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INTRODUCTION

e S L

Fascfowrwyr, Thind Edirkon (SRI) s a oompbets rodeplaying

game—this single volume contains enough source maber

lal for both gamemasters and players o begin

playing Shadosrun. This book is a revision
of the original Shacosyun rules pubdishec in
1989 & revised in 1992, SRT has been
updabed amd rewritten for cladty, to
prowide Cheaner. faster play. Players of
PrE RIS Chadowrn  wersdons  will
find that the concepts, applicatons
ard the heart of the game have
chamged very lifthe. Any changes
that hawe been made were
designed to be comsistent with
thie spirt of the [otonal game
Wil andd o makntain the internal
logic that has made Shadowmnm
one ol the mast popular science fic
fon and lanfasy games ever 583
does MOT makes other Shadowrun
products obsolete

S5R3 contalngs new materal, some
created o clarify existing material and some
o rework exisling rules. SE3 also Incorporates
nees previously published in Wirua! Realines 2.0
Rigger 2; Shadowrun Companion: Beyond the Shadows and
ather game supplements. both in and out of print. You hold in
your hands the compléete reléersnce collection of baslc rules
umed o play Shadossrun

Sofme chapters in this book are deslgned 1o give you a
complete understanding of the Shadowrun setting before you
play the game. Welcomse o ihe Shadows disoumses the world
of Shadowrun, detalling the featunes that make i wnbque and
weliaf nole thee players take in chis world. And %o & Came To Pass

5 a historical breakdown of the Shadowrun world from the

perspecinee of Laptaln Chaos, a notable personalicy in the
Shadowrun universe., Game Concepds B a quick reference to
rerrms, fules and concepes used in Maying the game, from what
b you use 10 what metaheman races you can play. Searms
and the Modemn Nomfwest  sketches out the setting of the
basic Shadownan game

O you are famillar with the game badgreund, you can
creaie the character you wish o play. Creating 4 Shaoouwsumnes
provices a siep-Dy-siep  procedure for making a  character
Sixteen Sample Characters are also avallable. These are by no
mezans the only charsoter options you can play, bt they wil help
WO ExRperirTent and generate ldeas of your own. These characiers
also include representatves of all the metahuman races

After you have your characher, it's time for the rules. Skilts,
Coyrisal, Contacts and Running b the Shadows ane the main

B [ Shadowrwn, Third Edition

niles sections foe player charscters, Skl cosers swihal vodli o
acter knovws and Can do. Comibad covers fighting, sundding anc
heealing '||.|'\.I|'|I|'|g IinkGrrmacion on ranged and melee
combat, vankous weapons and more. Contacts
deLalls who vour characier knosws. amd o o
gt information from them, whille Running
Ay (e Sficdhonas features various aspects
of a shadowrunner s existence, from
bhee Beshvhe o lead o the security

wou miust Tequently deleal o fen

Ing your loot

wome characher types nesd

miare seeEchallped rules. For ITHLE]
clan characyers, e Magis chagp
bl provides everything a playes
of gamemasier nesds o know
about magic, spells, astral space
and Spants These mules. take nbo
atcount a number of clarficarions
Al lhﬁ'l_:'{i.'*: FrOim peresious ecliithons
IF you wish 1o play a decker and plug

your brain Ao the wiorlchswiole cosm puter

programs you meed o the deadly elecinonic
CMENDETITIEASLUNSS WOl may Encounter. This chapter is
an ivraduction to the Shadowrun sourcebook Virfual Readinles
20 To Py a |i~q_'_1||"': a character who jacks directty o of
remobely controlds vehichkes and diones. e Viehickes  and
Dromés chapbed has all the information vou'll meed. T luding
orones, wehicle combat. electronic senmors, driving mamnsuaes
and more. This chapter 5 an introduction to the Shadossrun
sourcebook Bigger 2
Some chapters are abds o the garmemaster, Beyond The
Shadiows Includes poivbers on being 4 gamemaster, as wed| as
character achvancement and creating opponents, Solnits s
El'rlx'l'_'l.'l‘. ghves a complete breakdown on these undque eniithes
Ml POfeulabe the weorkd of Shachosarum
Carar lists thae cost avallability ang legaliny of lems in the
wornd of Madowrun. The listing Inchedes all manner of

WEapons, vehicles, cyberware (machine parts  thai replace

hurman Mesli]. &rmorn entertaiiment slecironies. sec urity boys
A e armeecd medlcal senvices

Some notes on the Sy E&hibion can b= foundd In the
Develpper’s Sy at the end of the book. Sourcebook Lipdafes
provicies. notes and modifications w0 previously  published
sourcebooks and rules supplements to bring them up o date
with current SR3 rules. This section aluo ghves options for con
verting Shadowrun Second Edition rules to 583

A just in case it needs o e sald agair: Stadowrm, Third
Editlon does NOT make other Shadowrn products chaolete.
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bt year ks 2060 The world Is changed, some say Awakened
A long hull in the mystical energles of the unlverse has subsided and magic has returmed
o the word, Ebves, dwarfs, ok and trolis have assumed thedr true fosms. throwing off
their hurman guises, Lreatures of the wild have changed as well, transforming Into beasts
of myth and legend. The many raditons of magic have come back to life, and shamans and
= mages have carved out a place in the new world for themsebves and thelr powers. Many
Epeois of the "l'\lﬂldl\-l:'l'll'\ls e mysienes, but modern sockety Aghts on 1o assimillate the
weays of magic into a wechnological world

The decades that followed the Awakening were years of panic and turmodl, as the Four
Horsemen of the Apocalypse seemed 0 ace across the Earth, Cultures that had never loss
rouch with melr mystical pasts began bo use magic against the great nathons that had sup
pressed them for so long, The vast global telecommunications network collapsed under an
S assault by a mysterous computer virus, Dvagons soared into the skies. Epidemicy and Bmine
ravaged the word s population. Clashes between newly Awakened races and the rest of
humanity became comemon. All central authorty coumbled, and the world be=gan o spEral
doswnwward It the abegss

But man and his kin are hearty animals. Out of the devastation and chaos, a fragile new
* soclal onder slowly emerged. Advanced simulated sensorum (simsense) technology helped
cradicate the last vestiges of the compuber vinus and replaced the old relecommanications net-
work with the new wirteal-reality world of the Matrix. Amerindians, ehves, oris and dwarfs
lodimeed few nations. Whene envirommental degradation and pollution have made mamy areas
uninhabitable. eco-groups wage war on polluters. and Awakensd powers use incredibde mag-
Ics to hisal the earth. Ceniral governments have balkanized ivbo smaller nations and Ciry-siates
az fear of the world's changes drives wedges between people of different backgrounds, Vast
- rmietropolitan sprawds known as metroplexes cover the landscape; these wban jungles swallow
whole reglons. MPolice departmeents unable to contain crime waves and civil unrest have been
privanzed or thelr work contracted out o oonpsorations.

Shacoswrun, Thind Edition T



Megacorporations have become the new world super-
powers, a law unto themselves, The entire planet speaks their
Language. as the nuyen has become the global monetany stan-
dard. The megacorps play a deadly game, paying pawns in the
shadows to help them gei an edge on the compettion
Mearnahiile, comporate executhees and wage slaves hole up in
thein oam enclaves, safe behind layers of seouty and indoctri-
nation, Cutside the walls of these arcologles and gared com-
munities, whole stretches of the sprawls have become
ungovernable. Gangs rule the streets; the forgotten masses
grow, lacking sven a Systemn ldentification Mumber (SIM)
ghve them any rghts. These outcasts, dissidents and rebels e
a3 the dregs of society, squarting in long-abandoned bulldings,
surviving through crime and predatony instincts. Mamy of them
amempl o fise above thelr miserable exisiences by slotting
addictive BTL (Better-Than-Life) chips, living vicariously
through someons else's senses. Others band together, some
for survival and some o gain thedr own twisted forms of poswer

Technology. oo, has changed people. Mo longer merely
Resh, many have turned to the artificial enhancements of cybes-
ware o make hemsefves monte than human, Some acguine
implants that allow them o directly interface with machines,
lke deckers who run the Matis with a cyberdeck and pro-
Erams or riggers who jack into wehicles or securty systems and
becorme one with them, Others seek bo push the envelope of
their physical capabllities, testing themsetves on the sireets
against other street samural. The human of 2060 |5 stronger,
smiarter, faster than his predecesuors

In the workd of 2060, the metroplexes are monsters that
cast long shadows. And in the cracks between the glant cor
peofaile structures, shadowrunmers find their homes. Entire soc-
eies v and die in a black-market undensorid. exploited and
abused, yet powerful in their own way. The Mafa, Yakuza and
athes crime syndicates have grown explosively as their net
wiorks provide anything that people will buy. Shadownmners
are the professionals of this culture where self-sufficlency is
wital. When the megacoips want a job done but don't want 1o
diny their hands. they need a shadownun, and they turn to the
only people who can pull it off. the shadowrunners. Though
only the blackest of governmental or corporate databases even
registers a shadoarunner's ealstence, the demand for his or ber
services is high. Dechers can slide like a whisper through the
databases of giant corporations, splriting away the anby thing of
real value—information. Street samural are enforcers for hire
whone combat skills and reflexes make them the ultimane
urban predators. Riggers can manipulate vehicles and drones
for & varety of purposes. Magicians, those rane folk who pos-
sess the gift of wielding and shaping the magical energies that
o surround the Eanth, are sought after bo spy on the compe:
titlon, skng spells against an enemy, commil magical sabotage,
and for any other purpose that their empdoyers can dream up,
All these Individuals sell their skills o survive, taking on the
tasks 100 illegal or dangerous for others 1o dare.

THE BASICS

Shadpwrun B a roleplaying game. Set In the dysiopian
near-future of 2060, it is a workd where cyberpunk meets
miagic, where criminal subculiures nub shoulders. with corpo-
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rape glites, and where advanced technology competes with the
power of spells and spirits. 1t s an age of high-tech low-lifes,
shrouded In danger and mystery and driven by intrigue and
adrenaline. Those who play In it stand on the edge, abways in
the shadow of adveniure

Shadowrun bs deslgned for two to eight players. Lile many
other rofeplaying games. it has an open-ended style of play
That mueans the game has no definithve ending—no preses time
lirmit. number of turns o play or single goal to reach that marks
the game’s end. Unlike most ather games, Shadowran has no
winners or losers. The object s by have fun with the exerciae of
imagination. When this happens. esenybody wins

Thiose with raleplaying-game experience will ind some of
the following famillar. Such readers may want 1o skip abead 1o
Game Concepts (p, 38, or turn te And 5o It Cone o Pass
ip- 22Z) and detve into the history and background of the
Shadowrwt universe. For those new to roleplaying. the fallow
Ing inroduction may not answers all youwr guestions, eCcause a
roseplaing gamde s mode easily learned from experenced play-
ers than from a book, This brief overview will give you the gen
il COnOe M behird rodepeanAng T bearm roie, Bimd otiers who
aready play Shadowrun and learn from thiem

WHAT'S NEW?

Shadlowrun, Thind Eciftion (583 15 a revision of the orginal
Shaciowwrur rules first published in 1989, Using extensive feed
back rom players and gamemasters, 583 has been reorganized
and revised for greater clarity and to provide cleaner, Gaster
play, Mayers and gamemasters familiar with the i and sec-
arud-edition nules willl find the heart of the garme unchanged; all
revisions are consistent with the game's existing logic

This book comtalng nesw maberial snd updates the rules and
information o match that in recently published sourcebooks
such as The Shadowrun Companion, Wirfual Bealites 2, Bgger
& and others. The rewritten magic rules reflect a fundamental
re-evaluation and reshaping of the core concepts of the
Shadowrun magic system, making i clearer and maore consls
tend. The Sowrcebook Updates section provices potes and miles
mklifications pertaining to many published Shadowwrun
soroepoks and supplements, bringing the information in
thirse books into line with the SA3 rules. The section does NOT
imake any other Shadoswrun product obsolete; instead, it offers
suggestions and coneersions for using any existing produc
with Shadowrun, Thind Eclition.

WHAT IS A ROLEPLAYING GAME?

A roleplaying game |5 pant improvisational theater, part
storytelling and part boand game. If is played by o gamemasier
who nuns the game and a group of players who pretend 1o be
chasacters, These characters are defined by a set of statistics
that represent skills and actribastes developed in the character
Creaton piooess (see p. 52). These are then Beshed ot with an
invented background and personality. The gamemaster pre
sents the setting and situation; through thelr characters. the
players interact with the stonvline and other characters,

Think of it this way: everyone has read a book or seen a
muvie in which the bead chasacter does something that the
reader of viewer finds so utterly wrong that be or she wants o







showt out & warndng. But no matter what we say, the character
will do what the plot demands; we're just akong fir the micke
Even throwing popoorn won't help

Im & roleplaying @arme, the playen. control their characters
actions and respond o e events of the plat. IF the player does
not want his or her character o go through the door, the char-
acher will mot. If the player thinks the character can talk him- o
hErsell owt of & gt SFtustion rather than resorting to that trusty
pistol. he or she can talk away. The scripl, or plot, of & nobe
playing game s flexible, always changing based on the deci-
sions the players make as characters

The gamernaster controls the story. He or she keeps track
of what is supposed (o happen when, descrilses events as they
occur s0 that the players (as characiers) can react o them,
keeps track of other characters in the game (referred 1o as non-
player characters]. and resohees attempis to take action using
the game sysiem. The game systern comes into play when
characters sock o use heir skills o ctherwise do something
that regquines. & test (o see whether or not they sucoeed. Specific
ules are presentesd for sibsations that ineobse rolling dice o
determing he owcome (see Game Concepis, p. 38)

The gamemasier describes the world as the characters see
it, lunctioning as thelr ecyes, cars and other sended
Cﬂmenmnenmg B not easy, but the thrill of creaftng an achen-
fure that engages the other players’ imaginations, testing their
Eamang sklits ano thelr characters skills in the game world
makes it worthwhile, FASA publishes garme supplements. and
athventures to hedp this process along, but good gamemastens
ahways adapl the game unbverse fo sult thelr own sigdes

In redeplanying. stodies (the sthventures) evolve much like a
morie of Dook, but within the flexible stonyine created by the
gamemaster. The story s the overall plot. a general outline for
what might happen at certain times or in reaction o offer
ewenis, I is nd more ooncrete than that wntil the players
become: invodvestl, A that poing, the sdventure becomes as
imalving and dramatic as that FFEAT Melnie you Sy Last wesk
or that grest book you stayed up all night to finish, In some
warys |E's even better, because you helped create i

GETTING STARTED

Specific aspects of the game are covened in several broad
sections following this Iintroduction. Below s a briel overview
of the world of Shadowmm and the different sndes ol garmes
¥ou can play. The next section is a short story, See How They
Runt, which provides atmosphere and a taste of the language
and style of Shadlowran. The section following it describes how
ehve Shadiowrun world came (o be, The rules begin with Carme
Concepls, o 36

Wedcome o the shadows. chumsner I's golng fo be a
heck of & ride.

ROLEFLAYING SHADOWRUMN

In Shadowrn, players take on the roles of shadownmners
Mary varieties of runners exist, of all races, genders and sizes,
each with their own areals) of expertise
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WHAT RUMNMERS DO

Shadowrunners Comanil Crimmes Lsaiadly for ey When
& COFPOT ATe0n Of other SPONSOT Meeds Soameone 1o 80 [hesr dirty
wiodh, thisy look io the shadows. As “denlable azseis.” naners
make afvanta@eous—and expendable—tooks

Runners usually operate in eams. & weam can be Ty CONT
binatisn of character fypes. depending on what the players
weard to do. The tearm should have a plausible reason foe work
Ing together, such as being old friends or cefimates, having the
SAME Interesis, O &Wen I'H."'ll'lg Forced I|_-_5-|_':hgl| by circumstance
Different teams will have different capabilities, and the
gamernaster should plan accordingly. For example, ane team
may excel ar breaking and entering, while another might be a
squad of bruisers who work best as hired muscle

Runmers have contacts. who represent other potentially
useful people they know, Some of these will be other under
world fypes. ke a gang memiber or a hit man, Ochers may be
ordinary people, uselul fod information or for “special arange-
ments —for example. the cofporate secretary who lets you
kinow when the wiz reseanch schentist you re supposed o kid
map will be leaving the buliding

Tree et irnportant contact for shadowrunnerss is che fxer
A fimer acts as a middberman and can usually help the unners
find gear, other contacts or work—all for a bee, of course. & oo
poration o other employer that nesds shadowuinnen wends
smeane o 4 foer po ask for recommendations. IF a team of
runners has 4 oo reputation and meets the job requirements,
a meeting & amanged o discuss details and haggle over pay
mient, Because such matters are highly sensithee, anconymiby b
par fod the course, and emplosyers of this Bype are nown Bm
phy a5 ~“Me johnson,”

ML johnson may not always be a conporate representa-
thwe. The world of Shadowrwn is rich and comples, with mamy
peomle and Broups who may el 0 e fuidners (0 accom
plish cemain goals. A criminal syndicate may hine runmers o
ke af flvals. a mage may hire them o acquire certain are
materials for magic use, or joe Meighbor may need to find the
terrorists who kidnapped his wife. Regardiess of the sponsar. if
& o irvobves doing something dangerous and potentially e
al, 115 & shadonamum

Shadowrunner teams may even take the Initiative. doing
jobs of their own accond, For example. a player characber may
have & grudge againat a certain megacorp, of perhaps e does-
n'E e how & certain gang treats people in his neighborhood, of
she may oecioee IEs fime o get her crirmina recond erased

Runners accomplish thelr tasks by working the streets for
indormation. calling in Ervors and markers from fencs and con-
tacts I the shadows They take whabewer action ithelr jjiob
requines: sureedilance. el breaking and snteding, even murdes

Runners do these things because they ane sursvors, Many
of them grew up committing crimes 1o get by, or perhaps they
obtained speclal raining somewhere and want to put it 0 use,
Some may have extended families 1o beed and no other source
of incorme. Many of them prefer the fresdom of the shadowlife,
comirpdling theif own destinies a5 opposed 10 being a wage
shave In some drab corporate business park kissing corporate
hoop all day, Oihers enjoy the thrill of running rhivving on s




risks. Finally, some are inspired fo run by a sense of sockal jus- Lhamans are magicians who Bollow & poterm splrt anima

thoe: they want to damage the powers-that-De Doweser thisy such a8 Coyobe of Bear, and embody (hat To0em 5 charscbers
can while providing for the underclass. These runners are tics. To shamans, maghc s attunerment with the forces of nature
s a8 © IeoodhErs” for chelr Rotbin Haososs oo, Liki= Mmages, ey can cast spells anc .ﬁrmll:.' pihtect and e
ceber, They also conjure nature spirits and Spids of Man

BASIC RUNNER TYPES Street samurai are pinsically enhanoed combat monsters

Thee following terms fefer (0 Funmers who specialize in war With cybersane Implants and combat skilks, they attempt to De
bous fedds. the quickest, meanest and strongest killing machines on the

Deckers are skilled ar computer programming and maney sireets. Many of them oybernetically boost their refeces o get
vering through the datastrearns of the vimual-reallty an edge, or boost their sirength so that they can inflict
telecommunications. grid known as the Mairix, They use = mare damage. Many are also lethal with frearms, and

special, custom-buill comparters known as cyberdecks
that allow them to project thelr minds directly intg
thee Matrin's complex, three-dimensional reallty By
llegally logging on to the Matrix, deckers can mn
search routines, tap phone calls and Dreak o
system hosts to retieve data. They use a
warkety of programs to accomplish such
operations, as well a5 artack amd
defense programs should they
engage |n cybercombat with
angiher decker o an Infrusion
Countermeasures (IO} construct.
Mages are one type of
maglcian character, known for
using thaumaturgical akwbities
in a schentific manner. To
mages, magic 15 about Knoeedl-
edge and struciure. Mages casi
b|.H.'||i-. pErciEhsae and project
astrally, and conjure ebe-
rreervial sgirits.
Actepis, the rm-
efn-day ninjas and
ErsereTs, use magic
o enhance the
bocky 5 abilitkes
Adepts tend o be
athietically orened,
with good stealth
and comiban sidlls
Riggers have a
plece of cyberwane
knowm a8 a wehicle contred g (VCE] installed
in their bodies. The VOR aliows therm b intes
fmce direcity with suitably adapted wehiches,
sewing through the wvehicle's sensons and oon-
trolling it a8 cheey control thesr own Dodbes.
Riggers cam wse a nemote-control deck o dio this
frorn & remobe bocation, and may even control
srveral vehicles or drones At once in ENS manner
Mamy riggers specialipe in drones, remose-oonirol
wvehiches of varying slzes and capabiities used fof
surveillance and combat. Cemaln dggers, calked
sECurity fggers., use thedr cybersane and skills. b
jack directly into a buillding s security Sysiem;
these characters become Bving moniiors that
can headd instanily o Ininuoers.,

almost all have a smartlink cybensane Sysiem installed
for incressed prechsion n shooting. Some fight for
howod, Some Becsuse fhisy et pakd for 0 [usuasty
called mefcenanes), and others because they are
N enough o 3o up agalnst anything
These bashc runeer Bses A |ust e o of
e -C.t'lJl."IH_ amcl are nol meant o defline a
s of characher classes, Massrs can create
a dizrying varkety of characters using ithe
charscter oreation mbes (pe S2—dor
example, 4 detecive Ccharacoer who
relies on charsma amod skl as
oppoted to Cyberware, oF 4 OOV
operathons specialisg wihc has all
e S Arl Cybemwart noocs
sy o poneirate  electronic
defenses. The only Bmig 8 youi
imagination. For mone examphes
of the types of Charachiers vyou
can play, ser Sample Characters
beginning on p. 65

SETTINGS
Shaciowrun Is sef onby sixty
v years N thee futune, but the world
las Bone i uugr: ETE TS
Clasies Soimie of ohsses changes are
reflecied N varkous settings In which shed
oaTunners are sune bo And themashees. Towo of
most significant are the Matrix ard the astral plarse
The Adarrix is the Cybernefic analog of fhe
worldwide cormputer netvork and telecomamun
cations gid. Only a character equipped with a
cyberdeck can enber this “cyberspace.  wihich
ApPears as a vast lagtice StEtChing away o inRini oy
Wheen a decker jacks inbo the Matrix, be leaves his plys
ical body behind and progects his consciousness through
the sSmsense capabilies of the cyberndeck into e
Alatrix s vistwal reality. The cecier s roing B nepresenieo by
his persona loon, which can have any appearance s pro
AT wishes, The same |5 tree fof te entire Matis
landscape and all the shdiped icon CONSIMUCTS. resicent
within it [representing hosts. programs, K., oiner teck
ers and 50 on). The Matmix s constanthy alive with the hum
of data raffic—faxes, phone calls, e-mall, tridlinks. program
Frarmies, Exploring anc waoning personas, and mone
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WWhithin the M, everything operates at the speed ol
computer processing of thought, and o time goes by much
mure Swifily than In the real world. A decker can raverse the
globe in seconds., hopping from local to regional grids, or even
through satellite uplinks and back down again. Huge constructs
that represent & myrad of hosts dominate the datasphere
Many of these ane public and accessibie serving as databases
social clubs, gamerooms of PR offices. Others are private, lasy
ered with I and security measures and patrolled by corporate
dichers. These hosis contain the deepest, darkest secrets ol
CoMpod o and other entities.

The asiral piane is ancther reality entirety. Only a hll mag)
clan can percetve its depths or project her consciousness e
in. Those who take astral form can move through the astral
plane at the speed of thoughe, but few magicians can stay with-
i this realrm for longer than a few hours, The astral plane s the
home of spirits, beings of quicksibeer and shadow, & reabm of
friysteny and danger. it parallels cur own plysical plane, sesm-
Ing almost to miror it The auras of Iiving creatures and rmagic
arg reflected upon it, where those skilled |n the art can read
them, The theony goes that the astral s achually sustained by
the life foror of the Earth and s creatures, From the astral
plane, a magician can read the emotional imprints that Reges
o variows items. Suffickently strong feelings may even pollube
the astral atmosphere, Sterile corporate offices, murder scenes
and towic Gumping grounds, to give just a few examples, all
hawve thelr cwn distingt (and unpleasant) astral “fAavos,”

Shadowrun CONans. many mone Inferesting Seftings. oo
MHATHGUS 10 menton more than a few here. Payers may find
themsehes in comporate arockogies, self-contaimed and self-sus-
Lainaie mini-cities. that house thousands of comporate citlzens;
Awalnened lands, whie metahumans and dragons wornk 1oty
o 10 purify the often polluted Earth: or the cold edge of space,
wherne humanity s slowly populating numerous orbital habitats
while it plans for mare. And there is abways the sprasd, the urban
dhecay that spreads like a blight across the land. Even O e
Thiags and cops fear 1o read in it many shadowy regions.

SHADOW ACTIVITY

In Shadowrn, the megscorporations rmake the laws, aned
they tend toward laws that Bavor themselves. Any shadownun-
ner knows that the corps will bend or break the law whenever
they need . When the corps choose to break the law, shad
owrunners ged involved as denlable assets. Therefore, when
runners hit the streets. they also tend 1o break the law—a jod
Depending on thelr cument objectives. random chance or the
actions of opponents, lawbreaking can ooowr in a wvarbety of
ways. Most runs involve several specific criménal operarions,
mafty of which are described belonw

Datasteals are jobs where 4 decker hacks inbo & compaster
systemn host and steals information. This can offen be done
frorm a remote location, though ihe decker abways faces the
danger of being traced and raided by police or security foroes,
Mary computer hosts remain disconnected from the Matrix fior
securlty reasons. requiring runners o break Into a tacility In
onder o acoess the compubers dinecily

Extraciions are frequently amanged by corporations who
wish to steal vahuable personnel from other corporations. Top
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research scientists. shilled financial agents and other suits with
valualne knonatedge are hot commodities, and ane suitably pro
tected. The “victima® in many extractions are willing targets

employees who have decided i defect to another comp. Some
Cofporalions conslder certain personnel 5o valuable thar they
woul rather see them dead than working for a fival StiETnpME o
exiract these people may Rl afoul of deadiy contingency plans

Courler nins are glodfied delivery jobs, Most clten, the
object o be delivered iz al strateglc or monetary imporance,
or |s otherwise valuable and so needs profection from others
wia want it. Runners hired for this job must make sure the
Ghpect reaches ifs destination safely and ingact

Smuggling is similar to courler work, though ST Ehers
usually have thedr o specially equipped vehicles for sneaking
Boocks across borders and Ot rumning (or OUf@Lhing) the L
Smuggling can be quite hecrathee i the runner knows the mar
kets. Such work usually goes hand in hand with pFacy, as
pirates are often the cheapest source for illiclt goods
Smuggling is done through various mieans and with mamy dif-
ferent vehicles, but the smuggler's choice is undoubtedly the
Scout-chass, veoioned-thrust. kow-altitude wehicle LAV known
as the thunderbird . or 1-bind.

Wetwaork bs assassination. pure and simgie My runeneers
refuse to take these jobs, and view dirtying their hands fior
My in thils way as vile, The workd of 2060 contains mamy fac
tions. each with maultitudes of enemiles wio they may find most
comvenient and cost effective to simply remove. Comporations
o undenaorld fgures sometimes place bounties on centain ndl
viduals: collecting on these can be profitable, if risky

B & £ stands lor beeaking and enbering. AMost nins irvobe B
& E in some way, whether to steal research, commis sabotage
plant false evidence or othensdse further the nedarious. plot of this
week's Mr jolwson Security in 2060 has becomee an art form
ranging from miundane refinal-scan maglocks o concerting-wire
whectified fences o patrolling ypinits (o fll-ibown security fhggers
Ay FUNNEr bearm worth M5 name i Boing to meed the know-how
the creativity of the brute force 1o bypass these defenses,

Hooding is robbing from the rich to give 1o the poo &
definition that has gradually expanded o include amy mn
spurred mane by a commitment fo social jjustice Eham Al Théng
ehse. Examples include destroying a pollution-producing facto-
Fy. mugging the Yakura protection-racket enforcers and return
ing the money they stole o the neighborhood, or defernding &
meEtahuman commumty Fram attacks by hurman SUPFEMaCus.
Some, especially the corporations, view many such aots as
“terrorism,” while more cynical people may view such soclal
Concern as 4 weakness o be exploited

Structure hits ane sabotage uns intended to do sactural
damage o the target that will cost time, maen, waork and P
haps more o repair of recover from. Runs of this natune often
Ivolve large explosions. making demolitions 4 useful skill
Strisctude hits can be accormplished wvia othe methodds, howes-
& from sman comoshes o rampaging, elementals to pushing
the right button af the wrong Hime

These types of oiminal operations are just the eginning
of a long list of shadowninning possibilities. Some nans Friay e
simpie Imvestigations, or may invalve iow-level crhminal activi-
ty such as BTL-dealing. Matrix bank Fasd or holdups Breabding




NORTH AMERICA (circa 2060)
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the: Lyw can easlly become an evenyday occurmence: for runiners, do not have Sis, and so they work and fravel with false hden-
In lact, sorme mnners break it simply by their existence, tithes. Much of the weapons and gear assoclated with shad-
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that Ares selis the best bang-bang you can get in this blz. and
I'd seen a gun ar tad worth drooling over that | knew |

coHon t afhora unless | ot rresell & job with a nice fat
credstick attached, Macduff's sy -Earec o s, Even
with a smie thal lavnched a thouwiand ads for tooth
wihilpeners, oo et than a wiole eeedn g s wiorth of free
beers at my favoriie N EOHT

Animal, you crazy troll!l” Macduff shouted. His grin
seerreec] 10 Bl thee whole Natsoreen, even thesugh I'dl set
Incoming calls [0 Ake up jUsh an URReT quaier. "Have IH:‘"I &
job for youl How'd yvou like o frag a megacom real goosd ?

Who's paying, and how much?™ | asked

Terrafirst!,” e answered. My face gave me away: as my
finger headed for the "0 bubion. he quit grinning and got a
ook ke & ooE begEing foFr a biscult, ~MNow DeEfode wou wwalk
sy, take a Buten. Theyve got cred this tme—seious oned
And wou didn't hear this from me, but | have reason o
belbeve i's coming from someone pretty high up the food
Chaln LHMECNE ON 4 Corpsorabe board, no hess. Somieone
with ... sympathies, shall we say? for whiar the Temafirsiers
WAND TR

“And whiat & that ™ 1 didn © wainl o

sound oo eager; Macduff was smart

encigh to guess my cred balance from

o | bsokesd] and sounded, and he wasn't
abowe taking a |||m.1r_-|-rln.|||--4-,m| cut il he
knew | was hungry, He'd gotten me

curious, thowgh, Temafirst payving serous ored was unusual

environmental millitants like them don't offen get thelr hands
an really big watds of money. Most people working for them
WENE Sither arver amy ored ey Ooaibd i s Lyrmnpathibers
withi the Cause. | wasn't, especkalby—baut | wanbed o hsar
FrLOTE

sabotage, Macdull sald. “Shiawase Corporation fnally
ot its lxtest facility on-8ne, and Terratirso wants. 19 ofl. Thesy
need A small beam to @et inside the reactor and shut it doswn
Maturalhy. | thowght of you and Flash first ... especlally you
FAER Wi past RiSIory. Inbefested )

“WayDE. Miawbee, el | O beEn Irberesind i i
Shivwase Corp ewer sinoe a Shlawase black-ops secunity ieam
ook conam Fry aisber Tallie with a bomb in her squat. Got both
el ks, too, Shed dwiped some paydata Fom them a couple
wrars beetore chary mirdiered e e kirwd ol sesoret _:'il_IH!"'
whammy they'd cooked up to make people’s refleses work
chouble-tirre without wines, Mever did come out on the market
and the OO lost & pile of money. Corps dion 't ke that
especialy ones llle Shimsase that are Dig enough 1o hase

n:r-H,.\' In fromd of thesdr namees, So they took the tme o irack
Fer choram, and then they ook e out in the most unforgettabie
waly Thisy Coill. (Toaplks hall thee Dock; with Pher—chwnks of
plascrebe and DOChy pas a8 ol evenywhiene. Local orid
netevork nmes can the story s a “freak accident™ thar did Seante
& favor by blowing up one of its most undown scragholes
Urbian rerewal on the cheap, | muess, They didn't mention the
eacl. ) S0 et sinoe theen, | e Dissn |1'\,,l|l.il'|5_ e e (TEE T regret
it. one ressarch lad or fop-secret project ar a time

Lo HED el WO i in this bz kod the ofedd. Boo
There aren't mamy other lines of work for a seven-foot-plus
trog fram the worst pant of the Redmond Bamrens and barely a
third-grace edecarion. (| read a kol bul nobody counts Ehuat
kinad of schonding, | | vwork for just about anvyone whico Bays
decent—megaconp, Mom-and-Pop shop, fat cat politon, kol
recluse and his Fagging dog. But when | can, | like to hit
Shimwase, Call 11 job safislaciion

Macduff told mee where the meet with the ohnson was
and | sakd I'd slide the word to Flash. Her and | go back
alrnost ve vears, a good long tme in the shadows of Sea
| kmesdy e Dack setuen shee had hald, Fresh-laced Ralf-8mer
froem Pueblo, she was then bt with &ves as ol and h
as an optical chap, She o come o Seatthe afver Bnding out the

Rard way' that there wasn © muoch place o a kK wiin a Ma
i and an Anglo dad in the Pueblo Corporate Council, If
e & one thing & ot of Native Ams despise more than folks
wihio aln t Aumeering., iF s hallfwrescds. Bt she 5 & Tagging L
decker, and 4 scrappy Aghter I'd tust my back . Mot often

WOl Pl O DB e Fic can do both those th s Flashi geis

i lot ol work

Everything about the Johnson screamed . - -

with a cymical

corp—look, attitude, body language. e

thee jodn. " Tree

I".-HE"'H EEmonsts want the new usion reactor ﬁl":l'll"".
| moclded. "The johnson tried o pass himself off as a

Caeatrombes exer, bt Macduff sniffed arcund sorme and foamnd
out diifferent
Johinson s pan: they re a local Seattle corp with a momoesody
on Searmhe 5 powwer @ric. wihdch Shiswase's soent years trying
bo break. The brand-new reacior we wene el v Filfed 8o trast

LaAsatronics Wikt a @ood ooge on e

wead Shigwase's only victorny in SoHTHEthing MRE A O
theey o Fimally BOUTen DErmISSon to busid e thing after the
LN LHRCEET] MEIMTETTHEND OF & |||:|:.=:' that Dasarronics Fac

&

boughit Ealr and squane. Made perfect sense that Uasatronics
might resort bo tougher tactics

IF hee's right about the source of the money, I'monot
saprsed they want 1o keep B buried.” Flash scratched the

skin arcund the datajack in her el emphe | guessed sheod

upgracked it since the last time we'd talked, and the surgeny
wias likely recent. She'd aso tattooed gold racing stripes
Across thee siche of her head, ollowing the curve of her skl
Unlike a lof of peopde who iy the terhno-tribal ook, Fash
ould pull it off. “I'm in if vou are. How're we plar

dealing with magical security? You know they ve gof some

“AACRT 5 @0l A @UY O LD

She nodded. “See wou at the mest, then,” she sald. and
wiliked out

ks H

Thee rreset, o dans laber in & back room at
Pemumbea, wend ke usaal |".'|'|-.-I_I.|||3 about the: johinson
0] SO0k, APTDREE, ity |.‘|:'_I.:II_I4_-H..:I-' Wiwich Hit
perfectly with him not being a corp fxer
tound out. Mobody who was trying that hard could possibly

BT

st e Macaull had
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i be as corp & he seemed. (Like | said, this skag was good. |

| We pretended 0 take him at his waord, and e pretended o
real us B e gion © Chink wWe WEre IMEToEnany SOmm Folks
with a cause can gef like that.) ‘We dickered price a little, but
not much: the johnson™s opening offer was close o what
Mlaciiult had todd us, and It was pretty REging BeneTous.
Besides, in this biz It pays 1o know what to hassbe ower; drek
arcund oo masch absoast the pay and the jobhrsonll walk. Then
wou @t o ol and no cred o pay your bar tab with

W lound out later why the pay was 5o good. We
wieren t supposed o lhve o spend it. The folks who'd sent
our lohmson had a Bibe sumrise for us

E LT PO THE PLACE WITTHIOLIT ANY TROUIBL E—MN1

Flash and Biggs, the dwarf shaman. Biggs was 4 strange

ligthe guy—-bright red hair and a mustache 5o thick you

coidlel hardly see his mowth under it Finged combat
bosvts amcd an old-shyle aviaior hat with gogsles ke you mighs
see on a t-bird jockey, He seemed saful small for a Bear
shaman—'d've expected Bear to pick somebody  mane |
don | ko, Bear-siped. (Bur what the frag oo | kndree b0
heorwy botermes miakee thelr decistons? | sling bullets, not spells.)
He wore a bearchaow necklace that was Bkely a power focus
amd carmied an honest-to-Chost magic wand. | was aboul the
size of & Dackscrapches, wihech is how e used i a ODupse tmes
N Cur Waly Ut [0 Auburn, WheErE T NesCion wWas.

W took cover In some nearkey trees that overbung the
road beading to the corp facility's fromt gate. From hene, we'd
ke indo the r:l,,-||_||||5 ok, Thes wee ' hdnag 0 S Ol Way
thirough the sibe to the main reactor core, The johnson had
given us ol the iImportant detalls=—deifeeny schedubes, layout
nurmiber and approximate sequence of guard patrols, you Nare
t. He wanbed us 10 getin I'_.i_-ljlllg ol wias ansother rmatber

Thee reactor looked ke xn ogre out of an old-time Falry
tale, squatting there against the night shy. The lights around
t5 perirneter wene bright encugh to do microsurgery by
Blgas improved invisibility spell hao beter work, o the
seCurity Doyws o spof us bor sure on the way in. | Anishesd
loading up my SMG, then looked ower at the dwarf, He was
sittingg with his legs crossed in a way that must we hurt——@but
vkl O mever kndhw it 1o look at his late. He looked as ooy
A5 A sleeping baby

| wranted to shake him. but stopped "I:-“HHJ. e wias
scouting out the terrain the way his king do; best 1o et him
o his job his owm way. Thene d be péeniy of me for lead to
fly, Still, | couldn't help feeling Impatient, | wanted o get
things rolling. maybe even start a little trouble. Mot too much
Jiuist & ExuseE bO Cul oot once of DadoE. Mall mvsell & bew
COFp SOy slags. Have a Brke fn

Biggs gave a twitch and a sigh and opened his eyes
Supply truck’s on s way,” he said as he straightened up and
shook the kinks out of his legs. "They re almost af the bemnd i
thie foad

| heteesd my gun, and Flash acjushed e oyberoke 'S
camying case across her well-=muscled back. The gobd stripes

e A R S o S ——
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We could hear the truck, sgill a ways off but getting
doser. We landered 1o the edge of the trees. BiEgs 5 w LI
himsEll up on & lone-hanging branch., then pulled himseEll o
Ty AnaotiheeEr oiree Chal beared Ut onaer the rosadd. Flash ancl imes
presseo up Aat AEAINST OPPOSIlE Sies i Hhie arme e T
and walted

HeadBghts bobbed toward s &8 the ack rousced the
bend. | went tense; | couldn © eelp i IF d been a long time
e |0l HONE TECA shetding. You hanse Bo timee e ump juse
,5||| —Ottradse ol mEss. OF lamd s Rand thag thee ol

Peaks I Wee coibcin @ alftord that Kimd of milstake. Ewen | olicr

want shooting roulde that soon. Cuset In, quilet oyt the
[ohirson sakt=—=n that 5 wiat we o oo, Ve had |

and a rep to uphald
The iruck came closer. When It gol b pust the kaht p
| |urmpisa
Py handls hit the sweet »

HnE bGard

SWng up on the near-door r
oy [al PO imeake 1  Flagh, The truck rocied & e bt
Ol ENOLIEN 0D Cliscir gL
MOTTTHY pOURCEE, OWET DUImps In o

wihether B|%l hacd larded over thee roar of the englrne. oo

thie imipact of our landings iroim

i roaad. | coul

il i PO ST A S0 &l Sdiat T DA 5 hialmy Eadce
PEEring oW ol thee [op of the Truck, He gave Fl
me & thumbs-up =Sgn, waggled his Aingers at us &5 he ded h
MagEc stult, then popped out of SIght

d expmected o beel differenn wiih the Evisibiliey seeell or
reE, Bt | didnt, M and Flash waeomed orsehaes on &l chee
slcke of the nuck s rear hatch, with me hoping to Lhost that
the spell hadn't crappesd out. Mo it was finger-croasing tims
! e ol thie pEflmeEied WS FAIs & SOl W o KM
Biges magic was working. |ust casr |0 waasn |, | helcd moy
SMIG ready to ewing up and Are: | heard Flash unsnap the
holsiber ol ed Colt Manbwnter

T 'H.|,||||:!..' TruCs, G rHCRCl ERPOHLISN EPeE DB Te T @A
ardd Imbo the yard, | oonsdl see the tatteresd encs of a cuf bie
ribbon dangling rom each gate-sice Almost made me

soay BOr Al Bhee COFD |II:-!'-'- S Wl aeEne S0 RO

moOmaEnbEncE. Thsy O oked so | | of ehiir shilry e

fuskon plant ar the dedication Cenes T, whikch hadl been

the trid just last night. And now we weren't going o let then

erijoy thedr new foy
The fruck bounced ivto the oading ook, As i

wlernieath, Flash oid

halt, | Rin ch Boor sl nolles

st thail v Dumpes 5 EOCOrcing o plan, was

g Aat on oo of the rreck and diod Mol Fes Oar
like pairt of it

minedest T ook

airs off Peef passsn] back and forth &S COEmpanTy persnne
unboaded the truck. “Coffee.” one of thern sald, the way Fash
3 E-hl have saicl paEvclatal " AU rageing time,

ey [y
gonam o Instant oo and bad herbal tea for 4 weeek

“Lnitta ke alert, espeeckally the techs,  somieons &5
anywered. “How else they gonna keep awake to watch the

damn monitors?




After awhibe, the voloes and the feet went away. A Tew
s laber, wee sanw another pair of feet: combat boots with
A bonach of Cullf iringe. “All clear.” Biggs sald softty, “Time for
thee mext stop on the foue

| rolled out from wunder the truck and stood up. “1'm on
point. We go beftward, down the first corridor to the meanest
clevator bank. The o we Want s 16 the middle goes o the
cabwall beweels i the oore, | Tuarmed i H-CH‘HH Wl e e

aking at. security-wise?

Thee chwsart s ingers moved In a pattern, and his eyes
went blank, "aard paimol just passed the hall outside,”™ he
s, In a dreamier version of his usual drawd. “Won t be back
this way for ten minutes, There's more patrols i the cone,
wiith paranimals a8 well—sirens. And a security rgeer's
sirting watch over just about everywhere.” A slight shudder
passed owver him, and his gare snapped back inbo focus

Time: for the mask spell.” He wiggled his Angers, then
mie on the shoulder

touched Flash

Hey, Animal—you don't kook half-bad in corp uniform
Flash sald. Sometimes she llkes o say stullf just b make me
bwitch. The maask spedl had put her in uniborm, oo, and |
could see wisps of dark halr peeking out from under her hat
MeCE fouch

| g hew an vl goin, " Maybe 1l take one hame with
" Every run against Shiawase, | e o take a limle rophny
S0 much meare satisfying than just codd, hard oredsticks

i gave me a worrled look, which made me want to
laugh. She s 50 fragging easy bo tease Mo shooting “til
e e o e wany o, “hang?

| patted my SMG “We can wait for our fun

| hate 1o break this up.” Bggs sald. “but we've got a
pained 1o |'||J;'i_|;|_-

We gob o the elevators olay, and then Flash did her
Stulft—using her deck to tap imto the shevator call sysberm and
brimg an emply elevacor siraight to us. At the same tme, she
ol thee Sysiem that ran them o ksep any others rom
durmping people off on this foor untll Elevaior Mumber 3—
ours—had closed s doors. The security dgger whio had o
ITeDETaT ey Sysierm in the whole ﬁ.mm;:!_
COMpIEN, Was paying more atention ©
stuff like motion detechors., vidcams amnd
otheer olbwviows secuity measures: hie'd
hardly motice a quick baeaking around with
A internal sevancy bank Meamnahiihe B|3;g'..
and me kept an eye on the comdor. One
sec-boy with a gun at an inconvenlent
mmeent could hose things up real good

I Elevatar shoswaed up on oue, and vwe ook It to the
reschor oone, |t opened onio A wice carawalk with a |¢|i|l'|g_ that
probably st has my Snger marks on it the view was so
SR CIRCLAr Thal § Miacke e iy

W were standing about two-thirds of the way up the
wall of the blggest fragging room e ever seen. | was In
Cirand Central Station in Mew York onoe. on an out-of-town
mun: this place was bigger. And it was full of huge, orpedo
shaped tanks that ran Boor-to-ceiling. plus connector pipes

Flash gave the little shudder that meant
she was jacking out. She pulled the deck - -
lead out of the hole in her skul...

HliCker than Doth my Srms Pt [oEeEther, plus ginders and
carwalk beams and huge chadn-and-pulley sysierms thal ey
st hanve used to haul maintenance squipment ups o the
ISTTRE CHRCLEATN ST o &-TRESE T "_I:lll-\. thal endircled svery tank

| bookeo up, Ehen made the milstake of ook g S
Cadling and foor were both lost in shadows, | swallowed ha
A praneed] | woidlcin t boseE iy dimner. 1'd never had trouble
with helghits before, and this run wasn [ the place o start
Pl Bl Bet better onoe we were moving, and | had
something else to think about besides how fragaing far away
the Boor was, | had & Pesilingg that if :-:‘.||1r;r:.e-l.:! a bullet oneer the
side just for fum., I'd niever bear it hil bottom

Flash cocked her head towand the rsarest tank. easily
accessible by catwalk. Bright lighis glowed e mult-colored

SLars from a simall instruiment paned In |es sioke, about ih
hesghit For 4 haiman rmalng o reach Il check thils
one out. Maybe | can get
I".”“.' .

it

SIRANHE T

i talk 1o thie wihobe system fom

She siarted across the catwalk toward the tank, as casy
and nafural as a kK wealk g bareloot in the park. Flash spent a
lot of Hrme In the Matris: realing dicn’s bothser Bef ok, Wt

s rant 10 Ao owas. simple—rtell the reachor’'s ma
FYSIEI 0 880 up A controlled shutdown owver the next couple
of days. A few hours after the shutdoswn ended, a nifty licth
program would Kick In and oeeEp the sysiem kel dowi
uril somebody managed o overmice Flash's code of Hel
roEe o, | wias Bank el o that oo thing happening

N us Chean info on the

malntenanoe sysiem, Hash could do what needed dodnsg

first. B the [ohinison head Bive

just & few minutes. | Agured no maore than ten, and that was
alborving tor complications. (You karm o allow for chiose
Yo O T ran ohee shadoaws for veny bong.) We had just enougt
e o pull the jodr and then e BEfone hhe guards macde
thesir circuit, with me to send some lead dandcing around iF
meeCessary and Biggs 1o deal with the paranimals and other
MR ICal-Type threats, Yop, we had it all covened
E.-:I\.I!'[ll: or the neal opposition, of Dourse
W fodloesed Flash indo the orona’s-niest, ks

RS all
[ = [ uling
trcatle. Flask

wids M reaily

the Inat

hooked the box o her deck and her deck inbo the sdde of her
head. I'd seen her jack n hundreds of cmes
e the creeps for a second, Watching a person plug
themaehaes Into 4 machine

r'l."l'l:u' QoI TOHT & SIFEEL ST

s wwelrd. | novw that sounds

o Bk e who's had more
chrome plugged Inito hils bod than a whole eam of urba
braw players Bt PIURRING AT & CONMPRITET SYRhem jusl
spems different o me than getting a cyberhand or a

smartlink. With mv bodmodds. | know U'm In condnal of the
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machine. What Flash dioes saems like giving the machine
contral af yvou. Flash always sald | watch too marmy obd 5F-
il whids; mayhe she was rght. | don't know

Her face had gone slack, like i ahvays O0es wiven she S
jacked in. The way she put it once, she's toD Dusy Sussing oul
the datastrearn and watching for danger from B prograrms o
Bothuer working all the switches in the face that bell i wihat
expression o wear. Meamwhile, Biggs booked just as blank; he
was keeping an eye on the astral plane, reacly to react If a
watcher spight or security mage came calling. For a waeird
mcrreent, | felt ke | was the anly one wiho was really hene
crouched on a little catwalk near the op of a blg, big rmetal
tank full of radicactive somethingorother and trying not 1o
wonder B the catealk would give way under my welght.

Minutes crawied by, Then Flash gave the Bithe shaoder
thar meant she was jacking out. She pulled the deck lead out
of the hobe In her skull, shook her head to dear it, and
grinned at e " Mission accomplished. Timse o go.”

Just then an abarm shrbeked, and | knew we wene hosed

We found out later that the double-crossers who'd hired
us bad sleazed thel own decker Inbo the systemn to ke &
eye on Flash, The second she finished the job and jacked o
this shag tipped a systemn abert. The plan was 0 make
Shiswase's sec-boys finish us off: while they were busy
chasing us down, a ringer working for our real employers
would rermonve all evidence of sabotage. They wanted [t 10
|k Bke the reactor hao failed on its osmy that way ey o
rmake this place useless to Shiawases and make sure the oom
never gob bo open another ane. Flash and Biggs and me were
loscmee ks wie ke the truth because we'd done the
sabodaging. so they wanted to shut ws up. Perrmanenthy

Rightt then, though, all we knew was that we had o haul
hoop, Flash whipped the deck keads free of the box and slung
the dieck ower her shoulder; but before any of us oowld start
back the way we'd come, we heard the elevator bell go
DIMG] Two seconds later, four security guards stepped out of
the elevator with their guns drawn

They broke two each o the beft and fight; we had maybe
& few seoonds before one palr or the other came far encaugh
1o Spot s up against the tank. | hefed my gun, prepanng to
fire at the Arst conp skag who showed his ugly head: then |
froze, suddenly streck by a nasty thought. Whar if 1 i
another tamk. and it biows? | had no idea whal was aciially
inside these tanks. | don't know how a fusion reacior works; |
just knoww that because 1t does, | can siphon plenty of power
and light aff the Searte grd, Would being shot at spark off
the radioacthes drek or whateser and turn us all into
meetahuman Crispy Fries? Could | take the chance | wouldn't,
against certain injury of death from a sec-guard's bullet?

Something whined past my ear and punctued the tank
wiall, less than a centimeter from my head. MNothing bew up
50 | shot back. A choking gurgle told me U'd hit my target. At
beass one guard was down. Flash's Colt barked next to me,
and another guard gave a yell of pain. Two down, bao 0 go

Then we heard the elevator again, odlowed by the sound
off a lot mone feet than | felt comiby with. Belore | could duck
around the tank and squeere off a few more rounds, Biggs
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wigabed his I'i'l;;__ql_ﬂ\. and bossed afni Invisible someEming owaEnd
thie elevator bank. & secton of caraali exploded, sending the
Fonis luckbEss _|$|_|.|-|||!1-\. wing O Deen sthano g on il :_Iil_.'lﬂ-'lg %]
thie Aoor far bedow

i gaped at the mess. “What the frag was that?

just a litthe posseerball.” Blgss gasped, wiping sweat ol
his forekead. He jeroed his head toward the mabe of Catwalics
that connecied the tanks bo one another, "L mon this way
Wie'll drawy therm off, then waork our way back o the
elevators.”

Mot bad ractical thinking for a shaman. | thought a5 Hash
and me pounceed after the running dwarl. The dizziness hit me
again as so0n as | seepped onto the connecting walkway; | felt
lloe | was hanging in space. with nothing but a namow Stng of
retal betwesn me and a long dive o the Boor | shaok it olf
dodged bullets and kept moving. We covered about a third of
thie core [l that, with Flash and me siopRing cweny =0 often
1o send some bead at the pursuing guards. Between our guins
and Biggs spelis, we showly but surely widensd the distance
DeEDAEE LS

“Cih, drek.” Biggs said suddenly, and his face went wihite
“Theey brought i the comibal ma

He didn’t get o finish his sentence. The wallway bereath
hits feet splintered invto a thousand bits ol shrapred as the conp
mage tossed what could only b a ram spell, Biges started o
fall. but somehow managed 1o grab the fNIcK ron chasn that
dangled from the celling nearby, Flash, who'd been about (o
followe him, gripped the cdge of the crow s-nest and g o
hard. She managed to wedge hersell betseen the nest s
Upper and horaeT FABGS, WraDping one Arm ArCHIrd] thee s
rall whille she extendad e orher [owand Dhee Cweart. e
looked scared enough to wet his pants: his welght had set the
chain swinging slightly, and he was a sitting duck o any
decent corp markaman. Even as we watched, his hands
started b3 slip down thie iron links

| swung my gun wp and fired &t the guards, sweeping the
SMVIG wildlly to muake them all duck for coneer, Mearwhale, Flash
leaned as far a5 she dared toward the swinging chain. “Crab
hold!™ shwe shouted at Biggs

“There' s nowhere o go.” he screarmed back

He was right, of course. With the connecting walkowary
o D smatheereens., Ol orily M NINE ESCAPE NOUME Wik
dogged with security guards. Lindess

| glanced down at Flash. “Climb down the chalin. 108 o
andy Chianoe

Fash nodded amd ahiftesd her Dody arclnd, then kausnched
herself Into space. She caught the chain above Biggs. who
shabeloed as thie Impact made his hands slip fertfeer. " Wrap
yiur feet arcund it,” she shoubed dovwn at him. " Then rappeel
cliowwn. Ever climibed a rope before !

"Bear doesn't cimb, uniess it's a tree,” he answened, b
his woice had a touch of humor in it along with the shakes, He
just misght make: it okay

| weaitesd il E'IE-H:' aract Flash weere a lietle wsways dossm
before making rmy move. My shouloer Durneo as 5 Dubbes dug
& furmow across the top of it Too frageing cose. | et off
anvther spray of bulbets, then jumpsed




The chaln
slarmmesd ndo it

could: | didn't want 1o be
an easy target for amy
lomger than | could help
A o
abovee rme, but nothing hin
ooy swone: | risked a
A Iy

atting at a swarm of
shing that was bursing
argiire] his heead I:'-lug.

@ enough for us to
=5 in the
g, Ot of Ehee

e sale Iroim hirm
Chan=il & MARE CAN [ i
o, e can © It wiou

Something shrieked in
e CRSEARCE—danamad, o
urman. ~Dreedc,”
Bigs
by, ©1 forgot abo
the fragging sirens!”
1 s therm Huisi—

ark SRarp
i eEaks
to striloe. The sound of
therm mace rmy ears
hur. "Not fo worry.” |
calked, with a conficence
= el arad

claws up to tear at
fred. The gun’s kick
the Chaln sway wildly,
e sirens droppaed e & pair
of bricks. | lowered the gun
and started climbing again
It ook forever bo reach the
fioor, bt ws mally dicl. Thedn we ran
gh the complex. head
¢ the stralghtest
Aging more security




i i . —

Wy “"“‘""Eh the oS we oouldin €, | weas Herting, mry fur—
maore al it than | wanted, iF | was honest. Hallway aftes
hallway swent by in a blur, until inally thene was nobody
between ws and freedom

That's when the real deek hit the fan,

i rlmu_n;hr It weas anodher secuniy patiol at first, unel
vl sy theerm. Thiey nallesd us a8 we Caee oul The Ooor=—a
slug from noswhere caught Flash in the throat, while anothes
slammed Into Blggs' shoulder and a thind buzeed over mmy
head as | was throwing myself (o the ground. | rolled into the
nearest paich of shados and waited for the new threaf to
show [tsell. When it did, | was gonna pump it full of bead,

| only got one kook at them, and it wasn't much of one
There were three of them, dressed all in black, ot a corp
logo on 'em amywhere. | was lying on my gun arm; (F
mrved oo quick to beng 1t up and fire, they'd likely hear me
and meh back into shadows they'd come from. Slowdy, |
startesd b Shift vy paodsithon

Somebody gave a shout: then a fourth guy in black
showed wp, |-||:|||_|||IIH_ E"-E-E-‘ by aini anm Padsied up his back
"‘Caught ane.” the guy sald, “Mow we've just god 1o find the
big trog—

“Watch your language, Buckley,” said one of the original
threesome. A woman, slender and abowt Flash’s height. Flash
Duwrrer. Right then., | made up my mind that these dkags'd pay
lod bt Sommeehiosa, I'd Bnd oot wwho they were—and hen
SOIVEEOE Was gonna be in a whole world of trouble

“Sorry,” sald the skag named Buckley. In a one hat saka
he was anything but. 71 forget how touwchy you ehees can be.’

"Shist up, both of you,” a third voloe sald. ™We've gof a
ot oo o Sibver, wou and |jones ook for the roll. Buckley, get
on with it.”

S0 the elf chica was named Sibver. Mow | had three
names 10 go on, two of which | could maich o metatypes
and marrowy It down some. That was good. Gerting, my gun
imto firing position would be Decber

Bucklsy mowved a tad, and something came up glitherfing
ir hits haned, A gun—small and easlly concealable. probably a
Beretta or something. He raised it toward Biggs head

and the waorkd exploded i ight and sound

For a mament, | thought the shot had actually gone off.
Then, through a blape of cobored Hghts, | saw Buckley and the
atfver skags In black stagger and drop o thelr knees, Mext
thimg | knew E|335,. e Erd_;ﬂ_ﬁrlg iy et with his gooa
arrm. “Haul 18, Animsal. ™ e hissed, “While we still can® My
chaotic world spell won't last foreser]

I'd hpand that Bear shamans go berserk when they get
hrrt. Afrer what Biggs did, I'd guess it's true. Wounded and
about to dhe, e'd found the strength (o toss off & spell strong
eruih 1o knock all four of our would-be killers lor a loop. |
gt up and starbed to run after hiim, then Durmed amnd ran Daeck
What | had to do wouldn © take long

| snatched Flash's body from the ground by the door and
slung it over my showsdes Then | ran for the perimeter gabe
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DIDAT GO HOME, JUST M CASE WHOEVER ASUBLUSHED
ws had treced me thare, Instead, | wend o SO Wit

some Fends of mine In Taooma wwhibke | eried o I",:«I_L.ll.' a

wiay of getting in fouch with Macchaff that wouldn 't get the

both of us killed. | was assuming & o #ven hinking he was
sHll afhvve, of courss: At agiur fixer, e was another Ioose encd
that somebody Clearly wanted o e up, But | ROt hsCKy
Macduff had balled before the search-and-destroy party S0t
e him, When | inally got a call through, | iohd him what e
1 kmewy aboud Hhe fraggers who d hiosed us wp ard wished hem
good humting. Then | whistled up a few other folic who owed
e favors and made armangements. for Flash's. hunera

A werk later, Macduff called rme at my new place. For
once in his life, he wasn't amilling. ~1 found ot who ou
TS el Kends are.” b ol me el CWE O TP
ancE—iive & named Sikver. as it happens. She called harsell
Lady Grace back then. She and the: rest of her team work for
Fuchi o olid,”
| stared at his laoe on the cormm unit. Fuchl o gone bedly

up ot long ago. fpped apart by the corp war. They weren'|
sending teams after anybody. “50 who do these drekheaos
woirl for now'?

Rerrakw, e |q'_'|'|||l|;|‘| SesrCERCElby, A meww amival &t
Renraku—Shikel Makatomi, who umed o e Fuchi Asia It
SEETRS, wWhat with recent events in Seatthe that BRenraku s op
people wenen't keeping (oo Chose an &We 0N eI Ny
rnrnp..u_'in:'q and 6 were n o positton o stop Rmrom
continuing his personal vendera

“Vendetta?” | was confused, So far as | knw, this
Makatomi skag had no spescial reason 00 @O FuUnning Bor
Shigwaie of Aryone running hat com. ~What wendeitar

"Aggainst Korin Yamana, of oourse.” Macduff sakd, like |
was & show froe-year-pld, “Yamana marred into Shiawase
recenthy—or hadn't you heard®

| remembered noww. Sniggering gossip had been sl over
e mts abowt the ninety-pius CEC of Fuchi Fan-Ewnapa
getting in bed-—{Reraliy—with Shivwase Corp. through the
thilrby-year-old nlece of the corp s head honcho. Word was
that Yarnand and Nakatomi hao briehy worken omether o get
el aff thelr mutual rival In Fuchl, Bichard Villiers: once hed
Bolred 1o form his own corp, they must e decided 1o @0 back
o theelr status guo of mutual hatred. Dught 10 make for some
Inferesting ones 0 go chowiy Bebeeeen Fenraky ang Shilanwvase
I Bl Btuie, B Yamana decided to strike back. But in the
rreantime, 1'd lost a dhummer fo some cor skag's Stupid
power game. And | didn’t even get pasd for i Dian © get my
tropbny. either

“Thanks, Macdullt, | sakd shosarty, and signed off Thuei
dug rrry SMG out of s case and gave it a good ceaning. By
the time | was domne, | knew sefial | meeded o oo, | walkeso Dack
et O My OoImim unit and diaksd up a oecker pal of mane

“Hy, Whispeer, | need you (0 00 a SEArch hoe mee | wiant
thee lasd kmiopem whereabowis of an ell named Silver, works he
shadiows for Benrake Corpocation




U5 been fomy-nine years since our world changed almaost beyond recognition
Meary half a century of what should be called progress, and we'te all sl rapped on
the memy-go-round of oppression, prejudice, destruction and survival, As a people, we
Innowate and create for moaey rather than the pure pleasure ol |_'|-|'ir|:.,,5_:'|:|£I HJI"'!."“‘I'FS_ ey irho
the world. We seem mone willing than ever to climb to the top of the heap ceer the backs of
our helhony man. Rather than using technology o improve the ot of mankind, we'we allowed it
to separate us even further from each other. If we ever did have a golden age, we somehow
shd past it without gaining anything lasting or impomant
My name BB Caplain Chaos, and I'm having a bad day
Fior those of you whe don't know me, I'm the sysop of Shadowland, 4 next-generation BES
based in Seattle. i that description doesn't help, thi nk of Shadowland as a sont of beanch library
ol the Denver Data Haven—the Morth Amercan nexus of information, assistance and data
exchange. free to anyone who can find it
And that's precisely my problem woday. 've spent years collating and posting other
people's adventures, advioe and anecootes to this boand, and it's been a pretty informative and
entertaining time. We've managed o save a kot of people a lot of trouble In ane way or another
and that' s a pretty satisfying accomplishment to have attached o wour name, Unforiunabely,
Nt EVEnNyDme undersiancds what we re here for, and not everyone who finds thelr way into the
nexus knonws howe [0 handbe what they Bnd. 50 you ococasionally have to acoept the sormy fabe
of newbbes who find a4 way to self-destruct despite the guidance of their elders—and the teo
soft-shells who crashed and burmed n che St less than tao hours &F0 rEpresent prime
examples of what happens (o peophe with too much money and too litke onowicdge
S0 today ['m going to take advantage of my position and use Shadowdand to post my own
tavarite rant, without interruptions. The topic ks the workd we lhe In and how it got thal way
s jusHification is that those wha refuse ta learn from history are doomed o repeat I—and 1'm
fire of thermn repeating it on my board. Pardon my attitude, but I'm ot going to poll any
punches. here:
In the Sinth 'World, multinational megacorps pull the woid's puppet-sir s b0 benefil thelr
bt lnes—and shadowrunners, folks lving on the edge ke you and me, oo the corps’ dirty
wark for pay. These days, survival means workiing the shadows: you've got to be willing o lie,
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sheal and kil o stay alhve. The technology we depend on
dceesm't bring us tn-p_[-.-tl'u-r. Worldwide communications net?
Great kea, but not msch use wien hall the population s poned
out on smsense chips and the rest can't access a working
diataterminagl i the sliems where they re forced o lhve. The rich
hawve gotien richer and the poor a kot mone plentl. so the
wealthy barricade themsebses in arrmed enclaves and leave the
rest of us o squat and rot. Large chunks of our planet are
diying. swallcnaed by urban spransd or choked to death by oo
polluters, There's still gresn wilderness in some places, lots of
it restored by maghc—bad | can 't see much of | From the sprawd
where | live, and neither can hndreds of thousands like me

And then there’s the return of magic, which realhy turned
things upside down, The destructhve power of the Caeal Cihost
Dance, the shock of watching loved ores fum inhd trolls, real
lve dragons showing up on the evening mo—all that and
mone now are part af our everyday life

Sorme peopbe might say wie re back on track, back into o
wsual happy routine of slowly destroying oursebses and
everything around us. But that's a load of drel, In e Last
century, do you think people considered installing direct neural
implants in thelr bodies for job security, or had to worry absouwt
a neighbor Incinerating them with a Breball over a parking
dispute? You think they sulfered anything comparable 1o the
traurna ol goblinizing ino something thelr own familles
consicdered a beast? Did they wormy abowt getting brain-fried if
they wandered into the wrong end of a computer nefwork, of
that some astral peeping-tom might be watching what they
were doing In the bedroom? Could they vote for a fragging
dragon for Presicdent?

& ot of things have changed, but some things are stll the
SATHE l'l-lg bausiness will sl screw you as soon as ook at you. and
for those of us ot working Bor the conps. crime s our meeal et

SLOUCHING TOWARD APOCALYPSE (1999-2010)

Thee Kickalf camse with two Supreme Count rulings, made in
1995 and F000 respecthesty, that set the stage for a workd n
which megacorporate octopi call the shots and wse
shadowrunners like so many pawns in thelr games
Megacorporations had begun to evolve in the 1980 and "90s
when menger fever had everyone from banks o defense
contractors glomming together like s much gunk an
bathroom tile. But the Rrst real nails in the oolfin of the osd
workd were the Seretech and Shiawase decisions, The first one
upheid Senetech Lomporation s right to malniasn an armeed force
for the protection of its perscnnel and property, efecthaely
legitimizing private corp armies. The second had even wornse
consequences; it established corporane eximaierrinoaalicg
giving multinational corporations the same rghts and
privileges as forelgn governments. (The Shiawase Decision
owed ity existence to a bobched attack on a Shimwvase, inc
nuclear power plant by the radical eco-growup TerraFirst]
Evidence subsequently acquired by TemaFirst! that Shiswase
had conspined with several other corps to stage the attack was
destroyed when a bomb wrecked the group’s Californla office
and killed several key members. Mrobably a bomb planted by a
shadowrunnes. That's how things wark in the Siwth World. )
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THE RESOURCE RUSH AND LONE EAGLE

The world felt the consequences of the conps’ nerefiound
power and influence dght away, when a mass conporate land
gralb snarked off & bunch of Mathee American tribes and helped
redraww the map of North Amerdca. Barely a year almer the
Shiawase Decision, the LS. government sparked the Resource
Fush, a corporate grablest of natural resources from Incian
reservations and federal parklands, A real seeet deal, it was
thie gurmmint Invoked eminent domain to bring property unders
its comtrol, then loensed its explaitation (0 COMPOFRATE SpONS0rs
The land graly was the proversal last straw for maarny MNathe
Armverhcans; we'd spent centuries taking everything away from
thiem, and now the Great White Father was snatching al what
litthe they had left. The more radical-minded founced the
Soversign American Indian Mowvement (SARE) o Bght the
corporate takeovers.

