


Roleplaying the Possibility Wars ™

Nippon Tech

The Sourcebook of Mega-Corporate Reality

TABLE OF CONTENTS

Introduction 4
THE REALM AND COSM
Chapter One: The High Lord 5
Chapter Two: The Cosm 11
Chapter Three: The Realm 32
THE RULES
Chapter Four: Axioms and World Rules 66
Chapter Five: Nippon Skills 72
Chapter Six: Corporate Wars 85
Chapter Seven: Flash Points 94
Chapter Eight: Miracles of Faith 103
Chapter Nine: Equipment 106
TEMPLATES 118
-




Torg: Nippon Tech

Chapter Four

Axioms and
World Rules

Once I asked myself
What is real? What is nature?
But I am a ghost.

— Japanese haiku

ach of the High Lords
has established an area
on Earth where his real-
ity dominates,and many
of the natural laws that
natives of our cosm accept as every-
day parts of life are altered or nonex-
istent within these realms. The reality
of each area is based upon that cf the
cosm from which the reigning High
Lord came, and so each of the realmsis
vastly different from the other five, as
well as from Core Earth. In Nippon,
for example, advanced technology is
possible, but actions that require the
use of Spirit-based skills are often ex-
tremely difficult to accomplish. It is
the many differences between a High
Lord’s reality and that of Core Earth
which allows precious possibility en-
ergy to be stolen from our cosm by the
invaders.

The invisible boundaries between
realities are formed using artifacts
known as stelae. These stelae are laid
out in triangular patterns, commonly
with each side 300 miles long, and
when activated can transform the re-
ality of the enclosed area to that of
their native cosm. The planting of ste-
lae is essential to the expansion of a
High Lord’s territory and his ability to
drain possibility energy.

Stelae manifest themselves in a
number of different ways, but nor-
mally their physical state will connect
them to the cosm with which they are
associated. In the Nile Empire, the
stelae are stone obelisks, in Aysle they

are coins that bear the mark of the
dreaded Entity God. Nippon stelae
have manifested themselves as Auto-
matic Teller Machines (ATMs), which
are a common sight throughout the
world, particularly inlarge cities. Their
inconspicuous appearance allows
them to be “planted” in plain sight
with no one being aware of their true
nature.

The Four Axioms

Therulesthatgovernreality ineach
realm are known as axioms. Crossing a
stelae boundary into another realm
immediately makes one subject to the
axioms of that realm. This canradically
alter the environment in which a trav-
eler finds herself, and the actions she
can successfully take. For example, an
Ayslish sorcerer crossing into Nippon
Tech would find that his magic was
not supported by the realm’s axioms.
While he could still cast spells, he
would run a tremendous risk of dis-
connecting from his reality, which
would make it impossible for any of
his arcane arts to work until he
reconnected.

Each cosm has four basic axioms
that govern the interaction between
theliving and non-living things within
the cosm. These axioms are known as
the Technological, the Social, the Magi-
cal, and the Spiritual; and in Torg, each
is rated on a scale of zero to 33, zero
representing extremely low develop-
ment and 33 particularly high devel-
opment. Items, individuals or organi-
zations whose development exceeds
the relevant Nippon axiom will not
function properly within the realm or
the cosm.
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Chapter Four

Below, each of Nippon Tech’s four
basic axioms are described in detail.
Complete guidelines on axioms in
general can be found on pages 91-102
of the Torg Rulebook. Note that in Torg
terminology, most of 3327's realm is
classified asadominant axiomzone (see
page 85 of the Torg Rulebook).

The Technological
Axiom: 24

Nippon’'s Tech rating is slightly
higher than that of Core Earth, and it
was 3327's knowledge of advanced
technologies that allowed him to
achieve economic dominion over Ja-
pan so swiftly and efficiently. By re-
tooling a few small Japanese firms to
produce the sophisticated weaponry
availablein Marketplace, 3327 wasable
to make a quick profit by selling the
arms abroad to those nations em-
broiled in the bloodier aspects of the
Possibility Wars. This allowed him to
rapidly expand his financial empire.

Although the technology currently
found in Nippon is more advanced
than anything available in Core Earth,
it is not so far beyond the norm as to
arouse the suspicion of the average
citizens. Many of the innovations in-
troduced by 3327 seem like logical
extensions of things that were in ex-
istence prior to the Possibility Wars,
and people assume that any new de-
vices are the result of recent scientific
breakthroughs. Only a handful of aca-
demics and businessmen harbor sus-
picions about the true nature of the
new technology.

Note, too, that the technical
knowledge 3327 brought with him
from Marketplace is no longer solely
in the hands of those corporations
which he and his followers directly
control. Once the first Kanawa-pro-
duced armaments appeared on the
market, the techniques employed in
their design and construction were
studied and disseminated industry-
wide.

The best way to sum up the level of
technological achievement in Nippon
Tech is to break down 3327’s achieve-
ments field-by-field.

Medicine

One of the most stunning medical
advancements fostered by Nippon
Techis the widespread use of artificial
limbs and organs. Artificial hearts,
kidneys, and lungs are all compact,
affordable, and practical. State-of-the-
artprostheticlimbs areapproximately
85 percent functional (meaning they
can perform 85 percent of the functions
of their natural counterparts) and are
far more life-like than their Core Earth
counterparts.

/)
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Subsidiaries of Kanawa Corpora-
tion are also investigating cybernetic
technology, not only for its commer-
cial possibilities but as a potential
weapon against the Cyberpapacy.
Prototype cybernetic implants are
available, but they are few and tend to
be prohibitively expensive. Asameans
of accelerating the progress of this re-
search, Kanawa Corporation has re-
cently purchased a factory in France to
take advantage of the higher
Cyberpapacy Tech axioms.
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Theotherareain which Nipponhas
made great progress is cloning. Al-
though virtually no oneisaware of the
factthat 3327 has five clones of himself
in existence, the technique of repro-
ducing humans at will coupled with
accelerated growth is seen as an at-
tractive solution to the labor force
problem in Japan.

In the realm of more traditional
medicine, effective (thoughexpensive)
treatments for both cancer and the
AIDSvirusareindevelopment, though
it will be many years before either
treatment becomes inexpensive
enough for practical widespread em-

ployment.

Military

3327 made his first inroads into the
Japaneseeconomy in the arena of arms-
manufacturing, an industry which
remains highly profitable in the post-
invasion world. Arms manufacturers
havesprung up allover Japanin order
to cater to the worldwide demand for
weaponry thataroseafter the outbreak
of the Possibility Wars.

State of the art weapons include
portable chain guns, rudimentary man-
portable battle armor and small, robot
combat modules. Although several
mega-corporations are currently
spending big money onlaserand plasma
weapondevelopment, energy weapons
remain impractical and expensive.

Transportation

The automobile has been vastly
improved by 3327’s engineers. Most
Nipponese cars are easily capable of
speeds up to 280 kilometers per hour
and feature advanced collision safety
devices, satellite road navigation sys-
tems, on-board micro-processors, and
various electronicaccessories (cellular
phone, compact-disc player, etc). These
cars are sturdy and affordable. Ac-
cording to government statistics, ev-
ery Japanese family owns 1.6 of them.

Airtravel hasalso improved. Virtu-
ally all commercial air traffic in and
around Japan is now comprised of
supersonic “jump jets.” The jump jets

eliminate both the need for larger run-
ways and the noise problems associ-
ated with the supersonic airliners of
Core Earth.

Little development has occurred in
the area of rail transport, due to the
fact that it has not exhibited the poten-
tial profitability of the automobileand
aircraft industries, Some effort has
gone into improving the quality of
tankers and freighters due to the need
to export goods and import oil and
other natural resources.

Communications

The major breakthroughin the field
of communications since the invasion
has been the dramatic advance in cel-
lular technology. In Japan, cellular
telephones are now found in virtually
every automobile, and one of the
summer’s hottest products was the
Sony Talkman,™ a personal cellular
telephone the size of an index card
that can be worn on a belt.

Microwave communication tech-
niques havealsobeen vastly improved
and are now the norm in many areas.

Computers

Approximately 94 percent of Japa-
nese homes are equipped with a per-
sonal computer. The typical home
computer system features 32 mega-
bytes of user memory as well as hard
copy, communications, and storage
peripherals. Almost all home systems
have access to one or more computer
information networks. Computers are
used for shopping, banking and a host
of other activities, as citizens try to
spend as little time as possible out in
the polluted atmosphere.

Businesses now rely on
supercomputers with 64-bit video co-
processors, floating point co-proces-
sors, and voice recognition processors.
These machinesalso have up to256Mb
of user memory, and multiple output
option module.

Daily Life

Daily life in Japan has naturally
undergone changes in reaction to the
“new industrial revolution” sweep-
ing Japan, most noticeably in the area
of entertainment. Almost every home
cannow access thousands of recorded
films and video programs via home
computer. These same homes are all
connected via complex interactive
cable television systems that allow
program viewers tocomumunicate with
the programmers and each other.

Computer-aided simulations are
the latest fad in the entertainment in-
dustry. Popular titles include: Everest
(a simulated climb of the world’s tall-
est mountain), and Lizard-Hunt (a
“wargame” based on the US Army’s
struggles against the edeinos in North
America). These simulations combine
traditional computer games with
thousands of hours of real world laser
disc video to produce thrilling adven-
tures. And the more traditional video
games have maintained their own
popularity, also, with complex home
units and portable systems available
from a wide variety of manufacturers.
Zelda V,avideo game for Nintendo™’s
32-bit home system, has sold more
than 9 million copies in Japan alone.

The Social
Axiom: 22

Socially, 3327’s realm is slightly
more advanced than Core Earth. This
is reflected in the relatively rigid or-
ganized bureaucracies which have
sprung up throughout Japan. The
Japanese government has grown to
twice its former size almost overnight,
and Japanese businesses have imple-
mented their own complex bureau-
cratic system based upon the Japanese
feudal system: corporations are
headed up by “daimyos” or “lords,”
who oversee a court of “vassals” (di-
vision heads), etc.

But despite the higher Social axiom
rating that arrived with Nippon, most
of the recent changes in the Japanese
social arena have been for the worse.
The increased activity by the Yakuza
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and the weakening of the Japanese
government, both at the High Lord’s
urging, have created something of a
social crisis. Crime, infant mortality,
unemployment, homelessness and
poverty rates are all roughly three
times worse than they were before
3327 arrived. Most of these problems
are the result of simple economics: as
Japanese industry becomes more and
more advanced, laborers without the
skills to match industrial develop-
ments are driven from the work force,
giving rise to unemployment, pov-
erty, and ultimately, crime. All of these
problems have been made worse by
the fact that the Japanese government
isunwilling todoanything about them
— mostly because the government it-
self has been corrupted by 3327’s in-
fluence. Spending money on social
problems would necessitate the
elimination of big business incentives,
which would reduce the profitability
of 3327’s corporations.

Asitcurrently stands, Tokyo, Osaka
and several other Japanese cities have
become urban nightmares. The rates
of suicide, drug addiction, and gang
violence have skyrocketed, turning
entire sections of certain cities into
monuments to despair.

The Magical
Axiom: 2

The Magical axiom of 3327’s domain
is much lower than that of Core Earth,
a natural consequence of the cold ra-
tionality that pervades Marketplace
and now characterizes the economic
leadership of Japan.

This has had a peculiar effect upon
life in Nippon, one quite the opposite
of what would reasonably be expected.
Much of the “normality” that Core
Earthers perceive in theirenvironment
is actually due to the free-floating
waves of ambient magical energy that
cross the Earth cosm. Thus when a
CoreEartherisdeprived of this energy
in a setting like Nippon, everything
seems “eerie” and “unusual.”

In Nippon, the strangeness that
Core Earthers feel manifests itself in a
number of seemingly mystical fash-

ions. Nippon seems rife with uncanny
conspiracies and coincidences, foes
seem to appear out of the woodwork
and vanish into thin air, and certain
people and organizations have power
that is beyond the belief of the typical
Core Earther. Add to this the amazing
technology that is already beyond the
level of Core Earth and Japan's idio-
syncratic culture and you are left with
a very moody, very “eerie” locale.

The most obvious effect of the low
Magical axiom is a strange mist which
blankets theland. This mist gives all of
Nippon, but particularly the cities, a
grim, bizarre atmosphere, one many
people have been forced to adapt to if
they wish to survive.

Again, even though these phe-
nomena séem mystical in origin, they
are in fact much closer to the way
things act and react in an objective
reality untainted by magic. In fact,
magic barely functions at all under
3327’s axiom set.

The Spiritual
Axiom: 8

3327’s Spiritual Axiom is also lower
than its Core Earth counterpart, and
the lack of spiritual energy in Nippon
is partially responsible for the
“weirdness effect” described above.
Again, thelow valueisunderstandable
considering 3327’s home cosm —there
is little room for spirit in a universe
governed entirely by the concepts of
profit and loss.

The World Rules

Inaddition to the four basic axioms,
eachrealm has anumber of specialized
axioms orworld rules which further sets
itapart fromall otherrealities. Inmany
ways, the basic axioms function as
reality limits within the realm, while
the world rules define how the realm
works within those limits.

As with the basic axioms, anyone
who crosses into Nippon immediately
becomes subject to its world rules,
unless he or she is surrounded by a

“reality bubble” (as described on pages
101-102 of the Torg Rulebook). Con-
versely, a character who travels from
Nippon to another realm must abide
by his own world rules, for that is the
reality he carries within him.

The Law of
Intrigue

A peculiarside effect of 3327’saxiom
set makes individuals and organiza-
tions in Nippon more susceptible to
intrigue and deception than their Core
Earth counterparts. Remember, 3327’s
Japan is a very dark and mysterious
place. One never knows whom he can
trust.

In game terms, this world rule hasa
number of effects:

* When using the stealth skill in Nip-
pon, characters receive a +3 bonus to
their attempts. The difficulty numbers
of Perception checks intended to detect
stealth-using characters also increase
by +3.

* Charm attempts based upon lies or
deception receive a +3 bonus in Nip-
pon. In addition, persuasion attempts
receive a +3 bonus if their goal is to
convince the target of something un-
true. Possibility-rated characters re-
ceive a +3 bonus for all trick attempts.

¢ Characters using persuasion in an
effort to bribe someone in Nippon re-
ceive a +3 bonus.

Note: attempts to bribe and deceive
at the same time require two separate
persuasion rolls. For example, Kenji
wishes to bribe a guard into admitting
him to a party to which he was not
invited. He claims to have forgotten
the invitation, and generates a persua-
sion total to deceive the guard. If he
then offers the guard money to slip
him in, he generates a persuasion total
to bribe him.

Evenif he fails to deceive the guard,
it is possible the bribe may be tempt-
ing enough that Kenji will get his way.
But in that case, the guard will know
that Kenji is up to something, and
might cause problems for him later.

® Using the disguise skill is also easier
in Nippon Tech. Characters trying to
penetrate a disguise using Perception

=
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or find have theirsuccess level reduced
by one, i.e., a Good success automati-
cally becomes Minimal. A Minimal
success becomes a failure.

e Any group or organization in
Nippon with more than 100 members
will have at least one spy or traitor
within its ranks. If the organization
numbers 1,000 or more members, there
will be a cell of at least 10 members
conspiring to wrest control from the
leaders. (This is most common within
mega-corporations.) Traitors will
commonly be membersofarival orga-
nization or working toward goals that
are contrary to those of the group be-
ing betrayed.

Traitors within the ranks of politi-
cally unimportant or innocuous
groups may be social deviants or psy-
chopaths (i.e., somewhere within the
ranks of the Japanese equivalent of the
Boy Scouts there might be at least one
future mass-murderer). This rule ap-
plies to both honorable and dishonor-

[TTTTITIIIIT]
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able organizations. There are traitors
within the Rauru Block, the Sons of the
Wind, the Japanese government, and
the Yakuza.

* Roughly two-thirds of the game-
master characters the Storm Knights
meet during an adventure set in Nip-
pon should be unfriendly, though the
majority of them will pretend to be
friendly. Note that unfriendly charac-
ters are not necessarily connected to
3327.

The Law of Profit

As stated above, the cosm of Mar-
ketplace is based entirely upon the
concepts of profit and loss. Its axioms
are specially configured to favor those
with great wealth and penalize those
who are poor. All of this has a rather
unusual effect upon economies oper-
ating under Marketplaceaxioms, such
as Nippon Tech.

\ '\ﬁ
ey

According to the Law of Profit,
goods and services cost less when
purchased by those of means than
when purchased by the underprivi-
leged. “Those of means” are inhabit-
ants with an income above that of the
realm’s average citizen (roughly
3,500,000 Japanese yen or 25,000
American dollars), and the under-
privileged are those with an income
below this figure. Characters earning
more than ¥3.5 million can find goods
for 10 percent cheaper than the aver-
age Japanese citizen will pay. Charac-
ters who earn more than ¥10.5 million
can purchase goods at a 25 percent
savings.

This law does not mean that the
instant a wealthy character steps up to
a cash register, all the price tags
magically change. Instead, the lower
prices are found in the better neigh-
borhoods and in stores maintained by
corporations for the benefit of their
executives.

70
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Ifawealthy player character wishes
to take advantage of the Law of Profit
when purchasing goods, he may play
a Connection card to guarantee he can
find a store that will sell him what he
wants at reduced prices. If he does not
play a card, he will have to roleplay
finding a source of goods, which may
involve convincing a merchant he is
indeed worth as much as he claims.

The Law of
Vengeance

Finally, the Nippon Tech axioms
favor those who claim vengeance for
themselves. The personal avenging of
a wrong done you, making use of the

“eye for an eye” system of justice, is
encouraged in Nippon. It is possible
that there is some connection between
this situation and the high incidence
of betrayal in the realm mandated by
the Law of Intrigue, but no definite
link has been established.

In game terms, a character who takes
revenge against someone who has
wronged him receives six possibilities
at the end of the act in which the ven-
geance was exacted. In essence, the re-
venge subplot constitutes an adventure
all its own. There are two conditions
that must be met to earn the possibility
reward at the end of the act:

1. The player character must be re-
sponding to a serious wrong. Punch-
ing someone back who punched you

earlier isinsufficient under the Law of
Vengeance. The key to determining if
a particular wrong qualifies is that it
must involve a significant loss: the
loss oflimb, loved one, fortune, honor,
etc.

2. The taking of revenge cannot occur
less than 48 hours after the commis-
sion of the wrong. This gives the
character time to cold-bloodedly plan
his actions. Gamemasters can treat a
quest for vengeance as a Personal Stake
subplot for any adventures that take
place between the the victimization of
the character and his revenge.

Note that only possibility-rated
characters can claim this “vengeance
bonus.”
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Nippon Skills

hen the area now known
asNipponTechfellunder
the sway of Marketplace
axioms, many things
changed. Many of the
residents of Nippon and Marketplace
possess special skills which were not
included in the Torg boxed set. In this
chapter, you will find information on
these abilities, as well as details on mar-
tial arts combat in Nippon.

Althoughtheseskills weredesigned
forresidents of 3327’srealmand cosm,
gamemasters may allow other inhab-
itants of the Torg infiniverse to pur
chase them as well.

Dexterity-Based
Skills

Martial Arts

In the histories of both Core Earth
and Marketplace, there came a time
whena group of people, forbidden the
use of weapons, were forced to defend
their homes from powerful armies.
With no way to obtain the strength
they needed to triumph from the world
around them, these wise men learned
to look within and find the power to
best their oppressors.

In the years since, that ability to
draw on one’s own spiritual strength
and use it in combat has been embod-
ied in a group of fighting styles collec-
tively known as the martial arts. In this
section, you will find all the rules and
descriptions you need to recreate the
feats of the masters of these Eastern
disciplines in the world of Torg.

The Power of Ki

The martial arts should not be con-
fused with judo or karate which, al-
though they are also Oriental styles of

combat, rely more on knowledge of
one’s strengths and an opponent’s
weaknesses than the individual spirit.
These are present in Torg under the
designation unarmed combat.

The martial arts are combat strate-
gies and maneuvers which cannot be
separated from the philosophy of the
warrior who practices them. In Core
Earth, the schools of thought which
gave birth to these arts were founded
by a group of Chinese monks known
as the “Shao-Lin,” just over 1000 years
ago. It was the Shao-Lin who first
theorized about the existence of an
amazing store of energy within each
human being (which Japanese mas-
ters later dubbed ki) and discovered
rudimentary methods for tapping
these energies and redirecting them
into the material world.

The Shao-Lin believed that every-
one possessed some of this energy,
although some people had far more
than others. In fact, the energy stores
of most people are far too small to
master the disciplines that make up
even the earliest, most primitive mar-
tial arts, which is why the number of
martial arts practitioners has tradi-
tionally been small.

What the Shao-Lin did not know is
that the “energy store” they had dis-
covered was tied to the very fibers of
reality itself. In fact, this powerisactu-
ally the possibility energy sought by
the High Lords.

It soon became apparent that, by
using this energy, one could accom-
plish greatfeats. Butalthough theShao-
Lin managed to discover possibility
energy many hundreds of years ago,
they never discovered an easy, effi-
cient way of drawing upon it. The
method for tapping it that they did
develophassincebeen copied by many
other disciples of the arts, and it in-
volves the intertwining of the disci-
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plines with religious symbols and be-
liefs. By enacting a short ritual or briefly
meditating, a master can unlock his
possibility energy in much the same
way a shaman or priest is able to tap
into the spiritual font to cast miracles.

[n addition, the creation of martial
arts disciplines requires a group of
masters to work together closely,
sometimes for centuries, and an oral
tradition to pass the knowledge down
through the generations.

Allof this means that the martial arts
skill and all of its powers and abilities
will not function in realms or cosms
where the Spiritual axiom rating is less
than 7 (the lowest point at which ritu-
als can produce a desired effect) or the
Social axiom is less than 21, unless the
master invokes the rules for violating
axiom limits found on page 97 of the
Torg Rulebook. The originators of the
martial arts disciplines in Core Earth
were able to use their ki energy toraise
the Social axiom among themselvesand
allow them to perform these actions.

Also note that the basic methodol-
ogy that drives the arts prevents non-
possibility rated characters from us-
ing them. Theamount of ki within such
characters is too small for them to
make use of the disciplines.

Martial arts is a Dexterity-based skill,
and takes the place of the unarmed com-
bat value when making an attack. The
basedamage valueof amartinlartsattack
is STR+2, and the skill may be used to
defend in unarmed, martial arts, melee
and missile combat. When a martal
artistis challenging a non-martial artist,
he receives an automatic DEX+1 modi-
fier to any relevant action.

The martial arts skill may be used in
place of melee weapons or missile weap-
ons skills when making an attack, but
the artist will not receive the base
STR+2 bonus when using a weapon.
The damage value will be the user’s
raw Strength plus whatever modifier
the weapons provides.

Example:Ed’s character,a Son of the
Wind, is attacking an opponent with
adagger. He generates a martial arts
total of 14 and hits his foe, but does
not automatically receive the STR+2
minimum modifier to his damage
value. Instead, nis raw Strength re-
ceives only the +3 modifier provided

by the dagger.

Martial arts cannot be used un-
skilled.

Learning the martial arts is ex-
tremely difficult, so the firstadd in the
skill costs three of a character’s initial
16 skill points. Each add after that
costs one skill point. If a character
buys martial arts during play, the cost
is three times the normal possibility
cost for the first add. All other are
purchased at the normal cost.

Example: Bill wants his character, a
Shiki, to have martial arts as his fag
skill. The first add costs three skill
points, and the other two cost one
point apiece, for a total of five. Bill
now has 11 points left to apportion
among other skills for his characters.

