SPRAWL RUNNERZ)2

COMPATIBL - BEREIBEAR

CHARACTER GEMERATION:

Starting characters need STATS. There are 6 STATS. When spending points theximum is 10
points on one stat, and 9 on any others (only one STAT can start at 2Q)Minimum value is 2 at
character generation It costs one point per level of STAT.

Options for STAT points

Random low: 2d6+25 points.
Random moderate:2d6+35 points.
Random high: 2d6+45 points.

Low beginnings: 30 points.

Low with an edge: 35 points.
Above average: 38 points.

Fine specimens:42 points.

Minor hero: 47 points.

Major Hero: 50 points.
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BOD: Body, strength and endurance.BOD gives some bonuses to handto-hand damage, and
a Resistancevalue that reduces damagetaken by the characterto all but one point of damage.
Carry weight is BOD times 10kg. You can dead lift 40 times BOD in kg.

BOD | ADD TO DAMAGE | RESISTANC| CARRY| DEADLIFT]
12 | -2 0 1020kg | 40-80kg
34 | -1 1 30-40kg| 120160kg
56 |0 2 50-60kg| 200240kg
7-8 | +1 3 7080kg | 280320kg
9 +2 3 90kg 360kg
10 +3 4 100kg | 400kg
11 +4 4 110kg | 440kg
12 +5 5 120kg | 480kg
13 +6 5 130kg | 520kg
14 +7 5 140kg | 560kg
15+ | +8 5 150kg | 600kg

One kg is 2.2 pounds.

REFReflex, dexterity, agility, reaction speed

MIND: Mind, intellect, wits , technical aptitude, memory, education. (Average: INT and TECH)
CHA: Charisma, voice, coo] looks and charm. (Average: COOL, ATTR and EMP)

MA: Movement Allowance, speed, run, sprint, leap. In one round (~3 seconds) character can
run 3xMA in metres. They can leap one quarter of the run figure.MA also limits the number
of actions that can be attempted per combat round (see Combat).

LUCK: Luck, chance, fate, grace Luck points can increase sees, change hit locations after
they're damaged, and many other things.
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SPRAWL RUNNERZ)2

WHAT AB@EOBLAROM CYBERPUNK 2020?

Cool and Attractivenessis rolled into CHA. Use CHA and you can add your special ability to
represent your experience forappropriate COOL/WILL tests.

Examples:

a) Cross the solo is being stared down by a bouncer with a serious case of muscle graft
addiction. He rolls a test with CHA + Combat Awareness. The bouncer backs off as Cross' icy
stare shows he's seen more death than the bouner has had BJ's fofree entry to the club.

b) Alana the fixer is being antagonised by a Spider gang capoduring a negotiation. She rolls
CHA + Streetdeal beats the TN, and remains frosty cool & in control.

CHARACTER GEMNERNTEN:

Buying skillswith points like STATS we determine what the character has learned to do. Some
skills have a cost multiplier. This is a static factor against what that skill costs in points to buy.
With no professions we do not separate Career skills from Pickip skills. Buy what you want.

Options:

Newbies: 30 points.

Getting started: 40 points.

Working it: 50 points.

Experienced: 65 points.

Veterans: 75 points.

Seasoned professionals: 100 points.

o NFERR N
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CHARACTER GPERERATABIITIES

Special Abilities are aspecialtype of skill that will help define your character's role They
usually cost 4 times as much per level asstandard skills. If you want multiple Special Abilities
each subsequent one must beof a score at least 2 points lower thanthe previous.

Example: Multiple Special Abilities. If a character had Interface at 6, then the second special
ability could be no higher than 4 and if they had a third, then it would be no higher than 2.

All Special Abilities have a maximum rank of 10.

COMBBEH (4)

Combat veterans, sprawl samurai, mercenaries, dismissed SWAT membeand hired guns.
Solo's are the straight up badasses of the sprawl.Combat Sense adds to Initiative and
Awarenesstests.

INTERE@ACE

Interface is about controlling cyberdecksand machines with a cybernetic direct interface (aka.
datajack, smartjack, neural jack, direct neural intéace, DNI, interface plug, etc.) It adds to
Decking operations.

MEDKCECH (4)

Add this special ability to surgery, medical procedures and use ofmedical tech like cryo-tanks
and surgibots. It can stack with Medical Treatmentolls.

PROWL (4)

Burglars, fetchmen, sneaksand surveillance professionalsProwl! adds to Stealth tests and
Awarenessrolls.

REMOTE VEHICINSGRERA

Riggers panzer-jocks, and drone-dogs have this special ability Bonuses to Awareness,
Initiative and vehicle control when using remote vehicles (drones, UAVS, RPVs, etc).

STREETDEAL (4)

Talkers, deal makers, negotiators, fixers have Streetdeal. Streetdeal adds to Streetwjse
Communication and Awarenesschecks specificallyfor gathering information, negotiating,
seeding rumours and organizing transactions.

VEHIZEH (4)

Nomad, Wheelman, Driftking. Born to drive the character is like one with most vehicles.
Controlling a vehicle, Awareness, and Initiative tests when physically in the vehicle driving or
piloting can have VehicleZen added to the roll. The character can have a single chosen
uniqgue vehicle which they can add VehicleZen to any repair rolls. If that vehicle islost it takes
one month of use on areplacement vehicle before this special ability can be used on repairs
again.
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SPRAWL RUNNERZ)?2

CHARACTER GEMN&ERATION:

Skill tests are 3d6 + Skill level + appropriate STAT + relevant modifiers.

OPEN ENDED ROLLING

A roll of triple one will roll again and that result is deducted. If a triple six is rolled after a
triple one, another roll is made and subtracted.

Rolling a triple six, first, adds another roll to the total. This can continue, explode, potentially
forever.

Examples:

a) Tess rolls a triple one. She rolls again and gets a triple 6. Her roll is at15 and she has to
roll again to subtract further.

b) Rosie rolls a triple 6 and then rolls a 15. Her roll total is 33. It is going to be a good result.

SKILL TESTS
TN 15 is easy, TN:20 is moderate, TN:25 is difficult, TN:30 is hard, TN:40 is very hard and
TN:50 is something rather incredible if not outright unbelievable.

Dodging a car pushed off the edge of the construction site and falling towards your character
might be Athletics+REF but breaking down a door would be Strength Feat+BOD.

Negotiation might be Communication+CHA but Interrogation might be
Communication+MIND.

SKILLS BYLIN®BCALIATED STAT

Skills may be listed with a number in parentheses. Eg. Stealth (2)This is the cost factor for
improving the skill after character creations. In the case of Stealth it is double XP cost to
improve.

BODY

Endurance expend high amounts of energy in physical activity for longer. The skill is tsually
gained by distance runring and interval training.

Strength Feat pushing beyond your normal lifting limits by BOD. Also aids in some Athletics
tests like climbing.

Swimming: movement in water. At level 4 and higher familiarity with SCUBA type gear is
included.

