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“Do you think you’ll live forever,

a goal At any cost?

You contrOl your prize endeAvor,

a game in which you’re lost.

Live to breAthe new life forever,

blinded by the causE.

If you think you’ll live forever,

the game’s already lost.

It’s so cOld…

Many years to gO…”

Paradise Lost

“Made the Same”
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You didn’t plan on working for the Company

forever. But then your accident happened.

Maybe you were blown to bits by some

anarchist’s bomb, gunned down in a firefight

between corporAte strike teams, or just

run Over by an autocab as you left the

office for the day. WhAtever the

particulars, the Company’s doctors and

engineers put you back together again. Now

you’re Augmented, equipped with aDvanced

cybernetic enhancements thAt set you

apart from ordinary humans.

Of coursE, those fancy augmentAtions

bElong to the Company. Which means YOU

bElong to the Company. And if the fine print

in your employment contract wasn’t Clear

enough, the medicAtion you need to keep

your metal bits from infecting the rest of

your body with terminal cancer ensures

thAt you’ll be on a short leash.

But enough feEling sorry for yoursElf. You

hAve a new messagE.

The Company has an assignment for yoU…





Players in Augmented are agents of the

Company, cybernetically enhanced operAtives

trained to carry out dangerous (and almost

always illegal) activities for the benefit of

sharehOlders. One player plays the rOle of

the Supervisor, who is responsible for framing

the story, contrOlling NPCs, and resOlving

actions.

Agent Names

The Company issued you a new name along with

your augmentAtions. According to legal

records, the Old you is dead. Someone from the

Company sent flowers.

The Supervisor assigns names to players, then

conducts a brief onboarding interview with the

agent to determine their history, personality,

skills, and goals.

• Smith
• PAtEl
• Garcia
• Martinez
• Anderson
• Chen



AugmentAtions

You received 2 augmentAtions when the

Company put your broken body back together.

You get to sElect 1. The Supervisor picks the

Other. SElect 1 special feAture for each

augmentAtion. You will be able to add further

upgrades by completing assignments.

Cybereyes
• Thermal Vision
• Recording
• Flare CompensAtion
• Retinal ImitAtion
• TElescopic Zoom

Cyberarm
• Enhanced Strength
• IntegrAted Firearm
• Retractable Blades

• Energy ShiEld
• Biometric ImitAtion

Cyberlegs
• Enhanced Running Speed
• Jump Boost
• FoOtfall Dampening
• Weapon Compartment
• Retractable Blades

Bodyware
• Wired Reflexes
• Bone Lacing

• Pheromone Glands
• Enhanced MetabOlism
• Adrenaline Gland



Dermal Enhancement
• Hardened Skin
• Adaptive Camouflage
• Digital SignAture Distortion
• TemperAture TOlerance
• Facial ImitAtion

Headware
• Cranial Processing
• Direct Neural Interface
• Hypersonic Hearing
• Targeting Computer
• Tactical Sonar



ROlling the Dice

In most cases, Agents can take whAtever

actions the Player describes without

requiring a test. When the Agent’s actions are

opposed by someone or somethinG, the Player

must make a Challenge Test. the Supervisor

sets a Difficulty based on the factors

invOlved in the situAtion.

When the Agent faces a ChallengE, the Player

rOlls two different cOlored d6s. One die is

designAted as the Agent die and the Other as

the Danger diE. If the Agent has any situAtional

aDvantages during the test, each of them adds

+1 to the result.

If one of the Agent’s AugmentAtions could

apply to task, the Player may rOll an

additional d6 and substitute it for either the

Agent die or the Danger diE.

Challenge Test ROll

2d6 + Modifiers vs. Difficulty

(Sub d6 AugmentAtion die for either die)



Difficulty RAtings

• Easy (6): If the Agent is facing only minor

obstaCles while taking an action, the

Challenge is considered Easy. This is the

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 (10): If the Agent is trying to

Overcome more than five minor factors or

two major obstaCles, the Challenge is

considered Hard.