The SAIM talked a good game, but didn's make much
headway against cobd, hard corp cash until 2009, when Lindbed
Qi Industries acquired the petrochemical resounoes o one-
tenth of the remaining bndian reservatbons. That acquisithon was
the spark that §it the Rarmes. The 5AIN responced by capiunng
a missile slio at the U5, Al Force's Shiloh Launch Facillity in
northresest Momtana, then threatemned o launch the missibes
unless the U5, government and the owps thal owmed |
meturned all ndfian land

Mredictably. no one really tried to settle the issue. Instead
the LS. head honchos spent ten days pretending to negodiate
and then sent in the Delta Team anti-termornkst squad. The "good
guys” recaptured the silo, but nol Defore Somsone sent a
single Lone Eagle ICBM on a callision course with the Russlan
Repulslic. Waorkd 'War [l was staring us in the face—and then the
impossible happened. The warheads never hit. To this day, the
tneth a8 to why hasn't been uncovered. Did the Rusckies
milsaile defenses work, of did we get a mirace? You tell me

Whie all this was gosng down, of course, the Leaders of
thee Free ‘World were keeping the folks who'd elected them In
thie dark about the plenet’s impending destructon, Onoe the
heat weas aff. howeever, the Lone Eaghe Tincldent (as it came 1o
be calbed— kowve understaterment] proved o be a propaganda
e i thee dispate with the SAIM. When the public found o
about ., Mathve Americans becamwe pariahs just about
everywhere. With a little help rom conporace '8 deparbments
ad A h:,'pq_-d-u” mational meadia all Nathee Americans became
scapegoats for SAIM. Before long, anti-Indian rots weere
breaking out natiomaide

The W5, Congress. quick o pick up on podl mambers thai
showed Amercans ranking Indians as less trustworthy than car
salesmien, added 10 the senophobic atmosphers by passing
e Re-Educaton and Relocation Act just months alter jes
introduction in labe 2005, The Aot calbed hor the confinement of
armyone conmected in any way 0 SAIM, On the same day
Canada’s Parllament passed the Mepean Act, legitimizing
intermment camips for Mathve Americans. MNot swerpisingly
abuses of both laws were rampant. Throughout ZO010
thousands ol nnocent Matlve Amercans got shipped off
re-education centers” (my personal Beorite euphemism for
conceEntration camps), Many of them newver returnesc
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An interesting spot of trouble cropped up in Texas that
yiEar a5 well—ihe only one thal came chose 1o "'IE:"il'lg e fEa
culprits behind the whole mess. A gang of unemployed
homeless workers siormed the Dallas HO of Lnifed O
Industries, demanding that the “fascist comporations” be el
accoumniabe Mor the ity of Dallas Mnancial and Crimee-nelabes
problems, The governor of Texas called in Texas Banger Assault
Teams, and after the smoke cleared, the Texas state kegislature
passed lavws giving conporate security forces carte blanche in
dealing with armed intruders. (50 be sure (o thank any Texans
s T T e g | I'-"||:|||g ushar I the efa of “Shwood sl aok
questions later” as a legally sanctioned operating procedure. )
Arcund the world, other laws were being passed along simiar
lines, allowing the oreation of whban militia units armed with
ElitAryY WBADOHINY, and z -\.-il'lﬂ resldeEnts e right 0o Coniract
private security firms to protect thelr communities with letha
force. That set the stage for the existence of Lone Star, the for
profit rent-a-Cofrs thal 50 many shadosTunners [ove 1D hate

JAPAN, IBaC.

The first decade of the new century also saw japan re
BinerEe froem s Il_“'% PELESLION 45 4 IMARor  POWeEr "":“n':l':'
because of 15 wealthy and rapacious conporations. (Yup, we e
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sEill mot done trashing our modern-day robber barons.) n
£UCYS, backed by |apanese cofpofabe intenesss, South Konga
declared war on Morth Korea. In eardy 2006, Nosth Korea
aunched nukes at Japan in a desperate eof
of the confice. The m

thort to borce thesr

saibes. didn't detonabe, hovwesers, af
the el of thee wear Morth Kofed wwas overrun. Embedclened by
ihie sucoPrss Oof thess maneuvernngs. |Japan soon afensard
proclamed Itself the Japanese Imiperal State. It followed up by
deploying the frst of a feet of solar-powered collection
satellites b beam microwrnse energy 0 recepiors an the
Larth = surface. Withh this relatively chean method  of
|.'"\.|r|I'|||r||'|:.1_ POANET IO I slanecl TE SIS STt read; e
jJapanacorps) began a virtual economic takeower of the Third
Waorld. The resurgence of japan a2 a mifitary power soon
fallowied, as the people of the Milippines, San Frandsos and
elsewhene found out. But we'll get to that

VITAS—THE NEW BLACK DEATH

All this paled, howeseer, Inthe faoe of the VDAL plagee, The
first cases of Virally Induced Toxic Allergy Syndrome turned up
n inclia in 2010; by the end of the year, the dissase had claimed
oughly a quarter af the world's population. People panicked

oven the Ach and sell-Cared-for could die of this soourge, and




those still healthy resorbed to any means necessany o stay that way. Sesdoo Cley
suffered through one of the most brutal responses, which the locals call “Termor
Tirme™; as the dead plled up n the streets, selif-styled Citizens’ Action Commitiees
bumed whole pomtions of the city as "a safely precawtion.”

201 1—THE YEAR OF CHAOS

As bad as VITAS was, there was worse to come. The year 301 I—ﬁ.asge-:l
by the ancient Mayans as the year in which the workd would end and a mew
world emerge—saw more bizame kinds of upheaval than amy year before or
since, I stared off with a more usual kind of chacs—macial violence in Texas, as
the dissolution of the Mexican government n jansary sent thousands of
refugees across the Texasd barder. Then things got real strange, real fast, All ocwer
the world, “normal” parents stamed prodecing apparenthy mutant children—
etves and dwarfs, the first metabumans. The schentists called this Fightening
phenomenon Unexplained Genetic Expression, or LGE. | guess they figured
ghing it a clinical-sounding name might calm people down (“Your kid's not &
freak, he's just a LIGE babwy™), or at least distract people from the un“-'rﬂlnnﬁ Bt
that the medical community had no ragging idea what was causing it. Mobody
realiped that LIGE was the first mandfestation of magic in the world; no one knew
then what magic looked like,

Maore magical incidents. followed, piling up on top of one another lke 50 many
cars in a highway wieck. On Decermber 24, hundreds of japanese an a bullet train
whizzing past Mount Full wimessed the first appearance of the great dragon
Eyumyo. Af precisely the same moment, Danbel I-'Imu'l-ng Coyote—ithe Mathoe
Armerfican sharman later dubbed the Prophet of the Great Ghost Danoe, the archioecs
of the gueemilla war against the LS. government that gave rse o the Mathe
Amercan Mations (NAM—led his ollowers out of the Abllene, Texas Re-Education
Center, According to eyewliness accounts by camp guands, all the shots fieed at
Howling Coyote falled to touch him; several guards insisted that thelr bullets wene
siopped by “a glow” that surrounded the shaman as he took his first steps toward
fresdorm for his people.

The magic changed weather patterns and Landscapes in several places, oo,
In Australia. the first of many wiolent “mana storms”™ swept fhrm.lgh thie Cutback
ardd kiled mndreds. In breland, western forests began growing rapidiy for no
apparent reason, and anclent Slighe roads, peat bogs and calm lines began to
re-emerge from the band, Across Great Britain, stone chrcles and standing stones
erupted through the sarth, forming patterns of sacred sites extending along
kv Jey lirees.

We didn’t begin to realize what the hell had hit us uniil January 27, 2012,
when the great dragon Dunkelzahn made his first appearance near Chemy Creel
Lake in Denwer. Reporters from all over fought for an exclusiee, sven as the
military attempied o seal off the area. The winner was Holly Brighton, an eardy-
evening weskend anchonworman. The resulting ivtenview—twelee hours and
sixbesn minutes of li—gave the world its first dlue o the breadth and depth of
the rise of magic that came o be called the Awa]n:nlng

IF IT'S TUESDAY, THIS MUST BE THE UCAS (Z012-2018)

The warkd barely had fime to catch its breath sshen a wave of secessions hit.
The fiest and st significant for the people of the United Stabes and Canacla was
the formation of the Mative American Nations, announced by Danlel Howling
Coyote in 2014. Mot to be outdone, in 2015 the newly elected president of
Mexico renamed his country Aztlan and called for all Hispanic peoples to "join in
reclalming our glorlous culbural hertage.” That rhetorc glossed over the sordid
reality that Aztlan was achually a shiny new oy for ORD Corporation o play with,
because ORD had the Mexican president .:.l'rruhgn'-.-'l:rnm:n: In its pocket. [ORCH
would later become Artechnology, one of the most feared megacorps of owr
modern day, with Aztlan as its wholly owned subsidiary.)
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THE INDHAN WAR AMND THE GREAT GHOST DANCE
The MAN, a coalition of ribes headed by a body knoam as
ihe Smr:rﬂsn Tribad Councll, Llaid claim to all of North Amedca
and ordered all Anglos out under pain of dire magical
retribution. (By “Anglos.” of course, they meant evernyone of
African and Aslan as well as European ancestry. | guess all us
non-Nathves started kooking alike to them ... .} Despite all the
-I;q;.i.:r:m;gk;.;.l drek the world had just fved through, no one
belbeved the threat was real .. uidll Bedonds Peak in MNew
Mexico emupbed and buried
Los Alamos. Almost immied-
lately afterward. Howling
Coyote appeared in a wvid-
cast from a nearby Ll
resereation and claimed
credit for  “inwoking our
Maother Earth to punish the
chibdren who fosook Hern”
‘Wighin an hour of the
broadcast, the Sixth Alr
Cavalry Battalion took off
from Fort Hood, Texas, only
o be desiroyved by sudden,
violent tornadoes.  This
Incident marked the official
beginning of ithe MNAMN
guerrilla war,
The MAN conflict swifthy
degenerated into a debache
for the U5 gowernment,
which reacted with pred-
ictable harshness. President
Garrety was no Fiend to the
Mative Americans, and his
SUCCRSSOT WaS EVEN WOTSE.
In 2016, a no-hoper named
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William Springer cacked Garrety and
cleared the way lor his veep, Willkam
Jarman, to park his butt in the Big Chair
Jarman celebrated his  unexpected
accession o high office by Bsuing the
now-lnfamous Executive Ovder 17-
321, calibneg For the exterminaton of al
Mathoe Amenican tribes. One month
later, Congress gheefully ratified the
order with the Eesoluthon Act of 2016.
The battle lines were droswn, leaving
not 50 mach 4 & scrap of hope for a
peaceful settlement,

Howlimg Coyote responded with
the most effective weapon In his
arsenal: magic. Crver the following year,
Covote and his people=and later,
MNatiwe Amevicans all across  the
continent—began the magical ritwal
kmonwn as the Great Chost Dance. The
Dance ralsed wvast amounts of magical
poweer, which the Mative Americans

turmesd against their enemies. A5 the LS. governrment moessed
o implement the Resolution Act, freak weather and other
umcanry disturbances disrupted military bases and supphy
dumips assigned to the operation. The havoe resched its helght
on August 1T, 2007, when Mount Hood, Mount Rainses, Mount
5t Helens and Mount Adams all erupted in catachysmic fury,
The suddenness and extent of the devastation finally convinoed
ewen the mast skeptical boneheads that the magic was real and
that the Indians were serdous. As one oft-guoted wit from the




tirme past ie, “Mother Earth et us kndnw wihose shile she wias on
and it waant ours,”

THE TREATY OF DENVER

Ihe question then becamse what to 3o next. Annih ating
the Inpuns suckclenly dicin t ook 50 simple, 0 the EoErNImeEnts
of the U5, and Canada had to think of something else—Ilke
talking. In 2308, leaders of the WS, and Canada grudginsiy
miet the leachers of the NAN In Denver (o talk peace. The LSt
list ncluded Azilan, which had recebesd a seat on the
Sannereign Tribal Coundil In return for providing assistance and
sale havens o MAN foroes

Cwver three long and contentious mondhs, the parbicipants
harmmered owt the Treany of Denseer, which _-Il_k“;_h.h-{"l.lﬁ;‘{hl e
swreereignty of the MAMN over most of western Morth  Arerica
Frovvishons incheded the establishment of reservations for nod
ribals and corporations., the mantenance of cities like Searte as
extraterritorial extensions of varfkous EOVErTIMEns and the
retencion of most of Califprmla by the Uniied Siates. Dermeer
becare the “Treaby City,” under joint administraion by ihe
sgning partes. This arrangement made almost nobody happy
I‘I'Il'll]_ﬂ:r' IM SASECILEE eals o Turresd Desrvees g & l-\.:'lug:g_hq L
paradise. (T-bird jockeys lowe the place. 50 many borders, so
miuch o Sneak across them . ... who could ask for amything more?

WELCOME TO OUR WDRLD (2018-2029)

i Ehe hiallosseed halls ol scientific resesanch. hosever, all this
turmioll was nothing more than faint sound and fury. While
EVETyOne Sise Was "-.-k'l.lng up and Mmoving Cross-Country o
dealing with the strangeness of having a kid who looked like
something out of a Tolkien nowel, the techno-geeks were busy
creating & few things that woiild have a greater impact on the
Shwth Whorkd thean alrrcest .-‘|I|l.-r|'|||'-.\|_:ll e chEyislise arn] Cvbemacare

In the same year that the politicos signed the Treary o
Derver, Dr. Hosato Hikita of Chicago-based ESP Systemns, I
created the fArst-generation ASIST (Anificial Sensory Induction
System) technology. The entertalnment ndustry went wild
exploiting the commercial aspects of simsense, startng us
dowm the road o a world in which people could get addicted
o simsense chips i lieu of chemical mindbenders. Other

resegrchers $aw the new fech as a ke b contain 12 thee claka
explosion, which had been going on nonstop since the last baa
decades af the tsantieth century

Mot Quihe a wear later, Transys Corparation announced the
sucoesshul Impantation of the frst oybedimb in a human
being—apecifically, the left hand of a virteoso violinist who'd
lost her meat original in a freak accident while debarkdng from
A pullet rain, Transys just happensd to be experdmenting with
A new ype of extra-sensitive prosthetic, a coyberhand whose
elecironic componenis could link direcily Info fhe mereous
sysiem and theneby allow better Rne-motor control than any
other artifickal limb. Less than mao years afer the sccident
Leonora Bartoli was once again the toast of the world s concernt
stages. The cyberware revodution had begun

Cather chevelopments as the teens drew to a close included
ihie appearance of Lome Siar Secufity Servicsd in Corpus. Christ
Texas, which becarme the first city o contract Full-sesviee oty
wide [aw enforcement with a  private agency e
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transformation of the ald U5, space station Fresdom into the

Zurich-Cirbital Space Habitat: and the offickal founding of the

Seattle Metroplex, with Seamle Mayor Charles . Lindstrom as

governor. The conflicts and chaos seemed to be behind s, and

eyeryone breathed a sigh of relief as the new decacs dawwned
Wi had no bdea what was waiting In the wings

GOBLINIZATHON

On April 30, 2021, all over the warld. one ot of every ten
adults suddenly metarnophosized inte hideous  humanoid
shapes, Soon the phenomencon staned to afflice children: some
were born “monsters,” while others changed soon arper
pulerty. The media, with it unering instinet bor sensational
buzzwords, dubbed the process “goblinization.” Before long
the affikcted were called “orks™ and “trolls” after the creatures
from fantasy that they resembled

The earfier wave of LGE had been Rightening enough:
goblinization reduced just about everyone to either gibbering
terroe o wiclous Rts of hatefulheis idéaand the viciims Fmr-n.g
that it might be contagious, governmenis all ower the workd
begin rounding up metahumans and thelr families. In Mosh
America, the bulk of these unfortunates got shoved into the
samie camps that had once held Mathve Americans, and they
fared just about s well. The |apanese Emplre went us one
better, forelbly relocating metahumans to the godiorsaken
islamd of Yorni in the Philippines. Meamahile, race fots wracked
thie globe on a scale never before seen. The smart of the hecky
among the world's metahumans  went  into hiding
underground, into the wilderness, of in communities of their
cwn kind. The unlucky died In droves. The LIS, government
declared mantial law for months inoa futile atternpt at contral,
bt things didn't really calm down until 4 new wave of VITAS
swept the planet in late 2022, This outbreak clalmed ancther
10 percent of the workd's populaton, briefly uniting hurman
and metalueman in fear,

IN OTHER NEWS ...

Thee lull wouldn’t last, of cowrse, It never does, A warning
sign of things to come was the founding of the Humanis
Moliciub, as nasty a collection of human-supremacist bigors as
ever was, In 202 3—the same year that the LS. Supreme Court
granted metahuman races equal protection under the law (to
the extent that any slag without meganuyen can claim it
armypedy). By 2046, Humanis had bullt a major following, and
I"vey saonry 00 say It's still going strong. But for the maoment, race
hatred had subsided to a show simemer and we could all marvel
ar the other weird and wacky svents of the millennial centuny's
sesmond decade.

Lomne Star took owver law enforcement in the Seattde
Metroplex in 2015, after the Seatthe Police Depanimiend had the:
bad judgment to go on stike. The govemor declared the strike
iBegal, fred them all and hired the cop corp o police the
sfreeds, They've been there ever since and in dozens more
places across Morh Amesica, making life miserable for the
nonest crook, On the political front, i 2029 scads of elves In
Salish-Shidhe territory mosved o the Mount Ralnler area and
dedared themselves a separate tibe called the Sinsearach. This
event wolld have momentous consequences. before bao many
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2025: (ybarwore comes o rolessiend spors; e first cybermodiled
playtes enter fhe KEL. (Their fooms . Go figure |

2026: Ners goes on fhe markst. Nosd we: sy mone?

2037: Newendimprovad simsasse geor con brooduast emotive signaks. Sy
hella % chigheods and BTL decbess. I it's Battee Thar-Ufe, it's gt to ba good !
2037 The Deaves Diaiu Hoven comes cut of the chosst ond info the shadows.
Hﬁuﬂhnnﬁmnmumuu .
naiminge 6. 50 here. Ll
P052: In the MewAnd Bettes Woys o oy toursaf-Over deporiment, 25—
o chip kot mora potent and oddichve fhen yoer avernge BTL—hits the simer.
This suckar works on e body theough what 1 does o the mind. Naty.

Frore years passed. but af the tme no one msth notioed exoep
a few who sald “Good rddance” to the migrating metahumans

And then there came the techno revalution, The mid
20208 saw sabes of the Arst simsense entertainment wnie
affering the wuser redimentary sense [mpressions. The
experirmental “remabe-vome” system was up and running for e
2024 LS, presidentlal election, though opporents of re-
ebected-by-a-landslide President [arman had thelr Soubts about
b wesll it worked. Mobody pasd much amention to claims of
Frawd, henwever. MNobody wanted to hear it after all we'd just
been through, most people just wanted the world o calm
dowen and ewerything to be okay

The breakthrough that did the most to maloe our wired-up
world what it is wday came between 202G and 2029, when
Sory Cybermsysiems. Fuchi Industral Eleceronics and RCA-Unisys
all developed prototype cyberterminals that allowed users o
interface with the world data netwark wia the oeniral nersous
systerm. You whiz-kid eleciron jockeys nowadays, surfing the
dlatastreanys with oybendecis barehy the size of an old-fashiomed
computer keyboard, wouldn't have recognized these
granddaddies of your favoribe toys. The first Cybenerminals were
huge lsolation chambers with multi-contact point jacks and
mudtiple hook-ups hof the operatorn, desigred for militany- and
corporate-intelifigence super hackers. The first volunteens bo use
thern wwent mad, which the oorpa and the military ook a5 a
scandalous waste of training dollars, Cher the next few years
various RED gurus refined the technology and made it safer
miuch o the glee of centain agencies in the US gummint. The
ClA, WSA and RS pooled their resources Do exploll
cybemerminals as quickly as they could manage. recrulting and
training a team of “cyber-commandos” under the code name
Echis Mirage

And not a4 Moment oo soon, as it happeaned,

THE CRASH OF 19
On February B, 2009, computer systems across the world
god hit with apparently random attacks by a wirus nastier than




anything ever seen before. System after sysiem Crashed, their
data wiped Clean and &ven their hardwane burned out, As the
killer program spread. governments ioppled and the workd
economy neared collapse. The vines shattered the Grid, the
data netevork that held the world together, We were back on
the road o apocalypse, this time via the vimual worbd—uniess
sOMMEone OOl Sop the g

Echo Mirage swung into action almost immediabely by
presidential onder, but the peychological demands of combat in
cyberspace overwhelmed the mostly stralght-amow, linear-
thinking agenis. 5o the folks In charge recrulted the mos
brilllant data-processing mavericks from industny and several
universities, ramming themn through a brutal training program
Thirty-two men and women graduated with their sanity intact

In Auguse, armed with improved Cybertech, the new Echo
Mirage tearn mounted a Cooordinaned atmack on the kilker
program, Elghtesn  minutes after engaging the wirus, four
members of Echo Mirage were dead. The data logs showed
that the virus program induced lethal bioleedback in hemans
accessing the Matrix, and also that no existing compubers
security could even slow down someone

became the Linled Canadian and Amercan Stases (LICAS), The

only place where opponents of the unlon gof a respectful
hearing was in California, which held a referendum on secession
froem the LICAS. The first of many, a8 M turmed oul. Belore ong
the secessionists ot their wish, though not exactly In the way
they lileely hoped., |t's one thing to leave under wour ocan stearm
quite another fo be kicked out on your hoop. (PMlenty of BCASes
wene glad to see Califfornia go: by their book. it's ahvays been
tor Crary 1o bother with. But 'm gedming ahead of mysed, )
Elsewhere In the world, things didn't go =0 well
Awvakened forces seized condrod of Siberia, muoech o Ehe
Fusskies™ chagrin. Russia’s western neighbors seermed fo
appreciabe the mowve, howeses, and Belarus ang e Likraine
tried o secede in 2031, The Russians, who werne getiing thedr
hoops kicked by Siberian magic and were starved foo
resources, fgured they had to regain control of their wesbern
border and rolled in the troops. Inevicably, Poland gt
nvelved, and when fhe Russians stepeed on them, S0 did a kot
of other countries. it all exploded in a conflict that would Last
for more than a dozen years, predictably dubbed the Eurc

using a cybertermdnal. Horified at the sase
with which Echo Mirage had penetrated
heiir mosl secure data sysitems. the
corporations began secref research o
develop new security soffevare——including,
of course, programa that could duplicate
the lethal =ffects af the vins. To these
hardworking wage slaves we owe he
wonderful world of the modern-day
Parrix Inn:l-:u;!:n5 such charms as tar
baby programs that glom onto  powr
programs and reduce them o so much
useless  sludge. and  killer  intruesion
countermeasures (Cblack loe®) meant o
bralnfry the umesary. (Yep, it's & wonderful
'.'irlu.:ll-:rl'-.'-.'-'_'ut‘l.l = i h e

But back 0 BCho Mirage. Bouipped -

NEW nnm
corebuted 1o Imhrh mdhuﬂtm-ﬁuﬂ
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m o e Mrica migrate 1o narthem Ghan, wher the ghoul nstion of Asomands is
. (The lotest het oot for tomrishs®)

2040: Sacthem Aficn finally settes inde it cument Aznsion Alionda, compesed of the Capa Republe,
the Trarr. Sweri Fedention ond the Zuks Nosion
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with new combal programs and beefed-up

cybermerminals that vsed desk-sized harchware and needed no
sensony deprivation tank, the remaining Echo Mirage tearm began
purging the Gid of infecion. Late in 2021, Bcho Mirage swiped
out the last known concentration of the vins code, Shortly
afterward, four of the sundving seven members decamped into
the private sector, taking with them the secrets of the new
technology. To this day no one s sune just whene they turned up
(Hhough some of us have our suspicions)

SECESSION AND WAR (2030-2037)

The Crash destabilized a large chunk of the wond, swhich
realigned Iself with greater o lesser degrees of accompanying
viplenoe during most of the decade that followed. The LLS.-
Canada merger went more smaoothly than most; the Crash had
daone so much economic damage o both countries thar it made
serme for them bo combine, and the e profests went largety
wnheeded. On October 15, 2030, the remmants of the LS. amd
Canada=—minus the ceded MAMN lands, of course—officially

fars. The hard-core fighting only asted uniil 2033, however
welhien ane of the welndest Inchdents of this century nipped it ir
thie Do

In the dead of night on January 23, 2033, Swedish alrspace
monitons detected several Aights of what they took to be British
Aerospace Mghtwraith lighter-bombers streaking across
nonthiern Eurcpe. In short ordern, the alrcraft obiliterated key
communications and command centers belonging o all sides
That same night. unknown assassing nailed maore than a doeen
key commancders. The combatants announced a Oease-fire the
Iu;qh;.-..-.-n'._g day. (Melther the Brts nor anyone else ever Clalmed
responsibiling for the Mighrwraith strikee: In fact, every single
gowernment that might plausibly have been imvodved made a
|H_|ir||' ol rrul_lli-:lll. dermying i Wihsdumnil remains a mysiery o
thits chay.)

Thie Amercas’ turn came in 2034, when a force of
Avakened beings and metahumans led by thres great dragons
descended on the Amaron basin. After a shomt and bloody
conflict, Brazilkan forces ceded mast of the Armazon basin [0 the
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invaders, Two days later, the newly declared nation of
Amazonia, self-procaimed savior of the eco-sphere, dalmed
most of Brazil, They've been quist down there since (Eoo quiet.
according fo a kot of people who regulary post to this BBS).
Turmodl also erupted north of the equator when Aztlan
resigned from the Sovercign Tribal Councll t© profest s
members’ constant Internal squabbling. That mowve made it ne
riencts b the BAKN, shich censured Aztian for its treatrment of
aboriginal peoples. Scenting an opportunity in this Family
quarrel, the Texas State Legislature began agitating for &
militany ventune o recover lands. lost o Aztlan

And then there were the southerners. Lots of them had
never forgotten the South's brief exstence as a sovereign
nation, and the 2030s gave diehard lovers of the old
Confederacy a chance to resurrect it yet again. n 2033, led by
senators from Alabama and Ceorgia, begislators from the
soithern stabes staged 4 mass walkout that threatened o derall
the ongoing merger of the United States and Canada,
Delegates from ten southern stabes met o discuss seoession,
and though they ultimately decided against it the seed had
been sowm. A year later. o protest what they saw as
preferential treatment for northern sprawl pones. these states
broke away to form the Confederated Amerncan States (CAS)

Everyone expected a second Clvil War to break o, but
we got lucky. Despite emotions running high on both sides,
mast military units dealt with their divided loyalties by splitting
up and moving to the country of their cholce. Interestingly, the
Sovergign State of South Florida chose to join the recently
formied Caribbean League rather than the CAS.

And then came the ehven nations—Tir na nOg and Tir
Tairngire, in Europe and Morth America respectively, A few
other metahuman races have founded their cwn little countries
since, but the chves did it first and most thoroughly. (Ask any
dwarf or ork or tholl how hard It 15 to get permission just o visl
the two Tirs; they'll talk for a week and still not be done
describing all the official readblocks.) The ehvwes of lreland led
the way, proclaiming the foundation of a new nation after the
impeachment of lreland’s president ower 4 vast cormption
scandal. In an emotional Christmas Day broadcast in 2034,
pedithcian extracrdinaire Searmus O'Kennedy announced the
transformation of plain obd Ireland ingo Tir na nidg. an ehen
nation steeped in “the grace of magic, our Celtic edtage and
our desting in the Sixth World™ (to quote the man himseif;.

The Sinsearach ehves—remember them '—iook their owe
froen thelr Irish cousins and announced the birth of Tir Tairngine
{the Land of Promise) in 2035, Simultanecusly, they seceded
from the MAMN. Afer driving off Sallsh-Shidhe troops. the
leaders of Tir Talrngire then settded down to the business of
putting their ehven paradise in order. They created the Coundcil
of Princes to run the place. with Lugh Surehand as High Prinoe,
Originally all elven, over the next two years the Councll
admitied other metahumans a8 mermbers, including the dragon
Lobayr. (Given that mamy ehses trust dragons about as far as
they can throw them, you've gof to wonder just o many
sheletons Lobwyr threatened to yank out of whose dosets, But
that s amotier SHory. |

The waee of secessions finally ended In 03T, when
California became the California Free State in spite of Hsell. This

particular comedy ol emors began in 20346, when President
MicARster Kicked California out of the LWCAS and withdrems all
federal foroes from the state in response to its atesy seoession
threat, Tir Tairngire lost mo fme mounting a surprise attack on
Morthern California, rolling all the way south of Redding «dith
infantry amd alr support alded by paranimals. combat mages
and allegedly at least two dragons. The victorouws Tir arrmy
demanded that all non-elves leave the capiured area within
thirty days, to which the good dtizers of Morhern Cal said
“Frag you.” Guemilla resistance sprang up ke wildfire, and
soon forced the Tir troops to pull back o Yreka, The kand
perween Yreka and Redding remains a buffer zone, dalmed by
both sides.

But California’ s mroubles weren't oser yet. Sirmultaneoushy
with the Tir assault, Artlan struck nothsand into the Free State
ard capiured San Déego. California’s governor then made the
supremely boneheaded move of appealing o the Japanese fod
millitary aid, hoping to shame the CAS or LICAS into sending
troops, The japanese sent ald, all right—in the fonm of Imperial
japanese Marines, who took control of San Franclsco to

“protect Japanese lives and corporate assets” in the Bay Anea
A coundl of Japanese megacorps soon adserted controd over
the city, turning Greater San Fran Into Tokyo by the Bay.

CORPORATE MACHINATIONS (2033-1048)
As the thirtles rolled on into the 20480s, the
megacorporate landscape gradually came to resemble the one
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wiit lnohw and love today. The frst of our current majods
players 1o burst onto the soene was Damien Knight, who
rracke hits debut with the famous Nanocsecond Buyout of Ares
nchuestries In 2033, Before the buyout, no one had ever heard
of this guy; afterward, no one could stop talking about him,
miasthy speculating on how he'd pulled off the feat. Using a
series of expertly programmed computess in Stockholm,
Sweden, Knight executed a seres of wmansactions so
cormplicated that only another computer could read them. By
the: end of the minube it took for the whole deal to go down,
three corporations had ceased to exist, bwo  muld

millionalres. lost thelr fortunes, three other people became
mulfi-milllionaires, and Darmlen Enight had acquired 22
percent of Ares, That put hirmi by chee Sarme |I!|H.El.lt. COiEricd-
wite, as CEO Leonard Aurelius, The two mien loathed each
other on sight, and the history of Ares for the pase tewenty-
seven years has been a laundry list of thelr amempis o
somehos bring each other down.

At arcund the same time, the company that would later
become the Morth Amedcan branch of Fuchi Industrial
Electronics ascouired one of the major pleces of Ms futue
empire, under decidedly mysterlous crcurmstances, In May of
2034, a two-horse corp named  Maitrx Systems of Boston
camee out with the first gray-market cybenterminal, Six weeks
laber, the company's maln computer crashed and s teo
founders died in apparently unrelated accidents. Mow it just 5o
happensd that Fichard Villers. a comporate raider with a
reputation for ruthlessness, had bought himsell a 49-percent
stake in Matrix Systerns the year before, and only settled for
that because the company's founders wouldnt et him by the
whale thing cutright. After their deaths, Villiers bought the
company for pennies, One month after e computer crash,
whio but Richard Villkers shouwld contact Fuchl—ithen ownied ey
a pair of lapanese panmers—with coples of the very Matrix
Systems research data that was supposedly lost forever? The
data enabled him o buy his way into Fuchl. eventually
becorming one of that comp's nuling triurmanate,

Third on the list of corporate players to emerge was the
great dragon Lobayr, who in 2037 made the startling
announcernent that be owned 63 percent of Saeder-Krupp
stock (the backbone of the BMW corporate emipire). The big
Wit used If to vobe himselll into the dhalrmanship of the
board, then name himself president and CEC of BAMW. He
changed its name to the Saeder-Krupp Corporation, and the
rest (as they say) |5 histony.

The fnal player on the scorecard was Yamatetsy
Corporation, which didn’t manage to break in to the “Big
Seven” until 2041, This “upstart,” as some of the older coms
persist in calling it. made determined efforts throughout that
year bo snag iself a seat on the Corporate Court and on the
board of the Zurich-Orbital Gemeinschaft Bank, Despite
fierce opposition, Yamaietsu had carved out its niche by
2042, turning the Big Seven into the Big Elght.

HUMANS AND METAS—FROM BAD TO WORSE
(2036—-2036)
While all the abowe corporate shenanigans were going
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ciovewri. lile lor ondinary people was going to Medl in the prowverbial
handbasket—again. Human-metahuman relations. uneasy at the
st of times, were reaching nock bottom and starting 1o dig. The
vear M35 opened with the napalm fre-bBombing of a 1own n
rural Chio that claimed pawenty Bves, most of them metahumans
A group calling iselfl Alamos 20,000 clamed responsibility: owver
thie et ffteen years, Alamos would be linked to the deaths of
miowe than a thousand rmetabumans and humans who dhan o
happen to share Alarmos Digotry

Similar artinedes. though less vickently expressed. made
themselves felt in the 14th Amendment to the UCAS
Constitution, Ratified that same year the amendment
established the Systern kentification Mumber (5IN) and
required the registration of every LCAS citizen. People without
SiMNs were defined as “probationary citizens,” with sharply
lirmived mghts. (Yup, Mr Pinkle Shadowrunner ‘Wannabe, that
mezans yvou. | The amendment made speches oiher than homo
saplens eligible for—you guessed i—probarionany citizensnip.
Full citipenship to swch “undesirbles” could be granted only by
act of Congress. (Mot a single application actually was granted
untll 2056, when the late, lamentesd Dunkedrahn gor the nod, |

Creer the next three years, hate CRiMmes against metanumans
escalarest. They reached a peak on February 7, 2039, aptly
noeam ever afterward as the Might of Rage. Thouwsands of
miectahumans, fends of metas &nd melahuman wannabes {ah
the wonders of cosmetic surgend) died In workdwide rots. In
many cities, metahurmans were rounded wup and detained under
armed guard “for their own protection” In Seatthe, the
warehouses doubling as detentlon centers an the docks were
artacked and burned by Hand of Five terrorists. The Metroplex
Gusard did mothing to sbap the blaze, and endreds e

Three days laver, some Alamos 20,000 thugs wused
exposhaes and magec to destroy the supports of the Sears [onwer
in Chicago. sending the building crashing o the street during a
wemehelay lunch hour The falling debrls destroyed blocks’ worth
of Buildings, streets and sibewalks, crushing thousands of
people and napturing gas lines. Mo one has mepault n e years
since; the ghosts of the dead are sald to haunt the area, and the
incressing presence of ghowls there earmed it the narme
“Shattergraves.” The rest of the Loop was likewise beft w0 rol, and
eweniually became an underworkd heneen,

hiore killing took place i Boston, on 4 day aber knoswn as
Bloody Tuesday. During the 5S¢ Pamck's Day March, the
Knights of ihe Red Branch detonated a bomb in a populas ebven
restamant along the parade route. killing twenty-four and
injuring dozers more. The parade degeneraied INfo a ace not
that enguled the Boston metrophex, By the time the authorities
managed 1o getr things somewhat under conirol, hundreds. of
people werne dead or injured.

I what kooked like the only brght spof of the 20404
[shows how mech we onew), the Universal Brotherhood
opened up shop; in Calfornia in 2042 and in Seamle in 2045
A humanitarian  organization  that  preached growp
consclousness and bove for one's fellow sentient—human,
metameman, whatever—ithe LB was one of the only voices that
seemied 0 be speaking out for tolerance, compassion and
other such sweetness and lght. Sorme distrusted them rght off
the bat, just out of habit: those of us born and ralsed in this

S | Shadowrun, Thirg .E-l.'l;.'h’ﬂr'r

T

brave new Sixth World had leamed young not o trust anything.
But most people. IF they thought about it at all, saw the
Brotherhood as a harmless bunch of do-gooders.

They were wrong, of course. \We wouldn't find out just
b werang untll mone than a decade after the Brotherhood's
First appearance

LIFE ON THE CUTTING EDGE (2049-2060)

As the Z1st century Spun toswand and Beyond the halbway
paint, every trend that had marked the new world intensified.
Technology developed faster than we could keep up with, war
reared its head arcund the globe and e magical phenomena
seemed (0 crop up every fime we thought we'd fgured the
whiode magic thing out

Tech-wise, Renraku developed the first semi-autonomous
knowhot [SK], an expert systern program sawith a sophisticated
hdographic neural network, b 2045 Dyber- and bhodechnology
continued o advance throughout the "5l as more and maore
people chose o distance themsehes from the frailties of the
flesh. By 2052, bloware—organic implants less imsasiee than
cyberware—had turned up on the pubdic market. anc sl fithy
became popular armong those with the cred o afford them.
Sareet granits |lke the slags reading this board, who often resded
fancy “wware o sundee the dangers of doing business bur oouldn t
afffiord] the good stulf, tended o seftle for secondhand vat jobs
ancd suffened their atbendant messy complicacions. |

On the war front, 2050 saw an uprising in the Campeche
Disirict of Artlan, Axtechnobospy decided o teach the rebeds a
lesson, and ordered fs corp security o slaughter hundreds of
unarmed chvilians. That taught them something. afl right. though
ot whal the corp/government honchos wanted, The carnage
sparked a major rebellion, which & still going strong and whith
has provided dozens of ruiners PeresSiEd B MEFOEMAERY VWA
with lucrathe (F highly dangenous) contracts. The fghting idcked
olf in 2051 wicth successful strikes on strabegic sites in the Yucatan
pendnsula, which remaing a rebel stronghold.

Things weren't all bad. though. In 2052, Seatthe got a Fat
influx af cred when Tir Tairngire negotlated for the use of s
pots and started sending bucketsful of trade goods through the
mietroplex, Later that wear, UCAS President Adams died
suddenly, and Vice President Thomas Steele moved up to the
Big Office. Which didn’t matter a damn to anybody at the time,
excent that Stesle’s Technocratic Party seemed o be doing OR
I theze eoomomy (for those with Siks, that is). And the Linhaersal
Brotherhood—remember them’—was dolng a booming
business, opening up branches all owver the globe. Yep, things
woere looking up

Bust niot for long.

BLHG CITY

O, who here hasn't heard of insect spifits—Ithose nasty
glant bugs with mondo magical power that we vwe all come o
kmow and loathe? Raise your wirtual hands, kids. Mo oned
Thesight 5o, In 2055, the LICAS FBI founsd out that the Bugs wene
using the Seattle UB as a frand 10 recruil hosts and sumimian
move bug spirfts. Meedless o say, the Feds started shutting
down the UB's installations quicker than a hyper-wired street
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samural can fire a smartlinked
Cesha Scorpion. Bul dbd they
tell arpone what they knew?
OF course not. Can™t start a
panic among the sheep, now
can we? Instead, they fed
misinforrmation  about LB
financial cormuption to the
meedia. Authorities i plenty
of other major cities soon
fodloweed sult, afer the
blizzard of missing-persons
reparts  among  sockety's
clorami-amd-DunErs Descame bon
large w ignore. Subsequent
investigations  determined
that Iinasct spifits  had
esiablishued hives in Iods more
chibes than Seatthe. Across the
board, awthorities publicky
dicreclited and armested LB
executives for aleged lllegal
deeds while secretly wiping
owt the hives in commando-
style ralds. Incidents of “unmotivated termorst viclence™ against
thee UB rose dramatically, untll it weas shut down ssorlchwicde in
Fils

Unfrtunately, by that time It was oo late for the cify of
Chicago. An Ares imvestigative team discovered a major hive
there, possibly the langest In Morth America, and sent in & small
armvy of Knight Eramt Security personnel to deal with it. KE
botched the job, however, sending bug spirits flooding across
the city. LICAS authorithes walled off a huge dhunk of Chicago,
calling It the Containment Zone and serving up a bulldrek story
about another possible VITAS outbreak. Wild rumons—
accurate, as it turmed oul—few around CyDerspace that an
A pes foroe rapped inside the Zone had detonated & subtactical
mulkce inslde the main hive on Cermak Sireet. Luckily lor the
surviving Chicagoans (or maybe not. depending on your point
af view), the Cermak Blast, as It came o be called, was
rsbetously contalned For the next three years, however,
Chicago's fabe was sealed. Swarms of indect apifts Emorized
the place. while various opporunists with heavy weapons
christened themsehoes warlosds and began consolidating
pover In different nelghborhoods inside the Tone

ELECTION FEVER

The 2055 election put President Steele back in the White
House, bt not for long. In earty 2057, evidence carme o light
that the "S6 contest was rigged. Scandal rocked the LICAS,
Siocke and WP Booth were impeached, and Preskdent Pro Tem
Betty |o Pricchard called for a new election. Al this Hkely
wouldn't have mattered much o the average shadownmner,
what with us being SiMless and therefore unable to woie
without using a fake 1D, But then the great dragon Dunleetzahn
declared his imtention o un, and suddenty politics got real
interesting. They got even miore Interesting In July, when
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candidate General Franklin Yeats was found murdened in a hotel

FOHHTI. |-_|-...-e=.|ig..-_|l:|_'u-=, later derermdned that his assassin was an
FBI agent possessed by a wasp spant

Alfter eight months of hard campaigning, Dunieslzahn won
the election. That pissed someons off big-tme, and whoewer i
wins decided to take action. On the night of his inauguration,
the new president was assassinated when an i.-:-l.plm.lnr
engulfed his limo, The blast tore open an astral it above the
murcer site, which |5 still there, Al amempts oo imeestigans it
have Failed; the mages who ry end up desad of iInsane,

Fiots engulfied the LICAS upon word of the dragon’'s desth:
wie're still dealing with the aftereffects. Upon his Ssearing-in as
president, former WP-slect Kyle Haelfmer nominaimd Madga
Daviar, the “woioe of Dunkelzahn,” to Al his veep shoes. Shorly
afver her own swearng-in, Daviar revealed the existence and
contents of Dunkedzahn's will In a majos press Conderence. The
will provided for the establishment of the Lraoo Foundation o
scimbndster all bequests, with Daviar a5 chairman of the board,
amdd also for the creation of the Dunkelzahn Institute of Magical
Research, with a bowrd made wp of the besi magical minds
avallable, The will was a master stroke of manipulation from
Lre:lruﬂr_' the Erae; It jput P Dranc-mnew. well-Nnanced plagsers
on e scene and shook up the status quo big-time with
individual bequests that mone often than not caused troulde,

One of those was a siock Dequest 10 4 Cporale HNEwWig—
Milles Lanker, hiead of Fuchi Inbernal Security, Lanber recetved a seat
aon the board of Renradou Corporation, Fuchi's biggest rval. When
hee left Fuchi for Rencaku, speculation ran wild a8 o wibch oom he
might be setting up lor betrayal. In the end, Laner 5 moeas turned
o b b e first rurniding of the corp war bo come.

CORF WAR

Lander's trandfer in 2058 was just the beginning of fouhie
for Renraku and Fuchi, Tenskons escalated fast, not onfy betwesn
Fuchi and Renrmbku, but also betwssn Fochi's theee inbennal




factions, The Infighting ar Fuchl got worse when Renraku began
producing amazing techno-logical advances just months aftes
Lanler joined the board. As if the Fuchi-Renraki turrmsil had
been & green Bght, otter corporate conflicts heated up as well,
The Big Eight megas were all doing their best to quash the
smaller corps  that  had
recetved chunks of cred Fom
Dunboetrahn's will; they okdn
want amother Yamanetsu
feining thelr exclushve chab,
and 50 took steps fo keep that
frem happening (with much
resuilting business for shadow:
runners), Second-ther  comp-
oations like Cross Applied
Technologies, a big nolse In
Quebec and Interested In
expanding Into the LICAS
market, soon earned the prioe
they might pay for attempting
o play In the blg leagues,
Luclen Cross, CAT's chief exec,
suryheesdd three  assassination
attermpts in 2058 alone.

The death in 205% of
Tadamako Shibanoluf, chair-
man of Yematetsu, stirmed up
wtill meore rouble. His shanes
reverted to his son Yurl, who
happens o be an ok, Mow,
the japanese don't care much
for metahumans—in fact, plenty of fapanese don't even regand
thern as peopke. 50 they sure as drel weren't going to stand fos
a mere ork becoming the head of a major corporation.
Yamatetsu, pressured o depose Yur, instead relocated it
corporate headgquarters to Viadivostok, Russla,

Mearwhile, the Fuchi-Renraku plot was thickening.
Around mid-2059, Fuchi formally accused Rensaku of industrial
esplonage with the aid of Miles Lanker. The charges were
eveniually dropped, but not before Lanler left Renraku and sold
his Remraky stock to the Zurdch-Orbital Bank. At aroidnd the
samie tme, Richard Villiers of Fuchi formesd Movatech.
Incorporated, through which e discreety began buying wp
moat of his Fuchi Morth America holdings, (He knew that the
fival factions meant to foroe him out, s0 he was getting reacy
to jump ship before they could.) And sawprise. surprise, he
affered his old buddy Miles Lanéer the job of Head of Security

And then pwo Cofp Count representatives convenienty
died. one In a plane crash and another In a4 bomibing. in 2009,
suborbital Fiight 1118 from Tokyo crashed into Seattle's
Redmond Barrens, killlng neary two hundred people,
inchuciing Fuchi Corporate Court Representative David Hague.
Mo one from the Big Eight replaced himi, howeses. Instead, that
honor went to an exec from Wuxing. Incorporaied—a mom-
and-pop corp jumped up o the big dme by an infusion of cash
from the labe, lamented Dunkelzahn, (Makes me wonder where

the bodies were buried ... ) In 2060, Renralou lost its Corporate
Court rep in a termorist bombing in Mew Delhi. Crods Applied
Technologies got the nod bo Al that gap (which must have
made Damien Knight spitting mad). That same year, e oop
war clairmed s frst victim—Fuchl Indusirlal Electronics. Fuchi
broke apart a8 Rlchard Villiers
biought his portion of i to
Moreatech, The remaining two
factions. bought and marrded
into  Renraku and Shiawase,
respeciively; those teo comps
gobbled up what remained of
Fuchl Industrial Electronlcs,
until Fuchl was officially
dissolved,

2060 AND BEYOND

S0 now it's 2060, and the
Sixth World has changed et
again. The Big Eight mega
coaps have become the Big-
Mo-Dne- Knows-How-Many
and the SoeEls are DUITInG
with shadowmunning biz. The
insect spifts have supposedly
been cleared out of Chicago
courtesy of Ares Inc.. and the
wall 15 diowm but mo e
knows for sure IF the bugs ane
really gone, from Chicago or
from amywhere else. Magic
kes=ps finding strange new wrinkles 1o throw ar us, and no one
kncwws what's golng on In the Matrix. We only know that
there's something. and that it probably isn't good

The otaku were odd enough when they first appeared in
2055, especially with the nolses they made about “the Deep
Resonance”™ and “the spirts of the machine.” We're siill not
sure ewactly what the otaku ane or where hey came from. but
ane thing we do leuow—ihey're mostly young, lots of them
kicks, andl they cam surf the Matrix without a cyberdeck. And
ey re Wy, weny good at it And mow some of us ane starting
to wonder If the spirits they sometimes mutier Abowt mig
realby exist.

in December of 2059, the Renraku Arcology in Seatthe
weent off-line for no apparent resason. The corp dealed the place
off to the public dght away, and corp PR Hacks have refused all
comment. The WCAS military had stepped In by January of
2060, and we're wonderng what's really going down,

Mo mater what the dark secret (s, some things will always
remaln the same. The woild will abways be unfar, and those
with the cred will always make the nubes. And people like us—
shadownmners, who'll do whabever's necessary o keep food
on the table, a roof over our heads and the latest Dieeding-
edge cybensare in our meal bodles—will abways break the
rubss. Beecaise we have 1o, That's how we survive
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hils section covers the key concepts and terms used In Shadowrun. Some are general rohe
playing terms, and others are unlque o this game systern. Whether you are an exper
enced gamer of new o roleplaying, once you wnderstand how these nees operate In
Shadowrun, the rest will fall sasily into place.

Some of the explanations provided here also appear in other appropriate sections, Tihee First
time a term appears in this section, It 5 set In bold type.

PLAYING SHADOWRUN

Shadowrun b a roleplaying game that provides all the excitement of an adwventure Story
Rodeplaying mames recuire one or mone players and a gamemaster. The plasers coningd tha
main characters of the siory, the proagonists of a plot whose outcome |5 uncertain, The
gamermaster difects the action of the stony and controls the bad guys, the props, the setting
and everything else the players may encounter. The game is not a contest between the good
guys (the players) and the bad guys (the gamernasier), howeves,

The gamemaster may conirel all the bad guys but he or she is actually In sympathy with
the heroes. Plagers and gamemasbers mast work togethes 1o bulld and expenence a tense,
exditing adventne

Characters represent the players in the game of Shacownen. As a players, you oMol a char
acter. Everything you know about your character will be noted on your Character Record Sheet.
This ks where you record your character's abilities, possessions, physical appearance and other
faces abvet him or her. Durng the course of the game, the gamemaster will describe to you events
o situations; using your Character Recond Sheet as a guide. you respond with what your dharac
ter would do in & ghen situation. The gamemaster will probably ash you b noll some deoe, and
the resulting numbers will represent your characher' s attemnphed acthon The gamemaster uses the
|: rubes of the game o interpret the dice rolis and the outcome of your character's ACTon

RS S —

THE ABSTRACT NATURE OF RULES

1 Chadownan s a gafme and garmes have rules. That dossn't sound very odd; after all, you
5 i plunk diown yous hard-earned nuyen to purchase this book of rules In order o play our
garme. But you also bought this book to become imvolved in a fctionall world, The world of
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Shaowrun—no matter how Closely it s based on it—#s not the
real world, That being the case, it makes sense fior us to make
rules that reflect that Rctional universe. [0 some cases, that may
mean certain game mechanics are structured more for ease of
play o game balance than o reflect how things achuakly work
Mot only do these rules sometimes reflect “creative license,”
but ofien they have to abstract out things we take for granted
in daily life, There are no “riles” for how well you play sireet
baskeiball with your friends or how well you can write a Web
page. In this garve world, however, we ane expeched (o create
maes that in fact show these differences—a daunting task. We
have attempied o take real-world concepts and abstract therm
down into game mechanics as mach as possible.

Thie mechanics for dioing things in Shadowrun are actually
abstract guidelines for all of an Individual's actions. Inchuding
combat, wehicle movement, and even how individuals think
and react. These rules are not rmeant 1 be a direct copy of how
things really work. They can't be. We fry to apperoximate con
ditions. and situations In reality as mauch as possibee, but that
can only go o far. That being sald, we urge you o appreciate
the rules in Shadownan for what they are and not stress out
when they don't simulate real life perfectly or fall 1o take Into
account certain condithong of factors.

In other wards, IF something in these netes doesn’t quite
or make sense 10 you, feel [ree to change It i you come up
with a game mechanic that you think works better—go for it

MAKING TESTS

Shadowrun ks flked with adventure, danger and sk, and
characters uswally end up in the middle of it all. You determine
what wour eharacter does in a situation and how well she does
it by rraking a best=—rolling dice and determining the outcome
by o well or poodly you rolled, There are many situations. In
which the gamemaster will ask you fo make & LEst o determine
howr weell you perform, be it bypassing an alarm system. shoot-
ing an assassin, or persuading a security guard that one’s pres-
ence In the conporate faclity |s legitimate.

MAKING DICE ROLLS

Shaownan uses a number of six-shded dice to resabve any
challenge for a character, The gamemaster will not require a
st (o And out IF & character can open the door, but will prog-
abdy ask the player o roll dice to see if his characher can som
ersault through the glass sunroof, land on his feet, and smack
the detonating switch out of the temonst’s hands—all without
splarering himself on the flioor or sefting off the bamb.

The gamermaster will provide the player with a target
aumber against which he will make the dice roll. The player
rolls the indicated numiber af dice and then compares each die
result incividually to the target number, Unlike most games,
the results of the dice rolled are NOT added together, Each
indiivicual die that scores equal to or greater than the targed
mumiber is considered & sucoess. The more dice that Soore Suc-
cesses, the better the resull.

Nik is rodling four dice against a Targer Number 4
The fewr dice come up as a 2. 3, 4, and & The 4 and
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the & equal or exceed the targed numiker, which gives
ik 2 successes

Target Mumbers

The gamemaster determines the target nuMmber neceEssary
for success in 4 test, The Difficulty Mumber Table on p. 92 of the
Skils section provides a list of target members based on the dil-
ficulty of the activity—23 for average tasks, 10 for nearly Impos-
sibile tasks, and so0 on. n most cases, the rules specily a target
numdser for specific skill uses Chrcumatances and oonditions
(had weather, stress, acting while moving, and so on) Can
change the target number.

Mo target number can be bess than 2. [F modifiers reduce
the target number below L, conslder the targe nurmber a 2 for
purposes of making tests,

Modifiers

The Shacownum rules cften call for a plus or minus maodif-
&r 1o a test. These modifiers can result from injuries. and siua-
thonal Eactors that affect what the character i frving o do.
Unless othepwise stated, that modifier is applied 1o the targed
mamber. Ths, a =3 modifier to a Target Member 5 prodeces a
mvceclifbed target numibes of 5- 3, or 2

I the mudes call for +2 dice or =1 dice, the player adds or
subtracts that memnber of dice from the dice for the test, Thus, a
sharman who has +2 dice fior surmmaning certaln nature splrits
sdds I more dice o the uswal number e can noll for that tesi.

Rule of One

Any time a die roll result comes up 1 6 & Best, that die Is
an automatic Bilune, no matter what the target number, But the
test can still succeed as long as other dice sucoeed

If ALL the dice rofled for a test come wp 15, It means that
the character has made a disastrous mistake, The resull may be
humorous, embarassing, of deadly. The gamermaster cebes
miies whatever tone s appropriate o the sinuathon, the play-
&rs. and the dramatic or humonous needs of the moment.

Indihadual rules may also haee particular results. when the
Rule of Ome 15 applied

Rule of Sl

Thie Rude of Six allows tests o succeed against tanget fum-
bers greater than & (since a dic only has six sides. [1's probably
a good thing this rule exisis). When making a test against a tar
get number greater than &, the player may re-roll any dice that
cormes up 4 & and then add the new result to the 6. Say, for
example, that one die nresull s a & in a roll against a targes
number greater than &, The player re-rolls the G, with a resuly
of 5. Adding the two together, the new die roll result is 11 16
+ 5. The player can re-rofl additional 8s if the current die resull
total ts sl less than the target number, For example, to beat &
target number of 14 (really hard) the player would have o roll
a G, then re-roll for another 6, and then re-roll for a 2 or betrer
u’-" +h 4 L m 14

Bemember, though, it does ot matter by how much the
inctbwiciual die roll bears the tanget mamber, just that it does. Once
the target murmber has been equaled or exceesded, stap rolling

The Rule of Six does not apply to Initiative Tests




DIFFERENT TYPES OF TESTS

There are four types of tests common o Shadowun, each
with thelr ocwn mechanics: Soccess Tests, Opposed Tests,
Success Combests. and Open Tests.

SuaCess Tests

A Success Test ks the standard test to see IF a characher can
accomplish a given task. and how well. The number of dice
usedd is squal to the appropriate Adtribuate or skill rating (see
beloedy of the characiher who must make the st In other
wordts, thai rating Indicares how many six-sided dice 1o roll for
the test, For example, to make a Firearms Test, check the char
acter's Firearm Skill Rating and roll that number of six-sided
dice for the test, For a Willpower Test, use the character’s
‘Willpower Rating o determine the number of dice ta roll

The rules give the target member lor many tests. For oth-
ers, the gamernaster determines what s appropriate. Each die
result that equals or exceeds the trget number Is a success, A
single success indicates. that the character has sccomplithed
the task, but the more sucoesses folled, the better In most sit-
uafions, rmultiphe sucoesses rusan that fhe character will receive
miore Information., of oo more damage. of make that bank shot
off thee troll's head and into the side-cormer pociet look o easy
& chillel could dio it

In Shackonwrot products, this standard Sucoess Test |5 often
wiitien in an abbreviated form. such as Willpower (3] Test,
whlch ks really just a shosmhand sy of saying “make A
Willpower Test using a Target Mumber 5.7

Opposed Tests

A Ooposed Test socurs when two Characters ane in direct
conflict with one another, In this case, the chance of success is
not based so much on the sifuation as the opponent, The rat-
ing being used by one character b pitted in direct opposition
o the rating used by the other character. \When making an
Opposed Test, both characters rodl & numiber of $Boe aqual 1o
the: appeopriate Attribashe or siill r..arlns with a argel mamber
equal to the apponent’s Attribute or skill rating. Lisualky, the
character generating the greater numbser of successes achieves
e @il

In the event of a the. usually nothing happens

Max i hoiding the door shur whike & securfy guand
frfes fo push it open. Mar bas a Strength of 4, the guand
d Stremgth of 5. Max raits fowr ofice against a Target
Munber 5 (the guard’s Sirength! and gets a 5, 5. 6, 6—
four successes! The guard molls fve dice against a Targer
Mumber 4 (Max's Strengith) and gers 1, 2 2, 5 S—only
£ successes! Adiracuiowsly, Mar bavely hodds the door
Shut wihile s feam escapes

Success Comntest

A Succeds Contest i used when two characters comee into
confict with one another, but when varkous other factors oomme
Imig play. Lisually, what this means is that instead of each char-
RTET |'.““i||15 A skill or Artribune dineCiy ﬁ,ﬁ?ﬂl’lﬁ-[ thie Spponent s
shill or Aftribute, more than one skill or Atiribuie |s wsed In the
test. Basically, a Success Contest |s bwo opposing Success

Tests, with the character who achieves the greater nember of
BUBCOEESES achieving his or beer 5:1.1]. Lkndike a stancland I:'Jpn-nw
Test, hovaever, characters ineolved na Success Contest often
rofl different Attribastes o skill ratings, and their target numbers
are not necessarily the Atrbute or rating being used against
thezrm

Becasse Success Contests can be broken down Info twao
oppoaing Success Tests, they are often written in a similar
abbreviated form.

I whe event of a tie, usually nothing happens

Dodger is hacking his way onfo 4 corponse main
frame. Dodlger has Computer SkiW of B, and a Detection
Factor of 8 The computer host has a Secuvity Valve of 4
and an Access Saning of G, In order o gain Atcess o the
computer host. Dodger must win 4 Swccess Combest
Dodger is making a Computer (&) Test (his Compuher Skilf
agalnsr the host’s Access Rating) fo get in, while the host
makes a Secority (8) Test Security Valve against his
Derection Factor) o keep him out. Dodger geds fhree suc
CEssEs, (e compuner gets ane. and he s in

Open Tests

Undike standard Sucoess. or Opposed Tests, in which play
ers atternpd to achiewve set target numbers with their dice ralls
Chpen Tests have no target numbers. Instead, the result of the
Cwpen Test may serve as a tanget number for subsequent bests
O FENETALE other resuits

When making an Open Test, a player rolls a number of
dice equal to the skill rating or Attribute she s using for the
test. The player then discards all but the highest single die
resuln. The Eule ol S5ix appiies 1o Open Tests

Sue rofls 5 dice on an Open Test, She scores 1, 3, 4, 6
6. Boilng the fwo slres agaln, she gets a 2 and a 6. Be
roiting thal fasd oie again, she gets a 4. That gives her a
sl of 10 (i + &+ 4) for the highest die

TIME

In moar shhuations while playing Shadowrun, tme need ot
e stricthy kept track of as long as the gamemaster and players
henve & chesr semie of continuity and the seqguence of events
While i may offen be necessary 10 keep track of time for spedf
ic periods within the game (for example, | the runners must
maeet wich che Malla don for a dinner, and e haytes faroiness)
time iz generally best dealt with ina fuld and abstract manner

COMBAT TURNS

In cenain siiuathons, such as combal oF pursull SCenes
timing becomes critical, When this ocours, the Shadossrun
game proceeds in twens, Each character acts in order, the
lastest s, in & sl seqguence Known &5 the Combat Turm. Each
Combat Turn is roughly three seconds long. Based on a how
fast a character reacts—thelr inbilathve—the character may take
actions during one or more Initlative Passes (see Combar, p
102]). The point during =ach Initlative Pass when a specific char
acter can act is known as a Combat Phase.
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ALCTIONS

Within a Combat Phase, a character can cany out & mum-
ber of actions depending on thelr complexity. Each phase, a
character can take one Complex Acten OR nwo Simple
Actlons (see pp. 105108 for a complete listing of what
actions fall into which categories), In addition, a character can
take a Free Actlon duning each Combat Phase taken by himself
or anther character,

Delayed Actlons

‘When a Combat Phase amives that |s the character’s phase
it act. the character may declare that he is delaying action unil
a Combat Phase later in the Combat Turn o the next Inltlatve
Pass (e Delayed Actions, p. 103). While the character walts,
e rray do nothing except take Free Actlons as normal. YWhen
something coours kaer in the Combat Turn fo which the char-
acter wishes © react, he may then intervens, and take his
actions as normal,

SHADOWRUNMNING BY THE NUMBERS

Mothing defines a character mone than their Character
Recand Sheet. |§ contains all the information and elements that
msake up a player character. This section will introduce these
varlous components of & character and define them

THE COMNCEFT

A character in Shacownm s much like a character in a
noreel of filn, except that the player controls his or her actions.
Composed of a collection of Attributes and skills, the character
has the personality that the player Injects into i Withowt that
personality. the character rermaing an i, Only when feshed out
can a character become minimally he or she, and, with good
characterization. somecns memorable.

RACE

Characters in Shadowrun may be of one of the frve sub-
groups of Homo sapiens: the predominant human | Homo
sapiens sapiens], elif (Homo saplens nobilis), dwarf | Homo
sapdens pumilionis), ork (Homo saplens robusius). and ol
{Homo saplers ingentis). Mon-humans are known as metaho-
mans, while the five subgroups as a whole (Including humans)
are known as metahumanity. As described in the fictional
points of view beginning on p. 47, all are human beings. at
least according to the geneticists. Racists say differenthy.

In the early 2060s, hurnans are stll the most numerous
race populating the planet. Each of the other races are repre-
sented about equally, but are scattered unevenly across the
B‘Il:lbt. In some places. humans form an extreme minonty. but
those tend to be aneas wherne the ather races have gathered for
safety, protection and solation.

Husmans make up the standard. As characters, they
recefve no special Attribarte or ability meodifications.

Diweiarfs are hardier (slightly higher Body), sironger (higher
Strengthl. and more willful (higher ‘Willpowes) than humans,
They also have thermograghic vision, which allows them to see

raciianed infrared (heat) enengy a5 well as the normal Bght spec-
trum [simultanecushy), They have 4 slower movernent rate than
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other races, but are also more mesistant o disease. And YE S,
they are short,

Ebves are more agile (higher Quickness) and more charis-
matic -:hI_E;I'IH Charisma)l than humans. They also hawe w-light
wishon, which enables them o See dearly n rear-iodal dakoness

Oirkes are mach tougher (much higher Body), stronger (high
er ﬁlrEﬁsml. less charismsatic (lower Charismal, and less acute
loser Intu:llhsd:nc:: than humans. They oo have kow-light vision

Trolls are big and nasty. They are a lod bougher (much high-
er Body), slower (lower Quickness), mech stronger (higher
Sirength), bess chafsmatic (lower Chartsmal), less acute (lower
intelligence), and less willful {lower Willpower) than husmans
They oo have thermographic vision, really long arms that give
therm an acvantage in meles combat, and extrermehy tough skin
with bony deposits that makes them more resistant (o damage

A player does not have o pay extra 1o oneabe a human
character. Mayers who want 1o play 4 metahuman (dwarf, elf,
ork. or troll} must pay a lictle extra for the privilege.

ATTRIBUTES

In Shadowrun, eaCh characher has ﬂg_h': Acrtributes, or nine,
if the character I a magickan. There are three Physical
Atiributes, three Mental Attributes, and bwo [Or thies) Special
Attributes,

Attributes come inm play for vakous esis, and you
Atiribute Rating is the number of dice you roll when making
suCh a pest

A character's Attributes—Body. Cubckness, Stremgth
Charisma, Intelligence and ‘Willpower—represent the faw
material that makes up =very pErson: DS oF et Doy, wihal he
character has done with that oy, and what 5 Insice the peEr
son that makes him or her unbque. Because Artributes can be
improved during the course of a character s like, they represent
somiething maore than genatics.

Physical
The Body Anribute determines a character’s resistance o

outshde forces. |t represents the dharacter s cardicvasCular Ar-
s and endurance, immune sysiem. oo swell he heals, how
wdl he adjusts 1o bloware, his olerance for drugs and aloohod,
and. o some cxtent, his muscle asd bone structure and
wﬂshr. Low Body could mean a charscter is skinny and frail-
boned, or has bad eating and health habits. & charaiter recowy-
ering from A nasty dissase or extensive Cybersane sUrgery
might have low Body as well, High Body means a character s
better fed. tough as nalls, has strong bones with some spring
o them and an immune system that won't quit.

Quickness represents a character s motor refexes, Dal-
ance, metabolism, running speed, flexibility and coordination
& character with low Cuickness might be a trid potato, have an
Inner ear disturbance, or might simply have a tendency o
freeze up in an emergency siluation. High Quickoness means
that a Character has developed agility. Auldity and grace. per
haps through a regimen of runndng, martlad arts or even typing
[whilch bulids wp maneal dexcterity).

