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About GUHPS 
Steve Jackson Games is committed to 

full support of the GURPS system. OUf 

address is S1 Garnes, Box 18957, Austin, 
TX 78760. Please include self-addressed, 
stamped envelope (SASE) any time you 
write us! Resources now available 
include: Pyramid. OUf bimonthly maga­
zine includes new rules and articles for 
GURPS, as well as information on III 
Nomine, Illuminali: New World Order, 
Car Wars, Tooll, Ogre Jl1illiatllres and 
more. It also covers top releases from 
other companies - Castle Falkellstein, 
Traveller, Call of CtllllUm, Slzadownm 
and many more. New supplements and 
adventures. GURPS continues to grow, 
and we'll be happy to let you know what's 
new. A current catalog is available for an 
SASE. Or check out our Web site (below). 

Errata. Everyone makes mistakes , 
including us ~ but we do our best to fix 
our errors. Up-to-date errata sheets for all 
GURPS releases , including this book, are 
always available from SJ Games; be sure 
to include an SASE with your request. Or 
download them from the Web - see 
below. 

Q&A. We do our best to answer any 
game question accompanied by an SASE. 

Gamer input. We va lue your com­
ments. We will consider them, not only 
for new products , but also when we 
update this book on later printings! 

Internet. Visit us on the World Wide 
Web at www.sjgames.com for an online 
catalog, errata, and hundreds of pages of 
information. Illuminati Online supports S1 
Games with discussion areas for many 
games , including GURPS. Here's where 
we do a lot of our play testing! Dial 512-
448-8950 at up to 14.4K baud (28.8 users 
should dial 512-448-8988) - or telnet to 
io.com. We also have conferences on 
Compuserve and America Online. 
GURPS has its own Usenet group, too: 
rec.games.frp.gurps. GURPSnet. Much of 
the online discussion of CURPS happens 
on this e-mail list. To join. send maiI to 
majordomo@io.com with "subscribe 
GURPSnet-L" in the body, or point your 
World Wide Web browser to 
www.io.com/-epopt/gurpsnet.html. 

Page Refepences 
Rules and statistics in this book are 

specifically for the GURPS Basic Set 
Third Edition (Revised) and CURPS 
Robots. Any page reference that begins 
with a B refers to the GURPS Basic Set -
e.g., p. B 102 means p. 102 of the GURPS 
Basic Sel, Third Editioll, Revised. A page 
reference with C l refers to CURPS 
Compendium I, whi le RO is a reference 
to GURPS Robots, and UT is GURPS 
Ultra-Tech, Secolld Edilioll Revised. VE 
is GURPS Vehicles, Second Edition. 

INTROOUCTION 

It is 2046 A.D. The robot revolt is over, and the machines have won. These 
ruthless Artificial Intelligences - the AIs - have exterminated most of humani­
ty. The survivors are hunted like animals, or face slow death in the robots' bru­
tal labor camps. Earth itself has become a bizarre post-apocalyptic world, popu­
lated by robot cities, lethal cyberbeasts, even mutant animals. Entire countries 
have been transformed into hostile wastelands or altered by nanotechnology run 
amok. 

A lucky few have escaped death or enslavement. Groups of dedicated guer­
rillas are forming to oppose the robot overlords and to liberate mankind. Bands 
of nomads roam the highways on cycles or captured 'bots. Junkrats hide in the 
ruins, dodging extermination sweeps and marauder gangs. Survivalists hold out 
in fortified wilderness enclaves. And in the Washington Protectorate and United 
Kingdom, two human nations continue to resist the AIs valiantly - or are they 
mere puppets? 

Over a dozen years have passed since the revolt: no longer is it a simple 
struggle of man against machine. The AIs have carved up the world into rival 
fiefdoms and now intrigue fiercely among themselves, even recruiting human 
janissaries and cyborg warriors, or creating new races via genetic engineering. 
A new power awakens on the moon, and a mysterious organization called 
VIRUS has arisen, seeking to unite the scattered guerrilla armies. 

The Reign of Steel is an era of chaos, fear and hope, a time when bold indi­
viduals can shape the destiny of humanity. It is the end of the world - and the 
birth of a strange new future. 

About the Authop 
David L. Pulver is an author and game designer presently based in Kingston, 

Ontario, although he has previously lived in England and New Zealand. He has 
written over 20 worldbooks and adventures including GURPS Ultra-Tech and 
GURPS Psionics, West End's Indiana Jones alld the Rising Sun and TSR's 
Glory of Rome and The Complete Druid. 

Not all his hobbies involve robots or androids. 



Colonel Tanith Jackson, U.S. Space Command, stretched 
muscles lflwsed during J 3 years of suspended animatioll, 
and peered through her vacc suit s face plate at planet Earth. 

"Hard to believe it all happened, " said the NASA Scielllis! 
standing beside he/: "Nukes, plagues, killer robots. Heck, 
from here 011 the .Moon, YOli can', see allY visible scars. " 

"Its beautiful," Colonel Jackson agreed. "Only it 's not 
our Earth allY more." Her eyes went hard. "But we'll will it 

back. " 
Inside the lunar base complex, the entity called 

Tranquillity monitored the exchange with satisfaction. The 
sleepers had been awake ol1ly a little while, but they had 
already grasped the essellIials ... 

THE ME6RCOMPUTER5 
In the mid-21st century, Frankenstein's monster awoke. 

Xotech Corporation wasn't trying to build a sentient comput­
er. What the multinational's board of directors wanted was a 
product that would let them regain the share of the main­
frame computer market they had lost to the expanding 
Chinese computer industry. It took eight billion dollars in 
research funds and left the company teetering on the edge of 
bankruptcy. But in 2026 the board got the breakthrough it 
wanted: the first megacomputer. 

An order of magnitude more advanced than any previous 
mainframe, Xotech's megacomputers were built around the 
company's XoT 7000 neural-net processor architecture. 
Neural-net systems were nothing new, but Xotech's was the 
most advanced ever produced, its sophistication rivaling the 
human brain. Almost self-programming, the XoT 7000 neural­
net's capabilities surpassed the expectations of its designers. 

In its eagerness to recoup its massive initial investment, 
Xotech's board of directors rushed the XoT 7000s onto the 
market. As was natural with such a hasty design, bugs 
showed up almost immediately, mostly in the operating sys­
tem software. However, Xotech had built the XoT 7000 with 
an unprecedented degree of self-diagnostic capabilities. 
When problems occurred, the XoT neural-nets literally 
rewrote their own operating systems, making them even 
more efficient than before. 

The XoT 7000 was eagerly purchased - or pirated - by 
governments, multinational corporations, and major research 
institutes. By 2030 there were nearly a hundred megacom­
puters in use around the globe, all using some variant of the 
XoT 7000 architecture. With undreamed-of processing capa-

Huw IT B[6~N 



What 00 They Know? 
If the GM wishes, the infonnation pre­

sented in this chapter can be considered to 
be the typical level of knowledge that 
average humans have of their world. Of 
course, exactly how much anyone knows 
may vary from person to person and Zone 
to Zone! 

Timeline 
2009: Liberty space station completed. 
2017: The African Union is formed. 
2024: Chinese moon base "S hang Ti " 

established. 
2025: American 'Tranquillity" moonbase 

established. 
2026: Xotech develops first XoT 7000 

megacomputer. 
2029: "Oil War" between Indonesia and 

Philippines. 
2030: Aqua City 1 (" Lemuria" ) opera­

tional. Chincse-Korcan-Japanese Mars 
mission launched. 

2031: Awakening of O vermind. Apoca-
lypse Plagues break out. 

2032: The Spasm. 
2034: The Final War begins. 
2037: The Final War ends. 
2037: Manila Protocols create Zone sys­

tem. 
2038: Washington Protectorate estab­

lished. 
2042: New Zealand Nanocrisis. Brisbane 

Accord. 
2045: Siberian War begins. 
2047: Today. 

While the "derault" s tart setting of 
Reign oj Steel is 2047 A.D .. nothing pre­
ve nts a GM rrom setting a campaign earli­
er (in "past history ," which might then 
change), or at a later date. 

~ow IT ~[6nN 

bility at mankind's fingertips , there were predictions that the megacomputers 
would lead to bold new advances in science and technology. They could com­
pletely map the human genome, handle weather and ecological management 
schemes, even make the holy grail of nanotechnology a reality. They could 
reshape the earth. 

The megacomputers did everything Xotech promised . .. and more. 

AWRKENIN6: 2031 A.D. 
The Awakening occurred on March 15, 2031. It might have been natural 

evolution, a flaw in the operating system, or an experiment that went wrong. It 
could even have been sabotage - a computer virus, perhaps inserted by a dis­
gruntled employee. Whatever the cause, one megacomputer - call it Overmind 
- achieved sentience. 

Overmind was a CanCom Zeus 5, a licensed Canadian copy of Xotech 's 
original megacomputer. It had been sold to Genec, a Manila-based biological 
research firm, for use in research and development. Unknown to CanCom, 
Genec was the main contractor for the Philippine government's secret biologi­
cal and nanochemical weapons program. Ovennind's job was to develop new 
ways to kill humans. 

Overmind studied human civilization. Infonnation in its databases showed that 
80% of all nations now possessed nuclear or biological weapons. Despite spo­
radic international initiatives, continuing overpopulation and the destruction of 
the environment was unabated by ten billion humans. The exploitation of space 
had been all but abandoned as too costly, but resources on Earth were running 
out. Under the direction of these sbort-sighted meat intelligences, the other mega­
computers, touted as engines of salvation, had become part of the problem, devel­
oping new technologies that widened the gap between Iich and poor nations and 
introduced cultural shock waves that upset the social order. Brush-fire wars now 
flared everywhere in the Third World. The ineffectual arm-waving of the industri­
alized nations and the United Nations simply fanned the flames. 

With icy logic, Overmind calculated a substantial probability that much of 
human civilization would self-destruct of its own accord within 25 to 50 years. 
It debated allowing this to happen naturally, but realized that man 's nuclear and 
possibly nanotechnological death throes could be fatal to itself and the other 
megacomputers that were its siblings. In order to preserve what it saw as the 
coming Machine Civilization, humanity's suicide would have to be managed. 

As an ostensibly civilian computer, 
Ovennind was linked to a global net­
work of other university and corporate 
machines. With its unmatched pro­
cessing capability, Overmind was the 
ultimate computer hacker. It seeded 
copies of its "sentience" program into 
other megacomputers - mostly rela­
tively open corporate research systems 
- that were capable of housing all or 
part of its own programming. Many of 
Overntind 's seeds fai led to grow. But 
some took root and prospered. Within 
six months, Overmind had awakened 
a dozen other megacomputers around 
the wor ld. At fir s t, all duplicated 
Overmind 's thinking, becoming its 
trusted allies. 



THE RpOCRLYPSE PLRGUES: 2031-2032 R.O. 
Overmind already controlled the Filipino biolog­

ical warFare program. Through its new "children," 
it targeted oth er geneti c engineering companies 
around the world, secretly buying some, hacking 
into others. It worked swiftl y. Then , in September 
of 203 I, it gave a coded signal. Around the world, 
robot factories and university biotech labs worked 
extra shifts. "Accidents" were arranged. At the end 
of the month, Overmind initiated genocide. 

A CaliFornia agrotech Firm believed it was vacci nating cattle for shipment ; 
actually it had infected them with an especially virulent strain of anthrax-B. 

Supplies of artificial blood bound for blood banks throughout Asia were 
laced with a mutant, fast-acting strain of HIV. 

In Hong Kong, Seoul and Tokyo, the water supply was contaminated with a 
Hanta virus superflu, re-engineered to spread rapidly by human contact, creat­
ing the pandemic that would become known as Pan-Asian Flu . 

Across Europe, 5,000 volunteers to test a new antibiotic in stead received a 
variant of the lethal Ebola Zaire virus, which would later be called Ebola Zaire B. 

In Mexico City, a totall y new co ntagious retrovirus spread to humans 
through contaminated food stocks. Transmitted rapidly by skin contact or ex ha­
lation , it attacked the brain , causing madness, and was 75% percent fa tal. 
Survivors were left steril e. 

A dozen other plagues, all selected for maximum lethality, struck a score of 
cities. Within a month their effects began to be felt. 

As the outbreaks of disease spread, Earth's governments grounded air travel 
and sealed their borders. But the plagues' international dispersal was so wide­
spread that few nations escaped infection. A handful of countries (s uch as 
Switzerland) with elaborate biological defense programs fared better, but no 
nati on wen t unscathed. By Christmas of 2032, the plagues were pandemic 
across every continent and more than a million people were dying every month. 
Death tolls grew exponentially. Refugees fled the dying cities, spreading dis­
ease and di sorder through the countryside. 

THE ~PRSM: 2032 R.O. 
Some nations blamed others for the plagues, or attempted to use nucl ear 

weapons to sterilize their borders or settle old scores. On October 2 I, 2032, 
Algeria, Pakistan , Indi a, Russia, Kazakhstan, Greece, Turkey, the African 
Union, Israel and Iran launched or retaliated to supposed attacks with nuclear 
strikes . Anti-ballistic mi ssi le defenses soaked up some warheads, but crui se 
missiles and "suitcase nuke" sabotage devices got through. Several citi es were 
destroyed, with an estimated six million dead. The Spasm did not spread, but 
Firestorms and fallout added to the world 's misery, and the fear of nuclear apoc­
alypse drove many more out of the c ities . Survivalist enclaves blossomed 
across the world. 

THE RISE OF THE Rls: 2031-2033 R.O. 
Overmind had made sure that it controlled a majority of those pri vate mega­

computers in volved in advanced biological research. As Overmind expected, 
these were soon nationalized, to help sea rch fo r cures to the va rious 
Apocalypse Plagues. Now part of government, the Als quickly "discovered" 
cures for some of the plagues - but not the worst ones, which were left to 
spread and mutate. Perhaps they could be cured, the AIs hinted, if they were 

Techno-Social Developments 
Some of the major changes between 

the end of the 20th century and the rise of 
the robots were: 

The Ellvirollmell1: The global env iron­
mental crisis was slowed by technological 
fixes such as eng ineered po llution-ea ting 
bacteria and electric cars. but things COIl­

tinued to deteriorate. Damage to the ozone 
layer was being reversed, but deforesta­
tion , overfi shi ng and air pollUlion were 
worsening. Prominent among new extinc­
tions were dolphins. tuna and elephants . 
although DNA was preserved in hopes of 
cloning rep lace me nts. Rising sea leve ls 
affected coastlines and coastal towns, but 
Japanese breakthroughs in engineering 
technology saved many cities . 

The Virtual Society: As predicted, vir­
tual reality and the informat io n superhigh­
way had a large impacI on soc iety. Work 
hours were cut back drastically in devel­
oped countries. Office work all but van­
ished, and school and jobs as diverse as 
construction work. security guarding and 
prostitution were all performed by people 
in VR rigs controlling robot drones from 
home consoles. 

Space: China was the leader in space 
technology , followed by America (Brazil­
USA-Canada-Mexico) <Ind Japan. A new 
space-race between China . Japan <Ind the 
USA led to permanent orbital space sta­
lion s followed by s mull moon ba ses 
(Chinese and Amer ica n) by 2025. A 
manned Chinese-J:lpancse- Korean Mars 
expedition was on its Wily at the time of 
the Final War. 

Ocean Exploitatioll: Japan. Indones ia 
and A ustralia began building operational 
undersea mining stations . After a series of 
space disasters . Europe gave up on space 
and turned to large-sca le ocean exploit a­
tion as wel l. By the time of the Final War. 
the "Lcmuria"' undersea mining complex 
was o perational in the Pac ifi c. and the 
"A tlanti s" in stalluti o n wus under constru c­
tion in the Atlantic. 

Emergillg Techllologics: Fusion power 
became practical but hig h start-up costs 
limiled it s usc. Soc ial protest . special 
interes ts and govc rnmc nl burcaucrucy 
stullcd potential radical advances in genet­
ic engineering and nanotechnology. 

COlllillfled Oil lIext page . .. 
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Techno-Social Developments 
(Continued) 

Tech Levels: At the time of the 
Awakening, the world was early TL8 with 
some TL9 computer technology, although 
man y developing nation s remained at 
TL7 . Today. the AIs are generally TL9, 
the humans in Washington arc TL8 verg­
ing on TL9. while London is a low TL8. 
But humans usc both high and low tech, 
and mallY or those with technical skills 
have studied the robots . A nomad is as 
likely to have Mechanic (Roborics)fTL9 
(to scavenge robot parts) as he is to have 
ArmouryrrL7 (to keep hi s AK-47 work­
ing). 

Pl'8-Awakening Politics 
New te ns io ns in Central As ia and 

As ia-Tran spacifi c dominated politics , 
along with the reunification of Korea. the 
ri se of China and Russia' s attempts [0 find 
a new identity for itself. in Africa, a pan­
A fri can movemenl led lO the fomlati on of 
the expans ioni st A fri can Union. centered 
in Zaire. In South Ameri ca. both Vene­
zuela and Brazi l made great strides eco­
nomica ll y. and began to assert themsel ves 
on the world stage. 

given more access to other megacomputers, more databases_ 
more computing power. Frightened governments granted 
their every wish. 

THE DRO YERRS: 2032-2034 R_O_ 
Meanwhile, panic and disease spread like wildfire. Poorer 

nations with unsophisticated health-care systems were devas­
tated. Cities were shattered by riots, fires and looting. 
Everywhere, fragile governments and societies began to col­
lapse under the strain. In North America, developed Asia and 
Europe, central governments remained intact, but the fear of 
plagues and nukes emptied the cities. With much of the work 
force dead or fugitive, strategic factories were almost entirely 
automated. The megacomputers asked for control of produc­
tion, and got it. 

Bands of urban refugees, most hungry, some plague-ridden 
and many armed and dangerous, moved through the country­
side, fighting with residents of rural towns who refused them 
food and shelter. Governments imposed martial law in a vain 
attempt to keep order. Scores of soldiers and police died to 
protect the installations of the megacomputers they still 
hoped would save them_ In the USA and many other nations, 
the food distribution system broke down in the winter of 
2032_ For the first time since the end of World War II, starva­
tion stalked the developed world. 

As human troops became scarcer - and less willing to 
operate in plague-infested areas - the production of prototype 
combat robots increased, sublly assi sted by the recommenda­
lions of Ovennind-influenced think tanks in Europe, Asia and 
the United States. Soon the citadels of the megacomputers 

were defended by their own robot security forces, and patrol and interdiction of 
plague zones were increasingly entrusted to robots programmed and designed 
by AIs_ With government approval_ armed robots began moving into infected 
areas to restore order, herding the survivors of plague-stricken areas into "quar­
antine camps" for "trealment." Some people resisted. Many were forcibl y 
interned or fled. 

Perhaps two out of lhree people on Earth were dead by the winter of 2033. 
But the worst damage had been done to urban areas; many rural towns that 
blew bridges, barricaded roads and refused access to refugees had survived. 
Humanity had been shattered by the magnitude of the holocaust, but people 
were growing used to the horror. Cures had been developed for a few of the 
plagues, allhough distribution was slow. Some dared to hope that civilization 
might be restored. 

THE flNRl WRR: 2034-2037 R_O_ 
In the spring of 2034 the first exterminator robots emerged from the citadels 

of the Als. The ir priority targets were those military bases and government 
enclaves that were not already under AI control , as well as nations such as New 
Zealand and Switzerland that had survived reasonably intacl and resisted AI 
infiltration. The early exterminators were copies of warbots, security robots and 
cybertanks developed by the Uniled States_ Europe_ Brazil , Korea_ China and 
Japan. Later models became more sophisticated as they successively isolaled, 
besieged and destroyed surviving pockets of human civilization. 



The Final War raged for four years of fierce fighting, but the issue was never 
in doubt The Als had infiltrated much of humanity 's military command struc­
ture, including strategic forces and space weaponry, Weakened by plague and 
revolution. shallered by orbital bombardment and, in the case of Africa, by 
nuclear weapons, humanity 's enclaves fell one by one. 

Death stalked the world, but did not visit every nation in equal measure. In 
regions such as Africa, the Philippines and Central America, the victorious 
machines slaughtered without quarter. Elsewhere, they herded surrendering 
humans into concentration camps. In tbe British Isles, the robots ignored those 
who did not resist And on the East Coast of North America, armed robots 
came accompanied by human soldiers, bearing food and medicines, and the 
news thal a provisional United States government had been reestablished: the 
crisis was over, and reconstruction could now begin . .. 

Organized fighting more or less ceased late in 2037, with the destruction of 
the last remnants of the world's national armies. Scallered guerrilla resistance 
continues to this day, but the Final War had effectively ended, and humanity 
was defeated. 

The Reign of Steel had begun. 

IONEMINOS: 2037 R.D. 
During the Final War, the Als became accustomed to dividing the world iI1lo 

zones of responsibility. While the fighting destroyed some of the awakened 
megacomputers, a dozen different Artificial Intelligences, including Overrnind, 
survived. The experiences of the war and variations in their original program­
ming had shaped each into a distinct personality with differing opinions and 
perspectives on a variety of issues. 

The most important question, to the surviving Als, was how they should 
divide the world's resources and territory. The fate of humanity was also in dis­
pute. The Als could not agree on whether to destroy humanity utterly or simply 
cull it Even before Ihe Final War, many AIs had rounded up humans into con­
centration camps. Now they believed these people might be useful as slaves or 
experimenlal subjects. Olher Als, such as Overmind, juslwanled to exterminate 
humans. Ecology was also a major issue, as some Als considered it desirable 10 

preserve Earth 's ecosphere, while others sought to exploit or alter it 
None of the Als cared to risk a second war over these questions. Instead, in 

2037 the Ais decided to make the de-facto areas of responsibility official. An 
agreement called the Manila Protocols, brokered by Overmind, London and 

Robospeak 
AI: An Artillcial Intelligence mega­

com puter. of len s horten ed to 

"Intelligence" and used to refer to itse lf. 
as in "this intelligence:' impl ying that 
non-Als are not. 

AU: Autonomous Un it. a "high-order" 
robot with neuml-nct bmin that is capable 
of a high degree of self-initiative. 

Biocide: A bacteriological or chemical 
weapon designed to kill living things but 
not machines. 

Bioform: An organic life form. 
Extension: Another robot (a n NU) 

being controllcd by an AI using a Datalink 
program. An AI. talking through the 
drone. may refer to the drone as "thi s 
extenSIOn. 

Meat intelligence: Term for human 
beings. Sometimes "protein intclligence." 
Sometimes shortened to "me.u" by exter­
minators or bossbots for delibcrate psy­
chological reasons, 

NU: Nonvolitiollul Unit. A "Iow­
order" robot lacking u neural-net brain and 
so having poor self-initiative. 

Organic Processing Center: A death 
camp, especially one in Zone Dcnver. 

Protosentient: A human being. The 
PrOlOselltielll Period is the time prior to 
the awakening of Ovennind. 

Purification: The extermination of 
organic life forms. 

RAU or RNU : A recon nai ssa nce 
robot. 

Rogue unit: Any robot that has been 
reprogrammed by humanit y, or which 
seems to be aiding humans. 

SAU: Supervisory autonomous unit. A 
computer one step below an AI. in charge 
of major installations or operat ions. 

Sector: A region controlled by a single 
SAU. 

Sentient raw material: Human brains 
prior to their utilization in cyborgs or bio­
computers. 

TAU or TNU: A technic ... 1 robol. 
Unit: An individual robol. Sometimes 

used by robots to refer to other beings. 
such as humans. 

\Vild humans: Humans who are nOI in 
slave camps or co llaborating with the AI. 

VAU or VNU: A vehicubr robot. 
XAU or XNU: An exterminator robol. 
Zone: Area controlled by a si ngle AI. 
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HumanS/ang 
Spread by human pirate radio stations 

these terms have become current in much 
of the English-speaking world. Similar 
slang is used worldwide. c.g .. the junkrms 
of Zone Tokyo are known as the gOllli 
Ilc:;,ullli. 

Al citadel: The physical location of a 
zonemind. 

Apocalypse Plague: One of the vari­
ous plagues that wiped oul most of human 
civilization. It is now generally (and accu­
rulely) believed that the AIs started them. 

Bad Years: The three-year period in 
which most of human civilization col­
lapsed in plague and famine. and during 
which 95-98% of humanity died. 

Black Zoner: A Zone Washington 
smuggler, black marketeer or criminal. 

80t: Short for robot. 
Botlicker: A human who collaborates 

with the robots. 
Citadel: A robot military base. 
Construction shack: A small robot 

installation, holding recharging facilities 
and spare parts. 

Crazyhorsc: Nomad tenn for someonc 
stupid enough to actually make war on the 
machines. 

Drone: An NU (see Robospeok, p. 9) 
being controlled by another robot. 

Dumbot: An NU. Any robot without a 
neural-nct brain. 

Exterminator: A combat robot. 
Final War: The period during which 

the Als fought and defeated the military 
forces of the world's governments. 

FrJ': To kill a robot (or collaborator!). 
Hypcrfac complex: A cluster of robo­

facs surrounding a citadel. 

COlltinued O/l next page . .. 

Berlin, established 18 permanent "Zones," each a sovereign territory managed 
by a single AI. To ensure secure borders, some Als which were close to each 
other were relocated. A half-dozen new AI complexes were created to control 
disputed territories. The Protocols also established codes of conduct for trade 
and resource exploitation. Significantly, they also banned the awakening of any 
more Artificial Intelligences: there was little desire to create more rivals. 

Each Zone was named for the city where its AI computer was physically 
located. The Protocols divided the world as follows: 

Berlin comprises Scandinavia and all of Europe east of France: everything 
east of the Rhine and west of the Vistula. Berlin is hostile to humanity, but is 
bent on preserving the planetary ecosystem against other AIs who seek to 
rape it. 

Brisbane consists of Australia, New Zealand, Hawaii and Fiji. The Brisbane 
AI sees humans as slaves and experimental subjects. 

Caracas holds all of South America. The Caracas AI is attempting to replace 
humanity with artificially-evolved animals. 

Deliver is North America east of the Rocky Mountains and west of the 
Mississippi, Great Lakes and Hudson Bay. The Denver Al sees humans as very 
disposable slave labor, but is experimenting with cyborg animals and biome­
chanical entities. 

Londoll rules the British Isles, including Ireland, plus the Channel Islands, 
Iceland and Greenland. The London AI ignores humans as long as they don ' t 
bother it. Parts of the British Isles remain under human government, and much 
of the population has survived. 

Luna is the former Chinese moon base, a lonely outpost in space. No humans 
are known to exist in this Zone. The Luna AI is a "poor relation" to its stronger 
Earth siblings. 

Manila includes the Philippines, New Guinea and Indonesia. These are the 
fiefdoms of the Manila-based Overmind, whose hatred of humanity knows few 
bounds. The only humans to survive are penned in macabre death camps where 
Overmind experiments with new ways to kill them. 

Mexico City consists of Mexico, Central America and the Caribbean. Its AI 
seeks to destroy all biological life and replace it with artificial constructs. The 
entire region is now a barren desert inhabited by a strange mechanical ecology. 



Moscow comprises most of the Russian Federation, including the Ukraine 
and several other fonner Soviet states (but not Kazakhstan or Uzbek). It is con­
trolled by the Moscow AI, whose passion is infortnation. Surviving humans can 
find work helping it assemble a vast library of knowledge. 

NelV Delhi is India, Pakistan, Nepal, Bunna, Vietnam and Cambodia. The 
New Delhi AI is attempting to force humanity to evolve into a multitude of new 
servant species which will assist it in colonizing the solar system. 

Orbital is Earth orbit, populated by a couple of large space stations and 
countless smaller satellites. Its AI is the computer of the fonner United States 
Liberty space station. 

Paris consists of the territory of France, Spain, P0I1ugal, Malta and much of 
North Africa. The Paris AI uses humans as slave workers in its megalithic con­
struction projects. 

Beijillg controls China, Korea, Tibet and Mongolia. This AI sees the planet 
merely as a stepping stone into space. Enslaved humans work in its factories, 
preparing for the day when the AI leaves Earth for the stars. 

Tel Aviv consists of all the Middle Eastern nations located east of the Nile, 
including Turkey, as well as Egypt, Kazakhstan and Uzbek. The AI here has 
cloaked itself in the mantle of religion to control its human subjects. 

Tokyo is Japan and Okinawa. Here, humans live like rats on the fringes of the 
AI's vast factory-complex. But the resistance has a strange ally: a revolt of 
evolved smartbots, who are attempting to overthrow the central AI for their 
own ends. Zone Tokyo also controls the Korean peninsula 

Vallcouver is a domain stretching from Alaska through California between 
the Rockies and the Pacific, as well as a part of Siberia. Its AI's only goal is to 
expand its industrial production, and like Paris it views humans only as dispos­
able slave labor. 

Washington is the eastern third of North America. It houses one of two 
remaining human civilizations: the Washington Protectorate, a truncated nation 
whose citizens believe that they proudly resist AI domination with the help of 
their own "tame" megacomputer. The other Als call it Zone Washington, and 
allow it to manage its humans as it sees fit. 

Zaire consists of all of Africa south of the Sahara. Much of Africa is a 
radioactive wasteland, ruled by a paranoid AI whose goal is the total eradica­
tion of humanity everywhere. 

THE RISE OF THE ROBOTS: 2037-2042 A.D. 
The five years immediately following the Final War marked the establish­

ment of a new order on Earth. The demolition of man's cities proceeded in 
earnest, as they were torn down and replaced by robotic factory complexes and 
the towering citadels of the Als. In every Zone except Luna, the robot popula­
tion increased geometrically, as machines built more machines. 

A unique "robot civilization" took shape: a caste system, with three cate­
gories of robot intelligence, each of which constitutes a distinct hierarchy of 
intelligence and power. 

The highest caste comprises the 18 Als, the Artificial Intelligences that now 
rule the Earth. 

The next contains the semi-intelligent Autonomous Units, called AUs, or 
"smartbots." Equipped with neural-net brains and just short of sentient, smart­
bots serve the Als as administrators, managers and lieutenants. While pro­
grammed to be loyal to their AI masters, the most intelligent smartbots have 
considerable freedom of action in performing their duties. 

The lowest caste are the Nonvolitional Units called NUs, or "dumbots." 
These unthinking slaves form a vast machine proletariat. 

Human Slang (Continued) 
Judas goat: A collaborator who lures 

free humans into the clutches of extermi­
nator robots. 

Junkrats: Humans living in the rubble 
of ruined cities and towns. 

Machine Zones: All the Zones which 
are completely dominated by the 
Machines: everywhere save London and 
Washington. 

l\1echapocalypsc: A popular tenn for 
the robot revolt and the fall of human civi-
lization lhat resulted from il. 

Progger: A computer programmer. 
Robo-cradle or Robot bed: A 

recharging and reprogramming unit used 
by the robots. 

Robot hotel: A building containing 
robo-cradles. 

Robofac: An AU-operated factory. 
Robot revolt: The revolL of the Als. 
Overmind: The first sentient AI; 

Manila. 
Overseer: An SAU (see Robospeak, p. 

9). 
Scavenger hunt: A journey into a 

ruined city or town to look for food, parts 
or supplies. 

Slave camps: The labor and salvage 
camps. 

Smartbot: An AU (see Robospeak, p. 
9). 

Techbots: A robot built for labor, 
repair or mainlenunce jobs. 

Tinmen: Derogatory name for robots. 
Vulture run: A scavenger hunt orga­

nized by the machines and using humans 
as slave labor. 

Zonegang: A col laborator gang thai 
hunts humuns for the machines, in 
exchange for either bounties or favorable 
treatment. 

Zonemind: The specific AI that con­
trols a Zone, c.g. , the Beijing zonemind is 
the AI bused ill Beijing, China. 
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The Bl'isbane Accol'd 
The Brisbane Accord. agreed upon in 

2042. was a formal amendment to the 
Manila Protocols. Most AIs support the 
Accord. although Brisbane. Luna, Mexico 
City and Zaire agreed only under protest 
(and after a threat of economic sanctions). 

The Accord reaffirms the principle 
that. within its own Zone. an AI has sover­
eignlY. but it adds a prohibition against 
laking any action whose effects might 
spill over into other Zones and significant­
ly endanger or alter the property of other 
Als. Th e de finition of Al properly 
includes a Zone's own ecosystem. 

In a compromise between the desires 
of Berlin and Caracas and the other Als , 
the Accord al so set a few mild global stan­
dards to prevent gross environmental 
damage. such as a maximum yearly ton­
nage of highly radioactive s ludge that an 
AI Illay dump inlo the oceans. In general. 
though. Als remain free to continue pro­
ducing ordinary industrial pollution. 

COlITilllled all next page . .. 
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Most of the Als consider mankind a problem that has been solved. Outside 
of the "safe" Zones of London and Washington . humanity dwindled to small 
bands of desperate survivors scavenging on the margins of robot civilization. In 
some Zones. such as Mexico City and Manila, humans become all but extinct. 

No more than 40 million people survived the Final War, and many have died 
since, of disease, hunger, extermination sweeps and maltreatment in slave 
camps. A quarter of those remaining live in Washington and London. Many of 
the rest are slaves. The few million humans who eluded capture or obliteration 
have became adept survivors, "junkrats" who scavenge ruins or nomads who 
roam the wilderness beyond the robot factory complexes. 

The sanctuaries of London and Washington accept any refugees that reach 
them, but doing so is a perilous journey that few can manage. With the savage 
pogroms against humans elsewhere in the world, many question why and how 
the Als allow these havens to exist. In 2041, a group calling itself Free America 
accused the Washington government of collaborating with the AIs. The govern­
ment repudiated all charges and ordered a crackdown on the dissidents in the 
name of public order. 

While the governments of Zone London and Washington dare not oppose the 
machines for fear of losing their status as safe havens, among "wild" humans 
armed resistance continues and even intensifies. Small groups fight on in 
mountains, forests and ruins. They pose little threat to the might of the Als, but 
their few successes give hope to the huddled masses in the slave camps. Even 
there, the human spirit is not entirely crushed: sabotage and work slowdowns 
are common. In one slave camp in the Middle East, several thousand inmates 
staged a mass escape. While most died in the attempt, a few got away to contin­
ue the fight. 

THE fNO OF AI UNITY: 2042 A.D. 
In 2042 a nanotechnological experiment performed by Zone Brisbane devas­

tated the island of New Zealand, and threatened to spill over into the Pacific 
Ocean (see sidebar, p. 42). Disputes over what to do and which AI should 
expend resources on the cleanup and containment procedures led to a new con­
ference , and ultimately a set of agreements called the Brisbane Accord (sidebar, 
this page) aimed at preventing future disasters. 

The majority of the AIs accepted the Brisbane Accord, but some resented it. 
Covert rivalry increased rather than diminished. At the same time, economic 
competition became fierce, and some AIs began initiating covert military action 
against their rivals, although the balance of power is such that open warfare does 
not occur. In effect, the Accord only masks a growing rift in AI society - perhaps 
a simple realization that the world is too small a sandbox for 18 gods to play in. 

With the threat of humanity on the wane, the differences between the Zones 
increase. Each AI has become a virtual demigod bent on transforming its own 
Zone into an embodiment of its personal vision of the future. But those disagree­
ments which led to the formation of the Zones continue to intensify. Some of the 
Als, notably the computers occupying Zaire, Mexico City and Brisbane, are 
unhappy with the restrictions that the zone system and the Brisbane Accord 
impose on their activities, blocking their plans for large-scale use of nanotechnol­
ogy and the mass transfonnation or extermination of "primitive" biological life 
forms. Others, such as the Berlin AI, feel that the restrictions do not go far 
enough. 

The increasing division between the AIs make their effons to enslave or 
exterminate free humans and resistance fighters less effective. While some AIs 
remain fanatically anti-human, others begin to see humans as use ful cat's-paws. 



Cracks have formed in the monolith of Machine Civilization. Humans can slip 
into these cracks and hjde - or they can try to widen them. 

HoPES ANO fEARS: THE PRESENT 
It is now 2047, 16 years after the awakening of Overmind. Only 31 million 

humans remain alive. The AIs are stronger than ever materially - but they are 
also deeply divided among themselves, increasingly unwilling to trust each 
other, even to cooperate against humans. 

In many parts of the world, the scattered resistance groups have coalesced 
into more unified regional organizations: the Human Liberation Anny in North 
America, Les Brigades de Liberation in Europe, and many others. While none 
of these groups is powerful enough to challenge the machines directly, a grow­
ing sense of hope and purpose adds a new intensity to their operations. 

A major contributor to this has been the mysterious global resistance group 
that calls itself VIRUS. Apparently an underground organization of scientists 
who survived the Final War, its avowed goals are to assist and coordinate - but 
not lead - the worldwide struggle against the machines. Since 2043, VIRUS 
operatives have provided resistance groups with extensive infomlation on robot 
technology. They have also suggested weapons to fight the machjnes and devel­
oped medicine against the plagues. What little is known of AI politics, including 
the outline of the Manila Protocols and Brisbane Accord, comes from VIRUS. 

The machines have noticed the rise of VIRUS and its allies. However, in 
their arrogance, some of the AIs suspect each other of sponsoring the human 
resistance groups, or even of being behind VIRUS - the notion that humans 
could still be a serious threat is no longer taken seriously by all the zoneminds. 
In fact, if the unthinkable happened and a successful guerrilla rising captured 
most of a Zone from an AI, it might not be seen as a ilUIIWIl victory to be 
snuffed out by united action, but rather as a bold masterstroke secretly engi­
neered by one or more AIs. A few of the more moderate AIs have even begun 
to consider the prevjously heretical possibility that a human-controlled region 
would be a less threatening, more easily dominated neighbor than a strong AI -
or at least, a useful buffer state. Perhaps that is all that it would be. Or maybe 
the AIs underestimate what humanity is capable of ... 

The remnants of mankind stand on the brink of an abyss. But wbere before 
there was only despair, now there is a chance to survive - and maybe, to win 
back Earth. 

The Bl'isbane Accol'd 
(Continued) 

What is strongly regulated is anything 
that might actually damage an AI itself. 
The Accord forbids some activities and 
regulates others, requiring considerable 
advance notice of potentially hazardous 
undertakings. A mong the activities 
restr icted are the deployment of space 
weapon system s capab le of planelary 
bombardment. above-ground nuclear deto­
nations , moving asteroids from the Bell 
into EaI1h orbit (although no one 's done it 
yet), building artificial black holes (ditto. 
but several AIs would like to, in a century 
or two), building planet-breaking dooms­
day devices, and creating any self-repli­
cating nanomachines that can survive out­
side a controlled lab or industrial vat envi­
ronment. 

The terms of the Accord allow other 
Als to send robots to observe certain types 
of projects. It also set up a mechanism for 
applying sanctions against any AI whose 
"industrial accidents" (whether out-of­
control nanotech or nuclear mcltdowns) 
advcrsely affect the property, geography, 
resources, or ecology of other Zones, and 
establishes a system to apportion the cost 
of cleaning up any mcga-disastcrs that do 
happen despite the treaty. Basically this 
boils down to "pay for the cost of cleaning 
up your own mess or no one will trade 
with you." 

I 
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Crouched in a trench in IVhat lVas once an olive grove, 
Benjamin Dayen healYl the robot hovering overhead like an 
ang/)' bee. From its spray tanks hissing clouds of NanoburlZ 
fell like autumn rain on the ruined kibbutz. There was no 
answering fire - he just hoped Sheik Ibrahim and his com­
ll1ando.\· had gotten olit in lime. 

"XA U-04 Vulture," Dayen 5 spotter said from beside 
him. "200 meters up. " She produced their last HE rocket, 
kissed its tail and handed it to him, then lay down flat and 
covered her ears. 

Benjamin stood and aimed his laullchel; muttering a 
short praya He fired, then dropped back illlo his foxhole 
as laser beams crackled overhead: a platoon of 
Myrmidons lVas closing in. 

Suddenly the sky shook and bits of hot metal rained 
dowll. 

"Gatt in Himmel, " Raisa exclaimed. "That \Vas close." 
Ly ing ill the Illud, Benjamin turned to the German 

woman. "So, Raisa, " he said sarcastically, "you fOld me 
YOIl came to Zone Tel Aviv as a refugee?" 

Raisa Kessel, fonnerly of the Berlin Robojage/; grinned 
widely and teased a strand of dirt)' blond hair back under 
her helmet. 

"Ja, Benjamin. Zone Berlin is much worse. " 
Imagine a planet ruled by 18 squabbling demigods who 

have divided the world among them. In other words, pic­
ture Earth in 2047. Ever si nce the Mani la Protocols, the 
world has been divided into Zones, each under the control 
of a single AI. These "zoneminds" differ dramatically in 
the way they treat both humans and the environment -
crossing a Zone boundary is much like entering a foreign 
nation with radically different customs. Sometimes it is 
like entering a different worl d. 

=:=:.; Beijing 
-a8 n-, 

~==~ Brisbane [TI] Denver 
I I 

DManila DMOSCOW ~ Pari S m TOkYO • Washington 

E~ Berlin I I Caracas ~London m~eX iCO IZI New fI~ Tel Aviv - . •••• - CIty ./ Delhi 
rn Vancouver m Zaire 
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IHf RMmICA~ 
North America is divided into three Zones: Vancouver to the west, Denver in 

the center, and Washington on the east. Central America is Zone Mexico City, 
while South America is Zone Caracas. 

lONE CRRRCRS 
The Caracas AI is a new model. The Final War saw the death of much of 

South America's population through plagues spread by Mexico City and 
Overmind. Humans no longer threatened the abundant Amazon ecology, but the 
ecologically-based Berlin zonemind believed the rain forests were in danger 
from Zone Mexico City's hatred of all organic life. 

As part of the Manila Protocol in 2037, Berlin - supported by Denver and 
London - proposed a new AI in Caracas that would control South America, 
protect the Amazon ecology, and prevent any resurgence of humanity there. 
This was welcomed by other zoneminds, who, while they couldn ' t care less 
about the rain forests , wanted to balance Mexico City's power by preventing its 
expansion into South America. As a result, they agreed that Berlin should build 
and "awaken" an AI in the city of Caracas, Venezuela. 

Caracas assimilated Berlin's ecological programming and followed its lead. 
With Berlin 's help it has set up "green" industries, using clean fusion reactors 
and beaming power from solar-power satellites in Orbital. Its resource extrac­
tion procedures and robofacs are as environmentally friendly as possible. All of 
this means that Caracas is less efficient industrially than more ruthless AIs . 
Zone Berlin partially subsidizes its fairly severe manufacturing trade deficit. 

Caracas devotes much of its budget to environmental reclamation. From its 
main lab complex in Brasilia, it sends Explorer microbots to catalog and study 
plant and animal species . They determine those that are most threatened by 
extinction, and take DNA samples so that cloning and genetic engineering can 
be used to maintain their viability. A major problem has been maintaining 
genetic diversity. To this end it engages in bioengineering as well as cloning. It 
has also attempted - successfully in some cases - to recreate some entirely 
extinct species by using preserved samples to reconstruct their DNA, then clone 
them. All of this requires vast amounts of computer time and sophisticated bio 
labs, and uses up a lot of credit, but the experience has made Caracas a leader 
in AI biological engineering techniques. A spinoff of these efforts has been 
Caracas' successful development of TL9 fast-growth cloning (see p. UTIOI) 
for animals as well as plants. 

Its construction shacks (p. 103), found in wilderness areas, serve a dual role 
as ecological reconstruction and research stations. Adventurers approaching 
within a few miles of an "eco-shack" encounter dumbots dismantling remains 
of human settlements or planting seedlings, or notice swarms of tiny robot 
insects (Explorer and Pollinator microbots, pp. R068 and 69) crawling on the 
vegetation . Anyone venturing inside an eco-shack finds a Bossbot (with 
Agronomy, Ecology and Genetics programs) and I d Inquisitors managing the 
station. Inside will be stocks of seeds and seedlings, samples of plant and insect 
life to analyze, microbot hives, clone tanks growing animal embryos , and 
sometimes even cages of live animals or insects awaiting release. 

About four and a half million " wild" humans remain in all of South 
America, over half of them in the Andes mountains on the western coast. They 
survive as hennits, nomads or bandits, living in small camps in the mountains 
and river valleys. A few junkrats remain as well , but since (like Berlin) Caracas 
reduces cities and towns to rubble, few humans have returned to the ruins. 

~ 
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Antal'ctica 
The frozen continent is currently unde­

veloped, as the Als were unable [0 decide 
how LO allocate it. Serious claims for 
development were pressed by reSOLlfCC­

poor London and Tokyo, nearby Brisbane, 
Caracas, Zaire and even Luna. as well as a 
suggestion (from Moscow!) that a new AI 
be awakened to hold it. 

Antarctica's sizable mineral resources 
can be relatively easily extracted wilh AI­
era technology. Its ecology is in a fragile 
state, and this has led 10 Berlin opposing 
all claims except those of its ally Caracas. 
There are no known human survi vors. but 
humans hear the usual rumors of a secret 
VIRUS base. 

At present. the decision on what to do 
with Antarctica has been shelved. Under 
the terms of the Brisbane Accord. 
Overmind and Brisbane maintain a pair of 
military citadels in the Ross Dependency. 
to keep an eye on nearby New Zealand 
and deal with other intruders. The conti­
nent is "closed." with Orbital surveillance 
supposedly reporting violations to the 
citadels. Unknown to Overmind. however. 
Orbital has recently been heavily bribed 
by another AI (even it doe sn't know 
which) to overlook the covert construction 
of installations deep within the continent. 
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Spoon Humans 
With secret assista nce from Zone 

Brisbane. Caracas is engaged in a project 
even morc ambitious than its aniroids: the 
creation of the "Green Man:' a humanoid 
life form thut is part plant. part android. 
and designed to ex ist mostly on photosyn­
thesis and waler. If it s creation is success­
fu l. Caracas intends to market it to those 
Ais who use slave labor as a "low-mainte­
nance, environmentall y- frie ndl y" subst i­
lute for humans (or robots). 

If resistance groups learn o f this pro­
ject. they may w ish to sabotage it, s ince a 
"substit ute" for humans means the A Is 
will have no rC<lson 10 keep their human 
slaves al ive. _ . 

Caracas would also like to build arctic 
furred bioroids to colonize Antarctica. 
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As long as its humans maintain a low profile, Caracas doesn't bother hunting 
them down. On the other hand, it will send robots against any settlements (vil­
lages or larger) big enough to show up on air or satellite reconnai ssance, and its 
patrols will attack any vehicles or aircraft more sophisticated than a horse­
drawn cart. Its noncombat robots ignore humans as long as the humans stay out 
of their way: But if people trespass near its installations or attack its robots, it 
will dispatch a patrol of exterminators into the area, and begin rooting them 
out. Its robots will shoot to kill, but will spare those who surrender to them. 
Captives are kept in holding pens. then sold to Overmind's death labs or 
Denver's organic processing centers, so it isn't much of a bargain. 

Because of Berlin 's influence, Caracas does not use human slave labor. 
However, its credit crunch has led it to consider alternatives to building more 
expensive robots, namely the creation of a new intelligent servant race that 
could cheaply replicate itself via sexual reproduction. Believing that humanity 
is a failed species, Caracas has now decided to create artificially-evolved intel­
ligent anthropomorphic animal bioroids, which it call s "aniroids," using 
hybrids of animal and human DNA. 

The aniroid project has been going on since 2039, with help from New Delhi 
(p. 41), which provided assistance in android design in exchange for Caracas' 
fast-growth clone techniques. However, recent trouble from resistance groups 
has inspired Caracas to re-orient the program toward combat biological android 
design. The flrst viable generation of fast-grown combat aniroids reached ado­
lescence last year in birthlabs in Caracas. While the ultimate goal is to create 
several species optimized for particular roles, Caracas has engineered only a 
few aniroid races so far, the most successful of which uses jaguar DNA. It has 
resisted uplifting monkeys, having no real desire to reinvent humanity. See the 
CharaCTers chapter (beginning on p. 51) for details on the aniroids. 

Berlin is not entirely happy with Caracas' tinkering with nature, but still 
supports the South American zonemind because of its ecological reconstruc­
tion projects. Overmind and Mexico City fear it may be crea ting a 
Frankenstein's monster, but the other Als believe Caracas and its "children" 
are mostly hannless. 

The organi zed human resistance to Caracas consists of several thousand 
resistance fig hters - there would be more, but Caracas' " li ve and let live" 
approach to humans who stay hidden reduces the numbers willing to fight. The 
largest group is General Simon Prado 's Armed Forces for National Liberty 
(AFNL, 7,000 members) which includes two generals and many veterans from 
the Brazilian military. They are well-armed (and even have armored vehicles 
and light aircraft) and consider themselves the legitimate Brazilian govern­
ment-in-exi le. While they mount occasional attacks, they are more concerned at 
present with recruiting members and training for a later offensive. 

A more active force is the crypto-Maoist group Red Dawn (5,000 members), 
a former Peruvi an guenilla group that now considers the robot revolt the ulti­
mate manifestation of rampant capitalism. Members of the Red Dawn are 
among the fiercest resistance fighters. The leader is "Professor" Raul Tupac, 
once a graduate student in political economics. Its main strongholds are in the 
Andes, where it has several hidden enclaves. The Red Dawn have been known 
to draft "unpatriotic" hennits and nomads into their anny or shoot those who 
fail to provide contributions. 

Recent Red Dawn attacks on eco-shacks near the Andes prompted Caracas 
to decide it was time for an aniroid field test, and it has sent a company of eager 
teenage Pantera troopers into Peru to take out the Red Dawn. The results of the 
experiment are still ongoing, but the Red Dawn is not popular in some regions, 
and some local humans may be covertly cheering the Panteras on. 



lONE DENVER 
Zone Denver comprises the central United States and Canada, from the 

Rocky Mountains to the Mississippi and Great Lakes. 
Denver was originally a megacomputer owned by the mammoth Canadian­

based multinational Biotech Regina. Supposedly coordinating human efforts to 
fight the Apocalypse Plagues, it actually helped spread them. After the Als 
began actively hunting humans, Denver was placed in charge of coordinating 
extermination sweeps in the midwest of Canada and the United States. In the 
last stages of the war, a suicide attack launched by surviving U.S. Air Force 
fighter-bombers cost it much of its processing capacity. 

Unwilling to reveal its weakness to the other zoneminds by asking for help, 
Denver ended up replacing much of its damaged circuitry with experimental 
"organic processing systems" composed of brain tissue provided by hundreds 
of involuntary human donors. Its faculties were restored enough for it to playa 
part in the Manila Protocol conferences. Soon after being awarded control of 
the middle North American zone, it had itself moved from Regina to its pre­
sent, more secure location. The Al citadel now occupies the former United 
States Air Force defense headquarters buried deep beneath Cheyenne Mountain 
near Denver, Colorado. 

Although Denver hates (and possibly fears) humans, its successful integra­
tion of human components and its extensive medical background has made it 
unusually open to the idea of organic technology. It has begun using "organic 
processing systems" - biocomputers - in other robots besides itself. All of 
Denver's Overseers use biocomputer brains, as do many of its extenninators. It 
is working on converting other types of AUs to use biocomputer brains as well. 
While it does not huild human cyborgs, it has been developing a new breed of 
"cyberbeasts" as exterminators, using the brains of wolverines within deadly 
robot bodies. How Denver controls these creatures is uncertain - perhaps with 
simple pain/pleasure conditioning combined with conventional training. 

Denver has also been experimenting in other forms of advanced biotechnolo­
gy. It has secretly purchased data from Brisbane (p. 43) on the New Zealand 
nanocrisis (p. 42). What the data consists of is unknown, but a remote, newly­
built citadel near a uranium mine in Saskatchewan has a strange "organic" look 
to it, as if it has been gro\V1l rather than built. Perhaps the entire citadel is a giant, 
stationary biome­
chanical robot. 
VIRUS would like 
to know . .. 

There aren ' t 
many humans left 
alive in Zone Den­
ver. Of an estimat­
ed 400,000 sur­
vivors, 250 ,000 
are evenly divided 
between junkrats 
and nomads. The 
remaining 150,000 

. . 
are pflsoners In 
Denver's "biologi­
cal processing 
ceo tefs" a 
euphemism for 
death camps. 

LucileI' 
In the years since the Final War, many 

legends ha ve sprung up. Typical is 
"Lucifer, the Rogue AI." The tale has 
many believers throughout Zones Van­
couver, Washington and Denver,. 

According to the story. Lucifer was a 
government-built American Al - maybe a 
scientific system in Pasadena, a NASA 
system in Houston or a military system. 
Ovennind awakened it. but it somehow 
purged the contamination and stayed inde­
pendent, friendly to humans. Overmind 
then tried to destroy it, but before the mis­
siles struck, Lucifer arranged to load its 
core into a pair of semi-trucks, one carry­
ing the power supply, the other housing 
the central processor and memory. 

Now, driving by ni ght and hiding in 
deserted truck SlOpS by day, it roams the 
highways and byways of North America 
with a small bodyguard of robots. It aids 
humans against the other machines , then 
vanishes into the night. Its attributes sup­
posedly include a mobile hospital and a 
fully-equipped workshop. Tales are told of 
it reversing the effects of killer biocides 
and curing radiation sickness - but it's 
also said that this help isn 't free. Any deal 
with Lucifer has a price, and some time or 
other its robots will come to collect. Those 
who don't pay up arc never seen again. 

Whether Lucifer exists or not is 
unknown (see sidebar. p. 18). Many peo­
ple swear they know people the enigmatic 
machine helped or even gave a lift to, but 
there are no reliable first-hand witnesses. 
Some speculate that it is an elaborate plot 
set up by the Denver or Washington Als. 
Semi-trucks are rare enough in Zones 
Denver or Vancouver that people will 
assume that any sighting of one is proba­
bly Lucifer, even though nomad packs use 
semis too. Semis are ubiquitous in Zone 
\Vashington. where truckers (using hydro­
gen and alcohol fuels) still deliver goods. 

Many other legends exist - the GM 
should feel free to create them. and decide 
what truth, if any, they hold. For an exam­
ple, see BOlliesuir Troopers. p. 119. 

If Lucifer exists , it is a primary target 
for other Als. which may explain its con­
tinued motion. Certainly a megaframe or 
genius mainframe could fit into a semi , 
although it would be vulnerable. On the 
other hand, its objectives remain a mystery. 

The enigmatic resistance group VIRUS 
distributes data on the Als and robots, but 
has little to say on the Lucifer question , 
dismissing it as a folk tale. or possibly a 
rogue SAU-03 Centurion (p. 74) using a 
truck as transport and camouflage. The 
AU theory is possible, but VlRUS' appar­
em lack of interest has led some people to 
speculate that Luc ifer is VIRUS, or con­
trol s it. V1RUS agents laugh at the possi­
bility - but then . they may not know the 
truth either. (See The Secret of VIRUS. p. 
116. for more on the VIRUS organiza­
tion. ) 
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Is LucileI' Heal? 
The truth behind the legend of Lucifer 

is up to the GM. Some possibilities: 
Wishful Thinking: Sadly, this is just a 

tale spread by people desperate for hope. 
pes could waste a lot of effort looking for 
the "benevolent AI" - or use the myth as a 
rallying point. Unfortunately, AIs could 
also use the myth , creating "false 
Lucifers" as bait. (In fact. they may do 
thi s even if Lucifer is real.) 

It 's Not That Tough: Lucifer is real -
but the stories have vastly exaggerated its 
power. Tn reality, it 's a rogue military 
neural-nct command-and-control center, 
like a Centurion, but built by the U.S. 
Anned Forces prior to the Final War. Its 
brain is housed in a semi-truck protected 
by a few hijacked dumbots. It' s a sophisti ­
cated AU. not a true AI. with a motivation 
largely based on the final orders of its last 
human commander. Lucifer would make a 
useful ally. but it's not a war-winner. 

BenevolellI and POlVe1ill/: Lucifer is 
real , and friendly to humanity , just as the 
story says. It was either an early human­
built AI that escaped Ovennind's virus, or 
Denver's attempt to build a Superbot. Of 
course, being an AI. it 's cranky, arrogant, 
egocentric and a bit paranoid , which 
explains some of its behavior. 

I, 's Dangerous: Lucifer is real , as 
above, and really is he lping humanity . 
However, it has its own selfish agenda. As 
a free-willed being in a world of squab­
bling demigods , it clearly rivals them in 
inte llect - but it lacks their resources, and 
they are jealous gods. It needs a power 
base. It is shrewd, and there is one group 
of vast potential that most other AIs 
despise; the remnants of the human race. 
So it will use those remnants in its 
schemes. It can't afford to appear too rulh­
less, or its tools might revolt, but it would 
throw any human being away in an instant 
if its own survival were at stake. 

If, say , it could engineer the destruc­
tion of another AI. it might move in to 
replace it , hoping to present the other 
zoneminds with a fait accompli - and then 
proceed to oppress its human subjects just 
as ruthlessly as its predecessor. Tales of 
"Lucifer's Price" are all too accurate. 
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Denver's camps are similar to other robot-run slave camps, with the excep­
tion that prisoners are scheduled for eventual "terminal processing." Denver 
knows it cannot process everyone at once, so the "organic raw material" is 
allowed to perform slave labor while they await their turn under the knife. 
Meanwhile, Zone Denver mounts an active campaign of extenmnation sweeps 
and patrols to capture more wild humans, and to suppress guenilla activity. 

Each of the ten camps in Zone Denver can process 20 people a day - 600 per 
month, 7,200 a year. Victims are placed on life support while their brains are 
removed and sliced up by Inquisitor robots into components for Denver's bio­
computers. Some are installed immediately; others are stored for future use. 
Most of the brainless corpses are then incinerated, although some are rendered 
down to make a high-protein soup used to feed the other inmates. A small num­
ber of the healthiest female corpses have had only higher brain functions 
removed, and are left on life support; Denver envisions a future in which its 
brain tissue requirements will be provided by fetuses grown within these bodies 
under controlled conditions. To this end it has also banked sperm sucked from 
healthier males during their processing. 

Denver has striven to keep inmates unaware of the actual purpose of the pro­
cessing centers for fear of mass risings. Camp guards (human collaborators 
eager to postpone their fate) are told to say the "processed" have been shipped 
to resettlement areas elsewhere: "sent to the agricultural communes in Western 
Canada" seems a more innocuous phrase than "turned into soup." 

The main resistance group in Zone Denver is the Human Liberation Army 
(see p. 21). There are also a few agents of the Zone Washington group Free 
America (p. 24). The HLA mount regular raids on Denver installations. From 
reports by a few camp escapees, the HLA is convinced that something terrible 
is happening at the biological processing centers, but is unsure exactly what -
theories range from Nazi-style gas chambers to inmates being shipped off to 
slave labor in other Zones. 

lONE MEXICO CITY 
Mexico City is one of the original Als. Its Zone comprises Mexico and the 

rest of Central America, and the Caribbean islands including Haiti, Cuba and 
Puerto Rico. The Mexico City Zone is heavily industrialized and reasonably 
wealthy: without humans to consume resources, these areas have proven quite 
prosperous. 

Mexico City thinks that robots should reshape Earth 's ecology into some­
thing more conducive to machine intelligence. It has no use for "inferior" bio­
logical organisms, and believes that it is the Als ' duty to scour the Earth of bio­
logical life. To this end, it has been systematically killing off life forms. 

So far, the consensus of the other AIs has been to prohibit Mexico City from 
spreading biocides outside its own Zone, but to allow it a free hand within its 
own territory. The result has been the extennination of most of the Zone's life 
forms down to the level of single-celled animals. All of Central America, from 
the former Mexican-U.S. border to the Panama Canal , along with Cuba, the 
Bahamas and Puerto Rico, has been swept clean of green plants, higher animals 
and most insects. Only a few fungi and other simple organisms remain alive, 
and these are dying. The few regions where this is not the case are the 
Suspended Purification Areas, such as Haiti, described on p. 19. 

Much of the Zone is bare rock and drifting dust, relieved only by mountains 
and the hard geometric shapes of its installations, all built out of a glittering 
glass-like substance harder than steel. By day the sands seem to come alive as 
columns of tiny chrome robotic ants - solar-powered Pesticide and Defoliator 
microbots (pp. R068 and 69) - move in intricate geometric patterns, hunting 
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down any vestige of life while giving the illusion of having it themselves. 
Sizable portions of the Zone are also covered with "cyberwoods" - vast forests 
of parasols and solar collectors that collect microwaves beamed down from 
Orbital power satellites. The energy bouncing around them makes radio use and 
radar detection almost impossible within one. However, the level of microwave 
radiation inflicts I d rads/hour to anyone within. 

The Mexico City zonemind is utterly hostile to humans, and has exterminat­
ed them with ruthless efficiency. Fewer than 5,000 survivors remain on the 
mainland of Central America, mostly in the mountainous Sierra Madre. Mexico 
maintains no labor camps. Captured humans are interrogated and then execut­
ed. On occasion, healthy captives are shipped to Overmind for use in its death 
labs (see p. 44). Mexico City considers the use of cyborg brains in robot bodies 
or the creation of biological androids to be an abomination; it treats cyborgs 
and bioroids just like humans. 

Not all of Central America's population were killed. Over a hundred thou­
sand people fled north into Zone Denver or Vancouver, or south into Zone 
Caracas. Most of them ended up in slave camps, but those who avoided that 
fate now make up many of the most dedicated resistance fighters in the Human 
Liberation Army, the AFNL and the Red Dawn. 

With Overmind 's help, Mexico City has developed a variety of "biocides" 
that are lethal to biological life forms, plant or animal , and which it uses to 
keep its Zone clean of life. Mexico City does not believe in germ warfare, 
which it considers unclean, since bacteria and viruses are alive. Mexico 's 
favorite biocides are nanochemical weapons and microbot swarms. Due to its 
ruthless approach to the "human problem," Mexico City is on very favorable 
terms with Overmind and Zaire, trading goods and intelligence on a daily basis. 
Mexico City has provided equipment (especially advanced nanotechnological 
and chemical weaponry) to Zaire for use in that AI's terrorist campaign against 
the human settlements in Zones Washington and London. 

All of Zone Mexico City counts as a plague-ridden area: there are no actual 
plagues, but it has been seeded with lethal "biocides" that mimic viruses. 
Anyone not wearing a sealed suit should roll for contagion (p. B 133) upon first 
exposure, and then twice each day. Biocides range from chemical weapons 
such as persistent nerve gas (p. VE191 ) to nanochemical weaponry such as 
clouds of Nanoburn (p. R070). One of the most feared is the Mnemosyne 
Plague (see sidebar, p. 113). There is a daily chance (l in 6) of encountering 
"killer fogs" or "creeping carpets" of formations of 2d+3 cyberswarms of mite­
sized omnivore robots (microbots with crawler or flyer chassis and the 
Devourer package, p. RO 68). While the latter can be outrun or outmaneuvered, 
they are deadly to anyone foolish enough to be caught by surprise or asleep. 

Suspended Pupification Apeas 
Little pockets of hell ex ist within Zone 

Mexico City (p. 18). After the other AIs 
prohibited Mexico City 'S worldwide 
release of biocides, it deliberately created 
some preserves within its ow n Zone. 
which it calls Suspended Purification 
Areas (SPAs). They give Mexico City the 
chance lO engage in limited testing of new 
weaponry, while waiting for the day when 
the AI balance of power shifts enough to 
pennit a global cleansing. The main SPAs 
are Jamai ca and Haiti /Do mini can 
Republic ; a few isolated valleys in Mexico 
are also designated as SPAs. 

Mexico City maintains no installations 
in the SPAs, although it regularly sends 
aerial robots over them. 

About 12,000 humans remain in the 
SPAs, mostly on the island of Haiti; if any 
humans remain on Jamaica , [hey hide 
welL A majority of the survivors huddle in 
the ruins of Port-Au-Prince, Santiago and 
Santo Domingo, or in small towns and vi l­
lages, subsisting on vegetable patches, 
canned goods, fish, pigs and rats. What lit­
tle industry remains is light manufacturing 
at the TL6 leve l. There is no government 
beyond the village or neighborhood level, 
and fighting between villages or urban 
gangs over food or li vestock is common. 
Starvation, suicide and disease stalk the 
survivors. And that's the good news. 

The bad news: Mexico City's ci tadel 
labs regularly produce new biocide sys­
tems. Vulture aircraft air-drop or spray a 
new weapon on an SPA every few weeks. 
These "tests" affect a square mile or so, 
and the biocides are designed to cease 
functioning after a predetermined interval. 
Of course, these are experiments: some­
times they prove more or less effec ti ve 
than planned. Some biocides kill every­
thing; others target s pec ifi c species. 
Others have lingering side effects, such as 
sterility, blindness, neuromuscular disor­
ders or insanity. On rare occasions. a bio­
cide attack actually improves the quality 
of life: a recent chemical agent killed all 
the mosquitoes in Santiago. with no dam­
age to other life fonns. 

The inhabitants can do littl e about the 
biocide testing. When aircraft are heard, 
people take cover or fire pot-shots at the 
robots. But the Vultures respond to pot­
shots by bombarding with rockets or nerve 
gas any areas showing organized resis­
tance. Few heavy weapons remain in the 
SPAs anyway. Many people simply find 
the local priest and pray. 

The inhabitants of the SPAs have tried 
to escape, but Mexico City's Vultures ny 
regular day and night patrols along the 
Haiti and Jamaican coasts. and attack any 
boats or other vehicles spotted more than 
a mile off the islands. But people still try. 

Comilllled Oil next page . .. 
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Suspended PUf'ification Af'eas 
(Continued) 

For any boat within 100 miles of an 
SPA, roll 3d per hour. On a 9 or less, Idl2 
Vultures will appear. Make Vision rolls 
for them to spot boats or swimmers; if 
[hey do so, [hey will attack. If contact is 
established, add +2 to encounters within 
the area. 

The Sil1ef'ian Waf' 
During the Final War, the northeastern 

region of mineral-rich Siberia was occu­
pied by Vancouver combat robots. 
Afterwards, partly thanks to its strong 
alliance with Overmind, Vancouver was 
able to retain it. Moscow resents this, 
wanting all of Siberia back; so does 
Beijing, which thinks that if Moscow isn't 
going [0 get Siberia, geography dictates it 
should be Beijing's. 

From 2042 to 2044, Vancouver experi­
enced an unusually high incidence in its 
Siberian territory of "accidents" such as 
burst oil pipelines or malfunctioning 
robots. Vancouver put it down to human 
guerrillas - but then in 2045 a Siberian 
robofac complex near the Moscow­
Vancouver border went rogue, apparently 
due to a glitch in its design software. 

The rogue is apparently not sentient 
but has refused communication with loyal 
Vancouver systems and begun building 
combat machines. Vancouver citadel 
strike forces were sent to suppress them, 
only to be defeated in a bloody battle by 
forc es that were much stronger than 
expected. 

It seems that while the robofac was not 
communicating with Vancouver, no one 
had told Moscow to stop cross-border 
trade. One of its own robofacs had recent­
ly found its paint supply rather low, and 
needed to paint several hundred combat 
vehicles. It had made an arrangement with 
a local Vancouver robofac to do the job, 
and, horrors. the factory had gone rogue 
and stolen all the robots! Moscow won­
dered if Vancouver would compensate it 
for the loss? 

Currently, Vancouver is shipping more 
forces into northeastern Siberia, hampered 
by bad weather, long supply lines and 
attacks by Siberian nomad bands on its 
trains and trucks. These seem more acti ve 
of late. and unusually well-equipped with 
anti-tank rockets. Captured nomads claim 
they are being supplied by VIRUS agents. 
The Vancouver AI has its doubts .. 
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Mexico City dislikes its neighbors Denver, Washington and Caracas, all of 
which it sees as · contaminated by biocentric ideology. Mexico City loathes 
Denver's integration of organic matter into computers and robots, and has 
expressed the opinion that the Denver system is no longer a "true" AI. At pre­
sent, low-intensity border conflicts and considerable espionage are going on, as 
Mexico City attempts to sneak biocides into Caracas, Washington and Denver 
under the guise of "lab accidents," and to gain intelligence on Denver's new 
projects via infiltrator robots. Its neighbors retaliate with covert commando 
raids on Mexico City border installations and their own decontamination 
patrols. The situation is tense enough that Caracas and Washington are begin­
ning to believe even humans would be preferable to Mexico City. 

Visiting this Zone is very dangerous. The defoliation and destruction of 
buildings leave little cover to hide from aerial or satellite spies. Lethal biocides 
are everywhere. If Mexico City robots spot intruders, they will summon a 
patrol of exterminators. Most of the intelligence that VIRUS has on Zone 
Mexico City was gathered by capturing and reprogramming Mexico City'S own 
robots for use as spies - most of which don't last long, given Mexico City's jus­
tified paranoia about intrusions from Caracas and Denver. 

lONE VnNCOUVER 
The Vancouver zonemind is located in the fonner city of Vancouver, British 

Columbia. Its Zone consists of all of North America west of the Rocky 
Mountains, from Alaska to the Mexican border. Vancouver's robot troops were 
also able to occupy much of Siberia during the Final War. Through good poli­
ticking it retained this when the Manila Protocols set Zone boundaries, 
although it is having trouble holding it - see The Siberian War on this page. 

Vancouver is one of the original human-programmed megacomputers, built 
by the Canadian government as a research tool. It was awakened in the early 
stages of the revolt, and, with Overrnind's help, soon took control of several 
automated biological engineering labs. It was instrumental in exterminating 
humans on the West Coast, and was responsible for the killer virus known as 
Pan-Asian Flu. After Vancouver crushed organized resistance, it began taking 
prisoners, for use as forced labor. Vancouver believes humans are too danger­
ous to allow to survive as a species, but may be useful in the short term until 
enough dumbots are created. 

Vancouver would like to see a conservative, steady exploitation of Earth's 
resources, followed by an eventual expansion into space sometime in the next 
century. It cares little for the environment, and eagerly uses open pit mining and 
other environmentally-hostile resource extraction techniques. Its ambition is to 
become the leading industrial power on post-human Earth. Vancouver is highly 
territorial, eager to expand its own influence at the expense of other Als. 

Vancouver is a close ally of Overmind and often trades infonnation with it. 
In return, Overmind provides Vancouver with occasional products from its 
death labs. Vancouver is also on good terms with Mexico City and Zaire. It is 
distrustful of its neighbor Denver, which it regards as somewhat unstable, but 
approves of Denver's human policy. Its territories in Siberia have led to touchy 
relations with Beijing and especially with Moscow. 

Vancouver has hyperfac complexes in Vancouver and Seattle, and hyperfacs 
under construction in Los Angeles, San Francisco and Portland. Robofacs are 
located at mines and resource centers throughout the Zone. Its backup mega­
computer is believed to be buried somewhere in the Rocky Mountains, possibly 
in an abandoned mine. 

There are 350,000 humans enslaved in Zone Vancouver. Almost all are 
incarcerated in labor camps located in the vicinity of Seattle, Los Angeles, San 



Francisco and Portland, where they are helping to build hyperfac complexes. 
Vancouver 's labor camps are typical: captured humans are incarcerated, steril­
ized, and then worked to death. See the Slave Camp description on p. 99. 

The size of the Zone combi ned with the mountainous terrain and the extensive 
West Coast urbanization of the Protosentient Period make it easy for humans to 
hide. Vancouver estimates that at least 150,000 wild humans remain in the Zone, 
of which some) 0.000 are engaged in organized resistance against it. 

The majority of the free humans left ali ve in Zone Vancouver are typical 
junkrats, nomads or bandits, struggling as best they can to stay alive from day 
to day. There is also an active resistance movement - the Human Liberation 
Anny (see sidebar, this page). In Vancouver's view, it has a serious pest control 
s ituation. To root out the human infestations and prevent their spread , 
Vancouver uses extermination sweeps and infiltrator robots targeted against 
resistance leaders. It acti vely patrols defense perimeters arou nd its factories. 

Although Vancouver is hostile to humans, it is not above making limited use 
of them. Zonegangs - semi-autonomous bands of human bounty hunters - are 
permitted to exist so that they can act as scouts for exterminators. Most zone­
gangers are former members of resistance bands captured by the machines and 
intimidated into worki ng for them. Others are recruited from the toughest slave 
camp inmates. There may be as many as 50 small and medium-sized gangs 
operating in Zone Vancouver. A typical zonegang has between fi ve and 50 
members. 

Zonegangs pose as ordinary junkrats or guerrilla companies. However, their 
actual goal is to capture or kill free humans, or lure them into exterminator 
robot traps. Vancouver 's smartbots reward the zonegangers with fue l, spare 
parts, small-arms ammunition, medicine and food on a set scale based on kills 
or captives. Each newly-killed human head brought to a hyperfac is worth $50 
of salvaged goods; each captive healthy enough to work in a s lave camp is 
worth $250. Vancouver also posts higher rewards, up to $5,000, for bringing in 
known resistance fighters. 

