


Skill Level 11213141516 718)192110
IP Cost 10J10J20430) 40 | SO J 60 | TO 20
Total IP Cost]10J20140]1 7011 10} 160]220]290]3 701460
IP AWARD GUIDELINE
[ =5 R —— 10
1 Used Skill often, but not Average ..... 15
sffectively Difficult ........... . 20
2 Used Skills effectively Very Difficult ......... 25
3 Frequent and effective use Nearly Impossible . 30
of =kill
4 Did something out of the
ordinary
5 Very cleverieffective use Treatment-Pts./day
of this skill First Ald ........... 0.5
& Extremely clever/effective Medical Tech ... 1
use of skill Speedheal ........ +1
7 Skill critical to player in this Fabanosd -
sassion Antibodies......... +1
8 Skill critical to all group PERDOSIrgRONES X5
(First Aid not
this session
9 Performad incredible feat Euritntive, Wit
Med Tech)
with skill

HOW LONG WILL IT TAKE?
Fix simple electronic device or gun .. 5 min
Fix complex electronic device

Complex repair
Very complex repair
“It's never bean done befora™
Don't have the right parts
Don't have the right tools

Full-Spectrum Booster(+dizease).. +4
Anti-Plague Nanotech (disease) ... +3
SWIMMING

Web Foot
Web Hand

ann TS
+2

Unfamiliar tool, weapon, vehicle...+4 COOLWILL
Under streass .. Life Scan Body Monitor ......ccccamae +1
Under attack .veeccieseesensanes Stress Chip (morale)  cccceniaianes +1

Facedown Chip{Facedown rolls)....+1
INTERROGATION

Veolce Stress Analyser
Hand Held VSA
RESIST TORTURE/DRUGS
Biomonitor

Never performed task before
Difficult acrobatics Involved
Very difficult acrobatics Involved..+4
Impossible acrobatics involved ... +5
Information hidden,

secret, obscure
Weli-hidden clue, door, panel
Complex program
Very compleX program ... s 5
Complex lock ...
Very complex lock
Target on guard or alerted ....
Brightly lit area

EMPATHY
Streszs Chip (human interaction)... +1
HUMAN PERCEFPTION
Veolce Stress Analyser
Hand Held Voice Stress Analyser..+1
PERFORM
AudioVox ...
Sound Optimization Sys
PERSUASION/ FAST TALK
Tailored Pheromone-Gullibla
Nymph Parfume
Forked Tongue [Audio-Vox)

R |

TERRAIN MODIFIERS
Easy (street, plains)
No reduction
Rough (woeods, sand)

Cyberlinked into vehicle
Darkness
Using IR, to find IR-baffled target...-5
Image Enhancement/intensifiers...+2

WEATHER MODIFIERS
Light rain, flurries
No reduction
Heavy rain, snow

1/2 MA
Blizzard
14 MA

Echolocation (total darkness)
Nancoptical Upgrade(night vision)+2
Tactile Boost (touch) +2
Difactory Boost (smell)
Amplified Hearing

+1

112 MA
ery Rough (mud, snow)[f] Kireshl MenoVision ... +1
14 MA Revelation Cyberoptic ....cccavricainns +1

Sound Editing(specific convers.) .. +2

Fix a laser, taser, or MasSer ............ 10 min Seemtio iRt BN caea et +3 PERSUE TN
: - Pitch blackness ......ceicacmacaanis +4 | Nymph Perfume .....cccemeeeinmnine.
Fix a tire i - 5-6 min Forked Tongue (Audio-VoX) ........... +1
Fix an engline ....c.ccccccesismsssas 10-20 min Add LUCK points .......wmess 1 to -10 | Mr.Studd/Midnight Lady ........coeo.. +1
E:::'::ra;:::;“:mut """""""""" i_";::n Manipulation with natural claws .. +3 | Maximum Lover ChIp -.oerciicann: +2
"""""""""" Cybercontrols .......cocsnmassasesss =2 | Tallored Pheromore-Love .............. +1
o o e U o Duct syt & cymrcontras 1
= Model 100 plugs & cybercontrols. +2 | Cyber-PCK (skillg) ..ccvieinanaans +1
g:: :L"::_:':f::‘:’::::f:ﬂ """" :‘:u'::‘n Excellent tools/ equipment ... -1 to -2 | Cyber-"E-Book” (SKillS).....ccccuuuwunis +2
""" Excollent conditions ... Tallered Pheromone-Confusion{1m)-1
:I“:"' » "“:":“lg """"""""""" RUShING the £38K ...ocmessisinssrassases PhotoMem RAM Chip{remember)...+2
BHE 0 5 IS mrasenne. STAT & SKILL MODIFIERS | !NTERFACE i
DoCryption ......... .. 100hrs/skill ATTR T A i)
Bodycure (1d6 days) ....ceciecmmies +2
AWARENESS MODIFIERS Autotanner (1d6 days) ::;l;;i”"”"z iy
Run: MAx3 for a Taret firing .......... ModBCANNBT .ciieariassaninsannasiamsanssnsan +2
singleround, times Target moving PERSONAL GROOMING
3 again for full ten Target in cover -0 | Nano-Groomers ....cessaseess *2to A N o rtable Intern Unit oo,
second turn. Unit camouflaged ....c.ccccuememioe. -5 | WARDROBE AND STYLE
Multiply MA by 2 Militech "Ghostsuit™ ...... -4/-Z, -1110mj Romanova Cyberlegs ..........ccacieieae +1 SEsreenl
to determine MPH Gibzon "Sneak Sult” .......... -4, -1M10m}{ ‘Farinata" or "Venedico' Teol Kit ... +1 o o +1
Leap: Single round Militech "Mirage Gear”... -2/-1, -1/10m} "Francesca’ Techscanner ......ci.. +1 MedicGear Med Armor(on the spot)+2
run divided by 4 for Cam-0-Skin . ~1/120mf Buchsterhude Tool Kit ......cccecaveaees +1 SHADOW TRACK
R P Target a normal sized Remote ...... -5 I Very Good Quaiity Clothes ........... +1 Olfactory Boost (SCont) ............. +2
feet, ten second run Target a small slzed Remote ....... 10§ Designer Quality Clothes .....ccccca. +2 WILDERNESS SURVIVAL
divided by 4 for Spotter in vehicle ... Superchic Quallty Clothes .......c.... +3 NeaAppendix +2
horizontal distance Spotter in AFV (total -10) .... BODY “"Freezeban™ Bloconstruct ............ +1
in feat Spotter doing semething else ..... Pacesetter Heart ......cccuceeimarens +1 REF
Computer-assisted Optics Pacesotter 2000 Heart .....cccccianiee +2

