
THE CITY CYOA

Disclaimers, and lore Dump:

The City:
A continental sized Megacity(Dated), or alternatively, a 250km²

city(updated), with 26 districts, each representing a letter in the latin
alphabet, and being controlled by a Mega Corporation who uses the
latter as its epithet. These Mega Corporations in turn are controlled

by an Organization named the “Head”, who is made by the
(A)rbiters, (B)eholders, and (C)laws. They are the ultimate law in

The City, and none can go against them. Each District has their own
culture, rules, ethics and so on, being effectively a country on their

own, no district is equal to each other.

The Nests and Backstreets:
A Nest is the area where the Mega Corporation resides, being rich,
safe, and overall a lot better to live in than any of the backstreets.

Treat it as living in the rich part of a country.
The Backstreets, however, are the slums, ridden with criminality,

homicide, and overall lack of justice, criminal syndicates thrive here,



as life is cheap, and people can die left and right without any
warning. The Backstreets are tough, but if you somehow survive,

and thrive there, you will be tougher than most. The level of danger
of backstreets varies between each other, and the degree of control

the Mega Corporations have over it. Same thing to Nests.

The
Corporations:
Each district has its
own corporations, with
its own functions. What
made a Corporation a
Corporation is a type of
machine known as a
“singularity”,
technology so
advanced that is
almost

indistinguishable from magic sometimes. Each corporation controls
a nest and a backstreet, with varying degrees of control and hold
over the backstreets and nests. When a Corporation falls, chaos
ensues.

Hana Association:



Think of them as the Big Boss of Adventure Guilds. The Hana
Association controls the entirety of a social position composed of
mercenaries, the “Fixers”, as the name suggests, they fix stuff,

going from helping fix a light bulb, to killing literal Demonic
Vampires.

The Hana Association can be broken down to its main Branch,
where they oversee the entirety of the fixers.

Then we have 12 Association, of them as Adventurer’s Guild inside
a bigger Adventurer’s Guild, which Association has its own

specialties, directives, work ethics, uniforms and methods, and
each organization oversees offices, Offices are minor organizations

of fixers.

Fixers:
Fixers,in a nutshell. are mercenaries, who do anything for money,

Fixer rankings work on meritocracy, the better you are, the better
resources you can have, better contacts, better equipment, etc.
Fixers use their Contracts report as a proof of their ability, each

contract done successfully helps raise their grade, the more
dangerous the better.

Fixers are divided in 9 Ranks, 9 being the weakest Rank of Fixers,
barely stronger than a group of normal thugs, and Rank 1 being the



strongest, being able to bring down Stars of The City, threats
dangerous enough to put entire districts in danger at once.

Offices abide by the 9 normal ranks.
There is a special Rank, however, named Color fixers, those fixers
are beyond the abilities of a Rank 1 Fixer, like the sky and earth is
the gap between their powers. Color Fixers have special powers,
equipment, or just overwhelming power that make them who they

are.
A power so great that makes one unmatched physically, the power
to jump in time, total mastery with many weapons, as well as using
special equipment to change weapons mid-attack. Color fixers are

monsters in their own league.

Ranged Weapons:
We do not know if it also
applies to things like bows and
blowpipes, but as far as guns
are concerned, they are “soft
banned” in The City, needing
special licenses to use them,
to buy bullets, and needing
specialized workshops to
make and sell them. They also

have limited firepower, which makes them “weaker” in comparison
to melee weaponry, also being very rare in The City. Against the
“weaklings”, these weapons would overwhelm them, due not
knowing how they work, but against adversaries of at least Grade 2,
those weapons start to fall behind very quickly. Guns are severely
restricted, needing proper licenses, to fixers and syndicates alike,
for them to be used. Those who use Guns without licenses, will be
quickly terminated by the Head.

Syndicates:



Being the unlawful counterparts of Fixers, Syndicates are made up
of thugs and gangsters who commit several shady, dubious

activities often linked to organized crime and share a common goal.
They tend to try to make names for themselves in the Backstreets
by black markets, contraband, and hit jobs. While they can do jobs
Fixers usually are hired to do, it's more risky trusting a Syndicate

than an Office or Association.

While Syndicates are generally criminal organizations, not all
Syndicates are actually bad though as some choose not to take the

responsibilities and restrictions that being a Fixer of an Office or
Association brings. Certain Syndicates even exist to hunt down

other Syndicates, resembling something akin to vigilante groups.
The guaranteed way to gain power in the Syndicates' social

hierarchy is to raid and wipe out Offices, the bigger and more
seasoned an Office is, the larger the infamy is gained.

Also, Wings sometimes hire Syndicates as thugs to handle
business they can't do officially. Syndicates are sorted in a
hierarchical system, with their powerful bosses dictating

Backstreets at the top, but the ones that stand above all of them are
the Five Fingers.



Threat Classes
In The City, the Hana Association classifies and ranks certain

threats and organizations based on how much people pay for it to
be eliminated. Though, this mostly goes hand in hand with how

dangerous the threats are as well.

Urban Myth: Threats that are unconfirmed as to whether they exist
or not, being noteworthy enough to catch the attention of the

Associations. Usually an Affiliate Office or similar will investigate on
their behalf, if the threat is confirmed to be real and active, they are

exalted to Urban Legend.

Urban Legend: Having a widespread influence on society, their
actions have made them known to nearly every person in a District.
They control a large power base and have bested previous Fixers

or Syndicates from removing them. These threats are what
Associations focus on, as the payout for these is significant.

The Stray Dogs are Urban Legend class.

Urban Plague: Threats that have disrupted society in more than a
few Districts, the mere mention of their name is sure to turn heads.
A challenge for even seasoned Associate Fixers, every mercenary

and Association will be out for these.
Yesterday's Promise was an Urban Plague.

Urban Nightmare: While few of them exist, these classes of threats
are capable of affecting nearly every District, whether it be Nest or
Backstreets. Their removal is of the highest priority, and even the

Wings will send their best to stop them.
The Distortion Phenomenons are one example of an Urban

Nightmare class.

Star of The City: These are the most dangerous and most powerful
threats to threaten City Society. An event that will go down in

history, all efforts will be used to put the threat down. Color Fixers



and the Hana Association are the first to be sent after these, as
they have the skill and expertise to handle them.

Stars of The City are often seen as something that the lowly citizens
and dredges aspire to be, not to become exactly like them per say,
rather to reach that same level of recognition, fear, and respect. It's
the main reason the Head does not go to wipe every Star out, as
they accept these aspirations. Even though many Stars are felled,

there will always be more to rise.
The "Eight Chefs" are one of the Stars.

Credit to Novoke’s guide, from where I got the Threat classes
from, the link to his guide and an overall guide to the lore of The
City if you guys want to get deep into it:
https://steamcommunity.com/sharedfiles/filedetails/?id=2098034966

THE CITY’S ECOLOGY
A cycle of violence perpetrated by the Head. The City’s ecology is

made to be as “brutal as (in)humanly possible”, with unending
violence and misery, making the City a hellscapes where no one
can, or chose not to, escape. For now at least, there is no way to

solve or fix the “ecology”, making the City stuck in a cycle of
violence.

https://steamcommunity.com/sharedfiles/filedetails/?id=2098034966


ARBITER, BEHOLDER, CLAW

The enforcers of the Head’s rules and laws. The Arbiters, wielding
powerful singularities in battle, capable of leveling an entire district,

The Claws, creatures or humans enhanced with powerful
singularity technology to make them into unparalleled murder

machines, having special syringes with singularity serums in them,
and The Beholders, the Tax Collectors of the Head, possessing

powerful telekinetic and clairvoyance powers, enough to transport a
whole nest out of the City.

