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THE DATAFORTRESS 2020 HOUSE RULES ON CHARACTER GENERATION 

BASICS  

There are those out there who believe generating a background and history for your character is a waste of time.  I tend to disagree with this, I believe a characters past 

is what has caused them to be the person they are today.  So in my opinion a characters background is very important, and writing it down is the best way to flesh it out, 

and make it that tiny bit more real.  It also gives GM's a hell of a plot tool.  My advice is to always make sure the player has written down at least some kind of 

background, and when creating this characters background, be sure to include names of the important people and events that shaped his life.  

  

STATS  
My method for figuring Stats may seem a bit beneficial for characters, so try 

and keep an open mind.  
   

A. Roll 6 strings of 10 sided dice, re-rolling anything 3 (Rolling a 3 is 

a bit low, in game terms the character is way below average, but not 

quite disables, Think Forrest Gump, his INT was about a 3.  

Although the player can choose to keep any roll he desires.) or 

below, and choose the string that best suits you.  

B. Over time, some Stats (BOD, MA, REF, and TECH) may be 

increased (but only to ten). not by cybernetics, but by exercising 

them.  For example, you can increase your BOD Stat my working 

out and building more muscle, or your MA Stat by running every 

morning.  There are lots of ways to improve your REF ( I personally 

raised my reflexes and coordination by playing hackey sack).  Your 

TECH Stat merely represents your ability to manipulate things, by 

using finger exercises and other such things, you can increase your 

TECH.  (You can also decrease these Stats by not exercising them.)  

Increasing Stats requires you have Physical Fitness as a skill.  

C. The BOD Stat does not represent how big your characters are, 

merely how well developed their muscles are.  I think we can all 

agree that Arnold Shwarzenegger represents a 10.  And when we 

think of a 10 BOD, its usually that build we associate with it.  But 

Sumo wrestlers are just as strong, and they are great big fat guys.  

Bruce Lee could lift as much as Arnie, but he was a little bitty 

skinny guy.  So how do you resolve this?  Its simple, just allow your 

players to decide the body style of their characters for themselves. 

AGE  

A characters age will effect him in a great many ways.  A younger Character 

will not have learned as much as an older character.  An elderly character will 

not be as strong, or fast as he was when he was 20.  To compensate for this I 

have devised the following:  
   

A.  For every 2 years before the age of 16, subtract 1 point from the 

following Stats:  BOD, REF, MA, TECH, and COOL (for characters 

older than 4 years old, these can not drop below a 3).  Further more, 

characters under the age of 16 can add +1 to their EMP (no higher 

than ten), (to be dropped again when the character reaches 16).  

Also, characters under the age of 16 will earn double the IP for their 

skills, but will have -3 points for their starting skills for every year 

under the age of 16.  

B.  For every 10 years over the age of 40, a character will 

lose one point off their BOD, REF, MA, and ATTR skills.  

However, as a character becomes older he learns more, 

and becomes wiser.   Starting characters at the age of 20, 

and every ten years above that receive an extra 10 IP to 

their startup skills.  

(Admittedly this is pretty similar to 

Ocelots method, I assure you it is 

merely coincidental.) 

ROLES AND SPECIAL ABILITIES  

I feel that Roles are a necessary part of Cyberpunk 2020, and a realistic aspect 

of the game as well.  However the Role system in CP is to limited and the 

Roleless system seems to confront the problem by just throwing it out.  Roles 

are a very realistic aspect of the game, but in real life many people have many 

roles.   I think many of you look at special abilities the wrong way, they aren't 

some innate super ability granted them from birth, they are simply a skill or 

knowledge acquired only from years of experience in a particular field.  

Special abilities can not be taught or learned from a book,  the only way to 

learn a special ability is through trial and error, and experience.  Special 

abilities aren't unrealistic at all. Consider a drug dealer, no one taught him 

how to read people, know one taught him how to gain buyers and sellers, and 

he certainly didn't learn how to spot undercover cops from any book.  The 

same goes for combat sense and solos.  A combat veteran didn't learn to stay 

calm at the sound of gunshots from any college course, he learned it from being 

shot at.   To repeat:  Special abilities are just that,.... special.  They are skills 

that can't be taught or learned from a class.  

Under my system, multiple Roles are available to anyone, and someone can 

have as many roles as they wish, and the special abilities that go with them.  

My rules for Multiple Roles are as follows:  
   

A. Characters may have only one primary Role (Solo, Cop, etc...)  

A. The only differences I make to the rules presented in the book, are small additions I make to the character sheet.   I add a place for the 

characters parents names, any mental or physical problems/defiscencies, SIN number, Height, Weight, Birth date, and Marital Status (or 

current lovers).  

B.  When generating a character, use the choices given in the lifepath sections merely as examples.  GM's should be just as much a part of 

Character Creation as the player, and should be inventive when it comes to detailing life events.  The GM must also ensure that the characters 

lifepath does not directly challenge the group, and world of the GM's game.  While conflict is a good thing, and an excellent role playing tool, 

especially inter-party discrepancies, if it is too over the top, the group won't be able to accomplish anything.  Just make sure that the character 

will be able to fit into the party somehow.  

C.  While going through the character creation process, the GM should already be planning a way to introduce this character to the game, in a 

realistic, and imaginative way.  (God, I am so sick of the magical tavern concept in games, where all of a sudden you just bump into a new PC, 

and your characters are supposed to just blindly accept that this guy is a new member of the group.)  The easiest way to do this is to ask yourself, 

and answer the following:  

How does he meet up with the group?  
Why would they pay any undue attention to him?  

Why would he pay any attention to them?  

What can the group offer him?  
What can he offer the group?  

How will all their personalities mesh? 



B. No special ability can rise higher or equal to that of the 

characters primary Role/special ability. (A Solo can never have a 

streetdeal higher than his combat sense.)  

C. Characters can only start out with one special ability (their 

primary) no higher than 5. Or two (their primary and a second) at 

no higher than 3 and 2.  They can gain more special abilities down 

the road, but none must ever advance higher than their primary.  

D. AND THIS IS THE MOST IMPORTANT RULE YET. ONLY, I 

repeat ONLY, the GM can raise special abilities.  

SKILLS  

Skills and their levels are truly the measure of a character.  I love this 

principle, as it reflects real life fairly well.  However I do have a slight change 

to the way R.TAL handles the skill a starting character receives.  
   

A.  Completely throw out the idea of a set career skills package, and 

let the players decide for themselves where they want to spend their 

points.  First time players may still want to use the career skills 

package as a reference, but in no way should they be forced where 

to allocate their points.  

B. If a skill is not applied at least once every year of game time, it 

will begin to drop in levels by one point for every 6 months of game 

time.  (While I understand that this seems irrelevant to many of you, 

I have been running the same game in a tight continuity for almost 

ten years, I know there are others out there like me, so this rule is 

for them.)  

MISCELLANEOUS CHARACTER CREATION RULES  
These are optional rules that have surfaced in my game, and are meant to 

further flesh out and optimize a character.  

INNATE ABILITIES 

Ambidexterity: to determine  Whether a character is ambidextrous 

or not, roll above an 80% on a percentage roll. 

Eidetic Memory: to determine if a character has a photographic 

memory roll above a 90% on a percentage roll. 

Eidetic Reflexes: (the ability to copy any physical act once it has 

been observed) roll above a 99% on a percentage roll. 

Double Jointed: roll above 80% (plus 4% for every point of BOD 

over 5) on a percentage roll. 

CHARACTER HABITS  

All of us have our little habits, those quirks in our personality that 

we feed unconsciously.  Habits can be a small as biting your nails, or 

a severe as spending all your money on a collection at every 

opportunity.  Giving a character a habit is a good way to help round 

them out, make them that much more believable.  Habits can also 

include the schedule of your day, when you eat, sleep, shit, check 

your e-mail, whatever.  Establish a characters habits early on, and 

as the game continues, use that habit as a tool for creativity.  In 

some cases you will drop some of your habits, in others you might 

simply pick up new ones.  Habits are part of our personalities, part 

of who we are.  Giving a character a habit, gives him that much 

more personality, and that's always a good thing in any game. 

CYBERNERNETICS AND THEIR RELATION TO HUMANITY LOSS  

I'm not going to mince words here, I think the rules for humanity loss due to 

cybernetics are ridiculous.  According to the rules every implant you receive 

detracts from your empathy... this is a farce at best. Why would someone lose 

humanity from an implant that they don't see, don't think about and don't 

directly control. To my knowledge no one ever went insane because of his or 

her artificial heart or pacemaker, my uncle's hearing aid never caused him to 

go on a murderous rampage. (Although he did occasionally boast of being able 

to pick up radio transmissions.)  

I understand the game designers didn't want to unbalance the game so they 

made all cybernetics dangerous but it can't always work that way. If 

cybernetics were driving people insane then they wouldn't be so readily 

available to the public. The Department of Health would set such strict 

regulations that only those with serious medical insurance or employed by 

major corporations or military would ever have implants at all. Ripperdocs 

would be more sought after by law enforcement than crack houses. (If 

cybernetics are a rarity in your game you probably implement the 

aforementioned regulations on cybernetics, but in most games cybernetics are 

commonplace)  

People seem to forget that the primary reason for cybernetics is medical, not 

fashion or weaponry.  The most common reason to have major cybernetics 

implanted is to replace a non-functioning, or missing limb or organ.  Take for 

example the man who loses his legs in an automobile accident.  When he gets 

them replaced with cybernetic legs, he most likely isn't going to feel more (or 

less) than human and suddenly go on a mad killing spree.  More likely he will 

be extremely grateful that he can walk again, and function as a normal human 

being.  Most cybernetics are meant as prosthesis, replacement for damaged or 

otherwise not fully functional biological counterparts. And cyber installed in 

this context costs the least amount of humanity. Especially if it is not something 

seen or directly controlled such as internal organs, or Realskin covered limbs. 

People who voluntarily choose to have fully functional meat parts replaced 

with cyber recieve tend to pay full HL cost. Of course then you start getting 

into the options for the limbs, or advanced organ replacement, and things 

begin to get a bit dicier in terms of humanity loss. Then at the end stage you 

have the cyber which is completely alien, or drastically changes the form and 

function of the human body. At this point you actually begin to take MORE 

than the listed humanity loss do to the higher stresses placed on both the brain, 

and the users relation to his body. You don't add an extra arm, or a tail, or 

cyber tentacles that erupt from your testicles without taking a serious hit to 

your perceived relationship with the human race. Of course if you are doing 

this kind of thing, you are probably a little past sane to begin with, so its only 

adding fuel to the fire..... 

In an ideal world all necessary medical care would be free, but we cannot even 

accomplish this today, the world of 2020 is much worse. The FDA no longer 

cares about nutritional value of food, they are busier trying to battle food 

contamination epidemics.  