Strength denotes what a character's muscles can oo,
Strength IS somewhat dependent on a character s size and
rivetatype. I your character is & S5-foot-tall, 115-pound hurman
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ginl, she s unlikely to possess an
unagmenied Serength Attribute of &
On the other hand, dwarfs have a
miuscle density that rvals that of rep
tibes (10 reflect this, starting dwarl
characters recelve a +2 Strength
bonus). Characters with kow Strength
rridy e small, skinmy or slight, or sim-
ply too busy to work out, A high-
Strength characher may be tough and
wiry, know how b0 use her body to
her best sdvantage, work out every
day, or simply be fraggin BiG

Mental

Charlsma is a nebulous attribwte. More than just ook,
Charisma represents a character's personal aura. sell-image,
ego, willingness to find ouwt whal peopde want and Fhve it 1o
thern, and ability to recognize what he can and can’t get out of
people. A whiny demeanor, a me-Arst attibede, o an inability
to read body language or subtle s are just a few traits that
can ghve a character low Charlsma. A character with high
Charisma might simiply enjoy entemaining others, may honest
Iy want to help people and develop friendships, or may be all
Rash and fun with whomewver Is it today. A high-Charisma char-
acter might deliver joles at the dght rmoment. have a sexy way
of carrying herself, or command respect because her timing is
dlwvays impeccable,

Intelligence represents a Character's peroepiual and ana-
ymical abilities, memorizing ability and raw brain power. It
dencdes how fast a character leams, adapls o remembers
Low Intelligence does not mean stupldity; Insbead, it might
denote a charscter who discounts things oo quickly rather
than seeing how he might use them, Such a character may ot
think beyond the moment, may be easlly distracted, or may
simiply rely on Instinct rather than intellect. High Intelligence,
on the other hand, means a character can keep track of sever-
al things at once, integrate old memonies with whatever he's
waorking on now, and apply general principles to specific prob
lems. Such characters notice small detalls and bearn fast—they
may not have gone fo school for years and years, bt If some-
one competent explains something o them, they'll get it

Wilipower keeps a characier going when he wants to give
up, or enables him to control his habits and emotions.
Willpower determines whether of not 4 character Is going to
take charge of his life. A character with low 'Willpower might
defer to other people when blg decisions are being made, for
example. A high-Willpower character ks more assured and
POSSESSES 4 never-say-die sireak. Such characters go down o
the monowine because that's exactly the Fagging point

Spechal

Essence is a measure of life force, of a body's wholeness,
i represents the body's cohesiveness and holistic strength,
Things that are Imvasive o the body, such a8 cyberware, reduce
Essence. IF a character abuses his body repeatedly with chem
Icals, toxins or even just negligence over a long period of time,
P mary lose Essende as well. Long-time drug addicts and chip-
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heads who have done permaneni
damage to thelr system have losi
Essence. When Essence declines,
Magic declines by the same amount

Maght |5 a measure of the ability 1o
use magic, and of the body's atmune-
rrienid 80 the mana that fows through
our plame. Those with strong Magic
Ratimgs are able to handle powserful
magic and mana rmanipulation. Thoss
with wemak Magic Ratings ane more sen
sttve, and more easlly dralned by the
ume of magic. Those with no Magic
Rating have no magical capabilities and are tumed ot from the
magical readms, Serious damage to the body and Invasive addl
fHons such as cyberwane reduce Magic Rating

Reacthon determines how quickly and how often a char-
acter can act under pressure. A character with good reflexes
will have a high Reaction. The Reaction Rating 1s the average of
Quickness and Intelligence, rounded down

Sam has 4 character famework &1 mind, though he's
still working out the detalls. He decides he wants to play
A ok ivestigative foumalist, As joumalists redy on their
=ociy fraifs, ihe Chansma penaily ovks recetve waill make it
tough, bur that also means that charsmatic orks aren 't oo
cofmman, making his character mone distinctive, And even
IF the charm Eils, the character is stil a fough-as-nalls onk

wilifng for kick hoop

Attribute Ratings

Care must be taken to distinguish between mefual,
unmodified Attribute Ratings and those augmented by cyber-
ware and magic. Cenerally, augmented ratings are listed in
parentheses after the natural rating. such as 4 (6],

Duwring character creation, Physical and Mental A biribates
have maxinum fatings based on Rating & plus or minus raclal
modifiers, depending on metatype. The Maximum Attribube
value for each metatype B equal to 1.5 times this Bgure, See
thie Racial Attribute Limir Tabve, po 245, These macdmurms refer
o unmodified Attributes—cyberware or MAFE CAN  Faise
Antributes bevond the raclal maximiunm.

Mote that the Artribute increases a physical adept recehves
thiough the Improwved Physical Astribute power (p. 1699 and
other powers are treated as natural, not augmented, ratings.

Mayers can spend Karma to improve character Attritutes
and Shkills {(fmproving the Character, p. 244). Improving an
Attribute increases both the natural and modified ratings.

All characters have a starting Essence Rating of &
Cyberware implants and impropery healed damage reduce
this rating. Mo charactes may start with an Essence greater than
0. Unider basie Shadowrun nules, charscters can never have an
Essence of O of lesa. If they do, they die.

IF the: character can use magic. his Magic Rating starts at 6
bt is equal o the Essence Rating, rounded down, 5o, a magl-
clan with an Essence Rating of 4.5 has a Magic Rating of 4, &
character who cannot use magic has no Magic Rating
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INITIATIVE

Initiarive Is the method by which the order of action taken
within a single Combat Turn is determined, Initiative 15 based
on a character's (augmented) Reaction, plus a character's
initlative dice. To determine the Inbilathve total, the dice ane
rolled and added together along with the character's Reacrion
The numyber determines which order characters go in dunng
gach Initathve Fass (see Combat, p. 10X), This 1S pot a fest, 0
ihve Rule of Six does not apply 10 the dice rolls,

Each character starts off with (D6 base Inktative dice
Varlous types of cyberware and magic may add more dice L
character's total Initiarive dice is listed in parenthesis following
the base number, &8, 106 (2D6), In other wonds, this dharac-
ter has tw Indtiative dice (EDG), one up from his Dase.

if thee Matrix, & decker's Reaction and Initlathe are mod)
fied only by Response Increase circultry in their deck [see The
Matrix, p. 207). Mo other forms of Reaction of Inifiariee mocd-
s (other than Infury modifiers, p. 126) affect the character
wwinibe in the PWlatnx
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Whike rigging. fggers recehse omly the rroclifica
tions given them by the vehicle control rig (see Vehicles
amd Drones, po | 30} they are using. Charscters with a
datajack who are driving a wehicle equipped with a
datajack port recelve a + | Reaction bonus wihlle driving
Bo other Reacthon or Imitiathve modifiers apply except
for imjury modifiers.

in astral space. base Reaction for magiclans i equal
i thesir Intelligence, Astrally projecting characters ged 1D
Inifathee dice in astral space as well as a +20 nitdatiee
bonus. Mo other Reaction or initiathve modifers apply
excent for injury madEiers

A

There ane few who soubd argue army Single event In
the knosam histony of Eanh is more signiflcant than the
return of magic. One morming the world woke up and
the rules were different. The boundares of existence
changed and life had to be relearmned. The world had
Awvakened, Some people have the ability to tap into the
porwers of the Awakened waorld and use to them to do
magic (see Magic. o | 58)

I Shaciownum, amy character with a Magic AT bure
of 1 or more b considered Awakened. Those with no
magical ability (a Magic Atiribite ol O) are known as
mundanes by the magical. Awakensd charactess who
s magical skills are called maghchans, Awakened Char
acters whio focus thelr power inward to enhanoe thelr
bodies are known as adepts.

Magiclans eorme in peo types. Full maghclans can
tap Into the full range of abilities of their chosen tracition
wiile aspecied maghclans focus on a specific aspect of
thaeir chosen tradition

Magicians are characters who have thelr Priodty A
albpcated to Magic during chafacber Crsation. #cepis and
aspected magiclans have Priorny B alocated o Magic
For more information, see Creating 4 Shaoownanes
page 54

Magicians frequently use Sofcery o rmanipulate
mana and form spells (see Spelicasting. p. 181) and
Conjurng {p. 184) to sumimon spirits. and elementals (see
Snirits amvad Dragovs, p. 260). Both spelicasting and conjuning,
ax well as other magical activities, cause a Mmagician fatigue
calied Draln.

Magicians follow one of two traditions of magic. Whichewver
path the character chooses, it is for iife. There 15 no going back

A character who chooses the shamank tradition is a
shaman (sce . 162). Shamans receive their magic through thelr
fink with the outer world of nature and the nner wiorkd of emo-
thoar, welll. amel Ealth. Thelr link with nature |8 personified by a spir-
it-figure, called a totern, which exempiifies the shaman’s befiefs

A charsctes who Chooses the ermienc tradition 5 a mage
isee p. 167). Mages see the universe as patterns of foroe and
energy they can control with complex symibols and formulae of
power, Hermetlc magic is more Intellectual, refying on ODser
vathon, theory, practice and precise execution rather tham Ik
ition and improvisation, Mages are scholars and often have
elaborate [ivaries and equipment ho asslst their work




Adepts have their own unbque path, known as the somar-
i way. Adepts are conoerned with the harmony and perfection
of bady and mind, focusing magical power towsarnd that end.
Adepts Can o litthe that does not directly Imeohee the body, but
it ks usually enough

The path of magic the character foliows affects how spells
are learned and what kinds of spirits can be summoned. It may
alsn Inmpose reqguirements on how the character acts. The
choloe Colors fhe Character s outlook. relationships. and mothees

N shudying magic,

Each type of spell or spirit has a Force Rating that begins
at 1 and increases as it power increases, chosen by the magl-
clan ardd limited by his abilites, timse and money. The Force acts
like a Skill or Atiribute Rann_g I fesis

SKILLS

Areas al knowledge or technbque are known as skills,
which have ratings that are used to carry ot tests. Skills define
what a character knows and can do. They range om Active
Skills such &5 Unarmed Combat, to cenain sets of Knowbedge
Shills such as Biology. See Skills (p. B1) for a compliete listing,
A character's skill rafing represents the number of dice rolled
by that character when making tests using that skil,

Skills are rated on a scale similar to the Actribunes, whiene a
Rating of 3 represents competency in a particular skill, Beginning
characters cannot have a base skill rating higher than 6.

A speclallzation represents a focused Beld of training o
education in one aspect of 4 base skdll. For example. & charac-
ter  with PMsatols 5kill can  speclalize In Remington
Roomswespers, improving his ability when firing thar specific
heavy pistol, but his skill with other types of firearms will be
kess in compardson. A character need nol speclalife. Ses
Specialization. p. B2, for more Information, Beginning chasac-
Ters canngd have any speclalizations higher than 7

Certain skills. called Complementary Skills, allow a sec
and skill to enhance a test made with another skill. For more
detalls. ses p. 97,

DICE POOLS

When things are hot, and the character's basic shills and
Amributes are not &nough to get him through to the next
marning. fe eeds help. That's where dice poods come in

A dice pood is a nurmber af dice that a player can add o
those normally allowed for a test. Each pool comes from dif
ferent source, usually skills or Artributes, The Contrad Pood, for
exarmple. |3 equal to the character's VCR-modified Reaction
Rating, and it can be used for nearly any rdgging-related test
Cither dice pools can be used to supplernent other tests, The
Spell Pool helps Sorcery Tests, the Combat Pool helps Combat
Tests, the Asiral Combat Pool helps Astral Combart Tests, and
thie Hacking Pool creates betber odds for Computer Tests

Dice pools inddally become available for wse at full value as
the Ffirst step of the frst Combat Turn of amy encounber.
Characters can then draw from them, as appropriate for e
type of pool. during the Combat Turn, Once dice are drawn
from the pood, those dice ane i longer available for use until
the pool refreshes at the beginning of the next Combat Turm

Maore than one die can be used to augment a test, subject to
the limitations of the dice pool

When using dice from a dice pood fo augment a test, the
player adds the pool dice directly to those normally used Sor
the fest, That is. if a character would normally roll 4 dicoe for a
test, but takes 3 more dice from the approprate pool fo aus
ment the test, she now rolls a total of 7 dice

Same pools have limitations on how mary dice can be
afded o a single test. See the descriptions for the respective
dice pools for mone information

Dice representing a dice pool should be a different color
tham the otfer dice wsed in the test

Ellen Whiteface, heavy pistal held ow before her in a
combar grip, Is mesh ouf of ofiors: IF she doesn't rake
down the charging Mafla ol dght fragein’ now, shel
e Bave o wormy abour opfions 4gain. Her player can
Choose [0 use ovke, Sorme, or ail of the dice in Whitelace s
Combar Pool fo augment her Pistals Test Whatever dice
she uses fo augmeri the fest will be unavailable agwin unnl
the Dﬂfl?m'.lrg of the NEXT Combar Tivm In s cise
Whitelice has & Covnbal Pood of & dice, Her plaver, Bincw-
g that the roll has fo be stopped, decides fo use alf &
dice. That keaves mo oice I the character's Comibad Pood
wrrl! mext furm. I e Whiteface player had decided fo wie,
sy, oy o gige, £ dice would =6l have remained for use
Whiteface 's plaver has decided fo dak it 2 inp eaking oo
e trolf, F Whiteface does mod stop the trall nosy, he cowld
well come afer her again ar 4 e whean she hus o
Covmdadr Food e fo uee defensively

At the stam of each Combat Turn, all dice pools refresh 1o
their original, fdl value, Thus, IF a character has a Combat Pool
with B dice, the pool always retwrns to 8 dice af the wtan of a
Combar Turn. Unused pool dice do not carry oeeer from one
Comibat Turn to thie mext

There is an additional dice pool that all characters recene
called the Karma Pool. The Karma Pood is indicative of the
character s heck. and has special rules for its wse (see oo 2420

Combat Fool

Mayers may allocate dice from the Combat Pool o any
offensive or defenshee combat-related tests. such a8 Phadods
Bows, Throwing ‘Weapond, Clubs, Unarmed Combat or any
similar offensive Combat Skl Tests (see Combat Skils, p. 8%)
They may also wse dice from the Combat Pool to dodge and
hiedp resist damage from normal attacks (see Dodge Testé, p
113, and Damage Resistance Tests, p. 113

A character's Combat Pool s equal to his Cuickness
Intelligence and ‘Willpower Ratings, divided by 2, rouncded
dosm. Spells, powers and cybersare thar affect the Quickness,
Imtelligence or Willpower Attributes will also affect the Combat
Pocd, The Combat Pool refreshes accoeding fo standard dice
pool rules

The maimum number of Combat Pool dice that a player
can add to any offenshee test s equal 1o his or her characters
rating In the skill for which he B making the test. For example
a characeer with Pistols § can add up o 5 dice from her Combat
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Poal when making a Pistols Test
& player may draw any number of
dice from the Cormbat Pool or &
defensive Dodge or Damage
Fecksiance Tesy

A  player can only use
Combat Pood dice to augment oF
resist magic-related tesis in e
case ol elemental manipasation
spells, The player uses these dice
i dodge or resist damage from
such spells in the same manner as
normal Ranged Combat Tests (see Elemental Man(pailstion
Spells, p. 194G

Defaulting (see Skl Defaulting, p. B4] puts specific Bmits
on the number of Combat Mool dice a characier can use

Combat Pool dice can affect a Ranged Combat or Melee
Combat result. Whenever a character takes damage from a
ranged of melee attack, he or she can allocate dice to either
dodge the amack or “soak up” the damage. If a character dodg-
ing such an attack generabes more successes with his Combat
Pl dice alone than the aftacker generales successes, the
attack s considered a complete miss. See Resofving Ranged
Combar. p. 109, and Full Defense, p. 123, for more specifics
regarding Dodge Tests,

A character must be aware of an amtack In order to wse
Combal Pool dice agalnst It Surprised characters (see p. 108]
may ot use Combat Pool dice to defend themselves,

Characters wearing hesvy armor rechuce their Combat
Pools by | die fior every 2 points. by which the armos’s Balllstic
of Impact Armor Rating excesds the Clulckness Rating of the
character weanng it. See Armor and Combat Pool, p. 285,

Astral Combat Pool: Magicians also can use a varani of
the Combat Mool called the Astral Combat Pool. This pood s
similar to the Combat Pool, except that It relates to Combat
Tests made an the astral plane (see p. | 74). Because the phys-
ical Agtribute of Quickness does not exist on the aseral. Asiral
Combat Pool B determined by adding Intelligence plus
Willlpower plus Charisma, divided by 2, and rounded down

Contrel Pool

The Controd Pool s used by riggerns to augrment Dests soricr-
by refating to controlling & rg@ed vehicke, such as a Maneuer
Test o resisting damage from artacks against a character's
rigged wehicke if a gger |5 driving or plicting a wehiche that
shie is miot curmenthy rigeed into, she cannot wse Control Mool for
tests. concerning that vehiche. See Vehiches and Lyones. p. | 30

A rigger's Control Pool B equal o the character's Reaction,
mmiadified anly by his or her wehicke control g (VOR) cyberware.
BEeaction bonuses from other sources are of no help

The Controd Mool refreshes in acoosgdance with the stan-
card Dice Pool nules. See Vehicie Combar. p. 1538, for special
rules regarding allocaton of Contral Pool for the Maneuwer
Score Open Test

The maximum number of Contral Mool dice that & Jharac-
ter can add to any control-relabed test B edgual o the base
rsmber of akill dice imeohaed b the Test

Ondy characters with a Vehicle Control Rlg (s=e p. 301}

can use a Conirod Pood

vy | Shadowrun, Thid Eclition

Hackimg Pool

To determine a deckers
Hacking Mool. add the deckers
Infelligence Raring and his deck’s
MPCP Rating (see Cpberdecks. p.
2065, divide e fodal by 3 and
rouwnd down. ANy modilbers moa
decker's Intelligenoe will affect his
Hacking Pood as well, whether they
come from Cybenware of Magic

Caneralihy Hﬂrﬂ'lﬂ.il'lg PO oS
may b added to amy test made in
thee Matrix—System Tests, Attack or Defense Tests, mansuvers,
programamning, or cven Artribote Tests (see Runmning the Aatria,
P 208

However, Hacking Poal dice cannol be used in Body or
‘Willpower Tesis o resist the effecs of gray of Mack oo (sec
Irafrusicwt Coundermeasames, p. &7 that s damaging the dedker.
Hacking Pool also may not be used with Etipuestie (Aatix) Tests.

The Hacking Mool refreshes in accandance with the stan-
dard dice paosd rules.

The rmadmum umber of Hacking Pool dice that can be
added o any test |5 equal o the base numbser of skill dice in use

Oindby characters with a cyberdeck can use a Hacking Pool

Spell Fool

& maghclan uses dice from the Spell Pool to augrment
Sarcery Tests. Dioe from the Spell Pool can be used to augrment
Spedl Success Tests and Drain Besistance Tests in spellcasting
[p. 183], Dispeliing (p. 183), and for S5pell Detense (p. 183)
Dice from the Spell Pool cannot e used o augment Conjuning
of ary other magic-related fess

A, character's Spell Pool s equal to Intelligence plus
Willpower plus Magic Rating. divided by 3, rounded down

The SFH_-II Pool relreshies ACCOPNG o thee standard dice
sl Pukes

Thie maximum number of Spell Poal dice that 4 characer
can add to a Sorcery Test 5 equal to her base Sorceny Skill dice
wsed in that best.

Thefe Is na lBmbt o the number of dice a character may
draw from the Spell Pool for the Drain Resistance Test

GEAR

Gear 1s stull the charaoter ovns, Gear includes a unner s
trusted sidearrn, his nightdub dothes and comporate drone dis
guise, her micro-ransoetver tuned to the team's encrypted fre-
fquency. his battered Evrocar that he bought hot fromm e oo
ganghbamgers for use as a getaway wvehiche, her andient Celrc
witstbarnd made of orichalcum that serees as a spell focus, and the
ubkcpultois pocket secretany with speed disl programmed for i
his contacts. The list of svailable gear appears in e Sdreer Casar
chapter, p. 270, Beginning characters purchase @ean with & poo
ol maney available only during characier creation. Once the game
stars, amything a character wants o buy he'll have o buy with
rmicney b sams. Welcome o real life, dhurmmeer,

Some gear has ratings, beginning at | and noneasing with
the capability and sophistication of the tem. In addition @
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used to determine how readily and qu chly the item can be
oiained. There is also 4 Strest Index fsctor, which is fse mul
tipde b the price for buy ng the item on the black manked. Mose
ltems also have a Wielght, for tetermining encumbrance, and a
Concealability, which is the target numiser for Percepticn Tesis
1 notice the item when carried

Weapons have a Damage Code that tells the pliver how
much damage they do. The code consists of a member and a
letter, The first number is the Power Level, which indicates (he
difficulty of cffsstting damage frorm such a weapon. The letter
ndicates the Damage Level (Light, Moderaie, Serous o
Deadly) that the weapon inflicts, See Combar . 114, for fur
ther explanation of how this code s used

As with Astributes and skills, bet wour character’s bac lanound
Suggest appropriate gear when allocating resources. Characters
Shoukd not be ale to pull money and gear out of thin air—they
should only possess items they can ausibly pay for and obtain
based on their badkgrounds.

Cyberaare

rarious techrslogical Implants, argan modifications, and
sirucCiural enhancements to the meiahumar oochy thal are cod
lectiviely kRown as cyberware can Improve a characier's
Attributes and abilities Cenain cybersare makes it possible for
4 characher for Cafry oud extrasrdinary actions, such as datarun
ming in the global computer Matrs using a wehicle contral rig
t control a vehicle by thought alone. oF moving fhree tmes as
st as nodmal thanks 1o wired reflexes

Because implanting cyberware in the body is an Invasive
WooEdure, Cyberware has an Essence Cost 1o install, The
Mmetahuman body has Bmits, and so only a certain amount of
Cyienedane can e installed before the body runs our of Essence
and dies. Lyberware i particulaty damaging to the miagically
actiee. as thesr Magic Raring is dependent on their Essence
Some burned- o mages, who have lost a bt of their '."Jﬂ'lglﬂ.

from accidents, drugs, or dexdly wounds. attempt to compen
sare fof fheir weakened magical abilicy with more cyberwane,
This path is a rapéd downwarg spiral, and more than one such
funner has found himself unabde to cast any but the weakest
e dle
fhe more cyberware a characher has installed, the more
Inhurman™ they become. Owverdy-cvbered characters tend 1o
become a il detached. and the empathy beteeen them and
Olfier metabumans suffers for it While many pleces of Cybenaare
AN S0 COMEmon a5 03 Be unremaricabde arygmone |CytErees, dats
ks, visible cybersarne sill has a starting effect on many peo-
Pie, especially if there |5 bots of it This wends 1o impede soclal
interactons  when ovbered individwals  are Imvaleed, Spae
Cptesrware andd Socia’ fnteractian P 193,
Marty pieces of Cyberware are consiclered to be securitg of

military-grache, and thus are restricted from che pulblic o outright
legal, This includes most peeces of cyber-implant WRADONTY
high-level wired reflexes, and so fomh, Sporting “ware like this
can @et 4 character heavily fined, jalled, or worse. This tends 1o
ke raeEl diffcult for SO, 34 most alrports anc bosder cheok
points scan fod cybensarns ".‘rl."'lLl"::r' COMPAneEs Mave nvented
several methods of forcibly restraining people from using various

implants

s e W e ey -, o ;

L] .

el ﬁ;ﬁf -

Cyberware can be uike expenshye, etpecially If v is ille

LT Black clin L5 Gperabe i the shadows rn, :1||'|:q W Tginl

inslallation services for hefry fees Many of them o
cyberware, and will pay Fos

U]
bodies that spont stll wseful
impdants. Corpoeations and governments operaie their owr
high-tewvel clinics, Ear from prying eves. Depending on 4 chas
dacter 3 background, there should be some explanation ac i
honw the character abtained the cyberware she has. what she
] 10 dis B0 gt in, and perhaps who dhe sl ocwes Toe i Ie
ould be noted that many, ah, emplovers, are not againse
fEMOvIng wane insialed

A higher grace of cybensane known as alphaware ic
publichy available, Alphaware

FOTFrvEr el ossses

more Essence-friendly than
standard cyberware, but i more costly
a% e

For a complete listing of various pieces. ol cybersare amd
their effects, see Sireer Goar, p, 296

CONTALCTS

Contacts are non-player characters (NPCs) tha
N use 1o make Shadowrun games dcher, me
and more ex; INng (1573 laeers

Comlacts are wital In Shadossren These are the |

character knows who can revesl information mpsor;
character' s work, legitimate of not. Contacts are the purecyaors
of perhuaps the most vital commodity of the 2000s; informasion
Meed o know wha's doing what to whom? What the latest

sireet neEnoe s Where a special plece of gear can be Fownd?
ALE & SO &t

Contacts acquired d NG characier orealion are “pald” for
with money availabde only at that time. Money SpeEt At
Stage represents the lootwork normally required to Rient dosen
A COnlac]. esiabdish a '\.'H.:.lll‘lll:\-g_ retatianehen, and dewelon <o
cegrew of (rust, Con,
dibde within reason it them well, play them straight, and

¥ AFIS AnreEr sre cerseno

LR Al e

chiy cam be trusted. & character wl rict get anywhene in the
clioey wearld of Shackoswri i be doesn't ITUst drvome and s .4
startng Characher is assumsd o have aeveloped a T
retationshdn with & contace

Contacts come in lewels, A Level | contact s WOHAT (Dt
Acquaintance, who may of mdy not e helpfel. & Level 2 con
Eact Is more of a fnend; they re likely to do o ngs for the min
mer and maybe even stick oul feir eecks & feer ey bt A Lewel
3 condact ks a hardcore friend who
! s Lary

All characters stam with two free Leve

willl g0 down for the funner

COMEACTS.

they can by imone during Character Creation. I is i5cr porasibhe
¥ .

O acopuing Coniacls durng e @aimee, but oy 'I'u::-,l:._;ll A

maying. Characters cannat “buy
cCEnS: Ney have o earn them the hard way

For more information. see Comtacrs, p. 753

CONLACEY omoe Thee EAFTHE

LIFESTYLE

During character creation, the player must “purchase” the
characier's starting lifesoybe. Lifestyle determines how well the
character lives and it eliminates the worry of daily expenses |ike
P tunary, phone bills and 30 on. To maingaén a lifesEwis
once e game begins. the characier must pay a certain

Shagowrun, Thing Edition | W=
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armount of money (based on the lifestye] per month. If the
character falls to pay up, he finds himself living at the next low-
est lifestyle. Lifestyles are covered in detall on p. 238,

It s possible for 4 character o purchase more than one
lifestyle ar & tme, and may even be sman © do 50, The ackdi-
tiomal lifestyles would represent the investment the character
hsas miade into creating and sustaining safehouses, private stor-
age spaces and 50 on, For shadowmunners, having that alterna-
tive place 10 crash when on the lam, o hading that backup set
of Ingram smartguns stashed in a secure spot, can mean the
difference between life and death.

COMDITHOMN MOMNITOR

The record shest includes the Condition Monitor, which
consists of two tracks, The Physical Damage Track displays
wound damage and shows when the character dies. The Stun
Damage Track shows fatigue and stun damage and indicates
when a character falls unconscious. See Damage and Healing,
p. 124, for moee infarmation.

Equiprment like vehicles and cyberdicks also have Condition
Monitors to track the amount of damage the object has faken.

HARMA

There is ane other term Shacowrun uses o describe char-
acters. That term |5 Karma, the numernical representation of &
character's accomplishments (see Karmma, p. 142) B i the
equivalent of expedence, awarded to Characters at the end of
adventures. Kaifma comes in twe separate values: Good Karma
anvd Karma Pool, When Karma is awarded o a characier, a cer
tain percent of it goes into CGood Karma, which can be used to
improve siills and even Amributes. The rest goes into the
Karma Pood, The character can ude the Karma Pool to de bether
In tests or o @et out of troulle.

Cood Karma Is intended as a so of cosmic “brownie
points™ for characters, rewarding therm for performing good
deeds and investing time and energy into certain aspects of
thedr personal development. Likewise, the Karma Pool ks a rep-
resentaiion of a characters accumulated luck. This system
encourages a herolc amitude in players. although ShadoiaTun
has rooemn for opgerunistic and amodal Characters 4 wiel|

FINISHING TOUCHES

Thie Rinishing touchies on your character ane created by a
biographical sketch. A blographical sketch combines all the birs
of background you've created for your character. Tell the
gamemaster as much a8 you <an about the character. This is
your chance to g6 CPaFy It's your character. 50 he or she can
have whatever hisiory you wani—no nies, priorties or mam-
beers to wesTy about,

Race and Magic

Being a member of 4 metahuman race or & Magic user has
& big impact on any character, and any metalaman o magic-
wsing character's background shoukd reflecs that impact. If
you're playing such a character, think about how these condl-
tions affect your character's life. Ask yourself, when did the
charactes reallze that he was different from most other people?
Was the character born in a predominantly human town, of in

Seattle's ork community? If the character i a mage or sharmarn,
how does he of she view magic? |5 he experiencing Deain
pecause channeling energy has burned him out or because his
potem thinks e shouldn't be casting powerballs. so often? Are
his Killing Hands really the hate of his ancestors fecused on his
enerriles? The answers 1o these types of questions help deter-
mine hoaw your characker works in the game,

METAHUMANITY
= For the average person, the most immediate change brought
about by the Avekiening was the emegence of maefahurTun rioes
iile many people will go fhiir e Tves sl ever meel-
i & mage or 4 shamar, mosr of us Ko penpie of offer FR0es
aften in our avwe families, For the folks who are stit! havomg o
bie dealimg with this—or who need a fitle remedin ecucation m
understanding races aiher than pour owi—sormes ieTids and |
have put iogether the following mini-disseration an hurmanify s
variants dn the g2 Tsf cerlung

Thes first bt comes from a theaven hesip us) sensitivily fran
i manual, Dkay, so i sappy—ud i does handle the Hig
Basic Cwestions pretty well, Following that are a few shor
sereedts from some chummers of mime, posied bere fo give a it
e Insight infe wha life & ke for people of sac h race. Kead
amnd leam, folks. Read and heamn
= Caplain Chaaos

Transmitted: 1 May 2060 o 2230744 (E5T)

—From Fostering Understanding, @ Sensitivity Workbook

What ls race? Before this century, “race” referred to eth-
nic groups with different skin pigrentations. This vague notion
fell bt disuse when the Awakening brought forth people who
were radically different: dwarfs, ehves, orks and irolls, Sclentists
pefer to the different forms of meta-humanity as “sub-species.
The different types are all members of Homo sapiens—what
we think of as “people”—but have consistent physical traits
that make their groups distinc

Why do those people act that way? People of differens
raclal groups rmay, in addition o physical traits, show some
comman, general behavioral tralts, Not every member of a race
will &t ihe same way, but, In the same way that different eth-
nic groups have tended o develop different vakues, ans el
ways of behavior, 5o have the metahuman races. Soame of this
behavior may stem from Bologlcal or physical charactensics,
some may have developed as those In the group worked
together. and some may be a reaction 1o reamment by other
groups. (For exarnple, a rackal group might live apart from oth
ers because they prefer to be solated, or o avold pErseCaton
by other groups. |

To give & few, broad examples of cultural differences
among the races, dwarfs generally prefer underground living
quarters and are known for skill with machines and fools Ebees
often have a natural affininy for growing things, and also appeal
to have a higher Incidence of magical abllity than other races
Ok tenel to Ihee In large. communal groups, often under
ground, and take iImmense pride In their racial identity. Trolls
ihe rarest of metahurmans. frequently prefer lving rough in the
wilderness to e In orowded dity sreets: though quite ferce
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when angered, they are
often capable of surprising
AENClEress,

Can we have bables
together? Sany people won-
der about midng the @oes
Thee surest proal that we ane J
the same spedes is that we
can all interbreed-—thar 5. wou
can have children with a mem-
ber of any other metahuman
race. The children of miboed-
faoe couples are the mce of
one of the parents. For exam-
P, the child of an eff and an ok would be an =if baby or an ork
baby, not a half-breed. Because the magic that caused the new
Faces o emerge |5 sl new, some same-race oouphes may still
Bl & surprise when they see their baby. Human couples can
have a baby of another race; other same-face couples, such as
bwin chwarfs of two tolls, may have a human babwy. As time goes
on, these babses that are racially different from thelr parents are
|JI|.H.I.I|1'|-|aE_ more and mode fare. Most same-race couples have
babics of thelf o race.

How much does race matber? Individuals should not be
judged an the basis of their sub-species. There s as much varia-
ton among indhiduals In a growp as among different raclal
groups, Most people, even If they are proud 1o reflect the

comiman traits of thelf group, prefer o be regarded as T

unique indhiduals rather than, say, & “typlcal dwarf,”
especially by membens of other groups

The Frost important thing e keep in mind s
that all races are people, worthy of equal treat-

ment, angd thag PVERY e of any race |s o b . r-

LIV L

by Thaddeus, trid plraie S
and sometime decker ;

The ot obedous thing
about being a chwarl
= our helght. Yeah,
Wi e sharter than
everyone ce. 50
we spend our lves
dealing with a world built
lor taller people, peaple who
oiften tallk dewn bo us Rgurathvely
as well s literally

“Half-size” we ain't, though. Maost
of us have shorter begs in proportion (o
our forsos than other races, which
means we're nol much smaller than
humans from walst o neck, We
can probably borrow wour shins,
Howevef, we often can’t reach
shelves In stores, or get a good
wiew of art in most ruseums. And
just try getting sersed in & croswed-

~

el

oy £ _..
DWARFS F= Al
>
Ll

ed dell ar lunch tme when yvou e shorter than the counger] On
the other hand, we can fit in tight spaces (always useful in both
rry lines of work), and we don't bang cur heads on bervv-hang
ing branches. Watch ouwt, Stretch, some chwarfs rmay iry to walk
wol o obstaches|
Falks who were called dwarfs long before the Aowakening
had limbs that didn't grew in proportion to thelr torsos. bug
they weren't the dwarf race we know today. Probably becsise
of the long existence of dwarf-ke people ot of aold stodes
Imvohve dwiarls. And let me tell you, these stores have causeo
real problems for dwarfs in the modern world, Too many peo
ple think 1hr_-,- knceey wihial wie're like because Eheey v e
Grimm’s Fairy Tales or some Eantasy epic: they're surprised to
fincd ot that we don’t all dig in mises, o hunger afer
HEoll. or lve in cute coftages. in the woods
— Even worse, our short stature makes kot of
= other people see uws as children. Get this thiagh
vour heads, O & dwarfl over the age of 18 Is an
adult. Parting a chaarf on the head, pinching his cheeks
or fixing his clothes is about as rude as you can possi-

; ,.. - bly get. 5o is talking to dwarfs in bright, sing-
b - - ? v song voloes usually reserved for kids who
- ll\. ‘.- - - -

ain't out of diapers

Youl ask e, this Kind of treatrment

15 the reason wity many dwarfs pat
on & tough

[ act, being
; : Mh-'_'; =y andf and
T~ iy - B
IJ"I g [ — = torwarcl
] people of
"y ]
: L & other races, Lots of

young dwarfs end up In fights,
trying o prosee themsefves or defiend
thermsehoes from Intnsive hesd-patters,
Thai s wiherne the stereotype of the “hot-
headed halter comes from. You spend a
day being patted and pinched, and see
hicnay Calim wou s
LW course, being treated like a cute

kid has a few advantages (muach as
sometimes hate o admit it Other
pecpde often uncerestimate ws. From
businessrmen o street toughs, more
than ome dhwarl has et the other guy
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think he can pull one over on the cute Il half-pint, and then—
| | whaml—taken the big ol food for all he's waorth

Many other “typical dwarf behaviors™ also stem from out
side causes, Take the idea thai dwanls like o lve underground,
in caves of In basernents. The fact i, us dwarfs feel mone com-
fortable in small spaces—big surprise, right? 5o a dwarl is mone
likely to take schvanfage of the cheaper rens. in basement apar
menils. of Bve ina cave because it comfy and comvenient. (The
house Manme built—what more could anyone want? )

As foe the stereotype that all dwarfs are brillian
natural mechanics, I'm not sure where this got start-
ed—probably in all those fairy tabes. IUs pecome
something of a self-fulfilling prophecy—lots of
chwart chikdren get litthe tool e85 as thelr first oys
and schools dhusnrne us Nto magh and SCEnce pro-
grams. OF course, In many felds, dwarl Fechan- ]
s e A nafural advantage bt"l.-'lm-l. Wl Al

Eeze o smaller spaces AT e ol
thiere might even e a genetic tlll"'r'r-r-rnrr-n
intelligence fypes hal makes us mone

likely o be good i

ar pautting  things
wogether. i there B, though. it skipped me |
I can't igure out the workings of mry tosst- .
&r. You should see the looks | get when | el
people that | have no idea wiy thelr car
W | start .. .

ELVES
by Eoweena, rigger

Many people. espedially those of
piher metahuman races. see glves as
the most loftunate metahumans,
We're 50 prety. they say. so glam-
orous, Some humans try 10 DO o
that glamour by pretending W be
elvet—it woluld newer cross  then
milncls to Imitate orks or trolls. Why,
wi ehves even hinde our ewn nathons!
Being an elf must be wonderfully excit-
ing. Mever a dull moment for us Beautihul
People—or 20 (he prevatling view Soes

Wiedl, | can tell you ofherstse. [m
proud to be an ell, and | can't complain oo
much about my own e, But | don't Thee
| the fashionable estyle that the tid pro-
I grams tell you is ewery ell's birthaght, hNor

do many ather elves | know, Amd as for the

! singing-songs-o-trees,  can't-fnd-Enter-on- .
a-kieyboard stereotype ... my 1-bind and | are H?\:H
iving proof of how wrong that one s -

This ividyy OOIVWE AS & SUMRsE 1o many, bt

there are poor elees, ughy ebves and boring. L i

evenpday ebves. Being poor of sockally
handicapped is hard on aryone, but
it's harder on elves Decause It vio-
Lates Tl oraen and everyomne else s
eupectations. An ork  lhing

vya | Shadowrun. Thind Edition
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squalid tenement causes no comment (which s sad enough
But an elf living In one there rust e something cesrildy
WTONE wiltihy e r_l.q-ﬂ_.-a;:..-u_- koS ehves are meant for etber Sur-
roundings. An elf in anything kess than a glamorous setting is an
ﬂru_-.rull:,- p.uhem failiare, af least In most peophe 5 minds
Poad babwy, wou may be thinking. How' iemible, not o be a5
Beacitiful and exciting as i_'_||:-|_1|_|h=' think wou ane. fou should have
such problems. yei? Bul it 5 a problem when no one else wil
take your real troubles sercushy—or wihen they judge you mone
Rarshily Bof having them than
soimeeone of a mce that's “sup
posead” B0 have a hand time
Grantesd, ouwl bundens ane
lighter than those of races |le
s A (eolls, whiom many oth
ers apenly revike, Bat the glamour
of elvishness s no  protection
against subtler forms of prejudice
I"'we lost count of the peophe who see
ws all as nature-loving daisy-exhers,
umable to cope with modern technol
agy. Mease, somebody, help the oo
elf girl use the big. cornplicaned pasplic
Blatria terminall On make a big pro
chiscthon ot of bhinging some wilted
salad 1o the cute little alf, so she won |
e om0l heer lips with maeat. We elves
know the sting of prejudioe, but unlike
our ok andd rodl Cousins, wee re nob Sups
posed o express oul anger. Angry pixies aren |
lowvely and ethereal, Some elves, eager o b as
rough” and feared as any other races, really wiolane
the sterectype—they beRcome Zang members of
ioaded-Far-troublke street samural, Oithers, ke me
chey aii st o ignore what we e “supposed 1o
b Bk and just try to fallow our heants
Ft's frue wee v hidd it easher than others &t
ting inlo heman society, and many al us do
ORhiers have mossed o iribal Bands, o 10 thee ehoen
nations of Thr Tairngire and Tir na nixg, The move
ment of shees 1o e among “our own has Ceused
its own problemns for those of us beft behind: with
et of us aroung, we're more conspicucus. Also
i adds to some peopde's beliel that 8lves ang snoocy
and deserve bo be Laken down a peg. We don i
generally have trouble Anding employment and
Meousing, bt cheorse who don't like us offen sug
et {with varying degrees of redeness| that
v ok 2o live in "W CHAT COMINERy 3
ﬂ'l Some people also suspect ehaes 10F 4
] reason other races do ot shang: our cu
ture. The Sesenedliel Wnguage, chalms of ol
customs. our general talent for magic. the leg
endary anclent ebees, all this and maore make
some people uneaty ADour us, They speak
Clar -,I:.' of an ehaen CoOnSpEracy 1o take over the
wodld, Well, if there is such a thing. mo om




ewver mld me—and | wish they would. I'm genting tired of o distinguish them from plain old e
wiorking hor a living! with a prefx acked amo it which implies thar Bumans are che

oefault mooel and those other races just chean knockolf. |
HUMAMNS you despise this kKind of prejudice a
¥y Jason. sireet samuaral seff feom it vou may hase 8 real tow

b woul think hurman equals boring, Mayvbe it does, in a THRAMTS wors ' erust wou, because o

deay, Bt being b I 150 T Ehe worst cisachanta@e 10 haee, 5o mach drek rom vour fellons by

e chon t e podnited ears and 1ons of magic like ehoes -4
of a knack for I'il'll'lll'l!.'-: D Ay ARoaing engires like

thwarts. of a thousand ork buddies who'll save our o
SEIE sl DeBCAuSe wi ook Nk them, oF 1 massive Pg

e and strengeh of a troll (30 useful in dark alkees) 1
X {-: : ﬁ i}
=

OUEL 1IN Tl O Pl L

SOmME NUMANS Yo B .:.5_'| AEreE  fTiEncis

ITAY CUMM On YDl BOr BEFAVINGE WOl
O And the people wou're speaking
U IS w0 | onecessarily  thank

edther: they'll be oo busy trdne o

IO Wy 0T andl the adaniages that corme with

WAL e Clo haae §s A ong Fiisiaey of being the only
il -

TR OUl YOour wbenar motlve
Barcnisse el OO FACES were OnE

W,
AR
"

Hur

workd s recorded ory, untll abour BTy

¥Ms are the OnEy race in e

mally born (o humans of changed

vears &go, and there ané siill more of

us than amy oiher race. This makes us fhe
norm . by which o view other r&oes
Fo RO TIeE chesarfs are shomer thar

roms Pumans, & 3 off FiLii

refated 1o people of other

You d think this would make

MOre Mg |":|I||'|:..': o  EheEm
humans, and otbeer races sre taller |F

Erodls e ther e, e all e con
sideresd short. Muemans are rhsi Daarsa] jrie

throughout history we e had a
hard time being tolerant of those
who are different. It's been char
for comparison, which sutomatically way for cent

chamge any time soon

&5, and il POy Wt
Sivies Us a4 position of povilese
e ne nedl actualby “setter” than sy
other race, Dul kots ol PEOpReE

ORES
by Siella for Star, mage
Cirkis. are the masl fumerous and least

humans and athers—hink we are
This i+ a good thing In some ways, anc

a really bad thing in others

FESpEciad metanuman race. These o Bacts are

Lin the good dde (at least e 3 L probalbly related. Larger than humans and heawier
from a practical point of wiew i than ehves, wie are often eared because of our sire
oeing human means | Kok A @ inot to menthon our rusks). This makes getting
ike the majority of other 1 accpusinted that much harder which contributes
precanle alrrsost 1'\.-I.-r§.'.-.h1-rr~ | ol I|r-ll [0 hear of orks DeChuse o O Kot il

Things are designed for people w1 feally Bke

-
ke me: bullcings, Clodhes, cars :_-" Peonle have a lof ol misconceptions abaor
keyboards, cyberware and so iy
. Unless | spend some time in

the Ork Underground or in Tie |
lairmgire. where humans are a I

orks. For fRMdmnkE, sclentists 448 for severa
WEArS RN e ENE NOCTLIrmal, DUl S OreE esesr
bothered to ask whether our peeference for
darkness was biological or simply the resy
EiMYy IemdnTy. M Ofe msch 1%
Foing 1o hasshe e just Decause | |
look different, IF 1 walk down the |

of Iving i & society that doesnt want 1o see
i Thie dlay

Much of ook identity s coloned by e

city sfreets packing a large gun
authority i lkelier o give me a

| Of suchcien genetic expression, vulaamy ki
AS I\._'\:|_||_||||||.-_'.|'_i|_:|| Ay carles orver foarty wies
warne ot Dorm ofks. Dot frareiformed

Im the mass change of Aprl 202 or of

Ebir ovam A% ackobesoents. Elifer wan

l.}-_ varmually every acult orl alive rostlas
o ! faced rejection by famnily, Friends
’L' dangd  S00HETy  upon  becoming

- wihialt thisy arne, This cannod el

but color oiEr wiew of e wanilkd

mass than it would il | were a troll
On the bad side, people are
Meoine ACCuUsioimet] o \.!"'I"'Il'lﬂ Nman

laces than others, and o ane bemer
il picking owt indivicdual humans-—no
good, IF ywourne In & line of biz where
YR O FACFr MO O e e yoalr
face. Then there's the la ger issue of
prejudice. Too many people say

* X "|I|.' A MeAn  rmans iy

and so there & a grain of mmuth @ alke
garions that we see anti-ork feeling w

Mo ExiEEs, Unly A Srain., Borwessr—rmany of the

Orher faces are called "metahuman’
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offeer races woulkd prefer we didnt exist, and oo thisir best o a3 a4 patentiad Ehieat, And then cher
LET T us Ol of [heiir o

i AN el WD NRE PP, TS

L —1 Fofgr

eial gatrs woukd make us prized IF wie waore any shape

LITks LiLE 45 have difficulty finding employment arher than an ork & But we are of a “goblin” race, and so miust

HAYIME AN, Of QS S ] g thEmselves within the L% OUr tAlencs in ofifeEr ways
Arger COmimunIry T OO remana [ lizads My oS All of this reinforces T images ol ek thr yughout
I e of Cmme, A8 the only oy inowiiich oo esp & rool Owhed soCiety, Ok who try to “work hard and play by che nubies.” as

1S and 000 on the tabke. Toung orks often Banc famodis pHatituche has e, find accepdance chat musch hasole
¥ g 4] #£5 lor muteal paoecian in earn, Livks mosh often find work as labosers, wheere our size and
heir harsh neghborhoods,  and strength is appreclaed, Because we are neafly a8 strong as trolls
Ty bt on Ay oubuoens . -i:l' . but nod 50 large, v have greater Aglling and can Bl mone

BAsihy N0 Spaced OEgned or NUman oo e
We tend 1o e apart from othe
WECALISE OOErs S s AT irst, mosi orks

wanbed o Bve wiheeie ey always lhad, in

ITLNINSETEAM SOChEny, These das, fmidr

predter o e o thisir S Kingd, Some

WAL LS O e e T

co. Urganizations of orks are working on a war
e0y of wWays [0 improse lile foo owr peopbe as

more orks neach aflthood wwho wene Borm

orks, things r
our owm chistincEne  cusboms andd cult
fACES may undersiand us Detter. The will need o
O30 50 Tor Thisir Onaen sake; OFk Wi

y oo brighter. As we desvel

e

1 M & RiRh
Incidence of migltple ks, whilch makes gs

the world's fastest-growing populs

e races willl hanee bo coamie o rermis with

oS SOEGNET OF LaleEi

TROLLS
by Danlel, Bear shaman
You may have ssondened hosw thils essry

woiibd read. Maybe you egpected something
liog, "PLEEL LIKE US TROLLS. US R GOOD
Somy, folis teing & troll doesn | make me
brain-desd, no matter what lots of other peopse
mink. IF trolls were really as dumib as we e
miacke ol o e fhere wouldin 't be oo manmy
frol runners, We o all e Oesd of oL o miocy
N MO
Pt [HEOESE ECRLRADE REE with SCLUPHCNTY. ANd ASSUTHE
trodls are dumib bacause we e big. Centurkes of «
which thie Clever ligthe waeak ng oubwitbed the big, strong
gquy hawer i
Another factor in the dumb-as-a plascrere-wall i

CHTHRAT 1T

= eaphe o & o ExpEcTaARons of

=

probably owr teeth. Trolls have tusks, like orks, and our
ciher teeth are shaped differenthy. This esds o spesch

that sounds Hat, uninflecesd, and therefore “she

picl - o the ears of hidmans and others. Most
trodls wihed speak 0 a way hiumans fnd Heas
AELS O ing have bought their acceptance with exten

i cendal weork

Lur sipge poses othel prolems as well. Trolls
often find eweryday like uncomfcrable, phvwsica
s ancd socialby. Everyth g |5 bl hor much smalbes
|!-"‘~I people; we don't fit in spaces ke small auto-
] meabiles or cormpartments in coffin hotels, Ae

CAN T SOueeds Ao most sfandard chabrs amc
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desks. which Is why so few af us ke office jobs. In many

¥ —
areas Erodl Chillclinen Can e 20 o iR local schaonl, Sockally i i
e - -

speaking, most peopke’s reaction on firsg mesting a ol i == _._.-_-'"
Mlease don't beat me up!™ Achually, we're bess likely = i,
o e violend than most other races; owr sige s £ s,
enough io make peopke leave us alone rather than | s P H‘bﬁ.

- 1 "él. 1', - — __.l: .
fight. We've been lucky |,',"|||_||_|H|| to escape the L e

warst of the scapegoating, howewes, most likely
beecause were still pretty rare, There are a lot
more orks 10 hate than there are trolls

Mot that trolls don't lace bigoary. Mare of s
e in the wilderness than In clijes, parthy because
the wide-open spaces ghve us breathing room;, bus
absn because of prejudice and suspichon Findling a
lanciord wha'll rent to us Is quiite an acoom-
plishrment, ler alone ane who won't inskst on

=
¥

bwice the sl =-r_'l.l.|rii:.-' depost Decauses
S sure our wa| i il darmage e
lhoors. And even if we do find such a
PETSON. Many reskdences are just oo
small 1o accommaodate a troll farmlly
Wildermess rolls have developsed a
cuttural identity—a rough, primithve way of
e waguely analogous o the back-po-the-
faned trilal lifestyle popular with some elves
Some urban hurmans romanticize this vision
of trodls, which hasn t helped the average ciny
troll with dreams of simple acceptance into
general sociely. Your average wrban troll
rmakes his living at a job that requires heaey
liking or muscle—for example, bouncer at
vl hocal bad. Menty of others have been
lured Into ceganized chime, where they can
finally get some respect as the toughest
enlonoers in the business. Trolls who urn
the “big, dumb trog” stereotype on its
o OITEN  OVErCompendabe, becoming
ower-refined In an effom o avoid sesm
mg troll-like: Comedians MerwdCiays met a
lod of mileage out of a ol handling a
delicate peacup or anmayed in fine evening
wear, But | guess I'd rather see that than
yet ancther variation on the big dirmweit
besng !1|'!|"!".'.-'.-|":35:-|_'|_" b the ﬂ'::I'":l.l gLy
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rmed with your Imagination and a basic understanding of what you wani to do and play in

Shadowrun, it's time to creabe a character, Characters ane |ust numbers on a plece of paper

uritil you ghae them life, Thersfore, | makes sense o think about what kind of character

woid would like to play before the game begins. Start simyply: Do you like trallsd D deck-
ers sound interesting? Do you think magic characters rock? Merhaps you want (o play & com
pulshve Har who can easlly pull the wool over people s eyes’ Ur maybe the character specifics
don't matter as long as you get bo wield the most lethal-locking weapon in the game? Cr
maybe you'd lke to play a con-amist magical troll cammying that lethal weapon

Once you have a basic idea of what you want to play, you can elther use a pregenerated
safmpe character O creabe your own character fram scratch, Using a sample character may be
thee best choloe B wou ane new o Shadowrun and wish to start playing dght avway. Creating your
o character takes more Gme, but gives you the satisfction of having developed Your oo
charscter in exactly the way you wanted

SAMPLE CHARACTERS

Sample characiers appear beginnlng on p. &5. These write-ups provide basic descriptions
and backgrounds for the general types of characters that lve in the shadows. These characters
embody stereotyplcal assumnptions about the world of Shadowrud, and ane certalnly not the
afily character types you can play. As written, they are nambers on a page: You can ghee them
arry personallty of background you swant in onder to lesh them ol

The samiple characters were built using the standard character creation process autiined In
this chapter. Each sample includes the character's race, Aftribubes and gear (Including cyber
ware and spells, If any), as well as suggestions for playing that character. IF you ane unfamilias
with thee varlety of characters you can play, these sample characters ghee you insight into exact-
by what various types of shadowrunners are ke

The Sample Character Recond Sheets that appear at the end of the book corespond to the
sarmple characters on pp. G5-80. These record sheets contaln all the necessany informasticn
aboud the characters, Includiing thelr gear, comntacts, lifestde and dice pools, Using the sample
characters and their recond sheets lets you begin playing Shadowrun fight away.
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If a sample dcharacier
seems Interesting, but the
race or skill choloe ksn't
exactly what you are look-
ing for, then you may find it
casier to build your own
character rather than mdify
a sample character,

BUILDMING
A SHADOWRLUNNER

Creating  youf 0w
character means building one from scratch using the Pricaity
Systerm. This simple sysiem ghees you options. for making a
chasacter that you wish to play. You can use the sample char-
acters to generate ideas or as templates that you wish o
change (perhaps you'd rather play 4 troll shaman, or think that
elf gangers are the only way fo gol.

It's best to hawe some concrete (deas in mind for your
character. The Pricdity System s ot random; instead, you
choose the priorties you want your character o have, friam
maat important 1o least, To take full advantage of this system’s
possibilites, you may wish to flesh out some of your chassc-
wer's hisfory, background and personality beforehand. What
dipes your character oo, and whiy?

For exampde. you may devise a character wiho used o work
& a cofporate sclentise, but was kidnapped, Instead of rescuing
hirn. the corporation he worked for tred to kill him. He escaped
hés capiors and the hit squad, and noww surehees on the street by
taking shadowrun jobs. His sclentific experiise means that he
knows elecironics and demolitions, and also has some basic
computer skills (though he's not a decker). He also has tons of
contacts ancl, as pant of his job, kearned bow to e some of the
deadiiest toxing known o metahumanity. Unfomunately, he's
not all that good with a gun. Alternatively, creating a characters
based on your favosite comic-book or action hero works just a8
weell. Use your imaginaton. The more background you have, the
simpder and faster character creation becomes.

You can also keave all those options open, and develop the
character's background and personallty as you work your wwal
through the creation process, In this siteation, you may only
knioww the basics beforenand—for example, you'd like 1o play a
mage this tme. Creating a character this way requires some
Bexibility, and you should be prepared to make some on-the-
spot decisions and stick o them, Such a process can also lead
to Infereding and vared characters, perhaps leaturing some
unanficipated combinations.

THE PRIORITY SYSTEM
The Priarity System works by allocating a prionty o a cat

egory of character creation, The priorities are labeled from A
[the most important cabegary) 0 B (e least Important cate-
gowyl. The categornies ane the basic building Blocks of character
creation: Race, Magic, Attributes, Skills and Resources. Your job
Is te determine the priortes your chafacter nesds o have in
the arder of thelr iImportance. For example, If you wish to cre-
ate the sclentist in the example above, then Magic would be a
bow priceity (D o E) and Skills might be the mast important (A

=5y | Shaciowrun, Thing Editlon | oo

The two most important choloes you will make are the
race of your character and whiether or not he or she 1S magical:
Iy active. Those decisions will have a significant effect on the
rest of your cholces,

Each of the Fwe priorities (A, B. C, D and E)] must be
assigned to ome of the fve categories, Theey can be assigred in
ary order. If you afe creating your first charscter, you may wish
to assign priortes in the order described in this section, The
complete breakdown of what you get for each prionty appears
on the Master Character Creation Table

CHOOSING YOUR RACE

The Race category refers to your character's sace (humdar,
elf, dwarf, ok or troll). Each race carries its own bonuses and
restrictions. Whichever raoe you choose for your Characier. you
must take i at the priodty level assigned to it (E for humanes, D
for dwarfs and orks, C for ehves and molls]. Even though beeo
metahuman races are assigned o priortes © and D, you
choose onky one race of your cdharacier,

Choosing to play a metahuman applies certain modifica-
tions 1o the characier's base Attributes and other special abill
ties, See the Racial Modifications Table, p. 56

It creating hwo sampde characters, the Elven Covert
Cyrerations Specialist and the Troll Combat Mage., we first
assign thelr races o the appropniate pricnty. As a troll and
eif. both characters have race ar Priovty C

CHOOSING MAGICAL ABILITIES

is your character Awakened [maglcally acthee] or not? If
woar character ls ot Awakened, then you can assign Magie to
any priorty not already dalmed by Race. |n most cases, it
works best 1o move miaghcal ability to the lowest avallable pr
oty 5o that you can get larger benefits in other categories.

If you want to play an Awakened character, the priodty
bevel you choose s Magic depends on whether you intend to
play & full magiclan. an aspected magician of an adept

Full Magiclans

Full magiclans can cast spells (sorcery), conjure Spiriis
(conjuring), use maggical fioci, astrally perceive and project inim
asiral space. A fuller definition appears on p. 1600 The sample
characters offer examples of full magiclans

As starting characters, full magiclans recebve 15 Spell Foinis.
Spedl Points are used o purchase spells. af a rate of | Spell Poirt
per point of the spell’s Force. As a berwfit 10 staming characters,
full magicians can bond focl by using thesr Spell Points instead of
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Barma during chafacter creation (again, at a rate of 1 Spell Poing
ey point of Foroe), After character creation, mMagiclans mus) use
Karma 1o learn spefis and bond foci. More informaiion on choos
ng spells appears in Assigning Besownces, o Ol

F|.l.'\:.'l.'|'.- can pufchase Sl Mosnts only at character cre
ation, al & cost of 25.000¥ per podnt. up to a masimum of S0
Spell Poines, Spell Polnts cannod be sold back lor the nuyen

Mayers can also spend Spell Moints o begin the game with
conjured apirts, at a rate al 1 Spell Point per point of the spir
it's Force and 2 Spell Points per service the spéit owes. the char
acter, For example, IFa player wishes. to Star the Same with a
Force 4 alr elemental that owes hirm lour serdoes, that spirt
would oot & Spell Points for its Force and 8 Spell Polnts for the
services, for a total of 12 podnts, For maore Information on Spar-
its and services, see Canluning, p. 184

Starting full magictans may not have any Spells, PosCi o
spirits higher than Force G, In addithon, 4 magiclan may not
begin the game with maone than O spirits, nor may any begin
ning spirit owe more than & services

Full magicians must follow the shamanic of the hermeric
radition (see Adage or Shaman?, below)

Aspected Magicians

A s g D LA ICIATYE have specialived in Gae aspect of
thelr tradition, and thus have certain restrictions on their abill
ties. To a limited degres. they can cast spells (Sorcery), conjure
spirits {fCion T T |':.-11.|"||’.J.| ol Thl:“'},' CAN peirCiive

)

astrally, but cannod astrally project. A complete descrip
aspected magiclans appears an p. 160, Mayers intefested In
creating an aspected magican character should note the Fm

rations and bonuses that affect such Characters al character ore
athon, and should fully wnderstand those limitations  belone

choosing to play one

All aspecied magiclans start off with 35 Spell Points
cost to purchase additional points is 25.000¥ per point, o a
maximum aof 50 points. As for full magickans, Spell Foints can
anly e purchased at character creation and cannot e sold
back for the nuyen. Aspected magicians can use Spoil Moints at
character crexthon o bond hadi and 10 star the game with con
jured spirits. though subsaquently they must ose Karma 1o
l=arn v Speells or bond focl (see mproying The CRardcher, o
Zdd)h. Afer characoer creathon, spirits must be Conjured per reg
ular game nules (see Confuring. p. 164

Like full magicians. aspected magicians may nof stan fhe
game with any spedls, hocl or spirits higher than Force G, They
rray nol begin the game with more than G Spinics. nor may any
g

Thee

ing spirit owe more than & serneoes Aspeciod mag

& miust followr the shamanic of hermetic tracsison

Adepis

Adept characters wie their magic in a radically oiferent
wwiay Than other magician Characiers, They channel their ponasers
through their bodies and minds; they do ndt cast Spells or Con
uhe spinTs, nor oo they have access 1 asiral space [unless an
adepr buys Astral Percepdion as 4 poswer), Insiead, aoepis have
powers. that improwe their physical and mental abelities Each

power costs 4 cemain member of Power Points that must be

pabd ar character creation (for specific adepr power Costs, see

p 16E). All starting adepts reoeive a number of Poser Points
rqu.ﬂ o their fl,"|,-|H-;, Faatir 5—|_| NS i mosh Cases F'.-.-,--:-r-. of
adlepts CANMNOT purchase or sell extra Power Points

Bacauss adepts do not use spells. they get no Spell Maints
Aclepts can purchase weapon foci, but cannol bond them until
they have enough Karma to do S0 (52 0. |84 For more infor
mation on weapon MeCil, Adepts ollow thelr own path, o alled
the somatic way

The adept ks fully described on p. 168 ol the Magic se
rion; a sample adepr character appears in the 3
Characiters Seciion

Mage or Shaman?

Ir WA have chosen B ""'\-'fr & Pull of aspesched AR 1L
st checicke which magical discipline your character will oo
the hermetic tradition (ma@es] oF the shamanic  tracdison
(ihaemansh. The differenoe etaeen the hao e

1, LN

rn Ciser |H.'I:I'-
tians of the nature of magic. more fully described on pp. 1OL and
1657, Mages tenad 0 wiew Maghc as & hedr

A, patterns, prediclabilicy. Shamsans visw maEic

Soroe to wihich thsy Can Coninisct TEMTCAIEN W [ERIETEH Ll
I Wi chodse D M3y A Shaarman, you must also ack .
page 162 for the toberms available. Each tolerm conhers ith own
berefits or penalties: pHagens should note these, especially wihen
Chacnsingg Sl (S ASSHTTWLT Mesouroes, B Ol

Assiening a priondy fo Magic for the Elven Covent Cips
Speclalisr is sirrmole, She i Aol e @icAly ACrhae, Anit &0 i
becomes the Iowesst possible ooty Proriny £, The Covent
Oos Specialist now has Prioriny © (EM and Prioniny E (agic

Th T

Falroy §o i

} Combar Mage s magically active. We wan
A Rl magician, and 5o we lave Chosen Prigrify
A For .'.‘I.-_H.L The Coivpbal Mage now has Iy Iy A "'|-1.I_.,!.'-\.
anct Mriariry O (Tv Wi hasee oo decioled o micske
ERGlT & (T (S0 W Jon T Ieave (0 CooSe d DOTedTr fow AT

As 4 full magici

to purchuse soells

i1, Bhe bl s 25 Soell Poders wih) wicr

CHOOSIMNG ATTRIBUTES
Antributes are the numberns that

pricrity you o Foei [l ALl ny oietermines h

iy [Eoails pou NaweE o 11w it up beteveen Sax of e 0
Aftributes: Body, Quickness, Strengih Mhyaical  SiRrilnes
Intellimences, Willpower and Ch
other three—Evsence, Magic <
outside facbors, The |||_.{'l|'l rhe (el

rimrma | A

ity assigned (o Artribubes

thiE more poings yo4l have o o o AREribube can e
FihaEn M than O points or ess than |

A character’ s race also allecrs his or hier Arnbaes, as
ioded on Bl Bacial ModiBcations Tebée, p. 20, Mumans hawe
16 TaCial DOmseEs Of PEnaltes Mo Characher may stark (he @ame
i any Attribute higher than & (before applicable rackal s
Aers]l. and nomne ol & charactes s Mysical or Mental Atribunes
can b loeeir Ehan Essenoe. wagic amnd Keacrion foskow their
i fidbEs, chescr e b

Thee final numbers you get after applying racial maodifers i
Aftribubes are the charkcter's matural Artributes. and wdll b

VATIEDETT I L charscter & reacoid shiset, Sy ol ANFES [O ThiE
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Artributes from spells or cyberware will result in ratings known
as augmented Attibutes, Augmented Attribute Ratings ane
noted in parentheses after the natural Attribute Bating

Essence, Magic and Reaction obey the following rules.

Essence: All characters begin with an Essence of 6. That
value decreases if you install oybersare in your character
(Essence can decrease in other ways, but none of them apply
o & starting character. ) Essence cannot e kowered to O or less,
though It may be less than 1. An Essence of 0 means you'ne
dead, and no one can play a desd character.

Magle: Magic is the only Attribute that can have a value of
0. which means that you have chosen o play a non-magical
character. If you have assigned a priorny o Magic. then your
charscter's Maglc Rating ks equal 1o his or her Essence, round-
ed down. Adding cyberware reduces Essence, and therefone
alsa reduces Magic: for example, iF you add enough opbenaane
fo reduce your character's Essence to 4.5, then the character's
Magic Rating becomes 4. This effect Is one Important reason
wihy magical characters shun cyberware,

Reacthon: Feaction i equal to Cuickness and Intellgence
added ogether and divided by 2. rounded down, For example,
a character with Quickness 5 and 1n'rHIIErm:v|_- 4 would haoe
Reacticn 4 (5 +d =9, 0 & T = 4.5, rounded down to 4).

The Coverr Ops character needs maone Skilfs amd
Resources than raw Anfriburtes o do her lob effectively, so
we decide fo assign the lowesdt avallible priodty fo
Antributes. That happens to be Pricvity D, which nets us 21
points for Arrributes. Because the character s an effl she
Automatically gets a +I fo Quickness and a +2 fo
Chartsrmae, witlch will comne o handy when dividing up the
Aniribute podms.

We decide frst that the Covert Ops Specialisl needs 4
high Charisma Aftribute fo falk her way Info places and our
af frouble i things go bad. Thersfore, we assign 4 points
fo Chansma. The +2 racial modifer for belng an off ralses
this Antribure fo & Mext, we decide that Infefligence and
Mm.wmlmmnmrﬁmﬁmﬁmﬁmﬂ_ and
0wl adsign 4 podnts to both. Once again, the rclal mod
iffications work o ow advaniage: the + | Quickness modl-
fier raises thar Artnibure to 5. Next, we assign 3 points fo
bath Booh and Strength. We have now used up 18 polnis,
which feaves 3 points for Willpowaer
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Mow we have fo q.-'lii'_sr" TATIDERS B0
Eszence, Maglc and Reaction, Essence
beging at &: because we have ghven the
character o Cybenwane (vet), it remains
G Magic s 0 because we dedoed o
make fhis characher mon magical and
assigred Priority £ fo Magic. Reaction is
Cluickness  and  Intelligence  added
fogether and divided by £ rownoed
down That'seasy: 5+ d = 8 and 9 2 2
= 4.5, rounded down o a Reaction of 4.

fhe Conmbat Mage & a4 bir diferent
Because maclal modifications o belng 4
troll include big penafties o AMendal
Abtributes fwhich bave their wses when
perovrndng magic) and huge bonusss fo
Phiysical Aftriibunes. we daioe we wanl a8 many Alribute
POAE a5 possibie 50 fhal wee can boosh AMental Anribates,
We assign Aftrbutes o Prionty 8, ghing us 27 points.
Bacause we want o make sure we funve solid Artdbutes for
magic. we ghee the maximum & points each (o Willpowey,
Charlsma and intelligence. Trols awomartkcally sufer -2
peraities o Charfsma and Infefifjgence, which means that our
el character will have modified Charsma and Infelligence
Attribures of 4

Newh, we assign points o the Phyvsical ARtributes
Because frofs avtomatically receve 5 o the Bodly
Aftribae. we @ive fhad Affrbure | podnd, ralsing it o &
Sirength gets 4 +4 rackal modifcation, so we assign 2 polnts
m&w‘-m A% il -"ﬂ.'.'i-ﬁ"ls thait Artrbure b0 &, Now wee have
& polnts k=f. wihich we aesign fo Quickness, ﬂJ%._-.rar:-":J,ﬂn_g
e — I racial modificafion, our ol has Quickness 5

Because the Combar Mage & magically active. his
Magic Anribute is &, as Is his Essence, Reaction for this
fumbening trolis 45+ 4 = @, 3 F =45 rounded down)

The Covert Ops Speclalist Mhe Troll Combat Mage
now looks e this; : mow fooks e bhis;

Flral Points Fivaa! Py

Aniribuntes Spent (213 Alftribunes  Spent (27)

Baty i E : By a f
Quickness ~ § 4 i Quickness 5§ &
Serevigeh 3 3 : Srrength & 2
Chanterms & 4 Chardgma 4 &
Intefligence  d d infeiligence 4 a
L ettty 3 i Willpower & ]
[xmence & - Lxmmnce ]
Alaggie a —_ Al ] —_
Reac ficuy 4 —_ Beaciion 4 —

Far the Covert Opps Specialist. we have used Prioriny C
[Racey, Friorty [ (Atributes) and Prionty E (Wagic). For the
Combat Mage we have used Priodiy A [(Magicl, Priowiy 8
(Attributes) and Priorn: C (Race)

ASSIGNING SKILLS
Shills represent what your character knows and how well
he or she can perform certain actions. In the shadows., what



youl can o0 s more important than what you may know,
Therefore, the Skill Points ghven to purchase skills at character
creation are for use In I CRaSIng Acthee SEills onby. As with
Artributes, the higher the priorny you ASEEN 10 Shills, the more
podnis wou have with which to buy skills.