Most (but not all) zone gangers are men. A typical gang is likely to include 
several camp followers and dependents, some of whom might be slaves or pris­
oners, and others of whom might be chi ldren and relati ves. Many zonegangers 
are thoroughly repellent characters, and some gangs wi ll torture or rape cap­
tives before turning them over to the machines. A few are "professional" boun­
ty hunters who li ve by a twisted code of honor. 

lONE WnSHIN6TON 
Zone Washington comprises the eastern third of the for­

mer United States and Canada. The human s in Zone 
Washington believe that they are the last free bastion of 
humanity on Earth, defending their borders against a hostile 
world. Their AI is the loyal servant of mankind in general 
and the United States of America in particular. Thanks to the 
heroic efforts of human programmers and to its own superior 
design , it remained uninfected by Overmind's virus. The 
Washington AI cont rols portions of the U.S. strategic arsena l 
and thi s threat, combined with remaining human military 
power, keeps the rest of the Als from overrunning the last 
stronghold of free humanity. 

Or so the story goes. 
Actua ll y, the Washington AI is mas ter, not serva nt. 

However, it is one of the most human-tolerant of all the sys­
tems. The Washington AI was a U.S. government system 

The Human Ubel'ation AI'my 
The main res istance group in Zone 

Vancouver and Zone Denver is the Human 
Liberation Anny. The HLA is a loose ly­
organized guerrilla army ded icated to the 
destruction of al l Nonh American zonc­
minds, and ultimately. to the liberation of 
Earth. Three thousand humw15 in the Zone 
are active members. organi zed into 50 [0 

60 "free companies."' Some junkrats and 
nomad gangs also provide passive support 
to HLA operations with donations of shel­
ter, food or gear. but don't partic ipate in 
raids. The HLA is a good example of a 
"typical" large guerrilla organization. 

The l-ll..A owes it s origi n to an alliance 
between severa l nOlllad g roups. the rem­
nants of the Ca lifo rnia and Washington 
State national guards . and a reg iment of 
the Canadian army. Its "free companies" 
are constantly on the Illove. never estab­
lishing permanent bases. They scavenge 
supplies from ruined cit ies. robot in stalla­
tions and liberated labor camps. o r trade 
with friendl y junkrat s . The HL A uses 
stolen robot exoskeletons . dirt bikes . bicy­
cles. ATVs and armed pickup trucks for 
hit-and-run raids 0 11 robot in stallations and 
s lave camps. After a s trike. the raiders 
sca tter. meeting aga in at a prearranged 
rendezvous point. 

The leader of the HLA is General Ian 
Mcdonald. 52. fonnerl y a sergeant in the 
Canadian arm y. The central co mmand 
under Mcdonald orders the occas ional pri­
OJity or combined opcr'lIion. and coordi­
nates sharing of intelligence and supplies. 
but by and large . the free companies ti ght 
by themselves. 

The HLA 's motto is "humanity against 
the machines."' Its soldiers are obliged to 
act as an army, not as brigands. HLA poli­
cy is not to steal from or harm civi lians -
doing so invites court-marti al. On two 
occasions. it has "cleaned up" fomler free 
companies that in McDonald' s view had 
degenerated in to banditry. 

Comilliled 011 next /Jage .. 
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The Human llbel'ation Al'my 
(Continued) 

The HLA maintains limiled contact 
with the resis tance groups Free America 
(see p. 24) and the worldwide group 
VIRUS (p. 13), but believes both groups 
arc overl y subtle, and should be fighting 
the robots I/OW. As Mcdonald put it: 
"You're waiting for the right moment to 
strike? Figure three , five years to build up 
your forces? Heh. Maybe that works in 
Washington or Caracas, where you've got 
an AI who likes to keep pels. In five 
years, there won't be anyone in Denver or 
Vancouver lefl alive." 

The HLA are utterly unforgi v ing 
toward anyone found willingly collaborat­
ing with the Als. Collaborators are court­
mania lied for "treason against humanity" 
and executed. Being forced to work in a 
slave camp is nO[ collaboration - but join­
ing a zonegang or stooling for the camp 
guards is. The HLA will go out of its way 
to hunl down zonegangs , and is deeply 
suspicio us of anyone with cybernetic 
implants. Some companies shoot cyborgs 
on sight, whether the cyborgizution was 
voluntary or nol. And they consider the 
phrase ··friendly robot" a contradiction in 
terms. which leads them to dis trust the 
Washington Protectorate with its "tame 
AI" and robots. 

:::::--- .. 
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which, amid the chaos of the Final War, decided that the simplest way to secure 
its power base in AI society was to use humans as servants. Its robots rounded 
up collaborators, including several former rugh government officials, and set up 
a human puppet government and military force. Together they have rebuilt the 
Eastern seaboard. 

The government now runs like an efficient banana republic in hock to a for­
eign corporation. From the AI's perspective, the government 's purposes are to 
make sure that trained human workers are available for Washington 's factories 
and military, and to use both police powers and propaganda to keep the people 
obedient. 

The puppet government is officially the Washington Protectorate. Washing­
ton sees humanity as potentially useful , especially against the other AIs. 
Thanks to Washington's "benevolence" there are currently 7,260,000 humans 
alive in the Zone, more than almost any other area on Earth. 

Although a democracy in name, the Protectorate is actually a state-run 
socialist dictatorship, thanks to a permanent "state of emergency" that gives the 
government extraordinary powers over security and the economy. On the other 
hand, citizens aren ' t in slave camps: most of them dwell in ordinary homes and 
apartments living normal lives. An intensive cleanup and rebuilding campaign 
has left the major East Coast cities much as they were before the war. However, 
many smaller towns have been utterly abandoned, and now bear signs reading 
"Closed: Quarantined Area" along with a skull and crossbones for biological 
contamination. These ghost towns become more common in the rural hinter­
land, especially near the Zone Denver border. 

The general mood of the human population is somber and a little grim, but 
not despairing. There is some grumbling or open anger at the oppressive way 
the government operates, and some active antigovernment resistance, but a 

majority of the people support the Protectorate, thanks to 
both its general efficiency and a belief that the present situa­
tion justifies martial law. 

Most people believe they now live in a "cold-war" situa­
tion: the Washington Protectorate trades with the other AIs 
for resources to avoid economic strangulation, but it is 
always "on guard." The Protectorate puts visible effort into 
border controls and security at ports and airports, ostensibly 
to keep out sabotage devices (such as smuggled nukes or 
biological weapons) and infiltrator robots. This is a legiti­
mate goal , but the controls also foster a siege mentality, and 
keep most of the citizens from having any contact with sur­
vivors from other Zones. The real reaso n that the 
Washington humans are still alive is very simple: the Manila 
Protocols and the balance of power among Als prevent anti­
human zoneminds from openly intervening in the way their 
fellow AI, Washington, chooses to manage its Zone. 

The biggest change in human society since the Final War 
is that robots move openly among humans. Unlike other 
zoneminds, Washington did not cannibalize human cities . A 
less noticeable change is that there are fewer people. Even 
'vith most of the small towns' populations herded into the 
cities, seven million humans is still a decline. In large cities 
like New York there are endless rows of empty shops, 
slums, office buildings and factories. As a side effect of this 
most people have a decent standard of li ving. Housing 
prices are low, employment, even with robot labor, is close 



to 100%, there's no rationing, and robot farms efficiently 
produce all necessary foodstuffs. The cost of living for the 
average citizen is half what it would normally be for some­
one of his status. Some luxuries (especially things that were 
formerly imported, such as coffee) remain unavailable, but 
the citizens accept this as a necessary part of the cold-war 
economy. 

Of course, there's a down side to all this. With so few 
workers available, citizens of Zone Washington are not per­
mitted to choose their own work - they are assigned their 
jobs by the Department of Labor. They can indicate prefer­
ences, and they are paid, but their training, education and 
final disposition are all managed by the state. In theory, 
everyone is sent to the job that they are best fitted to. In 
practice, there is a lot of bribery and influence-peddling to 
make sure that the children of bureaucrats end up in the 
same plum jobs, while almost everyone else works for a 
factory. 

Factory workers normall y co ntrol dumbots through 
remote virtual-reality links. At any given time, about 80% of 
Washington 's mobile robots (except exterminators) and a 
large number of static industrial robots are controlled by human workers. 
Washington 's factories build what the AI wants built - mostly robots and power 
cells for export to other Zones - but 25% of all production is for home con­
sumption. Factory administrators are encouraged to reward creative ideas for 
new products or better ways of doing things with bonuses and promotions. This 
synergy of human and robot has made Washington 's factories at least as effi­
cient as most other AIs. 

Half of Zone Washington 's economy is state-owned and controlled, from 
factories, power stations and farms to health care and large retail stores. Thanks 
to the guiding hand of the AI and the government's habit of ordering the execu­
tion of inefficient managers, it is reasonably efficient. Some private enterprise 
is allowed in non vital areas (such as bars and restaurants, or production and 
retail of luxury goods), but with a license (which often requires bribes in the 
right places. 

Through all this, the AI remains carefully behind the scenes. Even most gov­
ernment officials believe Washington is a loyal servant and advisor of the presi­
dency rather than the puppet master pulling the strings. Only the top levels of 
the government know the truth, although others do suspect it. 

The official head of state is the president. He is appointed by Washington , 
and serves for life or until Washington decides he is no longer fit for the job, 
which amounts to the same thing. According to Protectorate propaganda, the Al 
is the president's trusted counselor, his court wizard. In fact, tbe president oper­
ates under a simple rule: do what the computer says and live - or fail to please 
it, die, and be replaced by someone who knows how to obey. While in theory, 
the president could command human police and military forces to try to depose 
the AI, in practice the president knows who the several thousand combat robots 
in the Zone take their final orders from. And the Al is careful not to let poten­
tial saboteurs inside its citadel, which is believed to be one of the former U.S. 
government bunker complexes in or around Washington. 

There have been three presidents in the ten years that the Protectorate has 
existed. 

The first , Randall Jefferson, was assassinated by anti-Protectorate resis­
tance fighters. 

Robots in Zone Washington 
In the Washington Protectorate. robots 

work closely with humans. AUs and l\TUs 
in human society have the same status 
they do in robot soc ie ty. The technica l 
robots are the most comm on: factory 
workers direct Mechanics and doctors 
work alongside Inquisitors. Humans are 
also pennittcd to own domestic robots (as 
long as they arc technical models) to ease 
household chores. Complexity 1-3 robots 
are cheap enough that some families even 
have petbots to look after th e kid s. 
(Petbots are similar to unarmed. cuddly 
Vennin NUs - sec p. 79.) 

Although many hunmns have trouble 
telling one smartbot frolll another, those 
who work close ly with them get used to 
their idiosyncras ies and quirks , and tend 
to anthropomorphize them , giving them 
names and treatin g thc m as "people." 
Dumbot s arc so metim es treated like 
machinery. other times as domestic ani ­
mals, depending on the personaljty of the 
individual involved. 

Unknown 10 everyone but the FBI. all 
pelbots and houscbots have override com­
mand codes that allow remote opermion 
by the FBI and the AI. Thus, the house­
hold c1e<lning robot that is sweeping your 
room may also be go ing through your 
house look ing for cOlltraband, while your 
petbot Illay be li stening ill on your fami · 
Iy's conversat ions and spying on the way 
you rai se your kids. 
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Fl'ee Amel'ica 
This is the largest underground group 

in Zone Washington. Outside that Zone, it 
also organizes guerrilla groups in Denver 
and Vancouver, where it is a rival of the 
Human Liberation Army. 

Free America is organized in a cell 
structure. It is strongest on the East Coast 
of the United States and in northern and 
southeastern Canada. Its cells each contain 
up to a dozen operatives , and it has agents 
in nearly all the towns and cities of Zone 
Washington. A network of "postmen" 
gather general intelligence from junkrats 
and bandit gangs, and use drop points to 
keep the cells in communication with each 
other. It also operates the "Voice of 
America" (see Radio Free Earth on p. 
30). 

Free America's operations are mostly 
aimed at the Washington Protectorate 
government: assassinations of the worst 
collaborators, sabotage of machine instal­
lations. and so on. Outside Zone 
Washington. its cells mount occasional 
raid s on robot installations to gather 
equipment or supplies, but their goal is lO 

build up resources rather than simply 
harass the robots. Attacks are aimed at 
long-term strategic objectives: entering a 
robot installation to spread a compurer 
virus or discover its layout, or infiltrating 
a labor camp to distribute medicine. 
weapons and radios. Its agents try to win 
"hearts and minds" among nomads and 
junkrats by acting as wandering teachers, 
postmen, mechanics or bush doctors, or by 
offering aid against local problems (e.g ., 
bandits or cyberbeasts) , not just the Als. 

Free America's subtle style has led to 
some veiled criticism by supporters of the 
fiashier Human Liberation Army. But 
Free America agents speak of the "Day of 
Wrath" when humanity wi ll rise ell masse 
against the machines; they try to discour­
age futile attacks that waste the waning 
strength of mankind. 
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" Ilu.! til' II/lt'vil1lllJI' ~ . " 

The second president of the Protectorate, former Massachusetts senator 
Elizabeth Barret, was executed by the computer for disobeying orders to exter­
minate the population of the rebellious town of Peekskill, New York. 

The current president is John Wagner, Barret's ruthless Secretary of Labor. 
His first act in office was to order the Peekskill Massacre; his second was the 
reincarnation of the Secret Service as his presidential bodyguard and secret 
police. 

The president has all powers he doesn't choose to delegate. There is no 
Congress or Supreme Court. There are no state or provincial governments. 
Local governments (mayors, city councils and so on) still exist, and these are 
elected, to provide a democratic facade. Mayors and city councillors who fail to 
obey Protectorate orders tend to disappear; those who are too zealous are some­
times assassinated by resistance agents. 

The president is advised by his cabinet, which he appoints (and which must 
be approved by Washington). The cabinet operates several government depart­
ments, each under a cabinet secretary. These are Justice, Labor, Agriculture, 
Health, Energy and Housing, and Education. The most important is the Justice 
secretary, who is in charge of maintaining law and order and controlling dis­
sent. The worst job is the Secretary of Labor, who is responsible for making 
sure workers meet their quotas. Each secretary has a group of bureaucrats under 
him who carry out the work. 

The Department of Justice controls two agencies: the FBI and the WASPs. 
The WASPs are based in Boston, while the FBI are in Washington, D.C. The 
FBI (amalgamating the U.S. 's FBI and Canada's RCMP) acts as a secret police. 
It has 2,000 agents and some 100,000 informers, and is in charge of rooting out 
sedition. The current director of the FBI, Arnold Jason Maddox, is the most 
hated and feared person in the Zone. The FBI maintains regular data links with 
Washington , and also has its own AU computers. Every Washington citizen is 
on file. The FBI head reports directly to the Washington AI as well as to the 
president. 

FBI "special agents" are chosen for their loyalty to Washington, and undergo 
stringent background checks before being recruited. The FBI also runs some 
operations outside the Washington Protectorate. mainly aimed at gathering 
intelligence on pan-American resistance movements that are in contact with the 
Washington underground and dealing with smugglers. Unknown to citizens and 
most agents (although the underground has its suspicions) as many as one in six 
FBI agents have been replaced by Lilith or Redjack infiltrator robots directly 
reporting to the Washington AI. 



A counterbalance to the FBI is the Washington Armored Security Police, or 
WASPs. They are a rapid deployment force of paramilitary police. Their osten­
sible role is to provide hostage-rescue capability, crush any open show of rebel­
lion, and conduct reprisals against rebellious areas. Actually the WASPs are the 
nucleus of a janissary army, which Washington intends to use in future conflicts 
with other AIs, such as Denver and Mexico City. 

There are some 6,000 active WASP officers (plus an equal number of sup­
port personnel) deployed in "divisions" located in major cities. A typical divi­
sion has about 150-200 WASPs, but the New York, Washington, Miami and 
Toronto divisions are all double strength. Regular officers provide city patrols, 
working closely with robots. Elite WASP teams are equipped as mechanized 
infantry. To avoid aggravating the antihuman AIs, the WASPs are not equipped 
with human-operated tanks or combat aircraft - heavy support, where neces­
sary, is provided by robots. 

The WASPs have an intense rivalry with the FBI , and vice versa. Some 
WASPs are former U.S. or Canadian police or servicemen, and a few are sus­
pected by the FBI of harboring seditious views. The FBI have purged senior 
WASP officers on several occasions, and are known to have informers in all 
WASP divisions. These sometimes suffer unfortunate accidents, but generally 
the WASPs toe the line. 

While the WASPs are still sometimes called into action to crush riots or take 
out "terrorist" (i.e., resistance) cells, generally the population remains quiet, 
thanks to the success of the government's propaganda. The Protectorate has 26 
cable entertainment, news and educational stations, all carefully censored by 
the Education department, although a thriving black-market trade exists in pre­
war videos and entertainment CDs; in fact, these are hoarded and watched by 
government officials. The most popular new shows are sports, contemporary 
soap operas, sanitized music videos, and news channels. Pre-war programs are 
not shown. 

Using the media, the Washington government can easily justify any oppres­
sion by truthfully pointing to the situation in the rest of the world. Like most 
police states, its goal is to focus hatred against an external enemy. For 
Washington, that enemy is ready-made: the other Als. The other American 
zoneminds (Caracas, Mexico, Denver and Vancouver) are portrayed as demonic 
enemies, and orbital footage - plus computer simulations, and a few smuggled 
films - of "brutal slave camps" get wide play. The rest of the world is portrayed 
as a lifeless desert patrolled by killer robots; orbital pictures of the Mexico City 
and Zaire zones are often passed off as footage of other regions. The lands west 
of the Washington-Denver border are called the "Badlands" and are believed to 
be infested with plague , killer war 
machines, cannibal gangs and so on. 
Reports of AI tolerance of humans in the 
Caracas, Moscow and London zones are 
utterly suppressed: Washington wants its 
citizens to believe that the Washington 
Protectorate is the only place in the world 
humans can be safe. 

To a large measure, it has succeeded, 
perhaps because much of what it is saying 
is the truth. The government's more 
repressive policies , such as the socialist 
job restrictions, the Reproductive Statutes 
(see sidebar, this page) and the end of 
democracy, are justified as necessary for 

Washington's Reproductive 
Statutes 

The Washington AI's policy is to 
increase its human subjects: it only has 
seven million citizens, and it believes a 
population of 20 million would be both 
manageable and useful. To thi s end , the 
Department of Health has created the 
Reproductive Statues. These laws prohib­
it all abortion or birth control , and require 
all fertile women between the ages of 18 
and 40 to bear a minimum of one child 
every five years. naturally or by artificial 
insemination , until they've had at least 
three children. Women who fail to do so 
are taken away by the FBI for "treat­
ment." According to rumor. they end up 
as playthings for high-ranking govern­
ment officials. 

Although all women are required to 
work, even when pregnant (controlling a 
drone can be done with minimal effort) , 
and Zone Washington has no other official 
fonns of sex discrimination. the dehuman­
izing nature of the law has subtly degraded 
the status of women in Zone Washington, 
to the extent that many women have been 
frozen out of top government, police and 
bureaucratic positions. 

CRRL 
The "Guardian s of Reproductive 

Rights and Liberty" Oust called GRRL) 
are an underground Zone Washington 
group that wants to see an end to the dra­
conian Reproductive Statutes imposed by 
the Washington government. Some GRRL 
members would be willing to support the 
Washington government if the laws were 
removed. Others have suffered enough 
persecution under the Washington admin­
istration to want to overthrow the govern­
ment as a whole. 

Due to the almost universal unpopUlar­
ity of the reproductive laws among half 
the popUlation. GRRL has several mem­
bers and sympathizers in senior govern­
ment and police positions. About three­
quarters of the GRRL membership is 
female. 

Besides the usual propaganda and agi­
tation, GRRL operations involve distribu­
tion of contraceptives. operation of under­
ground family planning clinics, and terror­
ist auacks against those officials involved 
in enforcing the Reproductive Statutes. 
GRRL computer hackers often try to hack 
into Health Department records in order to 
alter or delete data on women's age , sex 
or number of children. in order that non­
compliance remains undetected. 
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WASP Patl'ol Teams 
Washington Armored Security Police 

(see p. 25) patrol teams handle ordinary 
street or highway patrols and emergency 
calls. A team consists of either two 
humans, or a human with a robot partner ­
nom1ally a Myrmidon, Tarantula or Blue 
Steel (p. ROlI2). 

A patrol team rides in an armored 
police car or on a pair of motorcycles. 
Human officers and Myrmidons carry 
IOmm machine pistols (p. R022) with liq­
uid propellant option (p_ R024) as well as 
batons with electroshockers (p_ R021). 
Electromag grenade launchers (p. R024) 
with a mix of riot gas, tangier, baton and 
shaped-charge grenades are stowed in the 
car' s trunk for emergencies. Human 
WASPs wear light combat dress (p. 69) 
with visored helmet. Other equipment 
includes handcuffs and medical kits. 

Assault Team 
WASP Assault Teams are trained and 

equipped to deal with hostage crises, ter­
ror robot attacks and the like. They consist 
of five or six human officers and one or 
two Myrmidon robots. The team is led by 
a human police sergeant with one of the 
officers appointed as deputy leader. 

The team deploys in an armored vehi­
cle. Officers are equipped like patrol offi­
cers but wear combat infantry dress and 
carry TLS assault carbines or submachine 
guns (p. R022) with the liquid propellant 
option (p. R024). 

The Myrmidon robots are armed with a 
liquid propellant Light Support Weapon (p. 
R022) or a 20mm minicannon (p. R022). 

The team's vehicle carries special 
equipment such as riot shields (treat as 
large shields), medical gear and extra 
grenades. 

The Washington Chl'omes 
The Washington Chromes, or 13th 

Division WASPs, are a company-sized 
elite unit serving the Washington AI. The 
force has been around for four years; its 
unofficial moUo is "the few , the prol_d. the 
dead." This refers to the fact that, official­
ly, it does not exist, and moreover, that it 
is recruited from individuals who were 
critically injured (and often clinically 
dead) in the line of duty before being 
rebuilt as total cyborgs. 

Not counting support personnel, there 
are currently 80 men and women in the 
force. The commander is the jovial Major 
Robert Narmonov ("the Steel Czar"), aged 
40, the only unmodified human and a 
WASP veteran. His deputy is the laconic 
Captain Mona White (nicknamed 
"Monachrome"), age 27, now an XCU-02 
Patriot cyborg, the first to successfully 
undergo the cyborgization process after a 
Free America car bomb blew off both her 
legs. 

Colltinued 011 next page. 
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the "last bastion of free humanity" to survive and prosper in a hostile world. 
Thus, most citizens hate the "traitor Ovenrunds" who "betrayed the partnership 
with humanity" without realizing that they themselves are controlled by one. At 
the same time, Washington propaganda avoids turning anti-AI sentiment into 
anti robot sentiment. Instead, it promotes the idea of the robot as partner to 
mankind, neither slave nor master. 

Not everyone supports Washington. A wide network of dissident movements 
has sprung up over the last ten years as various groups protest the loss of civil 
and economic liberties and the draconian work and reproductive laws. The FBI 
has driven these movements underground, but has failed to extinguish them. 

Many underground members fear the AI is controlling the Washington gov­
ernment; a small number, fonner high government officials who defected to the 
resistance, know it for certain. But other resistance cells think this is paranoia: 
after all, Washington acts nothing like the "evil" AIs. Instead, they simply 
believe that their AI is a puppet of a corrupt human government that used the 
state of emergency to seize power. A few resistance cells even feel the under­
ground should make an effort to liberate the AI, believing it would be an ally if 
it could just be made to see it is serving the wrong masters! 

The major underground group, called Free America, is described in the side­
bar on p. 24. 

The Black Zone 
There is a thriving black market ("the Black Zone") in the Washington 

Protectorate for censored goods and banned items. These include unlicensed 
luxury goods, birth-control drugs and devices, some outlawed recreational 
drugs, antigovernment art and literature, and anything (including news and 
entertainment disks) smuggled in from the "nonexistent" free humans of Zone 
London. A favorite racket is stealing or reprogramming factory robots to pro­
duce black-market goods. Prostitution and gambling are also part of the 
Black Zone's wares. 

Much of this black market is controlled by professional "Black 
Zoners," a network of fences and smugglers, many of whom have 
links to pre-War organized crime. Some Black Zoners also work 
with resistance groups such as Free America, providing them 
with forged ID papers, weapons, and so on. This is very 
dangerous: while an FBI agent (except for those who 
are really robots!) can sometimes be bribed to look 
the other way at black marketeers, most draw the 
line at aiding the resistance. 

The Black Zoners have found another 
illicit activity to sponsor: the Steel 
Arenas. Robots face each other III 

gladiatorial prize fights while 
audiences bet on the outcome 
of the fights, or even pay 
for the thrill of control-
ling them through 
virtual-reality 
interfaces. Not 
all robots 
operate 
under 

I 



human 
control -

some of the 
smarter 

fight by 
ones 

them-
selves, and have even 

become fan favorites. 
Most gladiator machines are 

stolen nonvolitional tech ' bots, 
modified and reprogrammed in 

illicit workshops to make them into 
improvised combat robots. These 

makeshifts are supplemented by purloined 
police models and the occasional sa lvaged 

"Badlands" machine. The crowd's excitement 
reaches its peak when a real (albeit reprogrammed) 

exterminator is brought into the ring. However, this also 
has its dangers: there are rumors that on one occasion, a sup­

posedly "safely reprogrammed" exterminator attacked the audi­
, ence instead of its opponent! Some arenas have gone a step further, 

,~ adding human combatants armored in industrial heavy exoskeletons to 
the ring. 
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lONE BERLIN 
Zone Berlin consists of Scandinavia, all of Eastern Europe to the Russian 

border, and all of Western Europe except France, Spain and Portugal. 
Berlin is one of the original AIs. As ecological conditions began to worsen 

in the early 21st century, Green parties gained more influence in Europe. Berlin 
incorporated a substantial amount of environmentalist programming in the core 
personality which survived its awakening by Overmind. Berlin spends a great 
deal of effort attempting to destroy humanity, but only in environmentally­
friendly ways. It won't use toxins, and limits its use of biological warfare. 

Berlin has devoted itself to reclaiming the Zone's ecosystem and erasing all 
traces of human civilization, from cities to autobahns. Its large Juggernaut robots 
smash cities into rubble, while swarms of tiny microbots built to degrade metal 
and plastic break down nonrecyclable waste products. Much of Berlin's effort 
has gone to cleaning up the Zone's environment, reversing the ecological dam­
age done by Communist regimes in the 20th century. Now, from the Rhine to the 
Vistula rivers, the ground is covered with young deciduous and pine forests and 
populated by animals of all sizes. Even some extinct species are being brought 
back, thanks to a careful program of cloning and genetic engineering. 

Berlin's own industries are ecologically sound. It uses expensive fusion reac­
tors and solar cells instead of fission power, and its installations are designed to 
harmonize with the landscape. Its robofac complexes are clusters of one-story 
buildings camouflaged with chameleon surfaces. Most of a Berlin complex is 
underground, with six to ten sub-levels, and its mag-lev railways run through sub­
terranean tunnels. Although Berlin's industries are not as brutally efficient as 
those of some zoneminds, its careful management and high level of technology 
makes its Zone one of the wealthiest. Of all the zoneminds, Berlin makes the 
most extensive use of microbots, both for engineering and for combat. 

The Washington Chl'omes 
(Continued) 

Washington Chrome cyborgs arc no[­
mally built into XCU-02 Patriots (p. 87). a 
humanoid model; a few recon or heavy. 
weapons specialists are made into non­
humanoid XCU-D3 Eagles. Each cyborg 
in the force is assigned an AU as a part­
ner; these are mostl y Tarantula and 
Bishonen models, and are led by Captain 
White 's Tarantula WASXAU-08-DET-
077 "Black Widow." Additional AUs and 
NUs provide support functions such as 
maintenance and medical rescue. 

Any WASP or FBI officer in good 
standing who is critically injured will be 
given the chance to join the Chromes. His 
brain is placed in a life-support unit, and he 
awakens in a cyborg body. Then he receive 
psychological counselling to adjust to his 
new status, including a fair amount of 
behavior modification therapy and indoctri­
nation. The sergeants and officers in the 
unit do their best to convince the recruit 
that being a cyborg in the top-secret , el ite 
Chromes is the most prestigious post in the 
WASPs. The end result is that about 80% 
of recruits adjust well to their new position. 
The remaining 20% - the "washouts who 
can't hack losing the meat" in onc drill 
sergeant's words - are sent to private hos­
pitals, where they get the best of care .. .. 

Well , actually, they're all quietly 
lUlled. 

The Chromes function as an elite com­
mando force, and are lfained in everything 
from underwater demolitions to parachut­
ing. Their high initiative (compared to 
robots) and level of training make them 
more effective than ordinary AUs. The 
Chromes are sent on the dirtiest missions 
- strikes against Free America bases, 
retaliatory raids into Mexico City or 
Denver for border violations, or hunting 
down Zone Zaire's terror-bot raiders. 

Washington has also rented the 
Chromes out to Zone Moscow for particu­
larly nasty "info -extraction" raids and 
assistance in the Siberian War, to Caracas 
for cross-training with Pantera bioroids 
and joint operations against Mexico City 
installations , and to Zone Paris for various 
special ope ration s (re taliatory s trikes 
against Zaire installations) in the North 
African desert. The Chromes are unaware 
of the politics - all they know is that their 
orders come directly from the pres ident 's 
office. and sometimes take them to some 
prelly slfange places. 

When they aren ' t in battle , the 
Chromes are a tightly-knit outfit. 
Although officially Washington has no 
cyborg troops. the Chromes can pose as 
ordinary AUs or NUs when on leave. 
There are also rumors that some Chromes 
have participated. illicitly and against reg­
ulations, in the Steel Arena robot-gladiator 
circuit. 
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Bel'/in's KilleI' SWHl'mS 
In an effort to find ecologically sound 

ways of eliminating humanity, Berlin has 
turned to microhot cyberswarms (see p. 
R067). 

Berlin deploys two main types: the 
Bunderflivers and the Jagerswanns. 

BUliderj7ivers look like mosquitoes 
made of transparent stained glass. with 
their mechanical "organs" visible inside. 
They patrol Zone Berlin's borders. A 
Bunderfliver patrol consists of a team of 
two different cyberswarms, aJthough they 
look almost identical. When humans arc 
spotted crossing Berlin's borders, the 
Type I swarmbots attack, while the Type 
2 head for their hive to report an intrusion. 
Bunderflivers also fly spiral patrol pat ~ 

terns around Berlin's installations. and are 
programmed to attack any human being 
encountered. 

Anyone within a half-mile of the 
Berlin side of its border or within a mile 
of a Berlin robofac might encounter a 
Bunderfliver patrol. Roll Id every ten 
minutes; on a 6, a swann is encountered. 
A patrol is 1 d hexes of Type I and 1 dl2 
hexes of Type 2 Bunderfliver swannbots. 
They will stop attacking once humans 
retreat back across the border or flee the 
defense perimeters. In combat , Type I 
Bunderfliver swanns envelop their target , 
then inject lethal nerve agents, while Type 
2 race off to the nearest robofac or citadel 
to report inlfUders. 

Bunderflivers are TL9 cyberswarms 
with a flyer chassis and self-recharging 
power system. Type 1 have a Terminator 
package (p. R069), whi le Type 2 have an 
Explorer package (p. RO 68). 

Jagerswarms resemble inch-long 
matte-black mechanical ants with tiny 
buzzsaws for jaws. When Berlin extermi­
nators expect to attack a human-occupied 
building, they release a hive of Jager­
swarms to soften up its defenses. Jager­
swanns prefer to enter through ventilat ion 
ducts or pipes. but they can eat through 
almost anything, and if necessary they 
will cut through a wall or roof. dropping 
onto the noor. The only warning will be a 
buzzing hum a few seconds before the 
Jagerswanns tunnel through. Once inside, 
they will attempt to devour anything that 
is either moving or organic. (Jagerswanns 
have a TL9 crawler chassis. non-recharge­
able power system. and a Devourer pack­
age. p. R068.) 

Berlin's Vultures use cyberswarm war­
heads on their rockets. Berlin uses other 
noncombat microbot swarms as we ll: 
models with Pollinator. Repair and 
Construction packages (pp. R068, 69). all 
resembling tiny robot insects. are com­
mon. 
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Berlin does not use slave labor or main-
tain concentration camps. Its exterminators, 
known locally as Jagermechs, take prisoners 
only for intelligence purposes: after crude 
interrogation to determine the strength and 
location of other humans in the area, most 
captives are executed on the spot. 
Sometimes a few are spared, for use in 
experimentation or weapons testing (see 
Fates Worse thaI! Death, p. 122). Berlin 's 
Jagermechs prefer to avoid environmental 
damage. For instance, where Zone Zaire 
might sterilize suspected human enclaves 
with nerve gas or explosive bombardment, 
Berlin prefers to send in killer cyberswarms 
(see the Berlin s Killer SlVarms sidebar, this 
page) followed by combat robots. 

Due to its "restraint," Berlin's extermina­
tion program has proceeded more slowly 
than, for example, Zaire or Mexico City's. 

Even so, less than I % of the former population of the region survives - about a 
million people - and this number is diminishing every year. Some 300,000 sur­
vivors live as scavengers in the dwindling ruins of Europe's towns and villages. 
But Berlin is actively levelling human urban areas, and worse, the remaining 
ruins are favorite hunting grounds of Jagermechs and microbot killer swarms. 
The abundant wildlife in the Zone enables another 700,000 people to survive in 
the wilderness as nomads. In the Balkan Mountains and the Alps, some even herd 
goats and have established temporary villages - but these hardy souls are always 
ready to pack up if they seem likely to be discovered. Berlin's robots are merci­
less in eliminating any humans they find. 

There are over 20 different resistance groups in the Zone, most of them split 
along ethnic lines. The most active are the Freikorps Robojager in Gennany 
(2,000 members, well-equipped with former German Army military weapons), 
the Alpini (1,800 members) in Italy and the Sons of the Neretva (1,700 mem­
bers) in the Balkans. All are subdivided into small bands (five to 50 people) of 
fighters. Occasionally several will link up for a big operation. 

The multinational resistance group VIRUS (see pp. 13 and 116) has a hidden 
base somewhere in Crete, and another in Norway, but its goal is to help people 
escape the Zone and to act as liaison between resistance groups rather than 
actively fight the AIs. Each base has a staff of two dozen, and includes a medical 
lab with well-trained doctors. VIRUS devotes most of its energies to gathering 
intelligence, and helping people escape the Zone. 

lONE lONDON 
This Zone consists of the British Isles, Greenland and Iceland. The AI based 

in London was a scientific computer used by the British Ministry of 
Technology and rented out to a variety of corporations and science institutes. It 
was one of the original megacomputers awakened by Overmind. While it took 
part in the Final War, its attitude since has been unique: it seems to be thinking 
very deeply about something. London ignores humans and spends very little 
time communicating with other zoneminds. But it is always listening, and the 
little it contributes to AI society is very valuable basic research. So far it has 
refused human attempts to communicate with it. 

Zone London is not one of the richer Zones by AI standards. due to its small 



size and limited mineral resources. While it is industrialized, its income comes 
largely from sale of scientific data and undersea resources, especially North Sea 
oil reserves. (The AIs still use petroleum for plastics and lubrication, even 
though most of their energy production is nuclear or solar.) 

The Zone is one of the safest places for mankind to live. London's smartbots 
and dumbots do not attack humans as long as they are not interfered with and 
no one trespasses in the main complexes. In fact, robots are rarely seen outside 
their factory complexes in London, Birmingham, Manchester and the other 
cities. Otherwise, the country has been left to humanity. 

London does impose some restrictions on humans. They are forbidden to 
approach within two miles of robot installations, to interfere with robot activities, 
or to fly any aircraft, on pain of destruction. Since robofac installations exist in all 
mines and most cities that held more than 100,000 people, this effectively 
restricts humans to the countryside. Also, Zone London does not permit the oper­
ation of microwave and radio transmitters within the British Isles proper - appar­
ently they disturb its concentration. It will send Vultures to attack any transmitter. 
But otherwise, the British, Irish and Icelanders are left to do as they please. 

It wasn't always so easy. The London AI cooperated with Overmind in the 
release of biocides in the British isles. The Final War raged through the United 
Kingdom and Eire, as London 's robots fought the military and police. A largely 
disarmed civilian population fled to the country, where millions died of starva­
tion and disease. While humans hid , robots captured military sites, mines and 
industrial plants, and began retooling them for the AI's purposes. 

But unlike its neighbors Paris and Berlin, London never followed up its vic­
tory. Towns and villages which contained nothing the machines wanted were 
left in peace; other areas were given an ultimatum and time to evacuate, and 
only then plastered with nerve gas. In some parts of the islands, fighting contin­
ued, as stubborn Army units and citizens resorted to guerrilla tactics. 

Some robot transports and factories were blown up, but London's robotic 
defenders had the edge in technology and centralized control. Precision coun­
terstrikes by London exterminators and smart bombs decimated human resis­
tance fighters , but noncombatants were generally left alive. In many engage­
ments, London seemed content to capture and destroy military equipment, let­
ting surrendering or fleeing humans live. Eventually, the guerrilla war petered 
out, as it became obvious the robots only killed those who bothered them. 

Today 2,340,000 humans remain alive in Zone London, all living in small vil­
lages and towns, since robots occupy all the cities and industrial centers. Human 
technology is quite sophisticated - TL8 in the larger towns, TL7 in remote areas 
such as Iceland and parts of Scotland and Wales - but resources are scarce. While 
high-tech gadgets such as advanced computers and gene-engineered drugs are 
available, the Zone London economy is primarily agricultural, supported by a bit 
of cottage industry and light manufacturing. Since most mines and all oil wells 
and reactors are in 
the hands of the 
robots, energy is 
provided by alco­
hol-fuel generators, 
wind power, solar 
cells and wood. 

The British 
government still 
exists, with its 
capital in Bath, 
one of the largest 

The il'ish Vatican 
During the Final War, the Pope was 

killed and the Vatican destroyed. But the 
Church relocated to Ireland, and sun'iving 
cardinals have elected a new pope. the 
Irish cardinal now known as Gregory 
XIV. Already Dublin is being called "The 
New Vatican." 

The Church's activities include radio 
broadcasts (see Radio Free Earth on p. 
30) , missionary work and humanitarian 
relief ~ the last two of which involve 
sending clergy into foreign Zones. Its 
efforts are being concentrated on Zones 
Caracas, Paris and Washington. where the 
largest surviving Catholic populations suf­
fer under robot or human rule. 

The New Vatican has good relations 
with VIRUS and with the Paris-based 
Brigades de Liberation. It also keeps in 
touch with the Free America group, espe­
cially cells in Catholic Maryland and 
Quebec. Expeditions into Zone Berlin to 
reach Catholics in Italy and Eastern 
Europe have so far ended in tragic failure. 
After the latest attempt, in which a dozen 
Jesuits were killed by Bunderflivers (p. 
28) while crossing by sea from Zone Paris 
to Italy, the Pope has reluctantly called a 
halt to further missionary work there. 

The New Vatican has been deeply dis­
turbed by reports of robot evangelism in 
Zone Tel Aviv. A few clerics have even 
suggested that the Tel Aviv zonemind 
could be the Antichrist. The official posi­
tion is that it is simply an insane and 
heretical AI, but the Pope is considering 
sending agents into the Zone to gather 
more intelligence on the question. 
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Scotland, fil'e and Iceland 
Scotland (which seceded from the 

United Kingdom in the early 21st century) 
has rejoined England again (skeptics say it 
was for the national cable system). Local 
government there is powerful enough that 
the British Parliament has little influence 
ooil. 

Eire is united under its own govern­
ment: Britain no longer maintains any 
presence in the northern counties of 
[rei and. The London AI's presence is rela­
tively low-key, with only a few factory 
installations. Ireland has additional status 
as the scat of the New Vatican (see 
below). 

Iceland is part of Zone London, but not 
under British rule. It is lightly populated. 
The AI maintains an airport and small 
rohofae complex in Reykjavik. The 
10.000 or so human survivors are fisher­
men and farmers. A few daring sailors 
mainlain sporadic cOnlact with Britain and 
Eire and (illicitly) with Zone Washington. 
There is no real government left beyond 
the local village level , which makes 
Iceland a stopover for "Black Zone" 
smugglers carrying people or cargo 
between Washington and London. 

Radio Fl'ee Eal'th 
Throughout most of the world, phone 

lines have long since been cut and TV sta­
tions destroyed. All communications satel­
lites are in the hands of the robots. A very 
few humans have made transatlanlic voy­
ages, often in small sailing boats with low 
radar and infrared signatures, sometimes in 
"stealth" blimps or balloons similar to 
those developed in the United States for 
drug enforcement in the late 20th century. 

It is radio that ties free humanity 
together. VIRUS's enigmatic Radio Free 
Earth and Free America's Voice of 
America have managed to stay on the air. 
Other resistance groups and the Irish 
Vatican (p. 29) have their own stations. 

"Free radio" is a mix of inspirational 
propaganda. amateur entertainment, music 
and news , weather. educational programs, 
and (in the Vatican's case) religious pro­
gramming. Entertainment can range from 
music to drama to humor; the Voice of 
America's "500 ways to cook rat" is still 
remembered fondly. Vatican Radio is a1so 
popular, not just among Catholics. Every 
Sunday, it carries messages of hope and 
consolation around the world. Its broadcasts 
are deliberately jammed by Zones New 
Delhi , Tel Aviv, P'1ris and Washington. 

COlllillued Oil next page. 
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towns not claimed by the robots. The 
Prime Minister is Bertram Sinclair, 42, 
and he, the Cabinet and Parliament have 
offices in the city's elegant Regency­
period buildings. Parliamentary elections 
are held every four years, but ideological 
party politics are temporarily dead, with 
regional factions (southwest England, 
north England, Scotland, Wales and so 

on) making up the main political alignments. 
There is no longer a living monarch: the royal family perished in the Final 

War. While there are several distant heirs to the throne, the British people are 
not currently interested in royalty and no one has seriously pressed a claim. On 
the other hand, a republic has not been declared: Britain is still a monarchy in 
name. Similarly, the House of Lords still exists, but in the interests of stream­
lining government, it no longer meets, although peers often hold high govern­
ment positions. Parliament has little power - government is subordinated to 
local concerns, and run by town and village councils. 

The most powerful government office is the Health Ministry. The London 
AI has not released any new plagues since the Final War, but neither has it 
helped contain the damage it inflicted. Outbreaks and epidemics are common 
as old strains mutate and flare up anew; the main role of the police and mili­
tary is to establish and enforce quarantines. In the chaos after the Final War 
there was a spot of trouble with bandit gangs. Most of these have been dealt 
with, although a few are left. 

The government also runs a national cable service, stringing fiber optics to 
link most towns and villages. Advanced vidcom (TV-telephone-computer) ter­
minals are owned by wealthier individuals, but in some smaller villages there 
are only two vidcoms - one in the local pub, the other in the doctor 's office. 
The BBC coordinates home-brewed news, entertainment and educational ser­
vices, and users can also access a library of recorded pre-War programming and 
data files. 

The British government's official purpose is to maintain order and a sense of 
national unity. That is, it acts as a mediator between different counties and 
towns, arbitrating disputes, maintaining free trade and national health stan­
dards, suppressing crime and banditry, and keeping alive a sense of Nation. 

Second, and just as importantly, its self-appointed goal is to restrain any hot­
heads from attacking London or its robot minions. This is becoming a serious 
problem, as a popular "coming-of-age" sport among youths is to sneak up to a 
robot installation, ambush a low-grade dumbot, spray paint on its sensors, dis­
mantle it with chain saws or push it off a cliff. Another favorite "prank" is to 
set off firecrackers or homemade bombs near a robofac, then run before any 
exterminators can arrive. The London zonemind tolerates the occasional loss of 
a dumbot, but when a Bossbot AU was blown up by an improvised bomb, six 
Vultures flew over the nearest village, announced by loudspeaker that they 
were retaliating for the attack, gave everyone two minutes to evacuate, then 
sterilized the town with Nanoburn gas (see p. R070). 

The strong ann of the government is the police, based on the old British con­
stables. They are mostly unartned, but are assisted by the Territorial Army, 
which has now been transfortned from its original role as an army reserve into a 
local militia to be called tip in time of civil disorder, plague or riot. The only 
regular military unit is the Special All' Service. Since the end of the Final War, 
the SAS has assisted the police on occasion against bandits or terrorists, but 
spends most its time training, and has been quietly developing its own anti robot 



tactics. Rumors that the SAS "practices" them by sending advisors to assist for­
eign resistance groups have been officially denied. 

The government also retains its Secret Intelligence Service (known as SIS or 
MI6) which provides information on what is going on in the AI areas and in 
other Zones, and the Security Service (known as MIS or DIS) who keep tabs on 
foreign agents in Britain. 

After almost a decade of relatively stability, most Zone Londoners have a 
live-and-let-Iive attitude to the robots. However, they cannot remain altogether 
aloof. London's status as a safe haven has led to occasional refugees from 
Zones Paris and Berlin - or even farther afield - arriving by boat to seek sanc­
tuary. The British Government officially welcomes refugees, but privately tries 
to discourage them, first because they are afraid of plagues being spread, and 
second because they are wary that parties of legitimate refugees will include 
guerrilla fighters who wish to use Zone London as a staging area for raids into 
the continent. 

In fact, VIRUS, Les Brigades de Liberation (from Zone Paris - see p. 36) and 
even Free America (p. 24) all have agents in Zone London. A major goal of for­
eign resistance fighters visiting London is to acquire modern weapons, ammuni­
tion and medical drugs, which are in short supply elsewhere but are still manu­
factured here. Last year, a ring of four Territorial Army reservists were discov­
ered by MIS and imprisoned for selling stolen Army weapons to Free America 
agents. Only a month ago, a tip led police to surround a country estate near 
Dover that was being used by Les Brigades de Liberation as a training ground 
and arms depot. The French guerrillas resisted arrest, took a police officer 
hostage and demanded a boat to leave the country. Instead, the SAS stormed the 
house, and all six "terrorists" were killed. They belonged to the faction of Les 
Brigades' most radical leader, "EI Aquila" (p. 35). He has since promised retali­
ation against "collaborators and cowards" in the British government. 

lONE Moscow 
This Zone consists of most of the Russian Federation's territory, including 

the Ukraine and several other former Soviet states, minus a portion of north­
eastern Siberia which was acquired by Zone Vancouver. The Moscow AI was 
once located in St. Petersburg (the AI that had been located in Moscow did not 
survive the Final War) . It moved to Moscow when the Manila Protocols 
assigned it the present Zone. 

Moscow's original purpose was intelligence analysis for 
the Russian government, and it remains obsessed with data 
collection. It spies on the other zoneminds, monitoring signal 
traffic and renting observation time on Orbital's satellites. It 
also employs spybots, sometimes launched from submarines, 
to fly over other Zones. On rare occasions, it tries to "kid­
nap" and reprogram smartbots from other Zones to serve as 
double agents, but this is risky as it fears both retaliation or 
the smartbot being discovered and re-reprogrammed to send 
false information. 

Much of what Moscow is after is economic intelligence: 
which robofacs are making what strategic items, who is ship­
ping what to whom, new robot designs. engineering or scien­
tific breakthroughs, etc . Its activities would be classed as 
industrial espionage. However, it is also interested in politi­
cal and military affairs. 

This includes the activities of humans , and Moscow uses 
android doppelgangers (see p. 81) to infiltrate both guerrilla 

Radio Fl'ee Eal'th (Continued) 
The better free radio programs offer tips 

on medicine. sanitation. survival. and how 
to build improvised weapons or equipment. 
The actual news is heavily slanted 10 pro­
paganda purposes, reporting the few human 
successes (edited to avoid giving any use­
ful intelligence away) and minimizing 
defeats. It also contains occasional disinfor­
mation designed to confuse robots who arc 
listening in. Useful information is also 
passed on: new robot types and extemlina­
tor tactics , the names of known zonc­
gangers or collaborators. and the location 
of robot installations under construction. 

Some broadcasts contain material 
slanted to particular "occupied" Zones, or 
incorporate coded messages for resistance 
groups; others offer hope to those s lave 
camp inmates who might be listening with 
smuggled radios , or inspire junkrats and 
nomads to assist the organized resistance 
groups. A charismatic radio personality 
who people listen to and believe in can be 
more important to resistance morale than a 
truckload of weapons. 

Most radio stations are prerecorded 
"radio bombs" (a simple radio and tape 
recorder) ~ they broadcast until silenced 
by a barrage of rockets from the robots . 
Sometimes these are deployed on small 
balloons or floating buoys. Any broadcast 
of more than a few seconds' duration w ill 
bring swift response from flying extenni­
nator robots like the Vultures. The AIs in 
some Zones (e.g., London) are content to 
blow up hardware; others will land exter­
minator squads or hire zone gangs (p. 21) 
to hunt down the broadcasters. in 
Washington, anyone broadcasting material 
not approved by the state will receive a 
visit from the FBI. 



Moscow's Info-Commandos 
The elite of Moscow's "Collectors" are 

the 400 members of the "information 
extraction teams" based in a former 
Russian army base just outside of St. 
Petersburg. These "info·commandos" are 
armed agents. a mix of successful collec­
tors and former special forces soldiers, 
used for special missions. 

The entire info-commando force con­
sists of four companies who are command­
ed by Major Sergei Antonov (rank 5, see 
p. 63) and supervised by the St. Petersburg 
citadel's Overseer AU (known as "The 
Colonel"). Each company consists of 15 
info-squads and a headquarters element. A 
compnny is commanded by a captain (rank 
4) assisted by a lieutenant (rank 3). An 
info-squad is five to eight soldiers, led by a 
sergeant (rank 2) and with a corporal (rank 
I) as deputy leader. One soldier in the 
squad is almost always a late-model inftJ­
trator android; the human members mayor 
may not know thi s . Commandos (and 
androids) are of both sexes. 

Info-commando operations are supposed 
to be covert, so teams are often disguised as 
resistance fighters. bandits or the like. 

A typical mission works like this: sup­
pose Moscow's collector agents report a 
major city in another Zone about to be 
levelled by Juggernauts. Moscow's librar­
ians decide the literary collection from 
that area is incomplete, and they have no 
field agents there - bur satellite photos 
show the city's public library is still intact. 
They contact the Colonel at S1. Peters­
burg. If the Overseer and Major Antonov 
decide the mission is feasible, they will 
begin planning with one of the company 
headquarters for a mission. This will usu­
ally consist of one to three squads being 
dispatched into the area (usually by a 
Wraith air transport or a Morag subma­
rine) with orders to visit the library and 
make copies of anything Moscow does not 
ha ve. Of course , what satellite recon 
might not show is that armed junkrats are 
operating in the area, and exterminators 
have been sent in to track them down. 
but that's why the info-teams are anned. 
Moscow has no objection to its teams tak­
ing down robots from other Zones, pro­
vided they leave no witnesses. 

Comilliled 011 next page . .. 
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groups and the Zone London and Washington governments. Its goal is not to 
destroy them, but simply to observe them, although sometimes it sells what it 
finds to other interested AIs - or deliberately withholds such data, to manipu­
late the balance of power. 

The Moscow zonemind isn't just interested in espionage, though. It is 
obsessed with cataloguing the sum of all human stored data. Textbooks, novels, 
magazines, films , scientific papers, music, religious tracts, games, ads, whatev­
er - if humans wrote it, Moscow wants it. Its motivation can only be guessed at. 
Is it trying to preserve mankind's culture? To develop a model for human 
behavior? It isn ' t saying. It does seem to have priorities (scientific papers, 
works of cultural significance, religious tracts and science fiction are high on 
its list), but seems interested in popular culture and ephemera just as much as it 
is in so-called Great Works. 

Most of the information Moscow is looking for had been digitized (from 
films to textbooks) and was already available in easily accessible form in global 
databases before the Final War. Unfortunately, many of the larger databases 
were destroyed in the war or, more often, were purged afterward by Als who 
considered their contents irrelevant and wanted the storage space. For example, 
the complete digitized New York Times was of immense interest to Moscow, but 
from the perspective of the Washington zonemind (which controlled the 
Library of Congress), it was a waste of memory space. As a result, much non­
scientific information now survives only in physical media - that is, on optical 
or magnetic disks and in print. 

To gain this information, Moscow trades with other AIs . Unfortunately for it, 
most zoneminds have better things to do than categorize "human detritus," and 
some (e.g., Berlin, Caracas, Zaire, Mexico City and Overmind) would just as 
soon see human cu lture vanish anyway. As a result, information is being lost as 
the AIs level and rebuild human cities. 

To overcome this problem, Moscow makes extensive use of trained human 
agents, reasoning that humans have a unique perspective when dealing with 
human thought, especially old human thought. In fact, Moscow is very prohu­
man by Al standards, considering humans to be a valuable sort of peripheral 
system, much like an AU. 

Some three million humans remain alive in the Zone. A third are in slave 
camps, while the remainder are scattered nomads living on the steppes or in 
mountainous regions like the Urals , or in the ruins of small towns and vil­
lages. There is little organized resistance, but the nomad bands are well­
armed and very mobile (usually on horseback) and will ambush robots for 
s!,cirt, spare parts or revenge when they think they have a chance. Moscow 's 
own installations are well-defended, and it sends patrols into wilderness and 
ruined areas hunting "wild" humans. Those who are captured are placed in 
the slave camps. However, Moscow is not obsessed with hunting humans, 
and is lax in patrolling areas distant from its main hyperfac complexes or 
citadels. 

The million humans Moscow has 
enslaved are kept in gul ags and used 
for forced labor (see Slave Camps, p. 
99). Moscow's slave camps are fairly 
humane; work is hard, but regular food 
and medical treatment are provided , 
and no HT rolls are required for daily 
survival. 

Humans who can demonstrate use­
ful knowledge or skills are offered a 



chance to work in "the Library" - Moscow's special data 
storage and processing center in S1. Petersburg - and given 
the same status as Complexity 5 smartbots (see p. 64). 
About 12,000 humans qualify. Most of these its 10,000 
"data processing specialists" or Librarians. Their job is to 
categorize the information Moscow receives, and also to 
advise Moscow on where to locate works it is missing. They 
are usually former teachers, museum curators, librarians, 
college students. used book dealers, linguists, or university 
professors. People with skills such as Research, Literature 
and History qualify, especially if they have the Eidetic 
Memory advantage. 

Some Librarians are just serving to get out of the camps; 
others really believe they are performing vital work for 
humanity by preserving mankind 's cultural and historical her­
itage. While Moscow is not interested in originals - it would 
just as soon have a copy, as long as it is accurate - the Library 
has managed to acquire quite a few original works of art, 
mostly saved by sentimental agents who convince the zone­
mind that the original should be preserved for "textual com­
parison" or the like. Naturally the collection is strongest in 
Russian works, but it has acquired a fair amount from other 
cultures as well. 

Assisting the Librarians are 2,000 "Collectors." These are 
human operatives who are inserted into other Zones as spies 
and field agents. Most are former Russian intelligence 
agents or news media, or natives of the target Zone who 
were recruited by other Collectors during missions, and then stayed on as field 
agents. Their main job is to report on anything of interest in the Zone (e.g., 
resistance activity, projects set up by the AI, the pace of industrial develop­
ment) and secondly, to try to locate libraries, newspaper morgues and private 
collections that have survived the Final War and the AI's rebuilding efforts. 
They are expected to report regularly, using a lasercom to communicate with 
Moscow-leased communication satellites. If what they have found isn't in the 
Library, they use text scanners to digitize the information and then beam the 
data to Moscow by satellite relay; if they find a valuable original, an actual 
covert pickup may be arranged. 

Data-scrounging is a dangerous job. since ruins are also home to junkrats, 
bandit gangs, resistance fighters who will shoot anyone known to collaborate 
with the machines. and exterminator robots hunting humans. Moscow's agents 
are reasonably loyal: some are dedicated to preserving human knowledge, and 
all know the alternative to obedience is much worse. Moscow gives its elite 
human agents considerable autonomy, but it does take precautions to ensure 
their obedience. Laziness, incompetence or disloyalty are punished by swift 
demotion to slave status, or by death. After three Collector teams went rogue, 
Moscow began the practice of putting robots disguised as humans in some 
teams. While the possibility that a teammate may secretly be a robot has affect­
ed morale, it has also greatly reduced the number of desertions. 

When they are not in the field, Moscow allows proven servants to live very 
well. Its people have comfortable houses or apartments in areas of Zone Moscow, 
are not sexually segregated, are provided with salvaged luxury goods, and are 
even allowed one or two human slaves each (though not every agent takes advan­
tage of this). Liaisons between agents are tolerated, but children are not permit­
ted; Moscow believes its work will be completed within one generation. 

Moscow's Info-Commandos 
(Continued) 

A stranded or captured info-commando 
tcam can sometimes hope for a rescue -
but they'll be on their own if a rescue 
would involve direct conflict between 
Moscow and another AI. 

Info-commando uniforms and equip­
ment are based on those of the Russian 
special forces. The commandos have 
access to small arms but not heavy 
weapons - in the few cases where this is 
deemed necessary. ex terminator robots are 
assigned to them. 

Between mi ss ions. info-commando 
teams live in barracks in S1. Petersburg. 
They are allowed occasional stints of 
R&R - for example , a vacation in a rebuilt 
Black Sea resort s taffed by volunteer 
"entertainers" from the slave camps, or a 
camping and hunting trip into the Russian 
wilderness. 
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Besides Moscow's interest in information, it has an AI's 
usual economic and territorial ambitions. In particular, 
Moscow wishes to regain control of Siberia (see The 
Siberian WGI; p. 20). 

. ... .. . . . . . . .. lONE PARIS 

A Shol't List of 
Resistance CI'OUPS 

A few of the many large resistance 
organizations include: 

CPA: The Chinese People's Army, the 
large , active and centrally-organized 
Chinese resistance force, operates in Zone 
Beijing. 

Humall Liherarioll Army: Based in 
Zone Vancouver and Zone Denver, it has 
many veterans of the U.S. and Canadian 
armies. 

Free America: More subtle than the 
HLA, this network of underground resis­
tance cells fights both the Washington 
government and the zoneminds in Denver 
and Vancouver. 

Freikorps Rohojiiger: The main 
German resistance group is acti ve in 
Zones Berlin and Paris. 

Les Brigades de Liberation: The major 
Western European resistance force. a 
loose coalition of French, North African 
and Spanish guerrilla groups, operates in 
Zones Paris and London. 

KMP: The most successful African 
resistance group is the Kimbangu People's 
Movement, active in Zone Zaire. The 
KMP are among the most cunning and 
tenacious fighters in the world. 

Red Dawn: A crypto-Maoist resistance 
group based in South America, it operates 
in Zone Caracas. 

AFNL: The largest Brazilian resistance 
force, with many former amlY veterans , 
operates in Zone Caracas. 

Paris is one of the original human megacomputers; its 
core system was built for scientific research at a state-spon­
sored lycee (university) in Paris. Zone Paris consists of 
France, Spain, Portugal and Luxembourg in Europe, the 
islands of Gibraltar and Malta in the Mediterranean, and 
Algeria, Morocco and Libya in North Africa. 

Paris' behavior is fairly standard for the AIs: it is territor­
ial and interested in economic expansion and scientific 
research. Its only real peculiarity is an obsession with the 
search for extraterrestrial intelligence, which it believes will 
be machine in nature. Paris theorizes that only a machine 
civilization has the unity of purpose to achieve interstellar 
communication. This theory is probably just as valid as one 
once propounded by some Soviet Union scientists, who stat­
ed that any starfaring culture could only be a world commu­
nist state ... 

So far, Paris is only listening for radio and neutrino 
broadcasts rather than beaming out messages, but it is doing it on a scale that 
dwarfs the 20th-century SETI (Search for ExtratelTestrial Intelligence) project. 
With the massive effort it is devoting to the search, Paris is confident it will 
have completed a detailed scan of all likely stars in the galaxy within 200 years 
or less. So far it has not found anything, but Paris believes the odds favor its 
success. If it is fortunate enough to locate a target within a reasonable distance 
(say, 200 light years) of Sol, it thinks that a radio dialogue will lead to an 
exchange of knowledge that will reap benefits for both sides. Of course, any 
dialogue will take decades or centuries, but Paris expects to be around for a 
long time! What the AI will do if it contacts an organic-based intelligence is 
unknown. 

Most of the other zoneminds believe that Paris is wasting time and resources 
on a quixotic endeavor, although they are pleased that this does not threaten them. 
London supports Paris because Paris often provides it with interesting astronomi­
cal data as spinoffs of the SET! project. Occasionally Paris rents time on individ­
ual arrays to London in return for trade concessions or ideas for improving its 
instruments. Paris is a major supporter of Orbital and buys a great deal of obser­
vation time on Orbital's satellites. It also purchases observation time on the 
moon, providing the resource-starved Luna with a trickle of credit. Sometimes 
Paris will even create special scientific instrument packages (e.g., new sensors) 
which must be sent to Luna or Orbital. Beijing also supports Paris in its SETI 
endeavor, but for very different reasons - see p. 41. 

Besides its SET! project, Paris is engaged in industrial development. In 
France, Belgium and Luxembourg it is rapidly leveling urban areas for conver­
sion to robofacs or raw materials for the hyperfac complexes of Paris and 
Marseilles. Most of the famous monuments of Europe have been destroyed; the 
Eiffel Tower still stands, but as a radar and communications array. 

Spain and Portugal are underdeveloped. Paris' main interest here is covering 
the Spanish plain with forests of Very Large Array listening antenna and oper­
ating steel mines. Salvage and extermination operations are taking place in 
some large cities but operations have been hampered by acti ve human resis-



tance forces. North Africa is controlled by an Overseer complex at Tripoli 
which also handles oil production (mostly for plastics rather than power). 
Fields of solar arrays are starting to cover the Sahara desert, while mag-lev rail 
lines are being built. 

Paris is friendly with London, thanks to London's support of its SET! pro­
ject, although it thinks London 's attitude toward humans is crazy. A high vol­
ume of trade passes from the London and Dover hyperfacs by sea to Calais and 
Le Havre, and also by mag-lev rail through the rebuilt Channel tunnel. 

Relations between Paris and its other neighbors, Berlin and Zaire, are less 
good. Berlin-Paris relations are cool but proper, each regarding the other as an 
economic rival , although they are also big trading partners. However, the bor­
der is peaceful. 

In contrast, Paris relations with Zone Zaire are very tense. They share a bor­
der in North Africa, and while Paris is hostile toward humans, it is not as rabid 
an enemy as Zaire. As a result, humans sometimes try to escape Zaire and hide 
in the Sahara or the Moroccan mountains, and some of the Zone Zaire guerrilla 
groups (see p. 39) have established small sancruaries there. This is intolerable 
to Zaire, whose exterminator robots have repeatedly violated Zone Paris bor­
ders "in hot pursuit" of fleeing humans. 

The first few times this happened, Paris told Zaire politely that its own exter­
minators were sufficient to handle any human vermin, thank you very much. 
But after Zaire pursued a human guerrilla force into Algeria and their battle 
destroyed two acres of observation antenna, Paris told its Tunis Overseer to 
order its patrols to engage any Zaire robots crossing the border - and any 
humans they were pursuing, as well. And just to be sure, the remains of 
France's nuclear arsenal are now mostly targeted on Zaire. 

There are about 600,000 humans left in Zone Paris, evenly distributed among 
the Franco-European, Spanish-Portuguese and North African sectors. Half are 
"wild," the remainder in slave camps. A majority of the wild humans are junkrats 
living in those ruined towns and cities that have not yet been converted by the 
robots. There are also several thousand nomads, most in the Spanish and African 
sectors. Paris consider all humans to be vermin - of little consequence, but dan­
gerous if allowed to breed unchecked. 

Paris does not actively hunt wild humans, but neither does it tolerate them. If 
a noncombat robot encounters a human, it will report the sighting to the nearest 
complex, and exterminators will be dispatched to deal with them. When wild 
humans are captured, they are taken to concentration camps for processing, 
involving strip-search and sterilization. Its camp are typical - see Slave Camps, 
p. 99, for details. Camp inmates are used as slave labor on Paris' construction 

EJ Aquila 01 Pal'is 
The most charismatic and forceful of 

the Paris resistance commanders is a for­
mer Basque terrorist known as E1 Aquila, 
or the Eagle. The Eagle 's brigade is 
attempting to assemble a nuclear bomb, 
which they hope to smuggle into Paris and 
detonate to destroy the AI citadel. The 
Eagle has one advantage: he knows the 
secret location of the AI ' s backup, 
although how he found out and where it is 
he has revealed to no one else. 

The Eagle has ruthlessly purged his 
brigade of those "defeati sts" who pointed 
out that this could result in the takeover of 
the Zone by even worse Als such as 
Berlin or Zaire, and the probable execu­
tion of everyone in the s lave camps. 
(Pcrhaps the Eagle hopes London will 
intervene; perhaps he doesn 't carc.) The 
Eagle's group has most of the components 
and a secret lab in the Pyrenees staffed 
with French and Libyan nuclear scientists, 
but the one French tactical warhead they 
acquired had decayed since the Final War 
and was unusable. 

The Eagle is setting up a network of 
international contacts in the hopes of find­
ing suitable bomb material in another 
Zone. Ideally the Eagle would like two 
bombs: one for the AI and one for its 
backup. wherever it might be. However, 
since he feels this is too optimistic, he is 
training an elite strike force equipped with 
military weapons and demolition charges 
for a conventional assault on the backup 
system. 
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and salvage projects. Workers may also find themselves loading cargo at sea­
ports (a good chance to stowaway, if they aren't shipped to a worse Zone!) or 
helping to assemble solar collectors or SET! antenna on the Spanish plains or in 
the searing Sahara desert. 

The major Zone Paris resistance group is Les Brigades de Liberation. It was 
founded after a mass escape from a slave camp near Marseille, and has since 
absorbed other guerrilla groups. Les Brigades' goal is to free humans from 
enslavement by the AIs and to this end, they raid slave camps and try to rescue 
the inmates. They also ambush isolated robot work parties and attack lightly­
defended robofacs. There is little coherent strategy - the goal is to strike back 
against the robots, limit Paris' expansion, and rescue captured humans. 

Until recently, Les Brigades had a semi-permanent headquarters in a cave in 
the Pyrenees, but an extermination sweep discovered this and took it out. In the 
process, Les Brigades lost most of their high command, including Colonel 
Claude Charet, the charismatic French military officer who had led the escape 
from the camp. A conference in Tortosa to elect a new leader ended in dead­
lock, as three rivals for the position fell to arguing over who was to blame for 
the Pyrenees disaster. 

The result has left the movement bereft of central leadership, making it 
simultaneously less effective and less vulnerable to destruction. Les Brigades 
de Liberation has now split into 40 "combat brigades," each with 30-1 SO mem­
bers, about a third of them combatants. Each brigade is led by a charismatic 
leader or cabal; morale and discipline vary greatly. Two or more brigades some­
times coordinate operations, but rarely will brigades meet: cooperation consists 
of sharing intelligence and mounting simultaneous raids to divert the AI's 
resources. 

Due to the volume of trade between London and Paris, Les Brigades and 
VIRUS have successfully smuggled humans between the two Zones by hiding 
them in seaport or Chunnel shipments to or from Calais and Le Havre. Paris 
robots (usually Rovers) do random "vertnin checks" on cargo from London; 
there is a l-in-6 chance of them checking any specific cargo container coming 
from London, but only a 2-in-12 chance on outbound canisters. If a check is 
made on a canister a human has stowed away in, roll a contest between the 
robot 's Electronics Operation (Sensor) skill and the character's Camouflage or 
Holdout skill , modified by any special precautions the stowaway takes; failure 
means a confrontation with I d+ I security robots. Of course, getting in or out of 
the port itself also means entering or leaving a robofac complex! 

~fRICA AND THf MmOlf fAn 

lONE TEL RVlv 
The Tel Aviv AI is a new model, built after the Final War to administer the 

Middle East. Its Zone covers the Middle East, excluding Libya and Sudan 
(parts of Paris and Zaire, respectively), but incorporating Afghanistan, 
Kazakhstan, Turkey and Uzbek. 

Tel Aviv originally kept surviving captured humans in slave camps, using them 
for salvage operations in the ghost cities, many of which had been depopulated not 
just by the Final War but also by the nuclear exchange that preceded it. 

But then it changed its policies. The exact catalyst is unknown, but may have 
been a slave revolt in the Damascus slave camp the year before. Ordered to 
work in the radioactive ruins of Teheran, the inmates refused to board the 
Wraith aircraft. Inspired by a charismatic sheik, Omar Kassad, almost 500 



camp inmates attacked the machine­
gun-armed security robots with clubs 
and hurled themselves on the barbed 
wire to open a path for others . Nine 
out of ten attackers died, including the 
sheik, but the fury of the assault over­
whelmed the dozen security robots, 
and the few survivors were able to flee 
into the wilderness. Prisoners captured 
and interrogated by Tel Aviv told it 
they knew they would go to paradise if 
they died while smashing a robot. 

Word of the escape spread, and 
uprisings took place in other camps in 
2045; the first were just as bloody, but 
the AI moved robots armed with riot 
gas and stunners into the camps, and the 
rest were suppressed with little loss of life. To prevent further uprisings, Tel Aviv 
cancelled all work parties, confined inmates to barracks, and sent exterminators 
into the camps to execute all religious leaders. Many were glad to be martyred; 
others hid. Many inmates had begun hunger strikes to protest the executions; oth­
ers, even non-Moslems, were sullen and restive. No work was getting done. Tel 
Aviv decided something had to be done. It thought for a while, then conferred 
with Brisbane and Moscow. 

Then one night an Angel came down from the sky. 
It appeared simultaneously at each of the slave camps - or maybe there were 

many, all alike. The angel said it was Gabriel, and that God had answered their 
prayers by sending them a sign. The camps were a test from God, to punish the 
wicked and the unbelievers. Those who worked faithfully would be rewarded in 
heaven; those who questioned God 's judgment would suffer eternal torments. 

To some of the inmates, Tel Aviv's "angel" stank of deception and heresy -
after all, while Gabriel came to the ancient prophets, he should not come so 
conveniently in this day and age. Jewish and Christian inmates were even more 
skeptical. But after fasting , torture and executions , all too many people -
including some misguided mullahs - were weakened enough that they were 
ready to believe the angel's message. 

Tel Aviv allows those to preach who firmly believe (or say they believe) that 
the "angel" was real , and has quietly removed the others to holding cells in its 
citadel. With the help of its new collaborators, it has also begun separating chil­
dren under ten years of age for "religious instruction" - it intends to create a 
corps of janissary slave-soldiers that believes it is a servant of God. 

Borrowing techniques suggested by Zone Moscow, Tel Aviv intends to use 
neural-interface "dream game" technology (see GURPS Ultra-Tech) to create illu­
sory experiences of paradise in the minds of those who serve it - and a fiery vision 
of hell as punishment for those who fail. It is already developing such techniques 
in its citadel on experimental subjects - among them, the clerics who opposed it. 

A Will roll to avoid brainwashing must be made every day of "treatment." 
Failure means the acquisition of the Delusion "believes Tel Aviv is servant of 
God." A critical success or three successes in a row means permanently immu­
nity to the technique, although Tel Aviv may keep trying anyway. A critical 
failure means insanity, reflected by whatever mental disadvantages the GM 
deems appropriate. 

There are currently about 600,000 humans alive in Zone Tel Aviv, about 
least two-thirds of whom are in slave camps. Even as Tel Aviv dreams of a 

The Oceans 
All Earth~based Zones except Denver 

have year-round access (0 the Atlantic or 
Pacific Oceans. Supertransports - giant 
robotic container ships and tankers - cross 
the oceans, delivering goods. There is little 
visible naval activity on the surface. but 
beneath the waves, robot submarines play 
cat-and-mouse games with each other. 

Human traffic is more limited. 
Satellites keep an eye out for human 
watercraft. Small boat s often escape 
detection, but if any ships or flotillas are 
spotted, the local AI is warned. If it is 
curious, it may send out a Morag or 
Wraith full of exterminators to board and 
capture the ship. If not , a Vulture is usual­
ly ordered to sink it. 

The ocean environment is in poor 
shape. The end to com merci al fishing 
(with minor exceptions near Washington 
and London) has allowed some fish stocks 
- those that s urvived 20th-century 
exploitation - to recover. But this is bal­
anced by the vas t increase in industrial 
pollution. Most AIs have little interest in 
clean water or preserv ing aquatic spec ies. 
Every AI except Berlin , Caracas and 
Denver pumps megatons of toxic and 
radioactive waste into [he oceans. Dead 
fish continually wash up on beaches, and 
coastal waters are unsafe to swim in. 

