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New O.C.C.s

Talespinner O.C.C.
Also Known As: Johnny or Jenny Six-String and Badlands Bard

"If some day you're not feeling well, and you should remember some little thing I have said or done and if it brings a smile to your face or a chuckle to your heart, then my purpose as a clown as been fulfilled." -- Red Skelton

The Meltdown produced lots of displaced individuals who suddenly found their lives and careers swept away. Most of those that weren’t enslaved or killed by the Bugs found themselves forced to take up new professions. However, a few learned new ways to ply their old trades. Among those were the various entertainers that found themselves wandering the battered and ruined landscape of Free America. It was out of these people that the singer-musician-storyteller-clown known as the Talespinner, or Badlands Bard, emerged.

Welcomed by all but trusted by none, they have developed something of a roguish celebrity among the bunkertowns and villages of Free America. Plenty of stories abound of the loose morals of these men and women, some of which are true. But there are also quite a few whose first and only joy is the entertainment of others with a good yarn or hearty song. However, all of them have a love of travel and rarely stay in one place for longer than a few weeks before their wanderlust hits them again. After all, new places mean new stories to learn and new songs to write. Only those that are too old or too infirm settle in one area, usually becoming a fixture at the local saloon or dance hall.

Due to their wandering nature, a Talespinner’s life is often fraught with danger. As such, they have had to acquire a few additional skills to ensure they live to tell their next tale. It is not unusual to see a Jenny Six-String walk into a saloon with her guitar across her back and a Colt Python on her hip. Though they rarely carry anything larger than a knife or pistol, most are capable of handling themselves in a fight if hard pressed. Even the few that refuse to carry a weapon usually have some kind of hand-to-hand training.

Attribute Requirements: I.Q. of 10 or higher. M.A. of 15 or higher. 
Base S.D.C.: 30
O.C.C. Abilities and Bonuses: +1D6 to M.A., +1 to parry and dodge. 
Talespinning: As their name implies, Talespinners are master storytellers. The best have been known to move the hardest heart to tears and force even the most dour people to crack a smile at a silly tale. Though it isn’t necessary to do so, GMs may encourage players to role-play this out, assessing bonuses or penalties depending on how well the story was told. A failed roll means that the storyteller has lost the interest of his listeners, while a result of 96 to 100 means he has offended them! Base Skill: (M.A. + 20% ) +5% per level of experience.
Contacts: Like the Splatterpunk Ability (p.p.94 of the Systems Failure RPG), but applies to other Talespinners and those who deal with them.
O.C.C. Skill Programs: Domestic Program (+20%, but two of the skills must either be Play Musical Instrument or Singing.), Wilderness Survival Program, plus Streetwise (+15%), Seduction (+10%), and one of the following Modern W.P.s: Automatic Pistol, Revolver, or Sub-machinegun. At the GM’s option, and if he has the book available, he may allow the player character to take the Clowning skill presented on p.p. 7 of Adventures on the High Seas: Second Edition in lieu of one of the remaining domestic skills.

O.C.C. Related: Select six skills.
Communications: Radio: Basic only.
Domestic: Any (+10% to Play Musical Instrument or Singing)
Electrical: Basic Electronics only.
Espionage: Intelligence only (+5%).
Mechanical: Basic and Automotive Mechanics only.
Medical: First Aid Only.
Military: None.
Physical: Any.
Pilot, Basic: Any.
Pilot, Advanced: None.
Rogue: Any (+10%)
Science: Any except analytical chemistry.
Technical: Any (+10% to Language, Lore, Literacy, and Writing)
Wilderness: Any.
W.P.: Any, but Talespinners prefer weapons that are small and useable by one hand.

Secondary Skills: None initially. Characters may select one Secondary Skill at levels 3, 5, 7, 9, 11, 13 and 15.

Standard Equipment: Instrumentally inclined Talespinners will have their preferred musical instrument, usually something portable and classy like a guitar, trumpet, or saxophone and a case for their instrument. Other equipment will include 1d6 changes of clothes, a backpack, duffle bag, flashlight, knife, and a pistol with 100 rounds of spare ammunition. Also has $1D4x100 worth of additional gear, clothing, and supplies. The Talespinner has a 50% chance of owning a horse or some kind of beat-up motor vehicle (motorcycle, car, van, light truck) with a full tank of gas.

Money: $1D4x100 in precious metals and/or tradable goods.

The Upside: You are a wandering free spirit who isn’t afraid to experience new places and things. You can’t hear new tales or write new songs if you don’t go out and see the world, neither can you share those songs and tales with new people. Staying rooted to one spot is not in your nature.

The Downside: Your wandering nature often leads you into trouble, whether it’s a bunch of Bugs or the angry farmer who caught you with his daughter. People enjoy your songs and stories but they don’t trust you, especially around their women (or men as the case may be). Sometimes, it’s best to fall in with others who can vouch for (or cover) you. 

Experience Point Requirements For Talespinners: See the Splatterpunk table on p.p. 95 of Systems Failure.

