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More Sheen is gained as characters increase in 
rank, according to the chart below.

If you are starting a campaign at a higher rank 
than Novice or need to calculate how many points 
of Sheen a Wild Card NPC has, use the chart below 
to determine the character’s starting Sheen. Note 
that this chart represents that character’s total 
Sheen. Once play begins, Sheen is spent and 
gained normally.

EDGES
Citizens Divided draws from the Savage Worlds 

Core Rules as well as the Savage Worlds Science 
Fiction Companion for Edges, subject to the 
changes, additions, and omissions below. 

ARCANE BACKGROUND

This edge is inappropriate for the magic-free 
setting of Citizens Divided. Weird Science is also 
excluded, as the technology level in the setting is 
well-defined. 

ARCANE RESISTANCE/
IMPROVED ARCANE RESISTANCE

These edges are likewise inappropriate for the 
magic-free setting of Citizens Divided.

ATMOSPHERIC ACCLIMATION 
(SCIENCE FICTION COMPANION)

Space travel is not available in Citizens Divided. 
Neither is this edge. 

CUTTING EDGE (NEW, 
BACKGROUND)

You were involved in an experimental cyberware 
program. You may be an employee of a Multinat 
(or beholden to one), or perhaps you have some 
sort of black market connection who was able 
to get their hands on some next generation tech 
through illicit means. You are either Indebted 
or Beholden to the party who gave you access 
to such wiz tech and must take the appropriate 
Hindrance. Alternatively, you may choose them 
as an Enemy (Major). You may reduce the Strain 
cost of all cyberware taken at character creation 
by 1. This edge does not impact the Strain cost 

A character can spend 1 Sheen Point to do one 
of the following things:

 • Alter a single Trait Test.
 • Shrug off the effects of being Shaken for one 
round. Unlike spending a Benny, this expendi-
ture does not completely negate the effects 
of being Shaken. A character that expends 
a Sheen Point to shrug off being Shaken acts 
normally for a single round, at which point he 
becomes Shaken again until making a success-
ful Spirit roll or spending a Benny. 

 • Ignore wound penalties for one round. 
 • Make a Soak Roll, as if a Benny had been 
expended. 

 • Stave off Bleeding Out for one round. 
 • Stave off Fatigue: the character may expend 
1 Sheen Point to ignore the effects of being 
Fatigued for one round. If the character begins 
the round Exhausted, he may expend 1 Sheen 
Point to overcome being Exhausted, instead 
suffering penalties for that round as if he were 
Fatigued. A character who is rendered Inca-
pacitated can expend 1 Sheen Point to act as 
if he were Exhausted, but ONLY on the round 
after he is rendered Incapacitated.  

When a character spends 1 Sheen Point to 
improve a Trait Test, add 1d10 to the roll result 
to help meet or exceed the target number. A 
character can declare the use of 1 Sheen Point 
to alter a Trait Test after the roll is made—but only 
before the Game Master reveals the result of that 
roll (whether the Trait Test succeeded or failed). 
A character cannot use a Sheen Point on a skill 
check or ability check after using a Benny to reroll. 
A character that expends a Sheen Point to alter a 
Trait Test also cannot subsequently spend a Benny 
to reroll the Trait Test. One method or the other must 
be chosen to affect the roll. 

A character can only spend Sheen Points on 
one specific use per round. If a character spends 
a Sheen point to ignore wound penalties for one 
round, he can’t spend another one in the same 
round to improve a Trait Test, and vice versa. A 
character may never spend more than one Sheen 
Point per round to improve a Trait Test. 

A character’s Sheen Points are determined by 
Rank. Novice characters begin with 2 Sheen Points. 

Rank Sheen Gained
Seasoned 2

Veteran 3

Heroic 3

Legendary 5

Rank Starting Sheen
Seasoned 2

Veteran 3

Heroic 4

Legendary 6
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of bioware (which is already a cutting edge 
technology.)

CYBER TOLERANT (SCIENCE 
FICTION COMPANION)

This edge is replaced by the Chromer feature of 
the Augment Professional Edge.

CYBORG (SCIENCE FICTION 
COMPANION)

This edge is not appropriate for Citizens 
Divided as the level of technology required for 
augmentation so extensive is not available. 

