
by Michael Surbrook

HEROHEROHEROHEROHERO   GAMES GAMES GAMES GAMES GAMES



Editor: Patrick E. Bradley

Illustrations: Michael Surbrook, J.P. Hyde, and
William "Logan" Jordan

Cover Background & Colorist: Jason Wages

Maps: Michael Surbrook

Pagemaking & Layout: Patrick E. Bradley

Fuzion Conversions: Bruce Harlick

Proof Reader: Wynn Elizabeth Kolsky

Managing Editor: Bruce Harlick

Additional Material: Mark Doherty,
David Kuijt, John Prins,
Simon Seah

by Michael Surbrook

Copyright @1998 by Hero Games. All rights reserved.
Hero System, Fantasy Hero, Champions, Hero Games and Star Hero are all registered trademarks of Hero Games. Acrobat and

the Acrobat logo are trademarks of Adobe Systems Incorporated which may be registered in certain jurisdictions. All other
trademarks and registered trademarks are properties of their  owners.

Published by Hero Plus, a division of Hero Games.

Hero Plus
Hero Plus is an electronic publishing company, using the latest technology to bring products to customers more efficiently,

more rapidly, and at competitive prices. Hero Plus can be reached at herogames@aol.com. Let us know what you think!  Send us
your mailing address (email and snail mail) and we’ll make sure you’re informed of our latest products.

Visit our Web Site at http://www.herogames.com

Playtesters (Kazei Five): Mark “Kenji” Doherty,
Adam “Keiko” Flatley, David “Billy Leo”
Francis, Peter “Mojo” Dean, Steve “Doc”
Kramer, David “Crusher/Scorpion/
Takeda Johnson” Kuijt, Lise “Blade”
Mendel, Jeff “Chance Devereaux/
Bakeneko” Mueller, Wayne “Viper”
Precht, Scott “Blackstock” Ranocchia,
Nestor “Carlos Jagger” Rodriguez, Jeff
“Vanguard” Sussman

Playtesters (Silent Mobius Zeta): Peter “Aye
Tehano” Dean, Mark “Bo Zhao/Takahasi
Jones” Doherty Jeff “Noriko Kobayashi”
Mueller, Sean “Azami Yoshimatsu”
Pavlish, John “Takao Miyamoto” Spencer

Special Thanks To: Charles T Badger, Christophe-
Gerard Breysse, Charles Brown, Robert
Edwards, Sean Patrick Fannon, Harry L.
Heckel IV, David A. Mattingly, Nic “At-
tacked Mystification Police” Neidenbach,
Robert Neumann, Steve Long, Daniel
“Thug One” Patowski, Eric “Evil Twin”
Patowski, John “Miko” Prenis, John
“Nuku-nuku” Prins, Robert Rutherford,
Bill “Urklore” Schwartz, Simon Seah,
Trevor “Ka-me-ha-me-ha” Smith, Wade
“Colonel Kilgore” Wenzel and White
Zombie’s More Human Than Human

Dedicated to: Katsuhiro Otomo, Masamune
Shirow, Adam Warren and the creators
and designers of Bubblegum Crisis.



3

Contents
Introduction .............................................5

What You Get ...................................................... 5
How To Use This Book ....................................... 5
Designer's Notes ................................................. 5
Anime and Cyberpunk ....................................... 6
What Is Kazei 5 .................................................... 7

Part One: Worldbook................................ 8
Gaming in the Kazei Five Campaign ...........8
Campaign Styles ................................................. 8
Tone ................................................................... 10
Psychokinetic Ratings ....................................... 10

Character Design .........................................11
Character Background ...................................... 11
Character Motivations ...................................... 11
Disadvantages ................................................... 12
Everyman Skills ................................................. 12
New Skills .......................................................... 13
Fringe Benefits .................................................. 13

Character Archetypes ..................................14
Bounty Hunter .................................................. 14
Corporate Official (a.k.a. Corper) .................... 15
Detective............................................................ 16
Fixer ................................................................... 16
Gang Member (a.k.a. Ganger) ......................... 17
Medic ................................................................. 17
Mercenary ......................................................... 18
Police Officer (NYPD Inc.) ............................... 19
Reporter ............................................................. 20
Rigger(a.k.a. Driver) ......................................... 20
Rocker ................................................................ 21
Security Specialist ............................................. 21
Street Samurai ................................................... 22