Radioman O.C.C.
Once the Meltdown hit, the lines of communication (Radio, TV, the Internet) everyone had taken for granted were suddenly gone. Even when communications were supposedly restored, it was largely in the control of the Bugs. Nobody knew what was going on in the next town, let alone around the world. Thus, the Radioman became a vital link between the various free-thinking communities scattered throughout the post-Meltdown world. Most of the early ones were professional radio personnel from military bases and rural markets, though a few renowned national and international personalities did manage to escape as well. As more and more HAM and short-wave radio sets were scavenged and/or captured throughout the years, more and more Radiomen cropped up in Free America and an informal network of communicators started to form. Most of these men and women would be recruited by The League of Free Cities, NORAD, and, most importantly, the RFA-- Radio Free America. 

In many ways, their role as messengers and entertainers hasn’t changed much. They still relay news and play songs from the pre-Meltdown era. However, their lives have also become much more dangerous. Broadcasting stations are literally a beacon for Bugs and other, more human threats that don’t like what the station and its personnel have to say. As a result, only the most well-protected communities have a permanent radio station, and the multitude of others out there are highly-mobile, moving every few weeks to avoid capture or destruction. Smaller outfits such as militia units and splatterpunk gangs have learned the value of having a few radiomen of their own, as have the Bugs, so most prefer to capture them alive rather than kill them. Sadly, there are those evil and self serving individuals who voluntarily join such groups when their ideals coincide with their own, thus the radio waves become another tool in the arsenal of the bad guys as well. The Army of Stone , Convoy 99, the Dakota Minions, the Millennium Brotherhood, and the Parliament of Crows all have their own Radiomen on the payroll, spreading their own particular brand of man-made terror.

Whatever side of the conflict they are on, Radiomen have picked up a few new tricks of the trade. The most useful has been the ability to detect Bugs trying to spread misinformation via the airwaves. This skill arose in several places at once, believe it or not. It was discovered that Bugged radio (and even TV) broadcast equipment, gives off certain tell-tale signs which Bugs can NOT conceal. In audio, this takes the form of a faint, but high-pitched buzzing sound. When shown on an oscilloscope, it comes across as a narrow, but continuous fluctuation where the line should be flat. The buzzing and fluctuation are much more pronounced if the Radioman’s own gear is Bugged, which puts the unfortunate air pirate in a very dangerous situation. However, this means of Bug detection only works on Bugged equipment. The Radioman has learned to use that same discerning hearing to listen for Assassin Bugs and Silkworm Zombies trying to pose as freethinkers. Their incomplete understanding of human languages makes them easy to find for these trained listeners. Once they are rooted out, however, word quickly spreads that whatever frequency they are heard on is not to be trusted until the Bugs are located and dealt with, if possible.

Also Known As: Air Pirate, Hambone, ‘Jay, Jockey, and Wind Talker
Attribute Requirements: I.Q. and M.A. of 10 or higher
Base S.D.C.: 25
O.C.C. Abilities and Bonuses: 1. Bug Detector: Free-thinking Radiomen have learned how to tell if a piece of communications gear or a transmission has been affected by Bugs. Not as magical as it sounds, a radioman simply listens for certain background sounds or looks for certain wave patterns on an oscilloscope, as Bugs give off a distinct, but often very faint, “buzz” when inside a machine. Likewise, they can differentiate between the known types of Bugs and tell whether or not the Bug is in the equipment they are using (BAD DAY!) or are transmitting from elsewhere. 

When dealing with bugged Short-wave or AM gear, add a +10% bonus because the electromagnetic interference is much more obvious in these formats. Due to the Bugs imperfect understanding of human languages, the Radioman also gets +10% to detect Assassin Bugs and +5% to detect Silkworm Zombies trying to pose as free thinkers. Of course, voice detection of other Bug types is automatic, since they make no effort to conceal their inhuman nature (or are incapable of doing so). The bonuses to detecting by voice also apply “off the air” as well, making a field-mobile radioman an especially valuable asset to NORAD and other groups conducting action against the Bugs. Base Skill: 50% +5% per level of experience.

The Radioman may also choose ONE of the following abilities from below.

2. Stir the Masses: In the pre-Meltdown era, ‘Jays were literally the voices of their radio stations and the most talented among them could draw huge listenerships through sheer charisma. ‘Jays get a bonus of 1D6 to their M.A. They can also use their Mental Affinity to charm and impress as if it were the equivalent P.B. score. 

3. Keeping the Lines Open: A Radioman often has none but himself to rely on to keep his equipment running, so many have become experts in electronic repair. Selecting this ability gives the character an additional +10% to repair radios and similar communications gear. 

O.C.C. Skill Programs: Communications Program (+20%) and Technical Program (+15%), plus one modern WP.

O.C.C. Related Skills: Select six skills from the following:
Communications: Any (+10%)
Domestic: Any
Electrical: Any, except Advanced Electronics (+10%)
Espionage: Intelligence and Wilderness Survival only
Mechanical: Basic and Automotive Mechanics only
Medical: First Aid only
Military: None
Physical: Any except Acrobatics and Gymnastics
Pilot, Basic: Any
Pilot, Advanced: Helicopter only
Pilot Related: Any
Rogue: Cardsharp, Computer Hacking, Streetwise, and Seduction only
Science: Any, except Analytical Chemistry
Technical: Any (+10%)
Wilderness: None
W.P.: Any except W.P. Heavy and W.P. Energy Weapons

Secondary Skills: None to start, but select one at levels 2, 4, 6, 8, 10, and 12.

