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PREFACE
Cyber Crawl Classics is my attempt to fuse the CyberPunk genre with the Magic, Elves,
Dwarves, etc. of Dungeon Crawl Classics. I know there is a venerable game that already does
this, however, I’ve never been a fan of its rules and have always wanted a game with rules closer
to DCC. So, I’ve begun working on it.

This first micro-supplement, CCC: Cybernetics is testing the waters, so to speak. Hopefully, my
interest in such a game is matched by yours. I figure with Cybernetics, Judges can start tinkering
while I work out classes, equipment, and other areas to expand to further Cyber Crawl Classics.

If things go well, this is just the beginning.
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CYBERNETICS
Each major cybernetic upgrade reduces a

beings ability to cast magic. Each piece of
cyberwear has a Cyber Reduction (round up
when necessary) that is applied when a spell
check is made, e.g., if a wizard has a Cyber
Reduction of 1-1/2, it is rounded up to 2, and
they have a -2 penalty to all spell checks.

Unless stated otherwise within the
description of a piece of cyberware, their
bonuses do not stack, nor can they be bought
multiple times.

Body Sculpt: Cosmetic surgery allows +1 to
personality, to a max of +4 (25 gp per +1;
Cyber Reduction 1 per +1).

Cybernetic Ear: You are considered trained
and therefore roll a d20 when making skill
checks to listen (15 gp; Cyber Reduction 1/2).
Enhancements
• Cosmetic Modification: Customization of
the ear (2 gp).

• Sound dampener: +2 on Fortitude saving
throws against deafness (5 gp).

Cybernetic Eyes: You are considered trained
and therefore roll a d20 when making skill
checks to see and look around (15 gp; Cyber
Reduction 1/2).
Enhancement
• Cosmetic Modification: Customization to
the eyes (3 gp).

• Flash Dampener: +2 on Fortitude saving
throws against blindness (5 gp),

• Nightvision: Infravision to 60’. If you
already possess infravision it increases to
90’ (10 gp).

• Telescopic Vision: Your line of sight is
doubled (5 gp).

Cortex Bomb:When you die or you activate
this device, your skull explodes dealing 3d6
damage to any creature within 10 feet and
killing you (30 gp; Cyber Reduction 2).

Cybernetic limbs: Clearly artificial (15 gp;
Soul Reduction 1 per limb) or natural looking
(25 gp; Cyber Reduction 1 per limb).
Enhancements
• Finger Compartment: Storage in the last
knuckle of a finger (3 gp).

• Finger Pistol: 1d6 damage (range
20/40/60) (10 gp).

• Smartgun Link: +1 to hit and damage
with linked firearm (30 gp).

• Retractable Climbing Spikes: You are
considered trained and therefore roll a d20
when making skill checks to climb, if you are
already trained in Climb Sheer Surfaces then
gain a +2 (15 gp).

• Hand Blades: Retractable blades built into
your hands and arms that deal 1d4 damage
(6 gp).

• Runner’s Legs: Your movement increases
by 10’ (30 gp per 30’ [10’]).

• Hydraulic Legs: The distance you can
jump is doubled. (15 gp).

Dermal Armor: +3 to AC, check penlty -1,
speed -, fumble die d4 (80 gp/ Cyber
Reduction 1).
Enhancements
• Flesh Compartment: Storage in your
torso for a pistol-size item (3 gp).

Endurance Enhancement: +1 to
constitution, to a max of +4 (25 gp per +1;
Cyber Reduction 1 per +1).

Filtration System: You are amphibious
(25 gp; Cyber Reduction 1).

Muscle Weave: +1 to strength, to a max of +4
(25 gp per +1; Cyber Reduction 1 per +1).
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Skull Computer: Acts as radio, telephone,
and personal computer that is web enabled
(3 gp/ Cyber Reduction 1/2).
Enhancements
• Skill Download: You may possess one of
these benefits at at a time: you are considered
trained with one particular skill and therefore
roll a d20 when making a skill check or you
may gain a +1 to hit and to damage with a
particular weapon. (25 gp).

• Chip Reader: Input/output slot (2 gp).

• Synthport: Port for musical instruments.
Wired port (1 gp).
Wireless (3 gp).

