


;;;;;i‘q——-LJ
anmas
i
e
m—

L LY

"O00 YU0U THINK S0OULL LIVE FOREVER,

A GOAL AT ANYS COST?
S0OU CONTRQAOL YOUR PRIZE ENUDERVOR,

A GAME IN UHICH YOU'RE LOST.

LIVE TO BRERATHE NEU LIFE FOREVER,
BLINDED BY THE CAUSE.

IF YOU THINK SOULL LIVE FOREVER,
THE GAME'S ALREADS LOST.

ITS SO CQLOJ...
MANY DEARS TO GAQ..."

PARAJDISE LOST
"MADE THE SAME"
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UWRITING AND LASOUT
B9
BENJAMIN SPERJIUTO

LAST REDOUBT GAMES, 2021

sPecIAL THANKS 70 JOHN HARPER FOR

GHOST/ECHQ, UHICH SERVED AS A HUGE
INSPIRATION FOR THIS GAME.

ALL ImMAGES FROM PIXABAYS







SUo0U OION'T PLAN ON WORKING FOR THE COMPANY

FOREVER. BUT THEN YS0OUR ACCIOENT HAPPENED.

MASBE Y0oU UWERE BLOUN TO BITS BY SOME
ANARCHIST'S BOMB, GUNNED JOUIN IN A FIREFIGHT
BETWEEN CORPORRATE STRIKE TEAMS OR JUST
RUN QVER BY AN AUTOCAB AS Y0U LEFT THE
OFFICE FOR THE oAu. UHRATEVER THE
PARTICULARS, THE COMPANYS ODOCTORS AND
ENGINEERS PUT YU0OU BACK TOGETHER AGAIN. NOW
UOURE AUGMENTED EgQUIPPED WITH AQVANCED
CUBERNETIC ENHANCEMENTS THRT SET YOouU
APART FROM ORJINARY HUMANS.

OF COURSE THOSE FANCYS AUGMENTRATIONS
BELONG TO THE COMPANY. UWHICH MEANS YOou
BELONG TO THE COMPANYS. AND IF THE FINE PRINT
IN UOUR EMPLOYMENT CONTRACT WASN'T CLEAR
ENOUGH, THE MEDICATION S90U NEED TO KEEP
U0oUR METAL BITS FROM INFECTING THE REST OF
UOUR BOOY UWITH TERMINAL CANCER ENSURES
THRAT YOULL BE ON A SHORT LEASH.

BUT ENOUGH FEELING SORRY FOR YOURSELF YOU
HRAVE A NEU MESSAGE.

THE COMPANSYS HAS AN ASSIGNMENT FOR YOU...







rPLAYERS IN AUGMENTED ARE AGENTS OF THE
COMPAND, COUBERNETICALLY ENHANCED OPERRATIVES
TRAINED TO CARRY OUT DANGEROUS (AND ALMOST
ALWAYS ILLEGAL) ACTIVITIES FOR THE BENEFIT OF
SHAREHOLDOERS. ONE PLAYER PLAYS THE RAOLE OF
THE SUPERVISOR, UHO IS RESPONSIBLE FOR FRAMING
A8 THE STORY CONTROLLING NPCS, AND RESQLVING
i | ACTIONS.

{

AGENT NAMES
THE COMPANY ISSUED 90U A NEW NAME ALONG WITH
¥ YOUR AUGMENTRATIONS. ACCORDIING TO LEGAL
/ RECORDS, THE QLD YOU IS DEAD. SOMECONE FROM THE
COMPANY SENT FLOUWERS.

CONDUCTS A BRIEF ONBOARDING INTERVIEW WITH THE
AGENT TO DETERMINE THEIR HISTORYS, PERSONALITYS,

§ THE SUPERVISOR ASSIGNS NAMES TO PLAYERS, THEN

SHKILLS AND GOALS.

-

SMmMITH
PRTEL
GARCIA
MARTINEZ
ANDERSON
CHEN



AUGMENTRATIONS

Uou RECEIVED 2 AUGMENTRATIONS UHEN THE
COMPANYS PUT YOUR BROKEN BOOY BACK TOGETHER.
YU0oU GET TO SELECT 1. THE SUPERVISOR PICKS THE
QTHER. SELECT 1 SPECIAL FERTURE FOR EACH
AUGMENTRATION. S0U UWILL BE ABLE TO Ao FURTHER
UPGRADES BY COMPLETING ASSIGNMENTS.

