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Rules for inrzvwired Cyberpunk LRP
Introduction

Welcome to BODYOOUNT 2: the wieveisd live role-play spstem. What follows totalk
supersedes ony system used greviously, BODTCOUNT has been totolly overhauled
since its first incomation, hopefuily making it a more playcble system It is
inevitoble that this system will not please everyone, but ony set of live role-play
rules (especiclly those involving firearms) require co-operation from the ployers,
Please toke your time to absorb the rules within this booklet. The better they ore
understood and the more accurately they are enacted, the smoother the system will
nn.

Thanles
The VT Erwired referces

Note on Version 2.2: There are some minor bug fixes thot dida't get fixed before the
the spell chedk in version 2.1.
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System Rules

“Time Freeze

Time In’

*Time Out"

"Man Down"

B -

There ore o few non-combat rules that apply to evenyone. Many LAPers will ba fomiliar
with these okready, o5 they are faldy stondord throughout the hobby. However, it is
cluays worth stating them once more, both for newcomers and to ensure that we ore

all tolking the some "language”

« System Calls

- Signified by o verbal call of o blost on o whistle. Something is hagpening thot you
should not be aware of. The "in game” flow of time has been suspendad. You should
stand still and dose your eps. Hum softly to mosk other sounds. The referee ma
have instructions for you. Cthenwise, woit for the "Time Ia* call, ond continue s if
nothing had hapgened. Do not react instantly to any changes that have occurred
when the Time freaze i< over,

- Signifies the beginning or restart of the gome. You are *in character”.

- Signifies the end of the: game {as In "final Time Out*), or o break In play for o period
too long for o Time freeze. In the second case, cwalt the referee's instructions, and
do not perform (or distuss) oy In character octions.

- Signifies thot a real (i.e. cut of game) Injury hos occurred. The game will stop os If o
Time Out had been called. €nsure one of the first aiders has been sent for. If you one
asked to ossist, please do so.

"Time Freeze”, "Time In* and "Time Owe* cre usally only called by the referees. "Man
Down® should only be cafled in the case of a real injury. Never use "Man Doun as an

ingome coll.

Should you think onother player is cheating, wait until ofter the situation, then tolk ta
a referee. Often characters will be copable of things you are unowere of. OFf course, If
someone is found to be dwating, the referees will come down hord on them. You will
not be penalised for someone ¢lse's bad role-playing against you.

« Phys Rep Drags

i G wied will supply ol in gome drugs, They will toke the form of coloured sweets,

Anyone found in possession e under the infivence of so-clled recreational drugs will
be removed from the site. The Police will be informed where necessarny.

* fAlcohol

PG wired have no objections to olcohol o site. You maoy be required to hond it

over to the referees before Time In, depending upon the event (see the Event or Site
Guide). You are all odults, ond ore expected to be able to drink in moderation, if Yo
must drink. fyone found to be under the influence of alcohol to a dangerous extent,
os decided by the referees, will be removed from ploy untll sober. A repeat
peformance will result in removal from site.

« Smoking

Smokers are asked to fully obey the smoking rules os specified in each Evant or Site
Guide. Whatever the event, please ensure your cgerette is fully out uhen you are
finished with it ond the butt Is put in @ bin or osh tray.
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Skills

No Skill

Basic
Advanced

Exceptional

Beyond

o= s e B B el ey R

* Weapons

NGV wised use latex or gaffa tape weopons for hand-to-hand combat. These must
be judged os sofe by a referee. No real or replica blades are to be brought to any
event, Most types of replica firearms ore acceptable (cop gun, soft oir etc). They must
nat fire any form of projectile. Blonk firing weapons are acceptabile only under the
following conditions:

1. They cre used only If the site of the event allows them (see the Event or Site
Guide).

2. They are only to be fired between the times set dowa by the site (see the
Event or Site Guide)

3. They must never be discharged in o bullding.
4. They must never be discharged within 15 feet of ancther person.

Besldes pour character's physical attributes, and your tech's spacifications, skills are
an Important part of whot your character is. In BODTCOTRT 2, we hove defined skills o
little more tightly, although you still tell vs what you want and how good You wont to
be. We do not intend to onticipate every skill you could ask far, but the following
genesic system will cope with it

Skills are broken down into the following “levels* of ability:

- Nox really o level of ability, this represents the loymon's knowledge or catitude in o
given areo, Even o loyman is not wholly ignorant on a subject,

- This level is equivalent to o hobbyist or someone with @ basic grounding in the =kill.

- This is considered the level of professionol obility. You are highly trained, end could
aatn your living if you chose employment in this area,

- At this level, you ars beyond normal humaon maximums. This represents artificially
enhanced obilities, or inncvative, field brecking resecrch sdentists.