Part Two: Sourcebook ............................. 23
Psychokinetic Powers ..................................23
The Nature of Psychokinetic Powers ............... 24
Psychokinetic Powers and Modifiers ............... 25
Psychokinetic Limitations and Disadvantages 27

Powered Armor ............................................29
Building a Suit of Powered Armor ................... 29

Mecha ...........................................................32
Special Mecha Rules.......................................... 32
Mecha Powers ................................................... 32
Mecha Disadvantages ....................................... 33

Cyberware ....................................................34
Designing Cybernetic Systems ......................... 34
Cybernetic Abilities ........................................... 34
Cybernetic Limitations ..................................... 34
CYBERNETIC SYSTEMS................................. 36

Cyberware Systems ......................................39
Body Systems .................................................... 39
Ear Systems ....................................................... 43
Optical Systems................................................. 43
Cranial Systems ................................................. 44
Limb Systems .................................................... 45

Biochemical and Biological Agents ............48
Biochemistry in the Kazei Five Universe.......... 48
Pharmaceuticals ................................................ 48
Stimulants ......................................................... 49
Blockers ............................................................. 50
Medicinal Drugs................................................ 50

Overdose and Addiction to Biochemical
Agents ....................................................51

Overdose ........................................................... 51
Addiction ........................................................... 51

Cyborgs.........................................................53
Cyborg Disadvantages ...................................... 54
Building a Kazei Five Cyborg............................ 54
Hard Shell Cyborgs ........................................... 55

Cyberspace ...................................................57
Simple Cyberspace ............................................ 58
Mentalist Cyberspace ........................................ 58
Alternate-Dimension Cyberspace .................... 59
Entering Cyberspace ......................................... 59

Campaign Overview ....................................61
Worldview ......................................................... 61
History............................................................... 61
Technology ........................................................ 62
Medical Technology.......................................... 63
Military Technology.......................................... 64
Vehicles .............................................................. 64
Space .................................................................. 65

Cultures ........................................................65
United North America(UNA) .......................... 65
Confederated States of America (CSA) ............ 66
Nation of California .......................................... 67
Republique du Quebec (Republic of Quebec) 67
Inuit Territory ................................................... 68
THE WORLD .................................................... 68
Japan .................................................................. 68
The Pacific Rim ................................................. 69
Europe ............................................................... 69
Africa ................................................................. 70
Central America ................................................ 70
South America................................................... 70

Neo York .......................................................71
Overview ........................................................... 71
Utilities .............................................................. 71
Public Transportation ....................................... 72
Districts ............................................................. 73
Inside an Arcology ............................................ 74
Corporations ..................................................... 74

Neo York Police Department Incorporated75
History............................................................... 75
Equipment ........................................................ 76

The Neo York Zero Zone.............................77
What is a Zero Zone? ........................................ 77
Life in the Neo York Zero Zone ........................ 77
Layout of the Neo York Zero Zone................... 78



4

Kazei Five .....................................................79
Purpose.............................................................. 79
Kazei Five Support Personnel ........................... 80
Charley .............................................................. 80
Oscar .................................................................. 81
Tatsuya Sonoda ................................................. 81
Yoshiyuki Matthews.......................................... 83

Equipment ...................................................84
Armor ................................................................ 84
Armor Descriptions .......................................... 84
  Sample Armor Types ...................................... 85

Weapons Key................................................88
  Weapons Chart ................................................ 89

Weapons Descriptions.................................92
Revolvers ........................................................... 92
Pistols ................................................................ 92
Sub-Machine Guns ........................................... 94
Rifles .................................................................. 95
Assault Rifles ..................................................... 96
Shotguns ............................................................ 98
Machine Guns ..................................................100
Heavy Weapons ................................................100
Other Weapons ................................................101
Grenade Launchers ..........................................102
Grenade Rounds ..............................................102
Grenades...........................................................103