CcCUBEREDES

*+ THERMAL VISION

+ RECORDING

* FLARE COMPENSRATION
* RETINAL IMITATION

* TELESCOPRPIC ZOOMm

. CYBERARM

. ENHANCED STRENGTH

. INTEGRRATED FIREARM

. RETRACTABLE BLADES
> . ENERGY SHIELD

r . BIOMETRIC IMITATION

= CYBERLEGS
. ENHANCED RUNNING SPEED
. JdUmP BOOST
. FOQTFALL OAMPENING
y WEAPON COMPARTMENT
- RETRACTABLE BLADES

BOoOoYUuARE

+ UWRED REFLEXES
o+ BONE LACING
+ PHEROMONE GLANDS
.+ ENHANCED METABALISM
3 A+ AJRENALINE GLAND




DJERMAL ENHANCEMENT

. HARDENED SKIN .
. ADAPTIVE CAMOUFLAGE !
. DIGITAL SIGNRATURE DISTORTION
. TEMPERATURE TALERANCE

. FACIAL IMITRATION

HEADUWARE
+ CRANIAL PROCESSING
* DIRECT NEURAL INTERFACE 4 J
-+ HYPERSONIC HEARING 520 25
7" ."_. * TARGETING COMPUTER -
S o TACTICAL SONAR
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RQAQLLING THE DICE

IN MOST CASES AGENTS CAN TAKE UWHRATEVER
ACTIONS THE PLAYER DESCRIBES WITHOUT
REQUIRING A TEST. WHEN THE AGENT'S ACTIONS ARE
OPPOSED BY SOMEONE OR SOMETHING, THE PLAYSER
MUST MAKE A CHALLENGE TEST. THE SUPERVISOR
SETS A DIFFICULTY BASED ON THE FACTORS
INVOLVED IN THE SITURTION.

UHEN THE AGENT FACES A CHALLENGE, THE PLAYSER
RQALLS TUWO OIFFERENT CQLORED U655 ONE OJIE IS
DESIGNRATED AS THE AGENT JIE AND THE QTHER AS
THE DANGER DIE. IF THE AGENT HAS ANS SITURTIONAL
AQVANTAGES DURING THE TEST, EACH OF THEM ADDS
+1 TO THE RESULT.

IF ONE OF THE AGENTS AUGMENTRATIONS COoOULOD
APPLY TO TASK THE PLAYER mMAY RALL AN
ADOITIONAL 06 AND SUBSTITUTE IT FOR EITHER THE
AGENT ODIE OR THE DANGER OIE.

CHALLENGE TEST RQLL
206 + MOOIFIERS VS. JIFFICULTY

(SUB 5 AUGMENTRATION JIE FOR EITHER DIE)




¢

- DIFFICULTY RATINGS

= + EASY (B): IF THE AGENT IS FACING ONLY MINOR

& OBSTACLES WHILE TAKING AN ACTION, THE
CHALLENGE IS CONSIDERED EASY. THIS IS THE

!
' 1 DEFAULT DIFFICULTY FOR A TEST.

|

¥ MEDIUM (8): IF mORE THAN TWO MINOR FACTORS
= - OR ONE MAJOR OBSTACLE ARE WORKING AGAINST

\"‘ THE AGENT, THE CHALLENGE IS CONSIDERED
! ' mEDIum.
« HARD (0): IF THE AGENT IS TRYING TO
, QVERCOME MORE THAN FIVE MINOR FACTORS OR
N TWO MAJOR OBSTACLES, THE CHALLENGE IS
CONSIDERED HARD.
+ SPECIAL () IN SOME INSTANCES, THE AGENT IS
FACING AN UNUSUAL OBSTACLE (SUcH AS
a ANQTHER AUGMENTED AGENT) OR IS SUFFERING
FROM A NEGRATIVE CONDITION. THE SUPERVISOR
MAY INCREASE THE DIFFICULTY BY 1 FOR EACH
ELEMENT TO REFLECT THESE CIRCUMSTANCES.

IF THE RESULT EQUALS OR EXCEEDS THE DIFFICULTS,
THE AGENT SUCCEEDS AND THE PLAYSER NARRATES
THE OUTCOME. IF THE RESULT IS LESS THAN THE
DIFFICULTY, THE AGENT FAILS AND THE SUPERVISOR
NARRRATES THE OUTCOME.



NARRATING THE RESULTS
REGARJDLESS OF THE OUTCOME OF THE CHALLENGE,
BAQTH THE PLAYER AND THE SUPERVISOR HRAVE THE
ABILITY TO INFLUENCE THE NARRATIVE:

IF THE AGENT DIE RESULT IS GRERATER THAN THE
DANGER JIE RESULT, THE PLAYSER MAY ADOD A NEW
ELEMENT TO THE NARRATIVE OR REMAVE A
NEGRATIVE CONDITION.

IF THE DANGER DIE RESULT IS GRERATER THAN THE

AGENT DIE RESULT THE SUPERVISOR MAY Ao A

NEW eeELEMENT TO THE NARRRATIVE OR A0OOD A
NEGRATIVE CONDITION.