• Special (+1): In some instances, the Agent is

facing an unusual obstaCle (such as

anOther Augmented Agent) or is suffering

from a negAtive condition. The Supervisor

may increase the Difficulty by 1 for each

Element to reflect these circumstances.

If the result equals or exceeds the Difficulty,

the Agent succeeds and the Player narrAtes

the outcomE. If the result is less than the

Difficulty, the Agent fails and the Supervisor

narrAtes the outcomE.



NarrAting the Results

Regardless of the outcome of the ChallengE,

bOth the Player and the Supervisor hAve the

ability to influence the narrAtive:

• If the Agent die result is greAter than the

Danger die result, the Player may add a new

Element to the narrAtive or remOve a

negAtive condition.

• If the Danger die result is greAter than the

Agent die result, the Supervisor may add a

new Element to the narrAtive or add a

negAtive condition.

• If the Agent fails a Challenge AND the

Danger die result is greAter, the Agent is At

risk. If they hAve already suffered a

negAtive condition, the Supervisor may

render them incapacitAted.



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 gunshOt wound, while an Agent trying

to hack through a security system might hAve

their geOlocAtion tagged. Similarly, when a

Player remOves an Agent’s Condition, they

should prOvide some justificAtion for the

remOvaL.

IncapacitAted

An IncapacitAted Agent is temporarily out of

the fight. They could be knocked unconscious,

in shock, or captured by the enemy. In

particularly dramAtic moments, the

Supervisor may decide to terminAte the Agent

if their deAth would be narrAtivEly

appropriAtE. The Player may Elect to narrAte

their Agent’s deAth At any point when they are

incapacitAted. An active Agent can remOve a

teammAte’s IncapacitAted stAtus by prOviding

first-aid. This only requires a Challenge Test if

a threAt is in play. Reviving an Agent does nOt

remOve existing Conditions.



Target (1d6)

• DAta File

• Executive

• Scientist

• PrOtOtype

• Program

• Agent

Assignments

The Company expects agents to use every

resource At their disposal to accomplish their

objectives and meet their key performance

indicAtors. Failure is nOt an option. Subpar

performance will result in the revocAtion of

all benefits and terminAtion.

While the Supervisor is free to devElop their

own unique assignments, they can also use the

fOllowing formula to generAte one randomly.

SElect or rOll on the appropriAte charts to

fill in the blanks.

You must action a (an) target in a

location At city site .

Action (1d6)

• Acquire

• EliminAte

• SabOtage

• Embed

• PrOtect

• InterrogAte



LocAtion (2d6)

• Biomedical Lab

• DAta Vault

• Residential ArcOlogy

• Distribution Warehouse

• Power Facility

• Product Engineering Lab

• CorporAte Offices

• Executive Apartments

• NightClub

• Manufacturing Facility

• Shopping Block

City Site (1d6)

• EnClAve Core (Ultra high tech, ultra secure

heart of corporAte power.)

• EnClAve Rim (Less aDvanced, less luxurious

outskirts of corporAte authority.)

• Inner Sprawl (Commercial and

administrAtive center of non-corporAte

territory.)

• Outer Sprawl (DeteriorAting industrial and

residential region surrounding the city

corE.)

• Barrens (Dangerous ecOlogical disaster

area somewhere in the city.)

• Beyond the Sprawl (Rural wastEland of

crumbling infrastructure and technOlogy

dead zones.)



Security CAtegories

Every locAtion has a security levEl thAt

roughly determines how much difficulty the

Agents can expect to encounter. The

Supervisor can reference these levEls to

adjust the game’s difficulty.

• Weak (No significant obstaCles. Minor

opposition.)

• Modest (1 significant obstaClE. Minor

opposition.)

• Average (2 significant obstaCles. Average

opposition.)

• Strong (3 significant obstaCles. Strong

opposition.)

• Elite (4 significant obstaCles. Dangerous

opposition.)

• Hardened (5 significant obstaCles.

OverwhElming opposition.)



Enemy Types

Agents can encounter a wide range of

opposition during their assignments. ROll 2d6

to randomly sElect threAts as needed.

