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ANGEL

Alone in a dark room of an old apartment, a figure wearing a VR headset is plugged to dozens of wires that
keep it alive without the need to ever go offline. Remotely copying a code into the neurolink of its allies, it

provides a much-needed boost as the combat draws to a close.

Sitting in a VR Café, a sharply dressed gentleman sits down in a private room, not knowing that the lives

of his closest friends hinge on him connecting soon.

Leaning back into a large chair, an elegant aristocrat watches the works of her hired mercenaries from her
remote location, ready to deposit a large amount of wonlongs in their account as soon as they upload the

data that she has been searching for decades.

Angels are master planners, with their sights always set on the “bigger picture”. They are at their most
efficient while working from the shadows, hidden behind a veil of usernames and animated avatars. They
seldom offer their identity to people, and when they do, they tend to do it in a very secure way. An efficient

angel is an angel safe from harm, and they are intent on keeping it that way.

SELECTIVE FRIENDS

Most people willing to spend their lives behind a screen tend toward a recluse lifestyle. The more time you
spend in the cyberspace, the less you need to interact with other people: usually for the better. After all,
databases and programs tend to be far more logical and comprehensible than most of the people you know.
But not everyone is bad, and angels make sure that those they deem worthy of their attention stay safe

from harm. Through complex algorithms, most likely illegally acquired, they are

able to link a limited amount of neurolinks to their interface,
allowing them to provide remote help directly to the

connected individuals.
CREATING AN ANGEL

When creating an angel, take some time to think about
these questions. How did your angel get their skills? Does
the veil of anonymity have an effect on your character’s
behavior? If it does, in what way? Why do they do what
they do? What do they get out of it? Who might be skillful
enough to track your online activity, and why do they do it?
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Vid

HIT POINTS

Hit Dice. 1d6 per angel level

Hit Points at 1° level. 6 + your constitution
modifier

Hit Points at Higher Levels. 1d6 (or 4) + your

constitution modifier per angel level after 1

STARTING PROFICIENCIES

You are proficient with the following, in addition to any
provided by your origin or background.

Armor. None

Weapons. None

Saving Throw. Mind

Skills. Choose four from Bureaucracy,
Computing, Deception, Engineering, Hacking,

Persuasion, Sense Motive and Tracking.

LEVEL

‘Ist

2nd

3rd
4th
5th

6th
7th
8th
gth

10th

[

PROFICIENCY
BONUS

+2

+2

+2
+2
+3

+3
+3
+4
+4

+4

N\

FEATURES

Neural Network,

Remote Boost, Weak Point
Angel Angle,

Neural Guardian
Ephemeral Presence
Improved Improvement
Angle Feature,

| Know This!

Please Click On This Link
Autopilot

Improved Improvement
Boosted Boost,

Weaker Weak Points
Angle Feature

Boost
Die
d4

d4

d4
dé
dé

dé
dé
d8
d8

d10
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NEURAL NETWORK

At 1%t level, you are able to create a network connecting the neurolinks of a few individuals and to, from
whichever computer you are working from, interact with those individuals. As an action, a willing creature
can connect its neurolink to a device connected to your signature, whether it be a neuro-drive, a computer
connected to your network or even directly to your own neurolink. You can have a number of creatures

connected to your Neural Network equal to your proficiency + technology modifier.

A creature connected to your Neural Network will be able to see your avatar and username in the corner
of their vision, through the use of their neurolink. In return, you are granted access to the vision and sense
of hearing of the connected creatures as long as the connection is open. While you are connected to a

creature’s neurolink, any electrical or psychic damage dealt to it is also dealt to you.

This neural connection allows for the transfer of certain traits that you possess, that you are able to
condense and send via the web. Each creature connected to your neural network can be granted one of
your racial trait or proficiency, with the exception of the ability score improvements. The same trait can be
given to any number of creatures, but each creature connected to your network can only receive one. You

can change the trait given to a single creature at the end of a |ong rest.

You, or a willing creature connected to your Neural Network, can temporarily close the neural connection
and reopen it as a bonus action. A creature can permanently disconnect from your Neural Network if you

allow it, or by succeeding on an opposed technology (computing) check.

REMOTE BOOST

At 1% level, you can give the help action to any creature connected to your Neural Network performing a

task in which you are proficient.