CHA

Communication: interview, intimidate, seduce, interrogate, and persuasion

Leadership keeping a group on-focus and helping members recover from failed morale
checks.

Perform music, stage acting, impersonation, alteing voice and mannerisms.
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Personal Style grooming, w ardrobe, fashion. Adds to social interactions where it matters.

Resist Torture/Drugs pain management and how to convince the ones torturing you that
they have got what they want. Also helps resist tasers, stun guns, sonic nauseators and other
such gear.

Streetwise connecting to the illegal and taboo sectors of society.

MIND

Accounting: operating within tax codes, cost centres, financial record keeping, and
knowledge of accounting legal requirements.

Aero Tech (3): repair and modification of fixed wing and vectored-thrust aircraft.
Anthropology: study of human society, typically over long time periods.
Awareness notice, perception of surroundings and ability to filter to relevant information.

Basic Tech(2): cars, motorbikes, appliances, and general priniples of; mechanics,
pneumatics, hydraulics, and electronics.

Biology: life sciences.

Botany: plant sciences.

Chemistry. understanding elements and how they form compounds.
Composition: making music.

Cyberdeck Design(2): maodification and design of cyberdecks.
CyberTech(2): repair and maodification of cybernetics

Demolitions (2): use of explosives and detonation gear. Knowledge of amounts and
placement to breach, sever, and destroy objects based on their composition and the types of
explosives used. Having this skill adds to tests to improvise explosive substances and
controlling devices.

Disguise take on a different or specific appearance and act like, or impersonate, it. Otherwise
it is just make-up tech or worse, narrow personal grooming.

Electronic Secuity (2): repair, modification and bypassing of electronic security apparatus.

Electronics repair and modification of various electronics that are not cyberdecks or
cybernetics. Very versatile.

Forgery make a copy of something appear like the original. Mostly used for identification
cards but can be applied to artwork and currency (near impossible skill test).

Gamble for gambling that has elements of skill you can choose winning bets (horses, roulette,
baccarat, etc.) or strategies to increase likelihooaf winning.
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SPRAWL RUNNERZ)?2

Geology: earth sciences, knowledge of ground formations, common for mineral and resource
surveyors.

Gyro Tech(2): repair and modification of helicopters, gyrocopters, tiltrotors and fan lift
vehicles.

History: study of history to interpret how things happened in the past, can be used to predict
long term trends that mirror the past.

Know Language (choose one) literacy with a language. True fluency is at 7+.

Mathematics: use of numbers and formula to explain phenomena and create models for
predicting outcomes, includes statistical analyses.

Medical Treatment(2): diagnosis and treatment of medical issues. Levels up to 3 are First
Aid, up to 6 paramedic or general practitioner, up to 8 surgeon, higher ranks are equivalent to
leading surgeons.

Med-tech Operation: how to operate cyrotanks, regen-tanks, surgibots and other advanced
medical gear.

Paint or Draw: fine arts.

Pharmaceuticalg(2): science of drugs.

Photo & Film: analog and digital photography and video techniques.

Physics science of physical world: statics, dynamics, material science, etc.
Pick Lock opening mechanical locks. Electronic locks use electronic security.
Pick Pocket sneaking objects off another's person without detection.

Play Instrument choose an instrument that your dharacter can play. Guitar, flute, keyboard,
violin, etc.

Programming writing programs. Mathematics and other skills can compliment.

Stock Market knowledge of stock market operations and financial instruments; shorts, puts,
longs, futures, derivatives, et.

System Knowledge familiarity with areas of the Net (matrix, internet, webs), network
devices, and security architecture.

Teaching ability to teach a known skill or prepared subject matter and assess academic
development.

Weaponsmith (2): repair and modification of firearms. Also aids clearing stoppages.

Wilderness Survival how to survive without assistance. Food and potable water gathering,
primitive water treatment, waste disposal, shelter and fire construction, etc. In urban setings
how to find food sources (dumpster diving and edible weeds).
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Zoology: animal science mostly about taxonomy (shape, structure) and behaviour.

REF

Archery: use of bows and crosshows.
Athletics: climb, leap, gymnastics, parkourstuff
Dance classical andlatest moves.

Driving: cars, vans, trucks dump trucks, buses
Fencing melee skill for swords

Fighting hand to hand fighting. Replaces Brawling and Martial Artslf you want your choom
to be a practitioner of a certain style then name itas suchand take the Key Moves to support
it.

Handgun: pistols, machine pistols, and holdouts.

Heavy Weapons(2): machineguns, grenade launchers, and other military weaponry.
Melee: battlegloves, clubs, knives and all norrswords

Motorcycle: ride a motorbike.

Operate Heavy Machinery: forklifts, excavators,bulldozers, etc.

Pilot (Gyro)(3): gyrocopters, helicopters, tilt-rotors, spinners.

Pilot (Fixed Wing)(2): fixed wing aircraft.

Pilot (Dirigible) (2): lighter-than-air vehicles.

Pilot (AV) (2): aerodynes, skimmers, vectaed thrust, and Harriers.

Rifle (Includes SMG'$: longarms; shotguns, assault rifles, sniper riflessub-machineguns, etc.

Stealth (2): hide, evade, lose a shadow, shadow someone else, move in ways hard to detect,
camouflage techniques, etc.

MA

Sprinting: level adds to MA for a short burst and requires Endurance checks foeach round
after the first of sprinting to maintain the pace. The skill does not help cyberleg movement
rate (can't be improved with this skill).

LUCK

Has no associated skills.
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COMBWTIATIVE

"Who dares to go first wins." Cross theSolo paraphrasing the motto of the Special Air Service

Roll 3d6 + REF + Initiative. Some special abilities add to initiative as do some boosts
(cyber/bio ware). Higher scores go first, but lower scores eclare what they're going to do
first. Higher scores can react to this. Any scores that tie make another roll between those two

and higher will win within that scope.

COMBAIDOTING

To attack a target withany ranged weaponsis a test against the TargetNumber of the range

to that target.