 Melee Weapons .........................................104
Melee Weapons Descriptions ..........................104

Mecha Weapons.........................................106
Mecha Weapons Descriptions .........................106

Vehicles .......................................................108
Vehicle Descriptions ........................................109
Cars ...................................................................109
Motorcycles ......................................................110
Trucks and Off-Road Vehicles .........................110
Fixed Wing Planes ............................................110
Tilt-Wing Planes ..............................................110
Helicopters .......................................................111
Vector-Thrust Vehicles ....................................111
Police Vehicles ..................................................112

Glossary of Slang (and Other Terminology) in
Neo York ..............................................113

Japanese ............................................................114
Part Three: Characters ......................... 116
Kazei Five Characters ................................116
Other Characters .......................................131
Synthetics ...................................................159
Cyberdroids ................................................163
Mecha .........................................................167

Part Four: Scenarious ........................... 170
Hostage Crisis...................................................170
Cyberdroid Hunt ..............................................171
Zone Slavers .....................................................171
Zone Hunters ...................................................172
Replicant Revolution .......................................173

Part Five: Bibliography......................... 174
General .......................................................174
Anime Cyberpunk Sources .......................175
Biochemistry ....................................................175
Cyberspace .......................................................175
Cyberware ........................................................175
Cyborgs.............................................................175
Mecha ...............................................................175
Powered Armor ................................................175
Psychokinetic Powers ......................................176

Campaign Styles ........................................176
The Special Police Task Force ..........................176
The Covert Police Force ...................................176
Military Forces / Special Operations ...............176
Independent Freedom Fighters .......................176
Supernatural Cyberpunk .................................176
Self Discovery...................................................176



5

Introduction

Since we have a
new format, we
have a new look for
two old stand-bys.

The Magnifying
Glass Icon has been
replaced by a
Caution Sign.

The Stop Sign
Icon is new and
colorful.

These symbols
will help you quickly
spot things to watch
out for.

In recent years the availability of Japanese anima-
tion (i.e. anime) and comics (i.e. manga) has reached
an all-time high. Videotapes of many popular shows
are available for either sale or rent at most video stores,
while several comics publishers offer translated edi-
tions of a variety of titles. Often the stories presented
are quite different from what many people might ex-
pect, and contain genre conventions radically differ-
ent from American cartoons or comic books. This book
is an attempt to present one aspect of the anime and
manga field, that of the near future anime-cyberpunk
genre. As with the original source material, the world
presented here is a dark one, and presents its subject
matter in a serious tone. Although this specific field
may not be for everyone, elements of this genre can be
adapted for use in many other games.

What You Get
The Kazei Five (i.e. K5) Worldbook is designed to

allow a Game Master to create and run a campaign
using elements common to many near-future
cyberpunk anime. The book is divided into several sec-
tions for ease of use. They are:
Introduction: The section you are reading now; this
also includes a short discussion of the anime and
cyberpunk genres and how they relate as well as differ.
Anime/Cyberpunk Sourcebook: Written to be as com-
patible as possible with the Kazei Five universe, this
section describes how to express certain ideas com-
mon to the anime and cyberpunk genres using Hero
System game mechanics, including such subjects as
cyberware, cyborgs, cyberspace, mecha and
psychokinetic powers. To help familiarize Game Mas-
ters and Players with the concepts presented, these sec-
tions contain numerous references to specific anime
and manga. It should be noted that this section also
presents a number of optional rules, and all such rules
should be carefully examined and evaluated by any
potential Game Master before being adopted into their
campaign.
Kazei Five Worldbook: This section presents the Kazei
Five universe itself. Beginning with a discussion of
campaign styles, it then presents ideas on character cre-
ation before starting an in-depth examination of the
background and makeup of the Kazei Five world. Next,

the Kazei Five organization is presented in detail, al-
lowing the Game Master to start a new campaign
quickly and easily. Finally, attention is then given to
the hardware needed for such a campaign, with exten-
sive listings of arms, armor, gadgets and vehicles, com-
plete with design notes.
Characters: This section presents a number of differ-
ent character types, including possible PCs, as well as
NPCs, enemies, robots, and even mecha. Although
meant for the Kazei Five universe, most, if not all the
characters can easily be adapted to Star Hero, Dark
Champions or Champions campaigns with ease.
Scenarios: Five scenario seeds designed to get the PCs
involved quickly in the Kazei Five universe and to help
the GM provide direction for the campaign.