Adrenal Booster (1d6+2 turns)
Boostmaster (need boosterware)...+1
SuperSized Arm (with that arm) .... -2
Enable Cyberlimb [with that limb].. -1
ATHLETICS
Gyro-Stabillizer
0-G MANEUVER
Gyre-Stabillizer
CLIMB
Grip Foot
STEALTH
Catspaw Stealth Foot
Total Body Plating

Adrenal/Endorphin Surge(3/24hr}...+1
ENDURANCE
EnduroDrink {2 hours)
Variable-Chambered Heart
"Freezeban™ Bioconstruct
Hemological Replacement
RESIST DRUG/POISON
Hemological Replacement
T-Maxx Cyberliver (ingested)
Nasal Filters (inhaled)
Toxin Binders
BoozeMaster [alcohol)




STUN/SHOCK m COMMON COVER SP SDP
Polnt Blank ...c..oovvvvvvevennaa 10 SAVE MﬂDlFIERS LIGHT | Office/Sheetrock Wall 5 15/m
o P e e | LIINEAT) momemiessmeiiie g Concrete Block Wall 10 30/im
Medium g [l Shitcanit)c e -" SEFIneS Reinforced Wall 20 60/m
sesssssssnsnssas sssnssnnnse Critical {9)....... i ey -2 REF Brick Wall 25 75/m
Lﬂﬂg .--.--.-u-.-p--pot-ln-n--n-n-o--n---o-ozs Maortal {13, .............. -3 CRITICAL Stune waH 3“ gﬂ{m
E!tr'mt FEEAEEEEREARRAR AR AR RS !D Mortal 1 (17) cveaciaes -4 1/2 REF, INT, COOL 5
Mortal 2 (21) 5 MORTAL Reinforced Wall 40 120/m
Mortal 3 (25) e ]| 173 reF, InT, coow | | External Wall 50 150/m
ATTACK MODIFIERS |[e=rrr 7 :l“r.i c;“i"f r 1:;53::;!"‘
Mortal 5 ta;, __________ -B eavily rneinrforce oor m
THEAT S RS Mortal 6 (37) -coinas .8 Office Wood Door 515
Handguns ........ S50m H
eavy Wood Door 1545
e e o _ i
Shciuns " 50m WEAPON RANGES Concealed Security Door 15 45
o e 400m HANBQUNE .iciiieisasoiasinsidsnissninnsansensaninns Steel/Security Door 20 60
Throwing (-10m/Kg>1) .ceceen10m x. BODY Submachineguns ... 15“"‘ Reinforced Steel Door 50 150
Spears, etc 3Im x BODY Shotguns 50m Plexiglas Windows 12 15/m
Rifies «-.400m Bulletproof Gi 15 45/
RANGED COMEAT TO-HIT MODIFIERS ulietpro ass m
Extra actions ....c.ccoccimeannes -3lextra action THrovng CIORMOEL) mrniad By o External Windows 25 75/m
USING OFf RANM <oeovmnenemssressanressamsassessnsnns s | PRSI 3mx BODY ]| | car Body, Door 10 30
Using two Weapons .....cc.cew. -3 on both Data Term 2575
Firing while running ...... R — -3 DHUGS & POlSON Mailbox 28 TS5
Firing a shoulder arm from hip. Type Effect Damage Curb 2575
Fast draw/Snapshot Hallucinogen Confusion -4 INT Armored Fridge 40 90
Ambush/Surprise attack ... Nausea lliness -4 REF
SIlenCar SUPPrOSSOT . eeeecesneasimssases Teargas Tearing -2 REF Waspan Empiaceniaat 3090
Bipod (stationary & braced) sleep Dinigs Sleapt FRne Tras; Phans Pala piplioi
= o Mot Biotoxin 1 Death 4D6 Concrete Utility Pole 35 105
WE e o Biototoxin 11 Death BD& Enaine Block 15 105
Turning to face target ......... MNerve Gas Death 8D10 9
Ricechet or indirect ﬂl‘ﬂ ------------------------ Titall efedct i drowiness, -2 10 all stals. Hy&m“t 35 105
Loser of Facedown Armored Car Body 40 120
Target IMmoblle ......cceimmannsiasaasas AV-4 Body 40 120
Moving target REF>10 ...cccsesssnmianes MICROWAVE EFFECTS Jersey Barrier 40 120
:n'ﬂ':ﬂﬂ ::FEC: :::::: ........................... EiReroptice shareIGr 106 turme STRUCTURES SP SDP
Tiw - r‘n:h I ""'""I't'"; -------- .:l-"- & Meural pulse! I character has interface Guard Tower 50 150
ny targe uliseye, ayea, vital area) ... plugs, reflex boosts or other hardwanng, e
Small target {body location, <im]) ........ -4 REF stat reduced by 10D6/2 until repaired Silitsch Tovrar 80/28 180/Moor
Large target (car, large animal) .......... 2 3 Cyberaudio shorts for 106 turns, Arasaka Tower 40/20 120/floor
Very large target (truck, wall) wall? Saberinb malfutetons Loje e Corp Research Park  30/15 400-1500
""""""" cif cyberlimbs for 10710 turss, Hal & for
Alming (Manx +3) ccimranimsssrmn +1/turn Iurnl'r_ rerclling if no mb present Covert Research Base 100/15 400-1500
Laser sight +1 1-2 . Right Arm Covert Corp Bunker 75/30 750-2000
Telescopic sight ... +2 Ext, +1 Med i" '-'_"‘ Leg Corp Tower Bunker T5/30 200/floor
LT T T T — +1 bt Corp Military Base 30-80/15 1000-4000
Scopesight ... +2 Long/Ext, +1 Med 3 = Nfu'l_'ﬂl e il Uyt g Underground Base 200 5000
cﬂ‘ﬂlﬂ"t“ suhtﬂ ----- +3 Lﬂ‘“ﬂlrEJ“w +2 Med chL‘.r rcl,jucq:::jlll1 bwitching, epalep- Flﬂﬂtil‘lg cit}" 20+/10+ 500-2000
BMBrEBUN it maniasisns snsssramas it +2 6 ':u':r:::11 D&a/3 turns Undersea Dome 35/15 75/level
::“"“‘“::: S :: —L | 01d Undersea Dome 25/5 S0/level
ree rou urs ose [T, [R— . | s
Full auto, Close .....ciccismsmmsnsnes +1/10 rnds GRENADE TABLE LICaESEn-Nlnleg O 8T STH)- SIS
Full auto, all 0ther ... -1/10 rnds Sea Farm - Green 20/10 400
AUtOSHOTGUN .veemecsrrnanss -2/additional shot Sea Farm - Industrial 2010 800
LINE OF SIGHT AND COVER MODIFIERS 10 Sea Farm - Luxury 20/10 1000
Target silhouetted +2 Submarine Pen 35/15 2000/sub
Target crouched/kneoling -....ccoareenreans -4 Military Sub Pen 200/15 3000/sub
Target prone . . =2 T B 9
Half body visible . 2 AREA EFFECT TABLE
Head and shoulders only visible ........... -3 Tine A
Blinded by light or dUSt ......c..ececsnmunrasnes -3 5 6 & iariud e
Haad only . = Target Molotovs R A 271 Mitier
Bohind someaone alse .....cccsmmnisnsss -4 Flamethrower ......... eI
UNDERWATER MODIFIERS Cyberlimb Il.ametl'lruwer im
Target <1m below surface......eweenee. +2 2 3 4 MINE o -- 2
T Claymuaore BM lne fram centar al sxphean
arget 1-3m below surface ......ccccimees -3 C.6 S o
Target >3m below surface ........... Scatter PG - 4|_|3
Shooter <3m below surface ........ccceceen -2 Bissile e T D Bm
Shooter >3m below surface ......... Scatter 1 SRATQUN (EIOSE) ouvacassmsniinnsrmsiirivies Im
Submearged & Firing at 2+ targets ......... -3 Shotgumn (Med) . . .....cocicimieiiiciiiimne 2m
Rocoll - Somi-AUTD .ccessses | ROLL 1010 IF GRENADE THROW "““i: ROLL E:mgur? {I'.IHI'_-.] E!ll‘l',l .................... z. im
ROCOH - FUl-AUED 1eveneressaseansas -1/10 shots Jlll SECOMD D10 FOR METERS FROM TARGET SPACE bbb G D S oy



