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Credits 
Me, I made this shit, I wrote it, I drew it, I threw it into computer programs and churned it out 
with only my own editing to blame for spelling and grammar mistakes within. Which means its 
kinda ugly, rough and most importantly, cheap so you can have it for free and use in your 
games at home. However the only thing I ask is that you don't otherwise re-distribute this, put it 
on the web or otherwise fuck around and claim credit for anything contained within. 
Aside from that, print it out and do what you want, just don't sell it for money, this shit isn't 
about money, about portfolio’s or making a name for myself, this is just about churning out 
some creative product. 
 
Max Bantleman is also to blame for this by giving me the idea in the first place… though by the 
time he reads this it’ll be to late and have little comprehension of the horror he has helped 
unleashed on the soft, often mushy and impressionable minds that play RPG’s. 
 

Music Credits 
VNV Nation, Front 242, Ministry, Ramones, Snog, Laibach, Razed in Black, Clan of Xymox 

Advice 
Download the Thresher MRB from the Team8 forums or www.intergration-20.com and have a 
read, this is essentially an add-on to that full of all sorts of things that I couldn't put in there and 
had lying around spare after it was done. 

Disclaimer 
No D20, nope none of that half-arse system here, just 2D10 system and no, nope just checked 

to make sure but there's no Elves or Halflings in here. 
Because they're all dead! Har! 

 
Also 

This is a work of complete fiction and while parts of it might have come from the real world, its 
not actually about the real world and as such probably has sweepers browsing over it looking 

for words like bomb, hacking, terrorism and homicide. These things tend to get security  
services very excited on occasion and frothing at the mouth to shoot someone over them. 

You cant actually make bombs or get into any kind of civil disturbance with the material within 
this book but if you do manage to end up in some dark hole with your civil rights being violated, 

its not my fault 
 

However 
If you do decide to embark on some kind of shooting rampage or civil disobedience after  
reading thing book I wish you the best in your endeavours but the book is probably not  

responsible for you doing that. Indeed, its your own broken brain that caused you to do that 
and its time to own up to your own responsibilities for a change, probably right before the Tac-

Group hunting you puts a bullet in that same said broken brain. 
In short 

You bugger something up, it ain’t my fault! 
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Introduction 
 
Why Tek Trex? Aren’t they just some pack of miscreant scientists that pissed off from SLA 21 years 
ago and ever since just made some gronky little robots that aren't real good? 
Well yeah, they still make the gronky little robots that aren't very good but this book is something of an 
experiment in fan material that needed a bit more in there to fill it out and lets face it, robots are kinda 
boring and not very good unless they're made by Thresher and in some cases if they're made by SLA, 
they're very naughty like manchine's. 
 
There's a distinct line of production of 2D10 material which mostly focuses on the big and scary, guns, 
armour, the strong rather than the smart, guns, sharp objects, serial killers, guns, contract killers, gun 
modifications, SLA, guns, knives, bigger armour and bigger guns.  
I suppose I’m to blame for contributing to that in some respects with my last book which was all about 
some other miscreants out in the arsehole edge of the universe– Thresher, which I felt needed to be 
done, so I did it and sold howitzers to PC’s and still think that’s kind of funny. In that book though I did 
try to stick a lot of other material in there which I thought needed to be done and got that out of the way 
like explosives rules, space ships, healing and a few other alternative rules which I thought would be 
useful and people liked them. 
A lot of people by now are probably hoping for some more of the big guns and stuff. 
Well, there isn't any, Thresher book has more big guns and stuff than anyone could be spoilt for choice 
to use for the next ten years of gaming so I wont be repeating that effort. 
 
That said, there is a lot of other ‘stuff’ in here that I thought people could use, mostly when going over 
the volumes of SLA official and fan material there's something immediately apparent about the whole 
thing. Lots of guns, probably 60% of it, about 10% is armour and other stuff, the rest is the odd vehicle, 
critter, couple of NPC’s, BPN’s, very rarely you’ll get a view of someone else’s WOP and if you're really 
lucky there will be some field kit which isn't anywhere else. 
Its been said, argued, fought over and screamed out really loudly on the internet- 

“SLA isn't about big guns!” 
Well heres to that, cheers… but there's rarely any effort gone into changing that perception and it has 
lead to SLA often being very combat intensive, which the 2D10 system doesn't do ‘well’. 
The WOP really doesn't need another 17mm and it certainly doesn't need another armaments  
catalogue much like it doesn't need a hole in the head, there are a couple of guns in this but essentially 
they aren't anything you haven't seen before.  
 
So what the heck is this all about then? 
Information warfare, technology, blackmarket media and the ‘low-life’ that uses it to fight back against 
SLA the only way they can because SLA has a universal stranglehold on being strong, ignorant and 
violent. If you want to use this book to go toe to toe with SLA then it will fail you in that regard, that’s 
what the Thresher book was for. This book is for the ‘empowered’ players and GM’s looking to make 
PC’s and NPC’s who don't fight in the conventional sense, they fight with minds and ideas which in 
most cases the heavy hitters in SLA are quite unable to deal with on their own as their ignorance comes 
back to bite them. You cant kill thoughts and ideas with a gun, you cant soak damage with your armour 
from a shattered reputation or dirty deed and Tek Trex are capable of using the system within SLA to 
kill their opponents just as dead as if they pulled the trigger themselves. 
Why bother risking your arse when Cloak or IA will do it for you? 
You cannot fight SLA with bullets, you might kill a lot of them but ultimately there's just another trillion 
more SLA employees outnumbering you and you’ll never change the WOP with just a gun, what you 
can fight it with is itself, it’s a huge lumbering behemoth of bureaucracy, lies, cover-ups and bullshit. 
You let enough of that information out and you’ll change something and the material within here con-
tains those techniques, skills, methods and gear to do that. 
Another thing I really liked doing was the technology aspect of all this, because basically since 1993 
when I first starting SLA there has been 1 toolkit and 1 computer, which to me never made a lot of 
sense in the fact we had dozens of guns and armour but apparently the game wasn't suppose to be 
about that. So, there's lot of toolkits and computers, the rules to use and make things with them and 
also I put in a lot of effort to make sure people taking ‘fluff’ skills where rewarded for them for creating 
rounded and ‘real’ people that often know these things probably better than they know how to use a 
gun. 
 
Lastly, this is very much human-centric to the WOP because humanity makes up the bulk of it. 
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The history of Tek Trex, an often maligned and deni-
grated small soft company can be traced back to the 
very early days of SLA Industries to the use of combat 
cybernetics in the mid 150’s. Biogenetics had and has 
always been the leading edge of SLA industries edge 
over its competitors, nothing changes that today where 
they still only make very limited use of technological 
advancement. 885SD halted the development of cyber-
netic implant and interface systems for good, Mr Slayer 
pulled the plug on their research, funds where revoked 
and little companies like Tek Trex simply dried up, 
what was in existence at the time was considered the 
cutting edge and it would no longer be developed. Ro-
botic factories would continue to churn out the small 
amounts which where still used and that would be the 
end of it. 
 
The first big moves for Cybernetics where developed in 
the 130’s by Jade Nakasone, who worked for the  
Department of War, unlike other researchers and  
developers of the time who focused either on chemistry, 
engineering, surgery, cybernetics, biogenetics and other 
sciences, Jade focused on all of them. A rare and keen 
mind which held no solitary focus on one field of 
knowledge, her first creations, the Model 34 war world 
combat Manchine and the Model 800 Manchine are still 
running around over seven centuries since they where 
made. The implants used in SLA Nitro Marine legions 
still are yet to be ever matched by any other developer 
since, implants which where a formidable amalgam of 
bio-chemistry, biogenetic tissue and cybernetics that 
could filter out lethal toxins in seconds, remove fear, 
terror, enforce control and her artificial limb, organ and 
headware is still the basis others worked off.  
Same said implants are still used in SLA Nitro troops 
unchanged in over 750years, Nakasone was abducted by 
Darknight in the late 100’s and thought dead for several 
decades and ended up founding the biogenetic and  
cybernetic development for that company. In revenge 
some say, she killed over 53million people in Darknight 
with a ‘faulty’ headware implant that turned people  
psychotic, escaped and ended up in Thresher a few  
decades later. From there she continued her work and 
using the conflict era technology available brought  
cybernetics and biogenetics fields to a whole new level 
until she was thought to be assassinated by SLA on Sino 
in the mid 200’s. 
Thresher has since enjoyed a leaps and bounds  
advantage over its enemies with this technology leading 
some to believe that she may not have died after all and 
ended up in a cybernetic Kreig 108 chassis, the truth of 
which may never be known. Tek Trex out of respect and 
something equivalent to adoration labelled her ‘Saint 
Jade’ for her cutting edge R&D of the 100’s and 200’s, 
the first researcher martyred for the art and technology. 
In retrospect, Tek Trex suffered the same fate as Naka-
sone. They simply got to good, to quickly for the com-
pany to put up with the massive amounts of high quality 
implant gear that forced a hot-house, artificial inflation 
effect on the biogenetics industry inside SLA. Started in 
830SD by their own talented researcher and CEO, De-

petris De’Mar who began making masses of robotics, 
network and cybernetic systems that brought in masses 
of money up until 885SD where the plug was pulled, 
Karma their closest rival simply had to much clout up 
top with SLA. Something which made a lot of other 
rival departments very nervous, the fact Head Office 
SLA could kill off an entire company for being to good 
was a lasting and bitter reminder not to ‘rock the boat’. 
 
Faced with extinction and extermination by SLA indus-
tries the last 80 surviving members of Tek Trex and 
their CEO escaped off Mort in a stolen foldship where 
they where based, hooked up with their other employees 
around the universe and managed to number some 550 
employees. Their foldship navigator died of his wounds 
and left the company stranded in orbit of the planet Ul-
ran, home to the Ulran Shipping Union and neutral 
ground, they sold the foldship to Thresher in return for a 
number of ancient, huge ion drive cargo ships and be-
gan rebuilding. Protected by the UU the company soon 
began to prosper again, its actual growth between 885 
and 890SD could be considered ‘explosive’ as they had 
close to 300,000 employees and enjoyed a burgeoning 
trade in high quality star ship components, weapons 
systems and other assorted technologies that independ-
ent worlds and operators never had access to before. 
Such high tech weapons and quality systems where al-
ways the preserve of the big three, SLA didn’t like it at 
all, Darknight ever pragmatic bought some off them and 
Thresher apparently simply didn’t care. 
 
SLA attacks and infiltration whittled away at the core 
employees and reduced their number to being a small 
fraction of what they where in 890SD, while they could 
never get very far into the factories of Tek Trex which 
where protected by the UU’s neutrality the use of force 
could have been considered ‘excessive’ and reduced 
Tek Trex from becoming a 4th player in the universal 
scheme of things. They simply couldn’t withstand the 
attrition of their employees, however, De’Mar had 
hedged her bets carefully in the 830’s prior to becoming 
CEO and unknown to everyone sold a number of pro-
prietary transmission technologies to Thresher. 
 
It was time to cash in on that old favour. 
 
Thresher gave them access to their T-TV network which 
had long since been the single biggest pain in the ass for 
SLA industries, remote satellites that broadcast pirate 
TV and radio channels, hidden under their cloaking de-
vices and insanely hard to find. There was at least one 
or two over every SLA controlled major planet and 
De’Mar would take the fight to SLA in a way which 
would not have her employees lives risked unnecessar-
ily. While she wanted to remain independent of 
Thresher and they viewed Tek Trex as a useful outlet 
for some of their own free-market export products they 
formed a concrete non-aggression, free trade treaty.  

Dirty Laundry 
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Protection from Thresher Special Forces mercenaries 
was also a welcome relief for the embattled company 
which was struggling from many setbacks, in addition 
these mercenaries also had ships which could get them 
to places after their own had been blown apart. 
By 892 they where moving more pirate TV receivers, 
radios and other gear into the SLA black markets than 
ever before, the effect was immediate and had SLA 
reeling from the impact of uncontrolled TV and Radio.  
Things SLA didn’t want to know got out and hurt them 
badly, indeed a great deal of civil disturbance is caused 
annually still by either TTT-TV broadcasts, private  
pirate subversives and malcontents riling up the  
unemployed and disaffected. It even to some degree put 
channel resistance to shame, the Darknight  
propaganda virus which would pop up on SLA TV  
intermittently. This put media power back into the 
hands of the people to do with what they wanted and 
such a seductively naughty activity sold and kept  
selling. 
 
SLA genuinely had rival television and radio to  
compete with now and had to continually keep upping 
their own bar to remain an effective media outlet, their 
own populations had been raised for generations to be-
lieve what they saw on the TV. It hurt SLA badly when 
that conditioned population saw an alternative view-
point on a rival TV station, such a cut ran deep. It was a 
perfect technological response to such a large, aggres-
sive company and called for a re-think of just where 
Tek Trex would fit into the universe and how they 
would protect themselves.  
Thresher might be guaranteed protection but they where 
expensive which cut into their bottom lines, it was time 
for Tek Trex to find their own feet, they began re-hiring 
and putting out new products. 
 
Having spent a few years on Thresher ships, with 
Thresher mercenaries gave Tek Trex some insight into 
the alien and insanely powerful organisation which had 
clawed, gouged and slaughtered its way into suppressor 
power status from a mere military unit to a universal 
superpower. De’Mar had out of respect instructed her 
employees not to steal anything from their allies and 
hired guns as Thresher had requested. What they did see 
though they where eager to copy, De’Mar never had 
ambitions to raise Tek Trex to a universal suppressor 
power but if a few outlaw mercenaries had been able to 
protect and annihilate people like SLA and Darknight in 
open warfare then they had something none of the other 
two had.  
An edge 
Imitation could be seen as flattery, she didn’t have the 
conflict era technology which Thresher had but what 
they did have was know how, Tek Trex had begun 
amassing a formidable brain-pool of some of the best 
and brightest, smartest and most cunning people the 
universe had to offer. People who’s ideas didn’t fit in 
with SLA dogma, wouldn’t work for Darknight and its 
poverty stricken, intellectual oppression and Thresher 
seemed to have its own culture which wasn’t warm to 

outsiders. They could found their new wave of technol-
ogy with existing superconductor era materials and see 
how far they could push it, then they could sell it and 
make a bundle. 
 
Neural interfaces which let people communicate  
directly with equipment, vehicles and weapons systems, 
drones that mounted a platons worth of weapons, other 
smaller ones that scurried about on the Thresher ships 
which could automatically repair and protect them. 
Automated fire control systems, powersuits, cloaking 
devices and active camouflage systems, these where the 
things which had a market to subversive elements in the 
universe and the things that could protect her employ-
ees. 
While stopping short of all-out theft, Tek Trex began 
building their own products which mimicked the 
Thresher ones, they where not nearly as good as the 
originals but they where well above anything else SLA 
and Darknight had and nothing on any of the smaller 
soft-companies products. 
 
By 893SD there where only 30,000 Tek Trex employees 
and 5000 affiliated contractors and sales personnel but 
the amount of money they where bringing in each was 
starting to make everyone very rich. Attrition and em-
ployee casualties where at an all time low, Depetris 
De’Mar had her company just where everyone was 
happy, they sold a lot of wares, made a lot of money 
and they stuck it in the eye of SLA. 
 
Sticking it to SLA, or ‘Sticking it to the Man’ when it 
was directed at Slayer became the catch-cry, slogan and 
company motto to some degree, here was a place where 
the universes best malcontents, maladjusted could get 
their revenge on SLA with nothing more than a good 
idea.  Indeed, they only recruited and still only recruit 
employees that where either born, married or grew up in 
the company, outsiders need to prove themselves before 
they get given a job. Affiliated contractors number any-
where between 5-6000 at any given time, mostly work-
ing for Tek Trex as muscle, thieves, salesmen and 
women. Peddling electronic wizardry might not have 
the same social stigma as dealing drugs, skin-trading but 
it does have a far-reaching and much more destructive 
effect. So much so that SLA bounties for Tek Trex em-
ployees are usually at least twice that of Darknight and 
only marginally less for a Thresher employee. 
Getting ‘Outlaw’ status with SLA is held in huge regard 
with Tek Trex, it’s a sign you're a success and while it 
does occasionally relegate an employee to hiding in 
deep dark holes, getting killed and chased across the 
universe but you can be assured that pretty much every-
one else in the company is usually in the same kind of 
deep shit as yourself. The ‘big hack’, data theft, killing 
SLA employees with your own invention, ‘spannering’ 
a facility to produce something funny or useless is the 
Tek Trex equivalent that Darknight does in bombing, 
Thresher does in body-counts and will go down in leg-
end amongst your peers. 
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Tek Trex is a whole lot of things in a small bundle.  
SLA mostly concentrates its attention on their opera-
tives who are by and large, lug nuts with guns that have 
a loyalty pole so far up their arses they can’t move for 
fear of it breaking something. They live and die slaves. 
Darknight focuses on its political agendas and control 
over its own people, other people and general terrorism 
against SLA in the most physically hurtful ways possi-
ble, it’s all very serious physical, dangerous business. 
Thresher is an alien entity which is full of shaktars, 
ebons and humans which have modified themselves to 
the point they are no longer really a part of their other 
contemporary species along with their equipment. Their 
insane brutality, viciousness and savagery against any-
one who isn’t ‘them’ is genuine cause to keep away 
unless you're paying them to look after you. 
Tek Trex isn’t about being a stupidly loyal SLA op, 
Darknight suicide bomber or Thresher warrior, it’s 
about being a screaming pain in the arse who hurts the 
enemy with their mind and wins the hearts of people by 
being smarter than their opponents and making them 
look like complete fools. 
To be a Tek Trex employee, you're the guy who hacked 
a SLA database and modified the contents for a SLA 
armaments factory to produce plasticine bullets, some-
one who broke into a SLA TV transmitter and put your 
own show on air or the chap who sold fridges to people 
living in an arctic circle.  
It’s about fucking the man and making a buck. 
You can’t haul out a gun on the man, he’s got a 95% 
stake in the universe guns and trillions of loyal lackeys 
to carry out his every whim. 
You can’t blow up the man’s stuff, he’s got more stuff 
than anyone else in the universe and you breaking one 
part of it doesn’t make a difference. 
You can’t ever get enough friends to make a real differ-
ence in public opinion or open their eyes to the truth, 
the man simply makes more of his own friends in a vat. 
So what do you do? 
You keep low 
You steal what important 
You sell something that the man can never do 
You make a difference however you can to reveal the 
universe to people who never knew any different. 
You sell them a small bit of hope that there is an alter-
native. 
 
But most importantly, you make the man look like a 
complete ass. 
 
Outwardly this makes Tek Trex look like a pack of an-
archists and brats that probably couldn’t organise a piss-
up in a brewery, which is just fine by Tek Trex if other 
companies want to look at them and their employees as 
nothing but that. Fact is, groups of anarchists do not 
create the things that Tek Trex can. Anarchists don’t 
make entire TV channels, gigawatt Masers, Drone AI’s 
or powered armour and weapons along with their trade-
mark cutting edge cybernetics and pet drones. 
While it might seem like Tek Trex has no agenda, they 
just don’t have a conventional company agenda like the 

other three big companies in the universe. They make 
stuff to survive, they protect each other and they sell 
things to keep the mill wheels rolling back home, their 
kids and themselves fed. 
 
This, they do better than any other soft company. 
Tek Trex has the kind of company success and faith any 
other company, suppressor or soft could only dream 
about, willingly given, blood and guts loyalty which 
means never selling out your mates and going above 
and beyond to help each other out. Early on the com-
pany was hit with the hot iron and given a savage 
pounding by SLA industries, rather than splintering 
them and blowing them to the winds of fate it only 
seemed to temper and harden them. A lot of people, 
good people died to keep Tek Trex going and more 
every year die for much the same reasons and causes, to 
keep this small company and their workmates alive. If 
Tek Trex learned anything from Thresher when they 
signed that line of allegiance is that you never leave a 
man behind, you don’t rat on your mates and have to 
fight for your right to exist. Underneath the bravado, 
showmanship and ratbag activity of Tek Trex employ-
ees often displaying there is a core iron which has the 
knowledge that there is no alternatives. Working for 
SLA or Darknight would just mean becoming a ‘drone’ 
in a big machine, Thresher are so alien and serious in 
some ways its overwhelming and at least here on Ulran 
you're a part of a select community which is the uni-
verses intellectual elite. 
 
SLA just wants you to do and die without question. 
Trillions of people do and die in the service of their 
company’s and never questioned. 
 
You have that one special spark they never had. 
 
You give a damn. 
 
You can make a difference. 
 
People in Tek Trex come from all kinds of places, back-
grounds and planets, it is the kind of multicultural  
diversity that covers a fair swathe of life experiences, 
from high rollers that used to wage corporate warfare 
for SLA to backyard inventors that found themselves on 
the run from the powers that be. Being that the company 
is based on and in orbit of Ulran, the largest space port 
in the known universe the chance to pick up a large 
amount of information, languages and new ideas simply 
from meeting the locals is also quite phenomenal. 
Though it can sometimes be unpleasant, Ulran is neutral 
territory and trade embargo’s have been used in the past 
to bring the universe to a grinding halt so the big 3 don’t 
mix it up there in full scale war but it doesn’t stop them 
from being able to freely walk around it like  
everyone else. 
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Humans 
 
By and large Tek Trex is mostly human, they're the 
most prolific of the species and the most adaptable both 
physically and culturally to new environments. Sure 
they might not be as impressive in stature as some of the 
larger species or even as smart but they do have a knack 
for getting by, especially seeing as most every other 
place you’ll go to is full of people just like you. 
 

Ebons 
 
While they are the second largest species faction, its not 
saying much because that’s like saying it’s the largest 
part of bugger all, at most Tek Trex seems to have 
maybe a hundred at most at any given time. Most are 
former researchers from SLA who through some activ-
ity or curiosity ended up on the wrong end of Cloak Di-
vision. They are ruthlessly hunted and oppressed by 
SLA industries, necanthropes and the Department of 
Ebb, about the only real bonus for being an ebon is that 
their curiosity can be sated with the sheer amount of 
info that the company accumulates. 
 

Brainwasters 
 
So few and far between they don’t really factor into Tek 
Trex, most brainwasters being what they are have very 
little interest by and large in the company or its prod-
ucts. Which may seem appealing because Tek Trex has 
that rough-edge of rebellion Wasters can understand, 
however it doesn’t have the prestige SLA or Darknight 
has in terms of working for the biggest and best. Which 
is what most brainwasters want, those that do work for 
Tek Trex tend to be comparatively mild-mannered and 
domesticated. 
 

Shaktars 
 
These highly creative and warlike aliens are so very 
rarely found outside SLA industries due to cultural rea-
sons and oaths just don’t end up in Tek Trex. All seven 
clans are allied with SLA industries, the last and least 
known eighth clan, the Doktetcomast are all allied with 
Thresher and even less likely to leave. So that just 
leaves the true outcasts which are such a tiny fraction it 
doesn’t register anywhere, those few that are true out-
casts tend to be pirates or other criminal low life with 
their own agendas. 
 

Wraithraiders 
 
The other largest population of non-humans in Tek Trex 
are wraithraiders, though that’s basically claiming to be 
1/10th of fuck all in reality. Hard working and highly 
intelligent beings they do lend themselves to technical 
things quite adeptly and quickly. Very few end up back 
in old habits of hunting and recon work which SLA 
seems to have pigeon holed them into, instead there is 
something of a cultural renaissance amongst TT Wraiths 

to advance themselves out of being ‘token savages’ that 
have been ‘cultured and potty trained’ that the universe 
views them as. 
 

Frothers 
 
Are really barking up the wrong tree in Tek Trex, if 
they came around sniffing for drugs then they're going 
to be sorely disappointed when they find out there really 
isn’t any of note. Frothers tend, like the shaktars to be 
clannish types that stick with their family and kin 
through thick and thin, that and being born addicted to 
SLA drugs does not make for geniuses. While it is pos-
sible they might be part of outlawed or rogue frothers, 
most of them tend to be either solitary loners or mem-
bers of pirate clans, Darknight Trancer hit squads or 
goodness forbid. Straight and off the junk! 
Thinking TT would subsidise your rampaging chemical 
dependency? 
Think again you slack jawed junk slut, you want it, you 
buy it at those grossly inflated black market prices, you 
fuck us over for a hit and you’ll get buried deep. 
 

Necanthropes 
 
There's probably as many myths about Necs as there are 
Frothers who’ll tell you a funny drug story they know, 
50% of these are outright ignorance, 49% are utter bull-
shit which has no substantiation and 1% is Mr Slayers 
bad ol honest truth. 
 

There are no rogue necanthropes. 
 
Simple as that, there are necanthropes which rub SLA, 
department of ebb or their own clique of necanthrope 
society the wrong way, just like anyone else is capable 
of and just like anyone else they can be branded as sub-
versive and have termination warrants issued on them. 
Just like anyone else, needless to say, there isn’t any in 
Tek Trex. 
 

Biogenetics 
 
Loyalty conditioning to SLA makes it impossible for 
them to break their ties to the company that manufac-
tured them, there isn’t any. Asking to join as a bioge-
netic will get some nervous laughter, then gunfire. 
Which part of ‘fuck off’ would you not understand? 
 

Advanced Carrien 
 
Aside from only being endemic to Mort, which lets face 
it is just another fucked beyond belief SLA mud ball 
like a trillion others, no one wants to hang out with 
someone that will eat them! Sure, that kind of freaky 
crap might go down real cute in SLA who thinks you're 
a real clever bad-boy, novelty act of the month but out 
here its just a trip to Mr Airlock and a flush like the shit 
you are. 
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Crunching the Numbers 

I used this system in the Thresher Sourcebook but didn’t 
include the numbers for working out the individual spe-
cies for peoples added confusion. Here I think its com-
fortable to say that the people of Tek Trex are far more 
diverse than Thresher who tends to have set minimums 
and higher potential maximums for their employees that 
go under the nanolathes. Just for kicks I’ll add in the 
points for biogenetics in case you want to use this else-
where in your games. 
Its really up to the GM’s discretion how many points he 
or she wants to give their starting PC’s at creation, 300 
is about average for most places with conventional edu-
cation systems, but if you wanted them to start off as 
street scum gangers you could go lower to around 200 
or higher around 400 if you wanted them as hardened, 
streetwise veterans who’ve been on the run from ‘The 
Man’ for awhile. 

The purpose of this is to be fair. 
Being 95% of Tek Trex and the rest of the universe is 
human or what passes for human it will make little dif-
ference, however being human shouldn’t be the penalty 
it is in conventional SLA MRB games. Stormers and 
Shaktars are bigger, stronger and tougher, Ebons and 
Wasters have flux and ebb, Wraiths are speedy and 
smart. Humans, well, they're just… hmm. Not much 
statistically on paper at least but here I’m going to start 
everyone off on an even footing. This is also a founda-
tion if you want to do a bit of DIY Species and Critter 
creation for PC use later on. 
 
Skills, Bought as normal 
Statistics, Bought as normal 
Advantages and Disadvantages, Bought as normal  

Physical Attributes 
This is the physical characteristics of your players species, their starting minimum and maximum along with any 
other particular abilities they may have including their potential species maximums. 
 
Attribute           Build Point Cost 
 
STR Starting Base 5         0 
DEX Starting Base 5         0 
Species Potential Maximum STR 10       0 
Species Potential Maximum DEX 10       0 
Per +1 to Base starting Minimum (5+)       +5 
Species Potential Maximum (Each individual Stat) +1 past 10   +2 
Species Potential Minimum (Each individual Stat) -1 under 10   -2 
Each Natural Attack (Claw or Bite) Base DAM 0 PEN 1 AD 0   +5 
Natural Attack +1 DAM         +3 
Natural Attack +1 PEN         +3 
Natural Attack +1 AD         +3 
Bio-regeneration (every 4th Phase)       +20 
Enhanced Regeneration (every phase less than 4)     +5 
Reduced Regeneration (every phase greater than 4)     -5 
Natural Armour per 1PV         +5 
Polymorphic          +10 
Natural Camouflage         +10 
Natural Reduction to Physical Damage (-50%)     +15 
Natural Reduction to Physical Damage (-25%)     +8 
 
Mental Attributes 
These are the potential mental characteristics that player species possess, essentially how smart/dumb and cool 
they are as well as how well they get along with each other and other species. 
 
DIA Base 5           0 
CONC Base 5          0 
CHAR Base 5          0 
COOL Base 5          0 
Per +1 to Base Starting Minimum DIA      +5 
Per +1 to Base Starting Minimum CONC      +5 
Per +1 to Base Starting Minimum CHAR      +5 
Per +1 to Base Starting Minimum COOL      +5 
Species Potential Maximum 10        0 
Species Potential Maximum (Each individual Stat) +1 past 10   +2 
Species Potential Minimum (Each individual Stat) -1 under 10   -2 
Ebb or other Psychic Ability        +30 
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Background Skills 
This is where PC’s get their prerogative to decide their background and base their starting skills from where they 
came from. You can use the base Mort MRB ones if that’s where you come from and feel comfortable with or 
make up your own planet and society of origin. 
SLA planets should include some basic education and Literacy is a good starting skill for places like that.  
Advanced education providers might provide a good founding in other skills like Mathematics and Computer Use 
in addition to Literacy. Alternatives such as rough and tumble backwater places might be a little different and in-
clude either Streetwise for urban environments or Survival for rural and wilderness. 
Doesn’t matter really, points cost ends up the same as buying them outright at start. 
 
Skill          Build Point Cost 
Rank 3 Skill         +6 
Rank 2 Skill         +3 
Rank 1 Skill         +1 
 
Movement 
Very handy unless your some kind of vegetable, in which case you can save some points here and spend the days 
soaking up the sun. However pot plants aren’t an option as a player race so it might be a good idea to spend some 
points. 
Movement Rate 
Base Walk 1m/phase       0 
Per +1m/phase Base Walk      +1 
Base Run 2m/phase       0 
Per +1m/phase Base Run       +3 
Base Sprint 3m/phase       0 
Per +1m/phase Base Sprint      +5 
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Throwing it all together 
For simplicities sake lets say you're a human, congratu-
lations you're just a bog stock human to make life sim-
pler and when the GM is handing out the points at char-
acter creation you can just start by buying your Back-
ground Skills and that’s it. 
 
So you're from Mort 
You have 4 x Skills at rank one which cost = 4points 
You have 2 x Skills at rank two which cost = 6points 
All up, being a human with those starting Skills is a 
mere 10pts. 
 
The rest you spend on your Stats, Skills, Advantages 
and that’s it 
 
You opt to be an Ebon because you like to cry yourself 
to sleep at night, wear something that looks like it 
should be on a gimp and lets you do magic elf-stuff. 
Physically, Ebons are slightly weaker than Humans so 
get yourself = -2 points 
Intellectually Ebons have higher CONC maximum of 13 
so that costs = +6points 
Ebons also are marginally more CHAR maximum of 11 
so that costs = +2 points 
They aren’t as COOL with a maximum of 9 so that 
gains back = -2 points 
Ebons have ebb, which is a fairly potent tool and that 
costs = +30 points 
We’ll say you're from Static and getting your Back-
ground Skills 
You have 4 x Skills at rank one which cost = 4 points 
You have 2 x Skills at rank two which cost = 6 points 
All up being an ebon costs = 44points 
 
So, when the GM hands out starting points, lets say 300 
for something we’re all familiar with, you start with 256 
points you can spend on Stats, Skills and Advantages. 
Brainwasters   = 32 points 
Frothers    = 5 points 
Shaktars    = 26 points 
Wraithraiders   = 30 points 
Stormer 313    = 55 points 
 

Freaks of Nature 
Lets face it, we’ve all met them, the girl who was 
smarter than everyone else, the guy who was stronger 
than an ox, the freaks down the road who where dumber 
than a box of hammers and those weird guys who could 
pull chicks without even trying. Humanity is a wonder-
fully varied thing/virus/plague and comes in all kinds of 
odd shapes and colours so if you really wanted to I see 
nothing wrong with making up the oddball who’s bent 
the rules a bit and smarter, little bit stronger or just plain 
dog stupid because his family where ‘close’. 
 
Everyone’s favourite junk sluts in dresses, Frothers are 
an example of a bit of human alteration through massive 
quantities of drugs their lovely parents tok. It’s a big 
universe, so think of all the other trillions of worlds out 
there someone might have dumped some industrial 
waste, Karma genome experiments and the odd 
Thresher nuke going off which warped the locals. 
It’s all very easy, just pay the cost before you play and 
ask your GM and remember most of this is permanent. 
So you want to be the proverbial Einstein of your  
generation that has the DIA score potential of 15 or 
something, simply pay the +10 to be able to advance to 
15 in DIA, add the points cost of +5 per +1 rank, either 
now or later and roll with it. 
 
Likewise on the other hand if you want to come from a 
planet of alcoholic, violent midgets that like to hit 
things with axes, dig holes, hoard gold and mine dirt. Or 
start play with a maximum DIA and CONC of 4, Play-
Banjo skill 4 and come from a little ol’ place called De-
liverance out the middle of fucking nowhere. Ebons 
without ebb, kids who inherited their militia parent(s) 
Karma implants and Pepe the man with CHAR 13 and 
hung like a donkey… they're all out there.  
 
Don’t let me stop you but ask your GM for goodness 
sakes if you can! 
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While Tek Trex have in the past hired outsiders from 
SLA and Darknight it has cost the company dearly in 
terms of employees killed, gear stolen and general chaos 
so they're not so keen to repeat the process. That’s not 
to say they wont hire a luminary scientist from either of 
those two companies but the individual will be closely 
scrutinised for the possibility of sedition and espionage. 
In worst case scenarios they may call in 
favours with Thresher and get them to handle the  
debriefing and mind scanning with their own ebbs if a 
Tek Trex employee interviewing them doesn’t feel 
100% right with the person of interest.  
Soft company employees who end up with their former 
employer busted up by SLA or Darknight often end up 
in Tek Trex as a new employee and they come from a 
wide variety of backgrounds and skill sets. Employing 
someone from Thresher would be a major breach of 
both companies trade, alliance and trust agreements, 
considering they can simply dump money at Thresher 
and hire a Special Forces contractor for the job its not a 
problem either. Some of these contractors hang around 
for extended tenures with Tek Trex, keeping with them 
their own proprietary company equipment and arma-
ments so they are an option as a player character. 
People Tek Trex doesn’t trust enough are hired as  
contractors for a few years until they prove themselves 
worthy enough to be given full time employment, while 
it means they wont be able to gain access to the factory 
ships or meet anyone of importance face to face its usu-
ally a good job. They pay well, minimise harm to both 
themselves and their employees and abide by their con-
tracts with that person, there's far worse people you 
could end up working for. In-house, long term family 
and company employees are always preferred employ-
ees though and where the company feels it’s most com-
fortable with. 
 
Training Packages 
 
Education, especially in the sciences is quite good in 
Tek Trex. People growing up in the culture, the Gen-
Two’s who where either born into the company or 
raised from an early age tended to soak up through os-

mosis their parents, friends and family friends skills and 
knowledge. Knowledge is power, don’t let SLA tell you 
any different, it makes them afraid because educated 
people are more aware of the bullshit they spin and just 
how far humanity and other species have fallen under 
their annexing of the universes cultures and  
education systems. 
This skill set uses my revised Skills presented in 
Thresher Sourcebook, do not sneer at things like  
Mathematics, Chemistry and other sciences, many life 
saving and useful applications for these skill sets can be 
used every day. Depetris De’Mar decreed that everyone 
joining the company would be made to sit for a  
number of tests prior to joining as a full employee. Con-
tractors do not have to sit the tests and they do take 
three months and include a variety of different sciences 
and knowledge’s. 
 
Induction 
Three month course, covers the company structure, 
 policies and core sciences. 
 
Skills:  
Mathematics, Chemistry, Biology, Literacy, Company 
Info TT, Computer Use 
 
Advanced Training 
 
After Induction is the career training which takes on 
average 8 months for most of these, some much longer 
and they are quite complete packages of skills. For now 
Tek Trex is emphasising their employees being as capa-
ble and prepared as possible, a lot of effort is put into 
this and so far it is paying dividends. Tek Trex is not 
about ignorance or the strongest surviving through 
dumb luck and animal cunning, which tends to be the 
focus of SLA and DN training packages. With these 
they can make anyone a soldier, technician or engineer 
and be confident that the employee hits the streets with 
as much personal empowerment as possible. 
That in turn brings back the goodies. 
 
 

Get your ass a job! 
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Headhunter 
Often the bulwark and bodyguard for trade negotiations, the TT Headhunters are the company soldier. More often 
than not the big guys and girls who where not so much interested in tech, but more adept at kicking the shit out of 
people and shooting them. A lot of shit stirring goes on with Headhunters being perceived as being less intelligent 
but all that goes out the window when the crap hits the fan and you're on the run from SLA or DN with their guns 
blazing. Then they're you're best mate. 
 
Skills Trained:  
Rifle, Pistol, Autosupport, Artillery, Unarmed, Any Melee Weapon skill, Throw, Evaluate Opponent, Tactics, 
Weapon Maintain 
Training Period: 10 Months 
 

JAFO 
Nicknamed ‘Gargoyles’ for their habit of sitting on top of a building ledge for hours on end, the JAFO is a mix of 
recon specialist, camera operator and sniper. While they might be considered surplus to requirements most any 
other waking hour, the intelligence gathering and overwatch capabilities of the JAFO trained employee is a life 
saver on the ground when you need to know anything about an area or anyone. 
 
Skills Trained:  
Rifle, Photography, Evaluate Opponent, Sneak, Hide, Marksman, Climb, Navigation, Tactics, Running 
Training Period: 10 Months 
 

Pork Chop 
Sort of the worst mix of Private Eye, Military Police and Company Zealot, the ol’ Piggy is there to get informa-
tion out of people, beat the shit out of people goofing off and making sure no one threatens the company with in-
filtration. They might not be popular and resented for being an authority figure amongst some of their anarchistic 
employees but they're sure as hell glad they're around rather than waking up one night and finding SLA has 
clamped a bomb on your bed. 
 
Skills Trained:  
Streetwise, Interview, Company Info SLA, Company Info DN, Detect, Evaluate opponent, Forensics, Pistol,  
Intimidate 
Training Period: 10 months 
 

Hoodie 
Break and Enter, theft and other sneaky, lowlife behaviour, Tek Trex send in the Hoods to sort it out and while 
most days they're breathing, they're scumbags, they do tend to get the job done. Most are recruited from talented 
cat burglars, con artists, swindlers, pick pockets and former gang members who decided to grow up and get a real 
job. Boosting stuff is a real job, don’t let anyone tell you any different. 
 
Skills Trained:  
Streetwise, Detect, Sneak, Hide, Sleight, Disguise, Climb, Unarmed, Lock Picking, Evaluate Opponent 
Training Period: 10 months 
 

Face 
A company rep, sales artist and handler for goods, both stolen, borrowed and bought, something needs getting or 
Tek Trex need someone on TTT-TV to do an interview with someone then they send in the Face. Charismatic and 
smart individuals they are out there pushing the hard sell or buy and stand to make a lot of money if they do it 
right, they also tend, like most public figures that get on TV to get shot at once in awhile if they're not careful. 
 
Skills Trained:  
Streetwise, Detect, Evaluate Opponent, Company Info- SLA, Company Info- DN, Interview, Persuasion,  
Willpower, Telegenics, Finance 
Training Period: 11 months 
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Nugget 
One day when you get some real time in a bird or buggy you might earn the right to be called a pilot or wheelman, 
but for now you're a nugget and a hanger rat. A good pilot is worth their weight in uni’s, they're the guy who’ll be 
hauling your arse out of the fire ASAP when the Hoodie rips someone off, the Face does a bad deal or the Head-
hunter shoots up a suburb. Of course, this can all come crashing down around your ears and end in a burning fire-
ball but, it’s a living. 
 
Skills Trained:  
Pilot Mil, Drive Mil, Drive Civilian, Motorbike, Autosupport, Navigation, Electronics Repair, Mechanics Repair, 
Detect, Tactics 
Training Period: 12 months 
 

Cracker 
An absolutely invaluable member of any Tek Trex team and they’ll even tell you that, the Cracker is a mix of 
computer hacker, computer gamer and general smart-arse that writes code, cracks code and tends to have a lot of 
wibbly-wobbly drones at their disposal. Sure they're generally obnoxious, don’t wash real often and have a few 
terabytes of bad porn on their computers but there's big money to be made hacking SLA databases and they are 
capable of causing a lot of destruction and embarrassment to enemy companies. 
 
Skills Trained:  
Computer Use, Computer Subterfuge, Electronics Repair, Autosupport, Computer Games, Mathematics, Lock 
Picking, Forgery, Mechanics Repair. 
Training Period: 13 months 
 

Knuckle Dragger 
Unlike real engineers that spend years in fancy schools learning stuff which will probably only exist in dreams 
and wouldn’t know their arse hole from their ear hole, the field sapper applies real working fixes to real problems. 
They're often derided by engineers for being a mere mechanic but they have a lot of other skills which will keep a 
team going through thick and thin. 
 
Skills Trained: 
Mechanics Repair, Electronics Repair, Armour Repair, Weapon Maintenance, Demolitions, Demolitions Dis-
posal, Covert Engineering, Sneak, Hide, Autosupport. 
Training Period: 11 Months 
 

Chopper 
Somewhere, sometime, someone's going to get hurt or want some bit of gear bunged into themselves to make it all 
better. Given there isn’t a huge amount of ebons in the company and drugs are something of a rare commodity, 
there is a demand for people who actually know how to function as a paramedic, surgeon and it’s a good founding 
for becoming a cybernetic or biogenetic engineer later on. 
 
Skills Trained:  
Paramedic, Surgery, Chemistry, Biology, Psychology, Engineering, Detect, Persuasion, Forensics  
Pick Cybernetic or Biogenetic Engineering (if Pre-Reqs are met) 
Training Period: 24 Months 
 

Bit Bucket 
In a company founded and run by engineers, Tek Trex engineers are some of the finest and capable men and 
women in the universe when it comes to raising the bar of equipment, vehicles and weapons systems. Quite a few 
of them hold patents for equipment in use and being sold in the open markets which make them comparatively 
wealthy and influential off their products. Every now and then they do venture out for a particularly juicy bit of 
gear the enemy has made or hire others to go find it so they can backwards re-engineer it for the company. 
 
Skills Trained:  
Engineering, Mechanics Repair, Electronics Repair, Computer Use, Computer Subterfuge, Chemistry, Mathemat-
ics, Biology, Finance, Administration 
Training Period: 24 Months 
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Advantages and Disadvantages 
 
Straight off the bat, there's not huge amounts of psycho-
paths, sociopaths, drug addicts and other people running 
around in Tek Trex that have some major personality 
disorder which means they’ll flip out and kill their fel-
low employees. That’s very much a SLA and Darknight 
thing, while a lot of TT employees might have come 
from those backgrounds, its something they left for 
good reason, it sucks.  
By all means play the deranged characters, weirdos and 
misfits that just don’t seem to fit in anywhere else, 
THAT is in the spirit of the company, brilliance illumi-
nated by the odd bit of mania and delusion is pretty 
much granted as being part and parcel of working for 
these guys. Be the mad scientists, engineers and extro-
verts, introverts, emo’s and gifted lunatics. Not the axe 
wielding madmen, killers, psycho’s and perverts of SLA 
and Darknight. 

A second note, having a rampaging drug addiction is all 
well and good in SLA and Darknight, given its probably 
expected most of the time because drugs when you 
work for those two are cheap and very readily available. 
Out here on the arsehole end of the universe, drugs are 
less common in huge amounts and very, very expensive. 
You will pay street prices for drugs and you’ll have to 
buy them from street dealers, given on Ulran they aren’t 
all that hard to find with a bit of streetwise. But you’ll 
end up running out and detoxing at some point, some-
times it’ll take months to get from one place to  
another on an ion drive, flipping out because you're out 
of gear isn’t going to be pretty and its not like SLA 
where ops can just wander down to the corner store and 
buy some. Plus if you put the company at risk while 
you're pursuing your habit, they’ll simply sack you and 
turf you on your arse, genuine help is there though if 
you're willing to give it up. 

False ID's 
An ID is a professional quality duplicate that has full and correct electronic, visible identity. It won’t stand up to a 
genetic scan or in depth research but should get a carrier through a cursory examination by Shivers, most  
Operatives and local law and private security firms. Provided of course the agent isn’t toting huge amounts of  
rival hardware or caught with armfuls of SLA hardware they don’t own. 
Typically they are a low level employee, street Shivers and maybe a low level researcher or operative. 
Fake ID's are often desperately sought after items on the black market and a good forger can make a lot of money 
very quickly. 

 

False ID Rating Points Detect Target Number Cost to buy 
1 3 15 1000u 
2 6 21 3000u 
3 9 28 6000u 

Connections 
3pts/rank 
Limited by CHAR 
There’s an old saying, ‘it’s not what you know but who 
you know’. The same is for tight knit organisations like 
Tek Trex, these are the people you trained, grew up in 
the same neighbourhood and went to school with at 
some stage and they actually like you. 
(Training sergeants, people you went through basic 
training with, teachers, local cops, schoolmates, ex lov-
ers, neighbours etc) 
While they aren’t necessarily your ‘friends’ as per that 
advantage, they do have access to information, knowl-
edge and possibly able help getting you a requisition for 
a licence, haulage, place to kip for the night, gear or 
other hard to get items. You may have to grease the 
wheels every now and then for particularly risky things 
or info but it’s a channel for when the official means 
break down or get to slow. 
Particularly bad inter-company reputations might how-
ever, make it hard to get anything out of them and of 
course any particularly underhanded stuff might land 
you both in hot water if you're caught. Each rank of this 
basically adds one person you know well and get along 
with, feel free to jot them down and where they are but 
they will not be people who outrank you by more than 
one full rank. 

Big Game Hunter Sheet 
5pts/rank Disadvantage up to Rank 10 
Through some heinous act, somewhere along the line 
you’ve managed to piss someone off enough to stick a 
Hunter sheet on your arse. Each point of this disadvan-
tage is worth 1000c/10,000u to the person who bags you 
and runs off with some part of your anatomy to show to 
SLA’s Contract Circuit in glorious full colour televi-
sion. While it’s never going to be collected by your fel-
low employees if you stay on a company homeworld or 
base, most of your companions and troopers will think 
it’s even kind of cool, up until the point someone tries 
to collect and the lead starts flying in their direction 
which tends to dampen the interest.  
Better watch yourself if you are off world in enemy or 
neutral territory roaming the streets as anyone and their 
shooting iron is likely to try and collect on it if you are 
recognised. When you're worth about 5000-
10,000credits to someone you get big name CK’s, Op-
erative Squads and even Darknight will try to collect 
and they will not stop coming, ever. 
If you persist in aggravating the person(s), company or 
group who lodged the sheet, they may (GM’s) elect to 
keep upping it, adding sponsorships, products or materi-
als to sweeten the deal until someone collects or you kill 
them which will end the kill-sheet.  
You can only have one at a time. 
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Hardened 
10pt Advantage 
Some people through experience are less intimidated or 
frightened by things after enough combat experience or 
a particularly tough upbringing. They aren’t afraid to 
return fire, under fire or pilot their vehicle or powersuit 
through something normal people would leave a large 
stain in their undies over.  
Your commanders and fellows will notice this fairly 
quickly and recognise you as someone they can rely on 
in a tight spot. This advantage gives a flat +2 bonus to 
Cool checks, resisting Fear, Intimidation and Stress. 
 
Banished 
10pt Disadvantage per world 
There are some parts of the universe, mostly the neutral 
or independent worlds they just don’t like your type on 
anymore. If you go back there you will at best be ar-
rested and at worst be shot at for whatever gross act 
caused it in the first place.  
Piracy, Theft, Murder, Arson and other such activities 
usually cause this or maybe you just pissed someone off 
who’s in charge. If you have family there, you can’t 
visit anymore and while it may seem a small inconven-
ience for the most part, it could pose problems if some-
thing or someone you want is back there. Command is 
also unlikely to be sympathetic if you're sent there for a 
mission either. You're companions might also be some-
what unsympathetic once the lead starts flying at them 
from both the locals and whoever/whatever they're after 
making everything very complicated. 
 
Housing 
3pts/-3pts 
Housing is very simple, you either have it or you don’t, 
of course there are comparatively good and bad levels 
of either but you don’t get it for free outside of the com-
pany. Tek Trex makes sure that their employees have a 
place to live when they're on company property, this 
also extends to their employees families. Buying your 
own patch of dirt or bit of space however is quite up to 
you. 
 
Rank -5 
You live on the streets or whatever doss house you can 
find 
Rank -4 
You live in a shanty on the edge of Ulran city, security 
is you and utilities are something that nice people have. 
Rank -3 
You live in a 1 bedroom doss in the bad part of town, it 
has utilities and security is what you can make of it. 
Rank -2 
You live in a 3 bedroom share house in the bad part of 
town, it has utilities and share with 2-3 other people 
who may or may not be complete animals or pay rent. 
Rank -1 
You live in your parents basement/spare room, needless 
to say you're a social cripple because of it but at least 
there's food provided you do your chores. 
 

Rank 1 
You’ve got company housing for 1 near the Ulran star-
port, shared utilities and comparatively good living 
standards. 
Rank 2 
You’ve got company housing on an orbital above Ulran, 
this is your own little bit of cramped and clean bit of 
space on one of their factory ships. 
Rank 3 
You have a three bedroom house on Ulran, it’s fairly 
nice for what it’s worth and in a neighbourhood where 
crime is comparatively low. 
Rank 4 
You have two room quarters on an orbital above Ulran, 
comparatively spacious and roomy bit of space on one 
of their factory ships. 
Rank 5 
You’ve managed to swindle some executive quarters on 
an orbital which has two rooms, living area and consid-
ered pretty shit hot amongst other TT employees. 
 
(Very Important!) 
Finance Advantage/Debt 
Rank 1-10 Cost 3/-3pts per rank 
Here you where wondering when you get to the good bit 
where the company gives you some ID cards, cigarette 
lighters, frangers, a shitty 10mil pistol and some ‘free’ 
chits to go buy stuff. I have only one word to describe 
that…“Hah!” 
 
Oh no my little commandos, you’re poor as beans street 
scum, outlaws and nobodies, your starting cash is what 
you buy here and your starting gear is what you buy 
with street prices. Right about now you're probably 
thinking, gee I don’t need that skill at 10, because I 
don’t have anything to shoot with. Correct. 
 
Oh alright I’ll give you some basic kit on completion of 
your basic induction so you're not a complete numpty, 
but the rest is up to you. Understand this though, you're 
going to be broke ass bitches, look on the bright side, it 
encourages people to be enthusiastic about their jobs. 
 
1pt = 3000unis 
You can spend up to 10pts on this advantage at start, 
which might be enough to get you some crappy armour 
and maybe a rifle. Maybe even a little more if you're 
buying 2nd hand stuff. 
Debt means you can owe Tek Trex money which is 
worked off through Day-Job employment and voluntary 
repayments to the company, it isn’t charged interest but 
they don’t like you having a lot of it. 
All Ebbs joining TT as ferals get Rank 10 Debt and 
their own ‘special’ equipment package and some train-
ing from Thresher (and no, not dodging DU bullets, 
unless you're a really stupid tool who annoys them) 
which covers the basics and gives them ebb gear. 
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Patent Holder 
Rank 1-10 Cost 3pts per rank- Pays 1000u per rank, per 
month 
You own a component patent which is being used by 
Tek Trex and provides a steady source of income as the 
company mass produces, sells and you end up getting a 
small cut of the finished product each time it sells. 
Patents can also be filed during the game by engineers 
making components, devices, equipment or weapons. 
You can also file a patent for same said things which 
you steal, drag back and have Tek Trex re-engineer in 
which case the company will start production if they 
think it will sell. 
These are minor patents which pay every month into the 
employees bank accounts. 
Major Patents are for things like an entire weapon, 
power armour, computer, vehicle, star ship, cybernetic/
biogenetic implant, drug or any number of bits and 
pieces of field kit. They pay 5% of the value of every 
item sold and needless to say can be worth some hard 
bucks if it’s a big ticket or popular item that moves a lot 

of product. 
Patents can also be bought, bartered and sold within Tek 
Trex, mostly however they're held onto as a mark of 
prestige, kind of like the geek equivalent of having your 
name up in lights on a show, they are also able to be 
transferred to siblings, dependants and kids. 
 
Vehicle Owner 
Rank 1-5 Cost 5pts per rank 
You own this beast outright and in some cases it may be 
more trouble than its worth, but it’s yours to do with 
what you will, it isn’t new and only worth about 25% of 
its full street, brand new value. It also gives you some-
thing to customise and fix in your spare time. 
Rank 1: You own a SLA civilian grade motorbike 
Rank 2: You own a SLA civilian grade car 
Rank 3: You own a heavy SLA or Thresher bike 0020 
Sliver 
Rank 4: You own a large second hand SLA Armoured 
car- Augustus 
Rank 5: You own a TPT-0020X Black Knight Jeep 

Add/Disadvantage Cost/Rank Ranks TT? Notes 
Looks: Good/Bad +1/-1 10/10 Yes   
Ambidextrous 10 1 Yes   
Hearing: Good/Bad +1/-1 10/10 Yes   
Vision: Good/Bad +2/-2 10/10 Yes   
Figure: Good/Bad +1/-1 10/10 Yes   
Speech: Good/Bad +2/-2 10/10 Yes   
Timekeeper: Good/Bad +1/-1 10/10 Yes   
Sleeper: Good/Bad +1/-1 10/10 Yes   
Sterile/Impotent 1 1 Yes   
Allergy 0/-2 0/10 Yes   
Medical: Bad 0/-3 0/10 Yes   
General Physical Good/Bad +2/-2 10/10 Yes   
Drug-Toxin Resistant/Addictive +2/-2 10/10 Yes +1 per rank for PHYS rolls 
DNA Tatto: Good/Bad +1/-1 10/10 Yes   
Drug Addict 0/-2 0/10 Yes See TT Notes 
Housing: Good/Bad +3/-1 10/10 No Replaced by TT Housing 
Income: Good/Bad +2/-2 10/10 No Replaced by TT Patent Holder 
Vehicle +2/-2 10/10 No Replaced by TT notes 
Financial: Saving/Debt +3/-3 10/10 No Replaced by TT Finance 
Mundane: Good/Bad +1/-1 10/10 Yes   
Info: Good/Bad +1/-1 10/10 Yes   
Cool Very/Pussy +5/-5 1/1 Yes   
Phobia 0/-2 0/10 Yes   
Arrogant 0/-1 0/10 Yes   
Mental: Good/Bad +2/-2 10/10 Yes Ask GM prior to taking 
Psychosis 0/-3 0/10 Yes Ask GM prior to taking 
Minor Friend/Enemy +1/-1 10/10 Yes Entire enemy companies do not 

count- you are enemy by default Major Friend/Enemy +5/-5 10/10 Yes 
Luck: Good/Bad +4/-4 10/10 Yes   
Dependant 0/-1 0/10 Yes Per Child/Partner 
Circumstantial: Good/Bad +1/-1 10/10 Yes Ask GM prior to taking 
Pacifist 0/-2 0/10 Yes   
Reputation Good/Bad +2/-2 10/10 Yes   
Social: Good/Bad +2/-2 10/10 Yes Ask GM prior to taking 
Natural Aptitude +3/0 10/0 Yes   
Simple: Good/Bad +1/-1 10/10 Yes   
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Life outside the large corporations is a hard one, pov-
erty and despair going hand in hand make people des-
perate and dangerous. While Tek Trex is hardly a sup-
pressor power and a tiny company compare to them it 
does afford good security, access to decent equipment, 
medical care, excellent money and a place to live. TT is 
an equal opportunity employer, in so much as if they 
like you enough and you’ve got the credentials, dis-
played skills and reps then they don’t care if you’re red, 
furry, scaled, black, white, purple or anything else then 
you’ll get a job. 
 
For Contractors and independents, people start with the 
Finance Advantage and the clothes on their back, if you 
don’t have any finance advantage or goodness help you, 
a debt (which you do not have the money from, you 
spent it on something foolish like beer, drugs and ho’s 
or running away from SLA or DN), then that’s basically 
it. 
 
Employees fresh out of basic get some funds to tide 
them over as they would have been doing some work 
during their training for Tek Trex, who will also give 
them a small equipment package to help them along 
their way and for self defence. 
Starting Money- Training Months x 500u 
Starting Equipment- TT Tech-10 Machine Pistol, 5 
magazines, 100rds of Ball Ammo 
Five sets of overalls, weapons maintenance kit, toiletries 
kit, sleeping bag, duffle bag 
TT C885N ‘Eraserhead’ Neural interface cybernetic 
implant 
TT-GP 300 General Purpose Mechanical/Electrical  
repair kit 
Five doses of DC-X knitters and an air hypo 

Ebbs presented a problem for Tek Trex on a number of 
fronts as they really don’t have in-company personnel to 
train ebons and brainwasters and no one to make the 
equipment for them. As something of a compromise 
they contracted the ebb training out to Thresher who 
conducts it on the planet of Sino. This is very expen-
sive, takes approximately 6 months and is heavily subsi-
dised by Tek Trex but to offset the cost they do incur a 
Rank 10 Financial Debt (Disadvantage) to the company 
for being sent somewhere nice for an 6 month holiday 
where there's lots of beaches, nice food, nice weather, 
friendly people and ebons to train you how to be a 
proper ebb user rather than a feral wannabe. 
They give you 30,000u to buy ebb gear while in 
Thresher territory which is detailed in the equipment 
section of this book along with permission for Thresher 
to shoot you if you're going to be a dickhead while 
you're there. New recruits are warned of this fact and 
advised not to test the patience of their hosts and embar-
rass TT. 
You will get Formulae 1 at this point along with other 
ebb skills, then they hurl you into your career profession 
for however long it takes to learn that and any money 
earned there and remainder of the 30k they gave you 
can either go back to paying off the debt or spent on 
equipment. There is no interest on the money but it is 
expect to be paid back as soon as possible. Tek Trex 
really wants navigators, they don’t have any and it 
would help the company a lot if someone ever reaches 
this rank. The CEO will even get you a ship out of the 
big pile of 1000’s of old foldships Thresher has squir-
reled away after SLA kept sending them out to Sino and 
Nordland in a rather large war which SLA lost so badly 
it haunts their navy 600 years after the fact. 

Broke ass bitches want a uni? 

Aggro: Cranky or upset 
Anal Queen: SLA operative 
Angles and Dangles: Field Testing 
Apples: Something good 
Ass Jam: Ambush 
Asshole: Administrator 
Bad Joke: Cloaking devices, vehicle or personal 
BFG: Big Fucking Gun 
Bin Bits: Binary-Analogue-Digital conversion, standard 
SLA and DN machine code 
Bit Bucket: Engineer, so called for their habit of  
dragging around bits and pieces 
Blow Chunks: Sickeningly bad 
Bodgy: A half-ass job 
Bogan: Older, crusty gang member that isn’t cool 
Boomer: Powersuit 
Boost: To steal things 
Battle Cruiser: Boozer, low quality bar 
Big Bickies: A lot of Money 

Bubble Factory: Foldship 
BSTG: Big scary Thresher guy, usually a Thresher  
mercenary 
Bugger: Biogenetic, non-specific species 
Bugger Seven: 313 Stormer 
Bullet Sponge: SLA or DN Militia soldier 
Bumf: Bum Fodder, toilet paper, bad patents 
Butchers: Butchers Hook- to look 
BYOE: Bring your own everything 
Cam Slut: Contract Circuit participant 
Can: A drone 
Car Keys: To get lost or in the process of getting lost 
Carpet Rat: Children, small kids 
C-Bill: 100uni note 
Chewy: Soft Companies, a soft company employee 
Chits: Money, often useless corporate script 
Chocolate Soldier: Gang Member 
Chopper: Doctor 
Clappers: Ludicrous speeds 

Like most technical departments, Tek Trex has their own slang, abbreviations and terminology which they use in 
day to day work. Some of it is rhyming slang which doesn’t mean anything to anyone outside the company and in 
a way an easy way of communicating between each other in public areas without giving away to much to any cas-
ual observers listening in. 