The Main rules of the City, stated by the head:
1°: No machine shall resemble a human being, and no Artificial

Intelligence shall inhabit the City. The breaking of this rule
being the gravest crime in the Head’s eyes.

2°: You shall pay your taxes. Failure in doing so four times, will
warrant the visit of a Claw

3°: All guns in the City are licensed by the head, the ownership
of a non licensed gun will be punished accordingly.

SINGULARITIES
Advanced technology made by the Wings. The technology behind

the singularities are so advanced that they are almost
indistinguishable from magic. They can have a myriad of effects,

from ripping space and time, to manipulating it.



There are a myriad of Singularities, from the known wings, and the
fallen wings who went bankrupt, having their rights over the

singularity made public.

F-Corp: Singularity revolves around manufacturing Fairies,
which have the ability to 'open' anything, whether it be in a

literal or conceptual sense.
G-Corp: Its Singularity revolves around spheres which can

manipulate gravity.
J-Corp: Its Singularity revolves around producing Locks,
which keep anything 'locked', whether it be in a literal or

conceptual sense. J Corp. is a casino corporation, and its
Nest is known as a gambling haven; the Wing uses its

Singularity to keep its assets secure.
K-Corp: Their Singularity revolves around healing wounds

and injuries (both physical and mental) quickly.
M-Corp: Its Singularity revolves around the production of

"moonlight stones", which protect their user from
psychological attacks when worn.

P-Corp: Its Singularity is unknown but appears to be
related to food and preservation; it created the Shelter
from the 27th of March (an Abnormality in Lobotomy

Corporation), which contains a large supply of
nonperishable goods, and also produces large-sized tubs

of ice cream.
R-Corp: The true nature of R Corp's Singularity is cloning
T-Corp: Its Singularity revolves around controlling time,

mainly by locally speeding up or slowing down time
W-Corp: W Corp's actual Singularity is a "save point"

which can restore anything back to its original condition
as of the time of the save point, which they use together

with teleportation technology



Old W-Corp: WARP Corp's teleportation tech, which allows
for the creation of spatial rifts between dimensions, comes

from this obscure fallen Wing.
Tattoo Wing: This Wing created and patented

augmentation tattoos. It eventually collapsed, and its
patent expired. Afterwards, augmentation tattoos became
some of the most common body augment procedures in

the City.
Human Silk Wing: This Wing created technology which

could turn humans into high-quality silk for use in making
fabric. After it collapsed, the technology patent expired.

TIMELINE:

Before we can begin, choose one timeline:

The Smoke
Wars
(Roughly
10-15 years
before Library
of Ruina): A
good chunk of
The City is up
to wars, many
Wings,
mercenaries
and fixers
going to war
at District 12,

against the L-Corp. Now is a time of carnage, untold terror and
fright, dead bodies piling up at every corner of District 12, as well as
marching armies.



The City is in turmoil, more than what is normal, District 12 and
L-Corp is a literal country sized warzone. Take care, since it is more
dangerous than the norm around this time, but amidst the chaos,
there is also opportunity.

Lobotomy Corporation
(Roughly starts 10 years
before Library of Ruina):
With the fall of the
previous L-Corp and
rise of the new one, a
new, more potent and
“clean” source of energy
is being made by the
New L-Corp. The City is
relatively “peaceful”, as
much as it can be, and
is a good time to thrive

with “little danger”, as little as it can be, in The City.
Terrors, Monsters and Stars of The City still lurk, but not as
dangerous as they are going to be in the future.

Library of Ruina (Present):
After three days where the
Night shone like Day, the
New L-Corp fell, and in its
place, a strange construct
rose. One year later, the
strange tower started to
spread “invitations” to
people, luring them towards
its inside, their final
destination…
Beware, these times are as

turbulent as the Smoke Wars, with many dangers rising from



shadows, as new Stars of The City rises, and the Light spreads its
“gifts” amongst the people…
What role you will play on this, I do not know.

“Hm? What is that I’m seeing?” As if awakening from deep
slumber, you feel your whole body sore, trying to open your eyes,
you soon see that it isn’t possible, as if something blocked them
from opening, and something wet expanding below you. Or better,
spilling out of you. “This won’t do. Well, I should give you some
eyes, and stop the bleeding.” When you try to speak, question
what is the voice’s intention, your voice dies inside your throat, only
giving way to heavy and dry gasps.
“Don’t try to speak- Even if your body wasn’t in that state you
wouldn’t be able to anyway.” You can’t understand what is
happening, why your body is wet, what is being drained from you,
or why you can’t see, but can hear this person. “Oh, here it is.”
You feel something touching your head, or what is possibly your
head, before a sharp and intense pain spreads through your “face”,
excruciating, biting pain, but no matter how intense is this pain, no



word or even scream comes out of your mouth, only heavy and dry
gasps…
And then, light appeared, overstimulating your eyes, almost blinding
then, as they tried to adapt to the source of blinding light near them.
“These eyes are very bad, even to the standards of Rats. Anyway,
that's what you have.” You couldn’t understand the meaning of her
words, nor where the owner of the voice was. Still, trying to look
around, you could see your body, a big blob of flesh and bones
without form, just a mass of meat. You despaired at the view, trying
to scream what was happening. “It’s strange that they dispatched
me to do such a job. Hm, I’ll need to check something before we
proceed.” You could feel that the person who owned the voice was
moving away, as if sensing your chance, you try to crawl away, to
move to the opposite direction of the voice. Yet, your gelatinous
body refused to budge an inch.
Moments passed, as the voice didn’t return, leaving you alone, with
the blinding light, tired of feeling the burning pain, you chose to
close your eyes, waiting for the return of the voice, or for someone
to pull you out of your miserable state.
How much time passed? You don’t know, maybe some minutes, or
maybe hours. In such a state, knowing that would be impossible to
know. Yet, the voice returns. “So you are still here, well, consider
yourself lucky, if not by your strange circumstances on getting
yourself here, my superiors wouldn’t be so gentle with you.”
Even in this pitiful form, you could feel the malice and arrogance in
her voice, as if you would get anywhere with this body. “I’m not
good with this job, so I’ll try to finish it as soon as possible. You
are in The City. My most sincere welcome to you.”
“Well then, you are in no position to fulfill the ambition placed
upon you, not yet. So, I’ll need to mold you to fulfill those
ambitions. Don’t worry, you will have a choice, mostly.”
“Either way, you are in The City, this is the only City in the
world, beyond our borders, there is only a deadly desert, where
all the outcasts, and all that is not wished by The City, is cast



to. Be warned, if you too violate the Laws of The City, you will
be cast there too.”
As the voice continues, you can feel her tone become happier.
“The City is controlled by 26 Wings, Conglomerates who control
the 26 Districts of The City. With the Owners of The City being
the A, B, C Corporations, they are the only ones you need to
know.”
You don’t understand why the Voice is telling you that, nor her
intentions on doing so.
“Know that the Wings control the nests and districts, each
district has its own culture and ethics. Now, where are we going
to cast you?”