MULTIPLE ACTIONS

A) Divide your combat skill in HALF and round DOWN- (Handgun, Submachine gun,
Rifle, Heavy Weapons, Martial Arts, Melee, Fencing, and Brawl). The number you
come up with the number of actions you can make In one round with that skill. This
rule does not apply to full auto or three round bursts. After your character has fired
the maximum amount of times with that skill the normal penalties apply. (So If your
character has a handgun skill of 6 he can fire his weapon 3 times in a round without
penalty.)

B) The player must specify the number of shots to be fired before the first dice {after
initiative) is rolled.

C) Iif attacking at over half your rate of fire, you cannot make a called shot, EXCEPT
FOR THE FIRST ATTACK.

D) If attacking more than one target with the same weapon, there is a -3 penalty.
This iz cumulative if the character decides to attack more than one person.

E) After you have attacked at your maximum ROF all normal penalties apply.
{Consult the rules in Friday Might Firefight)

F) if the weapons BOD minimum is higher than the characters BODY, normal penalties
and rules apply.

G) For the purposes of this rule, all semi-auto handguns will have their base ROF
reduced to one. For character's with a skill below 4 3-round burst weapons may only
be fired once, and if the skill is higher than 4 the weapon may be fired twice. (The
archery and heavy weapons skills do not normally apply as they are usually either
single shot or fully automatic weapons.)

H) H the character has the martial art Gun-fu then the rules for the martial art are
applied after the maximum amount of actions wio penalty are made and then the
normal rules follow after that. [For more about the rules associated with Gun-fu
consult the book Listen Up You Primitive Screwheads or check out my addendum to
my MARTIAL ARTS MASTER LIST.)

I} This rule also applies to martial arts and melee attacks but only within normal
striking range.

({GM'S when applying this rule be sure to exercise discretion, common sense
will tell you if what a character is attempting Is feasible.)
e

CRITICAL WOUNDS

|1z polnts In an arm or leg means It cannot be used until medical attention ls sought.
Single wounds causing 10 or 11 points of damage to one area cause critical effects
as follows below......

10 polnts In the head requires an instant Mortal 4 save and In any case renders the
victim Into a coma lasting 2010 days. A mortal 3 death save must be passed every day
for the first half of this time. There is a8 50% chance of brain damage. This is
permanent and reduces INT by D4.

10 points in the torso, (note: for decentralized heart this goes up to 12}, requires a single
moartal 1 save, ([death and stun) and needs a aave each minute after the wound at one
mortal level greater, (e, 2 then 3 then 4 then 5 etc...). This continues il the patient is
stabilized, healed or digs....

10 polnts to any arm or leg will break it, this immobilizes It so It cannot be used until it has
been re-set, (this means it cannot be used for 1010 weeks from when it is set).

Single wounds causing 12 or more points of damage will cause 8 mortal effect as described
below...