How To Use This Book
Any Game Master wishing to use this book should,

at the very least, read through the Sourcebook section
before making any decisions about what sort of cam-
paign he wants to set up. The Game Master should
also make clear to his players which sections of the
book he is using, and which he is not, as the book pre-
sents a wide range of genre ideas. Players should feel
free to make a thorough examination of the book as
well, although they should try to avoid the Scenarios
section.

Designer's Notes
The book you hold in your hands Kazei Five has

literally been years in the making. I first conceived the
idea when I walked into a video store one afternoon
and found a videotape case showing a woman in a suit
of blue power armor, standing inside of a larger ex-
oskeleton. In turn, the exoskeleton, which vaguely re-
minded me of the power lifter from Aliens was grip-
ping the biggest cannon I had ever seen. The tape in
question was Bubblegum Crisis Episode 1, and from
that image of Priss and her MotoSlave alone, I began
to formulate some of the basic ideas for the campaign.
When I finally rented that particular tape, and actu-
ally saw what it contained, I was hooked and rapidly
began laying out certain ground rules. As time passed
I tinkered with the game off and on, but I wasn’t actu-
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ally running it as a campaign, so the desire to flesh out
the rules wasn’t a driving need. Then, as fate would
have it, I was appointed Game Master by a group of
local players, and used the opportunity to spring the
campaign idea upon them. Unfortunately, the game
folded shortly after conception. Undaunted, the re-
maining player and I recruited new people to the game,
and the process started anew.

Kazei Five has been a most interesting project from
the start. Many of the things I wanted to do weren’t
covered in the rules or, in the case of cybernetics, were
presented poorly. In many cases I was creating new
concepts from scratch — making it up as I went, so to
speak. The creation process was further hampered by
my growing exposure to anime and manga. I was lucky
to enter into a unique relationship with the owner of a
local comic store. I wrote reviews of newly released
anime, and he let me rent anything I wanted for free.
Thus, I was able to watch a wide variety of anime films,
discovering new ideas with almost every viewing. As a
result, the campaign changed constantly, as ideas were
revised reworked and redefined.

Considering the nature of the subject matter in
this book, and its emphasis on high technology, I am
amused that, in many ways, the Internet is directly re-
sponsible for the fact this book even exists. My initial
proposal to Hero Games was sent via the Internet, and
almost all the rules revisions, suggestions, commen-
tary and editing were accomplished by people I knew
only via e-mail. At times, portions of the campaign
were run over the Internet, in a manner similar to
Aaron Allston’s bluebooking from Strikeforce.

It’s now something like three years since Kazei Five
was first created. What you hold is the end result — I
hope you like it.

Michael Surbrook

Anime and Cyberpunk
What is Anime?

Anime is the Japanese term for their animation
industry. As such, it not so much a genre unto itself,
but a storytelling medium, much like television or
comic books. For a long time, the term “anime” im-
mediately brought to mind images of giant robots and
small girls with overly large eyes, a stereotype that,
upon closer examination, doesn’t quite hold true.
Anime covers a wide range of genres, including (but
not limited to): fantasy, giant robots, horror, martial
arts, romantic comedies, science fiction, sports... in
short, subjects as varied as those found in the Holly-
wood movie industry. Thus, any attempt to write an
anime sourcebook would be fruitless, as there are too
many fields to cover.

There are several broad generalizations that can
be made about anime, especially concerning the type
of anime that is usually commercially distributed out-
side of Japan. Regardless of the genre, most anime have
the following things in common: an emphasis on ac-
tion, competent female protagonists, elements of Japa-
nese culture and reasonably mature or complex plots
and stories. Naturally, there are exceptions to every rule,
and there are dramatic anime films where the empha-
sis is on character development and not action, as well
as anime where the main character is male, or where
the setting is somewhere else than Japan, or that have
plots that are rather basic and thin.