IF THE AGENT FAILS A CHALLENGE AND THE
DANGER DIE RESULT IS GREATER, THE AGENT IS AT
RISK. IF THEY HRAVE ALREADY SUFFERED A
NEGRATIVE CONDITION, THE SUPERVISOR mMAY
RENDER THEM INCAPACITRATED.




CONDITIONS

SUPERVISORS mAY APPLY ANY NUMBER oF
CONDITIONS TO AN AGENT BUT THEY MUST ALWAYS
BE RELATED TO THE CONTEXT OF THE CHALLENGE
TEST. AN AGENT IN A FIREFIGHT, FOR INSTANCE, MY
SUFFER A GUNSHQT WOUND, WUHILE AN AGENT TRSYSING
T0 HACK THROUGH A SECURITY SYSTEM MIGHT HAVE
THEIR GEQLOCRATION TAGGED. SIMILARLY UWHEN A
PLAYSER REMAVES AN AGENTS CONDJDITION, THEYS
SHOULDO PRQVIDE SOME JUSTIFICATION FOR THE
REMQAQVAL.

INCAPACITRTED
AN INCAPACITRATED AGENT IS TEMPORARILY OUT OF
THE FIGHT. THEY COULD BE KNOCKED UNCONSCIOUS,
IN SHOCK OR CAPTURED BY THE ENEMY. IN
PARTICULARLY JRAMATIC MOMENTS, THE
SUPERVISOR MAY JECIDE TO TERMINATE THE AGENT
IF THEIR JERTH wouLo BE NARRATIVELY
APPROPRIATE. THE PLAYER MAY ELECT TO NARRRATE
THEIR AGENT'S JERATH AT ANY POINT WHEN THEY ARE
INCAPACITATED. AN ACTIVE AGENT CAN REMAVE A
TEAMMATES INCAPACITRATED STATUS BY PRQAQVIODING
FIRST-AID. THIS ONLY REQUIRES A CHALLENGE TEST IF

A THRERAT IS IN PLAY. REVIVING AN AGENT DOES NQT
REMQAQVE EXISTING CONDITIONS.



ASSIGNMENTS
THE COMPANS EXPECTS AGENTS TO USE EVERY
RESOURCE AT THEIR DISPOSAL TO ACCOMPLISH THEIR
OBJECTIVES AND MEET THEIR KEY PERFORMANCE
INDICATORS. FAILURE IS NQT AN OPTION. SUBPAR
PERFORMANCE UWILL RESULT IN THE REVOCRATION OF
ALL BENEFITS AND TERMINRATION.

WUHILE THE SUPERVISOR IS FREE TO DEVELORP THEIR
OUIN UNIQUE ASSIGNMENTS, THESY CAN ALSO USE THE
FOLLOUWING FORMULA TO GENERRATE ONE RANDOMLY.
SELECT OR RAQLL ON THE APPROPRIATE CHARTS TO
FILL IN THE BLANKS.

YUOU MUST _ ACTION A (AN)__ TARGET
LOCATION A~AT __ CITY SITE

ACTION (OB5) TARGET (\OS5)
¢ ACOUIRE + DATA FILE

o ELIMINRATE . EXECUTIVE

. SABQTAGE U SCIENTIST
EMBED PRAQTQTYPE
PRQAQTECT PROGRAM
INTERROGRATE AGENT




7 LOCRATION (2Ds5)

BIOMEDICAL LAB

DORTA VAULT

RESIDENTIAL ARCQLOGY
DISTRIBUTION WAREHOUSE
POUWER FACILITY

PROODUCT ENGINEERING LAB
CORPORRATE OFFICES
EXECUTIVE APARTMENTS
NIGHTCLURE
MANUFACTURING FACILITY
SHOPPING BLOCHK

CITY SITE (WOB6)

+  ENCLRAVE CORE (ULTRA HIGH TECH, ULTRA SECURE
HEART OF CORPORATE POUER.)
ENCLAVE RIM (LESS AQVANCED, LESS LUXURIOUS
OUTSKIRTS OF CORPORRATE AUTHORITY.)
INNER SPRAUL (COMMERCIAL AND
ADMINISTRATIVE CENTER OF NON-CORPORRTE
TERRITORY.)
OUTER SPRAUIL (DETERIORATING INDUSTRIAL AND
RESIDENTIAL REGION SURROUNDING THE CITS
CORE.)
BARRENS (DANGEROUS ECQLOGICAL DISASTER
AREA SOMEWHERE IN THE CITY.)
BEYOND THE SPRAUL (RURAL WASTELAND OF
CRUMBLING INFRASTRUCTURE AND TECHNOLOGY
DEAD ZONES.)




SECURITY CRATEGORIES
EVERY LOCRATION HAS A SECURITY LEVEL THRAT
ROUGHLY DETERMINES HOW MUCH DIFFICULTY THE
AGENTS CAN EXPECT TO ENCOUNTER. THE
SUPERVISOR CAN REFERENCE THESE LEVELS TO
ADJUST THE GAME'S DIFFICULTYS.

