
1

BY BOB EGGLETON

Writing and Design by James Hutt•Editing by J Gray 
Interior Art by Danea Fidler, Dolan Pondsmith & Lionel Marty 

Art Direction by Winter Jaye•Business Management by Lisa Pondsmith 
Media and Marketing Management by Rob Barefoot•Layout by J Gray

Copyright  © 2026 by R. Talsorian Games, Inc., Cyberpunk is a registered trademark of CD Projekt Red S.A. All rights reserved under the Universal Copyrights Convention.  
All situations, governments, and people herein are fictional. Any similarities portrayed herein without satiric intent are strictly coincidental.

V1.0APRIL 2026

Cyberpunk RED  Cyberpunk RED  
xx Fossilized Violence Fossilized Violence



2

CYBERPUNK RED X FOSSILIZED VIOLENCE

This isn’t 
Byteman’s first 

Cyberpunk 
appearance! 

Can you track 
down his origin 

story?

Nomad 
Presents Radio 

debuted in 
the DLC of 

the same title. 
Check it out for 
free at the RTG 

website!

Arizona Talons
a r i z o n a t a l o n s a r i z o n a

“This is Night City Midnight Radio on 88.9 NoPR. 
You’re on the air with Chuck Powders.”

“Hi Chuck. Long time listener, first time caller. My 
name is Byteman, and I’m something of a digital 
archivist. I’ve got a nomad story for you, perfect for 
the campfire.”

“Far out, Byte … man, thank you for calling in. Now 
what’s this campfire story you’ve got? Go on and spark 
up that tinder and bring it to the people.”

“I heard it out in Arizona, traveling with the Jodes. 
A dust storm had forced us to cancel a party we had 
planned, so we all hid out in one of the larger kombis, 
drank our rations, and passed the time. One nomad, 
who I remember was bald as a cue ball and covered 
his scalp in light tattoos that repeated the words “HAIR 
GOES HERE” … name now escapes me … anyway, he 
spoke, quietly at first, but eventually, clear as a sum-
mer’s day. This was the story:

“I heard of a man traveling through this land that 
barely escaped with his life, who went by the handle 
Wildman. Now, Wildman was a nomad just like us, a 
forward scout for his pack, riding days ahead to clear 
the way for a large convoy. The story goes that he was 
traveling across the Coconino plateau, just south of the 
Grand Canyon, when he spied a plume of smoke. He 
peeled off the road to scout it out, coming to a cliff, 
under which an overturned Tetracorp Megahauler lay 
in a deep gorge, its cargo untouched by the flames that 
had led him to the site. He inflated a WorldSat balloon 
to try and get a signal back to his pack, but something 
had jammed the airwaves. 

“Now he could have left this thing alone, and he 
could have left unscathed, but that’s not how the story 
goes. Wildman spiked a rope to a boulder, and rap-
pelled down. In the narrow rocky passage below, the 
air was cooler, and the shadows were refreshing to a 
man that had ridden all day in the Arizona sun. 

“The metal of the Megahauler’s chassis was cool to 
the touch. He kept low as he searched it for markings, 
coming around to the other side of the wreck. He saw 
a pile of glass tubes, electronics, and molded plastic 
housings, all melted together in a pile, and in the pile 
he also saw bones. Human skulls, limbs, the rest of 

them, some still in rubber cleansuits, but all of them, 
baked black by the fire, no, a pyre, one which had 
only recently smoldered out. He drew his shotgun, and 
stalked around the vehicle, toward the engine.”

“A loud noise smashed down into the gorge, so 
Wildman activated his Sandevistan as he rushed to 
investigate. Turns out his roadbike had fallen into the 
gorge, but it wasn’t an accident. Someone had also 
cut down the rope. A horrifying metallic slam echoed 
through the passage, this time from the inside of the 
Megahauler’s containers, followed by a screeching of 
metal. 

“Wildman rushed to his destroyed bike, reconnecting 
snapped gas lines and untwisting hydraulics with a speed 
that would make a wrench jokey blush. He needed to be 
mobile and he needed it fast! Wildman abused the choke, 
and, slamming down his foot, miraculously, the mangled 
bike began to growl to life. That’s when the metal con-
tainer sheared open, unleashing its angry contents into 
the narrow gorge.

“Honest truth, I think fumes from the pyre may have 
been involved in what he saw, but I Wildman insists the 
container was full of dinosaurs. Raptors, supposedly,  
feathers and all! Wildman found himself in the middle 
of a pack of them, curved razor sharp claws and all, 
before he managed to ride away. They tore at his flesh, 
ripping the Realskinn right off his cyberarms. 