FILTHY RICH

Yeah, you can take this. You’re definitely in bed 
with/the child of an executive from a Multinat. 
Proles definitely hate you. Enjoy. 

GIANT KILLER

This edge is inappropriate for the setting. Thanks 
to deregulation and lax enforcement, elephants, 
hippos, and the like have all been hunted basically 
to extinction. There aren’t enough left to get this 
good at killing them. Sorry. 

GRAVITIC ACCLIMATION (SCIENCE 
FICTION COMPANION)

See above RE: no space travel. 

HEAVY-G WORLDER (SCIENCE 
FICTION COMPANION)

There are no aliens in Citizens Divided, hence no 
Heavy-G worlders. 

POWER EDGES

There are no Powers in this setting. As such, there 
are no Power Edges. 

POWER SURGE

Power Surge is not permitted in Citizens Divided, 
as there are no Power Points. 

PROFESSIONAL EDGES

You must select one of the nine Professional 
Edges below at character creation (Augment, 
Doctor, Executive, ExoPilot, Face, Gutter Punk, 
Hacker, Techie, Uniform) You may also choose any 
other Professional Edge, so long as you meet the 
prerequisites. Professional Edges with an Arcane 
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Background listed in the Prerequisites 
are not available in Citizens Divided.

AUGMENT

Requirements: Novice, Vigor d6+, 
Spirit d6+

Medical technology made 
incredible leaps in the early 21st 
century. Prosthetics rapidly gave 
way to cybernetic replacements, 
which were further refined to 
become enhancements. Initially 
intended for military and police use, 
cybernetic enhancements quickly 
made their way onto the black market. 
Seeing the raw profits generated by 
black market chop shops serving 
clients who would give their bottom 
dollar to become “better,” the 
multinats eventually decided to bring 
cyberware to public market in the 2030s. 
Augmentation has seen a steady increase 
in popularity ever since. 

There are two types of Augments in 
Citizens Divided: Chromer and Gene 
Freak. You much choose one when 
you acquire this Professional Edge. 

Chromers get +4 to Maximum 
Strain. While Chromers CAN take bioware, they 
typically do not do so. Chromers begin play with 
$30K worth of augmentations. Chromers also 
begin with $200 in starting money to purchase 
equipment. 

The cutting edge of augmentation 
technology involves biotechnology, 
clonal replacement limbs, and genetic 
resequencing to enhance the subject’s 
body. This technology is new enough that it 
is relatively rare among the prole population, 
and not entirely trusted. Though most 
people are perfectly comfortable with 
using biotechnology to treat disease, 
replace failing organs, and repair birth 
defects, any sort of augmentation drawn from 
the process tends to be viewed as strange and 
dangerous by most proles. Augments who rely on 
biotech to gain special abilities are commonly 
referred to as Gene Freaks and are usually 
treated with suspicion and fear by any who 
know their status as such. 

Gene Freaks double their Maximum Strain, but 
pay 3x Strain cost for cyberware, and normal Strain 
cost for bioware. Gene Freaks begin play with $20K 
worth of augmentations. Gene Freaks also begin 
with $200 in starting money to purchase equipment. 

DOCTOR 

Requirements: Novice, Smarts d6+, Healing 
d6+, Science d6+

Doctors occupy a unique position among 
professions, as they are universally necessary, 

widely respected, and frequently given 
privilege and access that few others 

can claim. Doctors are typically 
able to cross even the tensest of 
boundaries between corporate 

and prole-controlled territories, as 
neither side of the social conflict wants 

to be seen as hostile to the healers. Many 
Doctors moonlight between the factions, 

working in a corporate-sponsored clinic 
by day, and a public relief center (or 
backstreet chop shop) by night. Though 
the practice is officially condemned by 
healthcare organizations on both sides of 

the corporate divide, the reality is no one 
cares much. As long as the Doctor is not 
stealing supplies from one entity to give to 
another (a practice that becomes more 

common as prole resources acquired in the 
Treaty of Princeton begin to run out) Doctors 

can expect to move relatively freely 
between enemy factions. 

