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LOCAL FIXER? DON'T WANNA DO THE

UNMENTIONABLE  MISSION  THAT
SOME NO-NAME CORP WEASEL'S OFFERING?
(SINCE THEY'RE ONLY GONNA DOUBLE-
CROSS YOU IN THE END...) THE CYBERPUNK
MILIEU ALWAYS HAS NEED FOR A CLEARING
HOUSE—A SORT OF WALL STREET FOR THE
EDGERUNNER ECONOMY.

EDGERUNNERS, INC. IS IT.

THE IDEA IS THAT THE ‘PUNKS WOULD
EVENTUALLY GET ORGANIZED ON SOME LEVEL
IN ORDER TO SMOOTH OUT THE CHANCINESS
OF THE JOB MARKET IN THE TWILIGHT WORLD
OF 2020 A.D.. EDGERUNNERS, INC. 1S HALF
ADVENTURE BOOK AND HALF SOURCEBOOK—
A MUTANT FUSION OF TALES OF THE FORLORN
HopPE AND ANY ONE OF OUR CoORP BOOKS
(SHAMELESS PLUG INTENDED...).

WHAT'S OFFERED IS A MIX OF THE BEST
NPCs FOR USE AS ASSISTANTS TO YOUR
‘PUNK GROUP, OPPONENTS ON A MISSION,
OR JUST SOMEONE TO INTERACT WITH. PLUS,
A GROUP OF BUSINESSES AND ORGANIZA-
TIONS IN NEED OF YOUR PARTY'S SKILLS—
NOW. EDGERUNNERS, INC. IS A GREAT WAY
TO GUIDE A BEGINNER'S GROUP THROUGH
SOME BASIC PROBLEMS, OR PROVIDE SOME
“EATING MONEY” TO A TEAM OF HARDENED
PROS. AND THE PATRONS DETAILED WITHIN
CAN BE REUSED THROUGHOUT THE COURSE
OF ANY CAMPAIGN.

TAKE A JOB—TAKE A CHANCE. BETTER TO
BE A WORKING STIFF THAN A STIFF ON SOME
RIPPERDOC’S SLAB...

ﬁm

—DEREK QUINTANAR, S.E.

I IEy GATO, GOT A JOB? TIRED OF THE
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A division of the

STREETEMPS
Company

Located at the corner of Sterling
and High Street, Upper East Side,
Night City, Free State of Northern
Califormia.
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FAX ON FILE BRIEF

= Headquarters: Night City, Northern Cal.

« Regional Offices: Upper East Side (Area A4, Building 26
in the Night City Sourcebook, page 80).

= Regional Offices: None cumrently (San Francisco and
Seattle due to open in early 2021).

» Name and Location of Major Stockholder: Wholly owned
subsidiary of Hobson Enterprises.

» Employees:
Worldwide:
100 (approx.}

Covert:
P77

Troops:
30

Business Preécis

StreeTemps is in the business of finding employment for the
some 30% of the population who are “indigent’, or “between
residences” Jobs include light industrial work, warehousing,
assembly, crop picking, and other basic labor that is more
easily (or cheaply) done by a human than by robotics—usual-
ly not high paying, or very long lasting, but they are jobs, and
pay hard Euro. StreeTemps also provides more traditional
temporary services for those who have the skills: secretarial,
janitorial, and security duties, as well as a limited number of
professional postings.

History

StreeTemps was formed in 2013 by philanthropist Eugene
Hobson to try and bootstrap as many of the working poor and
unemployed in Night City up to better economic standings.
Their biggest problem, as he saw it, was a lack of experience
in a trade, and lack of opportunity due to their current finan-
cial crisis. Many employers and temp agencies won't employ
the indigent; beyond any questions of competence or
hygiene, they lack such basic necessities as Net access, a
phone, reliable transportation (a car they don't live in), and an
address to mail checks to.

Hobson bought a midsize office building that had gone out
of business, refurbished it into a facility that could handle large
numbers of prospective temp employees per day, threw out
placards and advertising everywhere, and started business.

 IDATASCREEN

When Eugene Hobson died in 2015 of a coronary, his son,
himself a respected businessman, took over the company.
Looking at the financial records, he found that StreeTemps was
not only not making money, it was a serious drain on the
resources of Hobson Enterprises, Michael didn't want to close
the company down; it was a good PR machine, and he did feel
some filial obligation, but he knew it wasn't going to succeed as
it was going.

The first thing he did was to assign his executive assistant,
a Harvard business grad, as the Operations Officer of
StreeTemps. He expanded the jobs database to include more
professional postings, and secretly undertook another project.

Michael was familiar with the Street culture, and the free-
lance operatives the Media were calling Edgerunners. He also
knew that there was no centralized way of getting hold of them;
Corps usually worked with a single set of ‘Runners that they had
come to trust, or tried to get in touch with a team or operative
through a Fixer. This was tricky, as you might not get what you
needed, or wanted.

What was needed, Michael reasoned, was a temp agency
for Edgerunners: a way to match up teams and operatives with
jobs that were suited not only to their skills but their tempera-
ment. Such an agency would have to be Net-based, of course,
so it couldn't be tied back to him.

Michael set his people to work, and early in 2016, a new
database opened up for business: one not advertised in
screamsheets, heralded on infomercials, or bantered about in
style sections. This database didn’t even have a name at first But
in the Solo bars and the back streets, the rumor spread and the
word got out: if you needed work and weren't all that particular
about knowing who you worked for, or what you did, there was
a new place to find jobs.

Of course, the ties to StreeTemps were very quickly found
by Netrunners, but most were content to leave the database
alone; after all, StreeTemps was performing a useful service.
Many even helped upgrade the system'’s Net security.

In 2017, an unnamed Netrunner smashed into the data-
base (apparently an out-of-towner, as he had no idea what he
was getting into). Taking a look around, he is said to have com-
mented, “What the helll This is a bleedin’ Edgerunners
Incorporated!” He then jacked out just before getting stomped
by a local netjockey. The name spread, however, and now
everyone calls the shadow database Edgerunners Inc., even
the folks at StreeTemps.

=

‘members of the staff are Corporates, unless
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_ATIR:8  LUCK: 10 MA:7  BODY:7 'EMP' '9/6 SAVE:7 BTM:-2

all empire he controls; Hobson Enterprises controls much of the construction in nghtr
wer vacuum after the fall of the Mot»controlled firms during the Mob-Corp War), and has

ent people and Ieawng them enough pe to swing on ... or to hang themselves with.