The following is my system for a more realistic view on cybernetics and their 

corresponding humanity loss:  
   

1) If the enhancement is not seen or directly controlled by the implantee then 

there is no humanity loss whatsoever. (this includes, *LIGHT* skinweave and 

subdermal armor, artificial organs and the like)  

2) Cybernetics which replace normal body parts such as, basic cyberlimbs, 

basic cyber optics, and basic cyberaudio are reduced by 50% HL.  (NEW 

EXCEPTION:  if the implantee voluntarily chooses to have a perfectly 

functional limb or organ replaced he/she pays full HL as listed.  Real or 

Trueskin covered limbs reduce HL by another 50%, the same principle applies 

to basic Gemini type Full Conversions.)  

3) Cybernetics which enhance the bodies normal functions such as muscle bone 

lace, grafted muscle, reflex boosters etc. are also at one half the listed humanity 

loss.  (NEW EXCEPTION: this only applies to cyber which does not 

drastically change the bodies appearance)  

4) Anything which drastically changes the appearance of the implantee add 

25% to listed HL.  

5) Enhancements which are completely foreign to the body and/or are directly 

controlled by the implantee like cyber weapons, (not including scratchers and 

vampires) radar, sonar, gills, cyber links, audio visual options and virtually all 

other cybernetics will cost full humanity loss as listed.  

 

*Authors note: these rules are meant to be fully compatible with all or most of 

the pre-existing rules associated with cybernetics. You may want to use some 

or all of these rules, but nothing here should drastically change your game. If 

you are worried about this happening simply raise the prices for cybernetics. �



 





 

 



 



 





 





 

 













 



  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 



 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 



 
 

 



 



LIFEPATH: More Good Luck 

An extension and revision of the "Good Luck" table from 

the core lifepath system with 20 results. When you get 

lucky, roll a d20 and consult the table below.  Brought to 

you by Hound at Blackhammers 

1.    Make a Powerful Connection in City Government. Roll 

a d10 for more information. 1 – 4: It’s someone in the 

police department. 5 – 7: It’s someone in the District Attorney’s office. 8 – 9: 

It’s someone in the mayor’s office. 10: It’s someone in the corporate affairs 

office. 

2.    Financial Windfall. You scored big this year and went on a Tri-State 

shopping spree. Today you still have (d10 x Primary Skill x 100eb) worth of 

extra gear left over to show for it. 

3.    Big Score. After all was said and done, you still have a bank account 

somewhere with (d10 x Primary Skill x 50eb) in it. 

4.    Find a Sensei. (or maybe you just jacked into a Kung Fu fighting simstim 

way too much). Add +2 to any Martial Arts skill, or start a new one at +2. 

Figure out your sensei’s name and your relation with them, and whether they 

run a dojo and if you are still in contact. 

5.    Find a Teacher. And +2 to any INT or TECH based skill, or start a new 

one.  

6.    Powerful Corporate Exec Owes You a Favor.  

7.    Local Wildlife Likes You. Either a local boostergang or nomad pack takes 

a shine to you. You can call on them for a favor with the equivalent of family 

+2 once per month. If you get this result again, you have the choice of asking 

for more favors, or getting them at higher levels. 

8.    Make a Friend on the Police Force. You can use this friend for inside 

information with a base ability of 15 + 1d10 on any police-related situation. 

Give her a name, rank and department, and why she’s willing to talk to you at 

all. 

9.    Find a Combat Teacher. Add +2 to any weapon skill (melee, firearms, etc) 

or begin a new weapon skill. 

10.    Clear Your Name. Either you proved yourself in the right (unlikely) or 

you skipped town and bought new shoes. Either way, clear your criminal 

record and severely reduce the chance of anyone hunting you of showing up. 

Except for enemies that is. They always seem to stick around. 

11.    Fixer Connection. You hook up with a broker who keeps in touch because 

you have something in common. You can wrangle information, connections 

and goods out of him as if you had Streetdeal +2 once a month or so. If you get 

this result again, you have the choice of asking for more favors, or getting them 

at higher levels. 

12.    Pull Off Something Impressive. You really pulled your ass out of the fire 

this time, and everyone knows about it. Your name is likely bigger than your 

skills now. Gain +1 Rep. 

13.    Get Off the Street. You don’t have to live week-to-week or day-to-day 

anymore, because you somehow bought / borrowed / stole / inherited a crib of 

your own. Roll a d20 and add your primary skill to the roll. 1 – 5: You have 

your very own coffin. 6 – 10: You have a crappy apartment in the core. 11 – 

15: You have a nice apartment near the core. 16-20: You have an apartment in 

a corporate suburb. 21-25: You have a nice little house in a corporate suburb. 

26+: You have some sweet crash-space like a penthouse studio or the 

equivalent. 

14.    Score Some Wheels. Getting around town is a lot easier with our own 

personal transportation, so you made it happen. Roll a d10 to find out more 

about how you get around. 1 – 4: Cheap motorcycle or a city car. 5 – 7: Good 

motorcycle or 2-seater. 8 – 9: Great motorcycle or a sedan. 10: Something 

sweet. 

15.    The Vices Love Me. You pick up a new vice. Gain +2 to one of Streetwise, 

Pharmaceuticals, Pick Locks, Pick Pocket, Gambling, Resist Torture/Drugs or 

Intimidate. 

16.    Jet-Setting. You traveled a lot this year, and made acquaintances in many 

ports of call. Any time there is a city you have reason to visit or even have to 

make contact with someone therein, make a Luck roll, dif 14. If successful you 

know someone in that city. You get +3 on this roll for major cities in the same 

country, and -2 for small cities, -6 for towns. 

17.    Get Fit. Gym time, coaching and lots of exercise (and maybe some nano-

enhancers and performance drugs) paid off this year. Get +2 to a BODY or 

STRENGTH skill or to Athletics. You probably still maintain this regimen to 

keep in shape. 

18.    She Sells Sanctuary. You have a safe bolt-hole where you can hide when 

the going gets tough. This sanctuary belongs to someone else, but was designed 

for this exact purpose and is purposefully impossible to link to you, your 

accounts or your family. It may or may not be very comfortable, and it 

definitely doesn’t have net access. 

19.    High Tech. You scored something way sweeter than the norm. If this 

occurred 4 or more years ago, you made a connection that you could cash in 

later for the new toy (like last week), otherwise you got the upgrade on the 

spot. Either way, you start the game with a piece of your gear upgraded with 

something atypical, unusual and on the very cutting edge of high tech. Select a 

piece of gear and sit down with the referee to see how you can trick it out with 

something no one else has ever seen before. 

20.    Best. Year. Evar. Roll again twice on this table and combine the results 

into one amazing stroke of good luck. Ignore 20’s on these rolls.�



LIFEPATH: More Bad Luck  

An extension and revision of the "Bad Luck" table from 

the core lifepath system with 20 results. When your lifepath 

indicates that you took a hit, grab a d20 and roll on the 

table below.  Brought to you by Hound at Blackhammers. 

1.    Debt. You are in debt up to your eyeballs through a 

bad deal, poor management, a scam or losing something 

that belongs to someone else. This could be to a friend, a loanshark, a financial 

institution, or a corporation or organization – who you owe depends on the 

source of the debt, your lifestyle and what kind of friends you have. You 

cannot pay off this debt from your starting funds, you begin the game with it. 

Perhaps it used to be a much greater debt and you have paid most of it off, or 

maybe it used to be a lot smaller, and you’ve been accumulating ‘interest’. You 

owe (1d10 x Primary Skill x 100eb). 

2.    Imprisonment. You got caught (or framed) and spent some time in jail or 

some other form of legal captivity. Roll 1d20 + INT. On a 14 or less you spent 

1d6 years in jail (use the prison lifepath during this time). On a 15 or more you 

were in for 1d12 months. Welcome to your shiny new criminal record. 

3.    Illness or Addiction. You were exposed to a bio-plague, deficient nanotech, 

or some nasty street or combat drug, or you picked up a significant drug habit 

during this time. Either lose 1 REF from the ravages of the event, or choose a 

street drug that you are still addicted to when the game begins. 

4.    Betrayed. You have been stabbed in the back. Roll 1d10 for the specifics of 

this incident. 1 – 3: You are being blackmailed. Figure out the specifics by 

rolling up a new enemy, and then decide what they are blackmailing you over. 

4 – 7: A secret of yours was exposed and is still haunting you, anyone who 

knows your rep also knows your secret. 8 – 10: You were betrayed by a close 

friend. If you have any friends in your lifepath to date, they become an enemy 

now. 

5.    Accident. You suffered a serious accident that has left its mark on you to 

this day. It may have been in a lab, on the streets, or a combat-related event. 

There is a good chance that you have had reconstructive cybersurgery to fix up 

lost or damaged body parts (a good excuse for a cyberarm, leg, or optic). Roll a 

d10 for the specifics of this accident. 1 – 2: You suffered some serious scarring 

that reduces your ATTR by 1. 3 – 5: You spent d10+2 months hospitalized. 6 – 

7: You have lost d10+2 months of memory. 8: You were seriously maimed and 

lost some motor function resulting in -1 REF, -1 INT, -1 BOD or -1 STR (your 

choice). 9: You still regularly relive the event in your nightmares. 10: Roll 

twice until you get two different results. 

6.    Lover, Friend or Relative Killed. You have lost someone very close to you. 

Roll 1d10 for the specifics. 1 – 4: They died accidentally (in an accident, an 

overdose, caught in the crossfire). 5 – 6: They were murdered by unknown 

parties. 7 – 8: They were murdered and you know who did it, but can’t prove 

it. 9: They were murdered and the murderer was caught. 10: They died in a 

terrorist act. 

7.    False Accusation. You have been framed for something, and the tales of 

this follow you around. Anyone who knows your rep has also likely heard of 

this. Roll a d12 for the specifics. 1 – 3: Theft. 4 – 5: Cowardice. 6 – 8: Murder. 

9: Rape. 10: Betrayal. 11 – 12: Drug addiction. 

8.    Hunted by the Law. The authorities want you for something, and you 

aren’t willing to turn yourself in just yet. Roll a d10 for the specifics. 1: Just 

one local cop has it in for you (this sounds personal, not legal). 2 – 4: A few 

local cops are watching for you (again, this is likely a more personal issue that 

they want to handle outside of the courtroom). 5 – 7: The local police force has 

you on their wanted list. 8 – 9: You’ve made it onto the State’s wanted list. 10: 

A national security or policing organization is out to get you. 