3d6 + REF + Skill vs Target Number (TN)

RANGE TN | DISTANCE

Point Blank 15 | Within3m

Close 20 | Quarter of Long

Medium 25 | Half of Long (listed range
Long 30 | Listed range of weapon
Maximum | 40 | Double listed range

ATTAGBDIFIERS

CONDITION MODIFIER ALTERNATIVE
Target immobile, or moving straight at/away sho( +4 Add one step of rang
Moving/dodging target, MA 5 -1

Moving/dodging target, MA76 -2

Moving/dodging target, MAB -3

Moving/dodging target, M&11 -4 Add one step of rang
Moving/dodging target, MA 12+ -5 Add one step of rang
Fast draw/snapshot -3

Ambush (targets are often immobile, too) +5 Treat one step closer
Aimed shot, chest -1

Aimed shot, thigh/arm/shoulder/stomach -3

Aimedshot, lower leg -4 Add one step of rang
Aimed shot, foot -5 Add one step of rang
Aimed shot, hand/pelvis/neck/head -6 Add one step of rang
Bright light/dust in eyes ==

Target silhouetted +2

Firing while running -3

Firingrifle/LMGrom the hip -2

Braced eg. on a window sill +1

Bipod +2

Large target (eg. car or van) +4 Treat one step closer
Small target (eg. cat, rabbit) -4 Add one step of rang
Tiny target (egnouse, sparrow) -6 Add one step of rang

Aiming

+1/round to max of +

Three round bursiaf medium range or closer)

+3

Full Auto, close range

+1/10rounds fired

Full Auto, medium range or further

-1/10rounds fired
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POINT BLANK

Attacks from firearms within 3 metres (melee range), that hit, are automaticallymaximum
damage. This does not affect tasers andnost other exotic weapons which do not rely on
kinetic energy to inflict damage.

OPTIONXCURACY

When rolling an attack the success margin can increase the damage inflicted but not is
‘ceiling’.

Example: Cross beats thetarget number for his attack by 6 points. He adds 6 points to the
damage inflicted but it will not exceed the normal maximum for that weapon. 3d6+1 was the
base damagesetting the ceiling at 19. He rolls a 14 and adds 6, making 20 but that is more
than 19 so it is adjusted back to the ceiling value ofL9 points.

COMBATQPPING RRMWEBRBFROF

Armour has a value called Stopping Power (SP). This number directly reduces damaga hit
penetrates the armour if it inflicts more damage than the SP. Thearmour loses one point of SP
if it is penetrated. A hit that inflicts damage greater than half of the armour's SP will still
reduce the SP by one.

Examples:

1. Cross shoots aBozo and hits her Medium Armour Jacket (SP 18)Damage inflicted is
13 points. The Bozo isunharmed. The Medium Armour Jacket loses one point of SP.

2. Cross shoots the same bozo again and hits for 22 points of damage. Tharmour loses
one point of SP andfive points of penetrating damage (the jacket has lost one SP, now
SP is17) have to be dealt with.

3. TheBozo shoots Cross and hitdnflicting 9 points of damage. Cross' MediumArmour
Jacket (SP 18) deflects the round without any loss of SP.

ARMOUR REPAIR

Armour can only be entirely replaced or have hit locations replaced. Typically replacing a hit
location costs 50% of the new cost of the whole armour. Refer to Hit Locations and Hit Points,
next chapter. If armour is described as modular then the cost to replace the damaged location
is only 25% of total armour.
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SPRAWL RUNNERZ)2

COMBHITLOCAHIDRAND

Each location hagts own amount of basehit points. When they are all gone that location is so
damaged it is either severed or mangled. Should this location bethe head then the character
has just died If it is the chest they require a brain preservation method(eg. cryo-cranial
injection), for recovery at a later date, or will die in 5 minutes. You can rule special effects for
hits to the hands like BOD saves to hang on to weapons, and other locatioreffects.

To figure which location was hit just use the attack roll without modifiers.

ROLL LOCATION TO HIT| HIT POINTS| SIMPLIFIEROCATIONS(HP)
34 Thigh -3 8 Leg (8)
56 Lower leg -4 8 Leg (8)
78 Arm -3 8 Arm (8)

9 Shoulder -3 8 Arm (8)
10 Foot -5 8 Leg (8)

11 Hand -6 6 Arm(8)

12 Pelvis -6 8 Torso (10)
1314 Stomach -3 8 Torso (10)
1516 Chest -1 8 Torso (10)
17 Neck (Head) -6 6 Head (6)
18 Head -6 6 Head (6)

OPTIONAL: SIMPATHENS IANB HIT PO

Less available hit locations means the chest will be hit more often. This requires some more
Hit Points for the torso or everyone will be a bit too fragile.
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OPTIONAL: CENINRE-MERS

This optional set is more complex but gives better distribution of hits. Everyone trained to
shoot aims at centremass. That is the centre oval of the torsdrom top of sternum to navel.
However targets do not usually stand still with their arms by their side which increases the
frequency of hits to those limbs. How the dice fall effects the hit location:

9 Triple sixes: head
9 Triple fives: neck
9 Triple four: foot
9 Triple twos and threes: arm (other dice; odd = Left, even = Right)
1 Double sixes: pelvis
1 Double fives: shoulder (other dice; odd = Left, even = Right)
9 Double fours: thigh (other dice; odd = Left, even = Right)
91 Double threes: arm (other dice; odd = Left, even = Right)
9 Double twos: lower leg (other dice; odd = Left, even = Right)
9 Odd dice total: stomach
9 Even dice total: chest
Roll | Double | Triple | LOCATION| TO HIT| HIT POINTS SIMPLIFIED (HP
Odd |1 12 Stomach -3 8 Torso (10)
Evens 1 - Chest -1 8 Torso (10)
2 - Lowerleg | -4 8 Leg (8)
3 - Arm -3 8 Arm (8)
4 - Thigh -3 8 Leg (8)
5 - Shoulder -3 8 Arm (8)
6 - Pelvis -6 8 Torso (10)
2&3 | Hand -6 6 Arm (8)
- 4 Foot -5 8 Leg (8)
5 Neck (Head] -6 6 Head (6)
6 Head -6 6 Head (6)

A Less likely to hit anything.
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SPRAWL RUNNERZ)?2

COMBMEENCING and FIGHTING

Hand-to-Hand Combat is conducted with opposed attack rolls between combatants. Winner
inflicts damage, takes hold, or escapes if already held

Attacker's3d6 + Fighting + REF
VS
Defender's 3d6 + Fighting + REF

Athletics can be used defensivelyin place of another skill

KEY MOVES

Each level of Fightingallows you to buy one point of a key move. No key move can have
more than four points. The key movescan alter what takes place when winning an opposed
check by their description. The key movesare:

9 Strike 1d6 damage plus BOD damagemodifier and Fighting skill level. Soft amour SP
is halved.

I Kick 2d6 damage plus your BOD damage modifier and your Fighting level.Soft
armour SP is halved.

1 Parry deflect a non weapon attack (punch, kick, elbow, etc), or reduce damage of a
weapon attack It's best to parry weapons with other weapons, armour or a shield.
Battlegloves can parry all melee weapons.

91 Dodge: evade a Fencing, Fighting or Meleeattack. If you win the opposed roll with
this key move you do not inflict any damage. Use this if fighting someone with a
melee weapon.

9 Disarm remove weapon from target. If succeed gain +5 for Hold attempt on next
turn.

9 Trip: sweep, trip or throw target into the ground, wall or an object that is within 3
metres. Damage ignores soft armor.If Trip attempted against a target who is already
in a hold gain +5.

9 Hold: pin or otherwise seize the target. Succeed by 5 and you have the target with
one of your hands free.

1 Choke inflict damage or stun againsta target already in your Hold by choking,
crushing or hyper-extending a joint (eg. arm bar). You must do this with at leasttwo
hands, or one hand and both legs.