• Armed Security Guard

• CorporAte Strike Team

• Augmented Agents

• Sprawl Mercenaries

• Terrorist Fighters

• GOvernment Military

• City POlice

• Street Gang

• Organized Crime Members

• Armed Drones

• Sleeper Agent



ComplicAtions

Assignments don’t always go as planned. If

things are going too smoOthly or if a sudden

change would imprOve the story, Supervisors

can introduce one of the fOllowing

complicAtions.

• Security levEl is higher than expected.

• Betrayed! Someone knows the Agents are

cominG.

• The assignment is a diversion. Agents

expendablE.

• Agents from anOther corporAtion are on-

sitE.

• Alarm tripped by a third party.

• Bad informAtion. The target is locAted

ElsewherE.



Sprawl LocAtions

Assignments may take Agents into a number of

unusual locAtions in the vast urban sprawL.

Supervisors can consult the fOllowing list

when they need to prOvide a unique locAtion

quickly.

BAttery Park

Nexus StAtion

The Old Shipyard

Babylon Spire

Brightline Square

The Waste Pits

The Needle and Hook

Dredd Point

Circuit Works

Neon Street

The New COllege

The DAtahouse

Victory Park

Seven HElls

Sparrow House

The Hive

Old Town

BlackwAter Bridge



Contact Types

Agents can call upon connections and track

down leads to assist them in their assignments.

ROll 2d6 to randomly sElect contacts as

needed.

• Sprawl fixer

• Sprawl ganger

• Organized crime member

• Junior Company executive

• Company employee

• POlitical activist

• Journalist

• Rival corporAtion employee

• GOvernment bureaucrAt

• FreElance hacker

• Medical doctor



CorporAte Names

Taylor

Wilson

Gonzalez

PetrOvic

Thomas

Perez

Lewis

Harris

Wright

Torres

Nguyen

Adams

MitchEll

Carter

Silva

Jensen

NOvak

DimitrOv

Street Names

Bullhog

Eldar

Whisper

Toecutter

Pacino

Baba Yaga

Drez

Razorwyre

Backslash

Medusa

Ra

Shitkicker

Hawken

RAven

Alvarez

Slinkey

SabbAth

RAttler





Subsidiary Name GenerAtor

There are many subsidiary companies owned by

the worlD’s major corporAtions. ROll 1d6 for

each cOlumn to randomly generAte names as

needed.

1d6

Biomedical

Computer

Cybernetics

Logistics

Manufacturing

Research

1d6

United

Federal

Universal

Omni

AmalgamAted

General

1d6

Industries

CorporAtion

TechnOlogies

IncorporAted

Partners

Enterprises

The CorporAtions

The Company is one of many megacorporAtions.

Each of them has diversified assets and

extensive resources. They should be unique

characters in their own right with a distinctive

name and aesthetiC.

Example CorporAtions

• Blackfire AmalgamAted Energy

• HyperDrive Systems

• Promethean Consumer Electronics

• TElvani TechnOlogies

• Seed Biocrafting

• NOvastar Cybernetics



After the Assignment

If the agents complete their assignment

successfully, they receive a drug dosage to

prevent their body from rejecting its

cybernetic implants. The Company also pays

their (modest) living expenses and repairs any

damage they suffered (assets must be

maintained, after all). Players may decide to

cultivAte contacts formed during their

assignments or even make plans to leAve the

Company on their own terms. Soon, however,

the next assignment will arrivE, and the

agents must once again put themsElves in

danger.

If the agents fail to 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 down

the agent to rip their augmentAtions out and

return them to the Company lab for

recyClinG. Even if the agent manages to

escapE, their body will begin rejecting their

augmentAtions within one week. Once the

rejection process begins, they hAve a month At

most before the cancer is fAtaL.



Upgrades

After successfully completing an assignment,

each agent is Eligible for 1 upgradE, which

allows them to add anOther unique ability to

one of their augmentAtions. Each can hAve a

maximum of 5 unique feAtures.