9.    Hunted by a Corporation. You’ve angered some corporate honcho through 

your actions (or inaction?). Roll a d10 to determine how big of a deal this is. 1 – 

2: It’s a small, local firm. 3 – 4: It’s a bigger corporation with offices 

throughout the city. 5 – 6: It’s a big name corporation, but only the local office 

is out to get you. 7: It’s a big name corporation, and the whole company has 

you on the ‘list’. 8 – 9: It’s a multinational or orbital, but only the local office is 

actively gunning for you. 10: It’s a multinational or orbital, and the whole 

place is buzzing about you. 

10.    Mental Breakdown. Roll a d20 + EMP. On a 14 or less, you suffer anxiety 

attacks and phobias and other mental disorders resulting in -1 COOL or -1 

EMP (your choice). On a 15 or better, you had to put yourself away or spend 

your seven months in Tibet to put your head back together. 

11.    Gangwar. You managed to annoy one of the local gangs, criminal 

organizations or nomad packs, and they keep an eye out for you. Roll a d10 for 

more information. 1 – 3: It’s one of those gangs you don’t have to stay up at 

night worrying about. They have a presence in one neighborhood and 

generally don’t pack big guns or cyber. 4 – 6: It’s a meaner gang, either small-

time boosters, or a gang with a lot of turf. 7 – 9: It’s one of the big players in 

town, with lots of turf, lots of members, and lots of guns and gear. They 

probably have affiliates in a bunch of other urban centres too. 10: It’s a major 

criminal or roller organization – one of the big nomad states, a major yakuza 

family, or some other group with branches in many other urban centres and 

even other countries. 

12.    Nobody. Something happened to skunk your reputation. Someone else 

took the credit for one of your big deals, or maybe the “facts” just don’t back 

up what really happened. Either way, your rep takes a hit because people 

don’t think you are as hot of a deal as you are (or at least as hot as you think 

you are). Get -2 Rep. 

13.    BlackListed. You screwed something up badly enough to get blacklisted – 

either you messed up on a job, or just pissed off the wrong person. You cannot 

find work in your field for some time after this event, and can assume that you 

remain blacklisted until you score some good luck (and maybe even after that). 

This drives down your Reputation (-1 Rep) and strains your finances (subtract 

1d10 x Primary Skill x 50eb from your starting money & equipment). 

14.    Identity Stolen. Somewhere, a shoemaker has created a copy of your 

identity for someone else and they are still using it. If you are not in trouble 

with the law when you get this, then you have documentation that you have an 

ID-double out there, but it still causes you trouble. If you can’t get the trouble 

documented, it keeps building up as your ID-double goes about getting parking 

tickets and buying guns and cyberware. 

15.    Sold Out. Your employer sold you out to the competition. If you are a 

wage-slave, then suddenly you were uprooted and moved to a new company 

under much heavier security and likely without your family. If you are an 

operative then your employer told the target about you, and the operation 

went south. Either way, you hate your old employer and they know they can’t 

trust you.  

16.    Weirdness. You don’t remember what happened to you this year, but 

there were some strange changes in your lifestyle and you have interface plugs 

and a chipjack to show for it. You also have some black market implants that 

you don’t know about stored away in there too, and someone knows their 

control codes. 1 – 2: It’s a local corporation. 3 – 4: It’s a criminal group like 

the Yaks or the Triads. 5-6: It’s the government. 7 – 10: It’s a big-name 

corporation. 

17.    Bad Gig. Something went very wrong, and you haven’t told anyone about 

it. If it is ever discovered, you can kiss your job, rep, family and maybe even 

your life goodbye. Could be a simple hit where you killed the wrong target, or 

you were the cause of the lab outbreak that killed the big-wig scientist, or you 

accidentally helped someone embezzle millions. Whatever it is, your name will 

be mud if it gets out. 

18.    Organ-Jacked. You got grabbed by organleggers. 1 – 2: The doc you went 

to for other work arranged for your harvesting. 3 – 7: They salvaged your 

body after a bad accident or fight. 8 – 9: They organ-mugged you in an alley or 

the equivalent. 10: It was a classic seduction and kidney theft operation. 

Although you got patched up later, this cost you. 1 – 3: You need a 

replacement limb. 4 – 7: You need replacement optics. 8 – 10: You lost 1 

BODY from the ordeal. 

19.    Mistaken Identity. You get easily mistaken for someone else in a similar 

line of work. This causes you headaches when people fail to recognize you. 

Whenever someone tries to ID you by your Rep, if they roll a 10 they instead 

mistake you for someone else, and never in a good way. This clown seems to 

have cheated half the businesses in town, and even has the police after him. 

20.    Everything is Going to Hell in a Handbasket. Roll twice on this table and 

combine the results into one big bad event. Ignore 20’s on the rerolls. 







 Romantic Events 
Lifepath expansion by Mikael Van Atta 

Rule #0 
The GM is, in fact, encouraged to fudge the results and precedence of results to arrange them into a 
character consistent history. 
 
Rule #1 
We assume that a relationship is going on, even if it is not mentioned by this year's lifetime events. 
Simply, it's on, but there's nothing significant happening. Only if you roll up a romantic event with 
appropriate information, a relationship ends (most failed romances do end a relationship). A 
relationship is also terminated if your partner disappears due to a non-romantic event in your history 
(e.g. is killed as a result of Bad Luck, happens to become your enemy as a result of Enemies, etc). 
Otherwise, we assume that all the events apply to still the same partner (unless the result describes 
something completely different). 
The player can also declare a relationship over, even if there was no event to force it. Still, effects of 
that relationship aren’t likely to disappear, unless written as such. 
 
Rule #2  
Unless the player has declared his character to be homo- or bisexual, we assume that the partner is 
of opposite sex. 
 

Romance Random Table: 
For every Romantic Event rolled up in 
your lifepath, roll EMP  + 1d20: 
11 or less:  Unsuccessful 
Romance 
12-16   Moderately 
Successful Romance 
17 or more:  Very Successful 
Romance 
 
Why, no ATTR modifier? 
Let’s say the truth: being physically 
attractive can win you a date. It can’t 
win you a successful relationship. 
And the other way – being just plain 
ugly is going to be a serious 
disadvantage in dating, but taking 
more serious relationships into 
account, it’s not going to be such an 
important factor. As they say, every 
monster will find its connoisseur. 
ATTR is reflected in Wildside rules as 
Seduction test modifier… and that 
has to do. 
Besides, in 2020 AD, when having a 
beautiful face and a body to match, is 
only a matter of having e$ to spend at 
a local Bodyshoppe, it’s your 
personality that does really count in 
the end. 
 
Unsuccessful romance, roll 1d10: 

1-2  We all end up like the 
remains of that day 
3-4  A side story 
5  Devil out of hell 
6  The only one to tell I’m 
positive is Dr Wasserman 
7-8  The Green-Eyed Monster 

9  Perverted Daemon 
10  A test of feelings 

 
Moderately successful romance, 
roll 1d10: 

1  Kama Sutra Master 
2-3  Far, far away 
4 The Ugly Duckling 
5 I love you, but you love me 
not 
6-7 You scratch my back and I’ll 
scratch yours 
8 See, that’s easy 
9-10 Let’s be lonesome together 

 
Very successful romance: 

1-2 It's a boy / girl! 
3-4 A storybook romance 
5 You have a friend in the 
Family 
6 All you need is love 
7 A fiancée in every port 
8 Love is a teacher 
9-10 We do fit together 

 
Failed Romance 
1. We all end up like the remains of 
that day – Your partner has met an 
untimely and probably violent end. 
Determine the cause: 

1-3 An accident. You can blame 
somebody, but that was in 
fact a major force. 

4-5 A random act of violence 
(terrorism, psychopath or 
something the like). You 
can’t unleash your 
vengeance, because those 

responsible are either 
already dead, or their 
names cannot be identified. 

6 A fatal medical condition 
(disease, organ failure, 
poisoning, etc) you 
might’ve prevented, should 
you be more vigilant, 
careful, or simply more 
lucky…  

7 Murdered. You have no idea by 
whom and why. 

8 Murdered. You have some 
hints about by whom and / 
or why. 

9 Murdered. And you definitely 
know by whom and why. 
Perhaps you need only 
proof to present to a court, 
if you care about courts. 

10. Murdered. It is known why, or 
at least by whom, and 
whoever did it, is on the 
run, with someone else 
than only you on their tail 
(cops, feds, corporation, 
organized crime etc.).  

In any case, relationship ends. 
 

There’s a chance you suffered a 
mental breakdown after that 
happened. Roll 1d10 vs. your Cool. If 
Roll =< Cool, it was bad but you were 
able to deal with it. If roll > Cool, you 
collapsed mentally, went into a 
depression, accused yourself for what 
happened, or something similar. You 
receive a negative modifier of as 



many points as you’ve rolled over 
your Cool. The modifier is going to be 
affecting all further rolls on the Events 
tables (Good & Bad, Friends & 
Enemies and Romantic Event) in the 
future, until it disappears, as you’re 
likely to have problems forming 
successful relationships, using the 
chances and making friends. Eg. 
Cool 6, roll 8 means –2 in the first 
year, and –1 in the second year after 
the event. In the third year you 
overcame the trauma. 
 
2. A Side Story - one of you were 
cheating on the other. Roll a die: 
even - you were cheating on your 
partner. Odd: your partner was 
cheating on you. Either way, 
relationship ends. If it was you who 
was cheating, roll on the Romantic 
Event table once again, with a -2 
modifier. If the result is passed, this 
resulted in a relationship with the new 
lover (the one you’ve been cheating 
with). If not, this romance is lost also. 
 
3. Devil out of Hell - One of you was 
giving the other hard time - trying to 
control everything, being obsessively 
jealous, or something like this. 
Relationship ends. From now on, you 
have -1 to all rolls on the Romantic 
Events table either due to the psychic 
scars on your personality left by your 
hellish ex, or because you're a devil 
in a human form yourself. Either way: 
you have a difficulty building further 
successful relationships. 
 
4. The only one to tell I’m positive 
is Dr Wasserman – you have 
contracted a Sexually Transmitted 
Disease. If you are in a stable 
relationship, this may mean one of 
you was cheating on the other (but 
some STDs are transferable in a non-
sexual way, so it didn’t had to be the 
case). Or perhaps you took a wrong 
one-night-stand. 
Roll a D10 + luck 
13+: mild case, pubic lice (“crabs”), 
genital warts, etc... Easily treated but 
uncomfortable, and while you have it 
you remain infectious. Once treated, 
no lasting effects generally occur. 
10+: medium case, “the Clap” 
(Gonorrhea), Syphilis, etc... treatable 
but nasty, and definitely infectious. If 
not treated can lead to serious health 
problems, possibly death. 
8+: serious case, Herpes, Hepatitis, 
HIV/AIDS, incurable, fatal if not 
treated, treatment keeps the disease 

from spreading, and may help 
alleviate symptoms of the disease. 
 
