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feirunning basics

You’ve heard it all before:
netrunning 18 slow. It’s a
one-person 919 that drags the

whole crew down. clunkYy and
hard to pull off.
Plenty of folks Jjust hand

these ops over to third-party
contractors. letting someone
else handle the digital dirty
work.

This article is here to flip
that script and show You how
to see netrunning throush a
fresh lens., all while stick-

ing to the core rulebook. Get
ready to up Your 9ame.
mers.

chum-

There are two ways to run
a netrunner encounter. The
standard 9rind is the dungeon
run. You jack into a datafor-
tress and start poking around
like You're playing an old-
school D&D 9ame. Each room
comes with its own surprises
and monsters - programs with

avatars |ike hel lhounds and
9arsooyles.
Sure. this keeps the suspense

hish and the tension tight,
but it’s also slow and. well,
kinda “9amey.” Cyberprunk Red
stuck with this vibe. swap-
Pin9 rooms for virtual eleva-
tors with surprises on every
floor.

But guess what? We don’t roll
like that here.

Let’s talk about exeectations

First thinss first. When You
crack open the Netrunner man-
val., You 9et this wild vision
of battling the bi9g corps.
raiding Arasaka. and Jjacking
ultra-secret files to sell
or sabotage. And Yeah, every
netrunner dreams of this and
misht even wet their bed fan-
tasizing about 1it.

But hold up - that’s I|ike
reading a thief class and
thinking You’re 9onna rob the
National Bank everyY weekend.
That’s not Your day-to-day
orind; that’s Your masnum
opus, The Heist.

Usual 1¥y? You’re hitting much
smal ler datafortresses. |it-
tle servers with the nugsets
Yyou need for Your current
919.

Taking on a bi9 corp? That’s
a team effort. not a solo
netrunner’s playvysround. Cor-
porations have too much cash
and aren’t just 9onna throw a
watchdos and a courle of Black
ICE programs at their vaults.
Their systems are crawl-
ing with syYsops and decked
out with top-tier hardware
and software that would make
even Bartmoss think twice -
or not, ‘cause that dude’s
crazy anyway.
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So. what’s the play? Let’s
sa¥y Your crew 1is di99ing
into a crime that went down
in a mall. You know there’s
a whole cam circuit that
might’ve causht the action.
but You ain’t a coep and You
don’t have direct access to
the servers with the Jjuicy
data.

Jacking the cameras will
only 9ive You |ive Teeds,
not the past recordingss You
need. Your Jjob? Find an ac-
cess point into the security
circuit, slip past the Data
Wal ls., and snas those record-
ings for later analysis.

and get the
breaking a

9et out.
without

Get 1in.
intel
sweat.

So., ditch those crossword
puzzle mars. The referee 1is
90in9 to have a note in their
parers |ike this:

MALL SECURITY FEED

CPU 1 (INT 3)
Data wall 3 STR
Code Gate : 5 STR
Monitored :© No

SOFTWARE:

Detection +4 (Watchdog)
Attack +3 (Flatline)
Fries Interface chip on
cyberdeck.



How Does It Work?

First., You need to find an
Access Point in Meat Space.
In this example., the Mall’s
Security Feed isn’t connect-
ed to the wide web, so You’ve
9ot to locate an entry point.
The simplest way? Unelug one
of the cameras and jack in.
Or. find a secluded spot, use
a tech roll to splice some
cables, and make Your own en-
try. You misht even TfTind a
computer with access to the
net.

No need to sweat LDL Jjumps
or makin9 Your connection un-
traceable - You’ve 90t no ac-
cess to the wide web anyway.

Once You’re in, it’'s time to
Pick Your software. Roll Your
prosram STR asainst the Data
Wal ls or Code Gates, then use
Yyour stealth progsram asainst
the Data Fortress Detection
STR.

Now, Jjust grab the files You
need (or all of them) and
disconnect.

Foroet the fancy descrip-
tions., the Ppointless move-
ments., and 9rids. Save all
that immersive Jjazz for when
Yyou’re hittino something
worth Your time., not a bare-

bones mal | Data Fortress with
a prPlain wireframe UR that
screams “boring work iob.”

Uaia Forress Lalore

Don’t 9et me wrong., hitting up bi9 pPlaces is a blast. but
it’s best to save those epic runs for when You are alone with
Yyour Referee - between sessions when the whole crew isn’t
waiting on You. But if You stick to the auick checks for-
mula, You can sAueeze in Quite a bit of netrunning action.

GANG HIDEOUT

DRONE TANK

A small fortress where 9angs Huoe drone resembling a tank
mantain their info on deals dble to be remotel |y orerated
and contacts. but also autonomous.

CPU o 2 (INT B8)
Data wall 6 STR
Code Gate 8 STR
Mon1itored oAl

2 (INT B)
4 STR
6 STR
Sysop

CPU

Data Wall
Code Gate
Monitored

NODES: Optics. Wearons.
Locomotion syYstems.

NODES: Doors. Cameras.
Mines. Memory Units.

SOFTWARE:

Detection +3 (Bloodhound)
Attack +2 (Killer 2)
+3 (JackAttack)

SOFTWARE:

Detection
Attack

+6 (Hel Ihound)
+3 (Flatline)
+4 (Hel lbolt)

Remember the keY values of “quick netrunning”: Keer checks
short and to a minimum. The whole ordeal should just be a

few rolls lon9.

- Roll to break the Datawal ls or Code Gates.

- Roll to avoid detection.

- Roll to break encryptions or other restrictions.

IT combat breaks out. keep it short too - no need for 9rids

or anything fancy.

- Roll for initiative.
- Roll for attack/defense.
That’s all.

Most places are i9nored and unmonitored. AIs cost a fortune,
so don’t expect to run into them often., if at all. Even if a
Watchdoo or similar prosram catches You, it doesn’t matter
if Your buddies have taken care of the sysop.

IT there’s no one to unleash that nasty Black ICE
on You, You’re in the clear. Get in., 9et what You
need, and 9et out before anyone even Knows You
were there.