12 points to the head, (after doubling), will kill the character outright. They sutamatically
drop to desth state 10 as their head s literally blown of 110

12 points to the torso, |14 for decentralived heart), will automatically put the victim at death
state 1 regardiess of wounds, thia increases as per normal. This represents major internal
organ damage.

12 points to any arm or leg will either mangle It or sever It completely. This means the victim
must make & mortal 0 stun and death save, with snother save one level more esch turn,
[l.e. mortal 1, then 2 then 3 ete.). The limb must aiso be replaced by meat or cybernatics,

2 Crumples like a rag doll

T TrTr Clutches wound, staggers and falls

FULL AUTO RULES
At Close Range:
For every 10 rounds fired ot Close
range, aodd 1 to your Attock Totol.

At Medlum, Long and Extreme

Ranges:

For every 10 rounds fired ot Me-
dium, Long and Extreme ronges,
subtroct 1 from your Attock Totol.

HOLLYWOOD OVERACTING EFFECTS
Sereams, windmills arms, falls

3 Spins around in place, falls

P L Stares stupidly at wound, then falls
Slumps to ground - i

SAVE= NUMBER OF ROUNDS
DIVIDED BY THE WIDTH OF
THE FIRE ZONE IN METERS

NUMBER OF HIT5=# POINTS >
THAN TO HIT NUMBER

3 ROUND BURST= +3, CLOSE &
MEDIUM ONLY

WORKING WITH EXPLOSIVES
An unskilled attempt that results In fallure
becomes a Fumble; a further roll of 8-10
means the explosive goes off "in your face”
{a further Fumble roll of 8-10 means the
same thing for a character with Demolitions).
A roll of 1 means It goes off automatically.
Use grenade to damage structurs ........ 20
Usze explosive as thrown bomb ............
Tamping an explozive (5 min+) .....
Minimize C-6+ shockwave [33%)
Enhance C-6+ shockwave (+100%) ..... 20
EVALUATE STRUCTURE FOR WEAKNESS

N2 ORIVEREE ooiciinceancnnismisnisnssots s sonisnbes s ais 20
¥3 damage ...... wera 30
B siinn Faillure
b | SP— R—— . Fumble
MAKING EXPLOSIVES

Nitroeglycerine (lab, 240b/Kg) «ovmiarmanis =15
Guncotton (lab, 10eb/kg) .cu. T ——— 15
R R {TTI T i T-1.T) 1 ) O — 20
Plastique (full-lab, 50eb/Kg) «cacmrimninnen 25
C& (full-lab, TS5eb/kg) a5

Chemical delay fuses [25eb-T5eb) ...... 20

INITIATIVE MODIFIERS
Kerenzikov Boosterware ... +1 to +2

Speedware (for 5 tUrns) coccce... 3
Ubermensch Speedware (for 5 turns)..+2

Fastdraw (-3 to hit) coaaaameemsnes 3
Speedholster (plus Fastdraw) ... +1
Quickdraw holster (plus Fastdraw) ..... +2
Fire corridor {no +5 for Ambush) ....... +10
Underwater Combat ......cccninennienne =0 to -3
Pressurized environment in water ...... +3
Tailored Phero-Confusion (1m range)... -1




BODY TYPE MODIFIER

(BTM) TABLE
2 (Very Weak) ....cccccasessacsssssnssssonss =0
-4 OWERK) o e 1
5-7 (Average) .....cccaeesss wawnan S
B-9 (SLrong) ccccceescscnincansasiansnsansansas =3
10 (Very Strong) ..cccciccesmmesasnsnsssnss =
11+ (Superhuman) .....ccccvsssssnsnsnss =5

DAMAGE MODIFIERS TABLE
BODY Hand to Hand Cast Weapon

2 -2 -1
3-4 -1 -1
5-7 +0 +0
8-9 +1 +1
10 +2 +1

1112 +4 +2
13-14 +6 +3
15+ +8 +4

Key Attack +MArts +MArts l

OPTIONAL HAND-TO-HAND

MODIFIERS
Aimed strike at vitals ...........coeeee =3
Tiny target (bullseye, 1-3") .. -3
Small target (1ft or smaller) ........ -2
Improvised Weapon .....cccuavessssssesss =2

FRIDAY NIGHT FISTFIGHT 2
ATTACKER:
REF+Skill+Bonuses/Penalties+1D10
vS.
DEFENDER:
REF+Skili+Bonuses/Penalties+1D10
If there's a tie the defender wins.

RANGE PENALTY FOR CASTING
RANGE

Hitting -5
Close -0
Medium -5
Long -10

Extreme

STRIKE/CAST: Attack
with a melee weapon

PUNCH: Attack with
fists or elbows
{Also headbutts)

KICK: Attack with
feat or knees

DISARM: Remove
opponents weapon

SWEEP: Trip or knock
opponent to ground

BLOCK/PARRY: Use
body or weapon to
intercept opponents
attack

DODGE: Evade
opponents attack

GRAPPLE: Sieze
opponent to initiate a
hold, throw, or choke

THROW: Hurl or toss
grappled opponent

HOLD/BREAK: Immo-
bilize or do damage
to grappled opponent

CHOKE/CRUSH: Dam-
age or incapacitate
grappled opponent

ESCAPE: Free your-
self from a grapple,
hold, or choke

RAM: Siamming or
hurling oneself into
opponent as an attac

Characters can climb a number of meters equal to their MA in one
round. An Average Athletics check should be made for every turn spent
climbing. Failure indicates a possible fall. An Average BOD/Strength
Feat check should be made for the character to hang onj climbing can
resume noxt round. The movement rate when climbing without the aid
of a rope is MA/2Z meters. The Ref should assign a difficulty number for
Athletics or Strength Feat checks according to the sheerness and angle
of the surface being climbed. [Chromebook 3, pg.15]

HAND TO HAND RANGES
RANGE MODIFIER KEY ATTACKS

Casting -0 Block, Dodge,Jump
Kick
varlous Cast, Ram
Hitting +5 Polearm Strike

+1 Normal Weapon Strike

0 Punch, Kick Disarm,
Ram, Sweep, Block,
Dodge
- Grapple
-5 Cast

Grabbing 0 Disarm, Grapple,Throw,
Hold, Choke, Escape
-3 Punch, Kick, Sweep,
Block
Dodge -5 Mormal Strike
REQUIREMENTS FOR RANGE CHANGE
Casting to Hitting: If you have the
greater MA you may be able to enter
Hitting range.
Hitting to Grabbing: Make Grapple roll.
Grabbing to Hitting: Make Parry or
Dodge roll.
Hitting to Casting: If you have the
greater MA you may be able to enter
Casting range.