Standard Equipment: Most will not have their own full station set-up unless they live in a community that can support and protect one. The typical wandering Radioman will have a Ham-type radio set that they transport in a beat-up van, SUV, or similar large vehicle. To keep scavengers and other undesirables at a respectable distance and away from their gear, most carry a couple of firearms with 1D6 x 100 rounds for each. They will also have tools and $1D4 x 100 in spare parts to keep their radios going. 

Personal gear usually includes $1000 worth of stuff such as clothes, a flashlight, and so on.

Money: $2D4 x 100 in precious metals and $2D6 x 100 in tradable goods.

Upside: You spread the word far and wide about the Great American Bug Hunt, reaching out over the airwaves to the freedom fighters across the land with words of hope and encouragement... and a little bit of music.

Downside: You occasionally have to stay mobile to keep ahead of the Bugs and anybody else that may not like what you have to say. Occasionally, this displeasure takes the form of destroying or confiscating your equipment.

Experience Point Chart: Use the Sawbones chart on p.p. 93 of Systems Failure.

Wheelman O.C.C. 
Long ago, the roads and highways of America and the rest of the world were relatively safe. People and goods traveled freely from one end of the country to the other without fear of attacks from wandering Splatterpunks or hungry insect aliens from another dimension. After the Meltdown, travel, especially long distance cross-country runs, became very dangerous. The main roads became the province of wandering gangs of the newly emerged Splatterpunks. It was into this environment that the Post-Meltdown Wheelman was born.

The first Wheelmen were hot rodders, bootleggers, truckers, race car drivers, and state patrolmen. Over time, these men and women started to come together and share their expertise with one another, passing these skills on to the generation coming up behind them. These disparate backgrounds are reflected in the different careers Wheelmen choose, but they all have a couple of things in common with one another-- their love of their machines and their courage.

The Wheelman’s best friend is his Ride, an automobile that he has become so familiar with that it almost borders on obsession. Whether he’s a white hat lawman or a backstabbing scumbag bandit, his Ride is his whole world. It’s not uncommon for a Wheelman to talk to his vehicle like it was a faithful dog or best friend. In fact, many romantic relationships have been ruined because a Wheelman spent more time with his vehicle than with his spouse. In a few extreme cases, Wheelmen have given up their careers or committed suicide after losing their Ride. Most, however, will go through a period of mourning, typically a year, before looking for a new Ride. During this time, the mourner is considered off-limits by even the bitterest Wheelman enemy. Not even Miscreant or Diabolic Wheelmen will lift a finger against them. Once he’s back in the driver’s seat, which is usually announced by a wild celebration, he’s fair game again.

The courage of a Wheelman is widely known. One has to be brave to face the dangers of the road ahead. However, most are not fools and will avoid needlessly endangering their vehicles, themselves, and in some cases, their passengers and cargo. However, if their Ride or their passengers are in danger, they will fight to the fullest to protect both. It’s a point of pride for a Wheelman to get his charges to their destination safely. Wheelmen who regularly lose passengers and cargo get a reputation as a “black cat” and often find work hard to come by. Of course, many of the more despicable Wheelmen will find a way to twist the definition of a “safe” arrival.

Wheelman O.C.C.
Alignment: Any
Attribute Requirements: Good reflexes (P.P. 9 or higher), plus good P.E. and M.E. (9 or higher). A high I.Q. is also helpful but not required.
Base S.D.C.: 35
Special Abilities and Bonuses:
1. Defensive Driving: +1 to initiative and +1 to dodge while driving. The Wheelman gains an additional +1 to dodge at levels 3, 7, and 15.

2. Choice Ride: Every Wheelman has a “Choice Ride”, a favorite vehicle that they have come to know inside and out. The Wheelman knows exactly how it will respond in a given situation and how hard he can push it. This familiarity with their vehicle’s handling gives them an additional +2 to dodge as well as a +10% bonus to Pilot Automobile and Automotive Mechanics with regards to their Choice Rides. These bonuses apply only to operating one very specific vehicle. Even the same make & model will not get these bonuses. As most become attached to their Rides, this isn’t really a problem.

If the Wheelman loses his Ride due to combat, an accident, theft, or simple age (cars do eventually wear out), he temporarily loses his Choice Ride bonuses until he has spent six months to a year (1D6+6) with a new vehicle, familiarizing himself with it. Then, of course, its party time!

O.C.C. Skill Programs: All Wheelmen, regardless of their career path, get the Pilot, Basic Program (must be all ground vehicles) +20% as well as the following skills: Automotive Mechanics (+10%), Basic Mechanics (+10%), Basic Electronics (+10%), plus one Modern W.P. and Land Navigation (+15%)

The Wheelman may also select ONE of the following careers:

1. Freewheeler: Freewheelers are wandering bohemians. They travel as the mood hits them. Select one of the following skill programs: Domestic, Technical, or Wilderness Survival.
2. Long Hauler: Long Haulers are the stereotypical trucker types. +1D6 to P.E., +2D6 to S.D.C., and +10% to Land Navigation.
3. NORAD Wheelman: Military Basic Program
4. Peacekeeper Wheelman: Police/Law Enforcement Program
5. Splatterpunk Wheelman: Professional Thief Program