Styles and Training

Over the years, the wisdom of the
Shao-Lin was passed down by many
different soldiers and sages, many of
whom went on to found their own
particular versions of the martial arts
disciplines. Each of these versions are
known as styles. The moves and tech-
niquesof onestyleareoften completely
different from those of another, though
many styles share similar maneuvers.
The grand masters of the Sons of the
Wind estimate that there are over 75
different martial arts styles currently
being practiced around the world.
Mostof these styles werebornin China,
Japan, Korea, and Okinawa. Eachstyle
has its own unique name such as
“monkey fist” or “Ben Ton Rai.”

Martialartsusers arealways experts
in one individual style, specified by
the gamemaster. In Torg, a style con-
sists of a few special requirements,
eight maneuvers, and eight training
methods, all of which can be chosen
from the lists below, or new ones can
be created to suit the campaign. The
gamemaster may require that all mar-
Hal artists in her campaign practice the
same style, or she can create as many
different styles as time and desire al-
low. A number of sample styles can be
found at the end of this chapter.

Styles can be learned in any order,
but all maneuvers in a style must be
mastered before a martial artist can
study another, i.e. a Storm Knight
studying the Red Lotus style would

have to learn all the maneuvers con-
tained therein before he could begin
learning those in the Seda Chen style.

Also, not every practitioner of a
style is adept at all of the maneuvers
and abilities thatarea part of it. Game-
master character martial artists are
given any maneuvers and abilities the
gamemaster feels are appropriate.
Storm Knights with the martial arts skill
must undergo training to learn their
abilities.

Before play begins, each prospec-
tivemartial artist is allowed six “years”
worthof training. During each of these
years, she may attempt to become pro-
ficient at one of the maneuvers in-
cluded in her discipline.

Example: Sun Tzu is investing her
six years of training in learning ma-
neuvers in her chosen style, Red Lo-
tus. If she passes a test per “year,” she
will begin the game having mastered
the first six maneuvers contained in
that discipline.

In order to learn a maneuver, the
Storm Knight must successfully com-
pIete its particular training exercise, a
type of test. If the Knight passes the
test, she learns that discipline. Prior to
the start of play, failing a test means
the Knight must attempt to learn the
maneuver during the next available
“year” (if any). Once play has begun,
however, failing a test means the
Krnight cannot take another one until
she gains an additional martial arts
add.

Testscanbetakenany timeaKnight
gains an add in martial arts. One pos-
sibility can be expended per test, but
no cards may be played during testing
that takes place prior to the start of
play or between game sessjons. If tak-
ing a test is part of an adventure, then
one possibility and the martial artist’s
cards only may be used in an attempt
to pass.

Note that a style’s maneuvers must
be learned in order, beginning with
the minor disciplines and working all
the way up to the master disciplines.
Once a Storm Knight has expended
the six “years” available for training,
she is ready for play, whether she
managed to learn all available maneu-
vers or not. Any maneuvers that were
not learned before play begins can be
acquired later, as explained above.

(4
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Example: Prior to the start of play,
Taka is learning Red Lotus style of
martial arts. His first available ma-
neuver is the strike. The training ex-
ercise for that maneuver is the board
break. In order to successfully com-
pletethis training, Takamust generate
a martial arts total of 9. If he suc-
ceeds, he learns the maneuver. If not,
he must spend his second year at-
tempting to pass the board break
test, since he cannot learn any other
maneuvers until he has mastered
strike.

The Maneuvers

Martial arts maneuvers are divided
into three categories: minor disciplines,
major disciplines, and master disci-
plines. Each style includes five minor,
two major, and one master maneuver.

A style’s maneuvers are always
listed in a set order with the minor
disciplines preceding the majors, and
the majors preceding the master. This
is the order in which the disciplines
must be learned during training.

Each of the standard maneuvers is
described below. The gamemaster
should feel free to supplement these
maneuvers with creations of his own,
taking care to make sure that all new
maneuvers are appropriately classi-
fied (i.e., weaker maneuvers are clas-
sified as minor disciplines, more pow-
erful maneuvers are classified as
master disciplines, etc).

The game effects listed below ap-
ply to combat with both martial artists
and non-martial artists. All damage
values listed include the base STR+2
bonus. Also be aware that, unless oth-
erwise specified in the maneuver de-
scription or with the benefit of a flurry
card, a character can never use two
martialarts maneuvers during the same
combat round.

Minor Disciplines

Block/Strike: this maneuver allows
the practitioner to both block an
opponent’s blow and strike himself in
around.Ingameterms, this means the
martial artist can use his skill to deflect
an unarmed combat, martial arts, melee

or missile attack, and launch a martial
arts attack in the same combat round.
During flurry rounds, a character em-
ploying this maneuver blocksonceand
throws two blows.

To successfully perform a block/
strike, two martial arts totals must be
generated. The first would have a dif-
ficulty number of the attacker’s com-
bat skill (i.e., unarmed combat if he is
throwinga punch), and success would
allow the martial artist to block the
blow. The second would concern the
strike, and would have an opposing
value of the opponent’s relevant de-
fensive skill.

Crushing Block: the crushing block is
similar to the block/strike, save for the
fact that it cannot be used against a
missile weapons attack. The key to the
maneuver is avoiding an incoming
blow and then striking the opponent
with great force.

To successfully perform this ma-
neuver, the martial artist must pre-
vent an opponent’s blow from land-
ing by using his martial arts skill to
defend. Anyone launching an unsuc-
cessful martial arts, unarmed combat or
melee weapons attack upon a character
employing the crushing block suffers
damage equal to the martial artist’s
STR+3.

DaggerDance: thismaneuvercanonly
be performed when carrying a dagger
or sword. The martial artist leaps,
spins, and lands ina combat stance, all
the while manipulating his blade so
that light reflects off its surface. The
difficulty number is the target's ma-
neuver skill, and the result of a success-
ful performance of the dagger dancecan
be found on the maneuver column of
the Interaction Results Table (see page
40 of the Torg Rulebook).

If the martial artist fails at the dagger
dance, he will be confused for the next
round.

Disarm: this maneuver involves us-
ing an opponent’s own force against
him to cause him to drop a weapon.
When performed successfully, the
martial artist catches hold of his foe’s
arm and twists it backwards until the
weaponisreleased. Thedamage value
of thisattack is the target’sSTR+2,and
the weapon falls to the ground not

more than one meter from the site of
combat.

Dragon Flight: the dragon flight dis-
cipline involves a series of extremely
rapid movements intended to disori-
ent a foe. It adds a +1 bonus modifier
to the martial artist’s Dexterity or ma-
neuver skill. If successful, the opponent
will suffer the effects found on the
Interaction Results Table, as well as
being unable to aim the following
round.

Drop Kick: the martial artist drops to
the floor and uses his legs to propel a
charging opponent over him and
throw him a maximum distance of
five meters. (Distance is determined
by theattack’s success level —Minimal,
one meter; Good, two to three meters;
Superior, four meters; Spectacular, five
meters).

To calculate thedamage fromadrop
kick, add the target character’s weight
value to the the distance value thrown.
Roll a bonus for the damage value and
generate a damage total.

Whether or not the maneuver is
successful, the martial artist employ-
ing the drop kick must spend the next
round rising, unless he possesses the
instant up maneuver.

Example: Cho drop kicks a Yakuza
enforcer. Theenforcer weighs 102 kilos
(weight value of 12) and is thrown
five meters (distance value of 4). The
damage value is 16. The gamemaster
rolls a 9 for a bonus of -1. The damage
total is 15.

The target of a successful drop kick
must spend his next round getting up
(unless he knows the instant up ma-
neuver). Drop kicks cannot be used in
two consecutive rounds.

Entangle: a complex maneuver, en-
tangleisa combination of a sweeping kick
and a throw. Successful performance
results in an opponent suffering a
knockdown result, one so severe that
two rounds are required for the target
to rise again. Martial artists who pos-
sess the instant up maneuver can re-
cover from an entangle in one round.

Feint: this is a fake punch or kick that
is intended to force the opponent to
commit his defenses, opening up a
much more effective target.
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During the round the martial artist
announces a feint, she can make no
attacks nor can she dodge. A feint is
considered an attempt to trick, and to
be successful, the martial artist’s roll
must beat a difficulty number of her
opponent’s trickor Perception. If the feint
works, the martial artistautomatically
gains the initiative in the next round.

Felling the Oak: a devastating blow,
felling the oak involves chopping with
both hands at the opponent’s sides
below the rib cage. Such an attack has
a damage value of STR+4. This ma-
neuver can also be used as a vital blow
attack, as it can do damage to the
kidneys and other internal organs if
performed properly.

Heart Punch: probably the most po-
tent minor maneuver, an attempt to
throw a heart punch should be treated
like a vital blow (acting value reduced
by -8, damage value of STR+6). If a
heart punch is thrown successfully, the
target not only takes damage, but is
considered to be setback for the next
round.

Instant Up: martial artists who have
mastered this ability can instantly
spring to their feet after suffering a
knockdown. Doing so is automatic and
instantaneous, and does not consume
around.

Ki Punch: this is a single punch in
which the martial artist invests a great
deal of his spiritual power. The mar-
tial artist can make no attacks of any
sort in the three rounds following the
throwing of this punch (while his
strength is being restored), but may
dodge, test, trick, taunt and intimidate.

If the ki punch is landed success-
fully, the martial artist does STR+5
damage to his target.

Kick Disarm: this maneuver allows
the martial artist to kick a weapon or
piece of equipment out of an
opponent’s hands. Conductanattempt
to do so as a normal martial arts attack,
substituting the target’s Strength for his
Toughness when calculating levels of
success. If the attack receives a Good
success or better, the target is disarmed
(roll the die — the resulting number
equals the number of meters the
weapon has flown in a random direc-
tion).

The target of a kick disarm does not
suffer any physical damage from the
attack.

Leaping Kick: this is a powerful
springing kick. A martial artist who
successfully performs a leaping kick
does STR+4 damage.

A martial artist cannot perform
leaping kicks in consecutive rounds.

Lightning Fist: martial artists who
havemastered thisdiscipline canmake
two martial arts attacks in the same
round, on the same or different tar-
gets. If performed against a single tar-
get, only one total need be generated
(the samebonus can beapplied toboth
strikes). If there are two separate tar-
gets, a total mustbe generated for each
attack.

Lightning fist may not be used in

consecutive rounds,and mayneverbe
used during flurry rounds.
Missile Dodge: this discipline en-
hancesamartial artist’sability toavoid
arrows, spears, knives, and other
muscle-powered missile weapons.
Miissile dodge can be used for either
passive or active defense, and pro-
videsa DEX+2bonus to efforts to side-
step an incoming attack.

Missile dodge can only be employed
against missile weapon attacks.

Sacrifice Kick: this is an all-out run-
ning leap at a target. At the end of the
leap, the martial artist launches a
powerful kick at his target, and then
falls to the ground. As with any all-out
attack, the martial artist receives a +3
bonus to his.acting value (martial arts)
and a +1 bonus to his damage value
(foradamage value of STR+3). During
the round in which a sacrifice kick is
performed, any blows aimed at the
martial artist receive a +3 bonus to
their acting and damage values.

If the sacrifice kick is used as part of
a vital blow attack, the martial artist
suffers a -5 penalty to his martial arts
value and receives a +3 bonus to his
damage value. Attacks made against
the martial artist in theround have the
same effects listed above.

Whether the maneuver is success-
ful or not, the martial artist falls to the
ground atits conclusion and is consid-
ered to have suffered a knockdown. He
must spend a round rising to his feet,
unless he possesses knowledge of the
instant up maneuver.

Serpent’s Coils: this discipline is de-
signed to aid martial artists in avoid-
ing damage from missile weapon or fire
combat attacks. As an active defense,
serpent’s coils adds +3 to a character’s
Dexterity or dodge.

Shout of Warning: the martial artist
assumes his combat stance, curls his
hands into weapons, and emits a
piercing shout. Though the acting
value is martial arts, the difficulty
number of themaneuver is the target’s
intimidation or Spirit. If successful, the
target is unskilled for the next round.

Spring Attack: thisis a sudden punch
orkick aimed at catching an opponent
off-guard. Martial artists who have
mastered this discipline automatically
receive initiative in the first round of a
battle, and receive the benefits of nor-
mal surprise (see page 79 of the Torg
Rulebook). After the firstround of battle,
treat the spring attack as a standard
martial arts blow.

Stone Fist: this discipline allows the
martial artist to focus his energies into
his fist for a telling blow. If the punch
findsits mark, the martial artist causes
STR+4 damage to his target.

Stop Thrust: for use as an active defense
only, this maneuver involves the mar-
tial artist thrusting his fist out to block
a charging opponent (one making a
melee, martial arts, or unarmed attack). If
successful, the foe takes no physical
damage but is considered to be un-
skilled for the next round.

Strike: this is a basic maneuver, rela-
tively easy to master. While it does not
have the awe-inspiring appearance
that a whirling attack or a leaping kick
might have, it is a swift and efficient
way of downing an opponent.

Stunning Attack: thismaneuver gives
the martial artist the skill to attack a
target and cause stun damage. A mar-
tial artist attempting a stunning attack
receives a +2 bonus to his martial arts
value, but does not do as much dam-
age as he would with another blow.
A successful stunning attack does
shock and KO damage as a standard
blow would, but when checking for
the effects of the blow, ignore a
knockdown result, treat a wound result
as a knockdown, and any #Wnd result
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Example: A Sonof the Wind launches
a successful stunning attack on a
ninja. The attack does 10 points of
damage, which would normally be a
Wnd K4. However, sinceastunning
attack was used, the damage is re-
duced to a Knockdown K4.

Sweeping Kick: This maneuver in-
volves kicking an opponent’s legs out
from under him, resulting in a knock-
down. The martial artist receives no
bonuses for this maneuver, but if
successful, the target must spend the
next round getting to his feet, unless
he knows the instant up maneuver.

Throw: this permits a martial artist to
grasp and throw a target. Treata throw
asa martial arts attack for the purposes
of securing a hit. If the attack is suc-
cessful, themartial artist can throw the
targetup to five metersinany direction.
To determine the distance thrown and
the amount of damage done, use the
drop kick rules above.

A thrown target must then spend
his next round standing up (unless he
has mastered the instant up discipline).
A martial artist cannot conduct throw
attacks in two consecutive rounds.

Weakness Probe: this discipline gives
the martial artist the ability tostudy an
opponent and look for weak points in
hisdefense. To use a weakness probe, the
martial artist spends a round studying
his or her opponent (no actions other
than dodge are allowed during this
round). At the end of the round, he
then generatesa Perception total against
adifficulty numberequal to thetarget’s
unarmed combat or martial arts action
values (if the target has neither of these
skills, use his Dexterity instead). If this
roll succeeds, the martial artist can
attack the target in the next round
with a +1 bonus to his martial arts
value and a +3 bonus to his damage
value.

If the Perception roll fails, the mar-
Hal artist receives nobonus, though he
can continue to probe for weaknesses
in future rounds. Once found, a weak-
ness gives the martial artist the bonus
modifiers on one attack only, though
he can then probe for another weak-
ness to gain the bonuses again.

A successful weakness probe can al-
low a martial artist to strike a vital blow
at an unfamiliar creature (see page 77
of the Torg Rulebook).

Weapon Break: weapon breakis used in
conjunction with a normal dodge ma-
neuver. Anyone using a melee weapon
to attack a martial artist employing a
weapon break maneuver risks having
the weapon broken.

If the melee weapons attack fails, the
weaponisautomatically attacked with
adamage value equal to that of a stan-
dard martial artist blow (STR+2). If
this results in a Good success or better
against a difficulty number of the
weapon’s Toughness, the weapon is
snapped in half, rendering it useless.

The Major Disciplines

Detect Lie: martial artists who have
mastered this discipline can tell
whether or not someoneis telling them
the truth. The game effectof thisisa +4
to the acting value of the martial artist
on a Mind or willpower roll when
someoneisattempting todeceivethem
with persuasion.

Hail of Blows: use of the hail of blows
maneuver grants the martial artist the
equivalent of a haste action in two
consecutive rounds. It is so named
because conceivably anattacker could
strike four blows in two rounds using
this discipline.

Calculate damage in a single round
as per the rules listed above under
lightning fist. In the round following
the completion of the hail of blows
maneuver, the martial artist who per-
formed it will be unskilled, and will also
suffer from fatigue owing to theamount
of energy expended to accomplish the
feat.

Healing: masters of the healing disdi-
pline know how to brew primitive
healing solutions from just about any
available herbs and spices. These so-
lutions take approximately four and a
half hours to blend, but automatically
reducea heavy wound downtoa light
wound, and a light wound down tono
damage (they have no effect upon in-
capacitations). Since the healing po-
tions lose their potency after 15 min-
utes, a martal artist cannot brew sev-
eral and carry them around with him.
This discipline provides a +2 bonus to
the practitioner’'s Mind value when
attempting to create such a potion.

Flashback: when combined with the
meditation skill, this disciplineallowsa
martial artist to reflect back upon her
training, looking for the solution to a
current problem or dilemma. This
doubles the contemplation bonus re-
ceived from meditation, and at the
gamemaster’s discretion, may or may
not result in a cryptic hint regarding
how to resolve the situation.

Flashback is always an approved
action. To search your memories in
combat, generate a meditation total
against a difficulty number of the
opponent’s Dexterity or martial arts
skill. If successful, the character must
relate his flashback to the gamemas-
ter, who should treat the situation in
the same manner as the playing of an
idea card.

Only passive defense actions can be
taken by a characterina round in which
he employs a flashback. This discipline
cannot be used by a character who does
not possess the meditation skill.
Invisibility: masters of this discipline
can sneak around unseen so success-
fully that many observers would swear
the martial artists have the power to
turn invisible. The secret to this mi-
raculous feat involves emptying the
mind of awareness of one’s own ex-
istence, as a result of which others do
not notice your presence. All styles
that make use of this ability have stealth
as a required skill.

Anyone mastering the art of invis-
ibility gains a +4 bonus to her stealth
value, but suffers a -2 penalty to all
Perception and Mind-related skills.

Iron Fist: this is a more powerful ver-
sion of the stone fist discipline de-
scribed above. This blow delivers a
damage value of STR+6 to the target.
Iron fist cannot be used in conjunction
with stone fist to gain a +10 bonus —
they can only be used as separate and
individual maneuvers.

Jump: this ability allows the martial
artist to make amazing leaps through
the air. Anyone mastering this disci-
pline receives a +3 bonus to his long
jumping action value.

Poison Immunity: masters of this dis-
cipline have a greater immunity to
both natural and artificial poisons of
all types than do others. When calcu-
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lating damage from a poison attack,
add +3tothe martial artist’s Toughness.

Once learned, this ability does not
require conscious thought to come into
play. Thus it is impossible to take a
master by “surprise” and poison him.
Self-Instruction: martial artists who
have mastered this discipline can,
during play, teach themselves any
maneuvers associated with their style
that they were unable to learn during
the six-year training period. Complete
guidelines for self-instruction can be
found below.

Spirit Shout: a master of this disci-
pline can emit a powerful shout once
pe. day that attacks anyone or any-
thing directly in front of the user. The
acting value of the spirit shout is the
user’'s martial arts value +3, and the
damage value is equal to the user’s
Spirit value +3. The spirit shout has a
range of 1-3/5/10 meters. Unleashing
such ashoutautomatically inflicts five
points of shock damage upon the mar-
tial artist.

Weapon Master: acquiring the weapon
master discipline allows the martial
artist to select a single melee or missile
weapon and become an expert at its
use. The weapon master receives a +2
bonus to his acting value (martial arts)
when fighting with the weapon in
question.

Whirling Attack: by using this disci-
pline, the martial artist can launch a
whirling, flailing attack upon any or
all in her immediate vicinity. The at-
tack affects anyone within four meters
of the practitioner, and the martial
artist can direct it against enemies
while sparing allies. The user of a
whirling attack does not suffer a multi-
action penalty — all of the targets are
considered to have been attacked
separately, and suffer full damage
(STR+2) if struck.

Whirling attacks cannot be per-
formed in consecutive rounds.

The Master Disciplines

Unlike minorand major disciplines,
master disciplines cannot be used at
any time the martial artist desires. Each
master discipline costs a certain num-
ber of possibilities to use. In order to
invoke the discipline, the martial art-
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ist must immediately forfeit this num-
ber of possibilities.

Cyclone Attack: this is a rapid spin-
ningattack thatallows the martial artist
toindividually attack many opponents
in a single combat round. By expend-
ing two possibilities, the martial artist
can whip herself into a fury and attack
up to five opponents. Like the whirling
attack, the cyclone attack does not result
in a multi-action penalty.

A character employing a cyclone
attack receives a +2 bonus to his mar-
Hal arts value and does STR+4 dam-
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age to those he strikes. In addition, his
foes suffer a -2 penalty to their martial
arts, unarmed combat or Dexterity skill
(depending on which one they are
using to try and avoid the blow).

Death Touch: this extremely power-
ful (and extremely dangerous) disci-
pline allows the martial artist to in-
duce vibrations in an opponent’s in-
ternal organs which will eventually
cause death. Invoking a death touch
attack costs the martial artist four pos-
sibility points, whether the attack
strikes the opponent or not (resolve
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the death touch as a normal martial arts
attack).
If a death touch hits, use the
-attacker’s martial arts damage value to
generate a damage total as usual. The
vicHm must now make a Toughness
roll against a difficulty number of that
damage total. If the Toughness roll
succeeds, the target does not suffer
any ill effects. If the Toughnessroll fails,
the target suffers the equivalent of 15
points of damage (a 4Wnd KO 15if he
is an Ord, a 3Wnd KO 5 if he is possi-
bility-rated). In the latter case, the tar-
get will die within 20 rounds if he does
not receive medical attention.

Example:Master Chenisattackinga
possibility-rated Yakuzaassassin with
a death touch. Chen pays his four
possibilities and rolls to hit as though
it were a normal martial arts attack.
Chen hits and generates a damage
total of 17. Theassassin (Toughness
of 10) must now make a Toughness
roll against a difficulty number of 17
or suffer damage. The assassin rolls a
13, giving him a Toughness total of
11, a failure. Since he is possibility-
rated, the assassin suffers 3Wnd KO
5 from the attack.

Any martial artist using a death touch
is himself attacked by the lethal vibra-
tions. Generate a damage total using
the attacker’s martial arts value against
a difficulty number of his Toughness.
The number of result points is equal to
the number of shock points the martial
artist takesasaresult of using thedeath
touch.

Example: Chen now rolls an attack
on himself, using martial arts as the
base. He generates a damage total of
15. Since his Toughness is only 8, he
sustains seven points of shock damage.

Long Life: unlike the other master
disciplines presented here, “long life”
does not costany possibilitiestouse. A
martial artist who has mastered this
discipline will not die of natural causes
for hundreds of years. His life span
will extend a number of years equal to
his or her martial arts skill value x20
(i.e., a martial arts value of 15 is 300
years).

The game effect of this is a +10
bonus to Toughness when attempting
toresist the effects of a natural disease.

Note that this discipline does not pro-
tect the master from the other possible
effects of aging (a loss of some Dex-
terity-related skills, etc.) nor does it
make him immune to harm. He can
still be killed by poison, a high fall, in
combat, or in other unnatural man-
ners.

Power Shout: this discipline is similar
to the major discipline spirit shout listed
above, only muchmore powerful. The
power shout attacks everyone directly
in front of the martial artist and no
more than 15 meters away. The acting
value of martial arts receives a +5 bo-
nus, and the damage value, the
attacker’s Spirit, also receives a +5 bo-
nus. Each power shout costs the martial
artist two possibilities.

Thunder Kick: this is an extremely
powerful leaping kick. The martial
artist receives a +5 bonus to his dam-
age value when using a thunder kick.
Each use of the thunder kick costs one
possibility.

True Invisibility: this is a more pow-
erful form of the major discipline in-
visibility. The effect is produced in the
same manner, with the difference that
the user receives a +5 bonus to his
stealth value, and does not suffer a
penalty to his Perception or Mind skills.
For every ten minutes during which
he remains invisible, the martial artist
mustgenerate anew total. If heshould
fail a roll, he abruptly becomes visible
to others again.

