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Attack  Make a Melee or

ranged attack

Reload Fully reload and
replace a weapon's
magazine with a
single ammunition
type.

Get Up  Get up after being
Prone. While Prone,
until you use this
Action, you cannot

use a Move Action.

Run Take an additional
Move Action, but only
if you have already
taken a Move Action

this Turn
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Basic Combat Basic Combat (cont) Basic Combat (cont) Basic Combat (cont)

Hold
Action

Choke

Grab

Stabilize

Hold an Action until Throw
later in the Initiative
Queue. You must
choose a specified Use
event to trigger the an
Action or a specific object
number in the

Initiative Queue

when the action

occurs as well as

what the Action is,

and what its intended

target is.
Choke an opponent
you have Grabbed

Grab and hold an
opponent or take

use a
skill
away an object they

are holding.

Stabilize a target to
begin the natural
healing process or
pull them out of the
Mortally Wounded

Throw a grabbed
opponent to the ground
or throw an object

Manipulate an object in
a way that doesn't
require a Skill. Drawing
an easily accessible
weapon into a free
hand or dropping a
held weapon (not a
shield) onto the floor
does not require this
Action but stowing a
held weapon on your
person does.

Use one of your Skills
to accomplish a quick
task. A longer task will
require multiple Actions
over the course of
multiple Turns, rolling
only when the full time
has been paid for in 3-
second increments.

Wound State to save
their life. p.22
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equip/drop  Equipping and

shield dropping a Shield
takes an Action.
p.183

get into p.189

vehicle

Start a Start a Vehicle to

vehicle gain its MOVE and
jump to the top of
the Initiative
Queue

Vehicle Use your Action

Maneuver  while driving to

focus entirely on
making a
dangerous
Maneuver

Your turn= 1 move action + 1
other action (listed above)

Movement: squares equal to
your MOVE stat; do NOT times it
by 2

Each turn is a 3 second

increment

Taking Damage

Whenever you take damage:

1. Your Attacker rolls the damage for their attack.

2 . inth on (ifthey di
Sho, this i y y

rgely: ir
* Sublract any remait

from your Hit Points.

3.1fyou ended up taking any damage, your armor on that locatior
is still ablated, reducing its SP by 1 point, uniilitis repaired.

Whenever 2+ dice rolled for
damage from a MELEE or
RANGED attack come up 6,
you've inflicted a critical injury.
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Healing Skills Critical Injuries Repo Cyberware

Cover Hit Points

P CriTicaL INJURIES To THE Booy

NEEDED SKiLLS

Cyberware reclaimed from cadavers has resale value on the market, provi
erly harvested. Only a Medtech is capable of harvesting cyberware (exce|

Cover HPis determined by the material and s thickness. gy vy Injury Effect Rl emovable with an Action, like Chipware or Cyberlimbs with Quick Change
Thin cover might be able fo be moved slightly in a pinch, but Thick cover st There are four healing Skills in Cyberpunk 2 | b || bbby bk | g O V;i_'rcv':’es:myingbi' inthe process 'l:esc"ohyer: cibseijlol«]are Za':‘ n¢
for Charactorewilhout BODY 10 or hishor o . Y ; p— i market, but it could always be repaired with the Cybertech Skill, and the
orHheracters wiliod orhigherto move wihou specialequipm - Cy bertech, First Aid, Paramedic (x2 ; e equal to the DV to install the cyberware in a new body. Both procedures
Steel cover cannot be damaged by Martial Arts or Brawling attacks except Surgery 3| DomombeodHond | sl Bess oot Sew Penaly s icrsesod by 1. WA andiffailed, destroy the cyberware and waste 2 hours of operating time. |
by Characters with a Cyberarm or BODY 10 or higher. : . Clopsd g 2 10 MOVE (minimom 1) Paumedic  issue destroying the cyberware in the process you can reach for your mact
Base Death Save Penaly is increased by 1. W5 that Cyberarm in your pack in a minute. Just remember, it will have to be re
Type of Cover Thick HP D CYBERTECH 5 | sotmss | Mot tomyTonhon o non frbehr dn/ihonlon, | Pt ' of any use. While the installation of any cyberware you purchase is p
e ok ot b s, Yo g m:" b ange €@ G Many reasons why you may still want to do your own installatior
Steel 25HI 0 6 Bken A s hnd ey Wy the grid, namely privacy. Your patient sfill suffers Humanity Loss from yot
Stone 20n *  Not capable of Stabilizing Wound States. wwads| a5 normal.
7 Foegn bt At the end of every Tum where you move further thon 4m/yds on foot, you Poromedic
Bulletproof Glass 15 HI . C b d Quick Fi dT c vo-sufr i il Ijry'sBons Damoge diecly 1o your i Pains. W3 You can't do installation surgery on yourself
Concrete 10HI an be used to Quick Fix ana Ireat o | e B . unless the cyberware's fypicol installation is Mol
S haig 41 MO e
Wood 5HP Injuries done to cyberware that have reg o
o o . e Typical Surgery DV
Plaster/Foam/Plastic OHP (Nott meat parts like cyberlimbs or cybereyes. | o | tnms AIE =" Installtion (Medroch only)
. MNext Turn, ot toke an Adion, but you con stll toke o Move Adi Paromedic
10 | il iy T ;.,,ﬂ,:"_m' L",,:,:,"f,, o P Mall 3 (P:::;
183-185 P FirsT Ain 1| Cobed s 410l Acos obing ot hd Tomaic Clini o s00¢
o inic
p_ e ) The Dismembered Leg i gone. -6 o HOVE (g 1) (Exen
. C'u'pable of Stabilizing Wound S'tfltes c'nd 12| et | et e G, | _— . .
Fixing only the most common Critical Injurics. P (1. pe
S lize actiol ¢ Auvailable to all Characters with minimal invest-
ment because it is always trained to at least Fr list of crits for head, check
age 189. A temporary Limb
P Paramenic (x2) pag i
The DV to Stabilize a target (or yours « Capable of Stabilizing Wound States and Quick Type Install Material Hui
Ll . X e
depends on what Wound State yor Fixing or Treating all but the deadliest Critizcl
Iniuri Cost los:
o njuries.
target is in.
. 1l i - e
Available to c(ll ;:)haruc;irlsl but is a costly peam Saves stangard  clinic 100rb n/a
. ment as it is a (x2) cost Skill. At the start of each of your Turns where you are Mortally Wounded, you must make a Death
L'ghl‘ly wounded Dvllc Save. Roll a d10. If you roll under your BODY, you live, and can take your Turn as usual. If you roll @ 10, you L.
i il y ave. you olla Death Save, your Death SavePena'mPFov clinic 0-50rb 4de¢
meaning each future Death Save you roll s made with an additional +1, making it progressively harder 18 stave