7 or less: critical case, AIDS II, 
death sentence, AIDS II is a rapidly 
advancing hybrid of the original virus, 
the disease remains dormant for 6 
months, then begins attacking the 
immune system at an alarming rate, 
simple scratches become oozing 
sores, a mild cold becomes 
pneumonia, hair and nails fall out, 
extremities and skin becomes 
necrotic, once the disease begins 
showing symptoms, the patient has a 
1d10 weeks to live. The character 
has to be on medication for the rest of 
it’s days to keep the virus dormant. 
Medication cost is 500e$ a month, 
otherwise you have about 1 month 
until the symptoms start showing. 
Also, character is –2 to all tests 
regarding illness. Also, no drug is 
going to stop it from being infectious. 
 
5. The Green-Eyed Monster - the 
relationship is based on being 
interested in the other party's 
activities. However, some people are 
jealous beyond any acceptable 
borders. Want to control every move, 
every phone, every mail. That has 
also became your story. Sure, there 
was love, and passion, and stuff - but 
also control, psychic terror, lack of 
trust and other bad things. It's what 
they call a "toxic relationship" - you 
can't stay, and you aren't allowed to 
go, either. Some people drop such 
relationships quickly, others can't free 
themselves for years.  
Roll 2d10 - Cool = number of years it 
took you to get out of it.  
If the result is 0 or less, you were able 
to shrug it off before you suffered any 
serious damage. Keep in mind that 
the roll can result in the relationship 
being still running when you start the 
game! 
For every friend / contact in the 
lifepath you've acquired before, roll a 
Diff 15 persuasion test, once a year 
while this toxic relationship goes on. If 
the test is passed, you have 
persuaded your partner to allow you 
keeping in contact with your friend. If 
not, the contact is lost (on a botched 
roll, becomes an enemy - they find 
your behaviour to be an insult). 
There's a cumulative -1 modifier per 
year of relationship going on (double 
the modifier, if the friend / contact is 
perceived by your partner as a 
possible danger - usually this means 
contacts of opposite sex).  

Also, after the relationship ends, you 
come out embittered about 
relationships. The modifier is equal to 
the number of years you were in the 
grip of a green-eyed monster, 
lowering by 1 per year. Every time 
you encounter a Romantic Event 
during this time, roll 1d10+modifier for 
that year vs Empathy. If the result is 
higher than your EMP, a possibly 
promising relationship didn't occured 
- you were too afraid of running into 
an another possible green-eyed 
monster that you ran away. 
Note: living with a Green-eyed 
Monster doesn't mean there cannot 
be happy moments with it. 
Moderately successful and even very 
successful Romantic Events can still 
happen with this person, which isn't 
going to stop it from being a Green-
Eyed Monster (except for All You 
Need Is Love). A relationship with a 
Green-Eyed Monster has to either 
burn out on itself, or be severed by an 
event that carries the result of 
Relationship End. 
 
6. Perverted Daemon - whatever 
was going in your bedroom, it was 
something ordinary people find to be 
obviously bizarre, probably 
disgusting, possibly illegal. The 
problem is, you get used to it, and 
can't get no satisfaction without it. 
While in this relationship it's not a 
problem, people even in Cyberpunk 
don't react well to some things (like 
the things you do for sexual 
pleasure). If anyone learns about 
your turn-on, GM may apply a -2 
modifier to interaction rolls (tests like 
Social, Seduction, etc). 
The same modifier is going to be 
applied if you try to find another 
romance outside of your circle of 
perverts (your call). However, if you 
find even a moderately successful 
romance out of the circle, you may go 
without your hype (the -2 modifier is 
ignored… unless the other person 
learns what you’ve been doing!). 
While there are professionals who 
cater to (almost) every perverted 
need, keep in mind that relying on 
them is risky - finally, someone will 
learn about it.  
The perversion itself is to be agreed 
upon with GM - you have to find 
something that suits the game world 
(i.e. is generally thought to be bizarre, 
most likely disgusting, not 
necessarily, but maybe illegal). 
 
 



7. A test of feelings - your love 
became seriously ill, incapacitated or 
in any other way hurt that it now 
requires your constant care. 
Whatever it is, this condition is not 
easily reversible (or maybe you just 
can't afford the therapy).  
Some people in such a situation just 
leave their partners to their own fate. 
Others stand by them, supporting 
them as they can. 
Roll 1d10 vs your EMP. If the roll is 
lower or equal to EMP, you stay and 
take care. If the roll is >EMP, you 
leave, and relationship ends. 
If you've left, roll 1d10 vs your COOL 
to avoid a guilty conscience. Effect is 
like a mental breakdown. 
If you stay and take care, add +1 to 
First Aid, and start counting money 
spent on medical bills. A prolonged 
illness and / or disability eats a lot of 
money: medicine, physicians, special 
equipment / furniture, or at least the 
very need to support a person who 
cannot earn their living. Your debt is 
rising by 1d10x1000e$ a year. 
Note: "All you need is love" event will 
mean that your partner has finally 
recovered, and - among others - can 
support him/herself. However, the 
money spent is still gone. 
 
Moderately Succesful Romance 
1. Kama Sutra Master – whatever 
your relationship lacks elsewhere, 
you make up for in the carnal 
department. Your partner is an 
enthusiastic, skilled and demanding 
lover. So, willing or not (sheesh, 
willing of course!) you learn a lot in 
bedroom matters. Start Seduction 
Skill at +2, or Expert: Sexual 
Performance/Technique at +3, your 
choice. Alternatively, raise one of 
those two skills by +1, if you already 
have it. 
 
2. Far, far away – you have been 
separated from your partner by a 
great distance. Maybe one of you had 
to move out (because of work, 
education, escaping from trouble, 
etc), maybe you were a couple but 
had to be separated to sort out and 
settle down any issues you had with 
each other, or maybe you just met by 
chance somewhere (on holiday, or 
during a business trip) and never 
been truly a couple (choose an 
appropriate version). Relationship 
ends. Still, you do like each other, 
you’re still friends (perhaps 
occasional lovers too), and you help 
each other if you can. Gain a minor 

ally / friend / contact (Mike’s note: I 
use Vim van Gruisen’s character 
generation rules, which are 
completely point-based, and allow to 
buy out contacts with a table I 
suspect is based on the one in 
Wildside) worth 2d10 points. 
 
3. The Ugly Duckling - maybe you 
weren't told "I can't show in the city 
with someone looking that awful", 
maybe you were. Or perhaps only 
heard a stream of instructions 
regarding your presence. It wasn't 
pleasant at all. However, there's one 
benefit you gained out of this 
romance: today, you use to look 
much, much better.  
Gain +1 to Wardrobe & Style and 
Personal Grooming. You may start 
one of these skills at +2, if you don't 
have it (but if you don't have any, the 
other one starts at +1). You take 
more care about yourself, and tend to 
choose clothes that befit you. 
GM option: in 2020, cosmetic surgery 
is common, and it's pretty likely that 
the partner, with constant comments 
about character's attractiveness, 
made him/her use the benefits of it. 
Roll 1d10 vs. character's ATTR. If the 
roll is less or equal to ATTR, no 
surgical action was needed. If roll 
>ATTR, the character undergoes 
surgery, gaining as many points as 
he/she was short on the roll (more, if 
GM allows), or as many as the rules 
used allow (whatever comes first). 
Note that this is a normal surgery, just 
like in the game, with all the side 
effects applicable. Also, the character 
has to pay for it with the starting 
money, or begin the game with a debt 
for the operation... probably a debt to 
someone they really don't like. 
 
4. I love you, but you love me not - 
you become romantically interested in 
somebody, but without a reciprocity. 
You gain +1 in a skill of your choice 
(related to whoever your beloved is, 
as you try to close to him/her by 
picking up the same interests). The 
relationship continues. However, the 
next time you roll for a romantic 
event, it will be decided: if the 
romance went out successful, 
everything is ok. 
If it wasn't successful, check for a 
mental breakdown as with the "We all 
end up like the remains of that day", 
in addition to whatever unsuccessful 
romance you've rolled up that time. 
Should this also result in a mental 
breakdown, the effects are summed 

up (usually the time of the effect is 
longer). If this second event is 
unsuccessful, relationship ends, even 
if the event's description hasn't said 
so. 
 
5. You scratch my back and I’ll 
scratch yours – there are various 
reasons making people to be 
together. One of them is support – 
and there’s a plethora of forms which 
it can take. It can be a subordinate 
sleeping with the boss to climb the 
career ladder (which is the most 
easily recognizable form). But it is 
also true that “behind each man who 
reached success, there’s a caring 
woman”, making home-cooked 
dinners, doing the laundry and ironing 
the shirts. Or perhaps you just have 
been in the right time and right place, 
due to your partner. Choose your 
story as you see it fits you. 
Game effect: due to support, you may 
re-roll one event in your history that 
happens after this one, and chose the 
result you prefer (you can also 
change “nothing happened this year” 
into a single event, still being entitled 
to re-roll it). 
 
6. See, that’s easy – your partner is 
a professional in some field, and in 
his / her company you involuntarily 
learn something. Add +1 to a single 
skill (of your choice, GM’s discretion) 
linked to the partner’s specialty, and 
+1 to an Expert skill matching the 
discipline. 
 
7. Let’s be lonesome together – 
people aren’t made to be solitary 
beings, so even the drive to not be 
lonesome any longer can be enough 
to start a relationship. Hey, arranged 
marriages did work for centuries in 
numerous cultures! So, you two 
decided you don’t want to be alone 
any longer, and that you do like each 
other enough to try to be together. 
Gain a minor contact worth 2d10 
points. 
 
Very Successful Romance 
1. It's a boy / girl! - you've got a 
baby! Given the state-of-the-art 
family-planning methods available in 
most places of the Cyberpunk world 
(and the fact it is perceived as a 
successful event!), we assume the 
baby was wanted, and pretty likely 
planned as well (if you are a 
homosexual couple, or one of you is 
a 'borg, or you can't have children 
because of one of myriad other 



reasons, the kid is a result of genetic 
recombination, cloning, or simply an 
adoption - whatever fits the story).  
Kids make you learn much things: +1 
Human Perception (or start the skill at 
2, if you hadn't it at all), +1 
Awareness, +1 Medical Diagnosis. 
Also, you regain 2d10 HL, to be 
distributed as you wish. 
When your kid reaches the age of 5 
and you're still around, you also get 
+1 Teaching, +1 Leadership, and 
another 1d10 HL restored. 
However, those bonuses apply only 
once (except for the HL restoration - 
there's 1d10 HL bonus when you get 
a second child. Third one is 
absolutely off bonus). Apart from that, 
you get a +1 to all rolls for Romantic 
Events as long as with this partner 
(children tend to bind families closer 
together). 
Should this relationship be 
terminated, there's 50% chance that 
the kid is no longer with you (either 
left with the other parent, or whatever 
nasty happened to your partner, 
happened to the kid as well). 
 