- It is possible to exceed the shill level of "Exceptional’, but sudh a level will never be
ottained by o player chorocter. Only referee-controlled entities may have this level of
ability.

= How Skills Aire Used
Vesy simply. there are two different bypes of use:

1. To recoll knowledoe of o subject (eg: “How much do | know about Moas
Biotech?*)

2. To ceatelreseorch somezhing related to the skill (eq: "l wont to bulld a naw
tooster™)

A referee will decide how difficut 1t will be to remember or how complicoted It will be
to build, and essign it upon o level (agaln, this will be No SilllBasicRdvanced etc)

* Ifyou are trying to recoll something, and your skill level matches the difficulty
assigned, you will be told there ond then (even if it is not, you mowy still get o
hint).

¢ [Fyou are trying to make/modify something ond your skill is equal to the
assigned difficulty, you will be told how long it will take. IF your skill is greater
than the difficulty. you will odhleve success quicker, You may even be cble to
toke longer to complete o task that is more difficult than your skill level.
"Making Things" will usuolly require resources or equipment of a quality equal
to the task,
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Getting
Physical

s ployers, you will never see o comprehensive list of skills, difficulties and time
token. etc. The referee’s discretion ploys o significant port in the equation.

The above system will often be too complex for some skills: you seldom need to
*areate” anything using *Basic french”, It is loid out here so os players. you have on
understanding of the mechanlcs.

€xample: Breaking a coded lock
Skill: Security (Basic)
Equlpment: “Black Box" Code Breaker (Advanced *)
Difficulty: Basic (Low Security Lock)
Time Taken: 15 mirtes

* using equipment betterthan your skill level gives ao odvantoge!

If the door had been Advanced, It would have taken 30 mimutes. If the Skill hod been
Advanced instead, it would hove taken seven minutes.

Where this system proves Inadequate Is in dewling with combot and healing. The
next sections of this booklet take vou through the various type of combat, damage
ond healing.

This saction covers the physical attributes of a person, Including strength, reflexes,
and how mudh domage a body con take. It also covers atmouring parts of the body.

* Hit Points

Gverything hos Hit Points. they reflect the amount of damoge an object or person con
take before it falls apart. Humans (using the term very broadly) hove 6 locations
which are divided into:

HEARD
BODY
LEFT LEG
RIGHT LEG

LEFT ARM Giaal PRy
=

RIGHT RRM Lo | T A

Losing Hit Points, besides being very |
painful, is covered In the Damage |
section of these rules. - — AL

Not every human or humanoid has the | \
scme number of hits on o locction, Table o, | !
1 below details this.

Table 1: Hit Points
Location |Body Rating | Example
0 1 0 Child
1 2 1 Normal Human
2 el 2 Combat Replicant or
Structurally Enhanced Human
3 6 3 Unarmoured Terminator or
Enhanced Combat Replicant
4 5 4 Enhanced Tarminator
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Strength, not swprisingly, is o measure of how strong you ore, It is rated os o number
from 1 to 4. This figure is used to establish how much you <an lift, how much damoge
you inflict in hand to hand combat, end If you are knocked down from an attack,

When exedting your strength agoinst another person, to lift them or restrain them, you
coll youwr strength roting: “Strength 3* ete. IF it is greater then theirs { or suffickent to
lift them) then you suceed,

Note: o single strong limb cannot lift to its strength rating. The rest of the body
simply will not support IE. it con arip (for example) to 1ts reting though.,

able 2: Strength
Rating |Example
0 Child

1 Normal Human

2 Twice Normal Strength:

Combat Replicant, Superior Muscie Graft or “Strong" Cyberware
3 Four Times Normal Strength:

Terminator or Top Of The Range Bionic Limbs

4 Eight Times Normal Strength:
[ Top Of The Range Terminator

Knockback IF you get hit by on attack that inflicts more domage than your body's (not just a

limb's) strength roting, you will be knocked down and cway from the attack. This
opplies even if your amour absorls the hit (see the section on Rrmour). Even If you
ore not knodied down, remember Lo rofe-ploy the effects of the hit.

* Reflexes

Reflexes, or more importontly, "Enhanced” reflexes ore o meoswre of how scon your
hand (etc) moves after your brain tells it to. It is not obout ruming oround like *The
Six Million Dollor Man®, It is used for dodging attacks, and for enhancing acowacy with
firearms.