Types of Skills

There are three types of skills In Shadowrnun—~Active Skills,
Enowiledge Skills and Language Skills.

Active Skills are used o perform actions. Athletics, Pistals,
Bike, Sorcery, Megotation, Etiguette or anvy otfer skill that rep-
resents something your character does {incluciing Bulld, Repalr
Shillls) are considersd Active Skills. A list of the bhazic Acthoe
Skillls In Shadowrun appears on page B5 of the Skills section,
KEnowledge Skills represent what your character knows. Such
knowledge can come from book learning. hobbles or experi-
ence. Knowledge Skills Resh out wouwr character’s background
and help ghve life o the numbers. Language Skills represent
the anguages your characier knows,

Characters can learn new sidlls and improve existing ones
throughout the game.

Purchasing Active Skills

Yo can choose any Active Skilks you wish from the Skills
chapiter. The best way o go about this is to Arst st the skdils
ol want your character (o have, and then figure out how good
wou want your character to be at them. The moe points your
character has in an indhvidual skill, the more dice you get to roll
In teses using that skill.

Costs for skills are shown on the Skill Cost Table, below
Because each point of skill rating is purchased separately, shill
ratings can cost different amounts, depending on the rating of
the Artribute linked to that skill [see p. 82 of the Skills seotkon)
For skill ratings bess than or equal to the rating of the Enked
Antribute, each point of skill rating costs 1 Skill Point. For skills
with ratings higher than the linked Amribute, sach point owver
the Aftribute Rating costs 7 5kl Points

The fodicning limitations also apply in choosing skills;

* Magical skilis (Sorcery, Conjuring) can only be used by

characters with a Magic Fi.111r|3 &b O

& Mo chiaracter can have a starting rating hlghtr tham & in

ary base skill [F lor specializations)

* Mo base skill can have & rating less than 1. A “zero” rat

ing means thal your character does ol have that skill.

* You cannot “sawe” Skill Polvts. Ay left owver after charac-

er Creation are gone.

= Acthve Skill Points and Knowledge Skill Polnts. are not

interchangeabie

Dave wanis fo purchase A thletics for his chasacrer. Athiletics
is linked fo the Body Anmibote (see
Skils and Linked Attrbures Tabie, o
B of the S&dlls section). Dave's chasac:
rer has Body 3, and Dave wants his
characher @ fave Athletics 6. Each
poiknt of Athiletics up to 3 costs | Skl
Poinf. The remaining 3 points of

Ainieiics oosl £ Skl Podnts each, Dave spends a fofal of & Sl
Folnits on Athlencs (3 Sk Polnts o the first 3 points of the @ar
ing. & Skili Points for the second 3)

Speec lalization

Shills are general—your character can shoot any pissol
with the Pistols Skill, or pllot ary motonoycke with the Bike Skill,
I you want your character o hawe a signature, a skill he or she
5 Just a lintle bit better at than everyone slse, you can give him
or her a speclaizaton There |5 no exira cost for specializing;
hvereven, players can onky have one speclalization for sach skill
al character crestion.

For amy base skil your character possesses. you can
choose an aspect of that skill in which the character will spe
clalize. For example, your character has the Pistols Skill and you
want to give her a speclalized weapon—a specilic type of pis
i she uses begter than any other pistol, S0 vou decide that
yourr character willl hanse Pistols as & base skill and specialize In
the use of the Ares Predator

To cabculate the rating of a specialization and Fs related
base skill, first buy the base skill, Speclalizing gives you a rat-
Ing in the specialization equal to the base skill rating + 1. You
then subtract one from the base skill rating, because your char
acter's [ocus on the spedialization means that e o she has not
hosoused as miuch on the rest of the base skill, Both of these
numbers can be improved as the game goes on, For more
information on specalization, see p. 82 of the Skills secthon

We asiign Prodiy A o Skits for the Covent Ops
Specialist, which gives us 50 Skl Points for buylng Active
Skills, We know thal a Covert Ops Speciabist will need ro
get in amd out praces quickly, quielly, and with a certain
amownt of sode. Therefore, we declde on the Bfowing
shllls; Srealth, Athletics, Electromdcs (for bypassing alamms),
Linarmmed Combar and Clubs (for quick strike capabilities)
Pistois (for seif-prosecrion in fre fghis), and Megodiation
oy gefiing the info this character needs), §F we have poinfs
o spare. 4 vehlce skill of some king would be mice: Hhe
Computer Skl might alse come in handy,

We decide o give Stealth, Arthietics, Linamed Cormbar
and (Jubs e maximum reting of & Seealth's Wnked
Artribure (5 Chuickne=s (5], Athletics Is lnked to Body 73,
A Lindrmmed Cornisar and Clubs are fnked to Strength (31

Our desired Stealth Rating of 6 costs 7 Skill Polnrs: |
SkiN Point aplece for the frst § rating poinits, plus 2 Skl
Foinis fov the remaining rating poinr. Athlenics, Uinanmmed
Combar and Clubs cosi @ Skill Points each. The Sour skils
cost us & toal of 34 points, which we decide 5 way too
rasch. 5o we lower the combat shllls and speclalize (o gain
same adhvanfages. We fower the mtings of Unammed

g " L L
1 Skil Paint
2 Skill Points
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Combar and Clubs o 4:; they now cost ondy 5 5k Podnts
each, and our fofal points spent 5 26,

W want the character fo speciafiee in Kick Antacks, a
subclessiffcation of Unamned Combat, As a spedlalizabion,
Kick Attacks beglns ata Rating of 54 « 1], while Unammed
Combat s recuced by |, down o 3. Nexl we wanl (o spe-
clallze In Stun Baton, a subclassification of Clubs. Shun
Baron begins ar a Raling of 5 as well; Clubs & reduced io 3.

Mext, we want fo add some Chansma-linked shills thal
play o the off's strengths, We tuke MNegodation af & ifor &
Lkif Poinrs) and Efiquetie at & {6 move Sk Polnds), We spe
clallze n both. For Negotiation, we speclalize in Fast Talldng
o et the aif i andl our of sifuations by her wits. Fase Tatlng
has a rating of 7 (& + 1], white Negonation drops fo 5. We
also specialize i Corporate Etquette—ouwr elf needs o feel
ar home while working on he insice, The character ends up
with Efquetie 5. Corporate 7, We have now spert 35 poinis,

We purchase Electronics and Computers af Rating 4.
Because the eifs infelligence i 4. these skills cost 4 Skl
Points each, beinging our fotal Sk Pofnds spent fo 46,
Bacawse this character needs fo be abde fo break in fo
accomplish anything. we decide fo speclalize in Magiock
Systems under Electronics. Maglocks are the most com-
mon securty device, affer all. That leaves us with

| =5 l| Shadowrur. Third Edition | .......................

Electronics 3 and Maglock Systems 5. We spend our st 4
Skil! Points giving the eif Plstols 4 this skilf costs 4 points
because its rating [3 less than thar of its fnked A ftribune,
Quickmess (5).

The Trall Combat Mage doesnt need 43 many skills as
the Covert Ops Specialist. Mainly. be needs good magical
shills ancd a few conmbal skifts appvopniate o his role. The
Master Character Creation Table gives ws a choice of 27 or
30 points, depending an the priovly we choose for Skilfs
We feel we can get what we peed with 27 SEW Poines and
would rather have the extra Resources, so we choose
Priciity E for Skitls. We want the ol fo fuve ithe midxi-
mum magical skills, 5o we buy Conjuning and Sorcery ar
Rating & for a cost of & Skl Points [both linked 1o
Willpowwer &), Our troll s a combal mage, s0 we decide (o
specialze in Spelicasting. ghving the character Speficasting
7 and Soncery’ 5. Using the frall’s high Strength and Beach
bonus to his advantage, we give him Edged Weapons 5
{Strength 5} at a cost of 5 Skilf Points. We speciallze in the
sword, giving him Swond 6 and Edged Weapons 4. We
alzo give him Submachine Gams 3 [Quickness 5, witich
cosis 3 points. We have so far spent 20 Skl Poimis, lea-
ing 7. We'd like to gihve the iroll a decent Efquetite Skl
with & Sireet specaiization, so we ghve him Efquedte 3,
and speclalize fo Efiquette 2 (Srreet 4). That cosis 3 paolnrs,
leaving 4. We decide thaf a gun-foiing. magic-throwing.
swond-wielding troll showd have the intimiclation Skl ar a
rating of 4 (Charsma 4}, costing the fAnal 4 Skl Podnis.,

Acthve Skills for the Covert Ops Speciafist look ke fhis:

A thienics L
Clubs (Stwn Banon) 3¢5
Computers 4
Electronics (Maglock Systems) 3 (5}
Efiqueite (Conporade) S {7}
Wegotiations (Fast Taking) S
Mstols 4
Srealth &
Linarmed Cornbad (Kick Artacks) F 5

Active Skits for the Combar Mage fook ke this:

Ciomjuning &
Edged Weapons (Sword) 4 (&)
Ediguette (Sfreet) 35
Irerirrviclation 4
Sorcery (Spellcasting 5i7]
Submachine Gurs 3

We have now wsed Priodne A (Skifts)l, Priartye C
fAttribustes ), Prigrity D (Racel and Prionty E (Magic) for ohe
Covent Ops Speclalist. For the Comibal Mage, we have
used Priodiy A (Magic), Priorty B (Atiributes), Prionty €
{Race) s Pricvity E [Skilis)

Knowledge Skill Polnts
Knowiedge Skill Points ane calkculated by rstiphying the
character’s Intelligence by 5. The total |5 the number of points

players can spend on Knowledge Skills. Knowledge Skills come
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in e categores: Street Knowledge, Academic Enoadedae,
Stxeh World Knowledge, Background Knowledge and Inferesis
[For definitions, see p. 00 of the Skills section. ] You can choose
as many skills as you want from each category. Be creative!
Arything you know, from science-fiction TV shows o bhasic
chermislry o pop music, can be a Knowledge Skill, The only lim-
IS AR SOr ir'rla.g'-mrrm' At ghe gﬂHtlﬂﬁHur'j tolErance

Intelligence i the linked Attribute for ol Knowledge Skills
Knrwledge Skills are purchased at the same cost as Active
Skills—see the Skill Cost Table, p. 57. You can specialize In any
Enossdedge SKill in the same way as Aciive Skills. You can also
use Knowledge 5kl Points to buy Language Skills, See
Language Skils, below,

Characters cannot start the game with any base
Knowledge Shill Rating higher than &, or specializations higher
than [. Mo base Knowdedge Skl can be rated lower than |
Mayers cannot “save” Knowledge Skill Poinis, any left over
after characier creation are gone. New Knowledge Skills can be
learned and existing cnes improved as the game FOES On

Language Skills

All characters begin the game knowing at beast ane lan
Buage. Language Skills represent the languages the charactes
Brew up :-|.FE|1|'.IF\IH. or keearned mom schaold or thelr environ-
ment, Each character gets a number of Language Skill Points
equal to 1.5 Imtefligence Kating (round down). These paoints
can be spent on one of more Language Skills, | thsy wish,
players can also spend Enowledge Skil Points to raise
Language Skill Ratings

Specializations of Language Skills are called Lingpoes
Lingos are the languages of subgroups: deckers, mages
lawyers, com wage slaves, sireet gangs, tribes and o an. For
rore information. see p, 91 of the Skits chapter,

Each character also has Reading/Writing Skill in the lan
guageis| he or she knows at half the rating of that Language
S&ill, rounded down, Gamemasters can ralse ar kower this rat-
ing depending on the background of the character. Because
R.-.'-l-.‘llng.-"i'l-'rlril'lg Skills are based on An@uages your character
knows, charachers cannot specialize in them

All the limitathons and costs of Active Skills apply 1o
Language Skills (see p. 57). For information on learning new
lamguages of improving a character's ability to speak, read o
wriie A language. see the Skills chapber

The Covert Ops Specialist has an intelligence of 4, Tha
ghve us S0 Knowdedge Skill Poinrs with wihich o Resh owd
mis Characrer. Becawie this characrer's job is 1o sneak into
Phaces and end in. ir makes sense for her to have some
covporate background, We decioe that she has Corpovate
Politics and Conporate Finances, both at Rating 4. Becauwse
50 MMATY CONTRVRNOnE are rooted i the fADd e e,
she tikes [apancse Culture &8 4 Knowledge Sk, also ar
Rating 4. We decide she also needs Paychology 4 ro belp
her assess the mindset of er rargers. 5o &r, we've spenr
18 Skin! Poinrs

The Cosverr Ops Specialiad fus 6 Language SkNT Points
fo spend (1.5 x ntelfigence d). We decide thar she knouws
Emglish af Rating 4 (costing 4 posnds). and also shouin
know lapamese. She only fas 2 Language Skill Moines left

- &
Ll
&k

o spend, NEWEVET, 50 we Spend £ Knowledge Skill Podnrs
45 well to get Lipanese af Rating 4. The Bead White ver
sions of these Language Skils are 2 for each

We have mow spent (8 of the 20 Knowledge Skill
Podnes. Because the character showld be on fop of the lat
&3 Covp frevids, wer @hve her Elven Wines and Mooem
fazr. baoth af Bating [, That uses wup all 20 podns

fhe Troll Combar Mage also has Infeiligence 4. which
ghees us M Knowdedge Skill Poinrs. We decide that the iroll
i o e LBLGETT SITEET T At 5 s knmmaseciae showi
reflect the streets. He has theee wban skills, aif of Bating 4
Cang identification (he can rell you who 4 gang s and whene
they' de localed), Redmond Barrens (e grew up there, and
knows mhe oo spods o fice and whene not fo @l and the
Seatthe Ok Linrergroumd (fow fo ger bn and our), He also
wWils MUENt magic 2y 4 Lhinese mage and so has 4 hasic
understanding of Triad polircs; we give him Tried Politics as
A Knowiedpe Sl ar 2. 5o G, we've spenr 14 podnts

We pass on the Academic Skl fguring that the troll
clesn 't know ar Gare (o know any. However, he §s a student
of the Siuth Word, so wae i i vagic 4. This means he
rnoes the basics of whar magic is and wahar ir can do. [ These
skills oo nof reflecr his by fo use maglc—hat Gils wncoler
Achive Skills, which he already had ) We think he shoul also
ko about Paranommal Andmals (2], with a speciiizanion
Lirban Varieties (3, which drops the Dase Skill Rafing fo |
Now we've spent all 20 poings

The Tralf has & Language Skill Poinfs. s0 we @ive him
Engplizhy ar .E.rr.'n_g' 4 and Chinese st Exfing 2. We have hiim
speclalize in Ciyspeak, 4 Uingo wsed by gangers and streed
Wrehies, amd Tried, a Mngd wsed Dy e secreffve Chinese
uncieveeonia @rouyes. The froil can only barely resd and
wirife English af Rating | (he's been tnving to reach hirmse)
e oo 50 for maEicAl frormiulas ard spellzl Ciresmoeak anol
Triad are oral Mnguages oniy

Kiowdedge Sdlls for the Conent Ops Specialist look ke this

Coporate Fi |
Covporare Politics 4
Ehven Wines ]
Erglizh ¥

Rraard Write £
Iapaness Culfure 4
Ipanese 4

R/ Wrire 2
Modearn lazz [}
Psycholagy 4

Knowledge Skills for the Combut Mage ook Tike this

Chimese (Triad) I i3
Engiish (Cityspenk F 5
Rt Write I LA
Caing Mdertificanion K|
Magmic g

Paranormal Animads (Lirban)
Revhmon? Barrerns

Seattle Ok Lingdergroumd
Triac! Politics

LV O

=5 Shandowrun, Thirg Edifion




g W ry

- \'J‘%

ASSIGMING RESOURCES

The last category, Resources, prowides your character with
the starting cash o gear up for street-bevel warlare, As with adl
the other categories, the higher the priority assigned to
Resources, te more nuyen a character has avallable, from a
scant 5000 nuyen at Priodny E o a whopping 1,000,000 nuyen
for Priority A. Players use this money to punchase their Charac-
ters’ starting gear, inchecding cybenwane, weapons, contacts, focl
and magical iermns, cyberdecks, wehicles and plenty of others
s, Mast equiprment Is described in the Siresd Gaar saction,
beginnéng on p. 270, You can purchase gear in any order you
wish, When purchasing gear during character Creatkon, oo not
apply the Street Index multipller {(see p, 273) o the cost
Starting characters musi have the money to cover the full cost
of an tern (no credit for you yet, chummer—you gotta prove
wourself on the street firstl). All gear is also subject 1o gamemas-
ter approval. just because you can purchase sormething doesn ©
mean you shoubd be allowed fo @et it at the stan of the game
Finally. mo plece of gear purchased at character creation can
Pl & rating hlgh-tr than & or an Availability higher than 8. (For
moee information on Availabilicy, see Sireer Gear, p. 272.)

As a pointer. don't forget to buy ammo and clips for your
guns, Mothing is mone embarrassing than hitting that first fire
fighvt with empty weapons!

Each character MUST buy & lifestyle (see Lifestde, p. 62) at
character creation. Certain other things, such &5 CONCACTS (50
Contacts, p. 61) can only be purchased at character creation.
Special rules apply when purchasing magical gear and cyber-
WA |G .ﬁ-l.ggfmr rear, below and Cyberware, p. 61

Mayers meed not spend starfing resources dosm o the st
nuyen. For suggestions on what to do with leficeeer money, see
Finishing Toucfes, p. O,

Magical Gear and Spells

The rules for purchasing gear during characher creation
also apply to magical gear Most magical gear costs only
roney, except for focl, Focl cost Spell Points a8 well. These
irerms help a character manipulate magic and therefore must be
bonded o the character in order to work, usually with KEarma
isee Bonding, p. 1900, Magiclans may bond focl at charsctes
creation by paying the bonding cost In Speldl Points. A charac-
ver can purchase a focus without bonding to it durfng character
cration, but the focus is useless unvill bonded. I WO purchase
a focus without bonding o 11 you mmiust sl declare the Force
at which it is purchased.

Because adept characters do not et Spell Polnts durkng
character creation, they cannot bond weapon #ocl al that Time:
They may, howewver, purchase weapon fod with Resources and
pay the boanding Cost in Kanma during game plry.

Full amd aspected magiclans may purchase more Spell
Points by spending 25,000% per point. Mo magician may have
more than 50 Spell Points (including free and purchased
points) during character creation

‘When choosing spells for your character. read through the
spells listed In the Sireer Grimaine on pp. 191-198 Write down
the ones you think would be interesting to have, Then use your
Spell Points o purchase the spells at the Force you want.
Exclushve and fetish-limited spells (see Limited Soeils, p, 180
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may also be purchased to lower the Drain Codle ar Spell Point
cost of the speil,

The following special rubes apply 10 using Spell Polnts:

# Each Spell Point buys | Force Point. Also, each Spell
Paint equats | point of Karma for bonding purposes.

+ You cannot purchase a spell, focus or spifit at a honoe
higher than 6, or purchase more than & spirigs duning Characier
creation.

& If you are playing a shaman, node the penalties and
bonuses conferred by wouwr character's tobem. They will help
you decide what spells you want 1o purchase,

The Combal Mage has 25 Spefl Polnts with which o
purchase speils. He also has Prionity D jaff for Ressunces,
ghing hm 20.000¥ Because exira Spell Points cosr
25000 each, the Combar Mage canmd afford to pur
chase any move, Most focl ane expensive, 5o if looks like
he wan 't be starting with any of those, efther,

Because the Combat Mage specialized in Spelicasting,
we decioe fo buy this ol some combal spells. We reaily
ke Alanaball and PowverBall. b vickous area-effect spells
We take them both af Fovce 5. We also buy the Snnboilt
spell to fake out opponents non-lethally. at Force 4. This
charmcter is godng o be invahed In oonmbal SifLaiions;
hell peed o move 4 ittle fasier, so we fake ncrease
Reaction af force 3. That makes |7 Spell Polnts for four
spelis, We decide o pick up an elemental manipulation
spell for varledy when hammening opponents with magic,
S0 we ghee him Lightning Balr ar 4. We fave now spent
21 Speii Points. With our Last 4 points, we purchase Heai:
with all these spells Mying arownd, somebody someplace (3
going o ger hurt

Lovking back over the Combat Mage's speiis, we real-
ize that we didn 't ghe him a good single-ranget comibat
speill. We decide to make Powerball and Manaball exciu-
shve-linited spells o reduce thelr cost from 5 each fo 3
each, Now we have 4 more Spefl Podrets with wihich fo pur-
chase a Mana Balt Spail.

The Combar Mage's spell N5t fooks Mke this:

Hed
increase Reacrion
L.ls'hrnlng Bols
Menaball
Mana Boir
Foweaerball
Stunbaolt

Finally, we need fo purchase some magical gear, Our
mgge peeds conjuiing materlals af Force 5. costing
5.000¥ We also decide to purchase expendatie spell focl
for combat spelis. The Combai Mage ooesn @ haae o
spend Karma jand therefore Spedl Podnts) to bond fo them,
S we can purchase and use them rght away. We choose
2 focl, each at Force 2, of 6.000¥ a plece. Thal means
we v spent | F.O00F and all of our Soell Podns,

B R bW

Cyberware
In addition to the nuyen cost, each item of cyberwane also
has a secondary cost in Essence. This Essence Cost s e




arnount by which the character™s Essence s reduced when the
cyberware is installed. Starting characters cannot have an
Essence of O, bt any Waction abowve pero is fne. Some cyber
wame can e -F'-’I'I'H-?ISI'?'!." with ogher Cylberwane for knsver oont
or may alow a cenain number of Essence-free attachments
[oybereyes, lor example), See individual cyberware descrip-
tions in the Sreer Gedar section, beginning on p. 206,

Mayers should also conslder the grade of cybenware when
choosing it. Two grades are avallable o starting chasacbers:
Basic and MAlpha. Basic cyberware s cheap, but not very
Essence-friendly. Most people don’t care what brand of cyber
ware they get. as long as It works—datajacks, cybersyes and
other “comman” mods are low enough in cost and Essence
ioss that nedther matters to the regular public, Alpha cybensvane
appeals more to the guys and gals who count on cyberware o
survive, Alphapsare oosis more, but is easier on the body and
on Essence. If you purchase alpha-grade cybensare, multiphy
the Bsted nuyen cost of the item In question by 2. The Essence
Cost of alphawane equals the arfginal Essence Cost x 8. See
Aiphaware. p. 295G

The Covert Ops Specialist has omly ome prkoriny ef—
Pricwiry B, giving her 400.000% Az a mundane charscrer,
s neEals no magical Pear. but she T definitely need some
-'-'_Il"bi-'l'll'll'-:ll'l-' o AsslSl undercovey work and infiftration. e
Dbegin with four lrems thar will help bher gather data—
cybenedars, cybenepyes, a dafafack and headware memaory

Ciberears replace regular ears and offer room for up o
5 worth of adoitional modifications ar no Essence Cost,
We choose alphaware af cowuble the maen bl less
Eisence (B000¥ 24 Essencel, Because the ears ang
dlffidware, e modiiciblons we acdd fto them must be
Alpha grace a5 well e aod a dampensy (7 000¥, 08
Ezszenice), a recorder (14.000¥ 24 Essencel, and hearng
ampliication (7,000¥ .16 Essence), The todal cosr foy
cybengars and aftachroents 4 35 000% The totnd cosr v
Eszence is sl only 24, Dbecause the thiee modificetions
come fo a fohel Essence Cosf of 48, jusr under fhe 5
Essence-free threshold,

Cybereves offer the same 5 worth of Esence-fee
modifications, We choose alpha grade cyberepes
(10.000%, . [ Essence) and add the foliowing aftachiments
afb the same grade: fow=lght wslon (6,.000% | 16 Essence),
mhermmagraphic vision (G000¥, 16 Fssencel, nefinal ounli-
carion § (125.000% .08 Essence), fare compensition
{4.000¥, .08 Essencel and 4 camera (00008 _32
Essencel. The cybereyves " total nuyen cost is 168 1. 000¥ The
o Essence cosd of the mocificerons & more than .5
EVEYTINRE Exce the camera 5 free. We add s 32
Essence Cost fo the costs of the cybereyes and cyberears,
and discover that we have spent a mere 72 Essence so far
&4 ears + 16 eyes + 32 camera =  72). That's less than
I poinr. We have also spent 4 grand fodal of 197 000
(36,000 + 161,000 = 1970001

Wi decide fo buy an alpha-grade datajack, which costs

16 Essence and 2.000¥ Next, we go with 50 eEa-
puses of headware memony. That costs | 50¥ nuyen per
megapise; we want alpha grace, so the cost doubles for

d geand total of 45 000¥ (150 x 150 x 2 = 450000 The
Essence Cost is the numnber of megapuwlses + 300, x 8 o
alphaware, for 4 Ffaal Essence Cosf of 4 We have now
spent 244, 000¥ and 128 of our staming Edsence of &

We have used up move than halfof our srar TG oy,
Ut we decide o keep buying afpha-grade cybensare o
e on Cssence. We ger this cdharacter an alphawane
srnartgun Mek fo help her fre a gun. costing 5000 and 4
Eagance, We alto pick up a Rafing & Infemal racio
2 DO and 6 Essence, Now we fave spenr 273 000W
and & 28 Essenoe

Finally, we purchase Boosted Reflexes ar Leve! | This
time, we deckde fo spee the cash and Fer siandared Cylber-
wiltfe, S0 the Boosted Refexes cost ws [5.000F and _5
Cssence. Aflogether, we've spent 288000 and 278
Essence

Contacts

Contacts are your chsmmers, buddies and other assorted
sireet Informants. Characters begin the game with two free
Level | contacts: people who know the character, but who
dian’t have particulardy strong bonds with him or her. They are
in biz hor themsehees, and if it's good biz not to help you, they
st milght refuse. You can purchass more Lewel 1 contacts at
the cost listed on the .""-r-r‘lITil'l_g Characier Exiras Table, p. 62

You can also purchase Lewed 2 or Level 3 contacts. Level 2
coniacts are buddies. people that a character has a personal
relatonship with. They N help him out when they can and cowver
for him when the heat comes down, A Lewel 3 contact is a
friend for life; he or she will drop everyhing in onder to help
the character out, They are are, and expensive al character
creation; Level 3 contacts are most likely o develop through
robe-playing

During character creation. you can purchase as many con
tacts as you can afford, Some sample confact types anc wiat
thigy o0 appear on p. 257

Ow Combat Mage doesn't have much cash left, so
we e only going fo ke our o ree Leve! | contacrs. e
chopse 4 fafismonger so that be can always ger mone
magical goodies and 4 Triad sireet enforcer so that he has
SOMMEQne who can give m infarmarion. For the Covert
Ops Speclaiist’'s nwo fee conacts. we chiooss @ fver and
a Lone Star cop. We also decide that the Speclalisr showld
KNGoW SOMMe Peorde In varows megacorporankans in nhe
Seartie spravd, For [0000%. we buy fwo mare Level | con
trch—one af Novatech's Seartle obision headguarters and
e o Famatetio, How they ane fo be used and whens ey
Wik S up fo the gamemaider. This purchase inoreases e
IMONSy Wi W S§0enT an s caracier fo 298, OO0

Litestyle

Everyone meeds o live smeplace, even if it's the third
sewer from the left. A character's lifestyde. purchased in one
month increments. represents this requirement. Lifestyle s
mone than just the place where you sheep, play sim ganes. and
wiish the stink off, however It also encompasses your living
conditions and possessions. |n other words, lifestode covers all

&1l Shadiawrn, Thind Edition




the E‘f’&f}ﬂﬁ.}' tasks and Cosls, sUCh as
food, laundry, utility bils and so on.
T higher the ifestyle, the less you
e o worry about and the mone
eenefits you get.

Thumbnall definitions of each
lifestyle appear below. For maore infor-
mation o what esch lifesode nepre-
genifts, see p. 239 of Running he
Shadonws

Street: Literally living on the
street: few or no expenses; eating out
ol the trash.

Squanter: One step up from the
sireet: a ||..|r5r-r'|,_n'_3,rf| shelter, aban-
doned building or the like.

Low: An aparirment, bud nothing
18} lhl'..‘l,g abowit, |ust the Character and
thiz masscs

Midole: Mice houwse of condo,
maybe even real food,

Higgh: A high-rise luxuny flat, bdiding security and good
fpod on demand,

Loy Imagine it, chumemer, just imagine It

A characher Can punChase mone than one "f‘.‘"!'-'&l"" at a e,
and may even be sman o do so, The additional lifestyles nep-
resent the Imeestment the character has made o oresbe and
sustaln safehouses, private storage spaces and so fonth. For
shadiowrunners, having that alternative plaoe 1o crash while on
the lam, oF |'|-:|.'-u'|l1,E_ those DaCkup wEapons stashed In a secure
spot, can mean the difference between life and death. At char-
acter creation. Indhvidual characters pay for [Bestyles. See p.
241 of Running the Shadows lor litestyles bought by a team In
order to maintain hdeouts and safehouses,

We only have 3,000 feft to spend on the Trol Combar
Mage, and we haven't bought any regular gear, We dedide
fo purchase | month of Low feside. which means we don't
have o wiwTy abour paying rent or buying lood for | mamth
of game fime. Thar reduces owr availabde nuyen to 2000,
hopefulty st anough o get us e ather thngs we need ...
A gun, bulles, cothes and so o,

The Covert Ops Speclallst needs fo madndaln her cover
identry, preferably more than one F possibée. 50 we Duy
three lfeshdes for her—aome High eshyle, paid up for o
ranis (20,0008 and fwo Middle [fesndes also paid up
v o monihs each (another 20.000¥ foall. These three
Westyles give her one place fo impress the covpovale Ssils
and two places fo hide ol in safedy ¥ things go bad. She'if
need o fng some work soon iF she wants fo keep i up,
howeover. She il have some heffy bills coming in the mail &
e montfes .. The SOL000W, acced fo the money already
spent, gives us a total of 338,000%. That leaves G2 000% ro
buy gear for the Covent Ops Specialis:

Thie Muyen Shuffle
Once wou get to Resounces, your character should be pret-
ty well thought out. The trouble comes when you try o pur
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chase ewerything wou wani or need
and find ouwt that wouw can't, If this hap
pens, wou might need to backirack
and make a ew adjustments
Remember that a character isn't fin
ished untll you are happy with it IF
wou dechde that you spent too msch
ofl Cybenwane of [Bestyle, erase i and
stant over, If you decide you were oo
consensatiee with some choices, feel
free to go back and add new angles bo
the characher

If you just don't hawe enough
nuyen o do anything and want to
swvap your priorities, the end of the
character creation process is your last
chance 1o do 0. You control the char-
acter you create; fieel free o mic and
match and revise as you go akong,
Mathing B fnished wuntil the
gamemaster gives you a thumbs-up
on the character sheet and the game begins. And don't
wlny=—mmoney and Karma will Ao your way once play begins,
o you'll be able to improve your character and gear in couni-
less ways.

FIMISHIMG TOUCHES

The follcwing are the few final steps that will belp you make
sare your characher is fnishecd. Use fhese as a final checklist befone
youl begin play.

Fimal Statbstics

F you gave your character cyberware, the characier s
Attributes have likely changed. B 5o, write down your aug
rmented Atribute Ratings in parentheses to reflect the adcled
cyberware, Write affected Attributes down in this tashion: Body
4 [&). The first number s the character s natural Body Karing
the second, the ﬂ.ugl'l"ltl'ltl'.‘li" TaIsg In MoSE SEuNtDng, your
character will use the augmented rabfing wndess othetrealse
nisted

At this three. wou should alss caloulate your Characier 5 base
Initiative. Inidative is the character's Beaction Anribute « 106G
Cenain Cybersvare and spells may increase Reaction or nitlative
For the use of Initative in Shadownun, see p. 100,

Separate Inftlatives exist for mages in astral space, riggers
jacked into vehickes and deckers in the Matrix. Kules for astral
Initiative appear on @ |74, fgger Inltdathve on p, 140, and
Initdathve in the Matriz on p. 223

Surprisingly. the only Afribufe that chan@es for e
Covert Ops Specialiss s her Essence. None of her cyber
wane affects any of her Affrbutes. Her boosted reflexes
add an extra DS b her inldative ol Her fng sials ane

Body
Qwckness
Sirength
Charfarma

Lo NPT TR 7T
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infedligence 4

Willpower 3
Eszence F42
Magic e}
Redction 4

fitathve: & + D6 (206)

Because the Combar Mage i5 a ol with fough skin
thar replicates demial plating, e recebves + 1 fo Body, In
astral space, fnitlative s (infelliigence + 200 « 106, 50 we
acld that fo our fnal stafistics. The troll's fnal numbers e

Bohy
Cckness
Strength
Charisma
feiipence
Wilipower
Exgance
Maggic
Reaction

._h
o

L= L

faftiathve: 4 « 108
Asiral viflative: 24 « 1D

MHce Pools

The next step is o Create your character's dice pools. For
fore information on the use of dice pools, see p. 43 of the
Garne Concepis section, All characters have a Combat Pood,
Dinily magicians with Sorcery Skill have a Spell Pool. Full magi-
clans with asiral projection have an Astral Combat Pood,
Deckers have a Hacking Pool and Riggers have a Contral Pood,
To determine wour character's dice poals, see the Dice Pool
Table, p. 44, Always round fractions down,

The only dice pool our Covert Ops Speclaiist gets [s a
Combal Pool. The Combat Pool s S dice (5 + f + 3 = 12,
12+ 2 = &) The Combat Mage gets a Combar Poal, a Speil
Piool, and an Astral Combar Poal. His Comibaer Pool is 7 14 +
S5+86=15 15+ 2 =15 rounded down). The Spell Pool i
SM+E+ 5= 18 16+ 3 =5 Astral Combat Poc is 7 (4
th+d= |4 I+ 2= 7).

Karma

Each charactes gets | point of Earrma for his or her Karma
Pool at character creation. For more information on Karma
Pools, see p. 246 of Beyond
fhe Shadows

Starting Muyen

By now, you've either
spent all of your characher's
MUyen or wou ran out of things
i buny. W you have any nuyen
left over from character cre-
ation, divide that armount by
10 and keep the result as

&

. Wy

starfing cash For exarmpde_ if wou had 5.000¥ |eft from character
crestion, you would get to keep S00% (5,000 « 10 = 500

Don't worry, though—syou won't stant your first day in the
shadowws poor. Roll 3065 and masdtdply the total result by 100%
That amount, plus whatever nuyen you didn't spend in charac-
ber creation. is your starting nuyen.

Searting muyen can comie In multiple loims—any vaiety of
credstick, more iestyle pakd fon, securithes. stocks In oorporations,
secret bank acooumnis, a big pile of cash and 5o on. Staring niyen
cannot come In gear (magical of cihersise), weapons, cyber-
wale, Contacts, or anything that must be bought. except for
lifestyle. Characters. can purchase things iImmediately upon entes-
ing the game, but any iterns bought are subdect 1o Avallabiliey and
Street Index modifbers, as well as the whim of the gamemaster

Gamemaster's Approval

You dédn't think we'd forget about the gamemaster. did
youl Camemasters make the fnal decislon as fo whether &
character should be allowed In the garme. While this seems like
4 lot of power to ghve one person, character creation should be
shared betwesn gamemaster and player, working together o
muake characters that fit the style of game and the beved of play
Bringing a cybered-up, gun-toting monster ork vto a subtle
game full of mystedows elven magic-users would probably be
frowmed upon, so check with the gamemaster first and iy o
wark with him or her to achiewve a balance between the needs
af the group and story and your own personal goals

Background and Story

Mot lkely, you have been Hﬂhlns oul your character
throughout character creation. 'What does she look like? Wiy
doed he do what he does? Where did she get that cyberarm?
Honw corme his street name |5 Lucky Loule? Wy doss she run
the shadows? Who gave him his frst cyberdeck? This ks the
point at which wou write down your character's sfory
Depending on the nesds of your game. wou can do this in great
detall or in a rough, open-snded sketch, Consider the fallow.-
ing three suggestions:

* Write down some quotes that your character might say
Thiee of bur should be good. Fiction i flled with characters
that can be captured in a guote—everything from “Chve me
Liberty or ghive me deathl” to Do you feel ucky, punk?”
Caprture our Imaginathons and ghe us something to hook a char-
acter on.

* Write down a short paragraph, as if someone else was
talking about your character. Use the “Playing A " saction of
the sample characters o get an idea of what this might be (ke




o Write down a quick ocutline of
horw your characier got stared, This
exercise purs a fctional background on
the Priority Systemn. Go back and read
the example. We made decisions all
abong that route. and In dolng so
feshed out a background for the
Combat Mage and the Covert Ops
Speclalist. This method allows you o
explain your character's tralts, magical
ability and where he received his
resources, training and gear.

Get Ot There and Playl
Mo i°'s time b plck up your dice
and @0 on soeme shadownuns

SAMPLE CHARACTERS

The following section provides six-
peen pre-generated Sample Characters
that can be used as starting characters
or as the base for bullding new charac-
ters. Beginning on p. 326 you will find a
quﬂ,ﬂl:r-pa,gf ] sheret nurllnlng the
gear each character camies ard his of
hier dice pools. contscts, lifestyle and
stanting money.

These characiers were created
using the Character Creation rules found
in this chapter, beginning on p. 54. The
prioroy (A, B, C, D, E) assigned 1o e2ach
categony 4 listed an the sample Charac
ter sheet in parentheses. For example,
we asslgned Pricety £ to race for The Adept, which ks noted on
the record sheet & Race [E); Human, The other categories o
which we assigned priorities and also noted them an the
recond shieet are Attibutes, Skills and Resources

The priorty assigned to magic is not noted on the sampile
character pages, buf can e determined quite simply. The
Adept 18 assigned maghc as Pricity B: all other magically active
characters must assign Prioety A to magic. All ron-magically
active characters assign the lowest available pricdiy slof o
magic. For metahumans, this would be Pricety E; for humans
this would be Priority D (for human charachers, plnyers mist
dhhig_ll Pikarity E b race)

USING SAMPMLE CHARACTERS

The characters presented here represent only some of the
characier Dypes you can play in Shacownn. These were Creat-
ed to demonstrate a wide range of possibilities and the broad
est possible backgrounds available 1o begin play, This secton
s by o Meeans a comiplete Bstng, nor does 8 mean that only
oeflakn races can play certain types of characters. This Rsting is
meant to prove that all races can play all character types. IF you
like a sample character but peefer (o play a different race, you
can create your custom character according fo the Priosity
guidelines provided, Because skills are thed to Attributes, how-
ever, If s generally easier to build new characters rather than
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Race p. 34

Attributes p. 55

Cyberware

(. G0,

Skdils |p. S6),
Powers (p. 55)
or Spells ip. 60)

Resources p. &0

L
- iy B
-l i e e
it s M L
ey

Brief Description

adaps the sample characters from one rRoe 10 another,

O e asther hamd, B ol lee the race and “occupation” of
a sarmpde character ot want your charscter 1o have different
shillls, It's quite sasy to Swap published skills o different chodc
s, especially knowledge skills

Finally, because the sex of a character In ShadowTun pro-
viddes o advantages or disachrantages [except for any the play
of might adopt In roleplaying), feel fee (o change the sex of
ary sarmple character—il you wani 0 play 4 male cosen ops of
a fermale adepd. please oo 50

Playing Your Character

We included the Playing A... section for each sample char
acter to alfer players a littke background on which to build the
personality of their characters. While the distinction may be
subithe, each character s different Fom each Gther fépe of char
acter, Use= the Playdng A secthon as both the foundation for
and inslght into your character and why he s the way he 5. The
difference bebween a Weapons Speclalist and a Meroenany
might appear to be minimal: both are kgh-poswered. gun-tot
ing combat wveterans. The difference s that the ‘Weapons
Specialist |s rvore of an artist, while the Merc is strictly a war-
fiar—a distinction that can be pretty dramatic in the context of
rodeplaying. And there are plenty more varants of each char
acter type than just the ones we publish




THE ADEPT

RACE [E): Human

ATTRIBUTES (A)
BO S CIWEMNRGER
566N 6 4 & & 6N
ACTIVE SKILLS (Q)

Athletiy é
(hobrs {Rnthom Sricks) 1]
Etquette 1
Stealth 1
Throswing Wengorm. [
Urarmed { nashu i (8}

ENOWLEDGE SKILLS
henese

Frobesunml Budyguodag
Solple

ADEPT POWERS

Imgrerad Stvengih i
Imgreseed Unosmed Cambal m
Irmremed Bellens, ]
Killing Haneh: (1]
Pain Fesrinne: i1

-
Rt o e e Se M L R S RS LA R s

RESOURCES (D)= 20,0007
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PLAYING AN ADEPT ubsed, 4 b b ability 10 1uke demage withest dent ol mogic, phiosaphy, e e liguege, He

The Advpt . & megically oclive indrvidue Tutesing, His magic b akso improved his speed wichds contrel over his mind & Trequently o he
who follows the sometic way Instend of omsting anl riflenes. Combined with hi: sgility, steokh, does control wwer bes hody, throegh the arts of
spelks, he was his monic intenolly o develop hi, wond aibletics shility, the odept mn ploy the rele of — mediation and sculphere. In oddifien to dhadow-
mind and body 10 it ulmesd poteasal, phyacolly, oo, spy, or thiel with emse. wark, he sidelines o o bodygeard, whese his hills
mentally ond sparitualy He, nbibiy to wilt dom The edept is more than on axpert killing of patience, sleriness ond teatrol nre comostly
nge by wing hr. bady m & weapon hes been mien  maxchine, howaver; he & ako on elighiesed siu- bested.



PLAYING A COMBAT DECKER

While mas! dechers pefer to undertoke o
from several miles oway, provideg averwalch leg
work and sequrity voves Tor thewr team throegh the
Madrie, the (ombat Decker prefers to be where the
otien is. Me's ideal ber rum Thai require dired
penetration and on-5ile ampuler eccess. Sure, he

tan sneds in, byposs elechonic security ond get the
hacking done quickly and efficiesthy but he & jest
o copable of going toe 1o toe with goons. or securi-
ty il il comes 1o that.

hen! becowse he's big, chromed asd wired for
speed and chese combal, doma’ mesn be's bod ai
dedking, He ke for the resh of the Mavix, 5o

COMBAT DECHER

RACE (D)= Dek
ATTREBUTES ()
BQ 5 C | WE MR
6 4 5[MT 5 5018 0 48
ACTIVE SKILLS (B
ke i
{ompusar [’
{omputer B/ L
Cyber-Imglont (ombat (Spur] 4 [6)
Elestronicy .7 q
Efiquatte [Matris | (3]
Pisioks 5
Stedth ]
linormed Combat q
KNOWLEDGE SKILLS
Do Hovens g
Englich [ Decker Lingo) 35
Renel Wi 2 [H&)
Iachpan! Loefioes i
lopanese £
Read Write I
Matrix Gangs 4
Seattle Corparate Hosh ]
Sendy Ork Bors i
th Cemivey Comix Bosks L]
CYBERWARE
7 Datajecks dlphowore)

Heodwere Memary (Algheaoce] [ 200 WMP]

Heodwere Radio (Mphewore, Reting 5

Dbinus Cyheckmb (with buil-in
Smarigun Lisk, Sireagih Enhencement
(Retng 7} and Beirecioble Spor]

Wired Refenes [Alphaware, Ratisg 1)
[with Reflex Trigger]

RESOURCES (A): 1 000,000Y

misch 50 thal ba insiolled o second detsack 5o he
doein ' hove 1o jock oul b ccesses other devices
simubasgouidy. When nat on o run, the combat
deder keeps tabs on whot's going down in the
sprowl for his feommase:



COMBAT MAGE

RACE (€)= Trall
ATTRIBUTES (B)

B Q5 €I WEMERE
6TH S 6 4 4 & & & 4
ACTIVE SKILLS (E)

{onjuring [
Efmustie |Sired] a5
Infimidasion 1
Edged Wespon, [fword) a0
Sarcery [Spelkmsing] 5
Suhmoding Gan k|
ENUWLEDGE SKILLS

Chinese [Tried) 13
English {Cityspeak) 38

Rizael Write I (M)
liang Identificafins ]
Mogic Bockgroend [
Parsnosmal Anmmak [rban} 113
Redmand Boneas L
Seaitle Ork Underground L]
Fried Podiics 2
SPELLE
Hezl q
Intremae Renclian |
Lightning Bolt i
Mosaball £} §
Mosn Bok i
Powerkal (F] 3
Siurbok 4
RESOURCES {D): 10.000Y

PLAYING A COMBAT MAGE ombai, whether fighsing with his gums, swerd. or ~ out killing them {somesimes you need info more

The Combal Moge exists 1o deal out death ks reperioine of single-torget and oren-effea #han analher cosualty] os well es magically heal
ond destrustion, whether physacally & mogically spels. He con oock your neck jst m eosityoshe  wounded comrades efterwerds. If spells don't ost it
He is big. lowd and infimidaing, ond is primardy ~ can crackle your brin when he hits you with the  the combet mege can use infimidatien and his
iathed for dropging his tenmmeses out of tight full force of his Lighining Bolt spell. street-boen skils to get him out of tight spes:
spats, The combad mage is no light-weight book- There's mant b shadowrunning them killing
worm of o magicin. He cooves the excilement of  peogle, hawever, 1 he con fake torgats down with-



COVERT 0PS
SPECIALIST

RACE (C): B

ATTRIBUTES (D)

G 5 CI WEMR
¥ 3 ¢4 33000 1
ACTIVE SKILLS [A)

Athrbetir: ]
Chabr: {S0m Balon] 315)
p— 1
Beromics (Maghock Spslems)  31(5)
Ermuette [Lorpore) 507
Megubaliens |Fas) belkag} N
Frudals L]
Sienlth &

Unarmed (ombod (Kick Mecks] 3 (5)

KNOWLEDGE SKILLS
Conporie Finmae
Loiposate Polilic
Fhoes Wirses
[nglich

Rosael, Wy e
bapumerie Culiuse
bepumerir

Roaal Write
Maden Jozz

Puypthokogy

CYRERWARE

Bossed Refbexes (Ralig 1]
ETH‘HEW—E”‘wl
Heswiag hmpliiention, Recoer |
Cybereyes [Mphoswe| | with (omoen, Flare
Lompersahon, Low lghi, Relnol Dughoatien
{Rutemyy 5] v Fhermogeughie Y|

Datapack [Alphassre]

Hendbwer: Mesmony | 150 MP]

Hendwre Bodia (hlghirmure, Botny 6}

Smurtgun (mb: (Mphowore|

EESOURCES [B): 400,000Y

e el e e R il == e ol

PLAYING A COVERT OPS SPECIALIST s of athbetcs, ond guerds von be fosa talked o The sgevishst moimoe: o shicl cove denlily
The Cover! Ops Spedalist is o mmber of mél-  tokes ol phrsicelly if secesory. Once mside, she — which she wses 1o concenl hes sue identity and
irafion and unstharized scces. Her skills ond oo smenk quiety oboel, communicete silestly vio  geals, o5 well o 1o lure sesuspecting longels inla
goor allow hes bo survey target: ond qother mselli-  headwore rodis, end use her oybered sanses and her confidence. She's o volued seammue, vithar
gence. Using her Blaciromics Shill, sequencer ond redin scomners 1o keap on eye out b ireuble oo wlwmalion gutherm o o5 an odwnee soul
relingd deplicafion, she.con bypms seowity systems  Anylhing she sees or hears throwgh her amglified
ond olorms like o megoooep evading o fox. semsirs oon be recorded ond siored in hesdwre
Poysical obstodes ore byposed theough the — memsry



PLAYING A DROME RIGGER

In the paroneid, ultro-security mindsel of the
mid-twenly-firs! century, the services of the Drone
Rigger ore i bagh demend. With his skilk and
muothines, he provides on nanymans ond often
undetecinble method of surveillnce, protection, o
mttock. Everypone from medio snoops ond pirote

Irideslers o deteclives ﬂrﬂﬁﬂﬂ-m-;nﬂ
the drane rigger om their side. Even corparate
execs booking to get the dirt on o rival wil pay
good cred for wrveillonee Featge.

Bl B drome rigger isn'l just on infarmatisn
gatherer Her's willing ond able 1o jumg ints any
aombat siluatien. He rums hi drones os if they

DRONE RIGGER

RACE (D): Dwarf

ATTRIBUTES ()
BEQ § €1
3% 335§
ACTIVE SNELLS (&)
Lar

Rurior Aircraft

Rolor Aircraft B/R

Yecior Thrus! Aicrale
Vecier Thiust Aircralt B8

?
[T R R S T S R

EMOWLEDGE SKILLS
Comgules Bodkgrousd
Englich

Reeed "Writg
Mofig Fisone:
Opero
Fingte Tid Brondossiers
Yofehowe Lecotions
Seattle Junkyords

CTBERWARE

Cyberryes (Alphewore) [with Image Link
Thermogeaghic Viion, and Flare
Lompessotan|

Commlink 5

7 Detajocks | Alphaware)

Weodwore Memory [ Kphewarel{ | 00 WP

Heodwore Radia (Alghowore, Ruting 5|

Knswalft Link [Klphmanie)

Smortlink [Alphewnie)

Vabicke Caniral Rig (Alphowors, Roting 2)

RESOURCES (Bl 400,000Y

A e L R e LS e I

WEFE EXI FUNNErs on o mission. He com provide
mutiple fields of fire and wver the seom's back.
He con ok pilot vehicles for the quick gesswny
During downtime, he can be fund stoering Fvery
kmawn junkyard in the sprol far reglocement
parts fer his “bobies.”



PLAYING THE FACE

The Foce is the gilded-tengued warrar of the
shadows. In her mind, if's mot sboul guns, mog,
o even cyberwore. 'y all obout stk and cherts.
mo. Whether it's negosafing o confre, islerregal-
ing & captive, o alking bher way pst & security
theckpesnt, the's the soval chomeleen. There i

nothing het fazes e Foce. She & able 1o hang
tough with go-gonger aed mingle with hgh soo-
ety figures with equal ense

She con talk of kength abost politcs, lnero-
tre and ol ee hewilder her subgects with bizone
wivin. Bul moke r mistoke, the's ol o warriar,
e Phrill of the shodewrun is im her bload. Her

THE FACE

RACE (Q: BF

H

Ptk [ Fichieati Sexusity] 1
Steaith 1
Unarmed Cambat [(oromeleg] 7 (4]

KMOWLEDGE SKILLS
Ebvan Satiety
Englsh

Feod While
Esoteri Irivin
Litermhms
Megoroiporue Puditics
Medern kit
pereihiel

Read Wrise
Seattle High Saciely
Underwarld Palitics

CYRERWARE

ik {Alphaware)

Disploy Link {Alphawere Rstisal Mod]
Eor Recorder {Alphwars)

Hendwire Memiey [ Mphawore|[150 WP
Knowrsalt Link [Alghewore)

Refinal Cock [ Niphaware Rifinal Mod]
Resinal Duplication (Rasing 5/

Select Sound Filler [Reting 5|

Waice Medulolor with Plopbeck o
Secmedmy Pestars (Rofing b)

RESOURCES [(A): 1,000, 000¥

L T e e I e

ubelilier, ¥ bkend in ond mmperwnnle ofher
[enhanced by her voive modulster and retmal
duplicmtion] make hes idesl lor underoover ops.
find her endless number of enfacts and numer o
slehewses mean she o disoppent wibaut o
troce, which i ahways helpbel # thing: dan'r ge
down: jest right




PLAYING THE INVESTIGATOR

The Investigator {or desective, gumshoe, er
privae eyel &5 o Bhwowbock 1o the deys before e
lwnkzning. His skilk ore peocticed and volued by
everyone i the shadows—diggng up dirf, chming
down |oads and working his conbocts, Just becowse
be seems out of place dossn't meon that he is. o
e makes sure to stoy on 1op of the lotes

advances. Despite o lock of cyber, he's no slouch
with bis fr, cdough he'd rather use his street
smarts lo gel oul of inosble. His wenpen of cheice
is shte-of-the-arl surveilance geor—which he's
wsed 1o loke dewn more than o opponent.

The investigator & in the shodews for the fit-

e quy—these who cos't stand up for themmsalves.

The investigoior akes their jobs even if the pay is

THE INVESTIGATOR

RACE (D) Ork

ATTRIBUTES (B}

e WA R R e WA T W G el el Ler

(hemisiry (Phormomuico) 7 (4)
English |Cityspack) 418

Reod, Wil Tim
Faremic,

i = Ll e ol O s

RESCURCES (C): 90 000

o, ond pursues them with o joded and dogged
savbbornness. He walks fhe fhin kne of the kow,
and if pestice 't meded out by those with suther)
ty. he' dispense his own frough o guck portlobe
dowrdond 1 voriows shadow dmobases and media
outlets—or worie,



words: “professionol warrior " He his bis own
heels ond his ewn agenda, but the botem lne i
that be has the troiing, the skills ond the experi-
ence to toke on ony job of any time—and he wil
if the price & right. He & o veteren of numerows

wars ond cenflicrs, from guenill warfore woged
bry Yureton rabeds in Aztlan 1o the Desert Wors,
whare megooorporations give their froops tombal
iraining by pitting them agoimd each other m rov-
oged regions of Mrim. His past werk ond Iravels
have lett him well-connecied with access to militory
e, informotion and medical necessities,

THE MERCENARY

RACE (C]- Trall

ATTRIBUTES (A)
] @ 3
10013 57 900

RESOURCES (B): 400,000¥

His troining meam: that the mescenary is
skilled in heavy weaganry— the mol spe sulf that
you don'l Find on every sireel corner. ks o fost ond
stealihy iroll, be's ideal for o teom needing mobile
firepawes.



PLAYING A SPRAWL GANGER

The whan sprowl is the gosger’s home—
every bock olley, booze howse, ohondoned building
o burned-sat car. This bombre i pure sireet
mirscle and he's get the dummers, the rop sheel
ond the beuises ta prove it. His lifu is filled with
vanlesxe ond denks of pere intimidation. As long

us he's the one dihing ot the punishmend, he
stays on fop of the heop of sireet sum—aone
small mizstep and he'll quickly be creshed wish the
rest of the gorboge. Whether enforcig the neigh-
barhood protection rocket or going “big time” with
wome mob-tenneded solders, his srength, shills
on Serrerizing desseanee are in demond. He

SPRAWL GANGER

RACE [C): Trol

ATTRIBUTES (A]
B @5 C

I
noxm s wae 3

L
1580 14

ACTIVE SKBLLS [E)

e gt (Rating |)

RESOURCES (D] 20,000¥

rovaly uses his gun—to o gonger, freoms ore
good bock-wp; bul if you cen’t crack somenne’s
skull with yeur bore hands [yech, implants, choiss,
or 0 simple lead pipe count], then you dea't belong
in the sprowl.



STREET MAGE

RACE (Q: B

ATTRIBUTES (D)

g 5 <
b

WEMm
24 1 b6 &

-]

i
]
ACTIVE SKILLS (E)
Autn Reading
ot

Eiquatte

Bl O O s O LS

£
g
F
:

Tir Toingere: Polilics

SPELLS

Arsio

Driest Enamies

Influans

Had

Leviiaie

Worg Aok

Physicel Mask

RESOURCES (B): 400,000¥

T b b e e

oy

- a o b i x , I-|I
\\‘-.:_\'_-F l'r_' L “-
e _ U
Jﬂ | aE
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FLAYING A STREET MAGE Mogi: # the conter of her libe ond oll ospecs  meniak jo wreak hovoe. Magicol threats and magi-
The Sereed Mage is the ment bolonced of the  of it inirigue her, but this doss nat get in the way tinem, wha procice “block orts” ore shso infepsting
shadowrunning magiciens. She peefiers the thiill of  of her working with shadowrunners. She does mare o her, and she may take risks fo mpture & pen
e on the stroets, but con easiy mel inlo moin-~ than her share of the duty, from estal overwaich  mem or gt o doser look ot n astral signaters.
streom saciety. Her skilk: and spells reflect this bal-  and sioying aleet for amy surprises to swstaining
| ence: and cover 0 wide range of mogical abites disgquise spelk for o mfiration leom. When the
| frem offense so dlusion b heolth. gomg gets tough she can ohwerys coll o bher ole-



STREET SAMURAI

RACE (E}: Homoa

ATTRIBUTES (E)
P & 5 C I WENRTUBR
406 & 5(M 3 & 3 00 D&l
ACTIVE SKILLS (C)

Athbericy ']
{yber-Implost Weapenry (Spuns)  #B)
Eded Wenpom: i
Etiquetta [Sirest) 114
Lendershup i

:

b
B e e e L RO B B PO AN

CYBERWARE

Cybereyes [Mphawere] [with Flore
Compensation, Drsplay Link, Low-Sghi,
Frofeciee Covers, and Theimographec Visian]

Darnpener |Alpboware)

Datajeck | lphaware]

Dermal Potisg [Mphaware, Rafing 1)

Hearing Amphficefion |Alphoware)

T Gibeviouns Cyheroem, [with buili-ia Smarfink,
twn Resrostable Spers. end Srength
Embancement (Rling 3)]

Reacton Enbanger | 1]

Wired Reflexes (Wphowore, Rafing 7]

RESDURCES [A): 1,000 D00V

PLAYING A STREET SAMURAI the drhanorable sum in the sprowd by upgroding — ond leodership quokies alten ploce him in chorge

Thl.‘-“r!lr‘idnll.lltl v itie Then an wrhon lirs, hﬂl'f wilh :g,-lnflm:_ ul'lﬂ'twlh'gﬂ't finie -r,d mpwp& mﬂthjlm:._ o he B
peedator or partiol cyborg, he & o freelonee opero-  of msonity m be loses more end more flesh fo the  percaplive in detaling mission pless ond objectives
five who follews o sivicl code of sireef honer. He is  surgeon's knife His cyberware anhancements give him an edge on
i leamed in the weys of the ireditiona somurei He selks bis skilks, taining ond cybeswore for ~— the ompesision; Sase whe eederestimoe his o o
warrior 0% he & in the proctice of securiy proce profit, bul be is not on omorol killer ond will refuse oy sireet punk soon regret sudy o lethol miske
deres. The somurai iries 1o sioy one step ohead of  jolw that he censiders dshonorable. His experience



o[REET SHAMAN

EACE (D) Grk
ATTRIBUTES (8]
B § CIWEMNR
5 4 555 4% K3
ALTIYE SMILLS ()
Lanjrng b
Electranics B/R q
Friquette {Sieel) 8 18]
Pl E
Sorcery b
Stealth b
Unermed Combot |Eite| 714)
KNOWLEDGE SKILLS
Erlogy (Sewers| LY
English (Cityspeak] 547)
Read, Write 7 [NA)

Mxgic Background 5
Mechanicn| Trogs i
Srowmging 5
Seatthe Ork Undesgrouad 3
Tomic Hazords ]
SPELLS
Anakge Device [F) L
Chantic Wioeld 5
Detect Life L
improved lavisibiliy 5
Magit Fingery 4
filpace 4
RESOURCES (E): 50004

FLAYING A RAT STREET SHAMAN harmsing them with migic and Irap v they the surloce dwallers obave, 'l|l.lﬁ] their

The Sireet Shaman follows ket ond s on  loove. (OF course, she'W be sure bo wia her spelli to sirengths and wesknesses. Combined with her
ond among seciety’s cosdeways, in the sewers ond  hoka onything volusble they bave firs ) sleaith and magic, such knowledge mokes her o
the tunmals of fhe infamous Drk Undesgroend, The Sure, the sewers ore nothing bt shedge, poi-  naturel af peneiraling seceity ond ooesing insiol

shaman needs lirtle 1o get by, ond qn scovenge son ond washe o you; but e street shaman knows  lotiens, and therebore invaluable no motter what
emything she needs. She guords the sewers, using  the balence of the life cycles of the sewers betier ~ kind of shodowrun yeu are o
spells, spirits and steolsh 10 desect intruders, ond  than ony other. From thi, she knows mech ahout g



FLAYING A TECH-WIZ lntest cectrom seomity devices the conp bes just
The Tech-Wiz & o new hoeed of dedker, ene mslulled. He hirs the skills, the ook and the rech-

that con not oy sccess the Mol bed noobo the vy o bandle ofl the teom's tech needs.

musder of ol Bengs clecirosc. He oo lind o wiry The tech waz rusts machines and is probably

o splc in fhe Mok ond o the foam froms~ better oble o understond therm than he poogle

afar ar he can by along o the run and disshle the  he's oround. He's not anli-soal, bul be is rathes

THE TECH=WIZ

RACE (0 Dwarl

ATTRIBUTES (O
g § LI WEMNGBR
45 5 36 5470
ACTIVE SKILLS (&)

Bike 10

Bioilech

{or B/

{ompuier

Lomputer B/R

Deamirkiioa:

Flechans

Hecivanics BB

Hriqeete {Mairin ] 2
Hizmvy Weapens B/R

Prilok

Saenith

B S s O O e ) e

il
= |

L RS R

ENOWLEDGE SKILLS
{onapivacy Theoniey
{ybestvshnelngy
trgineering
Fnglrh

Rl Wi
apimiia

Rea Wi te
Wurtiic Jopogiaplry
Wegoosrponaie Resemnch
ety
Pheysics

CYBERWARE

Chippock [Alphaware]

Diafiagock | Myhowe)

Hendwine Memary (Alphmsone ) 300 WF)
kmivge Lindk {Alphmwae Resnol Med)

RESOURCES (B): 400.000Y

[AFSE T S S S L S ST

suspinionss of peaple — and the s he spends in
dutnhmven compirscy feeomrs doesn' | help. Bul
wheen he finds people he rush, the tech wi cn
give excellent sirategic dvice ond mvent gk
swluliom, Yo potentioly msly pisbless, espeiolly if
ithey invalve sy Fpe ol machise



PLAYING A TRIBAL SHANLAN

The tribal shoman Follows the coll of Raven,
and lives im the wild under the open sky. Her
undersionding af the werld ciems from bar experi
anca with B Flow of noture. While dhe con be
invalved in the polifics of ber fribe, she prafers 1o
disaup! matters with pranks ond mischief rather

thon offer any politicol ngenda, far Roven is the
irickster ondl the harbingar of choos. Har sirengihs
bt undes the wide-open skies whare moonlight can
play ricks o you,

Wany runners underestimale the iribal
shaman in the sprowl, bul her magic revolves
oround chans, and whet com be more dsautic than

TRIBAL SHAMA

RACE (D}: Dowuef

ATTRIBUTES (C)
BEQ 5 C

I WE MR R
{14 4 54 7 & & |
ACTTVE SEILLS (&)
Kibedis |
buro Reoding i
Eaiech (Fiest Aid) 14
Longuring b
Eriguetie (Hibal} 104
Hesgatiation (Can} 35
Projectile Weapom (Bow) Ji5)
Seopery ]
Stealih |

linsrmed {nmbgt |

KHOWLEDGE SKILLS
nthrapslogy
(osking
Emglih
F el Wiy
Mogit Background
fribal Palitics
Toology (Wikdernes) 35

SPELLS
{onfrion

Hesal [F)

L
Inflypace
Laghireng Bel
Fyiival Boorie

e alle Pl Y ol ol

—r

o e e e N

RESOURCES (E): 50004

the wrban blight of the city? She prefers ostdoor
runs, of course, especinlly these in rom-down o
decoying oreas. She wn protect osd oid wounded
tenm members o3 well o5 diciract and engege the
eppazsion, She eko expech 1o be well rewarded
for her services, preferably with o good meal



UEHICLE RIGGER

RACE (D): Dwrf

ATTRIBUTES ()
e 5 €I
5 58 i

ACTIVE SKILLS [8)
(s

(ar B/R

Hextronics B,/R
Erigetie

Haveicrahi

Gunsery

Fetor kroohi

Relor Broroll BB

Shetques (Enfield)
Westor Theust Aireratt

L3
w"-"'
AR LA L L L Be e

NROWLEDGE SKILLS
Inglasuieg P
Englh |Cityspenk 4 {a)
Eeod Wrile 2 (MK
Gang ldentitication [Go-gangs] 4 (6)
Herdiore Penk Bonds i
Wilitery Winged Lrorolt
PN Border Pateol Todics
S
RendWile
Smiuggler Hovem
Smuggler Raules

CYRERWARE
Dtk {Alphware)

Smertlink (Mphewe]
ehicks Canirol R (Rating 3)

e Pl ol e G

RESOURCES (A): 1,000,000¥

PLAYING A VEHICLE RIGGER o harve o liile souped-up mwmber that's rmed end  from o hat LZ. 1f his heavy gues and missiles don't
IF it com be driven or flows, the: Vehicke armered ond reody for o reod test. Aad don't cul it, he con bring in o drone o two for wepport.