WEAK (NO SIGNIFICANT OBSTACTLES. MINOR
OPPOSITION.)

MODEST (W SIGNIFICANT OBSTACLE. MINOR
OPPOSITION.)

RAVERAGE (2 SIGNIFICANT OBSTACLES. AVERAGE
OPPOSITION.)

STRONG (3 SIGNIFICANT OBSTACLES. STRONG

OPPOSITION.)

ELITE (H SIGNIFICANT OBSTACLES. DANGEROUS
OPPOSITION.)

HARDENED (5 SIGNIFICANT OBSTACLES.
QVERWHELMING OPPOSITION.)




ENEMY TUPES
AGENTS CAN ENCOUNTER A WIDE RANGE OF
OPPOSITION DURING THEIR ASSIGNMENTS. ROLL 206
TO RANDOMLY SELECT THRERTS AS NEEDED.

ARMED SECURITY GUARD
CORPORATE STRIKE TEAM
AUGMENTED AGENTS
SPRAUL MERCENARIES
TERRORIST FIGHTERS

GAQVERNMENT MILITARY

CITSY PALICceE

STREET GANG

ORGANIZED CRIME MEMBERS
ARMED DRONES

SLEEPER AGENT




COMPLICATIONS
ASSIGNMENTS ODOON'T ALWAYS GO AS PLANNED. IF
THINGS ARE GOING TOO SMOQTHLY OR IF A SUDDEN
CHANGE UWOoULD ImMPRAQVE THE STORY, SUPERVISORS
CAN INTRODUCE ONE OF THE FALLOUWING
COMPLICATIONS.

SECURITY LEVEL IS HIGHER THAN EXPECTED.
BETRAYED! SOMEONE KNOUWS THE AGENTS ARE
COMING.

THE ASSIGNMENT IS A OIVERSION. AGENTS
EXPENDABLE.

AGENTS FROM ANQTHER CORPORRATION ARE ON-
SITE.

ALARM TRIPPED BY A THIRD PARTY.

BAOD INFORMATION. THE TARGET IS LOCRATED
ELSEUHERE.

,./




SPRAUL LOCRATIONS
ASSIGNMENTS MAY TAKE AGENTS INTO A NUMBER OF

UNUSUAL LOCRATIONS IN THE VAST URBAN SPRAUIL.
SUPERVISORS CAN CONSULT THE FAQLLOUWING LIST
UWUHEN THEY NEED TO PRQVIDE A UNIQUE LOCRATION
DUICKL Y.

BATTERY PARK
NEXUS STRATION
THE QLD SHIPYARD
BABYLON SPIRE
BRIGHTLINE SQUARE
THE WUASTE PITS
THE NEEJLE AND HOOK
DOREDD POINT
CIRCUIT WORKS
NEON STREET
THE NEUW CAOLLEGE
THE DATAHOUSE
VICTORY PARK
SEVEN HELLS
SPARROUW HOUSE
THE HIVE
QLD TOWN
BLACKURATER BRIOGE



CONTACT TYUPES
AGENTS CAN CALL UPON CONNECTIONS AND TRACK
DJOUWN LEADS TO ASSIST THEM IN THEIR ASSIGNMENTS.
ROLL 206 TO RANDOMLY SELECT CONTACTS AS
NEEDED.

SPRAUIL FIXER
SPRAUL GANGER
ORGANIZED CRIME MEMBER

JUNIOR COMPANS EXECUTIVE

COMPANS EMPLOYEE
PAQLITICAL ACTIVIST
JOURNALIST

RIVAL CORPORRATION EMPLOYSEE
GQVERNMENT BUREAUCRRAT
FREELANCE HACKER

MEDICAL DOCTOR




CORPORRATE NAMES
TAYLOR
WILSON

GONZALEZ
PETRQVIC
THOMAS
PEREZ
LEWIS
HARRIS
WURIGHT
TORRES
NGUYEN
ADAMS
MITCHELL
CARTER
SILVA
JENSEN
NQVAK
DimiTRAvV

STREET NAMES
BULLHOG
ELDAR
UHISFPER
TOECUTTER
PACIND
BABA YAGA

DREZ
RAZORUWIYSRE
BACKSLASH
mEDUsSA
RA
SHITKICKER
HAWKEN
RAVEN
ALVAREZ
SLINKEY
SABBATH
RATTLER







THE CORPORRATIONS
THE COMPANS IS ONE OF MANS MEGACORPORRATIONS.
EACH OF THEM HAS DOIVERSIFIED ASSETS AND
EXTENSIVE RESOURCES. THEY SHOULD BE UNIQUE
CHARACTERS IN THEIR OUWN RIGHT WITH A DISTINCTIVE
NAME AND AESTHETIC.

