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WORKING

SKILLS Stat Skill Bonus Total IP Stat Skill Bonus Total IP stat Skill Bonus Total
Accounting 0 (0) Geology 0 0 Physics 0 0
Aero Tech x2 Gyro Tech x3 0O Pick Lock
Anthropology Handgun O Pick Pocket
Archery Heavy Weapons 0 Pilot AV x3
Athletics Hide/Evade 0 Pilot Dirigible x2
AV Tech x3 History O Pilot Fixed Wing
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ARMED COMBAT

FRIDAY NIGHT FIREFIGHT / FISTFIGHT 2

wiAPON TYPESKILL _ SigE  REL _BLAMK _GLOSE MEswm LONG EXTREWE SKILL WA BoNus TowT  pawace o _wac

Choose

Choose

Choose
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Choose

Choose

Choose

Choose

Choose
UNARMED COMBAT CAST WEAPON DAMAGE MODIFIER 'l HAND TO HAND DAMAGE MODIFIER '2
MARTIAL ART STYLE skiLLLEVEL STRU" PuNcH  kick Disarm STESF SLOCK! 'DODGE GRAPPLE THROW o ChoKt/ Escape  Ram

ACTION SUMMARY KEYy ATTACK SUMMARY

Multiple actions may be attempted but each ACTION ‘;‘:’::: ErrECT ":o":ﬁf:

additional one is at additional -3 penalty

Attack with muscle powered weapon
[melee, thrown, martial arts, bows, fencing]

See
Above

Attack does D3 damage, but
may be more with Cyberware

-2

Attack does D6 damage, but may be more with
Cyberware (also Jump Kick with movement)

-2

Move & Attack action; bonuses to damage and
defense based on distance moved

-2

On Success, knock or remove
opponents weapon from hand

Knock enemy prone (-2 to hit, +2 to be hit),
combine with Key kick at +3 Dmg & Stun —2

Test to enter Grappling Range

Knock opponent to the ground, D6
damage (ignore armor) and Stun Save at —2

Opponent takes D6 damage per round

Painful joint or body hold (auto throw/choke),
opponent immobilized until Escape is made

Defense against grapple attacks

Martial Arts/Brawling, unless weapon used; then
Fencing/Melee. May break weapon.

See
FAST DRAW — +3 Initiative, -3 to hit with attacks (does not count as STRIKE / CAST || avove
an action)
MOVE — At your walking speed PUNCH 0]
RUN — At your running speed, but may perform no other actions w
ATTACK — At your weapon’s max rate of fire, or make a melee attack g KICK O
ALL OUT DODGE* — All attacks are -2 to hit you, no roll required g
ALL OUT PARRY* — All hand to hand attacks against you have (L]
damage reduced E RAM O
AIM — +1 to hit, cumulative, for up to 3 consecutive rounds e
RELOAD — Eject a magazine and slam a new one home T DISARM O
SWITCH or DRAW A WEAPON — Drop and draw on the fly
MOUNT or DISMOUNT — From a vehicle SWEEP / TRIP O
REPAIR or MEDICAL AID — Quick use of Tech skills
SIMPLE NON COMBAT TASK — Pick something up, open a door, etc. | -
* can’t perform both of these in the same round — GRAPPLE 0]
RANGED ATTACK HAND TO HAND 3
TARGET NUMBERS COMBAT TESTS z THROW 0
-9
Point Blank 10 Attacker’s REF+Skill+WA+D10 g CHOKE / CRUSH O
Close 15 Vs. 0
Medium 20 Defender’s REF+S_kiII+_WA+D10 E HOLD / BREAK 0
Long 25 (Defender wins ties) ]
Extreme 30
HTH RANGE CHANGE TESTS — ESCAPE 0
SPECIAL AUTOMATIC WEAPON w
RANGED ATTACK TYPES Casting to Hitting — MA 2 |BLOCK / PARRY o)
Hitting to Grabbing — Grapple E
3 Round Burst, Full Auto, Grabbing to Hitting — Parry/Dodge g DODGE O
Suppressive Fire Hitting to Casting — MA _