Each use of true invisibilify costs two

possibilities.
Wind Running: masters of the wind
running discipline can run at great
speeds, giving theimpression that they
are not touching the ground. Martial
artists who are proficient at wind run-
ning can exceed the Core Earth charac-
ter limit for running by +2 without
rolling for a power push, giving them
a value of 12. This means they can run
at a speed of roughly 200 meters per
round.

In addition, the master receives a
+2 bonus to his dodge and maneuver
skills while wind running. The master
must spend one possibility for every
15 minutes of game time spent using
this discipline.

Training

Like the disciplines, there are three
broad categories of training methods:
minor training, major training, and
master training. Minor training meth-
ods correspond with minor disciplines,
major training methods with major
disciplines, and so on. For each disci-
pline the martial artist wishes tolearn,
the gamemaster selects a training ex-
ercise from the corresponding list. In
order to master the maneuver, a Storm
Knight mustsuccessfully complete the
exercise. Only those characters with
the martial arts skill can attempt to learn
disciplines by taking these tests.

Note that these rules do not mean
that a potential martial artist must
spend an entire year of her life at-
tempting to snatch a pebble from the
hand of the master, or walking across
floating logs. Presumably, if she at-
temptsthe testand fails, she will spend
time developing her inner discipline
before retaking the test. Passing the
test is a signal that the martial artist
has learned the maneuver; it is not the
exercise which actually teaches it to
her.

Note also that while attempting
these tests, the martial artist may spend
only one possibility on any given test,
and may or may not be allowed to
make use of her cards (see above).
Martial artists are allowed extra rolls
on results of 10 or 20.

Again, the list of training methods
presented hereis by no means exhaus-
tive. Gamemasters should feel free to
create their own.

Minor Methods

Board Break: to signal that he has
learned the corresponding maneuver,
the martial artist mustbreaka wooden
board in half with his fist or foot. To
break theboard, the student must gen-
erate a martial arts total of 9.

Bucket Walk: in this test, the martial
artist runs up a steep hill carrying full
containers of water at the end of her
outstretched arms. The trainee begins
with tiny cups and graduates to pitch-
ers, pails, and buckets. To pass the
final test, the martial artist must carry
two large buckets in each hand with-
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out dropping her arms once for the
duration of the run. This requires a
Strength total of 9 to accomplish suc-
cessfully.

Cherry Blossom: to successfully com-
plete this test, the martial artist must
pluck a cherry blossom from the wa-
ters of a small pond without causing a
disturbancein theliquid. Thisrequires
a martial arts total of 11.

Count the Grasses: passing this test
requires the martial artist to count the
blades of grass in a field. This requires
a Perception total of 12 to accomplish
successfully.

Log Run: in this test, the martial artist
must run across a series of small logs
floating in a river. To pass the test, she
must cross the entire river without
falling in the water. This requires a
Dexterity total of 9.

Lure Lark: successfully completing
this test requires the student to empty
his mind of all thoughtand sodampen
his aura. If he is successful in doing
this, a lark will alight upon him, not
recognizing him as another living
creature. This requires a Mind total of
11 to accomplish.

Memory: to complete this test, the
martial artist must memorize lengthy
portions of ancientreligious scrolls. This
requires a successful Mind total of 9.

Pebble Snatch: in this test, the pupil
attempts to snatch a pebble from the
hand of his master, and it is much
more difficult than it sounds. The
pebble snatch requires a Dexterity to-
tal of 10.

Rabbit Chase: this is another test of
the student’s quickness. A rabbit is
unleashed at one end of a long field.
To pass the test, the student must suc-
cessfully run down the rabbitand pick
it up overhead. This requires a suc-
cessful Dexterity total of 10.

Riddle of the Candles: this test requires
thestudent to enter a carefully mirrored
room. In one portion of the room, a Jit
candle is placed. To pass the test, the
student must choose the real candle
from all its hundreds of reflections and
knockit over. The student only gets one
choice. If he selects a reflection instead,
he has failed. This requires a successful
Perception total of 9.

Water Test: in this test, the student
holds his or her breath and dives un-
derwater in a pond with a large turtle.
To pass, the student must stay under-
water as long as the turtle remains
submerged. This requires a Toughness
total of 10.

Major Methods

Arrow in the Air: the martial artist
must pluck from the airanarrow which
has been fired at him. This requires a
successful martial arts total of 13. Fail-
ure means the arrow strikes the mar-
tial artist (the arrow has a damage
value of 12).

Blind Log Run: this is the same as the
log run minor method, but this time,
the student runs across the logs
blindfolded. This requires a Dexterity
total of 12.

Break Brick: to pass this test, the stu-
dent mustsmashabrick withherhand,
foot, or fist. To break the brick, the
student must generate a martial arts.
total of 12.

Catch Pigeon: this test is similar to the
rabbit chase described above, only a
pigeon is the quarry. A successful
Dexteritytotal of 12 completes this test.

Immobility Test: in this test, the stu-
dent tenses all the muscles in his body
and stand perfectly still. The master
then strikes the student, first with his
fist, then with his foot, and then with a
board. To pass the test, the student
must remain completely immobile
throughall threeblows. Flinching even
afractionof an inch constitutes failure.
This requires a Toughness total of 12.

Parry Staff: the martial artist is blind-
folded and givenastaff. His master then
attempts to strike him with a staff and
the student must parry the blow. The
purposeof the testisto teach the student
to rely on senses other than sight in
combat, and requiresa Perception total of
10 to complete successfully.

Note: if this test is taken by a mar-
tial artist who has mastered the self-
instruction discipline, the challenge is
to stand beneath a tree and, blind-
folded, strike a falling leaf with a staff.

Rice Paper Test: in this traditional
exercise, the student must attempt to
walk across three meters of rice paper
without leaving a trace of her move-

ment. Leaving the slightest impres-
sionin the paper is considered failure.
This requires a Dexterity total of 13.

Master Methods

Appreciate Sunrise: to complete this
test, the master sits out and watches
the sunrise every morning until she
feels one with nature. This requires an
ability to be at peace with one’s self
and the world around one, and a suc-
cessful Spirit total of 13 to accomplish.

Break Steel: to pass this test, the stu-
dent must smash a steel plate with her
hand, foot, or fist. To break the plate,
the student must generate a successful
martial arts total against a difficulty
number of 13.

Conquer Death: for this test, the mar-
tial artistingests a strong poison which
leaves her at the brink of death. The
measure of success is survival, and
failure can have permanent conse-

‘quences. Passing the test requires a

Toughness total of 13. Unlike all other
training methods, a master IS allowed
to spend more than one possibility to
augment her Toughnessroll during this
test. If the test is failed, the student
takes 3Wnd KOS5, and must obtain
medical attention or die within 20
rounds.

Conquer Fear: the student must al-
low himselftobe exposed to that which
he fears most, no matter what it may
be. He must then face that fear and
defeat it to signal his mastery of the
corresponding discipline. This re-
quires a successful Mind total of 12.

Write a History: to pass this test,
the master must write a complete and
detailed history of his style. A Percep-
tion total of 13 is required to complete
this test.

Learning Maneuvers
During Play

Any maneuvers thatamartial artist
fails to learn during the six year “pre-
game” training period, she can learn
during actual play. Any time the mar-
tial artist improves her martial arts
value using the skill improvement
rules found on page 20 of the Torg
Rulebook, she can attempt the test for
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another maneuver. If she succeeds at
the test, she immediately learns the
maneuver. If she fails the test, she
must wait until the next time sheraises
her martial arts value before trying
again.

In order to take a training test, the
martial artist must seek out a master of
her style. Exactly where the master is
located and how hard it s to find him
is up to the gamemaster, based upon
the needs of his campaign. Once the
test has been completed (whether suc-
cessfully or not), the martial artist may
again leave the master and needn’t
return unless she wishes to take an-
other test in the future.

If a martial artist has mastered the
major discipline self-instruction, how-
ever, she need no longer seek out the
master to administer new tests. These
martial artists are capable of adminis-
tering all future tests on their own.
Gamemasters who design styles fea-
turing the self-instruction discipline
may want to adjust their choice of
training exercises for those styles ac-
cordingly (i.e.,, no “immobility test”
after the student acquires the self-in-
struction discipline since there is no
longer a master to actually strike the
student, etc).

Unlike most skills, martial artsis very
difficult to acquire once play has be-
gun. Almost all Storm Knight martial
artists begin play with the martial arts
skill. For a non-skilled character to
acquire martial arts during play, she
must first find the master of astyleand
then spend the next year training with
that master for at Jeast ten hoursa day.
At the end of the first year of training,
the character may purchase the martial
arts skill and may make an attempt to
acquire the first maneuver of her style.
From that point on, she may leave the
master and acquire new maneuvers
using the guidelines for acquiring
maneuvers during play detailed
above.

Special Requirements

When designing a style, the game-
master should feel free to invent all
sorts of special restrictions and re-
quirements which martial artists must
meet in order to practice that style.
Many styles have required skills, for
example, which practitioners must

purchase before training (meditation,
stealth, and various weapons skills are
common). Others prohibit their prac-
titioners from acquiring certain skills
(fire combat and science are most com-
mon in this regard). Still other styles
have more unusual requirements:
vows of celibacy, mandatory dress
codes or weapon choices, etc.

A martial artist who voluntarily
breaks one of his special requirements
automatically losesall of hismartial arts
addsand allmaneuvers hehaslearned.
To become a martial artist again, he
must take up a new style and begin
from scratch using the rules for ac-
quiring martial arts maneuvers during
play.

One special requirement shared by
all martial arts styles is the inability to
refuse a fair “duel” (see “Martial Arts
Duels,” below).

Fighting With
Martial Arts

In addition to providing characters
with an opportunity to learn exotic
and potent combat maneuvers, the
martial arts skill also serves as a modi-
fied version of the unarmed combat skill.

When engaged in hand-to-hand
combeat, all martial artists may use their
martial arts value as their acting value
(with a DEX+1 bonus when fighting a
non-martial artist). Any attacks that
hit have a damage value equal to the
practitioner’s martial arts damage
value. To find a martial artist’s dam-
age value, start with his base STR+2
bonus, and then add any bonus pro-
vided by the maneuver he is perform-
ing and the bonus generated on the
Torg chart.

Note: Damage values listed under
maneuvers above include the STR+2
bonus.

Example: Hokuto has a martial arts
skillvalueof 12 and Strength of 9,and
is attempting a martial arts attack
using the felling the oak maneuver.
He rolls a 9, for a bonus of -1 on the
chart, and generates a total of 11 to
hit. The attack is successful — the
maneuver has a damage value of
STR+4, and with the -1 bonus
modifier from the die roll, a total of
STR+3 damage is done.

Martial Arts Duels

One of the rules that has been incor-
porated into every martial arts style
dating all the way back to Shao-Lin
holds that any martial artist who en-
counters another martial artist has a
right to challenge her to a “Grand
Duel” to the death. The martial artist
whohasbeen challenged has nochoice
but to accept it. If she declines, she is
treated as though she failed to uphold
a special requirement, as detailed
above.

As in antiquity, duels in Nippon
are fought to settle long-standing dis-
putes or arguments. Now that many
members of the Sons of the Wind have
turned traitor and joined the ranks of
3327’s operatives, and other wielders
of the martial arts from cosmand realm
havesetthemselvesagainsteachother,
duels have become a frequent occur-
rence.

A martial arts duel is distinctly dif-
ferent from other forms of combat us-
ing this skill. A duel must be declared
in the form of a challenge, and must be
accepted. Etiquette forbids the use of
weapons in a duel, and also states that
one’s allies cannot provide aid in such
a circumstance. Violation of either of
these tenets will result in the martial
artist losing his skill adds and maneu-
vers.

Save for the rules listed above,
martial arts duels can be run in the
same manner as standard Torg unarmed
combats, even within the framework of
a larger, ongoing battle. The two mar-
tial artists will restrict their combat to
each other until one or the other is
defeated.

All card results apply to the duel-
ists as well as other participants in a
fight. The only case in which conflict
lines may not always have their normal
effects on play is the flurry result, due
tothe factthat certain maneuvers, such
as lightning fist, cannot be used in such
rounds. When conducting a martial arts
duel, it would be wise to make note of
which maneuvers cannot be used in
consecutiverounds and make sure the
players are aware of them to avoid
confusion.

Approved actions can also be used
during martial arts duels. For instance, a
combatant may wish to spend a round
taunting his opponent — an unskilled
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result when battling a martial artist can
tilt the odds decidedly in your favor.

All possibility costs for the use of
master disciplines continue to apply
in duels, and damage can be dispelled
by characters in the same manneras in
regular combat.

Cards can be played as usual during
martial arts duels, with one exception: a
martial artist cannot trade cards during
a duel, but must use only those he has
earned, since a duel mustbe won orlost
onyourown. Accepting aid inresolving
a duel is dishonorable and will violate
the tenets of most styles.

A duel continues until one combat-
ant is defeated, or surrenders. If a
combatant surrenders, his opponent
has the right to decide his fate (life or
death), or ask a boon of him (perhaps
a piece of information the victor has
been seeking). A martial artist will not
lose his martial arts skilladds if he loses
a duel, but will lose them if he con-
vinces hisopponent tolowerhis guard
by surrendering, then strikes at him.

Normally, martial arts duels are
considered tobeto thedeath, but there
have been instances when they have
been used as “introductions” between
potential allies, and a victor has been
proclaimed based on the scoring of a
KO.

Sample Martial Arts
Styles

NINJUTSU

Maneuvers

1. Minor — block/strike
(training: board break)

2. Minor — lightning fist
(training: rabbit chase)

3. Minor — stun attack
(training: bucket walk)

4. Minor — missile dodge
(training: pebble snatch)

5. Minor — felling the oak
(training: cherry blossom)

6. Major — invisibility
(training: immobility test)

7 Major ~—— weapon master
(training: break brick)

8. Master — true invisibility
(training: appreciate sunrise)

Requirements: practitioner must
have the stealth, lock picking, and presti-
digitation skills. Practitioner must also
take an oath of secrecy — divulging the
secrets of the style or revealing the true
identity of another practifonerinstantly
causes the erring master to forfeit all his
martial arts skill adds and maneuvers.

Comments: This style originated in
Japan approximately 500 years ago. Its
practitioners are commonly called
“ninja,” and actas highly paid assassins.

For drawbacks connected to use of
the ninjutsu style, see Chapter Three,
“The Realm.”

RED LOTUS STYLE

Maneuvers

1. Minor — strike
(training: board break)

2. Minor — kick disarm
(training: memory)

3. Minor — ki punch
(training: riddle of the candles)

4. Minor — drop kick
(training: water test)

5. Minor — sweeping kick
(training: log run)

6. Major — healing
(training: catch pigeon)

7. Major — iron fist
(training: break brick)

8. Master — cyclone attack
(training: conquer fear)

Requirements: practitioners must
have the meditation skill.

Comments: This is another Japa-
nesestyle. It wasdeveloped byagroup
of renegade Shinto priests who lived
in a sacred grove south of Edo (the
ancient name for Tokyo). Today, Red
Lotus is practiced by as many as 50
individuals.

ANCIENT SHAO-LIN STYLE

Maneuvers

1. Minor — leaping kick
(training: bucket walk)

2. Minor — instant up
(training: count the grasses)

3. Minor — crushing block
(training: rabbit chase)

4. Minor — dagger dance
(training: pebble snatch)

5. Minor — heart punch
(training: cherry blossom)

6 Major — whirling attack
(training: rice paper test)

7. Major — spirit shout
(training: blind Jog run)

8. Master — thunder kick
(training: break steel)

Requirements: the practitioner
must have the meditation and faith skills
and must take a vow of celibacy.

Comments: This is the oldest form
of the martial arts. It was developed
by Shao-Lin monks over 1000 years
ago. Today, it is practiced by between
75 and 100 individuals.

SEDA CHEN STYLE

Maneuvers

1. Minor — stone fist
(training: bucket walk)

2. Minor — weakness probe
(training: pebble snatch)

3. Minor — lightning fist
(training: rabbit chase)

4. Minor — serpent’s coils
(training: log run)

5. Minor — sacrifice kick
(training: water test)

6. Major — self-instruction
(training: immobility test)

7. Major — spirit shout
(training: blind log rur)

8. Master — death touch
(training: conquer death)

Requirements: practitioner must
have the evidence analysis, find and test
or willpower skills.

Comments: This style was brought
to Nippon by Shiki members, who
have used it to good effect against
MarSec agents in the past.

TAI CHI

Maneuvers

1. Minor — strike
(training: board break)

2. Minor — stunning attack
(training: bucket walk)

3. Minor — entangle
(training: rabbit chase)

4. Minor — weapon break
(training: memory)

5. Minor — sweeping kick
(training: log run)
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6. Major — hail of blows
(training: arrow in the air)

7. Major — iron fist
(training: break brick)

8. Master — wind running
(training: conquer fear)

Requirements: practitioners must
havethe meditation and maneuver skills.

Commeents:anancientChinesestyle,
martial artists using Tai Chi have only
recently begun operating in Nippon.

AKIDO

Maneuvers

1. Minor — block/strike
(training: board break)

2. Minor — throw
(training: bucket walk)

3. Minor — feint
(training: rabbit chase)

4, Minor — shout of warning
(training: lure lark)

5. Minor — disarm
(training: memory)

6. Major — flashback
(training: blind log run)

7. Major — detect lie
(training: parry staff)

8. Master — power shout
(training: appreciate sunrise)

Requirements: practitioners must
have the scholar and meditation skills.

Comments: A Japanese style based
on the concentration of one’s energy
and taking advantage ofanopponent’s
strength. There are only 25 true mas-
ters of this style in the world.

ATEMI-WAZA

Maneuvers

1. Minor — strike
(training: board break)

2, Minor — crushing block
(training: rabbit chase)

3. Minor — stop thrust
(training: pebble snatch)

4. Minor — sweeping kick
(training: log run)

5. Minor — stunning attack
(training: bucket walk)

6. Major — poison immunity
(immobility test)

7. Major — whirling attack
(training: rice paper test)

8. Master — thunder kick
(training: break steel)

Requirements: maneuver skill and
vow of secrecy regarding style

Comments: The ancestor of mod-
ern karate, atemi-waza combines
speed and devastating power in one
lethal package.

JUJUTSU

Maneuvers

1. Minor — throw
(training: riddle of the candles)

2. Minor — leaping kick
(training: bucket walk)

3. Minor — dragon flight
(training: memory)

4. Minor — lightning fist
(training: rabbit chase)

5. Minor — weakness probe
(training: pebble snatch)

6. Major — iron fist
(training: break brick)

7. Major — healing
(training: catch pigeon)

8. Master — death touch
(training: conquer death)

Requirements: practitioner must
have meditation skill.

Comments: A forerunner ofjudo, a
mixture of meditative practices and
powerful maneuvers.

Perception-Based
Skills

Disguise

A character whoisskilled indisguise
can use makeup, wigs, and costumes
toappear as another person. Note that
the disguise skill does not give one the
ability to speak or act like the indi-
vidual he or sheis mimicking, only the
ability to appear as that person. Doing
aconvincing imitation of the character
in that manner would require use of
the artist (actor) skill.

To create a disguise, the user must
first have access to the appropriate
makeup and equipment. She then
generates a disguise total against a dif-

ficulty number of 8 and the gamemas-
ter records the success level eamed.
This in part determines the difficulty
of another character penetrating the
disguise.

The following difficulty modifiers
apply to the use of the disguise skill:

Modifier = Circumstance
+5 copying a specific
individual
+3 opposite sex
+3 different race
+3 great age difference
+3 disguised as much
larger build
+5 disguised as much
smaller build
All difficulty numbers are cumula-

tive. By “specific individual,” we are
referring to disguising yourself as Isei
Sagato instead of a typical Yakuza
member. “Great age difference” is
equal to about 30 years. A substantial
difference in build would be a larger
character whois atleast 120 percent as
tall as a shorter character, and/or a
heavier character who is at least 150
percentasheavy asalighter character.

Example:Fong,a Rauru Blockagent,
wishes to disguise himselfas CEO Ise
Samayura. The difficulty number of
theattempt is increased by +5 because
Fong is trying to appear as a specific
individual, and an additional +3 be-
cause there is at least a 30 year age
difference. That makes the difficulty
total for the disguise attempt 16.

Individuals who encounter a dis-
guised character are allowed a Per-
ception check to see through the dis-
guise. The difficulty number of this
checkis8,and thesuccess level needed
to penetrate the disguise is equal to
that achieved when donning it. A
Perception check is granted automati-
cally when an individual first sees a
disguised character,and thereafterone
is allowed every time the disguised
character says or does something
whichdoes not match hisrole. Thereis
no limit to the number of secondary
checks allowed.

Disguise can be used unskilled with
all the normal penalties.
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Mind-Based Skills

Business

This skill allows a character to un-
derstand and operate within the busi-
ness environment. Skilled business-
men can predict future market trends,
uncover hidden corporate connec-
tions, and manipulate the prices of
stocks and bonds. Perhaps the most
useful ability the business skill bestows
upon a character is the power to make
huge sums of money through invest-
ment and development. Indeed, oper-
ating a successful mega-corporation
in Nippon or Marketplace is virtually
impossible without the aid of the
business skill.

Business is an important skill in
3327’s Nippon, since most of the High
Lord’s attempts at conquest are con-
ducted within the financial arena.
Complete guidelines for use of the
business skill in play can be found in
Chapter Six, “Corporate Wars.”

Business cannot be used unskilled.

Meditation

A character skilled in meditation has
gained complete control over her mind
and body, and has the ability to enter
ameditative trance. A roll is generally

not required for a skilled character to
enter such a trance, with two excep-
Hons. If a character is in a stressful
situation, entering a trance requires a
successful meditation roll against a
difficulty number of 8.If a character is
in a violent situation where he might
be in peril, the difficulty number is
increased to 13.

The process of entering the trance
requires complete concentration from
the skill user and takes approximately
15 minutes. A character in a medita-
tive trance gains several benefits:

1. She can substitute her meditation
value for her Perception or Mind values
when trying to solve a riddle or prob-
lemn. The puzzle must be one that raw
Perception or Mind would be called
upon to solve, and problems that re-
quire use of the science skill could not
be solved by meditation.

Example:Chen Leencountersariddle
on an ancient temple wall. The game-
master decides that Chen can solve
the riddle with a successful Percep -
tion roll against a difficulty number
of 12. Chen’s Perception is only 8,
but her meditation value is 10. She
goes intoa meditative trance and con-
templates the riddle, allowing her to
substitute her meditation value for
her Perception.

2.Herhealingisaccelerated. Allshock
and KO damage is healed at twice the

normal rate while the character is in a
trance. If a character meditates for at
least three hours, she may eliminate
an additional wound level is she suc-
ceeds in healing herself that day.

3. All metabolic functions are slowed
while in a trance. She need not eat or
drink, and may go for a number of
days equal to her meditation total
without ill effect (although she will be
hungry and thirsty when she emerges
from meditation). She also requires a
minimal amount of air to survive. If a
character is trapped in an area with a
limited amount of oxygen, add their
meditation adds to the time value of the
available oxygen to obtain the time
value the meditating character can
survive.

Example: Chen Le has been locked in
cell with only 15 minutes worth of
oxygen left. She has meditation at +3,
however, and adding +3 to 15 gives a
time value of 18, that of one hour. Chen
Le can survive for an hour in the cell.

A character with the meditation skill
cannot remain in a trance longer than
her meditation total in days. Once out
of a trance, the character must find
adequate food and water before enter-
ing meditation again.

Meditation cannotbe used unskilled.
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Chapter Six

Corporate Wars

long with the battles in
the streets and alleys of
Nippon Tech — ninja
versus ninja, ronin ver-
sus gospog — thereisan-
other kind of war being fought in the
realm. It is a quiet struggle, one fought
not with guns and knives, but an even
more devastating weapon — money.