Additionally, you can provide help to a connected creature by rapidly uploading some of your lines of code
to their neurolink. As a reaction to a creature attempting to perform an ability check or attack roll, expand
one of your boost dice and add it to their roll. This die starts as a d4 and increases in size as you gain levels in
this class, as indicated in the Boost Die column of the angel class table. You have a number of boost dice

equal to twice your levels in the angel class. You regain all of your dice at the end of a long rest.

WEAK POINT

Starting at st level, your ability to lean back in your chair and calmly observe your opponents without the
stress of combat allows you to analyze the situation with a keen eye. Once per turn, at the beginning of
your turn, you can roll 2d6+ your intelligence modifier. The result is your weak point damage. If you do so,
you can, as an action, choose one creature that you can see within 30 feet of a creature connected to your

Neural Network and target them. After your turn, but before the beginning of your next turn, the first
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time a targeted creature takes damage, add your weak point damage as bonus damage. Your weak point

damage is the damage type that triggers the bonus damage.

Starting at 3" level in this class, your weak point rolls increase to 3d6, and again at 5" level (4d6), and
finally at 10t level (5d6).

NEURAL GUARDIAN

At 2" level, you can further assist your allies in combat by giving them rapid directives. As a bonus action,

you can give a creature connected to your Neural Network the dash, disengage or help action.

You can also, as an action, grant a creature connected to your Neural Network faster reflexes, granting
them with a bonus to AC equal to half your technology modifier, rounded down. You can only grant this

bonus to one creature at a time, and applying it to another creature will remove it from the previous one.

Additionally, you can, as a reaction to a creature connected to your neural network taking damage,
expand one of your boost die to heal said creature. The healing is equal to the roll of the die + your

technology and intelligence modifiers.

EPHEMERAL PRESENCE

At 3t level, the tinkering you do at your computer during your spare time finally paid off. You have created
a small palm-sized device that you can send to your team by means of your choice. When a creature
activates the object as an action, the device projects a 3D holographic version of your avatar, which you can
use to communicate with creatures outside of the neurolink. You can use the voice modulator installed

within your computer to alter your voice while using ephemeral presence.

IMPROVED IMPROVEMENT

When you reach 4" level, you can provide one of your proficiencies to each creature connected to your
neural network. You can forgo this bonus to instead increase one of
your ability scores of your choice by 2, or two ability scores by 1. At
8t" level, you can increase one ability score of your choice by 2 or two
ability scores by 1, or instead increase two of your proficiencies to

expertise.

| KNOW THIS!

After reaching 5t level, your long hours on the internet start paying
off. Once per long rest, as a reaction to a creature connected to your

neural network taking damage, failing a saving throw, or failing an

Remote work has its perks
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ability check, you can instead make the creature take no damage, succeed on its saving throw, or succeed

its ability check.

PLEASE CLICK ON THIS LINK

At 6t level, a creature connected to your neural network can try to connect its neurolink, or any other device
connected to your Neural Network, to the neurolink of another creature, provided it has one and that the
creature is of a CR equal or lower to your Neural Network capacity. An unwilling creature must be grappled
and lose an opposed strength (athletic) check against a creature trying to force the connection. An
unconscious or paralyzed creature fails this check automatically. On a successful connection, you try to hack
into the neurolink if the creature. The target must succeed on a mind saving throw against a DC equal to 8 +
your proficiency modifier + your technology modifier or become dominated by you. A dominated creature is

completely under your control as long as it is connected to your neural network.

You can act, move and speak through the body of the creature as if it was you. This very involved process
makes it difficult to focus on other tasks, and thus reduces the number of creatures you can have on your

neural network by an amount equal to the creature’s CR.

While you control the body of a creature, this creature’s mental ability scores are replaced by yours, and its
proficiencies are overridden by yours, with the exception of proficiencies to weapons and armor. You remain
in control of the dominated creature for a maximum of 7 days, after which it repeats its mind saving throw.

On a failure, the creature is dominated for another 7 days.

If the dominated creature succeeds on its saving throw, falls unconscious, dies or has its connection to your

neural network broken, the creature is completely disconnected from your Neural Network.

You can attempt to dominate a creature once per |ong rest.