Starting Areas:

Corp/Nest-District 12: Depending on the time, the L-Corp may
have fallen, to give place to the Library, be active, or even be the
place for the Smoke Wars. Danger is average as expected of The
City, in the case of the Library of Ruina, the Danger rises to an
unprecedented level.



R-Corp/Nest-District 18: A private military group, they aren’t much
of mercenaries like the Fixers are, but rather act like a true Military
group, providing their services to other Wings, little is known about
their district, but expect a Militaristic nest, and a tad more rough
backstreet, also, I would suggest getting away as soon as feasible.

W-Corp/Nest-District 23: Their Nest as far as known is the
average nest of The City, but their backstreets is the most brutal,
survival of the fittest backstreet, with widespread cannibalism and
violence, only the strong survive there, only the strong can…

The Outskirts/Ruins: Much of The City has yet to be explored, but
if you so wanted, you can be beyond its walls, in the wastelands
made by war, plagued with monsters, abominations beyond
mankind, robots and much more. Or you can be below The City, in
the ruins of what was once there, just a little less, if not more,
dangerous than the Outskirts beyond The City… take care.

Other Districts: With the exception of A, B, C Districts, you still
have 20 more districts to choose from, albeit we have little to no
information about them.

“Then, what role do you want to be in?” The voice asks again,
not much as giving an option, but forcing you to choose, no input on
that matter.

Fixer:
You are a fixer, starting at Grade 9, the start will be a little rough,

but you can reach somewhere, in time, and with effort. Your abilities
are very varied, maybe training, maybe something you picked up

during work. Your mental resilience also is bigger than most.



Syndicate:
You are a man of Crime, part of a Syndicate, a criminal. You will

start as a Rat, the lowest, but soon will be able to climb the Ranks,
with some help.

You may not be the toughest or strongest, but you have a great
potential for growth, and getting people to see your ways.



Artificer:
You are an artificer, or at least, an apprentice to one. You will start

in an Workshop, in your chosen location if it is not in the
Outskirts/ruins. You have a knack for making weapons, and guns, if

your workshop is authorized to make them.

Distortion:
You are a Distortion, may or not be like the future distortions caused

by the Light if you are in the past, or are made by the light, if you
are in the present.

Either way, you are not exactly “human”, but something else, maybe
you are a Vampire, a monster or type of demon? Doesn’t matter.
You will start at Urban Myth Rank, being able to fight three or five

Rank 9 fixers from the get go.
Albeit the stronger beginning, you grow slower than the rest,

needing life or death situations to thrive, as well as facing stronger
opponents, which most likely will lead to your death. You either sink

or swim, no in between
Unless you were  inhuman from the get go, you somehow got

“distorted”, shedding your human form to a new, more powerful



shape, reflecting your desires, and the reason you distorted. As a
rule, you are more or less insane, or with mental instabilities, as a
distortion, to each degree, however, depending on how and why

you “distorted”.

By default, everyone starts at Grade 9-7.
A Grade 9 is barely stronger than a group of 3-6 normal thugs.

While a Grade 8-7 could dispatch  and handle groups and
groups of normal thugs with a breeze, maybe they can take

down an Urban Myth.
As a Distortion, you instead start as an Urban Myth threat.

“This was faster than I expected. Then, let’s go fourth to a “gift”
my boss is willing to give you.”

THE HEAD’S GIFTS
CHOOSE ONE



EGOist: You are
somehow more attuned to
the light, like a certain
legendary fixer. You are
now very likely to awake
E.G.O, or distort. If you
are already a distortion,
this can further enhance
your abilities down the
line.

Relic Gear: You got your hands on
an ancient relic, or perhaps your
benefactor gave it to you, anyway,
gain a super gear, it is damaged, or
just old, it will take time for it to
awaken its true properties, but when
it does, it will become a weapon on
its own league.

Wing
Experimentation: You
got yourself
experimented by a
wing, or perhaps your
benefactor decided to
play a little with you.
Anyway, your body is



stronger, made of tougher stuff than the others, your mind is
sharper, you are faster, and your strength is brutal. Your body is
far more willing to accept enhancements. The enhancements
given by the experiment are a cut above what is in circulation
through the City, a benefit of being experimented upon by a
wing.

A Special Power: You somehow
got a special power, maybe fruit
of a supernatural event in The
City, or of the malfunction of a
singularity. This power starts
weak at first, if you got spatial
teleportation, you can only
teleport a meter or two at most in
the start, as you grow stronger,
so does your power. Remember
to keep moderation about its
properties.

Superhuman Constitution:
You are a tough cookie, a
very tough one. Like a
Legendary Color fixer, you
are just built differently.
Wounds that would normally
spell death to anyone else
barely faze you, needing
ridiculous amounts of
damage to bring you down,
as your strength is also
inhuman, and wearing you

out is a chore. Choose either strength or speed, you have the



equivalent of a Tier III enhanced in that area, you are as
resistant as a Quality III armor focused on defense.

“Now, with this out of the way, time to decide your other
freebies” the voice again says in a cheerful way, well, at least for now,
you think is not that bad, or as bad as it could be.

YOU WILL GAIN 250 PERK POINTS TO SPEND ON
PERKS SECTION AND THE OTHER SECTIONS

BELOW
Firearm License (25): Straight from the head, you got your hands
on a firearm license, this makes you able to wield guns in The City,
as well as buy them and their ammunition. Gain one Gun Weapon
in the Equipment section below.

Standard Combat Style (15): This is a standard combat style to
complement yours, think of it like a real world equivalent, like
Karate, European swordplay, kenjutsu, and so on. Isn’t the
strongest in the world, but can be used to improve your base in the
future and even make your own style in the future, and is easier to
learn and improve.  Being very solid and reliable from the get go
Lvl 2 (15): You got your style, and made a unique variant with
them, maybe you wield a Zweihander that can set itself ablaze and
burn your enemies, or your punches generate small shock waves
explosions. It isn’t really unique, since it shares the base with the
standard style, but can be used to catch an opponent off guard
when they are only expecting the “basics''.

Unique Combat Style (5, Syndicate gains the first level for
free): Your style doesn’t have a traditional base, maybe you worked
on it yourself, or it’s a bunch of tricks you made yourself, who
knows. At best, your style is just fancy brawling



Lvl 2 (10): Your style is more refined now, could be said to be the
start of something great, as well as starting to be unique to you, and
maybe to those you teach. For now, it is crude, but can be refined to
reach greater heights.
Lvl 3 (15): Your style is as good as it can be, a fighting style truly
unique to you, made to match you, and only you. Your style is
harder for opponents to catch up to and get an appropriate read on
your movements, making it a good tool to tip the fights in your favor.
That is that, and this is this (15): You have a knack to get out of
troublesome situations, or making the best with what you can,
which means a lot in The City. You have a sixth sense for problems,
and a general idea of how to avoid them, and even if you should be
trapped in a situation where you cannot escape said problem, you
get a gut instinct that tells you the best way to avoid getting too
involved, or getting out without too much of a loss.

Chemical Abuse (25): Your body is very resilient, or just fucked up,
one of the two. The thing is, what would’ve killed someone from
overdose, matters little to you. You can use copious amounts of
drugs, steroids with little care, making you strong in the short term,
or just giving the extra kick you need to finish off some ordeal. The
steroids, drugs or chemicals you use are twice as strong, and last
twice as long as well.