To the victors in such conflicts go
wealth and power; to the losers, finan-
cial destruction and complete absorp-
tion by the conquering entity. The cor-
porate duelling which takes place be-
tween the Business arm of the Rauru
Block and 3327’s mega-corporationsis
quite different from any other type of
combatin Torg,and thus requires some
special rules. Refer to these rules if one
of your players chooses the role of a
Mega-Corporation CEO, or a Storm
Knight obtains control of a mega-
corporation at some point in your
campaign.

The rules in this chapter make it
possible for one mega-corporation to
square offagainstanother. If the Storm
Knight-controlled corporation does
well in this struggle, it will reduce
3327’s profits and slow down the rate
of stelae expansion. If the Storm
Knight's corporation emerges trium-
phant, it can assume control of its op-
ponent and move on to a larger take-
over target. Each mega-corporation
which can be removed from 3327’s
holdings increases the cost of the High
Lord’s investment in Earth, and raises
the possibility that he will be forced to
abandon his operations in this cosm.

Note that the “one corporation vs.
another” structure does not truly cap-
ture the extent of 3327’s activities or
the Rauru Block’s opposition, since
both sides control several cooperating
corporations and have a combined
strength that is much greater than the
sum of their parts. But in corporate
wars, every victory can be a key one,
and every defeat a financier’s loss.

Building a
Mega-Corporation

Before beginning play, the game-
master should draw a “corporate
structure” diagram for each of the two
competing mega-corporations. This
diagram is a list of all the firms which
make up the mega-corporations,
drawn in such a way as to indicate
their relationships to one another.

In the diagram, represent each cor-
poration with a rectangle and write
the name of the corporation inside
that rectangle. Then write the name of
the holding company at the top of the
page, and beneath it, list all the
company’s direct subsidiaries and
draw a line between the subsidiaries
and the holding company. Then put
down all of the undersubsidiaries and
lines connecting them to the subsid-
iaries that own them. (For an example
of such a diagram, see the “Kanawa
Corporation — Structure and Hold-
ings” chart in Chapter Three.)

How large the mega-corporations
in your campaign will be is up to you.
A recomumended starting size for the
corporation controlled by the Storm
Knights is a holding company and
two subsidiaries. At first, you should
pit the Storm Knights against Windigo,
Inc., the smallest of 3327’s mega-cor-
porations, which consists of a holding
company and three subsidiaries (as-
sume the head of Windigo has a Mind
of 9 and a business skill of 11). If you
would like to run things on a larger
scale, however, feel free to give the
Storm Knights a more powerful mega-
corporationat thestartand pititagainst
one of 3327’s larger holdings.

If there is more than one Mega-
Corporation CEO in your group, as-
sign them all to the same mega-corpo-
ration and appoint one to be the head.
The other Storm Knights can then oc-
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cupy seats on the Board of Directors,
and aid in the plotting of strategy,
though the actual CEO performs all
die rolls.

Debits and Credits

For the purposes of corporate wars
in Nippon, each corporation has four
associated values: a “stock price,”
which is an abstract representation of
the value of investing within the cor-

poration and the difficulty of acquir-

ing the corporation; “assets,” which
represents all of the property (cash,
inventory, stocks, etc.) owned by the
corporation; “income,” the money
taKenin by the corporation per month;
and “debt,” which indicates the
amount of money the corporationowes
tocreditorsand the minimum monthly
payment.

It is best if the information about
each firm is kept on a separate index
card. This will make it easier for play-
ers to keep track of their holdings, as
well as restructure their mega-corpo-
rations.

You can generate the beginning
values in each of these four areas by
rolling on theappropriate tables. There
are no rerolls on 10s and 20s when
determining business values, nor can
cards be played. All four figures must
be generated for the mega-
corporation’s holding company and
each subsidiary. (To convert yen to
dollars, aneasy way to do the measure
conversionis to use the value modifier
system for Torg Values detailed on
page42 of the Torg Rulebook. The value
modifier for dolars is 0; for yen, it is
+11. Using this formula, the Value
Chart can perform the conversions.)

Example: Ed’s character owns a
mega-corporation whose holding
company makes ¥25 million a month
in income. To convert this to dollar
amounts, Ed finds the Torg Value for
25 million, which is 37. Applying the
measure conversion value modifier to
change yen to dollars (-11), Ed gets a
Torg Value of 26, or $150,000.

Another way to perform the con-
versions is simply to divide the yen
amount by 140. This is a more accu-
rate, but more time-consuming,
method.

z N 7 —N
B eginning Stock B eginning Assets
Value Table Table
Die Roll  Stock Value Stock Value Assets
1-2 ¥7,000 ¥7,000 ¥7 billion
3-4 ¥8,000. ¥8000 ¥8 billion
5-6 ¥9,000 ¥9,000 ¥9 billion
78 ¥10,000 ¥10,000 _¥10 billien.
~ 9-10 ¥11,000 ¥11,000 ¥11 billion
C 11:12 _¥12,000 ¥12;,000. ¥12billion
13 ¥13,000  ¥13,000  ¥13billion
14 ¥14,000 ¥14,000 ¥4 billion
15 ¥15,000 ¥15,000 '¥15 billion
16 ¥16,000 ¥16,000 _¥16 billion
17 _¥17,000 ¥17,000 ¥17 billion
18 ¥18,000 ¥18,000 ¥18 billion
19 ¥19,000 ¥19,000 ¥19 billion
| T2 ¥20,000 ) "¥20,000 Y20 billion J
N \

The first value which must be de-
termined is the beginning stock value,
which reveals how much each indi-
vidual share is worth. To determine
this, the CEO rolls against the Stock
Value Table below.

Example: Bill's character owns a
mega-corporation in Osaka, and is
generating the beginning stock value
for his holding company, Osaka Power
and Light. Herolls a 9 on the table, for
a stock value per share of ¥11,000.

All firms (holding companies, sub-
sidiaries and undersubsidiaries) start
out with one million shares of stock.
Of this, 20 percent of each company’s
stock (200,000 shares apiece) is owned
by the CEO, while the rest is owned by
shareholders.

The second important value is the
assets of each firm making up the
mega-corporation. To find this value,
consult the Beginning Assets Table
below. Assets include stock, land,
product lines, factories, patents, etc.

Total assets always equal the stock
value multiplied by one million.

Example: Bill looks on the Beginning
Assets Table, and finds that Osaka
Power and Light’s stock value of
¥11,000 equals total assets of ¥11
billion.

Next, the CEO rolls on the Income
Table to determine the monthly in-
come of each of his companies. To do

this, he finds a company’s assets in the
left hand column, rolls the dice, and
cross-references to find the amount
the firm takes in each month.

Example: Bill finds Osaka Power and
Lights assets of ¥11 billion on the
Income Table, and rolls a 13. Cross-
referencing, he determines that the
company’s monthly income is ¥70
million.

Finally, the CEO determines the
total debt of each firm, and the mini-
mum monthly payment required on
it. To do this, he finds the firm’s assets
on the Debt Table, then rolls the dice
and cross-references to find the total
debt and minimum payment.

Example: Bill finds OPL’s assets of
¥11 billion on the Debt Table, and
rolls an 8. Cross-referencing, he finds
that the total debt for this firm is ¥8
billion. The figure beneath that is the
minimum monthly payment on this
debt, ¥30 million.

This process should be repeated
for all of the mega-corporation’s sub-
sidiaries to determine the financial
strength of each.

In addition to the four values for
each company, the CEO must keep
track of the amount of “liquid cash”
available to each firm. This is the
money that can be used for corporate
maneuvers each month. Liquid cashis
all monthly income left after stock

¥
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. N
I ncome and Debt Tables
Income Table
DIE ROLL
ASSETS 1-2 3-4 5-6 7-8 9-10 11-12 13 14 15 16 17 18 19 20
7E+09 6E+06 1E+07 2E+07 2E+07 3E+07 4E+07 5E+07 5E+07 6E+07 6E+07 7E+07 8E+07 8E+07 9E+07
8E+09 7E+06 1E+07 2E+07 3E+07 3E+07 5E+07 5E+07 6E+07 7E+07 7E+07 8E+07 9E+08 9E+07 1E+08
9E+09 8E+06 2E+07 2E+07 3E+07 4E+07 5E+07 6E+07 7E+07 8E+07 8E+07 B8E+07 1E+08 1E+08 1E+08
1E+10 8E+06 2E+07 3E+07 3E+07 4E+07 6E+07 7E+07 8E+07 8E+07 9E+07 1E+08 1E+08 1E+08 1E+08
1.1E+10 9E+06 2E+07 3E+07 4E+07 5E+07 6E+07 7E+07 8E+07 9E+07 1E+08 1E+08 1E+08 1E+08 1E+08
1.2E+10 1E+07 2E+07 3E+07 4E+07 5E+07 7E+07 8E+07 9E+07 1E+08 1E+08 1E.08 1E+08 1E+08 2E+08
1.3E+10 1E+07 2E+07 3E+07 4E+07 S5E+07 8E+07 9E+07 1E+08 1E+08 1E+08 1E+08 1E+08 2E+08 2E+08
1.4E+10 1E+07 2E+07 4E+07 5E+07 6E+07 8E+07 9E+07 1E+08 1E+08 1E+08 1E+08 2E+08 2E+08 2E+08
1.5E+10 1E+07 3E+07 4E+07 5E+07 -6E+07 9E+07 1E+08 1E+08 1E+08 1E+08 2E+08 2E+08 2E+08 2E+08
1.6E+10 1E+07 3E+07 4E+07 5E+07 7E+07 9E+07 1E+08 1E+08 1E+08 1E+08 2E+08 2E+08 2E+08 2E+08
1.7E+10 1E+07 3E+07 4E+07 6E+07 7E+07 1E+08 1E+08 1E+08 1E+08 2E+08 2E+08 2E+08 2E+08 2E+08
1.8E+10 2E+07 3E+07 5E+07 6E+07 8E+07 1E+08 1E+08 1E+08 2E+08 2E+08 2E+08 2E+08 2E+08 2E+08
1.9E+10 2E+07 3E+07 5E+07 6E+07 8E+07 1E+08 1E+08 1E+08 2E+08 2E+08 2E+08 2E+08 2E+08 2E+08
2E+10 2E+07 3E+07 5E+07 7E+07 B8E+07 1E+08 1E+08 2E+08 2E+08 2E+08 2E+08 2E+08 2E+08 3E+08
Debt Table
DIE ROLL
ASSETS 1-2 3-4 5-6 7-8 9-10 11-12 13 14 15 16 17 18 19 20
7E+09 1E+10 7E+09 6E+09 5E+09 S5E+09 4E+09 3E+09 2E+09 1E+09 1E+09 1E+09 7E+08 4E+08 0
1E+08 7E+07 6E+07 S5E+07 5E+07 4E+07 3E+07 2E+07 2E+07 1E+07 1E+07 7E+06 4E+06 0
8E+09 1E+10 8E+09 7E+09 6E+09 SE+09 4E+09 3E+09 2E+09 2E+09 2E+09 1E+09 8E+08 4E+08 0
1E+08 BE+07 7E+07 6E+07 5E+07 4E+07 3E+07 2E+07 2E+07 2E+07 1E+07 8E+06 4E+06 0
9E+09 1E+10 9E+09 S8E+09 7E+09 6E+09 5E+09 4E+09 3E+09 2E+09 2E+09 1E+09 9E+08 5E+08 0
| 1E+08 9E+07 8E+07 7E+07 6E+07 5E+07 4E+07 3E+07 2E+07 2E+07 1E+07 7E+06 5E+06 0
1E+10 2E+10 1E+10 9E+09 8E+09 7E+09 5E+09 4E+09 3E+09 3E+09 2E+09 2E+09 1E+09 5E+08 0
2E+08 1E+08 9E+07 8E+07 7E+07 6E+07 4E+07 3E+07 3E+07 2E+07 2E+07 1E+07 6E+06 0
L1E+10 2E+10 1E+10 9E+09 8E+09 7E+09 6E+09 4E+09 3E+09 3E+09 2E+09 2E+09 1E+09 6E+08 0
2E+08 1E+08 9E+07 S8E+07 7E+07 6E+07 4E+07 3E+07 3E+07 2E+07 2E+07 1E+07 6E+06 0
1.2E+10 2E+10 1E+10 1E+10 9E+09 8E+09 6E+09 5E+09 4E+09 3E+09 2E+09 2E+09 1E+09 6E+08 0
2E+08 1E+08 1E+08 9E+07 8E+07 6E+07 5E+07 4E+07 3E+07 2E+07 2E+07 1E+07 6E+06 0
1.3E+10 2E+10 1E+10 1E+10 1E+10 8E+09 7E+09 5E+09 4E+09 3E+09 3E+09 2E+09 1E+09 7E+08 0
2E+08 1E+08 1E+08 1E+08 8E+07 7E+07 5E+07 4E+07 3E+07 3E+07 2E+07 1E+07 7E+06 0
14E+10 2E+10 1E+10 1E+10 1E+10 9E+09 7E+09 6E+09 4E+09 4E+09 3E+09 2E+09 1E+09 7E+08 0
2E+08 1E+08 1E+08 1E+08 9E+07 7E+07 6E+07 4E+07 4E+07 3E+07 2E+07 1E+07 7E+06 0
1.5E+10 2E+10 2E+10 1E+10 1E+10 1E+10 8E+09 6E+09 5E+09 4E+09 3E+09 2E+09 2E+09 8E+08 0
2E+08 2E+08 1E+08 1E+08 1E+08 B8E+07 6E+07 5E+07 4E+07 3E+07 2E+07 2E+07 8E+06 0
1.6E+10 2E+10 2E+10 1E+10 1E+10 1E+10 8E+09 6E+09 5E+09 4E+09 3E+09 2E+09 2E+09 8E+08 0
) 2E+08 2E+08 1E+08 1E+08 1E+08 BE+07 6E+07 5E+07 4E+07 3E+07 2E+07 2E+07 8E+06 0
1.7E+10 3E+10 2E+10 1E+10 1E+10 1E+10 9E+09 7E+09 5E+09 4E+09 3E+09 3E+09 2E+09 9E+08 0
3E+08 2E+08 1E+08 1E+08 1E+08 9E+07 7E+07 5E+07 4E+07 3E+07 3E+067 2E+07 9E+06 0
1.8E+10 3E+10 2E+10 2E+10 1E+10 1E+10 9E+09 7E+09 5E+09 5E+09 4E+09 3E+09 2E+09 9E+08 0
3E+08 2E+08 2E+08 1E+08 1E+08 9E+07 7E+07 5E+07 5E+07 4E+07 3E+07 2E+07 9E+06 0
1.9E+10 3E+10 2E+10 2E+10 1E+10 1E+10 1E+10 8E+09 6E+09 5E+09 4E+09 3E+09 2E+09 1E+09 0
3E+08 2E+08 2E+08 1E+08 1E+08 1E+08 8E+07 6E+07 B5E+07 4E+-07 3E+07 2E+07 1E+07 0
2E+10 3E+10 2E+10 2E+10 2E+10 1E+10 1E+10 8E+09 6E+09 5E+09 4E+09 3E+09 2E+09 1E+09 0
3E+08 2E+08 2E+08 2E+08 1E+08 1E+08 B8E+07 6E+07 5E+07 4E+(07 3E+07 2E+07 1E+07 0
Note: “E+n” is an engineering notation, meaning move the decimal point “n” places to the right to get the full number.
2.5 E+10 would be 25,000,000,000 when written out.
\\ '
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value, asset and income adjustments
havebeen done in a turn and the mini-
mum debt payment has been made
(see below).

Corporate Duels

Once all of the beginning values
have been determined, struggles be-
tween businesses can begin. One
“turn” of business activities must take
place every month of game time. Cor-
porate duelling does not involve
rounds played in succession until
someone loses, as physical combat
does. As a result, a great many things
r..ay occur in a campaign in between
corporate maneuvers: the Storm
Knights may have adventures, 3327’s
empire may expand, etc.

Atthebeginning of each “corporate
turn” (i.e., at the beginning of each
month of game time), the following
steps should be taken:

Stock Fluctuation

Stock prices fluctuate up and down
over time. The stock values of each of
the mega-corporations involved in a
corporate duel can go up or down at
the beginning of each month, depend-
ing upon how well the corporation is
managed and current market needs.
To learn the extent and direction of
this change, first the “mood of the
Nikkei market” must be determined.
The gamemaster rollsagainst the table
below:

Mood of the Market
Roll Market State
1-5 Bear market
6-15 Neutral market
16-20 Bull market

A "bear market” is bad for busi-
ness, a “bull market” indicates eco-
nomicoptimism,and a neutral market
does not tilt either way.

Market conditions are determined
once for all mega-corporations in the
game, and affect all firms within a
mega-corporation.

Example: Tom, the gamemaster, is
running a Kanawa-aligned corpora-
tion, Taiko Marketing and opposing a
Rauru Block firm, Yemano Petroleum,
run by Sam. Tom rolls a 16 on the

N\
S tock Fluctuation
Table

Success — Market
Level Bear Neut. Bull
Failure 30  -15 -5
Minimal -15 -5 Even
Average -10 Even +5
Good -5 +5  +10
Superior Even +10 +15
Spectacular +5 +15 +30

\ 7,

Mood of the Market Table, fora “bull”
result. This result can now be applied
toward new stock, asset and income
values for all companies in Taiko and
Yemano.

Once the state of the market has
been determined, have each CEO gen-
erate a business total against a diffi-
culty number of 9. Cards and possi-
bilities can be spent (and cancelled) in
this effort. On the “Stock Fluctuation
Table,” cross-index the level of suc-
cess of this roll with the mood of the
market to find the percentage the
company’s stock rose or fell during
the past week.

Note: A company’s stock falls five
percent for every month in which
minimum debt payments are not
made.

Example: A firm with no debt has a
current stock value of ¥7,000. At the
beginning of the week, the gamemas-
ter determines that there is a bear
market. The CEO of the corporation
generates a business total against a
difficulty number of 9 and receives an
Average result, meaning the stock
value drops by 10 percent, or ¥700.
The new stock value is ¥6,300.

Asset/Income Adjustment

Once new stock values have been
computed, figure new asset and
monthly income figures for each firm
in the mega-corporation.

Example: Aaco Software has a stock
valueof ¥13,000,assets of ¥13 billion,
and monthly income of ¥200 million.
Stock fluctuation results in a 10 per-
cent rise in Aaco’s stock value, brings

it to ¥14,300. The new asset total is
thus ¥14.3 billion (see the formula for
determining nssets above), and
monthly income is increased by 10
percent to ¥220 million.

Transfer Funds

CEOs may, if they wish, now trans-
fer liquid cash between firms in their
mega-corporation. This is commonly
done when one company requires fi-
nancial assistance to meet its mini-
muin debt payment.

Make Minimum Debt
Payment

Each company in a mega-corpora-
tion must now pay at least the mini-
mum required installment on its debt.
This monthly payment covers the in-
terest earned on the debt only, and
does not lessen the principal. The
minimum monthly paymentisalways
one percent of the total debt. (Pay-
ments can be made on the principal
during the “Corporate Maneuvers”
phase — see below.)

If a subsidiary or undersubsidiary
cannot make its minimum debt pay-
ment, its stock value will automati-
cally drop five percent (see below). If a
holding company cannot meet its
debts, a subsidiary orundersubsidiary
of the CEO'’s choice must be put up for
sale to raise the money. If only the
holding company is left and it cannot
afford to make its minimum payment,
the entire mega-corporation goes
bankrupt and folds.

Example:Sugei ownsaholding com-
pany and a subsidiary. The holding
company has debt of ¥2 billion, witha
minimum monthly payment of ¥20
million. The subsidiary has debt of ¥7
billion and a minimum monthly
payment of ¥70 million.

Sugei’s holding company makes
its payment, but does not have the
liquid cash on hand to transfer to the
subsidiary, and that firm does not
have the capital to make its payment.
The subsidiary’s stock value auto-
matically drops five percent.

Had the holding company been
unable to makeits debt payment, Sugei
would have had to sell the subsidiary

==
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Corporate Sales

The gamemaster can determine if
any firms are for sale by rolling the die
and consulting the chart below:

Corporations For Sale

Roll Corps. for Sale
1-5 None

6-15 One

16-20 Two

If a corporation is on the market, it
is possible to determine what type of
firm it is by rolling on the “Corpora-
tion Type Table”:

Corporation Type Table

Roll Corp. Description
Metals/Qil/Lumber
Electronics
Construction
Agro-Ecosystems
Biomedical
Computers
Imaging systems
Aero-space
Tele-communications
10 Entertainment

11 Textiles

12 Software

13 Publishing

14 Television/Radio
15 Food

16 Automobile

17 Weapons

18 Imports/Exports
19 Military /Security
20 Investment/Banks

Corporations that goup for salecan
be purchased by either competing
mega-corporation during the “Corpo-
rate Maneuvers” phase. The game-
master should give these corporations
aname and determine all their begin-
ning values using the tables above. In
addition tocorporations that randomly
go up for sale, one of the competing
mega-corporations might be forced to
putoreof its subsidiaries up for sale if
it defaults on debt payments as de-
scribed above.

For details on auctioning corpora-
tions, see “Purchasing Firms,” below.

O OIS WN R

Corporate Espionage

In any given turm, a Rauru Block,
independent or Kanawa-affiliated
CEOmay use the techniques of corpo-

rate espionage to gain information
about the competition. When this hap-
pens, the gamemaster should roll on
the table below:

Corporate Espionage
Roll Result
1-5 No information
6-10 Misinformation
11-15 Evidence of major
stock purchase
16-17 Evidence of bond issue

18 Evidence of bribe to
rival corporation

19 Evidence of bribe to
government official
20 Plans for hostile take-

over discovered

The CEO who discovers this infor-
mation is then free to act upon it, per-
haps by notifying Storm Knights (if he
is connected with any) to investigate
the situation. This information could
serve as an adventure hook resulting
in the destruction of a competing
corporation’s assets and a possible
drop in its stock value and income.

Insider Trading

If a CEO gathers “inside informa-
tion” about an opposing firm —either
through corporate espionage or ad-
venturing —he canuseitto hisadvan-
tage when purchasing stock in that
firm. A CEO with data regarding a
particular company will receive a +5
bonus modifier to his business roll when
attempting to buy stock in that firm.

Allocate Funds

The competing CEOs must now
decide which, if any, of the corporate
maneuvers listed below they wish to
undertake in this turn and allocate
money for their performance. The
CEOs should write down what they
wish to do and how much of their
available liquid cash they wish to
spend in each area.

This means that the gamemaster
should decide on the allocations for
the Kanawa-controlled firminvolved,
while the players decide upon what
actions the Storm Knight-controlled
corporation will take. If the players
cannot agree upon a course of action,
the decisions of the corporate CEO
will be considered final.

Corporate Maneuvers

Once all of these preliminary steps
have been carried out at the beginning
of the corporate turn, each of the com-
peting mega-corporations can perform
any or all of the following maneuvers.
A CEO can perform as many opera-
tions as he desires, providing his firms
have the liquid cash to cover the costs
(all costs come out of liquid cash, while,
in most cases, money earned goes into
liquid cash reserves).

The most common maneuvers are:

Invest in Capital

For every ¥100 million spent on
capital investment, a company can in-
crease its total assets by 10 percent. This
causesa correspondingincreaseinstock
value and income which will take effect
at the end of the business turn.

Purchase Stock

Stock can be purchased in any of
the corporations in either side’s struc-
ture at a cost per share equal to that
corporation’s stock value. A mega-
corporation can purchase as many
shares in a company as are available
for sale in that turn. Attempting to
purchasemore thanisavailableis con-
sidered a “hostile takeover” and is
governed by rules listed under that
heading below.