FALLING
A character can safely negotiate REFM1.5
{(round down) meters without taking
damage. Falls cause 1D6-1 damage per
3m fallen, and is applied to the whole
body, modified by BTM and armor. Soft
armor (including skinweave and

subdermalarmor) provides 18P vs fall
damage per 505P, Hard armor provides
1SP vs fall damage per 25SP.
[Chromebook 3, pg.24]

CLIMBING



Ammo Type Dmg Cost Notes

Smm 146 S5eb |Euro-conventional

Exrvosive ViuoTiruiER TABLE

22 LR munition
Exruosive LiNms DaMAGE MILTIFLIER :

.25 ACP 1d6+1 | Teb 1 %1 M{Bm
22 Long Rifle 146 Geb 2 %15 1
Gmm 1d6+1 Beb 5 X2 2
Tmm 1d6+2 Seb 25 2
38 1d6+2 | 10eb 3 e
9mm 2d6+1 | 12eb 8 X3 3
a1 cL 2d6+1 | 14eb 10 x3.5 3
10mm Zd6+3 | 16eb 12 x4 4
Militech 88 3d6 | 20eb |B.Bmm Necked-Down 17 x4.5 4
ISTS 10mm round 21 x5 5
338 3d6 17eb 27 %5.5 5
.357 Magnum |3d6+1 | 1Beb a3 %6 G
ASACP 2d6+2 | 18eb 17 %65 G
400 Cor-Bon 3d6 22eb |Necked-Down .45ACP 47 x7 i
A0SEW 2d6+3 | 18eb
11mm 3de 20eb

| Damage Multiplier is the multiplier for the base damage done by one unit of
| explosive. So, for instance, 10 kg of C6 does 8D 10 x 3.5 damage points.

CA 10.4mm 3d6+3 35eb |Mecked-Down
11mm round

408 Magnum |3d6+2 | 25eb
A1 Magnuwm 3d6+2 | 24eb
12mm 4dE+1 30eb
.44 Magnum 4d6 35eb
454 Casull ddE+3 40eb
LSO0AE{12.Tmm) |4d6+2 | 42eb | Desert Eagle &

| Radius Bands is the number of times the explosive radius is multiplied. Each basic
| rachus away from the explosion does half damage. The example 10 kg block of
| C6 would affect items up to 15 meters away from the explosion. Anything within
5m takes 4D10 x 3.5 damage points. Anything within 6-10 meters takes 2D10 x
3.5 damage points, Anything within 11-15 meters takes 1D10 x 3.5 damage

Jericho load points. Anything beyond that radius only takes shrapnel damage.
44 Cor-Bon 4dé+3 55eb | Necked-Down
Magnum S0AE round
525 Magnum | 5d6 | 55eb WwWOLND DAMALGE TABLE
Exprasss 1010 ROLL
577 Boomer 5d6AFP| GDeb DHCE WALLUE 1 23 4-3 87 &9 10-11 12-14 15+
Magnum (106 ] a I } } - 3 4
{0e/ 2 ] 1 1 2 2 3 4 |
14mm Malorian| 6d& Toeb (106! . i 7 3 4 5 & 7
4.5mm Lig. Prog 4d6 S50eb 208 x 3 4 5 (- ™ B g
5.5mm Chinese| 4d6+2| 40eb G0e 3 ar 5 6 7 8 o 10
5.56mm NATO | 5d6 | 35eb e . 2 g 4 A z o iy
5.54mm PACT 5dé 40eb o & o P g m,, i A )
5.7mm Caselesy 3d6 25eb 3010 a4 5" e e B o A A
&Emm Caseless | 5d6 4Deb 4o 6" ™ g g - i MA B
7mm Federated| 5d6 | 30eb :g‘g ;" g‘ g* 10 1322 1% M A
¥ i e 10" 1= 1z 137 EETY FA
e Lanfony Lous-L 1 shel oM g 10 1= 12+ 13- L4 A NA
7.62mm Sov S5d6+2 | 450k Bom T 12 14~ 157 1 i P HA
1| Short Boim 14+ 16" 18" il 4 28" A P
T.62mm Sov Gd6 50eb AOared 5 18* o 24 28" 32 A P&
Long Morek = More damage than 8010
i “Causes 1 poenl of Blunt traama thiough 08 anmor cven il failng Lo penetrate
7.6Zmm NATO | 6d6+2 | G5eb “Caiges | pont of DRt rsema Seough hard armon even il fading 1o penetrate
Long ==
| 6.5CL Hybrid 6d6-1 50eb
- RECOL FACTORS
| 9mm CL Long |2d6+4 | Z0eb BASE BOD MM ROF 1630 - 120
| .300 Magnum | 7d6+3 |100eb : 4
Winchester 05 weapors = (Wax Damages). ROF M1-60=x25
| D0 weapong = lm ROF =
12.7mm EMG 6d10 |100eb 0 m ROF g-iizsﬂigﬂ
| .50 MG ODFERS (MULTIPLY ALL MODS TOGETHER}: "Brace = Stock, Am Brace, Shoukder Stap, Hamess
2Z0mm Reduced| 4d10 | 75eb Hunded (Handgun) = 20 g lla'nu a "I‘:muu prong rastriory
14.5mm Td10 100eb handed no brans” [mmlm 'n,ﬂ" w e m w— m e m n
15mm BMG 7d10 | 110eb hardd & brace’ (e, MGa, oher SNGSSours) = 9057 gren ) 4136 for mace camage, High pressureshigh-veloe
15mm Kurz 4d10+3|150eb | KTW & Explosive Area Efflect (Sholgurs™ & GLs™) = 5* ﬂ‘mwmn‘ﬂﬁ
20mm 8d10 | 475eb | Available in EHI PiRadgurd) = x18 A Cyberarm acts 28 BOD 12 for pisiol secoll purposes onfy
30mm 10d10 200eb Avallable in EHI ) H W} = ﬂﬂ lmwl‘m nhmmw

