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Musician: You can gain access
VIOLENT e nearly anywhere. You may
spend a Reserve to gain access
Cred Rating @ to any social scene.
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Talents

Contacts: You have contacts among the Yakuza

- Loyalty 2 Resources 2

- During Acts | and 11, you may spend a Momentum to gain a
resource or favour from someone you know in that organisation.

Drifter: You don't have a real home, you just wander the streets of

Neo York.

- By spending a reserve, you can find a safehouse or place to hide
where pursuers can't find you.

- You suffer -1d10 on any social tests made in high society or
corporate settings.

Cold Reading

- When you make a test to discern something about someone by
reading their tells, habits, or appearance, add +1d10 to the roll.
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Weapon Qualities & Mods

Damage Reload Range

Bonus Mods

Armour

Equipment

Earlink
AR glasses
Dumb-box

Cybernetics

Fashionetics: +1d10 to applicable tests
VOICEnet implants: cybernetics to improve the vocal range and
add effects to performances

Genemods

Spend Momentum to: Spend Reserves to:

Keep it Up: Immediately take an action
after completing an action

Seize the Spotlight: Take the spotlight
from an NPC

No You Don’t: Cancel GM Momentum
spend (costs 2 Momentum)

Catch A Break: Recover an action token
(once per session)

Sure Gamble: Replace a test result
before rolling

Second Wind: Recover an action token
(5-8: Yellow, 9-10: Green)
Gain Momentum: Gain 1 Momentum
(2 Reserves that total <10)

Take Cover: After combat action, take
cover
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