JILL TOMASULO =
et Operations and Computer Mamtenance (TECHIP) _ ; _
INT:9 REF:7 TECH: 9 COOL:4  ATIR:7 LUCK:5 MA:8  BODY:8 EMP 4  SAVE:8 BTM:-3
ill Tomasulo was an odd child. She was as likely to be found out in the wood behind her parents” Maine home as she was
" in her room with her computer; almost anywhere, as long as she didn't have to deal with people She hasn't changed much;
peop]e are still at best something to be tolerated, and then only because they glve her access to high-powered comput-
- ers, and give her the money to be out in the woods she loves. Her only real friend is Joie Cheng. Jill somewhat resents the
help the company gets from “real” Netrunners, but at the same time some of the only interaction with other humans thatshe
joys is with them. Jill knows she is n tch for many of the people she deals with, and '

, REF:7 TECH: 5 COOL 8 ATTR:8  LUCK:7 MA: 7 BODy 6 EMP:7 SAVE:6 BTM: 2
Jacobs (as almost everyone refers to hlm) is an ex-cop, and ex-Special Forces. In charge not- only of security for Stree'l'emps
he is also the person most responsible for the setup and day-to-day running of Edgerunners Inc. Many of their first customers.
(and contractors) were referred to the service by him, acquaintances he'd made during his time in the Service or the NCPD.
~ Jacobs seems gregarious and outgoing, yet cautious, and for good reason: He is playing a very dangerous game. Ever
' since the creation of Edgerunners, Jacobs has been leaking information to the NCPD about certain jobs. Not all jobs, not
“even most jobs. Just those that seem to be aimed at the city population at large, or at: ‘individuals/groups who are vital to
' the city (attacks on Corporations are not considered important; they're supposed to be able to take care of themselves).
These infrequent leaks (not even the NCPD is sure where they are coming from) have convinced the police to leave
Edgerunners alone, and even to try and protect them from LEDiv and Netwatch ... for no

JOIE CHENG
_Financial Officer : : .
,|NT9 REF:7 TECH: 5 COOL:8  ATTR:9  LUCK:7 MA:8  BODY: 6 EMP:7 SAVE:6 BTM:-2
A pretty Chinese-American in her early twenties, Joie Uoy) is a rare thing in the hard-bitten world of 2020 America—she is
an idealist She joined StreeTemps to help people and is very disturbed by the tumn it has taken. Although she voices her
opinion when she feels that accepting a job is'too dangerous, or she thinks it is unethical, she is resigned to the fact that
the rest of the administrative staff does not agree with her (not as true as she thinks; Jacobs has leaked information about
several jobs to the NCPD that he would otherwise not have because of Joie’s opposition to them). Joie stays there because:
e knows that the company |s shll domg good, and she hopes she might at least temper the others’ greed—and because.
' treeTemps/Edgerunners pays a lot better than one would think.

' EVELYN CHRETIEN

 Chief Operations Officer s ot L
INT:8 REF:7 TECH: 5 COOL:8 ATTR:8  LUCK:7 MA:7  BODY:6 - EMP:7  SAVE:6 BTM:-2
. Assigned to oversee day-to-day operations at StreeTemps, she is the driving force behind its success. She has paid particular.
attention to the Edgerunners side of the business, and has driven the staff to develop more and more contacts, as well as
 authorized the computerized system of drop sites for jobs and payments, to encourage more corporations to hire on with them.
£ { In person, she seems personable, yet driven. She has a great need to succeed, and hates to look like a fool: your typical
£ Corporate Her relanonsmp wrth Mtchael Hobson isa carefully kept secret, and she w1ll 90 to any Ieng!hs to keep it that way.
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Reality-based Operations

Most of Edgerunner Incis operations are Net-based; it's much
more anonymous. For those operations where an employer
wants to approve the employees (usually either the more legiti-
mate jobs, where little illegal activity is happening, or the very
sensitive jobs, where discretion is absolutely vital, and the
employer wants to be able to match a face to a job if something
goes wrong), very discrete job interviews can be held in one of
the upper floor conference rooms (with prospective employees
flown in by AV), or at some neutral site.

While Edgerunners makes no guarantees about support or
help, when they can provide help to someone in a bind, they will
try not to leave them out in the cold. Edgerunners maintains sev-
eral “safe houses” (more like safe cubes, but hey, don't get
picky) around the city, and has several rooms on the fourth floor
where people can hide out.

Employers usually e-mail their jobs to a drop-box account
on the dataterms; this job data is then downloaded and careful-
ly checked on a clean computer for viruses, then entered into
the search database. Edgerunners requires payment in advance
(payment arranged after negotiations have taken place); this
money is held in an escrow account until the mission is com-
pleted. Edgerunners usually takes a fee equal to 20% of the
payment (this is paid by the employer), and takes a kill fee equal
to 25% of their usual fee even if a job is not filled or completed
satisfactorily. Refunds for botched or unfilled jobs are paid off
within 24 hours of their cutoff date.

Net-based Operations

Despite having been originally designed by a fourth-tier corpo-
ration with limited resources, Edgerunner Inc's computer
defenses are state of the art and very formidable. Several high
quality Netrunners have volunteered to upgrade their defenses,
including the infamous D’Arque, White Ronin, LiveWire, and, it is
rumored, Spider Murphy and Rache Bartmoss himself. (Why?
Who knows why Rache does anything?) Anyone trying to get to
Edgerunner's databases would find himself running up against
an elaborate, multi-tiered defense strategy guaranteed at least
to slow down anyone trying to broach the system, and to scream
for help in every direction, probably attracting the attention of
several high-class Netrunners willing to paddle the behinds of
anyone trying to off one of their best employment opportunities.

Edgerunners offers two services. Any ‘Runner must first give
some basic information: a screen name, password, dataterm (or
other BBS) e-mail drop-box where messages from Edgerunners
can reach them, and a method of payment. Usually this is a blind
account or face bank, but can be any method desired.

After this page is filled out, ‘Runners can fill out a rather
complete profile sheet This is used to match ‘Runners up with
jobs, and is completely on the honor system, but applicants are

DATASCREEN

strongly cautioned not to exaggerate too much; after all, it's their
skins (Edgerunners does get evaluations back from employers,
and these are incorporated into applicants’ profiles).

When an Edgerunner who is on account logs in, he will find
his mailbox loaded with job descriptions on any missions on file
that meet his profile. The engine which does this is sensitive
both to time (if a job’s reply time expires, it is automatically
killed), and a position being filled.

The other job service available is the use of the Search
Engine. This system is tailored for Edgerunners; they can use the
engine to find jobs quickly that are appropriate for them. Time
on the Engine is not free; users are billed against it at the rate of
one Euro per ten minutes. This is charged against any profits the
‘Runner may make from jobs he takes.