To determine availability, consider
the total amount of stock currently
held by a firm’s CEO and sharehold-
ers, then match the mood of the mar-
ket to the following table:

Stock Availability
Percentage of
Market stock available
Bear 30 percent
Neutral 20 percent
Bull 10 percent

Example: Sugei wishes to purchase
stock in the Nagara Corporation. The
CEO of Nagara holds 200,000 shares
and shareholders own 800,000 for a
total of 1 million. It isa neutral market,
meaning 20 percent of theextant stock,
or 200,000 shares, is available for
purchase. Sugei cannot attempt to
purchase more than 200,000 shares
in Nagara unless his wishes to try for
a hostile takeover.

-
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A mega-corporation can attempt to
buy stock in differing firms at once. A
business total must be generated when
purchasing or selling stock (see be-
low), and possibilities can be spent on
the roll. Also keep in mind any bo-
nuses earned through the possession
of “inside information.” The “Stock
Transaction Table” lists the difficulty
numbers that must be beaten to pur-
chase a given amount of shares.

Example: Of the 200,000 Nagara
shares available, Sugei wishes to
purchase 50,000. Consulting the table
below, he sees that he must generatea
business total of 7 to succeed.

Failing a roll does not necessarily
mean that no stock can be purchased.
If a CEO allocates sufficient funds to
buy 100,000 shares of a firm’s stock,
but is only able to generate a business
total of 8, he can stll purchase 50,000
shares.

But no matter how successful the
roll,a CEO cannot purchase morestock
than he originally intended to buy.
The reason for this is that a setamount
of money must be allocated for stock
purchases, as with all other corporate
maneuvers, and thus a CEO would

not have the funds to buy 600,000
shares when he had planned to buy
50,000.

The money used to buy stock is
NOT received by the mega-corpora-
tion that owns the company associ-
ated with the stock, unless it was the
CEO’s own stock that was sold. In-
stead, the cash is simply forfeited to
mythical “shareholders.” A pur-
chaser’s assets will beincreased by the
combined value of the shares bought.

Sell Stock

Stock can be sold at a price per
share equal to its stock value. A CEO
may sell only his own stock (compris-
ing 20 percent of the company), and
not any shares owned by sharehold-
ers. Money earned through selling
personal stock will go into the seller’s
liquid cash fund, and the cost of it is
deducted from the purchaser’s re-
serves. The seller’s assets will drop by
the same amount.

Stock sales take place in much the
same manner as stock purchases, with
a business total generated against the
Stock Transaction Table. It is more
difficult to sell large blocks of stock in
a company all at once, as investors

it means the firm which issued the
bonds has defaulted and the bond
money is lost. The business roll repre-
sents the ability to choose a wise in-
vestment.

Issue Bonds

Any firm within a mega-corpora-
tion can issue either regular or “junk”
bonds, with the money earned going
into liquid cash reserves. Regular
bonds can be issued up to the point
where liquid cash equals the mini-
mum monthly debt payment. Beyond
that point, only “junk” bonds may be
issued.

The amount of a bond issue plus 10
percent interest is added to the
corporation’s total debt for regular
bonds, and the amount of the bond
issue plus 20 percent is added to the
corporation’s debt for “junk” bonds.

Pay Off Debts

The mega-corporation can pay off
any of its debts by forfeiting an appro-
priate sum and lowering any of its
corporation’s debts by that total (i.e.,
paying ¥120,000 allows you to reduce
three firm’s debts by ¥40,000 each, two

p \  maytakethisasasign that the firmis  firm’s debts by ¥60,000 each, or one
1 S . ) failing. Thusa CEO must use hisbusi- ~ firm’s by ¥120,000). Payments above
tock Transaction ness acumen to successfully make a  and beyond the minimum required
Table sale. per month arealways subtracted from
As with stock purchases, generat-  the principal of the debt.
No. of Shares  Difficulty ing a lesser total means that a sraller
50 0000 7 amount of stock is sold than the CEO Stock Assault
10’0'000 9 had originally intended. .
150,000 1 For every ¥100 million spent to-
200'000 13 Purchase Bonds ward a stock assaglt, a CEOisallowed
550:000 15 to generate a business total against a
300,000 o The corporation can spend as much difficulty number .of 8 (possibilities
350,000 19 money as it likes on “bonds.” Both can be spent on th'ls roll). Match the
4 00’000 2 “blue chip” and “junk” bonds are level of success against the table below
250,000 73 available for purchase. _
500,000 25 ~ Money spent on “blue chip” bonds p \
250,000 5 is tied up for six months (i.e., the cor- S
600,000 29 poration can_nottouchlt) Attheend of tock Assault Table
650’ 000 31 th.is time period, the money isreturned
700:000 33 w“;-h 10 Percentlinteres't , Y Level of Stock Value
750,000 35 b n,{izllknkfondsstb“;orktlgkeb;blgecmp SLICCCSS Decreﬂse
onds, only just before the bond money .
ggg’ggg gg is returned, the corporate head must X%z::'ael 283
900’000 41 generate a business total against a dif- Good 8 ¥400
950.000 43 ficulty number of 14. Possibilities can Superior Y600
1 00(’) 000 45 be spent on this roll. If this roll is S p tacul Y1000
o successful, the money isreturned with pectacuiar J
. / 20 percent interest. If the roll is failed, -
e

91



Torg: Nippon Tech

to determine the amount by which the
assaulted firm’s stock value drops. The
stock being attacked mustbe specified
at the time the money is allocated for
this operation.

Example:Rijato Electronics allocates
¥100 million for a stock assault on
Windigo, Inc. The CEO generates a
business totalof 11 fora Good result.
Windigo’s stock value drops ¥400.

Stock Defense

Any money Spent on a stock de-
fense can be used to cancel out money
spentbyacompetitor onastockassault
on a one-for-one basis (funds must be
Mlocated in ¥100 million increments).
Unlike stock assault, exactly which
company’s stock is being defended
does not have to be specified at the
time the order is written. The CEO can
wait and see which stocks his oppo-
nent is attacking and decide which to
defend at that time.

Funds allocated for a stock defense
which are not spent to cancel out as-
saults are returned to a company’s
liquid cash fund and will be available
for use in the next turn.

Hostile Takeover

This is an attempt to wrest away
one of your opponent’s companies by
purchasing morestockinthe firmthan
is available for sale. As with any cor-
porate operation, money must beallo-
cated at the start of the turn for a
hostile takeover. These funds must be
sufficient to cover money spent by the
target corporation ontakeover defense,
as well as the cost of the stock to be
purchased.

The raiding CEO must generate a
successful business total against a dif-
ficulty number of the defending CEO’s
business skill. Possibilities and cards
may be spent on this roll. If success if
achieved, the raiding CEO can now
attempt to purchase the stock on the
Stock Transaction Table.

Oncea CEO owns more than 500,000
shares of stock in a firm, he takes con-
trol of it and any subsidiaries of it and
can add it to his corporate structure.
Corporations that are acquired to-

gether need not remain linked after
they are acquired (i.e., both an ac-
quired firm and its undersubsidiary
could be assigned to the victorious
corporation’s holding company as in-
dependent subsidiaries.).

Note that exactly which corpora-
tion a CEO is attempting to take over
must be specified at the time the order
is written. A mega-corporation may
attempt takeovers against more than
one target on the same turn if it can
afford it.

Example: A Rauru Block business-
man with a business skill of 14
wishes to attempt a hostile takeover of
asubsidiary of Windigo Inc., towhich
one undersubsidiary is attached. The
Windigo subsidiary’s stock value is
¥10,000, in addition towhich the firm
has spent ¥100 million on takeover
defense this turn.

The Rauru Block firm wants to
purchase 400,000 shares of stock, at a
total cost of ¥4 billion, and has allo-
cated an extra ¥100 million to cover
possible takeover defenses by Windigo.
The Rauru Block CEO generates a
business total against a difficulty
number of the Windigo CEO’s busi-
ness skill (15), and is successful. The
attempted takeover can proceed.

The Rauru Block firm spends ¥100
million to counter Windigo’s take-
over defense, and then turns to the
Stock Transaction Table. The diffi-
culty number of purchasing 400,000
shares of stock is 21 — the Rauru
CEQO must generate a successful
business total against that difficulty
to make the stock purchase.

Takeover Defense

Money spent on takeover defense
can be used to cancel out money spent
by a competitor on a hostile takeover
on a one-to-one basis. As with a stock
defense, which corporation is being
protected fromtakeover doesnothave
to be specified at the time the money is
allocated. If no takeover is attempted
in a turn in which takeover defense
money has been set aside, that cash
returns to the defending corporation’s
lquid fund.

Corporate Restructuring

By paying ¥100 million, a mega-
corporation canreshuffleits corporate
structure at will, changing the posi-
tions of subsidiaries and
undersubsidiaries as it sees fit. For
eachadditional ¥100 million spent, the
CEO can reroll for the four basic val-
ues for one firm.

Purchasing New
Companies

As noted above, new companies
periodically become available for pur-
chase. Before the corporate operations
phase has begun, mega-corporations
areallowed to bid on these companies.
The bidding begins ata figure equal to
one-half the company’s net assets (no
corporation can ever be purchased for
an amount less than this figure). The
CEO who generates the highest busi-
ness skill total is allowed to bid first.
The bidding then goes back and forth
unti] one side drops out. Whoever has
the highest bid at the end of all the
jockeying adds the company to his
corporate structure.

Any corporations that are for sale
that are not purchased at this time
“disappear” and are out of play (i.e.,
they are snatched up by an indepen-
dent mega-corporation).

Stock and Asset
Adjustment

After all corporate operations have
been performed, all companies should
refigure their stock value, assets, in-
come, total debt, monthly debt pay-
mentand liquid cash reserve based on
the results of those operations. Note
that this does not involve rerolling on
theincome and debt tables, but simply
adding and subwracting from those
values affected by particular maneu-
vers.

Also, if Storm Knight action has had
an effect on a company’s assets, this
should be factored into the equation.
Forinstance, a team of Knights destroys
a Toranaga Chemical factory — the
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gamemaster should affix a yen value to
that factory, and subtract that amount
from Toranaga’s assets. If Toranaga will
try to rebuild the factory, rmoney will
have to be taken out of its liquid cash
reserves todo so, and that too should be
considered.

Example: Khigh's holding company
paid its monthly debt payment, sold
¥100,000worthof the CEQ's personal
stock, and paid an additional ¥2 mil-
lion toward the principal of its debt.
Thus,at theend of the corporate turn,
the company’s assets have dropped by
¥100,000, itsliquid cash reserves have
gone up by ¥100,000, and its total
debt has dropped by ¥2 million.

Dividends and the
Darkness Device

Every quarter of the fiscal year (or
every three corporate turns) all com-
panies in a mega-corporation must
pay dividends to their shareholders.
A dividend payment amounts to one
percent of a company’s income.

Failureto payadividend may harm
investor confidence in the firm. The
game effect of this is a +10 modifier to
the difficulty of rolls against the Stock
Fluctuation Table until the dividend
payment is made.

Money paid in dividends by Rauru
Block corporations helps to keep
shareholders content and lessens the
chance they will be swayed by
Kanawan entreaties into selling their
shares. Kanawa-aligned corporations
pay dividendsalso, and theirability to
do so is of particular importance not
only to the High Lord, but to Daikoku,
his Darkness Device.

Coming from a cosm like Market-
place, Daikoku regards profitability
as the sole reliable indicator of suc-
cess. Failure to pay dividends or debt

payments, or the allocating of large
amounts of yen torepair damage done
by Storm Knights, could undermine
Daikoku’s confidence in a corpora-
tion, and eventually perhaps 3327
himself. In this manner, every victory
for the Knights in a corporate war
makes 3327’s relationship with his
Darkness Device more unstable and
his chances of successalittleless likely.

Of course, it goes without saying
that if the Knights are consistently
costing 3327’s corporations yen, he will
take notice. The Knights may find
themselves the targets of assassina-
tion teams or saboteurs as a result of
their actions.

Vanquishing a
Mega-Corporation

Once a mega-corporation’s hold-
ing company goes bankrupt or is ac-
quired by the competition, that mega-
corporation is no longer in business. If
the Storm Knight’s corporation is de-
feated in this manner, they will have
to find other methods with which to
strike at 3327 and his empire.

If one of 3327’s mega-corporations is
bankrupted in this manner, move up
the ladder and pit the Knights’ victori-
ous corporation against another of the
High Lord’sorganizations. Asthe Storm
Knights prepare to tackle each new
mega-corporation, decide how many
subsidiaries and undersubsidiaries
comprise that company based on the
size of the Knights’ own organization.
The new opponent should always start
out roughly one-third larger than the
Knights’ organization. If the Storm
Knights” mega-corporation consists of
sixcorporationsafter defeating Windigo,
for instance, the new opponent should
consist of eight.

Adventuring
Against a
Corporate Backdrop

Of course, not all of your playing
time will be spent trading stocks and
rolling for takeover attempts. The
above rules bring plenty of traditional
Torg adventures to mind which can
have a dramatic impact upon the cor-
porate situation, such as:

Industrial Espionage: The Storm
Knights try to break into the enemy’s
corporate headquarters. If they suc-
ceed, you might allow them to see all
of the enemy’s written corporate or-
ders for the next month before they
must plan their own.

Loyalty of Corporate Directors: If
there are gamemaster characters
among a mega-corporation’s board of
directors, the Law of Intrigue states
that one might be a traitor. Will he
betray secrets to opposing firms? Can
he be stopped? The Knights will have
to make every effort to expose him or
risk losing their next corporate
struggle.

Sabotage: The Storm Knights could
use knowledge contained in a newly
acquired firm’s computers to stop
3327’s plans to design a new weapon
that would help him strengthen his
hold on South Korea and China.

These are just a few examples of the
typesof adventures you can run within
the framework of Nippon corporate
wars. Feel free to explore other ways
to put the Storm Knights’ financial
wizardry to use in the battle against
the Kanawa Corporation.
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Miracles of Faith

hough magicis virtually
nonexistent within the
cosm of Marketplaceand
the realm of Nippon, the
Spirit axiom is only
slightly lower than that of Core Earth.
This means that miracles are possible,
but several years of training are re-
quired to perform even the simplest
rites. Within the cosm, the priests of
Palan are the only ones capable of
performing miracles or training others
in how to do so. In the realm, they are
joined by Shinto priests in carrying
out these functions.

In addition to those listed below,
Shinto priests can perform all Core
Earth miracles (see pages 127-131 of
the Torg Rulebook) and priests of Palan
can perform those whose spiritual rat-
ing is less than or equal to 8.

Bow Master

Spirtual Rating: 8

Community Rating: 9

Difficulty: 11

Range: touch

Duration: 25 (one day)

Effect: betters target’s skill with a
bow or other missile weapon

The cleric lays hands upon the tar-
get and his weapon while reciting the
proper incantation. If the rite is suc-
cessful, the target will find his ability
to handle the weapon improved (43
increase to missile weapons skill).

Call Animals

Spiritual Rating: 8

Community Rating: 8

Difficulty: 10

Range: 14 (600 meters)

Duration: 20 (two hours)

Effect: summons animals within
range

This miracle allows a cleric to call
animals to him. The cleric can specify
which species of animal he wishes to
summon, but will not have control of
them once they arrive. Conveying
complex commands to them would
requireacommunicatewithanimal spirit
or animal speech rite.

Captivate

Spiritual Rating: 8

Community Rating: 10

Difficulty: target’s willpower or

Mind

Range: voice

Duration: performance

Effect: cleric’s words command the
undivided attention of target

To cast this miracle, the cleric must
speak without interruption for a full
minute. If successful, the target willbe
enthralled by the cleric’s words, and
unable to take any action save listen to
him. The effects of the miracle will last
as long as the cleric is able to speak
without interruption, but if the target
is attacked, the miracle will be imme-
diately dispelled.

The Death of Sound

Spiritual Rating: 8

Community Rating: 9

Difficulty: 12

Range: 11 (150 meters)

Duration: 13 (five minutes)

Effect: causes silence to prevail in
150 meter radius around caster

This miracle makes sound impos-
sible within the radius of effect. No
noise is possible within that area, in-
cluding the casting of spells which
require a voiced chant or incantation.

Themiracleiscentered onthecaster,
and will move with him as he moves.
Anyone who enters the zone of silence
will be affected by the miracle.
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Detect Deception

Spiritual Rating: 7

Community Rating: §

Difficulty: 9

Range: 7 (25 meters)

Duration: 18 (one hour)

Effect: allows cleric to tell if aper-
son is knowingly speaking a lie

Once cast, the cleric can detect the
telling of an intentional lie by anyone
within range. This miracle will not
reveal unknowing lies, unintentional
inaccuracies, or lies contained within
written material:

Flame Burst

Spiritual Rating: 7

Community Rating: 9

Difficulty: 9

Range: 12 (200 meters)

Duration: 9 (one minute)

Effect: causes an existing flame to
burst into a blaze

To cast this miracle, there must be a
flame extant within range. If the
miracle is successful, the flame will
suddenly explode into a larger fire,
taking up a volume 20 times greater
than the original source.

Ghost Walk

Spiritual Rating: 8

Community Rating: 9

Difficulty: 12

Range: touch

Duration: 18 (one hour)

Effect: allows cleric to walk
without leaving traces

When this miracle is cast, the cleric
can walk across any terrain — dust,
sand, mud, snow, etc. — and leave no
trace of his passage. It will be impos-
sible to follow the cleric’s trail using
the tracking skill.

It will be possible to follow the re-
sidual spiritual energy the clericleaves
behind using the detect miracle rite. In
addition, searching in ever-widening
circles might turn up the track at the
point it resumes (after the duration of
the miracle has expired).

Kamikaze

Spiritual Rating: 8

Community Rating: 13

Difficulty: 13

Range: 15 (one kilometer)

Duration: 13 (five minutes)

Effect: caster can call upon “divine
wind”

Using this rite, the cleric can call
down a windstorm upon his enemies.
The winds can reach gale force, lifting
objects which are not secured and
hurling them with tremendous force
(damage value 6/15). For greater ac-
curacy in calculating damage values,
use the object’s weight value +6.

Pathway

Spiritual Rating: 7

Community Rating: 10

Difficulty: 10

Range: touch

Duration: 20 (two hours)

Effect:enablestarget to find correct.
path

This miracle allows the target to
find the proper path to his chosen
destination. This rite can be used only
with a geographic location in mind
(i.e., "Yaesu-dori in Tokyo” or “the
outside of this building”). It cannot be
used to find a specific person or object.

Purify Poison

Spiritual Rating: 8

Comumunity Rating;: 11

Difficulty: 10

Range: touch

Duration: permanent

Effect: neutralizes any toxic sub-
stance

This miracle is cast by mouthing
the proper incantation and touching
the poisoned person or substance. If
the rite is successful, the toxin will be
rendered harmless. This miracle can
prevent the death of a poisoned char-
acter, but it does not confer permanent
immunity — it is effective only on the
poison currently contained within the
target.

Spirit Flight

Spiritual Rating: 8

Community Rating: 15
Difficulty: 12

Range: self

Duration: performance

Effect: looses priest’s astral form

One of the more difficult and dan-
geroussacred rites, thismiracleallows
the priest to set his spirit free. In this
state, no physical obstacle can hinder
him, and he can travel anywhere
within 300 meters in seconds. His spirit
is invisible to all save those using a
detect miracle spell or rite. He cannot be
harmed by physical attack, nor can he
initiate any physical action — he can
suffer damage from spiritual or mys-
tical attacks.

Attempts to exceed the 300-meter
limit require the generation of an ad-
ditional Spirit total for each meter
traveled. Each meter beyond 300 which
the cleric’s spirit travels adds +1 to the
difficulty of sustaining the miracle.

Free of the body, the spirit cannot
communicate except with other dis-
embodied spirits. In addition, the
priest’s physical body must be pro-
tected while his spirit is loosed, as it
will be little more than an empty shell,
extremely vulnerable to attack. If his
body is killed, the priest’s spirit must
wander forever.

The miracle lasts until the priest
sees fit to return to his body, or is
forced to return by magical means.

Spirit Quest

Spiritual Rating: 8

Community Rating: 6

Difficulty: 10

Range: self

Duration: 18 (one hour)

Effect: increases caster’s Spirit
value

To cast this miracle, the cleric must
sit alone in the center of a dark room.
He allows his mind to turn inward,
shutting out all outside stimuli, seek-
ing the center of his being.

Ifthe miracleis successful, the caster
receivesa +3 bonus toall Spirit-related
skills for its duration.
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Staff of Palan

Spiritual Rating: 8
Community Rating: 8
Difficulty: 9

Range: touch

Duration: 18 (one hour)

Effect: strengthens priest’s staff

A slightly weaker version of the
traditional bless weapon miracle, thisrite
allows a priest of Palan to increase the
damage done by his staff. The cast
involves laying hands upon the
weapon and praying that it will be as
strong as the spirit of its wielder.
Success results in a +1 to the staff’s
damage value.

Sword Master

Spiritual Rating: 8

Community Rating: 9

Difficulty: 11

Range: touch

Duration: 25 (one day)

Effect: betters target’s skill with a
sword or other melee weapon

To cast this miracle, the cleric first
lays hands upon the target, and then
his weapon. When the rite is done, the
target will find he can handle his
weapon like a master (+3 increase to
melee weapons skill).

True Vision

Spiritual Rating: 8

Community Rating:12

Difficulty: 11

Range: touch

Duration: 15 (15 minutes)

Effect: enables cleric to see things
as they truly are

When successfully cast, this miracle
enables thetarget tosee things revealed
for what they are —hidden panels are
revealed, disguises canbe pierced, and
the target’s sight cannot be affected by
magical or normal darkness. This
miracle does notallow the target to see
through solid objects or detect dis-
honesty.

Voices of Stone

Spiritual Rating: 5

Community Rating: 12

Difficulty: 12

Range: touch

Duration: performance

Effect: allows caster to speak with
stones

The forces of nature observe all,
and this miracle allows the cleric to
seek out the information possessed by
the stones, whether they be strewn on
a hillside or part of a building. The

cleric must be touching the stone with
which he wants to communicate, and
there is, of course, no guarantee the
rock will have anything of use to say,
or any inclination to talk at all. Any-
thing it does comment on will naturally
be colored by its particular perspective.

Wings of Sparrow

Spiritual Rating: 8
Community Rating: 10
Difficulty: 10
Range: touch
Duration: 18 (one hour)
Effect: improves target’s dodge

The sparrow, it is said, was gifted
by the gods with the ability to sense
the approach of danger and fly before
itarrives. This miracle conveys part of
this advantage to the target, helping
him tobetteranticipate,and thusavoid,
blows.

The cleric lays hands upon the tar-
get with the prayer that, like the
sparrow, death willnotbeable to easily
approach him. If successful, the target
gets a +1 increase to his dodge value.
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Equipment

he technological revolu-
tion that swept over Ja-
pan after 3327’s arrival
made possible a number
of startling scientific
leaps. Sosuccessful weresome of these
new inventions that they have become
an integral part of daily life in the
Nippon realm.

With commerce being his preferred
method of conquest, 3327 has re-
searchers and marketing specialists
constantly working toward the devel-
opment of cheaper and more efficient
goods that can generate even greater

profit for the mega-corporations. In-

addition, Nippon has taken thelead in
the production of goods for export to
other realms.

In this chapter, you will find the
descriptions and statistics youneed to
incorporate Nippon equipment into
your campaign.

Buying Goods in
Nippon

Goods produced under the Nippon
axioms can now be found in Japan,
Taiwan and portions of China and
Korea. Local currency is required to
purchase items in these countries, but
money can easily be transferred from
one unit to another at any bank (a five
percent fee is commonly charged for
this transaction).