Rigger con drive or fiy it. If ke doesn't know bow ~ sweat if breaking dewn—he's gol the heals ond The wehicle rigger is oka wsehul fer smugghng rum,

¥o ol whal you've got, he'll give it o shal any skill: ho repair it s he kows what border spos are hot and where

way. He's part barmsermes, pert test pilot, part The wehicle rigger excels in vehicle combat, 10 lie low and moke rapois during the run,

doredevil and even part mechomse Even if yeu whesher il o high-speed chose thraugh dowsdown

dun't have o vehicle, ii's ikely thet he jest bappess.  streels, on oevial dogfight, o extrocling the leam



PLAYING A WEAPOMS SPECIALIST o situalon ories where she domat howve thol
The Wieopor: Spealist b profient ol using  weapon hondy, he con improvise something ihai's
and repairing jus! abest any weapen you've ever  chose emough o find o dealer o provide it

sasen anl quile o few you've never eves heord of. Her skilk and coliecied wenponey combas:
She i el Tor nens that require variety, skillond — with lethal procision, bet it's ber command of the
unipivisaton. She sstinclively knews whal taclival that grees her the odvanlage. As o veseron

weapens need to be wsed i every situntion. And il of welliple wes roses, she doew’t noed he become

WEAPONS
SPECIALIST

RALE [E): Human

ATTRIBUTES (8]
BO 5 C
1

I WEME
4 & 5 B 14150 &0
ALTIVE SKILLS (&)
Bigsech (First Aid) k]
Edged Wepos
Eiquelte
Gwnnery
Heawy Wenposs
Heavy Weopos B/R
Fistak:
Fisteh B/T
Fiagectile Weoporr.
Subrmn s G
“iralth |neking] I
Theiming Wrnpor.
KNDWLEDGE SKILLS
firmes Dealers
Busdy Amion Fabicetion
Demalitmn:. Backgreund
English
Eeod Wiile
Garnbéing ol G
{eerman

R - S U S N

-

Fead Wiite
Gt
Ml Mamiiloiterer
Piysiies, [ Bollissics) 114
WAL Tenm Bty

L A e

£ —

CYBERWARE

Boosier Reflenes [Eating )

Cybareyes [with Display Link. Flare
Comperration, Low Light, Flestonic
Wirion Mognilialien [Rsting 31|

Sonmilink {Alphmame)

EESOURCES [C): 0, 000Y

# cpbened siveel somine bo gel the b done. She's
wnlikrehy b gel wrvohed m amy exchoge wilthost o
o ond o chear odvontoge. She obe stays on fop
ol current devilopments, and moy be o volsable
infoimation souice on milary echeslogy.

T E e
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hen you wanl your characier 1o bep
breathing. talking or sfanding
ing that a character has acopuis
I knowledge rather than narmo
thsir characters so thatl @een hao SR

skills thar vary In siyle, Keeping
I that players need to keep in mind,
their characters, plaers may use

o the action, to accomplish something beyond
bl represent the abilithes and undersiand-

shills are general techniques and bases of
fons Whis approach allows players o customize
background or aoCupation may Rave ‘....""'
gy of staristcs and specifics

gl knuwhh‘

BASE SKILLS _
Base skills are the i —Smenta skills in
an indhddual is born with: skills ang abilines an ir
thee training amnd rethod: aracter has picked up thak
in a certain way., To reflect this connection. 2ach skifl s
chiedr linked Attribwtes appears in the Skills and Linked Aeeributes Table, @ B2 M'
The skill system in Shadownn is open-ended, which allows [aners, =, and Fi - . 1
o establish mew skills by lnking them with an appropriate Attribuge, A 1 l=arn any
number of base skills, and moare will be added in subsequent Shacowrun products, Gamemasters el
and players are encouraged b0 add thelr cam base skills as they seem needisd to oowver warious il
areas of the game. The base skills for SR3 are described in detall beginning, on p. 85,
Skills. are grouped Into three broad categories: Active, Knowledge and Language shllSe s
Characters begin the game with a set of these shills chowen by the plaped (58 Creatng a
Shadowrunner, p- 52). During game play, characters can improse of specialize In skills, or leam
mew cnes as they expenence new things. The skifl/ Attribute Bnk allones chasacter to @asily learn
and improve skills as long as the Skill's fafing is equal to or leas than the character s ratfing in
e limked Attribute, Once e skill rating rises beyond the character s inborn capacity [his o
her Anributes], increasing it funther becomes much mone difficult. See Improving Skills, p. 244

ACTIVE SKILLS
Active Skills are the skills characters use bo take action, to affect something of to somehow
make an Impact, These skills are the ones that usually matter the most to shadowrnunners—i#ir-

.................. s S—— Shadowrun, Thing Eoitho | ﬂ‘l
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ing & gun, negotating that new contract, diving a hovercraft
and sa on. Actiee Skills Include Bulld/Repalr Skills and the
Eriquerte 5kill. For a4 complete description of base Active Skills
andd speciallzations, ses p. 85

ENOWLEDGE SKILLS

Knowledge Skills represent what a character knows absous
centain subjects, Beginning Knowledge Skills are based on a
character's Intelligence Attribute. A character may have any
mamber of Knowiedge Skils at any time, limited ondy by che
player's needs and Imaginathon. Enowbedge Skills are usefid fos
Beshing out a character by defining his or her background o
areas of interest. They can range from Belds of knowledge
important in the game universe—uch as Corporate Finance,
Political History, Cyberware Research or Magic—to maone eso-
teric, bizame or mundane interests such as Sim-Starets, Trall
Thrash Abetal Bands in Seattle or Elven 'Wines.

Enowledge Skills fall into five categories: Street,
Academic, Slxth World, Background and Interests. For a com
plete description of base Knowledge Skills, see About
Knowiedge Skills, p. B9,

LAMGUAGE SKILLS

Lamguage Shills represent Languages 4 dharacter Knows and
his or her ability 1o speak. read and write them. More iInformation
on Lamguage Skills appears in Abour Language Skiifs, p. ©1

SKILL RATINGS

Rl ratings are the numerical values asshgmed o skills
either at character oreation or when the skill s bearned during
game play. Skill ratings are uswally written as the name of the
skiil, folicwed by the rating. For example, Stealth 5 means the
character has the Stealch Skill at a rating of 5. The skill rating
represents the number of dice rolled wwhen making a test using
that skill. For exarnple, the character with Stealth 5 wwould roll
fiwe dice when making a Seealth Test.

Al shill ratings begin at | If & charactes
does not have a rating of | or higher in a skill
e O S OhDaes 0l PorSaess, the kil in auesticn
The character may stll amempt actions shich
may reduire that skill, but at a distinct disad
vantage (see Defaulting. p. B4). Skill ratings
harve no upper limit, though It becomes e
difficule for a character to learn a skill s#en s
rating 5 much higher than the character's
linked Artribute (see improving Skills, p. 244)

Skill ratings repoesent how good a charac-
ter s at a task when wming that particular skill
The Skl Ratings Table an p. 98 describes the
evels of knowiedge and ability that accompa
ny different skill ratings.

SPECIALIZATION

Maryers can choose to have their characters
speciallze in a panticulas karm, shyle or subset of
4 base skill. Speclalizing means that the char-
acter has allocated a large chunk ol his or her
shucly and practice time o mastering a specific
aspect of a skill rather than the skill a5 a wisole.
By narrowing the focus this way, the characrer
becomes. much more proficient in the anea of
e skdll in which he or she has specialised

A speclalization s usually listed in paren-
theses after the skill name. For example, if a
chafacter with the Pistols Skill specializes in
thie use of the Ares Predator, that character's
skill and speclalization would read Pistols
[&res Predator

I you wish your characier to speclalize in
a skl at charscter creation, Arst choose e
specialization. The Active Skills list beginning
an p. BS gives exampes of speclalizations fos
each base Acthve Skill, Mext, give the speclal-
ization a rating | point higher than the charac
fer's rang in the base skill to which it is con-







nected. Then subtract | from the base skill rating. The resulting
nurnbers are the new skill ratings for the base skill and the spe-
clalization. Increasing the specialization rating and reducing the
base sholll rating reflect the Fact that, i Choosing 1o MCUS ON one
aspect of a skill, the character has improssed his or her ability n
the specialization at the expense of the skill as a whole, Both
ratings can be improved as the game goes on

Each character can begin the garme wilth only one special-
ization per base skill. For mone information on beginning the
garme with spedalizations, see Creaning A Shadowrunner, p. 52

Characiers may take on additional specializations per base
skill curing game play. If you wish to specialirze during ihe
game, you need only pay the somewhal dieaper Rarma Cost
for Increasing a specialization (see mproning Skills, p. 244},
Starting & specialization during game play does not reduce the
base skill rating. Mo speclalkzation can hawve a rating higher than
mwice the base skill rating, except for a Rating | base skill with
a Rating 3 specialization. In this case, the Characher miust rase
his or her rating in the base skill before he or she can raise the
specialization s raring harcher

A& character cannot have a number of specializatons
greaver than his or her rating in the base skill's Bnkeo Atoribute

Sioux City, a rgger, began the game with the Car Skl
af Rating Linforfunarely, she also startedd willh nor moch
nuyen, and coult! only aford & Ackrablie. She specalizea
fn driving a jackrabdst af character creafion so fhal she
courkd pudh ber vehicle fo the lmdts for her team. This deci-
sicn gave her the following skilf ranings: Car 5 {(Jackralalsi
T Afrer a monih of playing dme, Sioux s feam “lberanea
an Ares BEowdmaster from some conp Siooges, which they
prefer (o use on shacdowrns, Siouy wanis o maximize ner
abilities, s¢ she decides fo take an Ares Roadmaster spe-
ciadization o her Car Sk, Her rating in her new special-
ization equals &: her current Base Car Skill Rating plus [ (5
¢ | = G Her Car Skl retnains af 5

DEFALILTING

Sometimes a character wants o attempt an action, but
does not have the necessany skill. A character in this sibuation
can still act: howesoer, b o she will Bnd it rmone difficuln fo s
ceed than a character who has the reeded skl

Irmprovising when your character doesn't have the neces-
sary skill is called defaulting. Defaulting alloswss a character 1o uwse
an associated skill or Atribute in onder @& acl The numiber of
dice you rodl for the test and any applicabde modifiers 1o the tar
get nurtber will depend on which defaulting method you use

THE DEFALILTING PROCESS

Characters can default from skill to skill, fram skill fo spe
clalization, or from skill to Attiibute. Lach method of defaulting
fallows the same basic procedure: beagin with the skill thar your
character neects o wie bul lacks, and then defaull to a skill the
chatacter actually has, of 10 an Attibute, This skill or Attribute
5 called the defaulf skl or defawt Arnbure. The skill you ane
defaulting from determines which skifls or Attributes Can e the
glefault skill or Attribute. A cdharacter may have several options

&y [ Shadoswrun, Third Edition

and the player may choose whichewver route seems most
attvantageous to him or her The roube taken will depermine the
modifiers that apply to the base target nurmber. The Detault
Table, p. B5, semmanisoes the thiee detaull methods, tarsget
nurn ber rrodiliers and appiicable pool dkoe

Characters canmot default to a skill or Attribute ouwtsicks the
category of the one to which the first skill is linked. For exam
ple, & skill linked to Strength could nol defalt (o any other
Mhysical, Mental or Special Attribte, nor (o any wheills limked
with them. Likewise, characters cannot default frovm an
Airibute or a specialization: chasscbers can onby delauit rom
hase shills.

In most cases, the defaulting route with the least numbes
of steps has the smabest number of modifiens and penalties
Use e Defaulting Talle on p. B85 o help make your decision

Using the Skills and Linked Attributes Table

The Skills and Linked Atributes Table on p, 82 lists shilly
uncer their lnked Attibubes. and also groups skills by type
These skill groups are boxed by group. Characters can only
default o and from skills within a group. They cannot default to
skiills ouiside the boxés: if a characier needs 13 00 S0, he or she
miust indtead default to that skill's Linked Attribute. See Active
Skill Categories. p. 85

From Skill to Skl

To cefault frorm one base skill o another within a akill
grouping, roll a number of dice eqgual fo your rating in the
defadi skill, Defaulting Increases the target numiber by L. |F the
default skill can be augmented with & dice pool (see p, 42, the
maximum numiber of pood dice allowed s equal o halt your
rating in thiat skill {rowmcd dosaen]

Ratchet has the base skill Shodg@uwn af Rafing 5
Unfortunately. fe's in roulde, and the anly weapon Javall
alde (8 an assault rife. Rarcher doesn't heve the Assawli
Rifhe Skil. so he defawrs ho his Shabgun Skdll His rarger
number is 3: defulting acds a +2 maodifier, ralslng If o 3
Raichet i rolling 5 dice (his rarimg i the defasr skl plus
up fo 2 chice From his Convbar Poal (defawr Skl Rading 5
hcled bee X s 2.8, which s rounded down o 2)

From Skill to Speclallzation

To clefault frorm a Base skl 1o & speciallzation within a skill
grouping, roll a member of dice equal to the specialization’s rat-
ing. Defaulting Increases the target mamber by 3. I the default
skill can be augmented with a dice pood, the Mmaximuam mem
ber of pood dice allowed s equal 1o hall the character s rating
in the specializaton's related base skill, Characters cannot
defaadt from a base skill to & spsecialization in that skl

Ratcher's pur of ammo, and now one of his Fakora
QDEONENTs is artacking him with a sword. Ratcher defenc's
hdmself. wielding his assault fife ke a club. He doesn |
have the Ciut Skill, bur he does have Edged Weapons 4
(Sword &) S0 he decides [0 Jelaar o his sword special
izarian. His fanget namber is 4, madifed by +3 for default




ing. which raises it o £ Rarchet s ofitng & dice for the
sword speclalizaton, and can wse wp o 2 dice from his
Combat Poal (half of Edged Weapons 4)

From Skill to Atribute

To default from a base skill to It
linked Attribute, roll & nember of dice
equal fo the rating of the default
Artribwte, Defadting increases the tanget
number by 4. Mlayers cannot use pool dice
b augment this test. MNote that characters
may nol default o any Attribute other
than the Linked Abiribute

Ratcher has mo Biotech Skif. bur he
desperatelty needs fo get his wounded chummer an her
feer. Tossing aside his weapons, he defawlis o intelligence
to apgly frst ald fo Ris pal. His taged number is 7, mool-
fied by +4 for defaiting. which rnises i to 11, Rarchet fas
[nfelligence 5, and so i rolling fve dice. He can 't wse pool
dice to help him out this me. Cood fuck. Ratcher

LIMITS ON DEFALILTIMNG

Il & skill requires a test with a modifed Target Mumiber of
8 or higher before the defaulting modifter s applied, a charac-
ter canmnot default from that skill, Spme things you just can't do
with no training. This means that a character with a skill at
Fatingg | has &t least a chance of pulling it aff, while & character
wiithoae the skill may not &ven be able (o attermpt the action.

If thee default skill requires an Open Test, the defaulting
madifier ks subtracted from the highest die roll result on the

Open Test. S5ee Open Tests, p. 39,

Hancher needs o cimb 4 wall ro escape 4 hall of bl
fets. The gamemaster defermines that the fanget number
to make i over the wall s 8 Rarchet doesn’t have
Avetics Silll, 5o ke reeds o defall. However, e can 't
defawlt re his Boay Anribute because of the high aoget
number, Btchet needs another plan, He decldes to hide
in the alley instead. He doesn't heve the Stealth Skill, so
he cesfauits ho his Quickness Abivibute. He mlls & oice
(CQuickness &) and gers [ 4, 4, 4. B ana 9. Rarchet receives
4 =4 penalty for defulting fo an Arrbute. bur the Shealth
SiW requires an Open Test, =0 the penalty s subdracied
frovm the fest's highest result rather than from a fager
nurmber. Lafchet s Upen Test result is 5 (& — 41 Thar reswlr
I5 fhe fARget NUMDEr e FARUEZS §oons need i mall iy oroler
to spod fdm i hioling.

ACTIVE SKILL CATEGORIES
Active Skills are subdivided into several different bypes:
combat, maghcal. physical, social, techmical and wehicle skilis
The base skills described below appear in the following format:
Gemneral skill name (inked Attribote|
Definition of skill, with the notation (B/R) fer & comre-
sponding Build/Repair Skill (see Build/Repalr Skills. below)
Defaudt skills

Speciallzations. The gesignation by specific weapon ype
means that the character can choose to specialize in any specific
weapon that skill would plausibly allows him to use. Plyers can
areate other specialirafions. subject to gamemaster approval.

BUILD/REFAIR SKILLS

Many  Acthve Skills hawve a l.':'tlflﬁﬁﬂ.'br'ldllﬁg Bailad Repiair
{B/R) Skdll. These B/R counterparts assume that the characoer
has access to the tools andfor equipment commaonky used in
that area of experise. For exampse, Edged Weapons (B/R)
allowws a character (o make or repalr swords of axes, while
Matods {B/R) allows a characher to repalr any pistol, Bulld/Repair
Skills dedault to the Intelligence Attribute, and characters can
specialipe in thern acconding 1o specific weapon of item fypes.

The character siill needs dme, ools and materals o build
something from scraich. Even a character with a superb level of
wkill can do litthe without the proper equipment, |F the charsc
ter is trying to build something new, he or she also nesds the
aorefical knowledge (o design the Hem, unless someons efe
provices a detailed blueprint for s oonstnaction. For Targed
number determination and sveccess resulis. see Llsing

Bl Repair Skifis on p. 95 and Complamentany: Skills, p. 97

COMBAT SKILLS

Assamlt BRifles (Gulckness|
Assault Rifles convers the use of all rulti-fiing-rate dfles. (B/F)
Deefault: Rifies, Shotguns, Submachine Guns, Msiols
Speclalizations: By specific weapon type.

Clubs |Strength)

Clubs Foverng the use of hand-neld melee weapons that
harwe mo edge or bade and are bess than one meter lang This
skill allows a character to use any short, welghted item as a
weapon, from a baseball bat to a tire iron to a chair leg. (B/E)

Defanstt: Edged Weapons and Pole Anms;Siaffs

Specliaizations: By specific weapon type

Cyber-lmplant Combat |Strength;

This new combat discipline has developed since e
adhvent of combat-onented cybenware. Combining the quick
strikes of edged-weapon fghting with the in-your-face style of
unarmed combat, this skill allows those with the fght cyber-
ware 1o make the most effective wse of it (B/R)

Default: Unarmed Combat

Speclalizations- By specific weapon type.
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Edged Weapons (Strength)

Edged Weapors governa the use of hand-hekd meles
waapons that have a sharpened edge or point, This shill allows
a chamacter o use vamious knives, swords and anes effectively,

2u long as ehey are less than one meter long. (B/E
Defaln; Chbs and Pole Arms/Stalls
Specializations: By specilfic weapon mype

Gunmery (ntelligences)
Gunnery Skill gowerns the wuse of all vehicle-mounbed

weapons, whether in mows, pinthes or furrets, This skill
includes manuad ardd sensor-erhanced gunneny, (B

Detanili: Launch VWeeapsoms

Specializations: By specific weapon type

. Heavy Weapons [Strength)
' The Heawvy Weagons skill gives the user the know-how o
handbe anything larger than an assault rifle, ncleding large
weapons when they are mounted on iripods, pintles. gyro
mcunts o in fixed emplacements (DUl not ndon vehiches).
_ B/R]
| Deefault Strength Avtribute onby

Speclallzathons: By specific weapon Type

Laser Weapons (Cuickness)

This skill allowws the user o handle and fire laser weapons
BRI

Defanlt: Quickness Atfribute

Specializations: By spedcilic weapon fype

e

Launch Weapons (Intelligence)

This skill covers the use and targeting of any device that
fires a missile, rocket, of othel exposive projecivle (such as
grenades], incheding momars (but not In or on weheches) This
shill coners manual and sensor-enhanced fire, and also gowerns
the use of both specific grenade-launching weapons and
underbarrel  grenade-launching mounts The Spotter
Specialization can be used for amy targeting tests. (B/R}

Default: Gunnery, Nowe that if & character has & sweapon
with an underbarrel grenade launcher, the plagyer can default o
that weapon's skill as if delauling » 4 base saill within the
samie grouging (+2 modifier to the target number, 1/2 Combat
Moal).

Specializations: By specific missile or rocket rype. Lienade
Launchers, Spotter

O | et o
1

Matols (Quickness]
Mstols gowerns the use of all types of hand-held Rrearms
nclisding hold-ouwt. light and hesvy pistals, and tasers, (BR)
i Dwefaule: Assyult Riflec, Rifles, Shotguns, Submachine Guns
Specializations: By specific weapon type

Pole Arms/Staffs (Strength)

This =kill BOrETinG the use of hand-held meles weapons
longer than one meter. (B/R]

Drefault: Edged Weapons and Clubs

Specializations: By spedific weapon fype

abG Shacdowrurn, Third Eaition
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Frojectile Weapons (Strength|

Projectile Weapons BOrCTIS the use of miusche-posaered
proectile weapons. Bk

Defandi; Strength Attribute

Speclalizations: Characters can spsecialioe in pull-Doss o
cronaboews.

Rifles ((uickness)
This skill governs the use ol all spaort and sniper fifles, (B/R
Daefailt: Ascydt Rfes, Fstols, Shotguns, Submachine Guns
SpeeCializanons: By specifc weapon bypse

Shotguns (Quickness)
The Shotguns Skl govenns the use of all shotgurns, (B
Delault: Assault Bifles, Pistols, Rifes, Submachine Guns
Specializarions: By specilic weapon fype

Submachine Guns |(Quickness)

The Submachine Cuinis Shill @osserns the use of lightweight
semi-automanc and automats guns fired from the shouwldern o
hig. [B/R)

Default: Assaudi Riffes, Maiols, Bfles, Shotguns

Specializations: By specilic weapon Type

Thiasing Weapons |Strength)

Throwing Weapons gowerns the wie of any ivemn throssn by
thee user. [BAR)

Default: Strength Amribure

Speciakrations: By specific weapon oype [iIncluding bt not
lirmited o darts, arenaces, knnees and shunken

Unarmed Combat {Strengthl

Unarmesd Combat SkiF (akso knossn as harsd =to-hand oom
pal] gorseing the use of combat techniques based solely an the
use of the individual's own body. In addition to boxing. this
shill cowers such combat styles as Urlental martial arms and
Brazilian capoeifa

Daefaily: Cyber-limplant Cormbat

Spedializations: Subduing Combat. Martial Arts Technique
or by body part (Asts, head butts, kicks

Underwater Comisat (Sorengih)

Combar undeneater is exceedingly difficult. The Undensate
Combat Skill govems the technigues usesd (o effectively maney
wer andl sirike opponents in underwaler melse sinuaions

Dhefaudt: Strength Avribune

Speclalizations: Linarmegd Aftack, Armes Artack

Whips {Qulckness|

This skil HOVEINS (e usg ol whips ar anyohing mat can be
usEd as A whip. (B/R

Defauin; Quickress Amribute Cnlky

Specializations: By specific weapon [yDe

MAGICAL SKILLY

Aura Reading (Intelligence)

Aura ﬁ'-"'-':'-'l'ﬁ, 4 tlwe skill of sty HEATPimE I




tion from people’s auras, astral lorms and signamures. Sura Bead-

ing can function as a Complementany Shill for Assensing Tests
Dhefaudt: Mone, Eicher you hawve It or you o't
Specializations: Auras, Signatures, Sorcery. Conjuring

Sorcery |Willpower)

The Sorcery Skill governs the control of magical energy
usually in the form of spells. Onby characters with a Magic
Attribute of | or greaber can have this skill

Deefault: Mone, Einher sou hanae 1o ywosd oo 1

Specializations: Spelicasting, Spell Defense. Dispedling
Astral Combat, Spell Category

Conjuring (Willpower|

The Conjuring Skill gowverns thie calling and banishing of
spinits. Cinly characers with a Magic Attribwte of 1| or greater
can have this skill, Mages can call elementals; sham
M TLErE SEHITS

Deefaiilt: Mome, ERfer void hase i oF woid oo o

Specializations: Summoning. Banishing. Controlling

AN can cal

PHYSICAL SKILLS

Ahletics (Body|

Thie Avthbetics Skill refleces the training and honing of the
body necessary 1o perform extreme physical activities. May be
used 1o increase running, distance (See p. | O8]

Drefaudt: Body Artrribute

5|_||_--;_i.|_ izations: Running. Climbing. Lifting, jJumping
Ecape Arisl, Swimming or by specific sport

Diving (Body)

This skill covers all Torms of undersater diving, Including
UMChE P ARET S miming technigues and the use of scuba and
other undenvater gear. (B/R

Default: Body Attribute

Specializatons: Deep-water Diving, Mixed-gas X ving

Stealth (Quickness)

The Stealth Skill governs sreaking around, seEght of nand
and & wding A tail. This skill also Cowers camouflase and s
guises. In almost gl cases. the Srealth Skill requires an Open
Test, See Uksdng Stealth, p. 95

Default: Cuibckness Atribute

Speciallzations: Alertness. Hiding, Sreaking. Thef

SCELIAL SEILLY

Itiquette Charlsmal

The Etiquette Skill allows 4 Characner 1o unction within a
specific subculure without appearing out of place. [t also allows
the character 1o recognize prominent fgures within the subcul
fure and o have a general idea of their strengihs. weaknesses

ed, ardd dislikes, See Eriguenie. m, 9

Dhefaull: Charsma ALcribuhe

Specializations: Etiquette |5 a witde-open skill. Characters
can specialize in almost any suboulture they can imagine, with

the gamemasters approval. Examples inClude Mairix

Corporate, Magical Groups, Tribal or any other groups or sub
cultures in which a player seems interested, ‘While some play

ers might be content with a general Conporate specialization
e '||iE_"|| preled [0 SpeClaiEe Even Menher—Iin |Spanese
Corporate  Eviguerte, for example, n admost all sibwations
Eciquette specializations apply to a charactes’s local environ
ment. For example, Ebquette (Langs) relers 0 local wrba

gangs rather than 0o all gangs In the world, Camemasiers
el Acgust target nismbers Acooroingly wihnen using [ Elcjuiethe
specializations.

Instruction [Charsmal
The Instnection Skill allows a character to more efficlenth
teach something to another character, See Inshruchion, p. 95
Diefault: Charisma Acttribate
Specializations: By specilic sulyject

livberrogathon (L harsma)

The Interrogation Skill gowerns the extracton of informa
tian from an urmwilling sulject. This skill uses an Open Tesl 1o
Euur'.ﬁlr f |-r|rEl'.'| rudeT D thal o WECEm miust meel OF Exceed
using his of et Willposwwer im order 1o withstand the Inferross
tlon. A character bewng interrogated who Also has thes skill can
wse it as & Complermemtary Skill for thedn Willpoweer Tess To nesise
= i|||-|_"'-'_15.1':i|_:-|| Sew Llsing Charismd-Linked Skills, o 9. hod
bvierroesation Test mosdilhers

Dafalc; nimniclacion

Specializations: Verbal, Lie Detectar, Yoice-5tress &nalysis
Torture, Drug-Ajded

Intimiclation (Lharlsmal
Depending on how you book at b, the Intmidation Skill is
either a weaker vérsion of Interrogation or 4 Shrang-anm versior

of the MNegotiation Skill. This skill allows & character 1o maks
pEaple o what they mormmally mdght ot simply outr of ear
irspired by the character's in-your-face appearance or behavior

Thits skill uses an Open Test

WL s meel of dxdid
o wwithstand thee intimadation, A characoer wich the Inbimdoacion
Skill can use It as a Compéementary Skill for the Willposwer Test
when being Intimidated or | l'r-||;'\.:,::,|-_\1;‘| S |'|'!.|.'I.:|.: Charrarmad
57

Lursing 1S oF e WhllE

Lirkesel Skilfs,
D[t
Specializations: Mysecal, Menia

clation Test rmoadifiers

dear Bt

Leadership {Charksma)

The Leadership 5kill gowverns a character's ability to get
olhers 1 o s beoding thnoaegh the Exercise of ERAMDSE A
awsthoring, It inchedes an aspect of problemi-sobving, but is not
intended to substitute for chear thinking and good planning or
the pant of the players. The Leadership Skill uses the subpect &
::-|g-||-5:_---._q- ArrnE A5 A target narmiber e Lisier Charisma
Linkisd Skilis, @, 92, for Leadership Test AModifiers

Deefaule: Charisma Artribute

Specializations: Mofitical, Military, Commercial. Sirate
Tactics, Morake
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Shackowrun,

Thing! Eclition

Megotlation (Charismal

The MNegotation Skill gowerrs any Inberaclion in which
EHCH Soe sevhs o SO Out abead,. either throwsh careful amd

dedibefate Bartenna o i rogh tast talk. b uses the acdhersans's

Intetligence Arvibute a5 & target numiber. I some cases

HAMETNARIET Midy Wish (0 use dhis skl o peerhoerm an Oesen Test

vorcher o generahe 4 ANl numbser (o see if someons notices

a lle or half-truth. See Ushie Charlsma-Linked Skills 0 93 f
Megotiation Test ieodifers
Defaudt: Charisima Artiibute

Specializations Barga Birilse, Con. Fast Talk
TECHMM AL SKILLS

Blodech (Intelligence|
The Biotech Sk oINS Dasic medicine and frso aic

CNAaracrer Walh phas skill uncdersiandds Das TECcene in A e

O SENsE, 4% A PAramedic cather than a veiCian. Thowush Famni
A WAER The DECHINAG RS AND makeErals of ovheEnaiarne & charsceesr

WIRD TS, Sl waoulol S50 need 4 Cormputer expseet fo collaborar

M P INEEr ade® Ssyidems

Dletagit: Incelli@ence Attribute

Specializations: € WUEHE e Nincioy mplantagion
Extersbed Care. Firsg Akd Oirgan Culeure B Crowwth, Suraen

Transimpsdant S Iy

Computer (Intefligene)

Ths Conrmpsurber Skl AOVETNS e use andl unciersandin
cormnparer iechnology and programiming. This skill s essi
o Ay Characier who needs (o jack e oyberspace and
Pelaimiog. (B/R

Dhefanstt: Electromics

Specialzations: Marchaare, e mE. Mrosgrami %

1
Ly bernetics

Demolitions (Intelligence|
The Deermoditicons Skl goserns e Preparation., meeasy
Al SEITING Of CREmMical explosives
Default: intelligence Attribube
Specisl zateonsg: Lomimercial Eoplosives, Plassic Exms

WMoy sEd Erpnlosiyves

Electronics (Intelligence|

The Electronics Skill governs the use and unchemssanding

ST Gevices, Wwilch in the 20600 is just sboul svendhing

CETIMION W= 10 a city, (B/'K
Larfauln Comypubes
Apecializationg: Contiol Systerns, Electronic Warfare
-“-'_'-_C,ll.h. s, L nking berween Devioes [l._._.,l_ Wi

Lvhbiene: '||||_:I-_'\-5_-_
VEHMCLE SKILLS

Blke (Reaction)
i Bl Skill governs the use of all motorcecles. mod
i

TS AT CHEES v il SEcars. (Bl

Uretault: Beactiom &bt

Specializations: By SPECIiC viEliscke type, Remoie Orerations




Car (Reactbon)

The Car Skill cowers the operation of motor vehicles with
fesur ar mose whesbs (B/R)

Delault: Reaction Arcribune

Speclalizations: By specific vehiche tvpe, Rernote Opervations

Fixed- Wing Alrcraft (Reaction]

The Fized-Wing Alrcraft Skill governs the contral of ixed
ar SWIng-WIng aircrac fjet, prom, or turbo profl and unponw
efed aircrak. (B/R

Deelault: Rotor Adrcraft, Vecror Thiust Alrcraf. LTA Alrcraf

apecialirations: By specific vehicle oype, Remote Oparations

Hovercraft (Reactbon)

The Hovercraft Skill governs all hover vehicles regardiess
of their purpose. (B/R)

Detaule: Reaction Artribure

Specializanions: By spedfic wehicle type, Remobe Operations

LTA Alrcraft |(Reactlon|

The LTA (Lighter than Air) Adrcraft SEill enconpasses the
use of all Aying wehicles that wie gas (mostly helium] 1o achieve
Aight. Normmally these wehicles are known as zeppelins o
blirmps. (B/R)

Delailt: Fixed-Wing Aircraft, Rotor Alrcraft, Vectored
Thrust Aldrcraft

Specializations: By specific vehide type, Remote Operaticns

Motorboat (Reaction)

The Motorboat Skill covers the operation of amy motodized
watercraft. (B/R)

Deefauit: Ship

Spedializations: By specific vehicle rype, Remobe Operations

Rotor Alrcrall (Reaction)

The Rotor Adrcralft Skill governs the use of ficed- and wilt-
modor aircraft. (B/R)

Lol Fixed-Wing Aldrcraft, Vector Thrust Adrcralt, LTA
Alrcraf

Speeclalizations: By specific vehicke type. Remote Operations

Saliboal (Reaction)

Ther Sadlboan Ski gowerns the use of sail-powered waber
craft. (B/R

Default: Reaction Atribane

Specializations: By specific wehicke rype, Bermobe Orerations

Ship (Reacthon)|

The Ship Skill Borerms fhie |_|i||_:{|||5_ mavigation and han
dling of a large swrface ship. (B/R

Defaulr: Motorboat

Specializations: By specific wehicle type. Remote Operations

Submaring (Reaction)

Thee Subrmariree Skill goerns the use of amy boat capablie of
aperating undenssaner. (BB

Default: Reaction Anribute

specializations: By specific wehicle oype, Remate Operations

Vectored Thrast Aircrali (Reaction]

The Vectored Thrust Skill encormpasses srcraft chat redy on
visCiored thaust for lift and propuision. This ncludes lowe-altitude
viehaches (known colloguialhy as hunderbirds) and rmilicary craft
thaf use this motive poser but do not noemally operate st alt
tucle because of their heavy loads or armor and armamend. (B/R

Dhefaialt: Fiooed- W ng Alroralt, Bodor Alrcraft, LTA Adrcraft

"\I'.l'l:‘l. EHETE T E:r specific wehilcle s, Rerrobe Ciperations

ABOUT KNOWLEDGE SKILLS

Mayers can choose Knowdedae Skills from any of fee car
EROres: Street,  Academic, Siuth World, Bac k,E_Il\.l-\Jllll and
Interesss. Many Rl'""-"-'t'l.':ig_ll' Skills also provide the charactsr
with the theoretical basts of actions. related o the Aeld of study
and the expertise for new designs in an area. During characte
creation, each player is gihven a cerain number of points with
which o by Hl'ﬂ.l'u'u'll:'ilgl\.' Shills: aftersandd, new Bt edge
Skills must be purchased like any other skill, even o a character
noreased his or her Intelligence Allsibute,

All Knowledge Skills default o a characrer’s Intelligence
Attripne ||'||_":|_|3|'| hlll_:'.f..lgll_ll'.s_gl Skills are treated as S prrabe

skills rather than being growped with any other skill, some skills

may b simdlar to esch other In scope, and so gamemasbens
may opi o use the standard default method rom base il to
base skill, For exa Tiphe, il 4 character has the Academss Skill
Loalagy and the shadownunn g tearm needs fo ldentify a new
paracritter [which would normally requine the Sixth Workd Skl

af Paranormal Animals), the gamemaster r
acter 1o defawli to his Zoolomy Skill and apply anly 4 +2 mod

fier o the targed numiber rather than defasdt g o IFie i|i31l|.|,r
wihich carres a =4 micdifier

&y Albona THat Car

CHOOSING KNOWLEDGE SKILLS

Knowledge Shils are the wild cards of SR3 Varous
Encradedge Skills are listed as examples below, but players and
gamemasters should feel free fo ivent others that seerm appro
prihe, usehal ar ‘ﬂ'-l‘-‘"i"ﬂ I.\,-||||:r|||:.: theerm b An chwed LETLTLETTET T
Hrltmlfﬂ:ﬂ__ﬂ‘ Skils can acid beveds of detadl and Fami Ariey o Char
ACEfs & Libuathons especiaily if the gamemaster and players
work together. Mo Knowledge Skill should ever be uvseless, not
even Troll Thrash Metal Bands [fo take one example). A runner
with that skill might be 4 groupse, or might always schedule his
o FuEr rrveess at bars &'-.1:-uu'|_-3 that kind of music. Such a player
characier might even go on a shadowrun 1o get the nuyven o
buy tichets 1o the big ten-act Trollapalooza shows

Camemasters should be cautious abour  allowing
H"IL""I-'-"tﬂE'I:" Skills that are oo broad-based. Some skills can be
=0 I“:l'l'.'l"i.i.ll"'J«.1".:r-=l'|~'-: ihat theey upser game balance, or so
generic that their usefulness is limited. Politics is an example of
an overty broad knowledge Skill. Politics, after all, comes
alrnost endless shapes and slzes, To allow ehis shill would give
a characier knowledge of paolitical fields thar have ke con
nection. swch as Mala polifics, UCAS politics and Tir Talrngine
Council politics. Howewver, any of those sub-categories waould
make & well-balsnoed F.I'l.‘lwll"ﬂgl"' LN lor example, Mafla
Polithcs would make an excellent Street Knowledge Sk
because It would provide the character with Information o
who 4 who and what's gona down in the local Mafia hierarn by
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Likewise, overgeneralized Kriowiedsge Skills may overap
into several categories, Corporate Politics might be Academic
{thie corporate polickes within any MELACCpoTate aiganization|
or Sereet (who do | need to sleep with o get the information |
needl o Sixth World (Darmien Knight and Richard Villiers were
both seen in Seattle yvesterday). In this case, the character
needs to distinguish the Knowledge Skill caregory in which his
Corporate Politics Skill s based Each one Is interesting i its
owm rght, but radically different in background

Brcause Knowledge Skills in Shadowrun ane open-ended,
& skill that one character considers a base skifl might be a spe-
clalization to another. These differing uses merely indicate a dif-
ference in focus and depth of knowledge. For example. Crash
has & base skill In Ehven Wine: he doesn't know clrek. bt
other liquos, but he knows his elven wines. Cheetah. on the
gtfver hand, has Alcohol as a base Knowledge Sill with a spe-
clallzation in Ehen Wines, Both are legliimate. Crash likety
kriows maore specific details about vintages anecd wineries than
Cheetah does, but Cheetah will be able to tell amybody whao
cares how elven wine compares o other wines.

Players should carefully think out their characters
Knowledge Skills and determine wiy their character would
have them. Knowledge Skills may also help provide playerns
wilth inakghit Into theif characters, perhaps eshing out the char-
acter's background and histary.

Players may feel Free 1o choose spechalizations for thieir
Enowbedge Skills, if they seem appropriate.

STREET KMNOWLEDGE

Street Knowledge Skills are the skills learned on the mmuean
sireets of the sprawl. This kind of street Sy Can anly be
learned from fiving, observing and surviving at the lowest lev-
a5 of existence, These skills represent 4 charactes's abdlity to
use and malntain a kevel of contact with the street Street Skills
are usually location-specific; the Seattle Sprawd fecls very dif
jerent than the Demver Sprawl of the Berdin Spravedl. I & player
wants to have the same skills in different iocations, that play-
er's character must either specialize in a location ifipr example,
Safehouse Locations bs the base skill, Redmond Barrens Is the
specialization) or take the slill again for the new location |F they
have alrsady specialized.

Skill  examples: Mafia-Controlled Establishmeeints,
Safehouse Locations, Gang identification, ‘Yakuza Terfbory
Lane Star Tactics, Criminal Crganizations, smuggling Routes,
Prostitution  Rackets, Fringe Cults, BTL Production,
Police/Security Procedures.

ACADEMIC KMOWLEDGE

These Knowledge Skills ane mostly learned through
schooling and used by professionals and acsdemics. They
cower the basles of the natural world, the physical and sochal
sriepces, history, phitosophy and the ars.

Skill examples: A, Biology, Zookogy. Botany, Literature,
Medicine, Parazoology. Parabotany, Engineering. Physics,
Chemistry, Geology, Psychology, Anthropology. Archasodomy .
Palitics, Philosaphy. Economics. History, LT

LINTH WORLD KNOWLEDGE

Thils categony Cosers e unque natre of thie world ncear that
magic has returred to . For practical purposes, this skill covers
ihe base of knowledge found within various Shadowrun source-
books. Slath Word Skills can Coser specific indhviduals i a by
weaAriEs T0 NauTons B o sorreeone they just can't stop watching

Shill examples: Cybertechnology. Paranormasl Bnlmats,
Ehven Soclety. Megacorporate Policles, Metahumanity, Magic,
Dvagons, Atlantis Reseanch, Data Havens, Legendary Dechers
Humanis Policlub

BACKGROUND KNOWLEDGE

Background Knowiedge Skilts are based on Acthee Skills
Each Active Skill has a corresponding Background Skill. For
examphe, & character might hawve Elecironics as a Background
Skill without having ever done any elecironics wiork
Encwiedge Skills like this represent an understanding of the
basic prnciples, laws and facts behind any Active Skill. For
example, Computer Background might mean you uncherstand
the how and why of decking. You may ewen unckerstand the
principles of iconography. However, that choesn’t misan you've
ever jacked in {especially i you have o Computer Skil).
Background Skills are usebul for charachiers wha cannot [of don t
wish to perform an Active Skill, but want o ononw a8 riLCh as
they can about thelr enemies s o thesy Operate.

Any skill can be taken as a Background Skill, Tharacters
with mo Magic Attribute frequently take Background Skills in
Conjuring and Sorcery, and characters who hawve no datajack or
ever deck often take computer Background Skifls

Knowledge Skills follow the standand speclafizations of the
comesponding Active Skills. For exampie, a character with a
Background Skill in Conjuring can specialize in Banishing.

As a character with an Active Skill becomes maore prof
chent at i, e or she begins o lsam theoretical background
knowledge in that field. To represent this, gamemasbers may
albow players b0 assurme, either during character Creation &= at
fo cost during play. Background Skills at a rating of 3 less than
the rating in each related Active Skill they have. For exampie,
i a characier has Demolitions 5, that character wolld also have
Background in Demolitions 2. As long as the Background Sk
rating remains 3 jess than the Active Skill rating the player
need not improve this Knowledge Skill; W aulomatkCally
improves along with the Active Ckill. IF thie player wanis the
Background Knowledge Skill 1o be higher than the Active Skill
rating minug 3. he or she must improve it like ary other
knowiedge Sill

INTERESTS

interests ks the fun categony, where you choose skills that
ghee your character an inventhee background and hobbées. The
only fimits are your Imagination and what type ol backgrourd
you want your characier 0 have.

Skill examples: Opera, Troll Thrash Metal Bands, Ehven
Wines, Sim Starlets, Sci-Fl Simchips, Poetry. Conspdracy
Theores, Combat Biking. Urban Brawl, Woodwarking, Role-
playing Games of the late 20t Century, Flabid Movies




ABOUT LANGUAGE SKILLS

Language Skills are neither Active nor Knowledge Skills,
but a little of both. Language Skills should be used only when
language may cause a problem in communication, such as
wihen a Commect transiation or rrEssage in a secondary language
may be particularly important, Bt won't bode well for the char-
acters If thelr franslator accidentally insults the Yakuza ovabun,
of they can't find the address of their safchouse because they
aidn [ quite understand when thelr congact whispered it o
them in German. It B not necessary to roll dice for Language
Skills to communicate on an everyday basis. Characters need
not make tests fo understand each other every tme they speak.

A character creation. a character recehoes a meEmber of
points fior Language Skills equal to his or her Intelligence times
1.5. These points represent the languagels) they grew up
ipeeaking or the language(s) of their main surrcundings. In moss
situations, a character will have the primary language of the
game setting as his or her base language. Like all skills. lan-
Huages can be improved and new languages learned as the
qame progresses. See improsing Skivs, g 204

All Language Skills default to intelligence, imposing 4 +4
defaulting modifier. If the gamemaster feels that certain lan-
guages ane similar enough in backgrownd, he or she can reduce
the modifier to +24. For example, defaulting from Spanish fo
Italian or Porfuguese may be +2 because of the sirong similari
s between those languages. Defauliing from Spanish o
Cerrnan, owseser, woulbd impose a +4 penalty because Spanish
and German come from entirely different sets of linguistic roots

The anly language that stands alone, outside all known lan-
guage classifications. i Sperethiel, the language of the even
race. Sperethiel is spoken in the ebven nation of Tir Tairngire,
rar Seattle. Lingubsts are mystified as to its origins, clasming
that Its compexity and structure point 1o vears of evoletion. ls
apparent lack of links to any other known Ranguage only adds. o
the puizle. Sperethiel can be faken at characber creation o
wamed as ihe game goes on, Despiee its labed as “the ebeen Lan-
guage.” characters other than ehes may speak Sperethiel fu
ently, and ehven characters may well not speak a word of it
Trolls, arks and dwarfs do not have race-specific languages

For information an ﬂ:r\:rmlﬂlng targed numbers and inber-
preting successes Iin Language Skill Tests, see Using Language
Skils, p. OF

LINGDS

Lingos are specalizations of existing languages. They exist
Because a subgroup has created its ocoamn language from its spe-
cific terminology, pheasings and slang. Lingos can range from
rigger-speak o legalese to sireet five, Amny language can have
mastiple lingo specializations, which follow all of the nules for
Active Skill specializations.

Common examples of Bngos are Cityspeak (the linguage
of the gangs and other “strest-educated” people), Legaless
the language of lawyers and therefore of the business and
political worlds), Netspeak (the language of deckers), Mage-
talk {the language of the magically activel, Trog (the language
of the Saattle Ork Urrdrr_grwnu:l:l_ Military Jargon (those who
have formal military training speak & language all their own),
Scientific fargon (the lingo of ressarch scientists and people

whao never leave the lab) and so on. Players and gamemasters
can create any lingo they feel enhances game play and makes
for interesting character development,

Some lingos, such as Cityspeak and Netspeak. have incor
porated a falr nember of visual clees, body language amd hand
signals that denote emphasis, inflection and =0 on

READING AND WRITING

Halfway through the twenty-first century, when Shadoss
rumn fakes Hace, reading and writing have lost much of their
importance as soclety has become maore attuned o koons and
images. To reflect this trend, at character creation the ratings
for all Reading and ‘Writing Skills [BW) are set af half the
Language 5kill on which they are basad, rounded down. The
recuced BAW rating reflects the fact that the average charactes
can speak a language much better than he or she can read o
write it. Like Language Skills, RAW Skills are assigned free at
character creation. but can be mproved as the DA @owes, o
For purposes of mproverment, BOW Skills are considered Sara-
rate from Language Skilks. bmproving a Language Skill does niot
automatically improve the related BOW Skill. See fmproving
Skitls, p. 244,

If & character has a starting Language Skill of 1 or kess, he
o she does nol et the sssoclated B/ Skill. The character miust
bearn that skill separately. Because lingos are almost exclushe
ly spoken or wisual, they have no corresponding R Skill,

As with Language Skills, Reading and Writing Skills are
not meant 10 show the game down by having players roll dice
every time thelr charscters need to read of write, Instead, they
are meant o provide the gamemaster with a mechanic for sic
wations when quick or careful reading or writing is important to
the plod

USING SKILLS

As an adventure unfolds, players are going to want to use
their characters” shills and Anributes to get things done: bo con
thedr winy past a guard, fix a broken detonator before the trolls
find their hiding place, or try to understand what the comp sult
who speaks only |apanese (s saying o them. The Bamermaster
meanwhile, will want to know things llke whether the plaer
characiers saw that all-important clue or whether they imader-
renthy kicked it under the trash

For many of these situations, gamemasters must rely on
their own judgment o decide which skills are nesded. o
determine the target numbers and situation modifiers, and o
Inrerpret wihal 4 “Sucoess” meeans, The fallowing guidelines ana
rutes will help resolve some common sinuations.

SKILL TESTS

As described on p. 38 of Came Concepis, making tests |5
the simplest way 10 determine whether and how well a char
acter succeeds at something. A test in Shadewnm Imahees
rodling & number of six-sided dice equal to the numercal rating
of the skill or Abribute in question. The dice roll results detes
mine how well the character succeeded or falled, usually by
comparing the ndhddual die rolls o a arger number deper-
mined by the gamemaster, A test that requires rolling & num-
ber of dice equal to the skill rating Is often referred to as a Shil|

Shadiowrun, Third Editian a1



Test, There are four different types of Skill
Tests: Success Tests, Opposed Tesis,
Success Contests and Open Tests,

Determining Target Mumbers

Except for predetermined target
numibers, like the ones fior combat, the
gamernaster |s salely responsible for
determining target nurmibers.
Camernasters should use the Difficulty
Mumiber Table as a guide when determin:
ing target numbers on the fy.

kot all tests are created squal. and
the gamermasier shoubd be aware of rmdod-
Hiers or changes o any test. Modifiers are the basic method of
alvering the target number, Most often, they represent some
extermal condition that affects the action: poor wisibility,
injuries, multipls actions and s on. Such modifers are usually
writbern as a number with a plus or minus sign. ndicating
whether the number Is o be added or subtracted, For example,
the penalty for performing an action in full darkness 5 +8 o a
target number. This means that even e simplest action at the
minimurm allowable Target Number 2 becomes virmually impos
sibde In Al darkness Agadnst a Tﬂgﬂ Mumber 10(2 + B). Target
mamber modifiers applicable to vadouws conditions and situa-
tlons can be found throughowt this book and n other
Shaclonwiu products.

Camernasters should also feel free fo manipulate target
nurmbers for different situations. Widmately, the gamemaster
can make tasks as sasy or challenging as he or she pleases, i
a gamemaster consistently sets fargei numbers at the same
difficulty beswel, the game will become boring. particularhy IF the
target mambers are low, Gamemasters can manipulate targed
numbers to spice up the game, often by making certain tasks
much easier or harder than expected. A gamernasier can also
fidele with target nurnbers o manewver the game In a certain
direction. For example, say it's essential to the plotine that
the character notice a certain datachip. However, the charac-
ter didn’t fare well in his last fight and has wound penalties
that affect all of his tests. The gamemaster can lower the tar-
get mumber for the character's test to notice the chip so that
hee at beast has a chance of doing it in spibe of his injuries.

Mote that no target number may ever be ower than 2
[ewven after taking modifers infe account). This is because a
rolled die with a result of | |5 always considered a fallure,

TAKING THE TIME

Characters sometimes use shkills and
Aqtribures for activities that do not have
immediate results, such as fixing a car, wsing
a device, bullding something and 2o omn. The
gamemaster determines how long such a
task should fake, assigning it a base time.
bhwh;‘ugﬂ:uﬂ:ﬂua]lytﬂnudeputhm
the total sucoesses rolled in the est. The Siuc-
cediey are diviced imbs e Dase hme, with
Fractions rounded o the nearest whole tme
unlt (2.655 hours counts as 3 hours). The result

is the achual tme spent on the task. For
example, I a job typically takes 10
hours [the base fme), and the charscher
rodls 3 successes (10 + 3 = 3.3). the task
okl fake three hours.

Fastfack, the legendary deckey, has
just Brished repaling a felecorm il
usimg his Electrondcs (BAR) Skl which
he has ar Raring 7. The gamemaster
had assigned & base time of 10 hours
for the job, based on his assessment
af the modifications Fastlack wanred
fo include, s a J'.lr,_qrr Nurmber of 4.
The decker rolied successes with 4 of
his 7 dice (10 + 4 = 2.5, which rounds to 3. He fnishes the job
in three howrs.

USING CHARISMA -LINKED SKILLS

Charisrma s the gui-reaction Attribute, It iInfluences a non-
player character's (MPC's) reaction fo a character before any
words are spoken or actions taken. i repressnts the way &
character reacts after a first glance ACross a Croswoed oo, out
on the streel of in a dark alley, Varows factors may affect it
including racism and I.l.r'gf amaunts of cybensane. These factors
and others also inAuence Charisma-linked skills such as
Etiquette, interrogation, Intimidation and so on.

RALCISM

Before a characber can interact with an NPC, the gamemas-
ter must detenmine whether or not the NIPC has army racial preju-
dice. To find out, rall 206 and subiract 6 from the noll. IF the
result |5 a posithve numiber, then the NIPC s prejudiced. The high
er the number, the more racst the NPC (s, in effect creating
Rackm Points. For example, a roll of 9 gives & result of 3. rreean-
ing thee MIMC has 3 Racism Poinbs.

Mext, determine wherne the MPC's blas llies, Roll 1D6 and
comsult the Racizm Tablie.

IF the result is the NPC's own race, kgnane that result and
continee b foll | Db uvtll tas rackal blases are Indicaned, or the
result is all races. Then list the MIPC's blas on his or her
Character Record Sheet, An NPC with Racism 3 against orks
weould e listed a5 Bacism (Orks) +3 in the Notes section of the
resoord shesei.

This information modifies the Interaction numbers
betwesn a character and an NPC in the fiod
lowing manner. When making & Oharisma-
limbesd SKil Test, add any Racksm Polnts the
MPC harbors against the characher's raclal
type o the target number for the test. The
character can offset these points by mak-
ing a Charlsma Test against a target num-
ber (kneam only o the gamemaster) equal
o twice the MPC's racism., Each swocess
rollesd counterscts | point of rackem.
Successes fromm this test S0 ot darecthy
help the Charlsma-linked Skill Test; they
are used only o offset Racism Points.
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If & character is defaulting to Charisma fior the Skill Test, he
may not make a separate Charisma Test to offset racism

CYBERWARE AND SOCIAL INTERACTHIM

Heavily chromed individuats tend o suffer social disap-
proval (when did you kst have a fun conversation with some
one who locked like a vending machine?). To simulate this
reality, the gamemaster may wie the following nules in appro-
priate sockal situations amnd when cybered charachers are deal
ing with contacts

Soclal Shuations

In soime sockal sbuations, having lots of cybertech ts no big
cheal, The johnson hidng rurners may actually be reassured at the
':IE'I‘\'I‘-I_'If\M:H.Ild be employess who look Bee they can taloe cane of
thermsehves (he may dedde he doesn’t like them much as human
beings, but that's not the poingl. Interrogations and other situa-
B whene runners are in a positlon of strengih, or dealings with
pieciple whio are usesd o heaviby chromed indbacduals (the militany,
research sclentists and 50 on) also powe S problems

However, excessive cyberware should be a liabifity lor
rrost casual social ineractions. I & runner is Irying oo Get some
Infiorrmation from a stranger or a person he knows only slighthy
at a shop or in a bar, walking in with a look that says ©| use
metal polish every day”™ B a real no-no. GAMEermasiens may
reflect this in game play with the following modifier o
Charisma or Charisma-finked Skill Tests: + 1 to all target num
bers fior every 2 points of Essence {or portion thereof abowe (5)
below the normal Essence Attribute of 6.

The garmermasher may adapt this maodifer based on the vis-
ibiliey af the Cyibersane of its effects. hor Cyberware thar 5 invis-
ible to normal senses, such as headwane memory, skillsofts,
cortex bombs and the like, the «1 modifier may not apply at
all. Datajacks should be ignoned; these flerms ane SO OOMMOn
that thify' Cause no soClal disapprosval (unless the character has
thermn mounted somewhere wery strange indeed). Wired reflex
es and cyberware that primarily affecs movernent, such as
mdnoi-ng-wire Systerms, should have a madikern: swen thaugh
thee actual cyberwane may not be visible, s effects are Imme-
diately apparent. Disguised cyberware, such as  synthetic
cyberimbs, may or may not require a madifier depending on
the results of Perception Tests needed 1o spod i

T +1 meadifber should apply o any Cybensane the
gamemaster deems fagrant in appearance (lurdly cobored
cybereyes, siecly cyberarms ower which a character wears
mathing but headache-inducing, short-sheeved Hawadian shints
and so o)

Agdditional modifiers ane at the gamemaster's discretion
depending on the sibwation. For example, a runner chatting at
the bar with the stalf of a newssheet devabed 1o Cubling-edge
Cyberiech 15 nod going o atirall anywhere near the negatve
aftention of a sreel samural conversing with back-to-nature
ehees who shudder at the very thought of implanting metal into
& Fving body. Howesser, the gamemaster should abways apply
a minimum modifer of +1 for a character with Essence loss
greater than 2.5, unless the circumstances ane exceptional

ARMOR AND SOCIETY

S0 what kind of reaction can a character expect if he or she
Is déclassé enough to wear his or her armor to dinner?

The glitverati of the city will react negatively, with soormitul
logks, or obvious cobd shoulders. In general. if a shalkufn o
conp executive who lives the Ludoury lifestyle (p. 239 spots a
character's armos, add a +2 modifier to the character's fanget
runmbeer for using a non-abusive Soecial Skl ("MNon-abushee in
this case means amempts 1o fast-tall, befiend. con, seduce. o
otherwise inlluence a target ) On the other hand, visible armor
gives the character a — 1 modifier (o his of her target number for
intirmidating these people (see below),

Many huxury-class establishments will simply deny entry o a
character wearing notoeable armor, (Such places are likely O use
detectors more wensithee than the doorman™ eyes.) Most high
class establishroents will not try b keep out obviowsly armeoned
characrers, but e DOouncers may pay the character such an inof-
dinate amount of attention that his or her stay beoomes. veny
uncomiortable. These bouncers willl stand readly to wade i and
stop any trouble binowhich the dharaciers. get imobaed

The garnemasier shoubd keep this new attitude in mind.
angd make a hot of Perception/intelligence rolls (o determine if
*polite” soclety spofs the unners” heavy armor. Make enough
radls o convince the runners to change Eheir ways, of just make
them nefeous enough (o reoonsicer their personal shyle wihen
nnning biz

MNEGOTIATION AND LEADERSHIP

Ta imAuence a charscter through MNegotiations or
Leadership skills, the player uses the opposing character s
Intefligence a5 4 tAr@et nurmbes If thie Character is amem ping 1o
influence a group of MPCs who hawe no designated beader, use
the sverage of their ratings. Groups tend o react as a whaole
the reluctant mermbers being dravwn along by the enthusiastic
ones. Alternatieety. the Zamermasier may appoint a leader of a
“ringer in the crowd” and base the success or fallure of the
endesvor on that character’s reaction to the player charactes

Thie base target member for MNegotiations of Leadership
tesis |5 modifed by crosmsances Acoording oo the SClal
Modifiers Table, p. 94, Use cutra sucoesses as A measurne of
accomplishment. judge the exact effects according to the spe
Cific clroumstance,

In cemain circumstances, a character may use fhe
Megotations Skill o lle or ebscure something from ancther. For
cxample, a character may atternpt to use his Fast Talk special
Izathon 1o talk himsell out of a bad situation. In such situations
the gamemaster may wish (o have the character make an Open
Test. The test result then becormes a targetr numbser the
gamemaster can use fior tests o see IF someone notices the be
of misindormation. Gamemasters may wish to make the Open
Test rodl themsehves and keep the resull secnet. as the dharac-
ter won t necessanly know how readily others bellewe hilm

INTERROGATION AND INTIMIDATHON

Interroganion and nvimidation use Open Tests o generare
target mambers for other characters or MPCs, Modifiers ane
applied to the test result. In the case of Interrogation, the Open
Test determines a target number for the character resisting the
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. ETHEIETTE

The Etiquette Skill allows a character to fit im.
More than just the knowledge of customs, rituals and
proper behandor patterns, it represents a charactes™s
abillity to talk the talk and walk the walk without step-
ping on anyone's toes, Because of the sheer warlety of
subcultures, social customs and mores in the mid
twenity-first century, the Efguette Skill also encoam-
passes a character's ingrained ability to feel a situation
ouit, o Instinctively know what i proper or what will
get the character what he or she wants.

Eticuette can be used (o put people at sase, con-
vince sameone that you belong, manipulabe comded-
sations 1o get information out of people. udge ped-
ple'sammdu.andcmﬁmpmpi:mdnmaﬂmu
something. Unlike Negotiation Skill, which invohes
mmngmdlahlngmﬁmmnmmrgadmlu
exchange, Etiquette involves getting something
because you kook, act and feel ke you belong,

When using Etiquette to influence someone, the
mugﬂnunwhrmmuﬁwupmmﬁdwu-
per's Charlsma. Apply appeopriste mcdifiers from the
Sacial Modifers Table, When using Etiquette against a
group of characters, the target number is the Charisma
of the leader or the most vocal group memiber

Dodger wants fo do some snooping at 4 local |
Mirsuhama subsidiane. To get in. he iries o waltz
past the gate guard with a lirtle fast Talk (Negotiation
Skill speclafization) and a somewhat tatteved [
card. Doclger has Negotiations 2 (Fast Talk 41 He
wses the rent-a-cop's Inteligence Aftribute of 3 as
his tanget number, The guard is suspicious (+& @
the target number, becaise It's his job o be suspl-
ciows) and will be in trouble if he allows unautho-
riged personnel info the compownd [a result hamm-
Ful to him, which adds +4 o the farger aumber].
Howewver, Dodger has an 1D card (i gamermiesier
mpﬂesqapedﬂ—immﬂﬂﬂmmemqﬂnwm
for supparting evidence). Also, Dodger decides o
mmmmmw&m_gmmmurpurmagm
word #6 the bosses about the guard's dillgence i
thoroughmess. Dodger writes down his name and
claims that he' put the guard’s name up for some
pvivate security work, The gamemaster therefone
appiies the -2 modifier lor 4 Siuation aovaniageous
fo the guard. Apphying all the modifiers brings the
farger number oo (3 + 2 plf =B =3 = G

interragation. That character must make a Willpower SuCCess Dodger has fast Talk 4, and so rofls 4 dice. He gets &, |
Test against the Open Test result to determine how effectively &, & and 4, for a retal of 3 successes. One success 5 enough
he can keep his mouth shut, Likewise, the Open Test for the b et him past the guard, pemporarily comdncing the poor
Intirmidation Skill creates a target number for the persan being fool that Dodger is a Mitsuhama empioyee. Had Dodger
victimized. who must make a Willpower Success Test to with- ol 2 successes, the guard woukd check up ont fim soan
stand the intimidation. Garnemasters can determine how much afferwand, &5 holes In his shory started becoming apparert.
information an intimidated or interrogated character will reveal Three successes |5 enough for the gamemaster fo decide
ar how much fear they exhibit by the size of the gap betwesn that the guard is prefty well convinced: he Il walt until the
the Wilipower Test result and the target number. Specifics are end of his shift before checking his log book fo see wheiher
mﬁupmmwmmmmmm. fhe D was valil [and because it wasn't, serting off alarms),
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Crazy Mary, by contrast,
dioesn 't go for subtie. She walts
oursice an Ares Macrotechnod
oy subsidlany for a mid-leve
ExEC fo eave. WHRH pictuves of
his famiy In hand. Mary &
Foing fo Infimidare the cop
ExeC o ket her indde the com-
o At feact hey B0 ife Panata-
ta she needs. Many  has
intfmicketion 5, and so nolls e
dice o demermmine the oo
exec's faget number, She gets
2 3 3 4 and 8 The
Famemasher fakes the highest
roll, the 8, and adds the fol-
Iowing modifers: + [ for Many s Charfama (6, + 1 for the
gun In her hand, +2 because the gun is pointed af the exec
and «+2 for the pictures of the exec’s Gmily, That makes a
tofal modifier of +8, for a fnad Targed Number of 14, The
exec has 4 Willpower of 3, and o rolis thvee dice—a [, 2.
and 5, well short of the targer number The gamemaster
decides this guy is so afraid of Mary that nor only does he
escowt her into the office comples, but he takes her in
throwugh a back enrance to ensune that no guards will see
e,

INSTRUCTHON

When teaching someone a skill or a spell or some other
subject, a good instructor can Impsove his or her pupil's
chances of learndng, and bearning In bess tme, A character must
possess a skill at Rating 3 or higher in order to teach it o
anather. The instructor must also have the skill at a rating chat
edquals of exceeds thee rating the pupil wants 1 achieve,

Teaching requires an Instruction (4} Test, For every beo
sucoesses gchileved in this test, the student recehves an adidi-
ticnal die for making the test to learn the skill. See Laarming
Mew Skils, p. 245,

Mobe that numerous “wirtual instructor” programs ane now
available widely, especially through the Matrix, Consider mach
such program 1o hanae a rating in the skill it is providing instruc-
tion fior, as well as a rating In Instruction Skill. To detesmine the
coist aned size of a wirtual instructor program. add together the
ratings of these two skills and consult the Program Size Table
[p. £24). Consider virbual instrectons o have a multiplier of 3.
Consult the Program Costs and Awvailabiliy Table (p. 304) for
prices, Street Index, and so forth. Note that programs for lle-
gal or restricbed skills (such as Demolitions] typlcally have
rwice the Street Index and an Availability of 10 or higher.

USING BUILD/REPAIR SKILLS

Lising a Buikdl,Repalr Skill iImesohes two steps: finding che tar-
get numiber for the test to see if the project succeeds or falls, and
determiining bow bong will It take.

To determine the target number, use the Difflculey Nurm-
ber Table on p. 92, Ordinary, everyday equipment should have
a Target Mumber 4, fancy or technical stuff a Target Mumbser of
5t 7. Exotic items start at Target Mumber B and go up. Apply

any appropriae modifiers from
the: Bulid/Repair Table betow,

Having chosen the target
number, the gamemaster et
deterrines e bace e that
the task takes (see Taking the
Mme, p. 92). Gamemasters can
use the following simgple form-
(R ﬂg_ul't o thee Base e bor
I;h.ulrl.qu_:[ ar repaling some-
thing—find the price of a com:-
parable itern in the Soreer Gear
chapter, p. 270, and divide that
number by 10 for armed-com-
bat ems, by 20 for wehicles.
and by 50 for electronics, cyber-
wane of ofher pechinkoal DT, The el 15 dhee base tme b hours
for building or fxdng a typlcal ltern in that categony. Sucoess can
recisce the base time: the successes rolled in a character's
Success Test are divided into the base time, with factions
rounded o the neanest wihdale time wnit

Dodger’s sweating hard, bur be can't feef it under the
wealer frovm the speinkler Systern as he furmbles with the sod-
clering irow and probes he scrounged up (nadeguate tools,
+2 modiffer fo the manget number). He wishes Grinder
hadn't blasted the door lock fo keep the covp cops from
coming through i behind them. The unners need fo go
through i now, before the whode place bicws up in thedr
faces. Betwesn the sprinkier system and e Siress, e
Famemasier decides thar Dogger (5 working In Territde
Conditions, and the washer from the sprinklers ﬁnf.mhrﬂg on
the circiis doet not help one bif (+4 fo the target num-
berl. o overice 4 door comnirdd withaou! 4 fock would nor-
maty be a npcal task (Target Mumber 4). but the modifiers
raize the Target Number fo |04 + 2 + 4 = |0 Dodger has
Electronic (B/R) Skill 4, and w0 he rolls four dice for this fest.
He gersa 3, 4, 5 and & The re-rofied & wields a 5, for a tocal
of 11, and Dodger breathes a sigh of reftef. If he had roffed
more successes, e could have reduced dhe base Hime
alfowdng Mis feam o escape &ven more guickly.

USING STEALTH

The Stealth Skill gowerns a wide range of sneaky activities
and its various specializations suggest many different wses, The
Sneaking spedlalization covers moving quiethy as well as talling
someone without being spotted I-Ih_'llnﬂ refers o phvsically
hiding from view, camouflaging your appearance, blending inbo
croswcls and even disguising wourself. Alertness cosers & char-
acter's abdlity 1o notice the use of Stealth by others, Thefi
includes sleight of hand, plcking pockets and other such skull-
duggerny. These different speclalirations function in sfighthy dif
ferent wans.