Terminology 
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Clown Shoes: Contract Killer 
COD: Cash on Delivery, Blackmail  
Cockroach: A person that works in stores 
Cut Lunch Killer: Irregular Militia or military forces 
Cracker: Computer user/abuser 
Crazy Navy: SLA Nitro Marines 
Cry Baby: Ebon 
CTAG: Ceramic Toy Army Gun- SLA and DN guns 
that are built to look tough.   
Cunny Funt: Sarcastic comedian 
Dead Boy: Necanthrope 
Dicks and Nipples: Darknight 
Dick Stickers: Knickers, underpants 
Digs: Home 
Dob: To tell on someone and get them in trouble 
Dodge and Shirk: Going to work 
Dog and Bone: Phone or Radio unit 
Dogs Bark: Shark, slang for Thresher 
Dogs teeth: Thresher currency 
Doss: Place to sleep 
Double Um: Ulran Union or UU employees 
Embiggen: To make a bigger mess of an existing one. 
Face: Company rep or person on TV 
Fantastic Fanatics: Zealous rival company employees 
Five Finger Discount: To steal something 
FMT: Fast Moving Target- TT shuttles 
Football: Nuclear Weapon 
Frag: To kill or break something beyond repair 
Gank: To kill someone, usually in an ambush. 
Grog: Alcohol 
Hamster Wheel: Electric motor 
Hanger Roach: Loaders who work the docks 
Head Banger: Brainwaster 
Headhunter: Soldier or person who makes a living 
shooting people 
Headware: Implant Cybernetics which occupy the brain 
pan and spinal cord areas 
Hoodie: A sneaky, underhanded person who steals 
things 
Hens Teeth: Rare 
Hex: Hexadecimal Analogue, standard TT machine 
code 
Horny: Shaktars 
Idiot Box: TV 
JAFO: Just another fucking observer, also called  
gargoyles 
Jaffle: Burnt beyond recognition 
Jiggered: What knuckle draggers do to perfectly good 
and broken equipment 
Junk Slut: A Frother 
Kiddie Fiddler: Pervert or Skintrade customer 
Killing Sticks: Weapons 
Klick: 1 kilometre 
Knuckle Dragger: An untrained mechanic or sapper 
Lies Inc: SLA TV channels 
Lizard Circus: Shaktar Ion drive 
Lollies: sweets, candy and pleasure drugs 
May Day: Pay 
Meat Sack: Human, mostly derogatory for SLA civilian 
Molly Monk: Drunk or heavily intoxicated 
Moonies: Darknight employees, especially stupid ones 

Moppet: Cute and useless 
Mothers Day: When the CEO announces a company 
bonus 
Munted: To break something badly accidentally 
Neddy: Nude, Naked 
Newb: Someone who has no idea what they're doing 
Niggets: Darknight Agents 
Nugget: An unskilled pilot 
Nursie: An unskilled doctor, of either sex 
Old Lady: The boss of Tek Trex 
One Oh One: Binary 
Open Slather: A free for all 
Own: To beat someone so badly you ‘own’ their arse 
Piker: Someone who won’t share or do their work 
Pocket Marbles: Self abuse 
Plonk: Home made alcohol 
Pork Chop: Cop or other security person 
Pork Pie: A lie 
Prang: To hit something with a vehicle or drone 
Ring Queen: Contract Killer commentator 
Rent a Crowd: Onlookers and people trying to get their 
face on TV 
Rocking horse shit: Really rare 
RS: Rat Shit- busted, broken, useless 
Saints Tits: Expression of alarm 
Salary Monkey: SLA employees, generally low paid 
ones 
Sausage Factory: Ship, shuttle or workplace crewed by 
mostly men 
Scope Dope: Sensor or Comms operator 
Script: Patents 
Septic: Tank or other armoured vehicle 
Shamurai: A master bullshit artist 
Shark Biscuit: High Electronic signature, so called  
because Thresher can find it easily 
Shitcan Soccer: Goofing off 
Shit Stir: Teasing 
Shit Streak: Very high or tall 
Skinny: Slave Traders 
Slick Willy: Gift of the gab, especially in sales 
Smiley: A Stormer 
SMT: Slow Moving Target- usually TT space stations 
Snail: Computer user who doesn’t have a neural  
interface. 
Snake Gully: Middle of nowhere 
Spanner: To break something deliberately 
Sparky: Electrical Technician 
Squirt Gun: Gore cannon 
SFA: Sweet Fuck All or nothing 
Tex: Tek Trex employee or contractor 
The Suck: Horrible conditions or situation 
Thundercloud: Thresher ship so called because of their 
high power signatures 
Tool: An idiot 
Toy Store: Places full of things to steal 
Train: To repeatedly pick on someone over and over by 
multiple people 
Triple D: Decadecimal Digital, Thresher software code 
Tuckshop: Restaurant or mess hall 
Tuna Boat: Ship, shuttle or workplace crewed by mostly 
females 
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Two Shakes: Quickly 
U-Bill: 1uni note 
Vampire: Missile or rocket, particularly inbound 
Wall Flower: Contractors 
Wanker: A show off 
Wares: Stolen blueprints or software 
Welch: To not pay up or keep a deal 
Westie: People living on the fringes of society, usually 
poor and uneducated 

Widget: A piece of equipment 
Wing Ding: Riot or exuberant party 
Woop Woop: Lost 
Yobbo: SLA unemployed civilian 
Zippy: A pistol or other small firearm 
Zip Job: Dead 
Zoomie: Enemy flying vehicle 
Zonked: Stoned 

Life outside the large corporations is a hard one,  
poverty and despair going hand in hand make people 
desperate and dangerous. While Tek Trex is hardly a 
suppressor power and a tiny company compare to them 
it does afford good security, access to decent equip-
ment, medical care, excellent money and a place to live. 
TT is an equal opportunity employer, in so much as if 
they like you enough and you’ve got the credentials, 
displayed skills and reps then they don’t care if you’re 
red, furry, scaled, black, white, purple or anything else 
then you’ll get a job. 
 
For Contractors and independents, people start with the 
Finance Advantage and the clothes on their back, if you 
don’t have any finance advantage or goodness help you, 
a debt (which you do not have the money from, you 
spent it on something foolish like beer, drugs and ho’s 
or running away from SLA or DN), then that’s basically 
it. 
 
Employees fresh out of basic get some funds to tide 
them over as they would have been doing some work 
during their training for Tek Trex, who will also give 
them a small equipment package to help them along 
their way and for self defence. 
Starting Money- Training Months x 500u 
Starting Equipment- TT Tech-10 Machine Pistol, 5 
magazines, 100rds of Ball Ammo 
Five sets of overalls, weapons maintenance kit, toiletries 
kit, sleeping bag, duffle bag 
TT C885N ‘Eraserhead’ Neural interface cybernetic 
implant 
TT-GP 300 General Purpose Mechanical/Electrical re-
pair kit 
Five doses of DC-X knitters and an air hypo 

Ebbs presented a problem for Tek Trex on a number of 
fronts as they really don’t have in-company personnel to 
train ebons and brainwasters and no one to make the 
equipment for them. As something of a compromise 
they contracted the ebb training out to Thresher who 
conducts it on the planet of Sino. This is very expen-
sive, takes approximately 6 months and is heavily subsi-
dised by Tek Trex but to offset the cost they do incur a 
Rank 10 Financial Debt (Disadvantage) to the company 
for being sent somewhere nice for an 6 month holiday 
where there's lots of beaches, nice food, nice weather, 
friendly people and ebons to train you how to be a 
proper ebb user rather than a feral wannabe. 
They give you 30,000u to buy ebb gear while in 
Thresher territory which is detailed in the equipment 
section of this book along with permission for Thresher 
to shoot you if you're going to be a dickhead while 
you're there. New recruits are warned of this fact and 
advised not to test the patience of their hosts and embar-
rass TT. 
You will get Formulae 1 at this point along with other 
ebb skills, then they hurl you into your career profession 
for however long it takes to learn that and any money 
earned there and remainder of the 30k they gave you 
can either go back to paying off the debt or spent on 
equipment. There is no interest on the money but it is 
expect to be paid back as soon as possible. Tek Trex 
really wants navigators, they don’t have any and it 
would help the company a lot if someone ever reaches 
this rank. The CEO will even get you a ship out of the 
big pile of 1000’s of old foldships Thresher has  
squirreled away after SLA kept sending them out to 
Sino and Nordland in a rather large war which SLA lost 
so badly it haunts their navy 600 years after the fact. 

Starting Equipment 
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Culture, Commerce and Cash 
Tek Trex occupies an odd position in the WOP, the eyes 
of the general public and especially in the eyes of SLA 
Industries, for such a small company which doesn’t 
number very many people they have a massive amount 
of influence. While some of this can be attributed to 
backers like Thresher which have helped fend off SLA, 
Darknight and contributed aid when needed, quite a lot 
of it comes down to good management. Depetris 
De’Mar, or the ‘Old Lady’ as she’s know is a shrewd 
business woman who knows exactly how to steer this 
company through the miasma of dealing with the Big 3 
and some of the more aggressive and larger soft compa-
nies. 
 
Without her the company would still function but no-
where near the profile it has now, every step has been a 
carefully orchestrated and well thought out plan, from 
the alliance with Thresher to the mass media of TTT-
TV. What she has is something you can’t buy, make or 
act out on popular TV shows, Tek Trex are the real 
thing. 
 
There is no bullshit with Tek Trex and they have man-
aged to capture the public opinion of themselves to be-
ing something akin to genuine hero’s, the little guys 
who are out there making SLA look like the overgrown 
ogre, oppressor and thug it is. The other two main sup-
pressor rivals tend to have, in some cases a poor public 
opinion because of a mix of SLA media propaganda and 
their own actions. 
Darknight, while they are far more powerful than either 
Tek Trex or Thresher have to some degree shot them-
selves in the foot by coming across as drug dealers, ter-
rorists and double-crossing bastards. While Darknight 
enjoys widespread public appeal, its mostly because the 
public likes to see them fall on their arse and at worst its 
because they are the guys who will sell your kids drugs, 
blow shit up that makes the lights and TV go off and 
Vent pops up in the middle of your favourite TV shows. 
They also have connections to Skin Trade which has 
done nothing but hurt the company image overall, no 
one likes Skin Trade, they're arseholes. Darknight 
equipment tends to be of very poor quality overall 
which hasn’t helped their sales assault on SLA, only 
getting by because they’ll sell it to anyone and its damn 
cheap. 
 
Thresher do not have a very good public image, which 
is mostly due to SLA media attacks but have managed 
to crawl up a few notches with TTT-TV quality show-
ing things that the public have never seen before. Pow-
ersuit and Jet bike racing, real, undoctored War World 
footage and quality production soap operas, music and 
documentaries. What Thresher don’t have is a connec-
tion to the pulse of the rest of the universe, they would-
n’t know cool if it was dumped down the front of their 
armour and -30degrees, that and the fact they do tend to 
have a bit of a ‘superiority complex’ over most people. 
Probably rightly so, but it doesn’t endear them to Joe 
Public, instead it also quite rightly causes immense 
amounts of fear. Thresher is fear incarnate and the pub-

lic are quite terrified of them turning up because they’ve 
seen what Thresher does to planets that ‘annoy it’ and 
frankly, they're quite justified in being shit scared. 
 
Other Soft Companies tend to fade away, die, get blown 
up and tend to sell people dodgy shit which is normally 
of the lethal variety in terms of drugs and other gear. 
Plus like everyone else the Soft Company’s only really 
turn up on SLA mass media as someone getting their 
arses kicked so bad, nobody backs a loser. 
 
So why does TT enjoy their popularity? 
 
Tek Trex aren’t out to hurt their consumers, they're not 
like Darknight who turn the TV and lights off, they 
aren’t Thresher who will nuke you're planet into a glass 
car park, they're not SLA who are butt-fucking the col-
lective universe and they’re enduring unlike other Soft 
company’s. 
 
The public never see Tek Trex deliberately going out of 
their way to kill a civilian and if they do go out of their 
way to waste a rival company employee it’s often done 
in such a way the public will find amusing. What's 
more, they’ll show it to the rest of the universe on TTT-
TV and no force in the universe will stop them doing it 
either! Especially if the person in question knows any-
thing about Tek Trex, then they know there's worse 
things out there than death… 
For example, a SLA TV executive, producer or show 
host decides they're going to bag out on- 
 
Darknight 
Darknight will decide to probably do a home invasion, 
drive-by or long range sniping attack, the person in 
question may be killed, horribly maimed, raped or sub-
jected to horrendous and humiliating atrocities before 
they're killed. It’ll get fifteen seconds on VENT and you 
will feel sick. 
 
Thresher 
Thresher, assuming they actually give a shit is debat-
able, but for story lets decide they do and Mr/Mrs/Miss 
TV person from a rival company is on their list. Their 
suburb blows up. Hundreds die, thousands wounded and 
a warning not to do it again, it’ll get a good bit of air 
time on TTT-TV and you will be shit scared. People 
with a ‘death mark’ on them from Thresher tend to have 
very few friends… Even SLA will tell them to go move 
somewhere less important. 
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While the reality is different, Tek Trex are not as intru-
sive as the other Big 3 when it comes to directly affect-
ing peoples lives, sure some people probably get shot 
once in awhile by an employee, TT gun or a drone they 
really don’t have the widespread effect of grabbing so-
ciety by the head and ramming it under water until it 
stops breathing. That and the company realised a long 
time ago you're better off having a laugh at yourself 
when you occasionally have one of your creations fall 
down a flight of stairs rather than get all upset about it. 
 
The company rides on the back of the uni, the Ulran 
Universal currency that is the staple of free trade and 
commerce for people that don’t use corporate script, 
they don’t deal in Darknight corporate script because its 
only worth its value to DN employees and SLA only 
has the Credit which has no physical value. From time 
to time they will use the Thresher Dollar because its 
hard currency and worth about 15u to the TH $1.00, it is 
also a valid tender in most free market economies as 
Thresher does actually back it up with a genuine re-
serve. However there isn’t a lot of it running around so 
they tend to stick with the uni for most transactions.  
 
It’s everywhere and their biggest neighbour and cus-
tomer, the Ulran Union is right next door and a very 
stable currency, even SLA acknowledges the Uni, they 
might not like it but it accepts its value. If SLA turned 
around one day and denied the Uni, people would still 
use it because of the Ulran Union and SLA would soon 
find itself unable to pay for UU shipping, which many 
of its planets are completely dependant on, so it’s wise 
not to poke the UU anymore than necessary. 
Employee transactions are dealt with in the company by 
electronic means rather than have people wandering 
around having to pull out huge reams of bills, trade is 
also an acceptable means of payment inside the com-
pany. You’d rather a suit of armour, car or ship instead 
of a cubic butt load of money that can be arranged, 
there's a lot of money in Tek Trex, probably far more 
than anyone else in the universe should probably de-
serve. That in of itself has gotten TT some unwanted 
attention from thieves, assassins and pirates in the past 
looking for a quick buck by rolling some ‘soft com-
pany’ nobodies that are perceived to be cashed up. Fact 
is a lot of the money TT gets from things like TTT-TV, 
equipment sales and other things get put back into run-
ning costs, productions overheads, living expenses, 
shipping, protection, mercenaries and new R&D for the 

next lot of products. 
Overall the company has a feel akin to a small country 
town where everyone more or less kind of has their own 
little cliques and kind of knows everyone else by some-
one else knowing them. Depetris herself is one of the 
more approachable CEO’s and quite distinctive as she is 
a full cyborg with cream biogenetic skin, black hair and 
piercing blue eyes. Being who and what she is, she also 
has the capability to deal with most kinds of trouble, 
from a good rousing like an angry mother on slack em-
ployees not doing their chores to ramming her fist clean 
through a suit of Dogeybone. For what it’s worth, she’s 
genuinely concerned with employee happiness and 
safety, while she might be busy every other waking 
hour and hard to get a hold of officially she’s on the 
side of her workers who she doesn’t chew on person-
ally. Managers however are often a target for her anger, 
as infrequent as it is and quite nasty giving credence to 
the old saying of velvet glove with an iron fist, or in this 
case a delicate biogenetic glove with a titanium fist. 
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Departments 
 
Tek Trex is a relatively streamlined affair with not a lot of overhead bureaucracy, they only have 3-4000 people to 
manage at any one time and the fact they maintain a full 20 hour active working day with two shifts is enough to 
keep things rolling. Like space going vessels, Tek Trex runs on the decimal day, 20hours, 100minutes in an hour, 
100seconds in a minute. 
 

Front Office 
Headed by Depetris De’Mar and oversees the running of the company, employing an administrative, advisement 
and management staff of 33 people. It’s located of TT1, ‘Core One’ the largest of the Tek Trex Factory ships in 
orbit over Ulran, there are four factory ships and they are all in close proximity to one another. 
 

Admin 
Located on TT3, the second largest of the factory ships which is nicknamed the ‘Think Tank’ because it houses 
most of the employees. This department has 110 full time employees and headed up by a senior manager called 
Frank Collins who makes sure everyone has something to do. They also manage the contractors and have an of-
fice down on Ulran which has 60 full time employees in it. 
They also make sure people have a place to live, handles the entire induction training, personnel placement, pay, 
child care, leave and pretty much most everything else in regards to employment and training. 
 

Cop Shop 
Located also on TT3, they have a full time staff of around 350 including administrators, its run by Hank Marshall 
who was once a Shiver Captain for SLA industries. Cops in Tek Trex only really appear in numbers when there's 
some serious threat or incident inside the company which requires them to act, most misdemeanours and annoying 
people are dealt with fines and maybe a few days in the cooler to think it over. Serious threats are either killed 
outright or otherwise restrained as much as possible, in the case of employees this can be cause to sack them or in 
worst cases killed if they are going to cause the company some serious harm. However cops tend to just be loiter-
ing around the sensitive areas making sure no one is nicking or breaking in rather than giving a shit about what 
most employees get up to. 
 

Heavy D 
This department trains the Headhunters and Pork Chops how to kill people, the Hoodies how to steal things and 
bash people, Knuckle Draggers blowing things up and anyone else that needs to know such violent activities. 
Headed up by General Sofia Hong who used to work for the SLA militia many years ago and a close personal 
friend of the CEO she runs around 100 full time Headhunters, 20 admin and training staff and the armoury on TT1 
as well as a small training ground down on Ulran where the grunts get to shoot off the really big guns and make a 
mess of shit. 
 

Tee Vee 
Located on TT2 ‘Pop Tank’ the TTT-TV station here runs all the telecommunications, crypto, television channels, 
programs, navigation, intelligence gathering, internal networking, IT needs and probably the most ‘hated’ lump of 
metal in the entire universe as far as SLA is concerned. The scorches and dents in its heavily armoured hull are 
testimony to this fact that every now and then the odd ship suffering a ‘navigation error’ will ‘accidentally’ ram it 
and try to break something. 
Mounting the most guns, armour and full of a somewhat inordinate amount of Headhunters and Pork Chops the 
Ulran Union has given permission for TT2 to just shoot the fuck out of anything getting to close after being given 
ONE warning. 
In addition, TT2 produces all the heavy space weapons, ion engines and vehicles in it which the Ulran Union val-
ues probably just as much as Tek Trex does. Tee Vee the department itself is staffed by around 400 people and 
run by the charismatic and slightly enigmatic Miss Angela Touring. 
 

Industrial Magic 
TT4 ‘Nut City’ is the main production factory ship where most of the R&D goes on, the building of most of the 
fine integrated circuits, high tech, cutting edge and experimental stuff and home to IM, the people that basically 
employs most everyone else in the company that isn’t associated with the support and administration of Tek Trex. 
It has joint General Managers, Dale Chain, Margaret West and Olli Harken who also dip their respective toes into 
their own fields of expertise and ensure that the people running around actually know what they're doing. Inside 
IM is also a support management and admin staff of 200 people who also look after most of the micro manage-
ment of everything else the three big bosses tell them. 
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Lots of people want a job with Tek Trex, probably more 
want to blow up Tek Trex but you get that on the popu-
lar jobs and also why they're kind of shy about new peo-
ple turning up and thinking they're the hot shit. 
Assuming they like you, think your resume is good 
enough and can guarantee you're not going to try and 
kill some of them as an enemy agent they’ll take you on 
as full time employment. Packing a really good resume 
will get you through the front door, reputation however 
probably counts for more at the end of the day as there's 
a hundred and one dodgy qualifications available from 
SLA and Darknight, that’s not including forgeries. If 
you're genuine, have a proven track record than you’ll 
get full time digs with the company and they’ll look 
after you as well as you look after them. A history of 
helping out employees or having friends in Tek Trex 
will also help, like a lot of things in the universe, ain’t 
watcha know but who ya know. 
 

Everyone else? 
A good rep will get you a job in Tek Trex as an affili-
ated contractor, they trust you enough to let you work 
with them on jobs, trade missions and so on, but not 
quite willing to let you on one of their orbital for a bit of 
time until you prove you're as good as your rep says. 
Having a shit rep with people, especially Tek Trex peo-
ple will raise eyebrows and stop you from getting any-
where, a good man or woman will live and die by their 
rep. Want to be a psycho and just go shoot people or 
something, join SLA or Darknight, they always need a 
new one of those, what Tek Trex wants is someone who 
can think and contribute to their unique little commu-
nity. 
 

Full Timers 
Tek Trex will train you, free of charge, they’ll run you 
through induction and later on through Advanced train-
ing of your choice and capabilities. After that you're a 
full blooded employee and your workmates will un-
doubtedly end up hazing you with motor oil down your 
pants later and short sheeting your bed on when you get 
to meet them. Now, you’ll get a place to sleep, food and 
drink, access to the Tek Trex databases where in your 
spare time you can fiddle around with projects or for 
general knowledge.  
Medical care and costs are looked after by the company. 
There's a number of pubs that TT have been known to 
crash in numbers on days off and speaking of which, 
you probably want to know about those. 
 

Working days 
Tek Trex runs on a Spacers Month.  
Three weeks, 10day week, 20 hour day, 100minute 
hour, 100second minute 
You work Six days out of every ten with Four days off, 
standard working day is Seven hours and the other 13 
you can do what you want in. Most people tend to either 
work three days and take two days off or work all six 
and have a long weekend. 
Overtime is limited to an additional 3hours a day and 
rewarded with double-time pay for every additional 

hour and you get paid at the end of every month. 
You won’t find these kind of conditions working any-
where else, especially in SLA or Darknight, no sir, no 
chance. 
 

Pay 
That depends on what you do and what you can do, Tek 
Trex doesn’t have a rank system like an army or a SCL 
system like SLA. About the closest we’ve got to that is 
the Headhunters and Pork Chops that like to have mili-
tary kinds of things, everyone else gets their ‘Day Job’. 
Mothers Day, when the Old Lady announces a company 
profit or loss for the financial (10 month) year, good 
profits get filtered down to everyone, bad profits mean 
it’s a lot less than normal. 
 

Day Jobs 
This is where you fill in all that spare time when you're 
lying around on the orbitals and not doing anything else 
remotely constructive. If they company really needs 
something made in a hurry there's always plenty of OT 
going around. No one ever died wishing they stayed in 
the office longer but plenty of Tek Trex employees have 
died because they didn’t! 
Heres the deal though, you start at the entry level and 
work your way up by actually being good at your job, if 
you don’t want to advance up the day job pay then 
that’s your prerogative for not taking on the extra re-
sponsibility. It is graded by peers and other Front Office 
managers, normally though there's plenty to do as peo-
ple get bored with day jobs, go out on ‘Percent Runs’ or 
work on their own patents. 
 
 
 

Pork Chop Ranks (Pork Chops only) 
 

Piglets, you get to arrest people and occasionally shoot 
someone once in awhile, pay is 100u an hour with the 
same working hours as everyone else. 
 
Sarge, the Cops equivalent of a team leader, you get 10 
piglets to look after and pay is 150u an hour. 
 
Farmer, you look after 3 sergeants, 30 piglets and make 
sure they aren’t goofing off or sleeping on the job, sta-
tioned where they're supposed to be and pay is 200u an 
hour. 
 
Major Bacon, the boss looks after 3 Farmers, 9 ser-
geants and 90 piglets. You get 250u an hour for putting 
up with that much shit. 
 
 
 
 
 
 
 
 
 

So you want a job? 
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Headhunter Ranks (Headhunters, Hoodies, JAFO’s, 
Knuckle Draggers and Nuggets) 

 
Grunt, you get to hang out with the Pork Chops when 
on the orbitals, cleaning guns and pretending to be 
tough, babysit the odd face or bigwig when they're run-
ning around on the ground making sure no one tries to 
gank em. Pay is 100u an hour, working hours can vary a 
fair bit. 
 
Sarge, you get to be team leader for 10 grunts and tell 
them what to do, where to be and who to shoot. Pay is 
150u an hour. 
 
LT, like a Farmer, you get 3 sergeants, 30 grunts and 
run mission overviews for people when they're on the 
ground. Pay is 200u an hour. 
 
Capt’n. If you're really hot shit they will make you the 
Captain, you get 3 LT’s, 9 sergeants and 90 grunts to 
play with on the ground. Pay is 250u an hour. 
 
 

Worker Monkeys (Crackers, Bit Buckets, Knuckle 
Draggers) 

 
Pleb, no one is really expecting you to do a lot except 
make sure the robots don’t bork something in the fac-
tory and mangle themselves, when something does go 
wrong you can fix it, if you cant then you holler to the 
TL. You get 100u an hour. 
 
TL, the team leader, he looks after 10 plebs and runs the 
lines in the factory making sure no one is goofing off to 
much, for this kind of position you get 150u an hour. 
 
Boss, you get 3 TL’s and 30 Plebs to look after and run 
length of production line. For this much responsibility 
you get 200u an hour. 
 
Line Manager, you get 3 bosses, 9 TL’s and 90 Plebs. 
Its your job to make sure the line runs smoothly and shit 
doesn’t get wrecked, fucked up, late or blown up. You 
get 250u an hour. 
 
 

Button Mashers (Crackers, Bit Buckets, Knuckle 
Draggers) 

 
Admin, (aka Asshole) entry level keyboard monkeys 
that do code, admin work and get 100u an hour pressing 
buttons. 
 
Major Admin (aka Major Asshole), senior level button 
mashing and looking after whole pit of up to 10 Ass-
holes which nets you a 150u an hour. 
 
Senior Admin (aka Smelly Asshole) boss level button 
managing which involves you chasing around 3 Major 
Assholes and 30 other Assholes and 200u an hour for it. 
 

Chief Admin (aka Cranky Asshole) Making sure all the 
other 99 Assholes you look after don’t fuck something 
up, otherwise, its your asshole on the line for 250u an 
hour. 
 
 

Blood and Bedpans (Choppers) 
 

Nursie (non-gender specific), you get to wipe asses, 
sponge bath and stick needles in people all day when 
they're sick for 150u an hour. 
 
Doc. Advanced diagnosis of ailments and more stabbing 
of needles for 200u an hour. 
 
Lumberjack, real surgery on mostly willing patients and 
other interesting things which don’t function in human 
beings, pay is 250u an hour 
 
Matron (non-gender specific) You make sure the hospi-
tal runs smoothly and people aren’t goofing off in the 
broom closet with the nursies for 300u an hour 
 

Teamsters (Nuggets) 
 

Hanger Roaches, driving loaders in the orbitals. 100u an 
hour 
 
Pancakes, inter-orbital shuttle runs ferrying people and 
stuff, 150u an hour 
 
Nuggets, trips down to Ulran ferrying stuff around, 
200u an hour 
 
Pilots, short hop runs inter-system, to UU space stations 
250u an hour 
 

Slow Moving Targets aka SMT Duty  
 

(Faces, Bit Buckets, Crackers, Knuckle Draggers, any-
one genuinely entertaining) 
 
Anything regarding TT2 ‘Pop Tank’ operations- the 
telecommunications, crypto, television channels, pro-
grams, navigation, intelligence gathering, internal net-
working and IT needs.  
 
Organised like the rest of TT day jobs and paying be-
tween 100 and 250u an hour in the tank. Interesting but 
often fraught with real hazards when someone takes a 
pot-shot or tries to ram Pop Tank. 
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Marketeers 
Day job not interesting enough? 
The Cranky Asshole riding your tender newb ass to 
much? 
Then why not get some friends together and go around 
fencing off TT products to the natives in exchange for 
some shiny uni’s and good old fashioned trade? 
Percentile runs are split between the entire team evenly 
and are a percent of the total product moved, so you 
manage to flog off a 1000u pistol, that’s 50u, needless 
to say moving things like a multi-million uni Maser ar-
ray and fire control system could have you in chits and 
bits for some time to come! Sure, lots of people proba-
bly want it, finding people with the readies is another 
thing altogether, the harder you sell, the more money 
you make. Of course there is a bottom line which the 
company simply will not let you sell it for because it 
wouldn’t be making them any money, however a suita-
bly genuine trade adjustment and cash can do the trick. 
Though if you get swindled it might mean a collective 
ass-kicking and a lot of day job work as punishment for 
costing the company a fuck load of money and coming 
back with glass beads and being duped is something any 
good Face will never live down.  
Unless they come up with a better swindle them-
selves… 
 

Ulran Runs (5%) 
These start off easy, flogging off TT gear to the locals 
down on Ulran, you get to meet all kinds of interesting 
and often very annoying people. Normally Admin will 
throw together a team or sometimes friends and associ-
ates want to form their own teams of sales pitchers and 
get given a catalogue and free reign of the town to go 
sell stuff to the traders and other assorted scumbags and 
pirates down there. In terms of safety it’s not to bad, 
about the only real hazard is people not paying or kids 
nicking stuff off the back of the trucks, in which case, 
you have Pork Chops and Headhunters to discourage 
that kind of behaviour. 
Tek Trex will provide vehicles and the merchandise. 
 

Free Markets (10%) 
Tek Trex will loan you a shuttle, ground vehicles and all 
the necessary bits and pieces they want you to sell and 
organise a UU cargo ship you can piggy back a ride on 
to some Independent world and flog it off to the locals. 
This is considerably more adventurous than Ulran Runs 
and frequently a good way to meet all kinds of shady, 
shitty and scary people you probably wish you didn’t. 
Most Indy worlds tend to be ok unless they're complete 
anarchist states in which case Admin wont send you 
there, neither will they be sending you to some place 
that’s liable (at the time) of brewing up into a war 
world. Generally its easy money, sometimes TT will 
also have you pick up a cargo on the way home from 
the same place when you hitch a ride back on the UU 
ship. Don’t miss the flight… you might be there for 
months! 
 
 

Black Markets (20%) 
Sales to people on Suppressor or Rival Company 
worlds, it would be generous to say, this can get a bit 
nasty at times. Putting it bluntly, being dropped in the 
shit up to your neck and having someone throw rocks at 
your head is probably more fun than going to a rival 
controlled world. You drop the ball out here and you're 
literally in a world of shit, TT will provide the gear and 
shuttle along with one of their long range FTL ships to 
drop you off a good distance from the planet. Typically 
a few dozen other teams will be along for the ride and 
you’ll get a rendezvous time to meet them back there at 
a set time. They’ll give you a holler over the radio if 
you're late, wait for as long as they dare risk it but if 
they don’t get an answer you're written off as MIA. Best 
you can hope for is to survive and wait until another 
team turns up or one of the other teams has someone 
that actually cares to come and look. 
Tek Trex do not send greenies on these runs, profits 
however tend to be quite good, even better if you man-
age to rip off a shuttles worth of stolen rival company 
shit to flog off back home! 
 

Privateers (100%) 
Your transportation, your stuff, your arse hanging on 
the line if something goes wrong out there, this is the 
high risk, high profit game for experienced teams. You 
organise everything, from how your getting there, what 
your selling, your own intel and you haul your own hide 
back. The chance to make huge profits selling and steal-
ing things that don’t belong to you though are the kind 
of stuff which will be legendary amongst your peers 
though if you manage to pull off a really hardcore run. 
Places like Mort, Artery, Carsten, New Paris, New Am-
sterdam and so forth are some of the roughest, nastiest 
and vicious places full of all kinds of shit bags. How-
ever those shit bags have money and if you're really 
slick you might make enough to retire on. 
 

Contractors 
Waiting in the wings and depending on what's going 
and who’s available, Tek Trex will give you a holler 
and offer you a bit of work. Mostly this is escort duty 
for a Face and TT team that are off hocking beads and 
shiny things to the natives. Contractors get a cut of the 
teams takings percentile, sometimes this can be good if 
you get a Slick-Willy of a salesmen out there who can 
punt a price, others are dog days where nothing is mov-
ing and then there's shit days where someone starts a 
fight. 
Do a few of these, do a good job though and they'll 
probably pick you up as a full timer, especially if you 
do a good enough job to drag someone's ass out of the 
fire. Tek Trex will look after the running costs for you 
in terms of ammo, armour repairs and any medical fix-
ups you may need. They’ll also sell you their stuff at 
mates rates which is much better than street prices, so 
working as a hired set of hands for Tek Trex is a good a 
deal as you’ll find and they’ll make sure you get paid to 
the last uni. 
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Mercenaries 
Tek Trex by and large are about an 6 on the 1 to 10 
scale of being ‘Squishy’ meaning they don’t have the 
huge armour, huge guns, implants and so on that make 
up a real soldier. TT Contractors are generally only 
about a 4-5 on the Squishy scale as well and no one 
hires one expecting him or her to stop and entire army, 
which doesn’t leave you many options if you're going to 
be flogging off stuff to people that might just instead 
want to ‘take’ it rather than pay for it. If that means 
stepping over your smoking dead corpse to do it, with 
an army, then there's probably not very much you can 
do about it. Fortunately, the Old Lady has a few connec-
tions she can call on however you better be prepared to 
have the readies up front or you don’t get anything. 
Sometimes she arranges them to come along on Free 
Market and Black Market runs as part of the team, 
they're pre-paid and come with their own kit.  
 

Thresher Special Forces mercenaries 
 
When you absolutely, positively have to kill every shit 
bag, fuckwit and dickhead in town to make a sale, or at 
least have someone that can do that as a warning not to 
rip you off in a sale. 
 
Shit bags, Fuckwits and Dickheads know them by rep 
alone. 
 
They know that TH-SF mercenaries will kill them, their 
parents, their kids, their cousin living in the neighbour-
ing suburb, even their pet dog, goldfish and fleas living 
in their carpet. Unfortunately, they cost the earth, espe-
cially for a good one that has a powersuit. Which is just 
the starting line, you can hire Thresher Spec forces in 
either individual operators, duo’s, teams of six, platons, 
entire company’s of 100, reinforced company’s with 
medical and AA support and mechanised Infantry with 
tanks, howitzers and VTOL gunships. 
Which might be all very exciting but it is formidably 
expensive. 
 
They also have Privateers in Spec Forces that have 
ships, ranging from ‘little’ Corvettes, Assault Frigates 
and Destroyers which are full of nasty people like I 
mentioned above and boast enough firepower, speed 
and raw grunt to wipe out anything their own size 
within seconds.  
But then it just becomes nightmarishly expensive. How-
ever, it just depends what you're moving. If its crates of 
pistols and Vito’s then its really not going to make a 
profit, if its an entire orbital defence system or star ship 
weapons and components worth a couple of billion 
uni’s then it’s a serious consideration which in most 
cases unless its private work then Tek Trex will foot the 
bill, accept the smaller bottom line but get a guaranteed 
profit. 
 
 
 
 

Generally 25,000uni a week is the minimum starting 
line for someone that is around 5-6 in most of their 
skills with some big-ass ugly suit of armour like 002 or 
003 with some equally frightening guns and sensor sys-
tems. Elites with skills of around 7-8 and something like 
004 or 005 armour tend to cost about 50,000uni a week 
at the very least. Technical Specialists and Ebb Support 
can cost anywhere between 40-60,000u a week and 
that’s just for one.  
(Remember, these are the guys who at the very least 
start five Red BPN’s and probably a couple of Black 
BPN’s just by being seen! Seeing half a dozen is  
probably cause for someone in SLA to call the militia in 
and have a whole planet in cold sweats...) 
They come with their own armour, guns, ammo and a 
contract is a contract, the mercenary will never, ever 
pull out of a contract, these guys, unlike the people that 
sometimes hire them (ie: Tek Trex moppets) are profes-
sional soldiers. Do not ever cross one, they will wreck 
your shit, take everything you own and make you cry, 
which they are allowed to do if you decide to 
‘renegotiate’ in the field. It’s in their contract, TT un-
derstands it’s in their contract, it’s why you're not al-
lowed to mess with them when they're hired by the Old 
Lady, makes for terrible inter-company relations. Peo-
ple have lost entire worlds to TH-SF Mercs that had 
their employer ‘welch’ on a contract. 
Not paying would be your first mistake 



29 

Joint Operations and Department contracts 
Joint operations often involve some of the larger soft 
companies that will approach Tek Trex for things like 
R&D, patent purchases, production and advertising on 
TTT-TV. This can involve things like escorting film 
crews, making ads, signing contracts and delivery of 
materials. Pay rates tend to be around 1000-2500uni’s a 
day and normally on ‘safe’ places like independent 
worlds, Ulran and so forth, duration can be a couple of 
hours to a couple of months depending on what's got to 
be done. 
 
Riskier Joint-Ops work can often involve a larger power 
like Thresher who might want a Tek Trex Cracker or 
Hoodie to help them liberate some data from SLA or 
Darknight. They’ll also take along anyone else who can 
help out with recon or knows the terrain, local people 
and customs, pay is good and usually around 3-8k per 
day with the added bonus of watching SLA getting their 
anus kicked, plus the opportunity to boost something of 
worth and drag it back. 
 
TTT-TV teams, will get sent out to cover something 
interesting when it happens, normally Thresher will be 
rolling bits as well on the scene and duties can be any-
thing from performing simple interviews, crowd con-
trol, drone ops, cinematography or even making an 
event happen on demand. These range from low-risk to 
war world duty which while it may sound exciting 
really isn’t much fun, pay ranges from 2000 to 20,000u 
depending on the scoop and its value to the company 
may net a bonus if its something really special like 
mooning Mr Slayer at a press conference. 
 
Department contracts in TT are often lucrative, people 
eschewing normal pay or reduced pay to work on a spe-
cial project and a good way of picking up a few patents 
along the way if they design a few components or if 
they're really lucky, designing a complete piece of 
equipment or system. Running it through from the CAD 
diagram to doing the field testing also gives people the 
opportunity to get some serious design experience and 
competition can be quite fierce with lots of people offer-
ing up their portfolios and ideas to score one of these. 
 
Contract Circuit work  
While Tek Trex knows it’s a complete and utter wank 
which is mostly about as believable as modern day 
wrestling, people still get hurt and its kind of fun to 
crash an event with an army of drones, a Fritz or high 

explosives and catching all the C-Killers in compromis-
ing positions or making complete fools of them. TTT-
TV coverage is usually done by drones, which occasion-
ally beat up the SLA and Darknight camera drones do-
ing the coverage, sure its not in the ‘rules’ but TT tends 
to make up the rules as they go and if they get a scoop 
the big channels don’t then TTT-TV gets a massive 
viewer audience and advertising rates can be sold for 
big bucks. 
 
Becoming a contract killer, well that’s a completely  
different story, normally it involves some Cracker com-
ing up with some ridiculously bad-ass drone they can 
trundle around the circuit causing all kinds of mayhem 
and destruction until the CC either shuts it down with 
artillery or calls in the militia to kill it. TT don’t have 
people out there slinging guns as its normally far to dan-
gerous for intelligent people to bother with and getting 
your ass shot off and killed isn’t making for good televi-
sion either. About the closest TT comes to a ‘Contract 
Killer’ is the D-Team, which are a lovely bunch of guys 
and girls, normally Hoodies, the odd Headhunter and 
other shady bastards that look pretty much like the type 
of people who you’d pick last for a team sport. D-Team 
busts into contract killers homes while they're away, 
steals all their stuff, coats everything else in the contents 
of the refrigerator, and busts up anything else they can’t 
carry away. They have also been known to hold for ran-
som, pets, equipment and treasured possessions and 
mockingly lets them know about it on TTT-TV.  
 
It might be low-brow, it might be frequently crude, kind 
of gross and disgusting but D-Team attacks yield some 
of the hugest TV ratings ever as fans of the CK, ene-
mies of the CK and people that just plain hate the CK 
tune in to watch as CK has to perform some stupid 
stunt, pay a lot of money or any other kind of humiliat-
ing activity to get their stuff or pet back. Revenge at-
tacks by the CK’s to get back the D-Teams that pull this 
off are always assured but rarely amount to much more 
than hot air and threats on TV. D-Team simply don’t 
play by the rules, they have no pride and the more vio-
lent and savage the threats the greater the fool who’s 
calling them out appears on TV because there's simply 
nothing they can do about it, the best they can hope for 
is to shut up, swallow their pride and do nothing. 
It’s like flaming on the internet, except with a bigger 
audience and at the end of the day, you just look like an 
ass. 
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Chapter 2  Tech Stuff 

Practiced by anyone who has some kind of technical skill, 
this is the art of taking something perfectly good and out of 
spite of the engineer that made it that way, making it ‘better’. 
The fact some highly qualified, hard working and probably 
very clever engineer spent hours, days or maybe even years 
working on the device to make it reliable does little to  
deter most Tek Trex employees. It is also the art of making 
something broken and working again, a particularly good bit 
of bodging up a broken machine, piece of electronics or  
component might actually make it better. 

There are legends of people who fixed a broken axle with 
nothing more than a battery, piece of iron bar and a couple of 
electrical leads or the guy who could make a zip gun out of a 
piece of tubing, biro and a CAF pistol round.  
However its much easier to use tols. 
Even better, Tek Trex makes some damn fine tols, kits and 
equipment for every occasion, the sales pitch aside, they are a 
very technical company so it’s hardly surprising. There would 
be a riot if someone was selling dodgy gear… 

Jiggering 
“I didn't break it! I just modified it’s operational status!” 

Task Difficulties 
Easy: 11+ Moderate: 13+  Hard: 16+ Very Hard: 19+ 
Roll your Skill Rank +2D10, you get the above you can do the job. 
Easy: 10minutes each success over 11 reduces the time by 1minute 
Moderate: 30minutes, each success over 13 reduces the time by 2minutes 
Hard: 1hour, each success over 16 reduces time by 3minutes 
Very Hard: 2 hours, each success reduces time by 5minutes 
 
Modifiers to the task difficulty number 
Environmental: From bad to horrible +1 to +5 to task modifier 
Tols: From –5 to +5 depending on the right tols, lack of tols, no tols. 
Repair Materials: From –5 to +5 for having either nothing to having a replacement at hand or making do with 
something from another piece of equipment. Needless to say, that equipment you’re scavenging from isn’t going 
to work afterwards. 

Material Quality 
Every company to some degree will say, they have the 
better product, you cant really say otherwise or you’re 
shooting your own salesmen in the shop as no one is 
going to be coming in looking for ‘Cheap and Bad’ 
products. A lot of the cheaper products are also harder 
to fix and frequently have to be fixed a lot more often, 
they use large amounts of hard to fix materials like ce-
ramics and are mass produced by the trillions. Mass 
production in of itself isn’t a bad thing, indeed many 
company’s make a great product that’s mass produced 
but a lot of factors come into play in that production 
which can turn a perfectly good piece of engineering 
into bumf. 
 
 

Materials: Everything is built to a budget, some budgets 
are lower than others. 
Mechanisation: Tols being used, built to the best toler-
ances or the budget 
Management: Some workers simply don’t give a damn, 
some do and some are made to do it all to frequently at 
gunpoint. Some people like Thresher take people out of 
the equation all together. End result is you get what you 
pay for… or steal the best you can lay your hands on. 
This is an over-all coverage of most products a com-
pany produces, some company’s produce mostly junk 
with a bit of really awesome equipment out of left field, 
others consistently produce junk and others are a bit of a 
mix of both or the upper tier of equipment manufactur-
ing which is their niche. 

Darknight:  
+5 to target modifiers for repair 
+4 to target modifiers for modification 
Products are of consistently poor production overall, they work for a period of time and are quite cheap. Once 
they break they're disposable and a new one bought, they do not take to modification well at all as they're already 
pushed to their boundaries. 
SLA:  
+4 to target modifiers for repair 
-4 to target modifiers for modification 
Products of mass production with very poor quality control and materials, designs are quite clever and some com-
panies (BLA, SP etc) are capable of high quality products. Modification however and they are quite adaptable, 
always room for improvement. 
Generic Soft Company:  
+3 to target modifiers for repair 
-1 to target modifiers for modification 
Only saved because most Softies only produce a small amount of products and they tend to be of relatively 
shoddy construction with highly variable quality, most however tend to be able to modified to some degree. 
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Independent World:  
-1 to target modifiers for repair 
+1 to target modifiers for modification 
Most of the larger, independent and industrialised world produce good products for domestic use, exporting to 
much tends to attract the unwanted attention of SLA. While a lot of the designs are antiquated and sometimes 
underpowered they are robust and their simplicity lends them to be easily worked on. 
Tek Trex: 
-3 to target modifiers for repair 
-3 to target modifiers for modification 
Due to a high level of robotic, precision construction and refined design principles TT equipment is easier to work 
on compared to most other manufacturers and its robustness lends itself to being heavily modified. 
Killa Chassis 
-5 to target modifiers for repair 
-3 to target modifiers for modification 
Robust and over-engineered KC suits have been modified ever since the company came to inception in 56SD and 
this linage of professional design and utility has carried on over centuries of finely honed workmanship. 
Thresher: 
Due to the high proprietary amounts of materials, construction techniques the equipment is impossible to work 
with, without Thresher tols and training Engineers have likened it to working on a 1024 layer microchip with 
nothing more than a cold chisel and hammer. 
With Thresher tols and training these drop to a -6/-4 Repair/Mod.  
EX or Export Threhser gear is capable of being worked on with conventional tols and modified with generic gear 
with a -4/-4 Repair/Mod and a popular choice with TT employees. 

Fixing Things 
Firstly, let’s look at what you’re trying to achieve when 
you bust out the tols and go to town on some poor piece 
of kit. Repairs can be split up into two different types 
 

Bodgy and Properly 
Tols, environment and materials affect both of these 
types of fixes, so does time spent on the task making 
sure it’s actually going to work. 
 
Bodgy jobs will hold together temporarily for a limited 
period of time and basically have the machine, weapon, 
vehicle, armour or piece of equipment functional (or 
mostly functional) for at least one use if the person Jig-
gering it manages to get a success on the GM’s elected 
target task difficulty. 
Extra Successes (every +1 over the task difficulty num-
ber) on a Bodge Job mean the thing that just got re-
paired might be good for a ‘she’ll be right’ run to wher-
ever. However the GM might want to roll this out of 
view of the players and just tell them its either, still bro-
ken, going to work or ‘she’ll be right for a few runs yet’ 
and have the wheels fall off later at some cinemato-
graphically inopportune time. 
These kinds of fixes are the bolt a piece of flat metal 

over it and hit something with the arc welder to fill in 
holes types of fixes, they're quick, use whatever is at 
hand and only every meant to be temporary. 
 
Proper jobs are a permanent fix to a problem involve 
either fitting a new part or piece of material which is 
built specifically for the equipment that is broken.  
Such things cost money, however the actual fix is Easy. 
New Replacement components cost = Equipment New 
cost / total ID 
Eg: So a Car worth 10,000u needs 10ID fixed out of its 
total 50ID 
Each ID of that car is worth 10000/50 = 200u, hence 
10ID = 2000u 
Second Hand replacement parts are as a rule between 
70-30% of the new value 
Or, you simply call up some Hoodie mates and pay 
them in beer to steal it. 
Don’t have second hand or new parts available, then 
you’re going to have to make your own out of raw ma-
terials and that takes five times the normal difficulty 
task time and fitting changes from an Easy task to a 
Hard one. 
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Tolkits and Equipment 
Because Tek Trex isn’t about big guns so much, there are quite a lot of quality components out there that they sell 
and make a name for themselves with. 
Attempting a task without the right tols or without tols adds heavily to Jiggering modifiers. 
No tols  +5 Target difficulty roll 
Wrong tols  +3 Target difficulty roll 
Improvised tols  +1 Target difficulty roll 
Most of the specialist kits here and some of the generic ones confer a bonus to repair and modification rolls by 
lowering the target difficulty. 

TT-GP 300 
This rather speedy and slick sounding product is your 
General Purpose Technicians toolkit which is a good 
foundation for building up specialist kits. While it lacks 
the specialist kit for specialist mechanical and electrical 
work and none of the very clever diagnostics and sensor 
suites, it will do the job for most things, even if it does-
n’t contribute a bonus to the user’s skill. 
Cost: 300u  Weight: 5kg 
Contents- Screwdrivers, mallet, chisel, sockets, span-
ners, electric drill, 15amp arc welder, soldering iron, 
solder, fuse wire, 0.25mm to 15mm multi-purpose drill 
bits, multimeter, DC test probe light. 
2 x 1000hr batteries for electronic devices and recharger 
 

TT-GP 1000 
A more substantial tolbox that had a larger variety of 
tols including some proprietary rival company screw-
driver, socket and spanner heads. Assortment of ma-
chine nuts and bolts for general purpose repairs, self-
tapping screws. Fine soldering iron heads and a 25amp 
arc welder. An additional 1000hr battery and a 2kw mi-
cro-plasma torch for brazing and fine cutting work. 
It confers a -1 to the difficulty modifier to Electronics 
and Mechanics Repair rolls 
Cost: 1000u by itself, +600u as an upgrade from the 
TT-GP 300 set 
Weight: 8kg 
 

Electronics Kits 
Grant a bonus to Electronics Repair and Lock Picking 
which includes electronic components as part of its se-
curity systems. 

TT-EM 500 
Entry level Tek Trex field engineers electronics kit 
which confers a -2 to target difficulty rolls. Contains a 
number of advanced pieces of test equipment to meas-
ure gauss fields, electronic voltages between 100,000th 
of a millivolt to 100,000v and up to 30kw. Micro-
tronics soldering iron, 2kw plasma torch and there is 
also a large assortment of basic spares, wire, fuses and 
schematics software for TT equipment. 
Cost 500u  Weight: 3kg 

TT-EM 1000 
This advanced kit has a plethora of specialist test gear, 
proprietary spare parts for a number of rival companies 
gear and schematics software for most standard issue 
rival company designs. Includes a HUD display for soft-
ware and can measure larger gauss fields and current 

strength in the gigawatt range. Overall it confers a -4 to 
target difficulty rolls. 
Cost: 1000u by itself, +400u as an upgrade from the 
TT-EM 500 
Weight: 5kg 
 

Mechanics Kits 
These grant a bonus to Mechanics Repair and Lock 
Picking which includes electronic components as part of 
its security systems. 

TT-MR 500 
A complete and comprehensive toolkit of spanners, 
sockets, wrenches, screwdrivers and a heavy duty set of 
electronic tols. 50amp arc welder, high powered electric 
drill, 10kw plasma torch (does 10ID per phase to first 
thing it hits- Power Weapon skill) and basic electronics 
test equipment. 4 x 1000hr rechargeable batteries and 
charger for the electronic tols 
Confers a -1 to Electronics Repair and a -2 to Mechan-
ics repair difficulty rolls. 
Cost: 500u  Weight: 6kg 

TT-CR 1000 
This is a heavy duty construction toolkit which is suit-
able for working on industrial installations, large vehi-
cle repairs and star ship repairs. Contains all the work-
ings of a TT-MR kit but with larger electronic tols and a 
vast collection of TT and Rival proprietary tols. Has a 
250amp welder, 40kw plasma torch, heavy hammer drill 
and drill bits up to 35mm. 
The TT-CR confers a -4 to target difficulty rolls for Me-
chanics repair. 
Cost: 1000u by itself, +400u as an upgrade to the TT-
MR kit. 
Weight: 15kg 
 

Medical Kits 
Because someone always manages to get hurt 

TT-MPC 500 
This is the baseline paramedical field kit which contains 
a fair variety of emergency treatments for people in the 
form of 10 doses of DC-X, 10 doses of Antibiotics, an 
airhypo with 40 charges of gas, basic surgical kit and 
several metres worth of bandages. 
The TT-MCP confers a -3 to Paramedic and -1 to Sur-
gery target difficulty rolls. 
Cost: 500u  Weight: 2kg 
Refills for the drugs and bandages cost 300u when 
bought from the company. 

Generic Mechanics, Electronics & Field kits 
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TT-FSK 1000 
A complete field surgery kit which has all the contents 
of the MPC500 kit and a variety of skill software pack-
ages for all known species and very detailed guides for 
advanced medicine with a HUD. Standard array of 
emergency surgical tols, chemical tester, blood tester, 
X-Ray viewer, plasma autoclave, portable microscope 
and surgical garb. 
The kit confers a -3 to Paramedic, -4 to Surgery, -2 to 
Forensics target difficulties. 
Cost: 1000u, +400u if bought as an upgrade to the 
MCP, refill costs same. Weight: 5kg 
 

TT-B&E Kit 
A perennial favourite with Hoodies and lowlifes every-
where, the B&E kit contains a massive arsenal of soft-
ware, schematics and HUD for the display of close to 
90% of all rival company security systems, vehicles and 
their electronic and physical components. In addition it 
contains a high tensile ceramic crowbar, laser glass cut-
ter, 2kw plasma torch, lock picks, multimeter, test probe 
and double ended jumper clips. Screwdrivers, chisel, 
rubber mallet, sockets, spanners, small electric drill and 
a plethora of bits and proprietary Rival security specific 
tols. 
The kit confers a -5 to Lock Picking difficulty targets 
Cost: 1100u  Weight 5kg 
 

TT-A&A kit 
This specialist armourers kit has a massive amount of 
weapons and armour schematics and blueprints on its 
database of TT and Rival weapons, armour and support 
weapons. It includes a weapons maintenance kit, vibro 
and conventional weapon sharpening stones, the con-
tents of the TT-GP300 kit and crucibles for the heating 
of ceramic powders, metals and a heavy duty 10kw 
plasma blowtorch. 
There is 100ID worth of ceramic armour repair powder 
and miscellaneous firing pin blanks and other general 
spare parts for servos. 
The kit confers a -5 to Armour Repair, Weapons Main-
tain and Weapons Repair difficulty targets 
Cost: 1200u  Weight: 9kg 
Refills of Ceramic Bead repair material cost 3u for 1ID 
worth of powder. 
 

TT-DDM kit 
This demolitions and disposal kit is a basic mix of me-
chanical repair, electronics repair and database with lit-
erally thousands of different types of commonly avail-
able explosives and a chemical tester. 
While the kit itself doesn’t contain any high explosive, 
it does have a large assortment of timer, radio remote 
and wire detonators (x30) and a comprehensive cook-
book for the manufacture of simple explosives with 
commonly available materials. 
The kit confers a -4 to Demolitions, Demolitions Dis-
posal difficulty targets. 
Cost: 1000u  Weight: 3kg 
Refills of detonators cost 300u 
 

TT-SWW kit 
Single person survival kit which includes an electric 
water purifier, weeks worth of rations, bandage, One-
shot of kickstart, 10 shots of antibiotics, 3m tarp, ther-
mal blanket, small electric hotplate, multi-purpose 
knife, cigarette lighter and a 2light year 1000hr Tetra-
Band signal locator. 
Handy if you intend to get lost at least once in your life. 
-3 to Survival difficulty targets after the supplies run 
out. 
Cost: 150u  Weight: 1kg 
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Tek Trex where the first to move out of and away from 
the SLA Binary-Analogue-Digital computer machine 
code and software on their own initiative. BAD-C sys-
tems where good in that they where simple, had a wide 
variety of uses which where easy to implement into in-
dustrial uses. By far the biggest drawbacks though with 
BAD-C systems are the fact that signal noise and inte-
gral non-linearity caused by imperfections or even just 
the background noise of the industrialised universe be-
gan creeping in between every interrupt the CPU proc-
essed.  
 
Quantization and Aperture errors (also called Q&-A by 
engineers, because they cause questions and very rarely 
answers), as small as they where of only about 
0.000,0004% didn’t affect much in the smaller scheme 
of things but after a few trillion calculations those errors 
soon became massive numbers. Tek Trex knew the 
damage this used to cause SLA annually, literally tril-
lions of credits went missing, hundreds of millions of 
tons of raw materials, food, people, unemployment pay-
ments of even some wages literally slide into the ether 
and no one, probably not even SLA knows this. 
What Tek Trex did to get rid of this was not to building 
massive EM shields or even to try and expensively and 
pointlessly try to eliminate material imperfections was 
simply to change the architecture. Analogue-Digital-
Conversion (ADC) tok the standard 2 channel BAD-C 
signal architecture and made it a lot more complicated, 
the Tek Trex Hexadecimal Analogue or HEX-A sys-
tems as they where known. Ran the first ‘Base-16’ Bi-
nary Analogue-Digital conversions and got the Q&-A 
errors down to 0.000,000,000,000,000,4% by using 
16x16 different channels running on different sine wave 
signal frequencies next to each other, over sampling 
each others data and using signal anti-aliasing to put it 
all back together with such a low margin for error it was 
deemed perfect. 
 
More importantly, it was 128 times faster. 
 
Which meant Tek Trex could operate faster, fire more 
into the same architecture space that previous equip-
ment could occupy, it could have wiped out hunger, 
material shortages and a huge amount of other ‘non-
human’ problems that the universe suffered. But no one 
was interested, they where perfectly happy with soft-
ware and machine code that was occasionally prone to 
crash, made errors on a universal scale as it was simply 
to expensive to covert all the BAD-C stuff over. That 
didn’t bother TT one bit, if no one was wanting to buy 
it, then that just meant it would keep the riff-raff out of 
the computer business and regardless, it was perfect for 
what they wanted to do, which was create AI’s and ma-
chines beyond anything the WOP had seen before. 
Then, they hit their first stumbling block. 
Thresher had their own proprietary machine code and 
software, it was called Decadecimal-Digital (Triple D) 
and was already fully integrated into everything that 
company produced! As well as being literally light 
years ahead of even HEX-A, impossibly perfect and 

immensely more powerful, it was well beyond the com-
prehension of TT engineers and crackers. What's more, 
they had to make the patented Tetra-Band signals which 
would carry TTT-TV to the universe able to talk with 
Thresher Triple D and HEX-A. It was the first humbling 
experience for Tek Trex as Thresher sent in one of their 
dreaded X-13+ grade engineers to take over the TTT-
TV ‘Multiplexer Problem’ of making the two systems 
talk to one another.  
 
She solved it in less than a month and is still something 
of an enigma to Tek Trex crackers but is reputedly, ac-
cording to the rumours they talked of with other 
Thresher employees, the same ‘Omega-Hacker’. The 
legendary software engineer that infected over 90% of 
Darknight’s communications networks, computers with 
the ‘Sliepnir’ denial of service virus and allowed the 
nuclear strike bombers to get through and annihilate 
Carsten and a dozen other Darknight worlds in a 
Nanowarfare and Nuclear assault that very nearly wiped 
the company out in the early 800’s. Tremors from that 
attack are still being felt as the Nanowarfare agents 
slaughtered over 300 million other people as the in-
fected survivors ended up on SLA planets.  
 