As a Doctor, you are skilled with 
medicine, genetic therapy, and 
cybernetics. You begin play with 

20 doses of Medi-Gel, 
a hand-held Medi-
Scanner, a Tablet 
PDD, and $3000 in 
starting money.

EXECUTIVE

Requirements: Novice, 
Smarts d6+, Spirit d6+, 
Academics d6+

Executives occupy the 
m idd le  management 
positions at the various 
Multinats. Though many 
Executive have bought into 
corporate propaganda 
hook, line, and sinker, some 
few are sympathetic to 
prole causes. This mindset 

is generally frowned 
upon by the higher-ups in 
the corporate structure. An 

Executive who displays too 
much sympathy for proles 
will quickly find themselves 
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assigned to an office deep in prole territory, 
with vastly reduced resources and a lower 
standard of living. Of course, this practice often 
reinforces the sympathizer’s beliefs as they 
find themselves getting to know proles on 
a personal level. On the other hand, some 
Executives forced into this position become 
cold, cruel, even despotic, as they seek to 

“make amends” to their corporate masters 
for their perceived weakness. Such Executives 
are often the principal antagonists of proles 
in their home market. 

As an Executive, you know your way 
around boardrooms, offices, and social 
gatherings occurring at the corporate level. 
You are familiar with corporate practices and 
expectations and are able to draw upon the 
resources of your employer to help achieve 
your objectives. You may requisition up 
to $30K worth of equipment, employees, 
and support from your employer. In order 
to get different or additional requisitions, 
you must return items to the corporate 
office until your available requisition 
balance is sufficient to pay for 
the new requisition. Damaged 

or destroyed gear is deducted from an 
Executive’s requisition balance, so Executives 
tend to be very careful about what they 

requisition and why. Additionally, you 
begin play with $3000 in starting money 

to purchase personal goods and gear. 

EXOPILOT

Requirements: Novice, Piloting d8+
You are among the rare elite security 

operatives who have been trained to 
operate an ExoSuit. While the majority of 

ExoSuits remain under corporate control, 
most player character ExoPilots will either 
be proles, who defected from their parent 
Multinat and joined the prole movement 
after the Fall of the Wall, or the children 
or students of those heroes. Prole ExoPilots 
tend to be highly principled, heroic, and 
honorable. In fact, most (though certainly 
not all) prole ExoPilots should chose the Code 
of Honor hindrance to reflect the strength of 
their beliefs. 

ExoPilots begin play with one 
ExoSuit Chassis of their choice, $150K 
worth of upgrades to the ExoSuit, A 

beacon, a commlink, an energy tent, an 
exoskeleton, a PDD, a water purification filter, 

a personal firearm, a survival knife, and $150 worth 
of additional personal items. 

Corporate ExoPilots begin play with the same 
equipment suite, but do not own their ExoSuit. 
Corporate ExoSuits are all equipped with remote 

shutdown technology, that will revoke pilot control 
and return the ExoSuit to a predetermined 
location. Since the Fall of the Wall, the Multinats 
have exerted rigid control over the activities of 
all ExoPilots, requiring unfaltering loyalty. ExoPilots 

The ExoPilot Code

We kill only in defense of 
Others. 

We do what we do because 
it is right, never for 

pay beyond food, shelter, 
clothing, and ExoSuit 
maintenance.

Our ExoSuits are an 
extension of our being. 

Treat them as such. 

We serve no corporation, 
Multinat, or government. 

Our service is to the people.
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can find themselves grounded for the 
slightest of infractions and questioning 
an order will result in immediate 
suspension. Corporate ExoPilots are not 
mind-controlled in any way but given 
their lack of personal freedom in the 
field, they may as well be. 

FACE

Requirements: Novice, Spirit d6+, 
Academics d6+, Persuasion d6+

The Face is a prole who has learned to 
survive and thrive through mastery of social 
skills. Faces make excellent negotiators, con 
artists, performers, and politicians. Though 
some corporate and Multinat executives 
display a similar skill set, the Face is purely 
a construct of prole society. When prole 
workers organize to try and negotiate for a 
raise, they look for a Face to speak on their 
behalf. Nomadic prole packs like to keep a 
Face on hand to deal with law enforcement, 
hostile gangs, and any corporate security 
they may run across in their travels. 