EXAMPLE CORPORRATIONS
BLACKFIRE AMALGAMRATED ENERGY
HYPERDRIVE SYSTEMS
PROMETHEAN CONSUMER ELECTRONICS
TELVANI TECHNALOGIES
SEED BIOCRAFTING
NAQVASTAR CYUBERNETICS

SUBSIOIARY NAME GENERRATOR
THERE ARE MANY SUBSIDIARY COMPANIES OUNED BY
THE UWORLDS MAJOR CORPORRATIONS. ROLL 106 FOR
EACH COLUMN TO RANDOMLY GENERRATE NAMES AS
NEEDED.

j =)= ) =)= ) =)=
UNITED BIOMEDICAL INDUSTRIES

FEDERAL COMPUTER CORPORRATION
UNIVERSAL CUBERNETICS TECHNALOGIES
OmNI LOGISTICS INCORPORRATED
AMALGAMRATED MANUFACTURING PARTNERS
GENERAL RESEARCH ENTERPRISES




AFTER THE ASSIGNMENT
IF THE AGENTS COMPLETE THEIR ASSIGNMENT
SUcceEsSSFULLY, THEY RECEIVE A oRUG DOSAGE TO
PREVENT THEIR BOJOY FROM REJECTING ITS
CUBERNETIC IMPLANTS. THE COMPANYS ALSO PAYSS

THEIR (MODEST) LIVING EXPENSES AND REPAIRS ANY
DAMAGE THEY SUFFERED (ASSETS MNUST BE
MAINTAINED, AFTER ALL). PLAYERS MAY DECIDE TO

CULTIVRATE CONTACTS FORMED DJURING THEIR
ASSIGNMENTS OR EVEN MAKE PLANS TO LERVE THE
COMPANY ON THEIR OUN TERMS. SOON, HOUEVER,
THE NEXT ASSIGNMENT ULL ARRIVE, ANO THE
AGENTS MUST ONCE AGAIN PUT THEMSELVES IN
DANGER.

1= THE AGENTS FAIL T0 COMPLETE THEIR
ASSIGNMENT, THEY'RE EITHER DEAD OR DECLARED IN
BREACH OF CONTRACT. THE FIRST ONE IS EASY. FOR
THE LATTER, A SPECIAL REPO TEAM HUNTS ODOUWN
THE AGENT TO RIP THEIR AUGMENTRATIONS OUT AND
RETURN THEM T0O0 THE COMPANY LAB FOR
RECYCLING. EVEN IF THE AGENT MANAGES TO
ESCAPE, THEIR BODY UWILL BEGIN REJECTING THEIR
AUGMENTRATIONS WITHIN ONE UEEK. ONCE THE
REJECTION PROCESS BEGINS, THEY HRAVE A MONTH AT
MmMOoST BEFORE THE CANCER IS FRATAL.




UPGRADES
AFTER SUCCESSFULLY COMPLETING AN ASSIGNMENT,
EACH AGENT IS ELIGIBLE FOR 1 UPGRADE, WHICH
ALLOWS THEM TO ADD ANQTHER UNIQUE ABILITY TO
ONE OF THEIR AUGMENTRATIONS. EACH CAN HRAVE A
MAXIMUM OF 5 UNIQUE FERTURES.

UHEN AN AGENT SUCCESSFULLY COMPLETES

MULTIPLE ASSIGNMENTS (usuALLY 3-5), THE

SUPERVISOR MNhAY JDEEMm THEM ELIGIBLE FOR
PROMOAOTION AND A NEW AUGMENTRATION.

AGENT DJOUWNTIME
AGENTS CAN SPEND JOUNTIME BETUWEEN MISSIONS IN
A NUMmMBER OF UWUAYS THEYS TUYUPICALLY HRAVE
AUTHORIZATION TO LERVE COMPANY PROPERTS, BUT
THEIR AUGMENTRATIONS EMIT A TRACKING BEACON
THRT CAN BE USED TO LOCRATE THEM AT ALL TIMES.

PQTENTIAL DOUWUNTIME ACTIVITIES
GRATHER INFORMATION ON COMPANS EMPLOYJEES.
ESTABLISH/NURTURE NON-COMPANS CONTACTS.
EXPLORE THE CITY SPRAUIL.
RESEARCH/INVESTIGATE CORPORRATE RIVALS.
PERFORM SIDE JOBS FOR COMPANS EMPLOYEES.
TAKE A VACATION (ON COMPANY PROPERTY).