O.C.C. Related Skills: Select five skills from the following categories:
Communications: Radio: Basic only (+5%)
Domestic: Any
Electrical: Computer Repair only
Espionage: Wilderness Survival only
Mechanical: Locksmith only
Medical: First Aid only
Military: Armorer (Field), Camouflage, Find Contraband & Illegal Weapons
Physical: Any, except Acrobatics or Gymnastics. Hand-to-hand: Expert counts as TWO skills and Hand-to-hand Martial Arts (or Assassin, if evil) counts as THREE.
Pilot, Basic: Any (+10%)
Pilot, Advanced: Any ground vehicle (+10%)
Pilot Related: Any (+10%)
Rogue: Any, except Computer Hacking
Science: Basic Math only
Technical: Any
W.P. Ancient: Any
W.P. Modern: Any

Secondary Skills: None to start with, but the Wheelman may select one at levels 3, 5, 7, 9, 11, 13, and 15.

Standard Equipment: Personal equipment will include a conventional firearm of choice with 1000 rounds of extra ammunition. Wheelmen tend towards guns they can easily access while driving, such as pistols, sub-machine guns, and sawed-off shotguns. Additionally, they will have a toolkit for making on the spot repairs, $2D4x100 in spare parts for their Ride, backpack or duffle bag, flashlight, and $1D6x100 in personal gear.

Their Ride will typically reflect the nature of its owner. Long Haulers tend towards the larger vans and trucks. Peacekeeper Wheelmen will usually have tricked out police cruisers and pursuit vehicles. The NORAD ones typically drive Hummers, Gun Buggies, or whatever their current assignment has them driving. Freewheelers and Splatterpunk Wheelmen can be encountered driving just about anything smaller than a tractor trailer, but you can bet that its been modified in all the right places to do exactly what its owner wants it to. Exactly what modifications have been done to the Wheelman’s vehicle should be worked out between the player and the GM. Another thing to consider is that most Wheelmen will avoid super exotics like Lamborghinis and Ferraris, both because parts are harder to come by and because they tend to be big bullseyes for Splatterpunk gangs.

Money: Typically $1D4x100 in tradable goods or precious metals. Even though they can command respectable fees, most usually put the bulk of what they earn back into their vehicles and spend the rest as the opportunity presents itself. NORAD types get a monthly stipend of $100 as most of their needs, including vehicle maintenance, are taken care of.

The Upside: If anybody can get from Point A to Point B, it’s you. You know all the highways and backroads like the back of your hand and if push comes to shove, you and your Ride can outrun or outmaneuver any trouble encountered along the way.

The Downside: Fuel and parts can be very difficult to come by, and sometimes the only way to get either is to take them from some other scrub by force. Sometimes, that other scrub is you. Then there’s the fact that many people don’t get the special connection you have with your vehicle.

Experience Point Table for Wheelmen: Same as the Exterminator O.C.C. (p.p. 85 of Systems Failure).

Optional New Skills

Communications: Radio: Bug Detection: This skill enables a trained non-Radioman character to look and listen for tell-tale signs of transmissions or communications equipment that has been “Bugged” (as in controlled by the Bugs), including which type of Bug has control, this even extends to listening for Assassin Bugs and Silkworm Zombies posing as free-thinkers over voice transmissions. Because their training isn’t as extensive as the Radioman’s, users do not get the detection bonuses of the Radioman O.C.C. Base Skill: 30% +5%


Communications: Radio: Broadcast Equipment: This in-depth skill covers knowledge of the use of professional grade broadcast equipment used by radio stations during the pre-Meltdown era. This includes audio recording, editing, and mixing as well as the use of field (mobile transmitters) and studio gear (editing and transmitting gear). This may not be taken as a secondary skill. Base Skill: 25% +4% per level of experience.


Technical: Lore--Splatterpunk: Characters with this skill are knowledgeable about splatterpunk gangs and the splatterpunk culture in general. This includes knowledge of particular gangs’ customs, territories, signs, and methods of operation. Note that this information is not always current or accurate, especially with regards to splatterpunk gangs outside the character’s part of the country. Characters with the streetwise skill can roll to see if they know the same information, but at -15% to their die rolls. Conversely, using this skill to identify other criminal elements has the same penalty. Base skill: 20% +5% per level of experience. Note that Splatterpunks and Peacekeepers automatically get this skill at +20%.



New Organitech Weapons & Equipment


90mm “Shrieker” Projectile 
This is a modified 90mm shell which is designed to be used against the massive Rhino Beetles. Instead of doing heavy damage like a standard round, it attaches a “Shrieker” transmitter to the Bug’s carapace to disorient and distract it. Available for both 90mm recoilless rifles and 90mm cannons, though NORAD plans to make the round available for all standard US tank and artillery calibers (76mm, 105mm, 120mm, 155mm, etc.).

Damage: Recoilless Rifle: 2D4x10 S.D.C. 90mm Cannon: 2D6x10 S.D.C. Note that this is due to implantation in the hide of the Rhino Beetle. Once the projectile hits, the “Shrieker” transmitter activates, producing the standard effects described on page 135 of the Systems Failure RPG.
Weight: per standard 90mm shell. 
Cost: $5,000 per shell, but only NORAD has access to them currently. Given the right parts, a sufficiently talented munitions expert could duplicate the round without too much trouble.