Table 3: Reflexes
Rating |Example
0 Child
1 Normal Human Reactions

2 Twice Human Reactions.
Combat Replicant, Reflex Booster, "Speed Wired" Cyberware or

Combat Drugs

3 Four Times Normal Reactions.
Top of the Range Reflax Boost

4 Eight Times Normal Reactions

Dodging  This is an easily abused abllity, so requires tight control. When dodglng:
* You must be free to move ond be able to throw yourself oway from the attodk
¢ You must be aware of the attack and facing the ottacker

¢ You must announce your action immediately after your ottocker finishes their
coll (see Combat) by saying "Gloncing Blow™

[ e e M e e
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Note: Rrehaic armour such
as chalomil ond
studded lecther is little
use in modem tombot,
Platemail ond Chalnmail
are equivalent to 2 point
extermnol armour agalnst
hond to hand weopons,
but ere only worth one
point ogalnst firecems,
Studded leather would
be worth one point
versus hond to hand, but
nothing ogainst firecrms.
They always require the
best phwys reps.

Note: Subdual domags
does not use up amovr,
However, if you recelve o
Llow that Inflicts more
camoge than your
ormeer, the excess is
<aried over to the
focation (see Combat),

Note: Rigld armour or
better will stop ammour

plercing damoge going

through your armour.
treat "AP* rounds as

"Standard" reunds {(see
Combat),

Note: €ven If pour armour
fully protects you from o
blow, you will still feel
some degree of
knockback so reoct to

every blow, Role-ploy itf

You evoid all the physical damage from that oztack, but still suffer any side
effects of the hit (Poison, taser, atc)

* Vou may only use the ability a set number of times dependont upon your reflex
rating:
rR_ating Dodge Frequency
1 Not Applicable
2 Once per combat
3 Twice per combat
4 Three times per combat

Note: For the purposes of this chart, @ single combat should be taken os o perod of
30 mirges from the moment the cheracter became awaore of the combat,
le @ once: per combat dodge can be used (ot most) once every half on hour,

Note: The Dodge/Glancing Blow could be used to throw vourself In front of someone
else and “take the bullet” for them. All the above rules opply (except vou take full
domage to the dedy) and you must be within one step or dive of the Intended

target.

* @rmour

Armour effectively odds to the hits of the wearer, There are various types of armaoor
praviding different levels of grotection. Rrmour only protects the areas it covers. The
differencs between armour and hit points is this: ormaour gets used up and will not
get better, while hit points will {eventually) heol. With armour on the body, the front
and bock ore considered different lacetions for the purpose of getting used up.

Armour comes In two cateqories:
¢ Internal: surgically Implanted In the body
*  Gxemal: worn armour (whidh usually requires o phys reg)

Table4: Armour
INTERNAL
[Protection | Type |Description Phys Rep
1 Skin Weave |Expenswe, "self-repairing” None
Kevlar-based skin substitute
2 Sub-dermal  |Rigid Kevlar laminate or ceramic None
Plating plates implanted against the
ribcage or skull |
EXTERNAL
Protection |Type Description Phys Rep
1 Cloth Armour |Heavy Kevlar weave fabric Heavy Denim or
better
2 Semi-Rigid | Cloth armour with Keviariceramic Bike Leather or
Armoaur peates in vital locations padded material
3 Rigid Armour | Large interlocking Kevlar laminate |Real bullet-proof
or ceramic plates within cloth vest of similar
armour
4 Battle Suit Fully integrated ceramic sheft Seriously over
providing "armoured vehicle” class |the top phys rep
protection. Only viable as personal [(Gundam style)
armour in powered Battie Suits
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Combat

This section deals with violence of all types. It covers all eventuclities with all forms
of combat. How well It does thot depends on the co.operation of the ployers,
Understanding what follows and role-playing it in the spirit ond the word of the rules
is what makes any combat system work.

* Melée/Hand To Hand

This section deals with combat involving sofe weapons (Latex and Gaffa tope).
Hitting people with improvised weapons such as o real choir is covered in the
brawling system which follows.

As previously stoted, the weanon used under this section must be sofe as ceared by
a referee beforehand, the weapon should be continually dieck throughout the event,
as damage may occur rendering it dangerous, The weopon must olso be used in o
safe manner. Pulled blows, ao thrusting with cny weopon, ond ne head hits
(unrealistic but safe) are the basics of this.

Melée can be role-ployed well: use o beseball bat like ¢ base ball bat, net like o
ropéer. Al terminator could wield it like o ropier, if it wished. but if it wanted its high
damage modifier, it would have to use it properiy.

Bows, crossbows and tvown weagons (exduding grenodes) also use these hand to
hand rules (stronge, but true). Agoin, the phys reps must be safe. Bow poundage:
25ibs maximum, Hend qossbow poundage: 45 Ib marimum,

A successiul hit Is obviously where ever you hit them, so vour damoge with o
weapon becomes a function of your skill, Damoege is called os the blow strikes {see

the section on Damage)

= Brawling/Martial @Grts
This system is used when safe weopons ore not an option (eg: hands, feet, rippers or
chairs). You oct out the blow you wish te inflict moking sure vou avold AL ohusical
contact. The blow Is accompanied by o call:

Brawling - location - Domage
For example:

*Browling - Head - Double”

Your torget sheukd react appropriately,

IF your target con move thelr arm opproprictely to blodk the blow, ogaln, awiding
phusical contoct. they moy do so. However, bloking may hurt.

