GM preparation for Khaotic
Procedure
They’re told what region to shoot for, but they’ve seen the map, so what they actually do, well, let’s see
They do have a specific mission about intel, it’s not just reconnaissance 
At the ISES HQ
General political tensions
· U.S. military is greatly concerned with this privatized transnational endeavor
Planned attack or sabotage by the Church, probably some online hacking thing
· Aiming hard at the senator
Danny’s plan regarding JC, with VONU
Wanda Welcome’s march for, uh, welcome: no real stresses but they look like they might be
On Xenos
Specific direct action by the Timmys
Complete power/policy breakdown regarding the first Jump mission
· Ebu Da, with the cybors he’s whipped up about the demonic threat from Earth
· Kantos the Huntmaster, focus on rebels
· Totally dismisses this “demon” thing and wants to focus on Timmy; also basic turf problem with Ebu Da in terms of who gets to bully around the city
· Dredani is his most dedicated agent
· Onopeido, Isabella’s direct line to cybor squad – she has tasked him with Jump Team problems
· Zei-Krel is involved at this level
· Conflict with Ebu Da as he’s going off-leash with one of the squads and influencing others
Isabella herself is getting weird
· Policy shift of some kind, making Krog nervous 
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Passable Alertness

Inferior Charm

Poor Cunning

Passable Fate

Awesome Willpower

Good Knowledge

Passable Mechanical

Superior Agility

Great Dexterity

Inhuman Stamina

Superior Strength

Wounds: (L) (M)HHCCDD

Weapons: Grenade launcher, wide field flamer
(Passable x 7, area affect)

Onopeido is a military leader with a unit of
Cybor soldiers at his disposal.

HARVESTER

These squat humanoids have long arms and
barrel chests. Harvesters have a foot-long snout,
which is very similar to that of an elephant. Their
hands have two stubby fingers and a large thumb.
Harvesters are dusty gray or brown in color, with a

large cities. They tend to tolerate humans better
than most monsters, and some are sympathetic to
the rebel cause.

In fact, Harvesters are such outsiders that few
of them wear cybernetic enhancements, and view
those that do with suspicion.

Harvesters mate when the male has reached
middle age and the female is capable of procreating.
They mate for life and generally have large families-
-five or more offspring are not uncommon. The
Harvester community is ruled by majority vote; the
eldest male in each family votes according to the
wishes of his family. All important decisions,
including who can mate with whom and when, is
decided upon by vote.

Although the land Harvesters work on is “state-
owned” they have a strong sense of pride about
their farms and crops. They will protect their farms
with a vengeance, if necessary.

Harvesters are trusted to work unsupervised,
though they are generally limited to these
professions: farmer, harvester, sharecropper, and
tracker. On occasion, Cybor patrols will pass
through Harvester villages to make sure they are
keeping up with their work quota and not
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Sometimes humans are rounded up and forced to
“fight” against the soldiers for practice. They are
invariably slaughtered in a matter of seconds.

Most Spawn who live at the barracks are
Cybors, the backbone of Isabella’s army. These dim-
witted, yet bellicose creatures are led by Gators,
Garou and Vermis.

Kantos the Huntmaster

Progeny Huntmaster

Great Alertness, Great Charm, Superior
Cunning, Great Fate, Superior Willpower, Great
Knowledge, Good Mechanical, Superior Agility,
Good Dexterity, Great Stamina, Great Strength

Wounds: LLMMHHC

Cybernetic Body Armor: HH H

‘Weapons: Psychotronic rifle (Good x 6)
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Weapons: Psychotronic rifle mounted on arm

(Good x 6), 4 pod rocket launcher on back (Good x
8), cyber spike on hand (Good x 4)

Appearance: Dappa’s scales are dyed both red
and white, indicating that his father was a soldier
while his mother was a merchant class, the lowest
rank in Gator society.

Personality: Dim-witted. Dappa is a bit of a
coward, and always refers to his mother before
making an important decision.

Motivation: To keep his black market activity
secret from other Gators.

Background: Though male Gators are not
allowed to become merchants, Dappa is actually a
black market trader on the side. His mother, Bejefe,
is one of the richest merchants in the country. She
has taught her son that fighting is not the most
important thing--riches are. Therefore, Dappa puts
aside Gator doctrine to trade with humans and
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other creatures. He must do this on the sly, since his
actions would be judged as traitorous by Zei-Krel

clear the land for this black, gleaming tower in the
center of Market square.
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Raydil does not consider herself cruel, but she
will experiment on humans against their will. Her
reasoning is that they simply don’t understand what
a good thing they're missing. It is her goal to show
all un-enhanced humans that there is nothing to
fear from cybernetics, but much to gain. She
secretly hopes to convince the rebels of this so she
can end the strife that she feels cost the lives of her
parents. She is currently working with Squids to
create improved psychotronic links.