In Japan, the monetary standard is
the yen (symbolized ¥). At the start of
the campaign, the rate of exchange is
¥140 = $1. There are five coin denomi-
nations: 100 yen silver, 50 yen nickel,
10 yen bronze, 5 yen brass and 1 yen
aluminum. (The Taiwanese monetary
system has been scrapped in favor of
the Japanese model, a result of 3327’s
pressures on the Taiwan government.)

In China, the economy is based on

the yuan. Roughly 2.5 yuan have the
equivalent buying power of one US
dollar. Each yuan is subdivided into
10 chiao or 100 fen. All Chinese money
is in the form of paper currency.

In Korea, the monetary unit is the
won, and here aiso all money is circu-
lated as paper currency. Twenty-five
won equal the buying power of one
US doliar.

All prices given in this chapter will
be in yen, with the Torg value follow-
ing in parentheses. If you need to con-
vert to any of the other units, you can
use the following formulas:

DOLLAR = PRICE IN YEN/140
YUAN = PRICE IN YEN/58
WON = PRICE IN YEN/6

Deflation

Dueto the changes wroughtby 3327,
the countries encompassed by his
realm are enjoying an economic boom
which is slowly strengthening the
monetary systems of Japan, Chinaand
Korea. As the campaign progresses,
the yen, yuan and won will grow more
valuable, gaining 25 percent more
buying power when compared to the
American dollar. This will not change
any of the prices listed in this chapter,
but will make it more expensive to
purchase Nippon goods with foreign
currency, such as dollars.

The following table should help ex-
plain this progressive economic
change:

Deflation Table
Time Value Formula
Start ¥140 $=¥/140
1 year ¥105 $=¥/105
2 years ¥79 $=¥/79
3 years ¥59 $=¥/59
4 years ¥44 $=¥/44
5 years ¥33 $=¥/33
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Example: As the campaign opens,
140 yen are worth one dollar. At the
end of the year, the yen has increased
by 25 percent, one dollar is now equal
to¥105yen (140- (.25 x140) = 105).

An item that cost ¥10,000 at the
beginning of the year will still cost
¥10,000 at the end of the year. How-
ever, the same item cost roughly $71
at the start of the year, and will cost
$95 at its end, using the formula
above. Note that as the yen/dollar
equivalency changes, you must ad-
Just the conversion formula.

Forsimplicity’ssake, donotchange
the relative worth of the currencies
until the end of the game year (i.e., on
December 31st of game year one, $1 =
¥140; on January 1st of game year two,
$1 = ¥105). This is obviously unrealis-
tic—theactual change in value would
be a gradual one, spread out through
the entire year. But calculating these
changeseveryday of game time would
rapidly become wearisome and con-
fusing.

Information
Networks and
Computer Shopping

As you read in Chapter Four, ap-
proximately 94 percent of all Japanese
households are now equipped with a
home computer. One of the most com-
mon uses of the personal computer in
Nippon Tech is the accessing of the
computer information networks
available to the public. Such networks
are accessed over the telephone lines
via a modem, and provide news, li-
braries of computer programs and
videos, and an interactive “tele-shop-
ping” system which allows the con-
sumer to purchase virtually anything
without leaving his or her home.

There are currently three major
computer networks operating in Ja-
pan, each with well over 7 million
subscribers. Users pay no fee for the
networks — they are supported by
advertisers and merchants who use
them to sell goods.

The major networks are always en-
gaged inheated competition. Themore
users the network attracts, the more
advertisers and merchants become

interested in using that network. Ploys
often used involve special rates on
goods purchased through the net-
works, rarely more than a 10 percent
discount from the normal price.

Currently, approximately 65 per-
cent of all the goods sold in Japan are
purchased through computer net-
works (with the remainder being sold
in shops or on the black market). To
purchasean item, theuseraccesses his
computer using a retina-pattern scan-
ner, and then selects an item from the
appropriate computer display. The
instant the item is selected, its pur-
chase priceis automatically subtracted
from the user’s bank account (it is
impossible to shop via computer
without a bank account). The item is
then delivered to the user’s home.

All of the prices given in this chap-
ter reflect computer network prices
(i.e., certain discounts and premiums
have already been factored into the
item’s cost). Goods not purchased over
a computer network cost 10 percent
more — in addition, keep in mind the
Law of Profit, which allows the wealthy
to find goods at cheaper prices.

Exports

The Nippon mega-corporations
have made huge investments in the
construction of goods for shipment to
other realms. These include weapons
and goods which can be used in Core
Earth, the Cyberpapacy, Aysle and
the Nile Empire. Nippon firms have
notattempted to produce goods which
can be put to use in the Living Land,
nor do they deal in goods which re-
quire magic or miracles to make them
function. Finally, Dr. Mobius has been
careful not to allow 3327 to get his
hands on many examples of “weird
science” experiments, so that disci-
pline is still beyond the reach of Nip-
pon manufacturers.

In cases such as that of Aysle or the
Cyberpapacy, where axiom differ-
ences would seem to make profitable
manufacture difficult, the mega-cor-
porations retain the services (or kid-
nap) engineers from these realms to
enable their axioms to be brought to
bear in the construction process. Also,
the Kanawa Corporation has begun
purchasing factories in other realms,

including the Cyberpapacy, for the
production of goods. Whenever pos-
sible, Nippon engineers use automa-
tion to build goods, allowing themega-
corporations to sell them cheaper than
handcrafted versions.

Firearms

Hachiman KM11: One of the top
sellers, both within Nippon and as an
exporttoCore Earthtroops, this 12mm
Auto-Mag. has excellent stopping
power. This weapon, produced by
Kanawa’s Hachiman division, made
the firm’s reputation in the arms field.

LOV 9mm: This weaponis noted more
for accuracy than its ability to do
damage. Roughly as powerful as the
Beretta, the LOV features laser-optic
sights which enhance the ability of a
marksman (add +3 to fire combat when
attempting a vital blow).

ZITP77z: A standard 9mm much in
favor with the intelligence services,
including the Rauru Block’s Opera-
tions arm. It holds 12 rounds and its
plastic casing allows it to slip past
metal detection systems.

Chiang 67: A pistol of Chinese manu-
facture, the Chiang 67 is designed to
kill in virtual silence. This is done
through the use of a Maxim silencer
which traps the gases emerging from
the barrel and lower their escape ve-
locity to the point that no noise is
made. The downside of the Chiang is
that it requires special 7.65mm ammo,
although this can often be found on
the black market.

13mm Chunyokai: The most ad-
vanced pistol yet to come out of the
Nippon arms factories, the
Chunyokai’s primary appeals liein its
ability to do damage and its increased
range, but owing to its Tech level (24),
it is rarely exported. A number have
found their way outside of Nippon on
the persons of corporate ninja on both
sides, however.

7mm Brandeis Rifle: A bolt-action
riflein popular useamong the Yakuza,
the Brandeis featureslaser-opticsights
foreaseintargeting, and greater range
than most weapons of its type. The
Brandeis has proven an ideal weapon
for assassinations.
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SC Kyogo T11: Automatic, powerful,
with four times the ammo per clip as
the AK-47 or the M-16, the SC Kyogo
has been put to use both as an assault
weapon and as part of automated se-
curity systems. A devastating weapon
in the correct hands.

Sansu 11mm: Another popular ex-
port, this submachine gun has been
used with great effect by US forces
against edeinos warriors in several
recent battles. The Sansu features a
large magazine, easy to control fully
automatic fire, and durable light-
weight aluminum construction.

SC Kyogo 144: With more ammo,
greater damage capacity and an edge
in range, the Kyogo 144 is a more
effective weapon than the Sansu
11mm, yet only slightly more expen-
sive. The Kyogo is an extremely accu-
rate weapon, and is in widespread use
throughout the realm.

Impala Chain Gun: Another
weaponry triumph for the Kanawa
Corporation, the Impala virtually
revolutionized Japanese gang wars

overnight. By supplying Isei Sagato’s

mob with Impalas, 3327 was able to .

ensure the cooperation of the other
families. A six-hundred round maga-
zine, lightweight plastic construction,
and a minimum cyclic rate of 360
rounds per minute (maximum 600)
makes this a powerful deterrent to
rebellion. Chain guns can only fire on
full-auto, and despite efforts at minia-
turization, are still so large and heavy
that two hands are required to carry
this weapon.

Melee Weapons

Manriki-Gusari: One of the earliest
known Asian weapons, the manriki-
gusari consists of a short chain,
weighted on one end and with a hook
attached to the other. This can be used
to kill or simply disarm, depending on
the goals of the wielder. Relatively
easy to conceal, the manriki-gusari is
an effective weapon in close-quarters
combat, particularly if used to catch
an opponent’s sword in mid-stroke.

J. Bridges

Palanic Staff: Used exclusively by the
priests of Palan, this bamboo rod by
itself is roughly as effective as the
standard Ayslish staff. However,
blessed with Palanic miracles and
handled by trained fighters, it hasbeen
used to hold off accomplished
swordsman and disarm MarSecagents
wielding chain guns.

Katana: The original “samuraisword,”
the katana is easier to wield than a
broadsword but causes as much
damage. However, like the shimsi, it is
impossible to conceal this weapon. The
katana is favored by ronin and Rauru
Block samurai.

Nunchaka: Two short clubs joined by
alength of chain, the nunchaka isused
by holding one club and whirling the
otherattremendousspeed. Thisallows
theusertostrike several blowsatonce.
A possessor of the melee weapons skill
using anunchaka can strike twoblows
per round.

Shimsi Sword: Alsoknownas “breath
of the ninja,” the shimsi is a light-
weight sword that can be easily car-
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ried on the back. When in the hands of
an adept warrior, shimsi strokes can
be made with such blinding speed
that the victim sees only a blur as his
life is cut from him.

Electro-Sword: A shimsisword witha
chip embedded that causes an electric
shock to the victim when struck by the
blade. This result in an automatic “K”
result, double shock damage, and an
additional wound level if a wound is
inflicted. The electric charge can be
used only once.

Spring-Loaded Stiletto: A weapon of
assassination. The stiletto and spring
mechanism are affixed to the wrist of
the attacker, usually concealed under
a sleeve, with only the small palm
trigger protruding. When the trigger
is pushed, the stiletto is thrust forward
by the spring. This weapon is, natu-
rally, only useful at extremely close
quarters, and is associated with
treachery and deceit.

EMP Sai: The sai is a lethal-looking
weapon in normal circumstances —
an iron spike fitted with curved, sharp
quillons. Nippon engineers have
turned it into far more than a standard
melee weapon, however. When held
so that the spike points upwards, the
sai acts as an antenna to project an
electro-magnetic pulse with an effec-
tive range of 10 meters. This acts to
shut down any electronic gear — sen-
sors, communication devices, com-
puters, etc. — for two minutes. It has
been used both in combat and for
sabotage.

Missile Weapons

Throwing Stars: The dreaded
“shuriken,” in use for over 400 years,
these are small metal discs with sharp
blades emerging from the sides. They
are designed to whir] as they fly
through the air and then bury them-
selvesin thetarget. Throwing starsare
extremely easy to conceal on one’s
person, and kill with lightning speed
and in utter silence.

Electro-Stars: Shuriken with a chip
that provides an electric charge to vic-
tim. Effects and limitations are the
same as with electro-sword.

Heat-Seeking Throwing Stars: Es-
sentially the same as above, with the
addition of small heat sensors, cour-
tesy of Omi Electronics. This allows
the shurikento track their targetby his
body heat, and adds +2 to missile
weapons skill when making vital blows.
These shuriken are aerodynamically
designed to enable them to alter course
while in flight.

Heavy Weapons

Flamethrower: A weapon used exten-
sively in jungle warfare, the
flamethrower operates by mixing
volatile chemicals and adding heat,
thenshooting the flames outof anozzle
attached to a long hose. In most in-
stances, it is a cumbersome weapon,
but Kanawa researchers have rede-
signed it for use in gospog armor. It is
now small enough to be chest-
mounted in the suit.

ImpalaMounted Chain Gun: A large,
tripod-supported weapon, the Impala
mounted chain gun was used by
MarSec agents against food rioters in
Marketplace prior to its production in
Nippon. This weapon, with its 800
round magazine, can wipe out an en-
tire platoon in a matter of seconds.

Kanawa Sprite Missile: A short-range
missile that packs a strong punch, the
Kanawa Sprite was developed exclu-
sively for use with the Nagara Security
44TS Robot. It has the same range as
the LAW missile, but is capable of
slightly more damage.

Energy Weapons

Electroshock Grips: These finger-less
gloves are wired to a powerful battery
worn in the small of the back. When
activated, the gloves are capable of
delivering a non-lethal stunning
charge to anyone touched.

Hand Laser: On the cutting edge of
Nippon technology, miniaturized hand
lasers are not available on the open
market, and are far too expensive for
most people on the black market, due to
their scarcity. Hand lasers are primarily
found on security robots.

Armor

While virtually every type of armor
(save enchanted) is manufactured
within the Nippon realm, very little
besides Kyoto RKD is in use there. The
reasons are simple: bronze, leather,
chain mail, etc. is of little use against
automatic weapons fire or chain guns,
which is what the average Nippon
warrior will encounter. For descrip-
tions of the varying types of armor
available in Nippon, see pages 132-
133 of the Torg Rulebook. Armor below
Techlevel 24 is offered at 10 percent off
the listed price within Nippon.

Kyoto Police RKD: Often abbreviated
to “Kyoto RKD” or just “RKD,” this is
the firstand only armor to come out of
the Kanawa manufacturing plants. It
is used by ronin, gospog, MarSec
agents and any number of others
within Nippon.

Kyoto armor features small biocams
whichaugment the wearer’smotionand
help him overcome the traditional
clumsiness of battlearmor. H-cross units
dispose of heat, also serving as a min-
{ature thermo-couple device to convert
the heat to energy for the armor.

RKDisdangerous only ifused when
disconnected. It has a normal fatigue
penalty in this case, and an additional
Dexterity penalty (any character wear-
ing Kyoto armor on torso and limbs
has their Dexterity-based skills re-
duced by 1).

Rijato Battlesuit: One of the most so-
phisticated suits of armor in therealm,
the Rijato is solar-powered and
equipped with wrist-blasters, magne-
sium flares, and magnetic repellors
which allow it to fly. It is not intended
to be worn, but can be controlled from
afar via a cybernetic helmet. This ar-
mor is beyond even the Tech axioms of
Nippon, and at present only the proto-
typeis known to exist (it was stolen by
its inventor before 3327 could appro-
priateit). Itisnotavailable on the open
market,and thereis noway of knowing
if it could ever be duplicated.

Due to the strain of maintaining
cybernetic control of the armor, for
every hour in which the armor is in
use, there is a -1 penalty to all of the
controller's Mind-based skills. These
skills can be returned to normal by
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resting for a number of hours equal to
the time spent operating the armor.

The wrist-blasters do damage value
18(range 3-40/200/500) the magnesium
flares damage value 9 (range 1-6/15/40
—unprotected eyesonly),and thearmor
can fly at a speed of 70 kmh.

Vehicles

More than any otherrealm, Nippon
has made great strides in vehicular
technology, including air, land, water
and space vehicles. Save for the latter,
samples of virtually all are available
on the open market, providing one
has enough yen.

Air Vehicles

Rotary Wing

Oda Butterfly: A helicopter designed
for the executive onthe go, the Butterfly
was developed by Oda shortly after
3327'sarrival. Afterthecorporate wars
began, the Butterfly was modified
using Kanawa Corporation schemat-
ics (see below).

The Butterfly can attain speeds of
150 kmh, and onboard features in-
clude cellular phones, satellite navi-
gationsystem, personal FAXand video
transfer units, onboard computer (8
Mb memory block, 40 Mb storage),
compactdiscquadrophonicsound and
a wet bar. The Butterfly can seat eight,
and isstill used by more trusting CEOs.

Oda-Kanawa Homet: A more lethal
version of the Butterfly, the Hornet is
faster and more dangerous. “Ryuchi
Kanawa’s” personal air transport is a
Hornet, and his pilots have notched
several killsof independent CEOs who
have had the audacity to try to share
the skies with the High Lord. (3327
refers to this as “tearing the wings
from the Butterflies.”)

The Hornet has the distinction of
being the most heavily-armed private
aircraftever produced. Combining the
armaments of the Apache with the
speed of the Mi-24 Hind A-10, the

Homnet can fly as fast as 400 kmh, and
is armed with two Impala mounted
chain guns, as well as two rocket
launchers which can fireup to0 1002.75
inch rockets.

Jet-Powered Aircraft

Oda-17: Built purely for speed, the
Oda-17 is the fastest jet on the planet.
The plane can travel at 3,750 kmbh,
easily outdistancing the SR-71. To do
this, of course, the jet had to sacrifice
armament, but the combination of its
speed and stealth technology makes
instances of combat rare. The Oda-17
is used largely for reconnaissance
work, particularly in the region domi-
nated by the Cyberpapacy.

3327 has researchers at work at-
tempting to find a way to retain the
speed whileadding armament, but no
progress has been reported as yet.

JetPack: A unit commonly found only
as part of Nippon gospog armor, a
personalized jet pack can travel at
speed value 13 and has a Toughness of
17.Itemits a high-pitched whinewhen
in use, and so detracts from any at-
tempt at surprising an enemy (-1 to
stenlth skill when in use).

Hovercraft

Hoversled: A two-man version of the
Oda Attack Platform, the hoversled
can reach speeds of 150 kmbh. It does
not have weaponry installed, but is
faster, more maneuverable and less
expensive than the attack platform. It
is frequently used by ronin and ninja
forsurpriseattacks, sinceitsonly noise
is a slight hum.

Oda Attack Platform: Produced by
Oda Aircraft for supposed sale to the
Japanese government, the Oda Attack
Platform is a fully armed hovercraft
capable of speeds up to 100 kmh. It
seats four, and comes armed with an
Impala mounted chain gun. It also
features a satellite navigation system,
cellular phone, and onboard computer.
Mysteriously, many of these vehicles
have found their way into the hands of
the Yakuza, and Oda claims no knowl-
edge of how this occurred.

Self-Powered
Land Vehicles

Mitsuyana Sedan: A combination
luxury car/armored personnel carrier
is the best way to describe the
Mitsuyana Sedan. The car seats four
and contains a CD stereo system, cel-
lular phone and satellite navigation
system. The auto body is armored and
theexhaust systemis equipped to emit
a chemical smoke screen to confuse
pursuit. In addition, the car is coated
with a refractory material similar to
thatused injetaircraft which prevents
radar detection.

Kokoru Avenger: The auto
company’s top-of-the-line motorcycle.
Smooth acceleration, excellent han-
dling, and standard features include
wind screen, sidecar, satellite naviga-
tion system, CD stereo sound, and
cellular phone (with optional personal
FAX).

Kanawa-Mitsuyana Mikado: A
smooth, sleek vehicle for the ‘90s, the
Kanawa-Mitsuyana Mikado combines
jump-car technology with aerody-
namic engineering to produce a ve-
hicle unlike any other on the road.
Standard features include satellite
navigation, onboard computer (1 Mb
memory block, 2 Mb storage),
quadrophonic compactdisc,and triple
strut suspension.

The Mikado makes use of a nitrous
oxide supplemental drive system that
allows a standard piston engine auto-
mobile to accelerate from zero to 125
kmh injust under four seconds, and to
sustain speeds of up to 480 kmh for
five minute bursts. This system was
developed through a joint Kanawa-
Mitsuyana research project.

Military Vehicles

Kanawa-Mitsuyana X4 Tank: A joint
venture between Kanawa’s arms di-
vision and Mitsuyana Motors, the X4
is the latest in tank design. Able to
reach speeds of up to 80 kmh, packing
a redesigned 125 mm gun, and
shielded with armor that cannot be
penetrated by any extantanti-tankrifle,
the X4 has been marketed as the an-
swer to the technical problems of the
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M1. Its Tech level has made it imprac-
tical as an export, but it is believed in
some circles that 3327 may be having
them produced to prepare for the pos-
sibility of taking overt military action
againstarival High Lord in the future.

Water Vehicles

Kokoru Ninja: A small but powerful
boat for plying theharborsaroundJapan,
theNinja cancarry upto four passengers,
and features a satellite navigation sys-
tem. In addition, the Ninja is fitted with
stealth technology, making it invisible
to radar, and comes with a mounted
chain gun for protection.

Oda Jet-Ski: Built using elements of
aircraft technology, the Oda Jet-Ski is
among the fastest in the world, reach-
ing speeds of 110 kmh. Inaddition, the
improved steering system allows for
tighter turns, while therelatively small
size of the craft allows it to outma-
neuver larger pursuers.

Space Vehicles

Mitiya Low Orbital: Nippon’s con-
tribution to the space race, courtesy of
an Oda Aircraft subsidiary. 3327 en-
visions the LO as a hedge against
Cyberpope Malraux’s satellite pro-
grams. For now, it is being used pri-
marily to cut the travel time between
Tokyo and 3327’s Chinese holdings.
Turnaround time from takeoff to
landing can be less than 40 minutes.

Robotics

Nagara Security 44TS Robot: Used
throughout Nippon Tech, popular
largely becauseitisimmuneto theeffects
of the Law of Intrigue, the Nagara Se-
curity 44TS is equipped with a belt-fed
shotgun, pincers, and two Kanawa
Sprite missiles. Its sophisticated sensor
arraysallow it todetect movementupto
750 metersaway, and its communication
network enables it to contact any other
units on security patrol and have them
converge on an intruder. Built with
neuralnet technology,itisableto “learn”
and remember the techniques used
against it so that they will not be effec-
tive in future.

For further information, see page
52 of the Torg World Book.

Kanawa R-1Defense Robot: This unit
would be considered the 44TS’ biggest
competitor, if Nagara was not already
owned by the Kanawa Corporation.
The R-1 is used solely to guard prop-
erty owned by Kanawa or its subsid-
iaries, and is not available on the open
market. The R-1 also features neural
net technology, with the same capa-
bilities as the 44TS.

Kanawa R-1 Defense Robot

DEXTERITY 12

Fire combat 14, unarmed combat 14

STRENGTH 14

TOUGHNESS 20

PERCEPTION 13

MIND 7

Test (17)

CHARISMA 3

Taunt (17)

SPIRIT 3

Intimidation (17)

Possibility Potential: none

Equipment: hand-lasers (damage
value 17, range 3-30/100/200). The
robots are able to fire both lasers each
turn without taking the multi-action
penalty (computer processing ac-
counts for that).

Mitsubishi Home-Domo: The best-
selling domestic automaton, the MHD
is programmed for cooking, cleaning
and routine maintenance. Its memory
banks hold countless recipes for Japa-
nese and international cuisine, its tac-
tile and chemical sensors can detect
impurities in the air or dust on furni-
ture. Its sensor web has also been used
by Nippon executives to provide early
warning of gas attacks.

Mitsubishi Home-Domo
DEXTERITY 9
Maneuver 10
STRENGTH 11
TOUGHNESS 10
PERCEPTION 10
Evidence analysis 11, find 13,
scholar (culinary arts) 12, trick (20)
MIND 8
Test (18)
CHARISMA 5
Charm (18), persuasion (18), taunt
(19)

SPIRIT 0

Intimidation (20)

Possibility Potential: none

Equipment: armor (TOU+2/12),
two tanks of cleaning solution, which
is released through nozzles on the
robot’s wrists (range 1-6/10/30). The
solution does not damage inorganic
matter, but its caustic nature can do
damage value 13 to anything organic.

Tatomi WKR-3: A more advanced
version of the traditional robotlaborer,
the Tatomi WKR-3 is infamous for
forcing 300,000 people out of jobs in its
first month on the market. Though
incapable of “learning” as such, the
WKR-3 is tough and durable, and yet
capable of extremely delicate work.
From assembling automobiles and
other large vehicles, WKR-3s have
advanced to the point where they can
now manipulate microchips. In addi-
tion, they do not grow fatigued, and
while the cost of their batteries is high
(¥2.8 million per year), itis still cheaper
than paying the salaries of human
workers, along with health benefits,
vacation pay, etc.