2. A Storybook Romance – You are 
like Romeo & Juliet, Tristan & Iseult, 
Julius Caesar & Cleopatra… Your 
relationship is bliss, one about which 
songs should be sang and poems 
written… Actually, chance is there 
are. Gain +1 Seduction, +1 Human 
Perception, and +1 Persuasion. If you 
don’t have any of these skills, start it 
at +2. Additionally, start a new artistic 
skill (Literacy, Paint / Draw, Dancing, 
Play Musical Instrument etc) of your 
choice at +1, as you seek new ways 
to express your feelings. 
 
3. You have a friend in the Family – 
being a Godfather’s favorite child-in-
law has its merits. But even if your 
partner’s family isn’t Cosa Nostra, 
being accepted and well-liked by the 
family and / or friends is an 
advantage, which can in some cases 
outlive the relationship itself. Gain a 
major ally / friend / contact, worth 
1d10x10 points (or a number of 
lesser allies if your points stretch that 
far), who is rather reliable at least, 

and originates from your partners 
family or friends group. 
 
4. All you need is love - Love can 
give you wings, wear pink glasses, be 
optimistic about everything, and let 
you have the strength to move entire 
mountains. It is so good that nothing 
is beyond your reach.  
You get the strength to either drop 
one addiction, restore 3d10 HL 
(distribute as you wish) or shrug off 
some negative effect from your prior 
romantic life (eg. negative modifier 
from a mental breakdown after your 
previous love's death, or the adverse 
effects of living with a Green-Eyed 
Monster). 
 
5. A fiancée in every port – you 
have several people who you are in 
love with. They are scattered around 
a number of places, probably a 
number of cities (in different countries 
or not) of your choice. They probably 
do know about each other, and aren’t 
jealous. They are independent 
people, who do not have to rely on 
your support, and aren’t unhappy 
without you (but much, much happier 
when you are around). 
Note – it’s much easier to handle if 
the “fiancées” are not all in the same 
area, but nothing stops the player 
from having all of them in one city.  
The number of fiancées in every port 
is determined by EMP-1d6, minimum 
2. 
The advantage is that every time a 
Romantic Even occurs, it is with one 
of them (your choice, which). 
Game effect: 
If you wish, you may ignore Side 
Stories (there’s no jealousness), 
Green Eyed Monster and Devil Out of 
Hell automatically ends relationship 
with that partner without any adverse 
effect, and you may choose to end a 
relationship with a Perverted Daemon 
without getting used to that 
perversion. 
We All End Up Like Remains of That 
Day and A Test of Feelings do affect 
you, but every fiancée who’s still okay 
allows you one additional roll on 
COOL tests in those situations (due 

to their emotional support) – choose 
the best result. 
The only one to tell I’m positive is Dr 
Wasserman, unfortunately works as 
described. 
Moderately successful romances are 
unaffected, except for Far Far Away 
(which cools down one of the 
fiancées into a friend), and I love You, 
But You Love Me Not, which can be 
ignored (player’s choice). Should it be 
put into effect, the character has a 
chance of adding a new fiancée to 
his/her group (if successful), and 
receive emotional support from the 
other fiancées on identical terms as 
described above. 
Very successful romance – only It’s a 
Boy/Girl! is affected: To get the 
bonuses you have to be living with 
the child and actively raising it. 
Usually it means you settle down with 
the partner you have the kid with 
(although if the character is a woman, 
she may as well do without a father of 
her child… or any other male, to be 
honest). 
 
6. Love is a teacher – under the 
influence of your partner, or just to 
make him / her happier, you learn 
things. The partner is a professional – 
or maybe just a hobbyist in some 
field, and you are as willing to learn 
from him/her, as he/she is willing to 
teach you. Distribute 3 skill points in 
the area of your partner’s expertise 
(GM call) as you see fit. 
 
7. We do fit together – being 
together usually requires both sides 
to learn the art of compromise and 
negotiation. Even the couples most in 
love do quarrel sometimes, and love 
can be tough when you fight 
constantly. But you have learned 
each other, and now you know 
yourselves as a good old marriage. 
You know how the other one would 
think, what he/she will do, and what 
reaction you should expect. 
Game effect: distribute 4 skill points 
among the following skills: Human 
Perception, Persuasion, Seduction, 
Interview, Social, Awareness/Notice, 
Culture (GM call, if your partner is of 
different cultural background).

 
 



 
 



 
 
 
 
 
 
 
 
 



















 



CENTRAL AND SOUTH AMERICAN LIFEPATH GENERATOR 
(From Conflict II: The Central and South American Sourcebook at Datafortress 2020) 

 
FAMILY BACKGROUND 

1 TRIBAL OR ISOLATED SMALL VILLAGE FAMILY  (The simple life, 
little concept of wealth or formal education) 

2 CORPORATE WORK FORCE FAMILY (Working the mines, fields, 
etc.. of a corporate holding, little more than slave labor) 

3 URBAN POOR FAMILY (The largest urban group, not homeless, 
but almost) 

4 CORPORATE  FAMILY (Actual employees of a corporation, usually 
foreign) 

5 URBAN HOMELESS FAMILY  (Shanty towns and alleyways) 

6 FOREIGN NATIONAL FAMILY (Your parents are foreigners, 
automatically better off than 90% of the country) 

7 MIDDLE CLASS FAMILY  (Comfortable life, not wealthy, but better 
off than most) 

8 REFUGEE  FAMILY (displaced and  running from persecution) 

9 AGRICULTURAL FAMILY (Farmers, working for landowners or on 
a corporate farm) 

10 POLITICAL RADICAL FAMILY (Family was comprised of Terrorists, 
Rebels, Political Activists) 

PARENTS 

1 Single mother, father unkown 

2 Widow(er) or divorcee 

3 Both parents 

4 Child of Communal Parentage 

5 Orphan 

6 Feral 

 
 

PARENTS STATUS 

1-
2 

PARENTS ALIVE (Go to Family Status) 

3-
4 

SOMETHING HAS HAPPENED TO ONE OF YOUR PARENTS (Go to 
Something Happened) 

5-
6 

SOMETHING HAS HAPPENED TO BOTH (OR ALL) OF YOUR 
PARENTS (Go to Something Happened) 

FAMILY STATUS 

1-6 FAMILY STATUS IN DANGER RISK LOSING EVERYTHING (Go to 
Family Tragedy) 

7-
10 

FAMILY STATUS OK, EVEN IF ONE OR ALL PARENTS DEAD  (Go 
to Childhood Environment) 

 

 

 

 

 

 

SOMETHING HAPPENED TO YOUR PARENTS 

1 PARENT(S) DIED IN CONFLICT 

2 PARENT(S) DIED IN ACCIDENT 

3 PARENT(S) DIED IN TERRORIST, REBEL,  OR MILITARY 
ATTACK 

4 PARENTS IMPRISONED OR ENSLAVED 

5 PARENT(S) DIED OF MEDICAL PROBLEM (Including disease and 
starvation) 

6 PARENT(S) INCAPACITATED OR CRIPPLED 

7 PARENT(S) DIED IN ETHNIC CLEANSING 

8 PARENT(S) MURDERED 

9 PARENT(S) EXILED FROM TRIBE OR COMMUNITY 

10 PARENT(S)  PARENTS VANISHED 

 GO TO FAMILY STATUS  

FAMILY TRAGEDY 

1 FAMILY EXILED FROM TRIBE OR COMMUNITY 

2 FAMILY WAS LAST SURVIVORS OF TRIBE OR VILLAGE 

3 FAMILY DISPLACED AND SCATTERED DURING EXODUS 

4 FAMILY INCURRED WRATH OF CORPORATE EXECUTIVE, REBEL 
LEADER, POLITICIAN, OR CARTEL LEADER 

5 FAMILY HELD RESPONSIBLE FOR VILLAGE OR COMMUNITY 
MISFORTUNE 

6 FAMILY INVOLVED IN TERRITORIAL, RELIGIOUS, OR POLITICAL 
CONFLICT 

 GO TO CHILDHOOD ENVIRONMENT  

CHILDHOOD ENVIRONMENT 

1 SPENT HAPPILY 

2 SPENT UNHAPPILY DUE TO CIRCUMSTANCES BEYOND YOUR 
CONTROL 

3 SPENT AWAY OR SEPERATED FROM FAMILY 

4 SPENT IN PRISON 

5 SPENT LIVING ON THE STREET 

6 SPENT IN CORPORATE WORK PROGRAM (BASICALLY SLAVE 
LABOR) 

 REFER TO CYBERPUNK 2020 TO ROLL FOR SIBLINGS  

 REFER TO CYBERPUNK 2020 FOR MOTIVATIONS  

 GO TO LIFE EVENTS  

LIFE EVENTS 

1-3 BIG PROBLEMS BIG WINS (USE CHARTS GIVEN HERE) Roll 
1d10, even = Big Wins, odd = Big Problems 

4-6 FIENDS AND ENEMIES (USE 2020 CHARTS) 

7-8 ROMANTIC INVOLVEMENT (USE 2020 CHARTS) 

9-
10 

NOTHING HAPPENNED 



 
BIG WINS 

1 EDUCATION (you get extremely lucky and find someone to teach 
you start with +2 general education 

2 FINANCIAL WINDFALL (1d10x10 extra eb, which in most of  
Central or South America moves you to straight to upper middle 
class) 

3 MAKE A CONTACT (gain the favor of someone influential = 1 favor 
a month 

4 ARMS TRAINING (Spend a year with a local police, military, rebel, 
cartel or mercenary group) add +1 Pistol and +1 rifle to starting 
skills 

5 INHERIT A WEAPON (any Central or South American melee 
weapon, or any standard  (under 200eb value) firearm 

6 MAKE A FRIEND WITH LOCAL AUTHORITY (local police, tribal 
leader, militia, rebel force, etc... +1 authority) 

7 GET A JOB AS A GUIDE (+2 wilderness survival to starting 
character skills) 

8 HONOR OF CORPORATE R&&D TESTING (recieve one piece of 
basic basic cyber or bioware, albiet at twice humanity cost, use 
DROCS rules to adjust) 

9 GAIN INFLUENCE IN A TRIBE or small community  (+1 Family) 

10 FIND A DRIVING INSTRUCTOR (+2  driving to starting character 
skills) 

BIG PROBLEMS 

1 CAUGHT A TROPICAL DISEASE (-1 to BOD ) 

2 TAKEN BY POLICE OR SOLDIERS FOR "QUESTIONING" (1-5 the 
authorities in this area know you, 6-8 you are taken into custody 
whenever ANYTHING happens, 9-10 you are jailed and beaten on 
sight and recieve -1 ATTR 

