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Boosterey Funeki-

Booster
» REePUTATION

Level Who Knows About

1 Anyone who was there at the time knows.
2 Stories have gotten around to immediate friends.
3 Al your co-workers and casual acquaintances know.
4 Stories are all over the local area.
5 Others beyond your local area recognize your name.
6 Others beyond your local area know you on sight.
7 A news story or two has been written about your exploits.
Your exploits regularly make the headlines
8
and screamsheets.
9 Your exploits always make the screamsheets and TV o | 5.
10 You're known worldwide. .
landia
When Gm believes character Burgue-
sinha

has done something worthy
(good or bad) of reputation.
When first meeting, Characters
roll 1d10. A Character that rolls
under the Reputation Level of
the person they are meeting has
heard of them.

facedowns

Faceoowns

il
Reputation in Cyberpunk RED has one other big effect: Facedowns. A lot of combat
in Cyberpunk RED comes down fo a duel of wills—who's tougher, meaner, and looks
more ready fo prove it This often leads to what are called Facedowns, when two heavies
on The Street square off just before a fight or to see who'll back down from a confron-
tation. The GM will call for a Facedown whenever they feel the scene calls for BHEISS O

making a Facedown, both participants will roll:

COOL + Reputation™ + 1d10

*If your defining Reputation Event s for cowardice your
Reputation Levelis treated as a negative number.

In a tie, both parties are unsure and nothing happens. Otherwise, the loser has the
option of either:

member of
a gang that
affects
cyberware,
leather
clothing,
and
random
violence

poor areas, typically
combat zones with lots
of drug addicts

Used to

make fun

Boo-ga-
zeenha
of corpos

and higher

class who

can't

handle

themselves

outside of

their safe

beachfront

appart-

ments

Someone bow-ah-

too soun
innocent
for the

world

neo-afro shoom--
batta/sho-

om-ba

slang for
friend,
family
member

choomb
Backing Down...
or attajc-
Taking a -2 to any future Actions made against this opponent
due to fear until they have defeated them once oomba
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aratica

Carioca

Paulista

Sem-arv

Cybered-
Up

Entrad-
a/Saida

A fan of
funk-chro-
matic rock
fusion; a
rocker
boy from
the
favelas

someone
from Rio

someone
from sao

paulo

someone
the
concrete
jungles of
Brazil

To get as
much
cyberware
implanted
as
possible
before
going over
the Edge
a
mechan-
istic term
fora
casual
lover
(input/ou-
tput)

funk-c-
» DirricuLty VaLues (DV)
are-a--
Difficulty Description
chica R This i something mest peopl con do without thinking, but which might be
P hard for 0 smal
Everyday This foot i smething most peaple o do wihota ot f specl oiing.
Difficult Thisfot i diffcl o ccomplsh without wainiog o ol et
. Thi fot okes cul iing andthe e can be considred 0 be o prfesion
Professional bty
. This s bihy skl feo;oe thtanly e best o h bstcan pul ff.
eroic Ths s the level o sport sars and other highly regorded superstars.
Incrodible | s emendous . Pulng s off wald e o amang the vry bes
o yourdos prfesonly. Yo are of ol Ohymian mete.
A ove-nspiing . Thi i sometin peopl wie s bou;rly
Legendary | ing accomplshment hat ill be spokenof i hushed fones fo years o con
care-
e-oh-

Cyberpsychosis
ka

From the Hare Psychopathy checkli

paul-e-
ments of psychopathy include:
e-sta
* Grandiose sense of self
e Need for stimulation
same- * Cunning and manipulative
R * Lack of remorse or guilt
* Callousness and lack of empathy
*  Poor behavioral controls
* Impulsivity
Cyber * Failure to accept responsibility
ch-Up- e Criminal versatility
ee This game assumes that if you already ha
EMP, you will be more prone to these sympt
that the act of cramming unneeded cyberv
your body may trigger this reaction.
Dissociation
+ Psychopathic Tendencies =
Cyberpsychosis
or, put another way...
"I'm a thing."
en-tra- + "Everyone else is a thing." :
dal si- "Why not just kill anything that g
my way?"
e-da

So outside of a game mechanic, this works «

* You already have low Empathy. Whic
you are already prone to dissociativ.
problems.

* You also have an underlying issue v
cho-pathological/schizophrenic illne:
EMP to begin with).
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Basic Combat Basic Combat (cont) Basic Combat (cont) Basic Combat (cont)