9 Escape: break out of a hold or chokelf you win the opposed roll with this key move
you only break out and do not inflict damage.

Example: When makng Cross the solo Fighting is taken at level 6. There are 6 points for key
moves. The player takes Strike +3, Disarm +1, and Trip +2. Cross will have a serious punch.
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BCGRYAT MODIFIER

Based on the value of the character's BOD stat enodifier value is available (see below).

I Addto damage: increases damage inflicted for Fencing, Fighting and Meleattacks A
negative value will not reduce an attack to less than one point of damage inflicted.
I Resistance: reducesall damage inflicted to the characterbut not to less than onepoint.

BOD | ADD TO DAMAGE | RESISTANC
2 | -2 0
34 |-1 1
56 |0 2
7-8 | +1 3
9 +2 3
10 +3 4
11 +4 4
12 +5 5
13 +6 5
14 +7 5
15+ | +8 5
HOMELHEAYS T

Cross and Molly face off at 5 metres distance. Cross has a battleglovand Molly a street-
sword. Cross has Fighting +6 and Molly has Fencing +8. Croskey-moves are, Hold +3,
Dodge +1, Strike +1 and Choke +1. Molly does not have key movesusing Fencingalthough
she can add any WA bonuses from her sword They roll for initiative and Molly wins, so gets
the first move.

Molly makes an overhand attack with her streetsword. It's a typical strike that is famous in
Kendo but Cross is facing a metre long carbeglass blade, not bound bamboo lengths.He
choosesto Dodge. Cross' roll is effectively Molly's target number. It ends up with Cross on 19
and Molly on 22. Cross has +1 Dodge making it 20 but that was not enough and Molly strikes
with the blade.

We'll assume Cross survived. Since Cross dodged if he want®tattack this round it is a multi-
action and gets -5. He tries to get a Hold on Molly. They oppose rolls; now it is Molly's turn
to choose a defence and since she has already attacked it will be at5, too. Cross is-5 to his
Attack roll. The rolls are Cr@s 23, which becomes 18 vs 17 which becomes P after Molly's
penalties. Looks like Cross has got a Hold on her anduntil she escapes she cannot attack.

COMBARENADES AND EXPLOSIVES

Explosions in Sprawl Runners have blast radius (radiisted in metres. There are three bands of
blast radius, each is the listed distance in metres wide. Each is a separate band. In the first
band, which is the initial blast radius distance, damage is whatevemwas rolled applied fully to
three locations. In the second barm, the rolled damage is halved, and applied to two

locations. In the third and final band, the initially rolled damage is quartered, and applied to
one location.
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SPRAWL RUNNERZ)2

Combat: actions

In combat there are two action types per round of combat; Attacks and Move-equivalent-
actions. You can have two moveequivalent actions or one Attack. You can combine Attack
and movement in one round, so that you can charge and attack in the same round, but you
cannot move again. Attack uses the whole turn whether you move or not. Move-equivalent
actions cover everything that is not an attack.

Additional attacks and dodges add cumulative penalties. They need not be declared at the
time of the first attack. Each adds-5.

Example: Chet is attacking three times. The first is 0, second5, and third -10.

MA limits the number of attacks that can be attempted. With a MA of 6 the most attacks that
can be attempted is 6. That would be O (first),-5, -10 (third), -15, -20, -25 (sixth).

Example: Chet has MA of 5, the most attacks he can attempis 5, which produces penalties
from -5 on the second to -25 on the fifth.

Can you fire 6 doubletaps with MA 6? Yes.

Can you fire 6 fulkauto bursts with MA 6? Yes, but you'll run out of ammo.

HIGH MA ANIPAVMRE& S

The players' enemies can do it to! If you do not want it drop the multiple attacks. Everyone
or no-one, choombatta!
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IN PLR&SouréeACQUISTION TESTS

Instead of tracking cash amountsa character canhave a Resources score. This is used oran
Acquisition Test for purchasing gear.

3d6 + Resources + Streetwise + Streetdeal vs. Rsc TN of Item

Tests usually use CHA or MIND depending on the character's approacitCalculate your starting
Resources score with the following table.

SPECIAL ABILITY STARTINGRESOURCES SCOR
Medical Tech 2 + (half Skill Level)

Streetdeal 1 + (half Skill Level)

Anything else half Skill Level

CYBERPUNKANROSPRANVLRPREERSRCES

Transposing CP2020 gear costs to Resources target numbers will require a bit of extension to
suit your campaign because many items, particularly cyberware, do not have an availability
listed.

AVAILABILITY TN
Very Common (VC) <10
Excellent (E) 15
Common (C) 20
Paoor (P) 25
Rare (R) 30
Very Rare (V) 40
COSTIN EB +TN
>1000 0
>2000 2
>5000 S
>1@00 4
>2000 5
>49,999 6
>99,999 7
200,000+ 8
Examples:

a) Arasaka WSSX, Rare riflé85), 3600eb (+2), Resources TN of 37.

b) Exotic package, "Bear Necessities"Chromebook 2, cost 24,500eb (+5), Resources TN 080
(Poor) or 37 (Rare)Availability is not listed yet we can infer it is less available thanCommon.
c) Super Chief 454 pistol, Poor availability(25), cost 375eb, Resources TN of 25

d) FN-RAL assault rifle, Common(20), cost of 600eb, Resources TN of 20.

e) Alana the Fixeris rolling to acquire a WSSX for Cross. She will add CHA of 8, Streetwise of
5, Streetdeal of 6 and Resources of 4 to her roll. Dice come up as 11 and her total is 34. She
just misses out and the GM lets her spend a point of luck to seal the deal.
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RETRY

We don't always get what we want so we try again. To retry an Acquisition Test a number of
hours equalto the TN of a test must pass. However, if the character knows another Fixer they
can retry with them since that Fixer has not made an Acquisition TestA character can halve
the retry time if they take one point off their Resources score for the month.

IN PL@Mhtacts

In the sprawl who you know can be more important than what you carry. Starting characters
get the following number of rating points to put into Contacts

ABILITY OR SKILL RATING POINTS
CHA Vlevel
Streetwise 2llevel
Streetdeal 2llevel
Special Abiilty (not Streetdeal) Ylevel

Example: Alana the Fixer has CHA 8, Streetwise 5 and Streetdeal 6. She has 31 rating points
for contacts.

Contacts have ratings from 15. Ratings 4 and 5 cost 2 points each making the total cost for
rating 4 as 5 points, and for rating 5 it is 7 points.

The contact can aid Resources testdy their rating, usually once/month, if what is being
acquired is within their area Consider the contact's Class/skill when they are aiding
acquisitions. Some contacts are notlikely to be helping anyone acquire a cyberdeck but they
might be able to steal one for you.