Sliepnir was also another damn good reason TT figured 
to get out of the BAD-C game, it is still rampaging 
through the occasional SLA and Darknight network in-
termittently and wiping entire planets back to the early 
industrial age, it literally ‘kills’ circuits by having them-
selves overload their power supplies and cooks them.  
What TT, DN and SLA are still unaware of is that 
Sliepnir is actually two virus’s that work in conjunction, 
but that’s a military secret for another day. 
Electronic warfare in the universe is a very powerful 
thing, it can stop a navy dead in its tracks, send civilisa-
tions back to the industrial age and mean millions can 
go without food, pay, medicine and die from depriva-
tions as their entire electronic life support goes off.  
 
Tek Trex learned a lot from Thresher in this regard, they 
realise the true power in corporate warfare is informa-
tion and not a gun, they could give their employees a 
gun an a hundred rounds. Maybe same said employee 
could kill a few dozen Rival employees, probably none 
of them of any real importance and get themselves 
killed in the process for no appreciable gain.  
Give a Tek Trex employee a computer, education and 
root access to Rival networks and he’ll wipe them off 
the system. 
 
Literally 
 
In a universe as big as SLA’s where they have trillions 
of systems, and millions of galaxies, you wipe one of 
them off the electronic record books and it’ll only last 
as long someone remembers it, if they look it up it does-
n’t exist. No navigation details, no pay checks, no im-
ports or exports, it simply ceases to exist as far as the 
company is concerned. Of course, to get root access one 
must first dock their computer locally to a Station 

Computers 
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Analysis hub and that isn’t impossible, just highly im-
probable as SLA isn’t as stupid as to let anyone wander 
into one of them. Every TT Cracker dreams of Root 
Access to SLA networks, it’s the equivalent of winning 
a multi-trillion uni lottery and becoming a living legend. 
Many have tried, all have died it remains a poisonous 
and elusive light, dragging many in like moths to a can-
dle. 

It is also the reason why SLA is so heavily dependant 
on the Certified Fax system to issue pay, orders and re-
cord critical data. Meaning at least there's a hardcopy 
somewhere, even if it does turn SLA bureaucracy into 
the largest, slowest and phenomenally annoying thing in 
the entire universe for anyone to deal with, which in its 
own way warms the hearts of Crackers. 

TT Machinehead 16.440 
 
Considered the benchmark against anything since or before, the Machinehead was the first commercially available 
‘Combat Deck’ produced by Tek Trex for sale to employees. While it doesn’t have the large memory capacity of 
some of the newer models there is ample for most users and featured the first high speed I/O neural interface seen 
on a computer outside of Thresher since the conflict wars. 
What really made the Machinehead the computer it was is the integral HEX-A, BAD-C multiplexer which con-
verted both machine codes without complicated software as it was all based in the multiplexers ECU. This let us-
ers plug straight into any BAD-C device and access it without any loss of processing power from the primary 
CPU’s making it phenomenally fast compared to anything SLA or DN has. 
 
Cost: 1500u   Weight: 1.3kg 
Features integral HEX-A/BAD-C multiplexer signal converter, cybernetic neural interface and ten I/O uplink 
ports. Waterproof to a depth of 25metres and a triple density HID 3000x1500m fold out display and 10,000hr re-
chargeable battery. 
Grants a -1 to Computer Subterfuge and -2 to Computer Use difficulty tasks 
 

TT Power Slave 64.Peta4 
 
While retaining the proprietary architecture of the smaller and much more compact Machine Head. The Power 
Slave was a step up in raw processing power and storage as a dedicated design workstation and hub for wireless 
transmission. With four parallel processors, solid state memory capsules which could hold 1000 times more infor-
mation than the Machinehead it soon found its way into practically every facet of the company infrastructure. 
From running the automated factories to navigation computers on TT shuttles and forming the first step into the 
local ‘node’ free-web that Tek Trex set up on Ulran for assisting with trade and advertising. This in of itself was 
seen as extremely generous by the Ulran Union and they proceeded to buy a number of larger machines off TT for 
the purposes of managing their own accounts for 47billion uni’s which really helped get the beleaguered company 
off the ground at the time. The Power Slave might not be the flashiest ‘brick’ around but the fact that it’s still used 
by most anyone who can afford one is proof enough of its robust design which has been used as the basis for more 
powerful computers. 
 
Cost: 4500u   Weight: 8kg  PV:5 ID:10 
Features integral Tetra-Band WAN radio unit with over 2light year range, cybernetic neural interface and 1020 I/
O ports. Comes in a water proof (25m) black anodised aluminium briefcase with 25,000hr rechargeable battery 
and ceramic armour. 
Grants a -1 to Computer Subterfuge and -4 to Computer Use difficulty tasks 
 

TT Delta Nine.256 X16 
 
A complicated machine which has very little applications for average computer users due to its emphasis on proc-
essing speed and a complete neural interface with no conventional external peripherals. What is can do and do 
better than any other Tek Trex computer is parallel processing multiple tasks and programs all at once and the 
ability to crunch numbers faster and better with nil error. However it does take a lot of getting used to and a firm 
foundation on HEX-A code, in short, it will turn a good operator into an excellent one and a bad one into some-
thing next to useless. 
It is literally a solid block of marbled black ceramic which has gold fitting and elegantly simple in its minimalist 
design, modifying it and its banks of CPU’s is a formidably hard task though it will accept standard ‘plug-ins.’ 
 
Cost: 10,000u   Weight: 3kg  PV: 10 ID: 10 
Features cybernetic neural interface and 60 I/O ports, Waterproof to 50metres and a 5000hr rechargeable battery. 
For users with 6 Ranks in Computer Use and Computer subterfuge it will grant a -4 to both C-Use and C-
Subterfuge difficulty tasks, anyone with less than 6 Ranks gets a +3 to each difficulty task. 
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TT-MUX60 HEX-A/BAD-C Signal Multiplexer 
Full duplex signal converter that allows HEX-A to talk 
to BAD-C systems and vice versa , essential for con-
necting to SLA or DN computers and machines. 
Cost: 100u   Weight: 500gm 
Occupies 4 I/O ports 
 

TT-P1000 Peta-Dump 
A solid state data dump that holds massive amounts of 
raw data, each P1000 can hold the equivalent of a SLA 
mainframe computer’s data banks. 
Cost: 400u   Weight: 4kg  PV: 10
  ID: 10 
Occupies 2 I/O ports 
 

TT-TX/RX2 Tetra-Band Radio 
Full, transmit and receive radio unit that can be used to 
communicate with other Tetra-Band radios, also in-
cludes the antenna which is good for up to 20light year 
range and 95,000 available frequencies. 
Cost: 1000u   Weight: 2kg 
Occupies 2 I/O ports 
 

TT-Multipoint Pin-Out kit 
Normally attached to the multiplexer or off the I/O ports 
this collection of pin-outs lets the user plug into more or 
less anything and everything. Includes stock TT, SLA 
and DN standardised and proprietary interface plugs and 
pins as well as a collection of others which can be used 
to ‘jigger’ anything else. 
Cost: 300u   Weight: 1kg case, individual 
components weigh less 
Occupies the MUX60 I/O ports or 1 computer I/O port 
for interfacing with TT gear, can be used to connect to 
rival equipment, computers and vehicles. 
 

TT-Super Cat 16 Cables 
Ultra low resistance superconductor cables with mas-
sive amounts of shielding and heavy duty waterproof 
coating. For running longer connections to other periph-
erals. 
Cost:100u per 100 metres  Weight: 2kg for a 
roll of 100m 
 

TT-HID900 Splat-Screen 
Ultra high resolution screen which is 900x450mm, rolls 
up to store in an aluminium tube which can also double 
as the screen’s free standing stand. 
Cost: 100u    Weight: 500gm 
Occupies 1 I/O port 
 

TT-Click K Keyboard 
Fully customisable, old fashioned keyboard that can 
have its 165 keys altered by the user for any number of 
different languages and symbols. 
Cost: 50u    Weight: 0.25kg 
Occupies 1 I/O port 
 
 
 
 

TT-Bee AV Camera 
Small handheld camera the size of a soft drink can that 
can be connected directly to the computer or used as an 
independent unit, hooked up to a TX/RX2 Tetra-Band 
radio to stream footage back to the data-dump. 
Cost: 400u    Weight: 1kg 
Occupies 1 I/O port, features 300x electronic zoom and 
IR/UV vision and 10,000hr battery which can be re-
charged. 
 

TT-AE AV camera 
A budget camera with 20x electric zoom, 20,000km 
Tetra-Band radio (95,000 frequencies), IR/UV vision 
and 500hr battery. Often used as a remote security cam-
era, attached to a drone or squad mate for recon or for 
spying. They are the size of a box of matches. 
Cost: 300u for 10   Weight: 50gms each 
Occupies one IO port or uses the TX/RX2 Tetra-Band 
radio 
 

EMP Shielding 
For stopping the computer and its attached peripherals 
from being burnt out by electrical or magnetic pulse 
attacks. Also stops those people connected to the com-
puter from feedback directly to their brain if they're 
connected via a neural interface, which at the very least 
can be unhealthy. 
Cost: 150u 
 

Baud Boomers 
A comparatively cheap peripheral with exceptionally 
good quality superconductors and in-line signal proces-
sors that increases the response time for those with a 
neural interface to react quicker while logged into a 
computer with a direct connection. Occupies a few more 
I/O ports and is a vast step up in the way the user feels 
in terms of interacting with their machine. 
Cost: 1500u each   Weight: 200gms each 
Occupies an additional I/O port, up to five can be con-
nected in parallel to one another and each Boomer gives 
+1 to the user’s initiative stat. Only for interface only, 
doesn’t increase physical ability to react faster. 

Computer Accessories and Mods 

...ebons only get it half right. They want the knowl-
edge but they just dunno how to get it or end up 
chasing fairy tales and rumours with their ebb shit. 
Computers, computers are the shit,  everything any-
one ever needed to know was jotted down some 
where if it was worth keeping on some database.  
All you need to do is actually go get it, in two  
minutes in a SLA database you can make more than 
10 years doing honest labour and know more than 
you’d learn in a lifetime fucking around with old 
musty tomes and getting shot at.  
Fuck getting shot at for a living! 
Getting shot at is for fucking mugs, me, I’m gunna 
live forever, getting rich, lazy and more handfuls of 
ass than anyone should have a right to. 
 

Eraser TT 
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Evolution of the man-machine interface 
SLA for many years lead the charge of man-machine 
interfaces with the simple, yet highly effective Immer-
sion Suits which where a tight fitting, bulky and phe-
nomenally expensive machine which had a set of even 
more insanely high-order ebb glyphs on the helmet 
which allowed for communication to the ‘Hub’ and then 
into the network. This was since its inception in the late 
120’s considered SOTA as far as man-machine inter-
faces went and while it sacrificed the raw speed of run-
ning straight off the bat brain interfaces, anyone could 
use it. Ebbs, biogenetics, humans, shaktars and wraith-
raiders all enjoyed equal access to the SLA-NET and its 
freedom of action. 
For ten or so years it was used mostly as a training aid 
to process operatives quicker and used the persons 
physical attributes to move around the networks as they 
where suspended in an artificial gravity chamber. Being 
one of SLA’s most prized and highly regulated tech-
nologies which where only leased to select sub-
companies that jealously guarded and made stupid 
amounts of money from contracting it out to the have-
nots. 
 
Spin-offs like the Helping-Hand-HUD unit which al-
lowed people to navigate on a virtual hub by wearing a 
set of gloves greatly increased productivity and where 
produced by a small company called Maxos Entertain-
ment in 230SD. Being cheaper, simpler and able to be 
applied to more utility tasks like orienting a robot manu-
ally, mechanical and engineering diagnostics, having 
done away with the expensive ebb-glyphs of the immer-
sion suits and the large chambers the small company 
began to truly boom. Given that the HHH sets are still 
used, more or less unchanged in 700 or so years it was a 
testament to their design and the fact that the company 
was bought out by FEN for a massive amount of money 
it put the Immersion technology into a back seat. HHH 
increased productivity by about 30% and cost a few 
hundred credits, Immersion increased productivity by 
about 300% but cost several million credits, needless to 
say, the Immersion technology was dumped by pretty 
much everyone in favour of HHH.  
Except for three uses. 
 
Station Analysis Net-Ops and Finance Chip Voyeurs 
employees still use the Immersion technology for secu-
rity purposes to enforce SLA network security and are 
able to pounce on a word, phrase or action with super-
natural speed compared to the HHH users. 
 
Operative training, by rigorous and often exhausting use 
of the Immersion suits in training operatives, Meny was 
able to cut down on the sheer amount of time it tok to 
train their employees. IS tech was first deployed in 
128SD to churn out an employee in half the time it tok 
with conventional means, the veracity and method is no 
longer debated in training as it has been around for so 
long and cuts down on massive overhead costs in terms 
of materials. 
 
 

Entertainment, Millennium Games Inc had managed to 
keep there IS licence intact by helping to design the op-
erative training methods and further support refinement 
of the software. While they didn’t get to touch any of 
the super-secret stuff that Station used, they decided to 
expand ‘elsewhere’ with a few modifications to the IS 
suits. Notably, the virtual pornography industry which 
catered to not just the curious but the wealthy, jaded and 
in a lot of cases, truly perverted where they could act 
out all their desires and not be bother the more conven-
tional people by doing it in public with a partner(s). 
Such things have and always will be the prevue of the 
super rich, powerful and privileged, as a result, very few 
people of SCL11 grade apart from the very successful 
amongst them actually gain access to one in Uptown 
Mort and some other select capital cities around the uni-
verse. 
 
While HHH interface systems where considered to be a 
step back in terms of technology and enlightenment, IS 
was simply to expensive to be of widespread use and 
given over 85% of the SLA company employees still 
use conventional laptops, desktop to do their work at the 
office and in the field, it does the job. However in 
328SD, Station Analysis Net-Ops discovered they 
where not the fastest animal on the block anymore and 
after centuries of having the luxury of pushing around 
‘snails and lusers’ as the where called got a wake up 
call. 
 
The ‘Rape of Net Zero’ is not documented anywhere in 
SLA archives, to even know about it will get you a D-
Notice unless you work for IA, Station Analysis or 
Head Office. It started small, unauthorised access to 
public terminals which where quickly blocked which 
wasn’t unusual, little did they know, they where being 
watched from afar by an alien race of beings that had sat 
quietly to one side and had spent centuries, waiting, cal-
culating and plotting the downfall of SLA-NET. With 
vastly more powerful computers, intelligence boosted 
by selective eugenics, implants and their own rigorous 
training methods SLA soon had themselves a battlefield 
which they had never expected to be assaulted on.  
 
Thresher had arrived. 
 
Like a marine predator which waits on the ocean floor 
they watched as a Net-Op would plug a port as soon as 
it detected an unauthorised access and had spent the 
better part of a year wiggling their bait, have the Net-Op 
bite and after awhile it just became a part of the job. 
Rather than pick somewhere difficult like Mort which 
had formidable space defences, millions of operatives, 
billions of soldiers they circled around to another planet. 
New Amsterdam, much easier to get to, a lot less secu-
rity and most importantly it was a HUB site, one of the 
SLA-NET’s redundant switches on a critical location 
which could absorb extra traffic, store backup informa-
tion and there where thousands of critical HUB sites 
scattered around for the very same purpose. This one 
however had an under-strength Net-Ops deployment of 
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only five and was considered merely a space port and 
den of iniquity which the only real threat came from 
much more mundane sources like organised crime and 
drugs. While it did have a full strength FC-Voyeur de-
ployment, they didn’t have Root Access like the Net-
Ops and as a result of no use to defence. The little wig-
gling worm of ‘unauthorised access’ began pinging 
away on a thousand other HUB sites and soon began 
pulling Net-Ops out of their local deployments to assist, 
once all the New Amsterdam ones where off stamping 
out spot fires across the universe the Thresher hackers 
struck. Surging through the lower level defences on 
faked ID’s which might have been picked up by the lo-
cal Net-Ops they soon gained access and stripping down 
data out of the SCL11 areas, which wasn’t noticed at all 
and made up 40% of SLA’s total databases. SCL10 
through to 5 was next, the shark tipped off a few D-
Notices on the way through but nothing to warrant an 
operator slipping by and they settled in to wait, forging 
and cracking new SCL access permits. 
The Net-Ops where being ground down and after 
10hours there was the shift change and the Shark surged 
forward again gobbling up information and made it to 
SCL2 access before lying in wait for a little longer 
while the loyal and ever vigilant Net-Ops went back to 
work battling their unauthorised accesses. Now firmly 
entrenched in the network as SCL2’s and legitimately 
being there they gobbled up the remaining data that they 
had missed on the first pass of SCL10 through 5 while 
their best and brightest where waiting for things to calm 
down. 
 
Teams of assassins stole the identities of the morning 
shift net-ops and grafted their flesh over Kreig 108 cy-
bernetic chassis and turned up to work the next day, 
logged on and shut down all access to New Amsterdam 
HUB under the pretext of network maintenance as they 
convinced the other Net-Ops that the UA logins they 
where stamping out where merely a Darknight, low-
level virus. Presented their evidence and where given 
permission to vaccinate SLA-NET from Head Office. 
Head Office gave permission for the other Net-Ops 
around the universe to do the same and indeed there was 
a VENT worm in the works which was a pale shadow of 
the real VENT and much easier to deal with.  
 
In isolation they opened the taps. 
 
They stole at best guess as far as anyone in Thresher has 
divulged, 99.978% of SLA’s entire database in ten 
hours and walked out after releasing their own equiva-
lent of a virtual-nuke, a sub-routine in the IS suits soft-
ware which would shut down the Net-Ops in their IS 
chambers for ‘cleaning’, turn off the life support and 
leave them to die in the cold, airless void. As if that 
wasn’t bad enough with 50% of their net security dead 
and the other shift turning up and faced with the grisly 
task of emptying the mess in the IS chambers the survi-
vors where hopelessly overwhelmed by repeated, con-
tinuous Thresher network assaults that caused immense 
chaos all over the world of progress. TV stations shut 

down, wrong information sent, HHH users choking 
themselves to death, fold-navigation co-ordinates 
changed and eventually faced with the prospect of los-
ing control over everything SLA-NET was shut down 
into a crippling stand-by mode as they reloaded every 
single server in the company and suffered the indignity 
of three full days of savage physical assaults as 
Thresher launched nukes into SLA cities on planets be-
reft of defences and a navy that couldn’t find its own 
arsehole, let alone an enemy. 
 
Had Thresher 50% more ships they might have perma-
nently crippled SLA, as it was the stories of neural-
imprinted ghosts in the network from dead Net-Ops and 
terrible super-hackers that where faster than they could 
even think to respond to had Station Analysis running 
scared. It tok a full ten years to resecure SLA-NET to its 
present, mostly impregnable self. Access heavily re-
stricted on everything, security tighter than a fishes ass 
and Net-Ops with Darkfinder bodyguards, nothing 
would ever be the same though. 
SLA had met the 1st generation of Man-Machine Inter-
face whereas they thought they had invented it with Im-
mersion Suits. 
 
The Neural Interface 
 
With access to fairly much all of SLA’s deepest, dirtiest 
and naughty secrets bar a couple, Thresher thrived and 
made hay while the sun shined, even now the lingering 
effects are still being felt centuries after. While ITSS-8 
in Thresher, their own Net-Ops know SLA better than 
SLA knows itself, they never let on what they did, 
scrubbed their access records before leaving and are 
quite selective with what they release over the years. 
Had Darknight managed the same thing with her larger 
navy, more employees and even if Thresher had done 
the deed in the 800’s when they where bigger and ug-
lier, SLA would cease to exist. Computing power and 
information are real weapons and probably one of the 
few ‘weak’ spots a company like SLA has, the prover-
bial jugular which if cut will let a company, even one as 
big as SLA bleed out, messily and quickly. 
 
In 828SD, five hundred years after the Rape of Net Zero 
a young engineer called Depetris De’Mar filed a patent 
after she finished her engineering course at Meny and 
was looking to make her way in the world as a success-
ful employee. SLA liked what Miss De’Mar had de-
signed, a biogenetic brain with a simple, crude and 
somewhat rudimentary neural interface that could do all 
the housekeeping that a Net-Op normally did and 
tended to keep them from doing something useful. The 
patent was sold to Karma for enough credits to either 
have Miss De’Mar and her successive generations roll-
ing in luxury for the next 300 years, but instead she was 
offered a chance to found her own sub-company in 
Thresher called Tek Trex. Karma had more or less the 
whole biogenetics scene wrapped up and was quite 
happy snaffling up any new inventions which came 
along, Depetris wanted to make a name for herself 
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though. Not just as a designer but a world-changer, a 
luminary who would go down in the history books like 
other luminaries of medical design.  
Cybernetics was slow to take off and their use had al-
ways been ‘small’ and restricted within SLA to elite 
military units, specialist applications and it was an up-
hill battle to get them on the market with Karma watch-
ing and not impressed by the competition. Her neural 
interfaces never made it to production as Station Analy-
sis black banned them from being tested live and pulled 
some very heavy influence from up top and the 830SD 
was a loss for Tek Trex. 
It was also a change of direction and heart for the young 
engineer who tok out ‘insurance’ elsewhere to get her 

projects used. Eventually after fifty years of slugging it 
out on the SLA’s closed markets and managing to 
scrape by, SLA industries forced Tek Trex’s hand to 
shut their doors and opened up for themselves a small 
pocket of trouble they probably wished they hadn’t in 
the process. 

TT C885N ‘Eraserhead’ Neural interface 
Considering the technology that was used in the construction of the Eraserhead it is a small marvel of engineering, 
rivalling the early works of Nakasone’s own neural interface tech of the 100’s. So called because of the slab of 
grey ceramic which fits in behind the implanted individuals left ear that looks like a pencil eraser about 40mm 
long, the C885N was revolutionary in two ways. The magnetic pads built into the ceramic where capable of in-
ducing current in superconductors and hence did away with the plugs of early interfaces and its baud rate allowed 
for even higher speeds than ever before which are on par with Thresher devices. 
Aside from a small number of soft-ware upgrades the firmware has remained as is for now and forms a basis for 
all other TT implant tech in its neural connectivity. 
Cost: 9000u 
 
Allows the user to connect via a firmware connection to any machine that has a corresponding interface, com-
puters, vehicles, firearms and spaceships. 
User has the initiative of their DIA score which is worked out the same way that DEX is used to determine phases 
where a person can act, (not physical ones) when connected to machines. 
It does however grant a free action to use a machine by thought alone-  
Pilot and drive skills, remote turrets, computer use/subterfuge, drug injectors, communications- both verbal and 
written, eject a magazine, turn on/off a sensor etc 
Increases Computer Use and Computer Subterfuge productivity by a factor of 10x (reduces time by a factor of 10) 
and a flat bonus of +5 to DIA based initiative. 

Computer Use 
This skill is the ability to use programs and run them effectively efficiently and it also covers other high tech de-
vices like radios, encryption, sensor systems, Electronic Countermeasures (ECM) and cloaking devices on vehi-
cles, armour and drones. A lot of high tech gear requires this to simply get the proverbial wheels turning or deci-
pher how to use a particularly alien piece of equipment in conjunction with other skills. 
 

Computer Subterfuge 
This is the ability to hack networks, transmissions, computer systems, the actual writing of software, viruses, de-
cryption of signals and codes, jamming radio transmissions and enemy sensor systems and use of Electronic 
Counter-Countermeasures (ECCM) on a machine such as a vehicle, armour or drones allowing them to defeat 
ECM or cloaking devices. 
 

Support Skills 
Two Ranks of a Science skill like Mathematics, Chemistry, Biology may also give a +1 bonus to Computer Use 
and Computer Subterfuge tasks. 
Mathematics is handy for Encryptions, Radios, Triangulations, trajectories and measurements. 
Chemistry and computer use is handy for tasks that involve industrial components, machines, batteries and envi-
ronmental analysis of atmospheres and objects to determine their compositions. 
Biology is handy for biogenetics-cybernetic machine interfaces, biometric log ins determining heat sources, traces 
and behaviour of people, animals, plants and aliens. 
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Some of the greatest computer hackers and software 
developers in the whole universe work for Tek Trex, 
there are literally people in the company who have 
looked into that abyss and seen the deepest, darkest and 
depraved secrets of SLA, Darknight and thousands of 
other company’s databases, research and activities.  
Some do it for the curiosity 
Some do it for the thrill 
Some do it for the art itself 
And some do it for revenge 
 
They are definitely a breed-apart from other employees, 
even amongst themselves Crackers are often extremely 
private, reclusive and haunted people who have seen 
and know to much. Pick off the scab which is the popu-
lar veneer and look at the wound which underlies many 
huge companies and there are things fair and foul out 
there that can be extremely psychologically disturbing. 
Things no person should ever want to see, to know and 
while most people who walk the streets day in, day out 
and do their menial work, trudging to the factory all the 
way up to the high flying corporate and as low down as 
the 12th generation unemployed all know this to some 
degree. 
 
SLA will even tell them.  
Don’t rock the boat and don’t go looking to hard for the 
truth. 
 
Watch TV, don’t cause trouble and keep buying our 
drugs, drink and gear, heck, buy a gun if you feel you 
need to empower yourself somehow. Even SLA’s 
white-knights, defenders of the realm who achieve he-
roic acts on TV all the time are nothing more than can-
non fodder, they don’t know anything. If they do know 
anything they soon learn to shut the fuck up or be shut 
down because they're just a guy with some armour, a 
gun and some drugs. No one with a gun and some ar-
mour genuinely changes much around them, they cause 
some immediate misery, death and keep walking and 
quite rightly the people who do have something to hide 
don’t fear the man with a gun. 
 
They fear the one who knows something. 
 
SLA and Darknight don’t want the universe to know the 
terrible things they do to maintain their stranglehold on 
the Joe Average’s of the universe, because if Joe Aver-
age even knew the half of the shit they get away with 

he’d be up in arms. Its one thing to have just one angry 
man with a gun, another thing all together to have sev-
eral trillion of them pissed off with you, these big com-
panies know that at any time Joe Average and the tril-
lions of others could simply turf them out and all it 
needs is enough of a reason and there's plenty of dirty 
reasons that they don’t need being let loose into public 
knowledge. 
 
High ideals and revolution aside, knowledge is power, 
real power which will sink someone, change history and 
bring about massive social change, or it can simply be a 
means to making yourself rich, secure or winning a war. 
The days of the big cracker assaults have faded into his-
tory sometimes, the last big one by the ‘Omega’ where 
Darknight’s defence grid and infrastructure was torn to 
pieces was close to a hundred years ago. Rape of Net 
Zero was over five hundred odd years ago, VENT was 
released over seven hundred years ago and there hasn’t 
been many since because the big three got wise to the 
fact it could ruin them and tightened up their security 
which made it harder for things like that to happen. 
If you can think of the cleverest ways to pick that scab 
of security off and get access to a big company like 
SLA or Darknight, become famous and own some 
bitches with your elite skills, then think again. That scab 
of security is metaphorically about ten kilometres thick, 
it can bounce a 100 megaton nuke and feel nothing, a 
Richter 9 earthquake is a faint vibration, but most im-
portantly, its been done before. 
However, while the system and its networks might be 
infallible, people aren’t and living memory is a surpris-
ingly short thing so provided you can cook up a suitably 
clever and cunning plan, you might just get away with 
bits of it. The trick is getting underneath that thick layer 
of heavily patrolled security, either physically, guile or 
using the human weaknesses of bribes, inattention, na-
ivety and stupidity, all of which are in plentiful supply if 
you know where to look and who to look for. Wireless 
transmission is another way, if you're not tough enough 
to get in there yourself, attach a remote jack to a drone 
or a deck one of the tougher guys can plug in on-site 
and start leaching and ripping away. Trojans, viruses, 
key loggers and encryption intercepts are also another 
way, either hidden in files, hardware or some other way 
to use peoples own predilections are also old, tried and 
tested ways. 

CRACKER 
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Often this is hard to crack from the outside and some-
times requires a small breach to be made physically to 
get a connection to the security computers, most secu-
rity networks rely very heavily on computers simply for 
economic reasons. They're cheap to set up and maintain 
and you don’t have to have someone paying attention to 
them, most onsite security persons don’t always pay 
attention to their cameras and camera systems can be 
fooled by putting in a loop. IR, tremble sensors and 
switch alarms can also be disabled once the cracker has 
made it underneath the security systems own passwords 
and then forces on the ground can penetrate to achieve 
an objective. This kind of work is fairly common for the 
cracker, though some may be tougher than others. 
 
Easy (11+) Task Difficulties 
Low level factory or private security systems with mini-
mal defence like passwords or biometric log on control. 
Frequently however they do tend to bury critical control 
systems like computers that govern the sensors some-
where offline and not easy to gain access to. 
 
Moderate (14+) Task Difficulties 
Large firms that keep a heavy handed approach to secu-
rity, often things like transport companies, freight stor-
age and offices use these, they aren’t much different to 
the ‘Easy’ tasks but their computers tend to be more 
complicated. 
 
Hard (16+) Task Difficulties 
Military bases, security firms themselves and other hard 
targets that rely also on a lot of physical man power to 
back them up, while they might have a half decent secu-
rity force, it isn’t much good to them if they don’t know 
they’ve been attacked. The other nice thing is they tend 
to be looking after a lot of lesser areas under their wing 
as a monitoring station which can lead to secondary tar-
gets of opportunity. 
 
Very Difficult (18+) Task Difficulties 
Valuable military, economic and industrial targets often 
make use of extensive and complicated security systems 
that also contain data of value for secondary targets and 
data itself of the work being done there. While it isn’t 
ultra-sensitive data, it is often valuable and worth some-
thing in of itself. 
 
Hardened (20+) Task Difficulties 
The super-secure and highly valuable facilities that use 
a lot of active Net-Ops to police their security along 
with layers of passwords, biometric ID and have the 
ability to isolate their own areas to prevent further ac-
cess. Secret or high sec facilities are the upper tier of 
security and research normally and often have very 
good data which is worth a lot of money and informa-
tion value like Operative/Agent access and info. 
 
Top Secret (25-30+) Task Difficulties 
The top tier, the stuff and info that people put a lot of 
emphasis on not letting loose because of its potential to 
ruin a company or compromise other areas of its secu-

rity like military encryption databases, operative/agent 
surveillance, station analysis centres and network man-
agement centres. Their worth of data is incredible, as is 
their immensely hard security systems. 
Writing Software 
The best tool a cracker can have to help them get into a 
protected system is software which is custom made to 
suit the purpose, these can be as simple as a virus to 
take out a security system, destroy data or hardware or a 
subtle as a Trojan which captures passwords or falsified 
identity to make the enemy computers think the cracker 
is supposed to be there. 
Often the best way to get a handle on an enemy sys-
tem’s ability to defend itself against intrusion is done by 
two ways. 
 
A ‘fly-by’ quick jump in the system and gather as much 
information as possible before being kicked out and 
then analysing how and why you where removed. How-
ever this can alert the Net-Op that you're sniffing 
around for a way in and they might tighten up their se-
curity, keep more alert and report it further up the line 
with the possibility of removing anything important. 
Asking around, maybe you don’t know but someone 
else was possibly there before you or had done some-
thing similar, knowledge can either be useful or useless, 
depending on who’s telling it. Nastier Net-ops often 
spread rumours about easy ways into a place and then 
laying in wait for the unsuspecting cracker to wander in 
that way.  
 
However, time spent before going in writing preparation 
software is the same as any other job, while everyone 
else is off polishing guns, loading magazines and warm-
ing up their engines, your job as a cracker is to be writ-
ing software.  
The more time you spend writing preparation software 
the easier it will be once you get there, say a task which 
would have a difficulty of 20 and take you normally 
about 2hours on the fly you could spend two hours writ-
ing scripts, subroutines, attack programs and viruses and 
reduce the difficulty by -1 to a 19. Spend the next ten 
hours writing stuff and you could drop that by a -5 and 
then that difficulty of cracking a hard target just starts 
looking a lot more realistic when you only need a 14.  
 
Likewise, Net Ops spend their days also writing soft-
ware to defend their networks or are issued defence 
software to deploy in keeping a cracker out. 
Think of it the same way as a marksman spends their 
time lining up a shot, they could haul out and start blaz-
ing away with the off-chance their un-aimed shot misses 
or they could spend a few more seconds working out the 
range, windage and target speed before pulling the  
trigger. 
 
 
 
 
 
Software is loaded up on portable I/O chips normally, 

Security 
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external flash-ram devices that plug into the computer, 
freeing up room inside for hoarding away goodies and 
come in two types. 
 
Solid-State I/O chips 
These are reusable chips that store a lot of data and can 
normally store up to ten really large attack programs or 
stripped out and used to throw in some extra storage 
capacity for large downloads. 
Cost- 200u each Occupy 1 I/O port on a computer 
 
Burn I/O chips 
For crackers that don’t want their software being dis-
tributed these are a popular option, often freelancers 
write these attack programs on a Burn-Chip and sell 
them to anyone with the money. Once it’s launched and 
running on the computer the chip slags down and it can-
not be used again but the program lasts the duration of 
the encounter, most also carry security passwords or 
biometric ID which must be entered for it to use or the 
chip liquidates everything making it a popular way to 
carry data which must not fall into enemy hands. 
Cost- 50u each   Occupy 1 I/O port on a 
computer 
 

Network Warfare 
Depending on which side you're on, defending or at-
tacking a computer system is really up to the circum-
stances, in most if not all cases the defending side has 
the advantage because they're on home ground with root 
access. With root access you can deny areas, re-write 
passwords, move data and lock down access ports. 
Attackers rely on guile and speed to beat the Net-Op 
defenders and in some cases hold the advantage of be-
ing able to slip by on the sly and ultimately defeat the 
system by gaining root access themselves. 
 
Defenders-  
Use the skill Computer Use to resist attacks 
2D10+ Computer Use rank and have unrestricted access 
to change a password, deny a user access to certain ar-
eas and close off ports, either throwing the attacker out 
or forcing them to change their attack through another 
port. Worst comes to worst they may simply just going 
into ‘lockdown’ and isolate the system from the outside 
denying everyone but them access, unless of course the 
attacker gets there first and denies them! 
 
Attackers-  
Use the skill Computer Subterfuge to initiate attacks 
2D10+ Computer Subterfuge rank and once they have 
penetrated the initial security defences (see: Security) 
are usually logged in with Use-level access, to defeat or 
beguile their way in further they must begin cracking 
passwords of the systems internal security quickly, if 
there is a Net-Op, either AI or Organic then they have to 
try and beat it or beguile their way past to gain root ac-
cess and deny the Net Op the ability to lock them out. 
 
 
 

Initiative–  
Is based on DIA for people who have a neural interface 
or an AI Net-Op, DEX is used for people who are either 
logged in as a HHH or IS interfaced users. 
Slugging or Sneaking by is based on a roll off between 
the Defender with their ranks in the relative skills and 
the winner gains the upper hand locking the other one 
out, from there it’s all simply a case of business as usual 
or pillaging the system for all its worth. 
In which case, combat can either end there with some-
one running off on a sulk or going back in to kick the 
other ones arse. 
Winner of the last fight has a +1 to their relevant skill, 
loser must try and defeat them to gain the one-up advan-
tage and kick them out and this tussle for control can 
last until the other one simply cannot get into the net-
work because the other has such a huge bonus to their 
defence or attack they cannot get back in. For every one 
stacked against each other grants an attack or defend 
bonus, say 2 Crackers up against 3 Net Ops, the Net 
Ops would have a +1 bonus to defend. 
 
Combat can take place once per phase both can act in. 
If someone can act and the other cannot due to initiative 
phases then it’s an automatic win! For GM’s, obtaining 
Root Access and completely denying the other side the 
ability to logon it can be set to any total number of win 
bonuses. 
 
This is why speed is of the essence here 
 
Note Carefully-  
 
Don’t forget to add in bonuses from equipment. 
Only one action per phase unless with a Neural Inter-
face 
 
Actions can be- 
 
Logon and defend or attack, this involves blocking ports 
of access and passwords. 
 
Evasion, avoiding being detected which is opposed by 
either Computer Use if acting as a Net-Op or Computer 
Subterfuge as a Cracker. It is an opposed Computer 
Use/Subterfuge roll to avoid being found or to detect 
unauthorised access. 
 
Run a download, the more I/O ports open for download-
ing the shorter the time it takes, say a GM rules that a 
download of a certain piece of information will take 10 
phases (doesn’t need to be monitored in action phases) 
and someone is using two I/O ports it will only take 5 
phases because it has twice the bandwidth, three ports 
takes 3 phases and so on. 
 
Run an attack or defend software routine, runs for that 
phase only giving a bonus. 
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Organic Net-Ops 
Humans and Biogenetics normally fulfil this role, 
trained operators who have root access, a HHH or Im-
mersion suit and their skill level can be anywhere be-
tween around 3 to 10 normally. 
HHH have a +1 to their initiative which is based off 
Dexterity 
Immersion Suits have a +3 to their initiative which is 
also based off Dexterity. 
Neural Interface users have a +5 to their initiative which 
is based off Diagnose 
While they aren’t always the most attentive or diligent 
of employees, they can deploy defence routines which 
can grant them anything from a +1 to +lots bonus to 
defend their systems. 
 

AI Net-Ops Spawn 
These are either Software based AI’s that piggyback 
onto a system to defend it against intrusion, they are fast 
and base their Initiative off their DIA score which is 
typically very high but don’t have a bonus from a HHH 
or IS equipment. 
They cannot employ defence programs either but usu-
ally have a skill level equal to their DIA score. Ordinary 
ones tend to be around 3 DIA and 3 Computer Use, like 
everyone else they roll a 2D10 + skill rank, good ones 
can be around DIA15, Computer Use 15 (or even 
higher!) and while they are rare and expensive, not that 
uncommon in a very heavily defended system. 
By far their main advantage is to be able to ‘Spawn At-
tack’ a clone of themselves very quickly as their action 
which gives them a +1 to defend and this can quickly 
cascade to an appreciably high bonus as each Spawned 
entity splits and keeps splitting to completely over-
whelm an attack. 
 

Attack AI Cracker Bloat 
Also called a Daemon, these little utilities are handy for 
Crackers that have the time, I/O ports and means to pro-
gram them simply because they're a friend in combat 
which only does simple attack routines to block ports 
out. While they cannot run attack software the fact 
they're a +1 in combat means a small advantage, like the 
AI Net Op cousins they can also split, which is called a 
‘Bloat Attack’. 
 
Both Bloat and Spawn AI’s take up one I/O port on a 
computer and only one can be loaded onto a Burn or 
Solid-State chip at a time. 
An AI can split once and counts as its action per phase 
in doing so.  
AI’s are best dealt with by Crackers and Net-Ops who 
blow them off the system as soon as they pop up and 
hope they are knocked out quickly, otherwise it’s only a 
matter of time before they simply block all the ports of 
access. 
 
 
 
 
 

Writing AI software programs (S-AI) 
Due to their size and complexity AI’s tend to only live 
on I/O chips unless the computer has large amounts of 
extended memory which they can be loaded on. It takes 
5 hours per point of DIA which needs to be there to de-
termine the AI’s Initiative and it’s capacity to either 
load up Computer Use or Computer Subterfuge. 
Skills take 5 hours per point of Computer Use or Com-
puter Subterfuge to write and they cannot be used for 
anything else but Port-Blocking attacks. 
Calling them ‘intelligent’ would be very generous, an-
noying perhaps but they aren’t very smart but quite 
good if enough effort is put into manufacturing them.  
VENT is another kind of step up all together in terms of 
complexity of an AI attack routine, it is a full-blown 
OS, Virus and utility all in one which to replicate would 
take a hundred times the amount of time to program. 
Still, guess if you're not doing anything better in your 
spare time there's worse things to spend it on. 
Programming roll is a Computer Subterfuge + 2D10 roll 
Target of 11 + the level of the skill going to with an 11+ 
needed to succeed. 
 

Hardware AI programs (H-AI) 
These are built as a complete computer and to some de-
gree require modifications to their hardware to get any-
thing out of them remotely useful in terms of skill and 
‘intelligence’. In most cases people build them onto a 
smaller, cheaper machine and hook them up to servers 
or a combat deck to supplement the Cracker or Net-
Op’s own job by performing menial tasks or loading up 
their I/O ports with attack routines. 
Hardware AI’s require full duplex connections to a 
server or combat deck, meaning they take up two I/O 
ports instead of the normal one but this doesn’t degrade 
the performance of the users machine because all the 
number crunching is done of the AI’s own. 
Cost: Highly variable, depends what the AI is loaded 
into, in most cases the modification to the hardware 
(Engineering Skill to design + Electronics Repair to im-
plement it) costs 10% of the machines ‘new’ value per 1 
point of DIA stat. 
Writing the software (Computer Subterfuge) takes the 
same as a normal software based AI + 1 extra hour for 
the support operating system modifications. 
Deploying a H-AI is the same as a normal S-AI and 
takes an action to do so. 
Once running it takes 1 action to tell it what you want it 
to do and from there it gives the User a +1 to their Com-
bat bonus to attack or defend and it can deploy any pro-
grams it has as it sees fit, or on orders only. 
Programming roll is a Computer Subterfuge + 2D10 roll 
Target of 11 + the level of the skill going to with an 11+ 
needed to succeed. 
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Example-  
A Net-Op and a Cracker are going toe to toe, both have same level of skill,  
The Net-Op has an initiative of 1-3-5 phases 
The Cracker has an initiative of 1-2-3-4-5, he also has a neural interface. 
The GM decrees it’s a race to +10 Attack or Defence Bonus to deny either access. 
Net Op is defending so he is using Computer Use Rank +2D10 
Cracker is attacking so he is using Computer Subterfuge Rank +2D10 
Phase 1, logon, this is a complete action for that phase, if either has a neural interface they can get a second action 
for free. Upload an attack or defence routine for a bonus next phase and go at it. 
 
Phase 2, the Net Op doesn’t act this phase and the Cracker automatically wins this phase and proceeds to get a +1 
to his Attack total. 
 
Phase 3, the Net Op action is to call in a friend who also logs on to get rid of the Cracker, the advantage of num-
bers gives him a +1 to defend. 
The Cracker fires off his attack routines on both, knocking one offline and the other manages to break even and 
hang in there, nullifying the +1 attack bonus of the Cracker. 
 
Phase 4: Cracker attacks the remaining Net Op and wipes him out. Getting his +1 attack bonus, uses his free ac-
tion to start downloading data. 
 
Phase 5: Both Net-Ops log on, Cracker attacks both of them, their advantage of numbers neutralises his +1 attack 
advantage but he manages to defeat both and now has a +2 attack advantage locking out a part of the system mak-
ing it harder for the Net Ops to come piling back in. 
 
Second Round 
Phase 1: The Cracker has a +1 advantage because of his arse kicking last round, they still have their +1 for num-
bers and the two Net-Ops are logging back in to get rid of him, he soundly defeats them both and now has a +3 
total advantage over both. 
 
Phase 2: The Cracker sinks the boot into both of the Net-Ops again, he’s now got a +4 
 
Phase 3: The Net-Ops call in a third friend and now have a +2 for numbers in combat. 
The Cracker still has his attack bonus and manages to wipe out two but the third manages to deny him some ac-
cess. Lowering his advantage to a +3. 
 
Phase 4: He wipes out all three and now has a +4 again 
 
Phase 5: He wipes out all three and has a +5, things aren’t looking good for the Net-Ops for the next round, they 
might have a +2 for numbers but there's large amounts of the system which are unavailable and the Cracker is 
looking unassailable with his +3. Given he has 2 actions a phase also means he’s got a definite edge. 
 
Third Round 
Phase 1: Cracker loads up an attack routine which will give him a +4 bonus to his computer use and he has a +3 as 
well for his winners attack bonus. A total of +7 for this phase and using his second action, launches his attack. 
Net Ops likewise load up defence routines to give them a +3 to defend and they have a +2 for number for a total 
of +5. 
All but two of them get slaughtered, the Cracker hasn’t gotten rid of one which will not get him an attack bonus 
for this round as it wasn’t a total defeat. 
 
Phase 2: Surviving Net-Op doesn’t act and gets kicked out, this does get the Cracker another +1 for control. 
 
Phase 3: Cracker loads up his attack program again for the killing blows, he now has +4 for that and a +4 for his 
advantage. The Net Ops are loading up for bear and have their +5, 2 from numbers and 3 for their attack. The 
fighting is savage but against the Crackers +8 it isn’t enough. 
 
Phase 4: Now with a +9 he smashes the three Net Ops because they don’t act. 
 
Phase 5: With last phases win he loads up his attack program and goes at them, with a +10 and the GM judges it 
to be a win for Root Access, the cracker now has the run of the house and can do what he wants with the system.  
Or at least until someone pulls the plug! 
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Access Levels 
Root Access, Once this is gained it is up to the user to 
determine what they want to do to this particular com-
puter, which in turn depends what is actually on the 
computer itself. 
 

Delete data, Copy data, Upload Data 
 
Are always available, though depending on the com-
puters security you can put a lock out on it so no one 
can get access or only allow access to people who have 
the password you put in there. As much as most large 
corporations hate computers because they're often a 
huge security risk, they put up with them because it’s 
the only feasible way to run anything larger than a cou-
ple of people in terms of productivity. This means they 
hook them up to physical security systems, factories, 
vehicles, offices, utilities, weapons systems, defence 
grids, training programs, radios, media stations, space 
going vehicles and schools. 
People with true Root Access are rare as employees, 
simply because the companies employing them do not 
trust them and most Net-Ops have Administrator Ac-
cess, which isn’t quite the same but lets them do most of 
their normal day to day duties. Lock and unlock access, 
change passwords, block ports of access and sometimes 
move data around or delete it. They cannot however 
modify the operating system, the activity logs but they 
are able to deploy and use programs at will, underneath 
Admin access is User Access, meaning that the em-
ployee is allowed to log into the computer and access 
certain levels of the machine for the purpose of using 
some programs and storing, deleting data. In most cases 
User level access doesn’t let the person deploy or run 
programs they have brought with them, while it may 
seem fairly humble and they often whine about how 
they're being strangled in their duties its normally 
enough to get the job done. 

In summary- 
 
Root Access lets you do everything, including modify 
a computers operating system and add/delete the 
activity logs 
 
Administrator Access lets you do passwords, ports 
and add/delete other programs. 
 
User Access lets you use the machines current soft-
ware programs and lets you modify data or run the 
other physical functions off the machine. 
 
In 80% of cases, valid, high level user access is all you 
need to get onto a machine and just grab some data, 
copy it down and run off into the sunset, depending on 
how secure the machine is, what the data is and if you 
can forge a decent enough user access account.  
 
The other 18% is usually Admin Access, super-secret 
squirrel stuff that only administrators can have access to 
which will shut the machine down, proprietary software 
on the machine, critical functions for physical assets 
controlled by the machine and perhaps even request-
only they hide in the memory banks.  
 
The last 2% is the root access only material, while in 
some ways this is only ‘jumped up’ Admin access it 
does have the special attraction of being able to lock out 
annoying people like administrators and you can se-
verely mess with the computers operating system and in 
some cases its hardware as well. 
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Drone Operations 

By themselves Drones are not very effective things sim-
ply because superconductor chip based AI systems just 
don’t have the necessary processing power to respond to 
every conceivable action. Most Tek Trex drones where 
inspired by the Auto-Mat series of Thresher repair 
drones which ran around on their ships fixing, cleaning 
and in some cases killing anyone stupid enough to step 
foot on them. However such drones run on Multi-Layer 
AI’s with parallel processors and are much more intelli-
gent off the bat, a few like the Thresher Charcadon 
hunter-killer drones where actually self-learning and 
ended up a little bit unmanageable. 
Technical things aside, Tek Trex drones are compara-
tively good for what they are, using mostly old SLA 
analogue digital processors and software keeps the price 
down and lets anyone with basic computer knowledge 
able to program them to be anything from a drinks 
waiter, kids toy to security guard. They know who their 
boss is and surprisingly hard to fool, drones like the 
Vito, often much maligned and laughed at are built to be 
‘cute’ so people won’t be frightened of them. Such a 
marketing tactic has proved to be very popular as no 
one wants to buy something like a Thresher drone be-
cause its just damn scary, looking like a 40cm tall spider 
with six legs and a variety of claws, pincers and plasma 
cutting tols. Tek Trex employees are warned that if they 
have any kind of spider phobia or think they might de-
velop one, stay off Thresher ships because they're 
crawling, literally with them. 
 
The three primary sellers, Vito, Buzzard and Scarab still 
move a lot of units annually because they do what 
they're intended to do quite well, which is function as a 
noisy security bot that will quite happily shred people 
its allowed to shoot. Sure they don’t have much more 
than 5mm CAF submachineguns in them but probably 
more people annually die from 5mm CAF pistol rounds 
than 10mm pistol rounds. It’s quite easy for operatives 
wearing about 50,000u worth of armour and armed with 
about the same in firearms, combat drugs and ammo to 

sneer at a Tek Trex drone and call it ‘cute’. Same said 
operative with no fancy armour, guns and combat drugs 
meeting one in a dark alley and being hosed up a few 
dozen times with the drones submachinegun is going to 
be just as dead as the ‘low threat’ civilians its meant to 
dissuade. 
 
However the biggest selling point for Drones is that 
they don’t expose the person owning or operating one to 
personal risk, alls said and done, all the TT drones are 
tough little bastards and its much better for them to be 
shot at than yourself. 
 
Running a little tribe of ‘Cans’ as they're affectionately 
known is also a great way of having extra sets of eyes 
on the ground when you're ‘in country’ and having to 
watch every corner for sneaky Darknight and SLA em-
ployees who are probably going to try and rip you off. 
They have also the Internal Defence Grid or ‘IDG’ as 
it’s commonly known in Tek Trex ships which is also 
functions as a space going repair, defence and janitor 
system all in one like their Thresher counterparts. The 
IDG system is very effective at fixing ships sustaining 
battle damage quite quickly and surprisingly effective at 
keeping heavily armed and armed boarders from gain-
ing easy egress through the vessel.  
 
What makes the IDG system so effective compared to 
the Vito, Buzzard and Scarab series of drones? A big 
computer processor that controls them and human or 
alien operators running them, telling them what to do, 
by taking most of the onboard systems off the drone and 
replacing it with wireless ‘support’ mechanisms it frees 
up a lot more resources for other things like better sen-
sors, bigger servos and even weapons systems which 
would normally occupy the ‘brain bin’. Tek Trex aren’t 
selling their IDG on the open market, its far to much fun 
for them to use for now and they are very close to their 
Thresher counterparts in effectiveness. 
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Line-Locker was the first of the IDG defence grid soft-
ware and processor packages and is still used as the 
base line, entry level platforms which still enjoys popu-
larity because of its ease of use. If you can play com-
puter games, you can use Line-Locker. 
Crackers practice with simulations for many months 
getting their art down pat with virtual combat against 
themselves and running around a drone with their re-
flexes is far more vicious than any single drone should 
ever have a right to be. 
This system can be used in three ways 
 
1: Area Denial, the Line-Locker AI is good enough to 
run 20 drones without an upgrade and make them be-
have with a lot better co-ordination than they would by 
themselves.  
Drones act Initiative Phase 15 and act once in all 15 
phases 
Drones Receive Skills of Autosupport 5, Power Weapon 
8, Hide 12, Sneak 12 and Detect 30 
Skills are a 2D10+Skill rank roll in the phase they act 
By itself without any upgrades Line Locker has Tactics 
Skill of 15+2D10 and once the area parameters are set 
most Operators are quite confident of their minions be-
ing able to look after themselves in that area. 
 
2: Assault, this requires Operator intervention to run 
individual drones into areas they want to attack and it 
has a number of features for the operator to use and 
make this easier. Follow, Shoot same target and Sup-
press. 
Drones act on the Operators initiative when they're be-
ing controlled, this is based on the operators DIAG-
NOSE stat, not Dexterity and works in the same phases 
as DEX based initiative does. 
Drones default to the Line-Locker baseline skills when 
not being directly controlled. 
 
3: Neural Interface, provided the operator has a cyber-
netic uplink they can do all the things that a normal op-
erator can do and use DIA to base initiative off, except 
they get two (2) actions each phase they can act in and it 
can be with two separate units. 
Operating a drone is a Computer Games Skill roll, to 
shoot, run, hide, sneak, melee, Autosupport, jump, 
sprint, etc. Basically anything that needs to be done is 
that one skill when operating a drone. 
Specialist skills sets like Lock Picking, Demolitions 
Disposal and so forth as examples do require the user to 
actually know the skill itself however someone else 
with the skill can instruct the Operator how to do it or 
simply plug themselves in and use the skill set. 
 
Grid-Locker is the newer and shiny toy for IDG defence 
platforms. It performs the same functions as the older 
Line-Locker system but with a few upgrades that made 
it quite user friendly and flexible. 
 
Upgraded Tactical systems- 18 Tactics skill +2D10 
Upgraded Parallel Processing- Up to 50 units can be run 
off it without an upgrade 

Upgraded Skill Set- Autosupport 8, Melee 8, Hide 15, 
Sneak 15 and Detect 40 
Apart from that it fulfils the same basic functions as 
Line-Locker. 
 

IDG Kit 
Both the Line and Grid series fit into a large armoured 
briefcase which has a 500 x 300mm display screen ca-
pable of being split into multiple channels. Both series 
run on the Tetra-Band frequency which is a top secret 
FTL transmission that Depetris De’Mar sold to Thresher 
in the 800’s. It is also used in most TT transmitters, 
TTT-TV long range signals and isn’t able to be jammed 
by conventional means. Both the Line and Grid series 
IDG units are capable of sending a signal 2 Light Years 
unassisted and it cannot be triangulated by SLA, DN 
and a proprietary technology which must not fall into 
enemy hands. IDG units are equipped with self destruct 
mechanisms for this reason and the unit will be replaced 
by Tek Trex free of charge rather than risk it fall into 
the wrong hands. Needless to say, it’s only sold to em-
ployees they trust. 
 
Line-Locker 
Cost: 2500u Weight: 7kg  
Battery Life: 10,000hr rechargeable 
 
Grid-Locker 
Cost: 6000u Weight: 7kg  
Battery Life: 10,000hr rechargeable 
Both are PV10 and have 10ID each 
 

IDG Upgrades 
Needless to say, having a rig that isn’t customised a lit-
tle by the operator isn’t going to impress their peers, 
quite a lot of Crackers spend a lot of time making their 
own odds and sods to plug into the unit and the really 
good ones are truly pushing the envelope of what's ca-
pable with this technology. 
 
Signal Gain Antenna 
Increases the range of the Tetra-Band signal out to 
20light years 
Cost: 2000u Weight: 5kg  
Battery Life: 5000hr rechargeable PV5 ID 5 
 
Uplink Module 
These are the actual I/O transmission unit which lets the 
drone connect to the IDG, they have to be bought for 
every drone connected to the system and hooked up. 
Cost: 100u  Weight: 100gm  
Battery Life and ID as Drone 
 
Parallel Processor 
These slave-processors allow the IDG to run additional 
drones, each slave will run 10 extra drones off the IDG 
and use the same power supply as the base rig. 
Cost: 1000u Weight: 100gm 
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I/O Pacer 
These expensive little units increase the overall speed at 
which the drone can react to situations, while they don’t 
increase the gain of a user controlled drones initiative 
they do work quite well at running the drone on its own. 
Each level increases the initiative of the drone by +1 
DEX and plug into the IDG rig (not the drone), fast as 
they are, they do not allow for 2 actions in a phase. 
Cost: 5000u per level up to +5 Initiative 
 
Tac-Com  
This is a software upgrade to the IDG to increase its 
Tactics skill, each level bought raises the IDG tactics 
skill by +1 
Cost: 3000u per level up to +5 
 
Splat Screens 
These individual screens can be tacked up onto a wall 
and run off the IDG rig, allows for greater operator visi-
bility of what the drones are seeing and include the sig-
nal splitter for up to twenty individual screens. They are 
400 x 300mm 
Cost: 50u each 
 
Holo-Tank 
This is a much more substantial display unit which oc-
cupies a 3D area of space and displays every drone in its 
environment, automatically mapping terrain and fea-
tures which can extend out to several kilometres with 
the zoom and pan functions. 

At GM’s discretion this may provide a bonus to tactics 
Cost: 1000u 1m cubed Weight: 4kg 
Cost: 1800u 2m cubed Weight: 6kg 
Cost: 2500u 3m cubed Weight: 8kg 
 
Combat Pops 
Software upgrades for the IDG which increase the 
drones Autosupport and Power Weapon skills, these can 
make for some truly scary cans with enough work. 
Cost: 2000u Increase Autosupport by +1   
Up to +5 
Cost: 1500u Increase Power Weapon by +1 Up to +5 
 
Hoodie Wares 
Software upgrades for the IDG which increase the 
drones Sneak and Hide skills, always nice when you're 
hunting enemy agents and need the element of surprise 
or stealing things. 
Cost: 3000u Increase Hide by +1  Up to +5 
Cost: 2800u Increase Sneak by +1  Up to +5 
 
Footsies Upgrade 
Software upgrade for the IDG this allows for greater 
flexibility in the drones movement that increases its 
climb skill, no longer be a laughing stock as your poor 
little Vito does a face plant down a flight of stairs. 
Cost: 1000u Increase Climb by +1  Up to +5 
 
. 

Writing your own software takes 5hrs per Rank of skill or ability, most real Crackers write their own rather than 
use anyone else’s, actually knowing the skill your programming is handy but not required. 
Programming roll is a Computer Subterfuge + 2D10 roll 
Target of 11 + the level of the skill going to with an 11+ needed to succeed 
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Drone Tech 
By the time TT have loaded the cans on a ship, sent 
them halfway across the universe and arrive on a cus-
tomers doorstep in a nice brown box, shipping and actu-
ally making a profit tends to make the price quite con-
siderable. Buying your pet Can straight out of the fac-
tory however is a lot cheaper because it’s probably liter-
ally right next door or a 15minute shuttle flight. Like-
wise, it simply wouldn’t do to be ganking some anal 
queen or owning some niggets and have the Can look-
ing like just any old TT drone. Oh no… 
You want that sucker pumping his little legsies faster, 
able to tango, dance and what's more, you want the guy 
your just meat-bombed to know it was your drone that 
did it when it comes on TTT-TV later on. 
But first, lets look at our stock three workhorse models. 
 
Vito 
He might be cute and he might cop a bit of shit stirring 
off the SLA media but Vito has been rolling for the last 
20 years pretty much the same as the day he was 
slopped out of the factory. Now that’s saying some-
thing, most Ring Queens either die, OD or simply lose 
popularity after about six months. Some say Vito will 
probably inherit the universe after the angry people 
have finished wrecking it and lording it over the cock-
roaches and rats like a god of war. 
Well maybe not, however he does have a nice little 
5mm SMG built into him, takes no shit from carpet rats, 
chocolate soldiers and cut-lunch killers. He’s also kind 
of tough and he’s not to bad with a couple of mods, 
about his biggest drawback is that he is kind of slow and 
a bit of a klutz. Hook him up to a half decent IDG or run 
him around yourself though and he’ll whip enough ass. 
 