ZC-1 Field Gun
The ZC-1 Field Gun is the Organitech equivalent to an artillery piece. Powered by a bank of six high-capacity Organitech energy cells, The ZC-1 can deliver a devastating blast of energy to targets up to a mile away. Its main disadvantages are that it is an energy hog and that it currently must be towed on a wheeled carriage, which limits its use as an offensive weapon. Plans are being made to mate the ZC-1 to a tank chassis, but this is proving problematic. However, a couple of NORAD AC-130 gunships have been retrofitted with the gun, replacing the 105mm howitzer.

Weight: One ton, including the field gun, energy cells, and tow carriage.
Damage: 1D4x100 S.D.C.
Rate of Fire: Twice per melee. It takes seven seconds to cycle another charge. 
Effective Range: 1 mile (1.6 km)
Primary Payload: 2 per energy cell, 12 total.
Reserve Payload: Not applicable. 
Cost: What, are you kidding? You really think NORAD would part with one of these?


Bug Buster
Over the past decade or so, NORAD and other groups have learned how to use existing pre-Meltdown technology to detect Bugs hidden in electronic equipment and hard lines. These devices, called Bug Busters, come in a variety of shapes and sizes, ranging from small handheld devices to field mobile units transported in vans or armored vehicles. They do have a few things in common, however. Bug Busters are typically made from damaged radio sets, with units larger than handheld size including an oscilloscope to aid in detection and identification of bug types. Bug Busters are often used in tandem with standard radio sets. Interestingly enough, this is perhaps one of the few standard devices that Bugs can not manipulate or control while inhabiting. However, the “noise” that the Bug generates will alert trained listeners to the presence of the Bug in the machine.

Weight: Varies. Typical weights are as follows. Handhelds: 1 lb., Portables: 5 to 20 lbs, Field Mobile: 50 lbs or more.
Detection Bonus: +5% for handheld units, +10% for portables and field mobile units.
Effective Range: Handhelds: 100 to 200 feet, Portables: 600 to 1,000 feet Field Mobile: 1 to 5 miles.
Cost: Parts and labor, if you build one yourself. Some of the more established communities let their portables and handhelds go for the bartering equivalent of $200 to $500. NORAD is more than happy to supply a few here and there to groups who support their interests. Field mobile Bug Busters tend to be the exclusive property of the community that made them and not put up for sale.

New Bugs


Rhino Beetle (Tier 3)
Rumors of massive, tank-like Bugs began to circulate in late 2009. At first many were skeptical, believing the sightings to be overblown reports of the well-known Bombardier Beetles. The rumors were confirmed in January of 2010 when footage from a reconnaissance raid into Atlanta, Georgia was presented to NORAD’s high command. Since then, other groups have confirmed sightings as far north as the old Canadian border and as far west as St Louis, Missouri. No word has yet surfaced as to whether or not the Rhino Beetles exist on the West Coast. Their existence worries the strategists at NORAD. Depending on how many exist and where, plans for Operation Landslide may have to be rethought.

The Rhino Beetles are the Bug counterpart to the Abrams Main Battle Tanks, both in terms of their size and their destructive capability. Unlike the Abrams however, their current role seems to be that of reinforcing the defenses of Bugtowns, Bug-held military bases, and power facilities, as very few have been reported in offensive strikes outside those areas. However in those few instances the Rhino Beetles, supported by Fire Ants, Killer Bees and Silkworm Zombies, proved to be capable of overmatching even seasoned militia units. The Kentucky Headhunters lost several of their M48A3 tanks in a confrontation outside of Mayfield, Kentucky when pursuing Rhino Beetles outmaneuvered and trapped them.

The Rhino Beetle is not infallible, however. In spite of its great speed, it can not walk upright and must support its bulk on all six legs. Consequently, it has proven be just as susceptible to anti-tank tactics (tank pits, land mines, etc.) as its mechanical opposites. In a few cases, Rhino Beetles have been neutralized by enticing them to cross bridges and similar structures that can not support their weight. The Rhino Beetle has its smaller brethren’s weakness to Bug-juice chemical weapons. Unfortunately current Organitech weapons like the heavier Bug Bombs aren’t as effective as they could be against the behemoths, so research continues.

Rhino Beetle (Tier 3)
Alignment: Diabolic
Attributes: I.Q. 15, M.E. 18, M.A. 20, P.S. 50, P.P. 9, P.E. 30, P.B. 4, Spd. 77 (53 mph/ 85 km) running.
Hit Points: 300
S.D.C.: 950
Natural A.R.: 16 
Horror Factor: 14
P.P.E.: 1D6x100 + P.E.
I.S.P.: 60 + M.E.
R.C.C. Skills (or Instinctual Equivalents): Swim 50%, Tracking (humans/humanoids, not animals) 75%, Land Navigation: 75%, Detect Ambush 50%, Detect Concealment 60%
Natural Abilities:
1. Bio-Energy Conversion: Unlike its smaller kin, the Rhino Beetle’s ability to convert into bio-energy is severely limited. It is unable to travel along hard-lines or even take bio-energy form without the presence of a Lightning Bug. Converting to energy form takes a full minute of concentration, during which time it may not perform any other actions. Machine Union is impossible for this Bug.

