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R. Talsorian Games
Sticky Note
This digital version of the Cyberpunk RED Data Screen is bookmarked. The bookmarks are divided by category and, within those categories, are in alphabetical order.

Need to know the DVs based on range for a sniper rifle? Look for "Single Shot DVs Based on Range" in the Combat category.

Need the Body Critical Injury list? Check for "Body Critical Injuries" in the Wound States and Critical Injuries category.


P SkiLL ResoLuTioN » AcTIONS

Move up to m/yds equal fo your MOVE x 2.
m Choke an opponent you have Grabbed.
Get into a Vehicle Get info a Vehicle.
m This is something most people can do without thinking. n Grab and hold an opponent or fake away an object
they are holding.
Difficult Difficult o accomplish without training or falent.
m Equip someone you Grabbed as a Human Shield.
m Generally requires high level training.
_ Take an additional Move Action.

Legendary This is something people write stories about.

Stabilize o target to begin the natural healing
» MopiFIER EXAMPLES process or end the Mortally Wounded Wound State.

Use NET Actions Perform multiple NET Actions inside the NET.

» Dirricucty VaLues (DV)

Poor lighting conditions n
Complex task

Use one of your Skills to accomplish a quick task.
Slept uncomfortable D A longer task will require multiple Actions over the
previous night course of mulfiple Turns.

bhosed |4

Trying to perform task .
4
secretly

» CosTts

» Joss [Pay i1s PER Person)

Easy Job Armed resistance is not expected. But, you never know. 500eb

Dangerous Armed resistance is overwhelming.
Job Without heavy preparation, you die.

» FACEDOWNS




P INITIATIVE » Rancep CoMmBAT REsoLuTION
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» SincLE SHoT DVs Basep on Rance [IN M/yps)
» Move AcTIoNS
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N/A
va Y
" swiporkife | 30 | 25 | 25 | 0 | 15 | 6 | v | 20

N/A N/A

orenadetouncher | 16 |15 | 13 | v | 20 | 2 | o5 IS

» FIre Mopes » AIMED SHoTs

| -

Multiply damage that
penetrates head armor x2.

» AutorFire DVs Basep on RanGe [IN M/YDS)

If domage penetrates armor,

' target suffers the Broken Leg
SMGs (futofre 3) Critical Injury (if leg isn't

already broken).

» WEearon DaMAGe AND RATE oF Fire By TyrPe [MeLee WearoN Damace Ienores 1/2 SP)

__ MediumPistol | 26 | 2 | Shotgun(Slug) | 5 | 1 | | Rocketlauncher | g6 | 1
_ VeryHeavyPistol | 4 | 1 | | sniperRifle | s | 1 | | MediumMelee | 26 | 1
___HeavysMG_ | s | 1 | | Grenadelauncher | 66 | 1 | | VeryHeavyMelee | 46 | 1 |




» MEeLee Comeat ResoLuTiON

» BRAWLING » MARTIAL ARTS

Brawling and Martial Arts Damage
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» EXpLOSIVES

Bulletproof Glass 30 HP 15 HP




» Wouno States [StaBiLize using FirsT Ao or PARAMEDIC SKiLL)

None
Less than Full HP Stabilization DV10

-4 10 all Actions -6 to MOVE (Minimum 1)

Must make o Death Save af start of each one of their Turns.

Less than 1 HP
DV15 to heal back fo 1 HP, and Unconscious for 1 minute.

» CriTicAL INJURIES TO THE Bopy (Scorep IF 2+ pice coME uP BS DURING A DAMAGE ROLL)

) The Arm is gone. ltems held in hand are dropped.
n Dismembered Am Base Death Save Penalty is increased by 1. WA Surgery DV7

n Collapsed Lung -2 to MOVE (minimum 1). Base Death Save Penalty is increased by 1. Paramedic DV15 Surgery DVI5

Broken Arm Broken Arm cannot be used. Drop any items in that arm’s hand immediately. Paramedic DV13 Paramedic DV15 or
Surgery DV13
. ) Paramedic DV15 or
n Broken Leg -4 to MOVE (minimum 1) Paramedic DV13 Surgery DVI3

m Next Tum, you can't take any Adion but a Move Adion. Base Death Save Penalty is increased by 1. Paramedic DV15 Surgery DV15

The Leg is gone. -6 to MOVE (minimum 1). You cannot dodge attacks.
Base Death Save Penalty is increased by 1.

12 | Dismembered Leg N/A Surgery DV17

» CRiTicAL INJURIES TO THE HEAD [2"’ DICE COME UP BS DURING A DAMAGE ROLL FOR AN AIMED SHOT TO THE HEAD]

The Eye is gone. -4 to Ranged Attacks & Perception Checks involving vision.
n Base Death Save Penalty is increased by 1. WA Surgery DVI7

n Damaged Eye -2 to Ranged Attacks & Perception Checks involving vision. Paramedic DV15 Surgery DV13

n -4 1o all Adions involving speech Paramedic DV13 Paramedic or Surgery DV13

n m Base Death Save Penalty is increased by 1. Paramedic DV13 Paramedic or Surgery DVI3

Damaged Ear Whenever you move further than 4m/yds on f(foi ina TUI‘I'I, you cannot .Iake a Move Adion Paramedic DVI3 Surgery DV13
on your next Turn. -2 fo Perception Checks involving hearing.

The Ear is gone. If you move further than 4m//yds on foot in a Tum, you cannot take a Move Action on your
next Tum. -4 to Perception Checks involving hearing. Base Death Save Penalty is increased by 1.

12 Lost Ear N/A Surgery DV17
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DATA SCREEN

When your Crew’s getting down to the Meat and the Metal
and waiting on your call, you don’t have time to dig through
stacks of hardcopy or rely on CTRL + F to find the info you
need.

That's why you need to interface with the Cyberpunk RED
Data Screen. All the information you need to run the game
faster and smarter plus four panels of gorgeous art to shield
your notes from prying cybereyes.
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