


The Client wants you to…
1.  Steal/Extract 4. Plant/Place
2. Sabotage/Ruin 5. Frame/Discredit
3. Destroy/Kill 6. Protect/Guard

The…
1. Prototype Technology Everyone 
Wants

4. Money/Credits

2. A valuable Scientist/Mega-Star
5. A piece of art/ Antique piece of 
technology

3. Secret Corporate Data 6. A dangerous cyberspace viral weapon

At…
1. An AI Controlled Mansion 4. The rain-slick slums of Neon City
2. An Orbital Facility 5. An Arcology
3. Corporate Offices/R&D facility 6. The Hottest Nightclub In Town

Opposed By…
1. A cybernetic shogun and his private 
army

4. A Criminal Syndicate (Triad, Yakuza, 
Mob)

2. Local gang 5. Another set of Operatives
3. A powerful MegaCorp 6. A Rogue AI

Twists (Never share with the players in advance)
1. The item is guarded by some unique 
protections (what are they?)

4. The Intel is bad (select a second 
location where the object really is 
located)

2. It’s a trap to settle an old score 
(find out what the old score is)

5. Someone else wants the object (select 
a second group)

3. The location is under attack by 
another force (select another group)

6. The object is not there and something 
else is in its place (pick a second object)

GM: CREATE A CYBERPUNK ADVENTURE. ROLL OR CHOOSE ON THE TABLES BELOW.

GM: Run The Game
Present the job to the characters (don’t tell them the twist). Then, play 
to find out how they complete the job. The job has some basic parts: Intel, 
Planning, The Job, The Twist, and Getting Away. 

Don’t let the game bog down into intel and planning. Rather push them 
through these phases by asking some of the questions below and giving them 
the information quickly: 

How do you perform recon on the site?  How do you arrange to gain access 
into the location? Who does recon on the security? Who gains information on 
target/person/object?  Keep asking questions and making rolls until they 
are ready to start  The job. 

During the The Job they will always have to gain entry, deal with the 
opposition, and find the object - that’s when you drop the Twist. Atter that, 
play to see how they finish the job and live another day. Don’t pre-plan 
outcomes—let the chips fall where they may. Use failures to push the action 
forward. The situation always changes after a roll, for good or ill. Ask 
questions and build on the answers. “Have any of you encountered the Chrome 
Raptors before? Where? What happened?”
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