3. KENNELS

The Cyberlab kennels contain animals that
have been mutated or warped by Isabella’s psychic
powers or chemical concoctions. They are bred for
viciousness, and then unleashed on the many
nations Isabella is at war with. The mutants in the
kennels do not have human intelligence, though
some have uncanny craftiness. Isabella has begun
sending her mutated “pets” to Earth to harry her
enemies. The feared onzas are bred in the kennels.
Giant blood-sucking spiders, they are a rebel’s
worst nightmare.

si-Powers: Kantos wears a psi-helmet that
grants him the id master talent and the powers of
Psi-Scan and Psychic Blast. It generate 4 psi-points
per day.

Appearance: Kantos carries a number of
weapons and is cybernetically enhanced. He is very
lithe and powerful looking.

ersonality: Kantos demands the subservience
of humans and Spawns alike. He hates all rebels.
Motivation: To hunt down and destroy rebels.
Background: Kantos is responsible for the
Spawn packs that scour the city for rebels. He often
leads a hand-picked pack through the streets of the
ghetto, searching for suspicious worm activity. He
enjoys battle, the thrill of the hunt, and striking fear
in the hearts of humans.

Kantos’ mother was a reject--a human who’s
cybernetic implants were rejected by her body. She
was left with a stump for a right arm and a missing
right eye, and was forced to live outside the city in a
squalid camp known as Settlement. Her son grew
up a ward of the state. He has never returned to
visit his mother, and if asked about her he will claim
that she killed herself.
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about to tlee the city. Now they are stuck in an briet
life of repetitive labor, malnutrition and ultimate
death.

16. WORM GHETTO

All humans have been ordered to live in this
ghetto so that other inhabitants of Kaleido “will not
be polluted by their filth.” These humans hold lowly
jobs, and are subject to daily mistreatment at the
hands of their neighbors. Worse, Spawn patrols
could sweep through at any time and drag
inhabitants off to the Barracks, Cyberlab or forced
abor camp.

Yoofi

Human Beggar

Good Alertness, Good Charm, Great Cunning,
assable Fate, Passable Willpower, Passable
Knowledge, Passable Mechanical, Good Dexterity,
oor Stamina, Poor Strength

Wounds: LLM M

Weapons: Knife (Good x 2) and pistol (Good x

4)
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17. Spawn District

This is mostly a residential area inhabited by
Spawn. There are a few hotels where a homeless
Spawn or a soldier visiting from the front can spend
a few days, for a price of about 30 baynes a night.

Ebu-Da

Cybor Vigilante

Passable Alertness, Poor Charm, Passable
Cunning, Passable Fate, Good Willpower, Poor
Knowledge, Poor Mechanical, Passable Dexterity,
Awesome Stamina, Superior Strength

Wounds: LLMMHHCCD

Weapons: Shoulder mounted energy cannon
(Passable x 8), 6 pod rocket launcher (Poor x 9)
with 3 pods mounted on each hip, claws (Passable x
4)

Psi-powers: A psychotronic implant gives Ebu-
Da the power of Locate. The device generates 5 psi-
points per day.

Appearance: Ebu-Da is a cybor with a skull
plate and mechanical claws.

Personality: Though not very bright, Ebu-Da is
a dedicated soldier in Isabella’s army.

Motivation: To track down and destroy jump-
teams; to serve Isabella.

Referee's Section
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other creatures. He must do this on the sly, since his
actions would be judged as traitorous by Zei-Krel,
eader of the Gators.

Dappa works as a quartermaster at the palace

barracks. He has access to a great number of hard-
to-get goods and information, all of which are
available to a buyer offering the right price.
Dappa is a mama’s boy, and rarely makes a
decision without the approval of Bejefe. She, in turn,
hopes to use her amassed riches to someday bribe
enough soldiers to overthrow Zei-Krel so she can
put Dappa in his place, then rule the Gators through
him. Since Dappa is a bit dim, he hasn’t a clue as to
what his dear mother has in store for him.

S. THE BRIDGE OF SORROWS

This stone bridge earned its name soon after
the Cyberlab had been built and humans were
rounded from their homes and driven to its doors.
Several leapt into the swift moving Remorra River
from the bridge in an effort to escape a fate worse
than death; few survived the plummet into the cold
waters.