Little Sun (10):
Something about you
feels… off, in a  good
way, of course. You
have a knack for finding
people who may think
like you, or just
converting people to
your side, should they
agree with your ideals
and objectives, it is not



strong enough to convert enemies to allies, or those who are
adverse to you, but to those who have no reason to hold a grudge
over you, it is good enough to leave a good impression over them.
Lvl 2 (15): Your smile warms the hearts of people, as well as
making them open a lot more easily to you of all people. You have a
way with the words, and an even better way with people, being able
to sway the heart of a grumpy, and apathetic fixer to your side,
should you show that you stay true enough to your own words and
ideals. Even changing the perspective of enemies may not be
far-fetched with your charisma… beware, those insane, or simply
uncaring enough can still resist your charisma, but those people are
very rare in the lower and middle echelons of society.

Backstreet Ghost (25): You are a master of stealth, being able to
blend easily with the shadows, as well as erasing your traces,
finding you when you don’t want to is a chore, needing the
searching party to waste many resources to find you. You are also a
specialist on fooling peoples’ senses, be it smell, hearing or sight,
making them unreliable to find you. Only those with massive
resources above you, or with masters in finding people in the same
level as you can catch you easily, everyone else under those
conditions having no hope whatsoever.
Beware, just because you can fool senses, doesn’t mean you are
invisible, should someone see you directly, they will be able to give
you chase or even catch you should the situation present itself.

Flesh is malleable (30): You are a master of molding flesh, and
crafting flesh puppets/golems, their strength may vary from the
“materials” they are made from (people), as well as your own
strength and ability. You know how to mend flesh and bones
together, and how to make powerful meat puppets for you to
control, and should you be a little more willing, even fuse people
together.



Booksmart (15): In The City, some would say that being Streetwise
is always better than being booksmart, this clearly is not the case
for you. You are very intelligent, being able to read through books
very quickly and absorb their knowledge with just one read, making
getting knowledge through books and instructions way more
efficient. Not only that, you also know how politics and laws work in
most Districts and Nests, with some luck being able to twist
something here and there for your favor, as long as The Head isn’t
involved.

The Wanted Mindset (20): You have a steel trap for a mind, being
able to stare into the terrors of the City with a better grip and more
calmer demeanor than most would. This doesn't make you outright
immune to the terrors and horrors, but you are far more resilient
and prepared to face them than most, as well as barely having any
sense of pain, for good or bad, you can push on where most
would’ve failed.

Unnatural Emanation (30): Maybe this is natural, maybe not, the
thing is, you have an affinity for an element, or type of aura, like
coating your weapons on fire, or manifesting a blood red aura that
can actually do damage. If it is a virtue of science, something
supernatural, or anything else entirely, is up to you. Have
moderation.

Script Obstination (15): Your mind works quite differently from the
normal citizen of The City, quite in fact, you are very intelligent.
Even if you aren’t an artificer, you have a scientific mind capable of
thinking about many theories, or their applications. You may not be
able to make master piece weapons, but you could invent new
technologies, given the right resources.
Lvl 2 (25): Should you focus on a single subject, and have the will
to carry on, you could reach and make something like the Cognito
or a Singularity, given enough resources.



Extreme Survivalist (15): Every district in The City is different from
one another, some have literal toxic wastes in their backstreets,
while some have a cannibalism plague, or just bullshit  nonsensical
laws. Not to you, you know almost every unwritten law to survive
each backstreet, who are the top dogs, and how to survive the most
toxic environments or just plain dangerous places in The City. The
only way for you to die is if someone actively aims for your head,
because the environment will not be able to do so.

Urban Movement (15): The City at best is a Daedalus’ Maze, at
worst, a non-euclidean labyrinth. You have a 6th sense regarding
the layout of The City, being able to navigate it, as well as making
mental maps, making you one of the few people with a “reliable”
mental map of The City. You also are able to move vertically
through the maze that is The City, making you better than the
average resident at parkour.

Junk Rat (35): Though most would call the ruins below The City
death traps, you do not, being one of the few capable of “exploring”
it with some reliability, to varying returns. Where others would just
see rubble, you can see intact objects, though the usefulness or
value of them may be another question entirely… Either  way,
where others see just scraps and ruins, you can find whole or even
working machines or objects, making you very crafty at exploring
the ruins for personal gain, better than any in The City.

Sculptor (35): Make no mistake, you don’t mold clay nor stone, you
mold out the human body, knowing how to make the procedures
needed to augment the body of another person, or if you are crazy,
yourself. You also do it with extreme mastery, knowing how to open
a person on the table in the most effective way possible, as well as
how to make enhancements work on their best shape.

Seeing the Problem (15): You have a special ability, much like a
certain detective, you can see the distortion phenomena as a



“distortion” in your vision, being able to tell with a good precision
when, or how much time is left, until someone distorts. may make it
harder to interact with people due everyone being “a little distorted”
one way or another.

SCREW YOU! (20): You are a ball of spite… and determination.
You have an endurance and resilience that most would feel
threatened by. It doesn’t mean you are particularly strong of mind,
but you are god damn stubborn. Losing limbs, going through hell
itself, would do little to shake your determination. Even if you had to
endure one million years through purgatory, your determination and
spite would stand unchanged. As long as you have an objective, an
aim, you will not stop until you reach it. Now, what happens after…

Cook (25): Oh well, you don’t cook food, but something way more
valuable. You know how to make drugs, most of them anyway. With
the exception of special serums, you are very apt at the production
of drugs, being able to make them even in the most subpar
conditions, at the price of the quality and safety of the drug.

Fixer Only Perks:

Silent Team Working (15): Working with headstrong or eccentric
individuals most of the time can be tiring, when you can work with
them at all. Gladly this isn’t the case for you. Even if you hate the
other party, as long as you don’t try to kill each other, you can work
flawlessly with them, even without trading a word. It works even
better with those you are acquainted with. Don’t make a mistake,
this is a valuable skill in The City.

Right Tool for the Job (15): Being flexible is the best quality for a
fixer, and you embody such quality. You are very adaptable and
dependable, being able to adapt to most situations and unforeseen
events, as well as being good at improvising on the spot. Only



things well out of your field of expertise, let’s say, making a firearm,
would leave you totally lost. As long as you have some knowledge
on how to do something, you can improvise, even if the result is
poor.

Detective (15): You are an oddball, at least, to some fixers. You are
an actual detective, with investigation skills. Your mind is sharper
than most, being able to connect dots that few others would have,
as well as being able to discern the core of the issues or the
mystery at hand at a frightening rate… It doesn't help much with
battles, though.

Association Contact (25): You have a very good relationship with
a branch of an association, or maybe being part of one yourself.
You have easier deals with said association, paying smaller fees as
well as being able to call a favor here and there, relative to your
grade, one way or another, you stand in a good light in the eyes of
one association. Be sure to not tarnish their vision of you. You
cannot choose the Hana Association or Tres Association.
2°: Zwei Association: Focus on bodyguarding, security services and
peacekeeping. Act as a type of Police Force.
4°: Shi Association: Focus on Assassination and Stealth
Operations, often clashing with the Zwei Association.
6°: Liu Association: Focus on direct combat and warfare
7°: Seven Association: Focus on collecting information and
investigation.
8°: Öufi Association: Oversee trades and deals

Weak Point Analysis (25): Fighting an adversary you know
nothing about is always tough. Well, for most people. You have a
very inquisitive and sharp mind, being able to study and learn of
your adversaries combat style mid battle, as well as focusing on
trying to find any weak spots you can capitalize on. This doesn’t
work only in fights, but as well in social interactions or



interrogations, with you having a knack to identify what tickles a
person or how to press their buttons.