Job descriptions are usually vague and ill-defined, but
include pay information, the skills and traits necessary for com-
pletion, and a way of contacting the employer. The descriptions
are kept vague for legal reasons—since no party has specified
an action or crime, no conspiracy has occurred.

Edgerunners is careful to note that they make no assurances
about the veracity of job descriptions posted, or the accuracy of
‘Runner profiles. Since this is an anonymous service, background
checks or references are an impossibility. This has led to abuses
in the past, and ‘Runners are warned to tread carefully.

Facility Description

StreeTemps is located in the Upper East side of Night City (see Night
City Sourcebook). Recently, gang violence has started to plague the
area, and StreeTemps has started to upgrade its security.

The StreeTemps building is a former office building that has
been seriously renovated for its new roles. Four stories tall, the
front of the building is composed of sheets of solid armorcrys
(SP35, SDP15 per segment), with two doors in the middle that
lead into a large atrium that stretches up to the top floor. Stairs
on the left hand side as you enter lead up to the second floor,
as do a pair of elevators to the right. A number of benches and
sturdy sofas are bolted into the floor along the perimeter of the
atrium, facing a long counter to the left, where resumes can be
dropped and interviews arranged. Cameras continuously sweep
the area from behind surveillance bubbles, but overt security is
light: two guards behind the counter with shotguns under their
desks. A large bathroom and shower facility (unisex) allows
those without access to such to clean up before heading out to
work or to an interview. The remainder of this floor is filled with
interview rooms, a conference room, a cloak room for the
employees by the back entrance (always kept locked, Difficulty
25} and the rear stairwell.

The second floor contains most of the offices for the compa-
ny, as well as interview rooms for the professional and skilled labor
jobs available. The decor is somewhat less utilitarian here; potted

CYBERPUNK 2.0.2.0
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plants occupy odd comers, the floor is covered in carpet rather
than stain-proof linoleum, chairs and sofas are padded and cloth-
' covered. There are two security guards and a receptionist sta-
. tioned at a counter on the overhang in the atrium, which acts as
| the foyer for the second floor. Also located on the second floor are
the employee break room and restrooms. All rooms on this floor
are monitored by security cameras (except for the bathrooms).
The third floor can only be accessed by the elevators; the
back stairwell door is locked (no access; the only way to open the
door is by contacting the security station and having them release
it, but a crashbar allows emergency egress (the crashbar auto-
matically sets off an alarm). This floor houses the executive offices,
computer room, and security offices, as well as most of the facili-
ties for Edgerunners Inc.; therefore, security is fairly tight. The ele-
vators open up into a small lobby that faces a high security counter
manned by two officers in MetalGear™, armed with assault rifles,
who will politely explain that this floor is restricted access. The
doors that allow entry into the office spaces are locked, and while
- they look like synthwood, they are actually steelcore (SP20,
| SDP25), and are controlled by a trigger at the security station.
’_ An emergency trigger will automatically summon all of the
security guards on shift, alert Jacobs, and autocall several Solos
: kept on retainer who live nearby (response time: 5 minutes to a
half hour). Police can also be called if the situation warrants it. If the

[<<| CYBERPUNK 2.0.2.0
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doors are forced, an alarm is triggered in the computer room, and
unless an override is immediately entered, the computers will
automatically overwrite all of the Edgerunner files with random
information and game files (this takes twenty melee tums lone
minutel, but the information will be unusable after only four melee
tums, as the system starts with a complete wipe, then rewrites).

The fumishings on this floor are plush—thick carpeting, syn-
thwood fittings, indirect lighting, and plants in nearly every cor-
ner. Each of the directors has an office here, and there are some
spare offices as well (for future expansion). The computer room
is in the back, next to the security office (where assault rifles and
MetalGear for all of the officers are kept, as well as a small num-
ber of other sidearms). There are two conference rooms with a
small kitchen between them, and two smaller interview rooms.

The fourth floor is largely unoccupied at the current time;
two former conference rooms are used for storage, and three of
the office suites in the back have been remodeled into temporary
housing (one as a bunk room, and the other two as guest suites
with two bedrooms). These were originally intended to be used
for getting clients out of bad situations, and still are, but are more
likely to be used to hide Edgerunners after a particularly hot run.

The rooftop houses all of the heating and cooling equip-
ment, antennas for the company’s cellular and data links, and a
reinforced pad for landing an AV-type craft.
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i REAL NAME .............UNKNOWN
§ ROLE .......SoLo (Bounty HUNTER)
§A<3F.28

i

.

Background Notes

Nobody is really sure where this erratic bounty hunter comes
from. Acquaintances say he was a beat cop in the New York area
for several years and was dismissed from the force in 2011 for
attacking a superior officer. Allegedly, the officer ordered Bosh to
shoot a streetkid who hadn't done anything except splash mud
on the officer's boots. After a hearing, he had his badge revoked.

Bosh became despondent. He had no interest in joining
the military, but he was bored and needed the action. He
returned to his old precinct, where a new commander had been
assigned, and began picking up bounties. After a couple of suc-
cessful kills and captures, he persuaded the new commander to
issue him a "hot beep", the mini-transmitter undercover cops
use when they need to call for help. When Bosh called in a raid
on a massive snuff-pomo operation, he became a trusted free-
lancer with the department

=<0
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Operating Style

When going after a bounty, Bosh becomes obsessive. He learns
whatever he can about the target before going in, sometimes
following the unfortunate subject around for a while, waiting for
the right moment This usually requires some sort of detective
work, so Bosh employs a series of disguises and bluffs. He car-
ries a variety of IDs with assumed names, and is always ready to
make new ones to fit the assignment.

Once Bosh has identified his target, he doesn't stop hunt-
ing until the contract is filled. This has taken him around the
country, often hitching rides with HiWay cops and nomad packs
to reach his destination. This has also made him a number of
friends and enemies across the US.

Bosh's personality is the most disquieting thing about him.
Normally talkative, friendly, and laid back, with sarcastic com-
ments and funny sayings, while "on-duty” he becomes brooding
and morbid. Worse, he takes an almost obscene pleasure in ful-
filling a bounty, dead or alive. Even stranger is Bosh's bizame
hunger for junk food. His eating habits would make a sharp-suit-
ed, health-crazed Mover drop dead on the spot. When encoun-
tered, Bosh is constantly noshing on something repugnant.