* Blodking a “lethal’ attadk (see Damage): you take full damoge for the attack
(b it is on your am, not your head!).

* Blocking o "subduol® ottock (see Damage): this will hurt if the ottack doss
more damage than you would do with your bare honds.

In both cases cemour covnts as normal.

Example: You get hit with a plank doing tripks. You blodk with youwr hand (normolly
doing single). You would take o doubre subduol to your am,

Your skill s used out as o modifier to the domoge you couse. See the foliowing
section,
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Skill:

* Melée & Brawling Damage

This domoge system is used for oll martial orts, hand to hand weapons, and bous or
crossbows. The acual effects of the domoge coused ore dealt with in the Damage
section. '

Your base damage is your strength raking o your weapon damage, whichever is
greater. The only exception is bows and crossbouws, which hove o bose domage set
for the weapon regardless of the strength of the user,

Table 5: Melée & Brawling Weapons
Weapon Damage

|Dagger

[Knuckle Buster
One Handed Sharp
Cne Handed Blunt
Two Handed Sharp
Two Handed Blunt
Chainsaw '
Composite Bow
Crossbow
IMonoféament *

S lalwININ|@alalala

{

' The chainsaw must be running to inflict domage.
* Monofilement is very expensive, impossible to obtaln, and dangerows to handle,

Note: Sharp weepons Inflict lethol domoge, blunt weapons inflict subdual damage
(see the section on Damage for detalls).

Note: Arows ond cossbow bolts moybe fitted with o voriety of special heads
(armour piercing etc). Damage or effect modifies the base domoge as per the firearm
damoge rules. (no. you con’t have DPU arrowheads!)

Note: Yes, cn averege human (with a strength rating of 1) inflicts the same amount of
damoge with thelr bare hands as with o one honded clubl Hitting o hard target will
hurt your hand. It wont huet the dub.

Note: Beside the octual domage, meka weapons con have special effecs, sich as
Taxins o Tasers (see Damage).

How good you ore with your weoponfhands in combat reflects o modifies to your
bose damoage. The actval modifier Is stondard regardiess of weapon type. The level
of skill makes the difference. Find your skill level on the toble below. Please keep In
mind although you could pick up some talent with o dwinsow you would be walikely
to find a "master’ to give you "edverced” training.

able 6: Skills
Level Description Base Damage Modifier
No Skill No training None
Basic Limited training or lots of practice +1
Advanced |Extensive formal training +2or

+ 1 and special ability
Exceptional |Fully trained and specifically enhanced + 2 and special ability or

+ 1 and 2 special
abilities
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Note: "Specicl Ability” signifies some additional effect you inflict in that particular
type of combaot. It may vary frem skill ta skill and from individuol to individual.
Examples might b :

Disarm - with o sword

Acouraoy - with o bow

Plus 1 enhanced reflexes - with ainjitsy.

» Firearms

Gun play in LAP is always o problem. To moke things os simple os and enjoyable as
possible o number changes have been made from tha original system.

One of the biggest problems arises in large firefights with evenane showting
different calls. We have minimised this as for as possible but the biggest foctor is
how well a situction is le-played by those involved. We know in the “heat of
battle" peaple get carried away, but please try to follow the system without taking
shoet cuts.

Using a fire orm involves o call ideatifying your target and your domage . This coll is
steadord;

(Riming) - Fire - Targetlocation - Pamage
1: Riming - a silent count of two seconds whilst you torget your victim

2: Fire - discharge the weopen. IF your phys rep does not make o noise then
you be reduced to shouting BANG, (Sad but true)

o Target/Location - identify whe (by name or distinguishing feature) and
where {on which location!)

4: Damage - os dorified loter In this section, bosed on weapon cnd
ommunition,

The Target then reodts os apgropriate.

This means thet, essuming your fire orm makes o noise you just call pour target and
your damage. NOTE: It is the firer's respansibility to make sure your target
understonds by using loud dear calls. If the torget con't hear you they won't be oble

to toke damage!

Your skill govemns the accurooy with which you can hit o terget . The type of Weopon
govers the ronge ot whidh you can fire. This is set out on the following table.

Table 7: Range and Accuracy
Skill Levels
nge No skill Basic Advanced |Exceptional
Point Blank (0'-5') Bady Location Eye Eye
Pistol (5-40") Miss Chest Location Eye
Rifle {(Range of vision) |Miss Chest Location Eye
Ordinance {Ref based) | Miss Chest Location Eye

Note : "Epe” on the table means the marksman can hit any small pert of the torget,
such as a belt buckle. It also means you could shoot o gun from someone’s hand!