AUTOPILOT

Starting at 7" level, you can leave the neural network running while you are on the go. Sometimes, life gets
in the way, but yours won’t slow down the rest of your team. While you are not at the computer, the creatures
connected to your neural network can spend your boost dice themselves, by using their own reactions, giving

you some much needed freedom to be somewhere else.

BOOSTED BOOST

At 9% level, you can, as a free action, add your boost dice to a creature’s damage roll, provided it is
connected to your Neural Network. This die is maxed when attacking a creature that was targeted by your

weak point feature.
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ANGEL ANGLE

At 2" level, you choose your angle of approach to being an angel. Each angle provides different abilities as

you continue to level up.

BLACK ANGEL

A Black Angel usually works to satisfy its needs or its greed, aware that the consequences of its decisions
might put some people in danger. Black Angels are not necessarily evil, simply more pragmatic and

oriented toward helping themselves and their kin.

| KNOW A GUY

When you choose this angle at 2" level, you make any checks related to finding addictive substances with

advantage and pay 10% less for every 3 street influence you have.

SURGES

At 5t level, you can expand your action to give an action that must be used immediately to a creature
connected to your neural network. You can use this feature a number of times equal to your technology
modifier per long rest, and each creature connected to your network can beneficiate from this surge only

once per long rest.

MALWARE

When reaching 10t level, you have perfected your code. Creatures targeted by your Please Click On This
Link feature have disadvantage on their saving throw to resist the effect. A dominated creature now costs

only half of its CR in regards to your neural network capacity.

Additionally, as an action, you can decide to have the dominated creature die instantly.

WHITE ANGEL

A White Angel is, by its very nature, a benevolent individual that works for the betterment of society. It
seeks to help and defend, and tries to be the change it wants to see in the world. Receiving help from a
White Angel is a rarer opportunity than ever, as benevolence and selflessness can prove scarce in a world as

unforgiving as the one, they live in.

THERE’'S ONE ON YOUR SIX

When you select this angle at 2" level, creatures connected to your neural network cannot be surprised as

long as you are connected to them.

Carbon 2185 | A Cyberpunk RPG

ME2185 | A K=o Q=NT LA 20 4—4



YOU'RE LUCKY I’'M HERE

At 5 level, you gain 3 luck points. Whenever you or a creature connected to your neural network makes an
attack roll, an ability check, or a saving throw, you can spend one luck point to roll an additional d20. You
can choose to spend one of your luck points after you roll the die, but before the outcome is determined.

You choose which of the d20s is used for the attack roll, ability check, or saving throw.

You can also spend one luck point when an attack roll is made against you or a creature connected to your

neural network. Roll a d20 and then choose whether the attack uses the attacker's roll or yours.
GOT YOUR BACK

Starting at 10 level, any creature connected to your neural network has a bonus of +2 to all of its saving

throws and cannot get frightened.

Designer’s note

Hi! 'm Sam, aka SamTheOkayDM. When | started designing the Angel, | knew that this class would not suit most of the player base. As an
Angel, you spend a lot of time in a remote location, interacting through your teammates. This provides an opportunity for interesting roleplay
interactions, but will require some creativity in combat encounters, as you may have to think outside of the box to avoid a repetitive gameplay.
Maybe your character is focused on the details and spends some of its actions investigating the battlefield, throwing some perception and
investigation checks to find weaknesses in the line of defense or an escape route that would make combat more relevant? Or you could surf the

web, trying to find information about your opponents while your team takes care of the dirty business.

Additionally, this class provides a lot of narrative possibilities in regards to having a remote character. And, since most angels are hidden behind a

username and an avatar, it allows for some mystery and intrigue within the bounds of the party.

| also wanted to let you know that the art found within this document was made by Al art. My personal opinion on Al art is that it is a very low-
effort way to art that is, in the long run, hurtful to the wonderful community of artists that we have. This is why this class will always be free, so

that no one beneficiates monetarily from the hard-work that “inspired” the Al tool.
| sincerely hope you enjoy the Angel, and would like to hear your feedback if you have any! Have fun!