Oppose attacker’s test to avoid blow,
may still reduce damage on fail




PUTTING THE CYBER INTO THE PUNK

CHIPWARE INSTALLED MRAM AND APTR CHIPS

CHIP SKILL LEVEL COST CHIP SKILL LEVEL COST

CYBERWARE DESCRIPTION TYPE SURGURY HUMANITY  COST

TOTALS 0 €0




This PDF contains automatic calculation of layered armor SP vs. Regular weapon, Bladed weapon, or Mono-weapon damage. For each piece of armor, check the areas of the body
that the armor covers in the top row, and in the bottom row enter a number corresponding to how much armor penetration has occurred. If damage has gotten though your left leg
location's armor 3 times, enter a 3 in the block for each armor in that location. The new layered armor value of the left leg armor is recalculated and updated. In this manner, if some
but not all of the armor in a lgcation is replaced/repaired, the penetration of other armor remains, lowering its effectiveness. This body of text will not print.

GETTING FITTED FOR THE FUTURE

ARMOR WEIGHT  COST TYPE EV sP BLADE MONO HEAD TORSO ARMS LEGS HANDS FEET
Choose
Choose
Choose
Choose
Choose
Choose
Choose
Choose
WEAPONS e o NOTES AMMO WEIGHT  COST
OUTFIT ITEM WEIGHT  COST € ITEM WEIGHT  COST
BURDENED TOTAL TOTAL
carry (0.0 +1 EV, 1/2 MA 0.0 | weieht cost
HEAVILY BURDENED
uer | 0.0 |MEAYLBURPENER1 0.0 || 0.0 | €0




TALES FROM THE STREET

ORIGINS AND PERSONAL STYLE FAmILY BACKGROUND

SIBLINGS RELATION AGE RELATIONSHIP LIFE EVENTS

YEAR EVENT

CONTACTS DESCRIPTION




HARDWARE

STANDARD FEATURES

NETRUNNING

DECK UPGRADES COST

DECK MODEL |

CELLULAR

YEsl_l NO I_"

ARMOR / SDP |

MEMORY UNITS

DECK SPEED |+|

DATA WALLS & |
CODE GATES

BASE COST

YOUR ICON

SOFTWARE

STR MU

TYPE

FUNCTION COST

DEcxk MENU

REALSPACE MENU

LOCATE REMOTE —
Scans immediate area and locates every
R t t ted to the Net.

CONTROL REMOTE —
Attempts to control Remote if appropriate
program is in memory.

NET MENU

LOG ON/LOG OFF — 8 or less on d10 to log out
RUN PROGRAM — Activates a program in
memory

LONG DISTANCE LINK — Hacks LDL Security
to avoid Long Distance Charges

COPY — Copies a file in the Net to your Deck,
space allowing

EREASE — Deletes a file in the Net or your
Deck

READ — Access a file’s table of contents, or
pages within the file

EDIT — Change, re-write, or alter a file
CREATE/DELETE — Used to create virtual
constructs with Creator program

REF O INT 0

LIBRARY O

speen | O |inTErFACE SE ARGl

SYSTEM O
KNOWLEDGE

CHECKS IN THE NET

General Offense:
INT+Interface+Program STR+1D10

General Defense:
INT+Interface+Program STR+1D10

Roaming Defense:

Sy Level of Defe 1D10

Copy Protection:
Level of Protection +1D10

Initiative: REF+SPEED+1D10 vs.
REF+SPEED+1D10 or CPU speed+1D10

Code Gates or Data Walls:
Program STR+1D10 vs. Def. STR+1D10

Control Remote: 1D10 vs. Controller STR
LDL Hack: 1D10 vs. Link Security STR

BASICS OF THE NET

Net R d
Net Scale:
Local System < City Grid < Regional < World Map < Orbitsville
Travel in the net is 5 squares per round, no diagonals!

Trace Values are sum of all Long Distance Links used

Long Distance Charges apply for levels above City Grid

Long Distance Charge = (€ .20)x(net rounds)x(spaces on maps)

are 1 d not 3 d

Systems get additional actions for every 2 additional CPU
R ing awar heck made for each action
taken in enemy system
Breaching a Data Wall gives +5 to system awareness checks

Task durations

Delete file = 1 round

Interface check/Combat action = 1 round

Start program = 1 round

Take over process = 1 round

Copy File = 1 round / MU

Edit File = 1 round / MU (but min. 2 rds)

Library Search = 3 rounds

Decrypt File = Difficulty - Speed (in real minutes)
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