ROF315 s 01 7%

2020

Size of Pottern Damage
Close,PB 1meters 4D6
Medium 2meters D&
Leng 3meters 206
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Cyberpunk 2020 GM Screen compiled by Deric Bernier, Caliber table courtesy of
Hound at Blackhammers http:i'www.dreadgazebo.com/2020/




On a natural roll of 1, re-roll the dice, if you roll
under your skill you have fumbled, refer to charts

HAND-TO-HAND FUMBLE TARLE

010 Chemcier lall, D02 s 4o Fas.
11-20  You're thetran off your siride. Lose el stiack pulling yoursell together.

FUMBLE TABLE 2130 Al demage from sttacks cut in hell, rounding down, for D62 .
30 - froem neewt chefess ol
4130  Loor belence. Charscier munt maber an Dificult Befleses roll by order b avold o chast-
Beflenes roll b slard e D10
XTSI ResuLt oF RoLL e o s e e i
1-4 Mo fumble. You just screw up. :ﬂ Character talls. “:mm&mmwm:;wm

5  You drop your weapon. TEB0  Stumble and terist snkle AS die rods cut in hall for st urn, snd charscier raves st hall
L1} Weapon discharges or strikes A g JO O barm.

something harmless. &1-84 ww:.'mﬁ;pﬂ it ko Average Reflaned roll 1o phok iU up o0 sebmeguent
& . B A e, ol pgain.
T Weapon jams or imbeds itself in the =91 - ¥ Py roll
RGOS Dharh. $495  Opponent macmescally adds +3 10 nest attack
8  You manage to wound yourself. M Opponent AomMatically soom CAthcal Toctms on rxl  stLack
9-10 You wound a member of your party. P78 v neaenit frend. MR sell I Ao Inend R,
L L §

1-4 HNo fumble. Make an idiot of yourse
5-T Fail miserakly. 1 point of damage

|{sprain, fall), make a Stun Save.
8-10 Fail abysmally. If a physical action, FIREARM FUMBLE CHART

100 M el for double damage

take 1D6 damage, make Stun Save -1 15 Miisfien, ol soain, 99.100 hanglies * (f babem weapon, bpchricel mallunction]

TE Mo fumble. You can't get it togethe 10 mw;m MTHMhmum_mmuwmm
CH You make it werse, +5 Difficulty S e I".“'_""H ey i
(Repair or for next attempt. el pound, Clmlen Smavi winbpon will andy wller Bhis on 0100 roll of 1-20, but will b im-
tl'llll] You damaged the device or peonaibly 1o repair i aclion.  Beam weapony unallected,
creation beyond repair. 51-60  Vikon obacured AL die rolls oot o hall, roliing dowm, for sl D6 i
6175 Lose balance. Chawpcter masst make o Do Reflexes roll i onder 10 pvesd (allimg, I chae-
No fumble. They just won't buy it S e, e Mkt 81 AvEraos REMEEE fOl 10 SN ull 0N EAagueant Dare. I P o |

fal, hin D10 rol during his nerat sttach is oot In hall, rounding down.
T6-83  Drop wespon. Awmrege Refleues ol on subsequent b 1o ok i up.
EMP o i 8690  Weapon dropped and goes ofl. Roll D10D: 1.15 shoot selt: 16-20 shook Irieadt 71,235 shoot
(Convince, R 60 mauk raly: enemy; 26-100 scare the hell ot of everybody.
Fast talk They are violently opposed to P19 Shoot Irkend. W ne irend presend, dhsoot sl
Seduce) 4 anything you want. Roll 1010, on a #4  Shoot Irsend lor mtomatic oritsesl et

P60 Shoot sl
1-4 theyattermnpt to do you physical o self for

e 100  Weapon biows up.=* D6 points of demage 10 D6 pants of the body,

No fumble. Don't know how to do it, - iy e i LRSI .
i Hersglem Firmarrs P el B O Sy e, B g
INT ar what's going on. uwmm-:rpﬁu::rmwwum et ..“'_r g
u e + Rl N e i [ v e sunger), “i-a-m
e H1 14980 a1 o et iy ey et ey e s g o ol £7108 1.3 st
l‘.Figur'l out, what's going on. Fast Talk -2 to see o, -7 st i, o el e Wbl preeed, B shaid arrieg, -ﬂ:-

Notice, catch a | if anyone else notices how dumb you are = Ordy sutaeveins con e Racphery arsl sl thol waaporn st 48 Sreple msas Thaew fa st

clue) 8-10 You not only don’t know what's g gl e oy e i e A ot o,
going on or anything about the subjec

but everyone knows how ignorant you arg

You not only don't convince them,

== i 0 retny ol e iy st e D00 1 0, Wiy Rl s —"l g |,
R e e

HEAD [ORSO  RARM L ARM I LEG L.LEC RELIABILITY TAEBLE

Weapon Fexrrnzs o

13] Skoll (14| Chest | 1 | Shsnlder | 1 | Shoulder |15] Thigh [15] Thigh Very Rellable ............ 3 or lower
Standard......ccraessssnns 5 or lower

43| Byer |57 Stommark |24 1.1:: 24 uﬂ_‘" 6| Koo |6 | Enee UNTRlakie ..o & OF Iower

68| Faew | 8 | Leftbp | 5| Bbow |5 | Flow |78| $an |78] Shin On a natural roll of 10, re-roll and add the number to your to-hit total,

then re-roll the die one more time, if you rell a 9 or 10 you have critically
succeeded, refer to chart:

CRITICAL SUCESS TABLE

. Weapon does Double Damage

. Weapon does maximum damage as if from a point blank shot

. You may choose hit location instead of rolling (head, arm, etc.), in case of

a called shot, you may choose a specific location (arm, finger, groin, etc...)

