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Preface
The World’s First RPG is a game I truly love and B/X

Essential’s treatment of it has quickly become my favorite version.
I’ve always enjoyed the cyberpunk genre and even though there is
a venerable game that mixes elves, dwarves, magic, and
cybernetics, it has never had rules that I’ve enjoyed. For years, I’ve
thought to myself, “Why isn’t anyone mixing the the World’s First
RPG and cyberpunk in the OSR?”

Well, here is the beginning of my answer to that question. This
supplement, which covers cybernetics, is the first of several that
will allow the mixing of B/X Essentials and CyberPunk.
Additionally, I’ve worked up a unified take on B/X Essentials
called B/X Ascending, and there is an Appendix which converts
the appropriate cybernetics to that revision.

Cheers,

Mark
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CYBERNETICS
All sentient creatures have a Soul Rating of

7. Each major cybernetic upgrade lowers a
creature’s Soul by an amount specified in its
description. A spellcaster cannot cast a spell
higher than their Soul Rating (round down),
e.g., if a magic-user has a Soul Rating of 5-
1/2, it is rounded down to 5, and they cannot
cast 6th level spells.

If a sentient creature’s Soul Rating reaches
0, they will die within 10 minutes.

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 -2 to
morale checks of those you encounter (see
Other Combat Issues in B/X Essentials:
Core Rules, p24)(10 gp; Soul Reduction 2).

Cybernetic Ear: Hear Noise with a 2-in-6
chance. If you have a Listening At Doors
chance, it increases to 3-in-6 (25 gp;
Soul Reduction 1/2).
Enhancements
• Cosmetic Modification: Customization of
the ear (5 gp).

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

Cybernetic Eyes: Detect Secret Doors with a
2-in-6 chance. If you have a Listening At
Doors chance, it increases to 3-in-6 (25 gp;
Soul Reduction 1/2).
Enhancement
• Cosmetic Modification: Customization to
the eyes (5 gp).

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

• Nightvision: Infravision to 60’ (see Light,
Vision, and Visibility in B/X Essentials:
Core Rules, p16). If you are a dwarf or elf
your infravision 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 15 feet and
killing you (25 gp; Soul Reduction 2).

Cybernetic limbs: Clearly artificial (15 gp;
Soul Reduction 1 per limb) or natural looking
(25 gp; Soul Reduction 1 per limb).
Enhancements
• Finger Compartment: Storage in the last
knuckle of a finger (5 gp).

• Finger Pistol: 1d4+1 damage (Missle
5’-10’/11’-30’/31’-50’, Reload) (5 gp).

• Smartgun Link: +1 to hit with linked
firearm (15 gp).

• Retractable Climbing Spikes: Climb
Sheer Surfaces at 87% (25 gp).

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

• Runner’s Legs: Your speed increases by
30’ (10’) to a max of 60’ (20’)
(25 gp per 30’ [10’]).

• Hydraulic Legs: The distance you can
jump is doubled. (20 gp).

Dermal Armor: -1 bonus to AC to a max
of -2 (30 gp per -1/ Soul Reduction 1 per -1).
Enhancements
• Flesh Compartment: Storage in your
torso for a pistol-size item (5 gp).

Endurance Enhancement: +2 to Death and
Poison saving throws (25 gp; Soul
Reduction 1).

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

Muscle Weave: +1 to melee damage to a max
of +2 (35 gp per +1; Soul Reduction 1 per +1).
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Skull Computer: Acts as radio, telephone,
and personal computer that is web enabled
(10 gp/ Soul Reduction 1/2).
Enhancements
• Skill Download: You may have one of the
following at a time: +1 to hit with a specific
weapon, proficiency with a specific type of
armor, +1 with a particular ability check, or
gain a thief ability at level 1 (25 gp).

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

• Synthport: Port for musical instruments.
Wired port (2 gp).
Wireless (4 gp).

• Vehicle Control Link: +2 to ability
checks to pilot a vehicle or drone (25 gp).

Synapse Enhancement: +1 to hit with ranged
weapons (25 gp; Soul Reduction 1).

Wired Reflexes: +2 to Dragon Breath saving
throws and if the optional individual initiative
is being used, +1 on initiative rolls (see Basic
Combat Procedure in B/X Essentials: Core
Rules, p22 ) (25 gp; Soul Reduction 1).

Voice Modulation: You may alter the sound
of your voice to gain a +1 or a -1 to morale
checks of those you encounter (10 gp; Soul
Reduction 1/4).
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APPENDIX:
Cybernetics
Conversions for
B/X Ascending
Body Sculpt: Trained Skill Saving throw to
sway the reactions those you encounter
(10 gp; Soul Reduction 2).

Cybernetic Ear: Hear Noise with a 15+ on
1d20. If you are an elf, your Listening At
Doors chance increases to 12+ on 1d20. (25
gp; Soul Reduction 1/2).

Cybernetic Eyes: Detect Secret Doors with a
15+ on 1d20 chance. If you are an elf, your
chance increases to 12+ on 1d20. (50 gp; Soul
Reduction 1/2).

Cybernetic limbs
Enhancements
• Retractable Climbing Spikes: Climb
Sheer Surfaces at 4+ on 1d20 (25 gp).

Dermal Armor: +1 to AC to a max of +2
(20 gp per +1/ Soul Reduction 1 per +1).

Voice Modulation: +1 to Trained Skill
Saving throw when you attempt to sway the
reactions of those you meet (10 gp; Soul
Reduction 1/4).