3 CLOSE ENCOUNTER WITH DANGEROUS ANIMAL (GM's choice of 
animal, when encountered you: 1-3 flee in terror, 4-6 attack blindly, 
7-9 methodically hunt down and kill every one you can find, 10 
freeze in horror unable to move) 

4 LOVED ONE LOST IN VIOLENT INCIDENT (such as terrorist attack, 
Military crossfire, etc...) 

5 CAUGHT IN THE MIDDLE OF REBEL CONFLICT OR REGIONAL 
WAR 

6 WITNESSED ETHNIC PURGE OR COMMUNITY MASSACRE (1-6 
terrible nightmares and often wake up screaming, 7-10 suffer 
mental breakdown and develop major psychosis and suffer -1 
EMP) 

7 STEPPED ON A LAND MINE (lost limb 1-5 arm, 6-10 leg, roall again 
even =left limb, odd = right limb) 

8 HOME OR HOMELANDS TAKEN OVER BY FOREIGN 
CORPORATION (family and friends relocated or shipped off to 
work for corp. in slave labor like conditions, you are left destitute, 
character only recieves absolute basics ie. what he can carry on 
his back, lose 2d10eb starting cash) 

9 WANTED BY "DEATH SQUAD (if they catch you, they will torture 
and kill you) 

10 SPEND A YEAR IN PRISON 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



AFRICAN LIFEPATH GENERATOR 
(From Conflict: The African Sourcebook at Datafortress 2020) 

 
FAMILY BACKGROUND

1 TRIBAL FAMILY  (The simple life, little concept of wealth or formal 

education)

2 CORPORATE WORK FORCE FAMILY (Working the mines, fields, etc.. 

of a corporate holding, little more than slave labor)

3 URBAN POOR FAMILY (The largest urban group, not homeless, but 

almost)

4 CORPORATE  FAMILY (Actual employees of a corporation, usually 

foreign)

5 URBAN HOMELESS FAMILY  (Shanty towns and alleyways)

6 FOREIGN NATIONAL FAMILY (Your parents are foreigners, 

automatically better off than 90% of the country)

7 MIDDLE CLASS FAMILY  (Comfortable life, not wealthy, but better off 

than most)

8 REFUGEE  FAMILY (displaced and  running from persecution)

9 AGRICULTURAL FAMILY (Farmers, working for landowners or on a 

corporate farm)

10 POLITICAL RADICAL FAMILY (Family was comprised of Terrorists, 

Rebels, Political Activists)

 

 

PARENTS 

1� Single mother, father unkown

2� Widow(er) or divorcee

3� Both parents

4� Child of Communal Parentage

5� Orphan

6� Feral

 

 

PARENTS STATUS 

1-

2�
PARENTS ALIVE (Go to Family Status)

3-

4�
SOMETHING HAS HAPPENED TO ONE OF YOUR PARENTS (Go to 

Something Happened)

5-

6�
SOMETHING HAS HAPPENED TO BOTH (OR ALL) OF YOUR 

PARENTS (Go to Something Happened)

 

 

FAMILY STATUS 

1-6� FAMILY STATUS IN DANGER RISK LOSING EVERYTHING (Go to 

Family Tragedy)

7-

10�
FAMILY STATUS OK, EVEN IF ONE OR ALL PARENTS DEAD  

(Go to Childhood Environment)

 

 

 

 

 

SOMETHING HAPPENED TO YOUR PARENTS 

1� PARENT(S) DIED IN CONFLICT

2� PARENT(S) DIED IN ACCIDENT

3� PARENT(S) DIED IN TERRORIST OR MILITARY ATTACK

4� PARENTS IMPRISONED OR ENSLAVED

5� PARENT(S) DIED OF MEDICAL PROBLEM (Including disease and 

starvation)

6� PARENT(S) INCAPACITATED OR CRIPPLED

7� PARENT(S) DIED IN ETHNIC CLEANSING

8� PARENT(S) MURDERED

9� PARENT(S) EXILED FROM TRIBE OR COMMUNITY

10� PARENT(S)  PARENTS VANISHED

�
GO TO FAMILY STATUS

 

FAMILY TRAGEDY 

1 FAMILY EXILED FROM TRIBE OR COMMUNITY

2 FAMILY WAS LAST SURVIVORS OF TRIBE OR VILLAGE

3 FAMILY DISPLACED AND SCATTERED DURING EXODUS

4 FAMILY INCURRED WRATH OF LOCAL WARLORD, 

POLITICIAN, OR TRIBAL LEADER

5 FAMILY HELD RESPONSIBLE FOR TRIBAL OR COMMUNITY 

MISFORTUNE

6 FAMILY INVOLVED IN TRIBAL, RELIGIOUS, OR POLITICAL 

CONFLICT

GO TO CHILDHOOD ENVIRONMENT

 

CHILHOOD ENVIRONMENT 

1� SPENT HAPPILY

2� SPENT UNHAPPILY DUE TI CIRCUMSTANCES BEYOND YOUR 

CONTROL

3� SPENT AWAY OR SEPERATED FROM FAMILY

4� SPENT IN PRISON

5� SPENT LIVING ON THE STREET

6� SPENT IN CORPORATE WORK PROGRAM (BASICALLY SLAVE 

LABOR)

�
REFER TO CYBERPUNK 2020 TO ROLL FOR SIBLINGS

�

�
REFER TO CYBERPUNK 2020 FOR MOTIVATIONS

�

�
GO TO LIFE EVENTS

�

 

 

 

 

 



LIFE EVENTS 

1-3� BIG PROBLEMS BIG WINS (USE CHARTS GIVEN HERE) Roll 

1d10, even = Big Wins, odd = Big Problems

4-6� FIENDS AND ENEMIES (USE 2020 CHARTS)

7-8� ROMANTIC INVOLVEMENT (USE 2020 CHARTS)

9-

10�
NOTHING HAPPENNED

 

BIG WINS 

1 EDUCATION (you get extremely lucky and find someone to teach you 

start with +2 general education

2 FINANCIAL WINDFALL (1d10x10 extra eb, which in africa moves you to 

straight to upper middle class)

3 MAKE A CONTACT (gain the favor of someone influential = 1 favor a 

month

4 ARMS TRAINING (Spend a year with a local police, military, rebel, 

terrorist or mercenary group add +1 Pistol and +1 rifle to starting skills

5 INHERIT A WEAPON (any african melee weapon, or any standard  

(under 200eb value) firearm

6 MAKE A FRIEND WITH LOCAL AUTHORITY (local police, tribal 

leader, militia, rebel force, etc... +1 authority)

7 GET A JOB AS A GUIDE (+2 wilderness survival to starting character 

skills)

8 HONOR OF CORPORATE R&&D TESTING (recieve one piece of basic 

basic cyber or bioware, albiet at twice humanity cost, use DROCS rules to 

adjust)

9 GAIN INFLUENCE IN A TRIBE (+1 Family)

10 FIND A DRIVING INSTRUCTOR (+2  driving to starting character 

skills)

 

 

 

BIG PROBLEMS 

1 CAUGHT A TROPICAL DISEASE (-1 to BOD )

2 TAKEN BY POLICE OR SOLDIERS FOR "QUESTIONING" (1-5 the 

authorities in this area know you, 6-8 you are taken into custody whenever 

ANYTHING happens, 9-10 you are jailed and beaten on sight and recieve -

1 ATTR

3 CLOSE ENCOUNTER WITH DANGEROUS ANIMAL (GM's choice of 

animal, when encountered you: 1-3 flee in terror, 4-6 attack blindly, 7-9 

methodically hunt down and kill every one you can find, 10 freeze in 

horror unable to move)

4 LOVED ONE LOST IN VIOLENT INCIDENT (such as terrorist attack, 

Military crossfire, etc...)

5 CAUGHT IN THE MIDDLE OF REBEL CONFLICT OR TRIBAL WAR

6 WITNESSED ETHNIC PURGE OR TRIBAL MASSACRE (1-6 terrible 

nightmares and often wake up screaming, 7-10 suffer mental breakdown 

and develop major psychosis and suffer -1 EMP)

7 STEPPED ON A LAND MINE (lost limb 1-5 arm, 6-10 leg, roall again 

even =left limb, odd = right limb)

8 HOME OR HOMELANDS TAKEN OVER BY FOREIGN 

CORPORATION (family and friends relocated or shipped off to work for 

corp. in slave labor like conditions, or for ESA if in Kenya, you are left 

destitute, character only recieves absolute basics ie. what he can carry on 

his back, lose 2d10eb starting cash)

9 WANTED BY "DEATH SQUAD (if they catch you, they will torture and 

kill you)

10 SPEND A YEAR IN PRISON

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 



OCCUPATIONAL LIFEPATH CHARTS 
Nomad, Cop, Military, Prison 

 



 



 



 



COP 
 
 
 
 
 
 
 
 
 



 



PROMOTION / 

TRANSFER 

REQUIREMENTS 

To become a detective or a 

member of anything higher 

than uniformed patrol, you 

must earn it, and your skills 

muct reflect it.  Minimum 

skill requirements  for each 

section are as follows: 

 

DETECTIVE 

Expert: Law and procedure 

+3 

Awareness Notice +3 

 

(in addition, to get into one 

of the specialized 

investigative divisions, you 

must HAVE at least a +2 in 

an Expert skill relating to 

crimes of that nature and 

the laws pertaining to them) 

 

Passing the detectives exam 

requires at least a 15 on an 

Expert: Law roll, passing 

and becoming a detective 

gives a character an 

immediate authority of 4 

SWAT 

Combat Sense +1 

Expert: Tactics +1 

Athletics +3 

Handgun +4 

Rifle +4 

SMG +3 

(Getting into SWAT grants 

a +5 Authority 

automatically, but the pay 

scale is equal to a +6) 

 

C-SWAT 

Combat Sense +1 

Expert: Tactics +1 

Athletics +3 

Handgun +4 

Rifle +4 

SMG +3 

Expert: Law and procedure 

+3 

(Getting into SWAT grants 

a +5 Authority 

automatically, but the pay 

scale is equal to a +7) 
 

BOMB SQUAD 

Demolitions +4 

Electronics +3 

Basic Tech +3 

(Getting into Bomb Squad 

grants a +5 Authority 

automatically, but the pay 

scale is equal to a +8) 

 

Internal Affairs 

Expert: Law and procedure 

+5 

(Getting into IAD 

automatically grants the 

Character  a +6 Authority) 

Upon graduation 

from the police 

academy 

characters will 

possess the 

following 

skills(these do not 

count towards 

starting skill) 
 

Authority +2 

Handgun +1 

Rifle +1 

SMG +1 

Awareness Notice +1 

Athletics +1 

Expert: Law and procedure 

+2 

First Aid +1 

Melee +1 

Martial Art: Thamoc +1 

Drive +1 

Motorcycle +1 

 