• Vehicle Control Link: You are
considered Trained when piloting a linked
vehicle and roll a d20 on any skill checks
(15 gp).

Wired Reflexes: +1 to dexterity, to a max of
+4 (25 gp per +1; Cyber Reduction 1 per +1).

Voice Modulation: You are considered
trained and therefore roll a d20 when making
skill checks to disguise your voice , persuade,
or intimidate someone (15 gp; Cyber
Reduction 1/4).
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This printing of Cyber Crawl Classics: Cybernetics is done under version 1.0 of the
Open Gaming License, and the System Reference Document by permission from
Wizards of the Coast, Inc.
Designation of Product Identity: The following items are hereby designated as
Product Identity in accordance with Section 1(e) of the Open Game License, version
1.0: Dungeon Crawl Classics, DCC RPG, Mighty Deed of Arms, spell check, Luck
check, spellburn, mercurial magic, corruption, disapproval, all spell names, all proper
nouns, capitalized terms, italicized terms, artwork, maps, symbols, depictions, and
illustrations, except such elements that already appear in the System Reference
Document.
Designation of Open Content: Subject to the Product Identity designation above,
such sections of Cybernetics as derived from the SRD are designated as Open
Gaming Content. Some of the portions of this book which are delineated OGC
originate from the System Reference Document and are copyright © 1999, 2000
Wizards of the Coast, Inc. The remainder of these OGC portions of this book are
hereby added to Open Game Content and, if so used, should bear the COPYRIGHT
NOTICE “Cyber Crawl Classics: Cybernetics, copyright © 2018 Cross Planes Game
Studio, all rights reserved, visit www.crossplanes.com or contact
mark@crossplanes.com”
Cyber Crawl Classics is copyright © 2018 Cross Planes Game Studio. Open game
content may only be used under and in the terms of the Open Game License.
OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who
have contributed Open Game Content; (b)”De- rivative Material” means copyrighted
material including derivative works and translations (including into other computer
languag- es), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)”Open
Game Content” means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered
by this License, including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) “Product Identity” means product and
product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product Identity,
and which specifically excludes the Open Game Content; (f) “Trademark” means the
logos, names, mark, sign, motto, designs that are used by a Contributor to identify
itself or its products or the associated products contributed to the Open Game
License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative Material of
Open Game Content. (h) “You” or “Your” means the licensee in terms of this
agreement.
2. The License: This License applies to any Open Game Content that contains a
notice indicating that the Open Game Content may only be Used under and in terms
of this License. You must affix such a notice to any Open Game Content that you
Use. No terms may be added to or subtracted from this License except as described
by the License itself. No other terms or conditions may be applied to any Open
Game Content distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royal- ty-free, non-exclusive license
with the exact terms of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing original material
as Open Game Content, You represent that Your Contributions are Your original
creation and/or You have sufficient rights to grant the rights conveyed by this
License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion
of this License to include the exact text of the COPY- RIGHT NOTICE of any Open
Game Content You are copying, modifying or distributing, and You must add the
title, the copyright date, and the copyright holder’s name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as
an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product Identity. You
agree not to indicate compat- ibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with the owner of
such Trademark or Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content shall retain
all rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate
which portions of the work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to
copy, modify and distribute any Open Game Content originally distributed under any
version of this License.
10. Copy of this License: You MUST include a copy of this License with every copy
of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission from
the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of the terms of
this License with respect to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.
13. Termination: This License will terminate automatically if You fail to comply with
all terms herein and fail to cure such breach within 30 days of becoming aware of
the breach. All sublicenses shall survive the termination of this License.
14. Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. System Rules
Document Copyright 2000 Wizards of the Coast, Inc.; Authors Jonathan Tweet,
Monte Cook, Skip Williams, based on original material by E. Gary Gygax and Dave
Arneson.
Dungeon Crawl Classics, Copyright 2012 Goodman Games, all rights reserved, visit
www.goodman-games.com or contact info@goodman-games.com
Black Powder, Black Magic Vol.1, copyright © 2015 Stormlord Publishing, all rights
reserved, visit www.stormlordpublishing.com or
Contact info@stormlordpublishing.com
Cyber Crawl Classics, © 2018 Cross Planes Game Studio, all rights reserved, visit
www.crossplanes.com or contact mark@crossplanes.com
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