Note : Pistol rangs is self explonatony. Rifle renge Is up to the range of your voice.
Qrdinance range deals with snipers who cre shooting at targers usually beyond the
renge of sight. This Is usually a ref moderated system, in o situation where monsters

are not actwally in place.
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Combat

Cold Kill

Point Blank

Suppressing Fire

Weapons

To fire ot the stoted ronges you need the oppropriate skill (Pistol / Rifle / Sniger ) ond
the appropricte weapon {(Sniper rifle with proper sights for ardinance rangest). You
may not fire ot a longear range but you moy fire ot a shorter range.

Note : LUhilst aiming the weapon must be used comectly, rifle broced ot the shoulder
et

When you are finng you will be shooting using one of four situations.
+ Combat
* Cold kil
*+ Point bionk

* Suppressing fire

A combot situction is any whese shots have been fired or are expected to ba fired
Because everyone involved is moving about ond clert the only viable location is the
chest, regardiess of sklll. If in doubt cssume you are In o combat situation,

This mede opplies when you con fire on an vnsuspecting o grone target, thus
allowing you to strike locations. A single “Cold kill" shot may be what sets off o
combat situation, IF in doubt consider it o combat situation.

If you are within 5' of a target you may hit locotions ete. even in a “combaet” situction.
This is the only situction a non skilled ottacker will hit. Commen sense does oapply, If
YOU pUt a gun against on unconscious torgats eyeball you will hit them in the eye
regardless of what the toble soys!.

This applies when you fire coatinuously into on crea to force people to get their
heads doun. Suppressing fire automatically misses unless peogle in the direction of
the shots fal to get down or get out of the way. I thet situation o ref will dedde
who gets hit. This is not a method for mowing down hordes of people, It Is o
defensive measure. Whea you are using suppressing fire it teads to be veny heovy on
ammuniticn.

* Firearm Damage

Domage is worked out os ¢ function of the weapon, ou ore Using the emmunition
and your rote of fire, singie shot, bursts or full outo.

Note : even with “full outo” you may only engoge o single target,

fire arms cre defined in three types or calibres: light, medium or heawy. To actually
use a given weapon your strength rating must be equal to the weapons single shot
damoge. Using o biped or triped negates this. This meaas a raplicant could probably
use an M&0 one handed but not o normal human. A weapon must be vsed

in on appropriate manner (eq: on Uzl Is ¢ 2 handed weapon ond must be used ©
handed). If your strength is grecter thon Is required then you moy use the wespoen os
you plecse. Examples follous:

Table 8: Weapons Examples

‘Type Calibre Type Calibre

Dart Guns * Light ME0 Heavy

Prstols Light Shotgun (12 gauge) * |Liaht

Uzi Light Grenade Launcher*  |Light
16 Medium Flechette Pistol * Light
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Notes:

' Donts (es in o tranquiliser dort) inflict no domoge themselves,

¥ Due to the nature of shotquns, they are skuoys considered to be firing In bursts
olthough only one shelf is used. A fully cutomatic shotgun s considared to fire o burst
or fdl auto (ie: no singks shot),

*If you are skilled enough to actuolly hit someone with o grenade, the shell inflicts a
single point of damage. It becomes acodemic once the grenade goes off.

* At stondard rownd for @ flechette pistol Is octwally an AP round
Rate OF Fire  Most types of machine guns can be fired in oll three modes, Single, bursts and full

outo. Revolvers are single shots only. Semi automatics con be fired fast enough to
duplicote o "burst® , €ach shot, regardiess of how many bullets go off, has one

damoge volue:

Table 9: Damage m
alibre Single Shot Burst Full Auto

[Light (Pistol) 1 2 3

[Medium (Rifie) 2 3 4

Heavy (M60) 3 4 5

Single Shot - Al single round is fired
Burst - % rounds ore fired
Full Ruto - 10 rounds ore fired

Ammunition  The ammunition used affects domage and may have additional effects, Common
types ore listed below. Additional domoge from ommunition types does not affect
the strength needed to use the weapon.

Table 10: Ammunition

Type Effect

Armour Piercing (AP)  |Penetrates armour, Only rigid or better will stop it
High Explosive {HE) +1 damage

Gel Rounds Damage inflicted is Subdual

Taser Rounds Infiicts normal damage. Also it inflicts a Taser wound
High Explo. AP (HEAP) |+1 damage through armour

iDepleted Uranium +1 damage through armour

lincendiary See incendiary in the Damage sectian

Toxic rounds Inflicts normal damage. Also it inflicts a Toxin wound

It is the ployers responsibility to keep track of how much ammunition is used and
when you reed to relead.,

Note: Not every gun will toke every type of ommunition. Generally speaking the
bigger the calibre and the greater the rate of fire, the less likely it will be to get the
mare exotic types of round.
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Damage

Lethal

Subdual

Electricity

Fire

Incendiary
(Napalm)

Rcid

Toxins

There are two main forms of damage In these combat rules, Lethal and Subduol.