Further more, if you are a 

member of a tactical group, 

training will provide you 

with the following: 

 

SWAT 

Combat sense +2 

Handgun +2 

Rifle +2 

SMG +2 

Heavy Weapons +1 

demolitions +1 

Stealth +2 

Awareness Notice +1 

Pick Lock +1 

Expert: Tactics: +1 

Martial Art: Thamoc +1 

C-SWAT 

Combat sense +2 

Handgun +2 

Rifle +2 

SMG +2 

Heavy Weapons +1 

demolitions +1 

Stealth +2 

Awareness Notice +1 

Pick Lock +1 

Expert: Tactics: +1 

Martial Art: Thamoc +1 

Pilot ACPA + 

 

BOMB SQUAD 

Demolitions +2 

Basic tech +1 

Electronics +1 

Electronics Security +1 

Awareness Notice +1 

 



 



 



 



 
 
 

SKILLS RECIEVED IN SPECIAL FORCES 
Stealth +1 

Hide/Evade +1 

Handgun +2 

Rifle +2 

Submachinegun +1 

Heavy Weapons +1 

Demolitions +1 

Driving +1 

Operate Heavy Machinery +1 

Awareness Notice +1 

Melee +1 

Endurance +1 

First Aid +1 

Wilderness Survival +2 

Desert Survival +1 

Arctic Survival +1 

Swimming +2 

Resist Torture/Drugs +1 

Karate +1 

Specified Pilot and related Tech Skill +1 

Navigation +1 

Military Tactics +1 

 

 

Specialist Roles 

(additional training (+1 to applicable special ability and +2 to specified skill) in 

area of expertise) 

DEMOLITIONS (secondary role must be Tech)(Jury Rig/Demolitions) 

COMMUNICATIONS (Secondary role must be Netrunner) 

(Interface/Decipher Code) 

MEDIC (Secondary role must be Medtech)(Medical Tech/First Aid) 

WEAPON SPECIALIST (secondary role can be anything, or can be straight 

solo)(Combat sense, Melee) 

 SNIPER (Can be straight Solo, or have any secondary role)(Combat 

Sense/Rifle) 

HEAVY WEAPONS (Can be straight Solo, or have any secondary 

role)(Combat Sense/Heavy Weapons) 

Team Leader (Can be straight Solo, or have any secondary role, Rockerboy a 

plus)(Charismatic Leadership/Leadership) 

 

 

 

 

 

 
 



 

(From Hound at Blackhammers Datafort)�

These tables were adapted for our character generation system from the original article on spending time in prison and 
the IPC from Interface 1.1 - the actual final result bears little resemblance to the article in question, but does include a 

bunch of the possible side-effects of prison as they described it.�

Each year in prison a character rolls 1d10 on the following table.

1-3�Nothing Happens This Year�
4-7� Luck, Good or Bad�
8-0� Make A Friend or Enemy�

LUCK�
Roll D20 + Luck. If the result is 19+ then you had good luck, otherwise you took a hit.�

Good Luck (d8)�

1�
You undergo Braindance Training. Get +2 to an INT or 
TECH based skill so you have a usefull skill in time for 
your release.�

2� Go back to school. Gain +2 to Education / General 
Knowledge or a Specific Knowledge skill.�

3� Hard Physical Training. Gain +2 to one of Endurance, 
Strength Feat, Athletics, Swimming, etc.�

4�

One Year's Hard Labour. You work your ass off for a 
year breaking rock or working in one of the nasty 
physical jobs they shaft bad prisoners with. Gain +1 
BOD or STR.�

5�
You pick up a new vice. Gain +2 to one of Streetwise, 
Pharmaceuticals, Pick Locks, Pick Pocket, Gambling, 
Resist Torture/Drugs or Intimidate.�

6� Someone owes you a favor. He's on the outside now 
too.�

7�

You learned of a weapons or equipment cache from 
someone else on the inside (probably left-overs from a 
heist). You collected it as soon as you were let out. 
D10x200eb value.�

8� Early Release, return to the normal Lifepath Table and 
roll again for this year.�

Bad Luck (d8)�

1�
Horribly Scarred either while being interrogated, 
punished, or in a fight or brawl inside the prison. -1 
ATTR�

2�

BrainBurned. You have been brainburned into not 
performing whatever it was that sent you to jail. Make a 
cool roll at -2 whenever you attempt to break this 
BrainBurn. If you fail you cannot break the 
conditioning.�

3�

Ingrained Hatred of Authority Figures. (Make a cool roll 
at -2 to not freak when authority comes down on you or 
to attempt to deal with any authority figures in day to 
day activities such as security checks, etc)�

4� Hospitalized (for an injury or for some mental 
problems) for 1d10 months.�

5�
Drug Addiction. You got hooked on something they've 
been smuggling inside and you addiction has followed 
you to the outside world.�

6�
You were the subject of a tailored disease or chemical 
experiments without your knowledge or consent. (-1 
REF or BOD)�

7�

Serious Injury - you lost a limb. If you can pay for it 
from your starting funds you can replace it with a 
cyberlimb, otherwise you had one grafted to replace it - 
not necessarily of the right skin-tone, etc.�

8�

Collect a Debt. You managed to pick up a sizeable debt 
this year (getting cigarettes, for bribing guards, 
maintaining your habbit, etc). You still owe D10x300eb 
to someone who can collect even on the outside.�

 
 
 
 
 
 



 



 



 



NEW SKILLS  

(I am sure some of these can be found 

elsewhere, some can probably even be 

found in supplements, but I am just writing 

these down off the list my group has come 

up with over the years.)  

SPECIAL ABILITIES  

Charismatic Leadership- (This is now an EMP based 

skill.  A little more believable that way.) 

BODY  

Fitness/Body Building - with this skill a character can 

increase one aspect of their BOD, REF, TECH, or MA skill 

by 1 point (max of 10) for every 2 points of this skill 
earned.  (Only one Stat may be raised at a time, if the skill 

diminishes, the Stat will be reduced to fit, although it will 

not drop below the original rolled Stat.)  

Sports - whereas athletics merely covers general athletic 

ability, this skill covers a specific sport, or athletic ability 
such as football, basketball, etc. (choose a sport).  This skill 

is not only a measure of how well the character can play the 

particular sport, but also of how well he understands the 
rules involved.  

Vertical Climbing/Rappelling -  this skill covers the 
ability to ascend and descend vertical structures, such as 

mountains and walls.  It also covers the use of the 
necessary equipment needed for the task. 

COOL WILL  

Haggle - self explanatory.  

Meditation - the ability to empty your mind, and mentally 

isolate yourself from your surroundings.  This skill will 

not replace sleep, but it will allow a character to go longer 
periods without it.  

Skydiving - the skill of remaining calm enough to pull 
your ripcord, while plummeting towards the earth at 

maximum velocity.  

Sleeping - (ok ok I admit, its a weird one) The ability to 

will yourself to sleep.  Someone with a 10 is able to fall 

asleep, and get a full nights sleep, while remaining 
standing. 

 

EMPATHY  

Design - the ability to visualize the proper placement of 

things for maximum aesthetic and function.  

Hypnotism/Brainwashing - the ability to put another 

person into a trance, and cause them to be under your 

control.  

Massage - The ability through physical manipulation, to 

relax another.  (While some would place this skill under 
TECH, I feel that more than anything else it has to do with 

the level of trust, and comfort between 2 people.  Someone 

who is not comfortable around people, will not be able to 
perform a very good massage.  The art of massage is all 

about radiating trust and comfort, and therefore is an EMP 

based skill in my eyes.)  

Parenting - the ability to successfully raise and nurture.  

Storytelling - the skill of telling a compelling story.  

Voodoo - the ability to make another person feel as though 
you have direct control of their life through mystical 

unseen forces. 

INTELLIGENCE  

Appraisal - the skill of determining the worth of an item.  

Archeology - study of ancient civilizations.  

Astronomy - Study of the stars and other celestiel bodies.  

Culture - knowledge of the correct customs and beliefs of 
a group of people.  (with a three you can manage not to 

offend to many people, with a 10 you will have become so 

in tune with the people that you are viewed as a native.)  

Forensic science - the ability of forensic scientists to 

determine cause, time and other details of death in a body.  

Gardening/Farming - the ability to successfully grow 

plants and crops.  

Holistic Medicine - The knowledge of natural 

pharmaceuticals and medical techniques.  Homeopathic 
physicians fall under this category, as do most shamans, 

witch doctors, and medicine men.  

Hunting - the ability to find, and track an animal.  

Navigation - the ability to determine your location, and 
course of travel.  

Production - the skill involved in the backstage/off 
camera production of a play, movie, television show, or 

concert.  

Psychology - the study of the mind and its health.  

Religion - the skill of interpreting, and understanding 

theological beliefs.  

S.C.U.B.A. - the skill of using and maintaining SCUBA 

gear.  (It is not necessary to have swimming to use this 

skill, but it is highly recommended.)  

Sign Language 1 - the ability to understand sign 

language. (This is a tricky skill as it involves both 
manipulation of the fingers, and visual recognition, 

therefore I have broken it up in two sections.)  

Urban Survival - the ability to survive on the streets, 

knowing where to find food and shelter, and the areas to 

avoid.  

Veterinary Medicine - the medical knowledge of animals 

health, medicine, and anatomy.  (In a pinch, a veterinarian 
can treat humans, at half their skill.) 

REFLR 

 

 

REFLEXES  

Acrobatics - this skill is a bit more specialized than 

athletics, and provides knowledge of how to best use your 

own bodies momentum and power to perform visually 
impressive feats, as well as how to fall gracefully and with 

the minimum amount of damage.  

Animal riding - the ability to control and ride animals.  

Blind Fighting - the ability to defend and attack without 
the use of your eyes.  

Hang gliding - the ability to pilot a hang glider.  

Juggle -  the ability to toss multiple objects into the air 

and prevent them from hitting the ground by catching and 
re-tossing them in succession.  

Quick draw (+3 IP MOD) - ok, this is a skill that's going 
to cause a lot of complaints, but listen up.  Quick draw 

artists practice day and night to be able to clear their 

weapon of its holster, and hit the target in as fast a time as 
possible.  This skill will increase your Initiative roll by 

one point for every two levels of skill.  

  

TECHNICAL ABILITY  

Carpentry - self explanatory.  

Cooking - self explanatory.  

Escape Artist - the ability to free yourself from captivity.  

Fishing - the skill of catching and preparing fish.  

Glass blowing - the ability to sculpt with glass as your 
medium.  

Jeweler - the ability to create jewelry from precious 

metals and stones.  

Makeup/Special effects - the art of creating a desired 

effect through the use of make-up, people with this skill 

can add it to their disguise.  