2. Bio-Energy Cannon(1): The massive horn-like projection above the head of the Rhino Beetle is a bio-energy blaster of formidable power, capable of firing shots powerful enough to reduce a tank to slag. The bio-energy cannon has an elevation and traverse of 30 degrees, requiring the Rhino Beetle to reposition itself to fire on highly mobile enemies. 
Range: 12,000 feet (3,660 m)
Damage: 5D6x10 from a standard blast , for a 1D6x100 double-strength blast, and 2D6x100 for a “full-power” blast. The double-strength blast counts as two attacks and the full-power blast counts as four attacks. Note that unlike the bio energy blasters mentioned below, this weapon can not be used for knocking out electronic systems, it is too powerful.

Note: The Rhino Beetle has difficulty targeting moving objects smaller than a Humvee with this weapon. It has a -5 to strike small vehicles and a -8 to strike man-sized targets.

3. Bio-Energy Blasters (2): Used for dealing with smaller foes, these weapons are vent-like projections on either side of the head. They have the same range and capabilities as the Killer Bee’s.
Range: 2000 feet (610 m)
Damage: 5D6 per standard blast, 1D6x10 per dual blast (counts as one attack). Note that dual blasts can only be fired at opponents directly in front of the Rhino Beetle due to the positioning of the blasters. Dual blasts at targets to the sides require it to turn and face those opponents.

4. Energy Attack as an Energy Being: No attacks are possible in this form, but touching the Rhino Beetle in this state inflicts 2D6x10 damage. 

5. Limited Invulnerability: As per the Army Ant.

Magic: None.
Psionics: Identical to the Army Ant’s abilities.
Attacks Per Melee: Five physical/ hand-to-hand attacks or five energy attacks. 
Damage: Rhino Beetles can swipe at enemies with their two front legs for 3D6+38 damage or punch with a closed fist for 2D4+35 (both include strength bonus). Targets may also be trampled or rammed for 1D6x10 damage. A bite does 4D6 damage.
Bonuses (including attribute bonuses): +2 to strike and parry, +5 to strike with Bio-Energy Cannon, +35 to damage (+4 additional hand-to-hand damage for every 20 mph of running damage), +10 to saver versus Horror Factor, +50% to save versus coma/death. Note: The Rhino Beetle is effectively a leader type, directing the smaller Bugs that fight in support of it. It suffers no penalties when operating on its own. 
Average Life Span: Unknown, presumably hundreds of years. 
Size: Massive. Estimated to be 25 to 30 feet long and about 65 to 70 tons.
Physical Appearance: Resembles a titanic Rhinoceros Beetle with a dark, glossy green-black carapace, a light grey underbelly, and brilliant blue-green eyes. The horn-like projection above and behind the Rhino Beetle’s head is a bio-energy cannon. Two smaller blasters project from the thorax on either side of the creature’s head as well.

Earthquake Beetle
(a.k.a. “Mole-cricket” and “Backfire Bug”)
The Earthquake Beetle resembles a smaller unarmed version of the Rhino Beetle, but with limbs built for burrowing and digging and no bio-energy armaments of any kind. It takes its name from its ability to topple the landscape by generating powerful shockwaves with drum-like organs in its abdomen, either as an area effect blast or a focused range attack. It is presumed that these Bugs, along with the Rhino Beetle, are part of a second wave of Bug forces arriving not only to secure energy sources, but to eliminate the threat caused by the increasingly bold humans. Currently, most are encountered in or near Bugtowns, but a few have been on forays out into Free America, typically in coordination with Killer Bees and/or Assassin Bugs.

Earthquake Beetles are especially feared in the Appalachian mountain range, where their abilities can cause landslides and other problems for militia-men and survivalists who might otherwise be safe from a Bug attack. Unlike other Bugs, Earthquake Beetles aren’t as addicted to hard lines, so they can operate in the field a lot longer than their other brethren. In fact, it’s been postulated by some observers, who have seen Earthquake Beetles apparently sunning themselves, that they prefer natural sunlight.


Earthquake Beetle (Tier 2?)

Alignment: Diabolic
Attributes: I.Q. 11, M.E. 14, M.A. 12, P.S. 45, P.P. 12, P.E. 20, P.B. 4, Spd. 22 (15 mph/ 22 km) running, 12 when digging through soil, 9 through hard clay, 6 through solid rock.
Hit Points: 95
S.D.C.: 305
Natural A.R.: 16 
Horror Factor: 12
P.P.E.: 4D6 + P.E.
I.S.P.: 80 + M.E.
R.C.C. Skills (or Instinctual Equivalents): Demolition * 60%, Swim 50%, Tracking (humans/humanoids, not animals) 75%, Land Navigation: 65%, Underground Navigation 85%, Detect Ambush 50%, Detect Concealment 60%

* In this case, it is the Earthquake Beetle’s ability to examine a particular structure or piece of terrain and determine where to attack it to cause it to collapse. They have no comprehension of the manufacture of explosives, but understand the use of such and can direct Silkworm Zombies and even Bombardier Beetles on where to place explosives.