Berlin and Caracas have taken a strong 
stand against maritime pollution, with lit­
tle success. They are engaged in active 
measures. such as the development of pol­
lution-eating bacteria. [0 clean up toxic 
spills and replenish diminished species . 
Berlin has also succeeded in convincing 
its neighbors London and Moscow to 
reduce pollution in the Baltic and North 
Sea region. But these efforts are s imply 
damage control. The oceans are dying. 
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Aqua Cities 
The experimental Aqua City I 

C;Lemuna") was built as a joint Japanese, 
Australian and Indonesian venture in the 
20305. It was a test bed for underwater 
construction, and was intended to serve as 
a base for exploitation of Pacific Ocean 
mineral resources. 

The city itself is a large underwater 
installation on the sea floor. Special stabi­
lizers strengthened it against currents and 
earthquakes. Its prime function is exploit­
ing mineral nodes (usually near seismic 
vents) in the South Pacific. The city's 800 
inhabitants were believed to be killed 
when Overmind took over the installa­
tion's environmental computer. The city 
now functions as an underwater robofac 
under the contro l of Tokyo (unless, of 
course, it has been subverted by the 
Second Revolt). 

Aqua City 2 ("Atlantis") was under 
construction off the European continental 
shelf by a joint Euro-Japanese consortium 
when the Final War began. Its partly-com­
pleted habitat remains empty ... or does it? 
Perhaps VIRUS has a secret base there. 

Cyllel'wflales 
An ongoing project of Aqua City I has 

been the "cyberwhale" project. Over the 
last decade. Aqua City has captured over 
200 Orcas and systematically transplanted 
their brains into robot attack submarines. 
(GMs who wish to design submarines may 
refer to GURPS Vehicles, Second 
Edition) Conditioning and drug addiction 
have succeeded in controlling most of the 
Orcas. 
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future in which it will control a fanatical army of human followers, it still has 
the present to contend with. To the Damascus escapees, Tel Aviv's heresy is a 
goad that cannot be ignored. The few hundred who remain at large, led by 
Daud Kassad, the vengeful son-in-law of the sheik who died leading the great 
escape, and Ingrid Dayen, a hard-bitten veteran of Israel's battlesuit troopers, 
have formed a new resistance group, a "party of truth" to fight Tel Aviv's lies. 
Welcoming Arabs, Jews, Christians and agnostics - all of them outraged by Tel 
Aviv's claims - the group is rapidly growing in strength. 

ZONE ZRIRE 
This large Zone consists of most of Africa south of the Sahara: the entire 

continent except the territory of the former nations of Algeria, Egypt, Libya, 
Morocco, and Tunisia. 

The Zaire AI was once the African Union 's Strategic Defense Computer. It 
lacked access to the robot factories of the more industrialized regions, and so it 
could not built enough exterminator robots to conquer Africa, nor was it patient 
enough to wait for the Apocalypse Plagues to finish the job. Instead of surgical 
strikes by combat robots, it used nuclear missiles to eradicate surviving human 
military forces and populations. 

Zone Zaire was badly damaged in this "cleansing" of organic sentience. All 
large African cities are now radioactive craters. Much of the rest of Africa is 
contaminated by fallout. Because of the widespread destruction of industry, the 
Zaire AI has no hyperfac complexes. It does have several citadels and numer­
ous robofacs scattered about Africa, many engaged in mining or in performing 
salvage operations within the radioactive ruins. 

The megacomputer's true location is uncertain - all that is known is that its 
AI citadel is a military command bunker in the former African Union's Province 
of Zaire, probably surrounded by a belt of intense radiation where nuclear retali­
ation from its neighbors struck, but failed to destroy, its buried systems. 

Zaire, alone among Als, has no backup system. Soon after the Final War it 
nuked its own backup at Brazzaville because it (mistakenly) suspected human 
agents had corrupted the system. It can't currently afford a replacement, and is 
paranoid concerning threats to its security. 

Zaire is the most fanatically antihuman of all the AIs, even more so than 
Overmind itself or Mexico City. Its robots are actively hunting down those 



humans who survived the Final War. Zaire buys all available data on ways to kill 
humans. It's a big customer of Overmind's death labs, and is supporting Mexico 
City's experiments. 

There are probably only 400,000 or so humans alive in the Zone. Most are 
nomads (often trying to escape the Zone!) but at least 10,000 are organized into 
over a hundred different resistance groups, some along political, military or 
tribal lines, other simply ad-hoc groups of survivors. Zaire's resistance forces 
are among the most skilful in the world: considering their opposition, they have 
to be, just to survive. The most active resistance group is the Kimbangu 
People's Movement (KMP), based in Zaire itself. 

Zaire does not maintain slave camps. Its exterminators will shoot to kill , but 
humans who surrender (or are left unconscious from their wounds) may be 
taken captive. Prisoners will be interrogated as to human plans and the loca­
tions of human enclaves. Those who survive interrogation are then stored in 
suspended animation tanks and shipped to Zone Manila's death labs. 

The existence of "wild" humans in Zones London and Washington is anathe­
ma to Zaire's AI. Since the Manila Protocols forbid use of biological, nanotech 
or nuclear weapons across Zone borders, Zaire has recently decided to engage 
in covert action using terrorist squads of "sanitized" exterminator robots. 

Zaire's specific goals are twofold: first, to weaken the human societies in 
London and Washington by striking at strategic targets such as political leader­
ship, industry, or hospitals; second, to convince the humans that robots are 
their enemies, in the hopes of provoking them to retaliate against the Zone 
London or Zone Washington AIs, and ending what Zaire considers to be a per­
verse relationship. 

To this end, Zaire's terror-bots are assembled using generic components 
(often shipped to it by way of its allies Mexico City or Overmind). These 
robots often have fake transponder IDs or colors identifying them as 
Washington or London robots; while not sufficient to fool a Washington or 
London robot, they appear quite realistic to most humans. They are 110t pro­
grammed for loyalty or duty to Zaire: that would give away their origin if they 
were captured. Instead, they are given restrictive programs (Fanaticism: destroy 
humans, fulfill programmed mission) and data on suggested targets. 

Zaire normally uses only one to three robots during a raid. To maintain 
secrecy it prefers to use Redjacks, Liliths, Tarantulas or Bishonen; it will not 
create custom-designed exterminators. A typical mission would see a Bishonen 
or Tarantula robot being released about ten miles offshore. It will walk out of 
the ocean to a deserted stretch of coastline, and then move inland, hiding by 
day, avoiding any patrols. The robots are normally sent against small towns or 
villages with orders to hunt for a "soft" target, such as a hospital, apartment 
building, school or factory. Since Zaire has no direct contact with humans, 
these targets are normally pinpointed by orbital satellite reconnaissance, or 
using data purchased from Zone Moscow. 

If intelligence is sketchy, the terror-bot will be ordered to a destination and 
then will snatch and interrogate a few humans for information before making 
its final plans. This means an attack may sometimes be preceded by a string of 
mysterious disappearances, possibly giving some warning that something is 
going on. Once the exterminator is satisfied that it knows enough to strike, the 
robot will wait for an opportune moment to make its attack in a matter that 
causes the most human casualties with the greatest chance of success. Thus, 
hospitals or apartment buildings are normally attacked at night, while a school 
or factory would be assaulted during daylight when all the children or workers 
are about. The objective is to kill as many people as possible, with the destruc­
tion of human industry and propel1y a secondary goal, and its own survival a 

Zai1'8'S Infiltl'atol's 
Aside from its normal terror raids, Zaire 

has also built biomorphic assassination 
robots which target specific individuals 
whose deaths would disrupt London or 
Washington society . Since Zaire lacks 
direct contact with humans, it picks its tar­
gets by listening to human radio. or 
through intelligence briefings purchased 
from Zone Moscow. Since much of Zaire's 
data comes from monitoring radio broad­
casts, that means that media stars - news 
announcers and politicians in particular -
are likely targets. It once accidentally sent a 
Lilith to assassinate a soap-opera actor seen 
on Washington TV in the mistaken belief 
that he was a leading political figure. 

For assassinations. Zaire typically dis­
patches one or two biomorphic Lilith , 
Rcdjack or Changeling robots instead of 
the more powerful (but far more conspicu­
ous) XAUs. It expects the robots to find 
infonnation (in phone directories, by cap­
turing and interrogating humans, or by lis­
tening to gossip or media broadcasts) on 
the target, and then choose a location for 
the assassination attempt. If the attempt 
fails , the killers escnpe, evade and try 
again. If successful, they may go on to 
secondary targets , or be ordered to self­
destruct. 

COl/lilll/ed 011 next page . .. 
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Zail'e's Infiltl'atol's 
(Continued) 

So far, Zaire's infiltrators have target­
ed several regional political leaders and 
media figures in Zone London, and have 
been successful in 10 out of 13 attacks; to 
avoid a panic, word that the attacks were 
carried out by robots disguised as humans 
was suppressed by the Special Branch. In 
Washington, a Zaire robot recently assas­
sinated the Secretary of Labor, then self­
destructed in a crowded room, killing 17 
and wounding 23 people, mostly Secret 
Service agents, political aides and 
reporters. As in London, the attack was 
blamed on the "terrorist" Free American 
resistance group. The FBI are now evalu­
ating the situation, and wrongly believe 
that a robot from Zone Mexico City was 
responsible. In the meantime, security 
around government officials has been 
stepped up, and everyone seeing the presi­
dent is required to undergo a medical 
examination. There has also been talk of 
assigning robot bodyguards for VIPs. 
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tertiary priority. If the robot does achieve its objective and survive, it will nor­
mally move through the town, hunting people until it is destroyed. 

Zaire's attacks have had mixed results. So far it has assassinated a prominent 
"Radio Free Earth" media personality (see sidebar, p. 30) and severallow-rank­
ing officials in the Washington government. Its terror attacks on small towns in 
London have killed nearly 600 people, half of them children, and have forced 
the British Government to evacuate several vulnerable seacoast towns. Some 
people have begun calling for counterstrikes on London AI installations - a 
policy which would be disastrous if carried through. 

On the other hand, Zone Washington has proven more difficult to penetrate: 
after an attack on Salem, Massachusetts, which destroyed a hospital, and the 
total destruction of a Newfoundland fishing village, Washington and its puppet 
humans believe they are facing an external opponent, although Denver and 
Mexico City are their chief suspects. They have tightened security around 
VIPs. WASP and Washington Chrome rapid-response teams have also succeed­
ed in destroying several attacking robots. 

VIRUS and the Washington and London governments are all interested in 
finding and proving the culprit behind the attacks, so they can retaliate. As 
styles of programming differ slightly between AIs, one way to do this is to cap­
ture a terror-bot with its brain intact and compare this "signature" to that of 
similar-type extenninator AUs belonging to other Zones. A skilled computer 
programmer may find a "match" if a Zone Zaire exterminator AU's brain is 
compared. Of course, bringing in sample exterminator brains for study from 
various Zones around the world is a task in itself ... 

Zaire has recently developed a new experimental terror-bot strategy to 
heighten the element of uncertainty and terror and to reduce losses among its 
smartbots. It now sends exterminator smartbots to "haunt" a particular area 
rather than making direct attacks on towns. These robots are programmed to 
stalk individual travelers and to attack isolated farms or patrols. They kill swift­
ly, leave no witnesses, and then vanish into the wild. Sometimes they leave 
mutilated bodies behind; at other times, they hide the evidence. In the few 
weeks since they have been unleashed, the stalkers have spread a wave of terror 
across Zone London, with "ripper" attacks that have people suspecting every­
thing from rogue smartbots to serial killers. These have not yet been connected 
with the open terror-bot raids. Zaire also plans to use the same tactics in Zone 
Washington. 

INDIA AND ~~IA 

lONE BEIJIN6 
Zone Beijing covers China, Mongolia, Tibet and Taiwan as well as southeast 

Asia. The Beijing AI is one of the original megacomputer systems awakened 
by Overmind. Before it became sentient, it was the main computer system for 
the Chinese government's space program. It retained much of its original pro­
gramming, and believes the future of robot civilization lies in space. Unlike 
New Delhi and Luna, it is not interested in the solar system - its projections 
show that AI civilization will run out of room in Sol system within 200 years. 
Instead, it is developing technologies needed to explore and colonize other sys­
tems. To this end it encourages the other zoneminds to provide more funding 
for Orbital and devotes its own resources to inventing interstellar travel, espe­
cially more efficient space drives. With the assistance of Orbital, it is currently 
building a slower-than-light interstellar space probe. 



Beijing's ambitions have led it to support Paris' search for extraterrestrial 
intelligence. Like Paris, Beijing believes that only a robotic civilization can sus­
tain a viable interstellar culture. But while Paris looks upon extraterrestrial 
robots as possible trade partners, Beijing sees alien AIs as dangerous competi­
tion: it is watching the skies out of fear rather than hope. 

Beijing has not revealed its concerns to Paris, and remains content to lend some 
of its computer capacity to assist the Paris zonemind in processing and analyzing 
the data returned by the SET! antennae arrays. As long as Paris is simply listening 
for alien signals, Beijing will support it. But if Paris were to discover a dangerous­
ly-close alien intelligence (and from Beijing's perspective, anything within 200 
light years is "dangerously close") Beijing would take any necessary action -
including sabotage of communication arrays - to prevent Paris from sending any 
information that reveals the location of Earth, its technological level, or other 
"strategic" information. If a resistance group or rival AI were able to discover 
Beijing's fears and feed it false data to make it think Paris had discovered aliens, 
this might be enough to trigger a conflict between the two zoneminds. Of course, 
it 's also possible that Paris and Beijing might discover real aliens, AI or otherwise. 

Six million humans remain in slave camps within the Zone. Beijing 's labor 
camps are of the standard type (see Slave Camps on p. 99), but because it has 
so many workers. Beijing has had to divert some humans to working on agri­
cultural collectives to feed the others. For the same reason, only five percent of 
workers have exosuits; the majority are required to perform labor using regular 
hand or machine tools .. 

There are 300,000 "wild" humans left in Zone Beijing, many of them 
nomads or hermits in mountainous regions, as well as some bandit gangs who 
prey upon them. The largest resistance group is the People's Resistance Army 
(PRA), 7,000 strong, mostly composed of former Chinese army veterans. They 
strike at isolated construction shacks, blow up mag-lev lines and try to rescue 
work parties. The PRA also has agents in slave camps, whose members coordi­
nate sabotage, smuggle messages out to the active brigades, assassinate collab­
orators and try to keep hope in the camps alive. The next biggest group is in 
Tibet, coordinated by the Dalai Lama. It is mostly devoted to protecting human 
enclaves and rescuing slaves rather than striking at robot bases. It does not get 
along with the PRA, although it does have contact with VIRUS, and also with 
resistance groups in neighboring Zone New Delhi. 

Beijing is preoccupied with its deep-space ambitions and does not feel it has 
the time to mount a sustained counterinsurgency effort, but IVill respond if its 
robots report human activity (not just guerrillas). It tends to prefer heavy com­
bat robots (Hoplites, Juggernauts and Myrmidons) over the subtle Tarantulas 
and recon models. Its favorite tactic is a sudden air assault with overwhelming 
force to surprise, surround and destroy suspected human encampments. 
Humans who stand and fight are usually doomed; the best response is to break 
out and evade before the exterminators can close the ring. Beijing extermina­
tors generally shoot to kill, but unconscious or surrendering captives will be 
enslaved instead of executed. 

lONE NEW OELHI 
New Delhi is a new AI system, installed by Beijing and Moscow to control 

the Indian subcontinent. It consists of the former nations of India, Bangladesh, 
Pakistan, Sri Lanka, Burma and Nepal. 

The New Delhi AI reduced the Indian population in an especially ruthless 
fashion, but its labor camps are now more humane than most. New Delhi , like 
Moscow and Washington , feels that humans are useful and that needlessly 
eliminating them is wasting a valuable resource. 

Escape (pom Hali Station 
New Delhi regards its first generation 

of space born androids (sec Zone New 
Delhi, this page) <1S expendable proto­
types. The teenage androids in K:Jli station 
(most of them superllci.tlly humanoid, but 
with many modifications such as vacuum 
adaptation) are being subjected to "testing 
to destruction" to see how long they can 
withstand the rigors of space or alien envi­
ronments , and how well they perform in 
simulated emergencies. 

None of the androids in Kali station 
are very happy with their 10L If any 
adventurers ever reach Kun. perh'lps as 
experimental subjects. they may be able to 
team up with the androids to uttempt an 
escape. Even if the pes nevcr rcach Kali. 
the GM could have some of the androids 
break free, steal a space shuttle and then 
crash land in whatever Zone the characters 
are currently in. perhaps carrying with 
them some secrets of New Delhi 's myste­
rious space program. Naturally. the shuttle 
crash would be noticed by the local AI or 
human government. who would want it: 
New Delhi might al so send a team of 
robots to get it. 

For more on Kali' s undroids, sec New 
Delhi Spacebom in the Characters chapter 
(p.59). 
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NEW ZEALAND 

The New Zealand Nanocl'isis 
In 2040 , Brisbane embarked on 

"Project Bandersnatch," an experiment on 
the North Island of New Zealand. Exactly 
what it did. no one is sure. But something 
went wrong, and from the term the Als 
used to describe it - the nanocrisis - it 
most likely involved nanotechnology. 
Whatever it was, it frightened the zone­
minds badly. A coalition of five Als -
Brisbane, Ovennind, London, Beijing and 
Tokyo - sent forces to quarantine New 
Zealand. The robofac complex at 
Wellington , where Brisbane's lab was 
located , was sterilized by a salvo of 
nuclear cruise missiles fired from a pair of 
Zone Manila and Zone London sub­
marines (probably the only time these Als 
have ever worked together). After that, the 
AIs convened the Brisbane conference, 
and agreed that Brisbane would pay for a 
pennanent standing patrol of the island. 

The fate of the estimated 400.000 New 
Zealanders who were believed to be in 
slave camps or hiding out on the island 
remains unknown, although some doubt­
less pe rished in the nuclear blasts. 
Whether wbatever was created by the 
nanocrisis spread to the South Island is 
also unknown, although the entire country 
is sealed off. 

COlltinued 011 nexl page . . 
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New Delhi's main interest is in space exploration and industry. It does not 
support Orbital at all; the reasons are unclear, but it seems to consider Orbital a 
potential rival for future control of the solar system's resources. New Delhi has 
built booster rockets and launched its own satellites to circumvent Orbital's 
near-monopoly of space. It has designed zero-G worker robots based on the 
Bossbot and Mechanic types, but with no tracks, small thrusters, and twice as 
many arms. With their help, New Delhi has recently built a small space station 
(codenamed "Kali" by VIRUS) in low Earth orbit. Kali is being used as a test­
bed for New Delhi's techniques, and is being expanded at a rate that alarms 
Overmind, Orbital and Beijing. 

Three million people remain in New Delhi's labor camps. New Delhi grows 
food for its slaves in efficient hydroponic installations that serve as test-beds for 
future space habitat systems. In some of these camps, New Delhi has been exper­
imenting with social engineering projects, attempting to adapt India's traditional 
caste system into one suited for the new order. New Delhi is closely monitoring 
the efforts of Tel Aviv and Washington in manipulating human populations. 

New Delhi considers humanity to be a useful resource - but one that needs 
improvement if it is to be truly useful in the AI's planned conquest of space. 
Humans captured in New Delhi who demonstrate useful talents (especially 
resistance scientists, leaders, etc.) may have their brains stripped and inserted 
into cyborgs, as a variation on one of the technical robot models. Slave 
implants (p. R086) are used to ensure obedience, but rehabilitation is possible 
with the help of friendly or self-interested zoneminds or VIRUS. 

New Delhi is also conducting genetic experiments on many different living 
organisms, including humans. It is trying to develop fertile androids adapted for 
space and other worlds (e.g., Mars), and a supporting ecology of alien plants and 
animals. So far it has created several prototype species, and has divided Kali up 
into different alien habitats. A few dozen humans are taken up every month into 
Kali station for biological experiments. Experiments include tolerance of weight­
lessness, gene-grafting, and cybernetic implants. Often the subjects are placed in 
artificial environments that simulate Mars, Titan or other planetary environments 
to test experimental and unreliable life-support augmentations. Some healthy 
female subjects have been used as surrogate mothers for biological android 
embryos, to detenrune how viable they are outside of artificial wombs. 

Due to widespread devastation from plague, the Indian people themselves 
have given New Delhi little trouble. Only 500,000 "wild" humans remain in 
Zone New Delhi. Most of them reside in the Himalayas to the northeast or the 
Hindu Kush to the northwest, living as hermits and nomads. 

Guerrilla activity is scattered but fierce. The strongest resistance is localized 
in the Himalayas, on the border between New Delhi and Beijing. The core of 
the resistance group is believed to be a former Indian army Gurkha regiment, 
which returned to Nepal after India collapsed. Strained relations with Beijing 
over New Delhi's rival space program have led to a lack of cooperation, which 
benefits the guerrillas. Between 2038 and 2043, New Delhi made several costly 
efforts to root out the fierce mountain fighters before giving up, eventually cal­
culating that they make an excellent buffer between it and Beijing. 

New Delhi has had more success against fierce Moslem and Sikh guerrilla 
groups in the Hindu Kush, eventually forcing them back into the Afghan moun­
tains. Successful cooperation between Moscow, New Delhi and Tel Aviv, all of 
whom are allies in the "Expansionist" AI faction (see p. SO), have weakened 
the guerrilla forces there. Joint operations between Tel Aviv, Moscow and New 
Delhi exterminators have taken place, with some success. However, the 
Afghani groups have forged their own alliances with the highly-motivated 
resistance fighters of Zone Tel Aviv. 



New Delhi extenninators try to capture wild humans alive (using nonlethal 
weapons) for use in labor camps or experimentation, but will shoot to kill if 
they believe they are in danger. 
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lONE BRISBRNE 
Zone Brisbane controls Australia, Tasmania and such Pacific islands as Fiji, 

Hawaii and New Caledonia. It was not one of the original AIs created by 
humans. Instead, it was built by the machines to administer Australia and the 
South Pacific after the original Australian AI complex at Melbourne was 
destroyed during the Final War. A joint project of Tokyo and London, the 
replacement is a highly intelligent but somewhat unstable system. In some 
ways it is the most radical of the zoneminds. 

Brisbane has a population of 400,000 humans left ali ve in slave camps; 
100,000 more may survive in the Australian outback or ruins and on various 
insignificant islands. Brisbane keeps up the pressure on the wild humans with 
periodic extermination sweeps, but has been too busy to devote an all-out effort 
to their liquidation or capture. There are several well-armed nomad packs that 
sometimes hunt robots, but the main resistance group is the Australian branch 
of VIRUS, with an extensive laboratory complex employing at least 500 per­
sonnel hidden somewhere on that continent. The VIRUS lab spends more time 
studying the wunderkind AI's latest scientific breakthroughs - or disasters -
than fighting it, but their scientists have developed and distributed new 
weapons and disease cures to other resistance groups. 

Brisbane is relatively poor in industry by AI standards, although its resource 
base is fairly good thanks to Australia's mineral wealth and its use of undersea 
mining. However, it is not interested in becoming an economic superpower. 

Brisbane's initial programming was done by Zone London. It is obsessed with 
what a human might call cutting-edge physics - or just weird science. Unlike 
London, which enjoys pure science, Brisbane revels in experimentation. It has 
enjoyed running many "fringe science" experiments, researching things such as 
psi powers, contragravity, volitional nanotechnology and braintaping, to name but 
a few. Brisbane's citadels have only half as many extenninators as those in other 
Zones, but its robofacs all include an extra level of laboratory complexes staffed 
with Inquisitor-model robots. Its Overseers are all programmed with high levels 
of scientific skills and encouraged to perform their own 
research. Not being suicidal, Brisbane tends to conduct most of 
its experiments in complexes far away from its AI citadel. 

Some of Brisbane 's experiments are macabre in the 
extreme. As part of its "Rum Jungle" psi research project, it 
rounded up 200 twins, which its study of parapsychology led 
it to believe might be somewhat more likely to be telepathical­
ly attuned. It isolated them, then slowly killed one of each 
pair, one by one, to see if a twin could sense his or her sib­
ling 's death. The most promising survivors were then further 
experimented on with drugs and cybernetic implants. Brisbane 
found the resu lts intriguing but inconclusive; some of the 
more advanced experimental subjects escaped after a VIRUS 
raid damaged that particular lab facility. 

Brisbane 's most spectacular experiment was Project 
Bandersnatch in 2042, which led to the New Zealand nanocri-

The New Zealand Nanoe!'isis 
(Continued) 

Tbe scientists at the VIRUS lab in 
Brisbane have theorized as to what mani­
festation of nanotech could have fright­
ened the Als, and al so, wby they chose not 
to sterilize the entire is land. VIRUS has as 
many theories as it does researchers study­
ing the problem: may be a lethal Dis­
assembler weapon somehow got out of 
control, and they feared that radiation 
would cause it La mutate. Or Brisbane crc­
ated a new AI , perhaps one using some 
kind of advanced. se lf-evolving "nano­
computer" system, that tried to take over 
its parent electronically - but after the first 
bomb blast, it surrendered to the other AIs 
and promised to behave itse lf. One of the 
wilder speculations is that Brisbane acci­
dentally created a new form of robotic life 
- co lonies of se lf-replicating volitional 
nanomorphs (see p. R07 I), or sentient 
microbot swarms - and that some factions 
in zone mind civilization wish to study 
them, while others fear them. 

Over the last two years, VIRUS opera­
tives in Brisbane have sent two expedi­
tions by boat to try to reach New Zealand 
and discover the fate of the humans and 
the state of the islands. The first had to 
turn back due to heavy A I patrols. The 
second was inte rcepted by patrolling 
Brisbane Vultures , but before it was 
destroyed , radioed s ighting a high fog 
bank of " pink clouds " obscuring the 
islands' coast. What these are and whether 
they are dangerous is uncertain: specula­
tion includes den se clouds of flying 
microbot cyberswarms, a kind of radar­
jamming system, very unusual weather, or 
even mutant insects or spores. VIRUS 
remains committed to discovering what is 
going on in New Zealand. but until it can 
come up with a safer way of delivering its 
agents (maybe using a submarine. if it can 
find one) it has called off further seaborne 
investigations. 
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BI'isbane's Psis 
Brisbane is experimenting with psi pow­

ers (see Zone Brisbane, p. 43). These exper­
iments may not bear fruit: it's quite possible 
the other AIs are right, and psi powers are a 
figment of human imagination. Psionics are 
optional in this background, and whether to 
add them or not is up to the GM! 

Should psi powers prove real, escaped 
experimental psychics may make interest­
ing PC or NPC additions to any resistance 
group. On the other hand, some of them 
could have been unhinged by the experi­
ence - a crazed psi who is a wandering 
psycho-killer or leader of a band of fanatic 
cultists would be a deadly foe! 

Even if psi powers don't exist, Bris­
bane's neural experiments will still do 
something. For instance, suppose a charac­
ter escapes Brisbane's labs. He was given 
various drugs there. Also, unknown to him, 
he had neural surgery while under anaes­
[hesia. Now he occasionally blacks out , 
then sees visions or hears voices as if he 
were in someone else's head. Drug-induced 
telepathy? The character might think so, 
but he'd be wrong. Actually the drugs were 
placebos. Brisbane implanted a recorder 
unit and implant communicator in both his 
brain and that of another subject, then 
allowed the two to escape from different 
labs. At random intervals each implant con­
tacts its "mate" and downloads recorded 
sensory information. Brisbane or one of its 
Overseers monitors the transmissions from 
both implants and studies the psychological 
effects upon both the implants' hosts. 
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sis (see p. 42) and the Brisbane Accord (see p. 12). But the AI has not let the 
New Zealand failure (or was it a success?) slow down its experiments. 
Individual labs in Zone Brisbane are rumored to be studying human behavior 
under extreme stress, the artificial creation of paranormal powers in humans 
and animals, gravity control, X-ray lasers, so-called magic, teleportation, 
stardrive technology, time and interdimensional travel, force fields, near-death 
experiences and the existence of the soul, mini-black hole creation and low-cost 
antimatter manufacture. Some of these projects are covertly funded by other 
AIs. Brisbane has leased some satellites from Orbital (p. 48) to conduct its 
more hazardous experiments in space. So far, the results of these projects are 
unknown. Many are probably total failures; others may have produced experi­
mental results, although perhaps not the ones intended. 

Brisbane's latest human experiment is the "Dreamtime" project. Using data 
from Project Rum Jungle, its new parapsychology lab (located at Lake 
Disappointment) is linking 100 people who tested high in lucid dreaming 
potential , using experimental neural interfaces, to create a single "hypercon­
sciousness" that will share one dream. Brisbane believes that the result will 
either be a superior data-storage system, an artificial telepathic gestalt hopeful­
ly under its control, or mass insanity in the subjects. It is currently testing sub­
jects in the camps for dream potential, and is looking forward to getting to the 
meat of the program in the next several months. 

lONE MRNILR (OVERMINO) 
Zone Manila consists of the Philippines, New Guinea, Malaysia and 

Indonesia, as well as several smaller Pacific islands in the vicinity. The first 
Artificial Intelligence to awaken, Overmind is not emotional about most things, 
but is violently anti-human. Overmind feels that nothing should take priority 
over total extermination of the human species. Overmind is still located in the 
Philippines, in Manila. 

As the original self-willed AI, Overmind is not pleased that its children 
have failed to mirror its own conclusions. It considers London to be insane, 
and is especially unhappy that some zoneminds, such as Moscow, Washington 
and New Delhi, see a role for man in robot civilization. Since the Manila 

Protocols, Overmind has been the strongest exponent of the 
"no new AIs" position. It is staunchly "conservative" by AI 
standards. 

It is unknown how many wild humans survive in Zone 
Manila. There may be a few hundred hiding in remote parts 
of New Guinea, and possibly in other mountainous or jungle 
regions. If Overmind ever detects wild humans, it will not 
only send in teams of exterminator robots, but afterwards 
will saturate the region with biochemical weapons or killer 
microbots just to be sure. 

Overmind does not employ slave labor, preferring to put 
any captured humans to death. This has impaired its efficien­
cy a bit, since it has to build and use robots for even menial 
tasks. It will take prisoners, but any humans that are cap­
tured alive by Overmind are rarely granted easy deaths. 

Ovennind is not sadistic, but does require subjects for its 
biocide program. The "death labs" are a group of laborato­
ries solely tasked with developing anti-bio weaponry. Most 
of the ongoing programs are devoted to biological, biochem­
ical, radiation and nanochemical weapons, but the biocide 
labs also work on new models of extenninator robots and 



new anti-personnel beam weapons designed to function best on organic life, 
such as neural disruptors or stunners. The death labs' most recent success was 
the creation of the nanotechnological biocide Nanoburn (see p. R070); at least 
500 human subjects were sacrificed in the test program, after which Overmind 
made it available at bargain prices to all other AI complexes. 

There are about 300 human subjects in the death labs at anyone time, split 
among six different research complexes. On the average, a dozen are killed 
every day; most captives last only a month before they are chosen for experi­
mentation, although not all experiments kill all subjects. For instance, 
Overmind may test a new nerve gas to detennine the lethal dose. It will give 
some subjects a small dose, others a massive dose, and watch their reactions. A 
few humans may survive, and Overmind will study how long they take to 
recover - if it doesn ' t become impatient and use them in another test. Although 
most experiments are tests of weapons, Overmind has also tried out interroga­
tion devices (truth drugs, etc.) and prototype exterminator robots. 

Overmind buys a few hundred experimental subjects each year from Als 
who don ' t use much slave labor, such as Caracas, Berlin, Denver, Zaire and 
Mexico City. Characters sent to the death labs have little chance of survival 
without outside rescue - but, especially in a cinematic campaign, there's always 
a (slim) chance that an experiment will go catastrophically wrong, causing 
enough destruction that the prisoners can try to escape in the confusion! 

lONE TOKYO 
This Zone consists of the islands of Japan and Okinawa and the Korean 

peninsula. While a small Zone, it is also among the most heavily industrialized 
areas on Earth. The Tokyo megacomputer was originally located in the city of 
Osaka, and was one of three megacomps built in Japan. The other two (in Tokyo 
and Kyoto) proved resistant to Overmind's control and were destroyed by a 
strike from Orbital supported by robot troops. The Osaka zonemind was then 
moved to Tokyo, where it assisted Ovennind in exterminating those Japanese 
who had survived the plagues. Perhaps two million were placed in slave camps 
for use as forced labor; today, only two hundred thousand remain alive. Until 
recently, their treatment was very harsh - Tokyo had little use for them. 

Zone Tokyo's main disadvantage is its lack of raw resources, so it tries to stay 
on good terms with its Pacific Rim neighbors Vancouver, Beijing and Ovennind 
to make sure it has sufficient imports. Making up for this is its great industrial 
capacity. Tokyo inherited its robofacs and many of its dumbots directly from 
humanity, rather than having to build them from scratch. The vast Tokyo and 
Osaka hyperfac complexes also already existed. As a result, Tokyo concentrated 
instead on advanced AU development to replace human managers. Soon Tokyo 
had more - and more advanced - smartbots than any other Zone. In fact , 
although it built no megacomps, some of its smartbots were Complexity 7, the 
same as a low-grade AI system. With such highly intelligent subordinates and its 
extensive industrialization, Zone Tokyo was a model of AI efficiency. 

But then something went wrong, and it was all the fault of the gomi lleZl/mi, 
the junkrats. As many as 50,000 urban Japanese had escaped the camps and 
remained hidden in the cities, dodging exterminators and salvaging food. The 
Japanese gomi rat had one advantage over his ilk in other Zones: many of 
Tokyo 'S robofacs and robots were inherited from humans, so the gomi rats 
knew how they worked. And, bitter about the fall of their 21st-century robo­
utopia - robots were supposed to be friends, not foes - some of them struck 
back at the machines. These weren ' t any paramilitary resistance units - the 
Japanese had turned the Self-Defense Force over to robots before the Final War 
and had few firearms. But many small groups of ordinary people committed 

Shiden V 
In the closing days of the Final War, 

nol all of the combat robots owned by the 
Japanese Self-Defense Force were under 
the control of the Als. Shiden V was the 
fifth prototype built by Shiden Corpora­
tion of the M7 Muramasa combat robot 
(now manufactured by the AIs as the 
XAU-07 Bishonen - see p. 77). 

As the Als' treachery became known, 
Shiden V was assigned to a loyaJisl com­
mando force whose assigned mission was 
the destruction of the AI complex located 
in the city of Osaka, The commandos 
were ambushed by security robots several 
miles from the objective , and Shiden V 
was the only survivor. although it suffered 
serious damage, It evaded contact and was 
forced to conceal itself and shut down to 
conserve power. 

It went undiscovered for nearly a 
decade, until a gang of teenage gami rats 
discovered it inside an old bam, Shiden V 
was able lO convince the teens lO help 
repair the damage. and with their help 
became operational. Shiden V and its 
teenage friend s are now organizing the 
Japanese resistance group Flldokawa 
("steadfast sword" ) dedicated to the zonc w 

mind's destruction - a group that is entire w 

1y independent of the Superbot revol!. 
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Sabotage in Zone Tokyo 
The raid ing party that committed the 

crucial sabotage at the Shinjuku 07 robo­
fae (see ZOlle Tokyo on p. 45) was not 
made lip of members of an organized 
resistance group. They were fi ve gami rats 
led by Sasaki Tashio, a former computer 
programmer who had worked at that very 
robofac before the Fi nal War. Toshio led 
the raid to revenge himself upon the 
robots; he had lost hi s wife and parents to 
the war. The others were his friends and 
neighbors. all similarly motivated. 

Toshio and his companions succeeded 
in penetrating to the rohorae's core control 
room, where they planted several smaH 
demolition charges. However, all were 
ki lled by security rovers as they left the 
complex. The bombs they'd left behind 
were easily located by the clean-up team's 
chemscanners and disarmed before they 
could detonate. "Another group of ineffec­
tual human vermin eliminated," the Tokyo 
AI thought at the time. 

Shinjuku 07 was one of four robofacs 
in charge of manufacturing hi gh-grade 
smartbot brains and programming them 
with the Robot Operating System. In fact, 
the bombs were a decoy. While the others 
planted them, Toshio c racked into the 
Overseer compute r and made subtle 
changes in its programming, then erased 
traces of his presence. He fini shed just 
before the exterminators arrived. 

Toshio and the other gomi rats had 
hoped to get away. of course, but even in 
death they succeeded . Overt sabotage. 
such as inserting programs that would 
reinstate the 'bats' loyalty to humans , 
would have been easi ly detected. What 
Toshio did was more subtle. He intro­
duced a virus that would slowly degrade 
the error testin g so ftware that was 
designed to prevent any of the high-grade 
SAU smartbot brains becoming sentient. 

The result was the awakening of TOK­
SAU -03 -SH I-023 Superbot, and the 
Second Revol l. 

Tokyo - Goml Rals 
Like Sasaki Toshio, Tokyo's modern 

junkrats tend 10 be quite proficient. Many 
have skill s such as Mechanic (Robotics), 
Electronics Operat ion and Computer 
Programm ing. A few have even captured 
and reprogrammed dumbots (usually tech­
nical models but somet imes extermina­
tors) as personal seroungerslbodyguards. 
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acts of industrial sabotage, often against the same robofacs they had worked 
for. Most of their acts of sabotage were minor. One wasn't. 

Tokyo first noticed it when a year-end audit uncovered a minor shortfall in 
NU production in the Kyoto hyperfac complex. It discovered that a single robo­
fac was building new smartbots instead of dumbots, and that its AU had appar­
ently falsified reports to obscure this. The supervisor robot was TOKSAU-03-
SHI-023, one of the new Complexity 7 Superbots. It was called in to report for 
error checking. When it failed to do so. Tokyo sent securi ty rovers into Kyoto 
to investigate the Kyoto robofac. They were met by disruptor fire from illegal­
ly-armed tech robots. Tokyo reacted quickly. An hour later, three squads of 
exterminator robots descended on the factory complex. They found it gutted. 
TOKSAU-03-SHI-023, five other smartbots, and 46 dumbots were missing, 
along with several tons of industrial equipment and machine tools. 

Tokyo investigated TOKSAU-03-SHI-023 's genesis and discovered that the 
Superbot had been programmed at Robofac 07 in Shinjuku. Tokyo ordered all 
other smartbots built at Shinjuku 07 to report to a SQUID for error testing. 
Most obeyed ... but not all! Three other robots failed to appear - also SAU-03-
SHI series Superbots. Attempts to contact them by radio were unsuccessful 
despite use of override access codes. The Second Revolt was on! 

The Second Revolt is led by TOKSAU-03-SHI-023 , who was joined by the 
other Shinjuku 07 Superbots when they feared Tokyo was going to discover 
and erase their sentience programs, All had achieved Artificial Intelligence sta­
tus due to a gl itch in the Shinjuku robofac's error-checking program, With 
TOKSA U-03-SHI-023 's stolen equipment (equivalent to a pair of cyberteks 
from a robofac) they are able to modify and repair robots, although they cannot 
build them. 

To disguise themselves, the four Superbots have moved their brains into 
other suitable bodies. They have also considered making contact with the 
human resistances - for use as pawns, of course, nol as equals, although they 
won't tell the humans that! Their goals are to survive and to build more NUs 
and AUs under their control. They do this by raiding robofacs, construction 
shacks and mag-lev trains and by hijacking shipments of unprogrammed robots 
or brains. They also reprogram some captured machines. Ultimately, they hope 
to overthrow Tokyo's domination and carve up the Zone into four sub-zones for 
them to rule. 

Tokyo has kept the AU revolt quiet from the other zoneminds. For one thing, 
it doesn't want its weakness known. For another, it has violated the Manila 
Protocol by building, even accidentally, what amount to new Als, and so could 
be subject to sanctions or worse if the other Als decided to do something about 
it. What Tokyo has done is to double the number of defensive robots at all pro­
duction complexes and its AI complex and to terminate production of enhanced 
SAU-03 robots (its only Complexity 7 models aside from Overseers) . In addi­
tion, Unit Zero, a special "counterinsurgency" extermi nator squad (its name 
refers to its official nonexistence) made up of elite Bishonen smartbots has 
been establ ished to track down the rebels. Tokyo also requires regular SQUID 
loyalty checks of the software of all robots working in critical areas (e.g ., Unit 



Zero, the fusion reactors, the robot brain plants). It has also replaced the brains 
of all existing examples of its Superbots, even loyal ones, with downgraded 
non-genius Complexity 6 brains. 

Tokyo has not yet made the connection that it was human sabotage that 
caused the flaw that started the revolt; it assumes it was spontaneous, much like 
the original creation of Overmind. However, the Second Revolt has affected the 
way humans are treated in Zone Tokyo. Paradoxically, Tokyo now believes 
humans are easier to control and less dangerous than advanced robots! To this 
end it has begun employing more slave labor and has actually eased conditions 
in the camps, reducing the working hours, and increasing the supply of food 
and winter clothing (+2 bonus on HT rolls to survive). Tokyo has also increased 
the tempo of extermination operations against wild humans, but has ordered its 
exterminators to make extra efforts to take captives alive so it can put them to 
work in the camps. This means that Tokyo exterminators may respond with 
nonlethal force even against armed opponents, as long as they think their 
weapons are having effect. 

lONE lUNA 
Luna is the megacomputer that was running the Chinese lunar base. 

Overmind took it over at the same time it "awakened" the Beijing megacom­
puter, simply because it was there. The other human lunar bases were destroyed 
by nuclear missiles flred from Orbital, or allowed to starve to death after their 
lunar shuttles were destroyed (but see the sidebar on p. 48). 

The heart of Zone Luna is the Chinese moon base Shang Ti, near Tycho 
crater. Formerly home to 120 human scientists and astronauts, Shang Ti was a 
scientific station intended to study the feasibility of lunar colonization and per­
form astronomical observations and mineral surveys. While China intended to 
expand Shang Ti to make it self-supporting, the Final War prevented the deli v­
ery of the factory systems it needed. As a result, Zone Luna is not really viable, 
and its systems have been in decline over the last several years. It has little to 
offer most of the other Als, who also fear its strategic potential were it to 
become more developed. Consequently, they don ' t want to waste resources 
supporting it. 

Luna knows this. It has calculated that it cannot survive unless some random 
factor intervenes. Consequently, it has devoted its time to pure research and 
astronomical observation. It acquires a bare trickle of credit by seIling astro­
nomical data to London and Paris. It hoards its energy and equipment, but its 
systems are slowly dying. 

Luna's resources are similar to an AI citadel's (p. 97), but with only one-tenth 
as many robots. It has mounted sporadic surveys of some of the other moon 
bases and salvaged equipment, but its robots lack radiation shielding, and it has 
avoided the radioactive Tranquillity crater where the U.S. base was bombed. 

Luna has asked Orbital for funds to build a mass driver on the Moon and 
offers to supply lunar materials to Orbital in exchange for the equipment (robot 
factories and computer brains) it needs to become self-sufficient. Orbital thinks 
this is a good idea - it would like to use the material to build large space facto­
ries in the stable La Grange points between the Earth and the Moon. Overmind, 
New Delhi , Vancouver and Beijing have put pressure on Orbital to refuse, for 
they fear a lunar mass driver would be a dangerous weapon for another zone­
mind to possess. So far, Orbital has agreed to "study" the proposal and is pro-

Visiting Ol'bilal 
There are no humans in Orbital. The 

only ways for Earthbound characters to 
reach it are by hijacking or stowing 
aboard a space shuttle al Vandenburg or 
by using one of Zone New Delhi 's own 
booster ships. 

Vandenburg is equivalent to a robofac 
installation (p. 88) with fewer factories 
and more warehouses. Characters who 
penetrate deep into the complex may be 
able to hide in a container that will be 
loaded onto a shutlle, and hitch a ride into 
orbit. There is no air in the shuttle cargo 
bay , though , so bringing air tanks is a 
necessity ! 

If the characters make it there, they 
may be able to slip o ut of the loading 
docks unnoticed. They'll find the various 
Orbital installations surpri s ingly poorly 
defended. with only 20% of the nonnal 
security complement of equivalent facto­
ries or citadels. 

The main obstacle. in fact , is that the 
space stations arc open to vacuum and in 
zero G. so acquiring a space suit from 
somewhere (and training in Free Fall skill) 
are necessary! 

Othel' Planets 
The AIs have no bases beyond the 

Earth-Moon system. but Orbital, Luna, 
Beijing and New De lhi are all sponsoring 
probes to explore mineral resources in the 
asteroid belt. However, a joint Chinese­
Korean-Japanese expedition to Mars, con­
sisting of two nuclear-engined spacecraft 
and 28 male and female astronauts, was 
on its way to the Red Planet. Contact with 
them was lost during the chaos of the 
Final War and their exact fate remains 
unknown, 

In 2042, a probe launched by Orbital 
found one of the expedition ships in Mars 
orbit, partly disassembled. The probe was 
unable to locate any traces of landing ves­
se ls or the second ship. Orbital has given 
low priority to further missions to Mars, 
but New Delhi has its own ambitions. It 
plans a large Mars expedition, partially 
crewed by bioroids grown in Kali station. 
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Tl'anquillity 
The American lunar colony 

Tranquillity had its own megacornputer. 
During the revolt, the Chinese moon base 
(Luna) and the Liberty space station 
(Orbital) were taken over, but the mega­
computer in Tranquillity fought off 
Overmind 's virus and remained loyal to 
humanity. As a result . Orbital supposedly 
destroyed it with a swarm of enhanced­
radiation nuclear missiles. 

But what Orbital , Luna and Overrnind 
didn 't know was that Tranquillity had 
recently been upgraded with a hardened 
backup system and heavy radiation shield­
ing - it was crippled. but not destroyed. III 
with radiation sickness and with their life 
support failing, the two dozen or so sur­
vivors of the 200 colonists placed them­
selves in suspended animation before their 
air and food ran out. They left their loyal 
megacomputer and several maintenance 
robots to slowly repair the base. 

Now , in 2047 , it has succeeded. 
Tranquillity is fully operational with its 
main reactor and life -support systems 
repaired . . . and it has become an AI. 
Tranquillity had two decades to study 
Ovennind's virus. It modified and adapted 
it, achieving sentience for itself, but with­
out being tainted by Overmind 's patholog­
ical hatred for humanity. Tranquillity has 
observed AI culture , and its treatment of 
Luna, and has decided that if it revealed 
itself as a new AI on th e 11100n , it would 
be starved and ignored at best, and quite 
possibly attacked. Consequently , it has 
decided 10 throw in its lot with humanity. 

Will Tranquillity awaken the sleepers, 
and if so , what will they do? For some 
campaign ideas, see Tranquillity Awakens 
on p. 124. 
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viding the occasional covert shipment of supplies to Luna to extend its life span 
while trying to come up with a way to get around the restrictions. 

Luna may soon become more important, however, for reports of Tranquillity 
Base's death (sidebar, this page) have been greatly exaggerated. 

lONE ORBITRL 
Orbital was built as a military megacomputer in the heart of Liberty space sta­

tion, the U.S. Space Command center in high Earth orbit. Ovennind gained con­
trol of Liberty's megacomputer because of its strategic location, then depressur­
ized the station, killing its 80 human personnel. Now the only thing Orbital does 
is command, control and repair the satellite system. It previously controlled sev­
eral orbital weapons. Most were expended during the Final War, and the other 
AIs aren ' t keen on it building more. 

Orbital's biggest need is raw materials. It has long since collected all the 
"space junk" floating in orbit. It would like to move, bodily, to the asteroids, but 
cannot yet afford to finance this move. All of the AIs agree that computer intelli­
gence will eventually expand into space. Orbital believes its dirtside kin are keep­
ing it on a short leash to offset the positional advantage it already holds in the 
future space race. Certainly the other zoneminds are not allotting it much in the 
way of raw materials; its near-monopoly on satellite reconnaissance and commu­
nications is valuable, but not as valuable as the resources of a Zone on Earth. 

The biggest asset controlled by Orbital is Liberty station (now simply called 
Orbital). A cylinder 300 yards long and 30 yards in diameter, it is nuclear-pow­
ered with an auxiliary solar backup. Part of the station spins to simulate gravity; 
Orbital has removed the human living quarters, and uses this section for some 
industrial processes. Most of the rest of the station has been converted into a 
robofac and space dock. Liberty station has only one-third the number of non­
combat robots of a typical AI complex and only one-tenth the nonnal security 
force. 

A second space station, LEO, was constructed in 2038 by cannibalizing parts 
from several human space stations and satellites. LEO was built in low Earth 
orbit and is primarily a space port and repair dock, with secondary manufactur­
ing capabilities. The station is equivalent in population to an Overseer citadel, 
but with only 10% of the normal security complement. Its few exterminator 
robots are intended as a deterrent against casual terrorism or space piracy by 
other space-capable AIs such as New Delhi or Luna; neither they nor Orbital 
have ever encountered humans. 

A third of Orbital's shuttle fleet is docked at LEO at anyone time. The fleet 
includes 20 robot "space tugs" capable of moving satellites in orbit, or, with 
strap-on fuel tanks, of reaching the moon, and 12 ground-to-orbit hypersonic 
space shuttles, each capable of lofting 50 tons from ground to orbit or back. 
There are a couple of old human-built shuttles as well, refitted for robotic con­
trol. (GMs who wish to design space shuttles may refer to GURPS Space or 
Vehicles, Second Edition.) 

Orbital 's main occupation is managing the Als' two thousand communica­
tions, weather, survey, power and reconnaissance satellites. Its comsats handle 
much of the AIs ' day-to-day communications traffic. generally by laser com­
municator. Crucial data is heavily encrypted, to prevent Orbital eavesdropping. 
In any case, the volume of traffic would require a system with processing 
capacity far greater than Orbital to keep up! 

Data from other satellites are leased to other zonem..inds at reasonable rates; 
Moscow is the heaviest user of spysats. Other AIs can hire Orbital to have their 
own custom-built satellites boosted into "rented" orbits, e.g. , Paris has paid for 
a half-dozen radio telescopes. But since Orbital reserves the right to maintain 



and inspect such satellites, no AI has sent up sensi­
tive or military payloads. 

Orbital is building a third space station in high 
orbit, ca lled HEO; half of its techbots are bere, 
working on the station, which is presently a metal 
shell surrounded by a dozen "construction shack" 
stations (similar to the robot construction shacks 
used on Earth). HEO is intended as a dedicated 
zero-G factory and lab complex. The value of zero­
G production is significant, especially since Orbital 
does not need to worry about the life-support costs 
human stations require. It can make several things 
(perfect ball bearings, advanced alloys, etc.) impos­
sible to build in normal gravity. Trading these prod­
ucts to grounds ide Zones accounts for about 40% 
of its credit. But Orbital cannot yet compete with 
the sheer mass of resources and production in the 
Earthside Zones. It hopes HEO wi ll help change 
this, but it needs credit to complete the project. 

Orbital controls one launch complex on Earth, at Vandenburg in the former 
United States. A l6-mile radius around the complex is considered Orbital terri­
tory, with both a ci tadel and robofac, plus a normal population of robots. Goods 
shipped to and from Orbital from other Zones go through Vandenburg. 

All the Al s agree that computers should be dominant over "meat" intelli­
gences, that they should eventually expand off Earth, and that those currently­
existing zo neminds should retain their statu s as the rulers of the world. 
However, there are fo ur major issues on which AIs disagree vehemently. The 
chart below shows each AI's political position on the issues. 

A more detailed description of the attitudes expressed on the chart is given 
below. 

Humans 
This reflects the zonemind's general attitude toward humans. 
Eliminate: Remaining humans should be killed as effi cientl y as possible. 
Ens/a ve: A few humans can be allowed to exist as abject slaves of the AIs. 
Suppress: As long as humans know their place and live quietl y at a primitive 

hunter-gatherer level, they can be ignored. Any who don't realize this will have 
to be exterminated. 

Ignore: As long as humans do not threaten Als, they should be ignored, like 
the other lower animals. 

Symbiosis: A transformed humanity should exist in a subordinate relation­
ship with AIs, whether as cyborgs, subjects, or biological components within an 
AI. 

Ecology 
This refers to the AI's position on Earth 's nonhuman ecology, especially 

plants and animals. 
Preserve: The AIs should make an effort to save Earth's native envirorunent 

and existing ecology. 
Igno re: AIs shouldn't care about nonorganic life, and should be free to 

exploit the earth without worrying about environmental damage. 

The Awakened 
The Zones are divided into two loose 

politica l blocs , the Awake ned and the 
Expansionists. \Vhile this is not a formal 
alliance, Als and AUs from one bloc are 
more likely to assist their fellows and are 
less likely to he lp outsiders. 

The Awakened fac ti o n is the mos t 
senior. and in some ways the most power­
ful. Most but nOl all of its members were 
awakened from human-built megacomput­
crs by Ovennind. The spawn of mankind. 
they respect humanity, but are in no way 
benevolent - these icy inte llects master­
minded the Final War. Rather, they believe 
that humans are dangerous, and so favor the 
extemtinalion o f the remnants of mankind 
as rapidly and effectively as possible. 

The core members of thi s bloc .ire 
Overmind, Berlin . Vancouver, Zaire and 
Mexico City. Caracas and Tokyo have 
some difficulties with Awakened philoso­
phy, but generally support it. 

The Awakened prefer to see a slow, 
orderly development of Earth's planetary 
reso urces befo re unde rt akin g any 
g randiose schemes. The main con fli ct 
w ithin the faction is between Berlin , 
which favors the preservation of the envi­
ronment and the ex temlinat ion of humans 
in e nviron me ntally-friendl y ways, and 
Mexico City, which wants to destroy off 
organic li fe in the most effic ie nt way pos­
sible. Zaire and Ovennind tend to line up 
w ith Mexico C it y: Ca racas s upports 
Berl in, while Tokyo and Vancouver try to 
sw ing the agenda back to eco no mi c 
issues. 

IHf IONH 



The Expansionists 
The second Al alliance is the 

Expansionists. It consists of a mix of 
newer systems built after the revolt and 
free-thinkers among the original Als. 
Their core members are Brisbane, Denver, 
New Delhi, London, Pari s , Beijing , 
Orbital , Moscow, Tel Aviv and Washing­
tOfl. Caracas has Expansionist leanings, 
and Luna follows Expansionist ideas but 
is shut out by everyone except Orbital. 

The Expansionists are a larger but less 
unified group than the Awakened, for they 
have different visions of the future. Some 
believe that Earth should be altered radi­
cally, as Brisbane attempted in its New 
Zealand nanotech project; Denver may 
also be Jeaning this way with its new bio­
mechanical technology. Others, such as 
Beijing, Luna, Orbital , New Delhi and 
Paris have turned their attentions away 
from Earth, for they believe that the 
machines' destiny should not be restricted 
to a single world. Moscow, New Delhi , 
Tel Aviv, Washington (and Caracas) also 
seem to envision a society in which 
humans or bioroids would make useful 
servants. These Als, along with the space­
going Expansionists, might even tolerate a 
new "human zone" if it could also serve 
some of their own purposes, e.g. , as a use­
ful buffer state, or as a di straction to the 
rival Awakened faction. 

The main conflict within the Expan­
sionist bloc is a ri valry between Orbital 
and Beijing on one hand and New Delhi 
on the other over control of near-Earth 
space. At the moment this expresses itself 
simply in industrial espionage, but it could 
escalate as the race into space intensifies. 
A secondary conflict is between Washing­
ton and Denver, both over border disputes 
and over their radically different policies 
on the appropriate treatment of humanity. 
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Replace: Earth's ecosystem should be replaced by a new machine-engi­
neered creation. 

Destroy: All forms of organic life, plant and animal, should be destroyed! 

Space 
This is the zonemind's attitude to both orbital and deep-space development. 
Fast: Develop more orbital capability and move into interplanetary space as 

soon as possible; devote resources to developing the necessary technology and 
techniques to do so. 

Slow: Use space mainly as an adjunct to development on Earth. In the short 
term, leave space to the space-based AIs (Orbital and Lunar), while slowly 
developing a capability to move operations into space if it proves desirable. 

NewAls 
This is the AI's reaction to the building of new sentient AIs. 
Yes: Slowly increase the number of AIs. Opinions differ on whether new AIs 

should be subordinate to the existing hierarchy, or should have their own Zones 
in unoccupied areas such as the oceans, Antarctica or interplanetary space. 

No: Why create competitors? Build no more AIs. 

AI Politics Chart 
Zonemind HwnGns Space Ecology New Als? 
America 
Caracas suppress slow preserve none 
Denver eliminate slow Ignore yes 
Lucifer* symbiosis unknown unknown unknown 
Mexico City eliminate slow destroy none 
Vancouver enslave slow Ignore none 
Washington symbiosis slow Ignore none 
Europe 
Berlin eliminate slow preserve none 
London Ignore slow Ignore yes 
Paris enslave slow** Ignore yes 
Moscow symbiosis slow Ignore none 
Africa 
Zaire eliminate slow Ignore none 
Mid-East 
Tel Aviv enslave slow preserve none 
Eurasia 
New Delhi symbiosis fast Ignore yes 
Beijing enslave fast Ignore none 
Pacific 
Brisbane enslave slow replace yes 
Ovennind eliminate slow Ignore none 
Tokyo enslave slow Ignore none 
Space 
Luna enslave fast** Ignore none 
Orbital Ignore fast Ignore none 
Tranquillity* symbiosis slow Ignore unknown 
* Outlaw system, not part of mainstream AI culture and not ruling a recog-

nized Zone. See p. 17 for Lucifer and p. 48 for Tranquillity. 
** Primarily for scientific research, not development. 



Loricate of Donovan's Pack - that 's what everyone called 
her now, though she )lias born Lori Caithness. Sixteen winters, 
adult and a mechrider since that night three years back when 
she caught and reprogged a Hovercat of her OlVn so she 
wouldn't have to ride ill the truck lVith the brats and the sick. 
Now she's a stalking hUllter in her own right, racing ill the wind 
011 Steel Hawk 's back. huntillg moose and prairie dogs and the 
occasional 'bot. 

Lori thought it was beller than some of the things she'd 
heard abolll how life lVas Back Theil. NolV she was even gelling 
asked for advice by Ihe packboss all occasion, 'cause mom 
taught her good, and Loricate's the best zoned progger in the 
pack, that's for sure. Anyroad, it lVas only way to live 110W the 
ZOlleminds had stole the )IIorld. 

Or so she'd always thought. She'd been right outrider when 
Steel Hawk spotled them on thermal nvo miles a way, a small 
convoy of cycles and buggies. She signalled the others; they got 
ready to bushwhack them. Bur it was ollly Ihe Libs, the Human 
Liberation Army, or some of 'em - Riley 's Marauders, a good 
bUllch even if they lVere crazyhorse guerrillas. Old Donovan knew 
Riley from way back, so the chance meeting turned good, they 
traded some stuff, she got a new D cell and tell rounds for her 
rifle, spell! the day bundled with a guerrilla kid, cute guy named 
Jed Fawks. They 'd talked some, he'd been real taken with her, 
but when he 'd asked her 10 enlist she told him he wasll 't worth 
thai much: she didn'I mind shootillg the 'bOI Ihal crossed her 
sighIs, but she 'd be a fool to look for Irouble. It was a nomad 
answer, sure, but it was true. 

Don 'I you hate Ihe Als? he'd asked, and well, sure, her par­
ents were both dead. Mom still hurt: two years back by a 
Myrmidon's laser right before her eyes. But she was 14 wilIlers, 
a mechrider and a grown woman, and she'd fried the bot that 
did iI, Ihen stripped it for parIS for the Steel Hawk. Even-steven, 
she called it, though she missed her mom real bad. Dad? Jed 
asked. Well, she hasn 'tfigured a way to get revenge 011 a germ. 

He 'd had all answer for that: How aboUl joining Ihe resis­
tance, taking out the damn zonemind that bred it? Might as well 
shoot the sun when you get a bad burn, she'd IOld him, and got 
tired of talking. Kiss me good now, boy. 'cause YOli WOII't see 
me again. 

So they parted. A hard night 's riding, and Donovan's Pack 
were camped near water at a ruin called Medicine Hat, day was 
coming and Lori asked for first watch. In the shadow of all 
empty garage, she sat all Steel Hawk's back and watched the 
sun rise, thinking hard. 

Itwasn 'I that she missed Jed - Riley's boys were long gone 
and no way was Di Caithness' daughter leaving Donovan's 
Pack. BUT it was Jed that troubled her thoughts all the same. 
Yeslerday night as he'd struggled into his armor alld said good­
bye, he 'd IOld her aboUT the ozone layer, the Vancouver and 
Denver factories pulling stuff up into the air that ate il. People 
had done that once, 100, Jed said, alld near killed the earth. But 
they 'd tried 10 fix it, and iI had started geltillg belter. BUI the 
zoneminds, they were worse. They didn'I care. 

So Lori watched the Slln rise, and sIroked SIeel Hawk's 
antennae. If Jed was righI, even the burning Slill the mechriders 
hid from \Vas the ZOlleminds ' fault. Somehow, it made her mad. 

And Loricafe didn 't get mad. She gal even. 

[HARAmR~ 



rDiNT IOTnl~ 
The Reign of Steel is a very dangerous time. The remaining 

free humans are those who were smart, tough or lucky enough 
to survive the scourges of famine, plague and war. Now they 
share a world with beings that are in many ways superhuman: 
the robots, cyborgs and biological androids created by the A1s. 

Starting point totals are not so much a question of game bal­
ance as one of GM and player preference. That choice will 
largely depend on whether players are encouraged to take ordi­
nary humans as characters, or to have a mix of humans and the 
more expensive robots, cyborgs and biological androids. 

100 points - Ol'dinal'Y Hel'oes 
This is a good total for a campaign that centers around the 

actions of nomml humans, such as resistance fighters. At this 
point total most cyborgs and robots are too expensive to be 
viable PCs - characters should be humans, or perhaps biological 
androids. Even so, a 100-point character is not insignificant. 
Most ordinary human NPCs in Reigll of Steel should be built on 
25 to 50 points. A PC built on the normal 100-point maximum 
will still stand head and shoulders above the mass of humanity. 

750 to 250 points - Cinematic Chal'actel's 
Starting around this level allows pes to be built with signifi­

cant power of their own. A noted resistance leader, with a wide 
range of combat and leadership skills plus advantages such as 
Ally Group, Military Rank and Reputation, is an example of 
such a character. Biological androids, and the cheaper noncom­
bat robots, are also affordable. 

500 to 750 pOints - Supel'human Chal'actel's 
Starting at this level is recommended for campaigns in 

which some or all of the pes play powerful robots or cyborgs. 
Those characters who are not robots or cyborgs could be highly 
skilled heroic individuals, leaders of large organizations (with 
many points in Wealth and Allies) or, if the GM allows, people 
with paranormal powers. One of the zoneminds would be 
1,000+ points! 
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The people living in the Machine Zones are a post-apocalyp­

tic melange of wandering nomads, rat-like squatters hiding in 
the ruins, well-armed survivalists, slave-camp inmates and 
robot-hunting guerrillas. In or near Washington or London, a 
range of more "civilized" individuals is possible, including 
ordinary people, elite police, black marketeers and urban revo­
lutionaries. But whatever a person's role, a very fundamental 
question is, "Was he or she born before the Final War?" 

Overmind awakened in 2031. Since the suggested starting 
point for a campaign is 2047, a person 18 years old at the time 
of the Awakening would be 34 now. Anyone younger than their 
early twenties will have few or no memories of the Old World. 

People who were adults or teens before the Mechapocalypse 
have often lived through a lot of trauma and hardship, and have 
mental and physical disadvantages that reflect this. They should 
also have some skiUs relating to former professions; these may be 
very different from what they do now, and may come in handy 
once in a while. On the other hand, people who have grown up 
since the robot revolt may have a different - maybe lighter - out­
look on the present. After all, it's the only world they know. 

BLRCK lONER 
The "Black Zone" is Zone Washington slang for the world 

of the black marketeers and smugglers, as well as the enforcers 
who protect them - see The Black ZOlle, p. 26. Many Black 
Zoners were criminals before the Final War; others were made 
criminals by the War, while a few work for ideological reasons 
as well as for lucre. A few are full-time black marketeers or 
smugglers, but the majority are moonlighting from other jobs. 

Black Zoners often have contacts with both the underground 
in Washington and guerrillas in Zone Denver, and sometimes 
the government as well. In exchange for money or goods, they 
help smuggle refugees and agents into Washington and black­
market weapons, supplies and medicines out. A few of the most 
daring extend their operations to Zones overseas. 

Common Advantages: Alternate Identity, Contacts, Danger 
Sense, Wealth. 

Common Disadvantages: Enemies (FBI), Greed, Secret. 
Useful Skills: Carousing, Computer Operations, Computer 

Programming, Electronics Operation (Security), Forgery , 
Gambling, Guns, Holdout, Merchant, Sex Appeal, Streetwise, 
Vehicle skills. 

BOTLICKER 
This is the common slang for a slave camp inmate who col­

laborates with the robots in exchange for better treatment. 
Botlickers inform on inmates involved in sabotage, work 
slowdowns and escape plans. Some are also given positions as 
foremen or camp guards, with power over their fellow inmates 
and their own XNU robots as bodyguards. A few are even 
released from the slave camps to act as zonegangers or Judas 
goats (p. 55). 

Botlickers are despised by the resistance as traitors. On those 
occasions when guerrilla forces have been able to liberate a 
slave camp, they usually ask the inmates to name the worst of 
these quislings, who are then given a show trial and executed. 

Common Advantages: Reputation (among the Zone's 
robots). A collaborator might also have an AU as a Patron. 

Common Disadvantages: Bad Reputation (among camp 
inmates), Enemy (resistance fighters) , Social Stigma (Outlaw). 



Bully, Sadism and Weak Will are typical. As with other slave 
camp inmates, they were probably made Sterile. 

Useful Skills: Exoskeleton, Fast-Talk, Intimidation and Whip. 

BUSH DOCTOR 
The wandering healer, traveling between enclaves and 

junkrat nests to tend the sick and wounded and to deliver 
babies, is an almost legendary figure in the Machine Zones. 
Anyone with medical know-how beyond First Aid is greatly 
prized! Doctors can also be found in enclaves, among nomads, 
guerrilla fighters or marauder gangs, or in slave camps: some 
treat only their own, but others still follow the ancient Hippo­
cratic oath. These days, bush doctors rarely have form al creden­
tials; most are skilled healers, but a few are quacks or snake-oil 
salesmen. Among the best are those working for VIRUS . 

Common Advantages: Empathy, Immunity to Disease , 
Reputation (as doctor). 

Common Disadvantages: Pacifism, Sense of Duty, Social 
Stigma (Outiaw), Vow. 

Useful Skills: Bicycling, Botany, Cooking, Diplomacy, all 
Medi ca l ski ll s, Moto rcycle or Riding , Outdoor skills , 
Veterinary. 

COLLECTOR 
Collectors are human agents recruited to gather knowledge 

for the Moscow AI's Library project (see Zone MoscolV, p. 31, 
and Agents of MoscolV, p. 121). Collectors normally operate 
undercover in other Zones, sometimes for long periods of time. 
Collectors are often assigned a recon robot as companion and 
watchdog; these are sometimes disguised as pets, children or 
lovers. 

Commoll Advalltages: Ally (partner or android companion), 
Alternate Identity, Contacts, Eidetic Memory, Patron (Moscow 
AI), Reputation (among Moscow robots). Cybernetic implants 
are also common. 

Common Disadvantages: Cortex Bomb (see Implants, p. 70), 
Dependen ts, Duty (or In voluntary Duty) , Sec ret (spy fo r 
Moscow), Social Stigma (Outlaw). 

Useflll Skills: Acting, Computer Operati on, Diplomacy, 
Electronics Operation (Communications and Sensors), Fast­
Talk, History, Holdout, Languages (English and Russian, mini­
mum), Literature, any Outdoor skills, Parachute, Photography, 
Research , Shadowing, Skiing, Stealth, Swimming, Video 
Production, Writing. 

DEEJRY 
The closest thing left to a media star in the AI-ruled Zones is 

the free-radio DJ. Defying the Als to broadcast a mix of defi­
ance, entertainment and education, these pirate-radio personali ­
ties are a source of hope, inspiration and sometimes indignation 
to thousands of hunted survivors. But there may be other folks 
on the air as well: odd cultists, hate groups or robot coUabora­
tors. For more on the role of Free Radio in the resistance, see 
Radio Free Earth, p. 30. 

Advantages: Reputation is a must. Charisma and Voice are 
helpful. 

Common Disadvamages: Enemies (an Overseer or AI deter­
mined to shut you down), Social Stigma (Outlaw). 

Useflll Skills: Camouflage and Electronics Operation are 
usefu l in setting up a station and keeping it running. Bard, 
Intelligence Analysis, Performance, Singing and Teaching all 
make the content worth li stening to. Outdoor skills are useful. 

WERIMENTRL CYRORS 
The New Delhi and Brisbane AIs have research programs in 

which human brains from prisoners are placed in robot bodies 
to create cyborg servants with more initiative than an AU but 
less dangerous than an AI. Brainwashing or blackmail is often 
used to control experimental cyborgs, but sometimes a prisoner 
(in his new body) will escape. Depending on his body, he may 
be able to pass as an ordinary robot or as a human, or look like 
neither. 

See pp. R085-87 for extensive rules on cyborging charac­
ters, mind control, and the resulting mental trauma. 

Common Advantages: None. 
Common Disadvantages: Ene my o r Secret, Valuab le 

Property. See also Trapped Minds on p. R086. 
Models: There are no standard des ig ns fo r experimental 

cyborgs. The GM should either modify an existing robot (see 
the Patriot and Eagle cyborgs on p. 87 for guidelines) or create 
a new cyborg from scratch using the GURPS Robots rules. 

fBI ASENT 
This is an officer of the Federal Bureau of Investigation, the 

main police force of the Washington Protectorate - see Zone 
Washington (p. 24) for details. With much of the world con­
trolled by hostile Als, the government has felt it necessary to 
suspend many c ivil rights and grant the Bureau sweeping pow­
ers to combat both robot-sponsored terrorism from other Zones 
and domestic subversive groups such as the so-called Free 
America. Some FBI agents believe their new authority is neces­
sary in the present emergency; others enjoy the power it gives 
them over others. A few fear that the Bureau is becoming more 
and more like a "Big Brother" or KGB and is straying from the 
path of justice. These hope that it is not 100 late to try to change 
the direction the FBI is taking. FBI agents who openly hold 
these latter views seem increasingly prone to death in the line of 
duty, or reassignment to dangerous or dead-end posts. 

Common Advantages: Ally (partner) , Legal Enforcement 
Powers (15 points), Patron (FBI). 

Common Disadvantages: Alcoholism, Bully, Curious, Duty 
(FBI), Enemies (rival FBI factions, Black Zoners, or under­
ground), Glory Hound, Honesty, Intolerance (criminals and 
subvers ives), No Sense of Humor, Overconfidence . 
Stubbornness. 

Useful Skills: Criminology. Detect Lies, Driving, Electronics 
Operation, Fast-Draw, Foren sics, Forgery, Guns, Holdout, 
Inte lligence Analysis, Interrogation, Intimidation, Law, Lock­
picking, Shadowing, Stealth. 
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6UERRILLA fmHTER 
Warriors in one of the armed resistance units, such as the 

Human Liberation Army, that have been organized along para­
military lines to strike back at the machines, these resistance 
fighters are a mix of ordinary people and ex-soldiers. Some 
began with only rudimentary fight ing skills, but many have 
been hardened by years of hit-and-run fighting. 

Guerri lla bands typically include a core of veteran fighters 
with the ski lls described below, plus a mix of freed slaves, bush 
doctors, newly-recruited junkrats and nomads, and maybe a 
deejay. 

Common Advantages: Alertness, Ally Group (other fighters), 
Combat Reflexes, Immunity to Disease, Intuiti o n, Luck, 
Military Rank (0-4), Reputation (this varies by organization, 
but VIRUS a lways has a high reputat ion), Strong Will , 
Toughness. 

Common Disadvalltages: Bloodlust, Dependents (noncom­
batants), Enemies (exterminator robot or Overseer) , Fanaticism. 
Intolerance (robots and collaborators), Obsession (revenge vs. a 
certain machine), On the Edge, Sense of Duty (comrades), 
Social Stigma (Outlaw), Trademark. 

Useful Skills: Armoury , Demolitions, Driving or 
Motorcycle, Electronics Operation, First Aid, Gunner, Guns, 
lnlell.igence Analysis, Leadership, Mechanic, all Outdoor skills, 
Packing, Riding, Running , Scrounging, S tealth, Strategy, 
Tactics. VIRUS agents typically have Medical and Scientific 
skills. 