Origami - the art of folding paper.  

Rope use - the ability to use a rope effectively as a lasso, 

to tie knots, etc.....  

Sign language 2 - the ability to converse without speaking 

by using your hands to form words and sentences. (This is 

a tricky skill as it involves both manipulation of the 
fingers, and visual recognition, therefore I have broken it 

up in two sections.)  

Sewing - self explanatory  

Stage magic/Sleight of hand - the art of misdirection.  

Traps and snares - the ability to create a hidden trap 

using what is available to you.  

TV/Video - the skill of using video and audio equipment 

professionally.  

Typing - self explanatory



Master Skill List 
 
SPECIAL ABILITIES 
 
Administrator Resources WGF pg.44 
Aircraft Sense (3) (Aerojock) SW pg.28 
Authority (Cop) CP pg.36 
Barter (Ridgerunner) SA pg.83 
Brotherhood (Space Pilot) DS pg.75 
Chameleon (Spy) WGF pg.47 
Charismatic Leadership (Rocker) CP pg.36 
Combat Sense (Solo) CP pg.36 
Combat Sense (Spec.) HoB pg.74 
Con (Con Man) WS pg.36 
Counsel (Shaman) NEO pg.42 
Credibility (Media) CP pg.36 
Family (Nomad) CP pg.36 
Family (Workganger) DS pg.75 
Gang Rank (Streetpunk) WS pg.37, SOF 
Interface (Netrunner) CP pg.36 
Jury Rig (Techie) CP pg.36 
Kith (2) NEO pg.38 
Marine Instinct (Aquatic Nomad) P3 pg.43 
Medical Tech (Medtech) CP pg.36 
PA Combat Sense (3) (Trooper) MM pg.52, 
SW pg.29 
Reason (Attorney/Judge) PS pg.70 
Recognition (Bounty Hunter) SA pg.83 
Reconnaissance (Outrider,etc) NEO pg.40 
Research (P.I.) WGF pg.46 
Resources (Corp) CP pg.36 
Salvage (Salver) DS pg.75 
Scrounge (Scavenger) WS pg.37 
Sneak (Prowler) WS pg.35 
Space Combat (Space Marine) DS pg.76 
Spy Craft (Spook) DM pg.57 
Streetdeal (Fixer) CP pg.36 
Street Tactics (IPC) I1.1 
Thief (Convict) I1.1 
Titillate (Tabloid Media) I2.1 pg.7 
Trace (Reaper) DM pg.58 
Urban Survival (Vagrant) WGF CB3 
Vamp (Dancer/Prostitute) WS pg.37 
Vehicle Zen (3) (Runner/Panzerboy) NEO 
pg.43, SW pg.27 
Warpath (Warrior) NEO pg.40 
Workgang (Workganger) DS pg.75 

 
ATTR 
Personal Grooming CP pg.37 
Wardrobe & Style CP pg.37 
 
BODY 
Controlled Hyperventilation SA pg.82 
Endurance CP pg.37 
Fitness/Body Building 
Sports 
Strength Feat CP pg.37 
Swimming CP pg.37 
Vertical Climbing/Rappelling 
 
COOL 
Cadre Tactics I1.2 pg.23 
Haggle 
Interrogation CP pg.37 
Intimidate CP pg.37 
Meditation NE pg.56 
Oratory CP pg.37 
Resist Torture/Drugs CP pg.37 
Rhetoric PAC pg.153 
Skydiving 
Sleeping 
Streetwise CP pg.38 
 
EMP 
Animal Handling NE pg.56 
Design 
Human Perception CP pg.38 

Hypnotism/Brainwashing 
Interview CP pg.38 
Leadership CP pg.38 
Massage 
Palmistry GCT pg.20 
Parenting 
Perform CP pg.38 
Persuasion & Fast Talk CP pg.38 
Seduction CP pg.38 
Simper WGF pg.48, LD pg.53 
Social CP pg.38 
Storytelling 
Trance (3) PAC pg.155 
Voodoo 
 
INT 
Accounting CP pg.38 
Anthropology CP pg.38 
Appraise I2.2 pg.2 
Archeology 
Area knowledge: (Area) WGF pg.48 
Astral Navigation P3 pg.43 
Astrogation (2) DS pg.76 
Astrology GCT pg.20 
Astronomy 
Awareness/Notice CP pg.38 
Body Language NE pg.56 
Biogenetics (2) SF pg.26 
Biology CP pg.38 
Botany CP pg.38 
Braindance Use DS pg.74 
Bureaucracy WGF pg.48 
Business Sense SOF pg.31, LD pg.53 
Chemistry CP pg.38 
Composition CP pg.38 
Corporate Policy SOF pg.31, LD pg.53 
Culture WS pg.86, LD pg.53 
Diagnose Illness CP pg.39 
ECM I1.2 pg.23 
Education & General Knowledge CP pg.39 
Eidetic Memory NE pg.56 
Expert: (Subject) CP pg.39 
Expert: Braindance/VR WS pg.21 
Expert: High Tech WS pg.21 
Expert: Law P&S pg.70 
Expert: Navigation (2) SW pg.28 
Expert: PA Design MM pg.52 
Expert: Small Arms WS pg.21 
Expert: Software WS pg.21 
Expert: Torture WS pg.21 
Expert: Wetware WS pg.21 
Forensic science 
Gamble CP pg.39 
Gardening/Farming 
Geology CP pg.39 
Graphology GCT pg.20 
Herbalism GCT pg.20 
Hide/Evade CP pg.39 
History CP pg.39 
Holistic Medicine 
Hunting 
Language: (Choose one) CP pg.39 
Language: CitySpeak I1.1 pg.20 
Language: Hand Jive WS pg.84 
Language: PC-Speak WS pg.86 
Language: Streetslang CP pg.39, WS pg.84 
Library Search CP pg.39 
Magic (Stage Magic) GCT pg.20 
Mathematics CP pg.39 
Navigation 
Nuscuba SF pg.23 
Physics CP pg.39 
Pilot: Ship (2) HoB pg.75 
Production 
Programming CP pg.39 
Psychology WS pg.21, GCT pg.20 
Religion 
Rune Lore GCT pg.20 
Sailpower HW pg.21 
Seamanship HW pg.21 
S.C.U.B.A. 

Shadow/Track CP pg.40 
Sign Language 1 
Space Survival DS pg.76 
Stock Market CP pg.40 
Street Survival PAC pg.153 
Survival: (Environment) HW pg.21 
System Knowledge CP pg.40 
Tactics WGF pg.48, LD pg.53 
Teaching CP pg.40 
Theology GCT pg.20 
Underwater Survival SF pg.23 
Urban Survival WGF pg.48 
Vampire Lore NE pg.16 
Veterinary Medicine 
Water Vehicles (INT or REF) ES pg.50 
Wilderness Survival CP pg.40 
Zoology CP pg.40 
 
REF 
Acrobatics 
Action Game PAC pg.153 
Animal riding 
Archery CP pg.40 
Athletics CP pg.40 
Blind Fighting 
Brawling CP pg.40 
Combat Soccer P1 pg.41 
Dance CP pg.40 
Dodge & Escape CP pg.40 
Driving CP pg.40 
EVA DS pg.76 
Fencing CP pg.40 
Handgun CP pg.40 
Heavy Weapons CP pg.41 
Juggle 
Martial Arts: (Style) CP pg.41 
Melee CP pg.41 
Motorcycle CP pg.41 
Operate Heavy Machinery CP pg.41 
Quick draw (+3 IP MOD) 
Pilot: Deep Dive Suit (2) SF pg. 23 
Pilot: Dirigible (2) CP pg.42 
Pilot: EVPA (2) SF pg.23 
Pilot: Gyro (3) CP pg.42 
Pilot: Fixed Wing (2) CP pg.42  
Pilot: Hang Glider 
Pilot: Hardshell (2) SF pg.23 
Pilot: OTV (2) DS pg.76 
Pilot: PA (2) MM pg.53, SW pg.29 
Pilot: Remote (3) (INT+REF/2) Chr 2 pg.30 
Pilot: Space Plane/Shuttle (3) DS pg.76 
Pilot: Sub (Large/Small) SF pg.25 
Pilot: Vectored Thrust (3) CP pg.42 
Rifle CP pg.42 
Skating/Skateboarding I1.2 pg.23 
Sleight of Hand GCT pg.20 
Stealth (2) CP pg.42 
Sub Machinegun CP pg.42 
Zero-G Combat (2) DS pg.76 
Zero-G Maneuver DS pg.76 
Underwater Combat (2) SF pg.24 
Underwater Heavy Weapons SF pg.25 
Underwater Weapons SF pg.23 
Water Vehicles (INT or REF) ES pg.50 
 
TECH 
Aero Tech (2) CP pg.42 
AV Tech (3) CP pg.42 
Basic Tech (2) CP pg.42 
BioTech (+15) ES pg.43 
Braindance Editing WS pg.21 
Calligraphy (European/Chinese) PAC pg.153 
Carpentry 
Cooking 
Cryotank Operation CP pg.42 
Cyberdeck Design (2) CP pg.42 
CyberTech (2) CP pg.42 
Demolitions (2) CP pg.42 
Disguise CP pg.42 
Electronics CP pg.43 



Electronic Security (2) CP pg.43 
Escape Artist 
Expert: Electronic Warfare SF pg.96 
First Aid CP pg.43 
Fishing 
Forgery CP pg.43 
Glass blowing 
Gyro Tech (3) CP pg.43 
Jeweler 
Makeup/Special effects 
Marine Tech/Underwater Equip SA pg.83 / I1.1 
pg.40 

Municipal Communication I2.1 pg.9 
Origami PAC pg.153 
Paint or Draw CP pg.43 
PA Tech (3) MM pg.52, SW pg.29 
Pharmaceuticals (2) CP pg.43 
Photography & Film CP pg.43 
Pick Lock CP pg.43 
Pick Pocket CP pg.43 
Play Instrument CP pg.43 
Pressure Suit Tech SF pg.24 
Rope Use 
Sewing 

Sign Language 2 
Sonar Tech SF pg.25 
Spacecraft Tech (4) I1.4 pg.44 
Stage magic/Sleight of hand 
Sub Tech (Large/Small) SF pg.25 
Tattooing (Electric/Hand-picked) PAC pg.153 
Traps and snares 
Typing 
Video Manipulation DM pg.23 
Weaponsmith (2) CP pg.43 
Wetware

 



(Compiled By Deric Bernier, Authors include Deric Bernier, Jason Parent (Hound of  Blackhammers Datafort 

http://www.dreadgazebo.com), Andrew James, Mike Van Atta, and the writers of R. Talsorian Games.  Art By Deric Bernier, 

Squidhead, and R.Talsorian Games. 
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