Like all bounty hunters, Bosh often suffers a serious cash-
flow problem, and is constantly on the hunt for work. Between
big contracts, he goes on private wars (usually against local
thugs) for free. (Privately, Bosh is still a cop at heart, and he hates
the bad situation on the street) As a result, he'll pick up any boun-
ty, even petty ones on low-evel clowns. Note—Bosh does his
homework well before he sets out, which means he won't hunt
people who aren't "asking for it", in his mind. No one's sure what
that means, but it's hard to trick him into an assassin's job.

- Stats

- INT: 7

. LUCK: 6
. BOD:6/8

- Skills
. Combat Sense +6, Awaren&es +8, Streetwise +5, Martial |
. Arts (Thamoc) +6, Athletics +6, Pistol +6, Rifle 46, Library 4
_ Search +4, Education +2, Stealth .+5, Persuasion .+5, |
© Shadow/Track +5, Melee +4, Intimidate +4, Disguise +4,

_ Interrogate +4, Hide!Eva__de 42

COOL: 8/9
MA: 6

REF: 10
EMP: 5

TECH: 3
ATT:5.
Rep:4

- [ink), Sandevistan Boost, Olfactory Boost

~ » Muscle/Bone Lace,

~ » Cyberoptic w/TA; IR, Dodge Bal[ {Cherﬂ AD opl:ons)
|+ Cyberoptic (W/TH, TS+ options)

~« Chipware Socket w/Police Vis. Recognition chip
. [ChrBk1], Stress chip- [Cherﬂ Ambidex chip [ChrBk1],
- Stutter Chlp [CherSI %
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Givers of Pain. With the invasion of Brazil still underway, Lynda
joined the Army and was assigned to the 1st Cybercav, where
she served for three years.

Retuming to New York, Lynx became involved with crime and
black ops, establishing a rep for herself. Her lover (the only person
she ever got close to) got into Eurobiz over his head—his murder
further hardened her. Lynx worked with the Brain (see entry) a few
times and sometimes hangs out with him between jobs. She is
occasionally involved with Affirmative Action (see pg 60).

Operating Style

Lynx can be crude and abusive, and her contemporaries have
said she's "as subtle as a lead pipe." She prefers the traditional
biker look, unconcemned with contemporary fashion. This attitude
is a residue of her days with the gangs. She hates all Europeans,
espedially Eurosolos, and highriders as well, because she views
LEO as a members-only extension of Europe.

Lynx is making an honest effort to improve her attitude.
She's had most of the cyberware from her gang days removed,
and she drifts in and out of therapy when she remembers to go.
Despite her hate for Europe, she even went there for a month
when the Brain needed muscle. During this period, she received
advanced Euro-therapy to restore her humanity, and had her
remaining large-scale cyberware replaced with fresh body parts.

Lynx still has her problems. She parties to excess, spending
her cash on 20th century drugs like hash and marijuana (an expen-
sive prospect, these days). She desperately wants to remember her
humanity, but keeps getting dragged down by the situation. Only
time will tell if she will rise above her past or bumn out trying.

L A e S e L S G o e g b oy s

HANDLE ........ _
- REAL NAME ... ..... .LyNDA KOROLEV
EROLE .. ii oo i .S010
WAGE coisivao i e 00729

Background Notes . Stats - 3
The February 19, 1997 cover of Newsweek magazine featuresan | |NT: 9 " TECH: 4 REF: 8/9 COOL: 10
award-winning photograph of a littie girl gripping a meited polymer | LUCK: 8 ~ ATT: 8 EMP: 6 MA: 9
one-shot pistol. She is staring wide-eyed around the ruins of Coney ~ | BOD: 5 Rep:5

Island after three days of rioting destroyed the neighborhood. The ¢ skill 5' =

gifl siemacited G iy, b!%djng o adeep gesh inhier fore- g Combat Sense +6, Awareness +7, Streetwise +5,
head. The streets are lined with rubble, and the body of adead cop | Athletics +8, Pick Lock +2, Pick Pocket +2, Rifle +6, Pistol -
can be seen in the background. The accompanying story, "America: | +6, Shadow/Ditch +4, Martial Art (Karate) +6, Stealth +5, -
The End Is Here", discussed how the US. was falling apart. _ Drive +4, Intimidate +6, Seduction +2, Wilderness .
Lynda Kolorev was that little girl. 1:: Survival +4, Resist Torture/Drugs +3
: Lynx entered the booster hardcore scene in her preteens. Her
 initiation involved multiple beatings and a sexual assault. Outfitted
with a new set of claws, she began slashing her way around her Boost (1 level), Boostmaster [Solo1] __
Brighton Beach neighborhood. Lynda became a full member when | « Left Cyberoptic /IR, TA, Dodge Ball [ChrBk1], AD.
she murdered her junkie mother. In the following years, as boost- | options); Right Cyberoptic (w/LL, TE, IE, TH options)
ergang wars racked New York, Lynx enthusiastically joined in. .~ * Subdermal Armor (8SP torso) .
By age 17, most of her old set were dead or doing hard | * Biomonitor, Stress chip [ChrBk1], Death Trance chip -
time. New gangs had taken over the area, and the final blow | E:Ch?ﬁléhﬂrmﬁ?bldex chip [ChrBk1], Adrenal/Endorphin
came when Lynx's brother was chainsawed to death by the k e ==
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Cyberware
+ Basic Processor-w/2x sets Interface plugs, Kerenzikov.
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Background Notes

Sabre grew up in the wreckage of Seattle's suburbs. When she
was five, her parents sold her to a ripperdoc for dorph money.
She would have been chopped up for commercial parts, but fate
stepped in—the doctor who bought her didn't know the area well,
and while driving home, he was carjacked under the freeway. The
boosters didn't even notice her in the buming car. Miles from
home, Sabre escaped the wreck and wandered the streets, join-
ing the extensive homeless colonies under the highway.

Sabre was "adopted" by a local juvie gang in central Seattle.
She learned how to fight and kill, how to bleed, how to take a
beating and how to dish one out. Her de facto brothers and sis-
ters taught her the lessons of cruelty and twisted camaraderie.
By her twelth birthday, Sabre had been arrested dozens of times,
but she never served more than a couple of months at a stretch,
if any time at all. She retumned to the streets every time.

CYBERPUNK 2.0.2.0

When Sabre was 16, her gang assembled in the Seattle
Heights, where they met in combat with their longtime rivals. The
fight lasted seven minutes. When the smoke cleared, most of
Sabre's comrades were dead or dying. Badly injured and jacked up
on combat drugs, she took off, killing rivals left and right as she fled.