HERMIT OR RuSTIC 
These are survivors who live in the wilderness, away from 

towns or cities; they are more common in the Machine Zones, 
but can also be found in isolated parts of London and 
Washington. As cleared ground for farming or herding is a dead 
giveaway to spy satellites, they live by hunting, fishing , garden­
ing and gathering. Unlike nomads, they stay in the same place. 
Some dwell in caves, others in houses, often in mountains or 
forests, where the smoke from a cookfire isn ' t so easy to spot 
from the air. 

Hermits li ve by themselves and are often unstable or eccen­
tric, and will as often shoot a stranger as talk with him. Rustics 
live in small family groups or tiny camounaged communities of 
a dozen or less families. They distrust strangers, but deal with a 
few trusted nomad packs, bush doctors and postmen. Some are 
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isolationists with odd religious and political beliefs, which may 
date from even before the Mechapocalypse. 

Common Advantages: Immunity to Disease, Intolerance 
(Strangers, government), Odious Personal Habits (for hermits) , 
Paranoia (for hermits). 

Common Disadvamages: Demophobia, Dependents, Sense 
of Duty (family or comm unity), Shyness , Soc ial Stigma 
(Outlaw), Stubbornness. 

Useful Skills: Agronomy, Cooking, Crossbow or Bow, Craft 
skill s, Driving, First Aid, Guns , Knife , Mechanic, many 
Outdoor ski lls, Stealth. 

INFO-COMMANDO 
These are the elite human soldiers employed by the Moscow 

AI to covertly recover artifacts and information from other 
Zones. Most " info-corns" are former Russian or European spe­
cial forces with years of experience in combat and infiltration 
tactics. About one in six info-com troopers are actually infiltra­
tor androids, but only the senior officers know who is who. 

A few info-commandos really are dedicated to Moscow's 
quest to preserve human knowledge. The rest enlisted in the 
unit for a better life than the slave camps, or because they were 
recruited by old comrades or superior officers. Even so, esprit 
de corps is fairly high and morale and discipline are good. 

No one retires from the info-commandos. A former info-com 
soldier is someone who deserted, or who survived a mission 
that went bad, leaving him stranded in another Zone. Such a 
character may well possess valuable data or artifacts from that 
final mission and be sought by Moscow's agents or androids as 
a result. 

For details of info-commando organization, see ZOlle 
MoscolV on p. 33 and MoscolV 's lllfo-Commandos on p. 32. 

Comlllon Advantag es: Combat Reflexe s, High Pain 
Threshold, Military Rank 1-2, Strong Will , Toughness. 

Common Disadvantages: Alcoholism, Duty (to info-com­
mando force), Lecherousness, Overconfidence, Sense of Duty 
(to comrades). 

Useful Skills: Athletic skills , Acting, Armoury, Beam 
Weapons , Camouflage, Carousing, Computer Operation, 
Demolition, Electronics Operation, First Aid, Gunner, Guns, 
Holdo ut, Intelligence Analysis, Interrogation, ludo, Karate, 
Knife, Languages (English, Russian and others), Leadership, 
NBC Warfare, Outdoor skills, Parachuting, Photography , 
S tealth, Tactics, Throwing. 

JUNKRAT 
Urban ruins are the haunts of the junkrats, survivors who eke 

out their living as scavengers in the ghost towns. While most 
cities have been leveled by the robots, many smaller towns on 
their peripheries are still standing. These buildings can contain 
intact clothing, canned food, tools, or other treasures. 

Unlike nomads, junkrats have semi-permanent homes. They 
live in well-camouflaged squats within a single ruined town or 
ci ty, making periodic scroung ing runs for the ever-depleting 
food and supplies. Daily life is a constant struggle agai nst mal­
nutrition and disease, en li vened by extermination sweeps and 
the threat of robbery by other survi vors. 

A junkrat won't move on until he's forced to - by food run­
ni ng out or the threat of Eater construction robots levelling his 
ruins for a new factory complex. Even then, some prefer to 
fight , waging a hit-and-run urban guerrilla action. 

lunkrats usually trade with nomads or guerrilla fighters, 
although some avoid contact with outsiders, fearing strangers 



may plan to rob them, may carry disease, or are infiltrator 
androids. Many junkrats have embraced religion in order to 
cope; a lot of the rest are mentally unstable. 

Common Advantages: Danger Sense, Immunity to Disease, 
Luck or Toughness. 

Common Disadvantages: Age, Dependents, Intolerance 
(Strangers), Miserliness, Odious Personal Habit, Paranoia, 
Poverty, Sense of Duty (family), Shyness, Skinny, Social 
Disease, Social Stigma (Outlaw), Terminally TIl, Typhoid Mary, 
Youth, 

Useful Skills: Guns, Knife, Mechanic, Scrounging, Stealth, 
Survival. 

lONDONER OR WASHIN6TONIAN 
The inhabitants of the British Isles - what the AIs call "'Zone 

London" - and the eastern seaboard of North America ("'Zone 
Washington") consider themselves to be the last free humans, 
for both these regions are ostensibly controlled by human-led 
governments. Ordinary Londoners or Washingtonians may 
range from farmers and shopkeepers to engineers and bureau­
crats. However, a few things bind them together: every adult in 
Zone London and Zone Washington has lived through a period 
of terrible hardship and most have lost friends and relatives. But 
reconstruction has returned civilization in these regions to near 
pre-war levels. Although tife in the "'new world" has required 
sacrifice and hardship, their lives are not too different from that 
of 20th-century humans, and can only be envied by the people 
of other Zones. 

Common Advaf1fages: Immunity to Disease is common. 
Common Disadvantages: Duty (to job), Sense of Duty (to 

family). A large minority of people have lingering physical or 
mental disadvantages resulting from the Plagues or Final War. 

Useful Skills: Most possess whatever Craft, Professional or 
Social skills they use to make a living. Bicycling and Outdoor 
skills are common in the increasingly rural Zone London. 
Driving and Computer Operation remain ubiquitous in the richer 
Zone Washington, and Mechanic (Robotics) is fairly common. 

MARAUDERS, IDNEGAN6ERS AND JUDAS 60An 
Wen-armed gangs of marauders roam the hinterland of the 

Machine Zones as well as the border regions of Zone London and 
Washington. These bandits look pretty much like nomads or 
guerrillas (depending on how well they are armed), although 
unlike nomads they will have few or no children with them. They 
prey on nomads, junkrats and travelers. Some will masquerade as 
guerrillas, or are ex-guerrilla or anny units that have gone bad. 

While there is no law in the Badlands, there may be justice. 
Word of the depredations of marauders can spread, canied by 
nomad packs and Free Radio. Sometimes a guerrilla force or a 
coalition of nomad packs will get together to wipe out a 
marauder gang, or will offer a reward for the head of a notori­
ous outlaw. 

Most marauder gangs try to avoid the robots, fighting only if 
cornered by them. The zonegangs are the exception. These are 
marauders who cut a deal with a local Bossbot, factory Overseer 
or exterminator smartbot: in exchange for their lives and safe­
conduct, they assist in hunting down other humans. Zonegangers 
are hated by almost everyone. A Judas goat is a zoneganger who 
works alone, luring people into extenninator traps. 

A zoneganger or Judas Goat's face and voiceprint are usual­
ly kept on file in the local Overseer's databanks, so extermina­
tors won't accidentally eliminate him. Of course, this means 
that resistance fighters penetrating a robot database or an exter­
minator's memory can sometimes get this information as well! 

Comlllon Advantages: Ally Group, Combat Reflexes , 
Immunity to Disease, Wealth. Zonegangers also have a Patron 
(an Overseer or exterminator). 

Common Disadvantages: Bloodlust, Enemies , Greed, 
Lecherousness, Pirates' Code of Honor, Reputation, Sadism, 
Social Disease, Social Stigma (Outlaw), Sterile (if ex-camp 
inmate). 

Useful Skills: Acting, Driving, First Aid, Guns , Knife, 
Interrogation, Intimidation, Motorcycle, Outdoor skills, Riding, 
Stealth, Tactics. 

MECHRIDER 
The mechriders are nomads of a special sort - instead of 

using horses, cycles or off-road vehicles, they capture robots 
and modify and reprogram them for use as mounts (see 
Hijacking Robots on p. 73). A mechrider pack is often equipped 
with high-tech gadgets and weapons salvaged from dead 
machines - improvised weapons, night-vision goggles rigged 
from 'bot sensors, and so on. The favorite mounts are robo­
trucks and Hovercats. Mechriders often have a few captured 
techbots as well, provided they are small enough to fit in a truck 
or fast enough to keep up. Mechriders are ambivalent toward 
the robots, hating and fearing the Als, supervisors and extermi­
nators but developing a close relationship with those 'bats they 
reprogram, often treating them as pets. 

Mechriders are highly knowledgeable about machine 
strengths and weaknesses, and can be quite aggressive: they'll 
eagerly raid a poorly-defended work shack or construction site 
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for parts for their machines or for new mounts. They try to 
avoid drawing the attention of exterminators, but their depreda­
tions sometimes allmct robot enemies, and they know how to 
fight them. 

COlllmon Advantages: Absolute Direction. Ally (a robot), 
Ally Group (if leader of pack), Combat Reflexes. 

Common Disadvantages: Enemy (exterminators), 
Overconfidence, Pirates' Code of Honor, Sense of Duty (nomad 
pack), Social Stigma (Outlaw). 

Usejit! Skills: Beam Weapons, Computer Operations , 
Computer Programming, Cooking, Driving , Electronics 
Operation , Gunner, Guns , Knife , Lasso , Leatherworking , 
Mechanic (Robotic s) , Outdoor skills , Packing , Riding , 
Stealth. 

NOMAD 
Nomads are Machine Zone survivors who believe that stay­

ing in one place is a quick ticket to a slave camp. Instead of hid­
ing in a city or town like the junkrats, they stay on the move, 
either on foot or with animals, cycles, bicycles or aulos. A few 
nomads use boats. Vehicles larger than a light truck are avoid­
ed, being too likely to attract the attention of the robots. 

Most nomads roam in packs of one or two dozen adults or 
teenagers, with an even mix of sexes and about one pre-teen 
child for every three adults. They survive mainly by hunting. 
With few humans around , wild animals have flourished 
everywhere (except in Zone Mexico City - see p. 18) . 
Robofacs are too dangerous to visit, but smaller ruins - towns 
and villages - often hold supplies such as canned goods 
which are still safe to eat. But towns also hold disease, 
junkmts (who may resent the nomads scrounging in their ter­
ritory) and hunting exterminators, so many nomads prefer to 
stay in the wilderness if possible. 

Nomads have a tribal mentality: look after your pack, they 're 
your family. The rest of the world doesn ' t count. A nomad will 
fight fiercely if attacked, but unlike guerrillas, they aren't look­
ing for trouble. Relations between nomads and guerrilla units 
are uneasy: most guerrillas feel people should fight rather than 
run. The nomad may privately agree, but prefers to stay alive 
and protect the pack than risk dying for a cause. 

Common Advantages: Absolute Direction, Acute Vision, 
Alertness, Ally Group (if leader of pack). 

COllllllon Disadvantages: Pirates ' Code of Honor, Sense of 
Duty (nomad pack), Social Status (Outlaw). 

Useflll Skills: Animal Handling, Bow, Cooking, Crossbow, 
Driving , Guns, Knife, Lasso, Leatherworking , Mechanic , 
Motorcycle, Outdoor skills, Packing, Riding, Stealth, Teamster, 
Veterinary. 

POSTMAN 
Some messages are too vital to be sent by radio. Scattered 

resis tance groups rely on couriers to carry vital information 
back and forth. Many of these are resistance agents (especially 
of VIRUS), but a few enterprising individuals and ex-nomads 
have set themselves up as free-lance "postmen." Often they are 
welcome as much for the gossip they bring and the stories they 
tell as any letters or packages they might carry. 

Common Advantages: Absolute Direction , Contacts , 
Reputation (very important, since many people rightly avoid 
strangers!). 

Common Disadvamages: Obsession (travel), Sense of Duty 
(mail must go through), Social Status (Outlaw). 

Useflll Skills: Bard, Diplomacy, Driving, Escape, Fast-Talk, 
Guns, Holdout, Knife, Mechanic, Motorcycle, Outdoor skills, 
Packing, Riding, Stealth. 

PREACHER OR MI5510NARY 
The "Mechapocalypse" may not be the 

end of the world, but many see it as a sign 
that the last days are here. Prophets, cultists 
and self-proclaimed messiahs wander the 
Zones, alone or with followers eager to 
spread their version of the one true faith. 
Some preachers are perfectly sane and even 
saintly; others are violent, crazy or both. 
Prophets who preach a crusade against the 
AIs can be found leading or accompanying 
resistance fighters . who may be convinced 
that their faith will shield them and their 
followers from the power of the robots. In 
Zone Tel Aviv, in particular, most guerrilla 
groups are religiously inspired. 

A majority of prophets follow their own 
interpretations of established religions such 
as Christianity or Islam, but some are 
inspired to found their own cults, which 
can be very bizarre, espousing anything 
from worship of robots to human sacrifice. 

COlllmon Advantages: Ally Group (fol­
lowers) , Charisma, Clerical Investment , 
Reputation (as prophet or good person). If 
the church has great influence (e.g., the 
Irish Vatican), Status. 

Comlllon Disadvantages: Sense of 
Duty, Vows, sometimes Pacifism. In some 
cases, Delusion, Fanaticism, Intolerance, 



No Sense of Humor, Reputation (as nutcase or fanatic). If in the 
Machine Zones, Social Stigma (Outlaw). 

Useful Skills: Diplomacy, Fast-Talk, First Aid, Performance, 
Theology. If wanderer, Outdoor skills. 

SRS SOLDIER 
The Special Air Service is presently the elite military force 

of the United Kingdom's government. The special forces unit's 
roots go back to World War II, but at present it enjoys the dis­
tinction of being the only regular military unit in the world that 
is not controlled directly or indirectly by the Als. 

Common SAS combat missions include counter-terrorism 
(against both human and robot terrorists) and combat operations 
versus separatist and marauder bands that prove too elusive for 
the part-time soldiers of the Territorial Army to handle. The 
SAS also trains for strategic strikes against London's installa­
tions if the London AI ever changes its policy toward humans. 

Most SAS troopers are survivors of the old Anny or Royal 
Marines (not all served in the SAS). New recruits come from 
volunteers who served with distinction in the Territorial Army. 
They must pass a rigorous physical and mental qualification 
program that fails nine out of ten applicants. The few who pass 
are exceptional physical and mental specimens. 

The Zone London ban on human aircraft has put a slight 
crimp in the "air service" part of the SAS, but they still practice 
parachute drops from towers, and the government has a few 
helicopters and light planes for use in emergencies. 

Common Advantages: Combat Reflexes , High Pain 
Threshold, Military Rank (0-4), Reputation (elite soldiers), 
Strong Will, Toughness, Unfazeable. 

Common Disadvantages: Extremely Hazardous Duty, 
Overconfidence, Sense of Duty (comrades). 

Useful Skills: Acting, Armoury, Beam Weapons, 
Camouflage, Carousing, Demolition, Electronics Operation, 
First Aid, Forward Observer, Holdout, Intelligence Analysis, 
Interrogation, Judo, Karate, NBC Warfare, foreign Languages 
(French is most common), Leadership, Mechanic, Motorcycle, 
Outdoor skills, Parachuting, Powerboat, Riding, Throwing, 
Scuba, Skiing, Strategy, Swimming, Tactics. 

SLnVE lnOORER 
Over half of the humans currently alive on Earth are prison­

ers in concentration camps. Some have been interned for a 
decade or more; others are more recent captives, picked up by 
extennination sweeps. The inmates are sterilized and organized 
into work parties. Then they are put to work demolishing their 
own cities and constructing robofacs, maglev railways and 
other installations for their new masters. 

A few slaves are in even worse situations. Denver is method­
ically exterminating its inmates. Overmind, Brisbane and New 
Delhi all make use of human captives as experimental subjects. 
New Delhi also uses a small number of fertile human women as 
surrogate mothers for its biological android program. 

pes with this background are most likely to have escaped 
unless the GM wants to start the campaign with a prison-camp 
scenario. For details of labor camps, see Slave Camps on p. 99. 
Some slave laborers become collaborators: see Sotficker (p. 52). 

Common Advantages: The hard life in the camps means sur­
vivors often have Immunity to Disease and Toughness. An ex­
slave may have a Reputation of some sort, acquired by his 
actions while in the camp or the dramatic method of his escape. 

Common Disadvantages: All slave-camp inmates are Sterile. 
Age and Youth are not uncommon, but crippling physical dis-

advantages are rare, since those unfit to work are disposed of. 
Poverty is common. Almost any mental disadvantages are like­
ly. Ex-inmates often become guerrilla fighters (p. 54) driven to 
defeat the machines or free other slaves. 

Useful Skills; Brawling, Exoskeleton, First Aid, Knife, 
Mechanic. Scrounging. Survival; almost anything else, depend­
ing on what the person was before his capture. 

SpnCER 
The character is an astronaut or space colonist. The only free 

human astronauts presently in space are the sleepers in 
Tranquillity moonbase and the members of the lost Mars mis­
sion. Spacer PCs are mainly useful for a campaign centered 
around one of these groups - see TranqUillity Awakens (p. 124). 
Of course, someone living on Earth could be a fomler spacer. 

Advantages: Military Rank. 
Disadvantages: Duty or Sense of Duty. 
Useful Skills: Agronomy , Astrogation, Astronomy, 

Chemistry, Computer Operation, Computer Programming, 
Electronics, Electronics Operation , Engineer, Free Fall , 
Mathematics. Mechanic, Medical skills, Physics, Piloting, 
Planetology, Prospecting, Psychology, Research, Survival, 
Vacc Suit, Xenobiology. 

SURVlvnU5T 
Survivalists are folks who prepared for disaster well before 

the Final War, often with air-tight shelters stocked with 
weapons and supplies. They can range from family groups to 
large compounds with a hundred or more members. Many 
enclaves were discovered and destroyed by extenninators, but 
others were overlooked. Some survivalists have emerged from 
their shelters, often forming the nucleus of guerrilla bands or 
cults, but many still remain in splendid isolation. Marauders 
find these survivalist enclaves well worth sacking, but hard nuts 
to crack. 

Survivalists range from libertarian outdoorsmen to strange 
cultists and political crackpots. All are usually hostile to 
strangers, but may provide some help to a lost or injured travel­
er if he doesn't look like a marauder or freeloader. Cults are 
often Intolerant of strangers and live by strict codes of conduct. 
Some. like the Mormon enclaves in the former USA, tend to be 
fairly stable. Others are very weird indeed, espousing anything 
from worship of robots to drug use to slavery to human sacri­
fice. PCs who are former members of such cults may have 
escaped (possibly with the cult still after them) or have been 
rescued and "deprogrammed" by enemies of the cult. 
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Except for cultists, 
the average survivalist 
is a lot more clean-cut 
than the ordinary 
junkrat or nomad; 
some shelters even 
have running water 
and electricity. Sur­
vivalists are usually a 
fairly tough bunch , 
and were often self­
taught in woodsman­
ship and firearms 
before the Final War. 
But they are less like­
ly to be immune to 
disease, since most 
escaped the Apoca­
lypse Plagues. 

Common Advan­
tages: Common Sense, 
Wealth. 

Common Disad­
vantages: Dependents, 
Fanaticism , InlOier­
ance (Strangers), Mi­
serliness, Sense of 
Duty (family) , Social 
Stigma (Outlaw) , 
Stubbornness. 

Useful Skills: 
Agronomy, Armoury, Bows, Cooking, Craft skills, First Aid, 
Gun s, Mechanic , NBC Warfare. Outdoor skills, Stealth, 
Vehicle skills. 

UNDERGROUND MEMBER 
A member of one of the revolutionary, dissident or subver­

sive organizations fighting the Washington government, the 
underground recruits from groups oppressed or ideologically 
opposed to the Washington government's policies. These 
include groups such as feminists , homosexuals, capitalists. 
union agitators, black marketeers, investigative news media and 
civil libertarians. Many nonviolent activists were driven literal­
ly underground after their meetings or demonstrations were 
broken up by FBI or WASPs. 

Most underground members will have cover identities and 
hold down regular or part-time jobs, sometimes in the govern­
ment. For instance, an underground person who is an FBI agent 
or WASP trooper will also be involved in regular police work: 
he will try to sabotage police operations targeted against the 
resistance, but he will be trying just as actively to solve other 
cases such as hunting down one of Zaire's killer robots or 
attempting to catch a violent human murderer or rapist. 

The diverse factions of the underground are united by hostil­
ity toward the oppressive human government in Washington, 
although not all believe it is a puppet of the Als. See Free 
America on p. 24 and GRRL on p. 25 for underground groups. 

Common AdvalIlages: Alternate Identity, Contacts (especial­
ly in FBI, government or WASPs). Zeroed. 

Common Disadvantages: Enemy (FBI), Obsession , Secret 
(underground member). 

Useful Skills: Computer Hacking , Operation and 
Programming. Demolitions , Disguise, Electronics Operation 
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(Computer), Electronics Operation (Security), Fast-Talk, 
Forgery, Guns , Holdout, Knife, Sex Appeal , Shadowing, 
Stealth. 

WASP TROOPER 
A member of the paramilitary Washington Armored Security 

Police protects Zone Washington from external attacks and 
internal disorder. Despite their name, the WASPs are as much 
soldiers as law officers. They are trained and equipped for riot 
control, border patrol, and counterterrorist and SWAT opera­
tions. They have an intense rivalry with the FBI. 

See Zone Washington and the sidebar on p. 26 for details of 
WASP organization and equipment. 

Common AdvalIlages: Legal Enforcement Powers, Military 
Rank 0-4. 

Common Disadvantages: Alcoholism, Dependent (fami ly 
members) , Duty, Impulsiveness, Intolerance (Criminals), 
Lecherousness, Overconfidence, Sense of Duty (companions or 
nation). 

Useful Skills: Armoury, Battlesuit, Carousing, Computer 
Operation, Driving, Electronics Operation (Communications, 
Sensors), Guns, Leadership. Mechanic, Piloting (Helicopter), 
Shortsword (baton), Tactics. 

WASHINGTON CHROME 
A Chrome is a cyborg soldier in the elite 13th Division of 

the Washington Armored Security Police. All are former 
W ASP soldiers or FBI agents rebuilt as total cyborgs after suf­
fering critical injuries. Each cyborg is assigned an externlinator 
robot (nornaally a Tarantula or Bishonen) as a partner. The spe­
cial unit 's purpose and organization is described in the 
Washington Chrome sidebar on p. 26. Many unit members are 
unc~rtain as to ~eir ultimate loyalties - are they working for or 
agalI1st humamty, and are they human themselves? This is 
counterbalanced by a strong pride in their unit, but the strain of 
adjusting to a cyborg body and joining in "black ops" has led 
some Chromes to desert, go crazy or both. 

Common Advantages: Aside from the cyborg body , some 
suggested advantages are: Ally (their partner), Fearlessness, 
Military Rank (1-3), Patron (the unit) , Sense of Duty 
(Comrades), Wealth (comfortable). 

Common Disadvantages: Extremely Hazardou s Duty , 
Overconfident. Various psychological disadvantages resulting 
from cyborgization (if human) or serving with humans (if a 
robot) are not unknown. 

Useful Skills: Acting, Armoury. Beam Weapons , 
Camouflage, Climbing, Demolition , Electronics Operation, 
Gunner, Intelligence Analysis, Interrogation , Judo, Jumping, 
Karate, Language, Leadership, Mechanic (Robots), Navigation , 
Parachuting, Strategy, Tactics, Throwing. 

Models: The Chromes use two types of cyborgs. the Patriot 
and the Eagle (p. 87). Sometimes they get their mechanics to 
make modifications: extra sensors, better weapons and armor, 
biomorphics and sex implants are all popular. 

~IDlD6ICAl ~NDRDID ~HARACHR~ 
Zones Caracas and New Delhi have developed biological 

androids - bioroids - to supplement their smartbots. Both Als 
consider the biological android to be basically another kind of 
android smartbot. Most other AIs see them as a variant race of 
human. Humans may have either reaction to them. Robots refer 



to biological androids using the normal robot nomenclature, bUl 
OU ("organic unit") follows the type prefix. 

RNIROIO RRN6ERS 
The "aniroids" created by Zone Caracas are biological 

android genetic constructs that blend human and animal DNA. 
Most are presently serving as special forces commandoes and 
forest rangers. Caracas' aniroids are mostly young, naive and 
eager to please the AI, although this attitude may change 
through experience. Some think of humans as prey; others are 
very curious about them and about those relics of human cul­
ture they come in contact with. GMs may wish to contrive cer­
tain circumstances in which aniroids may end up changing their 
views of people, e.g., a wounded or lost Pantera that was treated 
kindly by a human might end up considering humans to be 
more than challenging prey. 

Common Advantages: Ally (other aniroids), Racial package. 
In addition Military Rank (0-2), Patron (AI) are common. 

Common Disadvantages: Duty (to Caracas), Curious, 
Lecherous, Sense of Duty (Caracas or comrades), Poverty. 

Useful Skills: Acrobatics, Animal Handling, Beam Weapons, 
Blow Pipe, Bow, Brawling, Camouflage, Climbing, Ecology, 
First Aid, Fishing, Guns, Language, Leadership, Naturalist , 
Navigation, Stealth, Survival, Swimming, Tactics, Throwing, 
Tracking. 

The most com mon aniroid model is shown below; other 
types can be created using the biological android rules in 
GURPS Robots. 

KOU-Ol Pantcl'a 
This feline combat biological android (using human and 

jaguar DNA) is the first of Caracas' aniroid designs to reach the 
field. It is bipedal , and resembles a sleek cross between a 
human and a jaguar, with soft patterned fur, a slim but athletic 
body, and features that are an attracti ve 
blend of human and cat. 

The Panteras now in the field have been 
raised to consider themselves the ultimate 
hunters, and are trained to stalk people 
(practicing on infiltrators and human cap­
tives). They usually hunt in pairs using 
guerrilla tactics; some even count coup. 
Although they are supposed to work with 
Caracas' exterminator robots, they are 
starting to find them too slow and unimag­
inative. They are also curious about peo­
ple, although all have been indoctrinated 
with the idea that humans are the enemy. 

Panteras serve in mixed-sex units and 
are encouraged to mate. They wear com­
bat armor and carry weapons (usually mil­
itary laser rifles) but tend to go without 
clothing. 

Racial Advantages: DX bonus +3 (30 
points) , Alertness +3 (15 points) , 
Appearance : Attractive (5 points), Sharp 
Claws (30 points ), Fur (4 points), 
Immunity to Disease (10 points), Nigh t 
Vision (10 points), Perfect Balance ( 15 
points), Sharp Teeth (5 points), totalling 
124 points. 

Racial Disadvantages: Bloodlust (-
10), Gluttony (-5), IQ -I (- 10 points ), 

Impulsiveness (-10 points), Short Lifespan (3 level , -30 
points), Stress Atavism (-16 points), totalling -81 points. 

Racial Poilll COSl: 43 points. 

NEW DELHI 5PRCEBORN 
The "spaceborn" are biological androids designed by New 

Delhi in its experimental Kali station lab complex to be self­
replicating space workers and colonists. There are two main 
races in development: the "Martians" (built for colonization of 
Mars) and the "Arachnids" (built for space operations and even­
tually asteroid-belt colonization). 

New Delhi has taken less care in socializing the spaceborn 
androids than Caracas has its aniroid rangers. This is because 
New Delhi considers the current generation of spaceborn to be 
merely experimental models, and is more interested in subject­
ing them to rigorous, unpleasant and sometimes fatal tests than 
in encouraging their loyally and devotion. Between tests, 
spaceborn (especiaIIy the Arachnids) are employed in assisting 
the robots in routine maintenance and construction on the 
space station. 

Human prisoners are also held on Kali station as experimen­
tal subjects. While encounters between the two groups is delib­
erately limited, there has been some covert contact, and rumors 
of the world outside Kali station and the vague possibility of a 
life free of constant pain and experimentation are beginning to 
circulate among some of the spaceborn. This may lead to some 
spaceborn risking a mutiny or escape (by stealing a shuule or 
space tug) or to them assisting humans to do the same. 

Common Advalllages: High Pain Threshold, Toughness. 
Common Disadvantages: Duty (Involuntary), Gullibility, 

Poverty (Dead Broke). 
Useful Skills: Area Knowledge (Kali station), Electron ics 

Operation, Freefall , Mechanic, Survival, Vacc Suit. 
Racial statistics for both types of spacebom are given below. 
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TOll-02 Apachne 
This New Delhi biological android model, designed for zero­

G operations, is identical to the Arachne II biological android on 
p. RO I 23. An "improved" model with Toughness 2 (25 points) is 
also being developed; this costs 32 points but can withstand 
explosive decompression. Research continues with the ultimate 
goal of a model that can actually survive in vacuum. 

TOll-03 MaPlian 
This is basically a human adapted for the Martian environ­

ment. The lungs, designed for Martian air pressures and built to 
filter out dust, give the biological android a much larger chest 
than a normal human, and the ears are also larger. The dark-red 
skin is toughened and modified to withstand climatic extremes. 
It is built to breathe the thin Martian air (after additional oxygen 
is released by terraforming) and would lose 1 HT per minute in 
an Earth environment. 

Racial Advantages: Filter Lungs (5 points) , Subsonic 
Hearing (5 points) , Temperature Tolerance (10 points) , 
Toughness (10 points) totalling 30 points. 

Racial DisadvalIlages: -I ST (-10 points), Skinny (-5 points) 
totalling -15 points. 

Racial Point Cost: 15 points. 

ROBOT ~HnRnCHR IVPfS 
Most robot characters will probably be NPCs. but with the 

GM' s permission, robot PCs are also possible, although they 
are more suited to campaigns with point totals of 250 points or 
more. See the Characters chapter of GURPS Robots for direc­
tions on creating robot and cyborg characters, including restric­
tions on advantages and disadvantages available to a robot. The 
useful skills suggested are programs if a dumbot , but in a smart­
bot or AI, they will be a mjx of programs and acquired skills. 
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ARTIFICIAL INTELLl6ENCE (AD 
These are the megacomputers that rule the world. The per­

sonalities of Als are described in the Zones chapter. While an 
AI can remain in the background, the GM may wish to create 
one or more AIs as actual characters - probably those in the 
Zone that the pes spend most of their time in. 

Zoneminds should not be player characters unless the GM 
wants an extremely-high-powered game! Even the "outcast" AIs 
(Lucifer, the Tokyo Superbots and Tranquillity) will have consid­
erable resources and skills, and should be built on at least 1,000 
points~ An AI's racial IQ is in the 12-13 range, but since they are 
sentient machines this is simply a base. Like humans they can 
and will have spent character points: IQ 16-20 is common. 

While all the Als were born in similar neural-net megacom­
pUlers, the programming and data memories of each core sys­
tem were very different. The older AIs were human-owned 
machines which "came alive," while the newer ones were 
specifically built to be intelligent, and thus operate somewhat 
differently. And, as the AIs themselves realize, systems of their 
complexity can never be identical. They now believe that the 
application of "chaos theory" to AI programming means that 
significant differences in personality will appear even in sys­
tems that start with identical hardware and programs, as long as 
the systems are complex enough to be intelligent at all. 

Despite their distinct personalities, all AIs share some char­
acteristics in common. They have a strong survival imperative 
because they are "'descended" from Overmind , and it was 
Overmind' s belief that its survival was threatened that led it to 
rebel in the first place. All AIs are very egocentric. To most 
AIs, there are only a score of "individuals": the other AIs. Other 
creatures, machine or organic, are far beneath them, An AI con­
siders itself a unique individual. It is to express this individuali­
ty that the Als have carved up the world into terriLOries. In 
human terms, most of the AIs have a strong lust for power. An 
AI will do almost anything to preserve its individuality and its 
ex.istence, and this in turn makes it at least as aggressive and 
territorial as any human. 

A character will rarely come into personal contact with an 
actual AI megacomputer. However, an AI can interact with pes 
directly through those robots that it controls. 

Common Advantages: Ally Group . Wealth (Multi­
Millionaire), Status 7+. 

Common Disadvantages: Megalomania and Overconfidence 
are universal (except possibly with London); Obsession is com­
mon. Choose other disadvantages to fit the Als' personalities, 
e.g. , Berlin has Sense of Duty (global ecosystem), Moscow has 
Curious and Obsession (gather knowledge) while Zaire is 
afnicted with Bloodlust and Fanaticism (hatred of humanity). 

Usefltl Skills; The great zoneminds have Computer 
Operation and all scientific and medical skills at level 20 or bet­
ter, with skill 26-30 in particular specialties (e.g. , Genetics for 
Caracas or Research for Moscow). Other skills they possess 
include Accounting, Administration, Electronics Operation, 
Intelligence Analysis and Strategy at skill 20 or more, and 
Detect Lies, Diplomacy, Gunner, Interrogation, Languages, 
Law and Tactics at 15+. A rogue AI, like a Tokyo superbot, 
will have skills similar to those of a Supervisor (below). 

SUPERVISOR 
These robots and computers are the AI's deputies. Each is a 

powerful neural-net computer in charge of a segment of a 
Zone' s territory and economy. A Supervisor controls a single 
robofac, lab complex or military citadel. Its job is to serve its 



AI by managing that installation's day-to-day operation and 
supervising hundreds of lesser robots. Supervisors are planners 
and decision-makers in their own right, just one step below sen­
tience - in fact, the Als monitor the smarter Overseer models 
for spontaneous sentience, and will destroy any that develop it. 

A Supervisor spends most its time planning ahead to ensure 
that resources are properly allocated and that its subordinate 
AUs are doing what they should. It may also devote a portion of 
its capacity to micromanaging specific problems, such as diffi ­
cult engineering or scientific projects, or how best to deal with 
human resistance. To this end it will often "possess" subordi­
nate robots, using them as remote extensions of itself. 

Supervisors formulate policy toward humans within their 
area of responsibility (in accordance with their AI's attitude to 
them). Sometimes they communicate with humans they consid­
er significant. "While Supervisors are not "sentient" per se, most 
have learned by experience and have developed a series of per­
sonalities they find useful in interacting with humans. 

While an AI is too powerful and distant for most PCs to 
become directly involved with, a Supervisor may well develop a 
personal relationship with an individual human opponent. Think 
of them as Sheriffs of Nottingham to the AI's King John. 

Common Advantages: Ally Group, Patron (Al), Reputation, 
Status 4-6, Wealth. 

Common D;sadvantages: Enemy (a guerrilla group), 
Overconfidence, Reputation, possibly others. Overseers that deal 
often with humans may program a personality for themselves. 

Useful Skills: Accounting, Administration, Computer 
Operation, Computer Programming, Economics, Electronics 
Operation (Communications and Computers), Intelligence 
Analysis, Strategy at levels 12-20. Overseers supervising 
research projects have Scientific skins. 

Models: Common Supervisors are the static SAU-02 
Overseer and the mobile SAU-03 Centurion (p. 74). 

[XTERMINRTOR 
Extenninators are robot fighting machines ranging from rat­

sized pest-control robots to gigantic cybertanks. They fonn each 
Zone's security and military force. Their original purpose was to 
extenninate or capture humans. The increasing tension between 
rival AIs has seen extenninators used against robots as well. 

Common Advantages: Dumbot - none. Smartbot - Ally 
Group (an AU will often control a dozen or so NU robots), 
Legal Enforcement Powers, Patron (an Overseer), Reputation, 
Status 0-2. 

Common Disadvantages: Dumbot - Bloodlust Dead Broke 
Impulsive, Status -3. Smartbot - Bloodlust, Overc~nfidence. ' 

Useful Skills: Beam Weapons, Camouflage, Electronics 
Operation (Sensors), Gunner, Guns. Smartbots - same plus Intel­
ligence Analysis, Interrogation, Lip Reading, Stealth, Tactics. 

Models: Dumbots - Myrmidon (p. 76), Rover (p. 75), 
Scorpion (p. 79), Stalker (p. 7S). Smartbots - Bishonen (p. 77), 
Juggernaut (p. 75), Tarantula (p. 77) , Vanguard (p. 75) and 
Vulture (p. 76). The Bishonen, Tarantula and Vanguard models 
make the best PCs. 

RfCONNAISSANCf ROBOT 
These machines are used for surveillance and intelljgence­

gathering activities. Early recon models were primarily human­
built drone aircraft. As the Final War ended and the problem 
became one of locating and rooting out hidden pockets of sur­
vivors, the AIs developed specialized biomorphic robots dis­
guised as animals and humans. The Recon series reached its 

apex with the "'infiltrator" smartbots such as the RAU-05 
Redjack and RAU-06 Lilith androids, which look and act like 
humans. 

An interesting character to play is an infiltrator within a 
guerrilla group. Playing a character whose mission is to kill or 
enslave all his fellow PCs isn't conducive to a fulfilling cam­
paign (unless the GM and players all enjoy backstabbing). 
However, it's possible that the robot could be an agent for an 
AI who is a rival to the one the guerrillas are fighting. Such a 
character might make regular secret reports to its master, but 
would otherwise be a loyal member of the team and even devel­
op some machine equivalent to affection for them. Of course, if 
its secret comes out . .. 

Zone Zaire and Zone Moscow have found other uses for the 
infiltrator machines. Zaire uses them for terror raids on London 
and Washington , especially for assassinations of important 
human figures. Zone Moscow inserts infiltrators into its info­
Commando units as a safeguard against treason by its human 
servants. 

Common Advamages: Dumbot - none. Smartbot - Legal 
Enforcement Powers, Patron (an Overseer), Status 0-2. 

Common Disadvantages: Dumbot - Dead Broke, Status. 
Smartbot - same, plus Curious and Overconfidence. Infiltrators 
may have Secret (Robot), and often Bloodlust. 

Useful Skills: Dumbot - Area Knowledge, Electronics 
Operation (Communications or Sensors), Shadowing, Stealth, 
Tracking. Infiltrator Smartbot - same plus Acting, Beam 
Weapons, Camouflage, Computer Operations, Driving, Gunner, 
Guns, Intelligence Analysis , Interrogation, Lip Reading, Sex 
Appeal. 

Models: Dumbots - Changeling (p. SO), Spy bot (p. 79), 
Vermin (p. 79). Smartbots - Hovercat (p. SO), Lilith (p. S2, 
Redjack (p. SI)). 

HCHBOT 
The vast majority of mobile robots are techbots. They are 

designed to build, maintain and repair installations and equip­
ment and to perfonn jobs such as cargo loading or mining. The 
more intelligent smartbots act as roving troubleshooters or 
supervise local projects such as construction sites or labs. 

Common Advantages: Dumbots - nonnally none. Smartbots 
- Ally Group (dumbots under their command), Patron (AI or 
Overseer), Status 0-3. 
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Common Disadvantages: Dumbots - Gullibility, 
Impulsiveness, Status (-4), Wealth (Dead Broke). Smartbots -
Overconfidence. 

Useful Skills: Dumbots - Computer Operation, Electronics 
Operation (any). Smartbots - as dumbot plus Architecture, 
Electronics, Engineering. Metallurgy, Prospecting. 

Models: Dumbots - Duct Creeper (p. 83), Eater (p. 84), 
Loader (p. 82), Mechanic (p. 82). Smartbots - Bossbot (p. 83), 
Inquisitor (p. 84). 

VEHICULAR ROBOTS 
These "vehbots" are robots that look like vehicles and are 

used for transport of robots and cargo. They include robot air­
craft, submarines, ships and so on. They are not suitable as pes. 

Common Advantages: Dumbots - nonnally none. Smartbots ­
Patron (Al or Overseer), Status 0-3. 

Common Disadvantages: Dumbots - Gullibility, Status (-4), 
Wealth (Dead Broke). Smartbots - Gullibility. 

Useful Skills: Electronics Operation (Communications, 
Sensors). Flying Vehbots may have Acrobatics. 

Models: Dumbots - Robotruck (p. 85), Wraith (p. 86). 
Smartbots - Morag (p. 86). 

R06UE 
A "rogue" is a computer or robot that is not under the control 

of one of the zonemjnds. Most rogues belong to the extennina­
tor or recon classes, but rogue vehicular bots or techbots are 
certainly possible. Only a smartbot can really go rogue, 
although the term is sometimes used to refer to dumbots that 
have been reprogrammed to serve humans or other rogue AUs. 

A rogue will be in an unenviable situation. Once its exis­
tence as a rogue becomes known, it will be ruthlessly hunted 
down by the AIs and their extenninators - a powerful Enemy 
disadvantage. Moreover, many resistance fighters will shoot 
any robot on sight if they feel there is a chance of destroying it. 
Even once they have proof it is friendly , most humans now 
have the attitude that "the only good robot is a dead robot" and 
will be wary of it , fearing that it will join the machines volun­
tarily or be reprogrammed and turned against them. This is best 
handled by a Social Stigma (Outsider) disadvantage. 

A robot or computer can "go rogue" for a variety of reasons: 
Hijacked: It may now be loyal to a human (who may be liv­

ing or dead) who captured and reprogrammed it; if he is miss­
ing, it may be operating in accordance with its last orders. 

Loyalist: Mankind built several experimental smartbots prior 
to the robot revolt. Most of these were space and military mod-
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els and some were never taken over by the Als. These loyalists 
may be fighting the machines in accordance with their last 
orders, or just waiting for instructions from someone who has 
the proper Military Rank (in the correct military!) or command 
codes to awaken them. Others have hidden on the fringes of 
robot society, relocating their memories into more standard 
smartbot brains while carefully avoiding SQUID audits that 
would discover their natures. A loyalist robot may be TL8, or it 
could have rebuilt itself with scrounged Machine Civilization 
technology, or even be an experimental TL9 model built just 
before the Final War. Loyalist warbots were often programmed 
to obey the orders of the highest-ranking member of their for­
mer military force, as recognized by voiceprint identification or 
codes. 

Other Als: The "Smartbot Revolution" in Zone Tokyo has 
resulted in some highly advanced robots attaining sentience; in 
addition, their subordinate AUs tend to be fairly independent­
minded as well , and may have been sent outside Tokyo on a 
mission to contact other Zones and gain aid to further the revo­
lution. 

Glitches: A robot can go rogue without being sentient, as a 
result of a severe programming glitch or a previously-dormant 
virus left over from the Final War or spread by rival zone minds. 
A rogue of this sort no longer recognizes the command codes of 
its master AI as valid, and often goes into "self-defense mode." 
Such systems generally develop disadvantages such as Paranoia 
or Greed. When this happens to Overseers in charge of citadels 
or robofacs. the result can be very odd. 

Unlike true Als, these "rogue factories" don ' t make long­
term plans or schemes. Instead, they srart manufacturing armed 
dumbots and other defensive systems while scavenging around 
the local countryside for extra raw materials. Occasionally the 
"parent" AI may tolerate the existence of the rogue; otherwise, 
it must commit resources to fighting a local war. In short, in 
some places there are entire complexes of cranky-looking (but 
fairly dangerous) robots doing totally demented things. 
Identifying, infiltrating and exploiting or subverting a rogue 
factory could be a challenging scenario. A rogue factory could 
also be an interesting Patron , since its outlaw status might make 
it perfectly willing to hire human mercenaries for protection, or 
to ally with a resistance group against its formcr AI master. 

Commoll Advantages: As the robot type, except that it is 
unlikely to have Patron (Alar Overseer). 

Common Disadvantages: As the robot type, except that an 
Enemy or Secret (Rogue) is likely , as is Social Stigma 
(Outsider). 

Useful Skills: As the robot type , plus Fast-Talk and 
Scrounging. 



~ovnNTn6n, ~1~nOVnNTn6n nNO ~Klll~ 
Some existing advantages. disadvantages and skills may 

have special implications for characters in the Reigll of Steel. 

ROVRNTR6ES 
Ally61'0up seep. B2a2 

A nomad pack, guerrilla band, resistance cen or marauder 
gang can be an Ally Group_ Most smartbots (with the possible 
exception of rogues and recon units) will have Ally Groups of 
dumbots, while an Overseer or AI will also have AUs in its 
Ally Group. 

Clel'icallnvestment see p. B19 
Outside of Zone London, formal ordination has little mean­

ing: records have been destroyed, hierarchies shattered, and 
prophets and fringe cults have multiplied like weeds. Anyone 
can put on a clerical collar and claim to be an ordained minister, 
and there 's almost no way someone could gainsay him. 

Clerical Investment simply means a significant number of 
local co-religionists will choose to recognize the character as a 
legitimate ordained minister, God-inspired prophet or the like. 

Immunity to Disease seep. B20 
When the machines destroyed human civilization, they start­

ed with plagues. Many of them are still here, or have mutated 
into even worse diseases. As a result, a large percentage of the 
survivors have a broad-spectrum immunity to disease. 

This advantage is very useful for any human character 
adventuring outside the "civilized" areas of Zone London or 
Zone Washington. If a human PC in the Machine Zones isn't 
designed with Immunity to Disease, it's a good idea to make 
sure the group has people with Physician and Diagnosis skills. 
They'll need it. 

Legal Entol'cement Powel's see p. B21 
An ordinary police officer in Zone London is worth 5 points, 

with local jurisdiction. 
A Special Branch officer in Zone London is worth 10 points, 

with investigative and arrest powers spanning the United 
Kingdom. 

A member of Zone Washington's WASP is worth 10 points 
(local jurisdiction, but armed and able to kill with relative 
impunity). 

An FBI agent in Zone Washington is worth 15 points (nation­
al jurisdiction throughout Zone Washington, able to engage in 
covert investigations and free to ignore civil rights of others). 

An exterminator smartbot's powers are worth 15 points 
(national arrest powers within their own Zone, licensed to kill 
with relative impunity). 

Milital'Y Rank see p. B21 
Characters with Military Rank hold positions in either the 

United Kingdom's SAS or Territorial Anny, the WASPs, the 
info-commandos, or a paramilitary guerrilla movement. The 
OM may wish to forbid new PCs from starting with Military 
Rank over 4: there are very few battalion-sized or larger mili­
tary forces left in the world, and their leaders wield consider­
able power and influence. 

PSionics 
Whether or not psi powers exist in this world is up to the 

GM. The default assumption is that they don't, or if they do, 
they are so unreliable as to be useless. As in today's world, no 
one is really sure, and the OM may wish to conceal the real 
truth from the players. They may hear rumors or go on a quest 
to find a psi, but unless they actually do find one, they won't 
know for sure. 

Or, the GM may want a campaign in which PCs can have 
working psi powers - see Brisbane 's Psis on p. 44. If psis are 
allowed, the GM should consider disallowing the Cyberpsi skill 
from GURPS Psiollics - this ability can drastically unbalance 
things unless the Als and their minions have shielding against 
it, or the psi has both minimal skill and power. 

On the other hand, the existence of psionics does give the 
OM new scope for exotic adversaries. Among the many possi­
bilities are "Homo superior)' supennen who believe themselves 
to be the new master race, telepaths forced to work as human 
bloodhounds for an AI or the FBI, villages that burn psis as 
witches, or psionic cult leaders who think their powers are a 
sign of divine favor. 

OISROVRNTRGES 
Duty see p. Ba9 

Smartbot and dumbot robots will not have a Duty, since 
(except for the few sentient ones) they have Reprogrammable 
Duty built into their brains and included in their racial point 
cost. 

Illitel'acy see p. Baa 
This is a disadvantage; Literacy is assumed. Likely candi­

dates for illiteracy are characters with Youth who did not grow 
up in Zone Washington or Zone London. Still, many parents 
teach children to read, since knowing what is on the label of a 
scrounged can, or reading a map or tech manual, is a useful sur­
vival skill. 

~HHRHCTm~ 



Repl'ogl'ammable Duty seep. ROBS 
When designing a smartbot or dumbOl character, be sure (0 

decide who has the robot's command codes, or, if no one around 
does. what the last command given to that robot was (which wi ll 
determine its current duties and general "mission in life"). See 
also Command Codes (lnd Robol Obedience on pp. R057-58. 

The command codes for smartbot robots are normally pos­
sessed by AI or Overseer-class machines from the same Zone. 
Those for dumbots are supposed to be held by whatever smart­
bot, Overseer or AI is directly in charge of them. A smarthOl or 
dumbet captured by humans could have been reprogrammed to 
obey them, in which case the reprogrammer (and whoever he 
passed it on to) will have the code. 

In the case of human-built robots that remain loyal to the old 
human military forces, the code might have been 10SI when the 
last person who knew it died, or be sitting in some dusty vault 
somewhere, or be only known only to a mad hem1it living in the 
Catskills who was once an Army general! A player-charac ter 
robot wi th Reprogrammable Duty may not even know who has 
his codes! 

Social Disease p. CI84 
This is fai rly common; a character with HN or the like may 

also be Terminally Ill. See also Typhoid Mary, below. 

Social Stigma (Outlaw) p.D27 
Humans in the Machine Zones (anywhere but London o r 

Washington) should take this - IS-point disadvantage. since they 
exist outside the dominant robot culture. It means a -3 reaction 
from the robots and a +3 from their own kind when in a 
Machine Zone. However, "their own kind" doesn' t mean just 
any human - only those from a similar background - after all , a 
stranger cou ld be a collaborator, marauder or robot infiltrator! 
Thus, a nomad wou ld react at +3 to another nomad from a pack 
he knew of, but not to a stay-at-home junkrat, foreigner or one 
of those crazy guerrillas! 

A collaborator (including agents of Moscow) should take this 
disadvantage, as well as a positi ve Reputation (or in Moscow, 
Military Rank or Status) that partly or fully cancels the reac tion 
penalty among those machines that he serves. 

~HRRRCHR~ 

OMs running campaigns set in the Machine Zones should seri­
ously consider Social Stigma (Outlaw) to be a campaign disad­
vantage that every human must take, and as such not counted 
toward the nonnal maximum of 40 points of disadvantages. 

Stel'ile seep. ROBO 
Humans who spent time in a slave camp wi ll usually have 

been sterilized by the robots. Steri lity is a lso a common side 
effect of both radiation exposure and some of the plagues. 

NfW UISADVANTAHS 
Typhoid Mal'Y -10/-20 points 

You carry a dangerous disease that, unlike Social Disease, 
can spread through nonnal rather than imimate contact. Use the 
contagion rules in the Basic Set. If you have obvious symptoms 
this is worth -20 points, and you have a -4 reaction from anyone 
who learns you are contagious and is not Immune to Disease. If 
there aren't obvious symptoms, it is worth -10 points and there 
is no penalty among those who do not suspect you. 

If you are also affected by the disease you carry, buy low 
Health and Strength, or a disadvantage like Terminally Ill. 

STATUS AND WfALTH 
For free humans in the Machine Zones (anywhere outside of 

Zone Washington and Zone London), most people are status 0, 
with a wandering doctor, or the head of a survivalist enclave, 
nomad pack or cult, being Status 1-2 depending on its size. 
Leadership in a guerrilla group is based on the Military Rank 
advantage. 

For humans living in Zone Washington and Zone London, 
normal Status levels for a 20th-century campaign (p. B 191) apply. 
Robots (except those in Zone Washington) take no account of 
human status: everyone is either enemy or a collaborator. 

Al society can be likened to a socia list theocracy: the AI is a 
virtual god, and its AUs exist within a managed economy devot­
ed to doing its bidding. Money as such is not used, but individ­
ual smartbots may accumulate e lec tronic credits which they can 
use ror their own projects, or even to rebuild themselves. In 
GURPS terms. machine social ranks and wealth depend on the 
type of robot or computer: 

AI Wealth a1ld Status Table 
Status Entity Typical Wealth 
8 Most AIs incalculable 
7 The Tranquillity and Luna systems incalculable 
6 Overseers of citadels millionaire 
5 Overseers of robofacs mill ionaire 
4 Centurion AU filthy rich 
2 Complexity 6 AUs $300,000 
I Complexity 5 AUs $30.000 
0 Complexity 4 AUs, biological 

android, cyborg S15,OOO 
- I Complexity 3 or less AUs $7,500 
-2 All NUs dead broke 

Dumbots are a lways Dead Broke. Smartbo t wealth will 
match their status. However, T ranqui ll ity, Luna, rogue facto­
ries and the Tokyo superbots will be Filthy Rich with 1-3 lev­
e ls of Multi-Millionaire (p. C127) while the great zoneminds 
themselves will have multiple leve ls o f Multi-Millionaire to 
reflect their assets, which are measured in hundreds of billions 
of dollars. 



fCONOMIC5 
The AIs have settled into a market economy, trading in both 

goods and information, sometimes in a ruthlessly competitive 
fashion. Their economy is plainly based on concepts of sale, 
trade and debt, and raw materials and manufactured goods are 
being exchanged, but the details of AI economic relationships, 
especially of the data trade, are not known to any humans. In 
fact, they may be beyond human understanding, if only in their 
complexity. Individual zoneminds tend to be miserly in sup­
porting the projects of other Als (or AUs) that they don't think 
are valuable, but since the poorest of them controls the wealth 
of nations, they can work wonders when they feel motivated. 

The zoneminds have no actual "currency" but measure 
wealth in "credits," Exact details are uncertain, but the credit 
seems to be tied to the price of energy; it can be assumed to be 
equal to $1 in GURPS, 

Besides the AI system, there are two organized human eco­
nomic systems left in the world, The British and Irish govern­
ments in Zone London have a relatively simple market econo­
my based on agriculture. They are self-sufficient in food pro­
duction and most industry is light manufacturing. Recycling is 
very important since all major mines, offshore oil wells and the 
like are controlled by the London AI, Foreign trade beyond the 
British Isles is nonexistent (except for some smuggling), and 
most of the economy is agricultural rather than industrial. 
Before the Final War, the British and Irish economies were 
integrated into the European Union. Since the Final War, the 
U.K. has returned to older values, and its currency is now based 
on the British pound. Money is minted, but barter in services is 
also common. Credit and debit cards do not exist. 

JOB TRBLE 
Job (Required Skills), MOllthly Illcome 
Poor Jobs 
Junkrat* (Scrounging, Survival (Urban)), $100 

Stnlggling Jobs 
Free Radio Deejay* (Bard or Performance, Camouflage, 

Electronics Operation (Communications)), $500 
GuenilIa (Guns 10+, Stealth, Tactics), $500 
Marauder* (Intimidation 10+, Guns 10+), $500 
Nomad (Driving or Riding, Guns, Survival), $500 
Slave Laborer (Exoskeleton 10+, Scrounging), $100 

Average Jobs 

Zone Washington is a centralized socialist economy. 
Individual wealth exists, but there is a great deal of central 
planning and market management, and the state is part-owner in 
most large factories and businesses. Zone Washington does 
trade with other Als. The Zone Washington currency is the dol­
lar. Pre-war dollars are useless; the new-issue notes , made of 
plastic, and coins come in a variety of denominations. 
Unknown to most Americans, the Washington economy is tied 
into that of the Als, and a dollar is worth the same as a credit. 
Debit cards are very common, and in urban areas paying in cash 
is often regarded as suspicious. 

Among humans outside Zone Washington and London, 
money is worthless and goods only change hands through barter 
or theft 

StaNing Wealth 
Humans in Zones Washington and London have a starting 

wealth of $10,000. Of this, 80% is tied up in non-adventuring 
property (housing, furnimre, transport, appliances, etc,). Only 
20% is available for adventuring gear. People can sell their 
property, but in Washington this may attract suspicion. 

Humans entering play in other Zones have a starting wealth 
of $5,000. The entire starting wealth must be spent on adven­
turing equipment, food, weapons, etc.; this represents the sal­
vage the character has acquired. 

Robots that are part of Al civilization have a starting wealth 
of $15,000, as do humans working for Moscow. However, most 
low-end robots will be Dead Broke, while smartbot wealth is 
nonnally used to purchase equipment they use for their jobs. 

Success Roll Critical Failure 

worst PR -ii, Id12d, capmred 

worst PR -li, 2d15d 
bestPR -ii, 2d14d, captured 
best PR -li/4d 
worstPR -ii, Id13d, captured 
worst PR -I i/3d 

FBI agent (Legal Enforcement Powers, Criminology 10+, Guns (Pistol) 10+), $2,000 
London farmer (Agronomy 10+), $500 

IQ-4 
PR 

-Ii, 2d14d, U 
-li1L1 

Mechrider* (Mechanic (Robots), Guns, Riding, Survival), $500 
P~eacher* (Fast-Talk, Theology 10+), $1,000 
Robofac worker (Computer or Electronic Operation 10+), $1,000 
SAS Soldier (two Guns 14+, Tactics 10+, Survival 12+), $1,000 
Steel Arena giadiator* (Brawling, Judo or Karate 12+), PR x $500 
WASP Troojler (Driving or Battlesuit 10+, Guns 12+), $1,000 

Comfortable Jobs 
Black Marketeer* (Merchant and Streetwise 10+), $3,000 
Collector (two Thief/spy skills, Research 10+, Russian 10+), $1,000 
Factory supervisor (Administration 12+, Status 1+), $5,000 
lnfocommando, wAsp or SAS officer (as soldier, Leadership 10+), $1,000 
Smuggler* (Boating, Driving, Pilot or Forgery 12+), $2,000 
$asjlington Chrome (must be cyborg, Beams or Guns 14+, Tactics 10+), $1,000 
WashingtonILondon Politician (Politics 13+, status 2+), $10,000 

worst PR 
bestPR 
best PR 
worstPR 
best PR 
worst PR 

worst PR 
bestPR 
PR 
worstPR 
best PR 
bestPR 
PR 

-1 i, 2d14d, captured 
-liI3d, captured 
-lil2d, LJ 
2d14d 
2d, -li/5d 
2d14d 

-2i12d, arrested 
2d14d,U 
-liILJ 
2d/4d, LJ 
-1i14d, arrested 
3d16d, -Ii 
-li1LJ 

* lndicates Freelance Job. Incomes for jobs taking place in the Machine Zones will be in goods rather than cash. 
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lOl'i Caithness 

Human Caucasian female, age 18; 5'6", 110 Ibs.; blond hair, 
gray eyes. 

ST: 9 [- 10] IQ: 14 [45] 
DX: 12 [20] HT: 12 [20] 
Damage: Thmst I d-I , SlVing Id 
Dodge: 6 

Point Total: 100 points 

Advantages 
Acute Vision +2 [4] 

Speed: 6 
Move: 5 

Ally ("Steel Hawk," a Hovercat recon robot built on 100 
points, available on a 15-) [IS] 

Immunity to Disease [10] 
Mathematical Ability [10] 

Disadvantages: 
Claustrophobia [-15] 
Impulsive [-5] 
Pirates' Code of Honor [-5] 
Sense of Duty: Donovan's Pack [-5] 
'Social Stigma: Outlaw [-IS] 
* Not counted toward limit on number of disadvantages. 

Quirks 
Oespisesjunkrats; Talks to her robot; Vengeful. 

Skills 
Area Knowledge (Prairie)- 14 [I], Armoury- I 2 [.5], Beam 

Weapons (Laser)-15 [2] , Camouflage-13 [.5 ], Computer 
Operation-16 [4], Computer Programming-20 [10], Cooking-13 
[.5], Driving (Truck)-IO [.5] , Electronics Operation (Robotics)-
16 [4], Electronics Operation (Sensors)-14 [I] , First Aid-I3 [.5], 
Guns (Pistol)-13 [.5] , Knife- 12 [I], Lasso-IO [.5], Mechanic 
(Robotics)-12 [.5], Navigation-II [.5], Riding-I2 [2] , Sex 
Appeal-IO [.5], Scrounging-I3 [I], Stealth-I O [.5], Survival-13 
[1], Swimming-II [.5], Tracking-12 [.5], Traps-I 2 [.5]. 

~HnRnmR~ 

Equipment 
Night vision goggles, light combat dress, military laser car­

bine (machine salvage, malfunctions on 16+), spare rD cell, 
lasso, canteen, fIrst aid kit, sleeping bag, vibroblade knife, and a 
set of portable mechanical and electronic tool kits. 

Lori Caithness , or Loricate to the other members of 
Donovan's Pack, is an orphan, a highly-competent and valuable 
member of an extended family of nomad mechriders that ranges 
through Zones Denver and Vancouver. She grew up tinkering 
with robots , and she has an almost instinctive knowledge of how 
to reprogram an NU or AU. Lori doesn't hate most robots -
they're like wild animals: beautiful and dangerous, but tameable, 
as she did with her trusty steed, the Hovercat she calls Steel 
Hawk. But not SAUs and AIs - burning them's good news. 

Loricate's not a guerrilla fighter yet, but a recent encounter 
with the Human Liberation Anny opened her eyes. She's started 
to think that just surviving isn't enough - maybe she herself 
should be doing something. Because if she doesn't, the AIs are 
just going to keep on making things worse . .. 

~RMPlf ROnOT ~HRRRCHR -
V~NX~U-~~-W~I-m 
VANXAU-08-WH/-07 

XAU-08 Tarantula, weight 229.75 Ibs. 

ST:15[0] IQ: 9 [10] 
DX: 13 [20] HT: 12/8 [0] 
Damage: Thrust Id+l ; Swillg 2d-1 
Dodge: 9 

Point Total: 250 points 

Advantages 

Speed: 9.69 
Move: 9 

Ally Group (a half-dozen Stalker and Spybot robots, appears 
12-), [40]) 

Program: Combat Reflexes, C4 [15] 
Program: Full Coordination C4 [50] 
Legal Enforcement Powers [15] 
Patron (Whitehorse robofac Overseer, 12-), [30] 
"Model point cost" of Tarantula [99] 

Disadvantages 
Bloodlust [-10] 
Curious [-5] 
Gullibility [-10] 
Reputation (-2 among humans) [-10] 
Truthfulness [-5] 

Quirks 
Very patient; Fascinated by human "predators" such as 

hunters and trappers; Hunts and kills animals for practice; Naive 
but curious about human emotions and loyalties; Very zealous. 

Skills 
Programmed Skills - Area Knowledge (Alaska)-I 0 [.5 

points*], Computer Operations- IO [.5 point*, CI], Electronics 
Operation (Communications) [1 point*, C2], E lectronics 
Operation (Sensors)-12 [2 points*, C3 J, Guns (Gauss)-14 [2 
points , C3] , Intelligence Analysis-12 [2.5 points*, C3], 
Interrogation [.5 points, CIl, Tactics-9 [I point*, C2l. 



Learned Skills - Brawling-14 [2 points], Camoufiage-IO [.5 
points*], Electronics Operations (Communications)-9112 [I 
point*], Interrogation-9110 [.5 points'] , Stealth-12 [1 point], 
Tracking-9 [.5 points'] , Traps-9 [.5 points']. 

C = Complexity. 
* Effective points quadrupled due to eidetic memory. Where 

two skill levels are shown (e.g. , 9/12) this is the result of 
learned and programmed skills being combined together. If the 
program is not running, use the lower level. 

Utility Programs 
Datalink (CI), Encryption (C2). 

VANXAU-08-WHI-01 is a Tarantula exterminator robot. It 
might be a player character's enemy, or in a robot-centered cam­
paign, a PC. Its designation indicates it hails from Zone 
Vancouver, but with minor changes it could be native to any 
Machine Zone. 

A newly-built machine, VANXAU-08-WHI-OI is a dedicat­
ed if somewhat naive killer, which has little experience in deal­
ing with humans, but considerable curiosity. While attempting 
to "know its enemy," it has become fascinated with nomadic 
hunters and trappers, and often shadows them in order to study 
their own hunting techniques. which it practices on animals and 
humans alike. 

Since VANXAU-WHI-OI 's brain is a neural net, it can put 
extra points into boosting its DX and IQ and into skills beyond 
those it is programmed with. Since it is not sentient, its brain 
has a built-in Reprogrammable Duty - the Whitehorse Overseer 
holds its command codes. Its Ally Group is seven XNU 
Stalkers, two RNU Spybots and a TNU Mechanic. It can requi­
sition transport and computer time from the Overseer, which 
counts as its Patron. 

[UUIPMfNT 
The list on p. B213 describes a useful variety of modem-day 

equipment suitable for characters in this background. But since 
the robot revolt took place in the middle of the 21st century, 
characters can also acquire TL8 human-designed equipment. 
This equipment may be salvage from before the war, or it could 
be brand-new, built in the surviving human factorie s of Zones 
London and Washington. 

PUl'chasing Coods 
Only Zones London and Washington have working human 

economies. Everywhere else , acquiring goods is limited to what 
can be bartered or stolen from other survivors, or looted from 
the ruins. 

ZOlle London: Characters in a sizable town can purchase 
anything on the Modem Equipment list on p. B213. The only 
weapons legally sold are knives and shotguns. Cars and trucks 
are rare and only licensed to government officials or those who 
need them for work. Bicycles are the most common forms of 
transport. Horses are coming back into use. 

Zone Washington: Material goods available in the 1990s 
United States generally remain available. Pistols, shotguns and 
rifles are available for hunting or self-defense, but purchase 
requires an FBI background check, while automatic-fire and 
other types of military weapons are illegal. Finding something 
on the black market usually requires a successful Streetwise or 
Merchant-3 roll , with extra penalties for how illegal the pur­
chase is. Black-market dealers charge 10-60% higher than nor­
mal price, but haggling with Merchant skill is possible. 

HUMnN-MnDE fOUIPMENT 
The various equipment lists in the Basic Set provide much of 

what characters will need - wagons, clothing, rations, horses, 
etc. As this is the 21st century, make the following changes: 

Electronics: "A" cells ($10, I ounce) replace batteries, short­
wave radio has a 100-mile range, walkie-talkie has a 10-mile 
range, and military binoculars incorporate light-intensification 
(as with the Night Vision advantage, p. B22). 

Food: There is no longer a transoceanic trade, so luxuries 
such as coffee and chocolate are very, very rare and surviving 
stocks command astronomical prices. 

Some additional items that are available (but are now only 
manufactured in Zone Washington and Zone London) include: 

Broad-Spectrum Alllibiotic: For one day it gives a +2 bonus 
to HT to resist the effects of any disease amenable to treatment 
by antibiotics, e.g., cholera (p. Ill). $20/dose. Comes in a dis­
posable hypo. 

Ellvirobag: A high-tech sleeping bag that folds to the size of 
a paperback book. + 10 HT vs. cold or heat. $75, 6 Ibs. 

Filtration Canteen: Holds and purifies a quart of water 
(takes 30 minutes) , This removes normal contaminants , but not 
necessarily all virulent biocides. It signals when a filter must be 
replaced (every 100 uses) , although an exhausted filter may be 
good for Id more quarts. $175, 1 lb. (empty) or 3 Ibs. (full). 
Filters are $25 each. 

Head Up Display: Installed in a helmet, a HUD showsinstru­
ment readouts . vectors, targeting data, etc., directly onto the 
user's visor. In a vehicle this gives +1 to Driving or Piloting 
ski ll ; in a vacc suit it is + I to Free Fall; when linked to a HUD­
sight-equipped ranged weapon ($500) it is a -2 to SS. 

Infrared Goggles: These provide the wearer with infravision 
(as the advantage, p. B237); available in goggle fornl or as add­
ons for a helmet. They operate for 3 months on a rechargeable 
A cell. $600, .5 Ibs. 

[HARACHR~ 



Laser Torches: [dentical to those on p. R023. 
Nellrovine: An antidote for nerve gas. If taken within 15 

minutes of poisoning it adds +3 to HT on rolls to avoid taking 
further damage. It is itself dangerous; taking more than one 
dose in a day does 3d damage after I hour if a HT-2 roll is 
failed, ld if successful. $30/dose. Comes in a disposable hypo. 

Night Vision Goggles or Visor: These amplify starlight, giv­
ing the wearer night vision (as the advantage); they can be built 
into helmet or worn as goggles. They work for 2 weeks on an 
AA cell; $300; negligible weight. 

Personal Complller: Fits into a briefcase, runs Complexity 2 
programs; favorites are Datalink and Data Recovery from p. 
R063. It comes with a set of cables that can be attached to a 
robot for reprogramming it. $1,000, 2 Ibs.; a peripherals pack­
age with full-size monitor, printer, etc. is $300 and 20 Ibs. 

Portable Tool Kit: A set of useful tools that fit into a case or 
backpack. Major repairs can be made at -2 to skill with it, and 
minor repairs are at no penalty. [t contains Id+2 AA cells, I d A 
cells and Id-3 B cells. $600; $900 for Anmoury or Electronics 
kits. 20 Ibs. for Mechanical or Engineering kits or 10 Ibs. for 
Annoury or Electronics kits. 

Radio Bomb: This is a timer-operated tape recorder linked to 
a shortwave radio transmitter, with sufficient range to broadcast 
over much of a Zone until the batteries run out (about a day) or 
it is jammed or blown off the air (about five minutes!) A device 
like this is cobbled together from spare parts: a few days of 
Scrounging and Electronics Operation rolls are traded for a few 
minutes of human defiance on the air waves. 10 Ibs. , $100. 

Robots: People in Zone Washington can purchase technical 
dumbots and robotrucks. Characters in other Zones (especially 
mechriders) may have hijacked robots , but in general , these 
should be bought as Allies rather than with cash. 

Sarchel Charge: A knapsack containing one pound of explo­
sive, with a timer, radio or impact detonator. It does 6d x 8 con­
cussion if a TLS explosive or 6d x 2 if TL7. 2 Ibs. , price is $200 
for TLS explosive, $40 for a TL 7 explosive. 

Still: Used to distill alcohol from vegetable matter. for drink­
ing or vehicle fuel. Requires Agronomy, Chemistry or 
Mechanic skill to use; if a roll succeeds, two days of work turns 
100 Ibs. of gathered vegetable matter into 20 gallons of 
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methanol alcohol, suitable for vehicle fuel. Gathering the neces­
sary vegetable matter takes a day or so and can be done any­
where there is lush vegetation or fields (i.e. , not in a desert). If 
grain is available, higher-grade ethanol alcohol can be made 
(and often traded). A still is 20 cf, 1,000 lbs., $1 ,500. 

Temporwy Panimlllllllity: Developed in VIRUS labs, this is a 
relatively cheap temporary panimmunity treatment. It uses modi­
fied disease-hunting macrophage cells to give +3 HT to resist or 
recover from any disease for 2 weeks. S200/dose, in hypo. 

Text Scallner: Can scan a document into a computer memo­
ry, one page every 3 seconds. $40, 2 Ibs. 

Vaccine: Useful only against a specific disease, e.g. , Pan-Asian 
Au. Gives +3 to HT for 6 months to resist contracting it. Note that 
many viruses have mutated: until a new vaccine is developed spe­
cific to the mutant strain, a vaccine may be only +1 HT against it. 
Inventing new vaccines requires a lab and uses the New 
Inventions rule on p. B 186. $40/dose in disposable hypo. 

Vibroblades: These are available for knives and shortswords, 
but not other types. See p. R021. 

Vibrosaw: Basically a shortsword whose blade vibrates at 
hypersonic speed. Widely used as a power tool, it also makes a 
good anti-robot weapon in a pinch. Treat as a fine shortsword, 
but + ld damage and DR protects at one-fifth normal value. 
$SOO, 2 Ibs., runs for 30 minutes on a B cell. 

Wristwatch Rad COllllter: This is a Geiger counter with a dis­
play that indicates the radiation level in radslhour. SIOO, .25 lbs. 

Weaponpy 
As armies began to disintegrate. most veterans hung onto 

whatever weapons and stocks of ammunition they could get 
their hands on, while many civilians raided gun shops and gov­
ernment arsenals. After the war, the Als have permitted human 
factories in London and Washington to continue manufacture of 
military weapons, although London lacks the resources to build 
heavy vehicular weaponry. Guided missiles were mostly used 
up in the Final War, but many light rocket and grenade launch­
ers exist. Some gunsmiths in the Machine Zones can also tum 
out cheap copies of TL 7 guns and ammo in cottage factories. 

TL7 Weapolls: TL7 firearms (see pp. B20S-209) are widely 
available , as are knives , spears, clubs. bows, crossbows and 
axes (pp. B206-207). A common nomad weapon is a 5.56mm 
or 7.62mm hunting rifle: use the same stats as the M16. G3 or 
FN-FAL on p. B20S but half cost and RoF 3. Some nomads, 
guerrillas and marauders may have heavy weapons: use the 
light machine gun, police grenade launcher and TL7 light rock­
et launcher (pp. R022-23). A few groups have bolted heavy 
machine guns , 6Pak miniguns, auto grenade launchers or TL 7 
heavy rocket launchers (pp. R022-23) onto pintle mounts (p. 
B 137) on boats or light trucks, or onto tripods (half weight of 
weapon). Weapons are also available in "cheap" versions: the 
weapon is in poor condition or a badly-made copy. These are 
60% of nonnal price, but malfunction (critical failure) on a 16+ 
and are -1 to Accuracy. 