Contacts can also aid skill checksif suitable, by their rating; particularly for long complex
tasks.
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Contacts that use less than their rating in aiding the character are less likely to need a favour in
return. It is good etiquette not to "tap out" your contacts by hitting them up every month. It is
also very good etiquette to do favours for your contact, particularly un-asked for favours. This

is likely to increase their rating to you as they will put more on the line as that bond
strengthens.

IN PLBRIVING
CHASES

Keep it fast and simple. If the lead car is faster then it gets away. If the chase car is faster then
it just takes time to catch up.

Carchasesare more fun if the lead car has to deal with obstacles that stop it from using its
superior acceleration to ¢et away. Lead cars also create a kind of "wake" in the traffic letting
the chase car catch up easier.

Light Traffic: slows lead car by 10%

Medium Traffic: slows lead car by 25%

Heavy Traffic: restricts both cars top speed to traffic speed +10%.
Gridlock: get out and run Choomba!

=) =] =)'=

STUNTS

Sometimes you need to do something risky but rewarding to get away, or catch up, or
because the situation requires it. Stunts are maneuvers outside of regular driving: bootleg
turns, reverse driving at high speed so your ctioombahs can fire on your pursuers or even
make the vehicle jump off the road crew's generator trailer and over the opposing lane on to
the green strip! Of course the faster you are going the worse it is if you mess up.

STUNT DESCRIPTION AND MODIFIERS

Junps -2 on takeofi& -6 on landing

Bootleg turn (urn) Reversingthe car turns 180degrees and continues same
direction.-5 (fumble causesollover crash

Sideswipe Opposed test, loser vehicle damaged and make control test

Pitt Maneuver Chase caside swipes rear end, control test af/, attacker-3

Ramming Opposed test, loser vehicle damaged both make control test
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CONTROL AND CRASHING

In times of testing driving the pilot (driver, rider) of the vehicle must make a control test. For
normal driving this is not required except after long hours. A failed control test means a loss
of control but the driver can attempt to recover, once. If that fails as well then... you crashed!

SITUATION TEST

6 hours normal road Easy 15

2 hours off road Easy 15
Exceeding traffic speeadhore than 10%ight Moderate (@)

Exceeding traffic speeahore than 10%moderate | Difficult (25

Exceeding traffic speeahore than 10%heavy Hard (8)

Open road, speed limit x1.5, every hour Moderate (@)

Open road, spedinit x2, every 30 minutes Difficult (29

CRASHING

Nobody wants to do this but sometimes it happens. The faster you "stop" the worse it is. A
delayed crash, where you glance df a few things before coming to a screechinghalt is better
than going from 100mph to zero in a fraction of a second. We determine how severe the
crash is by how much the recovery control test failed

CONTROL TEST FAILURE FINAL CRASH SPEED

1to5 10% a glancing crash and forced to brake.
61010 30%

11 tol5 50%

16 t020 75%

21+ Full speed

Critical failure Full speed & rolbver
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CRASH DAMAGE
1d6/10mph of FinalCrash Speed.

Gear and vehicle modifications lessen thisSome armour can use its SP against crashes. Most
cannot.

GEAR/VEHICLE MODIFICATIONS CRASH DAMAGE MOD
MotocrossArmour SP Full

Soft Armour SP Half

Bull bar Half if crash with the bull bar

Roll cage Quarter beforarmourand beforebull bar

IN PLAY: SAVING THROWS

Sometimes a check has to be made to resolve a challenge that does not involve skill. Typically
this is resisting drugs, holding breath, or dealing with being tased.

3d6 + STAT + Modifiers + Gear vs 20 + strength of effect

Example: Molly jams a Colt Voltmaster stun gun against Cross' neck in an ambush. The stun

gun damage is the strength of the effect. Crosscan add BOD total value and Resist Torture to
the roll. He has no gear that is applicable. Molly rolls for the stun gun and gets 11. Total save
target is 31. Good luck, Cross.

IN PLABVANCING THE CHARACTER

Characters advance with Experience Points (XP). To advance a skill it costs the level you want
to buy. So if Cross wants level 9 in Handgun it costs 9 XP.

Special Abilities and some skills have a ost factor. This increases the XP required by that cost
factor. So if Cross wanted to buy Combat Sense at level 7 it would cost 28 XP.

A game session should reward between 2 and 10 XP. If the amount of game time in a session
is more than a few weeks the anount of XP can be doubled. Characters ought to be able to
increase their weaker, lower level, skills rather quickly but their stronger skills and special
abilities take considerably longer.
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IN PLAXCKing tests

Hacking tests are attempts to access or mnipulate datawhich you do not have appropriate
system privileges. To attempt a Hacking test at all iequires character to usea Cyberdeck and
neural jack.

Roll Interface + INT + Deck bonusss. TN of target security

Sites have nodes. Each node doesomething, eg; border security, file store, database, design
system, analytics engine,camera, door controls, security turret, user account controller,etc.
There can be layers, taking multiple testgincreasing chance of failure) to overcometo access
the targets.

TNranges from 20 for low profile of little importance, 25 for a small company, 30 for
moderately important stuff, to 40 or higher for mega corp basicnodes, and 60 for more
important megacorp stuff like border security, financials,and user acount controllers.

If the target has ICE the slicer accrues Trace equal to how much they fail the test by. Once
their Trace exceeds theilnterface+ Deck bonus, their location is determined by the target's
security and the appropriate response occurs. Sligrs have to make an Interfacetest to figure
out their Trace.

If the target has Black ICE thelecker accruestrace, like normal ICE, andwhen it exceeds their
Interface + Deck bonus it will trigger an attack. The attack inflicts lethal damage of 1d6 per
point of failure on the test.

In play: CYBERPSYCHOSIS

Too much chrome on this psycho. $ie snapped and then snapped heads like grapes. Frag I'm
glad MaxTac got here first

OPTION 1: BOOSEE PSYC

The more boosts you have from wares the more likely you ae to start acting solely in your
own interest without regards to anyone around you; even friends and allies. They all become
objects that help or hinder your desires and impulses.And since your abilities are so far
beyond the norm it becomes obvious you can get away with just about anything.

All the bonuses you get from your implants track as the Boosts score. Do not worry about
bonuses being to STATS or Initiative or Weapon Accuracy. All the bonus values are being
counted. Use it as a penalty to CHA checls under intense stress. Failure results in a psychotic
episode where normal societal rules are thrown out the window, along with any alliances or
friendshipsthat are stressing the character in that instantCharacters are not insensible raging
maniacs. They will still attack existing threats. They may not necessarily turn on their friends
but they will not restrain themselves if a situation comes up in which they feel it would further
their own desires.

Example: Chet has nine implants giving total bonus pants (to various things) of +20. His
Boosts score is 20.
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OPTION 2: HOSB\NNDY BOGKT(EBYDABCEMPATI

Use the humanity loss / 5 as the Boosts score in Option 1.