. The weapon hitz a weak spot In opponents armor (eye slits, joints,

betweon seams) which is really only useful when fighting vehicles or

powered armor or somesuch, armor Iz treated as being at 1/4th

5. Weapon hits two targets via ricochet or over penetration, second target
takes half damage

6. Weapon hits something explesive (grenade, c-4, gas tank, ammeo, whatever)
or similar {gas contalner, acid vial, liquid drug stash, etc...) on opponent or
target, only applies if there is something of this nature to actually hit

7. Impact from your weapon automatically results in opponent being disarmed

B. Blood, shrapnel, or other substance released from your weapons damage
flies into targets eyes, blinding him [kinda iffy about this one, since logically
it could only apply if the hit was to the front of the character}

9. Weapon shocks the enemy more than normal, stun and death saves at -2

10.Weapon knocks target off his feet.

% | Throat | 9 | Groim (68| Forarm |68 ] Foroarm | 9 | Foot |9 | Feot
| 0 | Mot | 0 |Rigerip |90 Hand [30] Hut [0] He [o] me

,VEHICLE FAILURE TABLE

| 1-a vehicle slews briefly out of control. Weapons fire
at -5 this turn. May crash if within Zm of an obstacle
or vehicle; DIff 15+ skill roll or sustain a sideswipe.

5-6 Lose control. Weapons fire at -10 this turn & next.
Diff 20+ roll to regain control next turn, fallure forces
another 106 roll on the Fallure Table. Ground vehicles
skid 1D10x3m sideways in direction of travel. Alr

vehicles stall out, losing 1D10x15m altitude. If vehicle
intercepts an obstacle within this distance it crashes.

T+ Ground vehicles roll 1D10x3m In direction of travel
and take 1D6& Penetration to their thinnest armor each
turn for [meters per turn in speed/20] turns. Roll 1D10
to determine which side iz up (1-2 Top, 3-4 Left, 5-6
Right, 7-10 Bottam). Air vehicles go into a tall spin,
losing 1D10x30m per turn until control is regained
(Diff 25+) or aircraft crashes. No weapons fire.
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COMMON YEHICLE WALLS

Bl F-52 Aarpgymn

ol Bowsrg Cragrey (milmary] 20 5P

Dioraglasy AV-4 Tacticsl Asrg 40 5P
Lear Dosglass AY & Awodyra 60 5P

Doraglass AY- 7 Asrockyne
Unsr=coe! mtomolsis
Armored suttrresbde

Sgmpciasal

I
SDPS OF

& 5P Bl F-53 Mroapytn

& SP Catvma Sergyeng

50 5P Hal vt

15 5P [enszlans AY -4 Tacteal Asng
Dowghasy AY. T Aproxdyro

10 58 Ui moiod sboerobde

WP Fan

40 5P Spaechos

10 59 LEeT = TN

VEHICLE ACC JDEC

COMMON YEHICLES

it Bowing Omgrwy (mdtary)

Loww -Dumagians AV -0 Asrocyr B85 S0P

MANLVER MOD TABLE b SPEED TAEBLE
oAt % [N acwalty Fhodl :
|
|

10mph | 15m 70mph | 105m

20mph | 30m 80mph | 120m

30mph | 45m 90mph | 135m

L *

40mph &60m 100mph | 150m

S0mph | 75m | 200mph | 300m

60mph | 90m | 300mph ! 450m

MANUEVERS
WVEMICLE L Filarnd (L] T b we® e LLE S Ieeae’ | Fuiseey
=S e R T e e —
AV (Thaedguot] | 15 e | W ) | i 1% 15 m ]
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Fhpbag e |ma | w | e h s | W 1§ 1 e
1

Bis 15 w | HA WA | Na NA [ A
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! REVISED CONTROL MODIFIERS
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MED/HY PANE
APCAFV/VET

SMAL JET

HoveR

LanGE JET

& +|-
- | Fa |

(= <

LTS

ARCHAFT
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Seald, oo irto spn, e 500 R &R paw
S ]

Stald, oo ek tusstis, bie 1 000 N
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MANUVER DIFFICULTY MODIFIERS:

EVERY 10% OF A VEHICLE'S SPEED OVER 50% OF 10P SPEED
DANVER/PLOT CAN'T SEE AND HAS NO SENSING INSTRUMENTS
ORVER/PLOT TRYING TO DO SOMETHING ELSE BESIDES DRVING
(UNLESS CYBERUNKED TO VEHQLE)

| SUPPERY AOAD {GROUND VEHICLES ONLY, NOT HOVERCRAFT)

ICY ROAD [GROUND VEMICLES DMLY, NOT HOVERCRAFT)

VEMICLE WEIGHT MODIFIER TABLE

Sor
VERY LIGHT |LESS THAN 25 K5, CARDBOARD, GLASS)

LiGHT (WA, 75-100 G, AUYWOOD)

| MEDRAM (MOTORCYOLE, 101-500 £5, AASTER/RLASTIC)

HEAVY [CAH, 5015000 kG, CONCRETE)

| VERY HEAVY (TRUCK, 5000+ K6, REAFORCED
.Tmn, ARMORED Worl L SvALLT DOORS]




Tabla 1

Symptomsa B Effects of
Stage  Symgrom
1 Numbness of extremities (Bngers toes).
2 Stiffmess of joints, limbs,
3 Shivering stops.
4 Thoughts become disjointed, Navigation impossible.
5 Balance goos, walking beoomes difficult.
6 Character must sleep.