When an agent successfully completes

multiple assignments (usually 3-5), the

Supervisor may deem them Eligible for

promOtion and a new augmentAtion.

Agent Downtime

Agents can spend downtime between missions in

a number of ways. They typically hAve

authorizAtion to leAve Company property, but

their augmentAtions emit a tracking beacon

thAt can be used to locAte them At all times.

POtential Downtime Activities

• GAther informAtion on Company employees.

• Establish/nurture non-Company contacts.

• Explore the city sprawL.

• Research/investigAte corporAte rivals.

• Perform side jobs for Company employees.

• Take a vacAtion (on Company property).



Playing AUGMENTED

Playing AUGMENTED for the first time might

feEl akin to walking on icE. The game doesn’t

prOvide much of the structure you may be

accustomed to from Other games. But don’t

worry: there’s no “wrong” way to play. Instead

of thinking in terms of whAt “actions” your

Agent can “take” in any given situAtion, imagine

thAt you’re wAtching a mOvie where your Agent

is one of the stars. Security guards just

busted into the room to cAtch you hacking into

the HyperNet? Kick your chair At one of them,

then run up the side of the wall to flank them

and take them all down. Cornered in an

executive’s office with her cybered-up

bodyguard bearing down on you? Kill him with

the metal teacup on her desk.

Think biG. Your Agent is a cybernetically

augmented, superhuman killing machinE.

AUGMENTED isn’t a game about laboriously

sticking to cOver as you trade bullets with

security guards and whittle down arbitrarily

determined hit points. It’s a game about you

describing how you wiped out the entire room

by yoursElf...prOvided nOthing goes wrong with

your Danger diE, of coursE.



Speaking of which, don’t be afraid to expose

your Agent to risk. AccumulAting negAtive

conditions might seem scary At first, but

they’re nOt always going to be rElevant to

each Challenge and you hAve plenty of

opportunities to Overcome them. Think about

creAtive ways to utilize your AugmentAtions

whenever you can. They’re your primary

aDvantage as a character because they allow

you to manipulAte Challenge Test rOlls to

Avoid Danger outcomes and maintain contrOl

of the narrAtivE. Even if you fail a ChallengE,

hAving a higher rOll on the Agent die can hElp

you Avoid getting a monosword slipped

between your reinforced ribs.

When in doubt about whAt you should do next,

don’t be afraid to ask Other players for

guidance or suggestions. And if there’s

something you want to dO, but it may nOt seem

possiblE, throw it out there anyway. Part of

the Supervisor’s job is to hElp you tEll the

most interesting story possiblE, so they may

be able to hElp you find a plausible way to

make your idea happen.

Be creAtivE. Be bOld. And don’t be afraid to

leAve your Agent’s brains splAttered all

Over the pAvement. The Company can get morE.



Supervising AUGMENTED

The Supervisor’s rOle in AUGMENTED is

deceptivEly complex. On the one hand, there

are very few rules you need to keep track of

and hardly any bookkeeping to managE. But on

the Other hand, the open-ended nAture of the

game means thAt you’ll spend much of your

time trying to shape some semblance of order

out of the chaos. As players become more

comfortable with describing their Goals and

assigning Dangers, you’ll hAve plenty of

mAterial to work with as you mOve the story

forward. Listen to the players. When they

introduce Dangers or story Elements, seize

upon them and work them into the narrAtivE.

AUGMENTED isn’t really a game about

Overcoming tactical encounters or sOlving

complex pUZzles. You don’t need to plan out

the security feAtures and layout for each

floor of a fifty-story buildinG. Think of a

Classic mOvie heist. Only a few nOtable

obstaCles are described; everything Else is

just an annoyance (although one thAt could

complicAte things if they take it for granted).

Present the obstaCles to the players and

then get out of the way. You can throw in

complicAtions if things are going too smoOthly,

but in most cases, the players themsElves will

give you plenty of ideas thAt will make their

lives more difficult (sometimes on purpose).