ADVANCE! (25): When all of your partners, reinforcements and
allies die horribly you know you will not be amongst their ranks.
Being a fixer is a bloody affair, and a path with many roads that lead
to a horrible death. When your allies die near you, you will be
stronger, and grow stronger the more of your friends fall in battle,
until you can either escape, or kill, what killed your friends.

Snake’s Finesse (50): You
are very unique, yes. You
have an innate
understanding of martial
weaponry, being able to
master them in a matter of
weeks or months, on what
would take the entire life of
anyone else. You also are
very adept at including
weapons you master in your

fighting style with an impeccable grace and mastery. And few can
truly match you on skill alone in the weapons you master.



FURIOSO (70): You are a
beast, a monster, a
creature wearing human
skin. When your life is truly
in danger, and death’s at
your doorstep, you can tap
into a powerful, murderous
rage, becoming
unfathomably faster,
stronger, skillful, until you
kill everything you deem a
“threat” in your berserker

rampage, you will not stop, becoming an unrelenting killing
machine. For now, you have little to no control over when you
awaken such berserk mode, and when in such state, you are
almost guaranteed to lose your mind to the rage, but as you grow
stronger and more skillful the easier it is to handle and tap into this
rage

SYNDICATE ONLY PERKS:

Partners in Crime (15): Getting a faithful, and trustworthy partner
in crime is hard, very hard, but not for you. You have a way with
words, be it charisma,  logic,  bribes, who knows, to make people
more willing to do crimes for you, with you, as well as making them
more loyal to yourself, after all, if you get caught, so do they, so a
mutual benefit relationship is ideal, no?

Wildcard (15): You are very unpredictable, those who wait to see a
pretty criminal are in for a very bad ride. You can think in ways to
throw off what people would expect you to do, ignoring what little
sense people in the city have, trying to predict your actions is very



hard. Beware, if someone expects the unexpectable, you are in for
a bad ride too.

Tools of the Trade (15): Some would say that power and charisma,
are the only things you need to be successful as a criminal. They
aren’t  wrong, but not entirely right. You know your gimmicks better
than most, and have a hell of silver tongue. Being able to twist most
deals in your favor, and having a great knowledge of finances, as
well as where and when to strike to achieve most profit.

Scavenger (25): Being part of a Syndicate means that you always
are in a bad condition or another, unless you are one of the Fingers.
You are very good at scavenging, not relics or materials, but
scavenging bodies. Knowing how to kill your target while doing
minimal damage to their enhancements, for you to get a better profit
while harvesting its augmentations and organs to sell, few thugs
have a better or more precise hand than you.

Absolute Obedience (25): As long as you are the “top dog” in your
Syndicate, unit, or organization, you can command others with little
problems, no one would dare to challenge the command of the
“strong”, nor they would dare to disobey your orders. As long as you
keep your position as the “strongest”, or the highest possible in the
hierarchy, no one will dare to question or challenge you.
This obviously doesn’t work with those outside your Syndicate, or
those stronger or equal to you.

Great Chef (25): Cannibalism is one of the few “true” taboos in the
city, depending on which district or backstreet you are in. For you,
however, it is an art. You mastered the art of devouring people,
maybe you use them as an ingredient to more elaborate recipes,
maybe you eat them raw, as long as you eat someone, you get get
stronger temporarily, adding their strength to yours for some hours



Only the Strong can be
Carefree (30): You are
strong, stronger than the
average thug. You could
roam the streets carelessly,
even without a weapon in
sight, that people would
naturally stand aside from
your path, those weaker
than you stand aside in
submission,  and those
equal to you feel threatened and weaker in your presence, should
they be your enemy. Even if those weaker than you disregard the
warning your mere presence is, they would soon regret such
actions.

ㅈㅑㅣㅣ ㅐㄹ ㅅㅗㄷ
ㅔㄱㄷㄴㅊㄱㅑㅔㅅ (50): Be
happy, because the Index is
with you, quite figuratively, quite
literally. The prescripts will
never disfavor you, even if you
are not part of the index, and
should you be in grave danger,
the prescripts will order the
nearest Index units to your aid.
Beware, it is not universal, nor
it is infallible, but everytime is
possible, the prescripts will
favor you.

ARTIFICER ONLY PERKS:



Quick Note: This operates based on your level, so you
make splendid stuff relative to your level or one level
above what you currently are, if it's a very good item.

Creative License (FREE): Some weapons can be very strange in
the city, like oversized swords and cannons, jousting spears being
actual weapons, or guns that look as if they should be toys, yet they
all work somehow. No matter how goofy your weapons look, no
matter how strange their shape is, they will work somehow, and
work as intended.

Gun License (15): You are part of one of the Workshops allowed to
produce and make guns, as well as ammunition, rejoice.

Intricate Designs (15): You are very good at your job, designs you
make tend to be near flawless and very efficient, as well
cost-efficient with the materials and time you spend working on
them. More High Class clients tend to just shrug it off or don’t care
at all, but with more humble clients, such designs can be the matter
of life or death.

Special Capacities (25): Weapons with special abilities are not
unheard of, and you have the capacity to make them as well, like
making a high frequency blade or a sword with a blade of fire so hot
that it is able to melt buildings. With the right materials, methods
and technology, it is right up your alley to design weapons.

I’m also a Fixer (25): You not only know how to manufacture
weapons, but how to use them in combat as well. For every weapon
you make, you also know to properly use them in combat, to the
maximum efficiency you can muster.
Weapons specifically made for someone may lower your
compatibility with a weapon, but this doesn’t stop you from kicking
ass while using them.



It is highly advised if possible, to keep copies of weapons you make
at hand’s reach.

Tres Association backing (30): You have the help of Tres
Association, at least, are on their radar. They may supply your
Workshop from time to time, or help you through a bad month, for a
price though. Overall, you get many more jobs than you would
otherwise, as well as having some financial backing here and there.
You are in very capable hands.

Mastercrafter (50): Few can match your ability at manufacturing
items, every piece you make is mastercrafted, few to none at your
current level can match your manufacturing abilities, with the right
tools and materials, you can produce items that punch even above
your current level too. But beware, a faulty design can lead to
catastrophe, no matter how good the production was, so don’t be
too quick or skip steps while making an item, haste is the enemy of
perfection after all.

S-Tier Atelier License (80): Your workshop, or the one you work in,
is one of the few workshops allowed to make “s-tier” articles, the
highest and most well crafted items in the city. You may not start
exactly there, but you have the right, the license given by the Head
itself, to produce such items, even “true guns”, without the Head’s
restrictions.



DISTORTION ONLY PERKS:

Inhuman Form (FREE):
Even if on the outside you
can look human, or vaguely
human, your insides work
differently.
The form reflects why you
have “distorted”, reflecting
your innermost desires and
your “soul” in a certain way.
A blow to the chest may or
may not be fatal depending
on how your physique
works. If you were to be

made of wax, killing you with normal slicing attacks would be very
hard, but using blunt attacks or fire would work very well. Keep
moderation.