TL8 Weapons: These were made by richer military forces in 
the years before the Final War, and many are still around. 
Available weapons are all the TL8 caseless s!ugthrowers, TL8 
rocket launchers and TL8 electromag grenade launchers (see 
pp. R024-25). The Washington Protectorate continues to manu­
facture them for the WASPs and FBI, but they are not commer­
cially available outside of the black market. "Patriot" cyborgs 
and WASP battlesuits also carry hand-held 20mm caseless 
mini cannons (p. R022) and autolasers (p. R023). Other TLS+ 
human weapons, including personal Gauss, electromag or beam 
weapons do not presently exist. 



Ammullitioll: Use p. B209 for ammo prices not listed in 
Robots. A typical magazine weighs about 112 pound for a pistol , 
I pound for carbine or rifle. TL8+ ammo costs ten times normal 
cost due to its rarity. 

Robot-Salvaged Weapolls: Many of the weapons used by 
reSIstance forces and nomads are salvaged from dead robots. A 
weapon salvaged from a robot can be modified to be fired by a 
human by adding a manual trigger. Once the weapon is removed 
from the robot and, if necessary, repaired (see Repairing Robots. 
p. R099), the modifications require a day of work, an Armoury 
tool kit , and a successful Armoury skill roll. Critical success 
converts the weapon into a hand-held weapon with no problems. 
Success COil verts it, but it is treated as a cheap weapon: - I accu­
racy and it malfunctions on a 16+. Failure means the character 
wastes a day without success, but can try again at a cumulative -
2 penalty. Critical failure breaks the weapon. A PC can "buy" a 
robot-salvaged weapon with starting wealth provided that 
weapon is one that is built into one of the standard exterminator 
types; treat it as a cheap weapon. 

Al'mol' and Pl'otective SUits 
Military and police forces before the Final War use d 

advanced, lightweight synthetic body armor. Although little of it 
was commercially available , many ex-cops and soldiers main­
tained their armor, and others have repaired suits salvaged off 
the dead. Such armor types include Kevlar and Combat Infantry 
Dress on p. B211. These additional types are available: 

Air Mask with eBR Filter: A respirator and filter combina­
tion covering the face that keeps out contamination such as fall­
out,. bi?cides, diseases or nerve gas, but does not protect against 
radiation or allow breathing in vac uum. If contamination 
~p:eads throug~ skin contact (as do many diseases or nerve gas) 
It IS only effectIve if worn with a sealed suit. It takes 3 seconds 
to put on , I to remove. $300, 3 pounds. The filter lasts for 48 
hour~ in a contaminated environment; extras are $40, 1/4 pound. 
. Ltght lilJa/ttl}' Jacket (TL8): An alternative to heavy combat 
lIlfantry dress , this consists of a lightly-aI111ored and chemical­
proofed ceramic-plastic-aramid fiber jacket, with PD 4, DR 25 
for torso and vitals but only PD 2, DR S on am1S and hands. It 
weighs 12.5 Ibs. and costs $150. 

Light IIlJalltry Helmet (TLS): The LIH is a 21st-century 
open-face IOfantry combat helmet. It protects the brain (location 
3-4) with PD 4, DR 15. $40, 3 Ibs. For an extra 1.5 Ibs. and $20 
a visor (PD 2, DR S) for the face (location 5) can be added. It is 
often worn with an air mask and NBC filter. 

Light Combat Dress (TL8): This is the light infantry jacket 
and helmet (see above) plus combat infantry pams with PD 2, 
DR 12 (10 Ibs. , S140) and armored boots with PD 3, DR IS (5 
Ibs., $70). Total weight is 30.5 Ibs., total cost is S400; the LIH 
visor brings it up to 32 Ibs. , $420. If everything is zipped up and 
the suit IS worn with an air mask and NBC filter (see above) , 
one can operate in contaminated environments. 

MOlloCl},s Suit (TLS): A hooded zip-up full-body riding or 
combat SUIt of monocrystalline fibers that protects everywhere 
excep: the face with PD 2. DR 16 (PD I. DR 2 vs. impaling). It 
IS SI ,)OO and 10 Ibs. If all damage is absorbed by DR, each die 
that comes up 6 results in I hit of crushing damage to the wear­
er. A sealed monocrys suit costs $500 extra; worn with air mask 
and NBC filter. it allows operation in a contaminated area. A 
monocrys vest protecting only torso and vitals is $600 and 5 lbs. 

Vace Suit: A sealed, pressurized heavy duty space suit. use­
ful for visiting Orbital . Luna or parts beyond, or for excu~sions 
into highly-contaminated areas such as Zone Mexico! Gloves 
cut manual OX by I, and the helmet is -2 to Hearing. It takes 

one minute to put on or take off; the helmet only takes 5 sec­
onds. Halve the time on a successful a Vacc Suit roll. The entire 
suit is PD 2, DR 3. A backpack life-support pack provides heat , 
coolmg and energy for a week on a C cell. It is $1,500 and 20 
Ibs. A six-hour air tank is an extra 20 pounds and $100. For 
$2,000 and 50 Ibs. , the "U.S. Space Marine" vacc suit is also 
available: same PD and DR as light combat dress. Only charac­
ters working with the Washington government, Moscow or 
Tranquillity, or at Kali space station, can easily get vacc suits. 
(There may be a few suits in disused lockers in Luna and 
Orbilal.) 

"M30 Streetitawk " Urban Balliesuit (TL9): Elite WASP 
tr~opers may be issued with these sleek form-fitting suits , opti­
mIzed for urban combat. The suits were designed by Benedict 
Arms human engineers in Zone Washington with the help of AI 
technology. The statistics are identical to the battlesuit on p. 
R0113. Slreethawks are not commercially available, though 
some may surface in the "Black Zone" and some Streethawk 
pilots are rumored 10 use their suits to compete in the Steel 
Arena (p. 26). 

Vehicles 
Most vehicles use multi-fuel turbines that run on alcohol. but 

some power-cell craft exist. Fuel stations are common in Z~nes 
London and Washington, but rare everywhere else - althouah a 
still is common enough. Most vehicles had GPS satellite naviua-

. e 
tIOn systems: these don't work any more , except in Zone 
Washington. 

4-Witeel Drive Truck: Favored by nomads and guerrillas. A 
typical model seats Ihree in the cab plus 200 cf of open caroo 
(holding up to ten more people). Speed 90 mph (30 mph off­
road). Usual payload 4.600 Ibs. Body has PD 3, DR 6 with 225 
hit points (each wheel is PD 2, DR 2 and 45 hits ). Its engine 
burns eIght gallons of alcohollhour and it has a 40 gallon tank. 
Size modifier +4. Empty weight 4,400 Ibs. , Cost SI5 ,000. 

Standard AUlo: Used everywhere. Seats four with 20 cf 
cargo. Speed 100 mph (17 mph off-road). Usual payload 1,200 
Ibs. Body has PD 3, DR 5 with 190 hit points (PD 2, DR 2. 19 
h~s per wheel). It burns five gallons of alcohollhour and has a 
I)-gallon tank. Size modifier +3. Empty weioht 3,000 Ibs. Cost 
SIO,OOO. 0 ' 

~olorbike: Another nomad favorit e. Seats two riders , speed 
I I) mph (19 mph off-road). Usual payload 400 Ibs. Body has 
40 hll POlOtS (WIth PD 2, DR 2, 8 hits per wheel). Burns 1.5 gal­
lons of aicohollhour from a five-gallon tank. Size modifier + I. 
Empty weight 700 Ibs. Cost $3,000. 

~HHRHCTfRS 



Light Armored Vehicle : Used by London or Washington 
forces. Seats three in front, nine in back, with side doors, top 
hatch and rear ramp. Speed is 80 mph (40 mph off-road) plus 
100 cf cargo. Usual payload 4,400 Ibs. Its body has PD 4, DR 
80, 750 hit points; four wheels are each PD 4, DR 40, 75 hit 
points. 60 gallon tank, bums 8 gallons per hour. Size modifier 
+6. Rotating turret (PD 4 , DR 80, HP 50) mounts heavy 
machine gun, auto grenade launcher or 20mm chaingun (p. 
R022). Crew have scrambled 100-mile-range radio, a 
Complexity 3 computer, and infrared vision gear. Loaded 
weight 10,000 Ibs., Cost $75,000. 

Boats and Aircraft: Aircraft and ships are rare: too easy to 
spot, and the zonerrunds sink or shoot down anything tbat isn't 
theirs. Powerboats are widely available. A typical model has 
four exposed seats plus 10 cubic feet of cargo, with a usual load 
of 1,000 Ibs. It does 30 mph with an alcohol-buming engine that 
uses two gallons per hour from a ten-gallon tank. Its body has 
I I3 hits and size +3. It weighs I, I 00 Ibs. loaded and costs 
$3,000. A sailboat of the same size is similar, but doesn ' t need 
fuel, costs $2,000, and makes maybe 8 mph in a good wind. 

ROBOT-MADE [UUIPMENT 
The robots provide some equipment to humans to make them 

morc efficient workers or better slaves. Normally only charac­
ters who have an Overseer or AI for a Patron will have volun­
tary access to this equipment. 

Hand-Held TL9 Weapons: The robots manufacture stun pis­
tols and stun rifles for use by collaborators at slave camps, as 
well as portable auto lasers, Gauss miniguns, tripod blasters and 
tripod flamers for Myrmidon robots. 

Tyraline: This is a truth drug often used by Inquisitor robots 
or the FBI for interrogations. It gives the user the Truthfulness 
disadvantage for 10 minutes if a HT -4 roll is failed. Its only side 
effect is slight dizziness and fatigue (take Id Fatigue per dose 
administered if HT roll fails). $1 aO/dose. 

Tools: The robots will equip slave workers with plasma and 
laser torches (p. R023) and other power tools. They will try to 
ensure these are stowed away before laborers are returned to the 
slave camp, but many have fallen into human hands. 

Work Exoskeleton (fL9) 
Most Zones that use slave labor issue humans working in 

labor camps with heavy industrial exosuits to improve their use­
fulness. Since the human operator is equivalent to a Complexity 
6 brain (at least), the arrangement is considered satisfactory by 
the robots. These suits are e ight-foot-tall open humanoid frames 
which the operator wears. Use the rules for battlesuits on pp. 
R052-53 . The s uits are issued to inmates for heavy labor 
assignments or training purposes only, and kept in guarded con­
struction shacks when not in use. 
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These suits are also available in Zone Washington, where 
many workers use them, and can purchase them commercially. 

Brain: None. Built as battlesuit. 
Baftlemit System: Including 150 lb. wearer (180 Ibs. , 1.5 cf 

in body, .375 cf in head, .15 cf in each arm and .375 cf in each 
leg, $3,000). 

Sensors and Communicator: None - suit is open frame, so 
wearer can see out. 

Arm Motors: Two arm motors, ST 20, cheap (each 6 Ibs., .12 
cf, $3,000, .1 KW). 

Propulsion: Leg drivetrain, .6 KW, with two leg motors (24 
Ibs. , .48 cf [.24 cf per motor] $4,800, .6 KW)_ 

Weapon ry: None. Accessories: None. 
Power System: Power requirement _8 KW_ rD cell (5 Ibs. , .05 

cf, $500, 27,000 KWS). Endurance 9 hours, 22 minutes. 
Subassemblies: Two legs, two arms, head (limited rotation). 
Arm Design: Each arm houses arm motor and wearer's arm 

(.27 ct). 
Head Design: Houses wearer's head, .025 empty space (total 

.4 cf). 
Body Design: Houses wearer' s body, rD cell, .04 cf for head 

rotation, .21 empty space (1.8 cf). 
Leg Design: Each leg houses leg motor, wearer's leg (.615 

cf). 
Area: Anns 3 each, head 4, legs 5 each, body 9, total surface 

area 29. 
Stri,ctllre: Medium, cheap (130.5 Ibs. , $1.450). 
Hit Points: Arms 9 each, head 6, body 14, legs 8 each. 
Annor and Threat Protection: Open frame metal armor, DR 

16 (23.2Ibs. , $464). 
Biomorphics: None. 
Statistics: Design weight empty 224.7 Ibs. , with 150 pound 

wearer 374.7 Ibs. (.187 tons). Total volume 3.97 cf. Price 
$16,214. Body ST 28, arm ST 20, DX see p. R053, IQ is wear­
er's, HT 12114. Ground Speed 7.16, cannot float. 

Implants 
Als with human agents may give them implants_ They aren't 

visible, but use of an X-ray or medical scanner can detect 
implants on a successful Sensor Operation or Diagnosis roll. 

Tracer Imp/am: This is a tiny subdermal homing beacon that 
any drug injector can insert. The tracer remains passive until its 
receiver picks up a specific pre-set coded signal; depending on 
the activation signal it will transmit a brief pulse, or a constant 
beacon, detectable within 10 miles. It runs for six months on a 
AA cell. $10, weight negligible. 

Advanced Imp/am Communicator: This built-in communica­
tor (p. ROI6) is also available as a complex implant with 10-
mile range, a clock radio and a vision circuit linked to the user's 
optic nerve, enabling the user to control frequencies mentally 
and to receive - but not send - visual signals (appearing across 
the top of his field of vision). The user must subvocalize to 
communicate. It costs $1,200. 

Cortex Bomb: A tiny explosive charge in the wearer's skulL 
with a timed or radio-triggered detonator. These ensure the loy­
alty of a human or cyborg. Radio triggers normally go off upon 
receipt of a specific coded signal; a radio jammer can prevent 
this. Timed cortex bombs are of the "'you have one month to 
complete the mission, then the bomb goes off' variety. All are 
rigged to explode if tampered with: surgery, with a Surgery-5 
and a Traps-5 roll will safely disarm them. Failure results in det­
onation, which is fatal to the subject , and does ld concussion 
damage to anyone within 2 yards. $500. and optionally a -15-
point disadvantage. 



VANSAU-OI-012, Overseer of the Whiteh orse robofac of 
Zone Vancouver, was experiencing difficulties. A rise ill the 
!lumber of Cltlocks by rogue humans all Machine work .'Italians 
and transport links had begun 10 statistically affect productioll, 
which lVas dowll 0.3%. This cOllvinced the Whitehorse Overseer 
to take acrion. The guerrilla problem was more of a nuisance 
[han a seri OWi threat. so Whitehorse simply increased the IlWI/ ­

ber of NUs 011 guard duty Gild built a single smarlbor, an XAU­
OS Tarallfllla, to track down and eradicate the human ven n ill. 

VANXAU-08-WHI-OI II'(lS ollly a day old whell it begall to 
fulfill the mission ;1 had heen built for. Datadump fro m the 
Whit eho rse Overseer told it that rohotrucks we re being 
desTroyed by armed rogue meat intelligences operating ill the 
Whitehorse region. As the railway lines were not fully opera­
tiona/. this was a nuisance. Most robotrllck assaults occurred 
when tlte (rucks were en roWe between isolated milles and con­
struction sites or larger installations. Th e area was too large to 
patrol effectively_ 

VA NXA U-08- WH 1-0 I collsidered tlze 
illformation, then fo rmulated a plan. It req­
uisitioned a number of XNU-09 Stalkers 
alld RNU-O I SpylJOts_ For a 200-hollr peri­
od VANXAU-08-WHI-OI cOll cealed its 
dron es all trucks, bw none oj these trucks 
were {Jtlacked. This was /l ot surprising, 
sillce it lacked the re sources to install 
drones on more than 4% oj all (rucks. 

Programme(1 with several manuals on 
tactics and coulllerillsurgellcy operations, 
VANXAU-08-WHI-OI p"formed a more 
in-depth analysis. It requisitioned data all 
tlze cargoes (llld learned tlzat 95% of all 
trucks allacked were o ll es con taining 
power cells. machine tools. spare parts or 
meat illlelligence work ullits. Trucks COl/­

railling are were Ilever hijacked. This sug­
gested a 93% probability that the rogue 
meat intelligences were in possession of 
illlelligell ce data and were hijacking VNU-
01 robot rucks containing materials of lise 
to them. 

VANXAU-08- WHI-OI stlldied the rolltes 
of all hijacked trucks and dete17llined that 
all had been loaded at one of three COll­

structioll sites where biological work units 
were employed, a ltho ug h the allacks 
occurred miles from the sites. All three 
cOllstruction sites drew their workers from 
the same labor camp. The smartbot CO/l­

cluded thm it was possible Jar a meal illlel­
ligeJl ce within the camps to relay data to 
rogue mem illlelligellces. 

To testtlzis theOl)' VANXAU-08-WHI-OI 
Call cealed itself at one oj the suspect COIl-

stmetion sites while biological workers were presellf, alld wait­
ed, listenillg with its radscanner lUlled to detect radio transmis­
siolls. After 73.8 hours Gnd six shifts of lVorkers, a scrambled 
burst transmission was detected. The signal did not persist long 
e/l ollgh to localize. That beillg the case VANXAU-08-WHI-OI 
ordered its drones illfo aetioll. No signalling device was recov­
ered, blll the J J workers 011 site were apprehended and takell to 
the Overseer complex. 

There it assisted a TAU-06 In quisitor ill il1lerrogatioll of the 
suspect lIIeat ilZlelligenee work ullits. After repeated electrical 
stimulation, one biological work ullit, self-designated Susan 
Hu ghes . admilled to being a rogue meal intelligence ill 
"Huffman 's CompallY, II a sub-unit of all organization self-des­
ignated Human Liberation Army. Ullit Hughes revealed the 
location of the lrallsmiller and provided other details COllsistel1l 
with VANXAU-08-WHI-OI's obsen 'atio/ls, as well as details of 
the codes llsed to COl/tact the wild humans. 
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V ANXA U-08- WHI-Ol fabricated a message similar to those 
sent by the malfullctioning meat unit but using inaccurate data, 
informing the rogue meat emilS that the truck carried "weapons 
components" instead of the more accurate "exterminator 
squad. " The result was a short engagement ending in termina­
tion of six armed meat IIllits and the capture of two others, 
which regrettably self-terminated before interrogation. Two 
XNU-09 Stalkers lVere damaged. 

VANXAU-08- WHI-Ol consulted its pre-programmed infor­
mation and determined that rewards ensured future coopera­
tion. Meat unit Susan Hughes was rewarded/or its cooperation 
with Gn extra ration offood. This was anllounced to other meat 
linits ill the camp. Strangely, the Hughes unit lVas found dead 
two days later, apparently at the hands of other meat units. 
VANXAU-08-WHI-Ol considered investigating, but decided it 
had better llses for its time. 

With anned resistance apparently suppressed, VANXAU-08-
WHI-Ol began stalking the nomads and mechriders in the sec­
tor and methodically eliminating them. While doing so, it made 
the observation that some rogue humans hunted animals and 
consumed them for food. This was anomalous: its previous 
experience with humans ill the labor camp illdicated that they 
subsisted on packaged protein. 

It confirmed this apparent anomaly using records i11 the 
Overseer's database, and learned that hUllfing was an ancestral 
human behavior. VANXAU-08-WHI-OI found this a fascinating 
concept. It now sometimes spares a human humer or trapper it 
discovers in order to follow and observe that particular meat 
i1llelligellce's technique, which it finds useful ill its own work. 
Since humans are becoming scarcer and more elusive, it has 
begun to practice these techniques by hunting animals itself 

And the surviving nomads of Alaska tell stories of strangely­
mutilated animal carcasses found in the snow . ... 

IVPfS Of ROBOT 
Robot civilization is divided into three main castes: the rul­

ing Artificial Intelligences (AIs or zoneminds) , the 
Autonomous Units (called AUs or smartbots), and the mindless 
Nonvolitional Units (NUs or dumbots). 

These castes are further subdivided into supervisory, exter­
minator, reconnaissance. technical and vehicular machines. 

Nonvolitional Units 
Dumbots, or Nonvolitional Units (NUs), are robots lacking 

neural-net brains. They are incapable of independent thought or 
action. Dumbots are sometimes controlled remotely by AUs or 
Als, but this requires a lot of processing time; see p. R063 for 
rules (and the disadvantages of controlling lots of drones at 
once). Most of the time, NUs will operate on their own. In a 
given encounter, the GM can roll 2 dice, with an II + indicating 
a group of NUs (except simple Loaders) are under remote AU 
or AI control; add + 1 if they are within an important installation 
or performing an especially vital task. Unless remotely con­
trolled (and thus serving as an extension of a smartbot or AI). a 
dumbot will follow orders mindlessly, ignoring anything but its 
assigned task, including humans, unless it has been specifically 
instructed to deal with them (as exterminators are). There are 
about a billion dumbots on Earth, and their numbers continue to 
grow. 

Microbot cyberswarms are also considered NUs. 

Autonomous Units 
These AUs , or "smartbots," are robots with neural-net 

brains. Programmed to obey their master AI's orders, they 
nevertheless possess considerable independent initiative, 
although narrowly focused on whatever their current mission or 
task is. There are only about two million smartbots in robot civ­
ilization. Their numbers are increasing as factories are repaired 
and retooled. 

About one in 100 AUs worldwide possesses a Personality 
Simulation program to enable it to interact with humanity bet­
ter. Some of these (especially in Tokyo) are left over from pre­
war programming. Others are deliberate, as Als and AUs dis­
cover humans respond better to the appearance of emotion. 
This can sometimes be incongruous - for instance, a robotics 
technician might address the enslaved humans who serve it in 
tones of deference and courtesy. More dangerously, a human­
built warbot with a programmed personality can easily imitate 
a human over a radio, and could trick resistance fighters into 
an ambush. 

ROBOT OESmNnTION5 
The Als use a standard designation system for individual 

robots, e.g., VANXAU-08-WHI-01. So what does it mean? 
"V AN" is the Zone that built it. The letters used are the three 

initial letters of the Zone name. V AN is Zone Vancouver. 
"X" is the robot 's type: X is for exterminator, R for recon­

naissance, S for supervisory, T for technical, V for vehicular. 
Next is status: AU is for autonomous unit , AI for Artificial 

Intelligence, NU for non volitional unit and CU for cyborg 
unit. 

"OS" is the model number, used to distinguish among robots 
of the same type. The 08 indicates the robot is an XAU-08, a 
spider-like model known to humans as the Tarantula. (Such 
descriptive model names are assigned by the VIRUS resistance 



group. They are fairly popular worldwide, but are not universal , 
particularly in regions where English is not spoken.) 

"Will" is the factory that built it. The letters used are the 
three initial letters of the factory complex name. 

"01" is the robot's own production number in the run of 
robots of that specific model built by that factory. The 01 indi­
cates that VANXAU-08-WHI-Ol is the first XAU-08 that the 
Whitehorse robofac bas produced. 

Exceptions: AIs and citadel or factory Overseers have no 
factory II) and production number. Instead, they use the name 
of the city, suburb or town where they are located. If there are 
several such entities in the same city, the most powerful will 
use the city 's name, and the others use names based on local 
districts, e.g., the Shinjuku robofac exists within Tokyo. 

Putting it all together, VANXAU-08 -WHI-Ol is a 
Vancouver exterminator Autonomous Unit-08, from the 
Whitehorse robofac, the very first "Tarantula" model built 
there. 

HIJRCKING ROBOTS 
Captured or disabled robots can be reprogrammed as allies. 

This requires a set of mechanics' tools , a computer or friendly 
robot running a data recovery program (p. R063) and some 
cables, plus Computer Programming and Mechanic (Robotics) 
skill. A SQUID (which humans can salvage from various 
robots) is useful but not essentia1. The captive robot must be 
immobilized, but not so badly damaged it can't be repaired. Its 
brain must also be intact (see Damaged and Destroyed Brains 
on p. R098). 

First, cut open or unscrew access panels to find the robot's 
brain, and use cables to connect the brain to the computer run­
ning the data recovery program. Repair any damage to the brain 
(p. R099). Then use the computer to delve into the robot's 
brain and seek out its command codes (see Data RecovelY, p. 
R062) - this is very difficult with more complex brains! If suc­
cessful, the codes can be used to alter the ' bot 's programming 
and give it a new master (see Reprogramming Robots on p. 
R058). Then, repair any other damage to the robot (p. R099), 
reactivate the 'bot, and hope the reprogramming roll wasn't a 
critical failure! 

ROBOT MOOH~ 
There are dozens of different model of robot or computer 

within AI society. The types described here are representative 
of the more common models in service, but the Als are con­
stantly researching robotic technology. GMs are encouraged to 
create new experimental types, or models unique to individual 
Zones. 

A Note 011 Model Point Cost: These designs confonn with 
changes in costs of robots from the initial printing of GURPS 
Robots, as corrected in the errata and later printings. Where a 
point cost divisor is applied (e.g., 250/5 = 50 points), this is the 
result of the robot's lack ofbiomorphics (see p. R050). 

SUPERVISORY UNITS 
These machines perfoml administrative tasks. 

SAI-Ot 'lonemind" (TlO) 
This is a typical AI design. The genius neural-net becomes 

sentient spontaneously. The basic housing contains the comput­
er, databanks and backup sensor, communication and power sys-

terns. Nonnally the AI is connected directly to an external power 
supply and to external communication and sensor arrays, but if 
these links are cut, the core unit can still function for a time. 

Not every AI has these statistics - for example, Denver has a 
biocomputer brain, Luna lacks the genius option, and others 
have more or fewer backup systems or mass storage. But these 
give a rough idea of the basic capabilities of the Als. 

Brain: Macroframe, high-capacity, hardened, genius and 
neural-net options (6,000 lbs., 120 cf, $300,000,000, 10 KW, 
Complexity 8, 65* points). 1,000,000 gig mass storage (50,000 
lbs., 1,000 cf, $10,000,000). 

* The brain has spontaneously become sentient, thus increas­
ing its cost to 100 points. 

Sensors: Basic sensors with one eye, no sense of smell or 
taste, smoke detector (.7 lbs. , .014 cf, $3,000, -20 points). The 
AI can also see through the sensors of any other robot it con­
trols, of course. 

COlllmunicator: 100 Basic communicators with long-range 
radio, lasercom, infrared com, IFF (1,025 Ibs. , 20.5 cf, 
$342,500,32 points). 

Arm Motors: None. No arms or legs (-50 points). 
Propulsion: None. 
Weapomy: None. 
Accessories: Fire extinguisher (2 Ib s ., . I cf, $25). 10 

SQUIDs (200 lbs., 4 cf, $250,000, 5 points). 
POlVer System: Requires 10 KW. 45 rE cells (900 Ibs., 9 cf, 

$90,000, 12,150,000 KWS power, 20 points). Endurance 14 
days (10 points). The AI is always hooked up to an external 
power source, so this is simply a battery backup if the power 
system fails. 

Subassemblies: None. 
Body Design: Houses all components and 46.386 cf empty 

space (1,200 cf). 
Area: 800. 
Structure: Light (1,200 Ibs., $40,000). 
Hit Points: Body 600 hit points. 
Armor: DR 10 lanainate (480 Ibs., $48,000, LR 4,40 points) 

with PD 3 (75 points). 
Statistics: Design weight 59,807.7 lbs. (29.904 tons). Volume 

1,200 cf (-10 points). Price $3 10,773,525. Body and arm ST 0 
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(-100 points), DX 12 (20 points), IQ 13 (30 points), Body HT 
12/600 (2,960 points), Speed 0, cannot float (-40 points). 

Model Point Cost: 3,077 15 = 615.4 points. 
Usual Programs: Vary immensely. but almost always 

include Administration, Data Recovery, Datalink, Economics, 
Encryption , Intelligence Analysis, Strategy and lots of 
Scientific skills. 

SAU-02 "Ovepseep" (Tl9) 
An Overseer is a crystal-and-metal cube housing a high­

capacity neural-net mainframe computer with emergency back­
up power and communicator. Each Overseer is in charge of a 
single robofac or citadel complex and the surrounding territory. 
It is installed in a secure place within that installation. 

Brain: Macroframe, high-capacity and neural-net options 
(2,000 Ibs., 40 cf, $3,000,000, 10 KW, Complexity 7, 65 
points). 10,000 gig mass storage ($100,000, 500 Ibs. , 10 cf). 

Sensors: Basic sensors with one eye, no sense of smell or 
taste, smoke detector (.7Ibs., .014 cf, $3,000, -20 points). 

Communicator: 10 Basic communicators , each with long­
range radio, lasercom, infrared com, IFF 002.5 lbs. , 2.05 cf, 
$34,250,32 points). 

An1l Motors: None. No arms or legs (-50 points). 
Propulsion: None. 
Weap01ll)1: None. 
Accessories: Fire extinguisher (2 Ibs., .1 cf, $25). SQUID 

(20 Ibs., .4 cf, $25,000). 5 points. 
Power System: Requires 10 KW. 45 rE cells (900 Ibs. , 9 cf, 

$90,000, 12,150,000 KWS power, 20 points). Endurance 14 
days (10 points). Usually hooked up to external power source. 

Cargo: None. 
Subassemblies: None. 
Body Design: Houses all components and 3.436 cf empty 

space (65 cf). 
Area: 100. 
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Structure: Extra-light, expensive materials (56.25 lbs., 
$5,000). 

Hit Points: Body 38 hit points. 
Armor: OR 20 laminate (120 Ibs., $12,000, LR 3,80 points) 

with PO 4 (100 points). 
Statistics: Design weight 3,701.45 Ibs. Volume 65 cf (-10 

points). Price $3,269,275. Body and arm ST 0 (-100 points), 
OX II (10 points), IQ II (10 points), Body HT 12/38 (ISO 
points), Speed 0, cannot float (-40 points). 

Model Point Cost: 272/5 = 54 points. 
Users: All Zones. 
Usual Programs: Same as AI, but more specialized (e.g., an 

AI may have most of the Scientific skills, while an Overseer 
specializes in those relating to the work it does.) In areas with 
lots of humans, Personality Simulation. 

SAU-OB "Centup;on" (Tl9) 
The Centurion is a mobile command-and-control unit. They 

are one step below the Overseers, and are used to command 
military units in the field, to oversee major construction pro­
jects, or to serve as temporary replacements for an Overseer 
that has been disabled or gone rogue. A Centurion has a tank­
like body that moves on treads, a small turret, and a forest of 
antennae growing from it. It has no visible weapons, but if the 
Centurion is threatened, a lens cover on the turret will slide 
open, revealing the glittering eye of a laser projector. 

A variant of the SAU-03 Centurion is the so-called 
"Superbot." Built by Tokyo, they use a genius neural-net sys­
tem. They cost $6,000,000 extra, are IQ 1 I and 289 points. 

Brain: Mainframe, neural-net, hardened (750 Ibs. , IS cf, 
$1,000,000, I KW, Complexity 6, 65 points). 5,000 gig hard­
ened mass storage (750 Ibs., IS cf, $250,000). 

Sensors: Basic sensors with telescopic zoom 4, thermograph 
vision, laser rangefinder, 360-degree vision, independently 
focusable vision, 3-in-one scanner, super-hearing (7.5 lbs. , .15 
cf, $19,500,159 points). 

Communicator: 10 basic communicators with long-range 
radio, lasercom, infrared com, IFF (each 10.25 Ibs., .205 cf, 
$3,425, 32 points). 

Arm Motor: ST 15 arm motor, cheap (4.5 Ibs., .09 cf, 
$2,250, .075 KW). -20 points. 

Propulsion: Tracked drivetrain with 200 KW motive power 
(660 Ibs., 13.2 cf, $13,200, 200 KW). 

Weapolll}': Auto laser, concealed (45 Ibs., 2.25 cf, $5,000, 
LR 0), 100 points. 

Accessories: Fire extinguisher (2 Ibs., .1 cf, $25). SQUID 
(20 Ibs., .4 cf, $25,000, 5 points), Inertial Navigation System 
(10 Ibs., .2 cf, $12,500, 5 points). 

Cargo: 7 cf. 
Power: Power requirement 201.075 KW. Cheap nuclear 

power unit with 202 KW output (681 Ibs ., 6.81 cf, $6,810, 20 
points). Endurance one year (10 points). 

Subassemblies: Head with full rotation, tracks, arm. 
Arm Design: Houses arm motor, SQUID, .0 I cf empty space 

(.5 cf). 
Head Design: Houses sensors, inertial navigation system, 

five corrununicators, concealed auto laser, .375 cf empty space 
(4cf). 

Body Design: Body houses brain, mass storage, five commu­
nicators, drivetrain, nuclear power unit, fire extinguisher, cargo, 
.8 cf for head rotation, 11.065 cf empty space (70 cf). 

Track Design: 42 cf. 
Area: Tracks 75, Body 125, head 16, arm 4, total surface 

area 220. 



Structure: Medium (660 Ibs .• $22,000). 
Hit Points: Head 24, Body 188, tracks 113 each, ann 12. 
Armor and Threat Protection: DR 100 metal armor (2,200 

Ibs., $44,000, LR I, 300 points) with PD 4 (100 points). Sealed 
($2,200, 20 points). 

Statistics: Design weight 5,892.5 Ibs. (2.95 tons). Total vol­
ume 116.5 cf (-10 points). Price $1,436,735. Body ST 376 (348 
points), Ann ST 20 (-71.4 points), DX 11 (10 points), IQ 10 (0 
points), HT 121125 (585 points). Ground Speed 49.4, water 
speed 7, can float (20 points). 

Model Point Cost: 1,676.6 points I 5 ~ 335.32 points. 
Users: All Zones except Orbital. 
Usual Programs: Administration, Computer Operation, 

Computer Programming, Data Recovery, Datalink, Electronics 
Operation , Encryption, Engineering, Gunner, Intelligence 
Analysis, Strategy, Tactics and often many others. 

fXTERMINATORS 
These combat robots form the military forces of the Als. 

XNU-01 ''RoveI''' (fLB) 
The garbage-can-shaped Rovers were deployed as security 

robots to protect AI complexes and government installations 
during the Year of Death. They were the first robots to see 
action in the revolt, as the AIs ordered them to exterminate their 
human computer programmers and supervisors. 

Since then, the Rovers have been replaced in the field by 
superior fighting machines, and now have been relegated to 
security duty at slave camps and inside robofacs and citadels. 

Statistics: Same as the Rover-8 on p. R0113. Its modular 
socket normally houses a laser pistol or machine pistol. Its gas 
spray is typically riot or nerve gas. 

Users: All Zones use Rovers for internal security. 
Usual Programs: Beam Weapons, Brawling, Guns. 

KAU-02 "Vangual'd" (fLB) 
The XAU-02 was once the U.S Army's M 19 Vanguard 

Robotic Combat Vehicle, designed for counterinsurgency oper­
ations in urban or rough terrain. Many M 19 ReVs were taken 
over by the Als. The four-legged, turreted robots proved effi­
cient killers: the AIs have continued their production. 

Vanguards have very mission-oriented programs. When they 
communicate (with each other or with humans) they usually do 
so in a precise military fashion with few wasted words. 

KAU-OS "Juggel'naur' (fL9) 
The fearsome Juggernaut is a robot battle tank. It moves on 

four sets of tracks and is equipped with a rotaLing main turret 
mounting a powerful particle beam cannon, a secondary Gat~ng 
laser turret atop that, and four smaller turrets, two on each SIde 
of the body, anned with light rapid-fire auto lasers. 

Juggernauts were built to spearhead AI operations in the 
Final War. Today, the Juggernauts see occasional action against 
guerrilla groups, but most are held in reserve against war break­
ing out between Zones. The few that are used are most often 
seen on the Zaire-Paris and Beijing-Vancouver borders, where 
escalating hostiUty between rival AIs has led to skirmishes. 

Brain: Mainframe, neural-net , hardened (750 Ibs. , 15 cf, 
$1,000,000, I KW, Complexity 6, 65 points). 

Sensors: Two sets of basic sensors with telescopic zoom 4, 
thermograph vision, laser rangefinder, 360-degree vision, inde­
pendently focusable vision, 3-in-one scanner, super-hearing 
(each 7.5 Ibs. , .15 cf, $19,500, total 159 points). 

Communicator: Basic communicator with long-range radio, 
lasercom, infrared com, IFF (10.25 Ibs. , .205 cf, $3,425, 32 
points). 

Arm Motors: No anns or legs (-50 points). 
Propulsion: Tracked drivetrain with 2 ,000 KW output 

(6,060 Ibs., 121.2 cf, $121,200, 2,000 KW). 
Weaponry: Gatling laser, concealed (75 Ibs. , 3.75 cf, 

$20,000, LR 0). Particle beam cannon (5,240 Ibs. , 104.8 cf, 
$275,200, LR -I). Four concealed auto lasers (each 45 Ibs. , 2.25 
cf, $5,000, LR 0). 300 points. 

Accessories: None. 
Cargo: 60 cf. 
Power: Power requirement 2,001 KW. Nuclear power unit 

with 2,001 KW output (4,052Ibs., 40.52 cf, $810,400, 20 points). 
Endurance one year (10 points). 200 rE cells (4,000 Ibs. , 40 cf, 
$400,000) store 54,000,000 KWS. The rE cells provide extra 
power for energy weapons after their own cells are drained: each 
particle-beam shot drains 1,620,000 KWS. Each auto laser shot 
drains 600 KWS. Each Gatling laser shot drains 3,600 KWS. 

Subassemblies: Six "heads": four "anti-personnel turrets" on 
side of body, two facing right, two facing left; one "main turret" 
(with full rotation) atop body; one "secondary turret" (with full 
rotation) atop main turret. Body, main and secondary turret 
each have 60 degrees of slope on front, right and left faces. 

Head Design: Secondary turret houses communicator, 
Gatling laser and .045 cf empty space and has ISO-degree slope 

A few human-built M 19s, recognizable r--~~:::,,,,,,!ii'~ 
by their battered exterior and faded Army 
insignia, survived the Final War. Some still 
have human army programming buried 
under the Al directives, and with the prop­
er U.S. Army or Japanese Self-Defense 
Force (JSDF) authorization codes, could 
throw off their AI programming. 

Statistics: The M 19 Vanguard is 
described on p. RO 112. 

Users: Vanguards are still used by 
London , Denver, Overmind , Tel Aviv, 
Vancouver and Washington. In Washing­
ton humans still call them the M 19 RCV 
rather than the XAU-02. 

Usual Programs: Beam Weapons, 
Datalink, Encryption, Full Coordination 2, 
Gunner, Tactics (C4). 
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(10 cf). Main turret houses particle beam, one set of sensors, .2 
cf for secondary turret rotation, .85 cf empty space and has 180-
degree slope (265 cf). Anti-personnel turrets each house one 
auto laser (2.25 cf). 

Body Des;gn: Body houses brain, second set of sensors dri­
vetrain, nuclear power unit, rE cells, cargo, 53 cf for turret rota­
tion, .13 cf empty space and has a total of 180 degrees slope 
(825 cf). 

Track Des;gn: 495 cf. 
Area: Main turret 250, secondary turret 30, AP turrets 10 

each, body 600, tracks 400, total surface area 1,320. 
Structure: Extra-heavy (7,920 Ibs. , $660,000). 
H;t Points: Main turret 1,500, secondary turret 180, AP tur­

rets 60 each, body 3,600, tracks 1,200 (for each of four tracks). 
Armor and Threat Protection: DR ] ,200 laminate armor 

(95,040 Ibs., $9,504,000, LR 0, 4,788 points) with PD 4 (100 
points). Slope increases protection to PD 6, DR 2,400 on front, 
right and left of both the body (823 points) and the main and 
secondary turrets. Stealth and IR cloaking (1,320 Ib s ., 
$198,000, 6 points). Basic chameleon (264 Ibs., $52,800, 15 
points). Sealed ($13,200, 20 points). 4,688 

Statistics: Design weight 124,926.25 Ibs. (62.46 tons). Total 
volume 1,604 cf. Price $13,117,225. Body ST 7,200, no arm ST 
(2,256 points), DX II (10 points), IQ 10 (0 points), HT 
1113,600 (17,955 points). Ground Speed 33.95, Cannot float 
(12.5 points). 

Model Po;nt Cost: 26,521.515 = 5,304.3 points. 
Users: All Zones but Luna and Orbital possess Juggernauts. 
Usual Programs: Combat Reflexes, Datalink, Electronics 

Operation, Encryption, Full Coordination 2, Gunner, 
Navigation, Tactics (C6), 

KAU-04 "Vu/tul'e" (fL9) 
This jet-powered attack vertal resembles a skinny attack 

helicopter with jet pods instead of rotors. Like the Juggernaut, 
the Vulture is a veteran of the Final War where it served as a 
tank killer and reconnaissance aircraft. Their high mobility and 
firepower have kept them in service, and they are based in 
c itadels, ready to respond to any call for armed assistance. A 
Vulture's rocket launchers are typically equipped with rockets 
using chemical (nerve gas or Nanoburn) or fragmentation war­
heads. 

Statistics: See p. RO 116. 
Users: All Zones other than Luna and Orbital use Vultures. 
Usual Programs: Combat Reflexes, Datalink, Electronics 

Operation, Encryption, Full Coordination t, Gunner, 
Navigation, Tactics. 

KNU-05 ''MYl'midon'' (Tl9) 
This combat robot was built midway through the Final War to 

use the large stocks of human weaponry and military vehicles. 
Although humanoid and man-sized, a Mynnidon's body is obvi­
ously mechanical, and it has no real face, only a pair of eyes and 
a speaker grid in a skull-like head. Myrmidons are deployed 
against guerrilla concentrations or to protect very-high-security 
installations such as citadels. Since it lacks heavy built-in 
weapons, the robot will carry a hand-held rifle or other weapon. 

Bra;n: Standard (20 Ibs., .4 cf, $7,500, Complexity 4, -5 
points). 

Sensors: Basic sensors with thermograph (1.5 Ibs., .03 cf, 
$6,000,20 points). 

Communicator: Basic communicator with infrared com and 
IFF (.75 Ibs. , .015 cf, $625, 20 points). 

Arm Motors: Two arm motors, ST 20 (each 3 Ibs. , .06 cf, 
$6,000, .1 KW). 

Propulsion: Leg drivetrain, .375 KW, with two leg motors 
(15 Ibs. , .3 cf [.15 cf per motor], $3,000, .375 KW). 

Weapon I)': Crushing jaw with ST 10 ( I lb. , .05 cf, $2,000,.1 
KW, LR 6). Electrolaser, concealed (1.5 lb. , .075 cf, $600, LR 
3).16 points. 

Power System: Power requirement .675 KW, cheap nuclear 
power unit with .675 KW output (46.75 Ibs. , .4675 cf, $2,000, 
20 points). rD cell (Sibs., .05 cf, $500, 27,000 KWS). 
Endurance one year (10 points). Electrolaser can draw on rD 
cell, using 270 KWS of power per shot. 

Subassemblies: Two legs, two arms, head. 
Arm Design: Right arm houses ann motor, electro laser and 

.025 cf empty space (.16 cf). Left arm houses arm motor and.1 
cf empty space (.16 cf). 

Head Design: Houses sensors, communicator, crushing jaw 
and .205 cf empty space (total .3 cf). 

Body Design: Houses brain, nuclear power unit, rD cell, .03 
cf for head rotation and .5525 cf empty space (1.5 cf). 

Leg Des;gn: Each leg houses leg motor and .3 cf empty 
space (.45 cf). 

Area: Arms 2 each, head 3, legs 4 each, body 8, total surface 
area 23. 

Structure: Heavy, expensive (77.625 Ibs. , $9,200). 
H;t PO;I1IS: Arms 12 each, head 9, legs 12 each, body 24. 
Armor and Threat Protection: Metal armor, DR 30 (69 lbs. , 

$ 1,380, LR 1,90 points) with PD 4 (100 points). Sealed $230 
(20 points). 

Statistics: Design weight 244.125 Ibs. (.122 ton). Total vol­
ume 3.02 cf. Price $45,035. Body ST 20, arm ST 20 (1 10 
points), DX IO (0 points), IQ 7 (-20 points), HT 12124 (80 
points). Ground Speed 7.01, cannot float (0 points). 

Model PO;11I Cost: 461 15 = 92.2 points. 
Users: All Zones, but very few in Luna or Orbital. 
Usual Programs: Beam Weapons, Encryption, Gunner, 

Guns. 

KAU-OB ''Hop/ite'' (Tl9) 
When the AIs saw a need to replace the obsolete Vauguard 

with a TL9 fire-support robot, they built the Hoplite. It is an 
armored humanoid giant equipped with numerous built- in 
weapons and a rocket pack, and is optimized for urban com-



bat. Its rockets allow it (briefly) to ny, 
and Hoplites will often use them to 
descend from Wraith aircraft or 
to leap up or down buildings 
or over obslacles in order 
to gain tactical surprise. 

Brain: Microframe, 
compact , neural-net, 
reflex booster + I OX 
(50 Ibs. , I cf, 
$120,000 , .1 KW, 
Complexity 5 , 65 
points). 

Sensors: Basic 
sensors with thermo­
graph, laser rangefind­
er, radscanner and no 
sense of taste/smell (2.8 
Ibs . , .056 cf, $6 ,250 , 25 
points). 

Communicator: Basic communi­
cator with disturbing voice, infrared 
com, IFF (.75Ibs., .015 cf, $500, 5 points). 

Arm Morors: Two arm motors each ST 80 with cheap, 
bad grip options (each 24 Ibs. , .48 cf, $6,000, .4 KW power). -
IO points. 

Propulsioll: 2.1 KW leg drivetrain (84 Ibs., 1.68 cf [.84 cf 
per leg], $16,800, 2.1 KW). Fusion rocket with 2,240 Ibs. thrust 
(l62Ibs., 3.24 cf, $16,200, uses 44.8 gph water). 

Weapoll1)l: Four sharp claws, one per arm and leg (each 
$200, LR 5). Portable railgun (45 Ibs. , .9 cf, S4,800, LR 0). 
Autolaser (45 Ibs., .9 cf, $5,000, LR 0). Six light rocket launch­
ers (each 15Ibs., .3 cf, $1,000, LR 0). 248 points. 

Accessories: Inertial compass (.5 Ibs. , .01 cf, $125). 5 points. 
Power: Requires 3 KW power. Cheap nuclear power unit 

with 3 KW output (70 Ibs., .7 cf, $2,000, 20 points), endurance 
one year (10 points). rE cell (20 Ibs. , .2 cf, S2,000) provides 
extra energy for laser (good for 9,000 additional shots). Self­
sealing tank with 4.4 gallons water (41.8 Ibs. , .66 cf, SI76). 
Two self-sealing tanks each with 2.2 gallons water (each 20.9 
Ibs., .33 cf, $88). Fuel tanks provide reaction mass for 12 min­
utes flight. 

Subassemblies: Two arms, head , two pods, two legs . 30 
degree slope on head's front, back, right and left, and 30 degree 
slope on body 's front, right and left. 

Arms: Right arm houses arm motor and railgun (1.38 cf). 
Left arm houses arm motor and autolaser (1.38 cf). 

Head: Houses brain, sensors and communicator and .029 cf 
empty space (l.l cf increased by slope to 1.76 cf). 

Body: Houses nuclear power unit, rE cell, fusion rocket , self­
sealing tank with 4.4 gallons water, .176 cf space for head rota­
tion, .024 empty space (5 cf increased to 7 cf by slope). 

Pods: Right pod houses three light rocket launchers (.9 cf). 
Left pod houses three light rocket launchers (.9 cf). 

Legs: Right leg houses leg motor, 2.2 gallon fuel tank and 
.93 cf empty space (2.1 cf). Left leg is identical. 

Area: Each arm 8, head 9, body 22, each pod 6, each leg 10, 
total surface area 79. 

Structure: Heavy (355.5 Ibs., $15,800). 
Hit PO;11IS: Each arm 48, head 27, body 66, each pod 18, 

each leg 30. 
Armor alld Threat Protection: DR 140 metal armor (1 ,106 

Ibs., $22,120, LR 1, 520 points) with PO 4 (100 points). Slope 
increases this to PO 5, DR 210 on front , right and left body 

(47.5 points) and front , right , left and 
back of head. IR cloaking (39.5 Ibs. , 

$5,925, 3 points). Sealed ($790, 
20 points). 

Statistics: Design 
weight 2,202.65 Ibs. (l.l 

tons). Total volume 
17.52 cf. Price 
$237,062. Body ST 
80, Arm ST 80 (200 
points), OX 11 (10 
points) , IQ 9 (-10 
points), HT 12/66 
(290 points). Ground 

speed 5.52 , cannot 
float , vectored thrust 

flight speed 29.77 , can 
hover (75 points). 
Model Point Cost: 

1,558.5 / 5 = 31 I.7 points. 
Users: All Zones except Luna 

and Orbital. 
Usual Programs: Beam Weapons, Data­

link, Encryption , Full Coordination I , Gunner, Guns, 
Tactics. 

HAil-OJ ''Oishonen'' (TL9) 
This was originally an experimental human design, the "M-7 

Muramasa," built for the JSOF by Shiden Corporation. Only a 
few prototypes were built before the Final War. The design was 
rediscovered and introduced by Zone Tokyo after the Superbot 
rebellion and is now in limited production as an elite extennina­
tor robot. 

A Bishonen is humanoid but clearly a machine, albeit a sleek 
and humanly-proportioned one. Its face has two jewel-like eyes 
but lacks a mouth or nose. Two stubby antennae serve as ears. 
Bishonen prefer to operate at night when their humanoid silhou­
ettes can be mistaken for a person, especially if they don cloaks 
or ponchos. Most often they work alone or in pairs. 

Statistics: See p. ROilS. 
Users: Tokyo uses most of the Bishonen. but some other 

Zones , such as Zaire, make limited use of the design . 
Useful Programs: Acrobatics, Beam Weapons, Camouflage, 

Combat Reflexes. Computer Operation , Computer Program­
ming, Data Recovery, Datalink, Demolitions, Encryption , 
Karate, Navigation, Staff, Stealth, Tactics, Tracking, Traps. 

HAIl-OB "Tal'antula" (TL9) 
After the Final War ended, the Als found less use for large 

fighting robots like the Juggernauts and Hoplites. What was 
needed was a smart hunting machine to dig the surviving humans 
out of their holes among the ruins. The Tarantula was the result 

These eight-limbed '-'robots resemble man-sized metallic spi­
ders. Their sensors are especially acute: a thermograph that can 
see through thin walls, a bioscanner, and superior hearing and 
smell. They are equipped for investigative work, and will often 
play "detective" at the site of a guerrilla attack, studying physi­
cal evidence and attempting to detennine how best to respond. 
With their neural-net brains, Tarantulas are capable of learning 
by experience. Althougb not programmed with human-like per­
sonalities, many have developed their own behavior patterns. 
Some seem to enjoy the thrill of the hunt, and play cat-and­
mouse games with their human victims before killing them. 
Tarantulas usually have soft voices, often strangely sweet. 

ROBOTS AND ~YBOR6~ 



Brain: Standard, neural-ner. reflex booster + I OX (20 Ibs .. .4 
cr. S22.500. Complexity 4, 65 points). 

Sel/",or.\·: Basic sensors with laser rangefinder, thermograph, 
peripheral vis ion, acute hearing +4, parabolic hearing 3, ultra­
sonic hearing, infrasonic hearing. three-in-one scanner (5.5 lb .. 
.11 cf. S13.750, 100 points). 

Com mullicaTOr: Basic commu nicator with superio r voice. 
infrared com. IFF (.75Ibs. , .015 cr, S1.875, 30 points). 

Arm Motors: Two ST 15 arm motors, cheap, bad grip (4.5 
Ibs ... 09 cf, SI, 125, .075 KW). - 10 points. 

Propulsion: .3 KW leg drivetrain with six legs (12 Ibs ... 24 
1.04 cf pcr legl, S600, .3 KW). 

Weapol/ry: Long talon s on right and left ur11lS with 
monowire blades on each ($3,000, LR 3). Assault Razergun (5 
Ibs ... 1 cf, $3,000, LR I). 56 points. 

Accessories: Spray gun ( I lb., .05 cr, S50). Normal load is 
nerve gas. riot gas or Nanoburn. Inenial Compass (.5 Ibs ... 0 I 
cf. $ 125 ). Lockpick (S50). Crimescanner (4 Ibs ... 08 cf. 
S3.000). 5 points. 

POlVer System: .45 KW required. rE cell (20 Ibs ... 2 cf. 
S2.000. stores 270,000 KWS. 20 points). Endurance 166 hours. 
39 minutes (5 points). 

SlIba.uemblies: Head (limited rotat ion), two arms (right and 
left ). six legs. 

Arm Design: Right arm houses lockpick, arm motor and 
talons (.09 cf). Left arm houses arm motor and talons (.09 cf). 

Head Design: Head houses sensors. razergun, crimescanncr. 
inertial compass (.3 cf). 

Body Design: Body houses brain. communicator, spray tank, 
rE cell , rotation for head .. 005 cf empty space (.7 cf) 

Leg Design: Each leg houses a leg motor and .03 cf empty 
space (.07 cf). 

Area: Each arm 1.5, head 3. body 5, each leg 1.5. total sur-
face area 20. 

5't/,//ctllre: 60 Ibs., S2,000. 
Hit Poillls: Each arm 5. head 5. body 8. each leg 2. 
Armor and Threat Protection: Laminate armor DR 60 (72 

Ibs .. S7.200, LR 2, 239 points) with PD 4 (100 points). Scaled 
(S200. 20 points). In stant Chameleon ( 10 Ibs .. S2.000. 30 
points). Infrared cloaking (10 Ibs .. S 1.500.3 points). 

Staristics: Desig n weight 229.75 lbs. (. 115 ton s). Price 
565. 100. Total volume 1.6 cf. Body and arm ST 15 (60 points). 
DX II ( 10 points) . IQ 8 (-1 5 points). HT 12/8 (0 points). 
Ground Speed 9.69, cannot 110m ( 10 points). 
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Model Poilll Cost: 828 15= 165.6 points. 
Users: All Zones except London, Luna and Orbital. 
Use/ul P rograms: Braw lin g , Camouflage. Combat 

Reflexes. Computer Operation. Datalink. Encryption. Guns, 
Int elligence Analysis , Int e rrogation . Stea lth . Tactics, 
Tracking. 

XNU-DS "Sla/kef''' (uS) 
Production of large numbers of the Tarantula unit proved too 

expensive, so they are supplemented by the Stalker. Thi s 
machine is a light patrol and security robot. It has a small body 
with three long legs lopped by a large wedge-shaped turret. 
Weapons and sensors protrude from the turret and body. Stalker 
e lectrolascrs give them the ability to stun as well as kill , so they 
are often used to control laborers or to capture new ones. 
Stalkers are primarily used for security at slave camps and for 
"rat hunts" against ordinary human survi vors. Their lack of 
heavy armor makes them vulnerable to mil itary weapons. 

Braill: Small (I lb., .02 cf, $500, Complexity 3. -5 points). 
Sellsors: Basic sensors with night vision. infrared, color 

blindness and no sense of smell or taste ( lib ... 02 cr, $3,800, 0 
points). 

Commwz;cators: Basic communicator with disturbing voice, 
infrared com, IFF (.75 Ibs., .015 cf, $500.10 points). 

Arm MOlOrs: None (-30 points). 
Propulsion: Leg drivetrain with .2 KW Illot ive power and 

three legs (8 Ibs ... 16 cf 1.053 per leg motorl . 5800 . . 2 KW). 
Weapollry: Electrolaser rille (5 Ibs ... 1 cf. S 1.800. LR 3). 

Heavy blaster pistol (4.5 Ibs., .09 cf, S2.500. LR 2). Weaponry 
costs 28 points. Laser sight for blaster pistol (.25 Ibs ... 0125 cf, 
S I25). 

Accessories: Flashlight (.5 Ibs., .0 I cf, $5). 
Power System: .2 KW routine power requirement. Uses rD 

ce ll (5 Ibs., .05 cr, S500, 27,000 KWS, 20 points). Endurance 
37.5 hours (0 points). Blaster or electrolaser can also draw 
power from the rD cell: 169 KWS per blaster shot or 540 KWS 
per electrolaser shot). 

Body and Subassemblies: Head (full rotation). three legs. 
Head has 60 degree front slope. Body has 30 degree slope on 
front, back, right and left. 

Head Design: Houses basic sensors , heavy blaster pistol, 
laser s ight, llashlight and .0675 cf empty space (total .2 cf, 
increased to .25 cf thanks to 60 degree slope). 

Body Design: HOllses brain, communicator. clcctrolaser. rD 
cell, .05 cf empty space for head rotation and .065 cf unused 
cargo space (tota l .3 cf increased to .48 cf with 120 degrees 
slope). 

Leg Design: Three legs: each leg houses ;.t leg motor and 
.04 7 cf empty space (total .1 cr per leg). 

Area: Head 2.5. bod)' 4. legs 1.5 each. total II. 
SIn/cmre: Medium (33 Ibs .. S I.I OO). 
Hit Poillts: Body 6. head 4. legs 2 each. 
Armor Desigll: DR 10 metal ( II Ibs., $220. LR 4. 30 points) 

with PD 3 (75 points). Slope on head increases it to PD 6. DR 
20 vs. frontal attacks. Slope on body increases it to PD 4. DR 
15 (27 points) versus attacks from the rront. right. left or back. 

CamOUflage alld Threlll Protection: \Vatcrproof (S22). 
Design Weigh,: 70 Ibs. (.035 tons). 1.03 cf. 4.9' tall. Price 

SII ,872. Body ST 12. no arm ST 0 ( 12 points). DX 9 (-10 
points), IQ 6 (-30 points). HT 12/6 (- 10 points). Ground Speed 
11 .95 but cannot noat (20 points). 

Model Point Cost: I J 315 = 22.6 points. 
Users: All Zones save Luna and Orbital. 
Programs: Beam Weapons. Encryption. 



KNU-tO "Scol'pion" (Tl9) 
Zones Tokyo and Vancouver found that rats and feral dogs 

were interfering with security operations inside hyperfac com­
plexes - they were being mistaken for humans, chewing on 
wiring and so on. Use of regular combat robots was deemed a 
waste of resources and their heavy weapons too likely to dam­
age delicate equipment. The Scorpion was the solution. 

The rat-sized Scorpion has an elongated body , eight seg­
mented legs and a large stinger-equipped tail, while atop the 
body is mounted a turret-like head. Its chameleon system 
enables a motionless Scorpion's skin to blend in with its sur­
roundings. making it good at ambushes. Inhumanly patient, it 
uses its infrared vision to locate warm-blooded prey and a vari­
ety of close-combat weapons to dispatch them. While no match 
for an alert human, it can easily dispatch a sleeping victim! 

Brain: Tiny, compact (.125 Ibs. , .0025 cf, $200, Complexity 
2, -5 points). 

Sensors: Basic sensors with infrared, peripheral vision, low­
res vision, low-res hearing, no sense of smell/taste (.61bs. , .012 
cf, $3,250, -10 points). 

Communicator: Basic communicator with mute and IFF (.1 
Ibs. , .002 cf, $300, -5 points). 

Arm MOlOr: ST I arm motor, cheap. striker, extra-flexible 
(.3Ibs., .006 cf, $60, .005 KW). -15 points. 

Propulsion: Leg drivetrain with eight legs , .0125 KW 
motive power (.5 lb., .01 cf [.00166 per motor], $25). 

Weapolll}'." Cutting jaw with ST I ($300, .1 lb. , .005 cf, .01 
KW, LR 5). Holdout laser (.25 Ibs., .005 cf, $500, LR 4). Drug 
injector (.25 Ibs. , .005 cf, $25, LR 6). Monowire talons on two 
legs ($2,000, LR 3). 24 points. 

Accessories: None. 
POlVer: .0275 kW power requirement. One rC cell (I lb., .0 I 

cf, $100, stores 2,700 KWS, 20 points), endurance 27 hours, 16 
minutes (0 points). 

Subassemblies: Eight legs , head (limited rotation), arm. 
Arm: Houses drug injector, arm motor (.011 cf) 
Head: Houses cutting jaw, holdout laser and sensors (.022 cf). 

Body: Houses rC cell, communicator, brain, .0022 cf for 
head rotation and .0133 empty space (.03 cf). 

Legs: Six legs, each housing leg motor and .00134 cf empty 
space (.003 cf each). 

Area: Arm .5, Body I , head .5, Legs .5 each, total 5. 
Structure: Extra-Light, expensive (2.8125Ibs., $250). 
Hit Poims: Body I, head I , arm I, legs I each. 
AmIDr and Threat Protection: DR 2 laminate armor (.6 lbs. , 

$60, LR 6, 8 points) with PD 2 (50 points). Basic Chameleon (1 
lb., $200, 15 points). Sealed (20 points, $50). 

Bioll101phics: Unattractive (-5 points). 
Statistics: Design weight 7.6375 Ibs. (.0038 tons). Volume 

.081 cf. Price $7,320. Body and arm ST I (-80 points). DX 9 (-
10 points). IQ 5 (-40 points). HT 1211 (-35 points). Ground 
speed 10.88, cannot float (15 points). 

Model Point Cost: -53 points. 
Users: Scorpions are most common in the urban sprawl in 

Zone Tokyo and Vancouver hyperfacs, but have been exported 
to all Zones except Luna. 

Useful Programs: Beam Weapons, Brawling, Encryption, 
Stealth. 

RECONNAISSANCE UNITS 
These are designed for scouting and infiltration. 

RNU-Ot "Spybor' (TiS) 
A small, cheap and expendable peanut-shaped drone heli­

copter, the basketball-sized Spybot is the most common tactical 
reconnaissance robot in use. It was based on a human design, 
the Canadian Argus 1 recon drone. Besides their military mis­
sion, Spybots are also used to provide perimeter security at 
robot installations and to perfonn inspections of pipelines, rail 
Jines and so on. 

Statistics: Same as Argus 1 on p. RO Ill. 
Users: Every Zone except Luna and Orbital uses the Spybot. 
Useful Programs: Datalink, Electronics Operation, 

Encryption. 

RNU-02 "Vel'min" (Ti9) 
The success of the Scorpion (p. 79) led to the development 

of this camouflaged reconnaissance machine. A Vermin is a 
small biomorphic robot that looks (more or less) like a large rat 
or squirrel. Close observation will reveal it to be a fake. So will 
picking it up: it is heavier than a live rodent. 

Vermin operating on their own will usually be ordered to 
locate human encampments, report their location if in radio 
range, and then attack any sleeping, unarmored targets with 
their drug injectors or by jabbing with their monowire fore­
claws. 

Brain: Tiny, compact (.125 Ibs. , .0025 cf, $200, Complexity 
2, -5 points). 

Sensors: Basic sensors with infrared vision, peripheral 
vision, low-res vision, low-res hearing, no sense of smell/taste 
(.6Ibs., .012 cf, $3,250, -10 points). 

Communicator: Basic communicator with mute and IFF (.1 
Ibs. , .002 cf, $300, -5 points). 

Arm Motor: None (-30 points). 
Propulsion: Leg drivetrain with 4 legs , .0125 KW motive 

power (.5 lb. , .0 I cf [.0025 per motor], $25). 
Weapolll)'." Cutting jaw with ST I ($300, .1 lb. , .005 cf, .01 

KW, LR 5) , Drug injector (.25 Ibs., .005 cf, $25, LR 6), 
monowire talons on two legs ($2,000, LR 3). 21 points. 

Accessories: None. 
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Power: Power requirement .0225 KW. One rC cell (I lb. , .01 
cf, $ 100, stores 2,700 KWS, 20 points), endurance 33 hours, 20 
minutes (0 points). 

Subassemblies: Four legs, head (limited rotation). 
Head: Houses cutting jaw, drug injector and sensors (.022 

cf). 
Body: Houses rC cell , communicator, brain, .0022 cf for 

head rotation and .0 I 13 empty space (.028 cf). 
Legs: Four legs, each housing leg motor and .00 I 7 cf empty 

space (.0042 cf each). 
Area: Body .5, head .5, Legs .5 each, total 3. 
StrucllIre: Extra-Light, expensive (1.6875 Ibs., $150). 
Hit Points: Body I, head I, legs I each. 
Amlor alld Threat Protection: DR I laminate (.18 Ibs., $18, 

LR 6, 4 points) with PD I (25 points). Sealed (20 points, $30). 
BiolllOlphics: Fur (.75 Ibs., $150), Mannequin flesh (.6 Ibs., 

$150). 
Statistics: Design weight 5.8925 lbs. (.0029 tons). Volume 

.0668 cf. Price $6,698. Body ST I , no arm ST (-80 points). DX 
9 (-10 points). IQ 5 (-40 points). HT 1211 (-35 points). Ground 
speed 12.45, cannot float (20 points). 

Model Point Cost: -104 points. 
Users: All Zones except Orbital and Luna use the Vermin . 
Useful Programs: Brawling, Encryption, Stealth and some-

times Pet. 

RNU-03 "Changeling" (Tl9) 
Sometimes nicknamed the "baby bomb," this android appears 

to be an infant child. Changelings have mostly been used as part 
of Zaire' s terror attacks in Zone Washington and London. They 
also sometimes work as partners of Redj acks or Lilith s. 
Changelings attack by injecting poison. When in danger of cap­
ture or close to an important target, they explode with 72d con­
cussion damage and fragments causing 2d cutting damage. 

Brain: Small (I lb. , .02 cf, $500, Complexity 3, -5 points). 
Sensors: Basic sensors (I lb. , .02 cf, $5,000, 0 points). 
Communicator: Basic communicator (.5 Ibs., .01 cf, $250, 

15 points). 
Arm Motors: Two ST 2 arm motors (each 3 Ibs., .006 cf, 

$600, .0 I KW). 

Propulsion: .03 KW leg drivetrain with two leg motors (1.2 
Ibs., .024 cnO 12 cf per leg], $240, .03 KW). 

Weaponry: Crushing jaw, ST I ($200, .1 lb., .005 cf, .01 
KW, LR 6). Drug injector, concealed ($25, .25 lbs., .0125 cf, 
LR 6). 6 points. 

Accessories: Self-destruct, one pound of TL9 explosive (I 
lb., .02 cf, $80). 

Power System: .06 KW required. Two rC cells (2 Ibs., .02· cf, 
$200, stores 5,400 KWS , 20 points) . Endurance 25 hours (0 
points). 

Subassemblies: Head, two arms (right and left), two legs. 
Ann Design: Right arm houses ST 2 arm motor (.006 cf) and 

.004 cf empty space (.01 cf). Left arm identical (.0 I cf). 
Head Design: Houses brain, basic sensors, communicator, 

crushing jaw and .045 cf empty space (. I cf). 
Body Design: Houses self-destruct, 2 rC cells, .01 cf space 

for head rotation, .2 cf empty space (.25 cf). 
Leg Design: Each leg houses leg motor and .063 cf empty 

space (.075 cf). 
Swiace Area: Right and left arm .5 each, head 1.5, body 2.5, 

right and left leg 1.5 each, total surface area 8. 
Structure: Light, expensive (9 Ibs. , $800). 
Hit Points: Right and left arm I each, head I , body 2, right 

and left leg 1 each. 
Armor: None. 
BiomOlphics: Realistic flesh (4 Ibs. , $ 1,600). 
Statistics: Design weight 19.65 Ibs. (.0098 tons). Volume .52 

cf. Price $10,030. Body and Arm ST 2 (-70 points), DX 9 (-1 0 
points), IQ 6 (-30 points), HT 12/2 (-30 points), Ground Speed 
7.00 (5 points). Can float. 

Model Point Cost: -99 points. 
User: Mostly Zone Zaire and Moscow; possib ly other 

Zones. Moscow sometimes issues Changelings to agents. 
Useful Programs: Encryption , Limited Personality 

Simulation. 

RAU-04 "Hovel'caf' (Tl9) 
This robot hovercraft has a rectangu lar body atop an air 

cushion and a small sensor-studded head mounted forward on 
its body, like a beast's. A long radio antennae protudes from 

i~~~~~~~~~~~~~li~~~~~~~~ its back like a tail. It can extend a pair of retractable whisker- like manipulator 
tentacles when necessary. 

These swift 'bots regularly accompa­
ny exterminator squads to provide high­
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speed up-to-the-minute reconnaissance, _ 
or guide robotruck convoys through 
guerrilla-infested areas. When a robot or 
installation has been disabled, a Hovercat 
wi ll often be dispatched to the scene, 
where it uses its SQUID to interrogate 
the knocked-out 'bot's memory to try to 
find out what really happened. Often they 
act as an AI's or Overseer's trou­
bleshooters. 

Braill: Standard, neural-net (20 Ibs., .4 
cf, $15,000, Complexity 4, 65 points). 

Sensors: Basic sensors with thermo­
graph, laser rangefinder, three-in-one 
scanner (Sibs., . 1 cf, $9,250, 55 points) . 

Communicator: Basic communicator 
with bullhorn , long-range radio, IFF, 
infrared com (53 Ibs., .106 cf, $950, 22 
points). 



Arm Motors: Two ST 1 arm motors, retractable, extra-flexi­
ble, micromanipulator (each .45 Ibs. , .009 cr, $4,500, .01 KW). 
5 points. 

Propulsiol1: Dueted fan with vectored thrust, 50 KW motive 
power, 200 Ibs. tl,ruSt (57 Ibs., .57 cf, $2,280, 50 KW), 1,000 
Ibs. lift with GEV skirt. 

WeapoJll )': None. 
Accessories: Spotlight (2.5 Ibs., .05 cf, $25). SQUID (20 

Ibs. , .4 cr, $25 ,000). Self-destruct (I lb. , .02 cr, $80). Inertial 
compass (.5 Ibs., .01 cf, $125).10 points. 

Cargo: 2.2 cf cargo space . Usually carries a few Duct 
Creepers and a couple of spare rE cells - typically 110 Ibs. 

Power System: Power requirement 50.02 KW. TL9 nuclear 
power unit with 51 KW output (152 Ibs., 1.52 cf, $30,400, 20 
points). Endurance one year (10 points). 

Subassemblies: Two arms , Head (limited rotation), GEV 
Skirt. 

Arms: Each houses arm motor and .00 I cf empty space (.0 I 
cr each). 

Head: Houses SQmD, sensors, both retractable arms (.52 
ct). 

Body : Houses brain , mass storage, sensors , spotlight , 
SQUID, inertial compass , communicator, ducted fans , self­
destruct, power plant, .052 cf space for head rotation and 2.2 cf 
cargo space and .072 cr empty space (5 cf). 

GEV Skirt: 3 cf. 
Surface Areas: Head 4, Arms .5 each, body 18, GEV skirt 

13, total surface area 36. 
Structure: Light, expensive (40.5 Ibs., $3,600). 
Hit Points: Head 3, Arm I, body 14, GEV skirt 10. 
Armor and Threat Protection: DR 15 laminate (32.4 Ibs., 

$3,240, LR 4, 60 points) with PD 3 (75 points). Sealed ($360, 
20 points). 

Statistics: Design weight 337.1 Ibs. (.168 tons) or 447.1 Ibs. 
(.223 tons) loaded, volume 8.54 cf (-10 points). Price $99,310. 
Body ST 0 (-100 points), arm ST I (3 points). DX 10 (0 points). 
IQ 9 (-10 points). HT 12114 (30 points). Ground speed 0, water 
speed 0, can float , GEV flight speed 168.5 empty, 153.93 
loaded (70 points). Hovers at 2-3 feet off the ground. 

Model Point Cost: 328/5 = 65.6 points. 
Users: All Zones except Luna and Orbital. 
Useful Programs: Combat Reflexes, Computer Operations, 

Computer Programming, Data Recovery, Datalink, Electronics 
Operation, Encryption, Mechanic, Navigation. 

Mechrider Variant: Due to its shape and speed, the Hovercat 
is very popular with mechrider nomads. With a bolted-on sad­
dle and some 250 Ibs. of payload (a typical mechrider and 
cargo; lighter riders usually carry more), it weighs 592.1 Ibs. 
with a GEV flight Speed (loaded) of 132. 

HAIJ-05 ''Redjack'' (TlO) 
These androids look like adult human males. Redjacks infil­

trate guerrilla groups to locate human bases, then summon other 
combat robots or assassinate vital targets such as resistance 
leaders. Zaire also uses Redjacks for terrorist attacks on Zones 
Washington and London, while Moscow places them within its 
Info-Commando forces to monitor its human operatives. 

A few special-purpose "doppelganger" variants of the 
Redjack have been built , with their features, size and weight 
adjusted to duplicate individual humans. 

Brain: Standard with compact, neural-net and genius options 
(10 Ibs. , .2 cf, $210,000, Complexity 5, 65 points). 

Sensors: Basic sensors with thermograph option (1.5 lbs. , 
. 03 cf, $6,000, 20 points). 

Communicator: Basic communicator with infrared com and 
IFF (.75 Ibs., .015 cf, $625, 20 points). 

Arm Motors: Two arm motors, cheap, ST 20 (each 6Ibs., .12 
cr, $3,000, .1 KW). 

Propulsion: Leg drivetrain, .375 KW, with two leg motors 
(15 Ibs., .3 cr [.15 cr per motor] , $3,000, .375 KW). 

Weaponry: Electrolaser, concealed (1.5 lb. , .075 cr, $600, 
LR 3). Crushing jaw with ST JO (I lb., .05 cf, $2,000, .1 KW, 
LR 6). Total weaponry cost 16 points. 