OPTION 3: STEIESSUIPATIBLE)

As you gain implants you gain Humanity Loss. Reality of the self changes and that changes
the interaction of the self with reality. Being surrounded by slow, soft, smelly, fake, lying
people can make a borg lose its composure and wreak havoc to get some spce, peace or
truth — whatever it thinks that is.

Stress Score &Humanity Loss / 10 (round-up)

Any time the character is pushedout of their comfort-zone, triggered, upset or otherwise in a
situation they have to severely restrain their impulses they make a CHA test TN:15 with the
Stress as a penalty.

Each failure adds three to the test TN next time so you have to track the number of failures.
Cyborgs with a few failures will be noticeably agitated and shorttempered giving those with
Human Perception skil a chance to notice the symptoms. A failure can be treated with
medication, therapy, brain-dance or combinations of those things.

When a character fails a test by 10 points they have a cybepsychotic break.Let's hope your
chooms don't call MaxTac.

Medication

Neobetahaladol, omega blockers, alphacortisol inhibitors, etc. Take one twice/day. While you
keep that up the failure is treated. Stop taking the med's and it returns in 212 hours. These
med's are resources 9 to acquire a month of treatment That s enough for controlling one
stress testfailure. Yes, you can take 6/day for three untreated failures. Resources: 15 per
month.

Therapy

Cyberpsychiatry sessions are expensive and take three sessions of one hour per week, for 3
months, per untreated failure. The character with two untreated failures is on the edge the
whole time and medication is recommended. Therapy won't work for three untreated failures
without medication. Resources: 17 per month.

Brain-dance

Like therapy but works much quicker. It takes 100 hours of treatment per untreated failure.
However, the character must stay in the braindance the whole time and cannot be out
running the Edge. Resources: 19.
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In plallOOKS

Mooks don't have special abilities like player characters They ought to have a main stat or
two whose values isup to 6, with the rest being 3, and skills up to 4. Overall a mook ought
to have no roll with more than +10.

Bouncer. BOD 6, REF 4, Fighting +4, Communication +3.

Gang Enforcer BOD 4, REF 5, Fighting-5, Melee +4, Streetwise +4.

Gang Goon BOD 4, REF 4, Fighting +3, Melee +3, Streetwise +2.

Gun-toting Gang Goon: BOD 3, REF 5, Fighting 3, Pistol +4, Streetwise +3

Joytoy: Communication +3, Perform +3, Streetwise +2

Security guard veteran: BOD 5, RE 5, Awareness +4, Communication +3, Pistol +5

Taxi Driver. REF 4, Drive +4, Streetwise 4.
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In plaaydirt and Resources (Rewards)

Resource awards can be received aa:
9 Bonus to resources for a number of months, eg. +2 for 3 months. Good for castand

resources as well as living of fenced goods or,

Permanent increase; eg. +2. Good for bigger rewards and passiveéncome streamsor,

Penalty to resources for one month and then a permanent increase; for hard to spend

rewards or quite hot goods. Eg. -2 for a month, then +1.

= =
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CITIES

There once was a walled
city in Kowloon. It was an
anarchic collection of high
rise flats strung together
with power and phones
outside of state controlled
planning. It lasted about
30 years. With the
dominance of
corporations they have
not seen a worthwhile
ROI on planning controls
in areas theyhold for
rental income. We see
tacked on high-rise
favelas like barnacles on
SO many pier pilings.

These areas can be as
crude as roomsmade
from scrap bolted to a
building's original exterior
to shipping containers
chained to old power
pylons of cell-phone
towers. That is how most
people live.

Barrens are themostly
abandoned areas with
free fire zones and no
police response.Also
called Autonomous

Zones, Combat Zones and
No Go Areas.
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LIFESTY
"Strand,
Belle,
Gustavio,
and
Manolo, all
preem
brands This
fixer's outfit
cost more
than my
apartment "

1600 x 865

Your resources score keeps you in a certain level of material comfolsee below).

TYPE | Rsc| Housing Food Clothing Security
Street | O Homeless, camping| Budget soy Scavenged, None
squatting kelp, occasional| used, stolen
fast-food
Low |3 Bedsit, apartment, | Fastfood Budget and Door locks, window
house near barrens| occasionalfresh | used with one | locks optionalbars
food item of quality
Middle| 10 | Apartment, house, | Fresh food with | Quality and As above + alarm systel|
factory-conversion, | occasional some fashion | and securityresponse
large housenear organics
barrens
High | 25 | Large house in safe| All organicsand | Fashion and As above + security
area occasional some high glass, lilding guards,
exotic organics | fashion items | finger scanlocks,
personal medical
response
Luxury| 50 | Walled estatén Exotic organics | Highfashion, As above + gatehouse,
perimeter guarded bespoke motion scanners,
area tailored bodyguards
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GEAR LISTS: ARMOUR

Armour is either Soft or Hard and covers a set of locations based on its type (see below).

SOFT ARMOUR| Coverage EV| SP| Rsc
Armoured Clothe All except head 0O |5 |13

Light Vest Cheststomach, shoulders O [8 |16

Light Jacket Chest, stomach, shoulders, arms 0O |8 |16

Light Partial Suit| Chest, stomach, pelvis, arms, thigh, shoul{ +1 | 8 | 20

Light Full Suit All +2 18 |21

Medium Vest Chest, stomach, shoulders 0 |12 19

Medium Jacket | Cheststomach, shoulders, arms +1 |12 | 22

HARD ARMOUR| Coverage EV| SP| Rsc

Hard Vest Chest, stomach, shoulders 0O (16| 17

Hard Jacket Chest, stomach, shoulders, arms +1 |18 | 20

Partial Suit Chest, stomach, pelvis, arms, thigh, shoul{ +2 | 18 | 23

Full Suit All +3 (20| 25

Land Warrior All +3 | 25| 28

Armour Part Coverage Extra EV| WA
Vest Chest, stomach, shoulders 0

Jacket Chest, stomach, pelvis, shoulders, arms +1

Long Jacket Chest, stomach, shoulders, thighs, pelvis, arms +1

Long Coat, cloal Chest, stomaclshoulders, thighs, lower leg, pelvis, ar| +2

Partial Suit Chest, stomach, pelvis, arms, thigh, shoulders +2

Full Suit All except head and neck (get a helmet) +3

Helmet Head +1

Gorget, collar | Neck 0

Gloves Hand 0 -1
Gauntlets Hand, arm 0 -2
Pauldrons Shoulder 0

Cuisse Thigh +1

Greaves Lower leg +1
Vambraces Arms 0

Boots, sabotong Feet 0

Long boots Feet, lower leg +1 -1 kicks
OPTIONAL: SSMOKRIG A

Can | put an oversized Long Coat ontop of a Land Warriorand wear aset of armoured
clothes underneath?

Sure. You'll get hot and have to roll endurance checks a lot. Hope iis winter or your character

will be drinking so much they'll be in and out of their armour every 15 minutes. Oh, and the
NPC's wil do it, too. Also your Encumbrance Value (EV) will skyrocket making you slow and
less accurate with your firearms.