Natural Abilities:
1. Bio-Energy Conversion: Identical to the Army Ant, but can not perform Machine Union.

2. Energy Attack as an Energy Being: None, but touching the Earthquake Beetle in this state will cause 1D6x10 damage. Its suicide attack can only be performed while in physical form. The Earthquake Beetle essentially builds up enough energy for five melees and blows itself up, inflicting 2D4x100 S.D.C. to everything in a 50 foot radius.

3. Limited Invulnerability: Basically the same as the Army Ant, but has greater S.D.C. and A.R. in physical form.

4. Echo-location: They can use this sonar-like ability to navigate underground and locate structural weaknesses. This is represented in the Demolition and Underground Navigation skill listings.

5. Shockwave: The Earthquake Beetle gets its name from its ability to use drum-like organs in its abdomen to generate powerful shockwaves to damage or destroy natural and man made structures. Evidently, these “drums” can be directed in some fashion, as both focused blasts and area attacks have been documented. In both cases, humans (and Silkworm Zombies) caught in the blast must save versus non-lethal poison or be rendered unconscious for 2D4 melees. Humans suffer an additional -2 to initiative and -6 to strike parry and dodge for 1D4+1 attacks after the blast. Bugs do not suffer from these disorienting effects and Silkworm Zombies recover at full capacity after 1 attack/action once they regain consciousness.

Area attacks are by far the most common of the two. Burrowing Earthquake Beetles will often use this attack just before surfacing to throw enemies off balance, or, if attacking a free-thinker base from below, to bring as much of the structure down on top the occupants as possible.

Blast Radius: 250 feet (76.25 m)
Damage: 2D4x10 to everything within 60 feet, 1D4x10 to everything from 61 to 125 feet away, 3D6+2 to everything from 126 to 250 feet (76.25 m) away. Note that damage and range are halved when this ability is used above ground.

Focused attacks are ranged shockwave blasts directed at a specific target. To do this, the Earthquake Beetle faces away from its opponents and raises its abdomen in the direction of the target. They are not accurate enough to target man-sized or highly mobile targets (can’t see behind itself well-enough to aim, -8 to strike), but are very effective at doing focused damage to structures and terrain.


Range: 500 feet (305 m)
Damage: 2D6x10 for a standard attack (counts as 2 attacks), 4D6x10 for a high-powered blast (counts as four attacks).

Magic: None.
Psionics: Identical to the Army Ant’s abilities.
Attacks Per Melee: Five physical/ hand-to-hand attacks.
Damage: Earthquake Beetles can attack with their oversized digging claws for 3D6+30 or crush-squeeze an opponent for 3D6+15 (half P.S. bonus applied). They can also bite for 2D6+6 (no P.S. bonus) with their powerful mandibles.
Bonuses (including attribute bonuses): +1 to initiative, +3 to strike and parry, no dodge bonus, +30 to damage
Average Life Span: Unknown, presumably hundreds of years. This form is believed to be a sort of side-step metamorphosis for Bombardier Beetles before transforming into the massive Rhino Beetle, however there is some evidence that suggests Fire Ants may directly change into this form, mainly the Earthquake Beetle’s use of six legs versus the Bombardier’s two arms and two legs. As no one has directly observed a transformation of one of these Bug types into another, this is purely speculation at this point. There’s even some debate as to whether or not this is even a Tier 2 Bug, but instead a Tier 3.
Size: Bigger than a Bombardier Beetle. Roughly 20 feet (6.1 m) long. 7 to 8 feet (2.1 to 2.4 m) tall when standing on its four back legs and weighs anywhere from 8 to 12 tons. Not quite as big as a Rhino Beetle, but I still wouldn’t want to get run over by one.
Physical Appearance: Black carapace with shiny flecks of blue-green. Deep blue underbelly. Arms are massive digging claws. Head is somewhat smaller than a Fire Ant’s with deep purple eyes.
Note: Because of their mass, they are unable to walk upright, much like the larger Rhino Beetles. However, they can rear up on four legs to engage in hand-to-hand combat. Also, the issues of stealth and size faced by the Bombardier Beetle are even worse. An Earthquake Beetle is completely incapable of prowling and can only conceal itself if it remains absolutely quiet and still (20% chance). Even if just walking slowly, the brute can be detected from up to three miles (4.8 km) away with a seismograph. Twice that distance if it is burrowing at top speed. Also, burrowing Earthquake Beetles have a distinct seismic signature, giving knowledgeable free-thinkers ample time to escape from their base... or be flushed out into the open.

Extended Timeline

2010: Human resistance to the Bug occupation steadily increases, even as the Bugs increase retaliatory strikes against free-thinking human communities. The hostility between both sides is especially strong in Dixie and Appalachia, where resistance fighters are reporting encounters with a new Bug being called the Rhino Beetle. On the other hand, NORAD has unveiled some of its own new toys and tactics as well. Splicer Teams Spider Bravo and Spider Echo, operating in the Atlanta area, field-tested new munitions and technology while conducting rescue raids in conjunction with the self-styled Georgia Militia.