Supernatural Aspect (FREE): You
have a supernatural power, truly
supernatural, logic defying power.
What it is, is up to you, and what type
of distortion you are, but this
supernatural power is the base of
your strength.

Blend In (15): Unless you are an absolutely inhuman monster, you
know a thing or two about blending in with the masses, especially
due your situation, as you can be a pretty good target for Fixers
aspiring for greatness, knowing how to keep a low profile is
paramount.

Relatively Stable (15. Incompatible with Ms. Sunshine):
Distortions generally have many screws loose or some kind of



insanity or mental instability, but in comparison to your pers, you are
very sane and level headed, for a distortion. This will help you to not
make needless enemies, and to better plan for the future or in
battle.

Enhanced Aspect (25): Your
power as a distortion is further
enhanced, getting more
usability, as well as
“branching” out into new
powers related to your
primary, the usability and
versatility being entirely based
on your primary power and
reason as a distortion. For
example, if you control blood, not only your control would be
enhanced, but you would be able to control the level of iron on it,
being able to make it as sharp as a sword, but still as malleable as
a liquid.

Parasitic (40): You are a very special type of distortion, being able
to “spread”, you may have been turned into a cursed object, or just
a set of actions or emotions capable of making others “distort”.
Either way, you are a distortion capable of affecting more than one
person, maybe making an extension of your distortion, or just have
them be like sleeper agents to your power. Have moderation.

Crying Children (70): Like the
distortion Crying Children,
you have the power to split
yourself “endlessly”, making
minor Distortions as your
minions, they can act
independently from you,
while still being in your



control, and as long one of them stays alive, you can still
survive, albeit in a weakened state. Your minions have weaker
versions of your powers, and you do have a limit to how many
minions you can make at once.
At first, you can only have three minions at the same time, but
the quantity you can hold at the same time can grow as time
passes and you get stronger.

It doesn’t need for you to “actually split”, serving as a minion
producing power, reflavored to suit your theme.

“Philip” (90): Like Philip, you have a
greater potential for evolution, being
able to mold into new forms far more
easily than your distortion peers, but
beware, sometimes not all forms are
direct enhancements, if you are in a
very weakened state when you
“change” to your new form, this form
will be weaker than your previous
state, but your next stage will be
stronger.
For a Distortion whose life is always

on the line, this is very useful.

EQUIPMENT DESIGN SECTION:
YOU GAIN ADDITIONAL 100 POINTS TO USE IN

THIS SECTION
ARTIFICERS GAIN 150 POINTS TO USE HERE

INSTEAD
Your weapon is based on “quality”, the higher the quality,

the stronger, and the more abilities they have.



Quality I: Your equipment weapon on the city, particularly
strong, your run of the mill tool/weapon/armor.

Weapons costs 40
Armor costs 30

Quality II: Your equipment has some vintage on it, being
stronger than the weapons most low level members of

syndicates, or grade 9-6 fixers can muster. It is not
something you see too often, but not too rare either.

Weapons cost 70
Armors cost 50

Quality III: Your equipment is unique, with few others with
the same quality going on in the City, truly a rare object. It

has some special properties that differ it from others.
Weapons costs 100

Armors cost 80

Quality IV and V exist, but are far beyond what someone
like you can get.

A Good warning, armor can’t make you invincible, nor can
a weapon make you unbeatable. Have moderation.

Relics are decayed Quality V objects. With time and
maintenance they can achieve their original prowess. Until

then, treat them like high Quality III objects.

Other Options:



Abnormal (100): Your equipment is abnormal, maybe is the
prototype of an EGO, maybe is from the ruins, or a failed
experiment from a wing. Either way, your equipment is very special.
Examples: Black Silence’s gloves, a glove that can store almost an
indefinite number of items. It doesn’t make your item unbeatable,
but makes it very special. (Relic can choose this for free)

Gun (requires gun license, 25): You have an honest to god gun,
with every document filed, and all sanctions in order. Guns cannot
go above Quality II. Subtract the price of the gun from the Quality,
you pay 45 points for a Quality 2 Gun, and 15 for Quality I.

PRE-MADE WEAPONS
For those of you who don’t want to design one

QUALITY 1:
Savior’s Blade (30): A blade that can set itself on fire, it is very
direct on its job, but being very reliable as well as sturdier than a
weapon of its class should be. It can be anywhere in length from a
Longsword to a Zweihander

Batton-Shock (30): Besides its odd name, this is a very reliable
weapon. Being able to discharge great electricity into an enemy,
effectively stunning them or electrocuting them. It has an alternative
form where the batton transforms into a one hand sword, having its
edge enhanced by electricity

EXPLOSIVO! (30): A pair of brass knuckles with a very peculiar
ability. On hit, it makes a small explosion against a target, and as



you hit it successively, the explosion becomes stronger and bigger,
doing more damage against the target. Beware, after 20
consecutive hits, EXPLOSIVO! Overheats, needing 10 seconds to
cool off, if you attack with it in an overheated state, it will do more
damage, but you will suffer damage as well. If you don’t let it
overheat, it will need around 10 seconds to cool off.

QUALITY 2:

Lil’ Ripper (50): An
interesting weapon, for
sure. It is a scythe with
multiple forms, it can
divide itself into two
other weapons, its blade
becoming a sword, and
its handle becoming a
spear.
This is not what makes
it interesting, this

weapon can enhance its speed with each attack, using nanites, as
well as enhance the user’s speed while wielding it, making them
into  a gale in the battlefield, as well as unleashing waves of cutting
air. When on spear or sword form, the effects are diminished to
around half of what it normally should.

R-Shield (50): What an odd choice for someone in the city, instead
of a weapon, you wield a shield.
This shield is extremely sturdy, being able to shrug off and resist
most blows easily, but its true power lies absorbing physical attacks.
If it is hit with kinetic energy, it can store the energy for later use,
effectively making it almost immune to blunt attacks.
It can store up to a grenade worthy of energy, and is able to free
such energy forward like a cannon.



Explosion Hammer (50): A very simplistic hammer in theory, but
this one has more going on for it. With each hit landed, the hammer
releases a great explosion, hitting the targets with a full blast
alongside the impact of the hammer itself. Even if it misses, it has
enough firepower to break concrete and send fragments like bullets.

QUALITY 3:

BFS (70): A big fucking
sword, it is probably
bigger than you are. It is
extremely heavy, and
sharp. But it is not the
only thing it can do. By
pressing a trigger in the
handle, the blade opens
to allow energy to exit it,
engulfing it and making
an energy blade. This
energy blade isn’t sharp,
but can punch holes
through armor and melt
steel and concrete with
ease, as well as having

energy blasts to attack nearby hostiles, albeit with a very much
lesser damage than the blade has. Should you want it, you can hold
the trigger to charge the blade, and discharge the energy into a big,
destructive wave of energy.

Flume Spear (70): At first glance, it appears like your ordinary
spear, but this is where the similarities end. The spear has a
complex system of flexible pipes and steam engine inside of it,
using water canisters and a battery to turn it into steam that
empowers it. The spear can release the steam with varying degrees



of pressure through its upper handle and head, being able to use it
to cut through rocks and metal, as well as boiling people alive or
using it for movement with blasts of steam aimed at the ground.

