
, Aras 
ke vni irnn 

reiis 1 

bablv Wi 

le i 
ir New Net[,.. 

i 

t - -  An entir ' 

tt Mic 

CHICI -.J Your. 
7, AND GET READY 
CI "'DE YOU WON'T I 

ha 

r- 
in ' is R. Talsorian's trademark name for its game of tne aark 

ture. Rache Bartmoss' Guide To The Net is a trademark of R. Tal- 
sorian Games Inc. All Rights Reserved. All incidents, situations, and 

ersons portrayed within are fictional and any similarity, without 
satiric intent, to characters livin ' dead is strictly coincidental. 

rightw 1993 R. Tal: an Games All Rights Resen 

CP3241 
=SEN# r --- -- 

. I  

Sam
ple 

file



# 

A 

Sam
ple 

file



. .. 

. I . . ... . 

elcome to Rache Bartmoss’ Guide to the Net. 
What follows is Rache’s rather opinionated 
overview of the many regions of the global com- 

I puter nehvork that exists parallel to the “real” world of 
3020. Along with Rache’s ramblings, we’ve inserted Hyper- 
text comments (look for the black-bordered phrases in the 
main text and then reference them to the black sidebar on 
the each page), which have game-related information and 
further insights into the main text material. These are 
designed to help the players and GMs integrate Rache’s 
observations into their own games. In addition, the last 
chapter is a Rules Appendix which adds new netrunning 
options, gives some cool new software, displays some cut- 
ting-edge tech, and has new essays on netrunning in the big 

hat this book is NOT is a rewriting of our 
Netrunning rules. Rache Bartmoss likes to paint W himself a s  being able to perform feats that defy 

what we know of the Net. Sometimes he’s even telling the 

T\+ro-Oh-Two-Oh. 

I ’  
d 

-. .. .. . ~ .. 

. . . - . . . - . . . . . . - 

uth. But, no matter how outrageous his practices may 
-em, unless othenvise noted in the hypertext or the Rules 
ppendix, all the rules from Cyberpuik 2020 still apply. 

We have tried to expand upon them and put new spins on 
arious topics, but you shouldn’t let your campaign be 

turned upside down by anything here. Our all-encompass- 
ing rule is: it’s your game; if you don’t want to use or allow 
something that’s in this book, don’t. Period. End of advice. 

e know~you’re going to find Rache’s unique per- 
spective entertaining, but do keep in mind that W Rache is, amongst other things, a borderline 

Matthew Anacleto David Ackerman 

Art credits: 
Images supplied by Silicon Graphics: 
Cover, pgs. 9, 22, 35, 37, 48, 55 (bot- 
tom), 59, 65, 71, 73 (bottom), 91 (top), 
109 (bottom), 112, 115, 127 (both), 13 

Images supplied by Silicon Graphics 
courtesy of Wavefront: pgs. 19.91 (bc 
tom) 

Image supplied by Silicon Graphics co 
tesy of Bob Abel: pg. 55 (top) 

-sociopath, a certified (if brilliant) paranoidTand a generally 
rude and vicious individual. His opinions of people and 
places around the world are almost uniformly negative, and 
he isn’t afraid to scream them at anyone who’ll listen. So if 
any of you are offended by some of Rache’s tirades, keep 
this in mind: Rache is now a frozengiece of near-dead meat 
sitting alone in an isolated life-support chamber buried in a 
cellar somewhere. 

have? 

they who preserved his sanity while he 
worked on developing his insanity. 

he editor gives a special thanks to 
Renee at Silicon Graphics Computer 

Systems your help made all the differ- 
ence. And to Robin: thank you. Only 
love could be that patient. 

Copyright@ 1993 R. Talsorian Games All 
Mike MacDona 
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or I dipt into the future, far as human eye could see, 
f. Saw the Vision of the world, and all the wonder that would be; 

Saw the heavens fill with commerce, argosies of magic sails, 
Pilots of purple twilight, dropping down with costly bales ...” 

- Alfred, lord Tennyson 
any of you ’runners out there are probably wondering what this is. You found it on an 
illicit bulletin board or lying around in Wilderspace; a large self-extracting file with the M fashionably-archaic name BARTMOSS.NET. you asked. “Haven’t 

heard from him for months.” 
If you were smart, you downloaded it to a separate drive and disconnected it from your sys- 

tem before decompressing it. I’ve done my best to make this thing virus-proof, encasing the code 
in a fractal ctyptography shell, but if Arasaka or Netwatch get hold of a copy, they’ll find a way to 
infect the damn thing. 

that’s me). This contains as much of Rache’s wisdom and experience as possible, as well as a few 
of my own insights and some alternative viewpoints. In this presentation I have attempted to give 
you as much information as possible, for knowledge is power, and the megacorps and drug lords 
aren’t just going to fall down under their own weight. 

So here you are. This is Rache Bartmoss’ Guide to the Net (edited by - 

Oh, by the way, I dug up all the quotes. Rache is brilliant, but he’s not at all literate. 

or he counteracts the powers of darkness by his electrical 
skin and glaring eyes ...” - Christopher Smart ;&: 

>A: 

“He is the Napoleon of crime.” 
- Sherlock Holmes 

’ As I said once before, there’s over a dozen netrunners out 
there that the Netwatch cops would love to brain-burn, and  
Rache Bartmoss was at least two of them. 