Elsewhere in the U.S., reports surface of rivalries between different groups of Bugs fighting over what should be plentiful resources. This both puzzles and intrigues NORAD and other groups involved in the Great American Bug Hunt. Most of the stories seem to be coming from the West Coast, though there are rumors of similar conflicts south of the border in Mexico. One particularly respected West Coast Exterminator, calling himself “Shotgunlover”, headed up a squad that was able to get footage of a massive, days long battle in Sacramento between two apparently different groups of Bugs. Copies of this footage were disseminated to NORAD and other interested parties. No one is quite sure what this means.

Late in the year, the first envoys from the Mexican Army arrive in Colorado Springs, with news from the Big Sur and an offer of cooperation with NORAD in exchange for Organitech hardware. The Mexican Army delegation spends several weeks in negotiations with NORAD High Command before returning to Mexico, escorted by NORAD troops and carrying several cases of Bug Zappers. It is unknown what NORAD received in exchange, but security surrounding the Gideon Directive becomes even tighter than usual. Rumors circulate about NORAD developing giant Bug warriors. 

2011: This year is highlighted by a number of natural disasters which cause severe damage both to the Bugs and their human foes. The new year is heralded by an earthquake in the Pacific that sends thirty foot waves crashing against the coasts of Mexico and California, damaging power grids and aggravating the fighting between Bug factions over remaining resources. Later that summer, brushfires in California, Four Corners, and across Flatland destroy tens of thousands of acres of forests and farmland. Entire communities are destroyed, either by the fires themselves or in the aftermath. The incredibly hot and dry summer is cited as the main culprit, though there is some indication that the fires in Colorado and New Mexico may have been deliberately set.

NORAD sends out feelers, looking for parties interested in undertaking a joint mission with the Mexican Army deep into the Mexican interior, offering Organitech-based equipment and even a few weapons as payment in exchange for services rendered. The mission is to protect a vital scientific discovery as it is transported to the Mexican Army’s new headquarters. The selection process lasts from March on into June and a unit of 100 personnel makes its way to Mexico to meet up with the local forces. Field testing of Organitech Combat Walkers begins in May. They are approved for NORAD deployment in September, despite protests from some factions opposed to further developments in Organitechnology. During this time, the less radical AWV-2 Armored Walking Vehicle is also unveiled as well. It runs on an Organitech power source, but is otherwise developed from conventional Earth technology, utilizing armaments cannibalized from the Bradley IFV/CFV and various grounded helicopters. 

In Bunkerville, the Wyoming Free Irregulars find themselves fighting a small war with a gang called Hell’s Horsemen, an army of murderous white supremacists. The Horsemen use a variety of vile and underhanded tactics to seriously damage the Irregulars, but they are eventually routed and then destroyed by a combined force consisting of the Irregulars, several elements of various Bunkerville militias, and a battalion of NORAD troops supported by walking armored vehicles referred to as Spartans. The leaders of Hell’s Horsemen were tried and executed by firing squad at Independence Station, though several of their lieutenants managed to evade capture.

2012: The battle against the Bugs in Dixie and Appalachia takes a turn for the worse, as the various Southern communities’ rivalries flare up again. Supposed allies delay crucial aid at inopportune moments, ruining many NORAD-led joint operations and resulting in the capture and slaughter of hundreds of men, women, and children. Many militias learn only too late that their petty in fighting is what led to their destruction. In Florida and Georgia, the Swamp Rats have stepped in with the support of NORAD and Gulf State advisors to stamp out local rivalries and refocus attention on battling the Bugs. Along the borders of Georgia and Tennessee, the Georgia Militia and other groups are taking a beating from the Bugs. The Kentucky Headhunters lose nearly a third of their precious M48A3 tanks in a pitched battle with Rhino Beetles outside Mayfield, Kentucky on the Fourth of July. The Rhino Beetles were eventually defeated by luring them into situations where their size was a disadvantage, but only at great cost to the Headhunters.

Meanwhile, Area 51 begins to show signs of activity around its borders. Travelers from Utah, Wyoming, and Idaho report sightings of darkly painted aircraft, especially helicopters, with no identifiable markings patrolling the old borders. Many also report being stopped and turned away by soldiers in well-armed hummvees and light trucks. In the few cases where conflicts resulted, usually with bandits who didn’t know better, the soldiers had air support almost instantly and were able to drive off the bandits. For the time being, NORAD has ordered its forces to avoid any kind of contact with whomever or whatever has control over Area 51. However, it has set up listening and observation posts along the old Nevada border.

Activity in both Bugland, U.S.A. and Motown has peaked and declined several times over the past three years. This year, the Bugs in these regions seem to have pulled back to defending the Bugtowns, reinforcing them with ever-increasing numbers of the new Rhino Beetles as well as Bombardier Beetles and Army Ants. NORAD worries that the increased numbers of these giant Bugs may ruin their plans to reclaim the U.S. but preparations continue in light of the newer technology at their disposal, especially the newly deployed ZC-1 field guns, the AWV-2, and the Rossum-series Organitech Walkers.

2013: The present day. In the past four years, both the Bugs and humankind have learned more about each other and the war has taken some strange twists. New factions have arrived on the scene, creating new questions and posing new challenges. Rumors have begun to filter in from Mexico, proclaiming everything from the discovery of alien allies against the Bugs to an ancient pre-Aztec super-weapon buried deep in the Yucatan. More credible are the reports of contact with similar resistance movements around the globe via satellite communications.
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