Cost: 2000u assembled, 1000u build it yourself from 
parts  
(Electronics and Mechanics Repair- Easy task diffi-
culty)  
Power Supply: 7000hours 
Sensors: IR, UV and Digital Optical- range 150metres 
Movement Rate:  
Walk 0.5m  Run: 1m  Sprint: 2m 
PV: 4  ID: 20 
Weight: 12kg   
STR: 4 (+1DAM) DEX: 4 (Phases 2 & 4) 
Armament:  
1 x TT-5D1 SMG ROF:10 Range: 10m 
Calibre 5mm CAF Pistol 200round External magazine 
Skills: Autosupport 3 Sneak: 3 Hide: 1 Detect: 10 
 
 
 
 
 
 
 
 
 

Buzzard 
Unlike Vito, Buzzard is an ugly little Can that is all 
business and certainly not to be messed with, not when 
he fires up the ol’ axe and cuts some bitches knees off 
and then no ones laughing at Mr Buzzard. No sir-ee, 
he’ll wreck their shit and blow the hell out of people to 
with that SMG. Little better on his feet and quite a com-
petent beast on his own, like Vito he isn’t the toughest 
of drones but considering how cheap they are you cant 
really go wrong with at least a couple of them trundling 
about. 
 
Cost: 2500u assembled, 1250u build it yourself from 
parts  
(Electronics and Mechanics Repair- Moderate task diffi-
culty)  
Power Supply: 7000hours 
Sensors: IR, UV and Digital Optical- range 150metres 
Movement Rate:  
Walk 1m  Run: 2m  Sprint: 3m 
PV: 4  ID: 20 
Weight: 14kg   
STR: 3 (+1DAM) DEX: 5 (Phases 2 & 4) 
Armament:  
1 x TT-5D1 SMG ROF:10 Range: 10m 
Calibre 5mm CAF Pistol 200round External magazine 
1 x TT-CDD Chain Axe DAM 5 PEN 3 AD 3 
Skills: Autosupport 3 Sneak: 3 Hide: 2 Detect: 10 
Power Weapon 3 
 
L02 Scarab 
Bad boy bug that many a newb has made the mistake of 
thinking it wasn’t all that tough after punching up some 
Vito’s. Nice thing about Scarabs is they aren’t to de-
pendant on an IDG or Operator to tell them what to do, 
while they do take a bit of extra programming to get 
‘just right’ the end result is worth it. 
Few mods to them and anyone coming across them is in 
for a world of shit, they're also considerably tougher 
than they look and can keep slugging away for some 
time before they're taken out. By far the nicest thing 
about Scarabs is they're very manoeuvrable and quick. 
 
Cost: 3000u assembled, 1500u build it yourself from 
parts  
(Electronics and Mechanics Repair- Hard task diffi-
culty)  
Power Supply: 10,000hours 
Sensors: IR, UV and Digital Optical- range 150metres 
Movement Rate: Walk 2m  Run: 4m 
 Sprint: 6m 
PV: 5  ID: 30 
Weight: 20kg   
STR: 4 (+1DAM) DEX: 7 (Phases 1, 3 & 5) 
Armament:  
1 x TT-5D1 SMG ROF:10 Range: 10m 
Calibre 5mm CAF Pistol 300round Internal magazine 
Skills: Autosupport 3 Sneak: 5 Hide: 5 Climb: 2 
Detect: 10 
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Modifications to Vito, Buzzard and Scarab drones are 
comparatively easy enough to do as you can almost 
guarantee, someone out there has thought of it before 
you. As a result there's a lot of off the shelf and soft-
ware upgrades for them which employees can buy and 
pop into them. True custom work though you’ll have to 
cook up yourself or find some mates to help you out 
with, do a good enough job on your Can and you might 
want to enter him in the Drone Wars Arena show where 
all the best designers compete. 
Task Difficulty- for installing yourself, uses a combina-
tion of Electronics and Mechanical Repair rolls. 
 
Pile-Driver Servos 
These are physical upgrades to the drone to replaced 
their drive motors and increase the overall STR of the 
drone in increments 
Cost: +150u   +1STR   
Up to +3 STR per increment 
Weight: Increases by +500gm per upgrade 
Available: All (Moderate task difficulty) 
 
TT-CDD Chain Axe  
For sawing and chewing away on people and structures 
you don’t like 
Cost: 250u  DAM 5 PEN 3 AD 3 
Weight: +2kg 
Available: Vito and Scarab (Hard task difficulty) 
 
Upsy-Daisy 
Self righting mechanism which allows the drone to get 
back up on its feet if it falls or is pushed over. Scarabs 
have this inbuilt 
Cost: 120u  Weight: +1kg 
Available: Vito and Buzzard (Moderate task difficulty) 
 
ECM Coating 
Reduces the drones signature versus detection from 
electronic sensors 
Cost: 100u   
+3 Hide Skill vs electronic Detect rolls 
Available: All (Easy task difficulty) 
 
Phase-Dampers 
Reduces the drones audible signature with super-quiet 
electronic phase shifters to hide the noise of its servo’s. 
It is cumulative with other IDG and Operator bonuses 
Cost: 300u  +10 Sneak Skill vs Hearing Detect 
rolls 
Available: All (Hard task difficulty) 
 
Active Camouflage 
Expensive, but highly effective even when the drone is 
on the move, mimics perfectly the surrounding area 
with a holo-net display over the entire drone. It also 
halves the power supply duration in the drone while it is 
running and not effective when firing or hitting people 
with a chain axe. 
Cost: 1200u  +10 Hide vs Vision Detect rolls 
Available: All (Hard task difficulty) 
Helping Hand 

Telescopic arm that can extend up to 1metre from the 
top of the drones chassis and allows the operator to use 
it as if it where their own hand for fine manipulation of 
objects. Up to two can be fitted to a drone. 
Cost: 320u each Allows operator to use hands 
Weight: 500gm each 
Available: All (Moderate task difficulty) 
 
Tango Nine Servo upgrade 
Increases the local dexterity of the drone and allows it 
to respond faster to threats when separated from the 
IDG or Operator. 
Cost: +200u  +1DEX   
Up to +3 DEX per increment 
Weight: +150gm each 
Available: All (Moderate task difficulty) 
 
Rat Racer Servo upgrade 
Advanced control software and servo articulation for 
drones so they move quicker 
Cost +100u each +1m Walk/Run/Sprint speed  
Up to +5m Weight: +100gm each 
Available: All (Hard task difficulty) 
 
Skill Softs 
These are local software upgrades for drones and are 
overwritten by the IDG or Operator when they take con-
trol. They do allow for more independent action in the 
drone if it is separated or running on its own, software 
can be reused on the drones if they are of the same 
model, another Skill Soft will need to be bought for dif-
ferent models and they are for One local, currently ex-
isting skill only in the drone.  
Writing your own is a Computer Subterfuge roll  
(Hard Task) 
Cost: +150u each +1 skill level for ONE skill  
Up to +5 skill 
Available: All  
(Moderate task difficulty- Computer Use) 
 
ID Upgrade 
Increases the durability of the drone by extra structural 
upgrades to the chassis 
Cost: +200u  +5ID  Up to +15D 
Weight: +2kg per upgrade 
Available: All (Hard task difficulty) 
 
PV Upgrade 
Thicker outer armour plates on the drone 
Cost: +220u  +1PV  Up to +5PV 
Weight: +1kg per upgrade 
Available: All (Moderate task difficulty) 
 
Magnetic Boots 
Stick to metal surfaces and able to scale sheer surfaces 
made of metal with gauss field induction, metal doesn’t 
have to be ferrous. 
Cost: 100u  +5climb skill 
Weight: 150gm 
Available: All (Easy task difficulty) 

Drone Mods 
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Advanced Drone Mods 
These are the real edge for a drone Operator, while 
they're a little expensive in most cases to outfit an entire 
bundle of the little bastards they do make a personal 
favourite or one-off special, just that little bit more. 
Task difficulties are the same as normal mods, throw 
them in yourself or get someone else to do it for you, 
they do tend to be quite hard in most cases as there's a 
fair bit of work that goes into this. 
 
TT Tech-10 SMG 
These are a nice, compact machine pistol that packs into 
a small space and ups the threat of the drone considera-
bly. While it lacks the high ROF and large ammo bin 
that the TT-5 Quad-train SMG delivers, the 10mm 
round has a lot better take down ability.  
They drop right in. 
ROF: 3/5   Range: 10m 
Calibre 10mm Pistol   
100round External (Vito & Buzzard) Internal (Scarab) 
Cost: 2500u   Weight: +500gm 
Available: All (Easy task difficulty) 
 
TT Tech-12 SMG 
Another drop-in that has a lot of thump, 12mm thump to 
be exact and enough firepower to deck some of the 
more heavily armoured opponents with ease. ROF and 
ammo capacity like the Tech-10 is also less but that 
doesn’t seem to matter if it lands a few hits. 
ROF: 1/3   Range: 10m 
Calibre 12mm Pistol   
50round External (Vito & Buzzard) Internal (Scarab) 
Cost: 3500u   Weight: +1kg 
Available: All (Easy task difficulty) 
 
TT Tech-G Shotgun  
Some modification is required for the Drone to use the 
Tech-G as even in its sawn-down and bare bones drone 
kit they do take up a bit of room, they're fairly obvious 
when equipped to. 
ROF: 1/3   Range: 10m 
Calibre 10G Shotgun   
30round External (Vito & Buzzard) Internal (Scarab) 
Cost: 5000u   Weight: +1.5kg 
Available: All (Moderate task difficulty) 
 
TT Tech-AR10 Assault Rifle 
As well as being a fine weapon in the hands of people, 
the AR10 has found a home in the occasional Can with 
a wealthy owner and it seriously smokes people quite 
well. Like the 10G this isn’t subtle at all and even blind 
Freddy can figure out, she aint no ordinary can. 
ROF: 1/3   Range: 20m 
Calibre 10mm Rifle   
30round External (Vito & Buzzard) Internal (Scarab) 
Cost: 8500u   Weight: +1.5kg 
Available: All (Hard task difficulty) 
 
 
 
 

TT Tech-AR12 Assault Rifle 
For those that like hunting ‘Big Game’ the AR12 is a 
very nice weapon and while it is new to the TT Arma-
ments division it tok all of about 10hours before some-
one strapped one to a poor little Vito and tok it down to 
the test range. 
ROF: 2/3   Range: 25m 
Calibre 12mm Rifle   
30round External (Vito & Buzzard) Internal (Scarab) 
Cost: 10.000u   Weight: +2.5kg 
Available: All (Hard task difficulty) 
 
TT Arsebeater Gauss 
A popular mod, simply because ammo is cheap and 
plentiful, you can also pack a lot of the horrible metal 
ballbearings into the magazines and recoil is fairly man-
ageable. 
What makes the Arsebeater a popular weapon on a 
drone is the same as what makes it a popular weapon 
with Headhunters, ferocious ROF. 
ROF: 5/10/20   Range: 20m 
Calibre 7.5mm BB   
300round External (Vito & Buzzard) Internal (Scarab) 
Cost: 4500u   Weight: +1.5kg 
Available: All (Hard task difficulty) 
 
Multi-Band Doppler Radar 
Tends not to be fitted to all drones but can expand the 
IGA’s visibility and enable it and the operator to cut 
through heavy smoke, rain and other clutter that the 
standard IR and UV systems wouldn’t be able to see in. 
1/4/40mm Radar  Range: 100/400/4000metres 
Cost: 500u   Weight: +1kg 
Available: All (Moderate task difficulty) 
 
Tremble Sensors 
A very useful sensor device that can detect vibrations on 
the ground and determine the source of any movement 
down to about a 15m squared area. Aside from the fact 
it’s another sensor, the thing that makes them useful is 
that they can detect someone hidden with normal ECM 
systems. It’s a lot harder to hide a footstep or vibration 
of turbines and wheels. 
Range: 100metres  Gives +10 to detect vs sneak,  
ignores ECM bonuses to sneak 
Cost: 200u  Weight: +250gm 
Available: All (Easy task difficulty) 
 
Air-Pressure Motion Sensor 
Of more use in indoor climes as gusts of very strong 
winds dampen its effectiveness, like all motion sensors 
it isn’t 100% foolproof and can isolate movement down 
to 3metres in ideal conditions. 
Range: 50metres Gives +10 to detect vs Hide,  
ignores ECM bonuses to sneak 
Available: All (Moderate task difficulty) 
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Enviroscanner 
While not something that is immediately threatening, 
the scanner is an internal device complete with a tele-
scopic probe that can sample materials directly. Very 
handy if you want to know what that stuff is and if your 
friends are going to run through a hard radiation area. 
Detects chemicals and radiation. 
Range: Localised and up to 1000metres 
Cost: 200u  Weight: +200gm 
Available: All (Easy task difficulty) 
 
Slinky-Scope 
Because Mr Can is frequently a short, stubby little bas-
tard, the powered AV-Stalk can be handy for checking 
out things up high, around corners without risking being 
in the line of fire, down holes and anywhere else you 
can fit a 10mm across pieces of articulated cable. Drone 
can use all its standard sensors through it and extends 
out to 3m with snake-like mobility 
Cost: 300u  Weight: +400gm 
Available: All (Moderate task difficulty) 
 
Cargo Pod 
A 30x20x40cm external cargo pod that can carry fairly 
much anything you can put in it, pistols, ammo, drugs, 
money, small pieces of field kit and of course, explo-
sives. The Vito and Buzzard can carry two each and the 
Scarab* only has room for one and they're PV5 ID5 for 
the purposes of being destroyed. 
Cost: 50u each  Weight: +250gm each 
*Available: All (Easy task difficulty) 
 
Rangefinder 
As well as being able to measure distances the device 
also includes a 40x digital scope which is capable of 
reaching out as far as 4000metres. The CO2 laser in the 
rangefinder has also been used to accurately target artil-
lery rounds with guidance systems in them. 
Cost: 250u  Weight: 400gm 
Available: All (Moderate task difficulty) 
 
TT-RXD Receiver 
These little radio receivers tune into most SLA, 
Darknight, cell phone, headsets and civilian frequencies, 
including most rival military frequencies. While they 
wont decrypt a signal by itself, that requires time and a 
Computer Sub roll by the operator, what this little wid-
get does is receive the signal, work out its attenuation 
and give a rough distance back to the operator. One of 
these units will give a rough distance the signal is com-
ing from to about 100 metres, two will get it down to 
about 50metres, three around 25 metres and four will 
get it down to about 5metres if they're all looking for 
the same signal. 
Cost: 150u each Weight: 100gm 
Range: Signal Strength being received 
Available: All (Moderate task difficulty) 
 
 
 
 

Hefty Boy 
This essentially gives the drone two extra limbs, typi-
cally they carry additional weapons but sometimes tols 
and cutting implements can be fitted as well. Limbs 
count as being STR12 (+4DAM) for the purposes of 
absorbing recoil and hitting things but the drone can 
only carry as much as its base STR. 
Cost: 1000u  Weight: +4kg 
Can fit one additional weapon on each arm with exter-
nal magazines up to rifle size. 
Available: Vito and Buzzard (Hard task difficulty) 
 
TT-Inferno M Flame thrower 
An expensive, potentially fatal (to the Can) and highly 
amusing modification to Drones is the flame thrower. 
Brave ops have been known to shit their pants in fear 
and entire suburbs razed to the ground with a couple of 
these out there puking burning petrochemical gel all 
over anything its pointed at. 
ROF: 3    Range: 10m 
DAM: 7    
30round External (Vito & Buzzard) Internal (Scarab) 
Cost: 8000u   Weight: +5.5kg 
Magazines cost 60u and are not reload able, does dam-
age to the first thing it hits, see TH.V5 Sourcebook for 
full flamethrower rules. 
Available: All (Hard task difficulty) 
 
TT-65 Rocker 
Being caught with one of these on a SLA world carries 
the mandatory ‘exterminate with extreme prejudice 
+some’ penalty, course that just makes it mandatory to 
get one of these and let it off when travelling to SLA 
worlds. It is a 65mm solid fuel rocket with a very large 
high explosive charge on the end of it capable of doing 
immense damage. These are a one-shot weapon, aiming 
it involves pointing the drone at whatever you want to 
make blow up and letting loose (-2 to hit) however, the 
external loading tray (holds 1 rocket) can be reloaded. 
ROF: 1 shot   Range: 50m 
DAM: 120ID   Weight: +4kg 
Cost: 1500u   Misery Factor: Priceless 
Available: Vito and Buzzard (Moderate task difficulty) 
 
Hardened circuitry 
Protects the drone from electrical attacks with shunt-
circuits, immune to being shorted out by hotline and jolt 
glove effects, rated to 10,000volts at 500amps. 
Cost: 100u 
Available: All (Moderate task difficulty) 
 
Tingle Can 
Series of high discharge capacitors which are located 
internally replacing half the drones power supply, series 
of studs which can continuously electrocute anyone 
touching or trying to pick up the drone. 
Cost: 500u   PHYS roll at -20 per phase 
Available: All (Moderate task difficulty) 
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Fritz 
Like a drunken old uncle and local pervert, Fritz pops 
up everywhere Slayer doesn’t want him to, fiddles with 
his kiddy operatives and reminds him that they really 
shouldn’t have laid off and killed all those people Tek 
Trex. The reason that Fritz has remained such an 
enigma to most people who think its some kind of huge 
robot or Vito on steroids, is that Fritz isn’t a single ma-
chine. Indeed for a time there was a lot of modified 
heavy loader droids which where fitted with Fritz which 
gave rise to the myth that he’s a big robot.  
Fritz is a cybernetic brain and motor-servo control 
mechanism about the size of a football and probably one 
of the most shit-hot AI’s ever made by anyone short of 
Thresher and their Charcadon H-K drones, where Fritz 
was inspired from. Rather than have a single ‘model’ of 
large droid, which people would invariably come up 
with some way of blowing up eventually. Tek Trex de-
cided that, in order to keep things interesting and keep 
everyone guessing what the hell would come lumbering 
out they’d just bung Fritz’s brain into anything with a 
computer, electricity and capable of beating the living 
shit out of enemies. Construction robots, demolition 
droids, loader units, APC’s, Tanks, space ships, facto-
ries, cars and even powersuits. 
He has two settings 
1) Yes boss. Where Fritz does as he’s told by the opera-
tor through the IDG unit 
2) Annihilate. When Fritz does what he wants to any-
one/thing he can catch, which is the default setting for 
not being hooked up to an IDG. 
 

Fritz Envelope 
Weight: 10kg  Internal Power supply: 
15,000hour 
PV: 12 casing  ID: 35 
STR: – DEX: – PHYS: - DIA: 25 CONC: - KNOW: - 
COOL: - 
Detect: 25 Other skills must be programmed in as per 
the chassis it inhabits. 
The envelope is a large 30x10x20cm armoured box 
which has a heavy duty, EM proof casing and can run 
up to 200 servos, engines, weapons or anything else 
which can be controlled by a signal. 
Fritz programming is an art, best done on long Ion 
Drive voyages with a lot of spare time, the envelope can 
support up to 15 skills up to Rank 15 
Programming roll is a Computer Subterfuge + 2D10 roll 
Target of 11 + the level of the skill going to with an 11+ 
needed to succeed.  
They cannot be bought as each chassis the Fritz is 
dropped into is unique. 
Base time for the programming is one hour per level of 
the skill going in, extra successes over the target num-
ber reduce it by one hour, a fail means the roll must be 
started over again. Can be done in stages, little by little 
over time. 
Adding an extra hour up to +10 hours reduces the target 
number by -1 per hour. 
Cost: 10,000u assembled, 5000u in parts- requires a 
Hard Electronics Repair roll. 
ID, PV, attacks and movement rates are whatever Fritz 
is put into. 
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Cybernetics 
Because biogenetics is such an expensive, often messy 
and even dangerous activity of slopping around a lot of 
highly toxic fluids, high pressure vats and the level of 
skill required to produce a consistent product is phe-
nomenal, it isn’t the most accessible of products. Cyber-
netics fills a niche, for people who don’t have the intel-
lectual or material resources to make implants that are 
biogenetic, Tek Trex aren’t big enough to make a lot of 
biogenetic material, what they do make is simply for the 
neural interface between the implanted machine and the 
user’s own nervous system and anchors the machine to 
the body. Sometimes small amounts are also grown for 
medical reasons, replacement skin over an artificial 
limb, external organ or for fixing injuries, replacement 
muscle and bone. Which makes TT-Cyber gear a lot 
different from most others, this ‘buffer’ of biogenetic 
padding between the nervous system and the processor 
in the implant which controls its movements has led to a 
lot more tactile and mobility over the other small hand-
ful of soft companies that make replacement cybernetic 
limbs and organs.  
About the only other major producers of cybernetics are 
the SLA Department of War for the Nitro Legions, a 
tiny amount from Darknight and Thresher. Thresher are 
about the only real bit of commercial competition as the 
other two don’t sell into the free markets and they pro-
duce a superb quality assortment of products which use 
nanotechnology to fuse nervous systems and implants 
directly to the machine. Such technology TT can only 
dream of, which in turn is also the downside to their 
competitions product, while it’s on and running, hooked 
up correctly it’s the best money can buy.  
 
If it breaks, only they can fix it. 
 
Tek Trex products are cheaper, a great deal easier to 
obtain and very simple to implant which has helped 
them eke out a majority share of the market, the fact 
there are plentiful spare parts, easy to replace batteries 
and maintenance can be done in 90% of cases with 
some basic mechanical and electrical knowledge. If you 
can change a tyre on a car or batteries in your TV re-
mote control you can fit replacement parts and batteries 
into a TT cybernetic limb. Smaller organs and internal 
organs, implants and so forth use a set of chemical cata-
lysts to turn blood sugar into electricity and have no 
appreciable affect on the implanted person’s physical 
well being. A small but encompassing variety of im-
plants are available, from basic medical replacements to 
military grade enhancements, which, when you don’t 
work for a major corporation are literally a lifesaver for 
millions of people. 
 
Cyber, as it’s known in Tek Trex and to their customers 
is big business, which despite the tremendous amounts 
of bad press that it gets from SLA industries continues 
to sell well and earn the company a lot of money. By far 
the biggest pitch for SLA and its advertising shots at 
Tek Trex is ‘Rust Alley’ a mythical and completely fab-
ricated area ‘somewhere on a planet near you’ where a 
place is littered with people who have old cybernetic 

implants. Former operatives and employees that Karma 
supposedly warned that they would be lumbered with 
implant tech that might either go out of fashion, out of 
date or as the biggest lie of all, run out of power and 
essentially people that do this end up as hobos living in 
squalor. 
 
Tek Trex has started to punch back, quite effectively 
with their own sentimental and cutting advertising on 
TTT-TV with claims that if Karma gave a shit they 
would have given the hobo’s free implants and being 
they where once valued employees then at the very least 
SLA would have looked after their medical care as it 
states in the SLA employees contract that they are obli-
gated to do. It hits home to what audience TT can reach 
on their own television channels but by and large the 
majority of the universe is stumbling around myopically 
believing what SLA tells them, even if it is complete 
and utter bullshit. They offer free implants to anyone 
that brings someone in off rust alley or even to send a 
Tek Trex medic there personally and have done for the 
last 15 years, however there have been no offers, no old 
operatives full of rusting cyber ware and no one they’ve 
met on interviews who knows there it is. So what hap-
pened to operatives who where loaded full of cybernet-
ics? They're in Tek Trex or where in Tek Trex and 
where one of the bulwarks against SLA and its attacks 
on the company, most are dead, assassinated or retired 
but a few still stalk the halls of the company factory 
ships.  
 
Never the less, it still raises the ire of Depetris De’Mar 
who goes to a great deal of personal effort and time to 
make sure that people who purchase her medical and 
military implants get their value for money. Value for 
money is one of the reasons that she ended up having to 
leave SLA in the first place because her equipment was 
far below the cost of Karma Biogenetics implants and 
becoming very popular, even though there was a bundle 
of evidence that both biogenetic and cybernetic implants 
could function quite well together and her market was 
always at the end of a different income scale and in-
deed, oriented towards a completely different set of en-
hancement rather than the brute-force aspects of most 
Karma implants. 
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Field lifespan of cybernetic component are quite good, 
being they are made completely of inert ceramics and 
metals there is nothing of the sort in terms of corrosion 
and in most cases will be in perfect working order long 
after the person they're attached to dies of old age. The 
batteries for large limbs are good for around 100,000-
150,000 hours, which in anyone else’s terms is several 
years. Smaller components or partial limbs are either 
running on blood-sugar catalytic components or 
50,000hr micro batteries and all of the batteries can be 
charged of DC power supplies. Most DC power supplies 
can be scavenged off electrical equipment transformers 
and given the lifespan of the batteries even the most 
stupid implanted person can figure it out by then how to 
stick two wires into the power jacks. 
 
Being that the first full cybernetic organs, limbs and 
other implants where perfected back in the 100’s there 
isn’t really a lot to improve on in terms of design, while 
this doesn’t necessarily mean that there's never anything 
that cannot be improved, its just easier to maintain a 

product line that works. It’s worked for close to 800 
years, it’ll work for another 800 and there isn’t really 
any competition, bolt-on upgrades, software improve-
ments and so on however are always popular as well as 
the ‘Premium’ lines of implants.  
Premium implants are for people that don’t want a stock 
line, after all if you’ve got the money and faced with the 
choice of replacing something, it may as well be the 
best that money can buy. Tek Trex however do not 
maintain huge parts inventories for premium units, that 
said, most of the replacement components are easily 
substituted in with a stock part which is a company pro-
tocol before the device goes into mass production. Engi-
neers must make such devices compatible or capable if 
using a stock part in an emergency, stock parts them-
selves are designed to be modular, if a piece gets broken 
or otherwise rendered inoperative then it simply swaps 
out for a new one. Internal implants however require 
surgery to fix but over 95% of them can have all their 
parts simply swapped out, making surgery nowhere near 
as difficult as it would be with biogenetics. 

Surgery 
 
Most choppers worth their salt can patch in fairly much anything with a decent surgical setup, some anaesthetics 
and a bit of time for the patient to heal up. Tek Trex will sell customers the components and the install  
instructions, if they are able there might be a Chopper or team of them along with the sales persons if there is a 
big order of cybernetics that is going through and the buyers can pay the money. Aside from that, finding an  
implant surgeon outside a major corporation or large soft-company can be an extremely difficult, dangerous and 
expensive proposition. 
 
Look on the bright side, you get broken during or on the job and TT will pay these for free as part of your  
employee contract along with the broken bits! Downside is that something you where probably attached to has 
gone west and is lying in a ditch or biohazard bucket in a surgery. TT employment contracts don’t cover the cost 
of elective surgery though. 
 
Implant surgical costs and post operative care times. 
 
Class A  Difficulty- 11+ 
Cost: 500u  Blackmarket: 1000u+ 
This is a comparatively easy task and involves small internal organs like kidneys, eyes, tongue and external, small 
appendages like fingers and toes. Post-op care is as little as 1hour or less 
 
Class B  Difficulty 14+ 
Cost: 1500u  Blackmarket: 4000u 
Difficult surgery for larger internal organs like livers, spleens, partial limbs like a forearm and hand, foot and shin. 
Post-op care is usually between 4-6hours 
 
Class C  Difficulty 16+ 
Cost: 5000u  Blackmarket: 12,000u 
Involved surgery for complete limbs, any kind of neural implants and replacement of more than 1 other internal 
organ or partial limb. Post-op care is between 1-3 days. 
 
Class D  Difficulty: 18+ 
Cost: 10,000u  Blackmarket: 25,000u 
Advanced surgery for multiple complete limbs, more than 2 internal organs being replaced and more than 2 neural 
implants. Post-op care is between 4-7days 
 
Class E  Difficulty: 20+ 
Cost: 15,000u  Blackmarket: Typically not available 
Military grade implants, full chassis rebuild and envelope surgery. Post-op care is between 10-25days 
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Prosthetic medical replacement limbs and organs 
TT products are finished in plain titanium and quite obvious. Tactile sensors in limbs can be turned off if the 
owner so chooses. They have the same hits as the user and tuned to match their original stats, however hits to that 
area are only Armour Damage, no wounds and are ID for the purposes of taking damage. They are tuned to match 
the strength and dexterity of the implanted person. 
Recharging jacks cost 200u and will run off mains, fusion or solar power supplies and charge the implanted de-
vice up to full in a matter of hours. 
 
Implant Price   Surgery 
Small sensory organs (eyes, ears) 1000u   A 
Large internal organs (liver, pancreas) 1500u   B 
Complex internal organ (heart, lung) 3000u   C 
Small limb (finger, toe) 500u   A 
Partial limb (foot, hand) 1500u   B 
Full limb (arm, leg, tail)* 2500u   C 
Biogenetic-Coating*           1000u       A 
Recharging Jack               200u    N/A 
 
* -1 to any physical skill requiring the use of primarily the replacement limb due to the reduced tactile senses. 
Biogenetic coating restores this to normal working parameters and includes the neural work to patch in feeling 
making it the same as or close to the tissue on a normal limb or external organ. 

Premium medical replacement limbs and organs 
 
These master-craftsman items are purpose built to the 
person they're going into, expensive and capable of en-
hancing the implanted persons physical statistics and 
have +50% more ID in their capacity to absorb damage. 
The come complete with biogenetic coating and sub-
stantial capacity for modification. 
 

TT-EA90 Hearing Amplifiers   
Rating: 1-10 
Cost: 3000u     
Surgery: A 
These are digital hearing amplifiers that replace the or-
ganic eardrums in both ears and give 1 Rank of Hear-
ing- Good per Rating and remove any Hearing- Bad 
disadvantage, they do remove any natural good hearing. 
 

TT-EA 40-40 Acuity    
Rating: 1-10 
Cost: 3000u    
Surgery: A 
Replacement cybernetic eyes with a combination of op-
tical enhancement and digital over sampling which 
gives 1 Rank of Vision- Good per Rating and remove 
any Vision- Bad disadvantage, they do remove any 
natural ranks of good vision. 
 

TT IR 40-R Spectrum Acuity 
Cost: 10,000u    
Surgery: B 
This implant gives access to the Infrared and Ultraviolet 
invisible light spectrums. They are normally patched in 
with EA 40-40’s and cannot be used in conjunction with 
a prosthetic replacement; however they will work with 
normal biological eyes. 
 
 
 

TT DEA-1011 Audio Acuity 
Cost: 8000u    
Surgery: B 
This implant is a wide spectrum audio receiver which 
can hear well beyond any biological species ability to 
detect, from sub-bass rumbles to ultra-high pitched 
screams from electronic components. They aren’t able 
to be integrated with normal prosthetic ears but work 
perfectly fine with organic ones and EA90’s. 
 

TT-Squid MM 
Cost: 15,000u    
Surgery: C 
The Squid is a 1mm radar sensor and sonar which is 
located in the forehead underneath the persons skin, it 
can cut through smoke, rain and other heavy atmos-
pheric pollution up to 100m and underwater up to 
300metres. 
 

TT-P1000 Replacement Cybernetic Limbs 
Partial- 
Cost: 5000u   Surgery: B 
 
Full Limb- 
Cost: 12,000u   Surgery: C 
Servo Tuning   Surgery: D  
Cost: 3000u per point of STR in the limb up to +6 
 
Aside from being tougher, user friendly and as good as 
a real limb, the P1000 full limb replacements can also 
mount up a substantial amount of servo tuning and in-
clude advanced bone anchors to stop the limb being torn 
off using that additional strength. Bonus’s to +DAM 
only apply to the limb it is mounted on for the purposes 
of hitting people and things with it. If only one arm is a 
P1000, its use to absorb recoil is halved, unless two 
limbs with balanced servo tuning are used in conjunc-
tion. 
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TT-P500 Replacement Internal organs 
Kidneys  Cost: 3000u  Surgery: B 
+4 PHYS rolls vs Toxins 
Liver   Cost: 6000u  Surgery: C 
+10 PHYS rolls vs Addictions 
Spleen   Cost: 2500u  Surgery: B 
+4 PHYS rolls vs Disease 
Gastrointestinal Cost: 8000u  Surgery: D 
+4 PHYS rolls vs Toxins 
Lungs   Cost: 8000u  Surgery: D 
+4 PHYS rolls- all 
Heart   Cost: 5000u  Surgery: B 
+4 PHYS rolls- all 
 
These cutting edge premium organs are rigorously 
tested and tailored to the person they're going into, most 
are hybrids between biogenetic tissue and mechanical 
filtration and their effects are cumulative. There are also 
dozens of people willing to put their rep on the line to 
say they have saved their lives, because these critical 
organs are so robust they increase the implanted persons 
Total hits by +2 and Torso hits by +2 for each P500 im-
plant they have. 

 

Premium Neural Ware 
TT-DR12 Trauma Dampers   
Rating: 1-5 
Cost: 3000u per Rating   
Surgery: C 
Add Rating to the PHYS roll to resist shock, stun and 
each allows activity to ignore one wound modifier per 
level of rating. 
 
TT-FD11 Inertial Dampers   
Rating: 1-5 
Cost: 2500u per Rating   
Surgery: C 
Add to PHYS roll in Rating to stay conscious under 
high G-Forces, disorientation and also add their rating 
to Gymnastics rolls. 
 
TT-DD01 Memory Buffers   
Rating: 1-5 
Cost: 6000u per Rating   
Surgery: C 
Each level of Rating adds +1 to the DIA stat and will 
increase the KNOW stat directly, also gives perfect  
eidetic memory.  

Mil-Spec Implants 
Popular amongst the Headhunters and Hoodies, most of this stuff doesn’t find its way outside of Tek Trex all that 
often because it’s formidably expensive and normally out of the price range of most people. However, it is also 
tremendously dangerous and quite lethal in the hands of a professional, almost all of it is either hybridised cyber-
biogenetics or even spin offs from other even more arcane sciences which normally don’t have anything at all to 
do with the implant industry. 

TT-Tac Seven     
Rating: 1-3 
Cost: 7000u     
Surgery: C 
 
This piece of cybernetics is one of the finest Tek Trex 
has ever sold and netted the company a couple of juicy 
equipment trades with Thresher in exchange for some 
desperately needed specialist ebb gear and drugs. Most 
experienced Headhunters swear by the R3 version 
which has a bit more versatility and the system doesn’t 
need any additional hardware off the weapons them-
selves. Simply puts a dot in the user’s field of vision of 
any colour they want to contrast against the surround-
ings and that’s where the bullet is going. 
Rating 1: +1hit with Pistols 
Rating 2: +1hit with Pistols and Rifles 
Rating 3: +1hit with Pistols, Rifles and Autosupport 
 

TT-CCC Series 
Closest thing to becoming a bipedal razorblade, these 
implants are incredibly lethal in close quarters and ex-
tremely discrete until someone with them pops them 
open. 
 
 
 
 

TT Sliver 02.1    
Cost: 8000u       
Surgery: C 
The first step of an internal combat system that involves 
the implantation of sharp, retractable vibro claws on the 
hands and toes of the user giving them a +2 PEN and +2 
DAM to unarmed combat attacks 
 
TT Slasher 03.2 
Cost: 12000u - 5000u upgrade from 02.1  Sur-
gery: D 
A major upgrade of the Slivers which makes them 
longer and also includes retractable vibro-spurs on the 
forearms and shins of the user capable of dealing terri-
ble wounds. 
Gives a +4PEN and +4 DAM to unarmed combat at-
tacks. 
 
TT Severance 04.3 
Cost: 16,000u, 5,000u upgrade from 03.2, 10,000u up-
grade from 02.1 Surgery: D 
Retractable Vibro-spurs on the forearms, knees, feet, 
elbows, shoulders in addition to the claws on the fingers 
and toes. 
Gives +5 Pen and +6 DAM to unarmed combat attacks, 
anyone attempting to wrestle or pin the owner of such a 
system can find themselves taking damage automati-
cally with no to-hit roll required by the owner. 
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TT 10.30 Saint Series Neural Replacement 
  

Rating: 1-3 
Cost: 20,000u per Rating     
Surgery: E 
Upgrade from each rating: 20,000u    
Surgery: D 
 
A highly invasive and dangerous set of implants that 
replace over 90% of the bodies nervous system with a 
series of ultra-high speed relays which channel an FTL 
signal down the myelin sheaths and a series of lengthy 
chemical treatments backed up by one of the most high 
tech and tiny combat computers ever developed. This 
implant was developed by Jade Nakasone in Thresher 
and was passed down to TT via a trade agreement and 

cooperative R&D project some 500years after they 
where first developed. Considered by many Thresher 
soldiers to be the cutting edge even centuries after they 
where first trialed, many Headhunters in Tek Trex are 
liable to agree with them. Even though the 10.30 does-
n’t have the higher potential that their equivalent TH 
product does, in some ways they are better except in 
raw speed but they are considerably safer. 
Each Rating of implant grants an extra action- 
Rating one gives an additional action in Phase 3 
Rating two gives additional actions in Phase 2 and 4 
Rating three gives additional actions in Phase 1, 3 and 5 
Each successive Rating of implant is not cumulative in 
its phases, it simply precedes the lower Ratings and 
doesn’t work in conjunction with combat drugs that 
grant additional actions but they will work with bioge-

TT Guardian Angel series of Hybrid Implants 
The GA series was a direct spin off of the SLA Nitro implants which go into the dreaded Nitro marines and first 
patented by Jade Nakasone in the 170’s as her Super-Soldier package. Centuries may have passed but these have 
only gotten better with age as Tek Trex refined them, ensured strict quality control and applied modern day tech-
nology to them where they could. These have and probably always will be the ultimate in premium lines from Tek 
Trex, for the employee looking to shorten the odds a little in their favour in any kind of line duty they do come at 
a large price. 

TT-GA C-R1 Dermal armour    
Cost: 20,000u      
Surgery: D 
This is a mostly pure biogenetic implant with a cyber-
netic neural control link which has a number of different 
features to make it both highly effective at absorbing 
physical damage and being quite easy to live with on a 
daily basis many types of dermal armours tend to be in 
terms of tactile sense. The C-R1 is a heavy cartilaginous 
implant which lies underneath the epidermis and can be 
softened at-will by the user so they don’t suffer from 
feeling like they're wearing a rubber suit. 
C-R1 absorbs blunt trauma from projectiles and hard 
impacts that don’t penetrate the skin or armour of the 
user. 
 
TT-GA Dawnrazor Muscle Replacement  
Cost: 60,000u    
Rating 1-3      
Surgery: E 
Aside form the somewhat frightening price tag the 
Dawnrazor series of implants is considered value for 
money considering the sheer amount of abilities it con-
fers to the user, especially at the upper end of the spec-
trum. These replace the larger physical masses of mus-
cle with specially grown biogenetic mass which in addi-
tion is further enhanced more than normal to provide 
greater flexibility and strength to the user without in-
creasing their bulk. 
DMR adds +1 STR and +1 DEX to the user, it also in-
creases the PHYS stat directly and confers extra hits to 
total hits and each hit location. 
 
 
 
 

TT-GA Kicker Glands    
Cost: 5000u 
Rating 1-5     Surgery: C 
There are a total of six glands which are implanted in 
the user’s body along major arterial walls linked with a 
neural processor and biological monitoring system that 
packs a large dose of concentrated, non-addictive tissue 
knitters. The actual glands themselves produce a dose of 
knitters once in a 20hour period and if the user is in-
jured, rendered unconscious or mortally wounded they 
fire off at once to stabilise and help stem bleeding. Suc-
cessive ratings increase the amount of onboard knitters 
the person carries within them and each dose heals 5 
wounds or 5hits, depending on what needs fixing first. 
They fire off automatically or on demand and offer 
something of a ‘2nd chance’ for people who are mortally 
wounded counting as an immediate first aid application. 
 
TT-GA BC40      
Cost: 6000u 
Rating 1-5   Surgery: B 
Considered one of the ‘must have’ pieces of implant 
surgery for anyone going away into some kind of con-
taminated environment, be it a war world, where they 
where first deployed or even just one of the nastier in-
dustrial worlds. The BC40 system is a massive set of 
blood filters located on the cardio-vascular system that 
removes toxins, chemicals, bacterium, viruses, prion’s 
and even some of the nastier bio-chem warfare agents 
out there with some minimal first aid. While it isn’t 
completely dependable to save a persons hide from a 
massive dose of poisonous agents it does do a great deal 
to assist in survival. 
BC40 gives a +3 to all PHYS rolls per Rating which is 
cumulative with other filtration systems. 
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TT-C Series Cybernetic Chassis (Depetris Class) 
Cost: 1,750,000u     
Surgery: E  
Often regarded as being a genuine surprise from Tek Trex by outside companies like SLA and Darknight who 
more or less lump it into major custom pieces of cybernetics, which doesn’t appear in numbers worth a mention. 
Thresher themselves where quite impressed with the chassis, however they had left their own Kreig series fallow 
for many years and most people in Thresher avoiding them full body replacements in favour of other alternatives. 
However, not everyone has the luxury of working for a suppressor power with the alternatives in terms of things 
like LAD, Shadowmaker or major biogenetic replacement and so the C-Series fulfils its small niche in the uni-
verse quite happily. 
 
 Originally developed as a medical replacement body, the C-Series didn’t last long before people in Tek Trex with 
the money often voluntarily started going in for the procedure and while there isn’t a lot of them, they do seem 
quite happy with the chassis. What made this chassis different from the SLA Model 800 Manchine and the 
Thresher Kreig 108 chassis proceeding it by several hundred years was the fact a lot of effort was put into making 
the user feel like they where in a real body. Feedback sensors off the biogenetic skin are 99.5% accurate, com-
pared to the 90% of the Kreig and 60% of the Model 800’s. Part of this being due to the fact the neural envelope 
that houses the brain is far more integral to the chassis and there isn’t any loss of gain from the feedback circuits 
going through complex buffers. While this makes servicing slightly more difficult and being transferred over to a 
new or replacement chassis even more difficult, it does deliver the best man-machine interface ever put into mass 
production and has none of the ‘disassociation’ problems that previous ones have had. 
Like preceding units put into production before it from SLA and Thresher it uses the biogenetic outer skin, how-
ever unlike the other two it uses a combination of biogenetic muscle masses and memory plastic drivers on the 
chassis. Doesn’t make it as strong as some of the others but it was designed for casual, non-combat use. Oddly 
enough the combination of both ended up making it immensely tough with a lot less field maintenance and com-
bined with long-life rechargeable batteries something akin to immortality. Depetris De’Mar was the first customer 
and proudly wears the #1 serial number, which in any kind of advertising where the CEO thinks its good enough 
to wear a product like this should be enough to convince others it is the best they make. Indeed, it’s the best any-
one has ever made and while no cost was spared, it does make it quite expensive to both manufacture and replace 
parts. 
 
PV: 12 Armour  Weight: 120kg    
Height: 180-200cm tall. 
Battery Life: 50,000hr rechargeable 
ID: Head- 30 Torso- 100 Arm- 60 Leg- 65 
STR: 18    DEX: 15   PHYS: N/A 
Movement: Walk 2m/phase  Run: 5m/phase  Sprint 15m/phase 
Encumbrance: Move= STR x 50kg  Half Move= x3  No Move= x4 
Appearance: 0-12 Good Looks 0-12 Good Figure 
 
Sensor Systems: 
Taste, smell, touch and temperature 
Good Hearing 10, Good Vision 10, IR UV 
Comes standard with an external neural interfaces behind the right ear 
Mil-Spec S10 standards casing rated to 150G impact, 250m submersion, sealed, hardened circuitry, +300 to -150 
degrees celsius, vacuum and radiation shielded. 
Damage to the biogenetic skin heals in 5 phases. Internal biogenic-recycling air supply for up to 100hours without 
having to breath. 
For the purposes of taking damage, the chassis takes Armour Damage and no wounds, once the chest area is de-
stroyed the person is killed as it houses the brain casing. 
Able to jump 6 metres straight up or 10 metres diagonally from a standing position the chassis is also built to 
withstand falls of up to 50metres without taking any damage. 
External appearance is highly variable and able to be tailored to however the user wants, additional cybernetics 
are able to be implanted with only Class A surgery procedures and the chassis has full human functionality. Some 
food is required to provide the biogenetic and organic components with nutrients, roughly equivalent to normal 
human consumption. Comes in male and female versions with very little difference between them both in terms of 
weight and height, passes for human with a difficult detect roll to pick the slight ‘perfection’ of appearance which 
marks a cybernetic from an organic. Hair, bad breath, scars, body odour and the whole works can be easily tai-
lored though which makes them very difficult to detect, though anyone with a x-ray or the outer skin taking dam-
age can pick them up fairly easily. 

Cybernetic Chassis 



61 

Cybernetics Repairs 
Tek Trex makes heavy use of modular systems which simply involve the broken component being taken out and 
replaced with a new one, old ones can be returned to the company for reconditioning and will return either 30% of 
the sale price or knock 30% off the repair cost of new for old. 
Large components like limbs and cybernetic chassis- 
Cost of Item divided by its ID = cost of ID to be repaired. 
No Surgery costs. 
Smaller internal systems, neural ware and combat implants are completely up to the GM’s prerogative as to how 
they are damaged and how much. Obviously if someone gouges out an eye, then they're going to need a new one 
and so forth which is easy to determine cost + some surgery. Most internal systems are simply swapped out for a 
new one if they're broken, incurring the same surgery costs as going in for taking out the old and  
additional surgery costs to put a new one in. This is covered by the TT employees health cover system but  
contractors may get a percentage discount (TT-Reputation x 10%) or even free if they're particularly well liked or 
helped the company out. 
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Exotics and Pharmacology 
Drugs 

What's a game without some hardcore drugs? 
D&D most likely, which we’re not playing so put away 
the elf in your pants and stop fondling that D20 like it’s 
your first bit of booty. Sadly, there's not a lot of drugs in 
TT, they just don’t have the resources to make them so 
they have to go looking for other sources of medical 
grade drugs 
SLA, where to expensive and messed you up 
DN, where to cheap and really messed you up 
Thresher, well, they where kind of expensive but they 
didn’t mess you up and they could get a regular supply 
of them by buying them rather than devote huge re-
sources to continually go looking for them. 
Overall they where only to happy to oblige by making a 
line of drugs for Tek Trex out of their conventional ex-
port lines they sold everyone else in small amounts and 
the local choppers where only to happy to take them, 
currently they're only moving in the product for medical 
use rather than combat use. Combat drug use and abuse 
is just so frightfully expensive it’s just way out of the 
league of TT to make and support. Another thing to re-
member is that TT isn't SLA, it isn't about getting into 
fights like an operative and pumping yourself full of 
drugs. 
Plus even the most simple of them tend to addict and 
kill the user after a year or two which isn’t covered un-
der the TT employment contract so if you want to take 
them and deal with the consequences then its up to you 
as a grown adult. 
 
DC-X 
A watered down version of TH-DC, the tissue knitter 
which has kept more Thresher soldiers in one piece than 
band aids have covered a cut finger. It isn’t really in the 
same league as Kickstart Solo’s, Blackball or any of the 
other top tier tissue knitters made by SLA or DN. How-
ever it is cheap, it doesn’t have any addiction and it 
works perfectly well for the light combat duties that TT 
employees get up to. TT employees aren’t front line 
soldiers, cops, operatives or anything like that so it does 
the job for what you pay for and a little bit more. 
Heals 2 Wounds or 2 Hits, 2 phases after injection 
Cost: 50u a dose 
Also contains localised antibiotics which give the user 
+5 PHYS rolls to resist secondary infections. 

Other drugs available are- 
Ex-Punge for 70u a dose    
TX-0 for 1200u a dose 
Ex-AB10-A for 25u a dose    
VA-RL9 (normal) for 200u a dose 
And that’s it, all your normal dopes, booze, pills and so 
forth are available on the black markets for the usual 
formidably expensive prices. 
 
Ebb Gear 
This is all bought from Clover-Dynamics in Thresher 
who produce all the ebb gear for the company and do a 
limited trade in refitting, debugging and matrix altera-
tions of captured (unused) SLA equipment for sale to 
Tek Trex Employees. 
Ebbs are really out in the wilderness in Tek Trex, who 
is caring to their needs but unable to dig up much for 
them in the way of support and training, in frustration 
mostly they have been palmed off to Thresher to fix. 
For a lot of ebbs this can be a frightening experience as 
the last 800’s years of SLA propaganda has marked 
Thresher as being a bunch of ebb-raping nasties. Which 
they are, they're also shoot the living shit out of every-
thing else on a first come, first shot basis which makes 
them equal opportunist executioners and nasties. Depet-
ris De’Mar is of the opinion that if ebbs in Tek Trex 
would be happier in Thresher where they can mix with 
their own type of free-range ebbs in the Thresher ebb 
communities then that’s really they're own prerogative 
but doesn’t want to loose them if she can as they do 
bring a lot to the company. 
It is convoluted, sometimes time consuming and expen-
sive but it’s the only way that an ebb can learn about 
formulae, flux and ebb skills outside of SLA industries 
without blowing their brains out all over the ceiling due 
to probability backlash. De’Mar has also been warned 
that all SLA equipment has bugs in it and will cause 
problems with security so as a result she only lets  
employees use material from Thresher which are  
subsidised to some degree and things like Flux Gems 
are dirt cheap. 
She is desperate though for the company to produce at 
least one foldship navigator as it would give them a lot 
of flexibility to break into new markets and she can get 
a hold of a ship anytime, it would just needs someone to 
fly it. 

Reconditioned Ebb Equipment 
Deathsuit    7,000u   Flintlock    3500u 
 
Thermal Gauge   3500u   Distracter    3000u 
 
Pathfinder    3000u   Medkit    7000u 
 
Illumination Gem  2000u   Vector Box    5000u 
 
Jade Probe    3000u   Focus    5000u 
 
Demon Harness- Enhancement See pg 88 THSB      10,000u 
Flux Gems-   Eternal   Per 1point of flux  500u  
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The Armaments Trade 
Rather than devote a large amount of precious factory 
space to producing small arms and armour, which there 
are ample suppliers of in the universe, Tek Trex moved 
into space going vehicle components early on which are 
much more lucrative given they are above Ulran. Some-
one, somewhere is always going to need a space ship 
component or weapons system given its not a friendly 
universe and per ton they do net a lot more profit at the 
end of the day and its an industry catering to the free 
markets which is always in demand. 
 
Tek Trex has a free trade agreement with Thresher, 
meaning they can get all the nice export armours and 
KC gear for shipping, plus unit costs and a small bit of 
profit for the trader. Given that there's at least one big 
shipping run into Ulran from Thresher at least every 10 
days and TT often acting as a go-between employees 
stand to nab a particularly good special once in awhile. 
Both the TH and KC armours are quite superb pieces of 
equipment, sometimes quite expensive but always popu-
lar because spares are easy to come by and the build 
quality is something Thresher and its affiliated sub  
company Killa Chassis prides themselves on. 

Same goes for weapons, most TT employees are per-
fectly happy with an export, brand new Thresher 
weapon rather than SLA or DN material which is more 
often than not second hand and have a reputation for 
being not much more than big, flashy, noise makers 
which look cool on TV. But if you genuinely want a 
gun that is practical, kills people and never breaks down 
(ever!) then you buy something from Thresher. 
However, there are some things which Tek Trex still 
makes themselves to fill in a gap, get some exposure to 
the public and showcase their technological skills, par-
ticularly in the way of modifications and add-on bits 
and pieces. 
 
Tek Trex firearms range mostly to cater to the lower 
end of the market, people that just want a simple gun 
that can cycle through common ammo and not cost to 
much. At the other spectrum of the market are the ultra-
high tech weapons which aren’t really deployed en-
masse by a large armed force but most of the smaller 
company operators and specialists use them for what 
they are. 

TT-5 ‘Quad-train’  Submachinegun 
Calibre: CAF (Pistol)  ROF: 10  
Recoil: 7     Magazine:  250 drum 
Weight: 4.5kg   Range: 10 m  
Cost: 1000u 
The TT5 has been around for some years now, mostly 
fitted to drones as part of their standard armament but 
some models exist for people to use as well. While it 
does only fire CAF ammunition, it does so at a rate 
which is truly frightening through those six little barrels 
and the noise is reminiscent of someone tearing apart a 
huge sheet of cardboard. In the hands of a skilled opera-
tor this weapon is to be feared for its ability to rip 
through lightly armoured targets with ease. 
 
TT-Zip  Pistol 
Calibre: 10mm  ROF: 1    
Recoil: 3   Magazine:  5 box 
Weight:  0.5kg  Range: 5 m  
Cost: 250u 
A nasty holdout pistol made of pressed steel and about 
its only redeeming features does its compact size and 
price, which makes it popular with prostitutes, street 
kids and anyone else who might need a concealed 
weapon about their person. It doesn’t take accessories 
readily apart from a silencer which almost doubles its 
size. 
 
TT Tech-10  Submachinegun 
Calibre: 10mm  ROF: 3/5   
Recoil:  6/9   Magazine:  20 box 
Weight: 1.5kg  Range: 10 m  
Cost: 1200u 
Probably more aptly, a machine-pistol, TT have priced 
it quite competitively for the markets, its compact 
frame, light recoil and good rate of fire will keep it in 
the hands of gang members, props and most anyone else 

wanting a decent firearm of this type for some time to 
come. 
 
The Tech-10 often refitted into the TT drones to replace 
the TT5 and a 100round bin magazine is available for 
them that will also mate-up to the man portable version. 
 
TT Tech 12  Submachinegun 
Calibre: 12mm  ROF: 1/3   
Recoil: 5/7   Magazine:  30 box 
Weight: 2kg   Range: 10 m   
Cost: 5000u 
Considerable ‘thump’ for the price, backing up a 12mm 
round in a compact steel frame, simple, reliable spring 
loading mechanism this weapon is starting to make it-
self felt on the streets, particularly against SHIVER and 
operatives who are beginning to dread its presence. 
While it doesn't manage the high rate of fire like the 
Tech-10, the 12mm round makes it a good armour killer 
for those that can handle the recoil. 
 
TT Tech AR  Assault Rifle 
Calibre : 12mm  ROF :  2/3  
Recoil : 4/6   Magazine :  30 box 
Weight:  4kg  Range: 25 m   
Cost: 9000u 
 
While production of the Tech AR hasn’t reached the 
point where the streets are littered with them, it is pos-
ing to be a serious challenger to the FEN AR, Darknight 
assault rifles and other weapons normally in 10mm. It 
comes with 3pts of inbuilt recoil suppression and a 
1000m scope making it a bargain. Reliability for this 
weapon is also excellent. 
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TT Tech-G   Shotgun  
Calibre : 10g  ROF : 1/3   
Recoil : 6/9   Magazine -  30 drum 
Weight:  6kg  Range: 8 m   
Cost: 9000u 
The Tech-G or ‘Gauge’ as it’s more commonly known 
inside the company is a full blown combat shotgun with 
a short barrel, large drum magazine and a burst fire set-
ting which is murderous in close confines. Finished in 
light grey high impact resin and anodised aluminium it 
is a very professional looking and reliable weapon. 
 
TT-Arsebeater  Gauss Rifle 
Calibre : 7.5mmBB ROF :  5/10/20 
Recoil :  3/7/15  Magazine :   150 drum 
Weight:  5kg  Range: 20 m   
Cost: 4000u 
Originally called the ABG7, the name didn’t last long 
before employees started calling it the Arsebeater, both 
as a nickname for what it did to people and the fact it’s 
reminiscent of the SLA Shiver’s Browbeater. Unlike the 
browbeater this beast genuinely kills people quite eas-
ily, either by filling them with enough steel ball bear-
ings to sink a battleship or someone slipping over after 
the battle on them. 
A true menace to public health and property, as SLA 
has called it, which only seems to encourage TT to carry 
more of them, normally as a section support weapon it 
doesn’t have the greatest ballistics capabilities but 
ammo is dirt cheap. Ultra reliable and very compact, it 
does have a fold out aluminium stock and recoil tends to 
be quite manageable up until the highest rate of fire is 
selected. 
 
7.5mm Ball bearing  
DAM 5 PEN 5  AD 1 
Cost: 1u for 10 BB’s 
 
TT-Inferno M   Flame thrower 
ROF: 3    Range: 10m  
DAM: 7    Magazine 30 Cylinder 
Weight: 5kg    Cost: 7000u 
Not always a popular weapon which is not due to any 
design problems but the IM tends to be just a frighten-
ing for the user but probably not nearly as much as it is 
for whoever is being coated in burning petrochemicals. 
They have their tactical and entertainment uses how-
ever, that keeps the IM in service and sales alone.  
One redeeming feature was the internal magazines 
which while they aren’t able to be reloaded are heavily 
protected from damage. 
Magazines: 60u, full of petrochemicals and propane gas 
 
 
 
 
 
 
 
 
 

TT-Ultra RIL  Rocket Launcher 
ROF: 1 shot   Range: 150m  
Weight: 3.5kg   
Cost: 1100u  Safe arming range: 40m 
Primary Blast: 2m = 120ID  
Secondary Blast: 8m = 40ID 
The RIL isn’t anything new, Darknight have been  
making the Min-Ex disposable rocket launcher for some 
time and happily blowing SLA up with it for as long as 
anyone can remember. Unlike the Min-Ex the Ultra RIL 
has a lot better design which lends it to being stored and 
rough use, where the old Min-Ex had a waxed card-
board tube the RIL uses a lighter, smaller diameter  
fibreglass, aluminium and plastic construction with iron 
sights out to 900metres. It also folds down upon itself to 
a length of 40cm and extends out to 85cm when ready 
to fire, the tube is not reusable once expended and the 
65mm rocket itself is a better quality high  
explosive than the Min-Ex. 
From the factory they are quite cheap but by the time 
one hits the streets it’s easily five times increased in 
price making them a popular trade good. 
 
TT 120x5 Razer   Missile Launcher 
ROF: 1 shot   Range: 2000m  
Weight: 9.5kg   
Cost: 60,000u   Safe arming range: 40m 
Magazine: 1    
Takes 5 phases to arm a new missile 
HEAT Missile- Cost: 5500u 
Primary Blast: 1m = 1000ID  
Secondary Blast: 10m = 25ID 
Fragmentation Missile- Cost: 2200u 
Primary Blast: 10m = 100ID  
Secondary Blast: 10m = 50ID 
Both missiles have a Pilot Skill of 8 
 
The Razer is an effective hard-target killer SLA indus-
tries would really like to see disappear off its streets, 
TechTrex in the meantime really enjoys seeing them 
explode with childish glee on anything. The 125mm 
warhead packs a huge amount of explosive in it and is 
backed up by a very large solid fuel rocket engine and 
AI capable of sending it over 15,000metres. They come 
standard with a 20,000metre C Band Doppler radar 
scope and standard iron sights which makes this a very 
formidable package. The HEAT round is capable of 
gutting a Battle-Taxi APC or blowing a kilcopter into 
tin foil and the Fragmentation round is packed with doz-
ens of 10mm ball bearings which inflict terrible 
wounds. 
While it is quite a high ticket item, the build quality of 
the Razer and its rockets are well put together with 
some superb support electronics (+1hit over all ranges 
while maintaining lock-on) and is a direct spin off from 
the TT anti shipping missiles which have a certain de-
gree of infamy to their name. 
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TT TW500 ‘Terror Watt’ MASER 
Calibre : 3mm Solid state 3kw MASER  
ROF :  1/5   Weight:  25kg  
Range: 500m   Cost: 50,000u 
DAM: 60 PEN: 30 AD: 60 
Magazine : 200shot powersupply  Cost : 500u  
 
The TW despite its high price, heavy weight and other 
drawbacks that are suffered by some energy weapons in 
atmospheric use continues to be used mostly as a proven 
anti-vehicle and heavy armoured personnel killer. (See 
TH V5 pg 134 for MASER rules) Surprisingly compact 
and with some serious rates of fire the TW500’s are 
cheap to run and formidably accurate weapons that 
carry an equally impressive amount of support electron-
ics. Comes with an integral 5000m digital scope with 
15mm L band radar and IR/UV vision enhancements, 
hardened electronics, power packs can be recharged and 
is immensely over-engineered making it incredibly 
tough. 