PRE-MADE ARMORS
For those of you who don’t want to design one

QUALITY 1:
Standard Uniform (25): A very standard uniform, has some
defensive capacities, enough to stop common knives and blades
from piercing or slashing it, but anything higher can do some
damage. It is painfully average…

QUALITY 2:
Fire Mesh Suit (40): A uniform made with special strings, it is very
resistant against fire, as well as acids and hot temperatures in
general, but is very average or below average on the rest, even
more so in actual protection against slashes and piercing.

Association Grade (40): A strong and fine suit, mostly lacking any
defense against special effects such as fire, acid or freezing, being
average against all of them in trade for being very good at taking
hits. Quality I weapons find it hard to even scratch the thing,
needing the highest of their class to pierce it, Despite it faring more
poorly against Grade II and beyond, it can still protect you from a
death blow or two from the higher weapons.



QUALITY 3:

Sharp Suit (70): A damn
fine suit made out of Nuovo
Fabric, it has above average
protection against most
weapons, being very
resistant against II, and
obviously making weapons
of Grade I all but useless
against it. It lacks any
resistance against special
effects, but it is pretty damn
durable.

Rabbit Uniform (70): It isn’t
anything like the image you have in
your head, I guarantee. It is a full
body military uniform with some
hazmat suit tossed in the middle as
well. It is very average defensive
wise against most attacks, but this
isn’t where it shines. Be it radiation,
poisoned mist, burning heat or
freezing temperatures, it can get
through it. Most environmental
effects can do little to nothing to
this uniform, as well as having a built-in mental defense property as
well. Sadly, its defensive abilities are just slightly above Association
Grade.

OVERALL ITEMS:
Not exactly equipment or weapons, but tools, drugs or

other types of items and/or consumables, including



buildings and land vehicles. You have 50 points to spend
here.

Serum Cocktail (30): You have a set of three small boxes with one
time use of Serums, each box containing 3 serums of their
respective type.
Serum S greatly enhances strength for a limited time, doubling or
tripling it.
Serum R enhances your movement speed and reflexes by two fold.
The last Serum, Serum P, makes you unfathomably resilient,
making you able to ignore most attacks and damage and breeze
through them as if they were wind, as well as making you stronger
and faster, although not to the extent of Serum S and R, beware
that at the end of Serum P effect, the tiredness and wounds will
come back all at once, leaving you in a weakened state if you
sustained too much of damage while under its effects. You get new
boxes of Serum through your local drug dealer each week.
Take note that these serums are way more potent than most drugs
in the backstreets, and using them in rapid succession, or more
than one serum at once may leave lasting severe effects on your
body. Chemical Abuse lessens the after effects on the body.

Vehicle (30): You have an automobile, a car, maybe a motorbike.
Either way, you got a faster means of locomotion through the City.
This vehicle is very sturdy and capable of withstanding many hard
hits before showing any problems, being optimized to consume very
little fuel while it works.
Vehicle 2 (20): A special model above the average vehicle, this one
is totally customized to suit you, being faster and sturdier, with a few
features not present in common models It may have some special
features like a turbo function.
Vehicle 3 (20): Above and beyond the typical custom vehicle, it has
more than a single special feature, it may be able to float through
G-Corp technology, being able to run on even on the most
gruesome terrain, or through the side of buildings, maybe it is a



great weapon, either way, it is an object d’art bound to invoke
jealousy on many.

Medkit (20): This is no normal medkit, but rather a H-Corp medkit,
being able to stitch together and heal most non-fatal or severe
wounds and normal diseases, as well as dealing with fatigue and
such problems, It comes on the form of a syringe full of a orange,
glowing liquid.

Moonlight Stones (25): You have access to 10 high grade
moonlight stones, objects that can be embedded in armors, or
amulets, capable of shielding the mind against psychological
attacks and the terrors of the City. Even the Light would have a hard
time trying to carve its way into your mind

Faeries (25): You have access to ten faeries, beings made by
F-Corp Singularity, being able to “open” things. The faeries you
possess are able to open doors, locks, as well as memory of
people, should their mind be weak enough. They recharge after a
week.

Locks (25): You possess a set of 5 J-Corp Locks, products of their
singularity. It is able to “lock” something, be it a door, memories of a
person, or even their actions. The locking of objects is easier than
the locking of the parts of the mind, as well as actions. When
locking the action of someone, they stand still for 3 whole seconds.

Fabrication Kit (25): Should you know how to do it, you now have
a station to manufacture your own drugs. Depending on the drug
and your ability, it may take more or less time, but this will help in
their manufacturing, as well as halving the time needed to make
most drugs, creating better, purer drugs for use.

Tailoring machine (25): Albeit being nicknamed “machine”, it
is in truth, a miniature of a carnival member. Or a pygmy that



joined the carnival. Anyway, it is now in your possession. It has
all the properties its big cousins have, of turning people into
silk, but on a very minor scale, it also has the tailoring abilities.
It is very weak, and provides no combat power whatsoever, but
is very good at tailoring, even with its small size, it can keep up
as if it was one of its bigger cousins. It is strangely loyal to you.

With the “gifts” of this voice, you now have clothes, and weapons,
for this new reality ahead of you, yet, you feel that they aren’t done
yet. “Now, to the last perk my boss is willing to give, we cannot
let you go with such a frail, unaugmented body, can we? I
promise, those augmentations will be fast, and painless ~” and
then, you saw only darkness.

Body Enhancements:
YOU GAIN 80 POINTS TO USE IN THIS SECTION

ONLY
In the City, one who doesn’t enhance their bodies is

doomed to a life of misery if they live in the Backstreets
or are Fixers or Criminals.

The only way to attain true strength is through body
modifications and enhancements.

There are three main types of Enhancements:

WING EXPERIMENTATION GAIN ONE TIER III, AND
TWO TIER II ENHANCEMENTS FOR FREE

Tattoos: Tattoos use nanomachines to enhance the
body part they are on, giving a great boost of strength,



albeit only enhancing what you already have, not
adding anything.

Cybernetics: Cybernetics are obvious, using machines
or machine transplants to replace your weak,

disgusting, rotting and feeble flesh. There are many
applications, from prosthetics, stronger limbs and
organs, to full body replacement, albeit the latter

having a far bigger price…
Biological Implant: You are adding an extra organ to
you, be it additional arms,  claws, tails, who knows.

They also work on enhancing what already is there with
chemical or biological therapies, or just taking out

parts and replacing them. From making your muscles
denser, to changing your whole skeleton structure, if

you can pay, is within reach.

TATTOOS
Enhancement of the body using nanomachines infused
with ink or other materials that stick and fuse with the

body.



TIER I (20):
Your tattoo focuses on a specific set of limbs, like arms,

legs, or in an area, like shoulders and upper back,
enhancing that area. It boosts the chosen area to twice its

strength.

TIER II (30):
This tattoo is bigger, and has more advanced effects with

more finesse too. For example, a tattoo on your arm would
not only enhance your arm but your shoulder as well, While
a Tier I Tattoo would enhance your strength only by twice,

this type of tattoo could almost reach your strength by three
to four-fold.

TIER III (40):
This is one of the best tattoos someone of your grade can

have, greatly enhancing your whole body, rather than just a
limb or area. Being able to enhance your body to about five

fold its previous strengths.