PLASING AUGMENTED

PLAYSING AUGMENTED FOR THE FIRST TIME MIGHT
FEEL AKIN TO UWALKING ON ICE. THE GAME DOESN'T
PRQVIDE MUCH OF THE STRUCTURE Y0U MAS BE
ACCUSTOMED TO FROM QTHER GAMES. BUT OON'T
UORRY: THERE'S NO “UWURONG" WAY TO PLAY. INSTEAD
OF THINKING IN TERMS OF UWHRAT “‘ACTIONS" Y0UR
AGENT CAN “TAKE" IN ANY GIVEN SITURTION, IMAGINE
THAT YOURE WURATCHING A MAaVIiE UHERE YOUR AGENT
IS ONE OF THE STARS SECURITY GUARUDS JUST
BUSTED INTO THE ROOM TO CATCH Y0OU HACKING INTO
THE HIPERNET? KICK YOUR CHAIR AT ONE OF THEM,
THEN RUN UP THE SIoE OF THE WALL TO FLANK THEM
AND TAKE THEM ALL OJOOUWN. CORNERED IN AN
EXECUTIVE'S OFFICE WwiTH HER coBERED-UP
BOOoYGUARD BEARING DOUN ON YUOU? KILL HIM WiTH
THE METAL TEACURP ON HER DESHK.

THINK BIG. SO0OUR AGENT IS A CUOUBERNETICALLYS
AUGMENTED, SUrPERHUMAN KILLING MACHINE.
AUGMENTED ISN'T A GAME ABOUT LABORIOUSLY
STICKING TO CQVER AS YOU TRADE BULLETS WITH
SECURITY GUARDS AND WUHITTLE DOUWN ARBITRARILY
JETERMINED HIT POINTS. ITS A GAME ABOUT Y0u
DESCRIBING HOUW Y0U WIiPED OUT THE ENTIRE ROOM
BY UOURSELF..PRQVIDED NQTHING GOES WRONG WITH
UOUR DANGER ODIE, OF COURSE.
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SPEAKING OF UWUHICH, JON'T BE AFRAID TO EXPOSE
UOUR AGENT T0O RISK. ACCUMULRATING NEGRATIVE
CONDITIONS MIGHT SEEm SCARY RAT FIRST BUT
THEY'RE NAQT ALUWAYS GOING TO BE RELEVANT TO
EACH CHALLENGE AND S90U HRAVE PLENTY OF
OPPORTUNITIES TO QVERCOME THEM. THINK ABOUT
CRERATIVE WAYS TO UTILIZE YOUR AUGMENTRATIONS
UHENEVER YS0U CAN. THEDRE YU0OUR PRIMARYS
AVANTAGE AS A CHARACTER BECAUSE THEY ALLOUW
Uou 70 MANIPULRATE CHALLENGE TEST RQLLS TO
RAVOIDO OANGER OUTCOMES AND MAINTAIN CONTRQL
0OF THE NARRATIVE. EVEN IF U0OU FAIL A CHALLENGE,
HRAVING A HIGHER RQLL ON THE AGENT OJlE CAN HELP
UOou RAVOoOo GETTING A MONOSUWOoORO SLIPPED
BETUWEEN YUOUR REINFORCED RIBS.

UWHEN IN DOoUBT ABOUT WHRAT Y0OU SHOUL DO OO0 NEXT,
JON'T BE AFRAID TO ASK QTHER PLAYERS FOR
GUIDANCE OR SUGGESTIONS. AND IF THERES
SOMETHING S0U WANT T0O oQ, BUT IT MAYS NQT SEEm
POSSIBLE, THROUW IT OUT THERE ANDUWAY. PART OF
THE SUPERVISORS J0B IS TO HELP Y0U TELL THE
MOST INTERESTING STORY POSSIBLE, SO THES MAY
BE ABLE TO HELP Y0OU FIND A PLAUSIBLE WAY T0
MAKE YOUR I0EA HAPPEN.

BE CRERATIVE. BE BOQLO ANOD JONT BE AFRAID TO
LERAVE YOUR AGENTS BRAINS SPLATTERED ALL
QVER THE PRAVEMENT. THE COMPANY CAN GET MORE.




SUPERVISING AUGMENTED

THE SUPERVISORS RQOQLE IN AUGMENTED IS
DECEPTIVELSYS COMPLEX. ON THE ONE HAND, THERE
ARE VERY FEUW RULES YOU NEED TO KEEP TRACHK OF
AND HARDLY ANY BOOKKEEPING TO MANAGE. BUT ON
THE QTHER HAND, THE OPEN-ENDED NATURE OF THE
GAME MEANS THRAT YOULL SPEND MUCH OF S0OUR
TIME TRYING TO SHAPE SOME SEMBLANCE OF ORJDER
OoOuUT OoF THE CHAOS AS PLAYERS BECOME MORE
COMFORTABLE WITH DESCRIBING THEIR GOALS AND
ASSIGNING JOANGERS, YOULL HRAVE PLENTSY OF
MATERIAL TO UWUORK WITH AS Y0OU MAaVE THE STORY
FORWARD. LISTEN TO THE PLAYERS UWHEN THEY
INTROODUCE OANGERS OR STORY ELEMENTS, SEIZE
UPON THEM AND WORK THEM INTO THE NARRRATIVE.