It is the intent of this sourcebook to cover the
cyberpunk genre, as protrayed in anime films, which
is only a small segment of anime in general. Also within
this sourcebook will be ideas and suggestions that can
be used to help simulate other types of popular anime,
such as giant robots or science fiction, but the mate-
rial presented here is not directly concerned with those
genres.

What is Cyberpunk?
The word cyberpunk has currently become a

catch-all expression used to describe anything com-
puter-related that is new and on the cutting edge of
technology. Popular media has adapted it  as a
buzzword, mangling it into something that has little
to do with its original meaning.

The concept of the cyberpunk genre was started
in  the mid-80s with William Gibson’s book
Neuromancer. It postulated a dark, dystopian future
where corporations had become more important than
governments; information, no matter how insignifi-
cant, was more important than money; and people
struggle to retain their own humanity in the face of
body-altering technologies. Other writers, most nota-
bly Bruce Sterling and Walter John Williams, joined
into this new aspect of science fiction, adding their view
of the future.

A number of themes or trends emerged as stan-
dard features of the cyberpunk genre. The most no-
table was the of melding of man and machine into a
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single, augmented individual, where technology is used
to make man faster, stronger, and, in some cases,
smarter. This technology is often referred to as cyber-
netics, or more simply, cyberware. The concept of
cyberspace was also introduced, where all the world’s
computers were linked together into one massive in-
formation net. Those with the wit and skill, equipped
with virtual reality interfaces, could access and plun-
der this network in an era where information is the
highest commodity. Finally, these stories also tend to
feature violence, sex, rock music and an extensive in-
fluence of Japanese culture.

What is Anime Cyberpunk?
Naturally, there are anime examples that have been

labeled “anime cyberpunk.” In most cases this is a valid
assessment, since the stories in question feature many
of the same concepts one finds in Western cyberpunk
literature. The stories often deal with a dark future,
plagued by over-population, pollution, and war. The
concept of cybernetic enhancement is often used to
explore questions concerning the nature of humanity,
and what it means to be a human. Politics often play
an integral role in these stories, as the main characters
find themselves caught up in events outside of their
control.

On the other hand, the anime cyberpunk genre
differs from mainstream cyberpunk as well. It often
features phenomena that gos far beyond the “hard”
science fiction realm of standard cyberpunk. Examples
would be the somewhat impractical (and impossible)
giant robot, incredibly powerful psychics, and wild,
bizarre mutations. It should be noted that such com-
mon subjects as cybernetics and cyberspace are usu-
ally downplayed in this genre, the emphasis being more
on the characters and their actions. Cybernetics, cy-
borg bodies, and cyberspace are usually treated sim-
ply as means to an end, a way for the character to ac-
complish his objectives, as opposed to being a central
component of the story.

Just as there are differences between cyberpunk
and anime cyberpunk, there are also differences be-
tween conventional anime and anime cyberpunk.
Anime cyberpunk seldom deals with the flagrant sen-
timentalism and romantic notions of most other
anime. The field of anime cyberpunk is grittier in this
respect, and deals with issues central to the human
condition. Examples are a loss of humanity in the face
of overwhelming technology, coping with experiences
not meant for mankind, dealing with the implications
of modern society where morals seem to be worthless,
the status of artificial creations in relation to the rest
of humanity, and so on.

What is Kazei Five?
The Kazei Five Sourcebook falls somewhere be-

tween the realms of cyberpunk and cyberpunk anime.
It draws upon common elements of both genres to
present a dark and different view of the future. It is
not a purely anime universe per se, but neither is it the
commonly perceived cyberpunk-styled world. Kazei
Five is meant to be mixture of both genres, a world
using common elements of the cyberpunk genre com-
bined with a heavy anime influence, represented both
in stylization and design.

The Kazei Five universe melds such traditional
cyberpunk themes as large, faceless totalitarian cor-
porations with common anime cyberpunk subjects as
powered armor and psychokinetic powers. Thus, one
will find chapters discussing cyberware, cyberspace,
mecha, powered armor, psychokinetic powers, as well
as other related subjects so Game Masters may better
understand and simulate the desired setting.
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