Attack  Make a Melee or Hold Hold an Action until Throw  Throw a grabbed equip/drop  Equipping and
ranged attack Action later in the Initiative opponent to the ground shield dropping a Shield
Reload Fully reload and Queue. You must or throw an object takes an Action.
replace a weapon's choose a specified Use Manipulate an object in p.183
magazine with a event to trigger the an a way that doesn't get into p.189
single ammunition Action or a specific object  require a Skill. Drawing  vehicle
type. number in the an easily accessible Starta Start a Vehicle to
Initiative Queue ;
GetUp  Get up after being e the act weapon into a free vehicle gain its MOVE and
en the action ;
Prone. While Prone, W III hand or dropping a jump to the top of
S as
until you use this oceurs as we. . held weapon (not a the Initiative
Action, you cannot Wh:t t:etActlon |s;j g shield) onto the floor Queue
and what its intende ; ;
use a Move Action. taraet | does not require this Vehicle Use your Action
arget is. Acti but stowi
Run Take an additional ction but sfowing a Maneuver  while driving to
. Choke Choke an opponent held weapon on your )
Move Action, but only focus entirely on
) you have Grabbed person does. )
if you have already making a
taken a Move Action Grab Grab and hold an usea Use one of your Skills dangerous
this Turn opponent or take skill to accomplish a quick Maneuver
away an object they task. A longer task will
. ) . . Your turn= 1 move action + 1
are holding. require multiple Actions ) )
other action (listed above)
Stabilize  Stabilize a target to over the course of
begin the natural multiple Tums, rolling Movement: squares equal to
healing process or only when the full time your MOVE stat; do NOT times it
pull them out of the has been paid for in 3- by 2
Mortally Wounded second increments.
Wound State to save Each turn is a 3 second
their life. p.22 increment
Taking Damage
Whenever you take damage:
1. Your Attacker rolls the damage for their attack.
from your Hit Points.
3.1f you ended up taking any damage, your armor on that locatior
is sfill ablated, reducing its SP by 1 point, until it is 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 its 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 coverist There are four healing Skills in Cyberpunk 2 | b | bbbyt | s O V;i_'rcv':’es:myingbi' inthe process 'l:esc"ohyer: cibseﬁl«]are !;a':‘ n¢
for Characters without BODY 10 or higher ithout special equi - . . — s nd ity s D Seve Penhy s s by 1 market, but it could always be repaired with the Cybertech Skil, and the
orHhoracters wiliod orhigherto move wihout speciolequipm - Cy bertech, First Aid, Paramedic (x2 T T e T ] equal fo the DV fo install the cyberware in a new body. Both procedures
Steel cover cannot be damaged by Martial Arts or Brawling attacks except Surgery 3| Dimenberedtond | g iy Base Docth Save Poaly i increased 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 ’ c 5 boken Kis Aot of ey i e o ot s b/t | ool i’ of any use. While the installation of any cyberware you purchase s p
YBERTECH " there are many reasons why you may sfill want to do your own installatior
‘The Broken Arm cannot be used. You drop any items in that Paromedic
Steel 25HI 0 6 Bken A s hnd ety s the grid, namely privacy. Your patient sfill suffers Humanity Loss from yot
Stone 2on * Not capable of Stabilizing Wound States. wwada s normal.
Bullet £ Gl 15 HI 7 Foegn Objet AM-uid_w-ry_hmyh!vnmhnhv_lhnh/vﬁulw_tvn Poramedic . |
ulletproof Glass . C b d Quick Fi dT C ve-suffor i Gl Ijury's Bonus Damge vty foyour it Pins. s You can't do installation surgery on yourself
Concrete 10HI an be used to Quick Fix ana Ireat o | e B o unless the cyberware's fypicol installation is Mol
S kaiy 41 MO i
Wood 5HP Injuries done to cyberware that have reg —
o o . o Typical Surgery DV
Plaster/Foam/Plastic OHP (Nott meat parts like cyberlimbs or cybereyes. | o | nms AIE = Installtion (Medrch only)
. MNext Turn, annot toke an Adion, but you con still take o Move Adti Poromedic
10| Sinol ey e Do s»:i::ml s’:b.:.:«mb, - s Mall w3 (P:::;
183-185 P FirsT Ain 1| et s 410l Acos obing ot hd Tomaic i ons S00¢
o inic
p_ e ) The Dismembered Leg i gone. -6 o HOVE (g 1) Een
. C'u'pable of Stabilizing Wound S'tfltes c'nd 12| et | et e G ), | _— . i
Fixing only the most common Critical Injurics. P (1. ge
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
» Paramenic (x2) pag i
The DV to Stabilize a target (or yours «  Capable of Stabilizing Wound States and Quick Type Install  Material Hui
L . X e
depends on what Wound State yor Fixing or Treating all but the deadliest Critizcl c lost
.. Injuries. ost 08t
target is in.
. 1 H - )
Available to c(ll ;:)huruc;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
I_|gh'|‘|y wounded: Dvllc Save. Rolla d10. Ifyou oll under your BODY, you ive, and can foke your Turn os usual. I you roll 10, you L.
y ave. you oll o Death Save, your Death SavePena'mPFov clinic 0-50rb 4d¢
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
M°"°“Y Wounded: DV1 . Capable of Treating even the deadliest ¢
Injuries.
Stabilization takes an Action and +  Available only to Medtechs through their Role
is rolled: TECH + First Aid Skill Ability, Medicine.
or Paramedic Skill + 1d10. )

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

Ifyou fail even a single Death Save, you die.

)

Vehicle Comb

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

StructuraAL Damace Points =
All vehicles have Structural Damage Points
(SDP). Aslong as a vehicle has af least one SDP, it
an still move. When it has no SDP lef the vehicle is
considered Destroyed, is no longer considered cover,
and cannot move unless it i repaired with the appro-
£ priate Vehicle Tech Skl

Your Wound St

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

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

None
210 ll Ao
4o ll Adions

Lightly Wounded
Seriously Wounded

dodge on foot when it's targeted at you
instead of the vehicle. Shooling o vehicle with o

ged weapon sill requires you o hit your shot using
the range fable.

n
Nost moke o Death Save of i of ench
an ofheic s,
Moraly Vounded hracrs sffe o il
Injoy whenves ey ae damagd by  Mele

Loss thon | P

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

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

There's no reason not fo aim for a weak poin! with
o 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. Gefting out of
‘one is not, if's just movement. Starting a vehicle and
Stopping a vehicle is an Action. If you have Iferface
Plugs, part of this Action can include connecting/
them. Using Interface Plugs to

or Ranged Aok n odio, tei Death Save
Penalty inceaes by 1.
Desh

i o M
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't be used fo
do anything else while you are driving. If you take
this hand off the wheel, ot 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 ==
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