“Wildman rode as fast as his mangled bike would 
allow to get the hell away. Just as he came out the 
natural end, he heard an explosion far behind him. 
Whoever it was that cleaned up their mess, they fin-
ished the job. But maybe a few of those reptiles from 
long ago slipped away, like Wildman did. Maybe 
they’re still out there lurking in the cold dark that 
follows every beautiful Arizona sunset.”

“Wow, that’s a hell of a story, Byteman. Thank you 
for calling in.”
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WAIT A SECOND! 
WHAT ARE WE DOING HERE?

Well, we’re putting dinosaurs in Cyberpunk RED, but 
we aren’t putting them in Cyberpunk canon ... after all, 
Byteman’s story is just a late night radio urban legend ... 
but we are giving you dinosaur statblocks. What you do 
with those statblocks is your business. We won’t smash  
down your door if you break them out for your table. 

Why are we doing this? Well, because first, it’s 
fun, and second, we want to draw your attention to 
Fossilized Violence, a new TTRPG created by 
Cyberpunk RED designer, James Hutt, coming soon 
from R. Talsorian Games. In Fossilized Violence, 
you play as a caveman fighting evolving dinosaurs,.
Break out your toy dinos and toss them on the table 
for the game. Kit out your character with 140+ pieces 
of equipment made from downed primordial corpses. 
Complete regional and settlement quests to earn 
renown toward your goal of retiring as an elder.

Fossilized Violence plays fast, with a unique focus 
on big, splashy, violent combat. It’s got loads of Critical 
Injuries, too – in fact, compared to Cyberpunk RED, 
it has 1350% more Critical Injury tables. If you like the 
feeling of combat in RED, you’ll love the feeling of 
Fossilized Violence!

Want to try it out? You can download the Fossilized 
Violence Quickstart using the QR code below!

https://rtalsoriangames.com/fossilized-violence/
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 X Fossilized Critical Injuries

Roll 
(2d6) Injury Injury Effect Quick Fix Treatment

2 Deft Dismemberment
Choose one of the victim’s arms or legs to sever. That limb is dismembered as 

per the relevant Body Critical Injury.
N/A

Surgery 
DV17

3 Collapsed Chest -3 to MOVE (Minimum 1). Base Death Save Penalty is increased by 2.
Paramedic 

DV17
Surgery 
DV17

4 Rattle Brain
Aimed Shots to your head multiply the damage that gets through your SP 
by 3 instead of 2. Melee attacks made against you cause Critical Injuries 

when one less 6 than usual shows up on damage dice.

First Aid or 
Paramedic 

DV17

Surgery 
DV17

5 Fractured Frame
You cannot make Aimed Shots or dodge attacks.  
Base Death Save Penalty is increased by 2.

Paramedic 
DV15

Quick Fix removes 
Injury Effect 
permanently

6 Break Body
Choose one of the victim’s arms or legs to break.  

That limb is dismembered as per the relevant Body Critical Injury.
Paramedic 

DV13
Paramedic DV15 or 

Surgery DV13

7 ESCALATE Roll on the Super Fossilized Criticals table instead. N/A N/A

8 Tear Ligaments
-1 to MOVE, REF, DEX (Min 1).  

Base Death Save Penalty is increased by 2.

First Aid or 
Paramedic 

DV13

Quick Fix removes 
Injury Effect 
permanently

9 Shock System
Next Turn, you cannot take a Move Action.  

Whenever you move further than 4 m/yds on foot in a Turn,  
you cannot take a Move Action on your next Turn.

Paramedic 
DV13

Surgery DV13

10 Gaping Wound
Next turn, you cannot take an Action, but you can still take a Move Action. 

-2 to MOVE (Min 1). Base Death Save Penalty is increased by 2.

First Aid or 
Paramedic 

DV15

Quick Fix removes 
Injury Effect 
permanently

11 Caved Clavicle -2 REF, -2 DEX (Min 1).
First Aid or 
Paramedic 

DV15

Quick Fix removes 
Injury Effect 
permanently

12 Jagged Wound
Next turn, you cannot take an Action or a Move Action. You cannot dodge 

attacks. Base Death Save Penalty is increased by 2.

First Aid or 
Paramedic 

DV15

Quick Fix removes 
Injury Effect 
permanently

Fossilized Criticals & Fossilized Super Criticals
f o s s i l i z e d c r i t i c a l s a n d f o s s i l i z e d s u p e r c r i t i c a l s

Whenever a dinosaur scores a randomly rolled Critical Injury skip the table in the Cyberpunk RED core rulebook 
and  refer to the Fossilized Critical Inury table to determine which crit they inflict on their target instead. Targeted 
Critical Injuries made by dinosaurs, such as those inflicted by Aimed Shots or Martial Arts Special Moves, are 
unaffected.