Rctwal domage to your body. €och polnt (single = 1, double = 2, etc) comes off the
hits for the locotion. Armour alisorbs domoge on a point for poine basis, but gets
used up in the process.

Subduedomageoomoﬁvourhltsosperlemddamge.Itdoesnotuseupormour.
but if you have 2 points of armour and you ore hit with 4 points subduse, £ polnts will
get post the armowe. I you are reoboedtoonegotivotoeolhwghwbwddmmoge,
the damage is then considered lethal for the uhole blow or blows.

So It is possible to subdue sameons to death.

All damoge Is handled os above, However certain attadk forms have spacial side
effects. €xomple ore: Fire, Acd, Electricity, Poison, Knockbadk, Pain.

Electricity inflicts subdual damage. Aegardless of the location actually hit the damoge
is token to the body. (Rrmour only counts for the location struck). Besidas armour,
insulated clothing provides full protection for oll but the most extreme “shods”

Note ; if the body hits go to o minus total the domoge all becomes lethal.

Examples ore;
Taser round - double
Shodk from the moins - double

Fire Inflicts lethal damage. The amount depends upon the size of the fire. Damage
continues ot a rate equal to the initial domoge every 15 seconds on each location
exposed to the flameas,

This differs from fire damage, as it sticks to the target. Damage Is inflicted as for the
wecpon type plus domage ot a rate of 1 hit every 15 seconds on the hit location until
Itis extinguished. Incendiany rounds also ignite lammable material they come into
contact with (see Fire above).

Exomple:
Bockpeck flome-thrower - base damage of double

Not usually dasigned into weapons, Acid works os Incendlany demage obove, ie; o
bose damege dependant upon its strength, with o repetition every 15 seconds until
neutralised.

Example:
Vial of Sulghuric acld - base domage of double in one lacotion

This covers all forms of poisens and tranguillisers. The method of delivery to the
system con vaty greatly, from goses through ingestive to injected. once in the system
damaoge Is applied straight to the bodies hits.

Tranqulllisers inflict subdual domoge dependant upon thair type. Poison Inflicts lethal
gamage. The variety of toxies avalloble moke for an endless fist of possitle effecs,
but effects other than damoge are sorted by the referee ot the time.

Note: Gos masks or nosal filters are proof against the commoner goses, Toxin binders
In the blood stream, although expensive, are effective ogalnst ol but the most
advanced toxins. Poison on a blade or in 0 dart must get past armour to enter pour

system,

enomplo:
Trenq dart - base domage of 0 plus toxin damage of double subdue
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Arca €ffect

Erst Aid

Weapons

This covers grenades, explosives, gos, and ony form of ottack that affects ore thon
one torget in a single action, When o n orea effect weopon is used., the referee will
call o Time Freeze, ond determine the effects on the ployers, one by one.

There are various methods of delivery;

* Planted. the avances of which can be covered by a skill in demolitions. This
sart of attack goes off where it was set

*  Thrown, as with o hond grenade (the physrep of which should be soft, such as
a teanis ball or bean bog , disquised of course), This type of ottack goes of
where it londs. The thrower shoutd moke @n agpropriote call (eq *Concussion

* Llaumhed, os with a grenade launcher. this is hondled largely by the firearmms
rules - a pistol launcher has pistol range, etc, The firer decides opproximately

* Iadirect, o5 with o mortar. This is refesee moderated os per sniping at
crdinance ranges. the referes will hondle where it lands and the effects,

Domoge is determined from the basic standard of o hand grenade. Grenodes vory in
effect, but the basicsoteshocmonu'\etoblebelow.

able 11: Grenade Damage
Distance From Impact
Type 0'.5' 530’
High Explosive 6 points lethal 2 points lethal
Concussion 6 points subdual 2 points subduyal
Es | Dependant on wind or phys rep dispersal*

? b,cpkolboxmdomogeuﬂllbeodoxbleﬂbdntothe body if within the area of
effect.

This section deals excusively with the treatment of ‘bettiefield* ond ‘mundane®
injuries treatable with *first gid © skill. This is not the same as medical skills such as

your head blown off Is still more or less fatal. the situction can ba best summerised
as “if you're not dead, the medics can probably get you working ogaln, but not
necessartly fighting fit”,

* Injary

nnounolhunmbemgfns 1 hit point on thelrememltiosmdtwoonmebodq.
Givonmedomogepotentlolofmostﬂmm, this is not mony. As you ore woundzd,
you become more affected by your Injuries.
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Location damaged,
but still above 0

Location on 0

It hurts, but the location is still usoble.