TT C-MOS  MASER 
Calibre : 3x5mm Solid state 1kw MASER  
ROF :  1/5/15 
Weight:  8kg  Range: 50m   
Cost: 30,000u 
DAM: 20 PEN: 10 AD: 20 
Magazine : 600shot power supply  Cost : 500u  
 
Designed as a marine boarding weapon the C-MOS is 
slow to gain widespread use due to its price but many of 
the more experienced Headhunters swear by it, espe-
cially in clear weather or hard vacuum environments. 
Features attenuated signal splitters which cause a larger 
wound and considerably more material damage than it 
may first appear and an electronic cooling system to 
ensure reliability under all conditions. An incredibly 
robust weapon it also comes with an integral 1000m IR/
UV digital scope. 
Uses the same power packs as a TW500 and hardened 
electronics 

TT– BOOP 2  Grenade Launcher 
Calibre : 30mm  ROF : 1/2   
Recoil : 8/9   Magazine:  2 internal 
Weight:  3kg  Range: 30 m   
Cost: 4000u 
 
Nothing remotely fancy about the BOOP, it resembles a 
huge over-under skeet shotgun with breach loaded bar-
rels and a ferocious reputation for carrying a variety of 
different load-outs. Most notably the Flechette shells 
which make it work like a huge shotgun. It’s simple, 
practically unbreakable and can be mounted underbarrel 
of most weapons of large submachinegun size or carried 
as a support weapon. 
Very popular amongst Hoodies who cut them down 
(half-range) as a particularly ugly hold up weapon or 
surprise for anyone bothering them, but mostly because 
they're cheap! 
Fits all weapon accessories– barrel mounted ones have 
to be bought x 2 though due to two barrels. 

TT-BOOP 30  Grenade Launcher 
Calibre : 30mm  ROF : 1/3   
Recoil : 7/10  Magazine:  30 drum 
Weight:  10kg  Range: 50 m   
Cost: 20,000u 
 
Despite its high price, heavy weight and large size the 
big BOOP30 sells in huge amounts yearly to employees 
and anyone else with the uni’s, by the time they hit the 
streets they're worth a fortune and for good reason. If 
you’ve ever needed to level a suburb or kill a huge 
amount of SLA employees then this weapon will do it. 
Made of advanced cera-metallic compounds, spacecraft 
grade titanium alloys and heavy duty drum magazines 
make this one tough weapon. While it cannot fit under-
barrel of anything short of an assault cannon due to the 
size and weight it does fit all normal accessories, it is 
also to big to be fitted to standard TT drones. 

Type Blast/Effect Radius/Range Cost (each) Notes 

Fragmentation* Blast 8 PEN 5 10m 60u Shrapnel grenade 
Concussion* PHYS -15 5m 40u Causes unconsciousness 

EMP* Electrical damage 5m 100u See THSB Page 133 
Flechette PEN 10 DAM 10 AD 8 1/2 Weapon Range 60u Functions as shotgun 
Smoke* Blast 4 10m 40u Burns for 5phases 

Incendiary DAM 5 Range 10m 70u As flamethrower 
RX Gas* PHYS roll -15 10m 70u Causes unconsciousness 

Lasts up to 10 rounds inside 
buildings, 5 in the open 

FE Sabot PEN 7 DAM 15 AD 10 1/2 Weapon Range 80u As shotgun slug 
Sandbag PHYS –20 1/2 Weapon Range 40u 1x target unconsciousness 

Dispersal* PHYS –10 10m 50u Causes unconsciousness 

30mm Grenades 
*Can also be primed and thrown with a 1phase to 10phase timer 
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Local Ammo 
Early on the company was hamstrung finding reliable 
supplies of 10 and 12mm ammunition from anywhere, 
the SLA ammo was always priced outside employees 
abilities to buy because it was stolen, the DN ammo was 
irregular and poor quality and that just left the black-
market suppliers in stolen goods who are insane and 
follow no laws of commerce known to mankind. One 
day you could buy 10mm reg for 20u, next day and it 
would up around 35-40u, Thresher 8.95mmEX basically 
kept the company afloat as they could buy a lot of it at 
bulk prices which was in turn sold onto their employees 
for cost. However, that was just two types of ammo, the 
8.95 pistol and rifle, there was still a lot of people out 
there with a perfectly good 10mm, 12mm or 10guage 
guns, Thresher didn’t make those kinds of ammo and 
wasn’t prepared to re-tool their factories so some sissy 
little punks in Tek Trex could shoot their FEN hairdry-
ers all day. CAF 5mm was the only other alternative and 
didn’t present itself for being very useful aside from 
bothering lightly armoured targets. 
 
In exasperation they began retoling themselves and 
brought out their own peculiar varieties of 10, 12mm 
and 10G ammunition for consumers inside the com-
pany, at first there wasn’t a lot of buyers outside the 
company but people soon warmed to it. For the employ-
ees it was literally a lifesaver, wasn’t much point carry-
ing a gun if you didn’t have any ammo for it and 
De’Mar was worried that other large soft companies 
might come sniffing around looking for an easy mark if 
they heard they didn’t have much in the way of de-
fences. 
 
Spin offs of the great bullet shortage where weapons 
like the MASER’s, Arsebeater Gauss gun and wide-
spread adoption of TH-EX guns which are all excellent 
weapons in their own right but quite pricey. 10mm, it 
might be humble, much maligned by rich SLA employ-
ees as being a ‘pissant’ round but it’ll kill fairly much 
anyone in 1-2shots if they're not wearing any armour. 
12mm was much the same, except it had a much better 
amount of tissue damage and armour defeating proper-
ties, anything that didn’t die from 10mm was defiantly 
going to die from 12mm.  
 
For everything else, there where the 10G shotguns for 
in-close work. 
 
The ‘exotic’ calibres like 8mm and 12.7mm where ef-
fectively filled by a large crate of 8.95mmEX ammo 
from Thresher which had superior ballistics and cost 
over both SLA rounds. That just left weird shit like 
chopper packs, vibro disks and 17mm which no one 
really wanted to be bothered with, 10, 12mm and 10G 
where easy to engineer, easy to use for shooters and 
lumping some ‘exotic’ sounding round on the corn-fed, 
shit for brains markets of SLA TV viewers wasn’t going 
to mess with anyone’s idea of what a 10, 12mm or 10G 
would do if you bought one. That decision didn’t go 
down very well with a lot of people in Tek Trex who 
thought the company should do what Thresher did and 

manufacture rounds that actually killed people from a 
ballistic and engineering challenge, rather than use SLA 
ammo calibres that just sounded big and tough. Citing 
that the 8.95mm and 11.15mm from Thresher basically 
did everything that six calibres from SLA or DN would 
do and for less! In some ways it was a valid argument 
for engineering advances, company identity and De’Mar 
was forced to cede slightly, she would get the standard 3 
SLA calibres and the engineers could use the chance to 
develop projectiles which where better or on par with 
the SLA ones. 
 
The great Bullet Fiasco of 890SD as it became known 
to Tek Trex manage to plumb new lows when there 
where over 50 different projectiles presented to De’Mar 
and most of them where for the most part either too  
expensive, to complicated or just plain useless.  
Hat in hand the project was handed over to Thresher for 
further research for them to develop rounds that where 
simple, worked on an economy of materials and most of 
all, cheap. 
 
The FMJ-BT, full metal jacketed, boat tailed rounds 
where as simple as they came, lead core, copper jack-
eted slugs that had excellent accuracy over all ranges 
and lent themselves to the simple production facilities 
Tek Trex had managed to cobble together. While they 
where not fancy, they did the job and where cheap. 
(Reduces Range Modifiers to hit after Long Range by  
–1) 
 
Next on the list was the Semi Jacketed Soft Point or 
SJSP, which had the accuracy of the FMJ and the tissue 
damage of the Hollow Point but wasn’t any more ex-
pensive to manufacture. Featuring a soft lead tip it 
would rupture and disintegrate when it hit the target and 
cause a much larger wound cavity but still retain enough 
mass to cause a deep wound. 
(Standard Anti-Personnel Round) 
 
Lastly was the Ferro-Sabot, which was a mass reactive 
round that reached a plasma state when it hit something 
hard and melted its way through. Similar to the DU sa-
bot rounds by Thresher it didn’t require the ultra-high 
muzzle velocities to get a good plasma state on impact, 
something none of the 10 or 12mm rounds where capa-
ble of. 
Standard Armour-Piercing Round) 
 
As a bonus, Thresher threw in their Flechette and Ferro-
Sabot shotgun round which had far superior ballistic 
properties than the shot and slug rounds that SLA used, 
one could only imagine the reaction when they where 
presented to the company a month later and people 
where on the verge of mutiny. SLA attacked a few 
hours later hoping to nip the emerging company in the 
bud before it got to big and it was probably more dumb 
luck than good management that there where still a 
handful of Thresher onboard to assist. After that no one 
was particularly fussy what they where shooting at the 
enemy provided they had enough of it . 
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Calibre DAM PEN AD Cost Each 

10mm FMJ (P) 5 5 1 5u 

10mm FMJ (R) 8 6 1 6u 

10mm SJSP (P) 8 2 4 6u 

10mm SJSP (R) 11 3 4 7u 

10mm FE-Sabot (P) 8 7 3 10u 

10mm FE-Sabot (R) 11 8 3 10u 

12mm FMJ (P) 6 8 2 10u 

12mm FMJ (R) 9 9 2 10u 

12mm SJSP (P) 10 5 4 12u 

12mm SJSP (R) 14 6 4 12u 

12mm FE-Sabot (P) 9 10 3 15u 

12mm FE-Sabot (R) 12 11 3 15u 

10G Flechette 9 10 6 12u 

10G FE-Sabot 14 6 8 15u 

5mm FMJ (P) 2 2 1 1u 

5mm FMJ (R) 3 3 1 1u 

5mm SJSP (P) 3 1 1 2u 

5mm SJSP (R) 4 2 1 2u 
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Subnet 4-40 Headhunters Ulran: 5 users in channel 25-10-906 : 00:15:23 
User: Warlord <TH> has joined the channel 
Warlord <TH>: Morning shitheads, don't you guys have homes to go to? 
Baud <TT>: Wattaya mean home? This is home! 
Turtle <TT>: Thought there was a fishy smell… 
Freeman <TTC>: Hello 
Eraser <TT-Admin>: Noobs don't say hello to just anyone 
Turtle <TT>: Yeah, just tell em to sod off especially if they're dogs bark 
Freeman <TTC>: When do I get to lose the TTC tag? I just got myself a job in Trex. 
Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 00:15:41 
Admin: Eraser <TT-Admin> has changed Freeman <TTC> to Noob <TT> 
Baud <TT>: Feel the love 
Noob <TT>: Assholes… 
Turtle <TT>: That’s the spirit! 
Warlord <TH>: Real job and joined TT? 
Baud <TT>: It’s a real job, I mean it beats being a cam whore 
Eraser <TT-Admin>: It’s a real job, least he’s not a hoodie 
Warlord <TH>: Ah yes the life of a TT Headhunter keyboard warrior… 
Piker <TT>: Hoodies have their uses! 
Eraser <TT-Admin>: Ah you are still there 
Piker <TT>: /hoodie mode off 
Baud <TT>: Noob is buying himself a gun, wanted to know what's best on the market 
Noob <TT>: :) 
Warlord <TH>: Indy? Ex-SLA or just plain angry? 
Noob <TT>: Born here on Ulran, parents work for TT 
Baud <TT>:  Noob should have become a bit bucket then 
Eraser <TT-Admin>: It’s a fine career as a bullet stopper 
Warlord <TH>: What do they give you westies these days anyway? 
Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 00:16:11 
Admin: Eraser <TT-Admin> has uploaded image 10-6gb second 
     Warlord <TH>: Ah the old Tech 10 
     Baud <TT>: The hairdryer of the 10mm world 
     Turtle <TT>: Thought that was the ‘603? 
     Eraser <TT-Admin>: Least its not made out of plastic like the 603 
     Piker <TT>: I like it 
     Turtle <TT>: Most noobs do, its their first gun bigger than a CAF 
     Warlord <TH>: it kills people, sometimes, nothing an extended magazine wont fix 
if you spray enough ammo out of it. 
Piker <TT>: So does CAF! 
Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 00:17:72 
Admin: Piker <TT> has uploaded image 10-6gb second 
          Piker <TT>: A whole lot of CAF 
          Baud <TT>: Hah! 
          Turtle <TT>: I like it, rips the shit out of yobbos 
          Eraser <TT-Admin>: Quad-Trains are fucking 
          scary if you're not in armour, they cut people in 
          half! I just like the sound though :) 
          Warlord <TH>: Or just abrading their armour off
          in a hail of 5mm, I’m surprised more people don't 
          carry them considering they're so cheap 
    Baud: Biggest pain in the ass, to fit anything barrel mounted you have to buy 6x of them, 
    that gets real pricey after awhile along with the ammo costs    
Warlord <TH>: Well, its only 1u a round, even you can afford that Baud 
Baud <TT>: Better off using 10mm really if you're on the cheap 
Turtle <TT>: or 8.95mm 
Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 00:18:88 
Admin: Turtle <TT> has uploaded image 10-6gb second 
    Turtle <TT>: There you go WhoreLord, free plug on the RV01 
    Baud <TT>: 100mm barrel model, where did you get that? 
    Turtle <TT>: Cut it down myself  
    Eraser <TT-Admin>: Looks tight 
    Baud <TT>: Yeah the barrel on the standard one was a bit unwieldy 
Warlord <TH>: They gave it the longer barrel to get the most out of the powder in the 8.95mm cartridge 
Turtle <TT> Not so much as you’d notice under 5metres, it’s a backup. Only wankers and anal queens use them 
as a primary weapon 
Piker <TT>: Or broke ass bitches with only one gun 
Eraser <TT-Admin>: bitches to get themselves a proper job then! 
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Baud <TT>: They kill Shiver and anal queens quite nicely these, gunna come around and visit Turtle, cut mine 
down to size. 
Warlord <TH>: Get him to cut it down to 140-150mm should get a few extra metres on the range and not much 
more cumbersome on your person. 
Turtle <TT>: What you doing back in this part of the universe anyway? 
Warlord <TH>: Selling guns :) 
Eraser <TT-Admin>: Thought you would have retired by now? 
Warlord <TH>: It passes the time, besides selling guns never gets dull 
Piker <TT>: What type? 
Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 00:20:12 
Admin: Warlord <TH> has uploaded image 10-6gb second 

Eraser <TT-Admin>: Arctic cam ones 
Baud <TT>: Noob, buy one if you got the 
money, best gun ever made. 
Piker <TT>: These new? 
Warlord <TH>: Sure are 
Piker <TT>: Might pick up a couple, sell 
them to the natives on my next trip out 
Noob <TT>: How much are they? 

Warlord <TH>: 8000u new, less if you buy in bulk 
Turtle <TT>: Don’t think he’s going to be buying 100 of them :) Artic ones any different to other BR237’s? 
Warlord <TH>: Nope, aside from the resin colour, which you can spray any you want, these ones where fairly 
common in most places along with the desert cam ones. Jungle is fairly rare. 
Baud <TT>: I can do a number on them with Blackmat optical camouflage on them for you to 
Noob <TT>: Seems kinda redundant on a rifle, not the most subtle of things when they open up 
Piker <TT>: Yeah but up until then they don't see shit 
Eraser <TT-Admin>: After they open up they don't see shit either, seen these drop a smiley at 150metres, course 
if you're after something closer to home… 
Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 00:24:03 
Admin: Eraser <TT-Admin> has uploaded image 10-6gb second 

Warlord <TH>: TECH-AR, probably one of the 
most under-rated guns around these. 
Eraser <TT-Admin>: Yeah its mostly because 
there isn't many of them out there, kinda pricey 
to run a lot of ammo through but its comparable 
to the 8.95 in terms of energy. 

Baud <TT>: I thought the 8.95 was a bit better? 
Turtle <TT>: Bit of a much a much really, ultra high velocity 8.95 against lower velocity 12mm, does the job 
Piker <TT>: My votes with the 8.95 as well but I do like the TECH-12 SMG, really does a number on the lighter 
armoured targets. 

Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 00:28:03 
Admin: Piker <TT> has uploaded image 10-6gb second 

Baud <TT>: Piker lashing out at last 
Turtle <TT>: Something for the handbag Pikey? 
Piker <TT>: Almost, they're really compact 
Noob <TT>: Can it fit suppressors? 
Piker <TT>: Yep 
Warlord <TH>: What happened to the SM01 I sold you? 
Piker <TT>: Sold it to someone who needed it for a silly amount 

Baud <TT>: Hope it was someone friendly… 
Piker <TT>: Not really but they needed an untraceable gun at the time and I had one 
Eraser <TT-Admin>: :o!!! 
Turtle <TT>: Sounds… nasty 
Piker <TT>: Yeah some cam whore wanting something to sort someone out 
Eraser <TT-Admin>: Haha! Who was it? 
Piker <TT>: That would be telling, besides he died using it 
Warlord <TH>: They don't tend to be the smartest of people on the CC, how much did it cost him? 
Piker <TT>: 50 thou 
Warlord <TH>: Shit I sold it to you for 5 and that was new! 
Piker <TT>: Haulage costs 
Noob <TT>: /mental note– don't buy guns off Piker 
Warlord <TH>: Really in the wrong business selling to you cheapskates 
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Eraser <TT-Admin>: But you love us anyway 
Warlord <TH>: That and its currently illegal in our trade agreement to shoot you 
Subnet 4-40 Headhunters Ulran: 7 users in channel 25-10-906 : 00:35:64 
User: Sine <TT> has joined the channel 
Eraser <TT-Admin> Incoming geek alert 
Warlord <TH>: This whole channel is a geek alert 
Sine <TT> And fuck you all very much 
Baud <TT>: hehe! 
Turtle <TT>: Finished shirking?” 
Sine <TT>: Something like that so what's on gun-porn 4-40? 
Eraser <TT-Admin>: Convincing Noob to buy a huge gun 
Sine <TT>: Get Warlord to sell him an A0 
Warlord <TH>: Like we sell those to any old noobs… let alone TT noobs 
Baud <TT>: Minger 
Turtle <TT>: Sell him something then… 
Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 00:37:80 
Admin: Warlord <TH> has uploaded image 10-6gb second 

Noob <TT>: What the heck is that? 
Baud <TT>: VAPH-E 
Noob <TT> Crap its huge 
Piker <TT>: But it makes people sooo 
dead! 
Eraser <TT-Admin>: For a price…??? 
Warlord <TH>: 15k new 

Eraser <TT-Admin> : Aw you can do better than that 
Warlord <TH>: Not really! Considering someone like Piker could probably sell it for ten times that on the street 
Piker <TT>: Bugger that, keep it for myself and my lackeys to keep the bad men away 
Sine <TT>: Do you sell many of them? 
Warlord <TH>: Not really, tend to be out of the market for most people along with the cost of feeding it 
Piker <TT>: Most people just want something cheap and bigger than CAF in my experience 
Turtle <TT>: Well its bigger than CAF, cheaper than a power reaper 
Baud <TT>: Kills things better than a power reaper too, much better range on them 
Eraser <TT-Admin>: That’s because its not a CTAG-pretend-SSW for retards 
Turtle <TT>: The 12mm reapers are ok 
Warlord <TH>: Except they're reconditioned ex-militia and only ten careless ‘what's maintenance?’ owners’ 
Piker <TT>: and the receivers are usually worn out 
Baud <TT>: I thought they replaced those with the barrel? 
Piker <TT>: Nope, to expensive, slops don't buy them unless they're cheap, you gets what you pay for... 
Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 00:41:52 
Admin: Sine <TT> has uploaded image 10-6gb second 

Warlord <TH>: People still use these? 
Sine <TT>: Oh yeah, if you're looking for a good high 
ROF weapon they do the job 
Baud <TT>: Everyone loves the BB gun 
Noob <TT>: Not seen these 
Eraser <TT-Admin>: the Arsebeater?  These things are 
great, provided the enemy isn't to far away 
Piker <TT>: Yeah they tend to be inaccurate 
Baud <TT>: which is hardly a problem with its ROF 

Turtle <TT>: Smoothbore and ballbearings, they get plenty of sting behind them though, much like a 10mm pistol 
Baud <TT>: and they're cheap! 
Eraser <TT-Admin>: says he who thinks the Quad Trains are expensive to run! 
Baud <TT>: These things are much better than the Quad-Train, no moving parts, no barrel noise, barely any 
maintenance, no heat and they hurt like a mother fucker 
Noob <TT>: Kind of like a Browbeater but good? 
Piker <TT>: Oh yeah, for urban warfare and close in fighting they're fucking great 
Baud <TT> Hold a lot of ammo in them to, 1u will buy you 10 BB’s and they’re available anywhere and aren't a 
bullet which can be handy if you're undercover 
Piker <TT>: Somehow I don't think the Shiver are going to believe someone with a kilo of BB’s in their pocket is 
up to any good. 
Eraser <TT-Admin>: Marble convention? 
Turtle <TT>: I like ball bearings Mr Shiver? 
Warlord <TH>: He REALLY likes his ball bearings 
Sine <TT>: They're good, better than any 10mm subbie out there 
Baud <TT> Hose up the Shiver and his whole fucking squad then! 
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Warlord <TH>: Think you’d be better off with a shotgun in most cases for close in work, any half decent armour 
and BB’s will bounce off it, least with shotguns it delaminates a large amount of ceramic. 
Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 00:48:01 
Admin: Eraser <TT-Admin> has uploaded image 10-6gb second 

Warlord <TH>: Looks like a knock off of the MAUL 
Eraser <TT-Admin>: It’s the TECH-G, same sort of 
animal, gas operated automatic shotgun with a drum 
Turtle <TT> Only so many variations on the theme 
Warlord <TH>: Well there is the MAUM :) 
Baud <TT>: MAUM shotguns aren't exactly user 
friendly unless you're full of implants or big armour 

Sine <TT>: Nothing wrong with the TECH-G, little pricey but about the same as most any of the others like the 
manglers and MAUL, better built than the mangler in any case. 
Warlord <TH>: The MAUL costs about the same and comes in 10G magnum, plus it can cycle through 10G std 
size cartridges. The TECH-G is a lot more compact though, typically easier to get as well for most people. 
Noob <TT>: 10G magnum? 
Turtle <TT>: Longer with more powder in the shell = more death on the end of it 
Baud <TT>: Willing to bet 9-10 people cant tell the difference between a 10G std and 10G magnum to the face 
Piker <TT>: Probably not, but we do have these… 
Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 00:52:02 
Admin: Piker <TT> has uploaded image 10-6gb second 

Warlord <TH>: Good grief… 
Piker <TT>: 30mm double barrel grenade launcher, 
the B00P-2, these things are great 
Baud <TT>: Sort of the ultimate in low tech suburban 
renewal and renovation 
Turtle <TT>: Dunno about sawing the barrels down… 
Piker <TT>: I load it up with Flechette in both tubes 
Sino <TT>: Eww! 
Piker <TT> Either that or sabots 

Warlord <TH>: It looks cheap 
Turtle <TT>: They are at 4000u ammo isn't to badly priced either for them 
Baud <TT>: There's more varieties of grenades for these things than you can poke a stick at 
Warlord <TH>: The B00P-30 was a better weapons system overall IMO 
Piker <TT>: If you have the money, these are just handy if you're broke and need something blown up 
Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 00:54:71 
Admin: Eraser <TT-Admin> has uploaded image 10-6gb second 

Eraser <TT-Admin>: The Ultra-RIL, these things are 
fucking great for a hundred and one things, busting 
bunkers, APC’s and so on. Plus they're cheap, so 
cheap even Baud can afford one. 
Piker <TT>: Yeah and if you don't use it on something 
you can always sell it to someone for a stupid amount 
of cash. 
Baud <TT>: Always make sure someone has 1! 

Warlord <TH>: So its like a tarted up DNMIN-EX, they reusable? 
Turtle <TT>: Basically, bit better engine, more boom, they aren't reusable though. For 1100u though there's a lot 
of hurting can be done. 
Piker <TT>: I’ll say, get one in a firing port, open door or down the guts of a turret of an APC and no one inside is 
coming out as anything but bits of goop. Street prices for these are insane, gangers can’t get enough of them. 
Turtle <TT>: Just don't think they're very good for taking out anything like a proper tank, APC’s are one thing but 
tanks are a completely different step up 
Noob <TT>: Throw enough of them at a tank and they’ll do something though? 
Warlord <TH>: No pretty much all the MBT’s will bounce these like a tennis ball 
Eraser <TT-Admin>: Unless it goes inside a hole and the tank isn't buttoned up 
Piker <TT>: If they're showing up you should be fucking off sometime soon though! 
Baud <TT>: Like anyone wants to get that close to an MBT 
Turtle <TT>: These are probably good for taking off the turret or a wheel, maybe throwing a track but in most 
cases the vehicle will be intact, have seen a few brew up from ammo cooking off though 
Warlord <TH>: These are a HEAT warhead? 
Eraser <TT-Admin>: Sure are 
Warlord <TH>:  Just punch it through the drivers door then, chances are it’ll kill the gunner as well on a battle taxi, 
what these are mostly good for is just killing armoured cars and trucks full of munitions. 
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Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 00:58:97 
Admin: Sine <TT> has uploaded image 10-6gb second 

Sine <TT>: These are the best vehicle 
killers we have short of the missiles and 
that kind of gear. 
Noob <TT>: Oh-kay… 
Sine <TT>: It’s a maser, 3kw beast 

Warlord <TH>: TW500? One of the best weapons to come out of TT 
Baud <TT>: Yeah except he’s stripped it down for a servo mount and run an internal power supply 
Warlord <TH>: They're the same ones you lot chuck on the VTOLs and things 
Sine <TT>: They crack most SLA and DN APC’s and enemy VTOLs quite well, not exactly a small ticket item 
though but they basically pay for themselves 
Eraser <TT-Admin>: What's the optimum range on those? 
Sine <TT>: 500m, closer to about 400 though in most normal atmospheres, we’ve gotten kill-hits on APC’s up to 
4000m though with good firecontrol behind it, FCS stuff in it is quite good. 
Piker <TT>: Never used one, no one seems to want to buy them either for some reason 
Turtle <TT> Most people seem to be more interested in things that go bang 
Warlord <TH>: Most people are fucking idiots, most of our big mercenary units run over 80% of their vehicles with 
a decent plasma ejector, Particle or MASER set up on them. 
Baud <TT>: I can understand the ammo supply thing but they much chop? 
Warlord <TH>: Hell yes, most energy systems have a better rate of fire, less downtime and far better reliability 
over the projectile weapons, course they cost more than a slug thrower initially but you make that back like Sine 
said by not paying for ammo. 
Baud <TT>: But do they put people on their arse as well? 
Sine <TT>: You better believe it 
Piker <TT>: Would have figured less tissue damage because it’s a single focused beam 
Warlord <TH>: Explosive tissue damage mostly from water turning to steam, add to that it goes right through them 
like a knife through butter, been using IWI-HALO’s like that for years, just cuts people into little chunks. 
Eraser <TT-Admin>: Heck I want one. 
Sine <TT>: 50k and its yours 
Eraser <TT-Admin>: Maybe not that much, got anything smaller?” 

Subnet 4-40 Headhunters Ulran: 6 users in channel 25-10-906 : 01:08:03 
Admin: Sine <TT> has uploaded image 10-6gb second 

Sine <TT>:  This is the C-MOS system, 30k 
Eraser <TT-Admin>: Now we’re approaching 
some slightly more usable toys, still looks kinda 
big though. 
Sine <TT>: Each power pack is good for 600 
shots and it has a maximum ROF of  1500 bursts 
per minute. 
Baud <TT>: It looks the shit! 

Sine <TT>: Oh it is, 3 x 5mm beams, less blooming, more pain when it hits something, sort of a nasty mix of 
12.7mm HESH and Ball, few bursts of this and I don't fucking care who you are, your shit be wrecked. 
Warlord <TT>: I’m just surprised that you haven't upped the market for these things Sine? 
Sine <TT>: Its getting there, internal market is quite good, once we get out something smaller around SMG or pis-
tol size though I think we’ll do a bit better flogging them off to the natives 
Eraser <TT-Admin>: What's the company line on these like? 
Sine <TT>: CEO would like to see us move away from projectile weapons eventually, cut down on the chemical 
costs we are dependant on for manufacturing munitions, however we need a more than a couple of products first 
Piker <TT>: would give the company an identity too 
Baud <TT>: Yeah maybe if enough people see it on TV they’d buy one 
Warlord <TH>: Correct on those three points, energy weapons have been the staple of space warfare for years 
and TT has a good lightwave industry from there to base it off 
Sine <TT>: Most of us L-W techs tend to be kept busy in that same said industry, it’s a case of manpower at the 
moment to try and get enough hours in R&D with our spare time 
Noob <TT>: Pity they're so expensive 
Piker <TT>: Out of the price range of most of my customers as well, charge them 1000u for a new gun and they 
still whine about how expensive it is 
Sine <TT>: Problem is you make something cheap and it doesn't work it does more damage than good 
Turtle <TT>: Plenty of shit projectile gun makers out there who sell stuff that blows up, so why the stigma? 
Warlord <TH>: People don't understand the physics, they can understand an explosive and a bullet and accept 
the fact that explosives blow up I think which makes them accept that fact, their ‘ray gun’ doesn't work and they 
have no idea why it didn't work 
Eraser <TT-Admin>: Might change with education I guess 
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Thresher Export Firearms 
These typically fill the niche in terms of pass-on sales 
and Tek Trex employees looking for something with a 
bit more bang than what's in the TT arsenal. The 
8.95mm round on the TH-EX guns is what their famous 
Hydro-Gauss weapons normally use and is simply 
matched up to a necked down 11.15mm pistol or rifle 
shell. This gives them tremendous kinetic energy and 
ultra high muzzle velocities, many operatives in the past 
have sneered at the thought of a ‘little’ round like the 
8.95mm doing very much, but the fact is, most opera-
tives aren’t that smart and spend their lives in a myopic, 
blinkered haze that SLA is the be all and end all of 
weapons. 
 
Heres a hint- there is no such thing as a maintenance 
free gun or lifetime warranty. 

Being that there are so many TH-EX guns like these 
which have been in circulation since the late 100’s and 
passed onto successive generations of people who keep 
using them is testimony to their durability, reliability 
and effectiveness. It’s estimated that over 80% of the 
TH-EX guns sold in the last 700years are still in service, 
something that SLA, DN and not even TT can claim to 
have and much less in a firearm. 
With the free-trade agreement with Tek-Trex/Thresher 
in full swing supplying each other with materials, ser-
vices and information the cost of the TH-EX guns, ar-
mour and other sundry things like explosives and gre-
nades means that Tek-Trex in most cases probably 
couldn’t make things like these for cost. 
They aren’t pretty, they sure aren’t fancy, but they keep 
on shooting and kill mother fuckers at wholesale prices, 
there isn’t anything else to advertise. 

TH-EX/LR02 Hunting Rifle 
Calibre –  8.95mmEX rifle   
ROF -   1  Recoil -  5 
Weight -   3kg 
Magazine -  5 internal box (cannot be removed)  
Range -  200 m   Cost –  3000u 
  
The bolt action rifle is an antiquated design that is cheap 
to produce in large numbers, Thresher have saved 
money and made it more reliable by making the box 
magazine internal. This allows the weapon to survive in 
the hands of untrained and badly skilled troops that have 
no idea of what weapon maintenance is, provided the 
barrel is unobstructed and the action free to cycle 
rounds the weapon can survive most abuse thrown at it. 
Comes with an integral 2000m optical scope which  
cannot be removed and iron sights. 
 
Reloading can be done at 1 round per phase. 
Construction of the weapon is from standard steel com-
ponents and the stock is made from a moulded fibre-
glass-resin.  
 
TH-EX/RV01  Revolver 
Calibre –  8.95mmEX Pistol   
ROF -   1  Recoil -  4 
Magazine -   6  Weight -   1.5kg  
Range -  15 m   Cost -   2800u 
 
This weapon has become a bane of SHIVER forces in 
some sectors as Thresher sold a lot of units and a huge 
amount of ammunition to the locals. It also poses a  
serious threat to some of the heavier armours from the 
potent high velocity rounds that where manufactured by 
the trillions. The entire assembly is from anodised 
black, nanohardened aluminium and comes with an  
intimidating 230mm barrel, reliability for this weapon is 
exceptional. 
 
 
 
 
 

TH-EX/SM01  Submachinegun 
Calibre –  8.95mmEX Pistol  
ROF -   1/3/5  Recoil -  3/5/8  
Magazine -  50 Drum  Weight -   4.5kg  
Range -  15 m   Cost -  5000u 
 
Whole lot of gun, kind of expensive to but the sheer rate 
of fire on this weapon makes it a force to be reckoned 
with and the recoil on full auto tends to be somewhat 
savage. The build quality on it means it will never jam, 
simple spring operated recoil mechanism cycles rounds 
as quick as you can pull the trigger.  
A perennial favourite amongst the more toled up Props 
for its ability to liquidate opponents like an entire 
SHIVER squad in seconds and give most ops pause for 
thought. 

8.95mm Pistol and Rifle export ammunition 
Manufactured by using 11.15mm brass from both the pistol 
and rifle, necked down to accept the 8.95mm rounds which 
normally go into Hydro-Gauss weapons give these particu-
larly high velocities. Ammunition is normally only sold as 
Ball (FMJ) and CEAP to outside purchasers 
DU rounds can sometimes be purchased from directly from 
Thresher in very limited amounts for TT employees, there is 
normally a 3week waiting period for it to arrive after an  
order is placed as it has to be custom made and a minimum of 
1000rds for an order to be produced. 
 
Pistol 8.95mmEX 
Ball-   DAM: 5  PEN: 7  AD: 3   
Cost: 150u for 10 
CEAP- DAM: 6  PEN: 9  AD: 6   
Cost: 200u for 10 
DU-  DAM: 12 PEN: 11 AD: 5 
Cost: 70u each 
 
 
Rifle 8.95mmEX 
Ball-   DAM: 9  PEN: 12  AD: 3   
Cost: 200u for 10 
CEAP-  DAM: 12  PEN: 14  AD: 6  
Cost: 250u for 10 
DU-  DAM: 21 PEN: 15 AD: 5 
Cost: 85u each 
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TH-EX/BR237 Battle Rifle 
Calibre –  8.95mmEX Rifle  
ROF -   2/5  Recoil -  4/8  
Magazine -  30 box  Weight -   6.5kg  
Range -  30 m   Cost -    
New   8000u   2nd Hand- 3-5000u 
 
This weapon will never win anything in a New Paris 
fashion awards for looks but SLA and DN manufactures 
weapons for that particular market, the want to look 
tough but ineffective markets.  
 
The massive nanohardened steel framed BR237 with its 
oversize gas-blowback mechanisms into the heavy air 
cooled barrel gives it enormous reliability coupled with 
a 4mm thick nanohardened sheet steel, spring loaded 
magazine which never jams and takes rough abuse. If 
you want a gun you could bury in a cannibal sector for 
15 years, dig it up, wash it off and keep firing with no 
loss of effectiveness, then this is the gun.  
Its weight keeps the recoil down to a minimum where 
even a 12 year old could fire it quite easily on semi-
automatic but it can be quite fierce on full auto. Called 
the ‘Right Arm of the free universe’ the BR237 has kept 
and held this title for well over 750 years and looks to 
keep doing so for another seven or eight centuries. It has 
overturned despots on countless worlds, seen more war 
world service than any other weapon and used in fairly 
much any major uprising you can name. 

Thresher has made 14.2 trillion of these weapons and 
over 90% are still in service, it is the most mass  
produced weapon in the universe outside of SLA.  
Frequently copied but never bettered. Originals can be 
easily identified simply by the construction stampings 
of Thresher, knocks offs tend to never quite get it right 
and show signs of wear quickly on the magazine and 
receiver which the originals never do. 
 
TH-EX/SSWVAPH-E  Machinegun 
Calibre –  8.95mmEX Rifle  
ROF -   5/10  Recoil -  8/13  
Weight -   15kg   Magazine -   
30 box magazine out of BR237 or Linked Belt  
Range -  50 m   Cost -  15,000u
  
Backwards engineered VAPH1 that uses the same de-
sign as its 11.15mm fellows it has a massive amount of 
firepower in a very compact package as well as the util-
ity of being able to load in BR237 magazines from the 
8.95mm rifle in an overhead feed making it considera-
bly easier to manage in tight terrain. 
They do need their barrels changed ever 2000rds due to 
the air-cooled mechanism which causes them to eventu-
ally burn out but it is otherwise reliable and trouble free. 
This takes 6seconds with trained operators and the 
weapon itself does require regular maintenance. 
 
Spare Barrel- 3000u 

Only 8.95mm ya reckon huh? You seen the size of the cartridge behind that fucken bullet that’s as long as 
your finger? That, you stupid little dick eater will go clean through all but the biggest SLA personal power 
armours ever made, EXO like butter, Crackshot ain’t got crap. Lot of people wank on about calibre size, 
they’re fucking newbs, this here will throw a 200grain projectile at well over 1350metres a second and punch 
a hole the size of your fist through someone's guts at up to 250metres consistently.  
Yeah its ugly, yeah it’s heavy and yeah there's nothing fancy on it, you know why? ‘Cause its only meant to 
kill, this, this is a weapon of war built by people who only practice warfare, they don’t build fucking fashion 
accessories, they ain’t grown men painting themselves up like your whore mothers to be on TV and prance 
about like fucking limp wrist donut punchers. 
And neither does the Ulran Union Customs department! 
BR237, it’s even been used in coats of arms for at least a dozen planets that owe their survival to it. 
Fourteen fucking trillion of them over 750 years, you don’t sell that many because it’s a plastic piece of shit 
waterpistol like the muck that Darknight and SLA knock off, this is why we, the Unions finest use it! 
This is your weapon!. You pack of slack jawed faggots have yet to appreciate the honour of the Ulran Union 
providing your worthless asses with such a fine weapon as this. 
This weapon will never fail you, never let you down, it will not jam, it will not break. 
You may fail, you may miss your target, you may falter and you may even fucking die if I tell you to! 
But it will not be because of your BR237 rifle, do I make myself crystal fucking clear maggots? 

UUC Sergeant Major Carter 879SD 
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Here TT really shines, they make every conceivable firearm accessory you could want, including knock-offs and 
copies of other peoples stuff and they do it at a price which presents a better quality product with more features 
for about the same. 
Darknight in particular are starting to take offence at this incursion on their turf as prior to TT swinging bundles 
of well made, effective firearms accessories over the free and black markets which are better than Darknight. 
Shotguns are lumped under rifles for the most part when accessorising. 

Weapon Accessories 

Recoil Dampers 
Being that TT guns are occasionally swung around by 
feeble TT employees that sometimes spend more time 
plugged into a computer than they ever do in bed or the 
shower. And they sell them to other people who think 
Gym is a bloke down the boozer who sells drugs, recoil 
baffling is a must. 
 
Gyroscopic 
Fits over the barrel and allows muzzle fitted accessories, 
primarily used by SLA 
Comes in 1-5points of recoil compensation 
 
Pistols and SMG’s   
Cost: 250u per point Weight: 100gm each 
Rifles and Machineguns  
Cost: 350u per point Weight: 250gm each 
Cannons   
Cost: 500u per point Weight: 400gm 
 
Muzzle Brake 
Fits on the end of the barrel and works in conjunction 
with Gyroscopic, however doesn’t allow muzzle acces-
sories, primarily used by DN 
Comes in 1-3points of recoil compensation 
 
Pistols and SMG’s   
Cost: 150u per point Weight: 50gm each 
Rifles and Machineguns  
Cost: 250u per point Weight: 100gm each 
Cannons   
Cost: 300u per point Weight: 200gm 
 
Inertial Dampers 
Fits on the weapon near the centre of balance, uses arti-
ficial gravity suspensors normally found on star ships 
and considered very clever by technical people.  
Primarily used by Thresher, not produced by the other 
two and works with Muzzle brakes but not Gyroscopic 
compensators and unlike the other two work in Zero-G 
Comes in 1-9points of recoil compensation with 1000hr 
rechargeable batteries 
 
Pistols and SMG’s   
Cost: 500u per point Weight: 100gm each 
Rifles and Machineguns  
Cost: 850u per point Weight: 250gm each 
Cannons   
Cost: 1000u per point Weight: 400gm 
 
 
 
 
 

Folding Stock 
Used by most everyone and absorbs 1point of recoil 
 
Pistol and  SMG  
Cost: 500u Weight: 500gm 
 
Bipod 
Used by most everyone for machineguns, rifles and 
sniper rifles, they are a barrel mounted accessory which 
improves accuracy over range (+1 Marksman, +1 Auto-
support skills) and soaks up a fair amount of recoil (-3 
to recoil) 
 
Rifle    
Cost: 100u Weight: 500gm 
Machinegun   
Cost: 150u Weight: 700gm 
 
Tripod 
For heavy support weapons and precision shooting, 
these fit onto the main body of the weapon and are used 
for very big sniper cannons, rifles, machineguns and 
auto cannons. (+2 Marksman, +2 Autosupport skills) 
 
Rifle    
Cost: 300u Weight: 4kg  -5 Recoil 
Machinegun   
Cost: 450u Weight: 7kg  -10 Recoil 
Cannon   
Cost: 500u Weight: 10kg -15 Recoil 
 
Servo Mounts 
Articulated and powered servo arm that mounts the lar-
ger, heavier weapons to negate their cumbersome size 
and soak up substantial recoil. Also folds up and carries 
the weapon on the user’s back when not in use, up to 
two can be used for carrying two different weapons. 
Servo Arm   
Cost: 1200u Weight: 5kg  -8 Recoil 
Reduces Encumbrance by 25% of the weapons weight 
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Type Gyroscopic Muzzle Brake Inertial Folding Stock Bipod/Tripod Servo 

Gyroscopic - Yes No Yes Yes Yes 

Muzzle Brake Yes - Yes Yes Yes Yes 

Inertial No Yes - Yes Yes Yes 

Folding Stock Yes Yes Yes - No No 

Bipod/Tripod Yes Yes Yes No - No 

Servo Yes Yes Yes No No - 

Recoil Damper Compatibility 

Slimline Scopes 
Rather than produce a large and comprehensive line of 
scopes, TT went in for a base model that covers all the 
bases and offers features none of the other companies 
do for a price that is quite reasonable. Being they are all 
electronic have a smaller profile on the weapon and fea-
ture a 5000hr rechargeable battery. 
All the Slimline + series has Digital magnification, IR/
UV light amplification, conventional red solid state la-
ser painter and an invisible UV laser which is only visi-
ble with UV light amplification. The Slimline X-Series 
also features all of the above with Doppler radar with 
Rangefinder. 
Slimline + Pistol and SMG scope   
150m range  Cost: 800u  Weight: 200gm 
Slimline X Pistol and SMG scope   
300m range  Cost: 1500u  Weight: 250gm 
Slimline + Rifle and Machinegun scope  
1000m range Cost: 800u  Weight: 400gm 
Slimline X Rifle Machinegun scope   
1500m range Cost: 1500u  Weight: 500gm 
Slimline + Sniper scope    
10,000m range Cost: 1800u  Weight: 1kg 
Slimline X Sniper scope    
15,000m range Cost: 2500u  Weight: 1.5kg 
 

Suppression 
The TT Blast Suppressors cover the muzzle flash of 
firearms with no degradation of ballistics performance 
and come with an unlimited field lifespan, they fit over 
the end of the muzzle of the firearm in a bayonet-style 
lug for easy fitting. 
The TT Flash Suppressor covers the muzzle flash and 
also silences the muzzle blast of firearms, reduces the 
range of the projectile appreciably due to sub-sonic 
rounds needing to be used. (-50% across all ranges) 
 
TT Blast Suppressor- Pistol and SMG  
Weight: 150gm Cost: 400u 
TT Flash Suppressor- Pistol and SMG  
Weight: 400gm Cost: 600u 
TT Blast Suppressor- Rifle    
Weight: 350gm Cost: 500u 
TT Flash Suppressor- Rifle    
Weight: 800gm Cost: 700u 
TT Blast Suppressor- Machinegun/Cannon  
Weight: 450gm Cost: 600u 
TT Flash Suppressor- Machinegun/Cannon  
Weight: 1kg  Cost: 800u 
Adaptor Plate (Fits both Suppressors) 
Weight: 50gm Cost: 20u 

Magazines 
Come in a variety of different types and for all makes of 
weapons, calibres and flavours of the week. Round up 
or down for the nearest capacity. 

Spring Loaded Box 
(Most magazines are of this type unless specified) 

Pistol and SMG   
Cost: 10u per 10rounds of capacity 
Rifle and Machinegun   
Cost: 20u per 20rounds of capacity 
Shotgun    
Cost: 25u per 10round of capacity 
 

Spring Loaded Drum 
SMG     
Cost: 15u per 50rounds of capacity 
Rifle and Machinegun   
Cost: 25u per 50rounds of capacity 
Shotgun    
Cost: 35u per 50round of capacity 
 

Gauss fed Box 
Pistol and SMG   
Cost: 15u per 10rounds of capacity 
Rifle and Machinegun   
Cost: 25u per 20rounds of capacity 
Shotgun    
Cost: 30u per 10round of capacity 
Cannon 
Cost: 50u per 50 rounds capacity 
 

Gauss fed Bin 
SMG     
Cost: 25u per 50rounds of capacity 
Rifle and Machinegun   
Cost: 35u per 50rounds of capacity 
Shotgun    
Cost: 45u per 50rounds of capacity 
Cannon 
Cost: 90u per 50 rounds of capacity 
 

Ammunition Bin 
Machinegun/Cannon 
Cost: 20u per 50rounds of capacity 
Linked Ammunition (Belted) +1u per round 
 

Speed-loader 
Revolver 
Cost: 5u per 1round of capacity 
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Primarily a defence system/drone, you can hook these 
up to your Internal Defence Grid on a ship or onto the 
normal IDG decks which are used to operate drones, 
you buy the unit, put it together, throw some kind of 
gun on it and the little sensors in it lock onto movement. 
After that it tends to shoot the living shit out of what-
ever is moving and hopefully make whatever moved 
dead. They aren’t particularly smart, even for drones, it 
moves, it gets shot as these little units are meant to be 
cheap and ultimately disposable. However they can ask 
for permission before annihilating all before them so the 
operator can chose to either hold fire or let rip, making 
communication particularly important between mem-
bers so no one runs through a fire zone. 
For out-numbered, out-gunned, out-armoured and fre-
quently, on the run TT traders these units do provide 
some fairly decent fire support for what they are and are 
comparatively accurate even if they aren’t very fussy 
about who or what they're shooting. 
All skills are as follows unless modified-  
Autosupport: 8  Detect: 15 
Roll 2D10 add the skill and any modifiers for move-
ment, ROF and cover. 
All have Optical Imaging, 5mm Doppler radar,  
Thermo-optics and range of 150m 
All the AG series are an Easy task to assemble with Me-
chanics Repair and Weapon Maintenance skills, they 
are sold as an unassembled unit, weapons, ammo and 
accessories mounted separately at the users cost. 
 
 

TT-01AG Ultra-Compact 
Cost: 700u 
Smallest of the AG’s these only mount weapons up to 
5kg in weight which is usually enough to carry an SMG 
or small assault rifle, though they have proven popular 
to mount a gauss weapon, flamethrower or pistol off 
from time to time. They can soak up to 10 points of re-
coil on their own, heavily armoured and EMP shielded 
and include gauss induction pads on the three feet to 
mount on any surface at any angle. 
ID: 20 PV: 12  Weight: 6kg (dry) 
 
 

TT-101AG Floor-banger 
Cost: 3000u 
Floor-bangers have proven to be the most popular of the 
AG’s for its ability to mount heavy weapons like ma-
chineguns and multiple assault rifles that can lay down 
enough lead to wipe out a platon in seconds. A highly 
desirable item for any trader to drag along as they sell 
quite well or in worst case scenarios act as backup. 
They can soak up to 25 points of recoil and mount up to 
18kg of weapons, while they can’t be mounted on walls 
and ceilings like the Ultra-Compacts without additional 
engineering support, they are very heavily armoured. 
ID: 40  PV: 20  Weight: 20kg (dry) 
 
 
 
 

TT-G20AG Omega 
Cost: 35,000u 
Omega’s are a self-contained weapons system mounting 
a single 20mm gauss cannon on them capable of hitting 
targets out to 8000metres and gutting an APC or Gun-
ship. Packed with features they include ECM coating, 
40mm radar, digital and optical zoom lenses and of 
course, the gun itself. Less violent applications of this 
weapon are simply used as an ultra long range spotting 
scope but mostly just to blow people up from a long 
way away, they do not have any targeting software for 
independent action but instead run off a wireless remote 
unit and used by snipers for picking off enemies without 
any danger to themselves. 
While there is no muzzle flash the gun makes an al-
mighty boom as it breaks the sound barrier six times 
sending the nickel jacketed iron sabot out the 2.5m long 
barrel, it is unable to be sound suppressed and no addi-
tional targeting devices able to be used. 
ID: 20 PV: 10  Weight: 25kg 
Omega Cannon- Range 1000m   
PEN: 60 DAM: 120 AD 100 ROF: 1 
Internal Magazine: 50 shots NiFE Sabot: 100u each 
Autosupport to hit, Marksman skill can also be used to 
increase aim 

Auto-guns 
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While there isn’t a huge market inside TT for melee weapons they are quite a popular trade item, for the most part 
Hoodies tend to go in for them the most but headhunters tend to carry them as backup if they run out of ammo. 
Most TT employees know full well they don’t want to get into melee with SLA or DN agents if they can help it, 
mostly because- 
A: They’re full of super-tough drugs 
B: They get trained quite extensively in melee 
C: Bringing knives to gun fights when you're outnumbered gets you killed 
Tactically there is some sound reasons to carry something to beat another human being, stormer or alien over the 
head with, mostly because it’s comparatively quiet and close in under 5 metres you're probably better off with the 
melee weapon than a gun. 
All’s said and done, they do make some intriguing and innovative melee weapons if you're in the market for 
something competitively priced and with a fair variety to chose from. 

Melee Weapons 

TT-Devil’s Own  
Originally the DO-Pitchfork started off a joke, a group 
of engineers making fun of SLA’s ‘Iron age agricul-
tural’ melee weapons like the flick-scythe and came up 
with a pitchfork. Not just any old pitchfork but a serious 
weapon capable of serious injury and features a tele-
scopic staff which brings it down to just under a metre 
long when collapsed and a full two metres long when 
deployed. Tipping this are the ‘tuning rod’ U-prongs 
which are over 40cm long each and play upon natural 
harmonic’s to get the most out of vibro enhancements 
and running on a cycle of 1900khz. 
They had wanted to incorporate a flamethrower in the 
weapon for looks but such abuse proved to be to much 
and could result in accidental immolations for the beater 
as well as the beat-ee. So they fell back on something 
far more user friendly, a 10kv, high amperage battery 
pack running up through the prongs which powers the 
vibro prongs and has two settings- 
 
Incapacitation, which will take out a suit of armour or 
unarmored person for 2D10+10 phases after a PHYS 
roll of -25. 
 
Fuck-Off, which will permanently fry a suit of armour, 
any electronics on them and 5 points of physical dam-
age, unless of course the gear feature’s hardened circuits 
(Page 133 TH sourcebook on effects weapon is an addi-
tional -2 to equipment saves!) 
 
Cost: 3000u  Weight: 5kg  Skill: 2H melee 
(1H if un-extended) 
PEN: 9 DAM: 3  AD: 2  
  
Battery is good for 50 electrocutions or 15000hrs of 
continuous poking, spare batteries cost 150u each and 
can be swapped out in 3 phases. 
No mods for this weapon, it’s as highly tuned as they 
can make it straight from the factory. 

TT-Chain Axes & TT-Chain Swords 
Always popular, the standard TT 1-handed chain axe 
features on most of the drones as standard and fre-
quently carried by people of all shapes and sizes for 
causing grievous bodily harm with a few hundred car-
bide teeth on an electrical induction, 7000rpm engine. 
Slightly less popular is the Chain Sword which in its 
basic 1-H version has a single cutting edge on a 60cm 
carbon fibre cutting blade, it has a lot of class and looks 
the goods when used on TV. 
The 2-H chain axe is slightly less common but picked 
up by Halloween-Jack copy cat killers from time to time 
any anyone else who seriously needs to beat down 
something or someone. The most prestigious though is 
the 2-H chain sword which has cutting edges on both 
sides of the 120cm blade, while it is a superb weapon it 
requires a great deal of skill to use without injuring one-
self, hence it hasn’t been picked up in large numbers. 
Sales to renegade frother clans however are booming, 
TT traders wanting to deal with renegade frother clans 
however are not exactly common. 
 
Like most things TT makes, the weapons are of 1st class 
quality, featuring high impact ceramics, machine grade 
carbide and carbon fibre construction.  
All have 10,000hr power supplies which can be re-
charged, sharpening tols can be bought separately for 
100u and guarantee a razor sharp edge. (Skill: Power 
Weapons) 
 
1H Chain Axe: DAM: 5 PEN: 4 AD: 3 
 Cost: 800u  Weight: 3.5kg 
 
2H Chain Axe: DAM: 8 PEN: 4 AD: 4 
 Cost: 2000u  Weight: 6kg 
 
1H Chain Sword: DAM: 4 PEN: 5 AD: 3 Cost: 900u
  Weight: 3kg 
 
2H Chain Sword: DAM: 7 PEN: 5 AD: 4 Cost: 
2100u  Weight: 6kg 
 
Modifications- 
Diamond coated cutting teeth: +2PEN Cost-  1H: 1000u
 2H: 2000u 
High speed motor and Gears: +2 DAM +2 PEN +3 AD
 Cost- 1500u (Half Battery life) 

What you supposed to be boy? 
Some kind of farmer! 
HAW HAW! 
Boys got himself a pitchfork! 
Farmer fucken Tek Trex heardin’ the bots! 
HAAAW...AAAAAAAAAAAWWW FUUUcc… 
 

Stepleton- SLA Contract Killer (.dec) 
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TT Smack Stick 
A highly popular item amongst Hoodies and Pork 
Chops is the telescopic baton, made famous by numer-
ous SLA celebrity beatings on TTTV and shows like D-
Team, it also has some degree of infamy as Skin Trad-
ers tend to pack them from time to time as well. With 
one flick of the wrist a seemingly innocuous 20cm piece 
of pipe turns into a 60cm, humming and often deadly 
piece of powered weapon. 
It has several settings, including the same electrical dis-
charges as the DO-Pitchfork and the vibro-enhancement 
can be turned off for a somewhat protracted, less than 
lethal beating, what has made it so popular is the fact it 
can be used as a hand-held stun gun without extending 
it to its full length. 
 
Powered Baton-: DAM: 4 PEN: 2 AD: 4 
 Cost: 1100u  Weight: 3kg 
Un-powered-   DAM: 2 PEN: 0 AD 2 
 
No mods for this weapon 

TT Bloom Blade 
High tech ceramics from space programs tend to find 
their way into the oddest of places, this particular lump 
of ceramic features high tensile, extremely hard and 
ultra high heat dispersal properties for starship cladding 
on areas for reentry protection in atmosphere. Hidden 
inside this large 60cm long machete is a small plasma 
bottle and power supply to provide a continuous disper-
sal of plasma along a fine set of channels along the sin-
gle cutting edge. While it isn’t exactly subtle a bloom 
blade will cut through fairly much anything with 
enough time as the plasma comes out at around 7500de-
grees celsius and deals damage to the first thing it hits, 
either physical damage to people or AD to inanimate 
objects, sets flammable things on fire and has the IR 
signature of a large bonfire. 
Burn time per cartridge contained in the basket hilt and 
handle will run for up to 15 minutes before it needs to 
be swapped out (2phases). Power supply is rechargeable 
and good for 10hrs. (Skill: Power Weapons, takes 1 
phase to charge up) 
Bloom Blade (1H): DAM: 15   
Cost: 2200u  Weight: 3kg 
 
Nitrogen Gas Cylinders: 15u each 
No mods for this weapon 

Oscillation Weapons 
Rather than go into  the areas of alien and exotic weapons, TT has stuck to tried and true items that most people 
would be familiar with out of history books, film and television. They also sell a lot of them due to the weapons 
extremely high quality, over 30% going directly to Thresher of all places who either equip them or trade them 
with allies has provided the company with a valuable export market. With less than half the size and complexity 
of SLA oscillation technology, hardened circuitry their ‘vibro’ blades are indeed popular for their durability. From 
short blades and bludgeoning hammers to huge axes, they make them all and feature 8000hr rechargeable power 
supplies and maintenance kits. 
Modifications- 
Nanohardened and tempered tungsten carbide blade or impact head ordered from Thresher 
+10x base weapon cost, +50% weight, +3 DAM, +2 PEN, unbreakable. 

Weapon DAM PEN AD Weight Cost Skill 
Flick Knife 2 4 1 0.25kg 400u 1H Melee* 
Stiletto 2 6 1 0.4kg 500u 1H Melee* 
Poniard 3 3 2 0.6kg 700u 1H Melee* 
Sabre 4 4 2 2kg 900u 1H Melee 
Broadsword 5 3 2 3kg 900u 1H Melee 
Hatchet 3 3 2 1kg 750u 1H Melee* 
Battle Axe 5 3 3 3kg 900u 1H Melee 
Spear 3 7 2 3kg 800u 1H/2H Melee* 
Great Sword 6 4 3 4kg 1100u 2H Melee 
Pole Axe 6 3 4 4kg 1000u 2H Melee 
War Hammer 5 2 5 3kg 800u 1H Melee 
Maul 7 2 7 5kg 1100u 2H Melee 
Flail 5 3 4 3kg 1000u Martial 
Mace 4 2 4 2kg 800u 1H Melee 
Metal Whip 2 3 2 2kg 800u Martial 
Halberd 6 5 2 4kg 1200u 2H Melee 

* Can also be Thrown 

Ain’t so fucken tough now are ya Jojo? NO! Just me, 
you, an ol’ painless here… Now gimmie ya fucken 
wallet ya welching cunt or I’ll stick it up your arse! 