Did I say was? I’m afraid so, ’runners. Rache Bartmoss got 
tagged. I don’t know who or how. He won’t talk about the inci- 
dent. But Rache, damn him. is a survivor, and now he’s paying 
the price. 

But I digress. Before I tell you of his death, I should tell you 
of his life. 

Rache Bartmoss is perhaps the only ‘runner I ever met who 
used his real name (that’s right, folks, Spider Murphy is a nom 
d’electrique). I know this, because my father was the one who 
wiped his SIN off the system. He told his bottle about it that 
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night while he sat in a drunken stupor: I chanced to overhear, As it happened, I had heard of 
Rache Bartmoss on the street, so when Dear Old Dad the Corporate Puppet killed his m, I 
tracked him down to warn him. 

When I finally found Bartmoss, I was surprised. He was seventeen, and but for the acne, he 
looked more like twenty-five. He’d been running the Net for thirteen years (!), and had a full set of 
highquality ‘trodes and a library of software the likes of which I’d never seen. I was thirteen at the 
time, running the Net for four years, but in the first ten minutes I knew that Rache’s skills were of a 
different order of magnitude. I knew then that he had a long career ahead of him, because even 
when he lost his reflexes, his experience and his uncanny sixth sense would keep him on the edge. 

I think Rache first used his real name because, when he was four or five, he didn‘t know any 
better. By the time he knew it was a stupid move, he was good enough that it didn’t matter. He 
stuck with it as a conceit, a way to flaunt his skill at the megacorps and Netwatch creeps. He gave 
them his name, for goodness’ sake, and they still couldn’t catch him. 

Rache also experimented with everything. For a while he even went legit, writing software. He 
worked with some of the best companies, always using his real name. As I understand it, the com- 
panies took him on under the proviso that he wouldn’t run against their own systems. Knowing 
Rache, he promised, with full intent not to double-cross his employers or go snooping around their 
closets. And, knowing Rache, his promise lasted for about two weeks. I noticed that there were 
occasional serious breaches of security wherever he worked, starting about a month after he 
signed on. Another two months, and the corps would finally figure out he was raping their systems 
in the name of his peculiar brand of justice, and he’d have to disappear. He always knew when 
he’d been found out, and made good his escape in good time. I put him up more than once, but 
when I did I made sure I had my phone service cut off. 

After the dust settled, he’d manage to clean his record after a few runs and hire on somewhere 
else. 

which 
didn’t have any skeletons in the closet. Things worked fine, and the company 
came out with some innovative new products, including the Demon series 
and a powerful new database system. Unfortunately, Bartmoss dropped a few 
surprises into the database code, including a full-blown ’political’ movie. 
When word got back to the company, they fired him. Within a week, their 
entire computer system had fried its own brains, and the company went belly- 
up. Rache himself sold the source code to the demon programs to several soft- 
ware houses simultaneously and made enough money that he never had to 
work again. Of course, each publisher thought they were getting exclusive 
rights, so they all wanted his scalp, too. They just didn’t understand that 

Once he worked for a year at a smaller firm, 

Rache doesn’t believe in exclusive rights. . . . . . . . . 

ache Bartmoss is the wild card of the Net. To my knowledge, he never took any drugs, but 
with all the wiring inside his skull, I’m sure it messed with his mind somewhat. He tried R very single interface that I ever heard of. It’s a wonder he didn’t go psycho on us. My guess 

is that he had a special sense for the Net, an instinctive understanding, and that the wires in his 
head therefore seemed natural to him, hooking him up to the Net as they did. 

Rache Bartmoss is, without a doubt, the best netrunner I have ever encountered. He could 
almost be called a wizard. He achieved this partly through a very Net-oriented perspective of life 
and reality. To him, the Net was the real world. Rache has never believed in borders, discrimina- 
tion, travel restrictions, secrets, conventions, rules, or anything inhibiting free and total communi- 
cation. Intrinsically, that’s exactly what the Net is like. The Net itself allows anything, and it’s only 
the megacorps and Netwatch that make the Net a dangerous place, and for these sins Rache Bart- 
moss became the self-sworn avenger of the Net. I tried to explain once that Netwatch was there 
specifically to stop people like him, but he truly couldn’t understand why anyone would think that 
someone like him should be stopped. 

Sadly, folks, he did get stopped. Rache Bartmoss. somehow, had his heart stopped, Maybe he 
got careless, although Rache was nothing if not paranoid. Personally, I think it was sheer bad luck, 
coincidence of cosmic proportions. It’s possible it was even something as simple as 

But, since Rache ran the Net for days at a time (and all at light speed), he still manages to sur- 
vive. He’s out there now, still hooked in to the Net. His - sensing that his 
heart had stopped, cooled him down to prevent decay. Super-coolcd him, in fact. Rache took a lot 
of precautions with his meat body to ensure its safety. He also had a lot of money to take precau- 
tions with. 

Apparently Rache forgot to tell anyone to get his body should he be killed, because he’s been 
in cold storage for the last year. In his cryogenic condition, his brain is able to continue to operate 
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