Fossilized Criticals should not be inflicted by modern humans during typical gameplay, unless the GM wants 
them to be more … caveman-like … in which case it is suggested that non-dinosaurs characters score Fossilized 
Critical Injuries whenever three or more dice rolled for the damage of a Melee Attack come up 6. If you’re also 
using the Night City Tarot subsystem, you’ll want to draw a card for the first 666 Critical Injury of a game session 
– no matter the source – and roll on the Fossilized Critical Injury table for any further 666 damage rolls that come 
from Melee Attacks.

Fossilized Super Criticals occur due to extremely lucky rolls on the Fossilized Critical Injuries table.
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 X Fossilized Super Criticals

Roll 
(2d6) Critical Critical Effect

2 RAMPAGE
For the rest of combat, the attacker gains an additional Turn at the top of the Initiative Queue.  

If RAMPAGE is rolled a second time, reroll.

3 SUNDERING
For the rest of combat, whenever one of the attacker’s Attacks (including this one) would ablate armor,  

the armor is ablated by an additional 4 SP.

4 MIGHTY For the rest of combat, the attacker’s Melee Attacks deal 1d6 additional damage.

5 DETERMINED The attacker gains 15 HP. For the rest of combat, the attacker’s armor cannot be ablated.

6 MUTILATING
For the rest of combat, the penalty for Aimed Shots made by the attacker is reduced to -3.  

If MUTILATING is rolled a second time, reroll.

7 ANIHILATE Roll twice on this table until you get two non-ANNIHILATE outcomes, then choose which effect to adopt.

8 BLOODY For the rest of combat, all Characters dodging the attacker’s Melee Attacks do so with a -3 penalty.

9 ACCURATE For the rest of combat, Aimed Shots made by the attack deal 2d6 additional damage.

10 PUNISHING
For the rest of combat, the attacker may take an extra Action the first time  

they deal damage to an enemy each Round.

11 INVIGORATED
For the rest of combat, the attacker may choose their preferred entry when rolling on a Critical Injury table instead of 

rolling, and their attacks cause Critical Injuries whenever even a single damage D6 rolled results in a 6.

12 EMPOWERED
The attacker takes another Turn immediately after this one.  

During that turn, they roll a d20 instead of a d10 when making an Attack Check.
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Name
        

Level

Seriously
wounded

Death
save

HP

INT REF DEX TECH COOL WILL MOVE BODY EMP5 4 5 2 1 6 6 15 0
 STATS

  Attacks  armor

 skill bases

Allosaurus

Hardened Boss

33
15 65

Chomp (C# 14) ROF2 4d6

Brawling Attack (C# 16) ROF2 4d6

SP9

SP11

Athletics 14•Brawling 16•Concentration 13•Endurance 8•Evasion 10•Human Perception 10•Melee Weapon 14
Perception 12•Resist Torture/Drugs 12•Stealth 8•Tactics 11•Tracking 12•Wilderness Survival 10
 Abilities
Natural Weapons:  An Allosaurus’ Chomp cannot be disarmed.
Primal Might:  Once per round, an Allosaurus may choose to roll a d20 whenever they would roll a d10.
Primal Speed:  An Allosaurus takes an additional Turn at the end of each Round.

Allosaurus Hide

Allosaurus Hide

HE
AD

BO
DY

Name
        

Level

Seriously
wounded

Death
save

HP

INT REF DEX TECH COOL WILL MOVE BODY EMP3 3 6 1 1 8 4 14 0
 STATS

  Attacks  armor

 skill bases

Ankylosaurus 
Hardened Mini Boss

—
14 65

Tail (C# 14) ROF1 5d6

Brawling Attack (C# 15) ROF2 4d6

SP13

SP15

Athletics 13•Brawling 15•Concentration 15•Endurance 15•Evasion 8•Human Perception 10•Melee Weapon 14
Perception 10•Resist Torture/Drugs 14•Stealth 8•Tactics 8•Tracking 10•Wilderness Survival 12
 Abilities
Natural Weapons:  An Ankylosaurus’ Tail cannot be disarmed.
Primal Protection:  An Ankylosaurus is immune to the effects of non-mortal Wound States and it’s SP cannot be ablated.

Ankylosaurus Hide

Ankylosaurus Hide

HE
AD

BO
DY

Yes, this introduces d20s to Cyberpunk RED gameplay.  
We know you own a few. Don’t worry, we won’t tell anyone.

Allosaurus: A large bipedal predator discovered during the Bone Allosaurus: A large bipedal predator discovered during the Bone 
Wars of of the late 1800s.  Wars of of the late 1800s.  