Sabre tried various times to get off the street, but not even
the Seattle PD would have her. C-SWAT was training, but she
wasn't that crazy yet, and the military was out of the question—
they had just gotten their asses kicked in Venezuela. Inevitably,
she sank into the niche of the classic street samurai.

Operating Style
Since then, Sabre has performed hits, robberies, escorts, sabo-
tage, extractions, and a host of other jobs. She is strictly a free-
lancer, accepting cash or the equivalent. Euro, weapons, skill
chips, the newest combat drug, whatever—make her an offer she
thinks matches the job, and she's yours (although she's not getting
any more cyber if she can help it—unless it's reeeally chill stuff.
Sabre doesn't sleep around, go out on dates, dance, sing,
smile, or do anything else remotely fun. During downtime, she
either drinks, does drugs, watches the holovid, or plays arcade
braindance games for cash (the local bookies give her good
odds). She despises the party culture of 2020 and tolerates it only
because that's her hiring hall. She knows how to show respect for
prospective employers, how to talk the street, and how to act in
public, but that's about it. Sabre is not the typical "iceman." She
does not relish or regret killing, nor does she live for the "rush" of
combat. She feels neutral about her job, just as she feels neutral
about everything she does: It is something she does because she
has to, and that's it After years of drugs, abuse, and gang life,
Sabre no longer bothers to react to anything beyond the basic
human responses. If asked, she feels, "Fine, | s'pose.”
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- REAL NAME . .. ... .CRISTA MARGARET
" ROLE .......S0L0 (BOUNTY HUNTER)

AGE30

Background Notes

Coming from Eastern European stock, Crista served with the
LS. Army for four years, during which she made lasting friend-
ships (and had a few affairs) with some of the fellow soldiers in
her company. Upon leaving the Army, she drifted into the Steel
Ratz nomad pack, spending two years with them and rising to a
position of some respect. Returning home to Los Angeles, she
made a friend in the LAPD, who showed her around the streets
and made her realize that her "talents" could be of use to the
general public—so she became a bounty hunter.

Unfortunately, this led her into a head-on collision sever-
al years later with a large U.S. Corporation which took offense
to her shutting down one of their Black Ops (when she cap-
tured a gang of ex-cons/escapees in their employ). The
Corporation framed her for a killing, and got her Hunter's
license revoked for a year.

Though her standing was soon regained, Crista remains
angry about the situation. She's undecided about a
response, but is willing to handle any street action that will
bring a little trouble to the Corporation in question.

Operating Style

Crista took on the dangerous job of bounty hunting initially
to make ends meet, but developed a taste for the danger
and excitement that came with the jobs. She learned on the
streets to "walk softly and carry an automatic weapon"
meaning, she tries to give the air of being a bimbo. Wearing
clothing that would be considered a liability in most combat
situations (micro-skirts and skintight crop-tops), she has
made this an advantage, being able to surprise opponents
with this completely brainless look and attitude, then sud-
denly turning into the hardened combat pro when needed.
To build her rep, she likes to wear weird contact lenses when
she make a collar, usually either reptile eyes or skulls.

A

REF:7/8  COOL: 10 .
EMP: 9/4 MA:6

. Stats
' INT: 6
 LUCK: 4

- BOD: 8/10

TECH: 4
AlT: 7
Rep: 3

- 5kills :
' Combat Sense +6, SMG +6, Handgun +2, Athletics +5,
~ Awareness +4, Martial Art (Savate) +4, Streetwise +6,

~ Intimidate +4, Personal Grooming +4, Wardrobe/Style
- +4, Endurance +2, Interrogation +2, Persuasion +2, 3

- Education +2, Hide & Evade +3, Shadow & Track +3,

. Survival +2, Drive +4, Motorcycle +2, Stealth +3,

~ Disguise +3, First Aid +2, Weaponsmith +2

- Cyberware
» Neural Processor w/Interface plugs (Smartgun Link,
Vehicle link), Kerenzikov Boost [2 levelsl, Boostmaster,
- Pain Editor
= Chip socket w/DigiTone ID chip, MaxLover chip, Stress
. chip, A/E Surge chip and Police VR (+3) chip fall ChrBk1] .
 « Adrenal Booster, Biomonitor, Decentralized Heart
. [ChrBk 1), CyberLiver [ChrBk 1] implants
.+ Muscle & Bone Lace, Skinweave (SP12) :
~ + Left Cyberoptic (w/CF, LL, DC options); Right Cyberoptic .
- (W/TA, TS Plus [ChrBk 11 options) |




BHANDLE ......0v.0000.0u L NONE
i REALNAME ...........BRUCE ???

i
E;_ROLE..............SOLO(SOLDIER)
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Background Notes

Born into a Nomad pack, Bruce has been on the move from the
earliest days he can remember. He came to the U.S. when still
young, but has not shed his Australian background. Serving as a
heavy-weapons specialist in several small South

© American/African wars, he learned his trade as a US. Army
' trooper and then as a mercenary.

Bruce lives for the thrill, doing things on the spur of the

8 moment. He is usually violent and antisocial, even to his fellow

companions. He is particularly touchy about his parents, and will
exact a painful revenge for any slurs, real or imagined.

Always reacting before thinking has given Bruce a very
checkered past, with numerous enemies among his fellow mer-
cenaries and ex-employers. It has also lead him to new friends
as well—he is owed a considerable favor from a Raven Microcyb
executive, when Bruce's team successfully fought off a large,

well equipped extraction attempt on him. Another time, he
helped out a police SWAT unit, giving them cover fire during a
boostergang ambush. He has had a string of short, but passion-
ate affairs, with only one real relationship which finished when
she recently accepted a bodyguarding job.

Operating Style

He believes in the group rather than individuals, attempting
to keep a group of people together at the expense of any
individual. This has led him to threaten his superiors if they
were planning to sacrifice the group in a stupid and pointless
way. He enjoys swapping war stories and will happily fight
alongside someone he's just met if he has had some military
experience.

Always preferring to use the biggest weapon available
has brought Bruce the reputation as a "maximum-force man"
—when minimum force would have been just as effective in
most cases. His axiom is if he's always prepared for a major
firepower action, then when it goes down, he'll be able to
deliver the goods. (The fact that he always draws the major
firepower against himself precisely because of his overea-
gerness to carry such weapons hasn't registered on his
thinking yet.)