You can only have one piece of Hard armour per location. Adding a second layer

automatically gives EV of +1 to each item of armour. A third layer lifts EV to +3 per iem of
armour. All your skinweave, cyber and grafted armour is considered a layer.
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EV (ENCUMBEANCE VALU

The total EV is taken off your REF score (EV cannot make you faster). So it affects weapon
accuracy, melee, fighting, initiative and any other test inwlving REF.

TOO MANY LOCATIONS?

Only use Torso, Leg, Arms, Head to make it easier and fully CP2020 compatible

GEAR LISTS: ShieldS

The most underestimated, by modern people, weapon in the world. The Melee bonus is to all
attacks and parries while using ashield. Against other shield users these cancel each other
out, pro-rata, and are balanced. You might think shields are overpowered, Choombah, and
you'll be right - if you don't have one yourself. Why do you think riot cops use'em?

TYPE | EV| SP | Melee | Coverage

Small |0 |12 | +1 Arm, shoulder, chest

Medium -1 | 15 | +2 Arm, shoulder, chest, stomach

Large |-2 |18 | +3 Arm, shoulder, chest, stomach, thigh

Riot -2 | 14* | +2 Arm, shoulder, chest, stomach, thigh, lower
Entry | -4 | 24" | +1 All

* Fire resistant at SP20.
A Fire resistant at SP4.

GEAR LISTS: Weapons

MELEE

TYPE Conceal | Damage | Description Resources
Club J 1d6 Soft armour protects at half SP 15

Dagger P 1k AP 17
Battleglove | N 2d6 Hydraulic fingers3d6 crush damageSP15 | 21

Large Knife | J 1d6-2 AP 16

Shock club | J 1d6 Stun savebattery holds 12 shocks. 20
Streetsword | L 2d6 AP Carbeglass in any shape you want 22

AP = Armour Piercing, half target's SP
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FIREARMS

TYPE WA | Conceal| Calibre Damage Q |ROF |Rel|LR Rsc
Light Weapons

Taser 0 P Darts 1d6 Stun 2 1 VR | 10m | 15
Light Pistol 1 P 9mm 2d6+1 18 | 2 VR [ 30m |15
Medium Pistol 1 J 40S&W/10m 2d6+3 16 |2 VR [ 40m |17
Heavy Pistol 0 J 44magnum | 4d6 9 2 VR | 50m | 20
Very Heavy Pistol -1 | J 500 S&W 5d6 5 |1 VR | 60m |25
Assault Rifles

Light AssaulRifle | 1 L 5.56 5d6 30 [ 2,20 | VR | 400m | 20
Med Assault Rifle| 1 N 6.5/6.8mm | 5d6+1 24 | 2,10 | VR | 600m | 20
Hvy Assault Rifle | 1 N 7.62mm 6d6+2 20 | 2,10 | VR | 600m | 20
Thumper Carbine| 2 N 458 SOCOM| 5d6+3 14 | 25 VR | 400m | 22
Sniper Rifles

Ligh Sniper 2 N 5.56mm 5d6+1 5 1 VR | 600m | 28
Med Sniper 2 N 7.62mm 6d6+2 5 1 VR | 800m | 28
L-RangeSniper 2 N .338Lapua | 7d6+2 5 1 VR | 2000m| 28
Heavy Snipe 2 N 12.7x99mm | 6d10 4 1 VR | 1500m 28
Shotguns

Shotgun 0 N 12g. 5d6/4d6/3dq 7 1 VR | 50m | 20
Assault Shotgun | 0 N 12g. 5d6/4d6/3dq 20 | 2,10 | ST | 50m | 27
SMGs

PDW il L 5.7x28mm | 2d6+1 50 | 2,330| ST | 100m | 20
LightSMG 0 J 9mm 2d6+1 35 [2,30| VR | 60m |20
MediumSMG 0 L 10mm 20643 30 [ 2,38 | VR | 100m | 15
Heavy SMG -1 | L 12mnC 4d6+1 40 | 2,3,10 ST | 200m | 21
Heavy Weapons

Light Machine Gu| 1 N 5.56mm 5d6+1 250]| 20 ST | 600m | 28
Med Machine Gur 1 N 7.62mm 6d6+2 200| 10 VR | 800m | 28
MG338 1 N 338 NM 5d10 100 8 VR | 1000m 28
Hvy Machine Gun| 1 N 12.7x99mm | 6d10 100)| 8 VR | 1200m | 28
Minigun -1 | N 7.62mm 6d6+2 500| 30 ST | 600m | 29
Grenade Launche 0 N 40mm LV Varies 5 2 VR | 200m | 20
Rocket Launcher| -2 | N 66mm 5d10 AP 1 1 VR | 400m | 27

WA: Weapon Accuracy, a bonus to attack rolls.

Conceal: (P) Pocket, (J) Jacket, (L) Long Coat, (N) Not concealable.

Q: quantity of shots in magazineternal magaziremarked with "i"
ROF: Rate of Fieassume semrautomatic¢ 3 is burst fire.Select fire weapons haveuttiple values.

Rel: Reliability.
LR: Long Range.

Rsc: Resources acquisition target number.
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ROF OF WEAPONS

Double-tap, ROF 2(Pisbl), make two attacks in one action but both are-2 to hit. Roll each
attack separately. Reload goes up by 2 (eg. if Reload is 5 then it becomes 7 during a double
tap). Option for weapons with ROF of 2.

Threeround Burst, ROF 3(Assault shotgun, SMG andAssault Rifle), 8 to hit, 1d3 rounds
hit, reload on 14 or less. Option for weapons with ROF of 3.

Auto-fire, ROF 4+(Assault shotgun, SMG and Assault Rifle), * hit per 10 rounds fired at
close range, or-1 hit per 10 rounds fired at medium and further ranges. For weapons with a
ROF 4 or higher.

Limiting Auto -fire, Burstcontrol: the character can use fulauto ROF and reduce it by
Initiative total bonuses + Weapon Skill.

Example: Cross has a Nightshade machine pistol with a ROF of 25. His Initiative totdlonus is
8 and his skill is 6 so he can lower his ROF by 14 in a burst if he desires. With a Nightshade
machine pistol he can lower his ROF to 11 (2514).

RELIABILITY

When your attack roll with a weapon that has a reliability code has a very low result then you
may have a stoppage.Some maodifications, such as extended magazines, increase this value.
Do not include range, targetmovement maodifiers, or lighting. Do includ e weather and
environmental (dust, sand, and anything else that could cause a stoppage) modifiers.

VR Very Reliable. Stoppage on total less than one (zero and below).
ST Standard. Stoppage on total of 3 or less.
UR: Unreliable. Stoppage on total of 5 orless.

