The ultimate race
across the cyber frontier. . .

Innovative game design:
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e Multiple ways to win
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RUNNER

The Runner’s primary focus is to make runs on the

Corp’s data forts, trying to steal agenda cards
away from the Corp. The Runner can either run
on data forts the Corp constructs, or try to find
agenda in the data forts representing its hand
and deck. In all cases, the Runner will typically
have to bypass one or more pieces of ice that the

Corp has installed.

The Runner gets four actions each turn, which may

be spent in the following ways:

e Draw a card from the Runner’s deck

(referred to as “the stack”).

e Take 1 bit from the bit bank to his or her
bit pool.

e Install a hardware, resource, or program
card. The card’s installation cost must be paid
immediately.

e Play a prep card.

e Make a run on a data fort. The Runner must deal
with each piece of rezzed ice, starting with the
outermost and working in. The Corp has a chance
to rez each piece of ice in turn as the Runmer
approaches it. If the Runner passes all ice on the
fort, or if there is no ice on the fort, the Corp has
a chance to rez nodes or upgrades on the fort
before the Runner accesses the fort’s contents.

e Pay 2 bits to lose a tag.

Cards in play might let the Runner perform

actions not listed here or give him or her

_ additional actions.
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> RUNNER BIT POOL: This represents the contacts Dana has in the Net and on
the street, as well as various hidden bank accounts. These can be used to
acquire superior hardware and software, to purchase top-of-the-line ice-
breakers, or to make contacts in the top circles of the runner community.

B ACCESS TO ARASAKA: This resource card represents a pirate back door into
Arasaka's system. Almost any corporate attempt to trace a connection
through the system will be thwarted by Arasaka’s defenses, which are
unknowingly working for Dana. However, because Arasaka changes its pass-
words so often, maintaining this back door requires constantly cashing in
favors, represented by a high bit cost.

» ARASAKA PORTABLE PROTOTYPE: Every Runner is assumed to start with a
simple Neural Shack model that includes a basic interface and cybermodem.
The (highly illegal) prototype model comes with increased memory and spe-
cialized hardware to run icebreakers in highly optimized mode.

—» CODECRACKER: Loaded into the deck's memory is Codecracker, a high-end
icebreaker. This program will quickly analyze and defeat most code gates.

—» KRASH: Also loaded into the deck’s memory is Krash. Though this icebreak-
er can defeat all types of ice, it is more expensive to use than any icebreak-
er dedicated to breaking a particular type of ice.

» HOMEWRECKER™: This is a sentry program, which actively wanders the fort
looking for intruders. Should Homewrecker detect the Runner's intrusion, its
firestarter routines will attempt to trace her connection, and if successful,
will overload the power grids at that location. The resulting explosions will
burn the Runner, most likely destroy her deck, and sever the connection.
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PLAYER

®FACE-DOWN ICE: Unlike the Runner, the Corp puts its cards into play face down.
Typically the Runner won't find out what's protecting a fort until she stumbles into it,
and won't know what's inside a fort unless she successfully breaks in. However, since
ice is always installed horizontally and the contents of a fort vertically, she can always
recognize those cards protecting a fort from the ones hidden inside.

—» FILTER: Code gates represent special password locks that deny unauthorized
access to the parts of the data fort that contain the most valuable informa-
tion. Filter and similar cards represent code gates that have a difficult
encryption system, or particularly demanding password restrictions.

———>» CRYSTAL WALL: Data walls define the boundaries of the system, and are the
first line of defense against intruders. They are designed to simply prevent
the Runner from gaining entry, rather than to track or attack her. Crystal
Wall represents a wall upgraded with an unusual construction pattern.

- DATA FORT: This netspace construction represents one of WuTech's centers of opera-
tions. Because the agenda‘inside is face down, Dana doesn‘t know yet what type of card
it isz it could be an agenda, or a site dedicated to tracking runner movements, or even
a trap. While every data fort is assumed to be protected by very basic ice that the
Runner.can easily bypass, the Corp has installed three special pieces of ice on this fort.

——— DETROIT POLICE CONTRACT: This card represents the Corp'’s bid on a private

security contract. The agenda was installed face down, just like the ice on
this fort. Dana won't find eut what the card is (or even that the card's an
agenda) without accessing or revealing the fort's contents. E

—* CORPORATE BIT POOL: This represents the liquid assets the Corp has avail-
able at any given time. This pool is used to advance the Corp's agendas, to
activate its security programs (ice), and to root out upstart runners.

CORPORATION

For the Corp, the crucial action is to sp}brtid its bit

{

pool advancing its agenda, though it will also —
install cards in and on its forts, or play one-

shot “operations.”

The Corp’s turn consists of drawing a card from its

deck (“R&tD”) at the beginning of every turn,
then taking three actions. These three actions
can be spent in the following ways:

® Draw another card from RE&D.

e Take 1 bit from the bit bank to the Corporatg
bit pool.

e Install a card. Cards are installed face dowﬁ.
Ice has an installation cost in bits equal to the
number of ice cards already installed on that
data fort.

e Play an operation card.

e Advance a card, such as an agenda, that is
capable of being advanced. (Pay 1 bit to the bit
bank to receive an advancement counter, Whiﬁh
must immediately be placed on a card capable of '
being advanced.)

e Pay 2 bits to destroy a resource of the Runner

if the Runner has a tag.

Cards in play might let the Corporation perform

actions not listed here or give him or her

additional actions.
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