AUGMENTED ISN'T REALLY A GAME ABOUT
QVERCOMING TACTICAL ENCOUNTERS OR SQLVING
COMPLEX PUZZLES. YOU OON'T NEED TO PLAN OUT
THE SECURITY FERATURES AND LAYOUT FOR EACH
FLOOR OF A FIFTY-STORY BUILOING. THINK OF A
CLASSIC MavIE HEIST ONLY A FEW NATABLE
OBSTACLES ARE DESCRIBED;, EVERYTHING ELSE IS
JUST AN ANNOSANCE (ALTHOUGH ONE THRAT COouLD
COMPLICATE THINGS IF THEY TAKE IT FOR GRANTED).
PRESENT THE OBSTACLES TO THE PLAYERS AND

THEN GET OUT OF THE WAYS. YUou CAN THROW IN
COMPLICATIONS IF THINGS ARE GOING TOO SMOQTHLDS,
BUT IN MOST CASES, THE PLAYERS THEMSELVES UILL
GIVE YU0OU PLENTY OF ID0EAS THAT UWLL MAKE THEIR
LIVES MORE DIFFICULT (SOMETIMES ON PURPOSE).



THE GAME'S RESQLUTION SUSTEM couLo

PQTENTIALLY BE QUITE LETHAL, BUT IT PRAQVIDES
PLENTY OF OPPORTUNITIES FOR AGENTS TO "BOUNCE
BACK" FROM NEGRATIVE CONOJOITIONS UWHILE THE
CYUBERPUNK GENRE CERTAINLY PROMAQTES A "LIFE IS
cHEAP" APPROACH TO GAMEPLAY, SUPERVISORS
SHOULD TAKE A LIBERAL, “VIDEO GAME" APPROACH TO
CONFLICT AGENTS CAN TAKE AN INCREDIBLE AMOUNT
OF PUNISHMENT BEFORE EXPIRING, SO USE THRT TO
YUouUrR AQVANTAGE UWHEN NARRRATING ACTION
OUTCOMES AND ASSIGNING CONDITIONS. HRAVING SAID
THRAT, AGENTS ARE EXPENDABLE AND PLAYERS
SHOULDO BE ENCOURAGED TO TAKE OANGEROUS
RISKS UWHENEVER IT'S DRAMATICALLY APPROPRIATE.
JUST MAKE SURE THRAT DERATHS ARE MEMORABLE OR
EXCITING WHEN THEY OCCcUR (AND PREFERABLY
CLOSE TO THE END OF A SESSION).

AS A FINAL PIECE OF AQVICE, ODON'T BE AFRAID TO
PAUSE AND RESET THE NARRATIVE UHEN THE NEED

ARISES. AUGMENTED cCAN maveE gQUICKLY AND
SOMETIMES THE SUPERVISOR OR THE PLAYERS CAN
mMAKE A NARRATIVE DECISION THRAT UPSETS THE
FLOW OF THE GAME OR JUST D0OESN'T SIT RIGHT WITH
THE TABLE UWHILE GOOOU RAOLEPLASING INVAOLVES
DUITE A BIT OF IMmPRAQV, MOST PEOPLE AREN'T
PROFESSIONALS AND ARE GOING TO MAKE A FEW
MISSTEPS ALONG THE WAS. ITS OKAY TO ASK FOR A
JO-QVER.






GEAR

AUGMENTED DOESN'T NORMALLY BQTHER
TRACKING EQUIPMENT. AGENTS ARE ASSUMED TO
HRAVE UHRATEVER ITEMS THEY NEED TO COMPLETE
THEIR ASSIGNMENT. IF A PLASER THINKS THEIR AGENT
UWoUL D PLAUSIBLY HRAVE A SPECIFIC PIECE OF GEAR,
ITS GENERALLY SAFE TO ASSUME THEYS DJQ.
HOUWEVER, SOME GROUPS MAYS WANT TO TAKE A LESS
PERMISSIVE APPROACH. THEY cCAN use THE
FALLOUING GEAR RULE INSTEAD.

AGENTS CAN CARRY 4H PIECES OF GEAR:

ONE OF THESE ITEMS MAY BE A SIGNATURE
WEAPON. IT IS A JISTINCTIVE WEAPON ASSOCIRTED
WiITH THRT AGENT. UHEN THEIR AGENT WIELDS IT,
PLASERS MAY RERQAQLL ONE DIE RESULT AND KEEP
THE BETTER RQLL.