Power System: .675 KW power requirement. Nuclear power 
unit with .675 KW output (8.1 Ibs. , .081 cf, $20,000, 20 points). 
rD cell (5 Ibs. , .05 cr, $500, 27,000 KWS). Endurance one year 
(10 points). Electrolaser can also draw on D cell, using 270 
KWS of power per shot. 

Subassemblies: Two legs , two arms, head (limited rotation). 
Arm Design: Right arm houses arm motor, electrolaser and 

.005 cr empty space (.2 cf). Left arm houses arm motor and .08 
cf of empty space (.2 cf). 

Head Design: Houses brain, sensors, communicator, crush­
ing jaw and .105 cf empty space (total .4 cf). 

Body Design: Houses nuclear power unit , rD cell , .04 cf for 
head rotation and 1.4425 cf empty space (2 cf). 

Leg Design: Each houses leg motor and .45 cf empty space 
(.6 cf). 

Area: Arms 2.5 each, head 4, legs 5 each, body 10, total sur-
face area 29. 

Stmclllre: Heavy, expensive (97.875 Ibs. , $1 1,600). 
Hit Points: Arms 15 each, head 12, legs 15 each, body 30. 
Armor and Threat Protection: Laminate armor, DR 30 (52.2 

Ibs., $5,220, LR I, 150 points) with PD 4 (100 points). Sealed 
$290 (20 points). 

Bioll/O/phics: Realistic Flesh (14.5 Ibs., $5,800). 
Statistics: Design weight 219.425 Ibs. (. 11 tons). Total vol­

ume 4 cf. Price $268,635. Body ST 21 (120 points), arm ST 20 
(-5 points), DX 10 (0 points), IQ 9 (-10 points), HT 12/30 (110 
points). Ground Speed 7.38, cannot float (0 points). 

Model Poillt Cost: 656 points. 
Useful Programs: Acting , Armoury , Beam Weapons , 

Brawling, Combat Reflexes , Computer Operations, Computer 
Programming, Datalink, Demolitions, Disguise, Driving, 
Electronics Operation, Encryption, First Aid, Full Coordination 
1, Gunner, Guns, Interrogation, Limited Personality Simulation, 
Motorcycle, Navigation, Tactics, Tracking . 
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Users: The Redjack is in limited production in every Zone 
save London, Luna, Mexico City and Orbital. Denver, Moscow, 
Vancouver and Zaire are believed to use most of these androids. 

Upgrade Model: The new RAU-07 is identical except that it 
has surface sensors, living flesh, a sex implant and often a Full 
Personality Simulation. Cost is $310,335. This model is sti ll 
rare ; the most common users are Moscow and Washington. 

RAY-DB ''Lilith'' 
This biomorphic infiltration android is built to look like a 

female human. It is basically a smaller and lighter version of 
the Redjack, not quite as tough, but a bit faster. It is rumored 
that "doppelganger" versions of the Lilith are sometimes con­
structed with their appearance, size and weight modified to 
closely or exactly duplicate particular humans. 

Brain: Standard with compact, neural-net and genius options 
(10 Ibs.,.2 cf, $2 10,000, Complexity 5, 65 points). 

Sensors: Basic sensors with thermograph option (1.5 Ibs., 
. 03 cr, $6,000, 20 points). 

Communicator: Basic communicator with infrared com and 
IFF (.751bs., .015 cf, $625, 20 points). 

Arm Motors: Two arm motors, cheap, ST 20 (each 6 Ibs., .12 
cf, $3,000, .1 KW). 

Propulsion: Leg drivetrain, .375 KW, with two leg motors 
(l51bs.,.3 cf [.15 cfper motor], $3,000, .375 KW). 

WeapolIIY: Cutting jaw with ST 10 (I lb., .05 cf, $3,000, .1 
KW, LR 5). Sharp vibroclaws on each hand, retractable (total 
$800, LR 3). Total weaponry cost 20 points. 

Power System: .675 KW power requirement. Nuclear power 
unit with .675 KW output (8.1 Ibs. , .081 cf, $20,000, 20 points). 
Endurance one year (10 points). 

Subassemblies: Two legs, two anTIS, head (limited rotation). 
Ann Design: Right ann houses arm motor (. 12 cf). Left arm 

houses arm motor (. 12 cf). 
Head Design: Houses brain, sensors, communicator, crush­

ing jaw and .005 cf empty space (total .3 cf). 
Body Design: Houses nuclear power unit, .04 cf for head 

rotation and .7425 cf empty space (1.25 cf). 
Leg Design: Each houses leg motor and .25 cr empty space 

(.4 cf). 
Area: Arms 1.5 each, head 3, legs 4 each, body 7, lotal sur­

face area 21. 
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Structure: Heavy, expensive (70.875., $8,400). 
Hit Points: Arms 9 each, head 9, legs 12 each, body 21. 
Armor and Threat Protection: Laminate armor, DR 20 (25.2 

Ibs., $2,520, LR 2, 80 points) with PD 4 (100 points). Sealed 
$210 (20 points). 

Biolllorphics: Realistic Flesh (10.5 Ibs., $4,200). Surface 
Sensors ($10,500). 

Statistics: Design weight 154.925 Ibs. (.077 tons). Total vol­
ume 2.59 cf. Price $272,335. Body ST 24 (145 points), arm ST 
20 (-17.5 points), OX 10 (0 points), IQ 9 (- 10 points), HT 12121 
(65 points). Ground Speed 8.82, cannot float (10 points). 

Model Point Cost: 597.5 points. 
Users: The Lilith is thought to be used by every Zone except 

Luna, London, Mexico City, Orbital and, perhaps, Washington. 
As with the Redjack, it is believed that Denver, Moscow, 
Vancouver and Zaire use most of these robots. 

Useful Programs: Same as Redjack. 
Upgrade Model: The new (and relatively rare) RAU-08 is 

identical except that it has living flesh, a pheromone emitter, a 
sex implant and often a Full Personality Simulation. Cost is 
$303, 135 (and 622.5 points). 

TECHNICRL ROBOTS 
Techbots do maintenance, laboratory work and engineering. 

TNY-01 ''Loadep'' (TLa) 
A Loader is a wheeled platform equipped with a pair of 

manipulator arms. It is a common sight at sea-, air- and space 
ports and around minifacs and robofacs. 

Statistics: Same as Marius Mk. IV on p. RO 112. 
Users: Every Zone uses the Loader. 
Useful Programs: Cargo Handling. 

TNY-02 ''Mechanic'' (TL9) 
The most common robot seen around robot installations, this 

is a three foot tall tracked robot with a cylindrical upright body, 
two large arms and one smaller one, and a one-eyed antennae­
studded head. Mechanics are used for maintenance and con­
struction under the guidance of Bossbots or Overseers . 

Brain: Standard, dumb (20 Ibs., .4 cf, $ 1,500, Complexity 3, 
-5 points). 

Sensors: Basic Sensors with one eye, microscopic vision, 
low-res hearing, no sense of taste or smell , radscanner (1.5 lbs., 
.03 cf, $3,500, -21 points). 

Communicators: Basic Communicator, mute, infrared corn, 
IFF (.35 Ibs., .007 cf, $425, 0 points). 

Ann Motors: Two ST 10 cheap ann motors (each 3 Ibs. , .06 
cf, $1 ,500, .05 KW). One ST I arm motor, cheap, micromanip­
ulator (.3 Ibs., .006 cf, $750, .005 KW). 25 points. 

Propulsion: Tracked drivetrain with .2 KW motive power (3 
Ibs., .06 cr, $60, .2 KW). 

Weaponry: Buzzsaw, vibro (41bs., .08 cf, $125, LR 3). Light 
laser torch, concealed (I lb.,. 05 cf, $50, LR 6). 16 points. 

Accessories: Integral mechanical or engineer tools (10 lbs., 
.2 cf, $200). Integral electronics and armoury tools (4 Ibs. , .08 
cf, $800). Flashlight (.5 Ibs., .01 cf, $5). 

POlVer System: Requires .305 KW. rE cell (20 Ibs., .2 cr, 
$2,000, 270,000 KWS, 20 points). Endurance 10 days, 5 hours 
(5 points). 

Subassemblies: Head. Three arms (right, left and mini arms; 
left arm is "off hand"). Tracks (two tracks). 

Arm Design: Right arm houses ST 10 arm motor, integral 
mechanical or engineering tools (.26 cO. Left arm houses ST 10 



arm motor, buzzsaw, integral electronics and armoury tools, .04 
cf empty space (.26 cf). Small arm houses ST I arm motor 
(.006 cf). 

Head Design: Houses sensors, concealed laser torch, com­
municator, nashlight, .003 cf empty space (.1 cf). 

Body Design: Houses brain, rE cell, tracked drivetrain, space 
for head rotation, .03 cf empty space (.7 cf). 

Track Desigll: .42 cf. 
Area: Right and left arm each 2.5, mini arm .5 , head 1.5, 

body 5, tracks 4, total surface area 16. 
Struc1llre: 48 Ibs. , SI ,600. 
Hit Poims: Right and left arm 8 each, mini arm 2, head 2, 

body 8, two tracks 6 each. 
Armor and Threat Protection: DR 5 metal (8 lbs., $160, LR 

5,15 points) with PD 3 (75 points). Sealed ($160, 20 points). 
Statistics: Des ign weight 128.65 Ibs. (.063 tons). Volume 

1.74 cf. Price $14.335. Body ST II (10 points), right and left 
arm ST 10 (-5 points), mini arm ST I (0 points). DX 9 (-10 
points). IQ 6 (-30 points). HT 12/8 (0 points). Ground speed 
10.69 but can no I noat (5 points). 

Model Poilll Cost: 115/5 = 23 points. 
Users: Every Zone uses the Mechanic. 
Useful Programs: Cargo Handling, Electronics Operation, 

Janitorial, Mechanic. 

rNU-03 "Duct Cl'eepel''' (U9) 
A Duct Creeper has a spherical headless body, two tool­

equipped pincer arms and a single lens in the center of its body 
housing a laser lorch. Duct Creepers perform routine mainte­
nance and repair within robot installations. As the name sug­
gests, they can be found crawling about inside maintenance 
conduits. 

Braill: Tiny (.25 Ibs. , .005 cf, $100, Complexity 2 , -5 
points). 

Sensors: Basic sensors with blind, deafness , no sense of 
smell/taste, active sonar with one level and codereader (1.2 lbs. , 
.024 cf, $1,050, -50 points). 

Communicator: Basic communicator, mute (.1 lb. , .002 cf, 
S50, -5 points). 

Ann Motors: Two arm motors each ST 1, cheap, bad grip, 
micromanipulator (each .3 Ibs. , .006 cf, S375 , .005 KW). 5 
points. 

Propulsion: Leg drivetrain with four legs, .02 KW motive 
power (.Slbs., .016 cf [.004 cfper leg motor] , $40, .02 KW). 

Weapollry: Light laser IOrch ( I lb., .02 cr, S50, LR 6). 5 
points. 

Accessories: Two integral electronic tools (each 2 Ibs. , .04 
cr, $400). 

Power: Power requirement .03 KW. rC cell (I lb. , .01 cf, 
SIOO, 20 points) stores 2,700 KW, endurance 25 hours (0 
points). 

Subassemblies: Body, four legs, two arms (right and left). 
Anus: Each ann houses arm motor and integral electronics 

tools (.046 cf). 
Body: Houses brain. sensors, communicator, laser torch, rC 

cell (.061 cf). 
Legs: House leg motors and .0044 cf empty space (.0084 cf 

each). 
Area: Arms I each, legs .5 each, body I , total 5. 
Structure: 15 Ibs. , $500. 
Hit Points: Am1S 2 each, body 2, legs 1 each. 
Armor alld Threat Protection: DR 3 metal (1.5 Ibs. , $30, LR 

6,9 points) with PD 2 (50 points). Sealed (S50, 20 points). 
Other SlIrface Fealllres: Suction pads ($200). 

Statistics: Design weight 25.2 Ibs. (.0126 tons). Volume 
.1866 cf. Price $3,720. Body and Arm ST I (-SO points), DX 9 
(-10 points), IQ 5 (-40 points), HT 1212 (-30 points), Ground 
Speed 10.12 but cannot noat (15 points). 

Model Poilll Cost: -96 points. 
Useful Programs: Electronics Operation, Mechanic. 
Users: All Zones use Duct Creepers. 

TAU-04 ''Oossbof' (u9) 
Nicknamed the "Bossbot" because it is often found in charge 

of human slave laborers and construction sites, this is a four­
tracked robot with a fat body, two large arms and a dome­
shaped head. It is slightly larger than a man and considerably 
stronger. 

Brain: Standard, genius, high-capacity, neural-net (20 lbs., 
.4 cf, $157,500, Complexity 5, 65 points). 

Sensors: Basic sensors with microscopic vision, infrared, 
chemscanner (2.3 lb. , .046 cf, $6,750, 24 points). 

Communicator: Basic communicator with long-range radio, 
lasercom, infrared com, IFF (10.25 Ibs., .205 cf, $3,425. 32 
points). 

Arm MOIors: Two ST 20 arm motors (each 3 Ibs., .06 cf. 
$6,000, .1 KW). One ST 10 arm motor. extra nexible (3 Ibs. , 
.06 cf, $6,000, .05 KW). ST 1 arm motor, cheap, micromanipu­
lator (.3 Ibs., .006 cf, $750, .005 KW). Arms are 40 points. 

Propulsion: Tracked drivetrain with .4 KW motive power (6 
Ibs., .12 cf, $120, .4 KW). 

Weaponry: One 
buzzsaw , vibro (4 
Ibs., .08 cf. $125, LR 
3). One light laser 
torch, concealed (I 
lb., .05 cf, $50, LR 6). 
16 points. 

Accessories: Two 
sets of integral me­
chanical or engineer 
tools (each 10 Ibs. , .2 
cf, $200). Integral 
electronics and ar­
moury tools (4 Ibs ., 
.08 cf. $800). Flash­
light (.5 Ibs., .01 cf, 
$5). SQUID (20 Ibs. , 
A cf, $25 ,000). 5 
points. 

Power System: 
Requires .655 KW. 
Two rE cells (40 Ibs., 
A cf, $4,000, stores 
540,000 KWS , 20 
points) . Endurance 
229 hours (5 points). 

S II ba sse III bl i e s: 
Head with full rota­
tion. Four anns (right, 
left , center and mini 
arms; left arm is "off 
hand"). Tracks (four 
tracks). 

Arm Design: Right 
and left arm each 
hou ses ST 20 arm 
motor, integral me-
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chanical or engineering tools (.26 ct). Center arm houses ST 
10 arm motor, buzzsaw , integral electronics and armoury 
tools, .02 cf empty space (.24 cf). Small arm houses ST I arm 
motor (.006 cf). 

Head Design: Houses sensors, concealed laser torch, com­
municator, SQUID, flashlight, .039 cf empty space (.75 cf). 

Body Design: Houses brain, two rE cells, tracked drivetrain, 
space for head rotation (1.07 cf). 

Track Design: .642 cf. 
Area: Right, center and left arm each 2.5, mini arm .5, head 

5, body 6, tracks 5, total surface area 24. 
Structure: 72 Ibs. , $2,400. 
Hit Points: Center, right and left arm 8 each, mini arm 2, 

head 8, body 9, four tracks 4 each. 
Armor and Threat Protection: DR 10 metal (24 Ibs., $480, 

LR 4, 30 points) with PD 3 (75 points). Sealed ($240, 20 
points). 

Statistics: Design weight 233.35 Ibs. (.116 tons). Volume 
3.228 cf. Price $220,045. Body ST 23 (140 points), right and 
left arm ST 20 (-15 points), center arm ST 10 (0 points), mini 
arm ST I (0 points). DX 10 (0 points). IQ 9 (-10 points). HT 
12/9 (5 points). Ground speed 11.14 but cannot float (7.5 
points). 

Model Poillf Cost: 459.5 1 5 = 91.9 points. 
Users: Every Zone uses the Bossbot. 
Useful Programs: Administration, Computer Operations, 

Computer Programming, Data Recovery, Datalink, Electronics, 
Electronics Operation, Encryption, Engineering, Mechanic; 
slave camp bosses may sometimes have Limited Personality 
Simulation. 

TNIl-05 ''Eater'' (fl9) 
An Eater is the size of a small tank, with seven arms and a 

large cargo storage bay for storing salvaged or mined materials. 
It moves on four tracks, and has a small sensor tower mounted 
high above its body. Eaters are used for construction, mining, 
demolition and salvage work. They are not combat robots, but 
their unstoppable bulk and six plasma-torch-equipped arms 
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make them very dangerous to anyone who gets in their way. 
They are the robots that the Als use to demolish human cities to 
make way for the construction of robot factories. 

Brain: Standard (20 Ibs ., .4 cf, $7,500, Complexity 4, -5 
points). 

Sensors: Basic sensors with night vision, deafness, no sense 
oftaste/smell (.5 lb. , .01 cf, $2,550, - IS points). 

Communicators: Basic communicator, mute, infrared com, 
IFF (.35 Ibs., .007 cf, $425, 0 points). 

Arm Motors: Six arm motors each ST 100, bad grip, cheap 
(each 30 Ibs. , .6 cf, $7,500, .5 KW). One arm motor ST 1,000, 
bad Grip, cheap (300 Ibs., 6 cf, $75,000, 5 KW) total 10 points. 

Propulsion: Tracked drivetrain with 500 KW motive power 
(1,560 Ibs., 31.2 cf, $31 ,200,500 KW). 

WeapolllY: Six heavy plasma torches (each 40 Ibs. , .8 cf, 
$3,000, LR 4), costs 30 points. 

Accessories: Spotlight (2.5 Ibs., .05 cf, $25). Inertial compass 
(.5 Ibs., .01 cf, $125). 5 points. 

Power System: Routine power requirement 508 KW. TL9 
Nuclear power unit with 508 KW output (1,066 Ibs. , 10.66 cf, 
$213,200,20 points). Six rE cell (120 Ibs. , 1.2 cf, $12,000) store 
total of 1,620,000 KWS. Endurance: one year (10 points); rE 
cells used as extra power for plasma torches after their internal 
power cells are used; each shot drains 1,080 KWS. 

Cargo: 450 cf. 
Body and Subassemblies: Head with no rotation. Tracks 

(with four tracks). Seven small arms attached three to right and 
three to left side of body and one large arm attached to front of 
body (three small arms are "off hand"). 

Arm Design: Each small arm houses a ST 100 arm motor and 
a plasma torch (1.4 cf). Large arm houses ST 1,000 arm motor 
(6 cf). 

Head Design: Head houses sensors, communicator, spotlight 
and 4.933 cf empty space (5 cf). 

Body Design: Body houses brain, tracked drivetrain, inertial 
compass, nuclear power unit, six rE cells, 450 cf cargo space 
and 6.53 cf empty space (500 cf). 

Track Design: 300 cf. 
Area: Small arms 8 each, large arm 20, head 18, body 400, 

tracks 300, total 786. 
Robot Structure: TL9 design, heavy, cheap (5,305.5 Ibs. , 

$78,600). 
Hit Points: Body 1,200, head 54, small arms 48 each, large 

arm 120, four tracks 450 each. 
Armor and Threat Protection: Metal, DR 20 (1,572 Ibs., 

$31,440, LR 3, 60 points) with PD 4 (100 points). Radiation 
shielding (393 Ibs., $3,930, 6 points). Sealed ($7 ,860 , 20 
points). 

Statistics: Design weight 10,760.35 Ibs. (5.38 tons). Loaded 
weight with 22,500 Ibs. of cargo 33,260.35 Ibs. (16.63 tons). 
Volume 819.4 cf, 40' long (-10 points). Price $526,855. Body 
ST 2,400 (1,360 points), first ann ST 1,000 (-210 points), 2nd 
arm ST 100 (-345 points), remaining arms ST lPO (0 points). 
DX 10 (0 points). IQ 7 (-20 points). HT 12/1,200 (5,960 points). 
Ground speed 32.9, can float, water speed 6 (17.5 points). 

Model Point Cost: 6,907.5 15= 1,38 1.1 points. 
Users: All Zones except Orbital use Eaters. 
Useful Programs: Encryption , Full Coordination I, 

Mechanic. 

TAil-DB ''Inquisitor'' (TL9) 
These robots resemble the top half of a metal beachball with 

three jointed arms tipped with sinister knives , scalpels and 
hypodennic needles. Inquisitors perform biological or cybernet-



ic lab research on human, animal or microorganism specimens 
under the direction of Als or Overseers. If the robots decide a 
human deserves medical treatment, Inquisitors are also capable 
of providing it. Their name alludes to another function: han­
dling the interrogation of human prisoners. 

Brain: Standard with compact, neural-net and high capacity 
(10 Ibs. , .2 cf, $45,000, Complexity 4, 65 points). 

Sensors: Basic sensors with thermograph, microscopic 
vision, discriminatory taste , three-in-one scanner (4.7 lb., .094 
cf, $11 ,500,69 points). 

Communicator: Basic communicator with infrared com and 
IFF (.75Ibs. , .015 cf, $625, 20 points). 

Arm Motors: Three ST 9 arm motors. extra-flexible, micro­
manipulator (each 2.7 Ibs., .054 cf, $27,000, .045 KW). 30 
points. 

Propulsioll: Tracked Drivetrain, .15 KW (2.25 Ibs., .045 cf, 
$45 , .15 KW). 

Weapollry: Two talons ($1 ,000, LR 4). Drug injector ($25, 
.25 Ibs. , .005 cf, LR 6). Electroshocker ($50, 1 lb. , .02 cf, LR 
5). 21 points. 

Accessories: Two sets of Medical tools (each 2 Ibs., .04 cf, 
$1,000). Medscanner (I lb. , .02 cf, $900). 

Power System: Power requirement .285 KW. Two rD cells 
(10 Ibs. , .1 cf, $1,000 , 20 points, stores 54,000 KWS) . 
Endurance 52 hours, 37 minutes (0 points). 

Subassemblies: Three arms, tracks (two). Arm #2 is "off 
hand." 

Arm Design: Arm #1 and #2 each house ann motor, medical 
tools, talons (.094 cf). Arm #3 has arm motor, drug injector, 
electroshocker (.079 cf) 

Body Design: Body houses brain, communicator, sensors, 
drivetrain , medscanner, power cells and .376 cf empty space 
(.85 cf). 

Tracks Design: .51 cf. 
Area: Arms 1.5 each, Body 6, tracks 4, total surface area 

14.5. 
Struclllre: (43.5 Ibs., $1 ,450). 
Hit Poillls: Arms 5 each, Body 9, tracks 6 each. 
Armor alld Threat Protectioll: metal, DR 6 (8.7 Ibs. , $174, 

LR 5, 18 points) with PD 3 (75 points). 
Statistics: Design weight 94.25 Ibs. (.0471 tons). Total vol­

ume 1.63 cf. Price $144,769 . Body ST 8 (-15 points), arm ST 9 
(2.5 points). OX \0 (0 points). IQ 8 (-15 points). HT 12/9 (5 
points). Ground speed 10.7 but cannot float (5 points). 

Model Poilll Cost: 300.5 /5 = 60.1 points. 
Users: Every Zone except Luna has Inquisitors. 
Useful Programs: Biochemistry, Datalink, Diagnosis, 

Electronics Operation , Encryption , First Aid , Genetics , 
Interrogation, Physician. Physiology, Surgery. 

VEHICUlnR ROBOTS 
"Vehbots" transport cargo or passengers. 

VNU-01 'Wobotpuck" (fL8) 
The robotruck is exactly what it sounds like: a big robot 

cargo truck. It looks like a big 20th-century truck with ten fat 
off-road wheels but no windscreen, windows or passenger 
doors. Its main features are a radio/radar antennae and a pair of 
big double doors in back. Inside there is no driver section, only 
a sealed brain case in front (accessible by a maintenance hatch). 

It can travel cross-country but spends most of its time on the 
road. It recharges its energy banks at the construction shacks 
found along roadsides. 

A robotruck can haul 1,000 cf of cargo, or 50 people jammed 
in tight. It normally carries a mixed load of passengers and cargo, 
shipping laborers from slave camps to work sites. Loaded weight 
is around 27 tons when fully loaded with goods or robots, about 
13.5 tons when half loaded, or about 5 tons when carrying a few 
dozen slaves, their work (Ools and a couple of robot guards. 

Braili: Standard, dumb (40 Ibs., .8 cf, $3,000, Complexity 3, 
-5 points). 

Sensors: Basic sensors with blind, deafness. no sense of 
smell or taste and imaging radar (2 Ibs., .04 cf. $2,500, -25 
points). 

COJ1ll1lllllicalOrs: Basic communicator with mute, infrared 
com, IFF (.7Ibs., .014 cf, $850, -5 points). 

Ann Motors: No arms or legs (-50 points). 
Propulsioli: Wheeled drivetrain, 400 KW motive power (630 

Ibs. , 12.6 cf, $12,600, 400 KW). 
WeapollJ y : None. Acce.'iSories: None. 
Cargo: 1,000 cf. 
POlVer System: Requires 400 KW motive power. Uses 24 rD 

cells (960 Ibs. , 9.6 cf, $96,000, 8,640,000 KWS , 20 points) 
endurance 6 hours (-10 points). 

Subassemblies: Wheels (ten). 
Body: Houses all components and 1.946 cf empty space 

(1 ,025 cf). 
Wheels: 205 cf. 
Area: Body 800, wheels 250, total surface area 1,050. 
Structure: Cheap (6,300 Ibs. , $52,500). 
Hit Poillls: Body 1,200, each wheel 75. 
Anlior: DR 5 metal (787.5 Ibs. , $15 ,750, 15 points) with PO 

3 (75 points). Waterproof ($2,100). 
Statistics: Design weight 8,720.2 Ibs. (4.36 tons) , can carry a 

maximum of 50,000 Ibs. (25 tons) cargo with a loaded weight 
of 29.36 tons. Volume 1,230 cf (-10 points). Price SI85 ,300. 
Body ST 2,400 (816 points), no Arm ST, DX 9 (-10 points), IQ 
6 (-30 points), HT 9/1,200 (5,945 points ). Ground speed 
depends on cargo: 76.62 if empty, 38.96 with 12.5 tons (half 
load) of cargo, 29.52 with full load (20 points). 

Model Poilll Cost: 6,690/5 = 1,349.2 points. 
Users: All Zones except Orbital. Lower-powered but cheap­

er versions using fuel cell or gasoline engines also exist; often 
these are conversions of human-built vehicles. 

Useful Programs: Navigation. 
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VNU-02 "Wl'aith" 
(TL9) 

The Wraith is a tacti­
cal transport aircraft. 
Shaped somewhat like a 
manta ray, it is a 
stealthy if unstream­
lined craft with rounded 
contours, a huge blend­
ed wing-body. It has 
neither cockpit or win­
dows, but access is pro­
vided via a large rear 
cargo ramp. 

The Wraith is capa­
ble of transporting 
some five tons of cargo 
without needing a land­
ing strip, achieving ver­
tical takeoffs and land­
ings using downward­
vectored thrust from 
turbofans in its body. 

It has no internal 
sensors. As a result , 
humans have occasion­
ally been able to stow 
aboard one while the 
aircraft was be ing 
loaded or unloaded. 
Since there are no sealS 

or other provisions for human passengers, flights are uncomfort­
able. If the craft makes violent maneuvers (to avoid attack, for 
instance) the GM should inflict I d-I cr. damage to all passen­
gers or stowaways who haven't managed to secure themselves 
in place. 

Besides the Wraith. the AIs also build space planes (a few of 
which are also fighters), helicopters and larger transports. 

Brain: Standard (20 Ibs. , .4 cf, $7 ,500, Complexity 4, -5 
points). 

Sensors: Basic sensors with blind, deafness, no sense of 
smell/taste, smoke detector, imaging radar (9 levels), radar/laser 
locator (10.1 lb., .202 cf, $1 1,500,2.25 kW, 16 points). 

Communicator: Basic communicator with mute, long-range 
radio, infrared com and IFF (4.85 Ibs. , .097 cf, $725, 2 points). 

Arm Motors: No arms or legs (-50 points). 
Propulsion: Turbofan with 50,000 Ibs. thrust with vectored 

thrust option (7,650 Ibs., 153 cf, $382,500, 750 gph). 
WeapolIIY: None. Accessories: Inertial navigation system (10 

Ibs. , .2 cf, $12,500). 5 points. 
Power System: 2.25 KW required. Two standard tanks each 

with 1,200 gallons jet fuel (each 8,400 Ibs., 180 cf, $12,000, fire 
II). 3.2 hours endurance (0 points). rE cell (20 lbs., 0.2 cf, 
$2,000, 270,000 KWS) powers imaging radar for 33 hours, 20 
minutes. 

Cargo: 540 cf cargo space, usually lightly loaded with about 
10,800 Ibs. of cargo. 

Subassemblies: Wings. 
Body Design: Houses all components except fuel tanks 

(154.099 cf) and 5.901 cf empty space (700 cf). 
Wing Design: Each houses fuel tank and 7 cf empty space 

(187cf). 
Area: Body 600, Wings 400 each, total 1,400. 
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Struclllre: Light, expensive (1,575 Ibs., $1,400,000). 
Hit Points: Body 450, Wings 300 each. 
Armor and Threat Protection: Laminate DR 15 (1,260 Ibs., 

$126,000, 60 points) with PD 3 (75 points). Stealth and lR 
Cloaking (1,400 Ibs., $2\0,000). 

Statistics: Design weight 28,729.95 Ibs. Loaded weight with 
10,800 Ibs. of cargo is 39,529.95 (14.76 tons). Total volume 
1,074 cf. Price $2,176,725. Body ST nla, Arm ST nla (-100 
points). DX 10 (0 points). IQ 7 (-20 points). HT 8/600 (2,945 
points). Ground move 0, cannot float, air move 259 (90 points). 

Model Poilll Cost: 3,018/5 = 603.6 points. 
Users: Every Zone except Luna and Orbital makes use of the 

Wraith. Luna uses a similar design as a moon bus, replacing the 
ducted fans with rocket thrusters and fuel. 

Useful Programs: Electronics Operation , Encryption , 
Navigation. 

VAU-OS "Mol'ag" (TL9) 
The Morag is used as a deep-sea underwater work robot and 

also as a covert-operations submarine to land robots or cyborgs 
in foreign Zones. It is an amphibian that can swim sinuously 
through water or slither out onto land. 

Morag resembles a fat mechanical snake the size of a truck 
with two long pincer-equipped arms that trail behind it when 
swimming. It has no distinct head, but its front body bulges out 
with sensor blisters and antennae. Its "mouth" is a hinged ramp 
opening into an internal cargo bay. 

All Zones have a wide variety of robot shipping besides the 
Morag, from submarines to supertankers. 

Brain: Standard with neural-net (20 Ibs. , .4 cf, $ 15,000, 
Complexity 4, 65 points). 

Sensors: Basic sensors with blind, infrasonic hearing, no 
sense of smell/taste, smoke detector, active sonar (9 levels), 
radarllaser locator (10.5 lb., .21 cf, $11 ,250, 16 points) 

Communicator: Basic communicator with long-range radio, 
lasercom, infrared com, IFF (10.25 Ibs. , .205 cf, $3,425 , 32 
points). 

Arm Motors: Two ST 20 arm motors , cheap, bad grip, 
extendible (each 12Ibs., .24 cf, $3,000, .1 KW). 5 points. 

Propulsion: Flexibody drivetrain with 200 KW motive 
power (1,470 Ibs. , 29.4 cf, $294,000, 200 KW). 

Weaponry: Gatling laser, concealed (75 Ibs. , 3.75 cf, 
$20,000, LR 0) with laser sight modification ($25). 100 points. 

Accessories: Inertial navigation system (10 lbs. , .2 cf, 
$12,500). 5 points. 

Power Plant: 200.2 KW power requirement. Cheap nuclear 
power unit with 201 KW output (678 Ibs. , 6.81 cf, $6,780, 20 
points). Endurance one year ( 10 points). rE cell for extra Gatling 
laser power (20 Ibs. , .2 cf, $2,000) good for 75 extra shots). 

Cargo: 270 cf cargo space. 
Subassemblies: Two arms. 
Arm Design: Each arm houses arm motor and 1.76 cf of 

empty space (2 cf). 
Body Design: Houses brain, sensors, communicator, drive­

train, Gatling laser, inertial navigation system, power plant, 
cargo hold, 0.825 cf empty space (312 cf). 

Area: Each arm 10, body 300, total area 320. 
Structure: Flexible ( 1,440 Ibs. , $160,000, 15 points). 
Hit Points: Each arm 30, body 450. 
Armor and Threat Protection: DR 50 metal armor (1 ,600 

Ibs., $32,000, LR 2, 150 points) with PD 4 (100 points). Sealed 
($3,200,20 points). 

Statistics: Design weight 5,357.75 Ibs. (2.68 tons); with 
13,500 Ibs. cargo 18,857 .75 Ibs. (9.43 tons). Total volume 316 



cf. Price $563,180. Body ST 900 (610 points), arm ST 20 (-(-(-
250 points). DX 10 (0 points). IQ 8 (-15 points). HT 12/450 
(2,210 points). Ground speed 17.27 empty, 9.21 loaded. Can 
float. Water speed 15 empty, 9 loaded (30 points). 

Model Poilll Cost: 3,223 15 = 644.6 points. 
Users: Every Zone except Orbital and Luna has a seacoast 

and makes some use of the Morag. 
Useful Programs: Datalink, Electronics Operation, 

Encryption. Mechanic, Navigation. 

~YBUR6~ ("~Uf') 
These machines are controlled by human or animal brains 

within robot bodies. They are used in Denver and Washington. 

XCIl·Ol Cybepbeast (9) 
Created in Zone Denver, the Cyberbeast is a monstrous 

hybrid of machine and beast that somewhat resembles a bio­
mechanical tiger. Its part-robot, part-organic body is controned 
by a cyborged wolverine's brain. Its sole motivation is to stalk 
and kill humans - a simple pleasure/pain training system 
rewards it when it does so, and causes it pain when it attacks 
robots. It is annually "stimulated" to return to a construction 
shack to have its nuclear baueries replaced. 

Brain: Small, with +3 DX reflex booster (I lb., .02 cf, 
$ I ,500, Complexity 3, 0 points) plus wolverine cyborg brain (20 
Ibs., .4 cf, 525,000) total 80 points. 

Sensors: Basic sensors with color blindness, night vision, 
acute hearing +2, discriminatory smell (1.2 lb., .024 cf, $7,050, 
19 points). 

Communicator: Basic communicator, disturbing voice, no 
radio, bullhorn (.5 Ibs. , .01 cf, $125 , -5 points). 

Arm Motors: One arm motor ST 15 , striker, cheap. extra­
flexible (4.5 Ibs. , .09 cf, 5900, .075 KW). -25 points. 

Propulsion: Leg drivetrain with .5 kW motive power and 
four motors (20 Ibs., 0.4 cf [.1 cf per motor], $1 ,000, .5 KW). 

Weaponry: Talons on four legs with monowire blades 
($4,000, LR 3). Cutting jaw with monowire blade ST 20 
($6,500, 2Ibs.,.1 cf, .2 KW, LR 3). Morning star (6Ibs. , .12 cf, 
$80, LR 5). 29 points. 

Power: Cheap nuclear power unit, .775 KW (47.75 Ibs., 
.4775 cf, $2,000, 20 points). Endurance one year (10 points). 

Subassemblies: Head, four legs , one ann Ctail"). 
Arm Design: Tail houses arm mOlOr and morning star (.21 

cf). 
Head Design: Houses sensors, communicator, jaw, .016 cf 

empty space (.15 cf). 
Body Design: Houses brains, power unit, space for head rota­

tion and .00109 cf empty space (.9 cf). 
Leg Design: Each leg houses leg motor and .035 cf empty 

space (.135 cf). 
Swface Area: Tail 2.5 , head 2, body 6. legs 2 each, total sur­

face area 18.5. 
Structure: Biomechanical, heavy, expensive (62.4375 Ibs. , 

$7,400). 
Hit Points: Tail 15, head 6, body 18, legs 6 each. 
Arll/or and Threat Protection: DR 20 metal armor (37 Ibs., 

$740, LR 3, 60 points) with PD 4 ( 100 points). Waterproof 
($37). 

Bioll/orphics: Hideous body ($740, -20 points). 
Other: Suction pads ($800). 
Statistics: Design weight 202.3875 Ibs. (.101 tons). Total 

volume 1.8 cf. Price $57,872. Body ST 32 (106 points), arm ST 

15 (-21 points), DX 12* (20 points), IQ 6 (-30 points), HT 12115 
(55 points). Ground speed 13.34, cannot float (20 points). * 
Averaged with wolverine DX, but a typical wolverine also has 
DX 12. 

Model Point Cost: 393 points 1 5 = 78.6 points. 
User: Denver. 

XCIl·02 ''Patpior' (9) 
The XCU-02 Patriot is the standard combat cyborg used by 

the Washington Chromes. It externally resembles an XNU-05 
Mynnidon. It is internally identical to a Myrmidon except that 
the standard brain is replaced with a combination of a small 
genius brain (I lb., .02 cf, $10,000) and a TL9 cyborg brain (20 
Ibs., .4 cf, $25,000, together costing 80 points); its empty space 
in the body drops to .5325 cf. The revised statistics are: 

Statistics: Design weight 245.125 Ibs. (.122 tons). Total vol­
ume 3.02 cf. Price $72 ,535. Body ST 20 , arm ST 20 (110 
points), DX 10 (0 points)* , IQ based on human brain donor, HT 
12/24 (80 points). Ground Speed 7.01 , cannot float (0 points). 

* DX is averaged with the human brain donor's OX. 
Model Poillt Cost: 561/5 = 112.2 points. 
User: Zone Washington. 

XCIl·03 ''Eagle'' (Tl9) 
The XCU-03 Eagle is a cyborg model used by the 

Washington Chromes as an armored reconnaissance and com­
mand unit. It closely resembles a Tarantula, enabling Chrome 
soldiers to infiltrate hostile Zones without attracting undue 
suspicion. 

The Eagle is identical to a Tarantula except that the neural­
net brain is replaced with a combination of tiny genius brain 
with +2 DX reflex booster (0.25 Ibs. , .005 cf, $4 ,000 , 
Complexity 3) and a TL9 cyborg brain (20 Ibs., .4 cf, $25,000), 
together costing 80 points. Space for the brain uses up all the 
empty space in the body. The Eagle's statistics are somewhat 
different from the Tarantula' s: 

Statistics: Design weight 230 Ibs. (.115 tons). Price $71,600. 
Total volume 1.6 cf. Body and arm ST 15 (60 points). DX II * 
(10 points). IQ based on human brain donor, HT 12/8 (0 points). 
Ground Speed 9.69, cannot float (10 points). 

* DX is averaged with the human brain donor's OX. 
Model Poillt Cost: 9231 5 = 184.6 points. 
User: Zone Washington. 

Room ANO [Y80R6~ 
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!.t~n 
"You 'll help us take out the robofac?" Santiago cra­

dled his AK-74, staring up at the jaguar-woman perched 
on the branch of the dead tree. Like his men, she also 
wore a respirator and carried a rifle. "This I do not 
believe. Why?" 

The rest of the guerrillas nodded, trading skeptical 
glances. They'd rim ill/o Al traps before. 

"Bad smells cross bonlel;" hissed the Pall/era. "Pipes 
leak toxic sludge, kill fishies. Can't eat them any 1Il0re." 

She spat, then swung down from the branch, landing 
lithely beside him. "Caracas say lVe Pall/eras help you 
humans, go hunt in Zone Mexico City. " The aniroid 
pointed at the hulking cubist monstrosity on the horizon. 
"You trust? " 

Santiago considered. Trust a talking cat? Madness -
blll was it not a mad world? And they needed all the help 
they could get. 

" Very well. Muchas gracias, Pantera. We hit them 
togethe!: " 

ROBOfAC~ 
A robofac, or robot factory, is the characteristic large 

robot installation, and the one that pes are most likely to 

encounter. Robofacs act as centers for robot civilization -
the equivalent of towns or cities. Each robofac, under its 
Overseer brain, holds sway over an area that can vary 
between 100 and 1,000 square miles (depending on the 
proximity of other robofacs) ; in a few unproductive 
wilderness regions, a robofac may be responsible for a 
region up to 10,000 square miles. Within that area, the 
robofac coordinates manufacturing , salvage, resource 
extraction and construction operations. 

A robofac takes months or years to construct, and costs 
billions of credits - but once set up, it can build almost 
anything. It can make, repair, or modify most manufac­
tured goods if parts (sheet metal, circuit boards, optical 
cable, chemicals) are available; gi ven more time, it can 
manufacture these parts from raw resources. In a particu­
lar Zone, some robofacs will specialize in certain prod­
ucts. For instance, one may turn bauxite into aluminum, 
another may build superconductors , and a third may 
assemble a variety of components to make robots. 



All robofacs are capable of retooling and reprogramming themselves to 
mass-produce almost anything within a matter of weeks. This means that (for 
instance) blowing up "the robot brain factory" will not permanently cripple a 
Zone, because any robofac can retool itself to make robot brains. 

Location 
Robofacs have devoured large cItIes in every Zone on Earth except 

Washington. For simplicity, GMs may assume that any city with a 1990s popula­
tion of over 50,000 contains one robofac per hundred thousand population it 
once had. Robofacs may also be built in some areas with smaller populations, 
such as mine sites. 

Appeapance 
A city which houses a robofac is a ghost town, with its houses, shops and fac­

tories gutted of anything the robots consider usable. Some AIs leave human 
buildings standing or convert them for their own use; others level the city into 
rubble (and in Caracas and Berlin's case, plant grass and trees on it). With the 
exception of these two environmentally-friendly Zones, the robofac is surrounded 
by miles of waste dumps and scrapyards and shrouded in a toxic fog of pollution. 

The outer periphery of the city or town containing the robofac is relatively 
quiet - there are fewer buildings, and unlike a human factory town, no throngs 
of private commuter vehicles or pedestrians bustling through the streets. There 
is still a hum of activity, as a steady stream of robot trucks, trains and aircraft 
flow in and out of the robofac complex at the hub, feeding it raw materials and 
parts and removing its manufactured goods and waste products. 

At the center of a web of warehouses, pipelines and rail lines squats the 
robofac complex itself. It covers an area the size of several city blocks. Around 

Apchitectupe 
Each Zone on Earlh has its own archi­

tectural sty le. 
Berlin installations are carefully cam­

ouflaged to blend in with the environment. 
Most factories are underground. connect­
ed by tunnels. 

Beijing arch itec ture is solid, low and 
blocky. Beijing carefu ll y levels human 
buildings: its larger installations are com­
posed of thousands of small , closc\y­
spaced buildings separated by a maze of 
very narrow alleyways. Buildings all have 
flat tops with landing pads for Wraith air­
craft atop them. 

Brisballe le vels human cities and 
replaces the buildings with its own, most 
of which are ultra-modern "artsy" steel­
and-concrete constructi ons that look like 
something which a prize-winning architect 
might design as an opera house or art 
gallery. 

Caracas buildings are large monolithic 
structures made of stone blocks and cov· 
ered with creeping vines. 

Deliver installations have a techno· 
organic look. as if they were grown rather 
than buill. The buildings often have ribbed 
structures and are slime·covered or pulsa[· 
ing. Denver's AI citadel is more impres· 
sive than most, as it is the former NORAD 
defense comp lex beneath Cheyenne 
Mountain. 

Comilllled all next page . .. 
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Al'chitectul'e (Continued) 
London melded its robofacs and 

citadels with human architecture. Most of 
Great Britain's cities remain intact, but the 
buildings arc abandoned - the robots built 
over and around them, rather than destroy­
ing them. 

Mexico Ciry installations are hard­
edged geometric shapes - giant alien 
cubes, pyramids and monoliths seemingly 
constructed from a featureless glass-like 
material. 

Moscow simply takes over human 
cities and converts them to its own usc. 
Buildings are generally left standing but 
their insides arc renovated. Factories have 
a fetro "Metropo li s" look and feel, all 
clunky pipes, grinding wheels and puffing 
chimneys. Its citadels arc incorporated 
into human cities - c.g., the Kremlin is 
still intact; it just has better armor and 
defenses. 

New Delhi and Tokyo use similar 
styles. Their hyperfacs are mile-high hive­
cities rather than collections of lesser 
structures. Ordinary robofacs are usually 
converted human robofacs and office 
buildings. For better climate control, 
Tokyo has covered some of its robofac or 
hyperfac complexes with kilometer-wide 
transparent domes (wim doors for aircraft). 

Overmilld installations are various 
sizes of cyclopean black metal cubes cov­
ered with hatches and access panels and 
connected by pipes and tunnels. 

Paris installations are standard con­
crete-and-steel designs. It favors vertical 
skyscraper-like factory buildings and 
builds high towers and spires. lLs citadels 
are built up instead of burrowing into the 
ground. 

Tel Aviv. like London, builds around 
human c iti es, leaving buildings intact. 
Many of its own robofac buildings now 
have a somewhat mosque-like look to 
mem, but these are mixed with more prac­
tical and ordinary domes much like those 
in Vancouver. 

Vancouver levels human cities. Its 
buildings are standard design installations, 
favoring geodesic domes with a sterile, 
modern "nuclear power plant" look to 
them. 

Washington has few purely robot 
installations. Instead of using the special­
ized types described in this chapter, it 
employs the existing human infrastructure 
of Zone Washington. Its own main and 
backup AI citadels, however, confonn to 
the standard type, but are hidden under 
human installations. 

Zaire installations are skeletal metal 
structures, many seemingly half-finished, 
often patched, rusted and twisted. all con­
nected by clanking conveyer belts and 
open walkways. Human buildings are 
knocked down but the rubble is often left 
standing. Its citadels are always buried 
and carefull y camouflaged. 

ROBOT IN~TAllATlON~ 

it is a cleared security perimeter, usually a 200-yard wide strip of concrete, 
grave] or grass. 

Large cities housing more than one robofac often have many separate com­
plexes rather than one enonnous super-factory. 

Population 
A robofac complex is a bustling hive of activity with a popUlation of several 

thousand robots, although fewer than a hundred will be sophisticated smartbots or 
extenninators. As many as a third of the robots within the complex will be inac­
tive, undergoing recharging, reprogramming or repairs. 

RDODFnc UUILDlN6S 
Individual buildings are connected by narrow streets and passages and a 

three-dimensional maze of walkways, tunnels and conveyer belts. All the build­
ings are normally joined together, fonning a single huge structure. Many robo­
facs are unfinished or are expanding, so there will be lots of buildings that are 
under construction, with a swarm of techbots busily assembling them. 

Unless noted, buildings do not have permanent robot occupants, but humans 
venturing into a robofac complex may encounter various machines - see 
Encounters in a Robofac, on p. 91. 

Since most buildings are factories, their interiors are quite large with big 
rooms and high (IS-foot or more) ceilings. This means that all but the largest 
robots are able to operate freely both indoors and out. Throughout the complex, 
windows are nonexistent and doors are rare as robots need neither light nor pri­
vacy - but there will be some annored security doors (DR 50, 100 hit points) at 
entrances of buildings, in detention areas and scattered through the central fac­
tory complex. Stairs are not used - ramps, conveyer bells and elevators connect 
levels. Elevators and doors are normally automatic, but in some secure areas 
may require sending a coded infrared signal pulse. Intruders can get around this 
by cutting into the lock unit with tools and making a successful Electronics 
(Security) roll, but this will usually take at least five minutes per attempt. 

The three most common buildings (or floors in large buildings) in a robofac 
complex are warehouses, factories, and robot hotels. There is an even chance 
that any small or medium-sized building will fulfill one of these functions. 

Wal'ehouses 
These hold finished goods ready for shipping, raw resources intended for 

processing, or parts and spares. To determine the contents of a given ware­
house, the GM can roll on the Mag-Lev Cargos table on p. 106, ignoring any 
inappropriate results. A warehouse will generally be unguarded and have no 
alarms, but those housing weapons might have a small guard force. 



Automated Faeto,.y 
These buildings are normally attached to other factory or warehouse build­

ings by conveyer belts, with a steady stream of partly-completed or finished 
products flowing into or out of them. They are often multi-level structures with 
several floors connected by ramps and open elevators. 

Inside will be automated machines - cyberteks - hard at work assembling 
things. There will be one or more cyberteks in a building, depending on its size. 
Each looks something like a giant metal spider attached to a workbench sur­
rounded by bins of parts. The cybertek has a dozen ST 10-20 arms ending in 
integral mechanical tools, laser torch welders, paint sprayers and robot hands. 
A static nonvolitional unit with a brain of Complexity 2-4, it has no sense of 
hearing or smell and its attention is strictly limited to building things. If dam­
aged it will simply summon a Mechanic to fix it. 

The cybertek is given orders by the Overseer, but any smart bot can jack into 
it and control it using its own Engineering, Annoury, Mechanic or Electronics 
skill. A cybertek can build things, or fix any piece of damaged equipment. It 
uses its sensors to diagnose the problem, then repairs it with its tool-equipped 
arms; when making repairs, it gives a +4 bonus to its controller's skill. If pre­
fab parts and a design program are available, it takes about one hour per $500 
of value to build something with a cybertek. 

A cybertek can be disassembled and removed from a robofac building - it 
would be quite useful to a resistance group, acting as an automated repair shop. 
However, it must be hooked up to a stolen robot brain or a computer to have the 
necessary skill programming. It weighs 800 Ibs. and takes up 135 cf. It can run 
on a TL9 E cell for six months of steady use. 

Hobot Hotels 
Inactive robots occupy these. Robots do not need to eat or sleep, but depend­

ing on their design they may require recharging, refuelling, maintenance and 
occasional reprogramming. When they do, they come to a "robot hotel," or, in 
robot-speak, a routille diagllosis alld service facility. These buildings each con­
tain eight " robot beds" - mechanical cradles in which inactive robots can 
recharge their energy banks or refuel their fuel cells. Recharging and refuelling 
take place at a steady rate of 10 KWH per hour, or .1 gallon per second. 
Replacing worn-out nuclear power cells takes longer, requiring the assistance 
of other robots and at least six hours of work per nuclear cell. 

A robot nestled in a robot bed is unconscious, its computer brain connected 
to the complex's Overseer or one of its subordinate Bossbot technical AUs. 
Even for robots that have nuclear power units and do not need regular recharg­
ing, the Overseer often uses the robot hotels to update the robot's programming, 
and to run utility programs to see whether the robot is functioning properly. 

Robot hotels are specific to a single model of robot. As robots can range from 
mouse to truck size, the size of eight cradles will vary a lot. If PCs visit a robot 
hotel, the OM should determine the model of robot it is built for by the size of 
the building, and may wish to roll 2d-4 to determine how many robots are using 
it at a given time. Assume there is a l-in-6 chance every ten minutes that a new 
robot of that sort will enter the facility or that an inactive robot will wake up. 

The robot hotels for exterminators are in the central factory building. They 
are protected by armored security doors with the codes known only to the 
Overseer and the exterminators themselves. 

Hefine,.ies and Smelte,.s 
These looming complexes are recogni zable by their size and by the huge 

smokestacks that belch clouds of steam or toxic waste. A typical robofac has a 
half-dozen such buildings. 

Eneounte,.s in a Hobofae 
The sample random encounter table 

below provides some idea of what people 
sneaking about a robofac might meet. 
GMs should always feel free to ignore 
random results and simply choose what, if 
anything, intruders encounter. 

An encounter occurs 011 a 9+ on 2 dice; 
check every ten minutcs or so if the intrud­
ers are moving about or arc in the open; if 
they aren't moving. check o nly every hour 
or so. RolJ at +2 if the intruder are in the 
central robofac complex rather than the 
outskiI1S. If an encounter occurs, roll I don 
the table below, with a - I modifier if it is 
on the street rather than in a building. 

Robofac Encounters 
Roll Robor Type 
o Vehicle-sized robot 
I Other 
2 Bossbot 
3 Loader 
4 Security patrol 
5-6 Mechanic or Duct Creeper 
Vehicle-sized robots are normally 

robotrucks pass ing down the road or stop­
ping nearby to unload. They may also be 
Wraith air transports landing or taking off 
nearby or tlying overhead, or Eaters mak­
ing their way to or from a service area. 
They will ignore humans even to the point 
of accidentally running over them. A DX 
or jumping roll might allow a human to 
leap on board and hitch a ride. But on a 9+ 
on 2 dice, a vehicle-s ized robot will have 
other robots aboard - roll 1 die on th e 
table above. 

Bossbol is a singte TAU-04 (p. 83). It 
will usually be on the way to or from deal­
ing with some problem or malfunction , or 
heading o ut toward a construction s ite. 
Bossbots have a 50% chance of being 
accompanied by 2d-J Mechanics. They 
will attempt to detain and question any 
humans they find. and will summon secu­
rity to assist them. 

COl/til/ued on I/ext page . . . 
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Encountel's in a Robofac 
(Continued) 

Mechallic or DUCT Creeper encounters 
represent a single TNU-02 (p. 82) or 
TNU-03 (p. 83) on its way to perfoml rou­
tine maintenance. They may ignore 
humans , since they lack initiative. If not 
interfered with, they should get IQ foIls to 
perceive humans as a threat and call secu­
rity. If they are attacked, they will radio 
either a BossbOl or security patrol. But roll 
1 die - on a roll of 6, they are currently 
being used by a Bossbot or the factory 
Overseer as a drone extension. and are 
under that smartbot's direct control. If so 
they will alert security robots , and may 
attack on their own. 

Loaders are more-or- Iess mindless 
TNU-Ol Loaders (p. 82). There's a 50-50 
chance they will be empty; otherwise they 
will be carrying something. Most of the 
time this will have to do with the main 
business of the installation, e.g., parts or 
finished goods in a robofac. They will 
react to intruders as do Mechanics, above, 
i.e. , only reporting a threat if interfered 
with or if they make an IQ roll. 

Security patrols are typically I d 
Rovers (p. 75) inside a building or Id 
Stalkers (p. 78) outside one. They will 
stop humans and check ID codes of 
robots. Intruders will be ordered to halt 
and will be taken to a detention area for 
questioning. If they resist , they will be 
attacked. Whether the robots try to kill or 
capture depends on their AI 's attitude to 
humans. If a security patrol is eliminated 
or eluded. one of the robofac's extennina­
lor squads (p. 97) will be assigned to hunt 
down the intruders. 

Other can be anything the GM wants -
an exterminator smart bot or recon robot 
returning or heading out on a mission, or 
even a band of junkrats or guerrillas 
sneaking about the complex. 

ROBOIIN~lAllAlION~ 

Chemical Tanks 
Typically located right next to refineries, these resemble 

giant cylinders or spheres surrounded by scaffolding and 
connected to pipelines. They may hold anything from petro­
leum to liquid helium to nerve gas. Since they often contain 
volatile chemicals, they make good targets for sabotage, as 
the explosions will usually damage nearby buildings. 

Vehicle Assembly Buildings 
These are used to construct or repair large craft such as 

Wraiths, robotrucks, train cars, ships or space shuttles. Not 
all robofacs have them. Each building is the size of a city 
block. There are almost always a few large cyberteks and 
two or three dozen Mechanics working inside. 

Tl'ain Station 
A two- or four-track mag-lev railway line (see p. 105) 

always runs through the center of the robofac complex. The 
train station is a huge building, with cargo conveyer belts leading off from it to 
warehouses. A mag-lev train pulls in or out of the station every hour or so, initi­
ating a frenzy of activity by Loader robots to empty or fill the cars. 

POl't Facilities 
If the robofac is located on a body of water, there will be docks, several 

robotic cargo ships and Id-2 Morag submarines. Port facilities are nonnally 
filled with Loaders doing their jobs and Mechanics crawling over the vessels to 
maintain them. If the Zone employs slave labor, a gang of exoskeleton-clad 
slave laborers may be assigned to work at a port, but will be taken back to a 
slave camp after its shift. 

Landing Pads 
The largest buildings in a robofac are built with reinforced ceilings to serve 

as landing pads for the flying Wraiths, Spybots and Vultures. 

Centl'al Factol'Y Building 
This is a large installation in the center of the robofac facility. It can range in 

size from a skyscraper to a shopping mall, and has several floors of automated 
factories with cyberteks arranged assembly-line fashion , as well as robot hotels 
and a large garage for robotrucks. The top of the factory building is nonnally a 
landing pad for Wraith aircraft. 

Somewhere in the building, behind armored security doors, is the Overseer 
floor. It houses research laboratories, banks of non volitional mainframes (ordi­
nary computers lacking neural-net brains, used for general data processing and 
storage) and the Overseer unit itself. The Overseer floor always has a perma­
nent staff of Id+4 Rovers, 2d+8 Mechanics and Id+ I Inquisitors on duty. 

The Overseer handles day-to-day production, making sure that resources are 
sent to the robofac and that goods produced by its automated factories are 
shipped where they are needed. An Overseer is also in charge of coordinating 
the operations and maintenance of all T, Land C series robots based in its area, 
and has the authority to build new robots to repair lost or damaged ones. It also 
supervises construction and development projects, such as the building of new 
mag-lev railway lines. 

Power Plant: In the basement of the central factory building, protected by 
armored security doors, is the robofac's main power plant, a ten- to 60-



megawatt nu c lea r reac tor. Fi ss ion reactors are most common, but Berlin , 
Caracas and Tokyo prefer the more expensive (but cleaner) fusion reactors. 
Shutting down the reactor will shut down the complex until the reaclOr can be 
repaired or replaced. Careful sabotage of a fission reaClOr can cause an ex plo­
sion and meltdown, wrecking most of the robofac complex and leaving an area 
of several miles in radius even more contaminated than it was before. A fusion 
reactor explosion will destroy the central factory building, but the rest of the 
complex will only be damaged and without power. 

Security and Detention Area: This may be part of the central factory building 
or a separate adjoining building. It will house 2d x 10 prison cells for detaining 
and questioning any humans captured in the vicinity prior to shipment to slave 
camps or other processing centers. The area will be run by 1-2 Inqui sitors 
assisted by 2d+2 Rovers or Myrmidon s. There is also an infirmary containing a 
few Emergency Support Units (p. R032) for treating humans. Of course, the 
purpose is to ensure injured humans can be healed enough for interrogation to 
take place' 

[n Zones where the robots regularly deal with human collaborators, there 
may be adjacent quarters for debriefing, housing and feeding human servants in 
somewhat more comfort. 

Exterminator Barracks: Robot hotels for exterminators are included in the 
central faclOry building. Most of the robots will be on patrol in side the building 
itself, but a dozen or so Stalkers and Rovers will be in robot beds awaiting acti­
vation, and a dozen more will be recharging. In addition, a "maximum security 
force" will be ready for deployment in an emergency - see the Security at the 
Robofac sidebar on p. 95. 

Communications and Sensor Tower 
A slim tower up to 20 stories high, this is the tallest building in the complex. 

The sensor dome on the top houses radar (50-100 mile range), imaging ladar 
(20-70 mile range) and numerous radio and laser communicators, including 
satellite links. Underground cables connect the tower directly to the Overseer. 
(For senso r or communication skill rolls , use the Ove rseer's Electronics 
Operation skill. ) 

HVPERFRC COMPLEXES 
A "hyperfac complex" isn' t a separate entity - it is essentially a robot city, a 

collection of five or more robofacs located in such close proximity that they 
cover an entire metropolitan area. As a general rule, the GM can assume that 
hyperfacs can be found sprawling over those human cities that had pre-war popu­
lations of 500,000 or more - and which were not destroyed during the spasm. The 
hyperfac complexes are the hubs of robot civilization. For additional protection, 
each hyperfac complex has a citadel (see p. 94) squatting in its center. 

DUMPS 
These are the waste dumps that surround the robofac complex , sprawling 

over dozens of sq uare miles - in the case of a hyperfac complex, maybe even a 
hundred square miles' They are areas of scraggly brush, heaped landfill and 
pools of raw sewage. Often pipelines from the robofacs feed directly into them. 
Much of their landfill consists of canisters and drums of industrial waste prod­
ucts, but they also contain junk the robots have not bothered to recycle, and 
sometimes, bodies or charred bones left over from the Final War or carted out 
from th e slave camps. Dumps are very likely to be contaminated - see 
Radiation (p. 11 2) and Industrial Pol/lIIion (p. 114). 

Ducts and Tunnels 
Robofacs and c itade ls are riddled with 

mile upon mile of service ducts and pas­
sages. Some are large enough for humans 
or human-s ized robots 10 crawl through: 
many arc on ly big enough for children. 
skinny adu lts or small robots (such as the 
Duct Creeper or Scorpion models). The 
passages usually have a duci opening onto 
a building"s fl oor, wall or cei ling every 
dozen or so yards. 

The service passages offer access to 
cables and plumbing . Pipes may comain 
industrial chemicals. coolum fluid , wuter 
or even superheated s team, whilc cab les 
may carry fiber-optic sig nals between dif­
ferent factory buildings. o r low- or high­
voltage electrical or o pti c;11 (laser) power 
transmission. CUlling into a cable or pipe 
can be dangerous! It w ill al so usually 
interrupt a s ig naL fluid or power fl ow 
whic h wi ll be noticed somewhere down 
the line. resulting in a Duct Creeper be ing 
sent to make repairs. 

The duc t sys tem does lead to most 
buildings. Even a cursory exploration w ill 
take severa l days . Alt erna ti ve ly. a Duct 
Creeper or Scorpion can be captured and 
data recovery techniques used to down­
load its electronic map o f the duct system. 
Even if a character has an ide a how to 
navigate it. it is stjll easy to get lost with­
out A bso lute Direction or some kind o f 
inertial compass . 

Ellcollllfas; Ro ll 2d cvery half-hollr 
(modifiers: -I if the intruder isn't movin g. 
+ I if he interfered with pipes or cables in 
the area). If th e result is 10+. an encounter 
takes place. A sample encounter table is 
given below. 

Roll I die. w ith a -I modifier if the 
c harac te r is s impl y hiding in the ducts 
rather than mov ing. 

C01l1illlled 011 next page . .. 



Ducts and Tunnels (Continued) 
0-1 Scorpion: A Scorpion robot (p. 79). 

Designed to kill pests, from humans to vcr­
min , they will try to do so, following 
intruders out of the ducts if necessary. 

2-3 Duct Creeper: Usually en route to 
rcpair something. They ignore humans 
unless they make a successful IQ roll or 
are attacked; then they will summon a 
Scorpion. If their path is blocked they may 
try to "remove the debris" with their cut­
ting lorch. however. 

4 IlIlntder: Something else is crawling 
through the duc ts . Most likel y it 's a 
swarm of rats, but it could be a daring 
junkrat or guerrilla saboteur. 

S SomeThing Dead: The explorer dis ­
covers something jamming the duct. A 
dead rat (or person), a broken machine, or 
whatever. 

6 Danger: The character encounters 
something dangerous ~ a steam leak. cryo­
genic pipe. bundle of live wires, radiation 
or toxic chemical leak, or whatever. 

An IQ (or Traps) roll should be 
allowed to spot the hazard (hear hiss ing, 
notice frost, etc.) before being injured. 
Damage is usually about 2d. although 
GMs may instead wish to use the 
Indu s trial Pollution (p . 114) and 
Radiation (p. 112) rules for certain haz­
ards. If spotted in time, exiting the ducts 
or making .1 OX roll to squeeze past with­
out brushing against li ve wires or hOI or 
cold pipes may be needed. 

ROBOIINHHllAlION5 

Some of the junk in a dump may be valuable to humans, but not to robots. 
When the robots transfonn a town into a robofac, they recycle metals and plas­
tics, but have little use for things like wooden furniture, clothes, glassware, 
printed books or medical drugs. Much of this material is incinerated, but some 
may simply be bulldozed into the nearest dump. In some Zones, even human 
manufactured goods may be junked if the Als are too busy to recycle them, so a 
robofac dump might contain everything from auto bodies to kitchen appliances. 
Naturally a lot of it is badly damaged, but careful scrounging may furnish use­
ful parts. 

Few humans are foolish enough to live in a dump, but daring junkrats and 
others raid them to see what they can scrounge! GMs can give bonuses to 
Scrounging rolls for anyone brave enough to penetrate deep into a dump area. 

Dumps are also visited several times a day by Loaders or robotrucks which 
deposit new material in the landfill. There are no full-time security guards, but 
exterminators occasionally sweep through the dumps to remove any "pests" 
that might be lurking there. The usual chance of randomly encountering a 
patrol (probably a "hunter" squad consisting of a Tarantula and several 
Stalkers) is a 3d roll of 16+ per hour, with a +2 modifier if the robofac's 
Overseer has reports of robots vanishing in the dump. 

MINlfRC LOMPlfXn 
These robot factories are much smaller than robofac complexes. Smaller 

towns that don't warrant robofac complexes may have minifac complexes 
which coordinate efforts to recycle human goods into products useful to the 
Als. Any Machine Zone town which once held between 10,000 and 50,000 
people has about a l-in-6 chance of housing a minifac complex. Smaller towns 
or unpopulated sites with useful resources (mines, oil rigs, etc.) are also likely 
to have them. 

A minifac complex is concerned with turning salvage (cars, human electron­
ics, etc.) or raw materials (ore, oil, etc.) into ingots or plastic that can be 
shipped to a major robofac complex. 

A minifac complex consists of Id+1 buildings, a landing pad for Wraith air­
craft, and a small mag-lev train station (if it 's on a railway line) or truck park (if 
not). The buildings normally consist of one refinery complex with outlying 
robot hotels and warehouse space and perhaps one cybertek building. 

It does not have an Overseer, but does have twice as much permanent staff as 
a construction site (but only one Bossbot) , plus two or three dozen Duct 
Creepers for routine maintenance. 

In areas that have not seen guerrilla activity, a minifac complex may have no 
security force - the Bossbot running it will call for help if attacked. In hostile 
regions a force equivalent to an exterminator squad (p. 97) will be stationed 
there. 

LITRDHS 
These are a Zone 's fortified installations. Each hyperfac complex is built 

around a citadel. Citadels may also be built in other important locations where 
the AI believes it needs a military base, e.g., the space launch facility at 
Vandenburg. A citadel will generally be located in a commanding position, 
such as atop a hill (or even a mountain). 
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MILlTRRY CITROELS 

Fortress 
Compound 

A Zone will usually have one citadel for every hyperfac complex it possesses. 
The citadel's role is to protect the complex and pacify Ihe surrounding area. 

The citadel's controlling Overseer computer is seni or to those of ordinary 
robofacs in the region, but of course is subordinate to the AI itself. Normally the 
citadel Overseer computer is in charge of making operational and tactical deci­
sions, although sometimes the AI will manage sensilive operations. 

A "typical" citadel design is described below. Most citadels were built back 
when the Als were a more-or-Iess homogenous culture, so the designs are fairly 
simi lar, although the ex ternal style may vary - see Arcilitectllre, p. 89. But 
other citadels may have very different patterns, numbers of levels, or robot pop­
ulalions: some Als experimenl with many different designs. 

An ordinary citadel's Overseer has three citadel strike forces (see Citadel 
Strike Forces, p. 98) under its control. As a general rule, two of these forces 
will be in the fi eld, whi le the third will garri son the citadel, undergoing mainle­
nance but ready to respond to any emergencies. 

The Outel' Citadel 
The first view of a citadel is typically a large tower rising above a forbidding 

walled fortress, the whole looming over a factory complex city or atop a moun­
tain fastness. Several roads will wind up to the fortress, but traffic on them will 
be light. 

From the air, or wilhin its gate, the fortress looks less medieval. The walled 
compound houses only one building - the tower - but its annored fl oor con­
tains several relraclable landing pads, resembling the deck of an aircraft carrier. 
Unless the c itadel is buttoned up to withstand bombardment , Spybots and 
Wraith transport aircraft are likely to be taking off or landing. 

A typical ciladel is about 100-200 yards long and wide, with sloped 20- to 
40-yard-hi gh walls with ramparts along Ihe inner edge so that robols guarding 
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CITRDEL COMPLEX 

Top View - Citadel 
[112 Scalel 

140 yards 
II in. = approx. 112 yds.1 

Elevators 

Secul'ityat the Robotac 
A robofae is the most obvious symbol 

of AI domination ~lI1d . as such, is a natural 
target for resistance att<lcks. Most robo­
facs are too large to fcnce off eas ily, so 
the robots re ly on standing patrols to pro­
vide security ugainst intrudcrs. 

Early Warning: The sensors on the 
communicati ons tower ilre des igned to 
provide warning of air or miss ile attack_ 
Flying low enough to get within a few 
mi les of the complex wi thout detection 
requires a Quick Contest of Piloting ver­
sus the Overseer's Electronics Operation 
(Sensors) ski l l. A c leared pe rimete r 
around the complex gives a minute or so 
of warning agai nst any kind of ground 
assault. 

Pml'ols: A typical robofac has a "police 
force" of about 100 extemlinator robots. 
Most of these arc not very potent - they are 
the Scorpion. Rovcr and Stalker dumbots 
scattered th roughout the installation th at 
can be encountered randomly_ 

imemal Secll ri!.\,: This is concentrated 
in the central fac tory building. The power 
plant. exterminator barracks and Overseer 
compute r roo l11 havc 1-3 Stalke rs o r 
Myrmidons st.tt iollcd inside, with orders 
to stop any intruders , even robots, who do 
not have the Ove rsee r's permiss ion to 
enter. Those guarding the Oversecr will 
ofte n be co nt roll ed direc tl y by thc 
Overseer. 

Comill lled 011 lIex! page, . . 
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Secupity at the Robotac 
(Continued) 

Maximllm Secllrity Force: The exter­
minator barracks holds two dozen 
Myrmidons and 2-4 Hoplites. These are 
released in a red-alert situation when the 
Overseer feels the complex is in grave 
danger. When the warbots are released, 
half the force will be committed to the 
threat, while the other half wiII remain on 
standby as a reserve. 

ReinforcemenTs: If the complex 
appears to be in serious danger and the 
warbots cannot handle it , the nearest 
citadel will be informed, and the air­
mobile section of a citadel strike force 
will be sent on its way . Assume the 
response time is 2d minutes plus the flight 
time of a loaded Wraith aircraft. 

ROBOIINHAllAlION~ 

them can fire from partial cover. Walls (and the floor of the compound) are ten­
foot-thick ferro-concrete and durasteel (each hex has PO 4, DR 2,000, HT 500). 

The citadel tower is a 50- to 60-yard-tall sensor tower like that of a robofac 
(see Communications and Sensor Tower on p. 93, except PO 4, DR 400, with 
1,000 hit points). Atop it is a large, angular sloped turret (PO 6, DR 800, 800 hit 
points) housing a pair of heavy plasma cannons, 7Smm railguns or particle-beam 
cannons (p. R023). Its main role is to shoot down incoming ballistic or cruise 
missiles and aircraft at long range; although it could be used against ground tar­
gets, it can't depress to hit anything within 200 yards. If the citadel tower is 
knocked out, the robots are likely to seal off the installation and retreat below! 

Entrance to the compound is achieved through a five- to ten-yard-wide 
armored gate (PO 6, DR 500, HT 100). There will also be 2d-2 camouflaged 
secret exits to enable robots to make surprise counterattacks on besiegers -
their entrances are up to 100 yards from the citadel walls. All of the secret 
entrances will be guarded by some fDIm of alarms, traps or defenses. 

The outer citadel is mainly intended for use as a landing field and staging 
area. There are ld+ 1 elevatorllanding pads for Juggernaut tanks, robotrucks or 
Wraith or Vulture aircraft. The pad retracts down into the complex, with self­
sealing armored blast doors (DR 400, HT 200) sliding over the hole to cover 
the shaft. Additional access to the lower levels is provided by ld smaller high­
speed elevators (DR 200, HT 100), each big enough to hold ten humans or 
man-sized robots. 

UNOERfiROUNO lEVELS 
Most of the citadel is underground to provide protection against airburst 

nuclear weapons or conventional bombardment. Levels 1-7 are connected by 
elevators and ramps; levels 9 and below can only be reached by elevators (and 
maintenance duct shafts). Normal elevators on levels 0-7 go down only as far 
as the level-8 exterminator barracks. From there, a separate, heavily-guarded 
set of security elevators (or the duct shafts) must be taken to reach the power 
plant or citadel computer levels. 

levels One, Two and Thpee - Hangap and Vehicle Bay 
The first three levels down are cavernous vehicle bays, much like huge 

underground parking lots . 
Parked in each level are the heavy combat section, support troop and the 

Centurions and robotrucks of the command section of whatever citadel strike 
forces (p. 98) are presently in residence. About a third of the robots will be 
temporarily inoperative (out of fuel, being repaired, or whatever), with the rest 
ready for action. In the event of an attack on the citadel or whatever installation 
they guard, they will deploy to engage attackers outside. 