Tatomi WKR-3

DEXTERITY 10

Maneuver 11

STRENGTH 13

Lifting 16

TOUGHNESS 16

PERCEPTION 9

Air vehicles 11, land vehicles 11,

water vehicles 11 trick (18)

MIND 7

Test (19)

CHARISMA 4

Charm (20), persuasion (20), taunt

(20)

SPIRIT 0

Intimidation (25)

Possibility Potential: nor.e

Equipment: Fingertip welders
(damage value 10, range 0-.5m/1-3/
5-7), manipulatory digits (DEX+3
when in use).

Adventuring Gear

Grapple Gun: Builttoresemblea small
bazooka, the grapple gun fires a large
iron grappling hook with 1200 meters
of nylon rope attached. This can be
used to stretch lines between build-
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A dventuring Gear Chart
Tech
Item Level
Grapple Gun 23
Retina-Pattern Recorder 24
Optical Helmet 24
Electronic Lockpick 24
Electronic Safecracker 24
Omi Signal Scrambler 24
35mm Microcamera 23
Allied Camcorder 23
Omi Tracer 23
Allied Micro-Transmitter 24
Smoke Screen Pellets 23
Smoke Screen Lenses 24
Satellite Navigation System 24
Personal Radar Vest 24
Niyoki Camouflage Suit 24

N
Price Tech Price
(Value) Item Level (Value)
28k (12) Sorubu Gloves, Boots 24 56k (13)
700k (19) Breather 23 10.5k (10)
10.5 m (25) Eye Shield 23 14k (10)
70k (14) Pure-All Chemical Kit 23 6.3k (9)
56k (13) Toranaga MedKit 24 8k (9)
27.3k (12) Zamftech Monolith 24 500k (18)
112k (15) Allied PPC H111 24 750k (19)
35k (12) Misaki XE Laptop 24 120k (15)
42k (13) Zamftech Personal FAX 24 450k (18)
420k (18) Omi Video Transfer 24 600k (19)
10.5k (10) Allied Video Phone 23 70k (14)
28k (12) Sony Talkman 24 120k (15)
350k (17) Sony Talkman Scrambler 24 200k (16)
175k (15) Sony Talkman Descrambler 24 175k (16)
210k (16) Nintendo 32 NES III 24 58k (14)
7,

ings for an assault, or as a means of
scaling various heights. Larger units,
with up to 3000 meters of cord in-
cluded, are also available at a slightly
higher price.

Retina-Pattern Recorder: Smuggled to
Nippon from Marketplace, this item is
highlyillegal and MarSecis authorized
to use deadly force in apprehending
POSsessors.

The RPR works in this manner: a
victim is subdued, and the recording
beam of the unit is shined into their
right eye. The beam captures a holo-
graphic image of their retina pattern
and stores it in its memory banks.
Later, the image can be transmitted
into a building’s retina scanner, con-
vincing the security system that the
genuine owner of that pattern is re-
questing access.

No side effects have been reported
among the victims, although once their
retina patterns are placed in a security
system’s “suspect” file, it is far more
difficult for them to conduct business
or do anything else that requires pass-
ing through scanners. RPRs are ex-
tremely expensive, and are commonly
only available from members of Shiki.
As yet, the mega-corporations have
found no defense against this device.

Optical Helmet: Not a weapon in it-
self, but a sophisticated targeting unit
which improves accuracy with both
firearms and melee weapons of all
descriptions. Resembling a jet pilot’s
helmet, this device contains a complex
combat computer which analyzes a
target weaknesses and projects a sche-
matic of them on to the helmet’s visor.
The computer will signal when the
weapon is correctly aimed for a strike
atoneof those points, and givearough
estimate of the amount of damage
caused by a hit. (Fire combat and melee
weapons skills are increased +4 when
helmet is used.)

Optical helmets have not yet been
released for sale even to the govern-
ment, so they are not in widespread
use. There are, however, rumored to
be some extant on the black market.

Electronic Lockpick: A pocket-sized
device equipped with a sophisticated
array of electronic sensors and baffles,
virtually any lock, electronic or me-
chanical, can now be opened. It is nor-
mally used by espionage agents and
Yakuza members.

The electronic lockpick has a
Toughness of 9 and the lock picking skill
at 16. It takes one round to success-
fully open a lock.

Electronic Safecracker: Slightly
bulkier than its cousin mentioned
above, the electronic safecracker can
be used only against combination
locks. The unit is attached to the door
of the safe via suction cups, and tiny
electrodes are attached to the safe’s
dial. The electric impulses whirl the
dialatamazing speeds, while theunit’s
sensors listen for the sound of the
clicking tumblers. Each time a correct
number is found, it is flashed on the
unit’s screen, until the complete com-
bination is detected. The user can then
open the safe using this information.

The electronicsafecracker takes one
round to work, and has the lock picking
skill at 15.

Omi Signal Scrambler: A security
device perfected by Omi Electronics,
the Signal Scrambler is attached to the
inside of a door and activated with the
flick of a switch. Once in operation, it
causes interference with the sensor
signalsreceived by electroniclockpicks
and safecrackers, effectively negating
their effects. Efforts are underway to
recalibrate the anti-lock devices to
compensate for such interference, but
apparently withoutany successasyet.

The Signal Scrambler is relatively
inexpensive, and is available to the
general public.
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35mm Microcamera: A product of
Allied Technologies, this device can
fit easily into the palm of your hand,
and comes equipped with auto-focus
and auto-advance. It holds a 30-expo-
sure roll of film, and can be triggered
with the slightest movement of the
palm. Primarily used for espionage,
this is a popular item among members
of the Rauru Block Operations Arm.

Allied Camcorder: A miniaturized
camcorder, small enough to be fitted
in an earring and absolutely silent
while in operation. Tapes are good for
up to 12 hours of recording. A prime
espionage tool.

Omi Tracers: These tiny “bugs” allow
a hunter to keep track of his quarry at
a range of up to four kilometers. No
larger than ants, the bugs can be mag-
netized or attached using most adhe-
sives. Signals are beamed back to a
receiver, but will grow fuzzy or dis-
torted if the tracer is near a strong
electrical source.

Allied Micro-Transmitter: Designed for
use by covert operatives, the Allied
micro-transmitter can be implanted
beneath a fingemail (commonly that of
the thumb), and agents can send mes-
sagesin Morsecode simply by applying
pressuretothenail. Receiversbuiltalong
the same lines have proven notoriously
unreliable, however, and so all commu-
nication using the micro-transmitters is
one-way only.

Smoke Screen Pellets: An excellent
diversion when an escape is required,
onesmoke pelletemitsa gaseous cloud
which covers an eight meter area
around the impact point. Finding
someone with the cloud requires a find
or Perception total of 20.

Smoke Screen Lenses: Special pairs
of lenses which negate the effects of
smoke screen pellets, and allow the
wearer to operate normally. These
lenses do not confer any benefit on the
wearer when there is no smoke screen
present.

Satellite Navigation System: Now a
standard feature on most vehicles in
Nippon Tech, SatNav systems allow
drivers to take advantage of the infor-
mation obtained by orbital satellites.
Using an easy-to-operate computer
built into the dashboard, the driver

-

can access mega-corporate satellites,
which will beam photographic infor-
mation regarding the area through
which the car is traveling. In addition,
drivers can call up information re-
garding other geographicareasifthey
so desire. This allows for the plotting
of the most direct course to a given
destination, and cuts down on traffic
problems and the taxing of a region’s
infrastructure.

Personal Radar Vest: A lightweight
vest worn under a coat or sweater, the
PRV can detect any moving object
larger thanabaseball within 200 meters
regardless of intervening obstacles. A
cord connects the unit to a wristband,
which displays a visual readout.

Niyoki Camouflage Suit: Manufac-
tured by a Chinese firm under license
from Borubokan Textile, the Niyoki
camouflage suit features loose-fitting
shirt and pants, a scarf that can be
worn around the head and a full face-
mask with built-in breather. The
Niyoki comes in a variety of colors,
but the two predominant choices of
Nippon residents are black and white.

The Niyoki is designed to afford
maximum freedom of movement, and
the materialisasynthetic whichmakes
virtually no noise that could alert oth-
ers of the wearer’s presence. The black
suit, commonly worn by corporateand
contract ninjas, does not reflect light,
so it is possible for the user to simply
fade into the shadows. The black
Niyoki provides a +1 to the wearer’s
stealth value.

The white suit is designed for win-
ter expeditions, and while bulkier, it
serves the dual purpose of keeping
wearers warm and helping them to
blend into the snow. This suit is fur-
lined, and features a coat, pants, gloves,
shoesand facemask with breather. The
white suitis designed toreflectlightin
such a way as to produce a condition
similar to snowblindness, and thus
provides a +3 to the user’sstealth value.

Sorubu Gloves, Boots: Alsoa product
of Chinese industry, these accessories
are designed for use with all of the
Niyoki camouflage suits. Both the
gloves and the boots are made from a
new type of rubber which helps users
adhere to solid surfaces, such as
buildings and mountain peaks. The

Sorubus will not work if there is any
liquid between the glove and the sur-
face, however, nor can they allow the
user to scale an utterly smooth plane.
Use of Sorubu gloves and boots
adds +2 to climbing ability. Use of
gloves or boots alone adds +1 to
climbing.
Breather: A Marketplace item that has
begun to come into its own in Nippon
and other realms, the breather mask
protects the wearer from toxic fumes
and other impurities, as well as gas
attacks. The breather mask is fitted
over the nose and mouth, and the fil-
tration system builtinto it collects dust
and smoke particles, ash, and other
foreign elements and allows clean air
to be inhaled (the breather has been
estimated to provide 80 percent cleaner
air, although some believe this figure
to be inflated by the anti-pollution
device manufacturers).

Eye Shields: These protective goggles
perform essentially the same service
as do breathers, only they guard the
eyes rather than the lungs. Their rate
of success if higher than that of breath-
ers (approximately 92 percent), but
the plastic lenses deteriorate and be-
come useless after only a few weeks.
Available with UV-resistant coating.

Pure-All Chemical Testing Kit: Ideal
for testing the purity of water, the
Pure-All is a “must have” for those
planning to spend any time on the
streets of Marketplace. A water sample
is poured into a test tube, a drop of
Pure-All formula is added, and the
results are immediately apparent: if
the solution turns a dark blue, the
water is relatively pure; if it turns red,
the water has been contaminated.

The Pure-All works in one round,
and no skill is required to use it.

Toranaga MedKit: A product of
Toranaga Chemical, the MedKit con-
tains a variety of concentrated antibi-
otics, mini-lasers for wound cauter-
ization, and antidotes to most known
poisons. Possession of a MedKit pro-
vides a +3 bonus to the first aid skill.

ZamftechMonolith: The RISC17-based
Monolith computer features a single
chip containing the 64 bit video co-
processor, floating point co-processor,
and voicerecognition processor. Comes
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bundled withtouchpad,32Mb memory,
multiple output option module, in-
cludihg both color and tactile compat-
ibilitiesand a1 Gbopticaldrive. Memory
can be increased to 256 Mb and up to
seven additional optical drives can be
daisy-chained to the primary drive.

Allied PPC H111: Based on a combi-
nation of RISC architecture and neural
networks, this business computer has
a cellular connection to the Nikkei
marketcomputers, and is continuously
updating the market information. Uses
neural net technology to learn its
owner's preferences in business deci-
sions with RISC processing of numeri-
cal trends to support buy and sell or-
ders appropriate to the owner. Comes
with the latest in security features,
including retina scanner.

Misaki XE Laptop Computer: The
hottest selling portable in Marketplace
and Nippon, this unit features a fast
RISC15 processor —a single chip con-
taining the 16 bit video coprocessor,
floating point co-processor, and voice
recognition processor. Comes with 16
Mb memory, 100 Mb storage, and
weighs less than four pounds.

Zamftech Personal FAX: A major leap
forward in FAX technology, this
Zamftech unit can fitinto the pocket of
a jacket. Pull out the point and shoot
scanner and scan any document or
scene, then call in the image to any
accessible FAX machine over any
available phoneline. No special phone
connections are needed. 5-25 images
can be stored to transmit depending
on the resolution used to scan the
document or scene.

Omi Video Transfer: This unit com-
bines the convenience of FAX technol-
ogy with the precision of real-time
video. VHS or optical laser format
videoimages may now be FAXed over
phone lines to any other video transfer
machine and output as a VHS car-
tridge or optical disc.

Allied Video Phone: A standard tele-
phone with a video unit and auto-
matic call tracer built in, Users can see
the number of their caller before pick-
ing up the phone, and once connected,
can see the face of the person to whom
they are speaking. An invaluable tool
when dealing with CEOs who may, or
may not, be telling you the truth.

Sony and Nintendo are trademarks of their respective owners.

Sony Talkman: The latest revolution
in cellular technology, the Talkman is
a personal telephone no larger than a
wallet. It can be worn on a belt or
inside a suitcoat to receive calls at any
time, and can also be used in conjunc-
tion with the Zamftech Personal FAX.

Sony Talkman Scrambler: A small
device which canbeattached toaSony
Talkman, it effectively scrambles the
signals and prevents electronic eaves-
dropping on conversations.

Sony Talkman Descrambler: A com-
panion device to the above, Talkmans
must have this device to decode the
scrambled signals of another such cel-
lular phone.

Nintendo 32-Bit NES III: Nippon’s
most popular home entertainment
unit, available cartridgesinclude Zelda
V., Ninja Castle, Mega-Corporate Wars,
Ronin Rampage, and Evander Holyfield
Ten Count. Unit comes standard with
stereo headphones and 6" 64-bit color
display.
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E quipment
. All prices are in yen (¥).
Fu‘ earms
Damage Range (meters)

Tech Value  Ammo Short Medium Long Price(Value)
Pistols
Chiang 67 23 16 8 3-10 25 50 25k (12)
Kanawa KM11 23 18 12 S0 o5 40 30k (12)
LOV 9mm 23 15 12 320 30 50 70k (14)
ZIIP772 23 16 12 3-10 25 40 90k (15)
13mm Chunyokai 24 18 9 3-10 40 50 140k (15)
Submachine Guns (Auto)
Sansu 11mm 23 17 10 3-15 35 100 65k (14)
SC Kyogo 144 24 18 15 3-15 40 150 70k (14)
Rifles
7mm Brandeis - 23 20 18 3-75 220 550 160k (16)
SC Kyogo T11 (auto) 24 21 40 3-40 150 400 280k (17)
Impala Chain Gun 24 23 600 3-40 150 400 1 m (20)
Heavy Weapons
Flamethrower (min.) 24 18 10 3-10 40 100 90k (15)
Mounted Chain Gun 24 27 800 3-60 250 550 3m (22)
Kanawa Sprite 24 29 1 10-100 250 400 18 m (26)
Energy Weapons
Hand Laser 24 17 20 3-30 100 200 28 m (27)
Electroshock Grip 24 9 10 touch 200k (16)
Melee Weapons

Maximum Plus to

Tech Damage Value Damage Value Price (Value)
Manriki-Gusari 8 +5 19 17k (11)
Palanic Staff 7 +3 18 250k (17)
Katana 9 +7 21 29k (12)
Nunchaka 9 +5 19 35k (12)
Shimsi Sword 15 +5 19 70k (14)
Electro-Sword 24 +8* 22 400k (18)
S-L Stiletto 23 +6 20 150k (16
EMP Sai 24 +5 19 300k (17)
Missile Weapons

Damage/ Range (meters)

Tech Maximum Value Short  Med. Long Price (Value)
Throwing Stars 15 +3/17 3-5 10 15 28k (12)
Electro-Stars - 24 +5/18* 3-5 10 15 70k (14)
Heat-Seeking Stars 24 +3/17 3-10 15 20 80k (14)

\
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Chapter Nine

N\
AIHIOI
Tech Value/Max. Fatigue? Price (Value)
Kyoto Police RKD 24 +7/25 no* 14 m (25)
‘Rijato Battlesuit S olnpeaEEs e S Nbls no* . 14t(55)
Vehicles
Speed Price
Tech kmh/mph/value  Passengers Toughness (Value)
Rotary Aircraft :
Oda Butterfly 23 150/90/13 8 17 - 84m(29)
‘Oda Hornet - T . 400/250/15 = 8 : 21 210 m (31 .
Jet Aircraft
Oda-17 M 3750/2345/20 2 22 42b(38)
“Personal;Jet Pack .24 - 140/90/13 - 1 17 21 m (21)
Hovercraft
Hoversled 24 . 125/80/13 1 14 _28mQ2)
Oda Attack Platform . - 24 - 100/60/12 4 18 42 m (23)5
Self-Powered Land Vehicles
Mitusyana Sedan 23 - 192/120/14 4 25 11.2 m (25)
“Kokoru Avenger 00018 1 13 - - 252m(22)
K-M Mikado 24 480/300/16 4 15 14 m (25)
Military Vehicles
K-M X4 Tank 24 80/50/12 4 35 280 m (32)
Water Vehicles
Kokoru Ninja 23 ~100/60/12 4 21 7m(24)
Oda Jet-SKi” S 0703 e 19 - 21m(Q2I)
Space Vehicles
Mitiya Low Orbital 24 28k/18k/24 20 28 84 b (44)
Robotics
Tech Price (Value)
Nagara Security 44TS 24 105 m (30)
KamawaRel 00240 Z0m@D
Mitsubishi Hom-Domo 24 21mQ21)
TatomiWKR=3 o000 024 1.68m(21). - .
*See note in text.
’
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\™ Corporate Player Name: Corporate Player Name:
ettt >2) Ninja Ninja
ﬁ’;ﬁi:“" gg;‘: Marketplace l;O(;Slbll]tles Cosm: Marketplace Vg \
Age Wound Level | Shock Damage | Magic Social Background: In Marketplace, you
: Wound 2 22 were a corporate ninja of some renown
Height Hvzh:‘::]l"d Spiritual | Tech f— it was said that you would join the
Weight K o 8 04 irms no one expected to survive, and
Dead within three months, they would be
7 N giants.
Arrobatics DEX As the Triad began to exert greater
Dodge DEX and greater control, you found the
Fire Combat DEX only challenge left was to work for the
Lock Picking DEX independent corporations against
Maneuver DEX . .
Martial Arts 3 | DEx 16 their mammoth cousins.
Melee Weapons DEX It was during one such job that you
Missle Weapons DEX encountered a band of strangers that
Prestidigitation DEX called themselves “Storm Knights.”
Stealth DEX They helped you to fight off a MarSec
Disguise PER raid, and then told you a story about
Find PER agroup of companies, called the Rauru
Tracking PER Block, badly in need of protection.
Charm_ CHA They were willing to pay handsomely
E;';::‘:::; - ;];:A forexperience, but the Knights warned
G J that the job could get bloody.
. You accepted the offer, and jour-
Altributes - Approved neyed down the maelstrom bridge to ¢
Dexterity 13 Maneuver Earth. Thte;e you fm:nd mfajor cities N /
Strength 9 ornapartby corporate warfare, orga- N .
Tougﬁness 9 nized crime running rampant, and IS);FR;3£§22 )O’OSIIYOkI camouflage suit
Perception 10 Trick evenencountered a few contract ninja ack, e
Mind 9 Test you had battled in Marketplace. In Quote: "I do what I'm paid todo.If
Charisma 8 Taunt short, this place seemsidealforaman [ happen to enjoy it as well, that’s no
Armor Spirit 8 Intimidate of your talents. one’s business but mine.”
Movement Rates Limit Values
Running Personality: Your dominanttrait is Skill Notes: Your tag skillis martial
Weapons Swimming a serene self-confidence. You work arts. Initial martial arts add costs three
Shimsi sword +5 14 | 15 Jumping more for thechallengethanthemoney,  skill points, and each additional add
Ursan h-s Stars 12 [ 24 [35[ 10| 15 Climbing and have always preferred a steady costs one point (see Chapter Five).
13mm Chunyokai 18 24 |310| 40 50 Lifting employer to the unstable life of the Youhavell points to spend on skills
contract ninja. at the start, and must choose lock
. Equipment shimsisword, dam- PES1S SCalh nd peitgiatr,
Die 35 7 9 1113 21 26 31 36 41 46 age value STR+5/14), 13mm ward uses of I())ur reality skill (see
Roll 1 2 4 6 8 10 12 14 15 16 17 18 19 2025 30 35 40 45 50 +5 Chunyokai (damage value 18), heat- Chapter Three)y J
( Borus#| -12-10 8 5 2 -1 0 1 2 3 4 5 6 78 9 10 11 12 13 +1) seeking throwingstars (damage value




TN 4
' Kashi Player Name: ™ Kashi Player Name:
Hacker Hacker

Cosm: Marketplace f =N\ gl;:i:‘:ter ggg‘; Marketplace Possibilities

Background: You were a member Age Wound Level | Shock Damage | Magic Social 10
of Kashi in spirit long before you were - Wound 2 22
in fact. Your grandfather used to tell Height Hvy Wound soiirai | Tech
you stories about Marketplace before Weight Mortal « piritual | Tec
the mega-corporations took over, and Dead 0 8 24
it all sounded so beautiful that your
heartached at the thought it was gone Dodge DEX 4 \
forever. You decided then and there Lock Picking DEX
that, somehow, the corporations had Melee Weapons DEX
to be overthrown and the world re- Stealth DEX
turned to what it used to be. gpa@ed Combat 1?151:(

When you grew up and joined a E:jg;’i Analysis PER
Kashi cell, your computer aptitude Find PER
made you an ideal choice to serve asa Scholar PER
“hacker.” You took a job with a cor- Trick PER
poration in Sebat, and from there you Business MIN
tapped into computers throughoutthe Science 3 | MIN 13
megaplex, rearranging financial pro- Test MIN
jections, undermining stock deals,and Charm CHA
driving several undersubsidiariesinto ?ersutas“’“ ggﬁ
bankruptcy. It was dangerous work, I:t:.l:“ Jation Pl \_ J
butinvigorating, and you felta part of
something important.