Mr Whippy—TT Hoodie ‘collecting a debt’ 



80 

NPB Power Weapons 
Salvaged conflict era technology which has been re-
engineered with contemporary technology that was es-
sentially meant for something else, meaning it basically 
fell out the end of the TT space going weapons program 
and into the hands of people who make melee weapons. 
They where not able to make much of the particle beam 
weapons they found which bore some resemblance to 
Thresher Particle Beam weapons on that companies 
starships and defense networks, the end result being to 
costly to mass manufacture for sale. 
Officially- 
They produce a beam of light-speed-neutral atomic par-
ticles by subjecting hydrogen gas to an enormous elec-
trical charge. The electrical charge produces negatively 
charged ions that are accelerated through a modified 
gauss barrel normally associated with Mass drivers and 
gauss guns. At the end of the barrel, electrons are 
stripped from the negative ions, forming the high-speed 
neutral atomic particles that are the neutral particle 
beam. The PBW delivers its kinetic energy directly into 
the atomic and subatomic structure of the target, liter-
ally tearing the target apart from deep within. 
In practice, it works much the same except rather than 
producing a long beam of angry atomic particles they 
captured them in alternating gauss fields and made sure 
the frequency was kept ultra high so they didn’t go run-
ning off all over the place and melt the user. Thresher 
contractors who where brought in to help fine tune the 
weapons where first amazed they’d actually made it 
work and then bemused by the way they put it to work 
as ‘the’ most high tech club to beat people over the head 
with ever made. TT got sets of real PBW ships guns to 
defend their stations with as well as sales of the melee 
weapons to Thresher who continue to buy them in lim-
ited runs as they are quite expensive. Indeed, only 
cashed up Thresher employees can really afford one, 
everyone else kind of looks at it much the same way as 
you’d consider buying a sports car over a station wagon 
to run someone over with. There's not a lot of noticeable 
difference at the end of the day between someone who’s 
run over by a sports car or a station wagon, but some-
times it’s the way you do it which matters to some and 
hence, they're still being made. 
What isn’t up for debate though is their effectiveness. 
Hitting someone with one of these weapons will wreck 
their shit so bad they’d wish they’d never been born, 
there’s plenty of combat footage to of Thresher mercs 
ripping apart vehicles, powersuits and APC’s with them 
like they where only made of paper. 
 
 
 
All NPB Power weapons use ‘Power Weapon’ skill, 
mostly to both avoid maiming oneself with them and 
also for general maintenance, recharging and operation. 
 
Hydrogen Cylinders which supply the gas and how it is 
abused by the weapon cost 50u each and last for 1hr of 
continuous violence.  
 

Battery packs cost 500u each and are internal, using 
conventional batteries but tend to only last an hour as 
well before needing to be recharged.  
 
Swapping out batteries and cylinders takes 4 phases 
with an easy Weapons Maintenance roll 
 
Like PBW’s, NPB weapons cause horrific wounds, 2 
instead of 1 on a hit and often result in tissue necrosis in 
living creatures that survive.  
(See- TT Sourcebook page: 135) 
 
User’s strength is added to DAM and ID damage 
These weapons are made by some of the most highly 
talented engineers and artisans in Tek Trex who mostly 
produce them as a ‘hobby’ rather than a dedicated work 
effort, assembling them in small numbers to ensure 
quality, reliability and finish is second to none. You’ll 
pay a fortune but the weapon will be literally the best 
that there is, anywhere. 
 

NPB Power Claw 
Made to measure for the suit of armour that will be 
wearing it this gruesome gauntlet fits over the hand, 
either left or right and has four huge talons which retract 
on command over the back of the palm. They cause ter-
rible injuries to people and even worse things to vehi-
cles or power armour which makes them a highly prized 
weapon for powersuit infantry. 
 

NPB Power Swords 
A horrific weapon from a vicious age long past where 
warfare was at the peak of its destructive edge, humans 
and aliens carried these as close quarters backup in the 
form of bayonets, machetes and the contemporary 
swords which are familiar to any martial artist today. To 
reduce the risk of rampaging neutrons harming the han-
dler they only have one edge and tip with the ‘blade’ 
itself forming an electromagnetic bottle to force them in 
the right direction and there’s a lot of other mechanical 
problems with long blades which makes them trouble-
some to manufacture, hence the high prices. 
They are exquisitely deadly though… 
 

NPB Power Mattock 
Unlike the claws and bladed weapons the mattock is 
much simpler in terms of technology as it only dis-
charges a neutron stream when it comes into contact 
with something hard. The hammerhead is a wide disper-
sal spread from the contact point and the auger point for 
deeper penetration making it a versatile close combat 
weapon. There’s usually a waiting list of about 4 weeks 
due to demand as this is usually the weapon the major-
ity of mercenaries want to use on hardened targets. 
Unlike the other NPB power weapons this one only de-
livers its streams when hitting something so its good for 
at least 3000 beltings about the head before needing to 
be recharged. 
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Weapon DAM PEN AD Weight Cost 
Power Claw 8 18 24 5kg 220,000u 
Power Swords           
Small Blade 6 16 10 2kg 170,000u 
Medium Blade 10 18 15 4kg 230,000u 
Large Blade 14 20 20 6kg 290,000u 
Power Mattock       8kg 150,000u 
Hammer Head 10 10 30 
Auger Head 6 22 10 
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Armour Technology 
Tek Trex only makes two suits of armour at present, the TTA-90 and the TTA-770 and neither of which could be 
considered a ‘heavy’ combat suit designed for military use. As a light covert-ops suit both of them easily excel 
anything in the SLA and DN ranges for the money and are highly sought after items on the blackmarket, which 
frequently go for many times their cost. Heavier armours are more frequently bought from Killa Chassis and 
Thresher, with the current trade agreement employees can get them for competitive prices. Darknight and SLA 
armours aren’t nearly as popular, after expensive and time consuming de-bugging, paying for expensive suits and 
often finding that the build quality isn’t as good there are easier options. Not that there is anything overly wrong 
between the SLA and DN armours but they simply don’t present good value for money up against the TT, TH and 
KC stuff which is designed for people that don’t work in a universe dominating super power.  
Especially when it comes to repairs although the SLA armours take readily to modifications they can be a scream-
ing pain in the arse to fix, ‘fixing’ one tends to just involve replacing huge chunks of the suit and  
throwing them away, putting a new one on and that’s it. Field repairers do not have the luxury of simply handing 
their armour into a shop at the end of the day and picking it up the next morning and neither do they have the  
luxury of carrying around individual plates and chassis components which could be swapped out. 
So while the range for Tek Trex armours is limited, the ability to repair them easily and modify them with a  
plethora of exiting and functional additional features is quite extensive. 

Tek Trex Armours 
 

 TTA-90 Armalite 
A light and relatively cheap suit of armour that comes 
standard with some nice features, which make it well 
worth the money. It does lack durability but makes up 
for it by being quick, very hard to detect, can be worn 
under normal clothes and reliable. Very popular 
amongst most TT employees as it does have some very 
good quality Hazmat protection. 
 
PV: 5 
ID: Head 10 Torso 20 Arms 15 Legs 15 
+3 DEX 
HAZMAT Rating 3 protection 
10,000hr power supply, fully sealed with Air filtration, 
AV stalk, IR/UV helmet, Surface coated with ECM ma-
terial adding +5 to Hide rolls, Dampened Servo systems 
adding +5 to Sneak rolls. 
 
Cost 10,000u Weight: 70kg 
 

TTA-770 Sphinx 
A beautiful suit of armour with some features to kill for, 
lightning fast, decent protection and comes with a tur-
bine system that make it a unique suit on the streets. 
Highly prized and very rare on the streets, most tend to 
be snaffled up by collectors, elite mercenaries and 
scouts as soon as they come of the shuttle. 
 
PV: 12 
ID: Head 20 Torso 45 Arms 20 Legs 25 
+3 Dexterity +3 strength +6m Sprint  
T-TAG flight system gives this suit a 4 flight capability 
Top Speed: 200km/h (32m/phase) 
  
10,000hr power supply, fully sealed with Air filtration, 
Gyroscopic stabilisers, 1mm Radar (range 100m) AV 
stalk, IR/UV helmet, Surface coated with ECM material 
adding +5 to Hide rolls, Dampened Servo systems add-
ing +5 to Sneak rolls. 
Cost 30,000u Weight: 140kg 
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TH-EX Armours 
These are Ceramic based armours however they have the high powered Thresher chassis underneath which makes 
them a lot more robust and easy to fix. Due to demand, Thresher armours are supplied with a neural interface for 
sale to TT customers as standard which means they run a lot nicer than the bog-stock EX models 

TH.001ETT Endeavour 
This armour is no longer manufactured as of 904SD as a 
whole unit (Spares are still made) but can be found eas-
ily on Thresher worlds and large free-trade worlds be-
cause it was once the standard infantry power armour 
and is now used widely by mercenaries, props and any-
one else in the shooting business. Power chassis and 
parts are quite common. 
PV: 6 
ID: Head 20 Torso 40 Arms 25 Legs 30 
+3STR (-1DEX if not neural interfaced) 
10,000 hour power supply, fully sealed with air filtra-
tion and 2 hours of bottled oxygen, AV stalk and a short 
range HF transceiver. UV and IR vision 
Cost 8000u Weight: 150kg 
 

TH.002ETTOne-Way  
This is standard Power armour for Thresher Infantry 
which was dropped from the line-infantry role in 904SD 
and hence, becoming more common as a suit used by 
free world mercenaries and props because it is cheap, 
rugged and can be fitted with a wide variety of  
accessories. It's also more likely to be found as an item 
modified to suit larger species. 
PV: 8 
ID: Head 30 Torso 60 Arms 35 Legs 40 
+5 to STR 
20,000 hour power supply, fully sealed with air filtra-
tion and 5 hours of full life support, pressure and vac-
uum proof, AV stalk and a short range HF transceiver, 
two thigh pad storage compartments. UV and IR vision 
Cost 12,000u Weight: 400kg 

Killa Chassis Armours 
These are the export class KC armours which tend to have a higher price but also a certain amount of street and 
military cred to them, simply because they’re worn by typically a ‘hard bastard’.  
KC armours have massive construction and over engineering which means users don’t take blunt trauma from 
anything that doesn’t PEN the suit and are incredibly popular with TT employees. 

KC Mk.17 Shiban 
Technically KC market the Shiban as a light infantry 
armour, which is something for collectors to argue over 
endlessly as its probably pound for pound twice as 
tough as any other ‘light infantry’ armour anyone else 
uses. Popular armour amongst props because it has al-
most zero maintenance required for its power chassis 
and is quite comfortable to wear for long periods of 
time. It has simple and robust fittings and for the money 
is quite good value. 
PV: 10 
ID: Head 30 Torso 60 Arms 35 Legs 40 
+2 to STR 
20,000 hour power supply, air filtration, fully sealed IR/
UV vision 
Cost 16,000u Weight: 400kg 
 
KC Mk.3 Banespike 
A full step up in protection, the Banespike offers a lot 
more protection, durability and features than the Shi-
ban’s. Designed as heavy combat armour it has a mas-
sive power chassis based off their old ‘Sinner’ power 
armour. Popular amongst the well-equipped veterans it 
is almost a rarity to find one that is still unmodified by 
its owner. 
PV: 14 
ID: Head 40 Torso 90 Arms 45 Legs 60 
+6 to STR, +3 PEN in Melee/Unarmed attacks, +3m 
Sprint 
20,000 hour power supply, air filtration, fully sealed IR/
UV vision, AV stalk, short range transceiver, two thigh 
pad storage compartments 
Cost 25,000u Weight: 600kg 

KC Mk.13 Shadowkiss 
Resurrected from a bygone time, the Shadowkiss is the 
largest commercially available suit of powered armour 
which is probably closer to a true powersuit in its con-
struction. Its production is very high and the price exor-
bitant for most but it does sell to private buyers who can 
afford it. KC sell this as their premier armour and a 
great deal of effort is ensured that the suit is built from 
the finest materials to carry the company name into the 
next millennium. 
PV: 18 
ID: Head 80 Torso 200 Arms 90 Legs 100 
30 STR, +3 DEX, +8 PEN in Melee/Unarmed attacks, 
+12m Sprint 
20,000 hour power supply, air filtration, fully sealed IR/
UV vision, AV stalk, short range transceiver, two thigh 
pad storage compartments, 10hr bottled air supply, On-
board ECM system (Negates Radar, IR/UV sensors), 
3mm Radar (300m Range), 10,000watt retractable 
shoulder mounted spotlight (IR), Retractable Vibro 
claws on both hands (Pen 4 Dam 4 AD 3- Unarmed/
Martial arts) 
Cost 80,000u Weight: 1200kg 

KC really is the bee’s knees, it is so well fucking 
made you could eat off it, hell I’m sure punching the 
pisser out of someone while wearing it and sinking 
your fist in their gob they appreciate it! 
“Please sir, may I have another?” 
“Certainly!” 
Bam! 
Haha! 

Piker —TT Entrepreneur and sales 
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Keshang Kits 
To keep costs down and make shipping easier Thresher have been making some inroads into Tek Trex with the 
powersuit market, knowing their customers will want to probably put them together themselves and undoubtedly 
tinker with them. At present the KC and Z-Flexi kits are available for export to anyone in TT with the money, nor-
mally there is about a 2week turnaround period between sending an order and the next ship into Ulran from 
Thresher arriving. 
It has given Tek Trex pause to consider developing their own powersuits for their own local markets but such 
things may be awhile off yet but they have been very impressed by the few that have been bought so far. 
Note these use Machine-STR ratings for encumbrance- 
Move= STR x 50kg  Half Move= x3  No Move= x4 
Pilots do not take blunt trauma from anything that doesn’t penetrate the PV 

Powersuit assembly task difficulties- Armour Repair roll 
Easy: 11+  Moderate: 13+  Hard: 16+  Very Hard: 19+ 

Roll your Skill Rank +2D10, you get the above you can do the job. 
Easy: 10minutes each success over 11 reduces the time by 1minute 
Moderate: 30minutes, each success over 13 reduces the time by 2minutes 
Hard: 1hour, each success over 16 reduces time by 3minutes 
Very Hard: 2 hours, each success reduces time by 5minutes 

KC-010 Club Sport 
Entry level powersuit designed for training for people 
getting into the powersuit market and comes with a 10hr 
internal life support system, climate control, IR/UV on 
the export model, Low Light and Thermographic and 
two 5000w lights.  
Assembly Task: Moderate 
PV: 10    
ID: Head 30  Torso 90  Arms 40  Legs 45 
 
Chassis: STR 15 DEX 8   
Top Speed: 30m/phase Weight: 420kg 
Accelerate at 4m/phase.  100kg cargo capacity 
Power supply: 10,000hr   Cost: 50,000u 
(Unassembled) 
 
Z100 FTL 
Commuter class powersuit with a lighter armour belt 
but an excellent power chassis which takes to modifica-
tions readily and a good entry level suit for people look-
ing to learn powersuit piloting, 10hr internal life sup-
port, climate control, two 6000w lights, IR/UV sensors 
and an AV stalk. 
Assembly Task: Hard 
PV: 8    
ID: Head 25  Torso 60  Arms 30  Legs 40 
 
Chassis: STR 18 DEX 9   
Top Speed: 40m/phase Weight: 350kg 
Accelerate at 6m/phase.   50kg cargo capacity 
Power supply: 10,000hr   Cost: 80,000u 
(Unassembled) 
 
KC-101 Romper 
Thumper Class powersuit for heavy duty off road use 
and light combat duties or powersuit training purposes 
with 10hr internal life support system, climate control, 
IR/UV, 1mm 100m radar on the export model and two 
10,000w lights. 
Assembly Task: Hard 
 
PV: 12    

ID: Head 40  Torso 120  Arms 50  Legs 60 
 
Chassis: STR 18 DEX 6   
Top Speed: 20m/phase Weight: 580kg 
Accelerate at 4m/phase.   200kg cargo capacity 
Power supply: 10,000hr   Cost: 80,000u 
(Unassembled) 
 
Z550 AT 
Thumper Class powersuit for heavy duty off road use 
with a good top end speed, heavy armour plating and 
suitable for regular combat duties with 10hr internal life 
support system, climate control, IR/UV, 2mm 200m 
radar on the export model and two 6000w lights. 
Assembly Task: Hard 
PV: 14    
ID: Head 35  Torso 110  Arms 55  Legs 65 
 
Chassis: STR 20 DEX 9   
Top Speed: 20m/phase Weight: 580kg 
Accelerate at 4m/phase.   150kg cargo capacity 
Power supply: 10,000hr   Cost: 130,000u 
(Unassembled) 
 
KC-502 Travesty 
This ancient god of war is a heavy assault class power-
suit that while it is rare is possibly one of the most fear-
some and legendary suits ever manufactured by KC.  
70hr internal life support system, climate control, IR/
UV, 1mm 100m radar and 20mm 2000m Doppler radars 
and two 16,000w lights. Neural Interfaces for Tek Trex 
customers along with a 5000km range HF radio and two 
AV stalks. 
Assembly Task: Very Hard 
PV: 22    
ID: Head 120  Torso 320  Arms 220  Legs 280 
 
Chassis: STR 40 DEX 13  
Top Speed: 30m/phase Weight: 2800kg 
Accelerate at 6m/phase.   450kg cargo capacity 
Power supply: 15,000hr   Cost: 600,000u 
(Unassembled) 
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Z-3GT Mark 2 
 
The Z-Flexi premier suit which is half heavy assault 
powersuit and half gunship hasn’t been widely adopted 
by a lot of people due to the cost but it packs more than 
enough surprises for anyone thinking about taking one 
on. The CEO bought 4 of them for emergency use on-
board each Tek Trex factory ship. TT engineers have 
been known to cry when going over its specs and build 
quality, most anyone else on the receiving end just cries 
from the savage ass-kicking it deals out. 20hr internal 
life support system, climate control, IR/UV, 1mm 100m 
radar and 40mm 4000m Doppler radars and two 
16,000w lights. Neural Interfaces for Tek Trex custom-
ers along with a 5000km range HF radio and two AV 
stalks. 
Fully sealed for hard vacuum duties, twin 6500kw 
plasma ramjets with a ceiling of 300m and 340km/h top 
speed sustained flight. 
Assembly Task: Very Hard 
PV: 20    
ID: Head 110  Torso 300  Arms 180  Legs 220 
 
Chassis: STR 30 DEX 18 Weight: 2000kg 
Ground: Top Speed: 40m/phase Accelerate at 6m/phase 
Flight: Top Speed: 80m/phase Accelerate at 20m/
phase 
250kg cargo capacity    
Power supply: 15,000hr    
Cost: 1.2million uni’s (Unassembled) 

Like anything really, got to know your limits and 
doubly difficult knowing the limits of your suit as 
well. Places you can and can’t walk, things you can 
and can’t stop but mostly they’re pretty damn handy 
for a whole lot of stuff around camp. 
Unload a shuttle in an hour, clear an LZ, putting up 
emplacements and the sheers size of ‘em usually 
keeps the little faggoty balls bitch natives away, that 
in itself is a GOOD thing when all that’s standing 
between a pack of angry customer or moonies or 
buggers and a couple of pin dick Faces, Jafo’s and 
Hoodies is you and the suit. 
Course, the bad thing is anyone with a brain or half 
an idea just goes looking for a bigger hammer to 
crack your nut. Thing to watch out for is mostly just 
the cannon class stuff and rockets, mortars… war 
world shit.  
That can crack you. 
In the meantime, you got your own shit, big shit that 
wrecks arse and kills bitches so you gotta use that 
speed, strength and firepower straight up. No shitcan 
soccer or silly fuckers. 
But most important, you got to know your suit, you 
fix it, you load the guns, magazines and you do it be-
cause I sure as shit wouldn’t trust no fucking knuckle 
dragger to fix it!  It’s your ass out there! Not theirs 
and it adds incentive to keep it in one piece! 

DZero —Headhunter 
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Fixing them is simple, get a TT A&A kit, beaded ceramic costs 3u per 1pt of ID that needs to be filled in.  
Check the ‘Jiggering’ section for modifiers, it is a Hard task difficulty normally. 
For more major work on a suit, like an arm or leg falling off it is a Very Hard difficulty to repair and it costs- 
Head: Including any sensors or control links  30% of suit total cost 
Torso: Major amount of work (usually a write-off) 70% of suit total cost 
Arm or Leg: Replacement of servos   40% of suit total cost 
Note, that doesn’t include anything fancy like an enhanced or modified suit of armour which must be factored in 
to the suits total cost. However some things can be thrown back together cheaply and either used or sold off to 
some dope who wants a suit. Likewise if you have a suit lying around for parts already like 20 suits of busted up 
Body Blocker you can just swap chassis parts and plates between them for no cost but it will take time and a level 
lower task difficulty (ie: hard becomes moderate etc) 
One SLA credit = 10u for the purposes of working out the material cost 
Of course, you cant do it yourself (pfft and you work for TT?) it means calling in favours and or throwing money 
at them at the rate of around 100-200u an hour for a skilled knuckledragger or engineer to beat with a hammer for 
however long it takes. 

Buggerising around with armours 

Increasing PV 
Difficulty Task- Hard 
 
Keeping sharp objects out and the ones moving at high 
velocity is a good idea. A basic rule of thumb here is 
that the plates and chassis can handle about a 10% in-
crease on its PV, round up to the nearest whole number.  
(ie: PV 5-10 up PV by 1, PV 11-18 up PV by 2) 
In order to re-tune the chassis this is applied to the 
WHOLE suit  So no just doing your head and torso!). 
Cost: 2000u per 1pt of PV in materials and 10 man 
hours labour 
Failure: Its broken and really ugly, will cost about 50% 
of the suit’s total value to fix 
 
Increasing ID 
Difficulty Task- Hard 
 
Keeping the sharp objects and high velocity ones out for 
longer is also a worth addition to your armour. In order 
to keep this simple and maths down to a minimum, this 
is applied to the whole suit and raises the ID by up to 
10% in every area.  
Cost: 3u per 1point of ID (in every location) in materi-
als and 15 man hours labour 
Failure: Complete mess, will cost 50% of the suits total 
value to fix 
 
Subsystems 
Difficulty Task- Moderate to Very Hard 
 
So the player has picked themself up a nice bit of gear 
and decided they want it self-contained inside their ar-
mour. Enviroscanners, cameras, motion scanners, radar 
systems, ECM systems, IR/UV and captured bits of en-
emy armour like AV stalks, Scout helmet bits and all 
that. 
All very worthy items to have so it keeps your hands 
free and doesn't get lost or something along the way, 
most PC’s tend to spend a lot of time inside the suit 
anyway. Emerging once or twice a blue moon when 
they need to pee and that’s about it, there’s probably an 
add-on so they don’t have to do that either but lets not 
go there. 
 

Most of this type of modification is usually an integra-
tion with the suits own power supply and in some cases 
the HUD inside the helmet (most of the suits will have a 
very basic one) or a warning light somewhere and a 
switch they can see or activate. 
Requirements: 
The Bits going in. 
100u of electrical wiring, assorted bits of metal and 
switches. 
A HUD display can be bought in the form of a set of 
Glasses or goggles for about 300u, once it’s in it can 
allow displays to be shown from a computer or compo-
nent. 
Failure: Kind of obvious really. It doesn't work and 
chances are something’s busted. 
 
Weapons systems 
Difficulty Task- Moderate to Very Hard 
 
Ah yes, the things PC’s will get all happy in the pants 
about and want to throw in Power claymores, flick-
scythes, 17mm cannons and the like just to really annoy 
the GM with. I’ll keep it simple- 
Pistols, SMG’s, 1H Blades, Unarmed melee weapons. 
If it isn’t one of them, it isn’t going to fit anywhere on 
the chassis, anything bigger than that, tell them to buy a 
waldo mount and fuck off. This is not a standard proce-
dure and for the sake of sanity we might just keep it to 
being one (1) weapon per limb, if they want to strap 
something to their helmet, let them and have it snap 
their neck with the recoil. Unless its not something 
completely unreasonable like Mutilator/Jolt attachments 
to the hands, knees and feet. How they actually function 
with them running is up to the GM’s own amusement as 
they violate their friends and equipment by touching 
them. 
Requirements: 
The Bits going in 
Standard attachment- 4000u of materials, metal, glue, 
wiring and switches per weapon 
Retractable/Concealed- 8000u of the above and some 
servo mechanisms. 
Failure: feel free to have it turn on its owner at an  
in-opportune time and either blow up or remove the  
offending limb. 
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Strength and Dexterity Amplification 
 

Bigger servo mechanisms, structural reinforcement of 
the chassis and better articulation in the joints. All very 
nice to have, at a price but this is major surgery on Mr 
Suit and will require hard currency, long hours of tink-
ering and like any car tuner will tell you. Go hard or go 
home, the people who do this type of modification are 
few and far between, the ones that can actually do it 
competently are even rarer animals.  
 
Strength Amplifications 
Difficulty Task Hard + Stat going to 
 
1pt: 2000u of materials and can take up to 4 man hours 
of tinkering. 
2pt: 3000u of materials and can take up to 6 man hours 
of tinkering. 
3pt: 4000u of materials and can take up to 8 man hours 
of tinkering 
4pt: 5000u of materials and can take up to 12 man hours 
of tinkering 
5pt: 6000u of materials and can take up to 24 man hours 
of tinkering 
 
Dexterity Articulation 
Difficulty Task Hard + 2x Stat going to 
 
1pt: 2000u of materials and can take up to 4 man hours 
of tinkering. 
2pt: 4000u of materials and can take up to 6 man hours 
of tinkering. 
3pt: 6000u of materials and can take up to 8 man hours 
of tinkering 
Anything more than 3pts of DEX articulation and I’m 
probably asking to be lynched by GM’s, it is handy to 
smooth out some of the ‘rougher’ suits that have a pen-
alty to that stat however. 
 

Movement Rate and Striking Speed Mods 
 

Upping the movement rate and ability to punch holes in 
things is a very fine art indeed, requiring a large amount 
of time, tuning and expensive components to get those 
limbs moving quicker. 
 
Movement Rate 
Difficulty task Moderate + #metres going to 
 
This applies to the characters Sprint Rate and not the 
walking or running rates. 
+3 metres: 4000u of materials and can take up to 8 man 
hours of tinkering 
+6 metres: 10000u of materials and can take up to 16 
man hours of tinkering 
+9 metres: 15000u of materials and can take up to 32 
man hours of tinkering 
+12 metres: 25000u of materials and can take up to 72 
man hours of tinkering 
 
 

Striking Rate 
Difficulty Task Hard + Pen going to 
 
This adds to the speed of melee and unarmed hits and 
ups the Penetration value of the weapon or whatever 
else is being slammed into someone/something. 
+2 Pen: 4000u of materials and can take up to 8 man 
hours of tinkering 
+4 Pen: 10000u of materials and can take up to 16 man 
hours of tinkering 
+6 Pen: 15000u of materials and can take up to 32 man 
hours of tinkering 
+8 Pen: 25000u of materials and can take up to 72 man 
hours of tinkering 
 
Other bonuses 
Difficulty Task Hard + Skill Rank going to 
 
Skills like Sneaking, Hiding, Climbing, Gymnastics can 
also be applied to a suit of armour. Dampening of noisy 
servo’s, climbing claws and advanced articulation sys-
tems are all possible in a custom suit of armour. 
Up to +5 in a skill (Not combat skills like firearms, me-
lee or unarmed) 
4000u and can take 5 man hours of tinkering per rank of 
skill 
 

Tek Trex Speciality Modifications 
 

Most of these are sold as kits, which the customer can 
pick out what they need and simply fit it in themselves 
and one reason why they are comparatively cheap. 
While the company doesn’t have the ‘cheap’ aspects of 
SLA modifications or the hardcore military mods that 
Thresher are capable of they definitely tok the covert 
line to their own heart and kicked DN off the top posi-
tion there. 
 
TT-Neural Interface 
Difficulty Task: Hard   
Cost: 1500u  Weight: Negligible 
 
Seeing the results of Thresher neural interfaces inte-
grated into armour, vehicles and weapons and their ef-
fectiveness made Tek Trex’s decision easy, they had to 
have it. 
Like any neural interfaced piece of equipment it gives a 
free action once per phase, in the case of a suit of ar-
mour it essentially allows for an extra (non combat) ac-
tion like running, diving, using a sensor, comms gear or 
other onboard piece of equipment. 

I done most everything, shot most everything that 
ever walked, crawled, flew or slithered and I tell you 
what, nothing beats being one with the machine 
you’re strapped into for a power trip. Even them lil 
bastard cans laying down more 5mil than summer 
rain… I think, it happens, I can think faster than any-
one can do… 

Baud TT Headhunter 
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TT-TAG Kits 
 
Of course, seeing those same flying suits of armour like 
Thresher, SLA silverback and the like meant Tek Trex 
where quite keen on the extra mobility, the first delve 
into this field was the Sphinx Suit which was a pure 
turbine control system which was integrated with the 
armour. TAG kits are a slightly different way of ap-
proaching a problem of making something as aerody-
namic as a house brick able to fly, a combination of tur-
bines which provide direction are all well and good but 
they are both quite noisy, get very hot and need a cool 
down time which limits their ability to loiter. After that 
there are the Thresher plasma ramjet systems which are 
about as close to a contained nuclear explosion and 
while they are much better than the turbine systems, a 
complete nightmare to engineer without the proprietary 
tech to make materials and magnetic bottles live 
through that kind of abuse. 
The Turbofan Artificial Gravity kit tok the best bits 
from centuries of artificial gravity research which was 
on space ships longer than anyone could remember and 
turbofans which where a much quieter, cooler mobility 
system. While it doesn’t work in zero gravity environ-
ments and turbofans clog up with crap just like a turbine 
system, they do provide decent flight in atmosphere and 
are very low maintenance and has unlimited flight 
times. 
They come with their own internal power supplies 
which are a 1000hour rechargeable battery system, no 
one in the company was exactly keen about their micro-
fusion reactors being strapped to them in this fashion. 
 
Skill: Pilot Powersuit   
Difficulty Task: Hard 
 
Light-   
100-500kg suit TARE   
Cost: 5000u  
Adds: +20% to suits total weight, which is offset by the 
AG repulsers 
Top Speed: 200km/h (32m/phase)  
Ceiling: 250m  Acceleration: 16m/phase 
 
Heavy-   
600-1200kg suit TARE  
Cost: 10,000u 
Adds: +30% to suits total weight, which is offset by the 
AG repulsers 
Top Speed: 150km/h (24m/phase)  
Ceiling: 150m  Acceleration: 10m/phase 
 
Very Heavy-  
1300-3000kg suit TARE  
Cost: 20,000u 
Adds: +40% to suits total weight, which is offset by the 
AG repulsers 
Top Speed: 100km/h (16m/phase)  
Ceiling: 50m  Acceleration: 8m/phase 
 
 

TT-Tactical Comms Suite 
 
Difficulty Task: Hard   
Cost: 3500u  Weight: 5kg 
 
The Tetra-Band radio communications system was 
something TT could be justifiably proud of and this 
suite features it and a whole assortment of other fre-
quencies at their disposal which are ideal for listening in 
or at least getting a gist of what is running out there on 
enemy channels. It also forms a nice basis for anyone 
running drones or wireless transmission gear to run their 
IDG or computer through. 
VLF- 10,000km  
(Pirate radio, SLA Military) 
UHF- 10km  
(SLA, DN and most Soft Companies) 
VHF- 5000km  
(SLA, DN, most television, radio and military) 
SHF- Point to point wireless networks (SLA) 
Tetra- 5light year  
(TT and some Thresher, TTT-TV)   
 
While it wont decrypt for someone listening in if it’s a 
covert channel (requires a computer and Computer Sub-
terfuge) it does have signal strength meters for measur-
ing strength and direction  
(Computer Use to triangulate a signal) 
 
TT-Tactical Surveillance Suite 
 
Difficulty Task: Moderate  
Cost: 7000u  Weight: 3kg 
 
Coming with two smaller, specialist AV stalks this sen-
sor system has a huge variety of spectrums it can access 
and comes with air pressure motion sensors (100m 
range) and long range optical and digital zooms (4000 
and 10,000m range) and environmental warning scan-
ners. 
 
Spectrums- Infrared, Far Infrared, Ultraviolet, Extreme 
Ultraviolet, HX-ray, SX-Ray 
Radar Spectrum- 100m, 300m, 1000m, 5000m and 
15,000m 
 
The radar systems are Doppler which allows for better 
fast target tracking and act as a rangefinder, the Hard 
and Soft X-Ray receiver is also equipped with a trans-
mitter which is good for up to 1mm resolution and 
50cm of hard material penetration and 5mm resolution 
and 1metre of hard material penetration out to a range 
of 50metres. 
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TT-Active Camouflage Suites 
 
Shadowmat Series 
Difficulty Task: Hard   
Cost: 4000u  Weight: 10kg 
Blackmat Series 
Difficulty Task: Very Hard  
Cost: 20,000u  Weight: 15kg 
 
While TT wasn’t the first to commission these types of 
active camouflage systems they have been able to make 
them better than anyone else who currently uses them, 
both DN and TH have them in various forms but only 
Darknight seems to have invested a lot of time into 
them. Thresher systems while they are a lot more robust 
and certainly not bad, don’t seem to have the refinement 
of either and spent most of their development time hid-
ing things like vehicles rather than suits of armour. 
 
The Shadowmat series is a surface polymer based cam-
ouflage system that has an onboard AI that tunes the 
appearance to best match the surrounding area and is 
quite effective while stationary, making it an excellent 
system for snipers.  
(+5 Hide vs Visual Detect- stationary) 
 
The Blackmat is a very high tech holographic and poly-
mer system with a resolution of an amazing 90cycles a 
second, a good 3-4 times any equivalent manufacturer 
has managed to reproduce on a suit of personal body 
armour allowing greater rates of movement, indeed it is 
almost completely effective even when moving at a rate 
of less than 4m/phase. It completely mimics the sur-
rounding area with a complex array of cameras and 
processors to produce the perfect mimicry of the terrain. 
(+10 Hide vs Visual Detect- movement rate of 3m/
phase or slower) 
ACS Equipment wraps and bags 
For the ACS suites to work their best they have to  

integrate any weapons or additional equipment into the 
system by hiding them either in a wrap of polymer cloth 
or bag them up and the system runs them as it would the 
armour covering. 
 
 

Equipment Shadowmat Blackmat 

Pistol Holster 200u 400u 

Rifle/SMG 400u 600u 

Machinegun/Cannon 1000u 1500u 

Large Support Weapon 3000u 4500u 

200x300mm Bag 100u 150u 

700x700mm Bag/Backpack 400u 600u 

Per 1m/square cloth 500u 750u 

Small personal Equipment 900u 1200u 

Large personal Equipment 1500u 2000u 

Small Drone 3000u 4500u 

Vehicle per ton  

Powersuit 3000u 4500u 

Ground Vehicle 3500u 5000u 

Flying Vehicle 4000u 6000u 

Spacecraft 7000u 10,000u 

Power Armour 4500u 5500u 
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Vehicles 

Tek Trex doesn’t make a lot of vehicles because their 
heavy industry is dedicated to making star ship  
components and weapons for the Ulran market which 
nets them a lot of money. As a result it’s most often the 
case of borrowing, buying locally or getting the Hoodies 
to go steal something appropriate. Indeed, Tek Trex has 
a somewhat ‘coloured’ reputation for vehicle theft 
where they go to great lengths to steal people’s trucks, 
VTOL’s and anything else that will fly or roll from A-
B. 
 
Popular choice of late for people buying vehicles have 
been the DVT 820BM Razor vectored thrust turbine 
bikes which can be bought from Thresher unassembled 
for as little as 75,000u and take to a lot of modifications 
either from the factory or by the owners (Difficulty 
Task Hard to assemble) and can carry guns. There's a 4 
week shipping time from when the order is placed for a 
new bike thought you might be able to buy one from 
someone else in the company for a bit more money. 
They are very popular with both sexes, outlaw bike 
gangs and also stolen quite frequently off the street so 
it’s recommended that they buyer fork out that little 
more for the biometric security system or devise their 
own. (Pg 73 TH Sourcebook) 
The TPT0020 Sliver Dirt bike is also a very good vehi-
cle but it doesn’t fly but comes in at about ¼ the price 
of an 820BM. (Pg 71 TH Sourcebook) 
 
The TPT0020X Black Knight 4WD is a good choice for 
a car, it is built tough, simple and comparatively cheap. 
They are very fast, strong and surprisingly comfortable 
with lots of room inside, very good ceramic armour and 
can be had for 175,000u new.  
They do not have Rad and Hazmat shielding in them 
though and no vision enhancements or radios in them 
but they are a real 4WD with great off road capabilities 
and then some in them. (Pg 70 TH Sourcebook) 
For people who have to move a lot of other people and/

or materials the best choice offered by Thresher at least 
is the TPT0030X Doombringer halftrack which is sold 
in a ceramic armour export version (PV: 27) which has 
12 low range gears and 8 high range gears on a proper 
gearbox which gives it a huge amounts of torque unlike 
direct drive machines. They get along very quickly, 
much more durable than a SLA Battletaxi and come in a 
price range which is very appealing- 350,000u, which 
really cannot be beat especially considering that they 
have inbuilt Class 3 Radiation and HAZMAT shielding 
which the other manufacturers don’t. 
About the only drawback is there is literally no creature 
comforts like soft seats and hellishly hard suspension 
(but it does have very good aircon and heating if that 
matters), there are also absolutely no electronics gear in 
them like vision enhancements or radios. But they're 
just something people in Tek Trex can pick up and 
throw in for next to nothing anyway. It does have a 
large remotely operated pintle mount which can mount 
weapons up to 30mm calibre on it, cant go wrong really 
with one of these for lootin and shootin your way out of 
somewhere but subtle it ain’t. 
(Pg 70 TH Sourcebook) 
 
Currently Tek Trex only manufacture two vehicles in 
their heavy industry orbital, the rest tend to be things 
they can beg, buy or steal but both machines are quite 
cutting edge in terms of how they're put together and 
their design. Most are subsumed into the company as 
assets rather than sold to outside buyers who tend to be 
quite rare and people inside the company that want to 
buy them which is very many either. 

TT900 ‘Bounder’ VTOL Gunship 
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TT900 Bounder VTOL 
Bounder’s are a remarkable craft for what they are, which is just four ducted fan turbines which produce no heat 
and a bed of artificial gravity suspensors which make these vehicles extremely light, manoeuvrable that when 
combined with waveform pulse emitters and active camouflage, invisible to eye and ear. 
While they don’t have the raw speed of a SLA or Thresher VTOL and comparatively lightly armoured there is 
more than enough onboard defence and sensor tech to get them by for what they're designed to do. Which is silent 
insertion/extraction and surveillance, remote drone ops as well as carry a fair bit of cargo and unlike the kilcopter 
which they're frequently up against carry a lot of serious firepower. 
 
Propulsion: Four electronic fan turbines and A-G suspensors 
Armament:  
Retractable nose mounted turret-  Twin linked TT TW500 MASER’s 
Retractable side mounted  wings- TT 120x5 Razer missile launchers (4) 
Crew:      1 Pilot 1 Gunner/Co-pilot 
Skill:       Pilot Military 
Passengers:      6 
Cargo:      1000kg 
Weight:      4000kg 
Max Speed:      150m/phase 
Acceleration:     25m/phase 
PV: 20  ID: 400 
Ceiling: 10,000m 
 
Features:  
TT-Tactical Comms Suite, TT-Tactical Surveillance Suite  
TT-Active Camouflage Suite- Blackmat (-10 Detect vs Vision at under 3m/phase movement)  
Advanced Waveform Pulse emitters (-18 Detect vs Hearing)  
TT-Featherlight ECM Suite (-10 Detect electronically)  
+5 Firecontrol on all weapons 
Neural Interfaced Piloting and Weapons, Rating 8 autopilot and remote ops software. 
Comes standard with MASER’s, Missiles sold separately 
Cost: 2million Uni’s 

TT SE-86 Shuttle 
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TT SE-86 Sprinter Blockade Runner shuttle 
Cost: 35.5mil unis     Weight: 185tons (Dry) Cargo: 45tons 
Space Speed: 108 (Dry)    Atmosphere: 1080m/phase 
Space Speed: 85 (Laden)     Atmosphere: 850m/phase 
PV: 350 Moly-Aluminium Armour  Hull ID: 7000ID Titanium-Cobalt material 
Crew: 1 Pilot/Gunner 1 Co-pilot/Gunner  Passengers: 8 
Output Signature: Megawatt   Battery: 100mw 
Engineering Bay: 1ton    Cargo Bay: Pressurised + Gravity 
Sensor Range: 340,000units   HF Radio Range: 400,000units 
 
Armament: Ventral 60mw MASER on A-Type Turret (360x180deg) 
  PEN: 900 AD: 3000 Range: 6000units ROF: 3 
  TT-Hydra Fire Control +6 to hit 
  Wing Mounted Hard Points x 4 
  1ton Variable ordinance load out each 
  TT-Manticore Fire Control +4 to hit 
Features: Rating 10 ECM and Rating 10 ECCM 
  20mw Power Amps and towed array 
  TT Military Grade Sensors  
  TT Theta Band Radio (Universal range) 
  2 x Wing mounted 20mw Ion Drive Engines (+2handling) 
  TT Stage 3 Automat Repair System (Fixes 300ID per round) 
  3000ID Reserve Repair Material 
  TT Stage 2 Internal Defence Grid 
  TT Anti Missile System (+5 Piloting- 15 shots) 
  TT Cyber Dynamic M55 Computer (400 targets traceable, +5 tactics +4 Evaluate Opponent) 
  TT M Series Mk12 Cloak  (-25sensor checks, $600 per use 10shot reservoir) 
  TT Stealth Coating (-5detect) 
  100mw Recycler Reactor 
  Rating 10 Autopilot and Full Neural interface 
   
Range: 5000hr full deep space and atmosphere capable 
Running Costs: 30,000uni per 1000hrs 
 
Individual Component ID’s 
Portside Engine: 1000ID Starboard Engine: 1000ID Cloaking unit: 150ID 
Power Amps: 200ID  Towed Array: 1000ID  Reactor: 100ID 
Fuel Tanks: 250ID  Sensors: 100ID  Theta Radio: 50ID 
AM-System: 300ID  A-Turret: 450ID  MASER: 100ID 
Battery: 1000ID 
 
The little SE-86 was the product of Tek Trex’s advanced computer design processes in the mid 890’s which liter-
ally dropped a product out the end which had seen half a million hours virtual flight time and after some shake-
downs of the prototypes was offered to employees for sale in 896SD. This caused a lot of scepticism from outside 
buyers for many years who sat waiting by the sidelines waiting for them to fall out of the sky from some un-
forseen malfunction the computer but after 10 years of hard use there has been no instances of them ever failing 
due to mechanical malfunctions. Indeed, its one of the few ships that has ever been sold to Thresher, in a stripped 
down form with none of the proprietary gear in it who use them as a heavily modified short-hop vehicle inter-
systems for carrying up to a platon of troops and boarding vehicle. While the exported ones are so heavily modi-
fied to be indistinguishable from the normal SE-86’s it takes a lot of ship to have the undisputed masters of the 
space lanes to buy one from an outside source. 
New they are an expensive proposition for other people to buy because of the price, most opting for the lesser 
DN40’s which cost half as much and none of the features of the SE-86, customers do get good value for money 
and several large independent worlds have bought heavily factory modified versions for full fighter-bomber duty 
which replaces the cargo area with launch tubes and bomb bays. As it is though in the standard blockade runner 
version they do pack a formidable amount of firepower with most equipped with sixteen T905-F20 missiles or 
four of the much larger T887-M50 torpedos or a mix of both which is plenty enough to deter most people from 
messing with them and enough raw speed to outrun most anything. 
While they are capable of doing deep space runs they aren’t a comfortable vehicle to spend a lot of time on as 
they are quite cramped and most tend to be sent out hiding under the belly or shuttle bays of a large Union 
freighter for long trips. 
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SUBNET 
SLA was hit with T-TV in the 830’s and never found a 
solution to getting rid of the subversive broadcasts and 
had to contend themselves with simply wiping out the 
end users which wasn’t easy. T-TV by itself had never 
become hugely popular due to supplies of the receiver 
box-tops to pick it up being rare. This all changed when 
T-TV reinvented itself with Tek Trex doing most of the 
distribution of set tops and jumping in with ‘fresh 
blood’ for the industry in terms of programs to become 
TTT-TV in the mid 880’s. Because the boxes where 
impossible to find as they where just a simple receiver 
and no transmission at all when one was discovered it 
was simply a case of whacking the owner over the head, 
arresting them, destroying the unit but not a lot else 
could be done short of a universe-wide house to house 
search which was needless to say, impossible. 
 
While SLA would never acknowledge the effect of 
TTT-TV on its populations as being just a simple dis-
traction and upped its own programming during the last 
20 years to be a serious competitor for viewers, its real 
effect was incredibly destructive. So destructive in fact 
that even the notoriously gun-nut executives of Thresher 
tok note on how community opinion was swayed, sales 
of export gear boomed by simply being seen on TV and 
culturally it had its own following. 
For 900 years people had only two sources of  
information- 
 
Something their friends, family and associates told them 
or overhead which at best could be just written off as 
hearsay and nothing of any concrete evidence. 
 
SLA, which only told them what they wanted them to 
know. 
 
A whole new universe opened up for a lot of people, for 
900years there had been people watching TV and what 
SLA told them to, aside from the odd VENT attack 
from Darknight over the SLA TV channels there wasn’t 
any other subjective opinion or footage being shown. T-
TV and TTT-TV changed all that, for a lot of people 
they’d never seen anything outside their own suburb, 
statistically over 70% died within a 10km radius of 
where they where born and fewer than one in 349 had 
actually been off-world. Here came a signal from liter-
ally across the universe, distances which where unfa-
thomable to the civilian population and they carried not 
just light entertainment but a new way of looking at the 
universe itself. 
 
Public opinion went two ways. 
For some it was a message of hope, that there where 
people out there enjoying freedoms from out under the 
jackboot of SLA universal domination, that someday 
people wouldn’t have to live on 40u a week in a disease 
infested hole. 
For some it was the closest thing to a message from the 
depths of hell, if someone as savage as Thresher could 
send a message on Mort to people who would willingly 
listen it may as well have been 0SD all over again.  

Return to the conflict wars and warfare on a universal 
scale, it was the coming of a new holocaust for mankind 
and the remaining aliens. That looking at the fury of the 
sharkmen would end them all in a blaze of radioactive 
fire and ripped to pieces by weapons of indescribable 
destructive capacity. Not a few have ended up in asy-
lums with an acute case of paranoia watching TTT-TV 
and terrified that SLA couldn’t protect them. Channel 
Carnage was one of the first TV shows many saw, uncut 
war world footage which wasn't censored by SLA, they 
saw it and wept in fear and its hysteria lives on today, 
never had such a small amount of people frightened so 
many. 
 
It was a disaster for SLA, one that eclipsed all manner 
of disasters for it until 901SD. 
 
Subversive Network was the next step in the war against 
SLA industries by Tek Trex and Thresher and one that 
SLA found itself terribly ill equipped to defend itself 
against. Frontline agents against normal subversive  
behaviour, the operatives didn’t have any training and 
didn’t have any access to methods of detecting  
subversive signals and probably will never have access 
to them. In desperation the company turned to Station 
Analysis to detect the renegade signals and deal with 
them but such an overhaul of operations on that level at 
every level was well beyond the scope of Station  
Analysis which was dealing with SLA network security, 
monitoring and the companies own sig-int work which 
was a mammoth task.  
They asked for more money and gave a budget of what 
it would cost in materials which quickly packed the  
people from Head Office straight back out the door and 
looking for someone to do it. 
 
Head office did the rounds of all applicable departments 
looking for anyone to take on the potential threat of 
people starting their own private subversive networks 
and radio stations. All came back with similar budgets 
that matched the Station Analysis one and where stag-
gered by the cost for even rudimentary monitoring for 
enemy signals on SLA planets so it fell roughly in the 
lap of the Dept of Communications who would in turn 
sub-contract out to the Dept of Militia for the purposes 
of civil defence and as it was pointed out, there was 
only a couple of them and not that much of a threat. 
 
Well, it was cheap, due to SLA bureaucracy being what 
it is, its almost impossible to deploy because for the mi-
litia to be sent out running around looking for signals as 
they're also looking more importantly for Suppressor 
power signals from either Darknight or Thresher which 
might herald an imminent attack. The militia simply 
don’t care about a bunch of punk kids playing pirate DJ 
down in bumfuck-nowhere and  
occasionally ranting about how tough they have it. Its 
only when they're poked by the Department of  
Communication who is in turn poked by Head Office 
that they actually get off their arse and go look for a 
pirate transmission.  
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The Dept of Militia puts in a request to the Department 
of Communications to conduct a sweep and clearance to 
use a war world spec vehicle in corporate territory. 
The Department of Communication lets Head Office 
know they're going to have a war world vehicle  
running around on company property, who will either 
say yes or no depending on where and what is being 
deployed, in this case it’s a rather large high altitude 
dirigible called a Blanchard OL45-U which has all the 
antenna arrays on it that costs approximately 1300 
million credits or the cost of a couple of a fleet of  
dropships and a few divisions of infantry. 
 
This takes about 3-4 weeks. 
 
They go up, if there's any signals they find them fairly 
quickly down to about a 100m squared, which is fairly 
good considering its sitting about 45,000m or so up in 
the sky and normally safe from most ground based AA 
systems. Then it goes back to doing its proper job of 
looking for anything really nasty like a lot of concen-
trated long range transmissions from Darknight or 
Thresher. 
 
After this is reported back the Department of Communi-
cations will issue a BPN within 24-48hrs to some opera-
tives to go down to the area, find the signal and stop it 
and anyone responsible. 
 
SLA does catch about 90% of the wireless transmitters 
and their operators who don’t move anywhere. If the 
operators move about, then they either have to be stuck 
in the one spot for more than a month or just get some 
bad luck and busted, asking around who’s running a 
pirate radio station by operatives usually gets a lot of 
‘huh’ and ‘what’s’ from locals in the area who wouldn’t 
know a radio antenna from their own arsehole. Most 
radio pirates run out the back of cars or vans or even 
simply break up their network with point to point sys-
tems in between which carry the signal to a remote loca-
tion where the actual antenna is put up. 
 
Needless to say, statistically SLA catches some people, 
not enough to cause SLA any real worries and Tek Trex 
keeps selling. 
 
Originally the Subnet systems where just being sold to 
people who wanted them for their own independent 
planets as they're quite a good system that has a lot of 
simple features which makes it hard to find and virtually 
impossible to jam. Having a few of these on their trad-
ing shuttles back in 901 on some backwater SLA worlds 
they where fobbed off to technically savvy and bored 
workers who decided to fiddle around with them and 
use them as a way of chatting and swapping files with 
their other workmates outside the SLA-Networks. 
 
 They sold well and Tek Trex decided to take a few 
more of them out in 902 which where immediately 
grabbed and disappeared into the hands of everyone 
from soft companies to underground resistance groups 

and just people who wanted to get information off other 
like minded individuals.  
 
903 was the big rise though as they did triple the 
amount of runs of this equipment into the core worlds of 
SLA industries and bundled it in with set-top TTT-TV 
boxes to sweeten the deal, 904 was out of control and 
905 saw and explosion of Subnets everywhere to the 
point that even SLA was forced to quietly acknowledge 
that there might be a problem here with their employees 
and civilians knowing things they probably don’t want 
them to know. The depth of this shit they have no com-
prehension of, illegal bootlegs, ID theft, music, porn, 
software, contraband information, criminal arrange-
ments and even just chat with other anonymous users 
that have something to say. Most importantly though, is 
its ease of access, Tek Trex designed it to be cheap, ro-
bust and just plug it in, no bells or whistles and plenty 
of after sale options which make it better.  
 
You can buy everything from TT, from your very own 
synchronous satellite for a large lump of cash to just a 
personal radio receiver so you can listen in for a couple 
of uni’s. 
Of course it can get a bit chaotic when there's a dozen 
people with a hub relay in one area who don’t know 
each other and a lot of users on the end who hook into 
it, so encryption for anyone who is on the network and 
wants to keep their business to themselves is more or 
less essential. On the upside, it makes it incredibly hard 
to dismantle short of dumping an EMP over the whole 
area and killing everything either electronic or organic. 
Most hub owners don’t even know each other, they 
don’t want to know each other because if someone gets 
nicked then they cant tell and put the others at risk.  
 
So SLA busts one hub owner, there's probably a dozen 
more in the area who are still running or powered down 
waiting for the heat to go home and back to business. 
Most SLA operations are going after the pirate radio 
operators, because they tend to be political agitators or 
just simply to damn noisy for their own good so the Hub 
operators that maintain the data networks are ignored 
even though they are potentially more devastating to 
SLA, but SLA wants popular people cut down to size or 
controlled and most importantly. 
SLA says nothing about Subnet, by saying nothing 
about Subnet means people wont get curious and they 
wont get involved, word of Subnet is only every talked 
about at the executive level or on the street. 
 
They will kill whoever makes this public. 
 
No questions on who, SCL, how or why = DEAD 
Operatives sent looking for Subnet will only be told 
they're looking for a Darknight radio transmitter, any-
thing else they uncover will be made very clear to them 
that there is NO Subnet, only Darknight radio transmit-
ters. Worst case they will be terminated by Cloak, best 
case they will be told Subnet is just another term for 
Darknight Subversive Radio Networks. 
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Piracy on the Airwaves 
 
Subnet works on the principle of having all the trans-
mission hardware with built in synchronous digital hier-
archy protocols to talk to other units onboard the net-
work, be they a Satellite, Hub, MF Unit or Peer to Peer 
transmission signal. It doesn’t matter what frequency or 
bandwidth available it’ll get there more or less un-
changed even though the ‘Payloads’ of data coming 
across can vary in size. 
They send a Frame of data across in a burst, this frame 
carries different levels of information in it and regard-
less of the signal being used it will always have the fol-
lowing- 
 
Spread Signal Data: This tells the radio unit which is 
receiving the payload what frequency it is going to need 
for the next incoming Payload. 

 
Data Packets: Carrying the actual information going 
across the network in the form of packets, this can be 
smaller or larger depending on the bandwidth of the 
signal. 
 
UUI: User Unique Identity is hardwired is used to carry 
clocking information in the Payload and is also the data 
which allows it to re-synch with the rest of the network 
if the signal is disrupted. 
 
CRC: Cyclic redundancy checking which makes sure 
the data packets in the payload match up with the next 
and previous payloads so they can be assembled in the 
radio itself. 

MF Data Pool Networks (Hive, Cluster, MF Pool, MF-WAN) 
The most common network is the MF data-pool type of network which is just a lot of individual users who have 
connectivity to each other and big Hub operators use them sometimes if they don’t have a satellite. 
A signal on the transmission payload shunts the radio into a new frequency to tell the radio what it is going to run 
on next and depending on the signal strength have a range of anywhere between 1000-4000km and are capable of 
sometimes reaching around a planet completely if it gets a good skip off the ionosphere at night and follow the 
curvature of the planet quite well. If a unit loses the protocol it scans the frequencies until it finds it again and re-
acquires the signal timing with the rest of the network. 
This low bandwidth signal does all the ‘grunt’ work of letting people talk to one another on their radio sets, send 
data and so on. 
MF data pools are typically low bandwidth but enough to carry decent amounts of data, high definition radio and 
TV signals and voice chats. 
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P2P Closed Networks (P2P) 
Point to Point (P2P) Systems rely on line of sight and run on the SHF in the 3-30GHz spectrum and are normally 
used to only send the signal from one station to another. 
Both Punch and Point to Point are not detectable (with SLA era tech) as they are an extremely dense and compact 
signal which only goes from on point to another and doesn’t propagate in the atmosphere so other people can lis-
ten in and they cannot be jammed. They can be tuned to cut through a lot of atmospheric clutter remotely. 
Signals can go through either P2P system to each hub but is only done if two parties are agreeable to their loca-
tion, normally if this is done it is only because they want the signal to be private and don’t touch the MF data pool 
of individual stations. 
P2P is also used a lot to send a signal out to a remote MF transmitter which gives the Hub operator a bit of dis-
tance and warning if someone finds their antenna and decides to take them off the air, or they can hardwire them 
into the Hub itself which is mostly done for infrequent or mobile Hubs. P2P has huge amounts of bandwidth and 
can move massive amounts of data.  

Punch-Ultra Closed Networks (PUC) 
Punch Systems run on EHF in the 30-300GHz spectrum and are capable of sending a signal into space up to an 
orbiting satellite which in turn can send it back down to the Hubs on the same signal where it is converted back 
again on the MH frequencies. 
For a long range signal two parties might agree to use an EHF punch up to a satellite which retains some anonym-
ity but also costs a lot more due to the fact it involves a satellite or LTAC (or both) and Punch gear but they are 
ultra high bandwidth and can move massive amounts of data. They can be remotely tuned like the P2P to cut 
through the atmosphere a lot more effectively. 
About the only method of ‘finding’ a P2P or PUC transmission is with Thresher EM spectrum sensors which can 
‘see’ the signal being sent by tuning into that specific set of frequencies. However, they do not sell it to anyone. 
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Shown is a mix of different types of Subnet transmission systems which can be used in conjunction together. 

Buying a bit of Subnet 
And why not, it’s a genuine piece of anarchy in a box with all the tech stuff made up, ready to roll and swap all 
sorts of naughty things with other users, all the plugs are colour coded and if you can plug in a toaster you can run 
an MF unit. The P2P and Punch systems are a little more complicated but not so much as to completely bewilder 
anyone that can use a screwdriver, read through the three page booklet to set them up properly and plug them in. 

TT-MFRX ‘Lurker’ 
 

This is the basic box which is the size of a packet of 
cigarettes and comes with a wire antenna, it is capable 
of picking up TTT-TV, Pirate radio and listen in to the 
other naughty people on Subnet. Buy one of these and 
you're guaranteed to have mates over every night to 
watch bare knuckle boxing, powersuit races, D-Team 
and dozens of other subversive and highly entertaining 
shows they dare not put on SLA TV! 
Comes with a 1000hr rechargeable battery, outputs for 
TV, Audio and Data 
Range is typically in the 100-4000km radius depending 
on the signal strength being transmitted, the basic TT-
MFRX cannot transmit anything. 
Cost: 50u   Weight: 300gm 
 

TT-MFTXRX ‘M-Node’ 
 

A step up from the MFRX, the little TXRX is a full 
blown transmitter and receiver which comes with all the 
features of the MFRX. I/O ports for TV, Audio, Data 
transmission and receiving. It also includes an antenna 
which has been known to reach up to 4000km at night, 
3000hr rechargeable battery and everything you need to 
set up chat, data downloading, pirate radio or TV and 
anything else you think the world should know. 
Cost: 300u   Weight: 2kg 
 
 
 
 
 
 

TT-HUB ‘Router-Rooter’ 
 

This is a combination of the MFTXRX and all its fea-
tures as well as advanced data storage capacity for the 
use of either carrying large amounts of recorded infor-
mation such as delayed transmissions and can hold up to 
900terrabytes of information, 40,000hrs of radio or 
20,000hrs of TV. 
It comes with a high powered antenna for enhanced sig-
nal range of up to 2-5000km of dependable MF trans-
mission, 5000hr rechargeable battery. 
There are ten I/O ports which can be used to connect 
either P2P, Punch, TV, Radio, Data or any other devices 
to the Hub for transmission. There is also an additional 
antenna port to mount larger gain antennas off the Hub 
for even more range. 
Cost: 3000u   Weight: 5kg 
 

TT-PA ‘Masthead’  
 

These are high gain MF antennas and power amps 
which are used either for remote transmission away 
from a Hub or TXRX unit and can be hooked up in turn 
either from hardwired cable or a P2P radio unit. They 
include their own 5000hr rechargeable battery and are 
very heavily environmentally protected. They generally 
give a signal gain of up to an additional 1000-2000km 
for each one installed, it is recommended that the user 
be at least 10m away from it to avoid being RF radiation 
hazards. 
Cost: 1500u   Weight: 10kg 
Shielded Cable Tail- 2u per 10metres 
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TT-P2P ‘Biz-Zap’ 
 

Over open, unobstructed ground the Point to Point SHF 
radio is capable of hitting another unit up to 70km if it 
has enough elevation. In urban environments this can be 
as low as only a few hundred metres but with a good 
line of sight is quite capable of hitting another one up to 
10-15km.  
Solid objects block this signal completely, as does a lot 
of very bad weather though the unit is capable of self-
tuning to adjust its frequency for the conditions to com-
pensate. Comes with a 5000hr rechargeable battery and 
is the size of a large 5litre paint can and heavy duty en-
vironmental protection. 
Cost: 300u   Weight: 2kg 
Shielded Cable Tail- 2u per 10metres 
 

TT-Punch ‘Sky Eye’ 
 

These are a small EHF antenna which is capable of 
sending a signal up to 55000km to a satellite or LTAC 
in orbit, they have also been known to be set up as P2P 
systems on the ground as well in place of a Biz Zap but 
due to the cost tend to only be used in conjunction with 
satellites. Like the P2P systems they do need a clear line 
of sight up into the atmosphere to work properly and 
have large amounts of environmental shielding, self at-
tenuation and 5000hr rechargeable power supply. They 
are quite safe to work near provided no one sticks their 
face in front of it while it’s on and are about the size of 
a small household garbage bin. 
Buy now and get two MFRX units for free! 
Cost: 4000u   Weight: 10kg 
 

TT-LTAC ‘Bean Bag’ 
 

Capable of reaching up to 70km above the surface of 
most standard planets the LTAC’s are a cheap alterna-
tive to getting an EHF network off the ground and capa-
ble of functioning in wind speeds of up to 200km/h and 
remaining in the deployed loiter zone. If blown out they 
will drop/raise altitude to escape hostile winds and re-
sume the loiter under their own power. 
Come with a 300channel hub for dedicated EHF users 
to be connected at the same time, Rock Ball Sat-Uplink 
and 100,000hr loiter time in the atmosphere with four 
electrical induction turbines, ECM coating and avoid-
ance technology. Bean Bags are quite a cunning drone 
which make good use of cloud cover and other electrical 
activity in an atmosphere to avoid detection.  
 