5



DESIGNATION OF PRODUCT IDENTITY
The name Cross Planes and DweomerPunk and all artwork, logos and layout are product
identity. DESIGNATION OF OPEN GAME CONTENT All text and tables are open game
content.
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)”Derivative Material” means copyrighted material
including derivative works and translations (including into other computer languages),
potation, modi cation, 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, royalty-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

COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or
distributing, and You must add the title, the copyright date, and the copy- right 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
compatibility 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 Reference Document Copyright 2000, Wizards of the Coast,Inc.;Authors Jonathon
Tweet, Monte Cook, Skip Williams, based on original material by E. Gary Gygax and Dave
Arneson.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich
Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original
material by E. Gary Gygax and Dave Arneson.

Modern System Reference Document Copyright 2002-2004, Wizards of the Coast, Inc.;
Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, Eric Cagle, David Noonan,
Stan!, Christopher Perkins, Rodney Thompson, and JD Wiker, based on material by Jonathan
Tweet, Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, John
Tynes, Andy Collins, and JD Wiker.

Castles & Crusades: Players Handbook, Copyright 2004, Troll Lord Games; Authors Davis
Chenault and Mac Golden.

Labyrinth Lord
TM

Copyright 2007-2009, Daniel Proctor. Author Daniel Proctor.
Copyright 2007-2009 Daniel Proctor.

Labyrinth Lord
TM

, Advanced Labyrinth Lord
TM

, and Goblinoid Games
TM

are trademarks of
Daniel Proctor.

13th Age Archmage Engine Copyright 2013, Fire Opal Media. Author: Chad Dylan Long,
based on material by Jonathan Tweet and Rob Heinsoo. Edited by Cal Moore and Simon
Rogers.

13th Age Copyright 2013, Fire Opal Media. Authors: Rob Heinsoo and Jonathan Tweet. Edited
by Cal Moore. Additional editing by Simon Rogers. The 13th Age RPG and supplements are
published under exclusive license to Pelgrane Press.

13 True Ways. Copyright 2014, Fire Opal Media, Inc.; Authors Rob Heinsoo, Jonathan Tweet,
based on material by Jonathan Tweet, Monte Cook, and Skip Williams

13th Age Bestiary. Copyright 2014, Fire Opal Media and Pelgrane Press Ltd; Authors: Ryven
Cedyrlle, Rob Heinsoo, Kenneth Hite, Kevin Kulp, ASH LAW, Cal Moore, Steve Townshend,
Rob Watkins, Rob Wieland.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Castles & Crusades, Copyright 2004, Troll Lord Games; Authors: Davis Chenault, Mac
Golden.

Basic Fantasy Role-Playing Game © 2006–2008 Chris Gonnerman.

New Spells: A Basic Fantasy Supplement © 2007 Chris Gonnerman, Ola Berg, Angelo
Bertolli, Jeff Querner, Everett Bradshaw, Emiliano Marchetti, Ethan Moore, Jim Bobb, and
Scott Abraham.

OSRIC TM © 2006, Stuart Marshall, adapting material prepared by Matthew J. Finch, based
upon the System Reference Document, and inspired by the works of E. Gary Gygax, Dave
Arneson, and many others.

Swords & Wizardry Core Rules, © 2008, Matthew J. Finch.

Eldritch Weirdness, Book One, © 2008, Matthew J. Finch.

Darwin’s World © 2002, RPGObjects; Authors Domi- nic Covey and Chris Davis.

Mutant FutureTM © 2008, Daniel Proctor and Ryan Denison. Authors Daniel Proctor and
Ryan Denison.

Advanced Edition Companion, © 2009–2010, Daniel Proctor. Author Daniel Proctor.

Lamentations of the Flame Princess: Weird Fantasy Role-Playing Deluxe Edition, © 2010,
LotFP. Author James Edward Raggi IV.

First Level Magic-User Spells Grindhouse Edition Spell Contest: Bookspeak, © 2011 Daniel
Smith.

First Level Magic-User Spells Grindhouse Edition Spell Contest: Howl of the Moon, © 2011
Joel Rojas).

Lamentations of the Flame Princess: Weird Fantasy Role-Playing Grindhouse Edition, © 2011,
LotFP, Author James Edward Raggi IV.

Lamentations of the Flame Princess: Weird Fantasy Role-Playing Player Core Book: Rules &
Magic © 2013 LotFP, author James Edward Raggi IV.

Cave Cricket from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors Scott
Greene and Clark Peterson, based on original material by Gary Gygax.

Crab, Monstrous from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author Scott
Greene, based on original material by Gary Gygax.

Fly, Giant from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author Scott Greene,
based on original material by Gary Gygax.

Golem, Wood from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors Scott
Greene and Patrick Lawinger.

Kamadan from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author Scott Greene,
based on original material by Nick Louth.

Rot Grub from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors Scott Greene
and Clark Peterson, based on original material by Gary Gygax.

Mutant FutureTM © 2008, Daniel Proctor and Ryan Denison. Authors Daniel Proctor and
Ryan Denison.

Advanced Edition Companion, © 2009–2010, Daniel Proctor. Author Daniel Proctor.

B/X Essentials: Core Rules © 2017 Gavin Norman. Author Gavin Norman.

B/X Essentials: Classes and Equipment © 2017 Gavin Norman. Author Gavin Norman.

B/X Essentials: Cleric and Magic-User Spells © 2017 Gavin Norman. Author Gavin Norman.

Osric Unearthed © Ronin Arts. Author Charles Rice.

B/X Ascending. © 2018 Cross Planes Game Studio. Author: Mark Craddock. Edited by Tim
Baker and Matt Jackson.

DweomerPunk: Cybernetics © 2018 Cross Planes Game Studio. Author Mark Craddock.
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