When sneaking or hiding, a character should make an
Open Test to determine how well he or she palls it off, The high
number ralled becomes the target number for Perception Tests
by anyone who might concelvably notice the sneaking or hid
Ing characher,
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Because theft |s often a more difficult task o sooomplish
than hiding. using the Soealth Skill to pick pochets or pockes
SHTHETHINE without an opponent NOGCInE usually reguines an
Opposed Test, pitting the thiel s Sbealin SRl againss the wictim
Intelligence. If the thlieving character succeeds, b oF she has S
cesshully splrted away the item or picked the Wiciim s pocket

The Ablsrtress specialization s best reated as &
Complementary Siill (see p, 97) for Perception Tests. Charscbers
can use this Lomplemsentany Saill only wien aps cable to
siealth In some way: spotting a tail. keeping somecnes

talling in sight, spotting a camoulagen person o [tem
nizing that the walter is really a disguised assassing and 50 of

USING KNOWLEDGE SKILLS

Dicees, the player know the capital of Ui lalmgire s sWhat abot
e peocess o Mhalkiea a sn chin? What are the ooorial ofwets
img parameters of a smartlink and why does what this chipped o
wihom the player just offed was using seem 1o waork different,
I'.l'-'f-"-""" rruany not Krcw this irdormmsihon. Dt thslr Characters. might
The Encesdedge Skill Table suggests target nurmbers and 4 SCCEES
Tabde for using the vanous Kni -.-.I-_-;'!.'_:' Shills

15 .._f'-".'“ KROWLEDGE SKILL TABLE

h.lﬁu - Target Mumber
: i sl

© General knowiedge
r'l.-.-' Detailed hﬂllildgl

|
:

Cermeral knowledge, noe decalis
Detalled Information. with some
rmiinar imaccuracies

Deetalbed information. with scme minor
peoinis obscure or missing

Detadled and accurate information

Seresriing Eagle has mever had much wse for magh
bt he knows sclience (Ceohogy Skill 6). He gar s hands

an 4 strange, white rock and e wanis (o know whar /r (s

The garmer

pefeyr, Wik knows thal the ablect is a plece of
rredamarphosed Besh, secretly sats the Tanger Mumber at
1.2 because the rock is nod natural and because magical
WIOrNWEES Jare o ORIy '--l-":'.l\.-'-:'-_:'_l.;':' especially o
L, redrming {.\,L-.;.'.g Eagie rolis fls dice and maneges ho get
f SLOCESEES. WIEACT IS T :'.'il"':.'_lu"" fi femardy e weioe
stany. The gamemaster infivrms Eagle that s analysis feils
him the rock M a MetAmorpiic cambonan® of LWRSUWE SITa

fure, poddibdy 4 Tossh, Decause of e presence oF Some

aoparetity Diofoaical struchres




USING LANGUAGE SKILLS

Fallure to achieve successes in a Language Test
usually means that communication never realky
occurred. Information i misunderstood, uswally fo the
character's detdment, The gamemaster may want to
maske: any required die rofts himsell, so that the players
will not know whether what they intended to sy gol
ACTOSS.

A beautiful ehen woman comes unning up o
Switchback, babdiing something i Sperethied, His
knowledge of the elven language /s minimal
(Sperethial 2). MHe rods hiz bweo dice and gets fwo
slees. As If tims out, these ane successes, g 50 he
understands thal she is looking for help because
someone s following her (Complex Subject, Taget
Nusber 8). When she res fo explain fust who i is
and wity they wani her (intricate Subject, Target
Number 8l the convolutions become foo much o
Switchback (he rolls a 2 and a 5, neither of which matches
the targer numberl, He therefore loses the sense of wha
she Is saying. S6ll, she is gorgeows and there might be a
L e .

COMPLEMENTARY SKILLS

In Shaciowrun, each skill represents a wide range of
potential game play applications., and so the uses ol some skills
overlap, While Active Skills tend to have specific Fame uses,
Enowdedge Skills can offer benefits and, In some cases. difect
support for an Active Skill, Skills that do this are called
Cormplementary Skills,

I & playver has a Knowledge Skill that can begitinmatehy sup
port an Active SKill, then the plaver can roll dice for the
Encwledge Skill against the same target number as for the
Acthve Skill. Every 2 successes rolled on the Knowledge Skill
Test count a8 an addiional success toward the Actiee Skill's
Sucoess Test, Al beast ane success must have been scored with
the Active Skill for the Complementany Skill succeies to have
had an effect. Gamemasters should use this game mechanic
sparingly. as rolling two tests per action may drag games out
well beyond the patience of players and gamemasiers.
Background Skills ARE NOT considered Complementary Skills
unless specifically noted in the nules,

In a very Few cases, an Active Skill can act as a
Complementary Skill—for example, Active Skills serving as
womplements o the comesponding BulbdRepair Skill, For the
purpose of reducing the base time to bulld or repar some-
thing, the player can roll dice for the character's Active Skill as
a complement o the Bulld/Repair Skill. Players cannot use the
Acthve Skill to make the nitlal Bulld/Repalr Success Test: if that
test fails, any successes from the Complementary Skill Test do
not cound. If the B/R Success Test succeeds, hownwer, SUCoess-
&5 from the Complermentary Skill Test help reduce the tme it
takes. to perform the task In question. This mule assumes that
the character has the Active Skill being used as a complermnent:
characters cannot default 1o an Attribute, as they would if using
the Active Skill under normal ciroumstances. )

Another Active Skill that can act as a Complernentary Skill
s the Electronics Skill when making tests using cemain Device
Ratings. This use reflects the abliity of characters shilled in slee-
fronkcs 63 coan betier performance from their devices, The
Elecironic Warfare Speclalization in particular can aid certaln
devices in tests to defeat jamming and 5o on. All such uses of
Electronics Skill are subject to the gamemaster's discretion

Cheshire is going into negotiations for her feam. Since
her last meeting with Mr, Johnson, she has spent some
time leaming psychology. The gamermaster allows her to
use Pswchology as a4 Complementary Skill for her
Wegotations Test, Cheshire’s Negotlations Skl Rating s
still § and the johnson who out-cealt her last time sl has
the sam skiff af 7. The targes numbers remadn the same &
5 (the Imtelligence Rating of both characters). Cheshine
makes hwo tests: 3 Pspchology (5] Test and a Negotiations
{5 Test, Mr. jofnson makes a Negotiations [5) Test, Chesshines
only has the Psychology Skl ar 2, but her test wieids 2 suc-
cesses. She rolls 3 successes on the Negotiations Test, for
tofal of 4 succesees (3 4 (2 + 2 = ) = 41 M, folvison gets
only 3 successes. Cheshire won this time, using negotiation
and prpchology to beal her oppoment

CREATING YOUR OWN SKILLS

Shadowrun has an open-ended skill systern, which means
that you can add amy Active Skill that makes sense to your
Bame and camipaign. Camemasters should keep a few require-
ments in mind wihen adding new skills, however, Each e sidll
needs to be linked fo a single Attribute, and the gamemaster
must decide IF it should be grouped with existing skills for
defaulting purposes or default back to the linked Amtrbute
Camermasters should also take care not 1o Include new Acive
Skilks for a single character or a single effect, A good skill should
have at least two speclalizations and be open to all characters,
should they want o use [t
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Rating  Skill Type
5 Acthee
The skill i so ingrained that you use 1t In a Professlonal way. You perform the shill because you can. You no longer need
o worry about fallure. It happens, but the possibéity of It o longer affects your actions.
Exarmnpie: You want to do one thing ... fire the gun easily and effectively. More often than nor. you do. You begin to dis-
COVEr new witys o approach fring the gun. Esch new discovery Increases your understancing of your poteniial

- Knicadedge
You have become Educated. You now know more than you don't know on a topic. You can discern whether facts, ressarch
ar trends are accurate. You also begin to keep up with advances made in parallel topics that might affect your knowledge base.
Example: You know the Sritations of doning and what can and can't be done, Fuwmiors: of clored humans and meals rep-
PESENEalions make you mad with thelr Nacouracies, bot you e mone ocoupled with news of sdvances in gene theory ar you'd

.6 . Adthe ; -
~ The skill beommes Innase. You no fonger think about using it Whenever you use the skill. your mind and body are one. The
an action performed and more a triggered reaction. You concern yoursell with performance rather than style and

. The gum is drawn, The gun is fred. The tanget is hir. Evaluate. Adfust. The gun is fred, Your body reaces. Youwr mind
2 nﬁa#dmmmmmwmmmuﬂmﬂm to e point whene it's fust you and the

& Encededae
. There is litthe you don't know about the topic at hand, You have Mastered the subject, from Its basic principbes to s fartese-
el implications. You begin to concern yoursedl with future advances and applications and the relevance of paraliel topics.
- Example: Cloning seems ke a ciosed book t0 you. You know bow and wity they dic it. bunt o the fough gquestions ivoive
wiat fo do with it. The sclence continues, but while ethics and corporate exploitation concem you . spin-offs like cofular secon.
sfruction seem mrove Intenesting.

7 Active

¥ou have become an Expert in using this skill. You perform it as a pure biend of reaction and metal preparation. it becommes
Bhe breaching: you no longer think of the skifl as separate from yoursedl. The skill defines you, Your knowledge of the skitl cow
@rs all of is applications,
; Example: You don't fire the gun. You are the gun. Your mind.and Body are in concer.

7 Enowledge

¥ou are an Expent In the topic at hand. You not only know what thene is 1o know, but are alsg current In all trends, research
leven the secret stuff behind cosed doors), thearies and speculation, 45 well as knowing everything abour the men and wormen
behimd it all. The subject s as simpie (o you as the alphabet is to someons ofse,

Exampie: Cloning isn't just a ropic or @ hobby. Cloning and alf that it encompasses keeps you going. You cannot i gine
Wie without the thill of staying on the cutting edge, fom Aztechnolog)'s newest fesearch papers (o the latest “Whart s [ e
difscirssion,

B+ Active

Cmly two words can describe your use of the skill: World Class. Regarded as someone who defines the skill, you perform
it perfectly; you also grasp the nuances, adapt and refine I£, a5 If you are recrearing the skBll eveny dme you e it

Ecample: You are the best with a pisiol, state-of-the-art. Youwr name is feared in the sireets,

B+ F.nionwledge

Only one word describes your knowledge In any given topic; Genlus, Friend and foe alike regand you as somesne whose
Encededge is unsurpassed and whose ability to theorize and think creatively about a toplc 15 unparalicied

Examnpie: When people speak of cloning. they wse your name/
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COMBAT

S AL Y

-~ pwmel ol
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e warkd of Shadowrun |5 violent and hostile, and inevitably player characters will be drasm
Inbo combat situations, Whether the characters are spraying bullets, slinging spells or
engaging in melee, vehicular cormbat or a Matrix dogfight. the fodlowing rules for combat
are used.
Cormbat in Shadowun proceeds in 4 set sequence known as the Combat Turn. The Combat
Turn attempts to mimic real combat, resolving bssues such as who acts first, wivd s laster on
thee clraney, what happens when one character punches another and so on. During the Combat
Turn, which Lasts lor noughly three weconds of garme tirme, each player (starting with thie Fastest]
takes murns describing his character's action, and rolling dice to see how well he performs it
The gamemaster describes the actions and reactions of the non-player characters, as well as the
final outcomse of all actions. Thie Combat Turn sequence begins on p. 103

Bafore combal can ocour, the first thing that must be established |5 the oroer in whech
aharaciers acy

INITIATIVE

Initative determines the arder in which characters act during a simgle Combat Tum
Initiathve is based on two [actors: The character's adjusted Eeaction Anribute, plus his total
Initiative dice. The sum of the two |5 the charsctes’s Initflathve Scone

Exch character has a bave Infliative die of 106, Their base initiathee is Reaction + |G
Varipus pleces of cybersare, adept powers and spells may incresse a character s Reaction of
Initiative dice. The adjusted members are written In parentheses following the base number; a
chasacter with a base 4 + 1 D6 Initdative who has wired reflexes cyberware (level 1) would write
his Iniclatbve as 4 (&) « 106 (206G

To determine the Initlative Score, roll the character's Initlative dice, Add the results of the
dice together with the adjusted Reaction o get the Initiative Soore. Note that the Rule of Six
ip. 38) does not apply to Initlative rolls,

john Longbone, an ork stveel savival. has a natural Resction of 3, and the Dase LM

infhative die, He aiso has reachion-enhancing oebersare insfalled thal adds +2 Reachion
amd + | D6 Initiative dice. Thar makes his Fsted nitiative 3 (5) + 106 (2D6). Rolling ks 206
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Initiafive dice. he gefs 4 £ and a 6, His Initaine Score ix
the (2 + 8+ 5=) I3

The Initiative Score determines wiven a Charscier may act,
as well a4 how aften he may act in a Lombat Tum

DETERMINING THE DRDER

At the beginning of each Cormbat Turn the Charaomers rodl
their Initiative dice, The Initiathve Scores are calculated and the
resiiles ane neobed by thee FAmemLAsher from highest to borweest
The highest-sooring character will go firat

The inktisthve Pass

Once the chasacter with the hghest inftiathve goes first, each
chamracier follows In order from hlsl‘ﬂl‘ Initiacive Score o kowwest
This is called the Initlathve Pass. Each character will go once befores
any character goes. again. The nurmber on which a dharaoer acis
is called & Combat Phase. (See The Combar Phase, p. 104)

Once all players have acted, the gamemaster subtracts 10
from everyone's Inktlathve Score. Ifa character has a result above
zerg, that character can act a second time, rom hghest 1o ow-
ent. This is the Second Initiathwe Fass. ARer all charachers have
gone in this pass, the gamemasier again subtracts 10 From all
Initiative Scores, and IF amy character has 8 score abowve zero
they can go a third time. This process continues until no char-
acters have an Initiative Soore abowve fero. AL this poing the
Combat Turn B over and a new Iniilatve Soone |5 nodbed

A big combar breaks owt and the gamemaster rells
evenyone fo roll inftldve. The ployers throw some dice
and the reswlting Initiathve Soores Took ke this:

Mayer Initlative Score:
Mike"s Characher 37

G Goon #1 s ]
D 's Characied L&

G Goon @2 fe
Sharon s Character ]

Bich's Characher IF

Ll Caony 03 1%
Carmnella 's Character L+

The Combar T wowld proceed In the fodiowing ondes
{provided no one gets injuned);

first  Second Thired Fourth

Paws P Faiz Fazs
Player Owder  Ovder refer reler
Melilee 5 Charic e 3r Far IF i
G Gaoairy # 1 .l 14 & Mo Achions
Diave's Characier 22 12 F ] Mo Acions
G G 2 i & No Achons:  No Achons
Bharon's Chavaciery |8 ] No Aciions N Achons
Bich 5 Characres ir s Mo Acrions  No Actlons
G Goon #1 15 g B Acthans Mo Acniong

Cavmella 8 Characrer ©  No Adiions  No Actong  No Acnlons

AN of the characters get fo acf in the first Iniflathe Mass,
starnting with Mife s character and procesding in oeder. In e

sacond Fass only Cammela 5 charaoner O0es nof @ef amye
actions because her hitlathve Soore &5 0 or less (9 = [0
Evenyone cise gois 4 secomnd achion, with Mike's character
going frst and everyone else in oder. After the second
Initiathee Fass only 3 characters have Inlialive SOores above
sar: Mike's characeer, GV Goon @) and Dave’s charcres,
Ajfter the thalrg Pass andy Yike 's character solll fas an Inifare
Soore above zenn. MNof only did Mike ger o go fArsr this
Commbar Turm, bert he dlicy wenit s and rmoie offen

Damage and inbiiaiye .

If a character Is wounded, the damage he has taken will
affect his Initlative Score. Each tme Initiative 5 roSled, the
Initiathve modifiers (see Damage Modifiers Table, p. 12465) from
Bl charachir s Ll.?l.-"l'l.:'..g-E' is subtracted from the Initlathee Score
For exampbe. a character with a Serous physical wound and
Light Stun damage would subtract 4 from his Initiathve Score
If a character’s Initiathve Score is reduced to zero or less by
damage modifiers, that character does nol get any actions duwr-
ing that Combat Turn

Wihen a character takes damage (see Appiving Damage, p
125] his Initiative Score is affected immediately. The Initiative
modifier determined by the damage level is apphied o thelr
Initiative Soore immediately upon '..u.lng the r|.1.n'|a._n;r This
mieans that a character's order within an Initlative Pass can
change, possibly more than once [F he takes damage multiple
times. Mobe that a character only acts once per Initiathve Pass,
w0 if & charactes s Initiative SCone 5 nvened by damage after he
has acted during a pass, he does nob get b act again that pass
In addition. a character's lndtathee Score may be lowened
enough that he oses a complete Inftlative Faas

In the examode ainse, g § Characier Nas 4n nnanve
of 22, i the Arst pass, GM Goon #2 [Initiathve 19 plugs
Dave's character for 4 Modereie wound, The Mookerahe
wound cames with i a4 -2 pendlfy, s0 Dave s Initianive
Scove s immedianedy modfed fo 200 While this doesn 't
affect the drsr pass [Dave already has gonel, @& means that
in the second pass Dave's Initlative Score i3 [0 (mar 12)
Furthermore, this meaar Dave will lose his action in the
fhirdl pass (10 — [0 = O meaning no ACTions)

If GV Goon #2 had instead plugeed Sharan's charac
rer, who has an hnifarhve Score of 18 (and she has nof yer
acted in the frst pass). with the same damage, her
Initiafhve would be modiied fo [6 5he seolnd now ol
affer Rich's characier, nof Defore. (s wolld alsg change
e ander & D Second Dass

Inktlathe Thes
Sometimes characters will end o I‘l..-'ll..'mg e S Iniclarhee
Soone. initlathve ties arg resobaed in the following order,
= The character with the highest Inftiathve Score in the first
Initiative Fass goes firse.
= The characier with ihe highest adjusied Reaoton goes firsi
= Thee character with the highest unaugmented Reaction
RO first
* Rodl 1DG. The highest result goes first (keep rofling o
these are ties)
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Characters may Intentionally choose to go after andather
character, Horeever, IF bevo or more characters ane each seeking
o g0 after the othern(s), only a character who would have gone
first can choose o act kasi

Using the example above, let’s say thal Bich 5 charc
ter gets plugged for Modershe damage instead of Lave s
character, Rich's Initistfve Score was | F. modified by the
Moderate damage o | S5—ihe same Comibad Phase ithat
Coon #3 goes on However, Rich had rolfed a higher
ivrative Scone fov this Arser pass, so he SOl goes frs
before Goon #3. This will! aiso be the case in e second
s, wHess ane of e @ets i agaln

WF Bich chooses, he can intendionaty oot after Goon #3 in
thar Comibar Phase. Goon #3 has no choice in the marer,

Delaved Actions

Sometimes players &on 1 want 12 o when it s their fum
They prefer o walt o see what happens and how others act
before they act. This s called a delayed action. A delayed
action must be declwed when players are dedaring their
actions. [See Decliring Actbans, po 104} A player can declare a
delayed acticn on any of thelr actkons in anmy pass

A player character can delay an action until A laver Comiba
Phase In the same Initlathee Mass. Durding the Declare Actions
part of that Comibat Mhase, the characier must declare that he is
intervening. Characters whio have held an action and intervened
n this manner go before anyone who is normally taking their
action during that Combat Phase. IF multiple characters delay
thisir actions uncll the same Combat Phase, detesmine which
orger they act In as if resobving an Initigtive e, Mote thal char
acters can choose to Intentionally act after another in a Combat
Phase, but onby IF they woukd nommally have gone before.

The character delaying an action in this manner Goes Mol
lose his original Initative Soone. Once thal pass B owen The
gamermaster subtracts 10 from the onginal initative Soore of that
characier as usual o determine wihen they act in fhe next pass

PMansers can also decide to go after the Last players’ Comisal
Phase in a pass. The character must act by Combat Fhase |
(there is no Combal Phase fernol. I more han one charmcier
decides 1o act last in & pass. resobee who goes first as if resobse
ng an Initlathee tle

Delaving Into the next Inltlathve Pass: Characters can also
delay an action until the next pass. In doing S0, e player
accepts some limitations on his or her acions Mayers delaying
Aan &CHon in this manner cannot choose a Combat Mhase that is
earfier than the highest Initiatiee Score for that pass. If & char
acter does delay his action and takes B during the e
Initiative Pass, e hoses the action e would normally et dur
ing that pass. Characters canngt use a delayed action to effec
tiwely go twice in the same Initdative pass. They stll get to act
in the pass after that, as normal, if they have an action

In addition, a character must act befiove the Combat Phase
i which hie would normally take his next action. If he does not
weish o of can't act by that time, then he loses the action he was
delaying. He may still take the action he normally gets for that
Initiative Pass, and may even delay that one i e wishes. [n any
case, a character may only act ance during an Initathae Pass

If the character |5 delaying his last action of the Combat
Turn, he may delay it untl the very end of te Combat Turn il
he wishes (Combat Phase | of the last Initative Pass). [ mone
than ane character delays until the end. determine the order in
wihich they act as If resobying an Initiathve the.

Lisiryg thve nitiative Scores in the example above, Mike
decioes to waid in the frst nitbeve Pass ondi! e can faly
evaluate the sinuenion. Undess he gets bacly Qurr. e knows
fe has an action in the st ndiative Pass a5 well ana so
can bail the team owl I necessary, He decanes a delayed
sepion. Mike can acr ar any ime in the fSrer pass, b since
he goes st in the second pass theve's no neal point in
ahetaying undll dhat pass unfess he wants fo fose an Ao
The Goons seem fougher than what e [eam SUSReCned,
s e clecicked fo use his combar skills &y Dack-f0- bk
ACHON o G0eh UH Some bredihing room. He oecides o act
Lase, af fhe wvery end of Fass |

If Mk just werrmdesd foowalt untl Goon # 1 aors, Be could
have delned and then declared (afer the goon haa
deciyed what action fe was fakingl that bhe was also ach
irg i Covmibsal Miase 26, In other words, Mike's character
waaired Wl he cowld see wihar the goon was dodng. and
then acted fo pre-empt the goon

Timeed Hems and Indtlative

Soivee ibEfms. SUCh a8 Frenacdes, exphoane oevices, B
rraps and S0 on, ane timed as to eactly when they will exphde
I oSt situations, these items will detonate on the Characner s
Combat Phase during the next Initiative Pass. IF there are no
more Combat Phases for that character, the fem will detonabe
at the end of the next Initlathee Pass IF, for some reason, there
are mo more Comibat Tuerns, the item will detonate at the gamse
master' s discretion

IF &m ibesn has & timmeer St by & plaseer Charaoier, that chsr
acter can deciae wduen 0 oS ofF. bt he o shie st dechare
thee clestonation time whien the ibem s acthvated. In general. its
et o have such Frems detonate on the characher's Cormbat
Phase, elfther during a predetermined pass or ab the beginning
or encd of a Combat Turn

Mabe that cimed iems alsways lose Inltlathve ties

Cin Comibad Mase |8 of che Grsd Indtlathve Pads, Shano s
character fosses 4 grenace af Goon & 3 The grenade will
defonate duning Commbal Mase 8 of the second Anhanhae
Pass,

COMBAT TURN SEQUENCE

After determining who acts and in what order, the Combat
Tisrn sequence is used to resolve all forms of combat, including
hand-to-hand, ranged combat, frearms, magic, vehche, cnmer
or Matrix combat, Specific details about specific nypes of com
bat appear in the Maglc, Vehicles and Drones. Spirits and
Dragons and Marrhy sections. All of their specific actions K
within the Combuat Turn Sediemnoe

The followwing combat rules appdy 1o all player Characiers
non-player characters (MPLs) and critters alle unbess other
W rpo e
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1. ALL DICE POOLS REFRESH

Al the varous Dice Pools of all the characters meoheea
refresb. Karma Poots refresh every 24 hours, of at the game
maste’ s discretion (see Karma Pocl, p. 2406)

1. DETERMINE INITIATIVE

Dieterrriiree Indikathoe for al the characters, Critiers, spiris,
intrusion countermeasures and anything else involved In the
fight. The order of Initlative Scores from high to low determines
thee order In which the action will take place.

3. CHARACTERS TAKE ACTIONS IN THEIR COMBAT PHASE

Characters inmvohved in the combal now ake their actions
sequentially in the frst Initiative Pass, starting with the charsc
ter whio has the highest Iniiative Score. This character s the
acting character, I more than one character has the same
Initiathee Scone. see inifacive Ties, po 102,

A. Declare Actlons

The acting character declares his actions for the Combal
Phase. He may make Free. Simple and Complex Actions, in any
orcler. Any chasscter can declare a Free Action even IF this is not
thedr Combat Phase, as long as they haose already acted n e
Combat Turn prior to this Combat Phase.

If a character has delayed an actlon and wishes to act dur-
ing this Combat Phase, he must declare It ab this point.

B. Resolve Actlons
Resolve the actions of the acting character.

C. Declare and Resolve Actions of Remaining Characiers

Mowe an to any other characters acting In that Comibat
Phase and repeat Step B for them in the proper onder, Once all
eligitde characters have acted in that Combat Phase. mowve on
1o the Combat Phase of the character with the nest highest
Indtiative Score and resobve the actions of that Combat Phase,
starfing with Step A abowve, Continue repeating steps A
through C until the actions of Al characters have been resobaed
for that Initdative Pass

0, Calculate the Mext Inktlative Mass

Once all of the characters have acted and the all of the
actions have been resoboed for that Inidathee Pass, the game-
raster subtracts 10 from each character’s Initiative Soore and cal-
culates. the order for the next Initlative Pass. Step 4 s then repssat
ed, i a character™s Initiative Score s equal o or less than zero, the
character takes mo more actions for that Combag Turn.

Camemasters must remember to immediately apply © a
character’s Initdarive Score amy Initative modifiers from wound
:;1..1rn.134:-

4. BEGIN A NEW COMBAT TURM

Begin a mew Combat Turn, starting again at tep |
Continue repeating steps 1 through 3 undil the combat encs
Any unused dice in a character 5 dice pools 00 Not carmy over
to the next Combat Turn (exoept Karma Pool)
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USING DICE POOLS

The firit step in the Combat Turn s for &l dice pools to
refresh. Characters can then draw from them during the Combat
Turn. Dice deawn from the pool are no longer available, untll the
pool refreshes at the beginning of the nest Combat Turn,
Charachers may use more than one die from a pocd o augrmen
a test, subject to the limitations of the dice pool in question
Each pool™s limitations are discussed in the Garme Covcepds sec
thon under Dice Poods (p, 43).

When using dice from a pool 16 augreent & test, the play-
er simply adds the pool dice 1o those normally wsed for the
rest, i a player would normally roll four dice for a test and takes
three dice from the appropriale pood o sugment the est, e
rofls & total of seven dice, Pool dice should be a different color
than the other dice used in the best

Unused pool dice do not camy over from Combat Turm to
Combar Turn. Dice remaining in e pool af the ond of a
Combat Turn are simply bost.

COMBAT PO

PMayers may allocate dice from the Combat Pool o any
offensive or defenave comibat-related esis, They may also use
dice from the Combat Mool (@ dodge and help resist damage
from normal attacks (see Dooge Test and Damage Besistance
Tesres, p. 1130

The Comvbat Pood and (s vses are discussed in detall on
[ @3

THE COMBAT FHASE

When a character's Combat Phase armives she mast decide
what she's going to do. Multiple opfions are open to the act
ing character during his or her Combat Phase. An action & a
character's attempt o do something: fire a gun, cast a spell
sctheate a computer program and so on. Characters can Camy
oul thiee types of actions during their Combat Phase: Free
Simple and Complex. A character can @ke either two Simple
Actions or one Complex Action during their Combat Mhase. In
addition, sach character may take one Free Action during any-
ovie's Combat Phase (inchuding their awn|

Mot that the warious actions possible in the Mairx and In
wehicle combat are detailed in the Marrx section (see Actions,
p. 224) and In the Vehickes and [rones section [see Vehicle
Achors, p. 141}

DECLARING ACTIONS

When It Is your character's turn o acl, you must declare
the actions that he or she B going tw perform during the
Combat Phase. You may take Free, Simple and Complex
Actions in any order during your Combat Mhase. IF there are
madtiple characters acting within one Combat Mhase. the char
acters declare their actions in reverse order, moving from the
one with the lowest beginning Initathve Score (or whatever i4
used 16 break an Inltarhae te, see nidathe Thes, p. 102) o the
chasacter with the highesr Initiathee.

At this point, characters can declare their intention o
delay thelr actions (see Detayved Actions, p. 103). B a character




has decided o act from a previously delayed action, they also
need o declare that they are intervening at this tirme.

Free Actions must always be declared at the beginning of
A Combat Phase,

FREE ACTHONS

Free Actions are relatively simple, mearly automatic
&Cons that require little or no &ffart to accomplish. Examples
are safing a word, dropping an object, dropping prone, o
casually looking at something

A character may take a Free Action during their own
Lornbat Phase and duing the Combar Phase of any other char
acher, 43 long as it Is dedlared. Only one Free Action may be
madie by each character during amy gheen Combat Phase. A
character may NMOT take a Free Action PRIOR to his Arst Comibal
PMhase in the first Initiative Pass

Free Actions taken by characiers cluring Combat Phases other
than their owmn abaays take place last In the Combat Muase

Free Actions generally require no Sucoess Test, thaugh spe
clal circurmstances may warrant one. Following are desciptions of
a e of the many possible Free Actions in Shadowrun comibsar

Acthvate Cyberware

A character may use a Free Action to activate a piece of
cybereare that is not continually turned on. This equipmemnt
notuctes headware radiostelephones, thermegraphic vislon,
and 50 on, S5ee Cybenware, p. 206,

Call & Shot

A character may “call a shat® (aim for a valnerable partion
of a target) with this Free Action, See Called Shots, p, |14, This
action must be immediately followed by a Take Alm, Fire
Weapon, Throw Weapon of Meles/Linarmed attack

Change Smartgun Fire Mode

Characters holding & reachy smartgun (with smartiink cyber-
wiare] may change their weapon's fire mode as a Free Action
g Flreanms, p. 114, and Smartiok, po 301, This would include
changing a shotgun's choke via smanlink. See Shotguns, p. 117,

Deactivate Foows

An Awakened character may deactivate a focus that is
bosund to hirm as a Free Action. turning the foous off. See Fool
p. 189,

Delay Action

A character may delay an eligible action by expending a
free Action. See Defayed Actions, p. 103, This Free Action is
only possible during a Combar Phase in which a character is ali-
il for action

Drop Object

A character may drop a held object & a Free Action. if e
Is holding abjects in both hands, he may drop both obects as
a single Free Action.

Drop Prome

A character may drop poone at avy tme

A magician sustalning a spell must make a Willpower
iForce) Test to awoid losing concentration on the spell when
dropping promne.

Drop Sustained Spell
A magiclan may drop a sustained spell as a Free Action

Eject Smartgun Clip

A character holding & ready smamgun (with smartlink
cyberware) may use a simple cybernetic command 1o sject the
wieapon s clip, It stll takes a Simple Action 1o Insent a new
fresh clip, See Srmartink, o, 301

(e mture

A character may execute one gesiure as a Free Action
{However ludicrows this may sound, it pemains primariy to the
usiE ol ge:lmﬁ as sllent Comimunication in combat situations.

Dbaerve

A character may observe as a4 Free Action. Ses ey
P £31. A character who 5 observing can see only what s
Immediately obwious, though active vision enhancerments
llow-light, thermographic) apply. Mo actual Perception Test s
possible when observing as a Free Action, [See alio Obsenve I
Detadl under Simpie Actions.)

Speak a Waord

Each ward spoken |5 a Free Action, but, for all practical
purposes. characters can speak in a coherent phrase or twao
when necessary. The garmemaster may wish (o enforce the sin
ghe action—single word nule in order to controd exoessive, unne
alisthc conversations within the span of & Combat Turn (about
thiree: seconds.) Some gamemasters and plagers may, howey
&1, prefer elaborate communication

Speell Defense
Magiclans may allocate Spell Defense dice (see p, 183 as
& Fres Action

SIMPLE ACTIONS

A Simple Action ks one step more complicated than a Fres
Acthon, and requires a bt mong Concentration o attemor. Onby
A few requine 4 Success Test to accomplish, however Simple
Actions can only be taken on a character's Combat Phase

A Free Action may be taken in place of a Simpée Action

Lhusring his Combat Phase., a character may take up 1o two
Simple Actions or one Complex Action

This r.‘l:l"ﬂ"-'-"“',\l_?. afg Typecal Simple Actions occurring in com
ban in the Shadowrun game

Acthvate Fogus

An Awakened character may fake a Simpde Action to act
wvate a focus that has been bonded to him. Mote that activating
4 sustaining focus requeres the magiclan o cast a spell, and 3o
Is a Complex Action. See Acthvatian, p, 190
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Call Mature Sl

A shiaman can call forth & nature spirit that has been placed
on “standby” with a Simpde Action. See Nafure Sointt SERdCes,
o 180

Change Gun Mode

& characier holding a ready frearm can changes Its fire
mode via a Simple Action. If the weapon is a propery Bnked
smartgun, it takes only a Free Action 1o change the mode, Soe
Firesrrns, @, |14, and Smartiing, p. 301, This includes changing
a shotgun's choke If the gun does not have a smartgun link
See Shobauns, po 11T

Change Moslibon

Using a Simple Action, 4 character may elther stand up of
lie down [becoming prone), IF the character s wounded and
attempting to stand up, he must make a Willpower (L) Test o
stand wp. Remember to add amy infuny madiliens o the targedt
nurmber. Characters can always fall down without making a tesl
[ar by using the Free Action of Drog Prone)
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Command a Splrit
Using a Simphe
Acthon, a magiciar
character may Bsue
a command o oa
walufe oF ehemental
it umaser RS o
trol. Mone than one
spirit may e oom
rmanded T thils
manner IF they ang
all given the same
comimand, See aiso
Elemmernid Senvices
p. 187, and Nature
Spinr Senvices
p. 1BS

fire Weap-on

A character My
fire & readky Brearm
i "\._"_Iglll' S0, SETTH
Automeatic, oF st
fiore mode via a
Cimple Action Ses
Firagrmis, p. 114, for
fmioee Inhormation. i
a character has on
Lot Bl L1} EACh
hand. ke may Are
MO with esa&th
weapon by expend
ng one Simphe
Action. See Using a
Seacond  Hresrm, |
11

Single-shat weapons may be fired only once per L_ormbar
Phase

Lising Fire Weapon, a character may fifg a bow-weapos
sshowy) that has been previously M
x Action ol Ready Weapon. See Projeciine

{regular Dow o O
reachy using the Semy
Weapons. p. 11/

Insen Lilp

A character may Insen a fresh clip into a ey Frearm by
takding & Simple Action, but anly if e Ras first remoneid the pre
wiows clip, See the Simple Action of Remove Clip, po 107, and
also Reloacing Flrearms, p. 280

Observe |n Dedall

A character may make a detalled observatkon Dy Laking a
Sirnple Action. This allows a Perception Test, See Perception
[ L3

Pick Up,/Pui Diown Objedt
A character may pick up an object within reach or put
divamn one that he was holding by expending a Simple Acthon




Quick Draw

A character may attempt to quick-draw a pistol or plsbol-
sized weapon (Concealability 4 or greater, see po 2701 and
Imirmfiately fire it by expending a Quick Draw action. For the
character 1o successfully draw the weapon, the player must
rake a Reacton (4) Test. Only 1| success B necesiary to clear
the weapon. IF the pistal is not held in a proper holster, add a
L target modifier, if the test is successhd, the character may
clranw thie pistod and fire normally. B the test falls, he cannot fine
the gun this Combat Mhase

Only weapons that can be fired with a Simple Action can
b quick-drgam, Two weapons may be quick-drawn and fired
but this adds an additional +2 target modifier to each Reaction
Test, See Lising a Second Areamm, p. 112,

Ready Weapon

A character may ready & weapon by spending a Simple
Action. The weapon may be a firearm, mclee wnAn., thincne
Ing weapon. ranged weapon, of mounted or wehicular
weapon, Readying entails drawing a frearm From a holster
drawing a throwing of melee weapon from a sheath, picking
up any kind of weapon, nocking an arrow in a bow oF cross
bow, of generally preparing amy kind of weapon for use. A
weapon milst be ready before it can be used.

A chasacter can ready a number of small throwing
weADOons, sach as mrowing knhves or shuriken, equal o one
half his Quickness {round down) per Ready 'Weapon action.

Bemove Clip

A character may remove a clip from a ready frearm by
taking & Simple Action. See lser Clp, p. 106, and abso
firoading Frearns, po 280, It takes another Simple Action 1o
grab a fresh clip and slam it g the weapon.

The wielder of 4 smantgun with a smartlink rmay epect e
gun's clip by spending a Free Action to make & simple cyber
neEtic command. See Smarmiinks, p. 301

Shift Percepilon

A Simple Action allows 4 magiclan to shift perception to
of from sstral space, Actual astral projection requires a
Complex Action. See Asral Perception, p. 171

Take Alm

A character may take aim with a ready ranged. weapon
Mirearrmn, bow, or throwing weapon) as a Simple Action. Take
Alrm actions are curnulative, but the benefits are lost if the char-
acter takes any other kind of action, ncluding a Free Action ar
any time. Take Alm actions may be extended over multiple
Combat Phases and Initlative Passes sven from Combat Turn ta
Combat Turn. The maxdimum number of sequential Take Alm
actions & characier may take is equal to one-hall the character's
base skill or specialization (f applicable) with that weapon,
rovnced dowen.

Characters who are aiming over multliple Combat Phases
may nod use dice pood dice for any reason without losing the
benefits of the Take Alm actions

Each Take Alm action reduces the base target number by
l. ee Resolving Ranged Combuat, p. 109,

Throw Weapan
A character may thiow a ready thiowing weapon (ses
Ready Weapon, abowe) by taking a Simple Action.

Use Simple Object

A character may use a simple object by taking a Simple
Action. In this case, simple i3 defined as being able o operase
the device or mechanism via a simiple activity such as pushing
& button. turning & knob (doors must be unlocked to be opesesd
with a Simple Action), pulling a levetr, and 3o on, The game
raster may have fo decide on a case by case basis If a device
of mechanism s simple or complex. A chamcter can also e
objects such as potions, pills, skillsolts, or patches by taking a
Smple Action

COMPLEX ACTIONS

A Complex Actlon requires the most Inbense concentra
tien of all the possible action types. Only one Complex Action
15 possible per Combat Phase, A character who wishes o take
a Complex Action may also take a Free Action that Combat
Mhase. but may not take Simple Actions

Asiral Projection

A magician may project his st ongo the astral plane by
taking a Complex Action. Returning to his physical body alsn
takes a Lomples Action, Nobe that once on the astral, astral pro
lection does mot require an actkon. Ses Adtral Projection. p. 172

Banish Spirit
A magician can atbempt to banish a spift by taking a
Complex Action. See Banishing, p. 189

Call Elemental

A mage may call forth an elemental thar was previoushy
summoned and placed on “standby® with a Complex Action
Mare: than one elemental may be called at once with the same
Complex Action If they are all of the same v (fire elemen
tals, fow example), See Sinding Elementals, p, 186

Cast Spell
A magician may cast & spell by taking a Complex Action
S Speiicasting, p. 181

Control Spirkt
A magiclan may atternpt to selze control of a splrit away
fronm  another magician with a Complex Action. See

Contmiing. p. 189

Eraze Asiral Signature

A magician using asiral perception may take a nurmber of
Complex Actions equal 1o the Force of an astral slgnature 1o
efase It complEtely. See Astral Slgrnadures, p | 72

Fire Awtomatic Weapan

A character may fire a ready Brearm in full autcfire mvode
by taking a Complex Action. See Aresrms, p. |14
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Fire Mounted or Vehlcle Weapon

A character may fire a resdy mounted
o wehicke weapon by taking a Come-plex
Action, See Vehicle Combat, p. 138,

Melee /Unarmed Attack

A characier may attack with a meles
WeaRCn, or unarmed, by aking a Compilex
Action. See Melee Combat, p. 1200 A char-
aCled may aftack multiple targets within
meleE range with a single Complex Action.
See Muwiniple i".-r:_g::'-.'::_ p. 122

Relsad Firearm
Weapons that do not use cips must be reloaded using a
Complex Action. See Reloading Firearms, po 280,

Summon Mature Spirit
A shaman may summon a nature spidt by taking a
Complex Action. See Summoning MNature Spits, p. 184

Use Complex Object

A characoter may operate a complex object, such as a com-
puter, cybercdeck, vehicke and so on, by taking a Complex Action.
‘Use” entalls activating & program, Issuing detailed nstructions,
conducting an internal operation (such as copying files), diving
the wehiiche, and the like. This canmot be done whille NN

Use Skill
A character may use an appropriate skill by taking a
Complex Action. See Using Skils, p. 91

MOVEMENT

In acditlon o the choioes of Free, Simple and Complex
Actions, characters may also choose 1o mowve during their
Combat Turn. fovement In no way changes the avallability of
Frise, Simphe. of Comples Actions

There are two Bepes of rmoversent: wialking and nunning
Characters may mowe at one of the two rates during a Combat
Turn. They may also choose o remaln stationary, Charactess. Can
i the turn Statlonany and declane thelr movernent during any
subspquent Combal Mhase.

MOVEMENT RATE

Each character has a Mowvernent Race for both wealking and
running. This rate is the distance the character moves by that
method per Combat Turn, & chasscter's maximum Walking
Rate is equal o his ‘I.ll:ll’lil'lt:"h'i. In meEtErs. A character s maxi-
murm Running Rate s equal to Cuickness tmes his nEning
modifier {(See Running Table]

Movernent during a Combat Turn B divided evenly
benween the turn's infflathee Passes, The maximum distance a
character can move Is equal o the character’s maxinmom
Movement Rate for the type of movement being used In that
turn divicled by the total number of Initlative Passes (rounding
up] In that Combat Turn, The resuln is the maxirum number of
mmeters a character can mowve during each Initiathye Pass, M the
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characier mowves at all (even a single meter)
e is assumed to b o g af e ke e
declared and suffers the appropaate mowve-
e modifers to his actiones. IF the charac
e Goes nol move, fee must Still reduce his

:It_!- maximuam avallabde moesermient for che turn
M by the nuember of meters allowed In each
x3 pacss. Lharacbers may continue to mowve dur
| ; Ing passes in which they have no available
H--!' achons, moving their maximum  JFslanoe

lor that pass sfter all other characters have
taken their actons.

Twdtch the elf semuval has a Quickness of 6. His ma
AT Running Bare s 18 meters (6 x 31 and Ris masimunm
Walking Kare 5 & meters, There are 3 Inithithee Passes
e current Cormbar Turn, widch means fhad Twdtch can rn
for & meters or walk for @ meters during each Initlative
Fass, Because Twitch s standing sl and rin.'u_:q' fis g for
rhe firsr pass, e movermsnt moode dossn 't matter, Bur his
Arger oechales fo . 50 on Nadich s Comibud Phaze of the
secowic! Inftlerhve Mass, be decianes he sl run. He moves &
meters for fhis pass. and ¥ he continues fo man through e
mext pass e will fiun & mone (for & total of 1.2 fov the entine
Combat Tum), Because Twitch did nod move fn the Arsr
pags, e “oses” those § meters

VLB ING

When walking. IF the character is combining the mowe
mient with an action that requires some lorm of Success Test
el charscter takes a «1 carget madiber, IF e dvernent 5
e rough terraln of through obstacles, the character takes a
+2 target modifier,

RLINMIMNG

Lharacters who are running take a «d target modifier o
any fests anempeed while unning («6 oser difficult ground)

Characters with Athletics iH.IIII'IiIIﬂ: kil may attempt o
increase their running distance by spending a Complex Action
(s Skill). Each success against a Target Mumber 4 increases
ther character s effective Cuickness by | podnt for that Comibat
Mhase

INTERCEFTHOMN

IF roveerresnd takes & character within one meter of an
opponent, and [he Characier aftempis 6o pass by without
attacking the opponent, thal opponent can make a ree meles
attack. i the opponent has a weapon ready, e wses his normal
imelee) Combat Skill Rating; othersdse, he wuses Unarmed
Comibat Skill, The astackes's Targed Murnbes 1s 4. The anly mod
ifiers are those applied fior reach, moeement, or the artacker's
condition. The defending dharacter is assumed to be im0 Full
Defense (p. 123)

If the character atempting to pass takes damage [ses
Melee Combar, p. 1200, he s consldered to be Intercepbed and
he cannot continwe his movemsent

Ihe Combal Pool may be used to augment these rolis




SURPRISE

Characters sometimes appear unexpectedhy. This may be
deliberate (a planmned ambush)] or accidental (o unlucky seou-
rity guards stumble over a group of shadownunners breaking
into the fop-secret research lab). The surprise rules simudace
thiese and similar instances. The following rules apply to critters
a5 well as bo characters. Astral barriers. focl, programs and 1C
cannol e sunprised.

When surprised, a character can do little except watch
events unfold. As a game concept, surpeise ooours on & char
acter-by-character basis. For example, a player characier walk-
Ing Imto an ambush set by two non-player characters may find
himself surprised by Ambusher A, but not by Ambusher B, In
this case, the player character can take actions against
Ambusher B, but not against Ambusher A, because it was
Ambusher A who surprised him

I resodve surprise situations, ol participants st make
Reaction Tests. Each character rolls his Reaction dice against
Target Mumber 4, IF characters planning an ambush have
delayed actions while they Be In wait for the arrbval or appear
anoe of their targels. they receive a =2 to thelr target numbess
Camemasters may also with to apply additional target number
madifiers for temain, proper (of improper] camouflage and
other extenuating circumstances

Each character' s successes are then compared indiviciual-
W to the sucoesses generaled by the opposing charachers. if a
dharacter rolls more sucoesses (han a particular spponent, the
character can take actions against the opponent. i a characber
rolls the sarme number or fewer successes than a particulas
opposing character, he cannot take any actions that darecthy
afffect, Impede or oownteract that character

fess, Vingll and Winger are hng in waid for three
Mitsuhama security goons. The goons amive. and o
heroes spring their ambaush, Tess has a Reachion of &, Vingil
& angd Winger . The thee goons all idve Reaction 4. AN
characlers mdke Reaction Tesfs. Boiing against Target
Memnber 2 [base Target Murnber 4 minus 2 for being
ambushers), Tess gefs 3 successes. Vingll gers 4 and
Winiger 5. Goon A, rofling against the base Tanget Number
d. e d succeises. Goon B gers £ and Gooin C gets none

fess, wilth F sucoedsss, can danke any SCron she wiains
At Goour B fehe rolled 2 successes) and Goon © fwho
roled 0 successes), bur can do nothing against Goon A
(wehio rofled 4 successes). Vingl, with 4 sucoessed. can ke
wise [ake Aciiond against Goons B and C, but mor Coon A
because Goon A rolled the same number of successes
With 5 successes, Winger can act agalinid evenybody

The BOons Janer in l.'."Ff'_I'I frowbie. Coaovy A can .:_llll_l,' Foikip
ACTons Agalnsl Tess, because only Tess rolied fewer suc
cesses fan ne ol Coons B and O cwn take Ro acrion
dgainst any of the shadowruanners. (Goon C with no suc
CESEES, 15 AU with his mowth hanging open or acmiy
W @ parrielany arfractive crack in the sidewaii )

All kosams of or limications on ackons peatain to the char
ACTET's Cufment action or fo thelr next action, IF the cusrent

ACEHON 15 not the character 5, Besolve suiprise before any actions
m & Combat Mase

Characters who ane sunprised (who cannod take actions
AZAINST an opponent] cannot wse their Combat Pool to defend
against attacks From that Gpoonent

Ini ITRATY comibat  situarkons Erulll_'ll'.d_h.l-l:"\; will nesd o
make numerous judgment calls, The main idea in a surprise sit
uaton |15 that characters who roll fewer successes than a pantic
ular opponent in the Reaction Test cannot act against o reacr
lli'ﬁli:\\' o that opponent because he of she has surprised them
Howwesmr, the character can carmy ot other actions that ane not
specifcally directed at the opposing character. such as drop
PINE prone or readying a weapon (but not firng it

-l:h.1r.1rrn"=. Wil Tk Mo G Ore Suecoesdes Hhan s ey
bers of the opposition suffer doubly. IF all opponents rolled mon
sycceises than that character, the lacmer & oorsiclensg cormplebeh,
syrprised and cannot take any actions, inchuding Free Actions

RANGED COMBAT

Shadowran offers two types of combat ran@ed combar and
melee (also known as hand-mo-hand| combat. All anged com
bat, whether it invohees firearms, projeciile weapons or theown
weapons, is resoleed in the same manner, For formation an
ranged magic combar, see the Magic section, starting on p. 158

RESDLVING RANMGED COMBAT
Use he procedure outlined below to resolve ranged com
bat, The following paragraphs explain each soep In greater detai

1. Determine Range

Count the number of meters io the target and compare the
WeARSn [ype 1o the appropriate range columin on the Weapon
Range Tabde (p. 1111, The number listed above the colurmmn is
the base target nurmbier for the attackers Success Test

2, Apply Shtuational Target Modifiers
Consult the Ranged Combat Modifiers Table (p. 112] and
appey approprate situanion rmodifiers

1, Make Anacker's Success Test

The attacker makes his or ber Success Test using the appeo
priate Combat Skill. modifisd by dice from the characoer's
Combat Pool. Count the successes. the attacker rolls

4. Resolve Dodge Tesd

i the target wishes to attempt to dodge an artack, he may
use the Combat Pool against a Target Nurmibers &, with modifiers
Lowng the sucoesses the target rolls. A clean miss socurs F the
numper of suCcesses from the target's Combatr Pool dice
exceeds the attacker's suCoesses

3. Resolve Target's Damage Resistance Test

The target makes his of ber Damage Resistance Test using
Body dice and Combat Pool dice against a target number equa
o the Power Bating of the weapon used. minus the target’s
Armmod Rating. Count the sucoesses the target rolls
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G, Determing the Ouicom:e

Compare the attacker's and target’s successes {(incleding
bath Dodge and Damage Resistance successes). Depending on
which character rolls the higher number of Net seoCesses, e

WA l.‘|.'.l"|.'|g|"' I5 NECREDETH O WONENSEC) Hrl'lﬂf"ll L OF RO

appropriately. A the meamns the attacker inflicts the weapon's

s darmnage

1. Apply Damage
Stage the weapon's damage accordingly and apply i to
the targed

RANGE AND BASE TARGET NUMBER

To determine a weapon's base target number, check the
distance to the target in meters and then consult the Weapon
Far@e Tableonp. 11 1. Shls against targets il shon ramnge have
A base larget Mumber of 4 Shaois AFZAlnst fargeds an medium
range have a base Target Mumber 5. long range a base Target
Murnber & and extreme range & base Target Mumber 9

Thee base target number appears al the top of the appro-
priate range column. All distances. listed in the colismns ane In
meters. Weapomns maked with asterisks at short range have
ririmam range requirements. For impact projectiles, the nobes
To 5TR = 107 and the ke msan that the bow s 5:.-'||3'_||

Minlmum is wsed o oefermine the distanoe. Thai 5. a bons
being wislded by a character with a Strength Rating S has a 0
to Semeter short range, G- o S50-meter medium range, a 51- o
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s-mieter long range and .

S51- o 00-meter extreme

range S >Ire

iindrraam Rating, p. 117

Minimum Ranges
e

dSLEnss Al

1% markeod with ar

ol e fresd A&f
LArEELs ClOSEr than the
mium  valiee  Einsen
Shiort Range. See Gner

aimcher AMinimorn  Kan

p118

Image Modification
Sysiemes
These Sysi

WEA N & TAn@e CAEROry DYy

s Cha 18 1

o Ere

a mnumber equal
device's rating. A Rating 2
LANEETing soope i e i hang
mange, or oexamphe, woukl
shilt the weapon & raange hao
Haces o the eft on the
WA T Hangi Tabile

CNan@ing Dang range o 5N

rdm g Thie base TrEET NMUrm
bear, normally O for a long
af e AlLACh, Wit dedp i
& for shom-range atiacks

decause short range 15 the

lowvest range possible, the same device used for an attack at

mitdium range Could ot reduce the fange calegorny o leds

than short range

STUATHONAL TARGET MODIFIERS

Lising a weapon B nol abaays as sasy a8 |
: ¥ ey s

WSRO ARSI S THEMGENINE DETTadn, SOOI

B0nS ancl e miosem
hNd -:{1_' the base a e Fdml=E

Antriputes, thie Ccharacher & phyysica

CRET amnd the t IrEget Cak

Wit fesis for skifls or

CHENGR &S0 AlPeCEs

number for a ranged amack

achd] up all the applicable modifiers and apply that sum to the

basE Can@et nidrmbe esull i5 the final adiusged target num
ber, Mo target numiber can @wer e ess than £

The wvarous ||'I|'IH:':1 combat mociflers are lisbesd cn the
Fanged Combat Modifiers Table, p. 112, Each condition b=

described following the table

Recoll

Weapons that fire mone than one round in an action suffes
rom an escalating  recoll  reoilifie a5 the rouncls legsaE o
WA ST - oAk WEA DROTTR thaft hre a serond shol FeoEwe
& + | modifier for the second shot cnly, Burst-fire weapons recebae
a +3 necoll modifies hor each burst fired in that Combat Phase
TrereEbore, & Chalaoher wih

s e FrasifTilim Of o Dursts In an

ACTion recehes a 3 modifer o the Nt bust and an acdk@tional




P ———

&3 mucciifier (total of -tﬁ:l fer el
second  burst.  Full-autofire
weapons add 4 cumulative +1
madifier for each round Ared
that Cornbat Phase, That is, a
character choosing to fiee a
semven-rounidl, full-autofire burst
recedves a o7 modifer I that
same  character  chooses
instead 1o fire bao Fee-round
ull-aurtes burses, b would take
a +3 modifier for the firss burst
ared a + 10 modifier for e sec-
ond burst (heving fired ten
fwinds), Characters can only
counter a reccll modifier with
el compensation of gyro
stabilization (see p. ZBO0)

For any weapon dlassi-
fied as a Heavy Weapon
iLight, Medium, Heavy
Machine Guns and all Assault
Cannons) double all uncom-
pensated recoil, For example,
If a medium machine gun
fires 10 rounds and has &
points of recoll compensa-
ton, i Amal recoll modifier
would be +8B (1D for te ten
rounds Bred, minus & for the
recoll compensation, equals
4 & doubled is 8.

Army  shotgun  fired in
Burst-Fire Mode b abo subjected to the double recoll modifier for
any uncompensated recol,

Blind Fire

A +8 modifier applies (o attacks against targets thar can-
not be seen. This modifier normally applies only 1o attacks
through opaque barriers ar for indirect fire by grenade or mis-
sile launchers against unseen targets, Anacks against normally
vislble targets that are invisible at the tme of the attack—ior
example, & character protected by an Invvisibility apell-—also
suffer this modifier.

Partlal Cover

Attacks against targets obscured by imbervening terrain
such as brush, follage or varlous obstacles (crates, windows,
doorways, curtains and the like) recetve a +4 modifier For
cover provided by emdronmental conditions such as smoke af
darkness, use the modifiers gheen on the Visibilicy Tabie, p 112

Visibillty Impalred
Emdronmental conditions such as darkness or smoke ooca-

sonally affect combat: how much depends on the type of
vision the amacker is wsing. Consult the Visibility Table for
appropriate modifers,

P ,Ln :

IF the number listed is split by a slash, the first modifier
applies to cybernetic or electronic vision and the second to
natural vision. Modifiers listed singly apply equally to all types
of wislon.

Fu! Darkreas, & complete absence of light, usually ccours
ofily indoors or undergroend, Minimal Light indicaies the pres-
ence of a smiall amount of light (small Aashlight. manch, Imaking
light around a dosed door, moonlight and so on). Partial Light
i the maost common lighting condition under which shad-
owTURners are likely to Aght; dity streets at night or partially it
stalrwiays and hallways are examples of partial Eght, Clare
Lorurs when the attacker is looking directty into a bright light
(the sun, a searchlamp or spotlight]. Adisr ks light dirizzie or
blowing snow., Light Smoke, Fog/Rain indicates the presence of
thin smoke (perhaps from a fire), a light inland fog o light rain,
Heavy Smoke Fog/Rain indicates 3 heavier version of the -
¥ious conditions. Thermal Smoke is special smoke designed o
block thermographic vision, and affects thermographic vision
the: way mormial smoke affects normal vision.

Multiple Targets

M & character is attacking maltiple targets within a single
Combat Phase, he adds a +2 modifier per additional target. For
exampde, if & character s engaging three targets on full auto-
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Attacker running

Attacker running (difficult ground]
Attacker walking

Artacker walking (diffioutt ground)
Artacker wounded

Smartlink {with smartgun]

Smart goggles (with smangun)
Laser sighit

Using a second frearm

Almed shot

=] fior second shot that Combat Phase
+3 per bamrst that Combai Phase

# | per round fred that Combat Phase
2 ¥ uncormpensabed reooil

8 :

=4

Sew Visibility Table

+2 per additional tange thar Comban Phase
+2

=1

+1 per opponent

wdl

+i

+1

+2

SMMHI:MGT&'E. p. 126.
-

-1

=]

+2

—1 per Simple Sction

4k

Special

Reduces recoll modifier

Reduces recoll or movement maodifer

VISIBILITY TABLE

Type of Vision

Moarmal Low-Light  Thermosraphic

Full Darkness +8
Minimal Light i
Partial Light +2
Clare +2
Mist +
Light SmoleFog/Rain~ +4
Heawy Smokey/Tog/Ralin - 6
Thermal Smoke +if

¥

fire, his attack suffers a «F modifier for the second target and a

+i modifier for the third tanged

Target Running

If the target is running at the time of the attack or duing
his previous action, the attack sufbers a +

Target Statlonary

ALLACKS AFAINSt & Styhonany arget reduce the LATEET MU

besr by 1
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+8/+8
. N

sdial
w42
+ 1,0 2+
+ilf+ 2 +4/+2
+&5 [4]
wiiad Q
el «d + 1,50
+4 +8/+6

WA st

Attacker in Melee Combai

I i artacki AT i

d [A@ed Arl: while & AT N T

CHTHAT AR AT

R TIr e
AT g ILETECTET CrinE i DeOCH
his aftack within Gas meebers of Rin i
attack sijhhess L MO HTET A ST

Antacker Running

IF el attacker mning ¥ f
& T ilLACK ([ L) SLITNET ] 1
THOCUEHET, B T ACCACET I g ove
cifficult. hazardous or broken ground
the modifier rise o e Mioeemerat
riodifiers can be counteracted by @y
sialilizanior GG LT S
Viovemnent. p, 108
Attacker Walking

A + | modifer appdies il the artacker
ARET ANT M Al K ohaer
diffowst, hazarclows W CHLE =il gl
Coe glsn Movemsnt, o |08
Aracker Waoanded

Modifiers apply IF the attacker ha
taken damage. See CURTLEe aATers
Table p. 12¢
Smartfink

Lharacters with smartlink Oy
andd a | . poyuipreed smasi-w
e i, TR feceive 7 mcscdifier to e

LAREet riumn

Smant Goggles
Charactef AL v i |

ISins i OroEcrly o I'I'l' ) ST

L L =T | .-‘-I P INET T
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Almed Shot
Characters who aim receive a =1 modilier per Simple
Action spent aiming. S5ee Take Aim, p, 107

Image Magnification

Irmage magnification equipment reduces the sweapon's
range to ks tanget and the assoclated base target numbes, Ses
imaging Scopes, p, 280

Recoll Compensation

Recoll compensation systems counteract the effects of
recodl on a weapon. The recoll madifier s reduced at a rate of
-1 per point of recoll compensation the system provides. Sec
Firearm Accessories, p. 280, for the exact degrees of recoll
compensation. Recoll compensation does not counber any
other situational modifiers.

Gyro-Stabllization

Copro-stabilization provides pontable, stabilized firing plat
forms that counter the effects of recoil and movement-based
meclifers {such as for running of walking). The total recoll and
meverment modifiers are reduced by = for every point of gyro
stabdlization the systern provides. See firearm Accessories. p
ZB0, for the exact degrees of gyro-stabilization avallable, Gyro-
sfabilization counteracts only recoll and movernant modifers
and is cumulative with recoll compensation

ATTACKER SUCCESS TEST

Tor determine the outcome of the attack, the player makes
A coess Test using a mumber of dice equal to his character's
approprare ranged Combat Skill, plus any additional dice fram
the character’s Combat Pool. Compare sach die rolled 1o the
madified target number using the Rule of One and the Bule of
Six (see p. 38.) Each result that equals or excesds the target
NUIMBET COUNTS A5 & SUCOESS. Write down the number of suc-
cesies rolled. If there are no swooesses, e attack has missed

Lism has Fisrods Sl & and & weing 4 dice fom Ris
Comist Pool, His adjusted Target Number is 4. Bofing 10
diee G+ 4 hegets 3.4, 3.2, 5 5 |, 2 6 and 5. This ghes
hirn & fodal of 5 rolls thad exquead or exceed the tanger wmber
A pherefiore ool &8 Successes: the one 4, the three 55
andd the 6 Had the adjusted taiged number been 5, Liam
weold hnve rolled only 4 sucoesses, Had the tanget number
been as high as 8, then Livm could have re-soled the & to
ity fiow the 8. per the Bule of Six. in dhar case, Liam wioikd
have needed to ol & 2 or beffer to get | success

DODGE TEST

Iif the defending character so chooses. she can use any
nurmber of Combat Pool dice o amempt to dodge the attack
The base tafget number for this test is 4. The following maodi-
fiers aphy

= &l per 3 rounds fired from a bursi-fire or full-auto .

WA
= +1 per meter of shotgun spread at the tangets position
isee Shotguns, p. 117),
=+ Damage Modifiers (p. 128)

Rall the dice, using the Rule of One and the Rule of Six
Each result that equals or exceeds the target number ks a suc
oess, heep track of the member of successes,

If the numiber of successes obtained on the Dodge Test are
more than the Attacker achieved on his Attack Test, then the
attach is completely dodged. and the arget takes no damage
Even If you don't dodge completely, the successes sell count
and are aooeq o e Damage Resstance Sucoesses 1o deperd-
miime the final outcome

DAMAGE RESISTANCE TEST

At this point, the target gets to make 3 Damage Resistanos
Test to lessen the effects of the damage. To save his skin, the
target rodls a number of dice equal o his adjusted Body
Attribute (Including any dermal armorn; see po 300), @los any
dice he wan(s (@ use from his Combat Pool

The: target number for this est is the Power Rating of the
attacking weapon, modified by amy armor the character s
wearing. lo determine that adjusted target numbser, subdrac
the rating of the armar from the WEADCN S Dower. Treal any
result less than 2 as 2. Rodl the dice, using the Rule of Cne and
the Kule of 5ix. Each result that equals or excesds the target
numiber is 4 sCoess,

Add any successes from this test to any successes gen-
erated from & Dodge Test, Keep track of the total number of
L CESEES

Liam's target, an unfovfunate by the name of Snol. has
Body 5 and [s wearing 4 points of ballistic armaor, Liam s
fring his sty Ares Predator heavy plafol. which has a
Damage Code of S,

Snar first decides to atemps 4 Dodge Test, He rofls s
5 Combat Pool dice against a Target Numnber 5 (4, plus
one from ihe Light wound he took earfier). He rolls 2, 3,
3, 5 d—only 2 successes. He fails to completely dodge.

The target number for Snal’s Damage Resistance Test
Is 3 (¥ — d). He i3 roiling 5 dioe for his Boay, bur has no
dice reynadning in s Combar Pool with which o dncrease
his odds of sunival, Snor gets the olowing reswls: |, |
£, 3. and &. Because only one of the dice rofls are eguy o
o hignher than 5. Snol has goften only | sLcoess,

Adding the successss from the hwo fests, Snol has
achieved 3 sucoesses

DETERMIME DUTCOME

To determine the outcome of an attack. compare the sisc-
cedses rolled by the attacker and the target. If the attacker's
successes excesd the target's. the attackes can raise the base
damage of the weapon. The base damage increases by one
Darmage Level for every two successes the aftacker rolls over
the target's tofal, up fo Deadly damage. I the target's suc
cesses exceed the attacker’s, the target can stage down the
weapon's base Damage Level by one for every hwo successes
the farget rolls over the attacker's total. If the level Ells below
Lignt, the weapaan does no damage. If the attackes s successes
equal the arget s, the weapon does |5 base Damage Level. For
more informarion. see Damage Codes, p. 125
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Staging

Staging b5 the process of raising and lowering the Damage
Level of a weapon, The attacking characier. using the successes
generated from his Sucoess Test. can stage thee wRapon U one
Damage Level for every nwo successes generated. So. if he is
using a weapon that has a base Damage Level of M and IF e s
generated four successes in his Sucoess Test, the anacking -
acher could stage the weapon's damage 1o [} (a0 JuCCesses
increase the Damage Level to 5 and two more Incredse it 1o el

The target or defending character |s trying 10 do just ihe
opposite. The defender wants to stage the weapon damage
down, The weapon's Damage Code can be staged down one
jevel for every two successes the defender generates. If, for
example, the defender generated four successes against a
weapon deing Serious damage. the damage would become
Light {bwo successes stage it down to M. and two more Stage
it L)

The successes of the participants are usually compared,
andl the character with the higher net successes wins and
stages the damage accordingly.

IF thee weapon damage is staged below Light (the lewel i
alreacly at L and at beast two mMore successes remain o b
used for staging), then no damage is done. On the other end
of the spectrum, Deadly damage is the highest level of dam
age possible.

Aracker stages up | bevel per 2 suloesses =y
{Liight - (M)oderate - (Slerlous - (Dieadly
A— Defender stages down | level per & successes

Comparing Liam's and Snot’s successes, we find that
Liamy fthe artacker, with 5 successes) has rolled £ mone
spccesses than Snof fwho only rolled ). Liam therefore
gets to siage up his weapon's Damage Leved Hiz I nef
successes (2 more than Snof) are enough fo Increase the
Damage Level by one, from Moderare to Serious. Poor
Snot takes a Serious wound.,

If Snor had rofled 2 mone successes than Liam, he
could have staged the weapon down one level, from
Maoderate to Light, and only taken a Light wound. iy onder
to avoid damage altogether, Snot would have needed o
roff 4 mone succesies than Lism did (2 spcoesses fo Stage
down fo Light and 2 more to eliminate the damage com
pletely). Had both characters’ players rolled the same
nurmber of successes, Snof would hune taken @ Moderane
wound, the bese damage of the weapon ().