THREE OF THE ITEMS ARE CONSIDERED BASIC
CEAR. THIS COULOD INCLUDE A VARIETS OF
WEAPONS, ELECTRONIC EQUIPMENT, ORONES, THEY
mAY BE DJESIGNATED EITHER BEFORE OR ODURING
THE ASSIGNMENT.

PLAYERS MAY CHOOSE TO USE ONE OF THEIR
BASIC GEAR SLOTS FOR SPECIAL GEAR, A UNIQUE
AND POUWERFUL ITEM WITH VERY SPECIFIC USES. IF
THE SUPERVISOR THINKS IT'S UNLIKELY FOR THEM
TO HAVE SUCH AN ITEM, RAOLL OJ6. ON A 5-6 RESULT,
THED GET THE ITEM.




TAGS

SOmE ENEMIES AND OBSTACLES ARE mMOoRE
FORMIDABLE THAN QTHERS AUGMENTEDS CORE
RESQLUTION SYSTEM JO0ESN'T EXPLICITLYS ACCOUNT
FOR THIS TYPE OF OPPOSITION. SUPERVISORS MAY
ASSIGN THESE IMPEDJIMENTS A JESCRIPTIVE TAG TO
INDICATE WHRAT SPECIAL QUALITY THEY POSSESS. IF
THE TAG INTERFERES WIITH AN AGENTS ACTION IN
AND WADS, THE AGENT MUST FIRST TAKE AN ACTION TO
QVERCOME THE TAG.

EXAMPLE 1: A MERCENARY WITH THE "ARMORED” TAG
CANNQT BE HARMED BY NORMAL ATTACKS BECAUSE
THEIR ARMOR STOPS JAMAGE FROM REACHING THEM.
THE AGENTS COULD ELIMINATE THE TAG BY FINDING A
Ay 70 oAMAGE OR REMAaVE THE ARMOR. THEYS
COULD ALSO BYrPASS IT USING AN ATTACK ARMOR
UWOoUL D OFFER NO PRQTECTION AGAINST.

EXAMPLE 2: A SPRAUL FIXER WITH THE “WILY" TAG
CANNQT BE TRICKED OR PERSUADED BECAUSE

THEY'RE TOO QUICHK MINDED. THE AGENTS MIGHT FIND

SOME WAY OF INTOXICATING THE FIXER TO REMAavE
THE TAG OR SIMPLY INTIMIDATE THEM WITH FORCE TO
BYPASS THE TAG.
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PANIC BUTTON

AGENTS ARE PROFESSIONALS. THEY ANTICIPRATE
THINGS THRAT THE PLASERS WOULD NEVER CONSIDER
UNTIL THEYRE STARING OOUN THE BARREL OF
CERTAIN DEFERT. ONCE PER GAME SESSION, THE
PLASERS MAY HIT THE “PANIC BUTTON" TO NARRRATE
A FLASHBACK SCENE THRAT EXPLAINS HOoOWwW THE
AGENTS PUT A CONTINGENCYS PLAN IN PLACE
EARLIER TO HELPFP THEM GET OUT OF THE CURRENT
SITURTION.




AGENT ONBOARJDING QUESTIONS
SUPERVISORS MAY WISH TO CONDUCT AN AGENT
ONBOARDING INTERVIEW TO HELFP PLAYERS FLESH

OUT THEIR AGENTS PERSONALITYS, TRAINING, AND

BACKSTORY. THE FALLOUWING QUESTIONS CAN BE
UsEod AS THE BASIS OF THE INTERVIEUW OR SERVE AS
INSPIRRATION FOR ADDITIONAL QUERIES. SUPERVISORS
mAY ALSO ELECT TO CONOUCT EXIT INTERVIEUWS
FALLOUWING ASSIGNMENTS AS PART OoF THE
COMPANY'S ONGOING RESEARCH ON THE
PSYCHQAOLOGICAL STABILITY OF AUGMENTED AGENTS.

UHRAT WAS Y0OUR RALE IN THE COMPANDY BEFORE
YUOUR ACCIDOENT?

HOUW D10 Y0OU ACCIOENT OCCUR?T

WHRAT SPECIALIZED TRAINING DOl BUS0OU RECEIVE
FALLOUWING YOUR AUGMENTRATIONT

HOUW WOoUL D DU0U DESCRIBE UYOURSELFT

HOW WoUL D QTHER PEOPLE DESCRIBE YOU?
UWHRAT ARE YOUR STRONGEST QUALITIES?

UWHRAT ARE YOUR WEAKEST QUALITIEST

HOW D0 Y0U FEEL ABOUT YOUR AUGMENTRATIONST
DESCRIBE ANY CLOSE FRIENDS OR ASSOCIATES
SU0ou mAY HAVE.

DUESCRIBE UOUR FEELINGS TOUWARD THE COMPANY
IN ONE SENTENCE.