6. TRADER'S BRIDGE

m a g «® Wi

o
)

clear the land for this black, gleaming tower in the
center of Market square.

Zei-Krel

Gator Cult Leader

Passable Alertness, Poor Charm, Passable
Cunning, Passable Fate, Awesome Willpower, Great
Knowledge, Passable Mechanical, Superior Agility,
Great Dexterity, Inhuman Stamina, Awesome
Strength

Wounds: (L) (MJHHCCDD

Weapons: Psychotronic cannon (Great x 7),
cybernetic claws (Greatx 5)

Appearance: Zei-Krel has dyed several scales of
his skin a bright blue to indicate that he is a Priest
of the Zei-Isabella, or Cult of Isabella. He wears a
helmet of shiny chrome, which resembles one of the
machine parts used to develop the TransEgo Device,
and has an enhanced right arm, which allows him to
convert his fingers into drills or slashing claws.

Personality: Driven and fanatical.

Motivation: To keep the Gators loyal to
Isabella; to make certain they follow the rules of the
Cult of Isabella.

Background: Krel’s parents were soldiers. They
raised him in the teachings of the newly created
Cult of Isabella was worshipped her as a divine
being. Krel dedicated his life to its cause, and
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submitted to her rule after being subjected to
devastating weapons wielded by her monster
troops.

As predicted by the Seers, Isabella grew
stronger as more people died and added their
essence to the universal aura. Fueled by death, her
psychotronic weapons became ever more efficient.
Itis a phenomenon Isabella continues to investigate
experimentally.

Progeny

The first humans to allow Isabella to enhance
their bodies were the Valsanya. These young
malcontents were bored by the society they lived in
and eager to seize power from the ruling class.

When Isabella Bayne made English the official
language of her empire, the Valsanya renamed
themselves the Progeny. They call the elevated
beasts they defeated the Spawn. All other humans
they refer to as “worms.”

Progeny have rejected the Balance. Instead of
the old beliefs, they embrace Isabella’s desire for
technological advancement. They view cybernetic
enhancements as a sign of prestige and power, a
symbol of Isabella’s largesse. Psi-helmets, which
grant psychic powers to those who lack innate
ability, are especially popular as a sign that the

P Type here to search
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Progeny. They are the raw material for
psychotronic devices, and they are treated as such.
rogeny hold all positions of power and
respect in Kaleido. They serve as factory overseers
and officers in the army.

Typical Progeny

assable Alertness
oor Charm
Good Cunning
oor Fate
Good Willpower
assable Knowledge
Great Mechanical
Good Agility
assable Dexterity
Good Stamina
Good Strength
Wounds: LLMMH
Armored chest: H H
Weapons: Psychotronic rifle on left arm
(Passable x 7), retractable spike on right hand
(Passable x 4)

Spawn

The Spawn are the creatures Dr. Bayne raised
from animals. They started as simple beasts, until
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Ine culture oI the >pawn IS Very new, since
only two generations have passed since their
creation. Most mimic human culture, but in a
twisted parody that retains elements of the Spawn’s
animal nature.

Typical Spawn

Poor Alertness

nferior Charm

Passable Cunning

Passable Fate

Great Willpower

Poor Knowledge

Poor Mechanical

Passable Agility

Good Dexterity

Superior Stamina

Awesome Strength

Wounds:

LLMMHHCC

Weapons: Claws (Good x 3), bite (Passable x 4),
psychotronic rifle (Good x 6), 3 pod rocket launcher
(Good x 7)

Worms

A worm is any human who does not have
cybernetic enhancements. They are treated with
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nanasome men In oraer Tto Ccreate beautrul
daughters. She often sees to the breeding process
herself.

Un-enhanced humans are considered second-
class citizens by other inhabitants of Kaleido. They
are subject to abuse, torture and psychic
manipulations on a daily basis. According to Bayne
law, Azvorians have no rights: they are not to use
the Azvorian language, practice the Azvorian
religion or use public transportation. Azvorians are
limited to certain low-level jobs. They are taxed
heavily and may be thrown into prison for any
pretense.

Though some un-enhanced humans simply
want to go about their lives with as little trouble as
possible, others are quite sympathetic to the rebel
cause. Those that are caught harboring rebels are
immediately carted off to the dreaded Cyberlab.

At her Cyberlab, Isabella and her “scientists”
experiment with new cybernetic equipment, using
worms dragged from the street or their hovels. Her
tests often result in mechanical limbs that don’t
work properly, or a tool--such as a drill--instead of a
hand. Many of the so called enhancements are
completely senseless, such as non-retractable claws
or an unpowered weapon for an arm. Frequently,
she’ll sever a limb, try out a piece of experimental
equipment, detach it for further development, and
then release the hapless worm with a bandage over
his stump.