3

. Stats
INT:5

. LUCK:5

- BOD: 9/11

REF: 8/9
EMP: 9/5

CooL: 7
MA: 2

TECH: 6
ATT:5

Rep: 3

. Skills .
_ Combat Sense +7, Awareness +7, Rifle +6, Heavy :
 Weapons +6, Vehicle Hvy. Weapons +3, Melee +4, f
i Athletics +7, Wilderness Survival +5, Wardrobe and Style

+1, Personal Grooming +2, Persuasion +3, Intimidation
i +5, Seduction +2, Endurance +5, Basic Tech +3, Drive |
. +4, Operate Hvy. Machinery +1 {

. Cyberware
: » Neural Processor w/Interface plugs (Smartgun link),
. Kerenzikov Boost (2 levels), Boostmaster [Solo1], Pain
~ Editor .
_+ Chipware Socket w/Stress chip, A/E surge chip,:'é
Ambidex chip, Fish 'N Chips chip [all ChrBk1]
. Muscle & Bone Lace, Skinweave (SP12), Enhanced -
. Antibodies, Lifesaver Skinweave [ChrBk1], Anti-Plague |
- Nanotech ;
.~ « Left Cyberoptic W/IE, TA, AD, LL options)
_ + Decentralized Heart [ChrBk1]




e e plated colossus, his remaining personality has become weirder
and more violent. For example, Chrome Man tends to live in a
world of his own, ignoring people, and single-mindedly following
his own strange impulses, which has led to him trespassing
through both Corporate and gang no-go areas while in the
process of going somewhere else.

-
\ EnamE: [RDME M = Probably borderline psychotic before becoming a body-

Operating Style

Chrome Man's major trait is the murderous rage he goes into if
his body-job is scratched/dented, etc. He has been known to kill
members of two competing gangs because he walked into the
middle of their firefight and got hit by a stray round!

Not usually receptive to jobs, even he has to eat (and in his
case, the amount he spends on polish and chrome repair work
is considerable) and therefore takes any job offered to him,
regardless of what it entails. Chrome Man likes to get in close to
his opponents, using his brute strength and Rippers to literally
tear them apart. While on a job, he ignores any orders given to
him, if there is a direct method of accomplishing the mission
instead. This often leads to the death of his opposition—and his
fellow companions.

{"',‘Stats' -

- INT: 7 TECH:6  REF:9
Ao on | LUCK:7  ATT:2/10  EMP:9/2
I HANDLE ............CHROMEMAN | [ BOD:10  ‘Rep:3

REALNAME ............UNKNOWN | | Skills _
S q Combat Sense +7, Awareness +5, Handgun +7, Melee
‘RolE .....civneninnnlo000 +7, Rifle +7, Athletics +7, Wardrobe/Style +5, Endurance

ettty s e e UNKNOWN { 44, Strength Feat +5, Intimidate +4, Resist Torture/Drugs

e ‘.A-..ul‘u-.;;“;?mmw;\:w;.}.w'?;

i { +4, Social +5, Dance +5, Driving +4, Basic Tech +4, |
T i CyberTech +5, Electronics +4, Weaponsmith +4, |
¢ Seduction +2
Background Notes ; :
. Cyberware

No one really knows about "Chrome Man" before he started . Basic Processor w/2x sets Interface plugs (Smartgun :
working as a bouncer in a seedy club that catered to the | |ink Vehicle link) .
more violent music lover. Obviously from a military back- « AudioVox (w/Voice Pattemn [ChrBk1], Forked Tongue
ground, he refuses to discuss his earlier life, saying he was | IChrBk1] options) - :
only "born" recently, when he got '‘Borged. Since his arrival, - Left Cyberoptic w/AD, LL, TA, TS options); Right
he has quickly built a reputation as either already mad, or | Cyberoptic W/AD, IE, TH, Dodgeball [ChrBk1] options)
about to go completely cyberpsychotic! i+ Cyberaudio W/AH, RL, PS, SC, BD, VS, HT, LD options)
Chrome Man's cold disregard for the numbers, firepow- | * 2x Cyberarms w/THK, RJ, SUPR, RPH and Taser Grip
er, and/or psychosis of his opponents has made him a val- | [ChrBk1l options) .
ued (if not liked) member of many Edgerunner groups. He | * 2x Speeding Bullet Cyberlegs [Solo11 (w/SUPR option)
seems to have spent considerable money on his chroming = * Cowl/Faceplate/Torso Bodyplating (all w/SUPR option)
and body-sculpting. It was designed by the renowned Eji of | * Decentralized Heart [ChrBk1], CyberLiver [ChrBk1], Mr.

Tokyo, and is worth over 20,000 euro. He is sculpted to look Studd Epéims s
like a cross between a knight and an organic engine! g Musc - e C? =

 DATASCREEN ®&s | [ CYBERPUNK 2.0.2.0
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Background Notes

Coming from a non-corporate-sponsored Canadian arcology

started young Jean-Claude Monroe's life at a disadvantage.
| Undereducated and always bored, Jean could see nothing in his
| immediate future. After he and his brothers and sisters where
,! thrown out of the family apartment when their mother died, they
split up and Jean-Claude joined the USMC. There he leamed
something very well-combat.

After two tours of duty (at least one in Central America), he
left the Marines and joined a small firm specializing in Corporate
security. His air of professionalism quickly got him the high-risk
bodyguard jobs, and his success at these contracts meant that
he has several Corporates owing him their lives. Jean-Claude is
quite happy to hold onto that debt Decding to retire after five
| years in the business, he is looking for an occasional high-risk
| job to keep him sharp and interested in life.

Operating Style

"Nutter” (as he became known) found that when bodyguard-
ing, the ability to intimidate people can work better (and with
less fuss) than killing them. Remembering the countless hours
of animated sword-and-sorcery TV he watched in the arcolo-
gy, he realized that a large, fire-breathing dragon usually intim-
idates everyone except the most determined people. He
poured almost all of his cash reserves into a "Dragon" body
enhancement (with all the combat bonuses and therapy he
could afford) and has never regretted the decision. His built-in
body weaponry (the claws, combat tail and flamer) has saved
himself and his charge on numerous occasions when the
opposition thought he was unarmed.

Something of a cold fish, Jean-Claude doesn't socialize
much and has no real friends, only ex-colleagues. He keeps to
himself and wishes others would do the same—but manages to
tolerate those who do not. Always looking for a way to keep him-
self "interested in living", he seeks out unusual assignments.

