
Archetypes

For Night City



Archetypes for Shadow of the Beanstalk are pretty specific 
to the setting, and not that interesting mechanically. Other 
supplements have better races/archetypes for their games, like 
the fan-made supplement for Mass Effect or the official one for 
Twilight Imperium. 

Anyway, because a Cyberpunk setting doesn’t really have races, 
I’m gonna take a different approach.

My idea is to create a mix of Cyberpunk 2020 Roles with d20 
Modern classes, like the Smart Hero or the Fast Hero, or the 
Rocker or the Lawman. They aren’t really tied to just one idea 
though, so you can mix them as you wish with your career of 
choice.
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The GONK
A random person in the city, a nameless Gonk 
pushed into unusual circumstances by the 
ruthless nature of Night City. You know how it is: 
corrupt cops, murderous gangs, crazy cultists, 
greedy corpos, and a whole sea of leeches, 
scavengers, and opportunists just waiting to 
crack you over the head and rob you blind… if 
you’re lucky.
 
But you rose above it. You had that spark. 
Once that survivalist fire inside you ignited, you 
decided you weren’t going down without a fight. 
Hell, maybe you even want the big fireworks on 
the way out.
 
The city gave you the endurance of an alley cat. 
Tough, scrappy, and hard to put down. More 
than that, you picked up their adaptability too. 
No matter what twisted situation Night City 
throws at you, you always seem to find a way to 
wiggle through and come out the other side still 
breathing.

2 2 2 2 2 2

•	Wound Threshold: 10 + Brawn
•	Strain Threshold: 10 + Willpower
•	Starting Experience: 100 xp
•	Starting Skills: A Gonk starts with one rank in 

each of two non-career skills. They obtain this 
rank before spending experience points, and 
they may not increase either of those skills 
above rank 2 during character creation.

•	Alley Endurance: When a Gonkkes a check to 
heal strain at the end of an encounter, they heal 
1 additional strain.

•	Adaptable: Once per session when your 
character makes a skill check, you may spend a 
Story Point to use any skill with the check (the 
check still uses the original characteristic).



The Warrior
The one who solves problems with violence 
when everything else fails. Whether you’re a 
cold-blooded Solo who gets paid to make people 
disappear, a Ganger with a penchant for violence, 
or a Nomad who fights tooth and nail for your 
pack, you’ve turned combat into a way of life.
 
You didn’t wake up one day and decide to be 
dangerous. Life made you this way. Maybe you 
grew up dodging bullets in the combat zones, 
maybe you lost everything and had to learn how 
to kill just to see another sunrise. Either way, you 
got good at it. Real good. You know how to read 
a situation, spot the threat, and put someone 
down before they even realize they’re in trouble.
 
Now you’ve got the killer instinct. Fast hands, 
sharp eyes, and that calm that only comes from 
staring death in the face more times than you 
can count. When the shit hits the fan, people 
look to you. Because they all know you’re the 
one who walks away breathing.

1 3 1 1 1 1

•	Wound Threshold: 11 + Brawn
•	Strain Threshold: 9 + Willpower
•	Starting Experience: 170 xp
•	Starting Skills: A Warrior begins the game 

with two ranks in Discipline and one rank in a 
combat skill of your choice. They obtain these 
ranks before spending experience points, and 
these skills may not be increased above rank 2 
during character creation.

•	Finisher: Once per session, when a Warrior 
inflicts a Critical Injury, you may spend one 
Story Point to roll two separate results and 
choose which result to apply.



The Authority
You carry an aura that makes people straighten 
up and shut up. Whether you’re a hard-edged 
Corpo who makes underlings sweat with a single 
look, a Lawman whose badge and stare can stop 
trouble before it starts, or a figure whose sheer 
presence demands respect (or fear), you’ve 
learned that real power comes from the weight 
of your will.
 
Life taught you how to project strength, how to 
make others feel your authority, and how to bend 
situations to your favor without raising your 
voice. Maybe you were born with it, maybe you 
built it through years of being the one people 
listened to (or feared). Either way, you’ve turned 
that commanding presence into your greatest 
weapon.
 
Now that halo of intimidation follows you 
everywhere. People hesitate when you speak. 
They think twice before crossing you. And when 
you give an order, most don’t even consider 
disobeying.

1 1 1 1 3 1

•	Wound Threshold: 10 + Brawn
•	Strain Threshold: 10 + Willpower
•	Starting Experience: 180 xp
•	Starting Skills:  An Authority starts with one 

rank in Leadership. They obtain this rank 
before spending experience points, and they 
may not increase Leadership above rank 2 
during character creation.

•	Charisma: Once per session when your 
character is targeted by a skill check (this 
includes combat checks and social skill 
checks), you may spend a Story Point to add 
fff to the results.



The FACE
Whether you’re a Media digging for the truth 
(or the juiciest story), a Rocker who can make 
a crowd scream your name, or a Fixer who 
knows everyone worth knowing, you’ve turned 
conversation into a weapon. You don’t need to 
threaten people. You just know exactly what to 
say, how to say it, and when to say it.
 