The location stops working. If it is the body or the heod, you fall over unconscious, If

it is a leg, then you connot wolk, but you con still crawl. If the lecotion is on arm, thea
you must drop whatever you are canying in thot hand.

Location on -1

damage (ot the referee’s disuetion), Time for the aibenuare.

Location below -1

The location Is seriously damoged. Even once trected, there will be some pemanant

The locotion is beyond help. Without immediate expert otteation that locotion hos

*hod it". If the locetion is your heod or body, then you ore dead! At best, the locotion
can be stabllised until serious medical facilities con be reached.

« Doing Something About It

Your first Ald skill eross referenced on the toble below will tell you whet you con do
for the various Injuries, and how long it will toke. Successful treatment depeads on
having medical supplies ot least equal to your skill level,

No Skill
Basic

You just try your best ond hope your medkit knows what to do.

Equivaleat to civilian poramedics or overage militory troining.

Advanced

keap your potient olive until hospitalisation.

€xceptional

for every possibility ond smaortlinked to on Aune Surgeon-o-Matic.

Limited training. You are not really used to maejor gunshol wounds or nagalm buras.

Troumo team level. Highly trained. Even In the worst cose scenarlo, You ton ot least

€ither a fully cutomated ASE unit or an expert wired to o portable medicomp, dipped

Note: Most toxins Inflict damage, so unless the medic is carmying the specific
anti-toxin (unlikely ot best) they will have to spend the time treating the patient os
Per othar wounds.

« Diagnosis

Anyone with Basic first aid or cbove can diognose the patients opproximate
condition given o couple of minutes and a medsconner. Without ¢ scanner (o the
skill) you can only try and treat the obwious cad hope for the best.

The following toble gives the time toke to treat one hit point of damage, and the
effe<t you con hove on the wownd in that time.

Table 12:  First Aid
Damage Level
Skill Level |Subdual Location |Location |Location Location
Only Above 0 AtD At Below -1
No Skilt Heal Heal Stabilise No No
(Na0.r21 Mealng) 20 30 20
Basic Heal Heal Heal Stabilise Na
10 20 30 20
Advanced Heal Heal Heal Heal Stabilise
5 10 20 30 20
Exceptional Heal Heal Heal Heal Heal '
5 5 10 20 30
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“Heal"
"Stabilise"

IN °'I

Natural Healing

€nhanced Healing

Repair

The medic can restore 1 hit point for eadh period of time aver whidh they maintain the
treatment.

The best the medic con do Is stop the location worsening by tecting it for the time
period shown,

The locotion Is beyond the medic’s help,

Notes:

* filethal wound (or o subdual wound that becomes lethal by taldng a lecation
below 0) will inflict one extra hit polnt of damage per 5 minutes thot it Is left
untrected. IF it Is a limb and it reoches -2, thea it is considered beyond help.
Hit point loss then continues from the bodles hit points watil trectment or
deoth.

* Treatment times are for eadh hit point treated. not for all tost hit points on thot
locatton.

* Subdual damage (at 0 hit points or above) will oll be recovered when treated.

*  Once treated, a locotion must be rested for as long again 6s it wos treated for
(arm in o sling, etc). Any exertion will couse oll treated domage to be token
once more {le: the wound reapens etc).

* o medicol kit ot least equal to the character's skill s not available. then they
will function ot the skill categony below thelr own (1e: as shift up the table. so
Rdvanced becomes Basic, etc).

f normal humen will recover subdval damoge at o rote given by the *No Skill" row on
the First Rid toble, ie 1 polnt per 20 minutes.

fi rare abllity which, by whatever technique, allows supetumon recovery. Such
individuals heal as per one of the rows on the First Rid toble unossisted by medicine
or outside help.

Such a character cannot be helped by extemal medica! treatment, unless the medic
has a skill leve! better than the character's inkemnal healing mechonisms. In such o
case, the character will be healed just like oy normal charecter,

£xomples:
Regenerative enzpymes
Acceleroted systems

This section deals with cybertech skills related to the repair of artificial limbs and

orgons, damaged through combat. It also deals with any special cases of damoge
agoinst "blonic® limbs atc,

Other aspects of cybenwore such as “fitting' ond ‘modifying® are more kengthy, ond
use the system st down in the Skills section of these ryles,

Other aspects of tedwiwlogy such os hot-wiring o car of code breaking o lodk also use
the system In the Skills section of these rules, although they fit better into the time
scale of o typicol scenatio,

* Technology 2057

In the crea of cybenucre, thare have been few ostounding breakthroughs. Your
overoge ayberimb utilises principles grounded firmly in 20th century technology.
However the mechanics are smaller, the materials stronger, and the "cutting edge”
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No Skill

Basic
Advanced

€xceptional

devices of the 20th( (sudh as fibre optics, solar cells, and reom temperature
semiconductors) ore commonplace.