Still, it did not seem as if a great N / Dexterity 9 Mancuver
deal was changing in Marketplace. . Strength )
But you had heard rumors through really a very outgoing person. You Toughness 9
the computer networks of a major re.vel in being able to go outdoors Perception 10 Trick
deal involving a place called Earth, w1thout3 br_eatl)er 0?’ andhyOle have Mind 10 Test
and were able to get yourselfassigned Ig(re.a]a a m}iratllon (l)r the Storm Charisma 10 Taunt
to that project. This was a place that '8 ts, who have the courage to Armor Spirit o lodmidate
could still be saved, and you knew stand up to the mega-corporatlons. I\'I()'cmunt Rales Limit Values
Kashi had the ability to throw the  Equipment: business suit, dagger o pnn
mega-corporations into disarray and  (damage value STR+3/12), Misaki XE Sﬁle{:o 3 713 Tumping §
pave the way for their final defeat. laptop computer, Talkman, personal Climbing

Through your Kashi contacts, you FAX, Omi Tracer, retina-pattern re- Lifting
met with executives of the Rauru corder, ¥70,000
Block,aswellassmall groups of Storm Quote: “Destroying the company
Knights. is easy. It's finding the access code e

Personality: Despite the cold, which lets you do it that’s hard.” Die 3 57 9 1113
sterile nature O);: yourIz/VOrk, you are SkillNo}t,es:Yourtagskillisscience. Roll 1 2 4 6 8 10 12 14 15 16 17 18 19 2025 30 35 40 45 50 +5
) { Borus# -12-10 8 5 2 1 0 1 2 3 4 5 6 78 9 10 11 12 13 +1




a2 Mega-Corporation

Player Name:

Player Name:

CEO
Character Home ;. Possibilities
Name Cosm ippon Tech 10 Cosm: Nippon Tech 4 ™\
Age Wound Level | Shock Damage | Magic Social Background; Your life has been
S Wound 2 22 your business, to the exclusion of all
ei Hvy Wound ;
i VZAorf::“ Spiritual | Tech else — you have eschewed a home life
Weight Dend K o 8 24 tosetan example to your employees,
working 16-hour days and countless
weekends to build your corporation
Dod DEX 4 ) i i
odge into a power in Japan. Your success
Fire Combat DEX was measured in yen, and you were
i‘}a"e"vzr o ggi very successful indeed.
D?SZT;; Sut TER Then things began to turn sour.
Evidence Analysis PER Small companies you had planned to
Find PER acquire were snat_ched away by t.he
Language PER Kanawa Corporation and its subsid-
Scholar PER iaries. Suddenly, firms you had done
Trick PER business with for years were treating
Business 3 | MIN 15 you like a pariah, and one CEO you
Meditation MIN played golf with confided in you that
Eft zl]_lif\/i Yakuza enforcers had been intimidat-
arm . . .
Perenasion CHA ing executives throughout Tokyo into
cooperating with Kanawa.
Taunt CHA Hi heti
Intimidation Pl \_ J/ is words proved prophetic. Your
. factory was firebombed, five of your
Attributes + Approved >
Altributes Actions top employees murdered. L Yy
Dexterity 8 Maneuver You‘knew Ijanawa wquld ncf)t give
Strength 8 up easily, and the survival of your . . )
Toughness 8 corporation was at stake. You there- gti)teg???? toostze: éhosee;det;lls Ore
Perception 11 Trick fore joined with other companies in £ Eun He very yen ot your
‘ Mind 12 Test forming the Rauru Block to oppose ' OFHne
n Charisma 10 Taunt the maneuvers of the new mega-cor- Equipment: Brooks Brothers suit,
rmor 'wmcm ths . , porations. With this new capital be- LOV Beretta (damage value 15),
Running . — hind you, you turned your firmintoa Talkman, K-M Mikado, ¥1 billion.
Weapons Swimming mgga-corporatan,and now do battle Quote: “I know the Nikkei, I've
LOV Beretta 15 | 23 Jumping W}th your enemnues on the floor of the spent a good deal of my life there. Its
Climbing leke},ln corporate boardrooms,and  pehavior of late has been akin to that
Lifting sometimes in the streets of Tokyo. of a trusted friend who has taken to
Personality: Your gentle manner drink. I need no more proof than that
hides a spirit of steel. You believe that ~ of the changes in my country.”
O . .
Die 35 7 0 11 13 21 26 31 36 41 46 }Dusmess deSt be condlfmteg Wlt}‘ Skill Notes: Your tag skill is busi-
Roll | 1 2 4 6 8 10 12 14 15 16 17 18 19 2025 30 35 40 45 50 45 fonor anc some concern [or the We  ress.
are of society as a whole, and are
( Bonus#| 1210 -8 -5 2 41 0 1 2 3 4 5 6 7 8 9 10 11 12 13 +1 |




=\~ Priest of Player Name: Player Name:
2) Palan
Cosm: Marketplace 7 N aracter Home \oricetplace Possibilities
Background: You were a low-level Age Wound Level | Shock Damage | Magic Social 10
executive in a Donglin mega-corpo- Wound ) 22
ration when you first heard the words Height Mvy Wound —
of Palan. They spoke of men being Weight Mortal Spiritual | Tech
equal, no matter their income bracket Dead K O 8 24
or their position on the corporate
ladder; of the beauty of fresh air and Dodge DEX 4 )
sunsets, things that had been lost in Maneuver DEX
the rush for profit; of the malicious lie Martial Arts DEX
that credits were all that there was to Melee Weapons DEX
life. In this creed, you found what had g’:{l:ll; Weapons gg
been missing in your life all these Unacmed Combat DEX
years — without a second thought, Disguise PER
you erased the program on your Find PER
laptop (costing your firm 300,000 Scholar PER
credits in the process) and walked out Meditation MIN
of the building to join the priests of Willpower MIN
Palan. Charm CHA
The order was happy to take you Persuasion CHA
in, and your life was a peaceful and Tount CHA
content one until the day of the Ter- :f‘mh Sl
. . ‘ocus 3 SPI 14
mination. You lost thousands of Intimidation SPI
spiritual brothers and sisters on that Attributes Approved
day, and it is a shock from which you / Dexterity 9 Manuw3
still have not recovered. Suddenly, Palanicreligion (which tto”th Strength 8
your love for Palan and his teachings ~_ 2.2M¢T® lglgn l‘llv lic amoun .Ol € Toughness 9
was matched by a hatred for the sp!fl,f 1%goo +all things rfnat_e r(:ia are Perception 10 | Trick
Marketplace mega-corporations and evil.”) Due to tll;xs,st}ilte of mind, you . Axiom Range Mind 9 Test
the insidious poison they had intro- can act very self-righteous at times. Equipment Value Level S M Charisma 10 Taunt
duced into society. Equipment: monastic robes, staff Armor Spirit 11 Intimidate
At the direction of your superiors, (damage value STR+3/11). \"mm Rates Lo yoes
you disguised yourself as a bureau- Quote: “How cananyonedeny that Weapons smmmi.g
cratand made your way to Earth.The  profit is evil, when he sees what has Staff +3 n | 7 Jumping
destruction of 3327’s operationsin this happened here? [ am Palan’s agent in Climbing
cosm could deal a mortal blow to his  hig place, and his will shall be done.” Lifting

empire, and with his collapse, the rest
of the mega-corporations are sure to
follow (or so you believe).

Personality: You are a fanatic, to-
tally dedicated to the principles of the

Skill Notes: Your tag skill is focus.
Initial martial arts add costs three skill
points, and each additional add costs
one point (see Chapter Five).

kBonus# -12-10 8 -5 -2 <1 0 1 2 3

Die 35 7 9 1 13 21 26 31 36 41 46
Roll 1 2 4 6 8 10 12 14 15 16 17 18 19 2025 30 35 40 45 50 +5
4 5 6 7 8 9 10

1 12 13 +1J




N* Rauru Block Player Name: Rauru Block Player Name:
Agent Agent
S;;::Cter ’3;’;}:’ Nippon Tech i‘gsmlmes Cosm: Nippon Tech r N\
Age Wound Level | Shock Damage | Magic Social Background: It took you a ]ong' Py
Wound 2 22 time to accept the fact that something :
Height Hvy Wound Spiritual | Tech strange was going on in Japan,
Weight Mortal K o 8 24 something connected to the Possibil-
Dead ity Wars sweeping the globe. Butsoon
_ 7 N the evidence grew too great to be ig-
Acrobatics DEX nored.
Dodge DEX You wanted to get to the truth of
Fire Combat DEX the matter, and this led you to an
Lock Picking DEX alliance with others who felt the same.
gf:;ﬂ;[ Arts gg; The Rauru Block needed the skills
Unarmed Combat DEX and experience you developed as a
Disguise PER police officer and private security
Evidence Analysis 3 PER 15 analyst, and assigned you to work
Find PER with their newly-created Operations
Scholar PER Arm.
Tracking PER The discoveries you have made
Trick PER thus far have shocked you, leaving
Business MIN you with the impression that the
Zf;rm EA&NA Kanawa conspiracy extenc.lslfar be-
Persuasion CHA yond Japan — the industrialist may
Taunt CHA . pY— well have designs against the entire
Intimidation SPI ) Attributes - S s world. You are unsure whether to
Dexterity 10 Maneuver Ia_;ce}?tLtlucal tgeory }:hat Kaxﬁawa isa N J/
Strength 9 i ord, but whatever he is, you . ) . ) )
Tougﬁ.ﬂess aregcom'/inced he poses a great danger Equipment: three-piece suit, mi-
Perception 11 Trick to your nation. cro-transmitter, retma-Rattern re-
- rder, 13mm Chunyokai (damage
Mind 9 Test The war has grown deadly, and col ,18) ) ly ded stil t%
Charisma 10 Taunt you have seen a number of friends v; ue ’ &i‘p rlI;FgF-ROE}) e5 stiietto
Armor Spisit S Intimidate and colleagues killed. This has merely (damage value N l/ 1 c)l’ 35mm
Running strengthened your determination to Elscx(f)%%amera, personal radar vest,
Weapons Swimming e>_<pose‘Kapawa’s secrets and bring A ,
13mm Chunyokai | 18 | 24 |310] 40 | 50 Jumping him to justice. Quote: “If you have no stomac’h
S-L Stiletto 15 | 23 Climbing Personality: You are cool and col- {)OII treat;he;y akr)\ d Yloler},ce, youdon’t
Lifting lected, a consummate professional. °%°M8 In this business.
Any reluctance you ever felt about Skill Notes: Your tag skill is evi-
dence analysis. Initial martial arts add

21 26 31 36 41 46
25 30 35 40 45 50 +5

8 91011121345

using deadly force against opponents
has long since been washed away by
the blood of fellow agents.

costs three skill points, and each ad-
ditional add costs one point (see
Chapter Five).




Warrior

Player Name:

Rijato Armored
Warrior

Player Name:

Cosm: Nippon Tech

Background: For years, you were
an integral part of the crack research
and design team in a South Korean
electronics firm. Shortly before the
Possibility Wars broke out in various
nations, you and your crew were
working on plans for an armored
battlesuit, something beyond the lim-
its of current technology. So absorbed
were you in your work that you took
no notice of the purchase of your firm
by the Kanawa Corporation.

Finally, it was ready, a prototype
suit of armor that might never be du-
plicated. Devastating wrist blasters,
magnetic repellors for flight, and
various other devices made it virtu-
ally priceless on the open market.

Then the word came down from
the 75th floor of the Kanawa Building
in Tokyo: the Rijato belonged to the
mega-corporation. You didn’t want
tosee your work turned intoa weapon
of destruction. You slipped past the
guards at the research center, altered
the helmet so it would respond only
to your mind, and stole the battlesuit.

Personality: You are an inventor
almost without peer, who loves tink-
ering withany gadget hecomesacross.

Equipment: Rijato battlesuit (ar-
mor value TOU+8/16), cybernetic
controller, wrist-blasters (damage
value 18), magnesium flares (damage
value 9, unprotected eyes only),
¥14,000.

Quote: “] knew what they wanted
to do with this suit. I decided to do it
to them first.”

| I\
i ({2

Ulmuiullﬂ

SkillNotes: Your tag skillisscience.
For every hour in which you control
the armored suit cybernetically, your
Mind-related skills will suffer a -1
penalty. Skills can be restored by rest-
ing for an amount of time equal to
that spent operating the armor.

The additional attribute points
noted on the template are provided
by the battlesuit, and need not be
purchased.

\ Bonus #

S;:aeder gg:,: Nippon Tech Ploossxbxhhes
Age Wound Level | Shock Damage | Magic Social
Wound 2 22
Height Hvy Wound —
: Mortal Spiritual | Tech
Weight Dead K o 8 24
Dodge DEX ( )
Encrgy Weapon DEX
Fire Combat DEX
Maneuver DEX
Melee Weapons DEX
Missle Weapons DEX
Unarmed Combat DEX
Lifting DEX
Air Vehicles PER
Evidence Analysis PER
Find PER
Scholar PER
Science 3 MIN 15
Willpower MIN
Charm CHA
Persuasion CHA
Taunt CHA \\ /
Intimjdation SP1 Altributes ',\}\,‘,l:(,_\.g‘(f
Actions
Dexterity 8/9 Maneuver
Strength B/14
Toughness  8/16
Perception 11 Trick
Mind 12 Test
Charisma 10 Taunt
Armor Spirit 9 Intimidate
Rijato Armor +8 16 25
Running
Weapons Swimming
Wrist Blasters 18 24 ]340 | 200 | 500 Jumping
Magnesium Flares | (9) 24 1-6 15 40 Climbing
Lifting
0
Die 3 5 7 9 11 13 21 26 31 36 41 46
Roll 1 2 4 6 8 10 12 14 15 16 17 18 19 2025 30 35 40 45 50 +5
-12-10 8 -5 2 -1 0 1 2 3 4 5 6 7 8 9 10 11 12 13 +1




Bonus Chart . .o

Die 3 5 7 9 11 13 21 26 31 36 41 46
Roll 1 2 4 6 8 10 12 14 15 16 17 18 19 2025 30 35 40 45 50 +5
\ Bonus# -12-10 -8 -5 -2 -1 0 1 2 3 4 5 6 7 8 9 10 11 12 13 HJ

and you consider yourself the best at
what you do. You take a great deal of
pride in your performance, and the

N
( Ronin Player Name: —N  Ronin Player Name:
\ B,
S::::der I(-:lgsmr: Marketplace I;)(;Slbllmes Cosm: Marketplace
Age Wound Leve!l | Shock Damage | Magic Social Background: You inherited the
Wound 2 22 samurai mantle from your father, who
Height Hvy Wound Spivitaal | Tech inherited it from his father. Your
Weight Mortal K o 8 24 family tradition has always been to
Dead serve a master, be he landowner or
business owner. But with the climate
Fire Combat DEX 4 h in Marketplace, youdecided there was
Maneuver DEX more profit tobe made as a free agent,
Martial Arts DEX and struck out on your own.
Melee Weapons 3 DEX 13 You accepted a high-paying con-
g’:;zs]'t‘aweam“s BE; tract from 3327, only to discover that
Urarmed Combat DEX the target was an aged burakumin
Disguise PER woman whose son was a Shiki leader.
Evidence Analysis PER You couldn’t bring yourself to slay an
Find PER unarmed woman, even at that price,
Scholar PER and you told 3327 so. The Triad
Tracking PER branded you a threat to the economy,
Trick PER and the mega-corporations stopped
Survival MIN hiring you.
Tost MIN You disappeared into the back
g:;::sion E;[’A\ \_ Y. streets of Marketplace for months,
Taunt CHA until you found that there were others
Intimidation Sl in need of your services. Independent
Dexterity 10 Maneuver corporations, Kashi hackers, and
?:f,;f.:‘ess :: glt(lillel:-rs althad useforawarriorofyour ¢ ypa¢ you have survived so longin
Perception 9 Trick When 3327 opened a new “mael- such a dangerous business.
Mind 8 Test strommarket” ona planet called Earth, Equipment: Kyoto armor (armor
Charisma 9 Taunt you made it your business to pay the valueTOU+7/18),13mm Chunyokai
Armor Spirit 8 Intimidate placea visit. There has been no lack of (damage value 18), shimsi sword
Kyoto Armor +7 18 24 Mo'cnwnt Rates Limit Values clients, particularly among the Rauru (damage value STR+5/16), dagger
Weapons g:?;:‘%n : Block,and you have evenbrokenyour (damage value STR+3/14), ¥700,000
13mm Chunyokai | 18 | 24 |3-10| 40 50 Jumping own ruleand done some jOl?S for free, Quote: “Yes, I can find a way in.
ShimsiSword +5 | 16 | 15 Climbing if you felt the task was important |'yeseen that security system before;
Dagger +3 14 7 Lifting enough and you liked the people in-  jt poses no challenge. How much are
volved. you willing to pay?”
Personality: You love your work,

Skill Notes: Your tag skill is melee
weapons. Initial martial arts add costs
three skill points, and each additional
add costs one point (see Chapter Five).

J




ay Shiki

Player Name:

y  Shiki

Player Name:

Cosm: Marketplace

Background: You were born into a
burakumin family in the Donglin
Megaplex, and your life has been one
long struggle for survival. At the age
of 16, yousaw your parents shotdown
by MarSectroopersduringa food riot,
and narrowly evaded their bullets
yourself.

Alone and desperate, you turned
to crime. Then one night you accosted
an executive type, and to your sur-
prise, he easily defeated you. But
rather than turn you in, he took you to
meet others like yourself, people who
had suffered the cruelties of MarSec.
The man, Shuko Matsadaira, ex-
plained that he was forming an army
to fight back on behalf of the
burakumin, and offered you the
chance to join. You accepted, and for
months helped carry the fight to the
doorsteps of the mega-corporations.

A few short months ago,
Matsadaira asked you to go on an
important and dangerous mission.
3327 wasexpanding into another new
market, one rumors said could make
him more powerful than ever before.
But the people there were resisting,
and the Shiki had the opportunity to
deal the Triad and MarSec a crushing
blow. You volunteered to disguise
yourself as an executive and travel
down the bridge to this new world,
and fighton until the rule of the mega-
corporations was overthrown.

Personality: You are a survivor,
and feel confident that no challenge

hi w N OVercome vou. Die 35 7 9 11 13 21 26 31 36 41 46
325 ;en;mu;::)dbceaa(s)hiki ar\dlyook Roll 1 2 4 6 B 10 12 14 15 16 17 18 19 2025 30 35 40 45 50 +5
' ) (Borus#| 1210 8 5 2 -1 0 1 2 3 4 5 6 78 9 101 12134

on Matsadaira as a father figure.

Equipment:torndenimvest, jeans,
retina-pattern recorder, chain (dam-
age value STR+3/12), 13mm
Chunyokai (damage value 18), knife
(damage value STR+3/12), Pure-Al
Chemical Kit.

Quote: “I’ve seen worse than this
... a lot worse.”

Skill Notes: Your tag skill is fire
combat. Initial martial arts add costs
three skill points, and each additional
add costs one point (see Chapter Five).

[(\:'l;rarll'zcler lc-[:;;\f, Marketplace Iflcgsxbxhhes
Age Wound Level | Shock Damage | Magic Social
Wound
Height Hvy Wound - 2 22
- Mortal Spiritual | Tech
Weight Dead K o 8 24
¢

Dodge DEX 4 N

Fire Combat 3 DEX 13

Lock Picking DEX

Maneuver DEX

Marlial Arts DEX

Melee Weapons DEX

Missle Weapons DEX

Running DEX

Stealth DEX

Unarmed Combat DEX

Disguise PER

Find PER

Trick PER

Survival MIN

Test MIN

Taunt CHA

Intimidation SP{ \\ /

D
Dexterity 10 Maneuver
Strength 9
Toughness 10
Perception 10 Trick
Axiom Range Mind 9 Test

Equipmenl Vatue Level S hY I Charisma 9 Taunt

Spirit 9 Intimidate
Movement Rates Limit Values

Running

Weapons Swimming

13mm Chunyokai 18 24 310 40 50 Jumping

Chain +3 12 7 Climbing,

Knife +3 12 8 Lifting




—\" Son of Player Name: v Son of Player Name:
B3 the Wind the Wind
gl;::cter 2::: Nippon Tech Tg“b”mes Cosm: Nippon Tech N\
Age Wound Level | Shock Damage | Magic Social Backgrou nd: You sensed the
- Wound 2 22 changesinJapanlongbeforeany news
Height Hv:dWm:nd Spiritual | Tech reachecli your temple regarding them.
Weight orta K o 8 24 Nature’s voice had altered slightly,
Dexd balances had been upset. Something
A 7 N\ dark was taking place, and unop-
Arrobatics DEX posed, it would surely conquer all.
Dodge DEX You knew thetime had come to use
Lock Picking DEX the skills you had been taught, but not
Martial Arts 3§ DEX 15 all of your fellow Sons agreed. Many
Meloe Weapons DEX felt it wiser to remain in seclusionand
Missle Weapons DEX . .
Prestidigilation DEX let the outside world handle its own
Stealth DEX problems, but you argued that it
Disguise PER would only be a matter of time before
Find PER the dangers without threatened the
Scholar PER temple itself. Finally, you led a small
Tracking PER contingent out of the place in which
Meditation MIN you had spent your entire life, and set
Survival MIN out toconfrontand defeat the evil you
zf'rm Ed}[;:i knew was waiting.
Pe:;\msion CHA \_ ) Since that time, months ago, you
Taunt CHA - v— have learned much about the world,
Fallh SpI . Attributes Actions and much about yourself. You have
Intimidation SPI Dexterity 12 Maneuver ;ongt malrlxydbigttles, ar}? mahcie”nol:;]le J/
Strength 9 riends calle orm Knights” who N .
Tougfmess 5 honored you by counting ygou among stand you respect your fighting skill.
Perception 9 Trick their number. You have fought many Equipment: ceremonial robe,
0 B Mind 10 Test battles, both in Japan and in strange, nunchaka sticks (damage value
Charisma 8 Taunt faraway places you never dreamed STR+5/14).
Armor Spirit 8 lntimidate could exist. You have seen the true Quote: “His aspect is that of a man
Running face of evil, and now know you were  pom to violence, and so we must re-
Weapons Swimming right to leave the temple to combat it. spond in kind.”
Nunchaka +5 14 | 9 Jumping Personality: You are intense and Skill Netes: Your tag skill is mar-
Climbing serious, and despite your travels in iz arts, with the initial add costing
Lifting recent weeks, still quite unworldly.  three skill points and the others one
Youspeak quietly, when youspeakat  ski]| point. You have11 points tospend
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all, and though not quick to anger,
you can strike with the swiftness of a

on skills at the start. Be sure to check
the skill requirements for the martial
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serpent and the devastating power of 4,15 style you wish to be proficient in
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Player Name: ™ Yakuza Player Name:
Enforcer
Cosm: Nippon Tech e N gg::d” 23;;1& Nippon Tech I;o(;.sxbllmes
Background: You had a very prof- Age Wound Level | Shock Damage | Magic Social
itable career in the Tokyo syndicate - Wound 2 22
seeing to it that Diet members re- Height Hvy Wound Soiritoal | Teh
membered who was paying them so Weight Mortal K o P 8 4
handsomely for their services. Dead
Then came the gang war, and the : 7 \
reorganizationof the Yakuza. Without Dodge DEX
warning, you were under the leader- Fire Combat 3__J DEX 13
shipofadifferentdaimyo, and getting Melee Weapons DEX
sent to threaten businessmen and raid Missile Weapons DEX
corporations. The profit margin of the 3::1::1 S CorE ggi
Yakuza kept going up, but you didn't Lifting STR
understand this new method of op- Find PER
eration. How did bringing electronics Land Vehicles PER
firms into line help established syn- Tracking PER
dicate operations? Trick PER
Something didn’t feel right. You Willpower MIN
did a little checking, enough to con- Charm_ CHA
vince you that Isei Sagato wasn’t the Persuasion CHA
real power behind the Yakuza. ]Tal,’“‘,d : ;:{A
Someone was using the syndicate for aimidation \_ J
his own purposes, and was willing to
destroy the code of honor the mobsters \ y
ﬁgd hZ{Ed by for centuries to achieve Dexterity 10 Maneuver
1S enas. : ; Strength 10
Youencountered a group of Storm th:tigun?ti? ytixs thes Hiﬁft td‘Fe“ v:'ay to Toug%ness 9
Knights, and realized that the foe they se (_aaisx ation. subtiety 1s not your Perception 9 Trick
were fighting might well be the same ~ SP¢!@ ty. Mind 9 Test
person who had usurped control of Equipment: dark suit, sunglasses, Charisma 10 Taunt
the Yakuza. Retaining your position SC Kyogo 144 (damage value 18), Armor Spirit S A
inthe syndicate forthe valuableinfor- ZIP77z, electronic lockpick, 28,000 R Movement Rates Limit Values
mationit provides,youbegansecretly ~ yen. Weaoom s:'i“:'n"]?ng
aiding the Knights, with your eye on Quote: "] would advise you to re- SC Kyogo 144 18 [ 24 [335] 40 [ 150 Jumping
one day taking over the Yakuza your-  consider your position, while you still Z2IP772, 16 | 23 [310] 25 | 40 Climbing
self. have one working limb.” Lifting
Personality: You are tough and Skill Notes: Your tag skill is fire
violent, but with a strict code of be-
havior you adhere to. You have little ‘I:;‘ S ECEETEET YRRV
i 1 r e
patience with people who can’t see Roll 1 2 4 6 8 10 12 14 15 16 17 18 19 2025 30 35 40 45 50 +5
2 3 4 5 6 78
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