PV i S s S
Stats W,
INT: 6 TECH: 5 REF: 7/8 cooL: 7 |
LUCK: 10  ATT:5 EMP: 8/4 MA:7 |
BOD: 10 Rep: 3
bl |
Skills S

Combat Sense +6, Awareness +6, Resist Torture/Drugs

+1, Streetwise +6, Personal Grooming +1, Wardrobe and |
Style +3, Persuasion 42, Intimidate +5, Corporate Policy |
+3, Native Language (French), Language (English) +6, |
Endurance +2, Athletics +6, Heavy Weapon +1, Handgun
+4, Rifle +4, Melee +4, Drive +4, Operate Hvy. Machinery |
+2, Pilot Vec. Thrust Vehide +2, Weaponsmith +1 i

Cyberware {
« Basic Processor w/2x sets Interface plugs (Smartgun |
| link, Vehicle link), Kerenzikov Boost (2 levels), |
Boostmaster [Solo1] 1
« 2% Cyberoptics (w/AD, LL, TS options in each, and TE/TA |
in separate optics) ;
« Cyberaudio tw/LD, AH, _SE options) }
+ Subdermal Armor (SP18 torso) !
« Chipware socket with a wide mix of outdoors skill chips |
+ "Dragonform" bio-enhancement w/skinchange (heavy |
scales, SP12), natural claws, combat tail [all ChrBk2], and *
NovelTech Spitfire flamer implant (same as Kendachi ‘|
Dragon [ChrBk 1D F
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Background Notes

Following in her brother's footsteps (and benefiting from a more
enlightened time), Mihoshi Oni joined the Yakuza and was
taught all the combat skills she would need to survive the rough
streets. Showing her eagerness for the act of killing, she was
soon awarded most of the "wetwork" that needed doing. As
she got older, she was taught by several masters of the sword
and the skill of silent movement. Mihoshi was an apt pupil and
soon became an expert in these "older" combat arts. Having
been implicated twice for murder in the course of her various
missions, she was spirited away to avoid arrest by the authori-
ties and quietly retired from the Yakuza. They do not see her as
unconnected, but Mihoshi is now building a separate reputa-
tion for herself as a yojimbo (bodyguard). This hasn't led her
into conflict with her ex-bosses yet—but it could.

Operating Style

Always brought up to do the best that she could, Mihoshi tries
to excel at everything she does. She has a very competitive
streak and this sometimes leads to her showing off when this
would be stupid and potentially disastrous. Looking for ways to
showcase her talents, she seeks the most difficult of missions,
so that her skills and intellect will be tested to the limit. She
truly believes that the only way to prove your worth is to put
your life on the line.

Enjoying the thrill of the chase, Mihoshi will play with minor
opponents, lulling them into mistakes and then punishing them.
With more resourceful/well trained opposition she quickly
removes them. A loner, she prefers to split off from a group to
do her own work. She likes getting in close and using her swords
to finish an opponent off.

Stats
INT: 6
LUCK: 5

- BOD: 7/9

. Skills

- Combat Sense +6, Athletics +6, Handgun +5, Melee
+7, Endurance +1, Awareness +5, Stealth +7, Hide & |
Evade +4, Shadow & Track +4, Streetwise +4, |
Intimidate +4, Persuasion 43, Seduction 43, Language |
(Japanese/native), Education +3, Disguise +3, Drive |
+2, Personal Grooming +2, Wardrobe/Style +2,
Human Perception +4

TECH: 4
ATT: 10
Rep: 3

REF: 8/9
EMP: 9/2

COOL: 10
MA: 5

Cyberware ‘
« Basic Processor w/Interface plugs (Smartgun link, |
DataTerm link), Kerenzikov Boost (two levels),
Boostmaster, Pain Editor, Tactile Boost
+ Skinweave (SP12), Lifesaver Skinweave, Muscle and
Bone Lace, Nanosurgeons (
» Adrenal Booster, Motion Detector, Midnight Lady and
Contraceptive Implant, Biomonitor w/Trauma Team |
"deadman" switch |
» Decentralized Heart [ChrBk1], CyberLiver [ChrBk1],
_ » Muscle/Bone Lace
« Chipware Socket w/English language and Electronic
Security skill chips, plus others
{ * Cyberoptic (TA/UV/IE/AD options) ;
i Note: Mihoshi ‘s Cyberoptic and Neural Processor are |
{ EMP-hardened.
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Background Notes

"Bryce" is the handle of one of the most popular—and hated—
newsmen in the LS. His real name is closely guarded by Net
News 54 (it's rumored that Bryce is his real sumame), and for
security purposes, he has no permanent address.

Bryce's family disappeared during the earthquake which
. destroyed Los Angeles. He was found by corporate police who
8 were "sweeping" transients for work in corporate labor facilities.
; Younger than most of the juvies he was brought in with, Bryce
¢ got lucky, managing to become an office gopher at Petrochem's
. brutally infamous East Lubbock Work Facility. He got even luckier
. when a manager decided to adopt the boy—a stand-in son for his
| infertile wife. They moved east after scandal dosed the facility a few
- years later, his father becoming general manager for Petrochem
New Jersey. Similar grim sumoundings and hostile working condi-
tions hardened his already bitter image of the corporate world.

CYBERPUNK 2.0.2.0

Bryce's adoptive parents put him through good schools,
and although they hoped he would join the Company, he took
an interest in investigative journalism—not a good choice in a
paranoid era where nothing is what it seems. Working on care-
fully sanitized, Company-school newspapers, Bryce managed to
get expelled several times for running stories on the "no-go" list
After college, he was picked up by recruiters from Net News 54.

Never forgetting his East Lubbock roots, Bryce immediate-
ly began investigating corporate mischief, making several ene-
mies that first year and nearly getting fired twice. He knew that
the corps weren't the only ones screwing up the world; the gov-
ernment was just as bad. In 2015, Bryce forced the governor of
Florida to admit she had ordered the State Guard to attack his
motel room during an investigation into dangerous genetic tam-
pering with crops—courtesy of Biotechnica. By his third year,
he'd earned the Corporate equivalent of a Pulitzer for his cover-
age of the booster wars in Night City, often traveling with the
gangs, interviewing the street movers and the heavy hitters on
the spot in order to file his story.