They are a helium filled gas balloon which resembles a 
10x1metre column with the RF gear mounted in extra 
heavy duty environmental protection. 
Cost: 10,000u   Weight: 30kg 
 
 
 
 
 
 

TT-SAT500 ‘Rock Ball’ 
 

Bane of SLA industries these tiny little satellites are 
both comparatively cheap, quiet and very annoying to 
find as they are barely more than a soccer ball sized 
lump of metal covered in ECM coating with a small 
array of EHF antennas hanging off it. 
The best feature many operators agree on is the fact if 
the Rock Ball is ‘pinged’ by most SLA and Darknight 
ships sensors it goes quiet and waits for the sensor ping-
ing to go away before waking up and recommencing 
traffic. They have been known to be knocked out once 
in awhile but once they go silent are virtually impossi-
ble to find. 
They come with a 50,000hr battery and capable of run-
ning up to 500 individual signals from themselves to 
ground or other space targets. 
Buy now and get ten MFRX units for free! 
Cost: 50,000u   Weight: 20kg 
 

TT-CMI 700 ‘Dropkick’ 
 

Not so much a piece of comms gear but a huge, DIY 
chemical and ion engine missile! 
Includes a friendly user guide to deploying the Drop-
kick, how to load in the Rock Ball satellites (up to x2) 
and working out the optimal range for deploying the 
satellite in orbit. Onboard systems take care of the rest, 
stick it on the ground, light the fuse and stand well back 
as she will hit orbit in less than three minutes on most 
average 1G worlds. One use only, comes with a chemi-
cal rocket for the first 1000m burn time and twin ion 
engines, has a 500m remote launcher, ECM coating on 
the missile and all programming is done at the side of 
the rocket. Set the height, press the button and light up 
the neighbourhood. 
While the Dropkick is just a service missile, it has been 
known for some people to use them to shoot down high 
altitude craft or to simply drop back down to the surface 
with 40kilos of improvised warhead in them. TT accepts 
no responsibility for the device being used outside the 
manufacturers specifications… though we will laugh. 
Cost: 150,000u  Weight: 400kg 
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Accessories 
Because not everyone will have their own gear to hook up to their M-Node Tek Trex sell a lot of peripheral gear 
to make like easier for people who want to spin some tunes, record and show some footage, store data, music, 
video and AV gear. 
Its by no means fancy, doesn’t have a lot of features but its simple, tough and very easy to use, software. Well TT 
let the users develop that and if they want to tweak any of the basic software features in the existing hardware for 
additional use then more power to them. Indeed there has been a number of binary programmers out there who 
produce astounding products considering this is just 512bit binary code and pack a lot of goodness into a little 
package. 

TT DAC-Box 
 

This is effectively a very ‘dumb’ 512bit binary  
computer which has a lot of onboard memory and small 
enough to be carried around and quite robust, weather-
proofed with a 5000hr rechargeable battery, 16x AV I/O 
jacks and enough memory to store up to 10,000hrs of 
Audio and 5000hrs of Video footage. Also includes on-
board editing and mixing software, keyboard interface 
which makes it popular with underground musicians, 
artists, shock-jocks and amateur doco makers. 
Cost: 400u   Weight: 2kg 
 

TT Bit-Eye Camera 
 

An armoured, heavy duty camera package designed to 
be used by most anyone who can point and hit record. 
Hooks up to the M-Node, Hub and DAC systems for 
later transmission and capable of storing up to 2000hrs 
of video footage with 50fps and 16-point sound re-
cording. PV10-ID10 armoured housing, 50x digital 
magnification, IR/UV and I/O for AV to the device its 
connected to. 
Cost: 600u   Weight: 4kg 
 

TT A16 Sound Jack 
 

By itself the Sound Jack has no recording systems but is 
simply 16 microphones mounted in a compact ceramic 
housing, they can be adjusted to be directional for spe-
cific focussed recording, omni-directional for surround 
sound effects. Comes with a 5m lead and the individual 
mikes can be detached and another ten metres of remote 
recording capability. Individual mikes can also be de-
tached and then plugged into other sources such as in-
struments or another DAC box for mixing. 
Cost: 100u   Weight: 1.5kg 
 

TT 512/X Mux 
 

The X-Mux as its commonly known is a signal multi-
plexer that at its simplest can connect to other non-
Subnet equipment such as SLA or DN cameras, com-
puters, microphones, mixing gear, SLA-NET terminals 
and HUD units to be used by 512bit binary Subnet gear. 
Of course, what they do with it once they have such a 
connection is completely up to the user. Highly illegal 
pretty much everywhere (then again, all this gear will 
get you shot in one form or another by the man) 
Cost: 150u   Weight: 200gm 

:LTAC 



100 

TTT-TV 
There are 21 channels constantly having something on 
air every hour of the day to their audience and boast a 
99% up time for signal transmission across the universe. 
Most people consider it good value as the show is on 
20std Hour which means its 100minutes-100seconds 
and a good deal more packed into that time than the 
SLA shows which only run for at most 1hr, 60minute 
60second on Mort Std Hourly basis. 
What really separates TTT-TV from SLA-TV is the fact 
that while its shows are longer they do tend to either be 
neutral or only a slight bias to either TT or TH and a lot 
of them are popular simply because they don’t treat the 
viewer like an idiot. People can actually learn things off 
TTT-TV, not necessarily good things in the eyes of 
SLA and indeed some of them are quite downright  
illegal. 
But that’s what makes it so popular. 

There is no bullshit here and what there is can afford to 
have a good laugh at itself once in awhile and plain as 
day bullshit. Producers either make their own shows in 
controlled conditions or have their hosts get up to it 
themselves on enemy territory. In some cases this 
means they get killed but that just seems to keep people 
watching with the kind of steely eyed determination that 
someone is genuinely putting their ass on the line. They 
also get amateur footage from people with Bit-Eye cam-
eras and pay them some rather large amounts of hard 
cash if it gets used, more than a couple have literally 
dragged themselves out of the gutter to find full time 
work in TT as a camera operator, producer or host. The 
most famous of these are Feral Murphy and D-Team 
which are for the most part made and produced by peo-
ple who came off the streets with an idea that everyone 
liked. 

 Channel IMV (TT)-      Independent Music channel 
 Channel Carnage (TH)-     War World Footage uncut 
 DIY Homicide Channel (TH)-    Combat Training 
 Home Demolition Network (TT)-    Anarchist training 
 Five Finger Discount Network (TT)-   Theft and Street Knowledge 
 Net Reactor Channel (TT)-     Engineering and covert tech knowledge shows 
 Channel Slander (TT & TH)-     Pisstakes and SLA lowlife shows 
 Indi News Channel (TT & TH)-    Independent News networks 
 Kids TTT-TV Channel (TH and TT)-   Cartons, youth education, kids shows 
 Education Channel (TH)-     Education shows covering Sciences, Maths and literacy 
 Animal Channel (TH)-      Documentaries and Education shows 
 Drama Network (TH & TT)-     Fictional shows, Soap operas 
 D-Team Network (TT)-     D-Team, beatings, muggings and humiliation 
 Armaments Channel (TH & TT)-    Guns, armour, ammo, sharp objects info 
 Stalker Channel (TH & TT)-     Snipers, scandals and celebrity humiliation 
 U-Club Network (TT & TH)-     Live music 
 TT Product Showcase (TT)-     Advertising goods and services 
 TH Product Showcase (TH)-     Advertising goods and services 
 Pimp Net (TT & TH)-      Porn and Adult game shows 
 Channel Power (TH)-      Powersuit and Vehicle races live 
 Channel Chaos (TT)-      Anarchist footage and information 
 
     (TT)   A Tek Trex Production 
     (TH)   A Thresher Production 
     (TT & TH) A joint company production 

Modus Operandi 

21 Channels, its not a lot in the big scheme of things 
going up against SLA and their 1000’s of channels but 
its enough, because its 21 channels that represent a dif-
ferent view of the universe. 
That in of itself is a unique thing in a universe which 
has had every word, image in history censored, re-
written, edited, wiped out and hidden. One of the things 
when T-TV first started up was the fact that so much 
history and knowledge had been lost over the centuries 
of SLA domination and decided to do something about 
it. Problem was, after 600 or so years of extremely bad 
press, Thresher was probably not the medium and visual 
image that people where willing to accept in terms of 
being ‘intellectual’. They where frightening, nasty, mur-
derous and brutal and to some degree they are those 
things but there's a lot of good parts of Thresher culture 
which the rest of the WOP could learn from. 

But won’t because of their public image which is slowly  
beginning to be associated with more than just violence. 
Tek Trex however isn't associated with violence, a lot of 
silliness on occasion but Joe Public don't associate them 
with violence like they do SLA, DN or TH and that is a 
very valuable commodity where violence, misery and 
hopelessness dominate so many peoples lives. It is that 
element that makes TT so valuable to Thresher as a 
partner in TTT-TV, they have mass-appeal to young 
people, clever people and anyone else who just doesn't 
want to listen to SLA’s bullshit. 
They come from the same place as the people watching 
come from and it is to some degree something Thresher 
doesn't have a lot of experience in due to isolation, peo-
ple culture. 
 



101 

Getting big air 
Your chances of getting on TTT-TV are pretty damn 
good for the most part provided you're actually doing or 
willing to do something genuinely entertaining. For the 
most part the companies involved don’t tend to have 
very much to do with each other and do tend to favour 
their own employees but there's no underhanded, cut 
throat business between them because life is hard 
enough without stirring up trouble. What goes on air has 
to stand on its own two feet on its own merits, there's no 
point anyone getting shot for a news story as each chan-
nel and company has its own place for everything and 
they are always looking for something to put on. 
 
So what do you do to get seen by an audience of several 
hundred trillion people? 
 

What can you do? 
 
Anyone with any kind of media or acting skill is highly 
desired, anyone with great looks, charisma and person-
ality is also highly sought after and can expect produc-
ers banging on their door to fit them in somewhere. Of 
course if you do want to be on TV this is a good thing, 
if you don’t, then they're a right pain in the arse. 
On average there are around 420-450 or so regular TV 
shows and plenty in the works, so even if you don’t 
want to be on TV there's always work in the support 
departments doing electrical and mechanical work, 
cranking a camera, editing, security, makeup and people 
always need to eat. These are boom times for anyone 
looking to make a few bucks provided you're willing to 
give it 100% and work your arse off in the process. Lot 
of air time needs to be filled with something and pro-
vided you can deliver something in the process they’ll 
pay you very, very handsomely.  
 
Unlike SLA where operatives, actors and models  
literally have to crawl over broken glass naked and per-
form sexual favours on a producer to get seen on SLA-
TV for 15seconds of fame on TV, 100credits and 
booted out the door, here you can walk in the door and 
probably get involved in some capacity and spat out into 
the air waves in some form or another and be paid 
1000’s of uni’s and be seen by a very large lump of the 
universe (approximately 10-25%). 
 
All those skills a lot of ‘operative’ type characters take 
in SLA games as ‘fill’ like cooking, history, maths and 
play musical instrument and so on, tend to be over-
looked by players as being nothing more than fluff. 

Well fuck that.  
Fuck all that gun-bunny, munchkin bullshit and fuck it 

right off now! 
“Oh look I’ve got rifle 10!” 

So fucking what, I’ve got a universe of war veterans 
who can do that and better. 

“Oh look I’ve got Literacy 4, Guitar 5 and Good 
Speaker 5” 

You're a rare animal with talent who can make 
 people listen to them 

This is Tek Trex  
 
It’s not about big guns. It never was, it’s about anarchy, 
it’s about being known and it’s about being a somebody 
in a universe full of trillions of nobodies where people 
are dying to see someone with talent that isn’t full of the 
900years of SLA bullshit that’s been rammed down 
their throat.  
 
You don’t have to be great at what you do, you just 
have to do it on TV 
Make em cry, make em laugh and make them yours. 
Make a difference- That is something so rare and price-
less in the WOP you’ll never know how much its worth 
until people will mention your name 100 years from 
now.  
People will pay you 1000u or more a minute for you to 
do that ‘fluff’ shit on TV. 
You got it at high ranks like 5-8 and they’ll pay you it 
even more, this stuff sells on TV because the audience 
can understand where you're coming from and what you 
can do, it’s also something they can do. 
 
If you can clearly and concisely articulate, demonstrate 
and educate people with your skills then you're going to 
make MONEY, not just 100c here, 50c there token bull-
shit handouts from Third Eye, BIG MONEY, more 
money than you’ll ever make hanging your arse out to 
get it shot off by some bastard with a big gun on some 
shitty mud ball far from home and medical help.  
That’s a mugs game. 
Want to know how much a SLA SCL10-9 operative 
earns in a year? 
50,000u usually on average, 5000credits a year or so to 
have their hide chewed on, shat on, spat on and shot off, 
treated like shit by their employer. 
 
Want to know how much Jane Stephenson of Tek Trex 
on Indi-News makes a year? 
20.3million uni’s a year, for just sitting on the news 
desk every day and reading it out. 
Her partner from Thresher, Mark Cole, he gets some-
thing like that and a house on Persephone the size of 
most small towns, don’t even ask how gorgeous his 
wife is. 
 
Guys on D-Team that beat up some shit for brains Con-
tract Circuit face and feed his DAC into a blender? 
On average you get picked for D-Team and pull the job 
off its going to net you about 54-85,000u for ONE 
show. 
 
One, fucking, show, that’s EACH person mind you. 
They like you, they’ll be sure to ask again 
So, you want a job where you get to have fun, make a 
lot of money, make a lot of mischief and make a name 
for yourself which will be known by about every 10th 
person you meet on a SLA planet, join Tek Trex, stick 
your face on TTT-TV and bring a bit of fun into some-
one else’s life. 
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00:00 Channel IMV 
Indi-Launch top 50 

Breaking new ground in musical talent this show covers 
the best in underground music which the major net-
works wont play and with a line up of interviews with 
the artists themselves and watched by over 30trillion 
people across the universe 
 

01:00 Channel Carnage 
WWF Live to Air 

Today’s special has onboard cameras on the Demeter 
Sand Tiger’s Armoured regiment as they go through the 
motions of prepping up for a surprise assault. WWF-
L2A has received critical acclaim for its portrayal of 
real combat and there is no manipulated footage unlike 
the competitions which is cleaned up for public view-
ing. 
 

02:00 DIY Homicide Channel 
Sgt Chang 

A real, genuine honest to goodness SLA war criminal 
showing us today how to kill with the un-powered com-
bat knife against heavily armoured targets and a Q&A 
on buying today’s featured weapon, the TH-Jbar combat 
knife. Unlike most war veterans, Sgt Chang doesn’t be-
lieve he’s on a mission to wipe out the enemies of SLA, 
he’s old, he’s pissed off and he isn’t taking no shit from 
the people that sent him to Dante. 
 

03:00 Home Demolitions Network 
IED’s in the kitchen 

Ever wanted or needed to know how to blow up a 
kitchen with nothing more than aerosol cans and com-
monly accessible household appliances? HDN picks the 
best of the best in black-ops demolitions and chemical 
engineers daily to show us their stuff and more impor-
tantly, how to blow up stuff with your stuff! 
 

04:00 Five Finger Discount Network 
Lefty McCoy steals your shit 

Not only is he the only frother on TTT-TV, he’s the 
only Frother who tells you exactly how to be a real 
frother. By stealing peoples shit and selling it for junk! 
Today it will cover the basics of making your own B&E 
gear for breaking into cars and stealing them and any-
thing else of value. 
McCoy will steal your shit, and no, you can’t have it 
back! 
 

05:00 Net Reactor Channel 
Cutting Code 

This highly produced and informative show runs 
through the basics of every aspect of computer pro-
gramming from learning how and why, jargon ex-
plained and how to make your own decks, software and 
reviews of current products on the market. More impor-
tantly it encompasses how to get the most out of your 
Subnet. 
 
 
 

06:00 Channel Slander 
Cops 

Not just any cops, but Shiver up to no good. This show 
shows footage of Shiver gone bad and you thought the 
boys and girls in green where just there to prop up the 
donut industry and slap ho’s? Wrong, this show breaks 
new rules by catching them in the act of bribe taking, 
stealing, sexual favours and homicide as they go about 
their dirty business of lining their own pockets. 
 

07:00 Indi-News Channel 
Morning news from around the universe hosted by Tek 
Trex’s Jane Stephenson and Thresher’s Mark Cole, 
showing you the real news they don’t want you to see 
and reviews of the nights events around the universe. 
 

08:00 Kids TTT-TV 
Muffy the Necanthrope Slayer (Animated) 
She’s big, bad and chops the bad guys down in a blaze 
of DU, Mr Pokey and gets rid of the nasty monsters. 
Having run for the last 86 years this show is watched by 
more adults than children. 
 

09:00 Education Channel 
Mathematics 

Because many children find it hard to attend school due 
to bullying and unsafe school conditions TTT-TV began 
running the education channel to bring unbiased and 
corporate free influenced knowledge to kids of all ages 
from 5 through to adults in the hope that it will make for 
a smarter generation. 
 

10:00 Animal Channel 
Big Universe 

Hosted by Dr Chase this big budget Thresher show has 
kept audiences hooked for years as the host shows you 
through some of the most distant, out of the way places 
and the most exotic locales ever seen. Often criticised 
by rival channels for its eco-oriented message there can 
be no denying that Dr Chase presents a convincing 
show in favour of halting exploitation of worlds which 
are stripped for progress. 
 

11:00 Drama Network 
Day By Day 

Lives of the rich and famous in Thresher, a fictional 
account of life, romance and fantasy which has kept the 
female audience entranced and male audience drooling 
for 86 years with the stories and actors. Sure it’s some-
times terrible, but that hasn’t dampened the enthusiasm 
for four generations of viewers hooked on this over the 
top, huge budget production. 
 

12:00 Indi-News Channel 
Sub-Beat 

Youth oriented news network that brings the news that 
young people actually care about, fashion, music and 
trends from all parts of the universe and places you’ve 
never probably even heard about and at a time you're 
getting out of bed! 
 

Highlights for a twenty standard hour transmission cycle 
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13:00 Armaments Channel 
Gun Head 

About more than just the hardware, ammunition and 
ballistics, Gun Head has had a number of hosts from 
both Thresher and Tek Trex over the years but more 
importantly covers the aspects of shooting different 
types of firearms, cleaning them, maintenance and 
safety. If you ever wanted to learn to shoot anything 
from a CAF pistol to a field mortar this show has and 
will cover it. 
 

14:00 Channel Chaos 
Riot! 

Live to air footage of all the best food riots, civil dis-
obedience and uprisings from around the universe you’d 
never hear about or let along see on TV. Chances are if 
there's a riot near you, there's a CC team there to cover 
it in all its glory with no punches pulled and nothing 
beyond the pale. 
 

15:00 Drama Network 
Junk 

Centering around a fictional group of squatters, drug 
addicts and runaways this hard hitting TV show with a 
budget to match was produced by TT to show life on the 
streets in a very raw and unbiased point of view. Aimed 
at a younger audience it carries a message for everyone 
or anyone considering this lifestyle regardless of age. 
 

16:00 D-Team Network 
D-Team Arvo Shift: Viewer Request 

There is nothing D-Team won’t do to anyone, anywhere 
or anything, if they can’t catch your favourite SLA or 
DN celebrity with their pants down and barking like a 
dog then someone in D-Team has to take one for the 
team! Third Eye TV called this show a ‘blasphemy 
against all that is good and wholesome in the universe’ 
and tune in to find out why. D-Team doesn’t kill any-
one, not literally, it just ruins their careers in the most 
humiliating ways possible and features lots of sound 
beatings. 

17:00 Stalker Channel 
Feral Murphy 

There is nothing or no-one that Feral Murphy wont go 
out of his way to publically embarrass on TTT-TV and 
is in a constant race with D-Team for the top ratings. 
He’s caught most every famous celebrity in SLA doing 
something they shouldn’t and the rest live in fear of be-
ing caught by him. Armed only with a camera his show 
differs from a lot of the stalker channel shows by not 
shooting anyone though he’s had a few close calls over 
the years. 
 

18:00 U-Club Network 
In the Mix 

All night mixes by the best DJ’s from the underground, 
this show has literally sunk competition channels as be-
ing ‘The’ show to get a night rolling and gets the best of 
the best new music remixed in front of a live studio au-
dience. 
 

19:00 Channel Carnage 
Thundercore 

This channel in of itself has covered every major naval 
battle in the last 80years and features some of the most 
insanely destructive combat footage ever witnessed. 
While it has been criticised by many rival stations for 
only showing the Thresher perspective its also been the 
cause of many nightmares for anyone in SLA watching 
it. Sometimes painful and beautiful to watch, it features 
everything from boarding actions to full scale fleet en-
gagements and landings.  



104 

Street Level 
What makes you want to run or play in a game where 
the players are a part of Tek Trex? 
Comes down to personal choice really, much the same 
reasons why people would want to use the Thresher ma-
terial I wrote, to get away from the one-world, one-
company perspective for a change and spread their 
wings a bit. The Thresher book catered to people who 
wanted to explore the militaristic side of things and ultra 
high tech with an alien race of people driven to the far 
reaches of the universe and out of it to escape the preda-
tions of SLA. Tek Trex is a lot lower on the food chain 
in terms of technology and rather than run away from 
SLA they live underneath it, under all the gloss, pov-
erty, violence and bloodshed they are a true under-
ground organisation which started out by people who 
got shafted by SLA. It is very much quintessentially the 
people who all your SLA operative type of characters 
might have been if they didn’t sell their arses to SLA, 
chuck in their freedoms, give up their rights and basi-
cally sell out. Then spend the next few decades pissing, 
moaning and whinging about how tough it is in SLA, 
how they have to work hard all the time, getting no re-
spect, working for peanuts and being shot at by both 
sides. 
 
Basically, if your pre-operative character had enough 
guts they would have stod up for themselves and ended 
up like the people in Tek Trex rather than the corporate 
slave running around on that treadmill until their legs 
fall off or shoots them because they're to slow. Its good 
being an operative though, you don’t have to be very 
bright (but it helps) and even if you aren’t that there's 
plenty of things to make you tough enough to live 
through anything you cannot think your way out of. Big 
armour, big guns, easily available supplies of pretty 
much anything, mountains of drugs, a universe full of 
resources at your disposal and 96% of the time, you will 
be on a world which is owned by SLA. Just by doing 
the numbers you outnumber the enemy by a hideously 
large number to their one and while SLA might have a 
lot of dirtiness to it and very little happiness its comfort-
able to a large amount of people for a number of rea-
sons. It has health care, welfare, resources out the ass 
and enough mind altering TV and drugs to take the 
rough edges off how horrible life really is and at least 
make it bearable. As an operative you're also accorded 
some manner of respect by the vast majority of the 
population, as much as they don’t think so sometimes, 
SLA ops get respect down the barrel of a gun and the 
fact they earn more than the other little peons running 
around so it’s really not that bad if that’s how you find 
getting respect and making a living rests on your con-
science by enforcing company policy with a boot to 
anyone daring to oppose it. 
 
Plenty of people oppose SLA, very few actually do any-
thing about it as its easy to be just washed along for the 
ride and live out their usually very short, often violent 
and unpleasant lives towing the line because it’s one 
less side they have to worry about killing them. 
A large majority of the people that actively oppose SLA 

are fanatics and they fit into Darknight quite nicely, it 
would be improper to impose any kind of moral judge-
ment on them and their activities. However, they are 
brutal, very vicious and violent people who don’t really 
have a lot of restrictions placed on those activities in the 
pursuit of an objective, they are confidant in the knowl-
edge that murder, theft, rape, torture and even suicide 
will ultimately be balanced out by the fact its all for the 
‘greater good’ of humanity and aliens in general. Of 
course is what SLA does anyway, they just do it under 
the pretext of ‘freedom’ which makes it the same thing 
with a different political agenda of putting DN leader-
ship in place instead of SLA because they think that’s 
how things should be, for right or wrong. 
Vicious and often derided by SLA for being 
‘incompetent’ the company Darknight is a very serious 
threat to SLA on all levels, moral, economic and mili-
tarily that enjoys popular support from a wide variety of 
people, both in SLA and on the fringes of SLA society. 
A large amount of press has highlighted Darknight’s 
losses on a number of fronts as well as an even larger 
amount of ‘fabricated’ defeats in battle which make for 
good press and TV, however they have had some sig-
nificant gains over the last six years since 900SD. Most 
notably their regular military which was frequently out-
numbered by SLA and suffered smashing defeats 
against Thresher has bounced back in all its elements. 
High quality troops make up the core of any Darknight 
army and their navy is comparable to the shaktar ion-
fleet in terms of ship size and numbers they can deploy. 
Only an idiot would think they are anything but ‘the’ 
largest threat to SLA industries reign over the universe. 
 
After that there is the large amount of people who ac-
tively oppose SLA because it’s the only way they can 
get by in life, they're not much better than DN in most 
cases as they often work hand in hand if it means food 
on the table at the end of the day. Soft Companies, Skin  
Traders, Drug dealers, thieves, organised crime gangs, 
disorganised criminals and other underworld nasties fall 
in here. It can make people very desperate to rise out of 
SLA welfare poverty and that often means they’ll do the 
same desperate things that DN does but they’ll be doing 
it for ‘Number One’ or simply to keep their family fed 
and able to get by better day by day. Like DN fanatics it 
is fairly hard to apply a moral judgement to these people 
as being right or wrong, its simply shades of grey and 
given how hard life is its not surprising that they do the 
things they do because unless you’ve ever gone hungry 
or have to stop your family from doing the same its sim-
ply a case of survival of the fittest. Large a body of peo-
ple as they are with some reasonable resources at their 
disposal they simply aren’t able to be get their shit to-
gether enough to oppose SLA on anything but a local-
ised level where they gather and certainly don’t hold 
any military sway over the universe. Darknight however 
cultures dependency and loyalty from this group of dis-
affected people with drugs, cheap but effective equip-
ment sales and internal sedition in the largest groups for 
later use as ‘cannon fodder’ in their uprisings and espio-
nage. 
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After that there is a tiny minority of what could be 
termed ‘organised resistance’ of which the largest and 
best organised of this is Thresher who ultimately don’t 
seem to achieve very much apart from be kind of like a 
bogey man to scare people with. That’s because 
Thresher, while they do have better than anyone else 
training, equipment and resources are like pitting an 
SAS section up against a full army group. They’ll sneak 
in, recon everything, plan, go in and utterly wreck shit 
like no ones business, probably kill a lot of people and 
be gone before anyone knows what hit them. However, 
if forced to fight, they're just going to be 6 really hard 
bastards with shit hot gear pitted up against 100,000 and 
not really able to stop SLA dead in its tracks. The only 
way Thresher can stop SLA, DN or anyone else dead in 
their tracks is with their navy in selective defensive ac-
tions which has proved time and time again to just grind 
up SLA and DN fleets into burnt bits of tin foil. For  
 
Thresher to assert itself in a position of power they liter-
ally have to scorch the earth of anything living down 
there, which they are quite capable of doing but that 
doesn’t leave them with much more than a burnt rock 
and cannot hold past their current territories because 
they simply do not have the numbers on the ground. 
Thresher’s greatest strength and their greatest weakness 
has always been their technology, being as proprietary, 
unfathomable and alien as the people who wield it are 
completely dependant on the same said technology for 
their survival. Given half a chance to get some numbers 
behind them, in their ships and armies and Slayers WOP 
would be levelled into nothing more than ashes and a 
memory overnight. Slayer, thankfully knows this is 
doesn’t go out of his way to ‘poke and annoy’ the shark 
people anymore than he has to because it always just 
meant they either nuked or dumped nanowarfare over 
his planets and killed trillions of people in retaliation for 
attacks on their galaxies. Darknight has realised this to 
their burning agony in the past and like SLA, doesn’t 
engage in any brinksmanship with the shark, it’s a game 
no one wants to play because no one wins, except 
Thresher. 
 
Both SLA and Darknight have the capability to proba-
bly send some elite forces in and cause a ruckus on 
Thresher planets, maybe kill some people, steal some 
stuff before they're ever so heroically wiped out in full 
cover TV or maybe even escape. However the price for 
such intrusions just means someone in Thresher com-
mand decides, how much it’s going to cost and trillions 
die either in screaming agony from either nanowarfare 
weapons reducing everything carbon based into grey 
goo or burning radioactive hell. 
You go to a Thresher outpost, kill 10 of them and steal 
their stuff, they wipe out 50 trillion of you on five thou-
sand worlds and wreck all your shit permanently, they 
figure out who did it and you’ll find out why there is a 
saying ‘hell hath no fury like the shark men’, short of 
places to hide as everywhere you go gets annihilated 
and word gets around. 
 

They never stop, there is no where to hide and they 
never forget. 
Essentially the biggest two schools of fish in the pond 
live under the threat of annihilation from the biggest and 
most poisonous single fish in the pond, he’ll wander up 
and kill off the slow, sick and stupid members of their 
schools to survive from time to time but essentially their 
respective schools of SLA and Darknight live on as long 
as they don’t follow Thresher back to their lair. 
 
Which just leaves Tek Trex, it isn’t the largest of the 
soft company forces out there as there are many which 
have far more in terms of total employee’s, however it 
is the most famous of them and arguably one of the best 
resourced.  
Where do they fit into the greater scheme of things in 
the universe? 
As a corporate identity they occupy a couple of niches 
not one else does- 
Large scale, commercial production of star ship compo-
nents like engines, computers, sensors, comms gear and 
especially advanced weapons systems like masers, mis-
siles and fire control no one else supplies in such large 
quantities and quality. Most of this goes to the Ulran 
shipping union directly which in turn provides Tek Trex 
with a neutral safe haven in the Ulran galaxy but more 
on them later. 
Drones are but a small part of the company in terms of 
industrial output, they mostly get sold off to locals by 
employees as a way of making money after they’ve usu-
ally done something nefarious with them on a SLA 
planet. To some degree they are a corporate identity 
symbol of Tek Trex for better or worse and usually the 
only piece of industrial hardware revealed to the SLA 
public on TV. They (SLA) really do not want the public 
knowing that TT produces a lot of heavy duty starship 
weapons capable of levelling a city, dinky robots with 
CAF guns they can deal with, the city they're living in 
being immolated by 40gw maser battery’s is another 
complete new level of public paranoia. 
Cybernetics and computer systems, which is the compa-
nies root industry and one of its strongest engineering 
points, outside of a suppressor power they are the lead-
ing edge in this area of production and ongoing re-
search. Indeed, they even outstrip both SLA and DN in 
these areas by several generations. 
Lastly, TV, no one else in the universe, not even 
Darknight has the media coverage that TTT-TV is capa-
ble of delivering and as a result there is a huge, lucrative 
industry there not just in advertising for other soft com-
panies, themselves and Thresher but also to have some 
genuine influence on the WOP and the attitudes of the 
people there without a SLA bias.  
 
That is no small feat for a small company to do and very 
unique, the people that work in this company are even 
more unique compared to any of the others, soft or sup-
pressor power. 
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While Thresher have played a formative part in keeping 
Tek Trex from being annihilated overnight by SLA or 
subsumed by Darknight it cannot be said that they did-
n’t ‘invest’ wisely with the company by making it an 
ally and affiliate. What TT provides is a ‘human re-
source’ that TH simply doesn’t have. 
Tek Trex basically has everyone and anyone out there in 
it that was capable of engineering decent cybernetics 
and robotics systems in it from SLA which makes up its 
core income but this even 20 years after they ceded 
from SLA is being eclipsed by the television industry 
which in turn is attracting some of the very best and 
brightest from around the universe. Mostly the allure of 
money but also a lack of censorship, censorship as we 
know it of bleeping out naughty words and pixels over 
nudity isn’t the issue here, it is a thing which kills peo-
ple in SLA industries when they open their mouth about 
SLA in a way which makes the company look bad. Say-
ing you don’t like SLA or having a grumble is accept-
able, provided you aren’t anyone of any influence or 
you're a company employee will not get you killed, se-
vere beatings on the other hand are a distinct possibility. 
After all, SLA maintains an entire two departments and 
a third to monitor ‘Sedition’ alone in just their employ-
ees!  
 
Station Analysis finds the evidence 
It gets given to Internal Affairs to assess 
Once they make their decision, they send Cloak Divi-
sion around or ask for more surveillance 
People get beaten, bullied and blackmailed into either 
submitting or they get killed and disappear off the pub-
lic face of things unless it can be expedient to make an 
example of them so no one else buggers around. 
They will kill you, your family and anyone else you 
know. 
 
In some ways this personal brutality is far more threat-
ening than something like Thresher wiping out planets 
with nanites or nukes because the public never sees that 
on their TV, they are always reminded of Cloak Divi-
sion though. It’s in the back of everyone’s mind that 
there is someone out there always watching, making a 
decision if you live or die and plenty of executioners 
lining up to carry out the judgement. 
Darknight is the same, Thresher isn’t unless they're in 
an active state of war and you're on the battlefield but 
aside from that they are a democratic republic which 
supports both a huge war machine and industry and the 
IA equivalent SLA in TH is fundamentally different on 
a number of levels to make sure the industrial and mili-
tary sectors don’t breach citizen rights. 
This did filter down to TT when they where setting up 
in so much as their own security services protect people 
from outside influences and make sure that no one in-
side is going to hurt anyone else. However, they aren’t 
there to tell you how to live, rolling up to work for TT is 
like working for anyone else in the real world, it’s a job, 
its not something you're born into, expected to do or 
even have to like very much provided you do your job. 
Principles of working for Tek Trex which are different 

from suppressor corps- 
If something sucks, suggest a way to fix it, if someone 
sucks, provide reasons as to why. Likewise expect to 
come under the same critical expectations. 
 
Don’t hurt anyone in the company, this is an intellectual 
resource based company. They don’t want lunatics in it 
like serial killers, homicidal madmen and ‘stupid’ peo-
ple. If you're thinking of making or playing that then go 
back to playing SLA because you’ll be simply another 
thug with a gun. If you are a crazier than a mad 
woman’s shit and like to kill people you’ll probably be 
never offered full time employment- remember, psy-
cho’s have NO regard for life or societies rules. 
 
Eccentricity is perfectly acceptable, ask anyone who’s 
spent time amongst engineers and the recording industry 
will tell you, you don’t have to be mad but it helps. TT 
is about mad scientists, low life punks with high tech 
toys and anarchists out to tar SLA, make a few bucks 
and try not to get killed in the process. 
 
Being a ‘Hard Man’, will only get you so far, being a 
hard, smart bastard will get you enough to survive on 
for a time but the sheer firepower, terror and resources 
SLA and DN can throw at you are truly formidable. 
You make yourself obvious, stormers, power armour, 
operatives full of drugs and masses of guns and their 
armed forces will wreck you and your shit quicker than 
snuffing out a candle in a tornado. 
 
This isn’t a democracy, it’s a business and businesses 
have to make money, ultimately the money that comes 
in makes life better for everyone in the company. 
Unlike other companies where employees never see the 
end results and only a pay check at the end of the week 
you will see bonuses come in the longer you work and 
additions to living and working quarters. 
CEO De’Mar is in charge. Full stop, what she says goes 
and if you don’t like it, go someplace else, she’s made a 
lot of employees rich, been ‘killed’ by SLA more times 
than anyone can remember and has the necessary intelli-
gence and connections to keep and advance the com-
pany into making it larger and better. Make no mistake 
of thinking this isn’t her ‘own’ corporation, it is and she 
knows everyone in it and everything about them. 
 
Should the company be liquidated or the CEO and sen-
ior staff permanently liquidated then Tek Trex Corpora-
tion and its remaining holdings will be taken over as per 
the trade agreement with Thresher Inc Special Forces. 
The company will remain a separate entity but will be 
granted along with the surviving employees affiliated 
contractor status and citizenship if they choose to do so. 
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Thresher and the Ulran Union are the corporations two 
largest customers and trade partners, do not under any 
circumstances do anything to break or endanger those 
relationships, everyone else is fair game however, 
which makes up about 99.5% of the known universe so 
you’ll never be short of someone else to bother, annoy 
and steal from, just not those two. 
Likewise, Thresher and Ulran Union members will not 
give you any harassment or bother while you're just go-
ing around their business and should not interfere with 
your own, however both are larger than TT by a factor 
of about 100,000x put together so don’t expect to be 
accorded a lot of respect. Genuine grievances though 
can be sent through the front office, make sure you back 
it up with something though, likewise, stuff comes back 
through there to which reflects on your behaviour. 
 

Getting sacked is fairly easy, pull any of the bullshit you 
might do as a SLA operative and you’ll be shown the 
door, meaning don’t go around beating up other em-
ployees, dereliction of duties or endangering the com-
pany or other employees. Its fairly rare TT has to sack 
anyone, getting a good job like this one with protection, 
great pay and resources is rare and they're only going to 
hire you in the first place after a few months shakedown 
as a contractor. 
Once you're in though, there's company housing, free 
food, medical care and everything else you need to 
really make a go of it and get by in a rough universe. 
You’d have to be one dumb son of a bitch to think it 
would be better in SLA or DN. 
 
It’s that fucking simple 
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Rank and Authority 
If you actually gave a shit about numbers, letters, ranks 
and so forth you’d be in SLA or some other big com-
pany where they give you numbers to reflect your abil-
ity or inability to get work done. Here, it’s much sim-
pler. 
You get an employee number and a file. 
The file contains all the work you’ve done for the com-
pany and various other odds and sods on your past 
which manager can pull up and review, basing any pro-
motions you might be entitled to get from that point. 
From there they’ll poke around and ask the other man-
agers and people who work with you what you're like 
and how well you do the job, you do the current job 
well and you’ll stay there, don’t do it well and they’ll 
look for somewhere else to stick you or suggest some 
field alternatives and if you do really well at the job 
they’ll raise you up a notch. Everyone understands day-
jobs are fairly dull things but they are instrumental to 
keeping the company running so they can give you nice 
things like food, housing, childcare, family support, pay 
and company bonuses at the end of the financial index-
ing. They're merely a means to filling in that time or 
between game time when the GM asks- 
 
“What are you slackers doing when you're not being 
chased by SLA?” 
 
Let’s face it, as a GM there is only so much bullshit like 
‘I’m polishing my gun/wang’ that I’ll put up with be-
cause frankly it just means your character is one dimen-
sional and it isn’t something which should be encour-
aged. The upside to this is GM’s should feel free to 
award downtime XP into things the players do when 
they're not being chased by SLA that they can spend on 
career skills. 
 
There are the four grades of responsibility which are 
detailed earlier, but they only really apply to day jobs, 
responsibility out in the field is worked out either by 
seniority, experience or orders given to the people there 
as to who is in charge. For the rest of it, rep, credit and 
money also comprise how much respect you get from 
everyone else. 
 
About the only people who really have some kind of 
inter-company authority are Pork Chops (cops) and to 
some degree the Headhunters (soldiers) because they 
need it to make sure that no ones stealing anything, 
bothering anyone else in the company and to keep out-
side nasties out. They can actually stop you from going 
places, search you and your gear and detain people if 
they’re up to no good. These executive decisions are 
made by the cop in charge who does it as required or 
suspicious of the person in question, muscle is provided 
by the Headhunters who mostly just act as a witness (on 
yours and their behalf) and do what they're told. Most 
Headhunters are stationed around the place to deal with 
external threats however which may come onto the orbi-
tals like armed attackers, boarding parties and spies, 
they also look after holdings on other planets and com-
pany ships. 

Speaking of which, TT ships and orbitals work the same 
as Thresher ships and stations, all those fun little drones 
that wobble, scuttle, hover and run around your habitat 
are basically sniffing you out with a set of complex re-
ceptors, hooked up in turn to identification computers. 
If you're supposed to be somewhere then everything is 
cool, the nice men at the front door when you sign up 
get a sample, throw it into the computer so you're sup-
posed to be there on the ship and you’ll not even notice 
anything. 
 
Visitors, rare as they are also get pinned into the com-
puters for the duration of their stay, staying after the 
welcome wears out means the drones rip you into easily 
carried chunks and dispose of the mess. There are also 
through the orbitals concealed maser arrays and other 
hard point mounted weapons, so if they ask you to 
leave, leave because you won’t survive much more than 
a few seconds when they pin you out and the drones get 
a wiff of someone not supposed to be there. More than a 
couple of spies from SLA, DN and outside agencies get 
caught every week at the front gates this way as the sys-
tem is 100% accurate and effective but they still back it 
up with good old fashioned eyeballs and guys with 
guns. 
(See TH-SB Page 159- Internal Defence Grids- then add 
in automatic point defence guns) 
 
While they aren’t nearly as clinically thorough as 
Thresher, draconian as Darknight or horrifically savage 
as SLA, don’t expect them to take any crap and under 
no circumstances bring anyone else onboard with you 
until they’ve been cleared. 

Yup, usually ‘appens about once a month. 
Some wiseboy has a go with the IDG and ends up 
being sprayed all over the corridors by the bots. 
Seen em all try and sneak in here at some point or 
another… 
yup 
Short ones, fat ons shit streaks, cats, lizards and hell 
even on year when I was about 2 years on the job 
some Dead Boy that you’d swear was just an ebon. 
Tok awhile to die that one, stank a fair bit to… 
Yup sure did stink bad, Necs smell pretty bad and 
that’s what the sensor system is looking for, if you 
don't smell proper then you get proper fucked up. 
 
Yup, yessiree, even seen a couple of shit streaks try to 
dodge it by carrying a bit of someone who was  
registered in with them.  
Ugly yes! 
Yup you bet it was ugly, seems that trick didn’t work, 
points for trying though I suppose but this ain’t no 
backyard job like a dodgy brothers DIY pipe bomb. 
Nope, this is the state of the art…  
Never a dull moment 

Sgt BC Dogger 
TT1 Security  15years 
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Dirtside 

Ulran, many things and in a comparative sense centre of 
the known universe to anything or anyone important in 
terms of flight time. But it is a dead planet in the middle 
of an old, dead galaxy which is full of ruined planets 
from the conflict era, suns going nova and dangerous 
nebulas pouring out hard radiation. Surface water has 
long since been burned off or used as starship fuel, its 
main reserves being deep under the ground and salt flats 
which contain hardy, oxygen producing algae with lu-
minescent bacteria which keep the place with a breath-
able atmosphere. 
It never rains 
It rarely drops below 30degree’s celsius 
It has terrible dust storms 
It is very ugly to look at 
It isn’t pleasant to live there 
So why would anyone? 
Convenience, when you're transporting thousands of 
tons of commercial goods and it sometimes takes 
months to get anywhere, being smack bang in the mid-
dle of it all helps to keep profits high and haulage times 
to a minimum.  

39billion people call Ulran and the city of Alkaline 
home, there are over 12million registered ships in the 
Ulran Union, 36,000trillion uni’s a financial year and 
the hub of private commerce. It is the second most po-
tent force in terms of shipping and finance in the uni-
verse, not even SLA messes with them, if they did the 
ships have and will stop transporting food to the outly-
ing worlds in the SLA corporate empire and they starve 
to death. This has only happened once but the chaos that 
ensued was enough to remind SLA that they need the 
Union, as much as they hate the union there isn’t much 
they can do about it, so they put up with the small soft 
companies that make their home there (like Tek Trex) 
and they put up with the fact that the Union deals with 
their most hated rivals like Darknight and Thresher. 
 
Every time they pay the UU to move something for 
them its like a nail driven into the back pocket of SLA 
industries that scores the bone and more than once 
they’ve tried to wiggle out of the haulage agreements. . 
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More than once it’s come back to bite them, no one 
moves as much, as cheap and well as a UU hauler, bil-
lions have starved to death because of SLA trying to get 
back a bit of bruised pride, because of the ‘fanatical’ 
loyalty to the union which makes such men and women 
so rich there simply isn’t anything SLA can offer them. 
That grates even worse on SLA, these people own eve-
rything they wear, fly and have back home in Alkaline, 
SLA only offers leases and the union has been known to 
completely stand down at even small threats to just one 
of their members. 
Its been made clear, they just move the goods, they 
don’t care what the goods are or what's on the manifest 
once it arrives, its just the same as what they where 
loaded with when they left the last port. 
Just pay the union hauler 
There won’t be any problems. 
This has been made very clear to SLA Customs Shiver, 
most of which tend to be some of the most corrupt peo-
ple in the universe anyway and the SLA navy has been 
told to leave them alone, but more than once operatives 
have met a messy end looking for some contraband on a 
Union ship. Not by the operator, but SLA itself execut-
ing the operatives who where normally just looking for 
some DN drugs, TT drones or armaments which where 
supposed to be onboard. If they're gotten rid of quick 
enough the operator will normally just deal with it, 
claim a bit of ships time off SLA and keep going about 
their business. If the operatives are rude or god forbid, 
kill some member of the UU crew, then basically the 
union stops until some restitution and justice is resolved 
with SLA, but until then everything stops. 
It just isn’t worth it to SLA to have a couple of vials of 
Shatter taken off the street at the expense of having en-
tire planets starve to death. 
 
Darknight are totally reliant on having imports brought 
in on UU ships and have been unusually well behaved 
with the union, while they do find the haulage fee’s 
crippling their good behaviour has allowed them to send 
warships into Ulran to pick up supplies provided they 
don’t start any trouble or are in any way aggressive to 
other shipping. In return, Darknight is allowed to move 
a lot more product on the open markets and this has 
brought about comparatively good economic standing 
for the company despite the quality of the merchandise. 
While SLA might get the most business out of the UU, 
DN gets the quick and easy access to the fastest ships to 
move their produce or order in supplies for their planets 
and it’s worked out amicably for both parties. Indeed, 
it’s been one of the few times Darknight haven’t actu-
ally fucked anyone over in the pursuit of a few bucks, it 
doesn’t mean the UU trusts them anymore than anyone 
else though but figure they're innocent until they com-
mit something heinous. Traders don’t mind doing busi-
ness with DN either, they get no grief from the DN navy 
and their customs are a lot less intrusive than SLA. 
 
 
 
 

Thresher have enjoyed ‘mixed’ relations with the union 
and currently, like SLA aren’t allowed to send warships 
into UU space due to a ‘misunderstanding’ by a SLA 
naval vessel which resulted in a lot of dead SLA navy, a 
couple of broken UU freighters and a lightly dented 
Thresher cruiser. Thresher buys no haulage services off 
the UU to their own planets and don’t allow UU vessels 
in their space at all, given that it’s a two year round trip 
out to Thresher space, most people aren’t keen to do it 
anyway. What they do however is sell a lot of things to 
the UU which it couldn’t get anywhere else in large 
amounts and need- starship fuel, armaments and most 
importantly in the Thresher district is a highly efficient 
atmosphere processor which keeps the planet a lot more 
comfortable than it would be without it. The smallest of 
the suppressor powers makes a lot of money on Ulran 
but most UU members would rather have little to do 
with the alien and strange people who live behind the 
Thresher sector walls and reportedly make miracles. 
 
Next to the Thresher sector is the tiny Tek Trex area 
which is less than two acres of prime real estate with an 
adjoining spaceport and are one of the few soft employ-
ees allowed into the Thresher compound provided they 
have business there. Tek Trex is a fundamental part of 
the Union and Ulran itself, providing medical, technical 
and manufacturing resources which aren’t available 
anywhere else. In addition, their factory ships provide a 
huge level of extra security to the planet as they are very 
dangerously armed, immensely heavily armoured and 
more than capable of holding off threats from most any-
one. Out of all the companies, the Union values the Tek 
Trex additions the most, they can make spares for any 
kind of ship, heavy weapons and the advanced computer 
systems they’ve sold the UU keep it running like clock-
work. Medical treatments, implants and other hard to 
source services also keep them in constant demand 
which means they don’t have to pay landing fees or 
taxes on Ulran. 
 
From space, Alkaline stretches around the equator of 
Ulran like a huge, ugly grey scar with countless acres of 
spaceports, warehouses, depots and housing areas. 
While it may not look pretty from a distance down on 
the ground the obvious wealth of the place is evident, 
the city may be old but it’s in high level of condition, 
utilities in complete working order and buildings im-
maculately maintained. While there are seedy and 
slightly run-down areas on the fringes where poorer 
people live, there's none of the extraordinary amount of 
crime and depredation that places like Mort, which is 
comparable in size but that’s about it. While the condi-
tions are dry, hot and dusty it all basically works, so 
much money comes through Ulran and Alkaline city it 
boggles the mind of visitors.  
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Many of whom are raised on SLA or DN worlds where 
the problems of finding a job, education and civility are 
all to hard sometimes. Even down and outer types who 
don’t have a lot in the way of skills can line up on the 
‘hungry miles’ as they're called, working the docks, 
unloading cargos and cleaning the landing pads of de-
bris and carbon scoring. Its hard, hot and rough work 
but it pays well (20-30u an hour) and it means that 
unless you're physically crippled then there's always a 
way to make a buck and put food on the table, com-
pared to impoverished SLA wages and practically slave 
labour of DN the money here is awesome. 
 
10-15hrs on the docks in a day and you’ll have enough 
to live on for two weeks (you’ll work your arse off to, 
make no mistake!) and you’ll never be short of some-
thing to spend it on either, loaders who can run forklifts, 
cranes and trucks make upwards of 50u an hour, even 
more if they can move a lot cargo. Tradesmen, repair 
techs and shipwrights make huge money and are always 
in demand, good ones at the top of their game make 
staggering amounts. 
There's an old saying about Alkaline- 
“It’s a dusty jewel in the sand and the more you make, 
the more you spend” 
 
For people with a lack of willpower or simply not able 
to control their spending habits the place is a nightmare 
or dream come true, buying wholesale goods, commodi-
ties and anything you want at worth + haulage prices 
straight off the traders warehouse floor. Of course, 
hacking off a bit of this dusty jewel and making a name 
for yourself is what the place is all about and up against 
39billion other people you have to really shine brighter 
than the next guy and that can be a tough game what-
ever your skill is. 
Entertainers, merchants, bankers, loan sharks, prosti-
tutes, economists and the rest ride on the back of the 
haulers and the union selling their services to anyone 
who can make the payments and they're all at the top of 
their game carving out a reputation. Anyone with a shit 
reputation soon ends up out of work and that’s just how 
the place works, you fuck someone over or do a dodgy 
job it doesn’t take long for the rest to find out and claw-
ing your way back up into the good-books as its called 
is sometimes all to hard. 
Money talks, bullshit walks. 
 
Thresher won the contract to build the Alkaline gauss 
rail service in 698SD and underneath the city the lines 
run every hour a day, every day of the year and the 
structure is massive. They move up to 7,700million tons 
of materials a day, every day, all day and don’t stop for 
anything or anyone. Engineers anywhere would be hard 
pushed to find anything so complex which runs this effi-
ciently anywhere in the universe and has since been 
modernised with Tek Trex high speed computers. 
From the starports are the loading barges which travel 
up to space and back down again all day, every day 
bringing cargo up and down from the docking ring sta-
tions in synchronous orbit, only very few privately run 

ships are allowed to bypass Ulran Customs. Freighters 
pull in, dock to the stations, cargo gets shuffled over 
into the station, cleared by customs and the barges take 
it down to the starports. Tek Trex are the only ones al-
lowed down under their own power, SLA, Darknight 
and Thresher have to wait in orbit until their cargo’s are 
cleared through the station. Ships from the big 3 sup-
pressor powers and anyone else are allowed down under 
their own power provided they weigh less than 
1000tons but the docking fees are horrendously expen-
sive as is the customs services to clear their cargos. 
Don’t like it? Tough shit pal, get in line. 
 
They don’t care who you are out in the big wide uni-
verse, you wait and you pay, up front or you go away. 
Docking fees to the stations are free for Union members 
and Tek Trex employees, for anyone else it’s 1000u up 
front per hour it takes to unload. Haulage down to the 
surface via the barges is 2% of the net worth based on 
market price of what's being brought in and it’ll be done 
as fast as possible with insurance on the materials in-
cluded for accident, theft and misadventure once it hits 
the docks. This is itemised by customs as they check 
through it all and relayed onto the haulage operators and 
they get paid once everything else has been delivered. 
 
Landing a private ship down at the starport will cost you 
25u a ton based on the TARE of the ship, per 20hr stan-
dard space day, fuel, repairs, hangers all cost extra. Paid 
up front, the starports are busy places so they don’t like 
things lying around down there unless they can help it. 
Orbital fuelling and repairs are far more preferable to 
landing on the surface, especially for big ships that have 
trouble in atmosphere, if customs deems your ship un-
spaceworthy of landing on the surface then you will be 
denied landing. Resisting will just get your arse shot off 
and landing will consist of bits of you floating down as 
tiny pieces of tin foil. 
Don’t think they wont either, there's nothing more 
catastrophic than having 5000tons of burning ship hit-
ting a planet at 50x the speed of sound, so they don’t 
take any chances. 
 
There are a number of orbital repair and refuelling com-
panies that operate over Ulran, just ask flight control 
and they’ll send over the first available one, they all do 
fairly good work to starships but if you’ve got hard to 
get parts it’ll cost a lot more depending on what needs 
to be fixed. Prices for the service they deliver is quite 
reasonable but they mostly only do armour, chassis, 
computer and engine overhauls, things like weapons 
will normally have to be taken out and sent down to the 
surface for specialist work. 
(Repair- total cost of the ship new divided by its ID = 
cost per point of ID repaired) 
Of course, if its rare or proprietary tech like a cloak, 
exotic engines or some stolen military gear then don’t 
expect them to be able to fix it! They’ll also quite hap-
pily sell you materials though if you want to effect your 
own repairs. 
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UU Customs run and secure everything on the surface 
and in space that’s coming and going, its simply not 
workable to have a lot of corruption in this part of the 
industry of haulage, doing so depresses the overall 
economy if traders are having to line the pockets of cor-
rupt individuals. As it is though they get paid quite well 
and have a normally ruthless attitude to upholding com-
pany policy, its not illegal to tip them to make sure a 
cargo is looked after and its not illegal to pay them to 
move it through quicker if time is of the essence, they 
simply throw more people at anything you're paying 
them to look after and its cost effective for the union. 
They do however, take a dim view to anyone asking to 
have a ‘blind eye’ cast over their cargo, mostly because 
if your cargo is full of infectious substances, chemical 
or bio warfare items nukes, radioactive materials or 
goodness knows what, it’ll end up on the surface and 
kill people if it isn’t looked after. 
Its an open book policy with the UUC, they honestly 
don’t give a shit if you want to sell a nuclear device or 
have a cargo of diseased alien material or sick porn 
magazines to someone for god only knows what, they 
don’t care!  
Just as long as it’s declared! 
 
That way, they’ll just put it somewhere until it can be 
sold where people wont mess with it and it’ll be handled 
correctly by people who know how to deal with it. 
They’ve seen (and laughed at) fairly much everything 
any anything someone has wanted to transport to some-
where else for someone, about the only line in the sand 
so to speak is ‘live sentient cargo’. 
There is no slave trading allowed on Ulran or for mem-
bers vessels to be knowingly used by their operators for 
the transport of slaves, members caught are dumped 
from the union and have to make their own way in an 
unfriendly universe forever. This includes indentured 
servitude of all kinds including biogenetics, that’s about 
it though, they’ll haul anything else. 
 
Customs officials are everywhere, Ulran is well policed 
but it has no standing army as such, UUC troopers are 
equipped with the best that money can buy and organ-
ised along the lines of military police forces. Thresher 
won the supply contract long ago and as such they have 
Export TH.002 class armour, TH-EX/SM01 Subma-
chineguns (standard issue side arm), TH-EX/BR237 
Battle Rifles, TH-EX/SSWVAPH-E Machinegun’s and 
TPT0030X Doombringer halftrack tanks on the streets. 
In addition they also have a swathe of communications 
gear, sensor systems specially developed for customs 
inspection, made by Thresher especially for them and a 
variety of close combat weapons. Air Support is usually 
in the form of DVT 820BM jet bikes with extra armour 
and VAPH-E machineguns, grenade launchers.  
Tek Trex have also recently sold them a fleet of 30,000 
of their TT900 Bounder VTOL’s which has increased 
onsite security a great deal as well as 4000 of their TT 
SE-86 Sprinter Blockade Runner shuttles for surface to 
space and surveillance. 
 

Heavy weapons like tanks, artillery and powersuits 
don’t exist in the UUC, if there is trouble like that (and 
there hasn’t been much of it to date) then they call in 
TH-SF to deal with it and depending on what needs to 
be dealt with the Spec Forces mercenaries will be on 
planet and dealing with it within 1-20 hours jump-time 
from when then message is received. Sooner if there are 
any stationed on the planet in the Thresher sector or hire 
someone from Tek Trex who has the goods to deal with 
it but normally there's nothing that some of their SE-86 
or 820BM pilots cant deal with and such escalations of 
violence is very uncommon. 
 
The UUC takes no shit from anyone. 
 
Shiver might beat you up for misbehaving and knock 
you out with plastic ball bearings and tear gas, these 
guys will just shoot your arse dead for any dangerous 
anti-social or violent behaviour and resisting arrest. 
They especially take a great deal of personal insult 
when organised crime gangs try to enforce protection 
rackets on UU members, traders and travellers, such 
activity is extremely bad for business and gives the UU 
a bad name, black marketeers also get dealt with 
‘permanently’ on Ulran. 
 
It’s all about the cut back to the union.  
 
You take a chunk out of their business, they take a 
chunk out of you, the UUC makes sure that the union 
gets what it’s supposed to fair and square, they get indi-
vidual bonuses every year if they make sure the place 
runs smoothly. This bonus is not inconsiderable and 
hence, they do tend to take a great deal of pride in their 
work making sure no one starts anything. 
That might make the UUC sound like corporate thugs 
and to some degree they essentially are, however for the 
most part they're fairly even handed in settling non-
violent disputes, making sure the streets are safe and no 
one gets hurt. If you just need to know how to get some-
where they’ll happily help you out with a map and if 
you're getting robbed for your wallet or goods, they’ll 
be kicking the shit out of anyone starting that kind of 
trouble and making sure you get delivered to medical 
care as soon as humanly possible. 