Character will die.

b |

Hypothermia
Chaeck
REF-1
REF -1
BODY -1
INT test
REF test
MA tent
BODY test -5 sach hour to avoid death

SIMPLE ELECTRONICS:
Fushimmure, fmplants, Cybenerapous, Video Soard,
VideaCam, Celhdar Phome, Common, linogleres, Serw
ricy Lochs, Fhectroais fnutruments

COMPLEX ELECTRONICS:
Cyberaudis, Cyberlimbs, Lisoar Frames, Techscanner
Pochet Computer, Lageop Compuler, Smartgogps

Dn:r:rplurl_ S:.n;urlr, Lcamner, Meremeat Seadar
Medcanner

" VERY COMPLEX ELECTRONICS:
MNeuralwire, Cyberoptics, Cyber-modem

to freere, reducing the Strength and Reflex for an affected
limb by 1 per hour exposed, and adds 10% to the owner's
chance of developing hypothermia (see Northwest Passage,
page 5T). Covering or heating the limb restores the complets

MR MODIFIERS

CYBERWARE VS COLD WEATHER MALFUNCTION TADBLES mmmsmnvcg iy T‘;_;, :
Cybernetic parts may be affected by the cold, especially if S s i
ne precautions are taken to protect the exposed equipment. SIMPLE ELECTRONICS %hﬂuﬁp& mmmm= i ?%
For example, cyberoptics can be protected by goggles that TOTAL RESULT : I[[tp {gn ufb.a.sth{!l} S
keep thelr ambient temperature above Tero. - Pﬂ' Mﬁﬁ;;icum 5.![@: mm‘mmn:c “

1= i, i
An exposed limb suffers fallure as the hydraulic luid begins 3 %ﬂﬂ-l. mf]'mlmfnr 136 Turns. The St a]"ﬂ'*i])ﬂﬁ& nfdnmge Iﬂ Ii E

the GM's discrecion, but should be minor, merely disrupeing
the funetion of the device, No repairs are required at this ttme.

function of the limb. Vigorously exercising the cybernetics
allows normal movement for at least flve minutes. Thermal
scanners (IR, thermograph) are leas effective due to Intense
cold. They will need to be recallbrated uslng Cybertech.
Any chromed, metaille, or ted replacements adhere
te any warm exposed skin. If ripped apart, an amount of

&-8 MINOR MALFUNCTION:

The device malfunctions when used 50% of the time. The
malfunctions renders the device very difficult to use, but isar
the GM's discretion. Afler repairs are mode, the device
Junctions normally until a malfunction resulis again. Repair-
able: | bour; DL 15,

e

SR

: g;t:-
i

10+ DEAD:
The device will not aperate, Mo repalrs can be made, 1 mus
be reploced.

VERY COMPLEX ELECTRONICS

TOTAL RESULT

fumction of the device. After repairt are made, the device
Junctions normally until a malfunction results again. Repair-
able: | hour; DL 15,

shkin equal to the contact area Is removed. Although this 0 MAIOR MALFUNCTION:
hurts, damage is only temporary, lasting until first aid Is
applisd. In combat allow 1d6 extra damage only If exposed ﬁﬁﬂmﬂd?ﬂmﬁrﬂrﬂﬂ
skin is struck. [Northwest Passage, pg.598] results again. Repairable: 2 hours; DL 20
DESCRIPTION BASE | 40+ DEAD:

The device will : i bemade,
?EITPI.".K! : | S0% 3 hmm:‘ nad operale. No repairs can i mus
Poor |Cheap Imitation 25%, 2
Standard &&t.w‘ Hﬂl‘ﬂl’:j ] " COMPLEX, ELECTRONICS
Good . |High Quality +100% 13 || toraL mesur
Excellent. | Customized +200% 0| B

The device malfunctions for 146 Twrns. The malfunction (s a
RESTRAINT CHECK MGDIFIERS UM e . S el o S

37

MINOR MALFUNCTION:

mialfuncoons remders the device very diffioult to use, but s at
the GM's discretion. After repatrs are made, the device func-
fioms narmally until o malfunction results again. Repairable 2
howrs; DL 20.

"Drinking gg%i normal r:quxrr_‘m .

“Wearing light clothing. ...
Per 4 hours expased to £
Head exposed (i.e.: no har
Wm ring heavy cloihl

4 hours ::ﬂ:ul:mss‘:dak

drown.

Death Save

89

Mo Activity: BODY x 30 seconds
Mormal Activity or Swimming: BODY x 20 seconds
Hyper Activity or Sprints: BODY x 10 seconds
AfMor the player runs out of akr; he must make a Save
ve Fiun owery 10

unconscious, he suffors 1 point of permanent
Intelliigence loss. Onoce 4 minutes have passed
or when the player goos unconscious,he must make o

required to make a Stun or Death Save roll, he does so

at an incressed difficulty of -1. The time wndorwator
can be expended by 30 seconds if the players use

controlied hyporventilation. [3ab Attica, pg.80]

MAJOR MALFUNCTION:
T deice will nol operate BO% of the time. After repairs are
made, the deviee functions normallyunil o malfunction resulis
again. Repairable: 4 hours: DL 25

HOLDING YOUR BREATH

13 GLTCH:
The device malfunctions for 146 Tums. The malfunction i al
the GM ‘s discretlom, butshould be minor, merely disrupting the
Junction of the device. After repairs are made, the device
Junctions normally unill @ malfunciion resulls again. Repair-
able: 2 howrs; DL 20

45  MINOR MALFUNCTION;
The device malfunctions when wsed S0% of the time. The
madfunc ions renders the device very difficult wo use, bur is o
the GM's discretion. After repairs are made, the device func-
tumes norrmally until a malfunction resulls again. Repairable: 4
hours; DL 25

74  MAJOR MALFUNCTION:
The device will not operate B0 of the time. After repairs are
rade, the device functions normalty untl a malfunction remls
again. Repairable; § hours; D 30,

9+DEAD:
The device will not operaie. No repairs can be made, it st
be replaced

and
Every 30 secands the player remains

ds, or fall

ovary 30 seconds. Every time tho player is

Doan Peaing 1AM i e 92
Chomocrer's Depivoton Level _4LYL

Sdmulonts sokes 11 1
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