Example: Talos fires on Chet with a Standard reliability SMG. His total attack roll, after a bad
dice result, is 3. Talos' SMG has a stoppage.

DEALING WITESSTOPPAG

Perform a Clear Weapon check to get your weapon working after a stoppage. Use relevd
Weapon Skill, or Weaponsmith, and MIND. Target Number is based on ReliabilityA Clear
Weapon test that failsby 11 points or more results in a jammed weapon that needs to be
repaired on a workbench.

Example: Talos rolls his clearance check against 15lis luck is really off and he nets a total of
2. His weapon is now jammed.
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RELOADS

The reloads aren't so muchindividually heavy as they are bulky and get in your way. This

limits how many magazines worth of reloads you can carry. For belt fed heavy weapns two
boxes can be carried but they are not accessible to reload with; they have to be unpacked and
setup so take far longer than normal reloading procedures for magazine fed weapons.

I You can carry 2 + BOD reloads without any penalties.
1 For a moderate laad out with -1 Initiative you can carry 4 + BOD reloads.
I Heavy load out gives -3 Initiative and you can carry 8 + BOD reloads.

WEAPON MODS

TYPE Mods | Notes Rsc

Aimscanner | +1 WA 13

Smartgun +2 WA| Connects to smartlink or smart goggles 15

Extended Double magazine capacity, conceal(J becomes L) stoppage +2,| 13

magazine burst reload 9 or less

Snail drum Triple capacity, conceaR (J becomes N), reliability worseone 14
step, stoppage +4, burst reload 12 or less

Sniper scope Additional +2 Wat Long range or further 13

GRENADES

Launch and thrown grenades use the same stats except for Thermite. They are placed on
objects to be destroyed and, if near accelerants or combustible material, will start fires.

TYPE BR | Damage Resources
Flashbang 3m | 2 rounds stun, no actiol 12
Microfrag 6m | 2d6 13
Fragmentation 10m| 3d6 14
Incendiary 5m | 2d6+4 15
Thermite 1m | 4d6+2 16
Superfrag 10m| 3d6+3 17
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GEAR LISTS: Boosts & cyberWARE

Cybernetic replacement limbswere popular for a time but now it is mostly vat-grown biotech
in these sprawls. Neuraljacks and other such systems areften electro-optical.

TYPE Bonus | R | Bonus | Rsc| Bonus | Rsc
Neural Jack - 11 | - - - -
Initiative +1 14 | +2 16 | +3 18
BOD +1 14 | +2 16 | +3 18
REF +1 15 | +2 17 | +3 19
MIND +1 16 | +2 18 | +3 20
MA +1 3 +2 15 +3 17
Skinweave SP 6 15 |SP9 17 | SP12 | 19
Dermal armour SP12 |14 |SP16 |16 | SP 20 | 20
Bone Bracingadds HP +6 14 | +12 17 | +18 20
Eyes, or Earéadds Awareness +1 14 | +2 16 | +3 18
UV or IR - +1 | - - - -
Ultrasound - +2 | - - - -
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Gear lists: ammo types, medical and general

TYPE Notes Resources
Armour Piercing Ammo| Halve target's SP, half penetrating damage 14
Booster Aerial Add 3 km range to Commo 11
Bounce Back Inhaler recovers 10 hit points and heals 1/hp per CR for| 10
CR
Combatstim (2pack) Inhaler;+2 BOD, +2 Initiative CHA,2 MIND for 15 minute| 13
CryeCranial Injection | Will preserve a brain for 8 hours if kept at room 13
(single) temperature or below
Dualpurpose Ammo Halve target SP, full damage on saxfinour, half on hard | 15
EX Explosive ammo, penetrating damage is x1.5 17
Electronics Tool Kit For repairs and hacks of most electronics gear. 8
Disguise Printer Makes 3D disguise Kits ready for application 15
Heavy Flechettes Only made for shotguns31$P, half penetrating damage | 13
Gasmask Protect against harmful dust, aerosol and gas for 2 hour| 9
Keypad and Card Hectronickit for bypasskeypad and card scanner type | 12
Scanner Bypass Kit locks bypass. Allows Blectronic Securitgkill test.
Lockpicks Tools to open mechanical locks. Allowgk Lockskill test. | 10
Match Ammo +2 hit at long range and further 13
Max Doc Inhaler recovers 20 hit points and heals 1/hp per CR for
CR
Pocket Secretary Computeiphone with machine learnin@imited Al)todo | 8
automated secretarial tasks like net research, bill payme
appointments, message responses, reminders, etc.
Safety/Glaser Ammo | Triple SP, double penetrating damage 12
Secure Commo 2-way radio, encrypted, range about 3 kms 11
Silercer Quts noise of firearms. Works best with subsonic ammo.| 12
Stimpackg3-pack) Quick injectors (syrettespf stimulants and bigregenerativel 8
serumHeals 2d6+2 Hit Points.
Subsonic Ammo Half damage, but much quieter because bullet does not | 8
breaksound barrier.
Traumastingsingle) Recover a charactefrom negative hit point$o zero hit 11

points.For following 24 hours further use of Stimpacks w

cause 3 points of damage.
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Gear lists: Cyberdecks

Cyberdecks give bonus tolnterface skillspecifically for hacking tests.They can also aid in
design tasks, diagnosis of automotive issues if connected to a vehicle, and medical heal
checks if connected to a medscanner.

TYPE Bonus Rsc

Dataterm 0 14

Shiawa +1 18

Highdeck +2 23

Arclight +3 29

CYBERDECK MODS

TYPE Notes Rsc

Neural Choke | Roll 2d6 to soak Black ICE damage 19

Trace Buffer Gives +3 to Trace total allowed 17

Piggy Jack Allows another user to jaek to the deck and ride along. They suffer all | 12
damages like the Decker.

Datalink Connect deck to other devices like comets and braindance recorders | 12
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THE WORLD

A lot has changed since the 2010's. A lot is the same. It is like a Dickens' novel, on meth, with
functional body armour and full auto firearms Ramp it up to eleven and blast the world into
the players senses adverts, traffic, beggars, prostitutes, dealers, gangs, fights, robberies,
street-food smells, carjacking noise, and kidnapping. It happens every dayand more at night.

Consider use ofcyberpunk or scifi ambient city
audio tracks easily found on large media websites
to set a mood. Keep the pace and pressurewith
lots of people contacting the characters at all kind
of inopportune moments. Play the connectedness
of a future society into the happenings of the
game. Reinforce that privacy takes effortUse
setting slang when voicing NPCs. Things aren't
cool or awesome, they're preem or nova. Puta
spotlight on food quality, disposability,
homelessness,economic disparity and apathy
within the people. A culture of immediacy should
permeate the populace making them impatient,
rude, and explosive to stress.Background stories
of corporate strikes, terrorism, environmental
disasters, uprisings food shortages, and workforce
lay-offs add to the dystopian feel. Anything the
players are doingfor the NPCs those NPCswill
want more of.
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