As a Face you are best suited for 
social interaction and tend to shy 
away from the front lines of a fight. 
Once fists and bullets start flying, your primary skill 
set becomes a little less useful. However, there’s 
no reason you can’t learn to shoot a pistol as 
well as anyone else. In fact, many Faces 
do. Faces begin play with +2 Charisma and 
$1000 in starting money. 

GUTTER PUNK

Requirements: Novice, 
Vigor d6+, Fighting d6+, 
Survival d6+

Gutter Punks are the cast-
offs of society. The poorest of 
the poor, Gutter Punks tend 
to gather in gangs or packs, 
though occasionally a Gutter 
Punk will seek to earn money as 
a mercenary working for anyone who 
can pay the bill. Gutter Punks are 
resourceful, tenacious survivors who 
are accustomed to living in terrible, 
even deadly conditions. This can 
make many Gutter Punks seem 
hard and callous, but in reality, 
most Gutter Punks are very 
kind and caring to those they 
consider to be friends, allies, 
or family. 

As a Gutter Punk you have learned to 
live with violence, danger, and possible 

starvation as constant companions. You thrive 
in the dark underbelly of society and scratch 

out a meager existence from the scraps of 
those more fortunate than yourself. Gutter 
Punks begin play with a +1 bonus to Parry 
(added after calculating the base value) 

and a +1 to all Vigor rolls made to 
resist hunger, poison, radiation, or 
thirst. Gutter Punks receive $200 in 
starting money but may have only 
$20 of available cash when play 
begins regardless of how much is 

left unspent at character creation. 

HACKER

Requirements: Novice, Smarts d6+, 
Electronics d6+, Hacking d6+

Hackers are the keyboard wizards and 
warriors of the digital battlefields of the 

internet. In 2068, almost everyone in the 
developed and developing world (and an ever-
growing number of folks in the third world) have 

some sort of internet access. Commlinks and 
PDDs are common devices and even the 
poorest Gutter Punk generally has some 

amount of digital presence. As such, this 
makes Hackers extremely valuable 
associates. Some Hackers wind up 
working for corporations or Multinats 
before the end of their careers, but 

most prefer to remain independent, 
as a corporate environment is 
stifling to the creativity (and relative 
lawlessness) that comes along with 

being a free agent. 
Of course, that is not to say that all, or 

even most, Hackers are prole-aligned. 
Far from it. Most Hackers don’t much 

care about the corporate divide, seeing 
class war as a waste of time and energy. 
What they DO care about is honest 

pay for dishonest work, meeting 
and exceeding challenges, 

and amassing the most 
important currency: cred. 

To a Hacker, showing the 
ability to pull off a job 
(and subsequently brag 

about it on the internet) is far more 
important than who is paying for, 

benefiting from, or being hurt 
by said job. Naturally, there are 
some Hackers who are neck 
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deep in prole causes, and many unaligned 
Hackers are at least sympathetic to the 
plight of the proles, but overall, they tend 
to be on the side that suits their needs at 
any given moment. 

As a Hacker, you have achieved 
some mastery over the technology 
of the internet. Above and beyond 
simple coding and electronics 
knowledge, you have learned 
how to create a Deck, which 
utilizes the cutting edge 
of processing technology, 
wireless inter facing, and 
contains an immense volume 
of home-cooked cracking 
software designed to aid in 
infiltrating, controlling and 
breaking targeted systems. 
You begin play with a Custom 
Deck, which provides 
a +4 bonus to Hacking 
rolls as well as Common 
Knowledge rolls that are related 
to using a computer. Your deck 
is highly personalized, to the 
point that no other user 
would receive the same 
bonus if they tried to use 
your Deck (provided they 
could even access it) You also begin play with a full 
A.R. Interface system and $1000 in starting money. 