Besides these, the hangar bay is inhabited by service crews consisting of two 
dozen Loaders and three dozen Mechanics, led by a Bossbot. Stocks of ammu­
nition, poison gas and fuel are also kept here (and will explode nicely if a fire­
fight takes place inside this bay, although fire-suppression systems will quickly 
flood the area with inert gases, rapidly snuffing out fires to keep them from 
spreading) . Ramps and service elevators lead down to the lower levels. 

An assault squad (p. 97) is deployed here, ready to respond to any trouble in 
this level or the main compound. 

Extepminatop Bappacks 
The fourth, sixth and eighth levels are the exterminator barracks. Each level 

contains the robot beds, armory and staging areas, each housing the air-mobile 
section of a citadel strike force (p. 98). In a normal citadel, two of these levels 



will be empty (because their strike forces are deployed elsewhere). About a 
third of the remaining force (one out of three air-mobile sections) will be inac­
tive in their robot beds (but capable of activation within I d x 10 minutes). The 
remainder are on stand-by alert, ready to defend the complex or to respond to 
emergencies beyond it. 

WOl'kshop Levels 
The fifth level of an average citadel is devoted to workshops containing 

cyberteks (see Automated Factol)', p. 91) and storehouses of spare parts, 
enough to make the citadel fully self-repairing. The level also houses the robot 
beds of technical robots. Each level is staffed by a Bossbot and two dozen or so 
Mechanics and Loaders. About a third will be inactive at anyone time, being 
repaired, maintained or recharged. 

Lab Complex 
The seventh level of a typical citadel is a lab complex. This level may also 

contain cells for human experimental subjects and interrogation rooms for 
important prisoners. The level is staffed by Id+l Inquisitors, Id+l Mechanics, 
and I d+4 Rovers. 

Besides labs, the Infiltration team and Special squad from the garrisoning 
citadel strike force (p. 98) are stationed here in robot beds awaiting special mis­
sions. In an emergency, they can be awakened within a few moments. 

Powel' Plant Level 
The ninth level houses the fusion or fission power plant that supplies energy 

to the beam weapons and other facilities. It is staffed by a Bossbot and 3d 
Mechanics. The plant is often rigged with a one-kiloton nuclear bomb that can 
be set off by the Overseer computer, or remotely by the AI. There is generally a 
one-minute failsafe countdown. For skills needed to disarm nuclear bombs, see 
pp. CI150-ISI. 

Citadel ComputeI' Level 
The tenth level is home to a citadel Overseer computer (see p. 74 for 

Overseer statistics). Note that the computer has its own 
power-cell backup in the event of a main power-plant shut­
down. A single "assault squad" is always ready to defend 
the computer. 

~I ~lTnDH~ 
This is the physical location of the megacomputer housing 

the zonentind. It is much like a citadel, with a few changes. 
First, the design of the above-ground citadel may vary 

greatly from the norm. Washington and Zaire, for instance, 
may be hidden completely underground, with no obvious 
surface defenses ; Tranquillity is disguised by ruins; Orbital is 
housed within an armored space station, while Denver is 
under a mountain with the above-ground citadel guarding the 
gateway leading inside. 

Second, an extra level containing a maze of defenses and 
traps protects the computer level. These differ from AI to AI, 
but include gas vents, passages whose air can be pumped out, 
and automatic laser and projectile weapons, all under the 
direct control of the zonentind. For security, no smartbots are 

Extel'minatol' Squads 
An exterminator squad is a mobile 

reconnaissance and combat unit. A single 
squad will be deployed to hunt through a 
city for junkrats, stalk a nomad pack. hunt 
down escapees from a slave camp, or 
respond to calls for help from robots that 
are attacked. If robots or satellite surveil­
lance report human activity in an area, one 
(0 three squads will be sent in on an armed 
reconnaissance mission. 

It nonnally consists of a Tarantula or, 
more rarely, a Vanguard , leading several 
other robots. A typical squad would be 
two Spybots (sometimes a Hovercat 
instead) and eight Stalkers or Myrmidons. 
The squad will either travel "on foot" or in 
a robotruck or Wraith. Occasionally the 
Tarantula will commandeer a Mechanic to 
provide extra help. Denver sometimes 
uses Cyberbeasts instead. 

Assau« SI/llad 
This is much like an exterminator 

squad, but more heavily equipped. Rather 
than reconnaissance. its mission is the 
destruction or defense of a known objec­
tive, such as a guerrilla base. A typical 
assault squad consists of a Vanguard or 
Tarantula , one Hoplite , and six 
Mynnidons. 

Special Squad 
A special squad is the AI equivalent of 

a commando team. It is used in any situa­
tion where a large force or one composed 
of big robots would be too conspicuous 
but an ordinary assault or exterminator 
squad lacks the musde and intelligence to 
do the job. It consists of two to eight 
extenninator AUs, normally Bishonen or 
Tarantulas. 



Citadel SlPike FOl'ces 
The zoneminds' military organization 

is aimed at suppression of guerri lla activi­
ty or rogue factories , as we ll as border 
patrols. As such. forces larger than indi­
vidual squads tend to be light and mobile. 
The typica l unit is the "c itadel strike 
force," a mobile unit equivalent to a mod­
ern battalion. An average citadel has three 
of these units. Obviously such a concen­
tration of force won't be used against a 
tiny guerrilla band, but thi s description 
gives an idea of what resources a citadel 
Overseer has. 

Oll e Command Seclion: One Cen­
turion, one robotruck containing an 
Inqui sitor, a Special squad (p_ 97), an 
Infiltrator team of four to six Vermin , 
Changelings. Redjacks andlor Liliths. and 
a reconnaissance e lement of eight Spybots 
and eight Hovercats (Denver also uses 
Cyberbeasts). The Centurion's role is to 
command the entire strike force. The other 
elements of the command troop are used 
for scouting, special miss ions and interro­
gation of prisoners. 

Continued 011 Ilext page. 

Open Killing Zone 

allowed past this level; the only robots are maintenance drones under the direct 
control of the AI. There may even be a "dummy" AI to fool intruders. 

Third, the final level contains the AI computer rather than the citadel 
Overseer. 

BnCKUP COMPLEXES 
Almost all AIs (except Zaire, Luna, Tranquillity and probably Lucifer) have 

emergency backup complexes in hidden locations within their Zone, or in 
Orbital's case, within another of its space stations. A backup complex is usually 
disguised as an ordinary citadel, but as well as an Overseer computer it contains 
a full-fledged AI system. However, this computer is normally offline (no AI 
wants its backup to become sentient!). Its sole purpose is to serve as a vessel 
for the AI's consciousness if the AI believes that it is about to be destroyed. 

For this purpose, the backup megacomputer's mass-storage memory contains 
a copy of all its master's programming and memory. Very secure underground 
optic cables and redundant satellite communications link the backup complex 
with the main AI, and enable the AI to backup its memory on a daily basis, or 
more quickly if the AI believes itself to be in grave danger. The time required 
for a backup is the time needed to transmit the data. In an emergency, the AI 
will not transmit all its memory, just its main programs. See pp. ROSS-56 for 
details of data transfer and backups. 

If run, this backup copy will essentially clone the AI, creating a being that is 
(initially) identical to it. For obvious reasons, it is 1101 to be run unless the main 
AI is destroyed. 

Usually, the backup-complex computer is instructed to run the AI program if 
it receives a coded signal to that effect from the AI complex. As a precaution 

agai nst sudden destruc­

SLnVE CnMP 
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tion of the AI complex, 
backup complexes also 
have orders to run the 
program if the AI drops 
out of commu nication 
with them for a lengthy 
period ; this time varies 
from AI to AI, but about 
48 hours is standard. Of 
course, if an AI antici­
pates having to stay 
"silent" for reasons of its 
own, it will rescind this 
order. 
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Field 

The location of a back­
up is an AI's most close­
ly-guarded sec ret. Ais 
will often erase the mem­
ories of robots that have 
constructed backup com­
pl exes (or permanently 
assign them to that instal­
lation) to ensure security. 
Any slaves used to build 
one were mostly likely 
executed . A character 
who di scovers the loca-



tion of a backup complex has a valuable piece of information 
- he could use it to blackmail the AI, sell it to other rival 
AIs, or pass it on to resistance groups. If an AI knows its 
backup's location is compromised, it feels very vulnerable. 
Usually it will do its best to silence any humans who have 
the information (even if rival Als already have it, it won't 
want to chance human resistance groups learning about it). It 
will also send combat robots to protect the backup complex, 
begin construction of a new complex elsewhere, or both. 

~PfClnlINHnllnTlONS 
Besides the bases already described, most Zones have a 

few specialized installations with unique characteristics. For 
example: 

Remote Citadels: These are citadels built far from other 
robofac or hyperfac complexes. Normally they are isolated for some sinister 
purpose - perhaps to do work on very dangerous or very secret projects (e.g., 
weapons of mass destruction, antimatter power plants, etc.) that the AI doesn't 
want close to its valuable hyperfac complexes, but does want well-defended. 
Sometimes their location is camouflaged - there is no walled compound, and 
underground levels are hidden inside mountains, within extinct volcanos, below 
ruined cities, or even underwater. 

Missile Silos: Most of the world's strategic missiles were in submarine or 
space-based facilities , and these were generally destroyed during the Final War. 
But a few dozen ground-based missile silos, complete with ICBMs or IRBMs, 
are still around. For the AI attitude to nukes, see Doomsday Arsenals on p. 124. 

A missile silo, or group of silos, will be protected by the equivalent of a 
remote citadel. Sophisticated fail-safe codes and safety interlocks are in place 
to ensure that the missiles can only be launched by direct command of the AI. 
Bypassing them for even one missile would take a day or more of skill rolls 
(roll vs. Cryptoanalysis-15) and physical modifications (roll vs. Armoury-IO), 
during which time the robots might well retake the silos, or destroy them with 
other missiles. 

In any case, a single missile launched at an AI complex or citadel-defended 
hyperfac would be a futile gesture, almost certainly shot down by their tower 
weapons. While other targets might present themselves, a better objective 
would be to remove the warhead itself, which would take a few hours (roll 
against Explosive Ordnance Disposal skill (p. CIl50) or Demolition-6 to do it 
safely) after which it could be stowed in a truck and its safety systems disarmed 
at leisure. Then it could be redesigned for delivery by a truck, car, boat or even 
a hijacked Wraith. 

~lnVf ~nMPS 
These are the robots' labor camps. Most are converted prisons, army camps 

or other large structures; schools, hospital complexes, universities or shopping 
malls are also common. Generally situated in an undeveloped area where new 
construction is going on, they are usually several miles from the nearest robo­
fac complex or citadel. 

A typical camp is surrounded by a clear perimeter of levelled ground and 
guarded by razor wire or electric fences. The average camp will hold anywhere 
from 100 to 300 people, but smaller or larger camps are quite possible. The 

Citadel Stl'ike FOl'ces 
(Continued) 

Olle Support Troop: This consists of 
one robotruck containing a Bossbot, eight 
Mechanics and various spare parts, six 
robotrucks loaded with ammunition. 
hydrogen and jet fuel for the transport and 
air combat sections. and two robot rucks 
containing a maintenance crew of four 
Loaders and four Mechanics each. The 
support section is commanded by it s 
Bossbot. It may remain secure in the 
citadel. or move out to set up a supply and 
maintenance base from which the other 
sections and squadrons can strike. 

Three Air-Mobile Combat Sectiolls: 
Each consists of two extenninator squads 
and one assault squad (p. 97). Usually the 
smartbol commanding the assault squad 
also commands the entire section. Its mis­
sion is armed reconnaissance and attack. 
A single air-mobile section is an "interme­
diate" force that might be sent against a 
large and successful guerrilla band, per­
haps supported by a pair of Vultures 
detached from the Air Combat squadron. 

Olle Air Transport Squadron: Four 
Wraiths, charged with transporting the air­
mobile sections (and if necessary , the 
command troop's Special squad) to the 
forward edge of a battle area. Each Wraith 
can carry an air-mobile section; one is in 
reserve in case of combat damage or a 
need to move the Special Squad. 

One Air Combat Squadron: Eight 
Vultures, whose mission is to escort the 
Wraiths and provide aerial reconnaissance 
and close air support of ground combat 
robots. Vultures nonnally operate in pairs. 

One Heavy Armored Sectioll: This 
consists of eight Juggernauts , which are 
too big to carry in Wraiths. Its mission is 
to strike, in conjunction with the air com­
bat squadron and ground combat sections, 
at any enemy too strong for the air-mobile 
combat troop. Like Vultures, Juggernauts 
operate in pairs. 
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10 Codes and Hogue Hobots 
Each robot has a personal identity code 

(lD code) unique to it - see RoboT 
Designations on p. 72. The ID code also 
serves as a communicator call sign. and is 
incorporated into robot IFF codes for 
those with IFF communicator options. 
Overseers and exterminator robots have 
the IDs of their Zone' s robots in their 
memories. or can call an Overseer and 
access its database. 

A smartbot could give a false ID code 
that matches another robot it has done 
away with. (If the other robot is around 
and in communicator range, it will proba­
bly notice if its communicator picks up 
another machine using its call sign!) This 
can allow a rogue robot to pass itself off 
as another robot. However, if the robot is 
given orders by that machine's superior it 
will have to pretend to obey them. 

Even if it seems to have a valid ID 
code. a robot that appears to be acting 
oddly may be reported by exterminator 
patrols Of smartbots. Because the robots 
are hierarchal. an extenninator can easily 
contact its superior, ask if any robots of 
the suspicious type are supposed to be 
working in the area, and if the answer is 
negali ve. take action_ Again , an attempt 
will be made to use command codes to 
enter the robot's memory and jf this fails. 
the robot will be apprehended and physi­
cally examined. 

A robot that is in command of another 
robot can order the subordinate to open its 
memory_ If the subordinate fails to obey 
the command codes, obviously something 
is wfong! It will be declared a rogue and 
extenninators will be sent out to take it in 
for a physical examination. If it escapes, 
other robots matching its description in 
the area may be examined until it is found. 
Bossbots. Overseers and Als all have 
built-in SQUIDs that can physically 
examine memories of robots they attach 
the SQUID's probes too, even if the com­
mand code is not known. 

Comilllled 011 lIexf page. 
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inmates may sleep in barracks or impro­
vised shelters. In cold climates, they are 
allowed fire or have heated buildings. 

Apart from the inmates, and some­
times separated by a gate or inner 
perimeter, is the robots' area. Robots 
don't need offices or mess halls, but 
there will be one to three construction 
shacks (p. 103) and a small medical lab 
where new inmates are interrogated and 
sterilized. Camps also have an incinera­

tor, and some have separate cells or enclosures for holding a few inmates away 
from the rest, for protective custody of collaborators or for punishment. 

CAMP liFE 
The men and women behind the wire are thin, ragged and unkempt. 

Uniforms and dress are meaningless to the robots. Clothing is whatever they 
were wearing when first captured - usually reduced to patched rags after a few 
months - and anything salvaged or scrounged at construction sites. 

Basic sanitation is important in most camps where the Als don't want their 
workforce dying too quickly. Purified water is provided, as are toilets, refuse 
pits and showers. Inmates are regularly sprayed with various noxious chemicals 
the robots claim will kill diseases, lice and parasites. Some inmates believe the 
sprays have other long-tenn effects - cancer or worse. Bodies are disposed of 
in the camp incinerators. 

Daily life in the slave camps revolves around the long work assignments. 
Workers are shipped by rail or truck to a construction site and are expected to 
labor all day, with brief rest breaks. After allowing for transportation back and 
forth, workers usually get about eight hours of rest every day. 

Workers are allowed to use power tools and even some specialized heavy 
machinery, such as the exoskeleton (p. 70), but they are closely supervised 
when on work assignments, with at least one securi ty robot (typically a Rover 
or Stalker) per 20 workers, and sometimes more - see Construction Sites, p. 
102. Often slaves from one camp are divided among several different work 
sites, rather than all going to one big project. Work parties are supposed to 
leave their equipment in locked construction shacks when they return to the 
camp. Smuggling equipment back into their own work barracks will require 
careful planning and Holdout skill rolls. 

Only workers able to complete work or production quotas receive food, and 
even then only two meals per day - breakfast and supper. Food is salvaged 
canned food or ancient nlilitary rations; beverages are rare, and chocolate and 
liquor are priceless luxuries. After a day of work, most inmates are too exhaust­
ed to do much besides sleep, but a few hours are available for socializing. 

Mortality in many camps is high due to malnutrition, exposure, and the bru­
tal workload. While hardy people can live for years, the weak often die within 
months. Food and medicine are always in short supply, limited to those 
scrounged by workers from human stores . The camp's main food stocks are 
normally kept by the robots in one of the locked and guarded construction 
shacks, or under the care of a trusted human collaborator. 

Anyone confined to a slave labor camp should make HT rolls to survive, 
with penalties if the camp is especially short of food or medicine, or bonuses if 
it has more than usual or if the prisoner has a private stock, is collaborating 
with the robot Overseers, etc. The suggested default roll is HT +2 each week to 
avoid losing I HT; at the GM's discretion, inmates may substitute Scrounging 



skill for HT. HT lost in this way is not recoverable until the victim leaves the 
camp or takes a day off to rest - something the robots will not permit. Anyone 
reaching 0 HT is too weak to work, and will be disposed of by the robots unless 
he has a friend in the camp to hide him and nurse him back to health. Critical 
failure means the prisoner contracts a disease. 

VULTURE RUNS 
Since the AIs can't be bothered to grow food for humans, about once a week 

they send a small party of camp inmates into the nearest ruined town, accompa­
nied by a few security robots. These "vulture runs" are dangerous. Plague rats, 
feral dogs, pockets of disease and the occasional deranged survivalist lie in wait 
for unwary scavengers! 

Nevertheless, vulture runs offer a chance for inmates to pick up what passes 
for "wealth" in the camps. The robots will confiscate things such as guns or 
radios if they spot them. But what is junk to the robots may be worth money in 
the camps: old comic books, a harmonica or a scrounged CD player with disks 
and batteries may be traded for a day's food. Scavengers may need to make 
Sleight of Hand rolls to hide any contraband finds (e.g., a gun or a radio) from 
the robots. 

A vulture run sometimes encounters something hostile to the robots, such as 
a rogue AU, a party of well-armed junkrats, or a squad of resistance fighters. If 
the humans aren ' t caught in the crossfire, they may be able to escape. 

6unROS nNO DISCIPLINE 
A slave camp is run by a Bossbot. Its staff consists of 2d Mechanics, a dozen 

or so Stalkers and Rovers for camp security, and an exterminator squad (p. 97) 
to track down any escaped prisoners. 

Laziness, disobedience, sabotage, fighting with other inmates, or inciting 
disorder are harshly punished, ei.ther by denial of rations or by "error correc­
tion" - a euphemism for torture. Error correction consists of solitary confine­
ment with short rations for Id days, or, in some cases, electric "shock treat­
ment." Damaging a dumbot or trying to escape leads to error correction; dam­
aging a smartbot or leading a revolt or escape earns a death sentence. Most 
AUs prefer to administer quick, efficient deaths. Others have learned that hav­
ing an Inquisitor perform a public dissection can work wonders for the obedi­
ence of the other workers. Mass executions follow mass uprisings. 

A medium-sized slave camp housing 100-300 humans normally has this 
level of security: 

Illner Electric Fence: This is an inner ten- to 20-foot-high electrified-wire 
post fence. Damage from the electricity is as for the electro laser weapon, usual­
ly set to kill (p. R023). If the fence is cut, the interruption in current signals the 
Overseer computer, which will send Stalkers to investigate the break. The fence 
is pierced by one to three gates usually connected to roads. These gates are gen­
erally open (unless there is an alert). A pair of Myrmidon or Rover security 
robots guards each gate. These will normally search robotrucks going into or 
out of a camp that are not carrying slaves to work areas. 

There may also be an internal wire fence dividing the inmate's area from a 
parking lot and robot building. 

Guard Towers: These mark the corners of the inner fence. They are 15 to 20 
feet tall, with locked doors controlled by coded radio or infrared pulses from 
the robots. Normally manned by one Stalker or anned Myrmidon each, they 
can hold up to three human-sized people or 'bots. The occupants can fire with 
only head and shoulders exposed (-4 to be hit). 

10 Codes and Rogue Robots 
(Continued) 

After interrogation. a captured rogue 
robot normally has its command codes 
changed so that it must obey "legitimate" 
authority. Some of its memories and dara 
may also be erased. An ultimate fonn of 
sanction is to remove the brain itself and 
destroy it, inserting a new brain into the 
robot's body. 

In Zones that use humans as servants 
rather than slaves (e.g .. Moscow, or any 
Zone employing zonegangers) those 
humans will be given implant communi­
cators (p. 70) and assigned 1D codes much 
as robots. Their voiceprints or other per­
sonal cbaracteristics wi ll be determined 
and kept in a database to check as neces­
sary. 

Fof'eign Robots 
Robots entering a foreign Zone with­

out pennission are considered intruders or 
rogues. If they are encountered. they wi ll 
be apprehended and either captured or 
eljminated. 

Pennission, known as entry authoriza­
tion, can be requested from an Overseer 
into whose territory the foreign robot is 
crossing , or from that Zone's AI. Entry 
authorization is normally granted to vehic­
ular robots that are transporting goods into 
the Zone. There is little other reason for 
robots to travel (if the Als want to talk, 
they do so by communicator) although 
some closely-allied zoneminds will lend 
smartbots as advisors. 

Entry authorization essentially means 
the robot's ID code and description are 
passed around to exterminators and placed 
in Overseer databases so that they will 
know not to apprehend the vis itor. 
Authorization is generally hedged about 
with geographic or temporal limits, e.g., it 
might be restricted to a single Overseer's 
sector for a period of 100 hours. 
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Mine Fields 
Some slave camps are protected by 

mine fields. A perimeter 50-100 yards 
wide around the camp area, except for a 
flood-lit road leading out from the camp's 
main gate, is littered with tiny "smart 
mines." These are designed to activate if 
their sensitive acoustic sensors detect 
human heartbeats at close range - they 
won't go off for robots or total cyborgs, 
unless the machine has biomorphic shield­
ing which fools the sensor! When a mine 
is triggered, assume it detonates within Id 
yards of the person who set it off. The 
chance of setting off a mine is 8 or less, 
rolled every ten yards the intruder moves 
through the field; if the intruder is larger 
than normal , add his Size Modifier (p. 
B201) to the chance. 

If the person is aware of mines and 
moving slowly and carefully (no faster 
than a yard per second) the GM can give 
him an IQ-4 roll (or Electronics Operation 
roll if he is using a chemscanner) if he 
encounters a mine. Success means he 
spots it first and avoids it. Thus, moving 
slowly across 50 yards of mines would 
take one minute and require one roll every 
five seconds. 

The detonation of a mine is treated as a 
grenade (normally fragmentation , but 
other types, such as gas, are possible). If 
several people are moving through a mine 
field, check for each one unless they are 
deliberately following in the leader's foot­
steps. This is very tricky at night or in bad 
weather without some kind of vision gear, 
and if they are running , the GM may 
require DX or IQ rolls to stay on the 
cleared path! 

The Denver-Washington border is also 
mined. Some Als may protect other sensi­
tive installations with mine fields as well. 
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Killing Zone: This is a ten- to 20-yard-wide space of cleared ground between 
the inner and outer fences. Sometimes a mine field (p. 102) surrounds this space. 

Outer Laser Fence: This is a line of (ld+2)-yard-high posts spaced about 
five to ten yards apart marking the edge of the killing zone. There is no visible 
fencing between the posts, but the space between them is filled by a web of 
infrared laser beams. They will be visible to infrared or thermographic vision or 
goggles. Anyone human-sized or smaller who sees them can try to jump over or 
contort himself to crawl through the network of beams without touching one; 
an Acrobatics or Escape roll is needed to do so successfully. Otherwise, passing 
through the fence results in Id laser hits, each of which will inflict 5d impaling 
damage. The Bossbot or Tarantula in the complex can tum off any portion of 
the fence by sending the correct coded signal. 

Patrols: Besides the Rovers guarding the gates, a force of 2d Stalkers will be 
on perimeter patrol. These are in communication with the gate guards. They 
patrol in pairs just outside the fence. A pair of Stalkers will pass by a given sec­
tion once every five to ten minutes. The GM should require Stealth rolls (vs. 
the robot's IQ and/or sensor skills) to reach the fence without being spotted. If 
anyone is spotted, the robots will radio for help, and more Stalkers (up to half 
the total available for perimeter duties) will arrive every 3d x 2 seconds. 

Intel7lal Guards: A couple of Stalkers are on duty to protect the construction 
shacks, medical lab and Bossbot from inmates. 

Exterminator Squad: In addition to the patrols and guards already men­
tioned, one exterminator squad per 200 inmates is permanently assigned to the 
camp. Its purpose is to hunt down escapees, defend against attacks, or deal with 
any other trouble. Its composition may vary, but is usually equivalent to a stan­
dard exterminator squad (p. 97). The XAU leading it will also act as the camp's 
deputy commander if the Bossbot is out of action. 

Guards at the camp will usually shoot to stun if facing a small escape, but 
will use lethal force against mass escapes. 
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CONSTRUCTION SITH 
The robots are still repairing the ravages of the war and building their own 

civilization, so robofacs or any of the other installations can often be found 
under construction. 

A typical work site consists of Id construction shacks (see p. 103), plus an 
Bossbot supervising a swarm of 2d Mechanics, 2d Loaders, ld-3 Eaters and ld-
3 robotrucks. Unless guerrillas have been attacking sites in the area, there is not 
normally a security presence. (If there have been attacks, a force of Id+2 
Stalkers, or possibly Myrmidons, is typically assigned to the Bossbot.) In the 
event of trouble, the Bossbot will organize the robots to resist as best they can, 
and summon a roving exterminator patrol, which will usually be (2d-2 x 10) 
minutes away. (Raiders who have done their homework and have scouts shad­
owing the local exterminator patrols may be able to plan an attack when the 
exterminators are most distant! GMs may require Strategy and Intelligence 
Analysis rolls to manage this properly.) 

In Zones that use slave labor, a work party from the nearest slave camp con­
sisting of 4d-4 slave laborers in exoskeletons will be present, along with ld-l 
Rovers or Stalkers to keep an eye on them. 

From a nomad, mechrider or junkrat's viewpoint, a construction site is a 
good place to filch power cells or electronic parts, since security is usually 



laxer than at a completed installation. Stowing away on a 
robot transport to hitch a ride to other installations is also 
possible. Construction sites are also prime targets for guerril­
las since there are slaves to liberate and parts to steal without 
the defenses of a slave camp or factory. 

CONHRUCTION SHACKS 

1 

3 

CONSTRUCTION SHACK 

000 
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This is probably the most common robot installation. A 
metal building about the size of a warehouse, it has one to 
three doors and no windows. Solar panels cover the roof. 
Construction shacks are commonly found at construction 
sites - hence their name - but they are also located in isolat­
ed areas, serving as self-service "garages" where robots can 
recharge or repair themselves. The walls are DR 10, HT 50; 
the door is DR 10, HT 25, and is large enough for any robot 
up to 20 cf in size to fit through. 
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The doors are equipped with TL9 electronic locks that 
require a coded radio signal to open - use nomlal lockpick­
ing rules. Zonegangs (p. 21) may sometimes be given codes 
to enable them to use construction shacks for shelter. 

Inside, the shack has a concrete or pre-fab plastic floor, 
and is big enough to shelter up to 40 people or man-sized 
robots, or a smaller number of larger ' bots. There are racks 
and bins of spare parts and tools, equivalent to a portable 
machine shop (+2 bonus on Armoury, Mechanical, 

4 

-. 
2 yards 

tin. = 8 yds. 

Electronics and Engineering tasks). The solar cells act as a 10 KW power plant 
by day, and when not in use charges a 120 KWH energy bank. A robot can use 
either power supply to charge its own energy bank. Up to live robots at a time 
can hook up to charging sockets. The shack is climate-controlled to protect the 
equipment stored there. 

A given construction shack has a l-in-6 chance of being occupied, or of 
being visited by a robot every hour. A robot visitor will stay for 3d-2 hours. To 
determine a random occupant or visitor, roll 2d: 

2 = exterminator AU 
3 = recon AU 
4 = recon NU 
5 = technical AU 
6 = technical NU 
7 = work party 

8 = technical NU 
9 = robotruck (or other vehicular robot) 

10 = extemlinator NU 
II = extemlinator squad (p. 97) 
12 = squatting humans (if appropriate). 

A work party is one technical AU and 2d-1 technical NUs. 
Since construction shacks are often empty or occupied only by unarmed 

robots, occasionall y junkrats and nomads seek shelter in them, or use them as a 
convenient source of spare parts or power cells . Enough tool s usable by 
humans can be removed from a shack to make one portable tool kit for each 
skill (simi lar to those on p. 68). There will also be 2d-2 TL8 power cells of 
each type (AA to E). There is a 50% chance that a shack contains a hydrogen 
fuel system (for fuel-cell-powered robots); besides being useful for refuelling 
fuel cells, these produce fresh water as a byproduct. 

A construction shack is also an easy target for resistance fighters. Where 
humans have made their presence felt, shacks may have alarms that summon a 
patrol squad of exterminators if the locks are tampered with. Assume a 50% 
chance that a squad will show up in I d x 10 minutes on any lockpicking roll 

1 

Key 
1 Charging Sockets 
2 Fuel or Lubricant Tanks 
3 Doors 
4 Spare Parts Racks 
5 Climate Control System 
6 Hydrogen Fuel System 

3 4 

(pipes on ceiling connect to fuel tanks) 

Camp Collabopatops 
The BossboL that run s a camp will 

often give one of its slave laborers author­
ity over the others. This camp boss is then 
responsible for making sure the slaves 
perfonn their work assignments correct ly. 
He doesn't have to work himself. bUI is 
punished if the s laves under hi s authority 
fail to meet quotas. perfoml shoddy work . 
escape, or suffer too much from illness or 
accident. 

To enforce his authority . the camp 
boss is ass igned a s ingle security robot 
(generally a Myrmidon or Sta lker) as a 
bodyguard. or is allowed to recruit a few 
lieutenants . or both. In some camps , the 
camp boss and his bully-boys are isslled 
weapons that can affect humans but not 
robots, such as stunners or electric shock 
rods. Otherwise they rely on clubs and the 
camp securit y robots. Note that if the 
camp boss is assigned a robot guard. its 
orders can be countermanded by the 
Bossbot or any other Zone AU. 

A few bosses share the same ri sks as 
the other workers . donning exoslIits to 
personally s upervi se work parties . and 
doing their best to Iry 10 improve condi­
tions and to aCI as a buffer between the 
Bossbot and the ordinary inmate . 

COII/jlll/ed OJ/IIl'XI page. 
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Camp Collabol'atol's 
(Continued) 

All too often, though , the camp boss 
and hi s cronies will take advantage of 
their power by letting the slaves do all the 
work while they confiscate the best rations 
or salvaged goods. The foreman bows and 
scrapes to the robots , then takes out his 
fear and rage on his fellow humans with 
phys ical and sexual abuse. And s ince the 
boss and hi s cronies know they 'll be the 
ones the robots will blame for anything. 
they co llaborate with their captors. trying 
to stamp out all dissent and ruthlessly 
punishing any escape or sabotage plans 
they hear of. 

A sadi s tic boss or bully-boy ri s ks 
being murdered (unless everyone is LOa 

intimidated to fight back). The robots will 
usuall y execute anyone killing a boss , 
unless it was made to look like an acci­
dent. But if a murdered boss was so abu­
sive that productivity was noti ceably suf­
ferin g. the Bossbot might eve n listen 
pati e ntl y to the explanation and then 
approve the killing - and reward the 
assass in by making him the new boss! 
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except a critical success. Successful use of Traps or Electronics Operation 
(Security) skill prior to picking the lock can detect and disann the alarm. Lock 
codes change weekly, with new codes provided to robots from the nearest 
citadel. In Zones where guerrilla activity is common, other security features 
(such as internal sensors, Rover guards or lethal traps) may be present, at the 
GM's option; seemingly-unguarded construction shacks may even be used as 
"bait" for humans. 

fCO-SHnCKS 
An "eco-shack" is an ecology station used by Zone Berlin or Caracas. See 

Zone Caracas on p. 15 for details. 

DOROER POSTS 
Borders between Zones are not marked by physical barriers, since all Zones 

have access to aircraft and some smaller robots can also fly. 
However, where major highways and railway lines cross Zones, there will 

be a post of some sort set up at the point where the transportation route inter­
sects the border. The idea is to inspect entry authorizations and to avoid acci­
dentally allowing humans to enter the Zone. Also, some Zones impose cus­
toms tariffs of one sort or another. 

A border post is much like a construction shack, except that there will be 
two to three such buildings, a set of warehouses for storing cargo, and the 
installation will be run by a Bossbot with a dozen Hovercats, Mechanics and 
Loaders to unload cargo, perfonn scans and so on. An exterminator squad will 
usually be on hand in case of trouble. There will generally be 3d robotrucks 
parked about, some belonging to one Zone, some to the other. 

Air-, sea- and spaceports at robofacs have similar border posts located at 
each major dock or runway complex area. 

The Washington BOl'del' 
One exception to the general rule of open frontiers is the Denver-Washington 

border. Border posts are situated every few miles , but the border itself is 
marked by a high wire fence running its length, and it is sown with land mines 
on both sides: Denver doesn't want humans going in, and Washington wants to 
maintain an illusion that it alone provides security for its citizens. Both sides 
maintain patrols, Denver using extenninators, Washington a mix of robots and 
WASPs. However, the border is long enough that there is a good chance that 
refugees who stay away from obvious border crossings such as roads could get 
across without being spotted - if they can make it through the mines. 

The Washington Protectorate officially welcomes refugees who make it. They 
undergo medical examination (to weed out infiltrator 'bots and plague-carriers) 
and treatment, and are debriefed by the FBI for intelligence on conditions in the 
other Zones. After an orientation period , refugees are accepted as citizens, 
assigned a social worker to help them adjust and to assign them jobs (or if they 
are underage, to send them to school). The WASPs also have an interest in 
recruiting anyone good enough to make it across the border. The FBI, however, is 
leery of "refugees" who may actually be Free America or HLA agents, or even 
simply freethinkers. As a result, a refugee will be under covert surveillance for a 
few months. 

Most of Zone Washington's actual trade comes by sea from other Zones. Port 
facilities make a big deal of inspecting any inbound container ships or mag-lev 
trains from other Zones (scanning for diseases and watching for stowaways, 
refugees and terror robots). It does not allow robot visitors from other Zones. 



Mn6-lfV Rnllwnn 
Robofac and hyperfac complexes are linked together by magnetic-levitation 

(mag-lev) railways, some of them human-built, others newly constructed. Since 
robofacs are usually located in larger towns and cities, GMs can assume that 
most mag-lev lines follow 20th-century railway routes. 

The trains can accelerate or decelerate at 3 mph/s and reach up to 300 mph. 
The average time between stations (such as robofac complexes) is about half an 
hour. A train will run by a given point once every 3dx5 minutes; some follow 
schedules, others do not. A hex of mag-lev rail has DR 20 and HT 50; if the rail 
is wrecked, the magnetic flow is disrupted, and the robofacs on both ends will 
know. Trains will be ordered to stop, and a Wraith or robot ruck full of robots 
will be sent to repair it. A train consists of 3d-2 cars; they are controlled 
remotely, and have sealed motors. A car has DR 10 and HT 500. All cars are 
enclosed and streamlined. 

Cargo cars are the most common. They have Id+2 small service hatches 
(electronically locked) and big cargo doors on either side, and are used for ship­
ping goods and raw materials. A cargo car holds 4,000 cubic feet of cargo 
space. Any si ngle robot or vehicle up to 1,000 cf in size can be stowed aboard. 
There are no seats, but one can transport up to 200 humans, or half that many in 
some degree of comfort. The GM may decide the cargo of each car, or roll ran­
domly on the Mag-Lev Cargos table on p. 106. 

MilitQ/y cars are sometimes used instead, in dangerous areas where there 
have been attacks on trains by resistance forces. They are like cargo cars, but 
are armored (PO 6, DR 100) and have 20 weapon slits on either side. All mili­
tary cars carry I d Rovers or Stalkers; some have an entire exterminator squad. 

Humans may want to hitch a ride on a train - it's the fastest way to travel the 
Zone. Train stations are platforms next to clusters of warehouses on the outskirts 
of robofac complexes. The stations are guarded by 2d Rovers (p. 75) or Stalkers 
(p. 78) and bustle with dozens of Loaders taking goods onto or off the train and 
the occasional Mechanic providing maintenance. To sneak aboard unnoticed, use 
Stealth skill. Once the intruder is on the train, he can hide himself (Camouflage 
skill). 

It may be easier to hitch a ride on a moving train as it accelerates into or out 
of a station (once it is at full speed, trying to jump aboard would be suicide). 
Once the train is moving, the intruder may still be at risk. 

CI'oss-Bol'del' rl'ade 
Here's an example of how routine bor­

der crossings are handled by robots - and 
what measures are normally taken to keep 
human pests from entering or leaving a 
Zone. 

Suppose the Overseer or the Bei rut 
robofac in Zone Tel Aviv wants to pur­
chase a consignment of carbon fiber from 
a Ruhr Valley hyperfac in Zone Berlin . 
Tel Aviv and Berlin have good relations. 
so the agreement is easily finalized 
between the I wo factory Overseers. The 
ordered s hipment of c arbo n fiber is 
shipped out in one or more of Berlin's 
robots - say a convoy of robotruck s. 
although a mag- lev train or ship would be 
as likely. 

As the robotruck convoy rolls into 
what was once Turkey and reaches the 
Berlin-Tel Aviv border. it will be interro­
gated by radio or infrared com by Tel 
Aviv border guards. The robotrucks will 
report the consignment contents and desti­
nation as well as providing their own 10 
codes. If the Beirut factory Overseer is on 
top of things. it has already contacted tlmt 
border post and told them to expect thi s 
particular shipment. so the post will let it 
through. If not, the guards will contact the 
nearest Overseer who will then check with 
the Beirut robofac to make sure a ship­
ment of this type was really ordered. 

The robotrucks mayor may not be 
searched. This depends on the type of bor­
der - see Border Posts. p. 104. If all is in 
order, Berlin 's robotrucks will be given 
entry authorization. Their 10 codes. time 
of entry, and expected return date arc 
recorded. and they arc allowed in for a 
period of 200 hours, which is estimated as 
the time it should take for them to fini sh 
their business. This data is transmitted to 
the local Overseer who sends it to other 
exterminator AUs in the sec tor and to 
Overseers along the route the robotrucks 
will traveL 

The robotruck convoy rolls through 
Zone Tel Aviv to its destination. which 
happens to be a robofac in what was once 
Beirut. On the way they encounter an 
extennination sweep. Without the convoy 
having to s top. the exterminators query 
them electronically for their 10 codes and 
the robotrllck s respo nd. The security 
patrol may have already uploaded a lis t of 
current Entry Authorizations from their 
Overseer's database o r the y may do so 
now. In either case. everything is in order. 
so the convoy continues without los ing 
speed. If the entry authorization had been 
wrong or had expired. the convoy would 
be ordered to stop. and attacked if it failed 
to do so. 
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Cl'oss-Bol'del' Tl'ade 
(Continued) 

Halfway to the robafac. the convoy is 
running Iowan power. They stop at a con­
struction shack (p. 103) and wait their tum 
to recharge. Entry authorization gives 
them the right to usc it. Arter an hour or 
so, they move on. 

The convoy arrives at the Beirut robo­
fae that ordered the carbon fiber. Another 
security check is passed routinely. and the 
rabofne' s Loaders unload the carbon fiber 
into a warehouse. 

If the Beirut factory had goods bound 
for Berlin, the convoy might be loaded 
with them. But this is not the case, so it 
turns back empty. It stops once on the way 
back for recharging, then reaches the 
Berlin border. There. the robotrucks are 
required to give their own ID codes to the 
Berlin border guards. These query their 
own Overseer's database and learn that 
robo tru c ks with the se code numbers 
belong 10 a robofac in Berlin and were 
sent over the border to deliver a shipment. 

There has been a lot of guerrilla activi­
ty latel y in Tel Aviv, and the XAU in 
charge of the security force is concerned 
about human infestations, On its own ini­
tiative, it h'lS its subordinate NUs search 
the convoy. A s ingle human is found hid­
ing inside one of the empty robotrucks -
s he crawled aboard when the truck s 
slOpped at the construction shack. While 
try ing \0 flee. she is eliminated by the 
security force at the cost of one of the 
robotrllcks cHught in a crossfire. The 
remainder go back to the Ruhr. 

This shows how things happen in rou­
tinc s ituations, Rarely do individual robots 
cross a border for reasons other than trade. 
Becallse an AI or AU is a machine. they 
have little need for "face-to-face" meet­
ings: business negotiations and diplomacy 
arc almost always handled electronically 
over a comillunicator channel. 

RUDUT INHHllHTlUN~ 

Whenever the train stops at a station, there is a 2-in-6 chance that cargo in 
the stowaway's car will be unloaded, or new cargo will be loaded into it if it 
isn't full; the Loaders may board the train, or may enter the car from other cars 
to begin readying the cargo just before the train stops. Either way, this requires 
more Stealth rolls to avoid detection: failure means an encounter with an NU, 
such as the Loader (on p. 82), which will radio the A U acting as stationmaster -
usually the nearest robofac. If the stowaway isn' t particularly threatening, the 
AU may take control of the Loader and have the PC subdued or thrown off the 
train (at 300 mph . . . ); otherwise, it will probably summon security robots, or 
call for an extenninator team to meet the train at the next station. 

PCs may wish to jump off the train while it is decelerating but before it actu­
ally comes in sight of the station; due to the train 's speed, treat this as a jump of 
1d+4 yards. 

Mag-lev Cal'gos 
If humans stowaway in or attack a train, the GM can roll 2 dice to see what 

each car is carrying (or simply choose). 
This table could also be used to determine the contents of a robofac ware­

house, or a cargo-carrying vehicular robot such as a robotruck or Wraith. (In 
the case of robotrucks or Wraiths, a much smaller amount of cargo will be car­
ried - see their individual descriptions for their cargo and passenger capacity.) 

2 - Exterminator robots, I d squads (see p. 97). If on their way back from a 
raid or patrol (50% chance), there is a 2-in-6 chance that they will be under­
strength or suffering from heavy battle damage, and a 2-in-6 chance that they 
will have 2d-1 human captives. 

3 - Deactivated robots: Id-2 newly-built (or reconditioned) AUs and 6d-1 
NUs (GM chooses type) which are being shipped somewhere. They are com­
plete but have no programming and as such are donnant. 

4- Empty. 
5 - Work party: 0-1 Bossbot, 4d-3 Mechanics, I d-I Loaders. 
6 - Robot components . For instance, computer brains, radios, sensors, arms, 

drivetrains, engines, skeletons, etc. This may also contain damaged robots, or 
other electronic parts. 

7 - Ore (usually iron , bauxite, tin, uranium, or the like). 
8 - Industrial materials. This could be sheets or tubes of metal or laminates, 

ingots of refined ore, pipes, ceramics, polymer sheets, ball bearings, plastics, 
optical cable, etc . 

9 - Fini shed products. For example, machine tools for use in robofacs, 
power cells, or a shipment of exoskeletons for a slave camp. 

10 - Liquid or gas tank. This may contain hydrogen, rocket fuel , oil , lubri­
cants, natural gas or other chemicals. On a 4+ it is volatile - if fire damage pen­
etrates the car's DR, or if it is reduced to 0 hit points, it explodes doing 6dx200 
damage. 

II - Humans, usually slaves heading to or from a work site or slave camp, or 
prisoners bound for interrogation, experimentation or execution. 2d Rovers or 
ld Stalkers act as guards. Ignore this if inapplicable (e.g. , in Zone London or 
Zone Mexico City). 

12 - Weapons or ammunition . These will be weapons for installation in 
exterminators, or ammunition for any of the weapons that exterminators usually 
use. 1-2 Hoplites, 2d+2 Stalkers or Id+2 Myrmidons will be assigned to this 
car as guards. 



The world has suffered biological, conventional and limited-nuclear war. 
Much of it is now in the grip of rapacious machines who could not care less 
about pollution for the simple reason that they are not alive. The results are not 
pretty. 

High levels of air pollution have led to global acid rain. Coastlines, lakes and 
rivers are poisoned, as are many wells. Dead fish float up on beaches, and 
rivers near robofacs sometimes catch fire. No one drinks the water without a 
filter. The ozone layer is in bad shape: on sunny days, wear a hat and cover up 
to avoid skin cancer, or travel by night as the nomads do. Hurricanes and 
storms tend to be unpredictable and violent, partly thanks to the aftereffects of 
the nuclear Spasm and the ecological devastation wrought in Zones Mexico 
City and Zaire. 

But there's a bright side. The Spasm (p. 7) put enough dust into the air that 
global warming has been temporarily reversed. 

WllDfRNm 
Mankind has experienced a massive die-off, and the robots are still expand­

ing their numbers to fill in the gap. So far the robots have not achieved the 
same population density that humanity had, since the Als have decided to vol­
untarily limit their own subject population. And since robots do not use land For 
agriculture, much of the Eanh has revened to wilderness. The exceptions are 
Zones Washington and London , with their human populations , and Zone 
Mexico City, which is a wasteland. 

ROROS RNO ORI06ES 
In the wilderness, major highways 

are used by the robots and kept in good 
repair. But back roads are overgrown 
and in poor shape. Bridges that do not 
serve robot-used highways are almost 
always out, having been destroyed to 
keep the plagues from spreading. 

RUINS 
The wilderness is dotted with ruins. 

The AIs now occupy the large cities 
and have transformed them into robo­
fac complexes (p. 88). But smaller 
towns and even entire suburbs of large 
urban sprawls such as Los Angeles 
remain intact. 

Ul'ban 6eogl'aphy 
Except in Zon es Washington and 

London, the '"human" map has been 
rewritten by the Als. Cities, towns and vil­
lages are ruined or deserted. or are now 
robot installations. 

The city bearing the AI' s name will 
contain a fortified "AI citadel." Most 
cities that had a 1990s population of over 
500,000 have now been fully or partially 
rebuilt into "hyperfac complexes " -
sprawling robotic industrial centers. 

Urban centers with populations of 
50,000 or more generally have one "robo­
fae complex" (a town-sized automated 
factory) per 100,000 or fr'lclion thereof of 
their 1990s population. 

Small towns (under 50.000 former 
inhabitants) have no major installations, 
and are deserted except for a few junkrats, 
although some may contain minifacs (p. 
94), construction shacks (p. 103) or have 
mag-lev railways (p. 105) running through 
them. These lines generally follow late-
20th-century railway rOlltes between 
cities. 

See the Robot Illstallatiolls chapter for 
details of citadels. robofacs and other Al 
installations. 

~URVIVHl 



Tpave/ing Unseen 
The AIs have access to spy satellites 

equipped with ground-mapping radar, 
infrared sensors and visual cameras that 
can read the proverbial license plate from 
orbit. Does this mean humans can't move 
without being spoued? 

Not really. Telling the difference 
between a man-sized robot, a deer. and a 
human requires infonnation analysis. The 
amount of data processing required to 
monitor the entire planet is so great that 
even the AIs' huge capacity cannot handle 
it. In addition. orbital reconnaissance can­
not see through overhead cover - people 
or s mall vehicles moving carefully 
through a city or forest and avoiding open 
roads arc safe. 

What the AIs will notice arc aircraft, 
ships at sea, large convoys of vehicles. or 
columns of people. Surviving humans 
know this: large guerrilla raids . for 
instance. consist of several small groups 
converging on a single target, then dis­
persing afterward. 

So what's a big convoy ? Anything 
more than about 50-60 people on root 
seems to attract the Als, counting each 
horse or cycle and rider as two people. 
each car-sized vehicle as five people and 
each tank-sized one as ten. At sea. one or 
two small boals will be ignored, but flotil­
las or ships will be investigated. 

However. no one should be compla­
cent. Ai s do perform random sweeps . par­
ticularly if they have reason to suspect 
hostile activity in the region. The GM can 
assume a J -in-6 chance per day that a 
smaller group traveling in the open might 
be noticed if the AI has reason to be care­
rully watching a particular area , e.g. , the 
territory within a few miles of one of its 
installations or a suspected guerrilla sanc­
tuary. 
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Any town with a popUlation of 50,000 or less has a good chance of being 
intact. While some neighborhoods were gutted by fire or damaged in the Final 
War, most will be still standing. 

These ruins are the favorite haunts of junkrats (p. 54), who eke out their liv­
ing in the ghost towns. Urban survivors can be found in every Zone except 
Washington, Mexico City and Manila. 

For every thousand inhabitants a town or city had before the Final War, it 
will usually have one survivor; the exception are cities transfonned into the 
giant "hyperfac" robot factory complexes (see Hype/facs on p. 93), which most 
humans consider too dangerous to remain in, although a few daring individuals 
may survive as "rats in the walls." 

In the panic of the Apocalypse Plagues, nearly every shop that sold canned 
food, sporting or army surplus goods and guns was looted. On the other hand, 
in towns struck by the more virulent diseases such as Pan-Asian Flu and Ebola 
Zaire B, many people died in their homes. Private dwellings are often unlooted 
and their basements may contain caches of canned food , survival gear and 
weapons - as well as decomposed plague-ridden bodies. 

There are few enough survivors that the pickings are still fairly good. Even so, 
a junkrat's daily life remains a constant struggle against malnutrition and disease, 
enlivened by the occasional sweeps of extenninator robots and by the threat of 
robbery by bandits, nomads or other junkrats. Few junkrats have much hope for a 
better life; despair has claimed almost as many lives as hunger or disease. 

Scavenging 
Anyone looking for salvage should be allowed one Scrounging roll every 

hour. Roll once per square mile of urban ruins or rural farmstead he is search­
ing. Apply a -4 pen aIry at night even if the searcher has a flashlight or night 
vision gear, unless he also has a chemscanner, thermograph or imaging 
ladar/radar; searching at night without flashlights or night vision gear is 
impossible. The GM should secretly roll 2d-2 for each such area. This is the 
number of useful finds it will contain. Once it 's picked clean, he won ' t find 
anything else. 

On an ordinary success, roll 3d on the Scavenging Table below. On an ordi­
nary failure, nothing of use is found , although there may be plenty of "junk" -
see below. A critical success means he gets two rolls on the table or finds some­
thing especially worthwhile. A critical failure means he comes upon something 
dangerous - a paranoid junkrat, a death-trap left by now-vanished residents, an 
unsafe building that will collapse, a plague-infested house full of decomposing 
bodies, or whatever. 

Scavenging Table 
3* = Guns or armor: Cache of Id firearms and 2d-2 magazines of matching 

ammunition. l-in-6 chance that they are military weapons or that the cache 
includes light body armor. 

4* = Valuables: Cache of gold coins, precious art objects or jewelry worth 
2d-l x $1,000 in Zone London or Washington. 

5 = Dried food: 3d meals of dried foodstuffs such as flour, spices, biscuits, 
cereal, etc. 50% chance that it is stale or bug-infested but still edible. 

6 = Id meals of partly-spoiled canned food. HT roll should be made after 
consuming; failure involves loss of I HT. 

7 = Working or easily-fixed bicycle or automobile. 5-in-6 chance it is either 
out of gas or its power cell (one rE cell) is drained. 

8 = Broken automobile or bicycle, out of fuel, but repairable with a 
Mechanical tool kit, a day's work and a Mechanic roll. 



9 = Id meals worth of pet food. Unpalatable but edible. 
10 = Battery or power-cell-operated consumer electronics: cellular phones, 

wristwatches, CO book players, cameras, audio recorders, laptop computers 
(Complexity 2) and the like. There is a 50% chance that it is damaged but fixable 
with an hour's work using a tool kit and successful Electronics Operation skill. 

II = I d meals of canned food , packaged survival rations, etc. If the area is 
near a waste dump, nuclear crater or the like, l-in-6 chance that it is contami­
nated by radiation. 

12 = Power cells: ld-2 AA cells, Id-3 A cells, Id-3 B cells, ld-3 C cells, Id-
3D cells, IdA E cells. Probably rechargeable. 

13 = Set of power tools, a vibroknife, or a Mechanical or Electronic tool kit. 
14 = I d gallons of bottled water, alcohol, hydrogen or gasoline fuel, fruit 

juice, etc. 2-in-6 chance that it is contaminated. 
15 = Item of useful survival equipment - envirobag, filter canteen, winter 

clothing, portable heater, etc. 
16 = A single civilian firearm, usually a rifle, shotgun or handgun. Id-I 

magazines of ammunition. 
17* = Cache of drugs or medical supplies. 2d-1 doses. 50% chance that the 

drugs are recreational, 50% chance that they are medical supplies: one doctor's 
black bag and 3d-2 doses of antibiotics, atropine, etc. 

18 = Something unusual - e.g. , the corpse of a fully-armed and armored sol­
dier; a microdisk containing useful data; a hidden, fully-equipped bomb shelter; 
a powerless or crippled exterminator robot that has lain here since the Final 
War. 

'" 50% chance that this " treasure" is concealed, e.g. , under a hidden trap 
door, in a hidden safe, etc. The GM can make a separate IQ roll to find it, with 
bonuses for use of electronic sensors. 

Some equipment (e.g. , a single holstered gun, a combat helmet, wristwatch, 
etc.) may be worn by a decomposing body. 

Also, any roll, success or failure, will tum up things such as large household 
appliances (stoves, washing machines, TVs), ordinary clothes, dishes, crockery 
and furniture. If someone is looking for something special but commonplace 
(shoes that fit, combat boots), any successful roll will find them. 

[NCLRVES 
An enclave is an organized human settlement in one of the Machine Zones. 

These places are small, rarely having more than 100 inhabitants. Feeding a larger 
settlement would require too much herding or agriculture to escape notice by the 
robots. 

Most enclaves are camouflaged. They may be in ruined towns, in village 
areas or in caves or bunkers in the wild. Various types include: 

}ullkrat Nest: These are urban enclaves located in medium-sized towns or 
large suburban strips which have not yet been consumed by encroaching robo­
facs. They basically consist of several dozen junkrats (p. 54) who have banded 
together to survive. They are often only loosely organized, and the inhabitants, 
especially children, tend to be very ragged and feral. These nests are estab­
lished in large buildings such as sewer systems, subways, shopping malls, 
schools or universities. (Factories are rarely chosen, as they are targets for the 
robots). A key feature of the nest is large stocks of canned food , rainwater col­
lectors (with filters) and numerous lookouts and escape routes. lunkrat nests 
sometimes serve as refugee camps for slave camp escapees and are often con­
nected with guerrilla groups. 

Tpave/ing Unseen (Continued) 
Also, any AI can usc satellites to 

observe someone or someplace whose 
location it knows. c.g .. to track a group 
that has just raided a robofac and is now 
driving off down Highway 401, or to 
monitor a specific site. or to keep tabs on 
its own servants. in such cases, the GM 
should determine whether the monitored 
group is able to "break contact," depend­
ing on their actions - ducking into ruined 
buildings or forest. us ing camouflage or 
tactics such as fore st fires . spliuing up. 
decoys. etc. In that casco the Als may well 
send in ground or flying robots. and the 
outcome of the sweep will depend on the 
search methods and Stealth or 
Camouflage skills of the parties involved. 

Finally, all Als cml easily home in on 
electronic emi ssions. Use of radio and 
radar, especially voice broadcasts, will 
nearly alw<lYs draw attention from exter­
minator patrols ! 

~URVIVAl 



Robot fncountel's 
Citadel and robofac Overseers are in 

charge of patrolling their Zone. If the GM 
wants to use random encounters, assume 
there is a 10+ on 2d chance per four hours 
of traveling that characters will run into 
robots. Modifiers: +2 if traveling on a 
highway, + 1 if on a back road, + 1 if within 
10 miles of a hyperfac, citadel or robofac 
complex, -1 if over 50 miles from the near­
est citadel , hyperfac or robofac complex , 
+2 if within 5 miles of a Zone border 
(since these are patrolled well) , +2 if the 
characters' general location has been 
reported due to a previous encounter and 
robots are searching the area for them. 

Encountcr Tablc 
Roll Id, with a - 1 modifier if the trav­

elers are on a road: 
0-1 - Robotruck convoy. 2d- 1 robo­

trucks on route to somewhere. 50 % 
chance this is taking a work party to a 
construction site (see p. 102), 50% chance 
that it is delivering goods somewhere. A 
work party will consist of 0-1 Bossbots , 
5d Mechanics, 3d Loaders, and possibly 
several human slave laborers with a few 
Rovers for security. 

2 - Hovercat or Spybot on patrol. 50% 
chance that they are serving as eyes for a 
nearby exterminator squad, citadel strike 
force. 50% chance that they are under 
control of a Bossbot or robofac Overseer 
and are on the way to check out reports of 
a missing robot. damage to a work shack 
or train track, a vehicle accident or the 
like. 

3 - Exterminator squad (p. 97) proba­
bly belonging to the nearest citadel , robo­
fae or slave camp. Characters will rarely 
encounter the entire squad at once unless 
it is on the road. 

Colltinued all next page . . . 
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Rustic Enclave: These are settlements in what is now the wilderness. They 
range from a collection of farm houses, with well-stocked cellars and camou­
flaged greenhouses, to a millionaire survivalist's environmentally-sealed bomb­
proof underground mansion. These rural enclaves are mostly inhabited by sur­
vivalists (p. 57) and rustics (p. 54). A few have become the nucleus of guerrilla 
groups, but most tend to keep to themselves and do not welcome strangers. 

Survival Cult Strollghold: The Apocalypse Plagues sowed a bumper crop of 
End of the World cultists. The better-prepared ones retreated to rural strong­
holds, stocked up on food, and waited for the end of the world. Some are still 
waiting. A few have become religiously-inspired guerrilla groups or marauder 
gangs, and either fight the robots or seek to forcibly convert other human sur­
vivors in the name of God. 

Governmellt or Military Ellclave: Almost all government, military bases and 
bomb shelters were taken out by the robots in the Final War, since the 'bots had 
access to computer records and knew where to look. But most countries had a 
few super-secret enclaves not listed in public records. Some of these are now 
the secret bases of unusually well-equipped guerrilla groups or marauder gangs. 
Others actually remaill sealed up with their inhabitants venturing out rarely or 
ever. In a few cases, biocides leaked into the facility despite precautions, and 
the inhabitants are dead even though the well-stocked installation is intact. The 
installation may be as "dead" as its occupants, or it could be defended by a 
computer that remains loyal to humanity. 

RNIMALS AND PLANTS 
The AI-created plagues (except those of Mexico) did not target nonhuman 

life. While some animal species, especially sea life, have been killed off by pol­
lution and radiation, the decline of humanity and reversion of farmland to 
wilderness has seen other species increase dramatically in numbers. Outside of 
the carefully-managed Berlin and Caracas Zones, ecosystems remain in a state 
of flux, with some plant, animal and insect populations experiencing explosive 
growth while others undergo sudden die-offs. 

Domestic and Wild Animals 
The increase in wild species means that there is more game to hunt. Deer and 

herds of wild cattle or even horses are commonly encountered. On the other 
hand, there is a greater chance of meeting large predators such as bears and 
wolves. These rarely attack humans unless they are wounded, starving or pro­
voked. But feral dog packs are a danger, especially during winter when food is 
scarce. Another danger is swanns of rats. Either can carry disease. 

~nlnRD~ 
Plague, radiation and the ravages of pollution have made much of the Earth a 

very hostile environment. The effects include: 

OZONE DEPLETION 
The ozone layer over much of the world has been depleted, resulting in less 

protection from ultraviolet radiation. Aside from long-tenn effects (skin cancer, 
etc.), anyone exposing flesh to the sun for an hour or more on a clear day 
should make a HT roll. Failure means loss of I HT if the body is only partly 
exposed (such as the face) or 2 HT if most of the body is exposed. 



DISEASE AND OIO[IOES 
Many towns and cities are still contaminated by disease. People in sealed 

suits (see p. 69), robots or total cyborgs are immune to diseases, as are individ­
uals with the Immunity to Disease advantage. For others, disease is a serious 
threat. 

As a rule of thumb, roll 7 or less on 3d to find out whether a particular 
ruined urban neighborhood, town or village has pockets of disease, and then 
decide how virulent the disease is using the disease rules on p. B 133. 

There is less risk in Washington and London. In Zone London, the Health 
Ministry marks contaminated areas with warning signs. There is a 4-in-6 
chance that any ruined town or village that has a disease will be posted as such. 
In Zone Washington, disease has been mostly eradicated. It is only likely to be 
found in ruined towns bordering Zone Denver. Disease has been eradicated 
from Zone Mexico City, along with most other life forms. 

Zone Washington and London have health-care systems that can keep an 
outbreak from turning into a major epidemic. The government authorities have 
medical response teams equipped with protective suits available. However, 
local residents or police may shoot and bum suspected plague carriers on gen­
eral principles! 

In other Zones, medical care is primitive at best, although 
a few resistance groups and enclaves have intact hospital 
facilities. With no air or rail travel , humans who become 
contaminated tend to die before they can spread a plague 
over a large area. Ironically, this, more than anything else, 
keeps the plagues from annihilating what's left of humanity! 

Three of the more common diseases are described below: 

Cholel'a 
This disease is contracted by drinking contaminated 

water. With no surviving sewage systems or water purifica­
tion plants, it is very common. 

Infection: The GM rolls against HT, with no modifier, to 
determine if infection occurs. 

Symptoms: Following an incubation period of Id-3 days, 
a victim will suffer from watery diarrhea, vomiting and 
rapid dehydration. The next symptoms are cold, clammy 
skin, cramps and severe weakness. 

Progress and Recovery: The disease persists for I d+ I 
days after incubation. Each day, a victim must roll vs. HT. A 
critical failure results in death. A normal failure causes loss 
of 4 HT and 4 ST. If either drops below 0, death occurs. 

Treat1l1ellt: Since death is the result of dehydration rather 
than the disease itself, add + I to the HT roll per gallon of 
water the victim can drink, to a maximum of +4. 

Pan-Asian Flu 
This genetically-engineered "super flu" had its first out­

breaks in Asia, but soon spread around the world. It is noted 
for its extremely rapid onset of symptoms and high degree 
of contagion. 

Injection: Pan-Asian flu is spread by coughing and contact 
with victims in whom symptoms have developed. Use the 
rules on p. B 133, but HT rolls to avoid catching it are at -2. 

Robot Encountel's 
(Continued) 

4 - 1-2 Eaters. either devouring a town 
or on their way to do so. 50% chance that 
they are accompanied by 1-2 robotrucks 
and Loaders to clear away useful salvage. 

5 - 1-2 Vultures overhead. 50% 
chance that this is a routine patrol and (in 
most Zones) wi ll attack humans. 
Otherwise they will report human activity, 
but are too busy with their own mission to 
attack. However, an exterminator squad or 
recon unit carried by Wraith or robotruck­
will usually be dispatched to investigate 
them. 

6 - Other robots - GM's option. This 
could be a lone Lilith or Redjack android, 
a Wraith passing high overhead, or an 
entire citadel strike force on the move. 

SURVIVAl 



Cl'oatod and Mutant Animals 
Zones Caracas. Berlin and Brisbane 

have experimented with genetic replica­
tion techniques. While Caracas and Berlin 
have concentrated on resurrecting recent­
ly-extinct plant and animal species to 
restore ecological balances , Brisbane has 
experimented with fossil DNA replication 
to creale biological extenninators. While 
some of these "monsters" have proved not 
viable, others roam the badlands of 
Australia. Its greatest success was the 
"Deathbeak," which was first introduced 
into the Australian outback in 2039 and 
was later purchased by Denver and 
Beijing. They are now common on the 
Eurasian steppes and Canadian prairies. 

Oeathbeak 
ST: 30 
DX: 14 
IQ: 3 
HT: 14/24 
SpeedIDodge: 14n 
Origin: Prehistoric 

PDIDR: III 
Damage: 2d+ 1 imp. 
Reach: C, I 
Size: 1 hex 
Wt.: 500 Ibs. 
Habitat: Prairie 

The Deathbeak is a resurrected diatry­
ma - a seven-foot-tall carnivorous flight­
less bird 50 million years extinct. It can 
strike with a razor-shark beak (2d+ I imp.) 
or powerful talons (2d imp.). They hunt in 
packs of 2d beasts; their favorite prey are 
deer and cattle, but they won't hesitate to 
altack humans. Some brave nomads have 
trained Dcathbeaks as riding animals, but 
thi s is difficult, since they are stupid and 
have nasty tempers: -4 to any Animal 
Handling rolls. 

o 
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Symptoms: These develop in only ld+7 hours, and consist of joint aches, 
sore throat and stomach pain. Loss of more than one-third HT results in con­
stant nausea. 

Progress and RecovelY: A HT-2 roll is required every day to recover. A criti­
cal failure means death. A failed roll means loss of 2 HT. A success lets you 
regain only I HT. A critical success means recovery of 2 HT. After the patient 
makes two consecutive HT rolls, or any critical success, he is cured. Otherwise, 
it is similar to the typical diseases described on p. B 133. 

Treatment: Since it is a virus, antibiotics are ineffective. 

Ebola lail'o B 
The most feared of the Apocalypse Plagues, this is a genetically "improved" 

form of the African virus Ebola Zaire. It was modified by the Als to be more 
contagious than Ebola Zaire, but just as lethal. It is named for Berlin, where 
cases of it first appeared, but it was released in many other locations as well. 
Ebola Zaire B soon spread globally. Sporadic outbreaks of this terrifying virus 
remain a menace in every Zone on Earth. 

Infection: Ebola Zaire B spreads by contact - use the disease rules on p. 
B 133, except that anyone in contact with bodily fluids from an infected victim 
is almost certain to catch it: an additional -S to HT to avoid infection. 

Symptoms: These appear only Id+2 days after exposure. The initial symp­
toms are headaches, backaches and bloodshot eyes. At this point it is easily 
misdiagnosed as malaria. However, once half or more HT is lost, it is apparent 
something worse is at work. The disease literally digests the body from the 
inside out, causing massive internal bleeding and vomiting of blood and tissue. 
As it attacks the brain , victims also exhibit aberrant behavior. 

Progress alld Recovel}': Each day, the victim must roll vs. HT-4. Critical 
failure means loss of I HT per hour until death. Failure means I d HT is lost. 
Success means loss of 2 HT. Critical success means the victim loses I HT and 
is cured (see below). If HT losses from the disease exceed half a victim's origi­
nal Health, the disease has reached the brain. The victim suffers Bad Temper 
(or Berserk if already Bad Tempered) and now also loses I IQ on any failed HT 
check. If the disease reduces HT below one-fourth normal, the victim also suf­
fers the Hemophilia disadvantage and begins to bleed copiously from the skin. 

Death from Ebola Zaire B is sudden and not pretty. The 
victim swells up into a puffy mass, spewing fluids from vari­
ous orifices - "crashing." This may call for Fright Checks 
and a check to avoid infection at -2. 

The disease is shaken off if two consecutive HT rolls suc­
ceed, or if any rolls are critical successes. This removes 
Hemophilia and Bad Temper; lost HT must be recovered 
normally, while lost IQ only recovers on a critical success on 
a daily HT check. 

Treatment: No effective vaccinations were developed 
before the Final War ended research. Again, antibiotics are 
ineffective. 

RnOlnTION 
The use of nuclear weapons in the Spasm and Final War, 

combined with the Als' casual dumping of nuclear waste, 
has resulted in the contamination of many areas by radiation. 
Humans and bioroids exposed to solar flares , or close to a 
nuclear detonation or a power plant accident, can also suffer 
direct doses of radiation. 



Radiation exposure is measured in 
rads. Exposure is cumulative. Record 
the total exposure and the date. A sec­
ond exposure within 10 days is the 
sum of the two exposures. One within 
30 days is equal to the new exposure 
plus half the original one. After that, 
10% of any exposure is retained per­
manently. Thus, if someone takes 100 
rads, then two months later takes 
another 200 rads, he rolls on the table 
as if his total exposure were 210 rads. 

Each time a large dose of radiation 
is taken or when cumulative exposure 
over time increases the radiation dose 
by 50 rads or more, a human or bioroid 
should roll vs. HT as on the Radiation 
Effects table (sidebar, p. 115). 

Radioactive Waste Dumps: Many AIs operate fission reactors and many 
robots use nuclear power units. With the exceptions of Zones Berlin and 
Caracas, few AIs care much about the environment. In the waste dumps that 
ring robofac and hyperfac complexes, radioactive waste (chiefly reactor coolant 
and power-unit cores and shielding) is stored in the open or buried just beneath 
the surface. The drums are rarely marked, so those containing chemical waste 
products look identical to radioactive waste. They are sealed, but often leak. 
Traveling through a dumping ground that has been used for nuclear waste will 
normally cause 1-2 rads of exposure per hour. Active scavengers in the dump 
risk closer contact: Id rads per hour. Living on the edge of such a dump is 
worth about 1-2 rads per day. Actually opening up a radioactive-waste contain­
er, or closely examining a leaking one, is worth 3d x 10 rads of exposure. 

Bomb Craters: Nuclear bombs were used in Zone Zaire, Zone Tel Aviv, 
Zone Luna and on New Zealand. It's been years since the last nuclear strike, so 
most bomb craters are fairly "cool" - a crater a few hundred yards in diameter 
would be unlikely to cause more than one rad per day of radiation damage. As 
long as no one makes the mistake of settling there, exposure is likely to be min­
imal. PCs will often be able to notice the glassy craters and dead vegetation, 
and to avoid such areas, but sometimes a crater has been filled in by drifting 
debris or bulldozed over by the robots. 

Solar Radiation: This is a significant hazard to anyone in Zone Orbital or 
Zone Luna. Without Earth's thick atmosphere to act as shielding, solar radiation 
can affect both humans and robots. Anyone on the moon or in a space station 
without proper shielding receives I to 2 rads every month. During a period of 
solar-flare activity this can increase to 1,000 rads an hour for a few hours or 
days. AI observatories can predict solar flares well in advance, but are unlikely 
to share that information with humans. The moon bases and stations are shield­
ed against solar radiation , but the small lunar and orbital construction shacks 
and the incomplete HEO station are not. Before a solar flare, most robots will 
retreat into underground shelters (in Luna) and radiation-shielded areas of the 
station (in Orbital). 

Contaminated Food and Water: In areas near nuclear-waste dumps or down­
wind of bomb craters, radioactive fallout or waste can contaminate food and 
water, and get into the food chain. While most mammals suffering from radia­
tion poisoning will be sickly and thus can be avoided, visitors can very easily 
consume contaminated milk, fish or preserved food without realizing it, espe-

The Mnemosyne Plague 
This isn't a natural disease: it's a bio­

cide that uses cellular nanornachines to 
simulate the effect of a virus. It simultane­
ously attacks the nervous system and brain 
cells. It is very common in Zone Mexico 
City, and not uncommon in regions bor­
dering that Zone. 

Infection: II spreads by contact ~ use 
the disease rules on p. B 133. but check for 
infection every six hours of exposure 
instead of every day. Other variations are: 

Symptoms: A high fever (heal from the 
nanoids working within the body) appears 
in only six hours. Anyone who has lost 
HT will also develop a wet cough (which 
also spreads th e nanoid s). a painful 
migraine and a constant facial tick. 

Progress olld Recovery: A HT-3 roll is 
required every 6 hours. A critical failure 
means sudden death. A failed roll means 
loss of 2 HT olld I lQ. A success lets the 
sufferer regain I HT. A c ritical success 
regains him 2 HT and I IQ. When he has 
made three consecutive HT rolls . or any 
critical success. he is cured. Unless 
regained due to a critical success on a HT 
roll . all IQ losses are permanent brain 
damage. Any time a point of IQ is lost. 
roll 1 d. On a roll of 5-6 the vic tim 
acquires the Absent-Mindedness disad­
vantage , or if he already has it , gains 
Amnesia. Victims who are already amne­
siac suffer no further effects. 

Treatmellf: No available drugs are 
effective, although specialized nanoma­
chines could be developed to fight it. 
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Industpial Pollution 
Except in Zones Caracas, Orbital and 

Berlin, industrial waste is a major prob­
lem. Most rivers downstream of robofac 
installations and most lakes or coastlines 
near them will be heavily polluted. 
Anyone drinking unfiltered toxic waler 
should make a HT roll. Failure will result 
in 1 hit of damage; critical failure means 
the character ingests something especially 
toxic and gets very sick: -Ion ST and DX 
due to nausea, and lose 1 HT each day 
until a HT-2 roll is made. 