- Breakage

A replacement limb or torso will have the some hits as @ nomol human's, olthough
the potential for limbs with eahanced hit points is obvlous. It is also eosier to armour
artificiol body ports. That cside, qyberware takes domage In the some woy as ‘reol

lecations, There ore exceptions:

*  (ybenware Is (generally) not self repairing. If it gets busted, it stoys bustad.
* There is usvally no paln from o domoged ortificial limb etc.

* Once domoged, even severely wounded artificiol body parts will not get worse
if left untreated,

¢ €lectrical domage is treated os lethal to aybenvare (insulotion is still an
option, ond is in foct stendord on better models).

*  Water will Inflict damage to cyberware In the some manner as incendiary does
to flesh. A few seconds of inmersicn would have a base damage of single. A
good 500k would be o double. {Water proofing is standard?)

* There is no "recovery pedicd” ofter a locotion Is *hedled” - the locotion is
usable immedictely ofter repalr.

Note: Waterproofing ond insulotion are breached when a location is domaoged.
Note: (yberwore does take subdual domoge (basically temporory system

dysfunctions) ond it recovers os per It's fleshly equivalent. Aemember thot subdual
damage that takes o locotion below zero becomes lethal.

* Repairing Damage

Initially, you must have the relevant skill for the task you are attempting. Cyberfech
generally applies. Your CGuberTecdh skill cross referenced on the toble below will tell
you what you con do for the varlous injuries, and how long it will toke. Successfid
treatment depends on having medical supplies at least equal to your skill level.
You just try your best ond hope your repair Kit is smorter than you ore.

Limited training. You aré o tlnhem'r or a hobbyist.

Professional level. Highly tralned.

A axting edge designerfcustomiser of cybenuore.

Note; All skilf fevels require o tool kit of an equal or better level than your skill,

= Diagnosis

Anyone with Basic OyberTech or above can diognose the patients approximate
condition given @ couple of minutes and o tech kit. Withowt o sconner (or the skill)
vou can only try and dhange the fuses and hope for the best.

The following table gives the time take to repoir one hit point of domoge.
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Table 13: Repair
Damage Level
Skill Level |Subdual Location Location |Location Location
Only Above 0 At0 At 1 Below -1
Casmetic Minor Mayjor Critical Scrap
No Skill 20 60 No No No
Basic 10 20 60 No No
Advanced 5 10 20 60 No
Exceptional 5 5 10 20 60

Aepair work on eybenwaee also requires spare ports:

*+ A Basic Repair Hit includes spares sufficient for repoir of domage up to o total
of 150 hit points, before it will need restocking.

+ A Advanced Repair Kit contains spares for up to 250 hit points of damage.

* An Exceptional Repair Kit (probobly immaobile!) will indude up to 500 hit points
worth of spores.

Lacking o Repair Kit of your skill level or betzer will lower your effective skill level by
one dass,

The times given are for the repair of 1 hit point on o locotion.

Repairing armour Is handled under the system In the section on Skills.

* Final Point

Combat is dangerous to your character’s health, The Surgeon General recommends
refraining from combat, or if you are unable to do so, limiting cny fotal attacks on
other players to the latter part of the event, for your own health and sofety. Even
corpses have friends!

BODYCOUNT 2 wes areated by Alex Hill, and Daren Spear. Many thonks to Steph for
the typing. All the spelling mistakes are Dave's.

BODYGOUNT 2 is based upon many years of live role-playing, and It Is difficult to
credit ofl the Infiuences that have shoped it. Debts of recognition are due to:

The Things That Should Not Be
The Rdventurers’ Guild

Fools and Heroes

Treasure Trep

BODYCOUNT 2

Version 2.0, Originally lssued 25th March 1994
Varsion 2.0 (ASCI), lssued 20ch October 1994
Version 2.1 (HTML), Issued 5th February 1996
Version 2.2 Issued 13th february 1996

B 1994, 1996 Interwired
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Permission is groated to freely distribute this document, provided thot:

1.1t is distributed intoct, with no modificotions. Where these rules ore used os the
basis of oy other rules system, do credit us with anything you've nicked from here
=);

2.No chorge |s mode for said distribution, excepting any costs of duplicotion (i.e.
photocopying, diskette etc.);

3.l Is recognised that the Badycount rules are the copyright moterial of Intenvired,
being the organisers of Cyberpunk Live Aole Play games based in the latenwired
wiverses;

4.The usage of these nies in any genre will not permit any advantoge or
disodvantoge should any ¢haracter developed using these niles be ploged on on
Interwired or o Things That Should Not Be event:

5.The authors or distributors of these rules shall not be held liable for ony damages,
injuries or other problems, be they legal, medical or othernwise, arising out of the use
of these rules, It's your responsibility how they are used.

No support, no worrenky,
Argthing else Is your oun problem,
Informaticn wants to be free.