Don’t mess with the UUC, these guys aren’t anything 
like your local SHIVER or jumped up clown shoes. 
They use lethal force and they get a lot of training 
from somewhere, rumour goes they use a set of  
urban training grounds in the southern polar region 
where they get knocked into shape by Thresher mer-
cenaries and use live targets, captured SLA militia, 
criminals and lunatics with live ammo for the final 
stages… 
Straight out of training they’re bad mother fuckers 
and I ain’t ever met one that wasn’t dodgy either, 
sometimes it pays not to have a butchers hook either 
to hard…. Just what I heard once 

-EraserTT 
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Alkaline is in some ways an expensive place to live, 
everything has to be paid for in some form or another 
and there is no welfare system in place, you either work, 
retire or live off money you have or you best get your 
arse somewhere cheaper. 
 
Things like rent, food and medical care are reasonably 
priced as is schooling, electricity and not anymore than 
any other large city equivalent. Water however is pricey 
at 1u a litre, as a lot of it has to either be refined or 
brought off-world and it’s a running joke that some-
times beer is cheaper if anything happens to a refinery 
or a shipment doesn’t arrive. Education for kids costs on 
average for a decent education around 1000u a year 
which includes computers and materials for the kids to 
learn off of up to tens of thousands of uni’s a year for 
private tutoring or top notch schools. This runs for ages 
5-18, though 16 normally means they're well versed and 
lettered enough to take on average run of the mill jobs 
or pick up an apprenticeship somewhere in the union’s 
industries and businesses. Further education at the nu-
merous universities costs a lot more, 50-300 thousand 
uni’s a year depending on the university and the course, 
that does include board and lodgings though but they're 
very good and equivalent to anything Meny or anyone 
else could provide. 
 
Medical care has to be paid for as well, either up front 
or in a trade adjustment for services rendered but ambu-
lance services provided by the UUC Bounder VTOL’s 
is free of charge and they can fix anything from sun-
burn, cuts and scratches to radiation sickness and ad-
vanced surgery. Really complicated procedures are usu-
ally referred to TT hospitals but for outsiders they're 
usually a pricey option. 
 
Economic demographics in the city range from down to 
the bone broke, beggars and pickpockets to clans of 
families so rich their wealth and influence are stagger-
ing. While the poor are usually marginalised to the outer 
fringes of the city in the worse off areas or on the out-
side in small pockets of shanty towns, squatting in old 
buildings, the average Joe can be found inter-dispersed 
the heavy industry, suburbs and starports wherever 
there's a place to doss down. Most of the really rich ei-
ther live in their own walled enclaves separate from 
everyone else and keep to their own social settings in 
opulent houses, fortress like high rises and entry to 
these is invite only with their own private security. Then 
there's the mega rich, the trading families, clans and 
individuals who are multi billionaires and trillionaires 
who live in their own private orbitals over the planet 
who are a world away in their lives and to some degree, 
law unto themselves. Elusive and rarely seen individu-
als who usually sit on the council of representatives in 
the UU, their eccentric and opulent lifestyles are the 
things of legend as is the rumours of what they get up to 
of all sordid kinds, but basically they live in their own 
private space stations and converted ships for security 
as its not unknown for someone to be abducted and ran-
soms demanded which are the kind of money you’d 

only dream about. Tek Trex employees due to a lot of 
them living and working on orbitals for a time where 
once mistaken as being in the mega-rich but that’s been 
found out to be wrong and all it brings about is a lot of 
misery for would-be kidnappers when they're run down 
by either TT Headhunters or TH-SF contracted to get 
back some Tek Trex poor factory worker who didn’t 
have any real money anyway. 
Where there's this much money, there's always trouble 
of some sort and while the UUC keeps the place in a 
semi-sensible state of affairs there's always a new or-
ganised crime group popping up after the last one was 
massacred by the UUC, Suppressors or private armies 
of influential people. The ones that survive are either 
highly secretive and impossible to catch or make so lit-
tle effect they're not worth the trouble hunting down, 
‘disorganised crime’, random violence and theft pops up 
everywhere though from people who just cant help 
themselves when surrounded by shiny, pretty things or a 
lot of money. Insurance for victims of crime is paid out 
for by the UU, directly out of the bonus scheme that the 
UUC gets every year so its in the best interests of the 
UUC employees to stop as much of it as possible, this 
covers loss of property, wages and income as a result 
after a report is filed. So if someone does steal your bike 
or wallet the UU ends up paying for it, medical care and 
the UUC gets upset, goes and hunts those responsible 
down. 
 
Fraud, is probably the biggest problem on the planet and 
as much as it’s clamped down on it’s a bit hard some-
times to pick a genuine swindle from a hard bargain, 
worse comes to worse and someone's sold you a dodgy 
shipment the UUC gets to deal with that as well. Often 
this results in severe fines and sometimes imprisonment, 
banishment or execution if the swindle is proven to be 
of a life threatening one like someone selling radioac-
tive kids toys, off food, poisoned water or the like. Visi-
tors are warned that scam artists are everywhere and if 
you fall for one then there's only so much the UUC can 
do to prove in either parties favour what happened 
unless there's evidence to prove otherwise either from 
witnesses or recordings. Neither of which due to either 
manipulation of the media or bribes is taken as being 
hard evidence, though if a UUC officer directly wit-
nesses it they do carry a bit of weight. 
 
Part of the problem and part of the solution to a rela-
tively low crime rate is that you're allowed to carry and 
wear fairly much anything for personal protection. Its 
not much fun to try and mug someone if they're wearing 
Dogeybone and armed with a power reaper, for the most 
part not everyone is running around in that but most 
everyone owns some kind of gun for personal protec-
tion. They don’t really want people running around in a 
tank or anything, provided it isn’t armed with main-
guns they will probably look bemused and ignore it for 
the most part.  
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Really rich or threatened people fly or travel in ar-
moured convoys anyway and there's a fleet of various 
VTOL and helicopter taxis along with the armoured car 
variety for hire a phone call away at reasonable rates. 
For heavy weapons and armour, unless you're a mer-
chant marine, headhunter or private security or merce-
nary contractor with a legitimate business reason for 
toting them around you will probably be asked some 
pertinent questions as to why you're running around 
with a grenade launcher, flamethrower or some other 
heinous device and where you got it from. Detention 
until you can provide a good reason or being tailed by a 
Bounder VTOL is a distinct possibility, being fined, 
arrested or shot is a definite possibility if you pull the 
trigger on something which will wreck a building or kill 
people. 
 
Suppressors in Alkaline, it’s made fairly clear to all 
three powers that be, that they aren’t allowed to pursue 
vendettas of a violent nature on Ulran or in the 
neighbouring space around it, given that rivalries and 
hatreds are high between SLA, Darknight and Thresher 
it can make Ulran an ‘interesting’ place at times. All 
three have their own private compounds where they can 
trade and police under sovereign ownership without 
interference and in comparative privacy. Stepping onto 
Suppressor turf means you abide by their rules and 
laws, once you're there its fairly much up to you what 
you're doing there, if you're wanted by that company 
they can arrest and detain you at the governors discre-
tion and nothing short of an army will get you out so 
most people keep well away. 
 
Military presence is kept by agreement to a minimum 
for their own defence but even so, its quite heavy and 
walking by the walls of any of them gives a clear indi-
cation that its invite only with the AA emplacements, 
wall guns and armed troops on the streets.  
Wandering past the SLA areas you’ll see Enforcer 
Shiver forces in battle taxis, kilcopters and 12mm or 
larger weapons, occasionally the odd operative and vari-
ous members of other departments who do the trade 
deals with freighters for food and haulage.  
 
Darknight have a similar amount of Polit and Reaver 
marines running around with various types of armoured 
vehicles, their agents and employees selling masses of 
equipment basically off the back of the trucks to anyone 
with the uni’s as soon as it hits the planet. 
Thresher maintain a subdued presence behind their huge 
walls and bunker-like buildings where they run various 
tunnel drilling machines and engineering vehicles that 
constantly put down new track for the subways and em-
ployees are rarely seen out in the open. At various 
points the powersuits can be seen, huge 15ton war 
world machines with enough ordinance to level city 
blocks and dissuade anyone from coming close past the 
neutral trade zones which are full of mostly heavily ar-
moured sales people peddling guns, ammunition and 
other various pieces of equipment, it’s a hard job to sell 
them anything. 

What they all buy however, is information about each 
other. 
 
Selling it is a completely different game, provided you 
stay in the neutral areas, don’t make to much of a fuss 
and don’t lie to them you might even live, going into 
their compounds is probably one of the dumber things 
to do. Having them come to you is not something most 
people want on their rep either as it means you're pick-
ing sides. 
The shadow-war as its known on Ulran is a particularly 
dirty affair where the rules are very muddy indeed, full 
of agents, double agents, snitches and assassins, but 
above all it must be discrete or the UUC will come 
down on the participants like a ton of shit from a very 
great height. SLA and DN are notorious for their wheel-
ing and dealing, abductions and assassination of each 
others employees, former employees and people of 
‘interest’ to each others respective companies. Thresher 
makes to much honest money out of Ulran to become 
involved in the shadow war, (much to the annoyance of 
both SLA and DN) though if they do lose an employee 
who’s out and about on legitimate business in trade ne-
gotiations or civil engineering it gets sorted out with the 
kind of clinical precision that only a top flight surgeon 
can perform. SLA and DN agents and associates drop 
like fly’s in the hundreds from incurable mystery ill-
nesses and poisoning until they both get the point not to 
do it again. 
 
Most of the SLA and DN wrangling and fighting goes 
on through secondary parties to sort out their differ-
ences, steal things off each other, burn down each others 
warehouses, sabotage trade goods and generally try to 
cost each other a lot of money in auctions by artificially 
pumping up prices with phantom bids on each others 
behalf. 
 
For the people of Alkaline it’s a mix of bemusement 
and worry watching SLA and DN go at each other’s 
economic throats, the amount of pride and corporate 
muscle flexing that goes on has to be seen to be be-
lieved. Many witnessing such events have likened it to 
two magnets circling each other with the same polarity, 
unwilling and unable to meet in the middle over any-
thing, should one of the two turn their back, the polarity 
is different and both jump on each other with a resound-
ing crash. Punch-ups are not uncommon on trading 
room floors with two or more people in suits going at it 
with toth and nail until they're thrown out and even 
more amusing is to watch two convoys meet up in the 
street.  
 
Neither willing to budge for the other out of corporate 
and professional pride, one has to give way and lose 
face and this is amusing up until it causes a traffic jam 
and then the by now annoyed residents and even more 
irritated UUC has to go in and untangle the mess before 
someone hauls out a gun, otherwise they’d literally be 
there for days waiting for each other to move. 
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Truth be told, the UUC would at least like the suppres-
sors off the planet so they didn’t have to clean up the 
mess and wade in as referee in the sparring matches be-
tween the two, pick up body bags of Joe SLA or Joe DN 
who’ve “fallen down” and didn’t get back up in some 
dark alley from lead poisoning or a sharp object. Prob-
lem is both SLA and DN make the UU far to much 
money so they put up with their shit to a certain degree, 
though given the opportunity the UUC has been known 
to solve inter-suppressor disputes by simply hosing up 
the offending parties with machineguns and having a 
UU official mildly pissed about it in morning meetings 
the day after. This in a way is easier for the average 
UUC officer to deal with and soothes a lot of frustration 
that they have to endure from dope peddling suppressor 
employees deciding they want to have a piece of each 
other and anyone else in the way. 
It also serves as a reminder once in awhile, that this is 
the Union’s backyard, you play by their rules or not at 
all. 
 
Life in the soft-companies or ‘softies’ isn’t much easier, 
indeed sometimes its even uglier than the suppressors 
going at it like a couple of 1000 pound gorillas and also 
one of the reasons why Tek Trex moved their holdings 
into orbit. 
 
It’s just way to nasty on the ground. 
 
Sometimes one soft company will be bought out legiti-
mately by another soft company and everything is 
above board, but more often than not its usually a lot 
more ‘cost effective’ to simply have someone hurl an 
incendiary device through a window late at night into a 
rival’s factory, poach employees with the lure of better 
money or blackmail, assault and murder for hire. 
There's probably easier ways to get yourself beaten up 
and threatened than joining a softie, but not a lot that’s 
surer than the sun rising in the morning. 
 
The in-fighting and homicide rate has gotten to the point 
where the UU has either suspended licences, banished 
certain trade groups and resulting conflict with the UUC 
has killed hundreds in minor skirmishes. At its peak 
point in 846SD there where over 3000 gang related and 
soft company related deaths and assaults every 20 stan-
dard hours and finally TH-SF where called in to put a 
stop to it. While they did request and get some trained 
law enforcement people with the division of 10,000 
Thresher spec forces troops, most where just soldiers 
and all soldiers really know how to do is kill people. 
793,000 dead, 446,000 wounded and close to 1million 
arrests a week later and they went home. For all intents 
and purposes they did a good job with less than 100 ci-
vilian casualties, the 200 million uni’s of infrastructure 
the soft company employees where hiding being de-
stroyed in was a regrettable side effect but the UU con-
sidered it money well spent.  
 
 
 

Nobody was real keen to start trouble again for at least 
the next 50 years but its started to fade from living 
memory amongst most of the residents and they’ve 
taken a crude but similar approach to the suppressor’s 
and their own shadow-war on the streets of Alkaline. A 
number of security firms have popped up over the years 
with mercenaries, thugs and other violent semi-criminal 
elements to sell protection to soft companies in the form 
of big scary people with guns and sharp objects. Some 
are private operators but most tend to be a part of their 
own soft companies ranging in size from half a dozen to 
5000 strong. In their own way they keep the peace as 
they wont fight each other as part of a gentleman’s 
agreement and the fact the UU has threatened on more 
than one occasion to have a replay of 846SD all over 
again if they do start some trouble. 
 
The UUC hate them, not so much as a competing ele-
ment in the law enforcement market, but because they're 
usually the kind of unprofessional bastards that would 
quite happily murder a schoolyard of children for the 
right price and bring back the ears as proof, or more 
frighteningly and likely, swap sides for enough money. 
Provided they remember their place and the fact the 
UUC is in authority, they probably won’t get killed to 
often but it has called alarm to the fact it’s an escalation 
of armaments which the UU doesn’t want on the streets. 
 
Furlough Mercenaries carry out the dirty work now, 
most being ex-SLA or DN employees of agent or opera-
tive level who ended up on the wrong side of their em-
ployer and are quite adept at wrecking soft companies 
as that’s what they spent a lot of time doing when they 
actually had loyalties. They are some of the most notori-
ously treacherous people in existence and hard as nails, 
they survived the internal security services, the bounty 
hunters and managed to get away for all of their lives. 
Discrete, secretive and expensive they are capable of 
ruining a small company by any means possible, there's 
also a good chance they’ll end up on the persons door-
step that hired them the next night with a can of fuel and 
a lighter. 
 
Investigations by the UCC are still pending on how Fur-
lough’s end up on Ulran and there's been a couple of 
cases where they’ve been brought in by either SLA or 
DN for the purposes of attacking soft companies, Tek 
Trex and Thresher economically and to cause as much 
difficulty as possible. While they’ve not had any suc-
cess with attacking or sabotaging TT and TH resources, 
the UUC fears the backlash if one is caught and admits 
to being a full time SLA or DN employee because the 
shark and its allies will wipe their enemies off the face 
of Ulran and there wont be much they can do about it. 
Both of the smaller companies contribute greatly to the 
overall strength and efficiency of the union so a blow to 
them is also a hit to the union. 
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While the corporate infighting, larceny and mean streets 
of Alkaline make it out to be a rough place to be its not 
all bad. Out of 39billion residents the vast majority are 
simple traders, spacers, tradespeople and in the service 
industries like any normal society and with a 3% unem-
ployment rate the actual amount of rampant social dis-
order endemic to places like SLA planets is overall 
quite low. Combined with a vigilance of the security 
services and general ‘take no shit’ attitude from com-
paratively wealthy people who own their own homes 
and everything else including a high level of firearms 
ownership they aren’t to be pushed around.  
 
Major social disorders like serial killing, drug abuse and 
associated criminal activity from drug use by addicts, of 
which a full 60% of petty theft and street violence that 
is associated with chemical imbalances making people 
have episodes of antisocial personality disorders, is at a 
very low level. It is also a much nastier proposition for 
someone to either assault or attempt murder on someone 
else when they have a firearm in their possession or in 
the house. Mort Downtown a psycho with a vibro-knife 
and a 10mm can be king over the unemployed proles 
with their fists, CAF and baseball bats.  
Out here, they’ll just blow him away. 
 
Course, that doesn’t help accidental injury and death 
once in awhile from firearms mishandlings or 2nd degree 
homicide and manslaughter but it’s a price people seem 
willing to still pay. After all, sometimes that’s all that’s 
standing between them and loss of their livelihoods, 
people are all to aware of what Darknight, SLA and 
even Thresher are capable of as suppressor powers. 
Education is a weapon and while it might cost more 
than most SLA or DN citizens can morally afford or 
risk knowing, its also unsurprisingly why those compa-

nies are so reluctant to send only their most indoctri-
nated and loyal to the planet of Ulran. The temptation of 
genuine ownership, self determination and knowledge 
for some means even high ranking operatives and DN 
agents have been known to ‘go over the wall’ and disap-
pear into the depths of Alkaline or hitch a ride off planet 
to greener pastures with their skills to keep them alive 
and chased both by the haunting memories of corporate 
servitude and endless bounty hunters. 
 
 Contract Killings may be illegal on Ulran and any kind 
of organised shenanigans like a gore-zone are also right 
out here and will be terminated with extreme prejudice 
by the UUC. UU licensed bounty hunters and debt col-
lectors are barely tolerated as well if not ever welcomed 
in the societies they trawl through to bring back a debtor 
or rogue Op that went over the wall, for a price. Pro-
vided that you don’t have a price on your head or a debt 
to a loan shark then they won’t bother you but even then 
they rarely have any allies once they hit the street either 
and are some of the hardest, vicious and cold blooded 
beings alive that make a Contract Killer in his painted 
armour with all the ‘Shoot Here’ florescent stickers look 
like a try hard.  
 
They make to much of a mess dragging in a mark 
though and like anyone else causing a fuss, wrecking 
the city or risking innocent bystanders lives they’ll get 
taken down by the UUC, once the mark and the hunter 
are off-planet though and out of Ulran space all gloves 
are off. 
 
The rest of Ulran and it’s myriad of suburbs would take 
a book itself to complete but this should give you an 
idea of what's happening in the areas SLA doesn’t lord 
it over. 
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The Damnedest People! 
Things are a little different in the Ulran Galaxy, for 
starters the only place worth half a damn is Alkaline, 
most of the rest of it is a battered, uninhabitable mess 
and the same goes for the planet itself which is barely 
capable of supporting life. But support it does, in great 
numbers and from all over the universe, all walks of life 
and backgrounds end up here because it is one of the 
most central points to be.  
 
It’s different here, lot of grey areas, fuzzy rules on en-
gagement and operations and from the Suppressor Pow-
ers, they too dance to a different beat, otherwise they 
get their haulage contract cancelled and booted off the 
planet. None of the Big Three, especially SLA and DN 
want their contract cancelled for reasons mentioned ear-
lier, hence they have to send people here who will both 
be loyal to the company and be restrained enough not to 
do something stupid. Slip of the trigger here and good-
bye to your food, water, equipment haulage and wel-
come to damaging your company, possibly irreparably 
if it’s a big trigger you pulled and compensation not 
paid. For Thresher, it’s reliant in so much as they have 
security and construction contracts here that they don’t 
want to loose and they also value their alliances with 
some of the smaller companies on Alkaline like Tek 
Trex and the Union itself which is a valuable means of 
moving cargo.  
 
There’s big money in it for all of them. 
 
We aren’t talking something like an Op dropping the 
ball on a 400Credit BPN and a slap over the knuckles, 
we’re taking Trillions of Uni’s and no Op’s BPN even 
counts here if they run around shooting the place up 
looking for a subversive and their life certainly isn’t 
worth the effort to send them here to do anything but 
talk to someone. They certainly don’t send anyone here 
who’s itchy on the trigger, if the UUC don’t kill you, 
your employer will at huge cost of compensation on top, 
in short, it’s not somewhere they want to send their fa-
natics. Most SLA and DN employees count as being 
fanatical to the company, it’s how they’ve been raised 
all their lives and for most, getting their head around the 
confusing, multi-corporate, multi-cultural environment 
of a place like Alkaline is sometimes all too much. It’s 
basically like waking up and learning that all SLA or 
Darknight taught you about them and their company is 
wrong and the psychological effect of learning that even 
huge corporate giants like SLA can be brought to their 
knees just by one botched operation on Alkaline is 
something a little too much to handle. 
 
None the less, the Big Three still operate here and in-
deed their embassy compounds are prime recruiting 
grounds for employment, information and acquisitions 
of things that aren’t otherwise available too them. It is 
respected that the embassies are sovereign territory and 
the Union, nor anyone else is able to infringe on that 
territory. Same rules apply there as on any SLA, DN or 
TH homeworld, however they are minute islands in the 
vast sea of buildings on Alkaline and most non-

employees are very hesitant to set foot on them for fear 
of arrest. Everyone knows it, so the Big Three are 
forced to deal with the little guy on neutral ground 
which is another mind fuck for most of the totalitarian 
corporate employees from SLA and DN. 
They will however bend the rules to suit themselves, 
they’ll bully, belittle, abduct, bash and murder anyone 
they think they can get away with without the UUC 
finding out, so it’s not all a bed of roses for the little 
guys on the ground. Especially if you leave Ulran terri-
tory, a lot of these big corporations have been known to 
carry a grudge quite badly and for a very, very long 
time. 
 
Meetings with a Big Three representative are most 
popularly conducted within running distance of a UUC 
station house and for good reason, they will intervene if 
things become ‘less than civilised’ on the streets and in 
the Suppressor district there's a booming trade in coffee 
shops and restaurants in close proximity to the local 
station houses. Actually finding one which is actually 
neutral and not in the pocket of one of the Suppressors 
is another matter altogether so it pays to ask around 
through the usual street contacts before setting anything 
up as it wouldn’t do to be dragged out through the back 
door and thrown in a van for a little trip down to the 
embassy. Once you’re in the embassy grounds it can get 
even more complicated to actually get you out and that 
is handled by the Union itself to extract them as blood-
lessly as possible. 
They are completely neutral in this respect and they 
don’t really want to lose a trade agreement unless its 
absolutely necessary with the Big Three so you better 
have a damn good reason for calling in their aid. 
 
It’s dirty, murky and downright dangerous, fortunately 
for most the longer they range from the Corporate em-
bassy sectors the happier they are and it’s a big planet 
with a lot of places to hide if they’re after you. 
There's a lot of reasons why they’ll chase you too, most 
often its for data and information, stealing their property 
elsewhere in the universe and welching on a deal with 
them you may have struck in the past, skipping out of 
their employment and running off are also popular rea-
sons to be popular with a Suppressor. 
For the latter there is the bounty hunters which can pick 
up a mark with the Union authorised sheets which are 
about the only thing the UUC will ignore, unless of 
course they’re demolishing buildings, injuring and kill-
ing unrelated people in the process in which case the 
ticket will be cancelled immediately and the hunter 
brought down for breaching their contract of operations 
on Alkaline. 
 
These are not like a SLA hunter sheet, those are not 
valid on Alkaline or in UU territory, it must be filed 
through the debt collection agency of the Union and it 
has to be verified by them. You are given the option to 
hand yourself in if they can contact you, which might be 
the better option than being dragged in by one of the 
hunters who are in no way similar to anything like a  
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SLA Contract Killer or Operative’s modus of operandi, 
they are for starters, far more professional, completely 
unemotionally attached to the job and very, very effi-
cient at the top of their game. They very rarely kill and 
they certainly don’t negotiate at all, once the ticket is 
collected, they don’t care either what happens to you. 
 
Aside from the Big Three, there are also the districts 
which have Planetary Embassies set up on them. While 
they tend to be a lot more subdued than a Suppressors, 
they’re also a great place to find work if you’re a free-
booting, wheeling and dealing Tek Trex salesman look-
ing to make a lump of Uni’s. For their own protection 
and to avoid being molested by Suppressors, each other 
and old rivalries, planets and allied systems place their 
embassies under UUC protection except for the grounds 
of the embassies main building where they are able to 
maintain their own security.. 
While that does mean that they cannot drag people in on 
a whim and torture them for fun, amusement and profit, 
they also have the advantage of being secured and pro-
tected by the UUC which can enter under warrant if 
needed. Security through these areas is also very heavy, 
constant, visible on the ground UUC officers, APC’s 
and VTOL’s patrol everywhere. It’s heavy, but at least 
it’s mostly safe to actually enter a planetary embassy 
building and it’s grounds and conduct business. Unless 
of course you have a warrant for your arrest in their ter-
ritory, then it’s your problem for being so foolish to 
walk in there in the first place. 
 
Company Embassies are much smaller affairs which 
normally run under UUC protection as well, they don’t 
often occupy much more than a headquarters building 
and given permission to maintain their own security 
onsite in the form of armed guards and technical sur-
veillance people. They count as being on Union prop-
erty, meaning that they have to obey the rules like any-
one else and they can be searched under warrant from 
the UUC. Tek Trex is an exception to this due to their 
importance to the Union as they provide much needed 
services and equipment to the UU, they are however in 
adjoining territory to the Thresher facility which they 
can benefit from mutual defence if needed. As a TT em-
ployee it’s not recommended that you wander in there 
uninvited and once you’re there you are expected to 
play by their rules and likewise when they come to visit 
on TT territory. Given the long and lasting alliance be-
tween the two it’s not usually a cause of any friction as 
both sides know where they stand with one another. 
 
There are also several other large companies on the 
planet of Alkaline which work with and under contracts 
with the UU. Several large shipping magnates, prostitu-
tion, escort, pharmacology, medical, security, merchant 
marine mercenary companies, ground and shuttle trans-
portation and repair corporations to service union mem-
bers that all work out of Alkaline. While they aren’t 
liable to be the most ‘offensive’ of people in terms of 
behaving like a Suppressor company, they certainly 
aren’t to be trifled with either as they have far reaching 

and well established connections with senior union 
members and a truly formidable selection of employees 
and a lot of money to throw around if need be. 
Business is everything to these people and it’s as cut 
throat and ruthless as anywhere else but the majority are 
more than happy with their service contracts to the Un-
ion not to want to rock the boat either as that will cost 
them money and frankly, some things just aren’t worth 
losing a contract over. 
Especially if it’s to the sum of several billion Uni’s a 
year. 
 
Under that are the small operators, mom and pop shop-
keepers, independent small business people and land-
lords who own their own small patch of land and stick a 
building on it, or rent it from someone who does. They 
do the jobs that the bigger corporations wandering 
around don’t care to do because they’re too small or 
simply not capable of, or they can just do it on reputa-
tion alone and prefer to work for themselves. 
For the trader on the hop and working their way around 
the streets peddling some TT goodies, especially techni-
cal equipment or even just something you’ve stolen and 
dragged back, the small businesses are quite good value. 
Chances are they’ll either call TT and request a sales-
person to come out and visit with their little catalogue 
of bits and pieces under their arm and haggle over a 
price. 
Some will eventually get fed up with trying to strike it 
out on their own and end up joining one of the larger 
companies, Suppressor or Tek Trex but most are just 
happy to be working in the free market economy which 
is booming on Ulran. 
 
Tek Trex have an excellent reputation with the small 
business operators on Alkaline and in the Union for sell-
ing good products, warranty and services at reasonable 
prices and not being too pushy. Something which the 
company itself is quick to point out to their sales agents 
that it pays to give them your time and attention because 
every uni they spend comes back in some form or an-
other and well over 50% of the TT income is simply 
from someone on their own that wants to buy a com-
puter, TTTV receiver or some kind of weapon, vehicle 
or toolset. Know that it’ll work and do a good job for 
what it’s intended. 
The company started from a bunch of little guys that 
just got fed up with doing it tough and being screwed 
over and the vast majority come from this kind of back-
ground. So there is something of a business ethic in TT 
not to screw the little guys over, they’re doing it tough 
and just trying to scratch by making a living as best they 
can. That human element so to speak sells more Tek 
Trex product as the old hands at the game will tell you, 
than any kind of logo on the side of it and you need to 
make friends or at least a lasting acquaintance to repeat 
sales and that’s what sells. If you don’t have friends, 
you are truly fucked because sooner or later you’ll get 
in some kind of shit with someone big and need to 
watch your ass outside of Tek Trex territory. Friends 
will do that, its how it works here. 
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SLA Headquarters on Alkaline 
SLA, due to its nature and business practices are not 
exactly welcome here in Ulran territory, they are more 
‘put up with’ rather than tolerated to any degree. People 
hate SLA, mostly for good reasons like the fact they 
attack independent planets, muscle in with 3P’s con-
tracts and generally own the largest lump of the uni-
verse anyway. They do however, make a lot of business 
for the UU so they’re allowed to be here on the planet 
and deal directly with the Union officials in negotiating 
trade shipments and haulage. Somewhat more unsuc-
cessfully they also try to sell some things to the locals in 
the way of drugs, implants and weapons systems. 
There's a very good reason why they don’t do that so 
successfully either, most of the drugs are junk that will 
kill you real quick or give you an unmanageable addic-
tion costing 1000’s of uni’s a week, the implants are too 
expensive and have to be performed on SLA property 
by specialist medical people and no one really wants to 
go in there and the other gear they sell is not of the 
highest quality and about middle of the road in terms of 
price. 
It’s also full of bugs and cut-outs which SLA can turn 
on and off whenever it want’s, people aren’t stupid, 
that’s how most of the universe was conquered by SLA 
in the first place and quite common knowledge that 
SLA gear has the damnedest way of not working when 
you need it most– usually shooting or otherwise molest-
ing SLA employees. Indeed there are several small busi-
ness operators which simply function by removing SLA 
bugs and cut outs from purchased or stolen SLA prop-
erty all over Ulran and that’s all the do! It doesn’t make 
them popular with SLA though and they’ve known to 
have all sorts of unfortunate accidents from time to 
time. 
 
SLA also dislikes what it sees as ‘unfair’ restrictions on 
it’s business practice on Alkaline, complains endlessly 
about not being allowed to have more staff on planet 
and expand it’s embassy compound, the fact that DN 
and TH have embassies about the same size is seen as 
something offensive deep down in the SLA employee’s 
psyche. Regardless, SLA gets their own private starport, 
15acres of fenced off property and can build whatever it 
wants on that property short of full blown military fa-
cilities beyond what is reasonable to ensure site secu-
rity, something which they also endlessly complain 
about to the Union. The biggest gripe though is the fact 
that they are not allowed to have any biogenetics walk 
offsite as they technically come under the same anti-
slavery laws as someone who is indentured into service 
against their will.  
That annoys SLA quite a lot, however in it’s own way it 
also stops people wandering the streets living in fear of 
having their head bitten off by a rampaging, dim-witted 
and generally idiotic Stormer, just for wearing a rival 
companies T-Shirt! Which they WILL DO, if left to 
their own devices as to not do it would contravene the 
Stormers loyalty conditioning, if SLA can make storm-
ers without the loyalty conditioning and capable of be-

having themselves around non-SLA employees then 
they might consider letting them out. Stormers have and 
do get shot on the street by UUC troops as much as a 
wild animal might be considered to be doing something 
hazardous, seeing as it is also against the grain of loy-
alty conditioning to surrender to a non-SLA employee 
or even pay any heed to their orders, 99% are shot dead 
and usually in the process of biting, shooting and killing 
a non-SLA employee. 
 
Aside from that, crammed into the 15acres of SLA em-
bassy is a large Pyramid building in the middle, all the 
internal corporations which function under the SLA 
economy and it’s defences, which include the 30metre 
tall, reinforced concrete wall topped with armed guards 
and air defence guns. By Union law, they are not per-
mitted to have anything pointed below an angle of 70de-
grees and regular inspections are taken place to make 
sure that the huge flack cannons are not capable of be-
ing modified to do so. 
There are 25,000 registered staff who look after admini-
stration and negotiation, 5,000 of which are issued per-
mits to travel on Alkaline. Backing them up are 7,000 
armed guards onsite including an additional 3,000 bio-
genetic infantry. None of the armed guards are given 
travel permits to leave the compound except for a small 
retinue of 10,000 which are detailed for bodyguard and 
licensed to carry weapons and armour. 
A small fleet of 150 Kilcopters and 20 Stingray Drop-
ships also moves to and from the embassy and there are 
60 licensed cargo barges capable of reaching space for 
the transportation of goods, personnel and materials. 
Kilcopters are licensed to carry no more than 6 weapons 
of larger calibre than 10mm, however their dropships 
are fully armed and standard armaments. 
 
At any one time SLA are licensed to have no more than 
two ships of warship class in orbit of the planet and no 
larger than 500,000tons mass each. They are permitted 
though to maintain up to 30 fold transport vessels with 
only light armaments. 
Ground vehicles are restricted to APC’s, armoured cars 
and none licensed to carry larger than 12.7mm weapons 
on them. There is no licences for artillery based weap-
ons aside from the gun turrets on the walls, it has been 
made very clear to SLA that this will result in suspen-
sion of trade agreements and there has been no breech 
of that so far. The last thing the Union wants or needs is 
a war brewing up on the surface of the planet between 
the three suppressors, given that at least two of the three 
face widespread starvation of their employees with 
haulage contracts being cancelled, it’s enough incentive 
not to cause any trouble. 
 
Advertising however on mountain sized panels on their 
buildings taunting the nearby Darknight embassy has 
been known to happen though and they do have a li-
cence to maintain a SLA TV transmitter on the planet 
along with other long range communications gear. 
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It is unknown how many people actually partake in ac-
tually watching SLA TV on Alkaline but faced with 
stiff competition from TTTV which is seen by the locals 
as a ‘home made’ and more relevant product it isn’t 
widely watched if slow sales of SLA manufactured tele-
visions are anything to go by. 
 
Drug sales however are booming and this is something 
of a consternation amongst UUC officials who are put-
ting pressure on their administration to ban the sale of 
combat drugs to locals, due in part to the crime support-
ing a drug addiction and resulting accidents and vio-
lence associated with those under the influence. These 
are by and large the main source of sales on Alkaline for 
SLA and it is heavily regulated by SLA itself under li-
cence with the Union. No more than 5 units of any one 
drug are allowed to be sold on the street to avoid black 
market re-sale and distribution and they are only al-
lowed to be sold out of registered premises throughout 
the city. 
While this may seem unfair business practice, it applies 
to all manufacturers of combat drugs and there are ways 
of getting around it, the easiest being to simply recruit a 
large amount of people to just go buy it for a single in-
dividual or organisation. It isn’t 100% effective, but it 
has kept the use down to a manageable level and author-
ised sales of larger units of drugs can freely be done in 
space outside of Alkaline’s UUC influence to control. 
 
Sales of anything else outside in the SLA-Shack busi-
nesses dotted over Alkaline are negligible at best, they 
mostly move media products, drugs and alcohol, small-
goods, weapons and armour are very much a small 
ticket item in the big scheme of things. 
The average SLA-Shack is only usually a storefront for 
drug sales in shopping malls and with heavily armed, 
self appointed by the company protection. Some of the 
others are a larger affair like a large chain store and 
there are some 120 of them scattered over the planet 
employing up to 300 people in them recruited locally 
with SLA employees making up the management chain. 
Pay is typically well under minimum that anyone else 
would work for and likewise, service is also fairly awful 
as a result, the few that actually bother to put in the ef-
fort are sometimes rewarded with full time SLA com-
pany employment or bonuses, equipment and of course, 
drugs. But, mostly they just attract school-age or young 
people looking to make a few extra uni’s on the side 
while living at home. 
 
SLA food outlets have not done as well as anyone pre-
dicted, not because of lack of trying or even for lack of 
the food which they where quite generous and competi-
tively priced, it was just simply a case of selling a prod-
uct which wasn’t as good as the locals currently avail-
able products. People just didn’t like it or it catered to a 
niche which didn’t exist like Shaktars, Wraiths or Ebbs 
that aren’t exactly thick on the ground. 
The only one to survive after centuries of trying was 
Burger Lord which maintains 500 outlets over the 
planet and a staff of some 10,000 which are recruited 

locally and run by SLA managers. Even so, the pay is as 
bad as SLA-Shack and most people only really eat there 
if there's nothing else around. There's something about 
the Alkaline palate that SLA eventually twigged too and 
that’s the fact that no one likes biogenetic meat because 
it tastes different to normal meat. Since they resourced 
food from local suppliers, people actually started buying 
their products again and Burger Lord looks to be mak-
ing something of a comeback. 
For the others, the sting of losing money in setting up 
literally halfway across the universe and have it fail hor-
ribly has scarred most from ever bothering to try again 
outside the protected industries of SLA. 
 
Recruitment for working in SLA is done at the front 
gates, present your resume and they’ll call you back if 
they’re interested. Not surprisingly, they get very few 
people doing that because working for SLA means you 
fall into their internal credit system and never actually 
own anything ever again. What does get good business 
though is the haulage and contract division which is 
across from the Embassy proper in a series of very large 
buildings employing the majority of SLA people with a 
travel permit and some 2000 others who work there 
along with 1000 Union officials in administrative and 
inter-company positions. 
 
Even more shocking, it is efficient! 
For those used to dealing with SLA bureaucracy that is 
by and large inefficient, slow and painful as root canal 
surgery, it is a huge shock. Fact remains is, SLA has a 
lot of goods to move and it needs to move them quickly 
and as fast as possible for the right price, otherwise con-
tractors will simply go somewhere else to pick up a 
cargo. Rates are standard as per Union minimum char-
ters allow and negotiable with the contractor if there's 
going to be a return or circular route provided. 
In addition, they do all the paperwork to present to SLA 
customs and necessary permission to fly in SLA space, 
this is one area which SLA has pulled out some of its 
best and most competent to make sure that nothing goes 
without a hitch from the SLA navy. Having a freighter 
loaded with critical goods means people die, people 
who work for SLA, die if that freighter doesn’t get 
through because it means that food, medicine and any-
thing else essential to survival is simply just going to be 
floating around doing nothing. 
 
For the public face at least, SLA is a friendly if some-
what pushy presence on the planet that is doing it’s best 
to re-image itself, not as a conqueror of galaxies, exter-
minator of species and despoiler of worlds. But as a 
genial, sales person trying to just move some product, 
some product they’ll tell you, you need. 
In all seriousness though, no one on Alkaline believes it 
for a second, they’re far too educated but they appreci-
ate the civility found with SLA interaction at their chain 
stores, restaurants and haulage division. 
All SLA employees on Alkaline are fitted with Finance 
Chips and specially selected to work, both for their tol-
erance and loyalty. 
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Darknight Headquarters on Alkaline 
The relationship between Darknight and the UU has 
been a rocky one over the last centuries, the fact they 
lost the orbital defence contract to Tek Trex who began 
supplying the materials for it and hammering out a last-
ing alliance with the Union hasn’t helped. But it is a 
minor hiccup in the trade agreement which has seen 
them reduce their orbital presence to just two heavy 
cruisers and a large ion drive shipping fleet of some 
80ships at any one time. 
Regardless of what the rest of the universe thinks of 
them, Darknight are a formidable economic power 
which is heavily reliant on both its sales to the Union, 
outside independent planets for Uni’s and haulage pro-
vided to them for those sales. They move a massive 
amount of product and it is critical to the war effort 
against SLA to keep doing so and in addition they are 
reliant on the UU to move materials for their planets. 
 
Being the animosity between SLA and DN was forged 
in the very fires of hell it would seem, they do require 
extensive monitoring of their activities on planet and in 
space to behave themselves. Otherwise if left to their 
own devices would be tearing one another’s throats out 
at the drop of a hat. At it’s simplest though, DN cannot 
afford to ruin a trade agreement and has been proven to 
be untrustworthy in other formal agreements like the 
Alkaline defence contract so they are desperate to estab-
lish a name for themselves again in terms of trade. 
Darknight sell massive quantities of armaments ranging 
from tanks, VTOL craft, artillery and down to being as 
humble as a 10mm pistol to anyone with the Uni’s. 
They also less popularly with the local Alkaline UUC, 
sell a lot of drugs which they regard as being only 
slightly worse than the SLA drugs being traded on the 
market in terms of their destructive impact on societies 
that take them. In the process of being fair to other sup-
pliers they are restricted in what they can sell to the 
public in the same way SLA is. For once, DN are actu-
ally sticking to their contract of sales on Alkaline be-
cause they’ve realised a long time ago that they cannot 
afford the trade restrictions. 
 
What Darknight lacks in quality, it makes up for in 
quantity, Night Megastores are popping up to the effect 
of every two months all over the planet and now num-
ber 270 large, department stores hiring 15,000 people 
locally and indirectly through other services on the 
planet raking in of upwards of 900 million uni’s in sales 
just to the public alone. Irregardless of selling a some-
times inferior product to even SLA’s shoddy workman-
ship, they do go the extra mile to provide a courteous 
and friendly customer service, especially to large 
wholesalers looking to move the product to new mar-
kets. Indeed, this reputation for customer sales has 
helped them both dampen their lacklustre reputation for 
being lying, cheating terrorists and improve their profile 
with the union by contributing something to the local 
economy and not complaining all the time like SLA 
does. 

Darknight also maintain off-embassy recruitment cen-
tres for anyone suicidal enough to join the cause and 
contracting services for whoever is also equally foolish 
enough to hire them as mercenaries. But mostly it just 
works to provide a clean, efficient and civil place for 
finding haulage contracts which is as much as anyone 
seems to want to have anything to do with them. They 
are noticeable very courteous to repeat cargo carriers 
and anyone with a large haulage vessel and the Union 
has issued several warnings to them to discourage 
poaching of members. All of which have been firmly 
denied by Darknight but in reality, no one is willing to 
join Darknight and surrender their equipment to a very 
harsh, totalitarian regime of a company which is every 
bit as tyrannical as SLA, despite their silver tongues. 
 
Employees coming from a Darknight heritage as born 
and raised into the company are bewildered by the stag-
gering amount of wealth, opulence and freedom af-
forded to people living on Alkaline. The simple fact the 
water works all day, electricity isn’t rationed and food is 
both plentiful and exorbitantly delicious is a stark con-
trast to what they have grown up with in corporate en-
forced, frugal expedience for the war effort. 
While they do send such people to work on Alkaline, 
virtually none of them are allowed off base and if they 
are it’s under close supervision under the watchful eye 
of one of their bodyguards and fanatically loyal to the 
DN cause even more so than normal DN employees, 
which have a habit of jumping the fence and disappear-
ing at the first opportunity for a slice of life. Most rarely 
last more than 48hours on the streets before they’re 
dragged back by the scruff of the neck and probably 
wondering how they where found so easily. 
All Darknight employees are fitted with an RF tracking 
device which can be turned on remotely and either a 
‘terminate’ order sent to it to pump in a fast acting neu-
rotoxin or simply found with equipment on the com-
pany VTOL units. 
 
Darknight maintains 20,000 employees on the surface 
with very limited access to their outside environment 
and only 1500 of their administration and management 
professionals issued with travel permits. 
Militarily they have 500 APC’s, 400 VTOL craft, 80 
Dropships and 20 Shuttlecraft on their 16acre base, 
something they are quite proud of having a larger one 
than SLA. There is a small force of Provo marshals who 
maintain bodyguard duties and wall security numbering 
5,000 and they are afforded full, Warworld kit and 
battledress for this purpose. There is a further 5000 DN 
Navy military personnel on base which maintain the 
defence systems and other civil services on base ranging 
from cooking to vehicle maintenance. 
Restrictions are placed on DN defence turrets in a simi-
lar fashion to the SLA emplacements which are not al-
lowed to transverse below 70degrees. 
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 One of the most spectacular building on all of Alkaline 
is the DN-HQ building which comprises of 4 individual 
towers leaning in to join at the top some 400 stories up, 
taller than even the SLA Pyramid at a mere 150 stories 
and tipped with an arcing red moon crescent which can 
be seen up to 30km away on a clear day. This massive 
building which took 20 years to build at a stupendous 
cost houses all the bases housing stores and perimeter 
defence guns which can cover every square centimetre 
of the base with a kill zone of heavy machinegun fire 
and anti-vehicle cannons. 
Conveniently it also affords a good view of the SLA 
base a few kilometres away and much to the perturbed 
inhabitants of that compound, a constant reminder that 
they aren’t alone here. Indeed, it’s mere presence has 
caused more than one or two stormers in the past to 
jump the wall and go hunting “Darknight Scum” up un-
til the point they find something more pertinent to de-
stroy as their combat conditioning takes over and much 
to SLA’s embarrassment. 
 
Its also not unknown for the occasional DN employee to 
deliberately taunt stormers on the wall from afar, in the 
hope that they’ll jump off. Normally the stormers just 
shoot at the Darknight employees (and further embar-
rassment to SLA) irregardless of the consequences. 
In an environment controlled like Alkaline it’s common 
sport amongst some of the Darknight employees to 
wind up SLA employees as much as possible by being 
deliberately antagonistic to them in the hope they or 
someone will do something stupid. While this has not 
been endorsed by DN officially there is usually very 
little reprimand for the employee unless some sort of 
disobedience occurs and they have to cover the fines, 
broken property and any other compensation as a result. 
Another spin off from this has been termed ‘Juve Wars’ 
by the UUC who constantly seem to be finding Alkaline 
residents employed by SLA and DN at each others 
throats and other antisocial activity involving graffiti, 
property damage and punch ups. It hasn’t escalated to 
the point where anyone has gotten killed but they do 
fear unless firmer laws to control manipulation of juve-
niles in the employ of those companies are met, there's 
going to be some kind of incident. Such activities, sanc-
tioned or not by their employers soon end up being dis-
missed, by the employer and resulting in the sacking of 
the employee. 
 
Such antipathy has earned DN a poor reputation from 
other companies on the planet, a lack of social integra-
tion, ignorance and general arrogance towards anyone 
’not them’ especially towards the smaller contractors in 
the Union has had a couple of them refuse to have any-
thing to do with them and a denial of goods and ser-
vices. In particular the teamsters who do haulage from 
the major starports with road going trucks have found 
themselves the target of poor Darknight contracts which 
have led to impossible delivery times and penalty 
causes which level fines for breech of contract. While it 
was seen as uncompetitive, it’s one of the areas the UU 
has had to step into to resolve by putting in place set 

rates for teamsters and a much more lenient rate at 
which they are to be delivered, halving overnight the 
road toll in accidents as a result. 
At the time it was extremely unpopular but eventually 
both sides found it easier in terms of doing their job, 
getting paid and actually getting a delivery. Free mar-
kets and suppressor powers being more or less foreign 
concepts to many Darknight managers and not too few 
SLA ones who are forced to learn a new set of business 
practices. 
 
The same old game of espionage, theft and spying is 
still running rampant though and mostly unchecked with 
neither SLA or DN managing to gain the upper hand on 
one another. Both have huge amounts of sleeper agents 
scattered through the planets numerous companies and 
each other’s businesses doing their best to spike compe-
tition, steal plans, blueprints and business strategies. 
This however is something the UUC can do little about 
unless they’re caught red handed and unlike their igno-
rant, crude and often stupid comrades in Darknight who 
just shoot guns and shuffle paperwork, Darknight spies 
are truly formidable opponents. 
They go through years of training, loyalty programming 
and are masters of their art who are prepared to wait 
years before striking or simply feeding a trickle of infor-
mation back to their masters in the towers. Most if not 
all practice the ancient art of dead drops, photo surveil-
lance, bugging, blackmail and simple observation and 
have a very low electronic signature or any other kind 
of fingerprint when it comes to work making them even 
harder to detect via normal network security monitor-
ing. A task made even more nightmarish for the fact that 
neither Darknight or SLA have any access to the sur-
veillance networks in the city. 
 
This underworld war of espionage is mostly bloodless, 
though from time to time the remains of someone ends 
up in a bath of solvents and completely unrecognisable, 
spies are a form of currency on Alkaline. They are 
traded and swapped in ‘prisoner exchanges’ either for 
POW or caught elsewhere in the universe, sometimes 
simply for hard cash and items of value to one side. 
To make a point of not sending in spies into the work-
ings of the Union, the UUC has been known to simply 
dump the corpse of those they capture at the gates of the 
embassy compounds as a warning not to do it. In the 
worst cases they’ve been known to dump up to 15-20 
corpses of an entire sleeper cell and it’s commanders 
there. Because unfortunately for SLA and DN, it’s not 
as easy as it seems here on Alkaline and the Union has 
lasted centuries by being smarter and better than both of 
them at this craft. 
 
They also can afford to hire the best in private, counter-
espionage agents anywhere in the universe, though the 
price chides them, the results are always positive and as 
good as Darknight and SLA are at this game, they know 
that enemy all too well and not to mess around. 
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Thresher Headquarters on Alkaline 
It had been rumoured that Thresher was under new CEO 
leadership for a few years with a sudden change of tack 
within the companies operations, the cessation of virtu-
ally all war world activity, massive increase in piracy 
and assaults on sensitive key areas of their enemies 
which has dealt terrible damage to SLA and DN was the 
first warning. Only one person outside the alien and se-
cretive company knows for sure, Depetris De’Mar of 
Tek Trex and she’s certainly not talking about it. Rum-
blings from other Union haulers also mentioned that the 
company was undergoing a massive growth spurt and 
obtaining massive amounts of resources, both on a civil 
and military level. The more astute recognise this as a 
sign of something big coming in the next few years, 
problem with Thresher being that they always hold their 
cards until the last minute so it’s anyone's guess as to 
what is going to happen.  
 
For the Union, the reappearance of Thresher on the 
open markets has been a mixed blessing, they bring 
with them civil engineering from another time, the en-
tire public transport and haulage system was overhauled 
by Thresher and runs to the microsecond in accuracy, 
never breaks down and has increased the productivity of 
the Union by untold levels where they cannot remember 
it being so good. They also welcome new markets to ply 
their space haulage, restricted and tightly controlled as 
they are, pay well and are trouble free. Only problem 
being that the Union haulers are limited to their largest, 
longest range vessels that can make the trip to the very 
outer known limits of the universe which is the sharks 
territory. A prospect which is fraught with risk and 
comparatively unknown journey sometimes, but they 
get paid exceedingly well for their efforts and always 
have something to bring back. Most commonly it would 
seem, reconditioned and reworked SLA and DN vehi-
cles, war machines, massive quantities of food and other 
luxury products which are a result of equally massive 
attacks by Thresher on enemy homeworlds. 
 
Aside from manufacturing and maintaining the Unions 
magnetic rail system and which is still being expanded 
they also provide training to the UUC, tailor made 
equipment, weapons, armour and vehicles which has 
brought them a new sense of security. Additional secu-
rity is also on call, should the Union be threatened by a 
something their UUC cannot deal with, the job is con-
tracted out to Thresher who turn up out of nowhere and 
annihilate whatever is causing that problem with the 
precision of a surgeons scalpel. 
Another service which is never spoken of is their 
counter-espionage units which work with the UUC in a 
semi-contracted manner when necessary and ruthlessly 
eliminate SLA, DN and any other subterfuge agents. 
This only comes down from the highest levels in the 
Union, the Thresher ‘Mole Finder’ goes about their 
business, sends back evidence and never is spoken too 
or even seen by anyone. After that, the UUC does the 
arrests and executions as required. 

As a public face, Thresher does little change the widely 
held opinion that they are nothing more than ‘a couple 
of mercenaries running around in big armour’ that just 
turn up and randomly start wrecking stuff and killing 
people. It works well to their advantage that it is all they 
are known as, that’s all people will have to assume but 
the truth of their operations has a lot of people in both 
SLA and DN very, very scared. Indeed, the Union has 
had pause to think once or twice as well about letting 
them anywhere near anything particularly sensitive and 
it hasn’t done Tek Trex any favours either in dealing 
with the Union. Except for the fact that they’re the only 
ones who can do the jobs required of them and haven’t 
really given them much cause to complain, they do 
however only deal through Tek Trex which in turn 
passes on the information to Thresher. 
The only other contact the general public has with 
Thresher is via TTTV shows, which are either just a mix 
of war footage, combat tactics and bizarre but strangely 
popular daytime soap shows. 
 
Their compound and embassy quarters are an 18acre 
square of starport grounds and simple black buildings 
made of an unidentifiable, RF absorbing material which 
don’t seem to have any obvious windows, very few over 
6 stories tall and no apparent ways in either. 
The are licensed to have 500 powersuit infantry onsite 
at all times, when quizzed as to why they only have 
1/10th of any other suppressor powers forces, they sim-
ply claimed that 500 was overkill as it was. Unlike nor-
mal powersuits, they range from the 3ton Sarge Suits all 
the way up to a dozen CIV, 10ton defence units which 
are more than enough to deter anyone from a frontal 
assault on their own. 
For air defence they have a small fleet of 24 HUN 1911 
fighter bombers onsite and some perimeter energy 
weapons which are capable of hitting high orbit but 
comply to the standards imposed on them by the Union 
for the purposes of being used for defence only.  
Automated defence grids in the compound itself are a 
holocaust for anyone stupid enough to feasibly actually 
get in there. Some are non-lethal, most are however and 
from all appearances in conjunction with the ever vigi-
lant powersuit pilots, bunkers and kill zones the place 
could swallow up a battalion of war world infantry and 
not even be mildly bothered in the least. 
Their licence allows them to maintain a fleet of 100 
shuttles and 100 dropships but their warships are only 
allowed in as an escort to their bulk haulers and not per-
mitted to linger for any longer than the duration of the 
haulers stay to put down its cargo and refill their holds 
with a limit of two escorts per hauler. This could techni-
cally mean there is almost a fleet of Thresher warships 
in orbit but they are so infrequent and rare the Union 
doesn’t believe this leniency is being abused. 
Technically even Thresher cargo haulers are warships 
but the UUC is hesitant to really complain overly much 
considering they only appear about 1 to 2 times a year.  
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Should the alliance with Tek Trex fold, which forms a 
vital part of Alkaline orbital defence be changed, then 
the policy stands to be rewritten but that seems unlikely 
at this point. 
 
Other sundry forces which are seen from afar are a fleet 
of 50 heavy lift VTOL’s, 50 Escort VTOL gunships, 
100 APC’s and 100 heavy transport Behemoth APC’s 
which do most of the ferrying of staff around Alkaline. 
In respect for their hosts, Thresher do not heavily arm 
the vehicles unless it’s absolutely essential to do so or 
they are requested to by the Union. A small force of 150 
administrative and management staff is on the base and 
rarely leaves it and even more rarely seen out in the 
open. There are 400 construction personnel which man 
the tunnel bore machines and lay the tracks down for 
the subway and freight networks underneath the planet 
and they’re never seen by anyone. They do have a force 
of some additional 400 security staff which have per-
mission to leave and escort the workers too and from 
the sites but most of it is done extremely low key. 
There is also a list of 300 training personnel who do the 
advanced training of UUC recruits but their operations 
are strictly limited to the polar bases from which they 
do that and the UUC is extremely active in maintaining 
their secrecy and identities. A list of 100 ‘other’ persons 
on the base are a mix of Ebb support, Shaktar relations 
and ‘Top Secret’ who provide covert support and ser-
vices to the Union at the highest levels. 
 
There is no ‘human face’ to Thresher, at best just a 
phone call to someone who will pass your message onto 
someone else who’ll get in contact with you, if it’s 
worth their while to do so. If you have the right connec-
tions, the majority of trade is handled by Tek Trex and 
they move a lot of sales on Alkaline. TT employees see 
this as a fairly sweet deal because they get a percentage 
of what they move and the customer comes to them. 
There's a lot of money at stake, thousands of recondi-
tioned and top quality ex-SLA and ex-DN military tech-
nology flows out of the cavernous holds of the Thresher 
fold-warships when they pull into port. These are exclu-
sively handled by Thresher however and only sold to 
people who the company trusts to buy them. 
TT handles the other incidental stuff, usually buying 
anything of note from first pick of the heap though, the 
massive food shipments, small arms and ammunition 
sales and sometimes reconditioned smallgoods and elec-
tronics gear which Thresher has fiddled with, removed 
the bugs and improved the quality. This re-badged 
equipment has a ready market due to it’s excellent repu-
tation and the company has founded it’s sales on exactly 
that, they don’t sell shit quality gear and they don’t sell 
it to just anyone. 
 
55 Trillion Uni’s a year goes through in sales, typically 
mercenary contracts to train armies and equipping entire 
planets with enough arms and armaments, planetary 
defence networks to stop even SLA or DN dead in their 
tracks for the private worlds that can afford it. Hopping 
on their coat tails are TT who set up communications in 

both the civil and miliary for those planets, usually with 
a couple of free TTTV transmitters and satellites for 
good measure. Both companies make enormous profits 
out of doing this and the Union is all too happy to haul 
whatever’s being sold to non-aligned planets as they’re 
another source of free trade in a now secure environ-
ment. 
SLA and DN resent the money TH and TT are making 
out of the deals on Alkaline but they where offered the 
same kind of contracts and failed to make good on 
them. Neither of the two largest suppressors are used to 
anyone but them issuing a contract which is half of the 
problem and the other half being that they are not 
adapted to a free market economy, both having run un-
der secular, enclosed state economies for the better part 
of 900 years. SLA Credit and DN Script buys you noth-
ing here on the free markets as they are simply based off 
State-Assets and issued as required to fill the void. 
The Thresher dollar does however buy you something 
virtually anywhere the Uni is traded as it is backed up 
by a reserve of materials specifically for that purpose 
and since 901SD has risen from a net worth of $1TH 
being worth 10u to a 906SD value of 15u and still 
climbing. 
 
Thresher are rich, fabulously so and from the accounts 
of TT and UU traders who’ve had anything to do with 
them on a business or personal level described their 
home worlds as being ‘impossibly wealthy’ and even 
just common workers there able to afford goods and 
housing which would only be afforded by the very 
wealthy executive classes anywhere else. What little of 
their culture within this secretive company is only 
known of from their soap operas on TTTV, which from 
all accounts from TT co-producers is deliberately taken 
down a few notches and made to appear realistic to any-
one else watching it. 
A slightly more disturbing, as if their military prowess 
wasn't enough, was a sense visitors have dealing with 
Thresher employees on personal or business basis is that 
they are extremely cold and calculating with outsiders. 
Not so much a prejudice, but more a sense of their own 
superiority and intelligence which some people take to 
be offensive simply by being ignorant of those they’re 
dealing with and Thresher not exactly the most under-
standing or sympathetic of most people. Indeed, the 
clinical precision from which they operate just seems to 
permeate down to all levels, be it their flawless features 
and alien products or the fact they can massacre an 
army with much the same precision as a surgeon remov-
ing a simple mole just all leads to the same conclusion. 
They might look vaguely human in some highly ideal-
ised sense, but they are completely alien as much as a 
shaktar or wraithraider is to humans.  
 
About the only real thing which can be bet on is their 
mercenaries honour, if they say they’ll build your 
bridge, consider it done, if they say they’re going to kill 
you, start writing out your last will and testament. 
They never, ever break their word on a deal, don’t be 
foolish enough to break yours on your deal with them. 
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More than just annoying little robots… 

...but we’ve got them too! 