CYBERNETICS
REPLACEMENT OR ENHANCEMENT OF BODY PARTS

THROUGH MACHINES



TIER I (30)
You have a minor replacement, maybe your hand is
prosthetic, or you have your grip enhanced by some

kind of machinery, or your eye is artificial, is  up to you
to decide.

TIER II (40)
You have a major organ or part of your body replaced

by a machine, think of it as your lungs or maybe a
piece of your brain, replaced entirely. Or maybe you

replace your entire arm or shoulder with a mechanical
claw.

TIER III (60)
A major part of your body is replaced by machinery, or

you have a full body replacement, having only your
brain as an organic part. Beware, that if you replace

most of your body, or the entirety of it, you will open an
entirely new can of worms, needing oil/fuel to survive,
and halting the growth of your body entirely, needing



more machine conventional upgrades to get stronger,
as well as a crapton of money.

BIOLOGICAL IMPLANTS
ENHANCEMENT OR ADDITION OF BODY PARTS
THROUGH BIOLOGICAL OR CHEMICAL WAYS

TIER I (40)
You have some external additional body part or minor
enhancement to a body part. Per example, having one
more pair of arms, or having the muscles of your arm

enhanced to allow more strength.

TIER II (60)
You have a bigger modification to your body, like
having extra internal organs, enhancing what you

already have, like making your heart pump blood faster,
or your lungs being able to work underwater. You can

use it to add even more strength and resistance to your
limb or limbs, via enhancing the muscle density, or the

bones of your limb.

TIER III (90)
You got an entire overhaul through your body. Maybe
you replaced or enhanced your entire skeleton with

stronger and more optimized bone types, or enhanced
the entire muscle mass of your body to be denser,

stronger or more flexible. Either way, your body barely
resembles an  average human on the inside, and on the

outside too, if you so wish.



You awake in a random street in your chosen location, without
much going on, only the people walking from here to there. Maybe

you should get going too.

CITY LAWS
Make life harder for yourself, for more power.

Man Servant (Incompatible
with Multiplayer): Shortly after
arriving at the city, you are
mistaken for someone else and
become a servant of someone
else, what I mean with a
servant? You are their slave in
all but name. You shall run all of
their endeavors, clean their
place, and deal with unpleasant

situations. You cannot like this someone, they are absolutely
infuriating in almost all topics you can think of. You cannot kill
them, as they far outclass you, for now. Maybe with time, you
can come to change their views and awful personality, but this
would be a harder endeavor, maybe harder than killing them.
By default, this someone is a Smoking Hot Gatekeeping
Girlboss, you can change it, if you are not into such things.
Gain 30 points



Lightful: Somehow,
the City is full of light, if
you are during or
before the end of
Lobotomy Corporation,
somehow the light
sprung early,
spreading it in the city
way earlier, what
ramifications it may

lead to, I don’t know. If you are in the present, however, the
light is far stronger. Expect stronger Distortions as well as EGO
users becoming more common. The aspect of “fixing” the
disease of the city, however, is totally lost in this light.
By default, the chances of anyone in the city developing EGO is
higher, and people distorting even more.
Gain 30 points.

No Augmentation: You aren’t fond of augmentation, you will
never make one, and cannot stand the thought of altering your
body to any degree. For you, strength must come from oneself,
not from artificial enhancements. You cannot take any
augmentations or enhancements, EVER. You cannot take
Wing Experimentation Super Perk either.
Gain 60 points.

The mist of War: The war didn’t end with the Smoke Wars,
yes, a new L Corp raised from its ashes, but the war still rages
on in the city. Many wings are at each other's throats, if not
outright waging war on each other, with few like the L-Corp
being neutral at this continental-wide conflict. But this doesn’t
end with just the City, Syndicates have grown bolder, going



against fixer offices and associations, escalating the war to new
heights, as not only are the wings causing untold destruction,
but so are the Fixers and Syndicates.
If taken in the “smoke wars” period, you will see a rapid and
rabid escalation of the conflict in a few months. Prepare until
then.
Gain 50 Points

Ms. Sunshine: You have
someone in your head, and
the last thing they are here
for is helping. They will
always whisper in your ear,
trying to lure you towards
embracing insanity and
madness, until you give in.
When you are lower, they
will try to drag you even
further down, until you
cannot bear it anymore and
fall into insanity. I hope your mind is strong.
If taken with “The Wanted Mindset”, the voice will still be
there, and even stronger to try and take you down.
If taken with a Distortion, you shall forget most of your
humanity, instead becoming more like an animalistic creature,
losing most of if not all of your sapience.
May or not be Carmen.
Gain 30 points



COWARD: Like a certain
Crying Angel, you are a
coward, without any cure
or help for your cowardice.
The moment things get
truly dangerous, you will
run away. No amount of
mental fortitude or
determination can help you
overcome such fear. You
will leave behind anyone
else to save yourself, and worse, you wouldn’t have a good
justification besides being a coward. Only by losing everyone
you hold dear and having nothing more to lose, you may get rid
of your cowardice… maybe.
Gain 20 points

Do you want to join our Ensemble?: I don’t know why, but
most people want to recruit you to their own organization, and
they will not take “no” for an answer, even if they have to kill
you to guarantee that no one else will have you. From
syndicates to fixer offices, everyone, minus the Head, of
course, wants a bite out of you. I hope you have a knack for
living on the run.
Gain 30 points

“This City is rotten to the core”: I guess you should kill
yourself at this point. You have more than a knack, one would
call a 6th sense even, for seeing the worst the City can give, for
seeing to what lengths humans are willing to go, as well as
getting yourself in very dangerous situations also. Even with a
strong and enhanced mind, the paranoia, disgust, antipathy



and cynicism would find a way to worm themselves in your
mind.
Gain 40 points

A: You are more than
anti-social, some may even
call you a psychopath. You
cannot care nor feel for
other people besides
yourself, being outright cruel
and unfeeling to anyone
else, using people like tools
at worst, and as an
expendable force at best.

No one will ever love you. You monster.
Gain 20 points

Virtuoso (Incompatible
with A): You are someone
of virtue, a rare and
unappreciated quality in
The City. You have a
moral code, and you
abide by it. Avoiding
harming innocents as
much as you can, and
sometimes even helping
them, when it wouldn’t

give you any gain at all. Should you do something against your
moral code, or what you consider good, you are going to feel
extreme self-loathing and disgust towards yourself. Beware,
Virtue is a weakness that many will exploit should you not hone
it yourself.



Gain 10 points

Debt: You are in debt, maybe to a syndicate, fixer officer, or
anyone else. What matters is that you are broke right now, and
need to pay up  the money you owe. You can’t buy anything ,
besides the bare minimum of food and water to survive, and
you must pay this debt ASAP. With a bit of luck, you could pay
this debt with a few months of constant and non-stop work to
gather the money. I hope your work ethic is good.
Gain 20 Points

Crippling Debt (Incompatible with Debt): You are fucked.
You went far too deep into the negatives, and now people want
your head. Forget the bare minimum, you would need years of
working non stop to pay this debt, there is no feasible way to
pay it right now. You don’t even have money to pay your taxes
to the Head. I hope you know of a way to pay this.
Gain 50 points

Urgency: You are a very self-centered
person, to say the least. You live to satiate
your urges, and only that. You may still be
able to feel emotions, but you will become
extremely angry and uncooperative when
someone disagrees with you, or things
don’t go your way, even becoming outright
violent. You are a very, very dangerous
manchild.
Gain 20 points