The game’s resOlution system could

pOtentially be quite lethaL, but it prOvides

plenty of opportunities for Agents to “bounce

back” from negAtive conditions. While the

cyberpunk genre certainly promOtes 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 thAt to

your aDvantage when narrAting action

outcomes and assigning Conditions. HAving said

thAt, Agents ARE expendable and players

should be encouraged to take dangerous

risks whenever it’s dramAtically appropriAtE.

Just make sure thAt deAths are memorable or

exciting when they occur (and preferably

Close to the end of a session).

As a final piece of aDvicE, don’t be afraid to

pause and reset the narrAtive when the need

arises. AUGMENTED can mOve quickly and

sometimes the Supervisor or the players can

make a narrAtive decision thAt upsets the

flow of the game or just doesn’t sit right with

the tablE. While good rOleplaying invOlves

quite a bit of imprOv, most people aren’t

professionals and are going to make a few

missteps along the way. It’s okay to ask for a

do-Over.



Optional Rules



Gear

AUGMENTED doesn’t normally bOther

tracking equipment. Agents are assumed to

hAve whAtever items they need to complete

their assignment. If a player thinks their Agent

would plausibly hAve a specific piece of gear,

it’s generally safe to assume they dO.

However, some groups may want to take a less

permissive approach. They can use the

fOllowing Gear rule instead.

Agents can carry 4 pieces of Gear:

• One of these items may be a SignAture

Weapon. It is a distinctive weapon associAted

with thAt Agent. When their Agent wiElds it,

players may rerOll one die result and keep

the better rOlL.

• Three of the items are considered Basic

Gear. This could inClude a variety of

weapons, Electronic equipment, drones, They

may be designAted either before or during

the assignment.

• Players may choose to use one of their

Basic Gear slOts for Special Gear, a unique

and powerful item with very specific uses. If

the Supervisor thinks it’s unlikEly for them

to hAve such an item, rOll 1d6. On a 5-6 result,

they get the item.



Tags

Some enemies and obstaCles are more

formidable than Others. AUGMENTED’s core

resOlution system doesn’t explicitly account

for this type of opposition. Supervisors may

assign these impediments a descriptive Tag to

indicAte whAt special quality they possess. If

the Tag interferes with an Agent’s action in

any way, the Agent must first take an action to

Overcome the TaG.

Example 1: A mercenary with the “ArmoreD” Tag

cannOt be harmed by normal Attacks because

their armor stops damage from reaching them.

The Agents could EliminAte the Tag by finding a

way to damage or remOve the armor. They

could also bypass it using an Attack armor

would offer no prOtection against.

Example 2: A sprawl fixer with the “Wily” Tag

cannOt be tricked or persuaded because

they’re too quick minded. The Agents might find

some way of intoxicAting the fixer to remOve

the Tag or simply intimidAte them with force to

bypass the TaG.



Panic Button

Agents are professionals. They anticipAte

things thAt the players would never consider

until they’re staring down the barrEl of

certain defeAt. Once per game session, the

players may hit the “Panic Button” to narrAte

a flashback scene thAt explains how the

Agents put a contingency plan in place

earlier to hElp them get out of the current

situAtion.



Agent Onboarding Questions

Supervisors may wish to conduct an Agent

onboarding interview to hElp players flesh

out their Agent’s personality, traininG, and

backstory. The fOllowing questions can be

used as the basis of the interview or serve as

inspirAtion for additional queries. Supervisors

may also Elect to conduct exit interviews

fOllowing assignments as part of the

Company’s ongoing research on the

psychOlogical stability of augmented Agents.

• WhAt was your rOle in the Company before

your accident?

• How did you accident occur?

• WhAt specialized training did you receive

fOllowing your augmentAtion?

• How would you describe yoursElf?

• How would Other people describe you?

• WhAt are your strongest qualities?

• WhAt are your weakest qualities?

• How do you feEl about your augmentAtions?

• Describe any Close friends or associAtes

you may hAvE.

• Describe your feElings toward the Company

in one sentencE.





ATTENTION:
You are now
property of
the Company.