where

Seriously Wounded: DV p syrgzry
MOI'TCI“Y Wounded: DV1 * Capable of Treating even the deadliest (

off death. This Death Save Penalty confinues to add up unil you are
it reses o your Base Death Save Penalty, which can be increased by the nastiest Crifical Ijuries.

Ifyou fail even a single Death Save, you die.

Stabilization takes an Action and
is rolled: TECH + First Aid Skill
or Paramedic Skill + 1d10.

Injuries.

)

* Available only to Medtechs through their Role

Ability, Medicine.

/

Once successful stabilization
has been reached, the target will
heal a number of Hit Points
equal to their BODY for each full
day they spend resting. p.223

Heal critical Injury: Quick fix or

Wound State

StrucTuraL Damace PoinTs ~

All vehicles have Structural Damage Points
(SDP). As long as a vehicle has at least one SDP, it
can sill move. When it has no SDP let the vehicle is
considered Desiroyed, is no longer considered cover,
and cannot move unless it i repired with the appro-
£ priote Vehicle Tech Skil

Your Wound State is determined by the amount of Hit Points you have re

Wound
State

Wound
Effect

Threshold

Vehicles cannot dodge Attacks like a
human, but while in a vehicle you can still
dodge anything that you could typically
dodge on foot when it's targeted at you
instead of the vehicle. Shooling o vehicle with o
pon sil requires you o hit your shof using
ble.

Les thon Full P
Less than 1/2 HP (round up)

None
210 ll Adions
4o ll Acions

Lightly Wounded
Seriously Wounded

n
Nost moke o Death Save of i of ench
an ofhei s,
Morally Vounded lracs sffe o il
Injoy wheneves ey ae damagd by  Mele

g
the range fa

Loss thon | P

Mortally Wounded While in a vehicle, you can still be targeted

Vehicle Comb

af a vehicle's weak point, taking your whole Action
‘and a-8 o your Check. Ifsuccesshul, you muliply the
damage that gets through the vehicle's SP by 2. Thisis
how you aim for the fres, engine, gos cap, elc

There's no reason not fo aim for a weak poin! with
@ Melee Attack against a stafionary vehicle because
veicles con't dodge and you aufomatically il but if
the vehicle is moving, you must beat a DVI3
to hit its weak point and the -8 penalty still
applies.

GETTING Your VEHICLE STARTED =
Gefting into a vehicle is an Action. Getting out of
‘one is nof, if's just movement. Starting a vehicle and
Stopping a vehicle is an Action. If you have Interface
Plugs, part of this Action can include connecting/
them. Using Interface Plugs to

or Ranged Atock.n odio, tei Death Save
Penalty inceases by 1.
Desh

. o i
Nomad Upgrade, see their Role Ability on PG. 163,

Aming FoR VenicLe Weak Points ~
Every vehicle has weak points: areas which
can be aimed for using an Aimed Shot. As
an Action you can aim a single shot or Melee Aftack

drive a vehicle means you can drive it with
no hands! Without Inferface Plugs, one of your
hands must be used for driving and can' be used fo
do anything else while you are driving. If you take
this hand off the wheel, af the start of your next Turn
you automatically Lose Control of the Vehicle (SEE
PG.192)

treatment (based on chart)

More rules p.193

If you lose control of a vehicle,
the GM decides your

entire movement for the Turn
you lose control. If your
vehicle impacts something, it is
treated as if you had

rammed it
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A temporary Limb (cont)

exotic hospital 500rb 4d6 DV17

Sometimes when you take
cyberparts, you leave the person
blind or something. Using body
sculpting rules, you can replace
these parts, at least temporarily.
These procedures take 4 hours,
nd if failed, destroy the materials
required for the surgery and
waste 2 hours of operating time.

Street drugs

Can be used in place of anesth-
etics; check page 228-229

The Repo Job Flow Chart

The Repo Breakdown

—\E

= X
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