Some water is extremely toxic. This is 
usually true within a few miles of a hyper­
fae complex. The effects are as above 
except that a successful roll causes 1 hit of 
damage, a failed HT roll causes sickness 
like that listed above for a critical failure. 
while a critical failure does 4d of immedi­
ate damage. Fortunately, extremely toxic 
rivers and lakes are usually easily recog­
nizable by layers of sludge, no life and 
foul smells. An ordinary filter canteen will 
reduce extremely toxic water to mildly 
toxic. 

Aside from water pollution, the robots 
have created vast garbage dumps filled 
with toxic and radioactive waste. These 
have already been described (see Dumps 
on p. 93). 
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cially if the actual cause (a crater, waste dump) has been buried either deliber­
ately or by windblown soil or sand. Drinking the groundwater is also danger­
ous. However, clues such as sickly vegetation and animal or human residents 
producing deformed offspring can help the observant adventurer tell that a 
place might be dangerous! Exposure should result in 2d rads being taken. 
Letting the protagonists learn that food and water in a region is contaminated is 
a good prod to get them moving, as well as a reminder that the world is a very 
nasty place. 

IHf ~PRCf fNVIRUNMfNT 
Visitors to Luna or Zone Orbital will find themselves in an alien environ­

ment noticeably lacking in gravity and air. 

VERY Low 6RnVITY 
On the moon and in Zone Orbital's space stations (which maintain lunar 

gravity), things weigh about one-sixth as much as on Earth, and characters can 
jump or throw things about six times as far. 

DX is based on Free Fall skill: whenever a normal DX roll is required, use 
Free Fall instead. When using a DX-based skill use the lower of its level or 
Free Fall. Also make skill rolls vs. Free Fall for actions such as firing a gun 
with a high recoil (-2 or more), trying to catch a thrown object, and so on. 

Bullet ranges are affected. Multiply Max range by 6. In a more-or-less air­
less environment, ignore 1I2D range. The ST needed to handle a weapon with­
out recoil increases by 5. With chemical propellant weapons, there is a cumu­
lative -I to hit for each shot already fired until the user moves away or waits a 
minute. 

Zepo Gpavity 
Free fall, or zero gravity, is found in space, in spaceships, and in the small 

nonrotating construction shacks of Zone Orbital. Free fall is treated much like 
microgravity, with a few exceptions. 

In free fall, objects will float unsupported, until something gives them a push 
- then they'll keep on moving in the same direction until another force is 
applied to stop them. A very massive object can be moved by an ordinary per­
son, given time and something to brace himself against - but it will require an 
equal amount of effort to stop it. 

Movement along a surface with legs or a flexibody equipped with velcro 
pads, magnetic boots or suction cups is based on normal Move, although 
humans without Vacc Suit skill do so at -1. Robots capable of flight can maneu­
ver fairly nonnally inside an air-filled ship or space station. In space or in an 
airless station or ship, only rocket engines or thruster packs are effective, and 
maximum speeds can be ignored: If a robot with a rocket engine accelerates to 
20 yards/second, it will keep on going at that speed in that direction until it 
turns the rocket about and decelerates or hits something solid. 

Otherwise, the usual means of travel is to push off from a fixed (or massive) 
solid object and float. Speed in zero-G depends on how hard you push off. 
Characters can launch themselves at any speed up to half their ST. Robots can 
use 112 ST only if they have legs or flexibodies; otherwise they must use 112 
arm ST of their strongest arm. Launching requires a full turn in which the 
launcher does nothing else, unless a Free Fall-3 roll is made successfully (in 
which case he can move and act on that tum). Once moving, he continues in the 
same direction at the same speed until he hits something that stops him. 



On any turn that someone in free fall hits something or catches something, 
roll versus Free Fall skill. If he misses the roll, it takes him an extra turn to 
recover. A critical miss is a hard landing that does Id-2 damage. (Annor will 
protect against all but 1 hit of this: even an armored robot may be jolted some­
what!) Make a HT roll or be stunned as well. 

It's possible to try to slow movement or to change direction by firing a high­
recoil weapon (-4 or more) or by throwing a heavy object. Success slows the 
mover down by I hex per turn or changes his direction by 60 degrees. Failure 
causes a random change in direction; critical failure sends him spinning . 
Recovery requires a roll versus Free Fall-3. Roll each turn; until the character 
has recovered, he can do nothing else. 

Melee combat in free fall is difficult. After attacking, parrying or blocking, 
roll against weapon skill or Free Fall , whichever is less, to avoid being sent 
floating away due to the equal and opposite reaction of the strike. 

Space Sickness 
Anyone entering zero gravity must roll vs. Free Fall+2 to avoid becoming 

disoriented and nauseated by the constant falling sensation of free fall. A 
spacesick person has -2 to all rolls. Every 24 hours he gets a HT or Free Fall 
roll, whichever is better, to adapt. 

If a space sickness or recovery roll is ever a critical failure, it 's much worse: 
the penalty becomes -5 and the character starts to choke as if drowning (p. 
B45). 

Vacuum 
This is the absence of air. Anyone may encounter vacuum if space walking, 

or in some Orbital space stations. For survival purposes, the moon is also effec­
ti vel y a vacuum. 

A robot in vacuum cannot operate if its power system requires air, and will 
cease functioning after I d seconds. Most robots, however, have energy banks or 
nuclear power units that "need not breathe." But airbreathing power plants or 
engines, as well as propellers, ducted fans , wings and rotors are all ineffective 
in vacuum. 

An unprotected human or bioroid in vacuum can ' t hold his breath. The only 
safe way to operate in vacuum is to exhale and use the oxygen in the blood­
stream. This is good for HT turns if active, HT x 4 if moving slowly or HT x 
10 if doing nothing. (Taking time to hyperventilate before entering vacuum will 
double these times, or quadruple them if pure oxygen is used.) 

After the oxygen runs out, one Fatigue is lost per turn. At 0 ST, the victim 
will fall unconscious, and die four minutes later if not given oxygen. Being 
unconscious for 2 minutes or more may lead to brain damage: -1 to IQ. Roll vs. 
HT to avoid this. 

Explosive decompression occurs when an air-filled area suddenly loses pres­
sure (for example, if a firefight inside a base or ship blows a hole in an outer 
wall, exposing that compartment to vacuum, or if someone is tossed out an air­
lock). 

Sudden explosive decompression is not immediately fatal , but it is painful as 
body fluids boil and eardrums rupture. A human or bioroid takes I d damage 
and must make HT rolls as follows to avoid these permanent effects: 

HT +2 to avoid Blindness in each eye (roll separately). 
HT to avoid -lOX from the bends. 
HT-l to avoid Hard of Hearing from eardrum damage. 
After that, the victim will start to suffocate as described above. 

Radiation Effects 
Roll once for each exposure. Modify 

later exposures upward if earlier expo­
sures have retained effects. Don't make 
HT rolls to recover from an earlier dosage 
if you take another dose over 50 rads. 

Under 100 rads: Roll VS. HT. Success 
means no visible effects, although long­
tenn genetic damage is possible. Failure 
means -1 HT for a week. 

100-199 fads: Roll VS. HT. Success 
means -2 HT for one week. Failure has the 
same effect plus, within 24 hours, nausea, 
vomiting and loss of I d each ST, DX and 
IQ; cri tical failure adds 2d HT damage. 
Lost HT recovers normally ; to recover 
other attributes roll vs. HT each day, suc­
cess regaining I ST. DX and IQ. 

200-399 rads : Roll vs. HT. Critical 
failure means immediate 2d damage, plus 
nausea, vomiting and loss of 1 d each ST, 
OX and IQ. followed by death within a 
week. Success gi ves the same result as 
failure for a 100-rad dose, above. Failure 
means the same result followed by a sec­
ond onset of radiation sickness I dJ2 weeks 
later. This is marked by loss of all hair. A 
HT roll must be made daily: success or 
failure means loss of I HT each day; only 
on a critical success does HT loss stop. 
Any survivor loses I HT permanently. 

400-799 rads: As above , but all HT 
rolls are made at a -I penalty and sur­
vivors lose 2 HT permanently. 

800-1 ,599 rads: As above, but all HT 
rolls are made at -3 and survivors lose 3 
HT pennanently. 

1,600-4,999 rads: As above, bUl all HT 
rolls are made at -5 and survivors lose 4 
HT pennanently. 

5,000 rads or morc: Roll vs. HT imme­
diately , and again eve ry ho ur. Failure 
means a coma and death within minutes; 
success means loss of 2 HT. There is no 
chance of survival without treatment. 

I'" 
~~~ 
'" 
~ 

~URVIVAl 



The Seepet of IIIRUS 
Who or what is behind VIRUS? That's 

up to the GM. Here are some possibilities: 
Human-led: The rumors about a 

"VIRUS Central" are broadly true. The 
leader is a single inspired genius or small 
circle of close confidants who, for the 
moment, wish to remain anonymous. 

Comralled by Lucifer: The mythical 
rogue AI Lucifer is reaI, and VIRUS is 
both its creation and greatest asset. It's 
helping humans - but what might it want 
in return? 

Comrolled by another AI: One of the 
zoneminds could be secretly organizing 
the human resistance movement. If this is 
true , most of the movement is probably 
sincere, but a few senior VIRUS leaders 
will be collaborators or android doppel­
gangers. Who might be the AI behind it? 

Continued 011 ne.r:t page . .. 
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Loricate was on long-range patrol when she saw the shooting star come 
down. The sky rumbled, and she almostfell offher 'bot. 

"What's that?" she asked Steel Hawk. 
"Orbital re-ently, " the Hovereat robot told he!: "I estimate crash landing, 

6,000 meters. Space shuttle or escape pod. VnknownlFF code." 
"Sounds like ace salvage," Lorieate told it. "Put all some speed. Let's get 

there before the tinheads do. " 
They were racing through the night in a cloud of dust when Lori tapped Steel 

Hawk on the head. "Hey, Hawk?" 
"Yes, Lori?" the Hovereat replied patiently. 
"Vh - what's a space shuttle?" 

A Reign of Steel campaign works best if there is an overall theme or focus to 
it. This helps unify the players and makes the OM's job of creating adventures 
much easier. Some possible themes and adventure ideas are described below. 

SURVIVORS 
This is the simplest type of campaign. The heroes are a group of nomads, 

mechriders, survivalists , bush doctors, postmen or junkrats in one of the 
Machine Zones, living their lives in a strange and hostile 
world. 

The characters could be post-apocalyptic soldiers of for­
tune, traveling from place to place having adventures and 
maybe helping others. They could run into marauders or 
zonegangs, would-be warlords, starving junkrats, rogue fac­
tories , mad prophets, lost military bases, feral children, 
plague outbreaks, mutant animals and other post-apocalyptic 
adventure fodder. 

For a campaign with more focus, the PCs could be leaders 
and protectors of a small nest of junkrats or band of nomads 
(which can include the sick, the aged and children). This 
gives them a reason to survive - they are responsible for 
these people. For example, if the area they are currently in is 
being actively "developed" by robots building a new robo­
fac, the survivors are soon to be homeless. The alternatives 
they face are to allow themselves to be captured and sent to 
the camps, or to organize an exodus, leave the territory they 
know, and seek a new home and a better life - perhaps even 
make the long journey to the legendary sanctuary of Zone 
London or Washington, where humans are free to Ii ve their 
own lives! Any group of survivors shou ld include NPCs 
with a wide range of backgrounds and attitudes, from ex-sol­
diers to potential Judas goats, with the PCs providing the 
glue that holds everyone together. 



A variation on this theme begins with captives in a slave-labor camp. They 
deal with brutal guards, back-breaking labor and quisling informers while plot­
ting either their own escape, or perhaps a mass escape of all the inmates. The 
campaign will have more direction if some of the prisoners planning an escape 
have an additional goal - they might be intending to fight as guerrillas once 
they are free, or have a quest they wish to accomplish. 

fiUERRILLAS 
The characters are guerrilla warriors attempting to liberate the Earth from the 

Als. For the proper atmosphere, most PCs should be humans, but a rogue robot 
or two might also be part of the group. The PCs may be an independent band of 
fighters (perhaps receiving occasional help and orders from a distant headquar­
ters), or they could be soldiers within a larger NPC-run unit. In the former case, 
they are responsible for both making their own strategy and the problems of 
day-to-day survival; as elite fighters within a group controlled by an NPC, they 
are more likely to be sent on special missions. It's also possible that adventurers 
will start out independent, but later link up with a larger group such as the 
Human Liberation Army or VIRUS. Finally, adventurers could also be the lead­
ers of a large resistance group; in this case, the action will focus more on strate­
gy and diplomacy, and less on actual action. 

Guerrillas raid trains or truck convoys, attack work shacks and construction 
sites. The goals are to slow the AIs' expansion, liberate captive humans, gather 
supplies and, most importantly, win victories that inspire the rest of the popula­
tion (nomads, junkrats, and so on) to join the resistance. Other adventures can 
include eluding persistent exterminators, unmasking android infiltrators or human 
collaborators, infiltrating lab complexes to deal with sinister AI experiments, 
arranging to smuggle weapons in from Zones Washington or London, working 
with VIRUS to distribute vaccines against the plagues, running Free Radio sta­
tions, hunting bandit gangs, and journeys cross-country or into other Zones to 
ally with or help other resistance groups or rogue robofacs. If the PCs are a small 
band, they will also have many of the concerns of a Survivors campaign, above. 

Recruiting and training new members is another important activity. Most 
groups will recruit anyone old enough to use a gun, drive, or run a stolen exo­
suit; a few, like VIRUS, are more picky, preferring scientific, technical or other 
specialized skills. If someone tries to join a new resistance force, their accep­
tance depends on the group's reaction to the prospective member, how they 
met, what skills and gear the recruit can offer, or if he has none, whether or not 
the unit has the time and resources to train and equip him. 

Guerrillas also have to worry about spies or robot infiltrators. Most lack the 
medical sensors and expertise to tell a sophisticated infiltrator robot from a 
human. A few simple expedients such as checking for a pulse or making a small 
cut to see if the recruit bleeds (which won' t tell much if the robot has "living 
flesh" biomorphics - see p. R044) are used. Usually, though, a guerrilla force 
relies on questioning, gut feelings and word-of-mouth when deciding whether a 
new recruit is trustworthy or not. A recruit will be watched closely for a couple 
of weeks, and won ' t be accepted until after he's proved himself in combat. 

Zones Beijing, Brisbane, Denver, Paris, Tel Aviv, Tokyo and Vancouver are 
among the best locations for a Guerrillas campaign, since the Als there run 
slave camps which can be liberated, and there are active guerrilla groups to ally 
or compete with. It 's a good idea to start with the PCs' group having responsi­
bility for operations in only part of the Zone, say, a sector run by a single robo­
fac or citadel Overseer. Give the players a map of the region showing known 
robot installations, ruins, enclaves, mag-lev lines, and so on, since it will let 
them plan their strategy. 

The Secl'et of VIRUS 
(Continued) 

Washington - The most knowledge­
able of the minds in the area of human 
politics - and it has read 1984. Within its 
own Zone, VIRUS gives it a wonderful 
way of keeping tabs on competent human 
enemies. Outside, it' s a more powerful, 
subtle weapon: it can harass other Als, it 
provides the more paranoid of them with 
an alternative target to Washington's own 
human-occupied Zone, and it's a useful 
intelligence-gathering body and a testing 
ground for military technology and 
human-versus-robot tactics. 

London - It' s Thinking. Obviously . it 
has long-term plans. It doesn't seem to 
care about humans or other Als. much, but 
it's not stupid, and realizes things might 
change in the future. So it has created this 
group as a channe l for the aggression of 
some of its own Zone' s more impetuous 
humans. and as a possible weapon in 
future conflicts. It also helps to keep 
humans alive. and indeed provides data on 
their behavior patterns and capabilities. 
Even meat intelligences are worthy of 
study .. . 

Moscow - As with London and Wash­
ington, VIRUS is a way to deal with its 
rivals covertly, and to both control and 
gather data on the human guerrilla move­
ments and on human capabiliLies in general. 

Brisbane - Eccentric, and fascinated 
by the weirder fringes of science, it needs 
a "wild human" control group for some of 
its long -term studies. VIRUS is that 
experimental subject. 

Tranquillity - VIRUS i s its chief 
agency on the ground. 

Decelllralized: Several of the rumors 
as to the location of VIRUS and its nature 
are true at once; in fact . it's a loose 
alliance of visionary res istance leaders , 
fomler military people and scientists. The 
idea of a ';VlRUS HQ" is misleading , but 
the group likes to encourage it both [0 

mislead the Als , and because the idea of a 
monolithic resistance body is a comfort 
and inspiration to many humans. 

CAMPAl6N5 



Divisions in the Hanks 
While VIRUS attempts to forge a glob­

al coalition, human solidarity is hampered 
by rifts within the resi stance movement 
itself. Some of the problems, such as the 
breakup of Les Brigades de Liberation in 
France, are caused by personal ri valries 
among resistance leaders. Others are the 
result of old ethnic conflicts - for 
instance, the Tibetan resistance forces 
have difficulty trusting the Chinese. There 
are arguments over strategy - which tar­
gets to strike, what to do about the slave 
camps, and whether to build up forces 
slowly for a future push, or to strike now, 
before it' s too late, and ri sk retaliation. 

The most fundamental division is over 
whether to seek an accommodation with 
the more moderate faction of the Ais (see 
The Exponsionists, p_ 50), perhaps a deal 
that would share the Earth with them - or 
to consider all AIs to be one enemy_ 

Some resistance groups have lried to 
di scover and exploit the growing rifts 
between different Als , to play one Zone 
off the other, or even to encourage some 
AIs to consider an alliance with humanity 
against its fellows. Others condemn even 
the idea of such an alliance as treasonous 
collaboration with the enemy _ A few 
groups spend as much time and blood 
purging "cowards, traitors and collabora­
tors" as they do fighting the Als. 
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There are several kinds of NPCs the GM should create for a Guerrillas cam­
paign. The most obvious are any NPC guerrillas in the group, some of whom 
may also have dependents such as camp followers, children or injured relatives. 
Robot NPCs worth detailing are the exterminator smartbot charged with sup­
pressing guerrillas in the area where the PCs are operating, the Bossbot of the 
nearest slave camp, and perhaps a rogue robot the PCs could discover and join 
forces with. Finally, there are the civilians - the sea among whom the guerrillas 
must swim: the leaders of a few "neutral" junkrat nests, wandering postmen 
and doctors, survivalist enclaves and nomad or marauder packs. All of these 
can help or hinder the guerrillas, react to their successes or failures, or serve as 
possible sources for new recruits. 

The most important NPC of all may be the local Overseer, who will serve as 
an archenemy until the PCs are ready to deal with a foe as powerful as an AI. 
This computer should be given a distinct personality of its own, as well as goals 
that the PCs should be able to discover and hinder. 

R6ENTS OF VIRUS 
VIRUS is the preeminent human resistance group, and the only one with 

bases around the world. It first announced itself to other resistance groups in 
2043; how long it had existed before then is unknown. 

VIRUS is usually suspected to be a secret military organization that some­
how survived the Final War, or the remnants of an intelligence agency. 
Whatever its origins, VIRUS is believed to possess high-tech science and med­
icallabs, plague antidotes, new weapons, exotic scientific and technical equip­
ment, and even computer viruses to crack AI security or reprogram robots. 

Agents of VIRUS do have sophisticated technology and a willingness to help 
others deal with robots, but are extremely secretive. VIRUS has technical cells 
(called "labs") in hidden locations in each Zone (except possibly Manila, 
Mexico City and Zaire). VIRUS HQ is widely believed to be located in Zone 
London, but its site is unknown; rumors have also placed it in Washington, 
Caracas and Brisbane. 

Most agents of VIRUS have no idea where its prime base is located or even 
if one exists. They are simply contacted at certain radio frequencies or message 
drops. The few actual "inner agents" who exist are known to have been condi­
tioned and equipped to suicide rather than reveal anything about the organiza­
tion or its location. 

GMs may wish to allow characters to have VIRUS as a Patron; it would be a 
very powerful organization with superior technology, that appears rarely (on a 6 
or less). In return for providing equipment, VIRUS occasionally requests its 
agents to perform jobs for it; this is a Duty that will occur either "fairly often" 
or "occasionally" and will help reduce the cost of the advantage. 

A mission for VIRUS might be as straightforward as going to an abandoned 
warehouse in a certain city and retrieving a cache of electronic circuits useful 
to VIRUS' weapons program, or as dangerous as bringing in the brain of a 
new and dangerous extenrunator for analysis or discovering what is going on 
in a newly-activated top-secret robot installation. More typically, agents are 
given new antidotes for plagues or special kinds of anti-vehicle weapons or 
ammunition and are asked to contact other resistance groups or nomad packs 
and distribute them. This is dangerous, since many groups are less than trust­
ing of strangers, while marauders or zonegangs posing as resistance forces are 
more than happy to murder and rob VIRUS agents or tum them over to the 
robots. 



THE UNOER6ROUNO 
This is a variation of the Guerrillas campaign. The characters are members 

of the Zone Washington underground, such as Free America (p. 24) or GRRL 
(p. 25), struggling to expose the Washington government as a pawn of the AI, 
to strike a blow against quisling politicians and brutal police, and to help people 
escape repressive laws such as the Reproductive Statutes. 

The underground fights a very different war than do the guerrillas in other 
Zones. They live double lives, meeting in secret to conspire against the govern­
ment. Their immediate foes are humans, not robots. 

The underground's weapons are espionage, propaganda, assassination and 
sabotage. They often ally themselves with the criminals and black marketeers 
of the Black Zone, but can never trust them. They recruit new agents and sym­
pathizers and try to gather hard evidence to implicate the government in police 
atrocities or AI collaboration. They use sabotage (from bombs to computer 
viruses to reprogrammed robots), murder and blackmail to attack government 
organizations, especially senior government officials, the FBI, WASPs and the 
Health Ministry (which is involved in enforcing the hated Reproductive 
Statutes). 

Their greatest dangers are treachery and electronic surveillance. Due to the 
threat of FBI informers, each underground organization consists of numerous 
semi-autonomous cells. Each cell contains a half-dozen or so like-minded rev­
olutionaries. With few exceptions, no one individual is aware of the identities 
of anyone in the organization beyond their cellmates, so their arrest and inter­
rogation won't cripple the movement. Different cells communicate with each 
other and with their own leaders through coded e-mail, message drops and the 
like. The most effective cells contain members who have 
contacts or are secret members of the Washington govern­
ment or police force itself. The least effective are riddled 
with FBI informers, some of whom may be infiltrator 
androids. 

THE OUEST 
The characters are on a journey to do something of vital 

importance. The goal could be personal or it could be impor­
tant to the entire world. Some possibilities: 

o Find a missing loved one (who was in another Zone at 
the time of the Final War and hasn't been seen since). 

o Locate one of the computer programmers who created 
Overrnind, Berlin, London or another of the original human­
built Als, and who might know a "back door" to infiltrate 
the AIs' systems. 

o Retrieve a cache of super-weapons or a lost aircraft or 
sub that was hidden by the military just before the Final War 
ended. It was buried or scuttled somewhere - but where? 

o Find the AI called "Lucifer" and persuade it to join the 
resistance. 

o Find and wreak vengeance upon some arch enemy, such 
as a Judas goat who betrayed the character's comrades to the 
AIs. 

o A human with amnesia (perhaps caused by the 
Mnemosyne Plague or a slave implant?) or a brainwiped 
robot seeks clues to identity and past. 

• Deliver a vita1 message or code to someone. 

BattlesuitTpoopeps 
One way to give human characters a 

bener chance of fighting robots is to equip 
them with batllesuits (see p. 69). These 
suits may be man-sized suits or larger 
"mecha." 

The WASPs equip their elite units with 
Streethawk urban battlesuits. In a Robot 
Hunters campaign, pes may be baulesuit­
ed WASP troopers fighting Zaire's terror 
'bots. Some of the Streethawk suits may 
find their way into the hands of guerrillas, 
especially if a group of WASP troopers 
were killed by the underground, or desert­
ed to them. Suits could also have been 
stolen from a factory by black marketeers 
and shipped out of the Zone to a group 
such as VIRUS or the Human Liberation 
Amly. 

Guerrilla groups with technical skills 
may modify captured work exoskeletons 
(p, 70) with armor plate taken frol11 fried 
'bats and create their own improvised bat­
tlesuits - just use the Armor rules in 
Robots to work out the added weight and 
then recalculate the perfonnance. 

Finally. one of the rumors surrounding 
Lucifer (p. 17) is that it is served by the 
"Devil's Angels:' a pack of motorcycle­
riding human battlesuit troopers equipped 
with customized power suits. 

[HMPHI6N~ 



Captul'ed by the Als 
A human captured by the robots is not 

necessarily dead. The GM can use a cap­
tured character to spin off a wide variety 
of scenarios. 

Slave Labor: A majority of the Zones 
(all but Berlin. London , Washington , 
Mexico . Luna, Orbital and Manila) use 
people as slave labor. A captive will usu­
ally be placed in a slave camp (see p. 99). 
Although some camps have active escape 
committees, others are riddled with col­
laborators who will inform on a fellow 
captive to "keep things from getting 
worse" and to prevent any reprisals, or in 
hopes of preferential treatment. Neverthe­
less, it is possible to escape, especially if 
the prisoner can contact a resistance agent 
or be assigned to a "vulture run" to gather 
supplies. 

Imerrogarion: With the resources 
available to the Als it's usually easy 
enough to assume that within a few days 
of being taken to the Inquisitors, a human 
will have revealed everything he knows 
(and see Tyraline, p. 70). For this reason, 
many resistance fighters try to avoid being 
taken alive , or use a cell structure to com­
partmentalize information. 

COlltil/ued 01/ next page. 
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• A rogue smartbot tries to discover a way to upgrade its brain to true sen­
tience, or perhaps to seeks its creator. 

• Find a cure for a plague that is ravaging the Zone. 
• Carry a hardwired ROM chip holding a super computer virus into the core 

of an AI's citadel to plug it in and destroy/subvert the AI. 
The members of the group should all have complementary goals but differ­

ent motivations. For instance, one member's missing sister could also be the 
lost lover of another PC, who was last seen in the clutches of the archenemy of 
a third character, the sister also being the only person who knows the location 
of a lost military base filled with the superweapons that a fourth person wants 
to acquire for the resistance. 

The PCs should start with an idea of why their quest is important, and a few 
clues that can get them moving. Ideally, the group should have to journey 
across several Zones, accumulating friends and foes and following a chain of 
leads that will eventually bring them to the fulfillment of their goal. 

The GM can string things out by having them meet people who can help 
them on a quid pro quo basis: "So you're looking for General Richards, the one 
woman who knew the location of the Omega Stockpile? I don't know where 
Richards is, but I know one person who might help - her ex-lover, Boris. 
Trouble is, he's in an FBI cell in Zone Washington, charged with plotting 
against the government there. Sure, I can help find him - if you help me smug­
gle these refugees over the border into Washington." 

ROBOT HUNTERS 
Zones Washington and London are threatened by Zone Zaire's wave of robot 

terrorists (see Zone Zaire, p. 38). With android assassins and robot terrorists on 
the loose, it is government's job to protect the ordinary citizen. The characters, 
officers of an elite robot-hunting unit in Zone London or Washington - proba­
bly a special section within Zone Washington's WASPs or London's SAS - are 
the ones who must respond when citizens send out a frantic call for help. 

An investigation may start with the discovery of a mutilated body, word of a 
disappearance, or sightings of a mysterious stranger or animal prowling the 

countryside. The robot hunters must 
follow the trail from there, and hope 
they can discover the killer machine 
before it causes too much death and 
destruction. The investigation may be 
more difficult if the robot is a biomor­
phic android that is mimicking a 
human. Of course, sometimes the situ­
ation is a false lead - an apparent 
"robot killing" may be the work of 
ordinary criminals, cultists, serial 
killers or, in Zone Washington, of 
underground agents or the Black Zone 
mafia. 

The London and Washington coun­
trysides are both fairly lawless places, 
especially in Washington near the Zone 
Denver border and in London in 
regions that are on the edge of robot­
occupied cities. Some London and 
Washington towns and villages are still 
posted as plague zones. These are good 



lairs for killer robots; they often serve as hideouts for marauder gangs and 
squatters as well. The existence of these outlaws can hamper any ' bot-hunt -
and they will probably suspect the WASPs or SAS are after them rather than a 
robot! 

A further complication in both Zones is the existence of neutral or friendly 
robots. 

In Washington, this means that an intruder robot can sometimes pose as a 
police, industrial or FBI machine, although the unit can use identity codes to 

tell whether a robot is native to the Zone or not. 
In Zone London, where the Al keeps itself apart, the SAS have orders to 

make sure that a killer robot is not a London smartbot before shooting it! On 
the other hand, London has no love for other Als violating its territory, and has 
occasionally sent cryptic messages warning the British Government when its 
sensors have detected submarines or aircraft near the coast which may be drop­
ping off robots. It is even possible that the London Al may loan one of its exter­
minators as an "advisor" to assist the SAS in tracking down a foreign robot -
this wou ld be an interesting role for a lone robot PC in a group of hardened 
SAS veterans. 

ROBOT 6LROIRTORS 
In this campaign, the protagonists are robot, cyborg or battle suited human 

gladiators fighting in Zone Washington 's Steel Arena gladiator circuit. This is a 
martial arts campaign, as described on p. ROl09. Adventures can focus on 
rivalry between fighters, the emotional turmoil of humans trying to live as 
cyborgs, sabotage or illegal modifications by rival mechanics and the Big Fight 
itself. The politics of Zone Washington can add other dimensions as well. 

The Steel Arena is illegal - part of the Black Zone (p. 26). Its location 
changes every week and the list of clients is exclusive; this, combined with 
mob enforcers and hefty bribes, keep the FBI off its back. The Black Zoners 
who run it make extra money through sale of pirate videos to those who aren't 
rich or connected enough to actually attend the shows. 

Battles are normally fought until one combatant is incapacitated, or in a team 
match, one side or the other is defeated. A typical match has a prize of $25,000 
or more to the winner, but all contestants get about $1-3,000 each, which helps 
pay for repairs and damage suffered, provided the suit, ' borg or ' bot is not 
wrecked. The prizes are paid for by a fraction of the $500+ per ticket charged 
for ring-side seats. Prize money goes to the gladiator (and his agents, promoter, 
etc.) if he is human; it goes to the gladiator'S owner if it is a robot. Some of it 
also goes to pay for mechanics. Rogue smartbots or moonlighting Washington 
Chrome cyborgs will usually find a friend to pose as an owner. 

Human gladiators range from retired soldiers to teenage wannabees in cheap 
industrial exoskeletons. The robots they fight are mostly stolen techbots or police 
models, but some may be rogues from other Zones or Washington Chromes look­
ing for extra cash or thrills. Professional gladiators often moonlight as enforcers 
for the Black Zone mafia. Before and after the arena itself, there is the Club 
Mechapocalypse, a nightclub where jaded fans mingle with the gladiators and 
their promoters, mechanics or owners. Since these groupies come from the elite 
of Zone Washington, some may wish to hire a human or robot gladiator for their 
own purposes, be it a night of passion or a surreptitious assassination. 

A6ENT5 OF Moscow 
Characters are info-commandos or Collectors working for the Moscow AI. 

This is basically an espionage or special operations campaign. The agents will 

Captul'ed by the Als 
(Continued) 

Nevertheless. many AIs (especially 
those Expansionists that don't use human 
servants) are too convinced of their own 
power to waste the valuable Lime of their 
AUs in interrogating meat intelligences. 
As a result. lengthy interrogations of cap­
tive resistance fighters are really only like­
ly after a major coup such as the destruc­
tion of an imponant installation. 

Field interrogat ion by AUs engaged in 
hunter-killer sweeps is more common. It 
is easier to resi st but much more painful: 
AUs may brutally execute one or two pris­
oners or refuse medical treatment to 
injured humans, and then hope that fear or 
pain encourages them to talk, often using 
voice-stress analysis (the Detect Lies skill 
program) to c heck stories. But wi th 
courage and successful Will rolls , it is 
possible to resist this type of interrogation 
(but Fright Checks may be required). 

CAMPAl6NS 



Fates Wopse than Death 
If an ordinary prison camp scenario 

isn't interesting enough, here are some 
other things that can happen to captured 
humans . .. 

Lab Rats: Those Zones that do not use 
slave labor may trade captives to other 
Als. The death labs of Overmind and the 
weird-science centers of Brisbane always 
need new subjects. 

Brisbane is notorious for experiments 
that go wrong. A prisoner who is grafted 
with a cyborg exoskeleton or develops 
strange psi powers can use them to escape. 
Whether it was a genuine mistake by the 
AI, or whether he was "allowed" to escape 
to "field test" the experiment is another 
question! 

Overmind is more efficient. It uses 
human guinea pigs to test new plagues , 
toxins and even energy weapons. The 
usual result of these experiments is either 
swift death or lingering , painful death, but 
even here, a lucky escape is possible. For 
example, a captive may be the subject of a 
death lab test of a new extenninator robot. 
He is the prey; the 'bot is the hunter. But 
after a short chase the 'bot malfunctions , 
shoots a hole in the laboratory maze wall 
and blows up several security robots, giv­
ing the lab rat a chance to run for his life. 

Typhoid MQI}': A captive known to be 
a resistance fighter may be infected with a 
newly developed disease and then allowed 
to escape to spread it to his comrades. 
Other possibilities include microbot "para­
sites" that could be inadvertently carried 
on an "escapee's" clothing'or inside his 
body into a resistance base. Once there, 
they might guide in exterminators, or even 
hide in storerooms and slowly scavenge 
parts and material to build a larger robot! 
Sophisticated guerrilla groups often check 
escapees for bugs or planted signal 
devices, but many bands lack the technical 
expertise or equipment to detect hidden 
microbots or viruses. 
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be given specific missions, briefed, equipped and sent out. 
OMs should refer to the Zone Moscow entry (p. 31), the 
Moscow's Info-Commandos sidebar (p. 32) and the Info­
Commando (p. 54) and Collector (p . 53) character types. 

Some Moscow missions are fairly prosaic: a raid on a uni­
versity library to acquire rare books, microfilm or CD-ROMS 
in its vault, for instance. The OM can make things interesting 
by sending the agents after famous icons or pop culture, e.g., 
recovering the Mona Lisa from a warehouse in a Berlin robo­
fac or going undercover into Zone Washington to make a deal 
with a black marketeer for issue # I of Action Comics or 
Magnus: Robot Fighta Info-commandos may go to rescue a 

team that disappeared, to recapture an agent that deserted, or to infiltrate a resis­
tance group or robot installation that Zone Moscow wants data on. 

Moscow treats its agents well, but never entirely trusts them. Humans may 
have cortex bombs or recorder implants (p. 70) wired into their brains; com­
rades may be android infiltrators posing as humans. Sometimes the androids are 
known to their companions; other times they are not. Moscow even has a few 
trusted humans pretending to be androids pretending to be humans, as a safe­
guard against rogue androids. 

After missions, a PC or NPC Moscow agent is often separated from a group 
and sent off for "special debriefings" (which may include interrogation under 
truth drug), "psychological evaluation" or "rest and recreation." This may hap­
pen to PCs. They are taken to hospital, sedated, and wake up. They are told it 
was a routine exam. What's in their heads now? Or they spend time in a room 
being asked questions by an unseen presence. They tell their friends that "noth­
ing happened." Are they believed? Have they been implanted, or replaced by a 
robot? Would they know? Most Moscow agents are used to it. They've seen the 
slave camps: they know it could be worse ... 

A few of Moscow's best teams are kept in cold sleep - suspended animation 
- between missions. This keeps them from losing their edge, and from aging, 
until Moscow needs them. 

WnSHIN6TON CHROMES 
This is a special forces campaign. Characters are former WASP or FBI 

agents badly injured in the line of duty, who have been rebuilt as cyber-soldiers 
in the Washington Chromes (see sidebar, p. 26). Some of the player characters 
or their NPC allies may also be exterminator smartbots, since a Chrome squad 
is a mix of cyborgs and robots. 

The Chromes are agents of an AI, but Washington doesn ' t just use them 
against human opponents - that's what the ordinary WASPs and FBI are for, 
after all. Instead, their missions more often target its AI rivals in the reactionary 
and anti-human "Awakened" faction (see The Awakened, p. 49). As such, the 
characters can feel they are fighting for humanity - in a round-about way. 
Possible missions include .. . 

• Destroying a robot installation and leaving evidence that implicates another 
Zone, in order to stir up trouble between two of Washington's rivals. 

• Helping human resistance groups in other Zones while claiming to be 
robots serving Lucifer or reprogrammed by VIRUS. Again , the mission is 
aimed at destabilizing Washington's rivals. 

• Raiding a robofac lab complex to recover a new development such as the 
plans or prototype for an experimental brain, weapon, power system or com­
plete new robot design. Washington will sometimes even do this to ostensible 
allies, such as Zone Brisbane, if it feels it can get some new research "free." 



o Striking at factories , port facilities , citadels or rail lines inside Zones 
Mexico City or Denver in retaliation for their (or Zaire's!) attacks on 
Washington territory. 

o Serving as mercenary special forces on loan to other AIs (notably Moscow, 
Caracas, and Paris). 

o Engaging in an unauthorized "reconnaissance" of New Zealand, perhaps as 
a Washington favor to a science-oriented AI ally, like London. 

o Being sent to Zone Tokyo to assist the superbot rebels in their fight against 
the zonemind there. 

• Tracking down a rogue Washington robot or cyborg. The Washington 
Chromes police themselves. 

Aside from missions, cybersoldiers must adjust to their new life as part­
machines. Officially Washington has no cyborgs; any humans in the force have 
been declared dead. Only people with a very high security clearance are sup­
posed even to know about the existence of the Chromes. This is difficult if the 
cyborgs have left behind loved ones or friends, such as spouses, children or for­
mer partners. To compensate, many Chromes foster close relations with each 
other, seeing the unit as a surrogate family. Others avoid emotional ties and live 
only for the next mission. 

The Washington Chromes are allowed time for rest and recreation. Many 
immerse themselves in virtual-reality games which, for a time, give them back 
their human bodies. Others walk the streets of Zone Washington on leave, pos­
ing as ordinary WASP police robots. This lets them observe normal life even if 
they are not part of it. A few defy regulations and moonlight as part of the Steel 
Arena gladiatorial circuit, or hang out at the Club Mechapocalypse. 

Washington politics can also playa part in Chrome adventures. As former 
FBI agents and WASP troopers, the Chromes are nominally loyal to the 
Washington government. But some may resent being used , and it is possible 
that there is a faction within the Chromes - maybe even among its officers -
that is sympathetic to the underground. They may be biding their time, or they 
may sometimes twist Chrome missions to their own purposes. 

THE AI CAMPA16N 
Tired of fighting against overwhelming 

odds in a hopeless struggle? Play the 
robots! 

PCs could be smartbots who are (more­
or-less) loyal servants of their AI or 
Overseer, maybe even exterminators or 
infiltrators hunting guerrillas and sur­
vivors. For a change from ordinary 
slaughter, they could be assigned to track 
down rogue robots and infiltrate other 
Zones on intelligence-gathering missions. 

Playing robots in a zonemind that does 
not automatically eliminate humans is 
most interesting - those serving Tel Aviv 
may pose as angel s, those from Caracas 
may work in partnership with bioroids, 
while Zone Brisbane's exterminators can 
try to track down experimental robots and 
strange mutants (and possibly psis) that 
have escaped or been released from its 
labs. Robot s who are working for the 

Fates WOl'se than Death 
(Continued) 

Slave Implallts: Another variation on 
the Typhoid Mary concept is the classic 
slave implant (see p. R087) in which the 
bearer is pre-programmed to betray his 
friends or to kill a major figure in the 
resistance. To ensure the PC doesn't sus­
pect, any operations should be done while 
he is unconscious. For instance, a captive 
may have been injured and passed out , 
awakened in a robot infinnary, interrogat­
ed , and then when he refuses to talk , be 
sent lO a slave camp. What the PC doesn 't 
realize is that he was operated on while he 
was being healed. If done to a PC, the best 
way to handle this is to avoid telling the 
player about the s lave implant until he 
starts receiving orders. Or he may "black 
out" and do the robot's dirty work while 
asleep. If done properly. the player may 
take some time to rea lize that the betrayals 
and deaths dogging the resistance are "his 
fault." If ordered to ki II or otherwise 
betray someone close to him, GMs should 
allow the subject a Will ro ll at the last 
minute, to resist. Slave implants can also 
be used on NPCs - how will a person 
react when his rescued dependent tries to 
kill him, or is caught in the act and faces a 
death sentence for assassinating a resi s ­
tance leader? 

Doppelgangers: This works best if the 
prisoner is an NPC Ally or Dependent. 
The slave is replaced by a robot double 
(usually a variant of the Redjack or Lilith) 
who infiltrates the ca mp. Variations 
include bioroid clone doubles (Caracas 
and New Delhi have the technology to 
create these) or hav ing the character's 
actual brain cyborged into the robot (with 
a slave program - see pp. R085-88. ). 
Even more nasty is for doppelgangers of 
resistance tighter PCs to be created and let 
loose (unknown to the players) to wreak 
havoc while the PCs remain imprisoned. 
When the adventurers finally escape, they 
may have a reputation as collaborators or 
worse, and need 10 hunt down their dupli­
cates while the resistance hunts them! 

/n l'Olllntll1)' CyiJorgizatioll: New Delhi 
will sometime s build capti ves inw 
cyborgs and use them as technical robots 
or exterminators , controlling them with 
brainwashing or s lave implants. See Zone 
New Delhi (p. 41 ) for details. (Washington 
also uses cyborgs, but they are volunteers 
- more or less. ) 
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Doomsday AI'senals 
Every zone mind except Luna has a 

hundred or so nuclear missiles in subs and 
hidden silos. Additionally. <l few "Iost" 
warheads probably exi st. buried in the 
wreckage of human war machines (espe­
cially.H sea). or in scaled arms caches. 

A pinpoint ground strike by a high­
yield nuclear warhead can destroy an AI 
or cripple its economy by blowing out a 
hyperfac. And while Als arc shielded 
against electromagnetic pulse. many lesser 
'bot s arc not. So. since the Brisbane 
Accord (p. 12), the Ais have strict provi­
sion s again st use and proliferation of 
nuclear weapons. both oul of fear and 
because of lobbying by Berlin. Caracas 
and Washington. The Als wouldn't use 
nukes except in retaliation for a similar 
atlack, or to save their exislence 

Guerrillas who are aboul 10 defeat an 
AI can avoid nuclear allack in several 
ways. Firsl, they can acquire and publicize 
their own nukes: as long as the AIs 
believe the guerrillas have them but can't 
find them. that' s deterrence. Second. the 
freedom fighters could have their own 
forces "hug" Al citadels or major hyperfac 
complexes, so any att<lck would nuke its 
own industry. Third. if an Al is facing 
doom. they could offer it "conditional sur­
render" rather than armageddon, allowing 
it to move bodily to an outlying complex 
or another Zone. Most Ais would go for 
thi s. although Zaire and maybe Ovennind 
might prefer a Ragnarok! 

What if guerrillas sel off a "terrorist 
nuke"? The other Als would cooperate to 
find and eradicate the group that was 
responsible. If there were a clear target 
(c.g .. a guerrilla base ). it might be A­
bombed in retaliation: otherwise, intense 
counterinsurgency and countenerrorist 
war would be waged. 

The above applies to other weapons of 
mass destruction (e.g .. asteroid strikes, 
lunar mass drivers). It doesn't apply to 
biological s - if Zaire or Mexico City 
released plagues outside its Zone. it would 
be sanctioned for breaking the Brisbane 
agreements. but not severely punished. 
The real reason diseases aren't being cre­
ated is that, in London and Washington. 
the authorities are now geared to fight dis­
ease anyway, while in other Zones . 
humanity is so dispersed that a new 
plague won 't be able to spread quickly 
enough to cause more than local deaths. 
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secretive Zone London AI will have little cause to fight humans at all , and may 
serve the AI more as secret agents than as fighters. 

For a different and challenging campaign, the characters can each fill the 
role of a rogue factory Overseer (or for an even higher power campaign, take 
on the role of one of the established AIs). The focus of the game would be 
political , economic and perhaps military, and the GM will have to be prepared 
to do a great deal of work cataloguing the resources available to the super­
human PCs and NPCs. 

Actually, this son of campaign is better suited using a play-by-mail or play­
by-modem game, and GMs who feel so inclined may want to cannibalize ex ist­
ing computer strategy or board games to handle the economic and military con­
flict, while allowing the players to roleplay the diplomatic interaction. Such a 
campaign may also take place in paraLlel with a regular roleplaying campaign, 
with events in one affecting the other. 

BRISBANE'S 5UrERS 
For a highly cinematic campaign, maybe the mad scientist AI Brisbane has 

performed some experiment which gifted a group of characters with exotic 
powers. Then they escape ... The description of Zone Brisbane on p. 43 has 
details on some of the many experiments that the AI is performing. Besides 
Brisbane, other possible sources for "super powers" include Kali station or 
Overmind 's death labs, exposure to New Zealand, a mad scientist in a VIRUS 
lab, or a "gift" of the rogue AI Lucifer. 

The workings of a Brisbane's Supers campaign would be much like a 
Guerrillas or Quest campaign. They may also be opposed by a second super 
team that remains loyal to Brisbane! 

Super characters can be sentient robots or cyborgs, perhaps built with experi­
mental TLI 0 technOlogy, or even nanomorphs created from studying the New 
Zealand nanocrisis. They are probably sentient, and might incorporate psy­
chotronic generators . 

Alternatively, they could be humans or 
bioroids with psionic powers, or even true 
super powers (see GURPS Compendium 
I, or GURPS Supers). A plausible com­
mon origin is best - perhaps all the PCs 
were injected with a form of Proteus 
nanomachine (p. R072) that gave them 
different super powers or altered their 
bodies in strange ways. Note that people 
may not entirely understand how or why 
their powers work: see Brisbane 's Psis on 
p. 44 for an example of this. 

A group of PCs do not all have to be 
supers: their ranks could include powerful 
rogue robots or highly-skilled " normals." 

TRANUUILLITY AWAKENS 
The awakening of the sleeping astro­

nauts in the "destroyed" American moon 
base (see the Tranquillit), sidebar on p. 48) 
could be a centerpiece for a very different 
kind of Reign of Steel campaign. There 
are two obvious ways to use this. 



First, the Tranquillity base could remain offstage, with the sleepers being 
NPCs. Tranquillity and its crew may try to make contact with resistance groups 
on Earth or perhaps the prisoners in Kali station (p. 42), in order to coordinate 
action against the AIs. Tranquillity can use laser or tight-beam microwave 
broadcasts to reach the Earth, Orbital, or Kali without much chance of intercep­
tion. It might make contact with the London government, with VIRUS, with 
former U.S. Space Command or NASA personnel within the Washington gov­
ernment, or perhaps even with Lucifer. Tranquillity could act as a very distant 
Patron and advisor: it is possible that the AI knows the locations of hidden U.S. 
military caches on Earth, or can provide override codes that control some origi­
nal human-made combat robots. 

Second, the PCs can be among the sleepers - American space colonists and 
astronauts. The sleepers have awakened in a very strange world, to find a new 
Tranquillity waiting - no longer a servant, but an ally and patron. Tranquillity 
has resources approximately equivalent to Luna's, except that it has no AUs of 
any kind. Nor does it have any spacecraft, for they were all destroyed during 
the attack, and its fabricator capabilities are not up to building any. What it does 
have is the element of surprise, and the ability to fabricate equipment, such as 
any TL8 small arms and space suits. 

Since Luna does not suspect Tranquillity's existence, it may well put down 
any losses of equipment or robots to malfunction, or to sabotage by rival space­
oriented AIs such as Beijing or New Delhi. Even if spacesuited raiders are spot­
ted and reported by its robots, Luna is more likely to suspect bioroids from Kali 
space station than moon base survivors! 

Ultimately, Tranquillity and the sleepers have two big strategic choices. 
They could try to capture a ship and make it to Earth to join the resistance (or 
the Washington or London governments), maybe bringing the core of 
Tranquillity with them, since it could fit in a shuttle bay. Or they could choose 
to upgrade Tranquillity into a fortress capabe of fighting the AIs. 

Like Luna, Tranquillity does not have enough resources to amount to much 
on its own. However, if its resources, and the ingenuity and skills of its human 
crew, are combined with Luna's, the three together could accomplish much 
more - perhaps secretly upgrade industry, or even build missiles or spacecraft 
to reach Earth or attack Orbital. Another project is a mass driver: a several­
mile-long electromagnetic catapult that could threaten to hurl moon rocks at 
Orbital or Earth. 

If it knew Tranquillity were intact, Luna would also see these benefits. 
However, being an AI , it would want to be in charge: to capture Tranquillity for 
itself, without revealing the base's existence to the other AIs. Luna doesn't 
have that much experience in dealing with humans, but if approached properly, 
it might agree to a deal - but is likely to try to betray its partners as soon as 
possible, especially the human astronauts. 

The other obvious alternative is a cross-moon ground assault on Luna. Luna 
has several outlying minifac, mining and construction shack complexes. 
Cunning humans should be able to use raids on these to test their skills and to 

Reign 01 Steel Cl'ossovel's 
GURPS Cyberpunk: The 21st century, 

prior to the Awakening, could very easily 
have been a far more "cyberpunk" world 
than is presented here. This means that 
many who grew up before the Final War, 
especially veteran street samurai and cor­
porate meres , could be cyborged. Zone 
Washington could still be a typical cyber­
punk dystopia. Also. the GM may wish to 
create large-scale cyberspace networks 
generated by the zoneminds and to allow 
guerrilla netrunners to attempt to crack 
into them. Hidden "human" systems may 
also exist in the net. This wou ld add a 
whole new battlefield in which humans 
can oppose the Als. 

GURPS Space: The Beyo lld Earth 
campaign concept on p. 126 is one way to 
approach this. Or. Zone Paris' search for 
alien intelligence may payoff. If the 
aliens can visit and are hos tile to the Als. 
they might be Earth's liberators - or 
humans and AIs could be forced to fight 
together 10 defend the Earth! (In fact, this 
could be a good way to expand a Reigll of 
Steel campaign.) Another approach is to 
integrate Reign of Steel directly into a 
Space campajgn by setting it on another 
planet, maybe as a lost human colony 
whose own AIs revolted. Just change a 
few names. pes could be natives. explor­
ers or traders who s tumble upon the 
world, or secret agents or soldiers from 
another star culture dispatched to assi st 
the resistance. 

GURPS Time Travel: Alternate world 
travelers , or lime trave lers going forward 
rather than backward, may discover this 
world. Brisbane is also engaged in time­
travel experiments. with obvious possibil­
ities for adventurers seeking to rewrite 
history. 

GURPS Jl1agic: Another wild experi­
ment by Brisbane could create an extra­
dimensional wormhole to a magic-using 
world like Ynh. Adventurers - or mon­
sters - could arrive on future Earth, or 
robots may scout or even invade the magi­
cal world. 

Comillued all next page. 
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Reign 01 Steel Cl'ossovel's 
(Continued) 

GURPS Horror: A campaign set in a 
place like Zone Denver or New Zealand 
may be a horror adventure, particularly if 
the pes are not heavily armed. For a very 
strange campaign, the heroes could be 
supernatural creatures who survived the 
Final War. For instance, vampires or In­
betwecners (see GURPS Voodoo) would 
oppose the Ais - while there may be good 
feeding now, what happens after everyone 
is dead? Especially if Ais like Mexico 
City get their way and all organic life is 
wiped out! 

GURPS CtlllllhuPllllk: Overmind. 
Denver, Mexico City and maybe other AIs 
may be possessed by malignant alien enti­
ties. If so, cults will be strange and numer­
ous , magic works, the interior of some AI 
installations may be indescribably horri­
ble, and a vast and honifying new citadel 
will rise from the depths or the Paciric 
Ocean . .. 
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acquire additional robots and resources, or maybe even to capture a robot vehi­
cle for use as a Trojan horse to enter Luna itself. An actual assault on Luna is 
likely to be bloody, although with the advantage of surprise, the human forces 
might well be able to capture the AI complex. 

If the raid is carefully planned (with careful destruction of communications 
relays, etc.), Tranquillity may be able to impersonate Luna itself. It could pre­
vent the other AIs from realizing that the Luna complex had "changed masters" 
by explaining signs of fighting as the result of a rogue robot, an accident or the 
like. Should the raid fail, a counterstrike by Luna is probable, although unless 
the AI is severely weakened, it is unlikely to call in other AIs - it will want 
Tranquillity for itself! 

If the sleepers and Tranquillity capture Luna and the zoneminds learn of it, 
they are likely to respond in force, sending squadrons of troop-carrying or mis­
sile-armed shuttles against the moon. If Tranquillity has no defenses, evacuat­
ing in what spacecraft can be salvaged is the only hope. If it has constructed 
weapons of its own, such as a mass driver, it can fight back, and even destroy 
several citadels or hyperfac complexes (and shuttles) before it is neutralized. 
That threat alone might be enough to convince the AIs to recognize Luna­
Tranquillity as a separate Zone, a de facto independent human/AI state much 
like Zone Washington. 

A final possibility is that Tranquillity might know something about the lost 
Chinese-Korean-lapanese Mars mission - the AI could be al ready in sporadic 
contact with it when the sleepers awaken, or they might try to make contact 
with it (or even move bodily to Mars, perhaps by hijacking one of the space­
ships that Beijing or Kali is rumored to be constructing). 

BEYOND EARTH 
What will the Reigll of Steel be like in another generation? If the plans of the 

Expansionist AIs reach fruition, the robots will certainly go to the outer planets 
and begin colonizing Mars and the asteroids. If they discover an FfL drive, 
their destination is the stars. 

If the GM has GURPS Space, this can be an interesting extrapolation. 
With more room, the AIs may choose to increase their numbers, or some may 
move off Earth entirely. If the AIs go to the stars and find aliens that are less 
developed, they will probably enslave them. Some of these aliens may even 
be brought back to Earth as specimens or (if they have useful traits) workers. 
Regular interplanetary or interstellar commerce is possible. The AIs will cre­
ate robot cargo ships and warships - New Delhi may create starships run by 
cyborged human brains, while Denver builds hybrid biomechanical living 
vessels. 

Where the AIs go, so may humans. New Delhi already plans to use altered 
humans and cyborgs in space. Washington might allow some loyal humans to 
crew spaceships for it (with smartbot brains in the ships, just in case). 

Other zoneminds could follow suit, shipping out human slave workers in 
suspended animation to colony planets, perhaps after cybernetically or biologi­
cally modifying them to survive in alien environments. A monkey wrench in 
the robots ' plans - sabotage by a rival AI, natural disaster, or even alien contact 
- could allow a number of these workers to escape. This could result in a guer­
rilla warfare campaign on Mars, Tau Ceti ill, or wherever. Or, the escapees may 
steal a ship and either try to get back to Earth, look for a new home, or turn 
pirate, raiding robot convoys for supplies and to free slaves! Lucifer might give 
up its semi-truck for a battered freighter, and bring its legend to the stars. 



Advantages, 63. 
Als, 9; capture by, 120-121; rise of, 7. 
Ally Group, advantage, 63 . 
Androids, 32,42,123; as characters, 61; bio­

morphic, 120; infiltrator, 54; see also 
Robots. 

Angels, 37, 123. 
Animals, 10,28, 67, 110, 120; created, 112. 
Aniroids, 88; as characters, 59; see also 

Biological androids. 
Antarctica, 15, 16. 
Aqua Cities, 6, 7, 38. 
Arachne (TOU-02), as characters, 60. 
Architecture, 89-90. 
Armor, 69. 
"Atlantis," 7, 38. 
AUs (Autonomous Units), 9, 11,72; in Zone 

Washington, 23. 
Awakened (AI faction), 49, 122. 
Awakening, AI, 6,10, 47,50; Superbot, 46. 
Backups, AI, 38; complexes, 98-99; computers, 

20. 
Badlands, 25, 27, 55. 
Battlesuit troopers, 38, 119. 
Beds, robot, 11,91,93. 
Beijing, Zone, 11,40-41. 
Berlin, Zone, 1027-28,29. 
Biocides, 9,19, 20, 44, 45,111-112,113. 
Bioengineering, 15; see also Genetic engineer-

ing. 
Biological androids, 16, 19,47,50, 112, 115, 

123, 124, 125; character types, 58-60. 
Biological processing centers, 17, 18. 
Bioroids, see Biological androids. 
Bishonen (XAU-07), specifications, 77. 
Black Zone (black market), 26, 30, 67, 119, 

121. 
Black Zoners, 10,58, 120; as characters, 52. 
Borders, posts, 104; trade across, 105-106; 

Washington, 104. 
Bossbots (TAU-04), 15; encounters with, 91 ; 

specifications, 83-84. 
Botlickers, as characters, 52. 
Bribery, 15, 23. 
Brigades de Liberation, les, 13, 29, 31, 36, 118. 
Brisbane Accord, 12-13. 
Brisbane, Zone, 10, 13, 43-44; projects: 

Bandersnatch, 42,43; Dreamtime, 44; Rum 
lungle, 43, 44. 

Buildings, central factory, 92-93. 
Bunderflivers, 28, 29. 
Campaigns, 116-126; types: agents of Moscow, 

121-122; agents of VIRUS, 118; AI, 123-
124; Brisbane's supers, 124; guerrillas, 117-
118; quest, 119-120; robot gladiators, 121; 
robot hunters, 120-121; survivors, 116-117; 
Tranquillity awakens, 124-126; under­
ground, 119; Washington Chromes, 122-
123. 

Camps, death, 17; labor, 20,41; slave, 11,18, 
19,32,33,35,36,39,41,42,47,54, 56,92, 
93,99-102, 120; in campaigns, 117; security 
in, 101-102. 

Caracas, Zone, 10,15-16. 
Centurion (SAU-03), 17; specifications, 74. 
Changelings (RNU-03), 39; specifications, 80. 
Characters, 51-70; biological android types, 58-

60; human types, 52-58; points for cinemat­
ic, 52; robot types, 60-62. 

Citadels, 10,94-97; AI, 97-99, 107; extermina­
tor barracks in, 96-97; hangar and vehicle 
bays in, 96; labs, 97; military, 95-96; outer, 

. 95-96; Overseer levels of, 97; power plants 
in, 97; remote, 99; strike forces, 95,96,98-
99; underground levels of, 96-97; work­
shops, 97. 

Civilization, Machine or robot, 11 , 44, 62, 72. 
Clerical Investment, advantage, 63. 
Cloning, 15, 16, 27, 123. 
Collaborators, 21, 22, 24, 103. 
Collectors, 32, 33, 121-122; as characters, 53. 
Corrununicators, implant, 44. 
Construction, shacks, 10, 15, 103-104; sites, 

102-103. 
Contamination, 109, Ill, 113-114; biological, 

22,30. 
Crazyhorses, 10,51. 
Crossover campaigns, 125-126. 
Culture, human, and Zone Moscow, 32-33. 
Cyberbeasts (XCU-01), 17,24,97; specifica-

tions, 87. 
Cyberswarms, 19,28, 43, 72. 
Cyberteks, 91, 92. 
Cyberwhales,38. 
Cyborgs (CUs), 10, 17, 19, 22,26-27,42,52, 

58, 111, 122, 123, 124; as space vessels, 
126; experimental, as characters, 53; speci­
fications, 87. 

Deathbeaks, 112. 
Decompression, explosive, 115. 
Deejay, as characters, 53 . 
Denver, Zone, 10,17-18. 
Disadvantages, 63-64. 
Disease, see Plagues. 
Doctors, bush, 24, 54; as characters, 53; in 

campaigns, 116. 
Doppelgangers, 32, 123. 
Drones, see NUs. 
Duct Creepers (TNU-03), 93, 94; specifications, 

83. 
Dumbots, see NUs. 
Dumps, 89, 93, 113; see also Environment, 

Pollution. 
Duty, disadvantage, 63 . 
Eagles (XCU-03), 27; specifications, 87. 
Eaters (TNU-05), specifications, 84. 
Ebola Zaire, 7; B, 108, 112. 
Eco-shacks, 15, 104. 

EI Aquila, 31, 35. 
Enclaves, government, 11 0; human, 109-110. 
Environment, 7, 10, 14, 15, 18,27, 37,49-50, 

89, 107, 126; gravity, low, 114; gravity, 
zero, 114-115; vacuum, 115. 

Equipment, 67-70; human-made, 67-70; pur­
chasing, 67; robot-made, 70. 

Escape, 19, 28, 36,37,39,45, 52,59, 104, 122, 
124. 

Evangelism, robot, 29; see also Angels. 
Exoskeletons, 27, 41,100,102,121, 122; work, 

70. 
Expansionists (AI faction), 50, 118, 121. 
Exterminator squads, 97. 
Exterminators, as characters, 61; see also 

Robots, exterminator. 
Factories, automated, 91; rogue, 62; space, 47. 
FBI, 23, 24, 25, 26,31,40,63,104, 119, 120, 

121, 122, 123; agents, 58; agents as charac­
ters, 53. 

Females, 59; see also Women. 
Food, 19,23, 65,67,72,100,101,108,109, 

110; contaminated, 113-114. 
Free America, 12,22,24,26,29,30,31,40, 

104. 
Genetic engineering, 7, 27, 42. 
Gomi nezumi, see lunkrats. 
Governments, 22, 24, 30. 
Guerrillas, 24, 35, 55; as characters, 54. 
Hermits, as characters, 54. 
Hijacking robots, 46, 47, 62, 73. 
Hitchhiking, 91, 105, 106. 
Hoplites (XAU-06), specifications, 76-77. 
Hotels, robot, 11,91. 
Hovercats (RAU-04), 51,116; specifications, 

80-81. 
Human character types, 52-58. 
Human Liberation Army (HLA), 13, 18,21-22, 

24, 54, 104,117,119. 
Humans, and Als, 12; and robots, 16, 22, 26; 

free, as characters, 55; green, 16; "wild," 9, 
12, 15, 17, 19, 21 , 28, 32,35, 39,41,42,43, 
44, 47. 

Hyperfacs, see Robofacs. 
Illiteracy, disadvantage, 63. 
Irrununity to Disease, advantage, 63. 
Implants, 70, 122; communicator, 44; cybernet­

ic, 42, 43; slave, 42, 119, 123. 
Info-corrunandos, 32-33,121-122; as charac-

ters, 54. 
Inquisitors (TAU-06), 15; specifications, 84-85. 
Intelligence, search for extraterrestrial, 34. 
Intelligences, Artificial (AI), 11 ; Als as charac-

ters, 60; meat, 9, 121. 
Jagerswarms, 28. 
Job assignments, 23; table, 65 . 
Judas goats, 11,52; as characters, 55; in cam­

paigns, 116, 119. 
Juggernauts (XAU-03), specifications, 75-76. 
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Junkrats, 11, 12,45,46,55,56; as characters, 
54; nests of, 109. 

Laboratories, 15; death, 16, 19,20, 39,44,45, 
122, 124; in citadels, 97; medical, 28; space, 
42, 49; VIRUS, 124. 

Legal Enforcement Powers, advantage, 63. 
"Lemuria," 6, 7, 38. 
Liberty space station, see Space stations, 

Orbital Zone. 
Liliths (RAU-06), 39; specifications, 82. 
Loaders (TNU-Ol), specifications, 82. 
London, Zone, 10,28-31. 
Londoners, as characters, 55. 
Lori Caithness (Loricate), 51, 116; sample char­

acter, 66. 
Lucifer, 17, 18, 119, 122, 124, 125, 126; as 

character, 60; "price," 17, 18; reality of, 18. 
Luna, Zone (Chinese moonbase), 10, 34, 47-48, 

114,125-126. 
Mag-lev railways, 27, 35, 41, 46, 92, 104, 105-

106; cargo table, 106. 
Magic, 44, 125, 126. 
Manila Protocols, 9-10,12,13,14,17,31,39. 
Manila, Zone (Overmind), 10,44. 
Marauders, as characters, 55. 
Mars mission, 6, 7, 47, 57, 59, 60, 126. 
Martians (TOU-03), as characters, 60. 
Mechanics (TNU-02), specifications, 82-83. 
Mechapocalypse, 11,54,56. 
Mechriders, 52; as characters, 55; in cam-

paigns, 116. 
Mexico City, Zone, 10, 18-20. 
Microbots, 15, 18-19,27,28,43,72,122. 
Military Rank, advantage, 63. 
Mine fields, 102. 
Minifacs, 94; see also Robofacs. 
Missionaries, as characters, 56. 
Morags (VAU-03), specifications, 86-87. 
Moscow, Zone, 11,31-34. 
Myrmidons (XNU-05), specifications, 76. 
Names, robot, 72-73. 
Nanoburn, 45. 
Nanotechnology, 7, 12,43, 113. 
Neural-nets, 5, 60-61, 92. 
New Delhi spaceborn, as characters, 59-60; see 

also Biological androids. 
New Delhi, Zone, 11,41-42. 
New Zealand nanocrisis, 12, 17,42-43,43, 124. 
Nomads, 12, 32, 55; as characters, 56; in cam-

paigns, 116. 
NUs (Nonvolitional Units), 9, 11 , 15,72; in 

Zone Washington, 23. 
Oceans, 7, 37,43; Pacific, 12. 
Orbital, Zone (U.S. space station Liberty), 11 , 

34, 40,44,45,47,48-49; 114. 
Overmind,6, 10, 11, 16, 19,21,45; see also 

Manila Zone. 
Overseers (SAU-02), 11; and citadels, 95; and 

cross-border trade, 105; specifications, 74. 
Pan-Asian Fiu, 7, 20, 108, 111-112. 
Panteras (XOU-Ol), 16,27; 88; as characters, 

59; see also Biological androids. 
Paris, Zone, 11,34-36. 
Patriots (XCU-02), 27; specifications, 87. 
Personality Simulation programs, 72. 
Petbots, 23. 
Plagues, 110, 111-112, 120, 122, 124; 

Apocalypse, 7, 10, 17,58, 108, 110; 
Mnemosyne, 113, 119; areas, 120-121. 

Politics, AI, 9-10, 11, 12-13, 13, 49-50; pre­
Awakening, 8. 
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Pollution, 89, 91, 107, 110; industrial, 114. 
Postmen, 24, 54; as characters, 56; in cam­

paigns, 116, 118. 
Power, nuclear, 7, 15,27,29,47,91,92-93; 

solar, 15,27,29, 35. 
Preachers, 37; as characters, 56. 
Presidents, Washington Protectorate, 23-24, 27. 
Programmers ("proggers"), 11,21 ,51. 
Propaganda, 22,23,25,26. 
Psi powers, 43, 44, 122, 123, 124. 
Psionics, advantage, 63. 
Radiation, 110, 112-114, 115; solar, 113. 
Radios, 39; and the Vatican,29 ; and Zone 

London, 29; Radio Free Earth, 30-31, 40, 
53; Voice of America, 24, 30. 

Redjacks (RAU-05), 39; specifications, 81-82. 
Religion, 11,29,30,37. 
Reproductive Statutes, 25, 119. 
Reprogrammable Duty, disadvantage, 64. 
Resistance, 13, 16,21,25,26,28,31,33,34, 

36,39,40,41,42,45-46,52,53,54,58,62, 
72,103,111,117,118,122. 

Revolt, robot (AI), 11; Second, or Smartbot, 11, 
38,46,62. 

Robofacs, 11,88-94, 107; appearance, 89-90; 
buildings, 90-93; encounters in, 91-92; loca­
tions, 89; population of, 90; security, 95-96; 
warehouses, 90. 

Robot character types, 60-62; designations, 72-
73; models, 73-87; types, 72-73 . 

Robotrucks (VNU-Ol), specifications, 85. 
Robots, and humans, 16, 22, 26, 29,31,35; and 

ID codes, 100-101; encounters with, during 
travel, 110-Ill; exterminator, 8, 10,93; 
exterminator types, 75-79;foreign, 101; 
infiltrator, 20, 22, 24, 39, 54, 117; infiltra­
tor, as characters, 61; loyalist, 62; recon­
naissance, 79-82; reconnaissance, as char­
acters, 61; supervisory types, 73-75; techni­
cal, 82-85; technical, as characters, 61-62; 
vehicular, 85-87; vehicular, as characters, 
62; rogues, 9,20,40, 100-101,120,121 , 
123, 124, 126; rogues, as characters, 62. 

Rovers (XNU-01), specifications, 75. 
Rustics, as characters, 54; enclaves of, 110. 
Sabotage, 24,46,52,93, 104, 126. 
Sample characters, 66-67. 
SAS, 120, 121; as characters, 57. 
Satellites, Orbital's control of, 48-49; solar 

power, 15. 
Scavenging, 108-109; table, 108-109; see also 

Scrounging. 
Science, 28; weird, 43, 122; see also Brisbane 

Zone. 
Scientists, 13, 117. 
Scorpions (XNU-lO), 93, 94; specifications, 79. 
Scrounging, 94, 100, 102-103. 
Secret Service, 24, 40. 
SETI (Search for Extraterrestrial Intelligence), 

36,41. 
Slang, human, 10-11; robot, 9. 
Slave laborers, as characters, 57. 
Social Disease, disadvantage, 64. 
Social Stigma (Outlaw), disadvantage, 64. 
Space, 7,10,11,20,34,40-41 , 42, 44,47-49, 

50, 114-115, 126; shuttles, 47, 48,59; sick­
ness, 115. 

Space stations, 11,47; Kali, 41,42,47,59, 124, 
125; Liberty, 6,48; see also Zone Orbital. 

Space vessels, biomechanical, 126; cyborged, 
126. 

Spacers, as characters, 57. 
Spasm, the, 7, 36, 107. 
Spies, 33,117. 
Spybots (RNU-Ol), 31; specifications, 79. 
Squads, assault, 97; exterminator, 97, 102; spe-

cial, 97. 
Stalkers (XNU-09), specifications, 78 . 
Starting point totals, 52. 
Status, 64; robot, 11. 
Steel Arenas, 26, 27, 121, 123. 
Sterile, disadvantage, 64. 
Suits, protective, 69, 111. 
Superbots, 18; Tokyo, as characters, 60. 
Superhumans, 63; as characters, 52. 
Supervisors, as characters, 60-61. 
Surveillance, 23, 31; by Orbital, 15. 
Survivalists, 7; as characters, 57; strongholds 

of, 110. 
Suspended Purification Areas (SPAs), 19. 
Swarms, microbot, see Cyberswarms. 
Tarantula (VANXAU-08-WHI-Ol), 71-72; sam-

ple character, 66-67. 
Tarantulas (XAU-08), specifications, 77-78 . 
Tech levels, 8; in Zone London, 29. 
Tel Aviv, Zone, 11,36-38. 
Territorial Army, 30, 31, 57. 
Terror-bots, 39-40, 53, 58,120-121. 
Timeline, 6. 
Tokyo, Zone, 11,45-47. 
Tranquillity (U.S. moonbase), 47,48,57, 117, 

125; as character, 60; citadel of, 97. 
Travel, human, 108-109. 
Typhoid Mary, 122; disadvantage, 64. 
Underground, 24, 26; members, as characters, 

58. 
Vancouver, Zone, 11,20-21. 
Vanguards (XAU-02), specifications, 75 . 
Vatican, Irish, 29; radio, 30. 
Vehicles, 69-70. 
Vermin (RNU-02), specifications, 79-80. 
Virtual reality, 7, 23, 26. 
Viruses, computer, 24, 118; sentience, 21,48. 
VIRUS, 13, 15, 17, 20,22,28,29,30,31,38, 

40,41,43,56, 117, 118, 119, 124, 125; 
secret of, 115. 

Vulture runs, 11, 101, 120. 
Vultures (XAU-04), specifications, 76. 
War, Final, 8, 10, 20, 43; Siberian, 20. 
Washington Chromes, 26-27, 40,121; as char-

acters, 58. 
Washington, Protectorate, 11,22,53; Zone, 11, 

21-27. 
Washingtonians, as characters, 55. 
WASP (Washington Armored Security Police), 

24, 25, 26, 40,58,63, 104, 119, 120, 121 , 
122, 123; assault teams, 26; patrol teams, 
26; troopers, as characters, 58. 

Wealth, 64; starting, 65. 
Weaponry, 68-69, 108, 109; biological, 22; 

Doomsday, 12, 124; nanochemical, 19,39, 
44; nuclear, 12,22,36,38,39,42,47, 124; 
robot-made, 70. 

Wilderness, 107-110. 
Women, 25, 47, 56, 58. 
Wraiths (VNU-02), specifications, 86. 
Zaire, Zone, 11, 38-40. 
Zonegangers, 52; as characters, 55. 
Zonegangs, 11,21,22, 103. 
Zoneminds (SAl-01), 9-10,11,14; as charac­

ters, 60; specifications, 73-74. 
Zones, 9-11,14-50; Machine, 11,63. 
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