  
Ankylosaurus: An armored dinosaur with a Ankylosaurus: An armored dinosaur with a 

large club on the end of its tail.large club on the end of its tail.
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Name
        

Level

Seriously
wounded

Death
save

HP

INT REF DEX TECH COOL WILL MOVE BODY EMP3 5 5 2 1 8 6 8 0
 STATS

  Attacks  armor

 skill bases

Pachycephalosaurus 
Hardened Lieutenant

25
8 50

Skull (C# 12) ROF1 4d6

Brawling Attack (C# 13) ROF2 3d6

SP15

SP11

Athletics 10•Brawling 13•Concentration 15•Contortionist 8•Endurance 15•Evasion 13•Human Perception 8 
Melee Weapon 12•Perception 8•Resist Torture/Drugs 8•Stealth 8•Tactics 8•Tracking 10•Wilderness Survival 12
 Abilities
Natural Weapons:  A Pachycephalosaurus’ Skull cannot be disarmed.

Armored Hide

Armored Hide

HE
AD

BO
DY

Name
        

Level

Seriously
wounded

Death
save

HP

INT REF DEX TECH COOL WILL MOVE BODY EMP6 8 9 5 1 6 7 11 0
 STATS

  Attacks  armor

 skill bases

Therizinosaurus

Hardened Mini Boss

28
11 55

Claw (C# 14) ROF3 3d6

Brawling Attack (C# 13) ROF2 4d6

SP8

SP8

Athletics 13•Brawling 13•Concentration 8•Contortionist 12•Endurance 10•Evasion 14•Human Perception 8 
Melee Weapon 14•Perception 12•Resist Torture/Drugs 8•Stealth 14•Tactics 13•Tracking 14•Wilderness Survival 12
 Abilities
Natural Weapons:  A Therizinosaurus’ Claw cannot be disarmed.
Primal Speed:  A Therizinosaurus takes an additional Turn at the end of each Round.

Feathered Hide

Feathered Hide

HE
AD

BO
DY

Take your time pronouncing some of these names. 
They can be quite the tongue-twisters!

Pachycephalosaurus: A bipedal dinosaur with a thick, bony dome on Pachycephalosaurus: A bipedal dinosaur with a thick, bony dome on 
top of its skull.  top of its skull.  

  
Therizinosaurus: A tall dinosaur with elongated hand Therizinosaurus: A tall dinosaur with elongated hand 

claws. Its arms were highly resistant to stress.claws. Its arms were highly resistant to stress.



8

CYBERPUNK RED X FOSSILIZED VIOLENCE

Name
        

Level

Seriously
wounded

Death
save

HP

INT REF DEX TECH COOL WILL MOVE BODY EMP4 6 4 1 1 8 6 15 0
 STATS

  Attacks  armor

 skill bases

Triceratops

Hardened Mini Boss

35
15 70

Horn (C# 13) ROF1 6d6

Brawling Attack (C# 15) ROF2 4d6

SP15

SP10

Athletics 13•Brawling 15•Concentration 14•Endurance 14•Evasion 8•Human Perception 8•Melee Weapon 13
Perception 10•Resist Torture/Drugs 14•Stealth 8•Tactics 10•Tracking 12•Wilderness Survival 13
 Abilities
Natural Weapons:  A Triceratops’ Horn cannot be disarmed.
Primal Might:  Once per round, a Triceratops may choose to roll a d20 whenever they would roll a d10.

Triceratops Hide

Triceratops Hide

HE
AD

BO
DY

Name
        

Level

Seriously
wounded

Death
save

HP

INT REF DEX TECH COOL WILL MOVE BODY EMP6 7 6 7 1 5 7 5 0
 STATS

  Attacks  armor

 skill bases

Utahraptor 
Hardened Mook

18
5 35

Claw (C# 14) ROF2 3d6

Brawling Attack (C# 10) ROF2 2d6

SP9

SP9

Athletics 10•Brawling 10•Concentration 8•Contortionist 14•Endurance 8•Evasion 12•Human Perception 10 
Melee Weapon 14•Perception 12•Resist Torture/Drugs 8•Stealth 14•Tactics 12•Tracking 14•Wilderness Survival 14
 Abilities
Natural Weapons:  A Utahraptor’s Claw cannot be disarmed.

Raptor Hide

Raptor Hide

HE
AD

BO
DY

Can your Edgerunner keep a dinosaur as a pet? 
That’s up to your GM. Sounds like a fun conversation!

Triceratops: A three horned herbivore and one of the most Triceratops: A three horned herbivore and one of the most 
recognizable dinosaurs in the world. recognizable dinosaurs in the world. 

  
Utahraptor: A feathered bipedal carnivore with Utahraptor: A feathered bipedal carnivore with 

a large killing claw on its second toe.a large killing claw on its second toe.
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