Maimed humans are a common sight on the
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rorolaaen Azvorian language. Iney teacn tneir
children their history and the way of the Balance.
Though their religion is outlawed, many secretly
visit the bombed-out shell which was once the great
Temple of Balance. Here, the Seer Jabulani helps
them to achieve equilibrium in a world that seems
completely out of balance. Many have a small pair of
scales in their home, a symbol of their faith.
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Typical Human “Worm”

Passal
Passal
Passal
Passal
Passal
Passal
Passal
Passal
Passal

e Alertness

e Charm

e Cunning

e Fate

e Willpower
e Knowledge
e Mechanical
e Agility

e Dexterity
Passable Stamina
Passable Strength
Wounds: LLM M H
Weapons: Fist (Passable x 1)

T oToToToToToToTOooOo

Rebels

Some un-enhanced humans refuse to submit to
Isabella. These rebels fight a constant guerilla war
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Unaer telr guiaance, NIs talents grew In strengu
as his mind absorbed the teachings of the Balance.

When Timmy reached adulthood, Isabella’s
tyranny was in full reign. Timmy, outraged by her
disregard for the Balance, led small bands of
saboteurs into Kaleido to blow up her munition
dumps. With each successful blow against Isabella’s
empire, more and more Azvorians joined the cause.
Timmy taught the Azvorians that Isabella could be
defeated if they all banded together. Today, the
rebels are the biggest thorn in Isabella’s side. She
desperately wishes to kill Timmy, whose psychic
powers are said to rival her own.

Only seven years old when he was stranded on
Xenos, Timmy's beliefs are a combination of the
Balance and the comic books and cowboy movies of
the 1940s. He has taught these moral codes to his
rebel followers who believe them unquestionably.
Timmy has told the rebels that Isabella is an alien
from a distant world, but few of them realize that
Timmy himself is a native of that same world.

Typical Rebel

Good Alertness
Passable Charm
Good Cunning
Passable Fate

Good Willpower
Passable Knowledge
Poor Mechanical
Good Agilit
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Wounds: LLMMH .
Weapons: Fist (Passable x 1) Typical Rebel B
Good Alertness &
Passable Charm M
Rebels Good Cunning =2
Passable Fate
Good Willpower %
Some un-enhanced humans refuse to submit to Passable Knowledge A
Isabella. These rebels fight a constant guerilla war Poor Mechanical
with Isabella and her troops. They sabotage her war Good Agility B
efforts, undermine her teachings and work to Good Dexterity G|
overthrow her rule. The rebels are considered a Good Stamina B
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Good Strength Poor Strength

Wounds: LLMMHH Wounds: LLM M
Reinforced Vest: M M Weapons: Club (Poor x 2)
Weapons: Assault rifle (Good x 6, 30 shots),

haku blade (Good x 3)

Primary Races

R Type here to search olnigt G & m 7z ) EN




image5.png
[ Khaotic.pdf - Adobe Acrobat Pro (64-bit) - X
File Edit View ESign Window Help

Home  Tools Khaoticpdf %

B % ® 8 Q

P Type here to search

® © [UNCNC)

UdLUIS WELE ELIAILEU UL d SPELIES UL glalit
sand lizard. They continue to follow their animal
nature by laying 2-6 eggs in damp sand buried in
the basement chambers of their homes. The eggs
hatch after a few months, and the shells are crushed
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‘WILI U1€ VEerIls, Wilo IMOCK utlelr Deler 1 1sdapelid as
a divine entity.

Onopeido

Gator Soldier
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Passable Alertness

Inferior Charm

Poor Cunning

Passable Fate

Awesome Willpower

Good Knowledge

Passable Mechanical

Superior Agility

Great Dexterity

Inhuman Stamina

Superior Strength

Wounds: (L) (M)HHCCDD

Weapons: Grenade launcher, wide field flamer
(Passable x 7, area affect)

Onopeido is a military leader with a unit of

large cities. They tend to tolerate humans better
than most monsters, and some are sympathetic to
the rebel cause.

In fact, Harvesters are such outsiders that few
of them wear cybernetic enhancements, and view
those that do with suspicion.

Harvesters mate when the male has reached
middle age and the female is capable of procreating.
They mate for life and generally have large families-
-five or more offspring are not uncommon. The
Harvester community is ruled by majority vote; the
eldest male in each family votes according to the
wishes of his family. All important decisions,
including who can mate with whom and when, is
decided upon by vote.
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