AFPLY DAMAGE
Record the damage on the target's Condition Monitor,
according to the rdes on p. 125

CALLED SHOTS
Characters may “call shots™ in af Aftempt b Increase e
damage their wiapons will do. Calfing a shot means hat the
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character ks aiming at a vulnerable portion of & target, such as
a person’s head, the tires or windows of a vehicle and so on
Thee garmermasie decldes if such & vlnerabie {00 |5 AOCCHDWE
A character can only make a called shot with weapons that
fire in single-shot, semi-automatic and purst-fire modes. A
character can &im (see Simple Actions, p. 106) and then call a
shot at the time of the attack. Calling the shot is a Free Action
When a shof is calbed, either of the lollowing may ooous, at
the player's chaice and with the gamernaster & agresment
* The Damage Code |5 increased by one level (L becomes
B4, M becomies 5. and sooon, up to A Maximum of [¥. The
character alse must apply a +4 modifier o the target
msmber for fhe shot
» The characher mary hit & specific sub-target on something
vehicle-sized or larger, such as a vehicle's windows of
tires, Mormal damage rules apply against the specific
part of the vehicle, The charscter recelves a +4 receclifler
to the target number for this shot. See Calied Shors and
Exrernal Componenis. p. 149,

DAMAGE CODES

All weapons have Darmage Codes that indicate how ciifficult
it s e avosd or resist the damage, and how Sericus are the SC0J-
al swounds the weapon causes. A weapon's Damage Code oon
sists of & nurnesal fior the Power and a letter for the Damage Ll

Power

A weapon's Power |5 used as the farget for any Sucoess
Tests to avoid of resist the damage caused by the weapon. |i
often modified by some other value opposing It such as body
armor. For example, if a character is hit by a weapon with a
Povwer of &, the target number for the dharacter’s fEsts to avosd
of resist the damage would be O, wnless the urnber is o
fied by the presence of armos

Damage Level

The Damage Level indicates the severity of the Dase dam-
age done by the weapon: Lighs (L), Moderate (M), Serious [5)
or Deadiy (D). Everything eke beiryg edqual, a charactes Siruchk
by a weapon with a given Damage Level will take 3 Lighit,
Moderate, Serious or Deadly wound, as appropriare, Uswally,
however, the Damage Level is incréased or reduced in SO
manner before the damage |s applied (0 the characher.

FIREARMS

Most ranged combat imeohves Brearms Ehat Are In ong of
mare of the following modes: single-shat (55), semi-automatic
(SA), bursi-fire (BF) and full-auto mode (FA) Fiing modes for
different weapons are listed on the Firing Mode Tabbe. p. 117

SIMGLE - SHOT MODE

Mast weapons that fire in single-shot mode can fire only
in that mode. Firing & single-shof weapon requires only a
Simple Action, but that weapon cannot De fired again during
the same Comibat Mase




SEMI- AUTOMATIC MODE

Cams that fire in semi-automatic mode
can be fred tedoe in the same Combat Mhase
Each shot requires a Simple Action. The frst
shiol 15 unmodified: the second shot, IF Rned
in that same Combat Phase, takes a +1 recoil
modifier. Recoll compensation can cancel out
this mocdifier.

Each shot requires a separate Success
Test and a separate allocation of ary Combat
Pl dice used.

BURST-FIRE MDDE

In busrst-fire mode, firearms spit oot
three bullets in rapid succession every time
the Figeger is pulled. Firdng a weapon in
burst-fire meode B 4 Simple Action, which
means that a character can fire up o bwo
Bursts per Combat Phase

Fifng a weapon in burst-fire mode Impos-
&5 a +3 recoll modifier per burst Gred. Recoll
compermation neutralizes ohis modifer

Make & Success Test for each separabe
baarst, augmented by dice from the Combat
Pood If desired. Each burst requires a separabe
allacathon of Combat Pool dice. For the pur-
poses of resahdng burst damage, treat the
weapon as having a Power Level 3 points
Ereater than the level listed and ralse the
Damage Level by one. For example, a 5M
weapan fring in burst-fire mode would have
A Ponwer Rating of B and a Damage Level of 5

Short Bursts

N a burat ends uwp being a round short
pecausE of Insullickent ammunition in fthe
dlip, the Power Rating Increases by +2, but
the Damage Level does not increase, & +2
recoll madilter also applies. If a burst consists
of only one round due b insufficient ammau
nition, resolee it as a single-shot attack.

FULL -AUTO MODE

‘Weapons that can e in full-auto mode theow bullets for
as long as the attacker heeps the trigger pulled. Firing a
weapon in full-awto micde is a Complex Action

The aftacker declares how many rounds are fired from the
weapon afl a specific target. Each round fired Imposes a +1
rescoll modifier for the entire burst, modified as appropriace by
redoil compensation. Make a Success Test, augmented by dice
from the Combat Pool if desired, to resobve gach full-awto busse.
The Power Rating of the weapon ncresses by | point for every
rond in that full-auto burst, The Damage Level of the weapon
also increstes by one lewel fior every three full rounds in the
nall-auno burst. o a maximum of Deadly (D9

AT least three rounds must be fred in each burst, IF che bl
of clip runs shost, see Short Bursts, above

Wedge the streed samur has Just goffen out of fis
pick-up truck when he spors sl punks from  the
Faoweener gang heading fis way. Wedge has had n
NS WIED e Makoweeners i e pase, 20 he knows he's in

froubie. He decides thad, even al sle-fo-one oo, e’
M R TP LAY '.'u It's firne fo sehile this nowe, o he Y
never be able fo frgvel Sealtie's shreeis safely Again fand
that’s bad for business). Besioes, be has bis frushe AK-97
ASEHAT rifle—alwiays good for leveling the playing feld

Woage sfands his ground as the Halloweeners nish
furm with oehves and Clubs, He pulls s AK-297 ffom the
back of his pick-up and holds down the mrgger i full-auto
fire, He limdts his targets fo the first thvee gangers Frringg
eacn one Wil full-alfo Duavsis consisting of 3, 3 and 4
rounds, respecively

The AK-97 has a Damage Code of BV, This particular

weanon 5 alss equnipped with a Beting 3 gas venl sysierm
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on the barrel and a shock pad on the stock, for a total of 4
points of recoll modifcation. The punks are all within 20
mefers of Wedge, giving Wedge 4 base Targer Mumber 4
for his artack, The punks are walking, so movement modi
flevs oo not apply. The laser sight on the rifle applies a —|
situational mooifler, reducing Wedge s Tanget Number fo 3
-1l

The three-rownd burst @enerales 3 podnts of recodl. for
which the weapon compensares; therefore, the Targer
Number remains 3. Not a problem for Wedge. Ris roi's are
stccessiul and be hits the Best punk. The bursr increases
the Damage Code of the weapon fo 15

Punk Z s pext i fne fo get @ fheee-round  Drs
Werlge has now Ared & rounds, ralsing the recoll mooifier
to & The weapon compensates for all but 2 points of
recoll, 50 Wedge's farger number goes up by 2. Because
Punk 2 is the second fanger this Combal Phase, an ackli-
tional +2 mooifier also appites fo Wedde's Sr@ed nuvmiher
radsing it bo 7 (3 + 2+ 2 = T). Wedge [s on a roll and is suc
cessful fn hitting Punk 2. His frusty AK-97 does the same
115 demage fo Funk £

Weedge's third ranget, Punk 3, is scheduled fo get a4 -
roamic burst, Wedge has mow e [0 rounds, giving him 10
pains of recoll. The gun oompensates for 4 polnds, leaving
Wedge with a +& recoll modification fo the tARgel Aummber
{10 - 4 = &), Also, becauss Punk 3 i the thind fanget, a «4
modifier also applies o the aftack, ralsing e Taget
Mumber fo 133 + 6 + 4 = 13, Lady Luck smiles on Wedge
tonight. He roils and he hits. Because this aftack 15 4 four-
rowrd burs? the AK-0F does 125 damage. Ouwchi!

Multiple Targets

‘When engaging multiple targets In full-auto mode, he
attacker must “walk" the fire from one target (o the next. This
means that one round & wasted for every meter of distance
pEnasen the Dwo targels, 5I""I-MT_EI.-|T'-'5- nEver washe rounds.

The attacker also recetves a « 2 modifier to the target num-
et fior each neew target engaged during that Cormbat Phase

A MM UMNITHON

Most weapons can fire an assortment of ammunition
cypes. The three most commaon ane Aechedte, explosive and gel
for stunj rounds, Ammunition cannot be mixed in a clip. Each
clip must contain only one type of ammao, Clips can be changed
during Combat (&g p. | 0G)

Damage codes for weapons ane caltulated using regular
ammunition, IF a speclalized form of ammunition affects the
Damage Code, it is noted within its gescription, below. The cost
for amene can be found In Street Cer, see p. 279 Some
weapons such as autocannons and tasers have disincoive
ammunition that 15 alresdy caloulated into the power of the
VRO

APDS Rounds

Armaor-Mercing Discarding Sabot (APDS] rounds are spe-
clal ammunition designed to tavel at high speeds and defeat
standard armor, When used, APDS halves (round down) the
Balliszic Rating of armor or the Barrier Rating of an abject In any
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attack. APDS 15 not anti-vehicular and ks therefore treated as
noemal ammunition aganst vehlches and drones. See Vehice
Damage from Weapons, p. 149

Explosive Rounds

Explogive rounds are solid slugs designed o ragrment on
impact. Increase the Power Rating of any abtack made with
expdosive rounds by |

For attermpes to fire thoowgh a barfer, use Davice the mate
rial’ s morisal Basrler H.,'-rm_g A5 thes target nasmiber for the attack;
howeer, the bamer itself takes damage rom a suooesshil
attack as if It had half its normal Barmer Rating. bor mone infor
mathon, see Banvers, p. 124

Expbodive roumds will milsfine whenever all the dice rofled ki
the sttack test come up 1. 'When this ocours, the dharacber fring
the weapon s iImmediately subjected b0 one “aftack,  with a
Damage Code equal to the normal damage done by the
weapon. In this case, the Power Rating does not increase, The
character may make a Damage Resistance Test, but vy ot
appdy any dice from his Combat Pool. Ball 106G o determine the
riamber of successes. for the "attack.” Ary attack that the affect
el character B making at the tirme rmisses

A stagbe-of-the-art version of Exploshee Rounds called EX
Explosive rounds adds +2 to the power af the weapon. This
wergdon Iz much more expensive and harder to find on the
sireats It ollows all ather standand explosive rounds nules

Mechens Rounds

Instes of a single, o SWEE, JuUns Dhal use flechethe
rounds fire several small, sharp medal ragments. desgrned (o
tear into a target. Flechette rounds are very effective against
targets with licthe of no armeor, but almost useless against those
with armos protection

_A_H.“'H;l: unarmoned ange(s flechierte raunds Increase thei
Damage Codes by one bevel, For example. a heavy pisto
iDamage Code 9M) firing a fechette round would have a
I.:I.Amﬂ:q_{' Code of 9% "13-""““ A rrore Tareets .-"q.gﬂ nst
armored targets, lechette rounds fane less weell For the target’s
Armor Rating, use either double its Impact Armaor Rating or s
mormial Ballistic Armor Rating, whichever is higher, Doule the
Barrier Rating of any barriers fined ag or through (see Sarmers, p
124). Also double the value of any vehicle armor (p. 132)
Dermal armor negaies the Damage Level increases of Rechette
AT ChOn

Guns with fechette ammo already Rgured Into thedr
Damage Code have an () notacion folioning the Damage Code

Gl Rouinds

Gl rouncls are desigred to take dowm a TAREer without sen
oushy damaging it. They are usually semi-rigid slugs that Aatten
on impact, disbursing their kinetic energy over a larger-than-nor-
mal area, Geld rounds have a Power Fating 2 points less than that
listed for the weapon's nofmal round: ey have e same
Damage Level, excepd that all damage is Stun rather than
Prhysical. Gel rounds also have greater chances of knoching a tar
gel chamacter down: see Knockoown, p. |24, For Bnochoown
Tests invohing gel rownds. the character must make a Body Test
againead A targed e ecyual 1o the Poswer of the attack




Tracer Rounds

This type of ammunition can
oly b used in full-auto weapons i
and are aciually loaded as every

y Flrearm
third round In a dip. This ks an
exception o the restriction of one Hald-Cut Pistol
twpe o ammunition o & clip - >
Mon-smangun users recebve an Light Pistol
additional =1 farget number mod Tayer
iBer at all ranges bevond Short, Heavy Pistol
cumaathve with every third round
fired (=1 after first three, -2 aftey  SHDMSching Can
Sk, =3 after nine, and =5 on} Shotgun
When calculating burst damage

for theee round. multple round,
or short bursts, do mot add a
bomes o the Power for the traces
round, but do increase the
Damage Level accordingly. For
examiple, a submachine gun at
58 firing 10 rounds would have a
damage code of |20, instead of
the normal 150,

RELOADING AIREARMS

Miost Frearms In Shadowrun hold ammunition In remow-
able clips that comtaln many bullets. The method of reloading
and the notatkon involved can be found in the Sieet Cear sec
tion. under Ammunition, p. 279

SHOTGUNS

The shotguns described in the Street Gear section (begin
ning on p, 277} fire slug rounds. Characters can load thern with
ot rounds, but shot rounds have (ite effect against Tweniy-
first-century body armor, To determine the damage done by
shot rounds, apply the Aechepe ammunition rgles o the
Damage Code indicated for the weapon.

ahvot rounds spread when fired, creating a cone of shot
extending outward from the shotgun's muzzie. This allows the
shot to hit multiphe targets, but with reduced effectiveness (Hhe
same number of shot pellet are spread out owver a larger area. ]
The rechanism that controls this spread is called the cholke

The shotgun user can set his weapon's choke at ampwhere
from X to 10, This number determines how quickly the shot
spreads. For every nember of meters equal 1o the choke sedling
thiat thie sheot travvels., It willl spread one meter [an additional half
meter to either side of the center line of fire), For example, a
shotgun fAring with a choke of 2 would catch targets along a
one-meter-wide path for two meters, then a two-meter-wide
path for anather bwo meters, then a three-meter-wide path for
ancther Do meters, and 5o on. If the choke were 5, it would
catch fargets along a one-meter path for five meters, then a
Pwo-mEber path untll thie en-meter poing, then & thres-meter
path uniil the fikeen-meter point. and then along a six-meter
patn unitil the Dwenity-meber point, and 5 on,

Every fime a shot round increases its spread, It loses |
paint of power. Every time the shot spreads. subtract =1 from
the: aiaCker s target number. That means a shot on & choke set

ting of & would be -2 Power/-2
target numiber af the ww-mener
T paint, while a choke seting 5
ndh shot would be =2/-2 at filteen
mirters, and then =3/=3 ai fwen
ty meters. When the Power
reaches 0, the shol s considersd
Inedfective and no further effects
are debenmined

f'.-:'-r-..-rl'ui-:ﬁn_!I and  everyone
within the area of 4presd |5 con
shcdered a walid farget. To resohe
the actual attack, the artacker
makes his Success Test. Then
each of the targets makes a
Dodge Test andfor Damage
Resistance Test, eomparing the
results against the atlacker's suc
cesses (see Resolving Ranged
Combai, p. 109

Asard an additional die o
fhe target's Damage Resistance
lest for every other target within
the: spirsad in frot of the @rget I
for exarnple. & charaoher Wead Stanching back a bit ancd three other
targets happered bo be betseen hirn and the gun, that characier
Sets 3 ewctra dice for his Damage Resistance Test

For an extra 10 percent of a WA S cost, the chole an a
smart shotgun can be rgged for cybernetic adjusirment
Shotguns equipped with smartlinks that fire shot rounds
recelve a =1 farget number modifier. Shotguns gel no benefits
fraih smart gogakes or laser sighis

1 i ™ & i i TH# i
I I 1
1
| B f
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PROJECTILE WEAPONS

The basic ranged combat rules for firearms ARy 00 Do
and throwing weapons. Due to their nature. sorme special nules

also apply

STRENGTH MINIMLM RATING

Bows and crossbows have Strength Minimunm Ratings thar
nclicate: the minimurm Strength a character must have to wse
that weapon, When aftacking with a bow, characters wioss
Strength is bess than the Strength Minimum suffer an addktiona
#1 medifier to their target nembers per point below the minl
rvurn; this penalty reflects the difficulty they have in pulling the
bonw and nocking an arrow. The weapon's Strength Minimum s
used to determine the weapon's range and damage,
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IF a character does not haoee the Strength SMinimiem for using
a4 particular crossbow, he must spend one additional Ready
Weapon action reloading the crossbow hor @ach point of Strength
he Is below the minmum. A Crossbow's Soength Minimmam
Rating determines s mange.

Throwing weapons have no Strength Minimwm Rating; the
throwser's Sirengrh Anribube determines range and damage,

PROJECTILE WEAPMDN TYPES

The Projectile Weapons Table offers a reprewsentathee list of
the projectiie weapons avallable in the Shaoonwru universe.
Mote that bows are purchased with a specified 51'rn|'|5_m

Minirmurm.

GREMADES

Grenacles are Inaccurate and wnrellable, but can be
extremely effective when used properly. A characher can delpe-
ef grenades to a target by throwing them or fiing them from a
Erenade launcher, In either case, the number-one priofity of the
attacker is o land the Efﬂ"ﬁﬂt a5 mear the farger a% o e,
Because of their shape and method of deliveny, grenades will
scafter, boundcing and skittering acroas the ground. The better
the throswe or launch, the kess the scatmer,

Fesobving a grenade attack s a hwossiep process, The firsg
step determines whene the grenade ends up (and where it will
explode) In relation o the target. The second step resohses the
effect of the grenade’s explosion

Hiitimg the Target

To determine the grenade s final location, Rt choose the
intencled target, Make a Success Test using the amacker's
appropriaste Combat Skill against a base target muambeer froen ke
Grenade Range Table, p. 119, Combat Pool dice can be used
for this nest.

Determine the range to the tanget n

L] T R
meeters and cross-reference it with the SRS ww:_ -
"

oy ol grenade used. The number at the

top of the comesponding range column s | 1
the base target number. Apply any
appropriate  situation modifiers for .

ranged combat [see Fanged Combat |

Modifiers. p. 112). Then make the et 8

against the modified target number and 5 3
mote the number of successes rolled \ i |
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Determine Scatier

Mext, the gamemaster must determine the gren-
ade’s base scatter, Because all grenades scarmer to somie
degree, the number of swccesses generated in the
Scater Test are used o reduce the distance,

The: FAmMemasoer cletermines the directon ol the
scatter by rolling 1D6 and consulting the Scatter
Dagrarm below. The large amow indicates the direction
of thie thrces. 50 a result of | means the grenade contin-
wed on past the target, while a result of 4 means the
grenade bounced back in the direction of the attacker,

Having determined the direction of the scatter, the
FAMETTASIET next calculates the base distance of ihe
scatter. The far rght column of the Grenade E.:lngi:- Talle |nidi-
cates the number of dice rolled to find the scatter distance

Alver that roll s made, the attacker reduces the scatter dis
mnce by i meters P sUCCess For standand SI‘EMﬂEE. 4 rmeters
per success for asrodynamic grenades and grenade launchers
IF the scatter distance s reduced to 0 or less, the grenade has
deronated al the targed. Oihersise, the grenade detonates at
Che ".'W"'I'nﬁ clistance In the dRrection indicated

Grenade Launcher Minimum Range

The shortest possible range for grenade launchers s ghen
as five meters because the minigrenades fred from standard
grenade launchers do not actwally arm untll they have aveled
about that distance. They do not detonate §if they hit anything
before travelng fve meters—a sabedy featune in case of acc
dental misfire, Disarming this safety feature requires a simple
adfjustment to the weapon, outside of the Combat Turm.

Timing Grenades

Alfter calculating wherne the grenade lands, it 8 inpontant
tor dietermine when the grenade will detonate. Al gremades go
off in the next Combat Phase of the character making the gren-
ase amack, i the character has no more Combat Mhases in that
Combat Turn, the grenade will detonate at the end of the mesxt
Initiathve Pass. IF the grenade i lamched in the bt Inktharhee
Pass of & Lombal Turn, the grenade will detonate at the end of
that Combag Turn

Blast Effecis
The mext step is to determine the effects of the grenade’s
expiosion. (renades are area-effect weapons, meaning that
their blast will affect a ghen area and any targeds within i, The
farther away the target is from the grenade's final kecation—ihe
blast poini—the |less damage i takes,
because distance redices 4 grenade’s
blast effect
; Different grenace fypes kose blast
effect at different rates. Consult the Gren-

1 ade Damage Table to find the grenade’s
Direction B Damage Code and Power reduction rate,
of Thrcew il The blast effect=<how |lkely the
u grenade s blast is to affect the arget and

how misch damage it does—is deter
mined by a grenade s Power Lewvel
Diztance reduces the Poser Level, there-




Iy reducing the damage. For examphe
a fanget standing 3 meters sway from
an offensive grenade blast would suf-
fer 75 base damage (normal Damagse
Code of 105, minus 3). A target stand
Ing O eers away from the blast point

GRENADE BLAST DIAGRAM

piferalve, 106G)
|5
L = -

If thie walls hold. the shock wave
reflects off therm, continuing back in
thee direction from which it ariginally
traveled. If this rebounding shock
wave maintains enough Power to
reach a characher, that Character is sulb-

Edanl Prdrr

weould suffer 45 base damage. A char-
acter standing 3 meters from the blast

ject o the appropriate blast effect. I
| th Character is strack & second time

point of a defenshe grenade weould be
subjecy o only & base 45 damage (105
— G}, while a target standing & meterns

away would be out of the grenade’s |

blast effect entirely. {
To resohve the effects of the

grenade blast, roll the target's Body |

dice against & target numibser squal to
the adjusted Power of the grenade’s
Hast, minus the target's [mpact
Armor Rating, Combat Pool dice mmay
e used o augment this test. Compare the LARZEL'S SUCCBSSRs
against those from the attackes's Success Test, IF the attacker
rodbedl mong secoesses, the Damage Level of the blast increas
es one level for every bwo successes over the langel’s sucoess
iotal. If the target rodls more successes, the J'JAn'-.ast_'- Lwie| o
the blast i reduced one level for every two successes, over the
attacker’s sucoess (odal

Antl-Personnel Gremades: AP grenades are offensive or
delensive grenades with high fragmentation; they are speciii-
calty designed o damage unarmored people, Determing dam
agre from AP arenaties acconding to the Bechette rules (p. 116]

Blast again=t Barrers

When a grénade’'s blast hits a bartler such as a wall, door or
ocher similar stneciure, compare the remaining Power of the blast
(reduced by distance) against tedce the Barrer Rating of the
object (see the Barfer Rating Table, p. 124), To find the blast's
effect on the bamier, consult the Barer Effect Table, p. 124

IF the barrier falls, the blast continses on, ol s Power
Lewed B8 reduced by the orginal Barer Rating. If the barrier
does nod fall. the blast may be channeled: see Blast in a
Confined Space, below

Demollidons: If a character uses Demolitions Skill o place
explosive charges, treat the barer as though it had a norrmal
Barrier Rating and make a Demolitions Test agalnst a Target
Mumber £, Dudcesses from this test add to the effective Power
of the exploshves

Blast in a Confined Space

wWhen a grenade detonates in
a confined space, such as a hallway
of room, the gamemaster must firss
determine whether army bariers
{usually walls) stood frm against
the explosion. Consult the Blasr
against Barriers rules above. I the
wialls or doors hold up. the blast is
channeled. (ihensise, deternmane
blast effects nomally

| Ty r—

by Ehee Shelecll Wl [OncE 45 i hesded
out and agmn xs It repounced), the
Povwer of the blast is equal o the com
bimed Power of the twwo waves, For
example, if the wave had a Power of 6

i, wheen it frst hit the character and a

5 Povweer of 2 after rebounding and his

Mlas) Piodre
ortenabew, B

I £ Mo I L e

g chee character again, the effecthoe
Porwver of the second hit would be 8 (6
21, (Mheeoretically, in a readly small,
well-built room a detonating grenade
could rebound repeatedly off each of the four walls, ralsing the
effective Power of the blast to a value &r higher than the ofginal
Porweer of the grenade. This 5 known as the chunky salsa effect. )
Consult the diagrams below for some examples of con
famied blast efhects.

Grenade /Euploshves Damage (Optional Rule|

Under standard rules, the destructive force of grenades
and other explosives s dependent on the Throwing or
Demlitions Skill of the attacking character. This amangermend
reflects thie fact that a better throw or deaner defonathon will
Improve the destnucive fonoe of an explosion.

Under the optional grenade/exploshves damage nule, the
gamernasier uses the Fower of a grenade/explosive 1o stage
the damage It causes. In other words, the gamemaster nolls a
number of dice equal to half the grenade/explosive’s Power
round up) against a Target Mumber 4, Then the gamemasies
uses fhe sucoesses from this test to stage up the
Brerache e phosie 5 l].l.":':.e._gr L
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This rule can be espedally useful when determining the
eflects of exploding grenades set as booby traps,

Fenrls has left & kitos of C-6 plastic explosive laying
around fcarsfess of Wm, et ir?)L Fenes's chumnmey, O 8
Stein, 5 standing 4 few feed away fom the C-6 when i
e peCrenly detonanes,

Lising the formula for determining the Damage of plas-
He exploshees (see b 283 of the Streat Gear sectlan), the
Famemasier cedermmimes thal the C-68 Power is | 5 and s
Damage Level Is Deadlly, Because Fenls oid not defonale
the C-6 interfionally, the gamemaster decides rhar Fenrs 's
Dernalitions Skl doed ol affect the C-87s Power,

fo determine the fnal damage thar O, B. suffers, the
Famemasier rolls 806 (haif the C-6 Power, rounded up)
against @ Target Mumber 4, The roll generanes 4 sucoesses
The C-6's origing Damage Level was Deadly, so these
suoCesses aokd £ points of over-damage [see Deaclier
Oveer-Damagre, o, I26),

Unsurprizsingly. O. B genemfes no sucoesses on his
Damage Resistance Test, and he dies inssantly.

MISSILE LAUNCHERS

Oiccasionally, characters get thelr hands on millitany-grade
miEsile and rocket launchers. Both use the samse kind of launch-
ef, bt the two ypes of attacks have inherent differences,

Rockets are projectiles consisting of a light metal or plas-
tic body with stabilizing fins, a propulsion system (uswally
aofid-chemical] and a warhead, They are considered “durmb®
weapons becawse they go only where they are pointed and
hawve no inbernal or external guidance capability.

Misslles are rockets that camy Internal guidance and track-
ing systems, and are much more expensive than standard
“dumnb” rockets. Because ol their sophisticated electronics,
missiles are considered “smart” weapons. The onboand elec-
tronics assiss the frer In acquiring and hln:lns the target.

RnCkets and missibes come in three types: high-explosive
(HE), antl-personned (AF)] and antl-vehiche (84 [see Sinmet Gear,
p. 2B0). AP weapons use the Aechette rules (p. 116). Against
barmers, AV weapons halee the Bamrier Eahns {ronmncl oo

RESOLVING ROCKET AND MISSILE FIRE

Rocket fire is resoheed In the same manner as for grenade
launchers. See Grenades, po 118,

Missibe fire works a little differentdy, Missiles have an
Intelligence Rating that reflects the sophistication of their inter-
nal electronics. When using the missibe’s sensing and targeting
circuits, the fAring character rolls dice equal o the misslle's
Intellimence Rating for his or her Success Test, in additdon to the

characier s Launch Weapons 5kill and any Combat Pool dice
When a missile Is fired against a vehicle, the vehicke's Signature
Rating (see p, 133) becomes the targer numibser, regandiess of
range. An additional +2 target-number modifier applies when
e raissile s red in an urban environment such as a major
city, Indusirtial parnk of mosE non-residential areas af a sprawl

Missile and Rocket Scatter

Like grenades. missiles and rockets scatter. For both, scat
ter bs rechuced by | meter per success rofled In the Swocess Test
Missile scatter is further reduced by 1 meter for every point of
Intelligence the missile possesses,

Mizzile and Rocket Timing

Al missiles and rockets arbee at thedr target at Commibsat
Phade 1 of the &8t Infdative Pas of the Combbat Turn in which
theey wepng launched,

MELEE COMBAT

Whenever tao or more characiers Engage each other in
harnd-to-hand combat or armed combat that does ot Imeodee
ranped weapons, he following melee combat roles  apply
Mecler combat In Shacowrun assumes that some maneuvering
oocurs a5 part of the fght. Rather than a single bow, sach abtack
B a sekhes of moves and counter-moves executed by those
invobeed, For sirnplicity. the Character wiho indtiabes the attack s
comnsidered the attacker. His or her opponent 5 consicensd the
defender,

Medes combat 5 not 1 punch you and then | wair for your
turn o punch e [ represents several seconds of feints, jabs
FUT"Q.'|'I'|."F- coumters, artacks, delends, kicks and bites |Jj- bath
combatants at the same time, There s a dhanoe that your char-
acter can get damaged even though the action takes place on
his or her Combar Phase. 1t's the chance wou take that your
opponent may gt a lucky panch in of just be fal-oul betier
than you.

MELEE COMBAT WEAPONS

Melee combat weapons are any sweapons wielded by oom-
batants within &4 few meters of easch other Some of these
WABADONS Can also be thiown, Dot if the weapon s swung, meles
combat nules apply, IF you thicw a msles weapon (a club, for
instance), you resobve that action as a ranged projectile attad
isee Projectile Wegpons, p. 117 and Resohdng Ranged Combat
B 109). The Meles Weapons Table, p. 122, lists the meles
weapons avallable In Shackowrun, along with their statistics

Damage Codes fior meles weapons work slighily differently
than those for ranged weapons., Most meles weapons, with the
exoention of the monolilarent whip {whose effect has nothing o
do with the foroe with which it B wislded) hawe a
base Moeeer Rating equal to the Strength of the wield-
&, plus a given value. This i shown on the able as
STR + number—for example, 5TR + 2, which ghees 2
addiional points to the wielder's Strength o the
Penweer of the attack, The higher the weapon's Powses
Fatimg, the harder it s for the tanget o resist the dam-
age of the amack. The second part of the Damage
Cocle s the same as for all other weapons




FRESLETT

il

Reach

Beach indicates how long a weapon Is and provides a
Donus o the wielder, First, calculate che difference betwesn the
Eeach Ratings of opponents, The character with the longes
(higher) Reach can choose ta apply this number as either a neg
ative target number modifier bo his attack test OR as a posithee
risceclifier to his opponent’s tanget numbern, This reflects the abil
Iry of a cCharacter to use the reach of his weapon o baat the
opponent 5 delenses or make himsel harder o kit For exam-
ple. an opponent with a sword {Reach 1) could apply a =1 tar
get mod fier to his attack tests againal an unanmed opponent
O, he could choose to add a =1 target number modifier o his
opponent s attack test. Trolls have a natural Reach of 1 that is
cumilatve with weapon Reach.

Hand Rarors and Spurs

Hand rapors and spurs are purchased ndividually for a
hanad or arme, Some planers may wish o purchase 5 set for each
hand or arm. Using a set of implants in this manner ihves the
ChalaCler an d.-'_‘ll.--.u'-l-d;.',i.- In meles combat, While thesy el no
panus on the best (o succeed, they do get a bonus to damage
{If they are able to inflict amy). Characters using two oyber
mplant meles weapons @80 o add 152 theedr 5|:rl."'l1:.‘|'.h
Antribute, rounded down, o the Power of thelr aitack

.'_:_13.1-.1 hdd gons iefo meles combar with booh amn spurs
swinging. Winviing the comibat will be sasy for this kitlng
machine, The nommal damage for spars 5 5TR (M—aM in
Logans' case However, because Logan used two spuwr
ehanced anms, he adds another 3 thalf of kis Stremgrhl ro
e o oW 3 fieal |::|_-|rr|.|_q'|_' Coda of O

Whips

The monoflarment whip, a weapon that can inflict signif
cant damage. consists al a short haft that holds the monofila-
mient ine whnen not In use. The ling can extend owt bo Pwo
meters, which gives the weapon s +7 Resch adjustrmend

The whip action, the presence of a welghted tip and the
canger of the monolilament Mee all make wielding this weapon
difficult at best. If an abtack misses solely because the target
sucoesshully dodges. wsing Full Defense [s8a p. 123}, the
Arfacker risks being hit by the whip, ‘When this cocurs, make 4
sepaarate Aormaed Comibat Test against a Target Number 6. W the
test yields no successes, the attacker is siruck by bis own whip

As the “target” of his own bungled atiack. the attacker
mush make a Damage Resistance Test (Body dice plus Combat
Pocl cioe) against the whip's standard Damage Code, Every
tw successes from this test sfage the damage down one level
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Imypact arrmar protects against e monohllament wnip, but
its rating is hahved (round down), Barrer Ratings are doubled
ﬂslij'lh[ A MO

Doubde the Impact Armor Rating against normal whips
Mormal whips may snane their victim (see p. 2J6)

RESOLVING MELEE COMEBAT
To resobye a meles combat encounter, Tollow e procoedure
outlined below. Detaibed explanations Bollow the list of sieps

I, Make Amtacker's Success Test

Roll the attacker's base Combat Skill dice, augrmenied Dy
dice from his Combat Pood, against a base larget Peumber 3
modified as appropeiate, Count the sucoesses,

. Make Defender's Success Test

Foll the defender’s base Combat Skill dice, augmented Dy
dice from his Combat Pool, against a base Target Mumber 4
modified a5 appropiane. Count the sucoesses

v 4L [ WEAPONS TABLE
- 5”'-:;:'-' Reach Damage
 Edged Weapons :
‘Forearm Snap Blades o (STRIM
Karana = i ISTE + 3pM
Knife o (STRIL
Survheal Knife ¥] (5TR + 21
Swvord 1 {5TR « ZiM
Pode Arms/Staves
Combar Axe z (STRYS
Thrusting Point Q {5TR =+ 2L
Palde Arrm ] {STR + 315
Staff z TR + ZIM Stun
Clubs
Chuly | ISTR 4 1M Smun
Sap o ISTR + 21M Stun
Stumn Babom | G5 Stun
Cyberware
Handblade o I5TH + 3L
Hand Razos o [STRIL
Improved Hand Razors L 5TR « 2L
Spurs o (STRIM
Orther
Shick Clowe L] (GTR =118 + 75 Stun
Uinarrred i (STR}M Seun
Masthc Bome Lacing o {STR + 204
Alurminum Bone Lacing G {5TR + 3hh
Titaniurn Bore Lacing 4] {STR, & 430
Whips/Halls
Whip Z (STRIL
Manofilament Whip 2 105

For the full table including Cost, Concealabllity and Weight,

see p.
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3. Compare Successes
The character wiho rolls the most suocesses has hilt his or
e SpEonenl. A e @20es In favor of thie attacker

4. Determine Damage

The character who hil can Increase he Damage Level of
his attack by one lewel for everny two sueccesses he rofls above
his cpporent’s success total. IF the Damage Level has been
norexsed o Deadly, extra successes can be used (0 siage Che
Pevever Rating up. For every two sucoesses the Power Rating
noreases by one

% Resbst Damage

Raodl the targed character s Body dice agalnst a target mam
e exgual 1o the atacker's Power (weapon-modified Strengih)
minus the target’s Impact Armor Bating. For esery bwo suc
cesses rolled, reduce the Damage Level by one level

ATTACKER'S SLHCCESS TEST

Thie amacking player rolls a base number of dice agual to
his character's Combat Skill, against a base Targes Murmiber 4
The player may acd dice from the Combal Pood o this roll. The
base target numiber may be modified by the situation or Beach
(s Mefes Modifiers Tabie, p. 123

Ewvery die roll result equal bo or greater than he mosdifed
target number qualiles as a suCcess. Keep Tack of the mia
nurmber of SUCCesses

Called Shaots
Characters using melee weapons may call shots; see the
Callec! Shars rubes on p. 114

Multiple Opponents. and Friends in Melee
Charackers may often nd themsehes oulnumbened In a

IiE_'l‘_ WiheEn this GoCurs., thee niumibaer of mends on hano Deecormes
exttremely Important. In such a sifuation, total up the member of
characters within one meter who are Bghting in the same g
as the character. ¥ six Irends ane arcund., but are all spresd ot
|I.E.|"'|:".ﬂ. il o Comnisats, they can e of no help against the
character's opponent. They count anly if they are near the com
batant character and fighting against the same oppoOnRenis)
Total up the number of “THends on &ach side. The side with the
greater murmber of friends gets a -1 @anget number modSier for
sach fend more than thelr opponents have, 0 a maximom of
4 The side with the lesser mumber of friemnds suffers a + 1 tar
#et number modifier for each additional Fiend thelr opponents
hanve, B0 A masdirmumm of +4.

As CharaChers mosse away or ane taken ot of the Rght, they
ne honager count as “friends

Visibilkty Impaired
Consult the Visibllicy Table, p. 112, Apply the modiflers at half
thesir walue, rounding down, except for Full Darkness.

Multiple Targets

Characiers rmay attack mone than one opponent with a
Complex Action. Each attack uses the attacking character's
base Combat Skill dice, plus dice from the Combat Pool @




desired. The target number for each attack incress-
et by +2 per additional target struck in that Combat
Fhase. B a character s atternpiing 1o sivike Dwo far-
Fets, for example, the first attack ks at the base tar-
get number, the second at the base number +2,

Dice rom the Combat Pool must be allecated
separabehy for sach amack,

Superior Positlon

A charaober has a superor position IF he s
1r.\r::,!-rng on MEMr E;rnur::! (kg at beass half a meter)
than his opponent, If he s standing on stable ground
wihile the apponent B not, or if the opponent i in a
mesiriciend position and the characier 5 not

Opponent Prone
Thits rmcsciifier applies IF the apponent is Bying on
ithe ground.

DEFENDER™S SUCCESS TEST

Make the defender's Sucoess Test in the same way as fos
the amtacker, with the sarme situation modifiers. Keep track of
the fotal number of successes

COMPARE SUCCESSES

Alver oth sides make thelr esis, Compare the SuCoesses
rodled by each character, The one who rolls the most sucoess
es has hit his or her opponent. Subtract the opponent’s suc-
cesses from the winner's o get the net number of successes,
Ties go to the arttacker.

Thie med numbser of successes determines how misch
potential damage is done

Zipperhead and Geist are facing off in a dark alley
somewhene n the sprawl. Jipper has Unarmed Combai 5
Body 4, and 4 dice available in his Combad Pool. Galsr has
Unarmmed Combal 4, Bodly 5 and 5 aice avaiable in hey
Combat Pood. Both are making tests agamst a Fagget
Number 4 (no situation modifiers applyl. Both will use alf
thedr Combat Pool dice fo saugment thedr attack fesds, It's
Cemigr’s Combar Phase, making hey the anacker

Zippenhead rolls & dice and gets [L2, 2 2 3 3. 4, 5 and
. Theee of those results exqual or exoeed the &argel number,
=0 Zip has 3 successes. Gelst also rolls @ dice and gets [, 3,
4.4 5 5 5 6 and 6 Geist ends up with 7 siccesses,

Because Gelsr has move sucopsses than Sipperhead,
her attack fits. If Zipperhead had relled more successes
his aftack wowld have hit, i boih had roffed the same
number of successes, e fie would have gone in Ceists
oy DecAUSE she 15 e arracker,

DETERMINE DAMAGE

Thee character who rolls the mosh Seo0esses Can use mose
successes to ncrease the damage his weapon does. The
weapon's Damage Level increases by one level for eveny hao
net sucoesses. In the case of a te, the weapon does [t base
damage. IF the character is able o stage his damage up o
Deadly, ary exira SBCOESSES can be used (o orease the Power

Rating of the attack by one for every twvo remaining successes
achieved by the victor.

Geist rolled 4 more sucoesses more than Zlpperfhead
did, and so she can raise her weapon's Damage Level
e Cisr s wnanmed Damape Lode is 4% S (she fas
.:-'n.-'n_-.l:-_gr.l'.- 41 and =0 she Can use her 4 spcoesses o ralse rhe
damage hwo fevels, fo S0 [(Deadhy) Stwre. F Oeist was abde
fo roff & Successes she would have been able fo use fhe
Ml EXITA SUCCESSEs 0 Increase the Power rating of hey
ATACK by one fo 5L [Lreadlyl S0

DAMAGE RESISTAMCE TEST

Ty resisE the damage done by the antack. the characher who
was hit rolls Body dice against a farget number equal o the
opponent’s Power (weapon-modified Strength), minus the
diefending characher™s Impact Armor Bating. Every bwo sucoess
es reduce the Damage Level of e weapon by one Any
remakining Combat Pood dice may be used,

Zipperhead folls hs fve Body dice Againss 4 base Tanget
Murmnber 4 (Gelsts Strengthl, minus the 2 polnts of impact
amnor e wears. This ghves him a final tangpet number af 2
Hegets [, 1, 2, 4. and 6. Three of those resuits s egual o
or higher than 2, so Zipperhead fas 3 successes

Every fwo suooesses Jip rolls will stage his damage
doswn anme fevel from Deadly Stun, Because Jipperhead has
3 sucoesses rather than 4, be can only reduce the demage
by one deveel, o Sevicws Stun. Zipperhead (akes a4 Senious
SILAT ORI,

FULL [SEFEMSE

Artacked characters may choose o only delend hem-
selves, Characters who choose this option do not do any dam
age to their opponent, even if they achieve more sucoesses on
theeir Commbat Skill Test.

Full Detense works slightly difterent than standard e
oombat. A charaoter on Full Defense sifll makes a Combsat Skill
Test, bast they may et add any Combat Pool dice o the test
Compare the successes between attacker and defender. If the
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dehencer has achieved one SBEIOESSES,

abtsck, minus one-hall (roursd down

the attack has been blocked. Cihersse, BARRIER RATING TABLE anmy Impact armod warn, and also
noee the attacker's Net SUCCESSES. minus the sucoesses generaied from a

The defender may at this point Material Rating Bochy or Willpower Test [whichever s
make a Dodge Test. as described under Srandard Cilass =y greater) made against a Targed Murmibser

Fanged Combat (see po 113). Only

]
3 . This state of discdentation Imposes
a4

Combat Pool dice may be uted fior this Average Material/Ballistic Class an additional +2 warger modifier o all
tedt. The target murmber s 4. and any Heavy Material ! i tests for as long as it lasts.

applicable modifers from the Meeo Reinforced/ Armored Glass B Impact armor protecis  against
Modifiers Table, po 123, are applied. A Structural Materlal 12 shack weapons, bt its rating Is habved
clean miss occurs i the tanget’s. SU00ess- Heavy Structural Matesial % [rounding dowsm)

&5 from Comibat Pool dice alone exoeed Armored,Reinforced Material 14

the attacker's net successes, If the Hardened Material iz BARRIERS

attacker's ref sucoesses still exceed the
successes generated on the Dodge Test,
subract the Dodge successes from e
attacker s and apply any PEMAINING SWOOESSES 10 SFgNG up he
Damage | vl of the attack. The Damage Level s ralsed one level
by every two successes still remaining.

Mow the delender makes a Damage Resistance lesi, as
mormal. Any remaining Combat Pool dice may be applied. Exch
two successes reduce the Damage Level by one.

E N K DWW ™S

Characters struck in ranged or meles combat may be
knocked back or potalbly down by the blow. When struck. the
character must make a Body Test. Against ranged attacks. the
target is equal 1o one-half the Power of the attack, rounding
ok .-15..1I|'|5r meebee abtacks, the farged number is the R0
nient’'s Strength, Two factors determine the sucoess of this test:
the number of swooess rolled and how severely damaded fhe
character s

Iif the character rolis no successes, he falls down (prone). if
he rolls successes, but does not generabe enough for his
wwomind bevel the character remains standing but ftakes a siep of
tes anway from the direction of the attack (approximately one
meter]. For example, a character who has taken a Moderate
wooand must foll at least 3 succetses i his or her Body Test o
TEETIAN Eﬁﬂﬂiﬂg. With | o £ sucoesses, e Characher staggers
ar stumibbes one meter away from the attack, IF he cannot step
backward (for example. bhe s op against a wall], he ghts
at a +2 modifier to his target numbers until he 5 able
to move away. Characters who take a Deadly swound
arg always knockhed doswn

Agalnst weapons firing gel rounds the target num-
ber for the Body Test o nesist knockdown (s against the
hall Poveser of the attack (see Cael Rownds, p. 116]

SHOCK WEAPONS

Shock weapons include meles-combat stun batons
and ranged-combat tasers. Bath work an a similar prin-
clphe, relyin 19 O & OO ﬂii-la'.hﬁrﬂ'l."‘ of eheCiricity rather
than kinetic energy Each causes Stun damage., and
coimbat with a stun baton (meles) or taser gun (ranged)
I= handled according to the normal niles lor hat Dypee
of waarsen.

A sucoessiul it by & stun weapon siuns the targes
fior a number of Comibat Turne equal to the Power of the
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& character may sometimes wish

to attack through a barrier, either to get

at a target on the other side or to make a hole throwgh which
e can mowve, The preoedune for each |5 desoiibed bebow

The Barrier Effect Table lists the Barrier Rabings for warkous

types of materals, Standard doors use the Bartier Rating of

their construction material. Security doors hiove twioe he rating
ol the rmaterial. Llass doors hanee the raing of the glass

FIRING THROLIGH

B rlharacteg I:"".S a |.r|||5|_'\q| WRARD Al 4 [arger on £ yrhaly
side of 4 bamer suffers the «8 Blind Fire target-number modif
or because he cannot see the infended targes. IF the inferven
ing barrier is trarsparent, the modifier does not apply. Either
wiay, the firing character makes the standard Suooess Test
exoept that the Power of the attack |5 reduced by the arges s
appropiate Armor Rating and the adjusted Barier Rating of the:

S
®

holds. minor

el Barrier Rating & reduced by 1.




bamber. For example, a character
wearing 3 points of armor and
standing on the far side of a Rating ' R
& bafrler wiould subiract a todal of 7
from the Mower of the attack

IF the Barier Rating escesds
the Power of the attack, the barrier
shops the attack cold, However, the
astack may still damage the barrier
by reducing Its rating

Against melee attacks with blunt weapons such as fists, dubs
or sirmilar iterms. 4 barder malntains s ormal raling. Against
metes aftacks with edged weapons, such as swords and the like,
the barrer has padoe s normal fating,

BREAKING THROUWGH

AtTacks i break through a barrier (maost commondy doors)
are: reschvesd in a shmilar manner o the rules for Blast Agains
Harriers (p. 119, except that the barter has twice s normal
Barrer Hating against firearm roumds and other ranged attacks,
This increase acoounts for the fact that even though a bullet is
powerful, It punches only a iy hale,

Against melee attacks, a bamler has twice s normal
Barrber Rating. Against combat spells. barriers have baioe their
normal rating. Against eemental manipulation spells. use the
normal Bamer Rating

A regular door will break open when its Barrier Rating is
reduced b one-hall. A security door’s rating roust be reduced
to O before it will break open.

DAMAGE AND HEALING

Imvohved as they are in an lllegal and often hazardous line
of waork, Shadowrun characters get et and gt hurt often, The
kind of damage. the severity of an injury and how much B
affects the character vany greatly depending on the situation

TYPES OF INJURY
Damage in Shadowrun is defined as Physical and Stun
Each type of damage Is fracked separatedy

Fhyslcal Damage

Physlcal damage, the most dangerous type, |5 the kind done
by guns, explosions, bladed weapons and most magic spells. If
thie Damage Code of 4 weapon does not indicate a specific type
of darmage, the weapon does Physical damage. As one might
expect. Physical damage takes. the most time o heal

Stun Damage

Stun damage—bruising. muscle fatigue and the like—;s the
kind done by fists, kicks, blunt weapons, st rounds, shock
WEADONE, CONOUSSon grenades, some "na,gin_' srsells arwd 5.|'J-el||
casting fatigue. W something does Stun damage, its Damage
Code always says so, Stun damage heals fairly quickdy, bt its
immediate effects can be as deadly as Prysical damage.

APPLYING DAMAGE

Once the damage has been staged, the target character ks
subject to any damage that remains. This damage s recorded on

Fe character's Condition Mondicor As
shivam belovey. the Condition Maondtor
4, has two columns: Physical and Stun
Prysikcal damage Is recorded in the

[, Mryvsical coburmn, S6un clamage in e

3 Stumn: colurmn.

@ Thee mamber of boses flled n on the

10 rmonitor depends on dhe final, staged

Damage Code of the weapon, As
shonwn on thee Darnage Level Table, p

1265, a previously unharmed chasacter taking either Physical o
Stun damage would have | box flked in if the weapon does Light
damage. 3 boxes fr Moderate damage, 6 for Serous and all 10
dor Dzacihy

Darage For examphe. a character
Alrsady has one Moderate wound (3 boxes filled in) and takes
ancther ends up with O boxes filled in—the equivalent of a
Serfous wound. If the same chasacter had taken a Light wound
Instead. he would have 4 boses filled In (3 « 1) # e had taken
a Serious wound. he would have 9 boxes flled in

S CLIIMTFLEACTE L)l

Exceeding the Condition Monbtor

Wnen the ofal wmber of flled-in boxes In a oolumin
{Physical or Stun) exceeds 10, one of two things happens. If the
darnage is Stn. It cames over into the Physical column. For
example, a character who has already @ken a Sefous Stun
veniandl 10 boxes) takes another Serious Stun hit, That character's
player would fill in the last 4 bowes in the Stun cohemn, and then
fill in 2 boxes in the Pywysical column, IF the charscter has already
caken damage in the Physbcal columin, treal the excess Shin darm
age as additional Mhysical damage and acd it to the existing dam
age. When Stun damage cverflows in this manner, the charactes
also falls. unconsclows: be o she does not regain conscliousness
uniil some of the Shun damage s healed and remosed Fom the
Stun column. See Healing. p. | 26

IF & character takes more Phvsical |_|;_'r|.\H|;l- than there are
toxes in the Physical column, the character 18 in irouble
Owerflowing the Plysical column means that the chasacter is
near death. Instant death oocurs andy if damage overflows the
Friysical column by more than the charscbers Bady Rating
Iherefere a character can take 10 points plus thelr Body Rating
In damage before they die. One point owver that Bmit and they
willl e toastesd ower drinks af thedr favorite shadowruanner bae

Chasscters whose Physical damage has overfiowed the
Physhcal columin by less than thelr Bocly Bating can sunshee if thesy

CONDITION MONITOR

Lighe  Modersie Seerhous Dha=aatly
S SEun S S
: : - . — 5 |
Stun . - | " ,.I
Phvsical L_ B S ——— r——
Light Moderans Seir i Dreaiisy
Woiasd  Wonind Weaund Whouimd
Phiysical Damage Ohverflow
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recele prompd medical attention. I left unat-
tended, such a character takes an additional
box of damage every (Body Rating) in Combat
Turns fior biood lods, shodk and other things
that albect a body on the brink of death. IF this
damage excends the chamcter's Body Rating
phe 10 before medical help armhves, the char-
acter dies. See Deadly Wounds and First Aid,
p. |27, for the ndes govemning medical aid o
characters in that condition

fohnny Skeeky was shod real good He ook Deadly
camage [ 10 boxes) and more. His Body Rating is 5. amd fe
ook 3 exira boxes of dam,lge Johmy's feammares ane
trapped and can't get to bm, 3o .on the next Combar Tem
after getfing his Deadly damage. johnny oses another
Do moew fee has ondy ive Combat Tums o go before e
haz reached the masimum damage he can fake. fn the Sh
Cornbat Twm, if jolinny hasn't recehved hedp, his chammers
will fiave o feed him fo e rars.

Deadlier Over - Damage

kdeally, the standard damage mules prevent characters
From certaln death as a result nF-.In_gI:, unexpected attacks and
thus improve game play. Howeser, the standard rules also can
oreaie some Adiculous situations. For example, trall characters
hawve such high Body Amributes that they can theoretically sur-
wive for a very long time even after taking a shot from a Panther
st cannon square in the headl To remedy this problem.
gamemasiers can apply the Deadlier Over-Damage rule.

Uncher this rube. over-darmage applies whenever the Power
of an attack is greater than the target’s Body multiplied by 1.5
(For an even deadfier game, apply over-damage whenever the
Poverer of an attack s greater than the target’s Body.)

Orwver-damage |5 simply damage created by exira sucoess-
o5 after 4 weapon's Damage Level has been staged up to (]
Every Dwo extra successes. franslabe into | additional Damage
Point, which Is appléed against the target’s Physical Condition
Monitor (IF the attack caused Deadly Stun damage) or Body
Crverflow (iF the attack cavsed Deadby Phoysical damage)

CONDITION LEVELS

As the damage a character has taken exoeeds cerain lev-
els an the Condiion Mondtor, the charmacier suffers certaln effects
that simulate the effects of real-life injurdes. Condition Levels
within a column are mot cumulative; the highest bevel reached
applies. Condition Levels are curmalathee acness colurmns., -
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ever; a character who s Moderately
wounded in the Stun column and Lightly
wounded in the Physical column recehaes
rececliffers for both (+2/-2 for the Stun darm-
age and 4 1/=1 for the Physical damage, for
& total of +3/~3).

The Darnage Modifiers Table shows the
effects of injury on a character's atiempds o
e skills and abilities, and also on hils or her
Initdathve odal. The Injery Modifler s a uni-
versal target number modiffer that apples 1o early all Success
Tests the injured character may artempt, except those for resisting
of avoiding damage. The Initlative Modifler is applied o the
characted s Initlative total afer Iniatbve dice have been rolled. B
the modifier recheces the Initlathee total o O or less, the character
cannot take any actons that Combat Turnm

HEALING
Healing takes tme, depending on the severity of the injury.
Stun and Physical damage heal differently, and at different mes

Healing Stun Damage

Technically. crvercoming Stun damage B mone & prooess af
recovery than healing. The time it takes to recowver from Soun
damage is based on the amount of damage taken and the results
of a Body or Willpower Test. To recover irom Stun damage, the
affected character rolls dice equal o elther his Body or his
‘Willpowser [whichever is higher) against a base 'I'a.rgﬂ Miamiber 2.
This target number s modified by any appropriate Stun or
Mrysical injury modifiers.

Recovenng from a boo of Stun damage takes a base time
of 50 minutes. The actual time 1t takes (o recover | box of Stun
damage is aqual fo the base time, divided by the number of
sycoesses rolled. Afver this period has elapsed, the recovensd
damage Is erased from the Condition Monltos, & character wha
has been knocked unconsdous from Deadiy Stun damage will
o walkoe up until his o her Stun damage B reduced o Serious.

T recower from Stun damage, the character must be ness-
ing completely. If this resting time s Intermapbed, the necovery
process aborts and the character must make the Body or
‘Willpower Test again, wsing his current conditicn. The result can
never be better than the result of the first roll, however

Mo medical treatment really hilps fo peoowes Stun damage,
nor does army magical spell cumently known fo man, Stm patches
provide a emporary sohtion, but with definite long-term drawe-
backs. See Stmuwlan Paiches, p. 305 of the Street Goar chapies.

Healing Physical umage
Frysical damage takes much longer to heal than Stun dam

age, Though Physical damage often heals withoul the berefit of
medical attention, that Is not abways the case, Have each phys-
ically damaged character make a Body Test against a targes
number se by s or er overall wound evel as noted on the
Wound Table, Use only the character's nabwral Body Rating:
cybersrare offers no benefits for this test, The character can
rmake this test at any tirme. B they do it during Combat they lose
thizir entire niext Combat Turn. This albows characters to assess
thisir owmn dam.agt inmediabedy.




If thie test yields any successes, the charscter will be
able to heal without medical atbention, §f the test resules in
M Successes, medical attention B required for healing o
ooCisl. Deadly wounds absays require medical attention

e efbects of first ald (see Lsing Blofech. p. 1299 and
magical healng (see Magical Healing, p. 1729} should be
appilied before making the test for medical astention

Stages of Healing

PMhysical healing occurs In stages, with each slage
reducing the character's damage by one bevel, Afer one
stage of hiealing, Deadly damage becomes Serious, Serous
becomes Moderate, and o on, When one Darmage Level is
healed, the damage on the Condltion Monitor drops. o the
lowest poing for the next Damage Level, For example, a
characier whode Serdous wound |5 reduced o a Moderaie
wiound should have only three boxes of darmage flled in
when his condition improves, no matber how many boxes
of Sevious damage had been filled In previousty

o gdetermine how long it takes a character io heal one
Damage: Lewel, comsult the Healing, Table for the appropiate
target number. Then make a Body Test against that number
and apply any appropriate modifiers. Divide the sucoesses
from thee Boxly Tiest imto the base tirme listed on e table: the
resiult s the actual healing tme. Regardiess of the results of
the best or the quality of care, the actual fime can never be
lonwer than the minimwm tme ghven on the table.

Various modiers may apply, depending on the i
tion. IF a dociorn is imvaheed (one with a real medical degree
ot just Blotech Skill), consult the Doctorng Table, p. 128, i
the injured character cannot suppont the minimum lifestyle
required lor healing, he suffers additional modifiers based on
his condition (at the gamemaster’'s discretion), Lfesnde cost
can be pakd for dally: simply divide the cost for the menth by
30, For more information, see Lifesndes, p. 239

Various miedical costs may abo be Involved, ranging
from paramedic treatment 8o doctor fees fo Intenshae-canes
bills. Consult the Medical Costs Table, p. 12B, to determine
the fiscal damage

Maglcal Heallng

Treat and Heal speils can also heal Physical damage
The: Tresat spell must be appiied within one kour of the Injury
o have any effect. The Heal spell can be administered at

amy time. Successful use of either spell prechusdes the use of
additional healing or treating spells, or of frst ald (see Lising

Biotech, p. 1.29)

HEALING TABLE

I—_uiu Base Time  Min. Time nqu _q.i.nqu

Deacily 30 days 3

Seriously 20 days 1% L3 n
10 days. lday &
24 hours 2 howrs 4

i

BERGT G

1M

Deadly Wounds and Permanent Damage

‘When a character suffers a Deadly wound, he or she may

take permanent damage to a vital organ, limb or biclogical sys
tem. Make a Body Test against a Targer Murnber 4. I a traurma
Patch 'was used, apply a +£ modifer, Dermal armor also counts

fowr this test
0 Successes: Some vital organ, body
part of System has been gravely damaged
The: patient must be kept under continuous
treatment by another character with Biooech
Skl even iF the wounded characther has been
J“‘r stabiliged. Double the time for the entine

nealing process. A replacement ongan ol
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Intenstve care (hospital onlyl =g
Long-term magical care -2
Conditions {only one applies !
Mot in haspital or clinic 1
Bad conditions a3
Temible conditions +d
Patlent Is maghcian +1
Patient's nafural Body Attribute 57
1-3
.,_.5 -

mmmm

,_{““"‘"“"’“"’m"'

i
':! M' 'l-'-'

. 10 or more

“*Mot Including magical spell-based or
;;.hfneur_ madifications,

-
- D

bl Wi

Y. MEDICAL COSTS TABLE
Paramedic frst aid for:
Dby wonaind
Serious wound

Moderate wound
Light woamid
Doctor's services forn
Deadby wound

358 1

400¥ per day
200 per day
100¥ per day
504 per day

SO0 per day

[Deadly wounds anly) 1.000¥ per day
BODY PART TYPES TABLE

Body Fant Base Time To Grow Cost

Eye or Small Cirgan 3 weehs 7.500%

Large Organ 5wl 15.000%

Limb B weeks IS.WJ"I'
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cane kind or anodher must e fransplanted |Gamevasier Chooe

his requires majol Cdrascic invaesive Surgery ANCl a4 mess organ
s [Yooes And Fars, below

Roll 1046 for the actual darmage result and consalt the |

Iraving table

Die Roll Result

Lose | peodnt of oy

2 Lose 1 point of Strength
-1 Lose 1| point of Quickness
4 Lods | point of Inteligence
5 Lexse 1| point of Willposer
& Lose | point of BEaction

Airribute ot KEE 160 S ManneeT Carmes & el
'|u|,_..:ll'h thiey can be replaced by ovbernetc or other meeans, The
s of an Avtribute point 1o Deadly demage drops the Cnamcier s
Racial Modifed Lirmit (see po 245) for that Acoribube Dy | poind

1 Success: An eyve of limb kas been manghed eydnd I0s
abllety to heal. A replacement ks required. either natural or
cyber. This adds o the normal healing CoO5t5 and may mean
having 1o walt o get the replacement before healing <an
begin. Incresme the base healing time by 50 percent. Replacing
the damaged part requires major Ivashae sUrgery ancd a
replacement ewe or limb. Roll 106 for the actual damage resull

e Holl Hesuk
Lose right anm b

o5 et arm

[P TR

Lose rdght lag

. Lopsee st e
5 Lz an war (Roll 1D 3 Righi ear

s Lt mar |
& Lome an eyve (Roll 108; 1-3 Right aype

A Lieft eve
1 or More Seccesses: The characier takes no limb o
organ damage

Pieces and Pans

When a charscher bofes a Doy Rart and needs A repHace
meeEnt, che part migng Ol DeE IIETRECHLATES 1% able, Those who
want & comphete DA match will have o haoe e part groe
A DocWagon™ platinum sensice contract InCludes a  donos

COniEmart  Wwho can prosticde mabena for Immesdiate frans

plant stamting three riofiths o the oorvinact

Transplants have varying degrees of Cormpatifiiiny with the
rechpient. Over fime or when subjected (o seaene siress [ E
e Dheacihy damage O & AT thee transpdant many [All
requiring anather replacement. [he gamemasher decides when
to ErvwodoE D peoEsiibty of Ratlure

Cyber Replacements

Charachers may also install oybenvare O eplace 4 oam
aged or kost body pant. The garmemaster miust determine how
rmuch tirme and nuyen the surgery will Cost the character, and
wwhat chance there 5 of the IFSETy SO bl Iy
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USING BIOTECH

For the times when you need
medical artention and you just can't
wisit for the DocWagon team, a pro
fessional doctor or even a g o the
bocal pharmacy. the Biobtech Skill ks
your best friend. (Actually, the feam:-
mate who has Biotech is youwr best
friend.] Using Biotech Skill means
appeying frst add o possibly reduce
the damage level of Light. Moderate
and Serious wounds, or stabilize

Deadly wounds wntil the character Patient |5 Awakened
can be taken 19 a doctor. Blotesch Skill Bad conditbons
anly helps heal Physical damage, Terrible .
Stun damage can only b recovened mm
by taking the night off and sleeping 1-3
n ey 2

In crder to e effective, the char 7-9 ""ﬂ

acter must use Blofech on the injured
character within one hour fodlcawing an

Injury, Regardiess of Itz success, e

Biotech cannot help once magical
Pealing has besn applied

For use Biotech, make a Bloosch Success Tess against 4 target
mumber thal comesponds to the Injured character's current
Damage Level from the First Aid Table, Apply the appropriate
targel number modifiers befone roling the dice. If the st resubls
in at least | success, the Damage Level B reduced by one.
Biotmch can never reduce the CAMATE by e than one level

To determine hiow kong the Arst-ald meatrment takes, divide
the treatrment tme by the successes from the Biotech Test. The
result B the number of unintermopted Combat Turns e reat-
ment Ekes. Ary sedous interruption abonts the  freatment
process, and the character sdministering Arst abd must repeat the
fest, Bad conditions are deflmed as ary non-medical or control-
labbe ermdrcnrment. Terrble concditions ane defined as any place
where further damage of infectlon can ooous. A city street Is a
Bad Conclition. A city street in the middle of a driving rainstonm
while bea gangs fight all arcund you i a Terrible Condition

Deadly Wounds and Frst Ald

The following special fubes come inbo play when using
Bictech Skill on a character with a Desdly wound, Because ihe
character is sulffering temible wounds, Biotech can stabilize the
patient, but cannot heal him. Even with prompt first aid, the
character may die while being treated,

As with first aid for kess severe wounds, make a Biotech
Test. With ar least | success, the chasacter stabilizes; he or she
stops taking an additional box of damage every (Body Rating)
Comibat Turns (see Exceeaiing the Condition Monitor, p. 125). If
the test fails, make a Body Test for the wounded character
against a larged Mumiber 10, Use the character's natural Body
only; cybensyare or other enhancements do not apaly. B the test
succeeds, the character self-stabilizes. IF this test also fails, the
character will die once the damage taken exceeds his or her
Bouty Rating

Once professional help reaches
the character, make another Biotech
Test and Body Test, Professional help
s a source of medical artention bepber
equipped than e wounded chan
ter's fellow unners [such as a hospital
o clinic) o with a better Biotech Skill
Bating (such as a DocWagon™ para
medic) chan that offered by the char
acter who nktally administered the
first ald

Trauma Patches

w1 Trauma pabches are a last-ciich
+3 alternaiive for stabilizing characters in
danger of imminent death. These
adhesive patches are placed against
| the patient’s skin directly over the
‘ heart. The pabch administens controlled
ie) doses of high-powered medicines
& designed to stabiiize an injured body
E Veihen a trauma patch is applied, the
wWOLINCH Character may madoe an acdi-
tional Bocdy Test to stabilize. The Target
Mumber for this test is 4, plus the rating of any dermal armor or
blood filters present (both of these restrict the: Bow of medicine.
Su0oess heaves the charscher stablliped, arnd stops the accumula-

tion of additional boxes of overflow damage
The trauma paich increases the lkelihood of lasting il
effects on the [RTRENE | S |'.1'|‘.‘|.1|:I'||_|. Wounos and Pefmanent
Damage. p. 127). and so should be wbed only as a Last resort.

MAGICAL CHARACTERS AND DAMAGE

Awakened characters have it rough when they get hurt
Poctors and medics have a harder tme treating them because
they cannot use their high-tech gear and high-powered med
cires without risking damage to the characier's Magic Rating
When an Awakened character sulffers a Deadly wound or s
treansd withoul the «2 modiler for an Seakensd character
(see First Ald Tabde), the character risks a loss ol magic. The
character's player rolls 206, If the result s less. than of egeal o
the magiclan’s amvent Maghc Rating, that character perma-
nently loses | point of magic. IF the Awakened characier is
being treated for a Deadly wound and the +2 modifier |s not
applied, rodl 206 twice bor magic loss (see p. 160

An Awsakened character who requires a replacerment limb
or organ must have it cloned from the odginal tsswe or sk
wrmitar magic koss. Amy other DNA partern, even that of anoth
ef Asakened, decreases the character's porwer-handling capa
ity and thereby svtomatically redidces the characier's Magic
Rating by 1. This reduction can e temporary: for example, a
non-cyber substnie part can later be replaced with & limb or
organ cloned from the character's own tissue. Doing so
restores e bost magic poinis; however, organ implants
require major insasive surgeny. and may pose e risk of sven
greater magic loss,

Shadowrun, Thid Edition | 1289
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his sexction oovers the wuse of vehicles, by fggers and other charachers, Linless othensdse
nobed, thess mules apply equally fo all characters, Including rggers This section also
includes rubes for the use of drones by rigges

ABOUT RIGGERS

Figgers are characiers whd have special Cybersware, Knoown a5 veniche oominol rigs. sungi
cally implanted into their bodies. The control g allows a rigger to command wehicles via neur
al link through a datajack. 'When jacked into a vehide modified to interface with a vehicke con
tral fig. fig@ers can rmake their vehides perform exceptional feats that normal characrens. dri
wving through sieerng wheels and cther manal Controls, Canmot

Riggers can alsa jack Into remote control decks. which allow them to command multiple
drones simultanecusly. When working together under the dgger's condrol, drones allow hirm o
her to exert influence over a large area. as well as significantly increasing the rdgger = combat
power, (Few things are more frightening to withess than an army of drones bearing down on
an unfortunate soul.]