Growing up on the streets taught you how to talk 
your way out of trouble. Maybe you spent years 
working crowds and reading rooms, or maybe 
you just had a natural gift for making people 
trust you. Either way, you figured out that most 
problems can be solved with the right words at 
the right time.
 
You can talk your way into places most people 
can’t even get near, and more importantly, you 
know how to have the last word. The kind that 
shuts someone up mid-sentence and finishes 
the deal before they even realize what happened.

1 1 1 2 1 3

•	Wound Threshold: 9 + Brawn
•	Strain Threshold: 11 + Willpower
•	Starting Experience: 160 xp
•	Starting Skills:  A Face starts with one rank 

in Negotiation. They obtain this rank before 
spending experience points, and they may 
not increase Negotiation above rank 2 during 
character creation.

•	Sharp tongue: Once per session when your 
character is targeted by a social skill check and 
is dealt strain, you may spend a Story Point as 
an out-of-turn incidental to reduce the strain 
suffered by their Cunning rating and inflict 
strain on the character who targeted them 
equal to their Cunning rating.



The GEarhead
Machines always felt more interesting than 
people to you. While others chase power, fame, 
or violence, you’ve always found peace in the 
hum of engines, the click of circuits, and the 
challenge of making broken things work again.
 
This life just made sense to you. Maybe you grew 
up tinkering with whatever scrap you could find, 
maybe you spent years in the underbelly fixing 
the things the rich and powerful rely on but 
never thank you for. Either way, you learned that 
machines don’t lie, don’t betray you, and don’t 
ask stupid questions.
 
Now you’ve become something essential. You 
can fix what others say is impossible. You can 
make a piece of junk run like new, or turn a pile 
of scrap into something that keeps people alive. 
While the city burns and everyone else is busy 
killing each other, you’re the quiet one in the 
back making sure the whole damn thing doesn’t 
fall apart.

1 1 3 1 1 1

•	Wound Threshold: 9 + Brawn
•	Strain Threshold: 11 + Willpower
•	Starting Experience: 180 xp
•	Starting Skills:  A Gearhead starts with one 

rank in Mechanics. They obtain this rank 
before spending experience points, and they 
may not increase Mechanics above rank 2 
during character creation.

•	Resourceful:  Once per session, you may 
spend a Story Point to have your character 
repair one item they are engaged with as an 
incidental (fixing all damage and restoring it to 
full functionality) or have your character inflict 
major damage on one item they are engaged 
with as an incidental.



The Mind
Cunning is your real edge in Night City. While 
others rely on muscle or charm, you rely on being 
sharper than everyone else in the room. You see 
the angles others miss and know exactly how to 
turn even the smallest advantage into something 
bigger.
 
Years of working as a specialist taught you how 
systems and people actually function. Whether 
it was hacking networks, fixing impossible tech, 
or keeping people alive under pressure, that 
knowledge became your weapon. You don’t 
need perfect plans. You just need to be the one 
who reacts faster and smarter when things go 
sideways.
 
Now every situation is an opportunity. You can 
spot the weak point in a system, the loophole in a 
deal, or the split-second opening before anyone 
else does. And once you see it, you know how to 
squeeze every bit of advantage out of it.

1 1 1 3 1 1

•	Wound Threshold: 9 + Brawn
•	Strain Threshold: 11 + Willpower
•	Starting Experience: 180 xp
•	Starting Skills:  A Mind starts with a single 

rank in Deception, Knowledge, Skulduggery, 
or Streetwise during character creation. They 
obtain this rank before spending experience 
points, and these skills may not be increased 
aboce rank 2 during character creation.

•	Winning Hand:  Once per session before your 
character makes a skill check with jJ in the dice 
pool, you may spend a Story Point to double 
the number of jJ currently in the dice pool. If 
your character fails the check, they suffer 6 
strain in addition to any other penalties.



The Cyborg
Your body isn’t what it used to be. Arms, legs, 
maybe even most of what’s inside have been 
replaced with chrome and circuitry, whether it 
was a gruesome accident that tore you apart or a 
relentless illness that forced the change. 

You’ve spent so long living inside this prosthetic 
shell that it stopped feeling like a replacement 
a long time ago. It just feels like you now. This 
metal and synthetic flesh is your true self, and 
you’ve learned to move with it, fight with it, and 
live with it.

3 1 1 1 1 1

•	Wound Threshold: 11 + Brawn
•	Strain Threshold: 9 + Willpower
•	Starting Experience: 150 xp
•	Starting Skills:  A Cyborg begins the game 

with one rank in Resilience. They obtain this 
rank before spending experience points, and 
Resilience may not be increased above rank 2 
during character creation.

•	Resilient body:  When making a check to 
recover strain at the end of an encounter, 
a Cyborg may use Resilience instead of 
Discipline or Cool. In addition, a Cyborg may 
spend aa from that check to heal 1 wound 
(and they may do so multiple times).

•	Body Mastery: Before spending starting 
experience, choose one of the following 
abilities for your Cyborg character:
•	 Tough: Increase your character’s soak by +1.
•	 Quick: Your character gains an additional 

free maneuver per turn. They still may not 
perform more than two maneuvers during 
their turn.

•	 Strong: Your character’s unarmed attacks 
have their damage increased by +2 and have 
a Critical rating of 3.