Operating Style
Bryce doesn't appear on a nightly basis. He files his column (daily
in major screamsheets nationwide) from different locations.
There's an office at the Net 54 News building in Night City—but
he's never there. He just appears every few weeks on the seven
o'clock news with a hard-hitting story—and the public loves it.
Those who've worked with him say his personality is a little
hard to swallow. He often gives the appearance of being a hyper-
active maniac concemed only with ratings. He uses this cover
image to his advantage, popping up when least expected in his
quest for the truth. The networks have tried to pull his stories dozens
of imes—twice they succeeded, resulting in riots outside the studio.
Bryce hasn't been seen on the air in two months, and
reportedly he's looking for a good story. He can usually be
reached by putting the word on the streets of selected cities
(said locations deliberately leaked by himself).
Stats
. INT: 9
LUCK: 5
- BOD: 7
. Skills
 Credibility +7, Awareness +5, Composition +7, Education |
. +4, Persuasion +7, Human Perception +5, Social +4, _'
Streetwise +6, Photo & Film +4, Interrogate +5, Library
- Search +5, Pistol +3, Brawling +5, Athletics +4, Rifle +1,
Melee +4, Stealth +5 i
Cyberware
= » Processor wPlugs (DataTerm link), Sandevistan Boost
|« Optic (w/Video Transmitter [ChrBk1), IE, TE, ME, AD, TH) |
~ » Cyberaudio /LD, SE, DR options) 5

REF: 6
EMP: 7

TECH: 6
ATT: 7
Rep: 8
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HANDLE .......... LECTRIC ANGEL
- REAL NAME . .......SARA MITCHELL
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Background Notes

Brought up with computers, Sara was immersed in the jargon of
the "information communication highway" and her family's vari-
ous jobs with these systems for the emerging multi-national cor-
porations. She went away to university to study computers, but
her interests lay in other fields, and she quickly dropped the
computer studies for a media course. She excelled, but kept
returning to the area of computing and found herself reporting
{as a freelancer) on the explosion of the Net onto the world
scene. She was in the right place at the right time, having the
experience to be able to understand the Net and the skills to
communicate it to the general public.

This brought her to the attention of Network 54/Britain, and
they proceeded to seduce her into a long-term contract with
them for a Net-based news show called "Angel Hour" (after her
Net handle). It has become one of the most-watched non-fiction

shows on Network 54, particularly in Great Britain and the
Continent (where it's often banned), combining a documentary
with a gossip show. Sara works hard uncovering illegalities on
the Net, making her friends (some are unwanted, like Netwatch),
but lots of Corp enemies as well.

A carefree and easygoing young woman, she sees herself
as making sure that the Net is accessible to all to use, not just a
few Corporate elite. She rationalizes her "selling out" to Network
54 on the basis that they give her the freedom to do her thing
without shackling her to the Network 54 company line.

Operating Style
Originally starting as a solo reporter, she prefers to work with
noone else. This has led her into dangerous and potentially
lethal positions, only getting the story out through luck, chance
and some good friends. She can be very manipulative and will
use almost any means to get her story, especially if it's Corp-
related! For example, she has joined various groups/causes to
get a specific lead, then abandoned them to bring in the story.
Now that she's one of Network 54's primary Net
reporters, they have an increased interest in her well-being,
and a small, personally picked team often backs her up in the
field. This doesn't mean she likes it; a certain lack of freedom
comes with the contract these days, and she's looking for a lit-
tle moonlighting ...

 Stats

. INT: 7

_ LUCK: 5
BOD: 6/8

COOL: 8
MA: 4

TECH: 5
ATT: 10
Rep: 5

REF: 6
EMP: 9/8

Skills

. Credibility +7, Human Perception +5, Awareness +5,
Social +5, Interview +4, Persuasion +6, Composition +5,

- Martial Arts (Aikido) 45, Perform +4, Wardrobe/Style +4,
Personal Grooming +4, Seduction +2, Education +5,
~ Library Search +3, System Knowledge +5, Expert (Net
Goslp) +7

o | Cyberware

.+ Basic Processor w/Interface plugs (Cybermodem link)

* « Chipware socket w/Daytimer chip, Stress chip [ChrBk1], .
_ Photo RAM chip [ChrBk1] and a mix of skill chips

.+ Muscle & Bone Lace, Enhanced Antibodies, Lifesaver
_ Skinweave [ChrBKk1] :
.« Left Cyberoptic (w/MV, LL, TS options); Right Cyberoptic
. (w/VideoCam Transmitter [ChrBk 11 option)

= Cyberaudio /LD, MR, SE, VS options)

-« AudioVox w/Forked Tongue [ChrBk 1] option

.~ « Biomonitor, A7V Recorder implant

sl
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Background Notes

China Dahl grew up in a safe Corporate housing estate, the
daughter of a low-level Corp worker. The Corporate school
taught her to respect her parents, other people and the
Corporation above all others. Happy in this microcosm, she
quickly became a skilled photographer and seemed happiest
around people. Earmarked for a place in the Corp's PR
department, she was fast-tracked into a Corporate-sponsored
| university to study public relations. While there, she realized
. that the Corporate-fed media only reported a small slice of
the actual news and she began to take unauthorized trips to
| see the streets for herself. There, she learned that the
Corporations had a tyrannical grip over their employees and
started to put an anti-Corp slant into her stories. These minor
. items were picked up only by small, anti-Corporation net-
. works (mostly pirate stations).

T =

Continuing her studies, she passed with honors and was
offered a place in the PR department of her sponsor
Corporation. To their surprise, she tumed them down and went
freelance with several smaller stations/networks. Developing a
taste for gritty street stories with a Corporate slant, she leamed
the necessary skills to keep her out of trouble. Her former
Corporate sponsor was not pleased by this tumn of events, but
can do nothing until she makes a mistake.

China is a disillusioned woman who saw all her early values
exposed as merely Corp policy drummed into her as a child. She
has made new friends in her new world, but still misses her fam-
ily, and is angry that her father's Corporation will not allow her to
see them (for "security" reasons).

Operating Style

Deciding to enjoy her life to the fullest, she is a frequent cus-
tomer of nightclubs, even those normally closed to her as a non-
Corporate member (because of her skill with disguises and per-
suasion of the door staffl.. There she can unwind and keep her
ear out for any gossip that could lead to a story.

By picking up on said gossip, then following up any pos-
sible leads generated, means she's always working—and not
always getting a story in return. However, the fact that she
can enjoy herself at the same time—sometimes on other's
money—makes this her preferred way of operating. She uses
people for both pleasure and information, usually at the
same time.
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S5tats
L INT: 7
| LUCK:5
BOD: 7/9

REF: 7
EMP: 8/6

COOL: 8
MA: 5

TECH: 7
ATT: 7/10
Rep: 5

Skills

Credibility +7, Persuasion +5, Awareness +6, Athletics
+6, Electronics +5, Human Perception +5, Interview |
+7, Wardrobe/Style +5, Personal Grooming +5, Photo
& Film +8, Handgun +4, Library Search +4, Streetwise
+6, Disguise +5, Corporate Policy +3, Culture +5

| Cyberware
+ Basic Processor w/Interface plugs, Kerenzikov
Booster (two levels) ;

. = Chipware Socket w/Stress chip [ChrBk1]l and Max-
Lover [