TECHIE

Requirements: Novice, Smarts d6+, 
Electronics d6+, Repair d6+

Techies are the backbone 
of society. Every modern 
convenience, every 
v e h i c l e ,  e v e r y 
municipal service 

– every bit of 
technology that 
makes modern 
life “modern” works 
because techies 
keep it working. As 
such, Techies are highly 
praised and desired (in 
some circles even more than 
Hackers) operatives who can 
command incredible salaries if 
they have sufficient expertise. 
Techies invent and innovate, 
b u i l d i n g  n e w 

technologies to improve life (or end it more 
efficiently) and upgrading older tech 
to keep it compatible with an ever-
growing technical landscape. While 

some argue that many aspects of life in the 
late 21st century have stumbled backwards, 
technology is ever on the march to the 
future. The speed of that march is governed 
by the work of the Techies. 

As a Techie, you are a master of 
machinery. You may work for a 

corporation or Multinat, or you may be 
the gal keeping a prole community 
running. Some Techies do both. 
Regardless of the side of the corporate 
divide you live on, you are valued for 
your skill and expertise. Most people 
are acutely aware of how lost they 
would be without you (and you are 
probably quite happy to inform those 

who are not.) As a Techie you receive 
a +2 to all Repair checks. You begin 
play with a Tool Kit, which allows you to 

make Repair checks on most devices and 
technological items. You also have a 

land Vehicle of your choice and $1500 
in starting money. 

UNIFORM

Requirements: Novice, any two 
skills at d6+

Joe and Jane Uniform are the 
standard, average citizens of the world. 
This profession represents folks on both 
sides of the corporate divide who get up, 

go to work, come home to their families, 
and live what is considered a “normal” 
life. Of course, life is rarely that simple for 
a Uniform. Many are politically active, 
spending their free time working to bring 
their pet cause to fruition. Some are 

involved in illegal activities of some kind, 
leading to any number of complications 

and interesting stories. Of course, Uniforms 
with friends or relatives among the other professions 
often find themselves pulled into conflict and 
adventure whether they want to or not. 

Uniforms begin play with one Edge of their 
choice, as well as $1000 in starting money.Sam
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CHAPTER THREE: 

GEAR

AUGMENTATIONS

Augmentations utilize the basic rules laid out 
in the Cyberware section of the Science Fiction 
Companion. The rules for Installing/Removing 
Cyberware and Strain apply as indicated in that 
source, subject to the changes below.

BIOWARE
Bioware is created through cloning and genetic 

modification techniques. As such, bioware inflicts 
less Strain, but is more time consuming to create 
and far more challenging to replace than traditional 
cyberware. 

Characters who have bioware installed may 
ignore the first Injury Table result in a combat 
that indicates the part of the body in which the 
bioware is installed. For example, if an Augment 
with Synaptic Optimization bioware suffers a Wound, 
and the subsequent Injury Table roll result is an 11 
or 12, indicating a Head Injury, the Augment may 
ignore that Injury result (but not the wound that 
caused it.) If the Augment suffers another Wound or 
is Incapacitated in the same combat and the Head 
Injury result is rolled, apply its effects normally. This 
additional resilience has no impact on parts of the 
body that do not include bioware, nor does it stack 
if a location has multiple types of bioware installed. 

CYBERWARE
Cyberware refers to any mechanical device 

installed within and integrated into a human body. 
Unlike prosthetics, which are external additions to 
the wearer’s form, cyberware is attached surgically, 
operated neurologically, and is effectively as much 
a part of the person as their own organs. 

Characters who have cyberware installed 
may ignore the first Injury Table result in a combat 
that indicates the part of the body in which the 
cyberware is installed. Furthermore, this resilience 
prevents the character from being wounded, as 
their cybernetics take only superficial damage from 
initial wounds. For example, if an Augment with a 
cyberarm suffers a Wound, and the subsequent 
Injury Table roll result is a 3 or 4, indicating an Arm 
Injury, the Augment may ignore that Injury result 
as well as the wound that caused it. Cosmetic 
damage is done to the affected cyberware, but 
the character’s body is insulated from being 
Wounded. If the Augment suffers another Wound 
or is Incapacitated in the same combat and the 
Arm Injury result is rolled again, apply its effects 
(including the Wound) normally. This additional 
resilience has no impact on parts of the body 
that do not include cyberware, so in the above 
example, if the character’s right arm is a cyberarm, 
but the Injury Table indicates that the Left arm is 
injured, the character gains no protection from 
their cyberware. This resilience does not stack if a 
location has multiple types of cyberware installed
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