Sam, The Okay DM
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the
Coast, Inc. and is Copyright 2000 Wizards of the
Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”’Contributors” means the copyright
and/or trademark owners who have contributed
Open Game Content; (b)’Derivative Material”
means copyrighted material including derivative
works and translations (including into other
computer languages), potation, modification,
correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form
in which an existing work may be recast,
transformed or adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute;
(d)"Open Game Content” means the game
mechanic and includes the methods, procedures,
processes and routines to the extent such content
does not embody the Product Identity and is an
enhancement over the prior art and any additional
content clearly identified as Open Game Content by
the Contributor, and means any work covered by
this License, including translations and derivative
works under copyright law, but specifically excludes
Product Identity. (e) “Product Identity” means
product and product line names, logos and
identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, like- nesses,
formats, poses, concepts, themes and graphic,
photographic and other visual or audio
representations; names and descriptions of
characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities;
places, locations, environments, creatures,
equipment, magical or supernatural abilities or
effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly
identified as Product iden- tity by the owner of the
Product Identity, and which specifically excludes the
Open Game Content; (f) “Trademark” means the
logos, names, mark, sign, motto, designs that are
used by a Contributor to identify itself or its products
or the associated products contributed to the Open
Game License by the Contributor (g) “Use”, “Used”
or “Using” means to use, Distribute, copy, edit,
format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h)
“You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open
Game Content that contains a notice indicating that
the Open Game Content may only be Used under

and in terms of this License. You must affix such a
notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this
License except as described by the License itself.
No other terms or conditions may be applied to any
Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms
of this License.

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors grant
You a perpetual, worldwide, royalty-free, non-
exclusive license with the exact terms of this
License to Use, the Open Game Content. Game
Content except as expressly licensed in another,
independent Agreement with the owner of such
Trademark or Registered Trademark. The use of
any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that
Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.

5.Representation of Authority to Contribute: If You
are contributing original material as Open Game
Content, You represent that Your Contributions are
Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to
include the exact text of the COPYRIGHTNOTICE
of any Open Game Content You are copying,
modifying or distributing, and You must add the title,
the copyright date, and the copyright holder’s name
to the COPYRIGHT NOTICE of any original Open
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any
Product Identity, including as an indication as to
compatibility, except as expressly licensed in
another, independent Agreement with the owner of
each element of that Product Identity. You agree not
to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except
as expressly licensed in another, independent
Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute
a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in
Open Game Content shall retain all rights, title and
interest in and to that Product Identity.

8. Identification: If you distribute Open Game
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Content You must clearly indicate which portions of
the work that you are distributing are Open Game
Content.

9. Updating the License: Wizards or its designated
Agents may publish updated versions of this
License. You may use any authorized version of this
License to copy, modify and distribute any Open
Game Content originally distributed under any
version of this License.

10. Copy of this License: You MUST include a copy
of this License with every copy of the Open Game
Content You Distribute.

11. Use of Contributor Credits: You may not market
or advertise the Open Game Content using the
name of any Contributor unless You have written
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to
comply with any of the terms of this License with
respect to some or all of the Open Game Con- tent
due to statute, judicial order, or governmental
regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate
automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall
survive the termination of this License.

14. Reformation: If any provision of this License is
held to be unenforceable, such provision shall be
reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE

Open Game License v1.0a Copyright 2000, Wizards
of the Coast, LLC. System Reference Document 5.1
Copyright 2016, Wizards of the Coast, Inc.; Authors
Mike Mearls, Jeremy Crawford, Chris Perkins,
Rodney Thompson, Peter Lee, James Wyatt,

Robert J. Schwalb, Bruce R. Cordell, Chris Sims,
and Steve Townshend, based on original material
by E. Gary Gygax and Dave Arneson.

Dragon Turtle Games, the Dragon Turtle Games
logo, Carbon 2185, the Carbon 2185 logo, and all
content herein, unless covered by the
aforementioned Open Game License are Copyright
Dragon Turtle Games Ltd. Any reproduction or
unauthorized use of the martial or artwork contained
herein is prohibited without the express written
permission of Dragon Turtle Games Ltd.

The contents of this document, unless covered by
the aforementioned Open Gaming License and
Copyright to Dragon Turtle Games are offered
under the creative common license Attribution-
NonCommercial 4.0 International. You are free to
copy and redistribute the materials contained within
this document, or to adapt them, but you may not
use the material created by Samuel Proulx within
this document for commercial purposes.
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