VEHICLE ATTRIBUTES

Much Bke characters, vehicles have Attribute Ratings that descrilbse their significant charac-
pefistics A |-;|_-:|r msasures ol perforrmancg, The basic wehiche Aribures ane H.-'H'H""l"ll\.ﬂ'. Speead,
Acoeleration. Body, Arrmaor, 'Slsn.arurf-_ Autonav, Fkot, Sensor, Cargo Factor, Load, Seating and
Entry Points. Each of these |s described below

HAMDLING
Handling refers to a vehicke's manewverabllity and how easily a character can controd it Thee

higher the rating, the more difficult a vehicle is to contral.

The Handling Rating functions as the base tarnget numbes for all Drving Tests that use a
WehiChe SR Aot ground sehicles have Do separate Handbing Ranngs: e first represents the
vehicke's Handling on a road. the second its Handling in off-road termain

Ground vehicles are consddered to be traveling off-road whenever they drive across amy-
thing other than a paved surface. Off-road terrain is a subcategory ol the standard termain types
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':ﬂ'l}tl'l. Mommal, Hesticted and ll,ght.‘. Ay Er'l:ll.ull"l'ﬂ widhiChe
mowing in off-road temain reduces its Speed I:.mng oy brallf

unless the wehicle possesses off-road suspension.

SPEED

The Specd F!al:lng represents the maxinmem safe speed at
which a vehicle can travel for a sustained distance. This speed
i expreided as meters per Combat Turn.

Fized-wing alrcraft have peo Spesd Ratings. The higher
number is its maximum safie speed; the lower represents the
alrcraft’s szall speed, the minkmum speed it must malntain to
keep Bying

Under exceptional circumstances. a vehicke may travel
faster than s Speed Rating, but with unpleasant slde effects
Vehicles may exceed thedr Speed Ratings by up to 1.5 times the
rating, but doing o incresses the difficulty for most Sucoess
Tests during Vehicle Combat [see Vehicle Comibad, p. | 38).

To comvert a vehicle's Spesd Fating oon meters per
Combat Turm inbo kllometers per hour, multiply the ating by
1.2. To convert 4 Speed Rating to miles per houwr, multiply the

rating by 0.75.

ACCILERATION

The Accederation Rating measures how quickly a wehicle
can increase s speed within a ghven period. This Amribute is
used when vehicies are fleeing from or pursuing other vehicles
during wehicle combat, In such cases, a character can make a
Diriving Teat 1o boost his vehicle's Speed. Each success rofled
inCreases the vehicle's Speed by its Acoslerathon Rating.

Chazz the Spazz is ﬂ}n‘n_g alpng on his Yamaha Rapier
inying o escape from some Lone Star goons chasing Rim:
He's going along af 50 mpr (meters Ser fwm), Bl fhe
goons are gelting closer. He decides fo accelerale |he
Fapler has an Acceleration Bating of 1), Chazr has Bike
Skl 4, so he rols fowr dice for his Drhving Test against the
Hapler's Handling 3. He gets £ successes, which allow im
to increase his bike’s Speed Rating by 20 (10 x 2). That
means the Rapler acosferates from 5 mpt fe 70 mpr as
play enrers the next inffiathve Pass

Decelerating

.ﬁ.:\nar{llns_ to the way things work In the real wiorld
abjects take & certain amount of time to stop moving, based on
theiir spseid andd mass. To reflect this, & vehicke can brake or oth-
erwise decelerate safely as long as its deceleration within a sin-
gle Combat Turn does not excesd its Acceleration Rating mul
tiplied by 4

IF e wehiche's rate ol deceleration exoeeds this limit, the
controlling character must make a Crash Test (see p. 147), The
base target number for the test is the vehicle's Mandling Rating,
Far every 20 meters per turn (of portion theneof) by which the
wehiche exceeds the safe decsleration mdt, increase e Larget
number by 1,

Charr the Sparr s whirsing along &f 70 mpt when the
Famemasier fells hirm that the Drkdge oirectly ahead of him
is out,
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Chazz slams on the brakes. The Rapler has 4 safe oecel-
eration fimit of 40 mpd (Acoeleranon R‘,n-r.lng 10 muwlripited
by 4): I Chazz stays within thar imit, the Rapler will seilf be
rraveling af 300 mpt when it hits the space whene the
Drilde uisea (o e

A fall frovm the bridige wouwld hurt Chazs masch mone than
hard braking will hart the bike, 50 Chazz decides ro decel
erate o 0 mptd. Doing S0 recqisdres a Body Resistance Test,
wilich Chazz makes against a Targer Number 5 (base
Target NMumber 3 pius £ because the Eapder is fraveding 30
mpt above (5 fafe deceleranion Umir),

BODY

A vehicle's Body HATIng represents 1S Mass and measunes
how much punishment it can fake, whether from weapons fire
orf just plain hard driving. For rules on using the Body Rating In
garne play, see Velicle Darmage, p. 145,

Body Rathng and Weapon Mounis

& vehicle's Body Rating also indicates how many weapons
can be mountesd on it Every hardpoint mount installied on the
viehiche fakes up £ Body Rating points. Every firmpaoint installed
takes up | point. For example, a vehice with a Body Rating 3
can hawe a single hardpoint mount and a single frmpoing
mount. of it an have 3 irmpaoints. For more information on
WEADON Mounis, see Yehicle Wedpon Mowns, p. 307

Damage Reduction

A wvehicle's solidity and heaviness when compared to
ather targets (people, lor example) reduces the Power of all
wieARon artacks by hall (round dosen) and the Damage Leved of
all weapon attacks by one [except for weapons that fire anii-
wvehicke munitionsl. For example. an afttack from an Ares
Prdator. which normally does 906 damage, would do 4L 1o oa
vehlcke. ‘Weapons that normally Infiice Light damage oo nof
affect vehicles. For more information, see Vehicle Damage from

Weapons, p. 149

ARMOR

The Armor Rating represents composite armar that pro
tects the vehicle against all weapons fire [see Vehicle o,
. 138}, Vehicle armior 15 hardensd anmeoT, rmeaning that it can
deflect all damage from weapons with a Power (madified by
the vehiche's Body, but not by burst or autofire) equal 1o or less
than the Armor Rating. For example, if a vehicle has Armos
Kating 3. no weapon with a Power Rating of & or lower can
penedrate it Rring at the wvehiche with a Wzl 0 (60 Damage)
geti wou a bunch of sparis for your efforts

Against fire rom a weapon with a Power Bating that
excecds the Armor Rating. the armor reduces the Power of the
attack Nike standard balistic or impact anmoe, bor examplhe,
Fating 3 Armor reduces the Poser of fire from an Ares Predator
[normally Sl reduced 1o 4L by the vehiche's Body) 1o 1L

VehiChe armod prosdioes no peoiecton agalnst impact dam-
age from collisions. See Vehicle Damage from fmpacr, p, 145
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SIGNATURE

The Signature Rating indhcates a vehiche's wvulnerabilicy wo
electromagnetic or thermal detection and serves as the tanget
numbed kol sersor and misslle to-hif tests made against the wvehi
cle., Sgnature does nof represent the vehicle's vulnerability to tar-
get designators, such a8 laser and microwsaee targeting devices
asar sighits, for example], Characters use standand ra Coim
bt rubes wihien targeting vehicles with such devices. Mote that the
Signature of 4 human-sized biological form |5 &

AUTONAY

The Autonay Rating represents the wehicle's collision-dete -
tion and navigation system. The ssonay system senaes a5 a dri-
Wl s sasistant. It can make minos comtrol adjustments to avolkol
collisions and can nandgate a course, but it cannot perform other
autonsmous functions such as firng vehicle weapons,

During game play, 4 vehicke's Autonav Rating provides
exira dice a characier can add to Driving Tests made while per-
forming non-combat maneweers. A& vehicle's autonay system
impedes. the controlling character’'s abllity 1o perform combat
Mmaneuyers; see Vehicle Achions, po 141

Fl.arln_g | awongy consists of basic radar and ubirascund
prosimaty detectors, and s the maximem allowed for mogor
cyches. Rating I autonay |s capable of self-nanvigation and com-
maunication with traffic-control grid systems. Ratings 3 and 4
come with G5 systems (ses p. £594) and can navigate off-road
areas if provided with map chips. Rating 4 systerms can also
program their own routes

MLOT

The Plot Rating Indicates a drone s autonomous decksson-
mhaking capability (meore commonty known as the “dog beain”)
Drones with high Pilot Ratings can “understand” and execute
more omplex commands than those with lower ratings. Foi
more  information about how drones work, see tssuwing
Commands, p. |57,

A drone’s Mlot Rating applies when no fgger is control-
ling the drone. In such crcumstances, substitube the drone's
Fikot Rating for the ngger’s rebevant skill far amy required test

SENSOR

The Sensor Fating represents the vehicle's target-cetection
[knowing a targer exksis), larget-identfication (kncnadng what
the target is), and targeting (locking weapans an o a target)
Systems, as well as the vehicle's radie ransponders for positon-
Ipcating systems such as GPS. IFa vehicle has an autonavigation
systern, I automatically has a Sensor Rating of O or higher. The
sensor Rating determines the base nurmiber of dice used for the
wehicle s Perception Tests (s=e Sensor Tesrs, p. 135). i may also
add dice to Gunnery Tests for attacks with cemain types of vehi-
cle weapons (see Sensor-Enhanced Cunnery, p, 152)

CARGD FACTOR

A wvehicle's Cargo Factor (CF) indicates how miuch space s
available for cargo such as baggage, wehicle modifications or
otfver material. One paoint of CF s equivalent 1o a cube of space
hatf & meeter bong on each side (10125 cublc meters)

LOAD

Load represents the amount of cargo welght (in kilo-
Erams) a vehicle can lift, pull or carny. Load does not include
the weight of passengers, except In unsual droumstanoes
| st 2% sascuabshes)

SEATING

Thee Seating Code denotes a wehicle's seating capacity. The
order of numerals in the Seating Code indicates the Affadige-
mienl of seats in the wehicle, For examaole & Seating Code of =2
buchket = 1 bucket + 2 bench™ Indicates that the front of the
weheCle containg two bucket seats, the middle contains wo
bucket seats and the back contains bwo bench seats

Seats can alwo provide extra Load-camying space when
niot atcupled by passengers. Each unocoupied bucket seat can
carry up to 100 kilegrams: sach unocoupsed bench sest can
carry up o 150 kilograms,

ENTRY POINTS

A wehicle's Entry Points Code indicates the number and
arrangement of eniny fexit points in the standard rmoclel of Bt
vehicle. The order of numerals Indicates the bocation of the
entry points. For example, an Entry Point Code of “2 + 17 indi
cabes o &niry points in the front or fop of the vehicle and one
entry point in the rear of bobtom

SPFECIAL VEHILE RATINGS
The fodicwing vehicle ratings apply o vehicle operations
but do not appear in standard vehicle statistic profiles

ECM/ECCM

Eleciranic countermeasures (ECM) systems  “attack
remoie-Comired networks and sensors by jamnming their fre-
quencies and degrading the quality of thelr transmission sig-
mals. However, a wehicle's ECM Sysberms also increase It
Signature for cermain Cunnery Tests made against the vehicle

Electrondc counter-countermeasures  (FOCA) SySIEMms
counteract the effects of ECM systerns for the purposes of
Lunnery Tests. A drone may also use ECCM to reduce the
Powser of ECM jamming attermpis made against it. For rmore
infiormation on ECM and ECCM systems, see Sensors, page 135

Flux Rating

A vehicle's Flux Rating represents the raw ebecirical power
avallable for s remote control decks, sensors and electronic
warfare systerns, The Flux Rating determines the effectve
range of sach system, as well as the number of dice wed to
resis] the effeces of electronic warfare

Manevver Score

The Maneuver Score s a varable rating used during wehi
che combarn, |7 reflects the abstract tactical position eocupled by
& vehicle In relation o other vehicles, and Is based on the fiod-
lonwing factors: the wehicle type. Its current speed, the temaln
and the results of an Open Test made by the driver. For mone
information, see The Maneuver Score, page 138
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THE DRIVING TEST

For comeenbence, Shad
owrim addurmes that charac-
s Can autcmatically acoom-
plish basic wehicle maneu
wers, such as driving 1o the

Terralm: The  terfain
madifier reflects the type of

bttt o temain in which the characier
'“-._im is operating the wehicle
HIREERELY Ty according to the following
=1 S definitions. Open | terrain

local Stuffer Shack or taking % cisoretion refers o fAat areas without
the old helicopter for a licde SR buildings, trees or other sig-
sightseeing hop, Any time a +3 " nificant leatures: this type of
character attemprts & difficult ; termain  Includes  highsays
rmanewver, however—such as +2 Opeen terrain for alrcraft s
negotiating a halrpln furn at 4 cloudiess skies: hor boats
100 kgphi or Jumping a Yamaha smoth waber. Movmnal terrain
Fapéer over four lanes of rush- =} refers fo typical countryside
hour traffic—he or she must i and winding roads that offer
make a Duiving Test 1o deter- = only a few obstacles, Mormal
mine sucess or fallure, The : +3 terrain for aircraft s panty
Driving Test B a Complex Action Performed During Cormbat =E clowdy skies; for Doats, lighe
Action. (For actions that rig- Mon-Rigger Driving Using Datajack -1 seas. Kestricted terrain refers
ger characters can take during "ll"“"?""'“' ga e ~WCR Rating to suburban streets, light

Lgmalh

a Combat Turn. see Vehice
Combat, p. 138.)

T make a Driving Test, the player dharacter uses his or her
most appropriate Vehicle Skill, In addition, because every
autonay system contains collislion-avoldance and defensive
difiving programa, the player can add a number of dice equal to
the vehicle's Autonav Bating (assuming the autonav B urmed
amn and the wehicke ks not in cormbat), If the vehicke is rigged. the
character can add a number of Controd Pool dice equal to his or
her Wehicke Skill Rating,

The base target numiber for the test s the vehiche's Handling
Rating. Apply all appropiate modifiers from the Driving Test
Moifiers Table oo determine the final target number

DRIVING TEST MODIFIERS TABLE KEY

Unfamillar vehicle: if a character s operating a type of
wvehicle that he does not regularty opsrate, the unfamidliar vehi
cle modifier applies. The gamemaster determines wiether &
character is unfamiliar with a paricowar vehicle type

Siressiul sitwation: Certain sinsations are more stressfd
than others, Including combat, pursult, being outgunned and
w0 on. Because of the variable nature of stresshul situations, the
gamemaster decides how lange a modifer o apphy. uswally
beftween +1 and +3

Large fvery large vehicle of type: If a character s operat
ing a wehicle that is heavier or larger than the sverage vehicle
af it type, the largefvery large vehicle modifer applies. For
exampie, the large vehiche maodifer would apply IF & Characier
Is wsing the Car Skill for a Driving Test when driving a van, If the
character uses the Car Skill to operate a trsck, the very large
vehicke modifier would apply. The gamemaster delermines
which madifler is appropriate

Weather condithons: Fadn, snow, heavy winds and other
common  adverse weather constitute bad conditions
Hurricanes, blizzards, thunderstorms (lor alrcralt) and other
severe weather (InChuding storms Caused by natune spirits) oon-
stitube temible condithons
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woads, hilly areas and S0 on
h}"lill_ ralin of fofal darkness

can change Mormal temain to Besticted, Restricted terrain for
aircraft is overcass skies and rain; for boats. high seas. Tight ter
rain refers o urban mares. badlands and dense woods. Mist
glare or loew light changes Restricted temain to Tights smoke
heavy fog or total dareness change Normal terrain 1o Tight
High winds constitute Tight terrain for alrcrafif and boats

Actions performed during combat: This modifier applies
e character s perlorming 4 standard vehicle action (such as
landing an alrcraft, turning a car af a certaln locaton and S0 on
under gunifire or in combat. A successful Driving Test does. oo
guarantes that the vehicle evades weapons fire while perform-
ing the action. In addifion. Conirgl Pool dice allocated for the
Driving Test cannot be used o resist damage. This modifier
does ot apply If the vehicle s performing wehicle comibat
actions [see p. 141

Mon-rigger driving using a datajack: This modifier
appdies If the charscter s drving via a datajack but does not
hmee & vehicle control rig. The modifier also applies IF & rigger
is driving a vehicle not adapied for fgger controd. B a wehiche
ts nod Figmed Controd Pool dice canmot be used for wesis

Rigger in control: This modifier applies IF the driving char
acter has VCR cyberware and the wehicle s adapted for rigger
control. In this case, reduce the target number by an amount
exysal o the WoE H..ﬂrll"'.g_ IF the "ig_gl_"l i% {1I|'.|'II1_I5 imn a cormibat sit-
wation, reduce the target number by an amount equal 1o Daice
the VR Rating

Whir Kiet Is & figger with a Kaning [ wehicke conimad nig
He's atso info helicopiers, with Rotorcralt Sk 4 and a spe
clalization in Ares Dragons & That means he can operane
an Ares Dragon—whether jacked in, via remofe or by
AT Comrino—ail & Sl I'I!ﬂl'l.ﬂ.\lq o £

When Whiz Kid's Ares Dragon heficoprer (Hanoling 5
Autonay 3) hits a sudden sauall, Be decides do and before
fhe weather gefs worse. Based on the condlifions, the




gamemasfer decldes that Whiz Ko needs @ make a
Oivfwinng Tesd fo land i ohopDer
The target nurrber for the fest is calcwared as faliows

Base Target Mumbeyr = wehicle’s Handling Rating 5

Large vehicle (the Ares Deggon Is big! i
Bac comalifions (Ehe squal) il
Rigaer in conrre (VOR Rating #) =1
Firal Targed Mumber g

Whiz Kid uses 9 oice fov the Drhving Tesr (6 for his spe-
cimlization and 3 for the Dragon s anondv). Hegetsa [, 1.
2. 3 3 5 6 6and & Bolling the &'s again, he gets T, 8
and 11, This gives him 2 successes, so Whir Kid purs the
Oragon dosn safely

SENSORS

Sersors are the primany—heck, the only—rmethod a fgger
has of perceiving the world bevond his or her wehicle, & char
achef uses them o see, hear and feel: throasgh them, the char
acter |5 aware of and can identify varouw slements in the e=mid-
ronment surrounding the wehiche, from the pedesirian at the
crosswalk to the securdty guard on patrol @ the cop car
screaming down the street, A rigger can use sensors to kdenti
fy and artack targets kilometers away, viswslly monitor teeo dif-
ferent locations at the same time, or catch 4 onosoked cor oper-
ator an chiip.

SYSTEM COMPOMNENTS AND SENSOR RATINGS

Sensor systems Include numerous components, depend-
Ing on the wehicle's owverall seansor rating. Rating O sensors
nclude rangefinders, as well as ultrasound and laser proximity
detectors. Rating 1 sensors Include proximity  detectors,
rangefinders, video {but not triden) cameras, basic radas, sig-
nature-recognition software, and low-light and telescopic
magnification. Sensors rated 2, 3 and 4 Inchude all of those
oomponents phes thermographic iImaging. Rating 5 or higher
sensors Include all components previously mentioned, plus
flare compensation.

All sensors inchude magnilication power equal to S0 tirmies
the sensor rafing.

Image Transmissions

All sensor systems with Eating 1 or higher can transmit
and record audicvisual footage, Footage can be stored as data
fies (which requires onboard memony of a computer), record-
ed on chips (which reqguires a video-recording unith or irans-
mitted o 4 remobe station (which requires a remode-coningd
linkup). Onboard vehicle computers and video recarders must
e hooled Into Electronics ponts that interface with sensors and
draw poswer from the wehicle.

Audiofvidea clips take up £ megapulses af mermory per
mimute of recording. Audio-only or video-gnly recondings con
sume | megapulse per minute, Becorded footage may be
enlarged up to Sensor Rating x 20 magnification before the
chip image loses image quality. Sensor Sysiems transmit in
reva-dimensional wideo images. nob e Images

Ace, a shadowsnoop reporfer, has hired a dgger oo con
duct sumeeditance on M, Bigg,. a crooked poiftico Ace hopes
o expose i a big stone. Ace’s rgEer uses 4 rodo-orone with
Leved 2 sansors and a7 onbodand palmidos-sizea mlciocom-
purer undl fo rroninor Bige Mirough 4 bl winoow

Ace wanrs both audio and video proof and the micro
computer wnit hes 150 Mp of memony. Each minute of
Audio/video fooddge Consumes £ megapiises of memony.
S0 e microcoynader can recond o fo S5 minutes af
Mrchhonvisia Bootage

Several howrs later, Ace meets wilh e SEger (o see
wial fe s capiured. While reviewing he foofage. Ace
notices a small object ving arep the dresser in Blge's
roam, He enbvges the video, The maximem enbvgement
Ace can get of the object it 40w the sire of the image
before the Image loses quadity.

Had! Ace been with the rgger and moroed the abiecr
curring real-time sunveillance. the rigger could have wsed
the sensors” 50x magnificaflon power. Thal wowld have
snabiad Ace fo reveal the S500.000¥ bribe on Mr. Bigg's
cred reader—uwfich Jusr goes fo prove Ral epomers who
don't sog throwugh stakeowts miss out an the big stores

Acthve and Passhe Sensors

Sensor COMPponenis may e elther passive of active. [The
classificathon of the sensor component 4 NEEer uses determines
the type of Sensor Test used when trying to monitor her imime
diate surroundings (wee below]

Passive sendor components are generally usefd for image
and pattern recognition, and have a Bmived Beld of vision
(1 20=180 degrees). The effectiveness of passive SENsOrs
depends heavilty on the attenthveness of the rigaer. Active sen
sof components are more useful for object detection armd cower
4 J60-degree feld. Thermographic imaging can be used in
either capacity, depending upon the mode chosen by the play
er and the gamemaster's discretion

Fassive Componemts: Listening devices; video cameras;
thermographic imaging: enhancement dooestones such as [ow
ight, magnification. and notse filtering: protective reeasunes
such as audio dampening and fare compensation

Active Components: Rangefinders, proximity detectors,
radlar and thermographic imaging.

SEMSOR TESTS

To determine if a rigger notices something or detects
another vehicle or object within the sensors range, the control-
|i|15 plagser makes A Sensor Test, [See Sesor and Reviode [eck
Ranges, p. 13&, for rules on determining sensor ranges.) The
nature of the situation and the type of senscr component being
L —padaive or active—adetermines what dice are nolhed

& rgmer makes a MFassive Sensor Test when she armempis
o nptboe something based on image of pattern recognition
For exampde, a rigger character would make a Passbee Sensor
Tesg IF she were looking through a video keed to determine
wihther the person approaching e car was a friend. or if she
rmars the ol rais swarming underneath through  mbon-
phones, or if she recognizes the car chasing her as the one that
ran owver her buddy. When making a Passive Sensor Test, the
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rigger rolls dice equal o her Infelllgence In the sarme manmes
&% a standard Perception Test, using any approprate modifiers

isee Perception, p. 231 of Runaing the Shadows),
Active Sensor Tests are made o determine if a vehice's

active sensors detect another vehicle or abject. For example, an
Active Sensor Test would alert an unawane figger to the approach
of a helicopter strike unit, or to the wendige sneaking up behind
the van., or even o detect if any of the cars in traffic behind him
hunwe: thie sarme “signature” as the car that was following hirm ear-
IH.mmemmmimbucmequ
thee wizhbche's Sensor Rating, against a targes numiber equal o the
Signature of the obsect being detected. Apply any appropriate
miadifiers from the Sensor Test Modifiers Tabde.

Drones can aleo make both Active and Passhve Sensor
Tests, When making a Passive Sensor Test, use the drone’s Pilot
Bating In place of the Intelligence Attribube. Drones still use
their Sensor Rating when making Active Sensor Tests,

lﬁﬁ- | ﬂudamn_mmrgm_ ...............................................

The gamernaster deckdes whether
to call for an Active of Passive Sensors
Test, The msmber of successes ralled
determines what information the Sensor
Test produces, as described in the
Sensor Test Results Tabbe

Sensor Test Modifiers Table Key

Direct LOS: LOS stands for line of
sighit, This modifier applies IF an uninter-
rupted line of sight exists between the
vehicle's sensors and the target object,

Urban setthng: The urban setting
mociifier appdies [F the sensor or the tar-
get is located Inside a bulle-up urban
area. The modifier reflects the noise
heat and electromagnetic distortion that
can hinder detecion.

Fog/smog/precipliation: The
presence of natwral fog, smog or preclp-
Hation increases the dificulty of detect
ing objects

Resivicted terain: | the sensing
wviehichke or target ls navigating through
Restricted  tefrain, debecting becomes
more: cifficuit

Concealed by spirit: If 4 natre
spiri is concealing the target using e
Concealiment power, the target number
Increases by an amount equal to the
spirit’s Force Rating,

Tight terraln: The 'I'Igm' teETain
o ifier applies if the sensor or target is
mavellng through Tight terrain. The
modifier reflects the fact that solid
objects hinder sensor reaclings,

Sensing vehicle damaged: This
modifier applies If the sensing vehicle
has suffered damage. The modifier is
equal o the wvehicle's cwment injury
modifier, as shoram on the Damage Modifiers Table (p. 147

Concealed by spell: Centaln physical lllusion spedls, such as
Iiprdeeed Invisibillity or Trid Phantasm, require a Resistance Test
o pherce the ihesion. Corult indbvidual spell descriptions. for
detalls (s0e Magic. po 1580,




SENSOR AND
REMOTE DECK RAMNGES

Unlike firing ranges for weapons,
wihich extend owtward in a siraight
lirie, FAN@Es Iof SENsSOfs and remobe
contral decks work maore lke radlar
They covver 4 H0-degree area of effect
with the sensor or deck at the oenter.

The ran@es of sensor sysiems and
remobte control decks are determined
by the power output of the system’s
ransrnitier. The greater the ransamitter
poweer, the greater the sysiem s effec-
trve range. At the same time. howey-
er, a higher power output produces a
higher electronic footprint and increas
e5 the vulnerability of a wehiche o
remobe control deck o detection

The poeer output of a vehicle's sensor system of a remabe
contrel deck s measwred by the wystem’s Flux Eating

The flux Rating

The Flux Rating (short for electromagnetic power flux)
reflects thie povweEl oulpul of ransmitbers used In communica
Hons gearn remoie-control retsorks, Sensors systems, jam-
miers and ECM. The Flux Rating Table shows the Flux Ratings fod
miost electronic devices. The Flux Rating can be increased oo
decreased o boost the signal strength of a transmitter oo
ECTEASE S elecinonic signature.

Changing Flux Ratings

Any electronic device can operate at a lower Flux Raring
than Its standard rating, down 0 4 minimum of . Increasing
the Flux Rating to greater than its standand rating. hovweser,
requires external modifications.

Ebectronic devices that are connected to a vehicle via an
elecimonics Dot may drasy exira electrical posoer from the vehi
cle’s engine to boost their Flux Ratings. The maximumm nurmbes
of points a device’s Flux Rating can be raised in this manner is
equal 1o hall the vehicle' s Body Rating. rounded down, & vehi
cle engine can provide boosts o muliphe devices, but the botal
Flux Poings of all simultaneous boosts may not exoeed the velii-
cle’s Body Rating.

Josie Lhdse dkes o use her van, Rough Rider, as a
CoTmaUmark-a&nd-conirgl cemier, The van s odaiiired with 4
revmode-comirod deck (flux 2, a
A (Flux 3). & sensor spstem
(Pl &) and ECM (Flux 2}

The van has a Body .'-:.111'.'13' aof
4, 52 #f can provide no moe

than 4 Fux Poins af amye one i

time, and it canmod boost any .E’lhiﬂ
single systern by move than 2 Edectrical

painds. For example, josie couid Encrybein in use
LS e van o provide 4 2-poimt Hurnid i

Doost o the remole-covriral m.l vl |

deck and |-palnr Increases o

(2 % Flusch + 10 km

SITUATIONAL RANGE MODIFIERS TABLE

e valr 5§ seénsor syslem &g EOW.
Howeveyr, she Could not provide 2-
paint boosts o all fowr systems

Flux Railng and Range

The range for any electronic tans-
mitter [communications gear, rermobe Con
rodl esyuipment, Sensors, and ECMY s
based on the (Tarsmicees s Pl F_uinE A=
shown on the Flux Range Table

Sifuational Range Modifers

Extermal Circurnstances can bem
poarihy morease oF OECrease fhe Tange cre-
afed by a standard Flus Ranng T rracll-
fiers in the Shuwstional Range MModifiers
lable are applied o a transmitter's Flux
Fating before caloulating the transmitber’s effecthae raryge. After
deterrmining the modified Fux Ratng, round the result dovsn o
chel Mepanes! Mt instesd of B0 the rearist whode nurmiber

SITUATIONAL RAMGE MODIFIERS TABLE KEY

High elevatlon refers to any shuation in which an wninter
rupbed line of sight exists beteeen the transmitter and its
receiver or target. This modifier usually applies to aircraft in
fight or land-based transmitters perched atop h gh elevations
such as hills or skyscraper roofs.

ECCM in use refers po slectronic counter-counternmeasunes
which defear ECM by filtering out electronic garbage and bogst
ing the signal strength of mezaninghul signals. Because ECCM also
draws elecirical power from the ransmither, subiract half the
ELLM Lewel when determining the modified Flux Rating

Heorical storm applies whensver a thunderstorm or solar
Aares are active in the transmiiier’'s anea

Encryption In use applies only to radios and femobe-con
trol dhechs that ane operating under encrypthon. In thess cases
recluce the devene 5 Hux F‘;ﬂ[ll'lg by all a poind

Humid air applies 1o any transmitter operating during a
particularly hot and muggy day. This modifier may also apply
o ransmitiers aperating in areas that have an excessihvely
high smog content [Los Angeles is a particularly good exam
plel. Do not use this modifier In conjuncrion with the ehectr
cal storrm modifier

Urban enviroament applies to transmisters used in heai-
Iy pulit-up aneas, SUCH a5 donerrbonen districes, industral parks or
any mayor non-residential area of a A -Speawd. The mmoclifier
alz0 apples I the ransmitber is
within | kilometer of a high-voli-
age porwer line.

Modifier foske Crulse i5 wsing a
) | CyberSpace Dalmabian recon
‘*“"G""m dromne fo conduct some long
e ; = fAnEE SNOODInE. She s apefal-
05 : i thee dingume wid A ReORe-Cov-
-05 al hlu- frod deck augmented  with 4
=1 i Eating 4 sjgnal ampiifier (Flux G,
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12 ke rangel, focaled on the ool of 4 fourfean-shovy park -
M @Arade, josie {5 LS 4 CPeo-cifcun encrypnion devioe
an her dech, a5 well as Lewe! 3 ECOM (her tanger really
hades unwanted snoopers)

The sffective Fiux Rating for determining the range of
her aleck transmitter 5 5, calculated a5 folows.

Deck Mlux Raning o]
High Elevation o
Emryraio -5
ECCAM =I.5

Effective Moy Ratieg . |

This effective FAux Rating ghes josie’s Dalmatian an 8-
kilometer increase I range, o A0 kiomeders (el i
Raange Tabie)

ELECTROMIC COUNTERMEASURES (ECM)

Electronic countermeasures [ECM) generate a Beld of elec-
romagnefic nosse that jams radio and sensos elecironic wasve
bands. In game terms, ECM increases the diffioulty nf'l;.argﬁmg
and bocking on to an ECM-equipped wehicle, However, ECMW
does not himder the ability of individual characters to fine
weapnng dinecily at a wehiche

To: determine the effectivensss of ECM. the targeted vehl
che’s character and the jamming vehicke's character engage in
& Suooess Contest. The jamming character rolls a number of
diice equal to the Fux Rating of his vehicle s ECM suite; the tesi
farget number ks equal fo the Sensor Rating of the opposing
wehicle, The targeted wehlcle's character rolls a nurmber of dice
equal to the Flux Bating of his vehice’'s sensors: the test target
nurriber s equal bo the ECM rating of the targebed vehicle,

if the targeted characier wins the Confest, no jamming
oocurs and the player can prooeed with a Sensor Test. If the
jarmming charscter wins, increase the Signature of his wehicle
by e nuember of et suocesses rolled on his est

Because dhe ECM Test represents the interaction of ebeg-
tronic devices, it does not constitube an actlon by either char-
sctef, and s performed outside of the Combat Turn sequence
Turning BCAM and ECCM on or off i1 & Simple Action.

i & single wehicle ammempls bo use ECM, only the highest
ciie rodl result applies. The effects are not curnulative. If one
jammer ks using its ECAM agalnst many cifferent wehicles, make
one ECM Test and compare the number of successes against
the Sersor Batings of each of the other vehicles imeohsed.

H'SS’."TEI may Use eecronic Counier-CounhErnmeasenes
{ECCM to counteract ECM TG, To o sb. the o players
make an Opposed Test plitting ECM against ECCAM. The coun
terjarmmer rolls a number of dice aqual o his vehicle's ECCM
Rating against a target number equal i the ECM Rating of his
opponent’ s vehlche, The jammer rolls a number of dice egual to
his wehicle's ECM Rating against a target number equal to the
ECCM Rating of his opponent’s vehicle. Each net success rolled
by the couterjammer negates | success rolled Dy the jarmmes
in the pricr ECAM Success Contest

M.C. jammer is running a shipment of amns across the
bowdler. As he nears it in his e (Signatuee 4), e furms
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o his ECAM [Rating 3, Flux 101 because a Federated Bosling
Eagie (Sensar 8. Flux 81 s closing in.
JANNTIET 5 pider roMs [0 ofice (the r-bird s Flux) againss

a i".lr_ga,-r Alumiber & fihe Eagie's Sensor Rating) andg gener-
aies 4 successes. The gamernaster rodls 8 dice (the Eagle's
Flux) against a Targer Murmber 3 (the r-bind’s ECA Raring)
A FEnevaies J Successes. VRmer wins: the Signafure
Rabing of the r-bind increases by 2. from 4 1o &

in response o the clowd of snowy stafic surmoemcing his
flesict of vision, the Exqgle pilof switches on his ECCM (Rating
4) e counrer the ECM. The gamemasier moils 4 oice [mhe
Eagie’s ECOM Raning) against a Tager Mumiber 3 (Janvmer s
ECA Ratingl, jammer’s player roits 3 oloe (ECM Hating)
against a Target Number 4 (the Eagie’s ECOM Bating). This
tirrse, e garmemadter generates 3 successes, while MO
ranmer geds L. The Eagle’s EOCMW wind s single net suc-
Cess counters one of M. janwmer's siocesses from his ECW
Test, reducing fammer's Signaiure from & fo 5

VEHICLE COMBAT

Wehicle combat in Shadowrun is not intended o be an
accurate, detalbed simudation. Instead, the wdhicle comibat rules
provide a simple, mapless system fior resohdng vehicle oommbal
and individual character actions simultaneousky

This section lays the foundation for the vehide combat sys
term. [t also provides rubes for resolving vehicle damage caused
by weapons fire, crashes and collisions with objects such as
walls passengers and other vehicles: mubes For I’In.ﬂg e b
weapons; and rules for magic in wehicle combat. (For drone
rubes, see singiyones, p. 153.)

THE MANEUVER SCORE

The Manevver Score B the comersione of the wehiclhe
combat system. This rating measures the nelather  factica
advaniage of a vehicle engaged In combat and is used when
resodving nearly all wehicle combat manewvers. Ceneralhy, &
character receives bonuses or penalties for his wehicle comibat
manewrvers based on his wehicle's current Manewver Scone
Specilic applications of the Maneuver Score are described in
the rules fior each wehicle combat maneuyver,

The Maneuver Scone conslsts of four components: Vehicle
Points. Terraln Moints, Speed Points and Driver Points. During
eath Combat Twrn, thess components—and the Saneweer
Soore (tsell—change 1o reflect the shilting conditions of com
bat, Mayers or gamemasters may mondior these changing
scores. depending on the preferences of the group

IF a pedestrian and a wehicle interact, resobee the situation
oy assigning the pedestrian a Maneuwer Score equal o his
Cnckness.

Determining the Maneuver Score

The Manewver Score is determined by adding together a
wehicle's Vehicle Poinds, Terraln Poings, Speed Points and Delver
Moimts during & Combat Tumn, Once determined. that soone is used
throughout the tum The fow components and the Manewser
Soone are ne-calculated when the next Combat Tumn begins

Vehicle Polnts: The Vehicle Points for a turn may be posi
tive or negative, depending on the type of vehicle a character
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is driving, The ¥ehicle Points Table lksts
Vehicle Points for the vadous vehiche
fypes

Terraln Polmts: Terrain  Polnts
reduce a wehicke's Maneweer Score.
Point walues for the four basic types of
terrain are Bsted i the Terraln Polmnes
Talsle.

Speed Polnts: To determine a
wehiche's Speed Paints, divide the wenl-
cle’s speed by 10 and round down the
meEsuln.

Driver Polnts: The player makes
an Open Test wsing the  relevant
Wehicke Skill to generate his Dwiver
Points. He geis a number of polngs
eqqual to the highest die roll result (see
Open Tests, p. 39)

VEHILE COMBAT TURM SECIUENCE

Thie Yehicke Combat Turn wses e

fodionwing sequence.

1. Db rrine surtlng distanoe
and speeds (first Combat Turn
Qhy],

2. Determine Vehiche, Terrain and
Speed Points for each vehsche,

3. Allcate Control Pool dice.

i, Determine Driver Poings and
calculate the fAnal wvehicle
Maneuver 5Scores lor  the
Comibat Turn

5. Determine Inftiative,

f. Characters take actions and
resolve nesults,

7. Deterrnine changes in spesd,
clistance or berrain,

B. Begin a new Comibat Turn.

1. Determine starting distances and speeds (first Combuat
Turn onlyl.

Before wehicle combat begins, the gamemaster deter
mines the starting speeds of MPC wvehicles and distances
between each wehicke. Vehicles that are stopped, parked or
idling begin with starting speeds of 0. Players may declare the
starting speeds of their wehicles, though the gamemaster
chooses the starting speed of any wehicle whose driver is Inca-
pacitated af unconschous.,

All Dice Pools for drivers, passengers and pedesirians also
refresh, per standard Combat Turn rules (see Combar, p. 1000,

1. Determine Vehicle, Terrain amd Speed Polnis for each
wehicle,

After determining the Vehicke, Termain and Speed Points for
each vehicle, combine these values to produce a partial
Manesuver Score for each vehlce

ey
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3. Allocate Control Pool dice.

Each player may allocate Control
Fool dice fior the Open Test used bo
determine his Driver Points lor e urn
Dice allocated for this test ane nod avall-
able for any other purpose during the
turn, These dice refresh at the end ol the
Combat Turn. Rermaining Control Pool
dice may be used for Driving Tests
rhiroughonat the Combat Turn.

4. Determine Driver Points and fnal-
ize vehicle Mamewuver Scores for the
Combai Turn.

Each player makes an Open Test o
determinge each wehicle's Difver Polngs.
Gamemasters make this test for MNPC
vehiches. Add the Driver Points o the
partial Maneuver Scores generated in
Step 1. The results are the Maneuver
Soored bar each wehiche,

4. Determilne Inkidathve.

Every player rolls Inkfdative o his
character at this tme, whether the char
acter is driving a wehiche, riding as & pas-
senger or standing arcund as & pedestri-
an,

Feaction and Initiative dice borus-
&5 from a vehicle control g apply onby
to characters who are |acked into and
driving a rigger-equipped wvehiche.
Bonuses for boosted and wined reflexes,
physical-adept inCreases in abilities, and
magic do MOT apply for drivers whien
determining Initative. However, charac-
ers with a4 datajack who are driving a
vihicle equipped with a datajack port
meceEive a + | Beaction konus.

I"'mn_g:r charschers must hobd their actions until afver the
driver's first Initisthee FMass (see Fassenger AcChons During
Vehiche Comial, p. 145).

&, Characters take actons and resolve results.

All characters [drivers, passengerns and pedestrans) e thelr
actions. The order in which chasaciers act is debermined by their
Initiative results, per standard comibat nules [Combac. pe 100

Riesoive all characher actions.

1. Determine changes In speed, distance and terraln.

Afver reschving all actions. the gamemaster determines if
any wehiches have changed speed, based on their actons dur-
ing the turn. If necessary, the gamemasier caloulates changes
in distances between vehicles, based on the new speeds.

The gamemaster also decides if any vehicles hase moved
into a different termain type durdng the Combat Turn. IF so. er-
rain changes take effect during this phase:




B T e

B. Begin a mew Combat Turn.

Begin 4 new Combat Turn, Distances and speeds e
alreachy been determined for the nesr e, so stant with Step 2
Conirod Pool dice refresh at this tme.

Rigger X is tneng fo make a st getaway hom heo
Lovke Sfar cridsers fof on fis tal. Af the beginning of the
chase, Kigger X s Mach & (his souped-up Weshsind 20001
i5 burming rubber ar @ speed of 250 meters per Comibag
Tm, while the pusuing cops are dodng 275 melers per
i and ane 4 few INocks Befing . X and his pursiuers
are roaring down Central Avenue, 4 fve-lane cify sireet,
Forfunatedy, frafic is lght

The sfarfing oistance and speeds have already been
Sel 50 Higper XS plaver and the gamemaster defemmine
me vehiche, [errain and Spead Poinds for sach vehicle,
Their calcuiations might ook ke this:

Mach O

Spors car +3 Vehicle Prs
MNearrmail ferraln & Terrain Pis

250 i 28 Speed Prs

Fartial Manewver Scone 26

Lovme Sdad Crinsers

Resganlar car 0 Vakicla Pt
MNowrral terraln -2 Terrain P,
275 myTum 27 Speed Prs

Farnial Maneiaer Scoore 25

Allocering Contral Pool dice is the mext step. Rigger X
decides o allocaie 4 of his 7 Conrred Pood dice for e
Driver Test, That leaves Rigger X with ondy 3 Control Ppaol
dice availeble For other Aachions ouy-
ing the Comibad Turn. The cops o
VI Ehee Lome Srar Crufsers are nof
rggea. so hey get no Control Pool
dice. Ar least they are good ofivers

Anal rally s 2. 3. 5 7 and B That gives Cruiser #1 8 Dinhver
Poinrs

On the Open Test for Crser #2, the gamemaster roils
43 4 5 &6 and & Re-roitng the o sives prodisces & 4
and another & Be-roling the & again, the gamemasiey
Hgets a 3 so the highest die reswll is 15, Thar ghees Crnalser
#2 IS Dviver Poings

Mow the plaver and gamemasier ado the Driver Podits
o vedr Characters” partlal Manewnver Scores, That givies the
characters the |"ﬂ.'||'ll.+||'|_|_i AU Srones for e fum

Character Manewnvaer Score
Rigeer X 11+ 26 = 37
Cruiser # | B+ 25 = 33
Cruiser #2 IS 4+ 75 = 40

Ar this poinr, alf the player characlers nvoived
including Rigger X's nassengers and the other cops falng
shatgun in e fuwd cruisers—make niflethve Tesis, and the
standard Combar Tum begins

WVEHICLE ACTIONS

In addition o standard character actions. {soc el

Actions, p. 104), such as acthwating cybenware, observing in
detail, non-combat Driving Tests and so on, driees can per
fsrrm the following vehicle acthons. All are considered Comgpiles
Actions,

* Accelerating/Braking: The diver atternpts to change his
viehicle's speed, sither to close with anathers vehicle os
inCrease his distance from other wehicles

* Poshtlonimg: The drives attempis to manewser hils vehiche
it a better tactical position for Aghting.

= Ramming: The driver aftempis o ram another vehicle

* Hidimg: The driver attempes fo break contact with anoth
er wehlche

* Performing a MNon-Driving Acthon: Mon-drbving actions

Aﬂmmmwm TABLE

; : Speed Conditions R - Target Modifter
fCar Skl 5). \Hﬂ't‘.l n'l" I'I I'I 5 1L " =
MNoww' the tavey and garmenmuaes mw s score by 10 or Hiﬂa“ . = -2
fer make Cpen Tests fo deterrnines Viehicle's Manewver Score ﬂ ; ;
the Driver Podnts for their charachers apponent’s score by more than 10 - - &
Eigwer X has Car SEkilf 5§ and has aifio- Opponent’s Manewver S
catedd 4 Contred Pood dice for the excesds vehicle's score by 10 or kess o2
IESE, 50 e rois B oioe andl geis a i Oppenent's Maneuver Score
2233 33 5ands Rie-roiing siped hicle's wmm 10 i
it::kb. IIFES'EI".'l 4 .I'E"I'-I.ﬂ'!-:'.t"‘ll WATCH mmmmm“ I i) ij“‘l’ il :
2% M hignhest ofe resolt |, Thart mmhiﬁl!ﬂw 1 ;
Shves R—'ER"‘"'-I' 'I|I '!. iver Posns, mm‘m + q i
The gamemasier makes he Temain I"”"
Upen Tests fior the bwvo cops, miling | Open i
Car Skilf & for each cop car. The Brst 3 m r o
{Cruiser #1) geis a 2. 3. 5. & and 6. Resticted |
Re-rofling the Mo sives, the Tﬁ o
Famemaster @ets a | and 2. 50 the el L ;
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inchude fifing personal weapons, using onboard elec-
tronics, activaling Cybensane and so0 on.

AcceleratingBraking

Accelerating and beaking are two related actions. In both
cases, the driver is brying o change his wehicle's speed. To
resolve either action, the driver makes a Driving Test agalnst
the vehicke's Handling. Apply any appaopriate modifiers from
the Accelerating/Braking Target Modiflers Table

¥ the Accelerating/Braking Test succeeds, the wehiche
inCrEases of decreases s current speed. The increase of
decrease & equal to the vehicle's Acceleration Rating, multiplied
by the number of successes generansd on the fest. However, no
vehicle can exceed s Speed Rating by more than 50 percent of
thie rating (Speed Rating tmes 1.5). if a vehicle decelerates mone
than its Acceleration Rating x 4, it must make a Crash Test

If a pursuing vehicle's speed increase i egual (o or greater
than the distance beteeen the vehlcke and s target, multipled
by Z, the wehicle can ram the fargeted wvehicle or pedestrian
during the controlling players next svailable action

ACCELERATING/BRAKING TARGET MODIFIERS TABLE KEY

Highers/Lower Mansuver Scores If the Maneuver Soore of
thi driver's vehicle exceeds the Maneuver 500608 of the wehicle
he ks chasing or Aeeing from, the target mamber for his Driving
Test |s reduced, IF the Maneuver Score of the opposing vehicle
exceeds the score of the driver’s vehicle, the target nurmber is
incieased. IF a vehicle ks fesing from ar chasing mare than one
wehicle, use the highest Manewver Score ol the appoasing vehl-
cles whien determining this modifier.

fleeing from more than one vehicle: IF the driver is
attempiing 1o flee from tao or more vehicles, apply a =1 fad-
gt rodifier for each additional wehicle. For example, 4 vehichs
fleeing two opposing vehicles receives a +1 farget mamber
micdlifier, while a wehicle fesing three opposing wehicles
receives a +2 rnodifier

Awtonay i acthee: An acthee sutonavigation system hinders
coimibat manewsers because it will amempd 1o decrease the vehi-
che's speed bo a sale limit. i a vehicle's autonm: system is sctive,
apply a target number modifier equal fo the vehicle's Autonay
Rating. Turning the autonavigation system on or off is a Simple
Action; If the driver is jacked imo a wehicle, these are Free
Actions

VCR implant: If the diver |5 a rigger [acked into a rigged
vehiche, reduce the target numibser by an armount edgual B baioe
thee rigger's VCR Rating,

Cruiser #1 and Cruiser #2 ane only 300 meters bethind
Rigger X, who decides o acceferate in an arfempd o lose
the two Lone Star cars, The base target number for the
Accelerating Test is the Mach &°s Handling Rating of 3, The
fotlawing fanger number modifiers also apply:

Cruiser #2's Manewwver Score

of 40 exceeds Mach 6's score by 10 oF hess 2
Rigger X i feeing fuo vehicles v
The Mach 65 curmen spased

ol 250 mTam exceads its Spesd Rating of 210 +

T2 | Shadowrun, Third Edition | -
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Pewrriad ferrain 0
Rigger X has 4 Level 2 VCR

and is jacked infe the Mach & 4
Final modiffer [

The vanous modifers cancel each other out, fedving
Rigger K with a Targer Numiber 3 for the tesd,

Rigger X, whe has Car Sk 5. rolls Ave dice and gefs F
successes, Mulbiplying the 2 successes by the Mach &%
Acceleration Rating of 18 gives a result of 36 This makes
phe Mach 6's current speed 286, well belpw the car's limir
of 315 meters per fwr (210 x 1.5)

Crufses #2 a0rs next and decides fo close in on Bigeer X
His vehicke has a Handiing Rating 4, o the anded DT
for the Driving Test is 4. The following Gaoger nurmber o
iffers apply:

Cruiser #2738 Maneuwver Soone

exceeds Rigger X's score by 10 or less -2

The car's curmend speed of 275 myturn

exceeds the car'’s Speed Rafing of 240 + |

Monmal fermain {
The crudser’s Leved 3 Auronay (s achhve 3
Final modifier +d

Thar gives Cruiser #2 & Target Murnber & for the rese. The
gamermasier foils fve dice for the nesr (the difver’s Car Skdl)
The fest yiskds 3 sucoesses, 5o Cruiser #27s speed credses
by 42 jAcceleration Rating of [4 x 3 succesies = 42). Thal
s Cnaser #2 speeds up f0 317 rmeders per i,

Let’s skip to fhe end of the (UM AT ASSUme Tl no
other drving actions fake place, The Mach &5 new spesd
is 286, while Cruiser #2's new speed is 317, 317 minus
285 squals 31, so Crulser #2 coses 31 meters on e
Mach & during the fum. The starting aisrance & the begin
nivgg off the fm was 300 mEners, S0 a0 e ST OF e nex
fun, Crisser #2 s 268 meters behing Rigaer X

Poskthoning

Positioning enables 4 deiver o place his vehicle in a betber
tactical position for subsequent actions. In game terms. & U
cessful positioning arternpt ghoes & vehicle a higher Manewser
Score for the next Comibat Turn, wihich puits the wenilcle at & wacti
cal acheantage and gheis i[5 DASSENGETS MONE OPPOrUNItes o act

A driver can also make a positioning atternmpt to bring his
vahiche (0 4 Shop &t a partioukar point in arder (o provide a oo-
efing position for characters o enber, exit, mount or dismount
frowm thee wedhicle,

To position a vehicle, the driver makes a Poshtioning Test
usingg his Driving Skill agalnst a target numbser egqual 1o Fis vehi-
cle's Handling Rating. Apply all appropriate modilers from the
Positioning Modifiers Table, Record the nasmber of successes
generabed on the test and add this value to the driver’s Diive
Points at the stant of the next Combat Turn. These aoditional
Diver Polnds increase the wvehiclke's Manewver Soone

Cruiser #1 s driver decides to position his vehicle for
Beerter Eactical achvandage against the Mach &. The base far-
get number for the Positioning Test s the car s Handifng
R.:.!Tng of 4. with the following mocifhers:

Crlsar’s speed of 2575 mAum




exceeds s Speed Rating of 240 + |

Normal ferrain a
The crdser's Auronav is off 0
Fimal modifier |

The « 1 modiffer produces a fnal Target Number 5 for
the test. The gamemaster rolls Bvee dice for the diver (Car
Skl 51, but gers only one success. Ar the stant of the nexit
fuvm, the oiriver of Ctser & can aokd | o the: resuilt of the
Open Test to determine his Dviver Poings.

If the driver s attempding to position his vehicle to stop at
a particular point, the gamemaster determines how far the
wiehicke must traved to reach the desined spot. The result of the
Positioning Test is multiplied by the wehicle's Acceleration
Rating to determine how much of the distance the wehicle can
cower, I the final result equals or exceeds the required dis
tance, the driver pulls off the manewser. Othensdse, the poai-
thoning attemngt Fails.

fosle Cruise [s rransporiing a runner feam in her hell
copter Angeifire (Acceleration 14) fo.a designaded landing
Eone outside a Sersfech resedrch compound, &0 meters
from Angelire's cument locanion

Josie makes a positioming affempd fo ing Angeife o a
Fowver dght abvnve the landing fone. She gets J sucoesses on
her Positlioming Test, hoveever, which means har Angelie
oy heels 56 merers 4 x 14) duing the atfempr. This
ienves josie 4 meters short of the lnding zone.

Eamming

in a rarnming maneuver, the dever attempts to hit another
vehiche or a pedestrian, or break down a barer. with his own
wehicle. To do this, the distance between the vehicle and its tar-
Bt st ke less than the vehicke s Acoeleration Rating. If the dis-
tance Is greater, the wehicle driver can accelerate o dose the dis-
tance (s Accelerating/Braking, p. 141), I the Acceleration Test
produces a speed change greater than baioe the
distance, the driver may atiempt o ram the tanget
on hits mext available action,

To resohve & ramming sttempd, the controlling
player rakes a Rarmrming Test using his Driving Skill
against a tanget number equal o his vehice's
Haredling Rating. Apply & appropadate modifiers
from the Famming Modifiers Table, I the test suc-
ceeds, the vehicle collides with the target.

Bath the ramming vehicke and the target
make Damage Resistance Tests for collision dam-
age [s=e Vehicle Damage from impact, p. 1455, To
determine the Power of the Damage Code, calou-
late the difference in speed betwesn e b
vehicles: then divide the result by 10 and round
that number up to the nearest whole numiber, The
attacker reduces the Power af the collision dam-
age by his vehicle's Body Rating, multiplied by
the number of sucoesses on his test. For the
D.'I.I'I'I.'IE,EI.B.IEL Lu.eﬂl:-lnleln:mupqru:l.hgtntl‘le
difference in spesd between the bao vehiches, as
shown on the Impact Damage Levels Table (p.

147). Both players may add avadlable Control Pood dice to their
Damage Resistance Tests.

If either wvehiche sustains damage [rom the ram, the con-
trodling player rmust make a Crash Test (see Crashing, po 147)

A desperate Bigger X decides fo fake our one of the
Lone 5tar crnisers by ramming i His Mach & has a
Manewnver Score of 46, wersus Critser #2°s Manewver
Score of 15, 50 he Agures the tactic will work.

Too much distance separates e Mach & fom the
cnssers, so Rigger X makes a Braking Test. The hest nets a
speed change of |10 meters per fumn. which siows ihe
Mach & down to |78 mehers per fwm, 'ﬁ'url'i‘gu.l'l_-,m'.'.l
eyreeds the 50 meters thal separate the Mach & and the
Mearest cruiser (Crulser #.2), so Rigger X st walt untll the
next phase before he can ram the criser,

Having noathing ro lose, Bgger X attenmprs o ram the
cop car on his neswdt action. The base Targer Number for the
Rarmndmg Test s 3 (the Mach 68 Handling Rating], with
the following modiflers:

Anrtacker’s Manewver Scone

exceeds tanget’s by mone fhan 10 -4
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Attacker has a Lewel 2 VOR i To hide From or break contact with another wehicle, the

Fnal modifier =& contralling player makes a Hiding Test using his Driving Skill

The final Targer Mumber i3 3 — B or -5, which rounds againss a base target number equal o his vehicde's Handling
up fo 2 (because o tanget nunmber can have a valie less Rating. Apply all appropriate modifiers from the Hiding
than 21, Maodifers Table.

Rigger X decides not to use any Controd Pood dice. 5o If thie test succeeds, the vehicle breaks contact with the
he rofts Bve dice for the fest (Car Skill 5). He gers 5 suc- other vehlcl and also recetves an Escape Bonus equal to the
cesses, 50 the Mach & collides with Crsser #2. nurmber of successes generated In the test, At the start of the

next Combsat Turn, the diver may add the Escape Bonus o his
Debwer Poinds. The Escape Bonus applies each
Combat Turn untll the other vehicle relocates
the hiding wehicle (see Relocating) or ghees
up trying.

In addithon, a vehicke attemgting to relocate
the hiding wehécle must add the number of
successes in the Hiding Test mo the tanget
number for the Relocating Test,

Enough positioning! Rigger X
decides [t's time fo ghve Cruiser # 1 the siip,
The Mach &'s Maneuver Score s 45, wihile
Cruiser #] s score i3 36, Bodh vehicles are
O TOATINE AT MGRe ResiTicied King
Sireer af 250 merferssSwm,

The base fwger number for Rigger X's
Hicing Test s & (the Mach &% Handiing
Raringr), winth the Ealowing mooiiers:

Hiding veticle’s SManewver Score
exceeds opponents by 10 or less -2
The Mach & Is excescing
its Speed Rating + 2
Restricted tenrain i)
Rigger X has a Level 2 VOR —d
Final modifier —
The —4 modifier ghves Rigger X a Anal
Target Number 2. Rigger X roils fve dice
for the nest and gels 4 successes, so e
Mach & gives Cruiser #§ the slip for the rest
afl the Combat Turn. In addifion ﬁ',lﬂ'cr.?f
receives a 4-point Escape Bonus on his
Dirtver Tests wnil! the pusuing wehicke relo-
cates the Mach 0 or ghves up the affempr.

Relocating
Ay tirme a vehicle suceessfully hides o

breaks contact, the pursulng wehicle's charac-
ter can atternpt to relocabe the hl-rllng wehiche
by making a Relocating Test. To make a
Redocating Test. the player first makes a
Sensor Test (most llkely an Acthee Sensor Test
against a targed number equal fo the hiding
vehlcke's Signatune) of a Merception Test (if
the wehice s not rigged). Apply all appropri-
ate target number modifiers from the
Rebocating Modifiers Tabde.




il the test succerds, the pursuer re-establishes contact
with or spots the hiding wehicle, The pursuing vehicle's dreer
AN DAsSEEErs may take action against the target vehicle on
thedr next availabde actions

Player characters may atbernpl o relocabe hiding vehicles
for as long as they wish, NPC drivers attempt to relocate hiding
wehicles for up to 5 Combat Turns before ghdng up

Ciniser # 1 lsn't golng to let Racer X simply run off. so on
the mext Combad T the Lone Sfar driver affempds o
revacaie the Mach 6. The cop i=n't dgged, so0 he makes 4
stanclaird Perception Test. He has Perceprion 4 and a
Manewver Score of 19, and makes his fest against a base
Larget Numdber 4 plus the following modiffers:

Peropiver s distracted [(he's n'n"mﬂg_l 2
Partial Lighr (it's getting dank awr) -
BExcer X5 Maneuver Soone

exceedy the crulser’s by mone than 10 s
e Cnaser’s speed of 250

exomps s Speed Rating of 240 4
Cruvser’s autanay Is off e
Figgrer X achleved 4

SooEsses o fis Hiding Tesr i
Restriched ferraln 0
Final modifier id

Cruises #1 is rollng four dice againss 4 Tanger Numiber
204 + 16). The gamemaster makes the fest and gets a |,
£, 2 and 4—not even cose! Looks like Rigger X has gor-
e aveny

MULTIPLE VEHICLE COMBAT

Though the preceding rules work for more than twa vebi-
cles, gamemasters may wand (o group teo or more MPC wehi-
ches together if they are cooperating to achieve the same goal
ifor example. two Lome Star crulsers chasing donwn a suspect
ed perpetrator, In this case, the gamemaster can make single
die rolls for the entire vehicle group. Use the statistics of the
fastest vehicke in the group when determining the Manewver
Score, and modify all Vehicle Test target numbers by | for each
additional wehicle. The modifier may be a bomes or a penalty,
depending on who |5 making the test. For example, a vehicle
group of three cars making a Positioning Test against one car
would get -2 to the target number, whereas the single vehicle
would get & «2 rarget number modifier on its tests because it
i& outnurmbered,

PASSENGER ACTIONS DURING VEHICLE COMBAT

During vehicle combat, passengers can use wehiche ehec-
iranics, fire vehice weapons, hang on, and shoot or cast spells
at other viehicles. If passengen choose to perform amy of these
actions, they must deal with cerain restrictions, covened by the
follonwing rubes.

Because of the chaotic moverments of the vehicle during
combat, characters may not ahsays be able o acr as quickhy s
they mighe like. Durng the At Initstive Pass of each Combat
Turn, no passenger character may act before the rgaer does, If
passengers have Initiative scores higher than the rgger driving
the wehicle, they must hold their actions untll the fgger's Arsd

Inithative Pass. After the first pass, they act on Inltiative as nommal
until the next Combat Tun (Passengess have no condrol over
thedr surmoundings; they are prethy much at the figger's mency. )

Biade is riding shapgur in pwe Aach & rexr o Rigaer X
a5 e o Iny to Eve the sio 00 o Lone Star crulsers
Doing his own Fiie part fo discourage the cops from fol
lowing so closely, Blade leans out the window fo pop off
4 few shods with his Ares Precaror

Blacde, wiho has wired refexes, oo an Wnibadive of | 7
for the um, Normaly, he wowld receive 4 aciion on Phuass
I 7 ir his frsd Indtlashve Pass Rig@er A, howewver, omly rodled
& 12 far Indtfadivve, so Blade musr walt wl Phase F)
ke s Avst action.

VEHICLE DAMAGE

vehicles take damage when they are hit by weapons fire
andd spells and when they collide with objects such as other
wehicles, pedestrians, walls and 5o on.

Londition Monitors are used o track damage to vehicles,
In the same wiay as iracking damage o characters. Vehicles dio
nat take Stun damage, 50 they hpee only a physical damage
track (s the Vehicle Condition Monitor), Vehicke camage may
be Light, Moderate, Serdous or Destroved |equivalent to
Deadly), Vehlcles recehve target number modifbers, Initiathee
penalties and Speed Rating reductions based on their damage
Status. as shown on the Viehicle Darmage Modifiers Tabie

The damage modifier to the target number applies o all
tesis that involve the vehicle. The Initiative penalty reduces
Initiative results Beneiated lor the vehicle's driver. The Spesd
Rating Rechuction reduces the vehice's Speed Rating, Because
the vehiche s maximum speed 5 equal (o its Speed Rating mul-
fiplied by 1.2, this reduction also applies 1o a vehiche's max
rmum speed

VEHICLE CONDITION MONITOR

Light Moderane Serices
Damage Damage Damage

Destroyed

RIGGER DAM AGE

Whenever a wehicle susfains Serious damage or s
destroyed, damage transfers to the rigger jacked into the vehi
cle. When a vehicle takes Serious damage, the controlling rig-
ger must make a Damage Resistance Test against A6 Physical
damage: IF the vehicle s destronged. thae fgEer must reskst 65
Physical damage. This Damage Resistance Test inchucdes any
effects from dump shock (see Dump Shock, p. 156). Meither
Lombat nor Contral Poal dice can be used for this test

VEHICLE DAMAGE FROM IMPACT

Impact damage soours when a vehicle fals a Crash Test (see
Lrashing. p. 147) or is rammed by another vehicle, The ewel of
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mpact damage s based on
the wehicle's speed at the tme
of Impact, as shown on the
Impact Damage Levels Table.
tor a rammed wvehicke [see
Ramming. p 143, the
Darmage Lewel is based on the
difference in speed betwesen
thie tasn viehicles. The Posseer o
& crash 15 equal m the vehl
cle's speed divided by 10 and rounded up; the Poweer of & ram
milng attack is equal to the difference in speeds, also divided by
10 e rosarsdhedd up.

When making tests to resist impact damage. a vehide's
controlling player can use a mamber of dice equal to the vehide's
Bochy Rating, as well as any avallable Control Mool dice up to the
rigger s Vehicle Skill Rating. The target number for the fest is the
Powwver of the attadk. Mo arnmos of ofher [a0lod can reduoe the
Power, For every 2 sucoesses rolied on the st reduce the
Damage Lewvel by one.

Higger X 5 Mach & i franvelingg ar 154 Meners per fum
when i rams Lone Star Cnalser #2, which s raveling ar
300 meters per fum. The caicedation for the Power of the
arfack fooks e Hhis:

300 - 154 = |48

[48 + 10 = 4.8 rownded up o 15

As shown an the Impact Damage Levels Tabile, a coild
sion af [48 meters per fum rafes a Damage Leve! of
Serious. Therefore, both the Mach 6 and Crwlser &2 mast
make fesrs o fesisd |55 Darmage frovm the oollision

First, let's look af the Mach &'s test. The Mach 4 has a
Body Rating of 3, so Bgger X must roll three dice againse
a4 Base Target Number of 15 Howewver, Rigger X5
Eamwming Test yieioexd 5 sucoesses, winch reduces the
Posver of the FRTHTIFE aftack by 15 fwehicke Booly Baning x
nurniber of successes).

Target numbes cannof be reduced below 2, so the
Damage Code is 25, Rigger X adds fhve dice from his Control
Food, so he rolls a fodd of eight oice agalnst a Targed
Mumber 2 for his Damape Resistance Test. Me pets 6 suc
cemzes, which stages the darmage down o nothing. The
Mach & puils sway with nothing move than a scratch or fuo

Moy el s fook at Crnser &2, The cndser was e ianget
af the ramming arfempt, so the r'.‘larn.n_gf- Cooe aof 155 i
nof reduced. The crdser has a Body Rating of 3, and the
gamemasher ackds fwo move dice fom the cop's Karrma
Pocd. BEoting fhe dice against a Target Munber 15, the

FAMEMAasier Feis PO SLC-
cesses,  Consequently. the
cndser takes Serous dam
.15:' .Ir|l.'ll IMLAET NDW IMENe 4
Crash Test

Fassengers

Massengers may also take
damage during vehicle coll
sions, IF the vehicle takes dam
age, the driver and passengers must make the same Damage
Resistance Test as the vehicle. Apply all wehicke-related Damage
Lesve| redections before making these tests. In other words, the
Characters resisy damage rorn an attack with a Power agual to
what the vehicle faced, but at the level of damage that the weh
che actually took. For example, if a wehicke faced 105 damage
but staged the Damage Level down to Moderabe, the characbers
on board would face 108 darmage. I a character 5 wearing a
seal pelt or other salety restralng ﬂ:.r-ﬂ._q ki collision stage
donwn the damage by an additional lewel

Fadsengers cannot vse Combat Fool dice o assist in the
[Parmage Resistanoe Test. but Control Pool dice used by the kg
e in the Crash Test also add io the dice rolled for [AASSETIRETS
Damage Resistance Tests. Only mpact armor profects against
crash damage.

The Damage Resistance Test for Cruiser #2 olidn 't srage
cown the damage, so the hwo cops doieg it the car must
make Damage Resistance Tests. The Initlal Damage Code
5 155, but is refuced a8 follows

Lops are weaning sedl belrs

Redwce Damage Leved by one [ 180]

Cops are wearing armar vesrs (473 Raring)

Reguce Power by 3 [128)]

The reductions produce 4 fnal Damage Coole of 128

Borh cops have Body 4, s0 the gamemaster rolls four
dice for their Damage Resistancoe Tests, The fests oo not
spcceed, and o the fao Lomne Star boys take Moderate

damage

Crashing

Crashing is a specific type of impact that usually occurs
when the driver or rigger has lost contral of a vehicke due to
unique circumsiances. Lrash Tesis ang required in the following
situations:

* Wehicle takes damage during & ramming action

# Wehiche takes Serfous damage in a singhe attack (including
woeapon ard spell artacks)

» Yehiche's Condition Monitor reaches “Destrowed

= Yehicle decelerates mare than s Acceleration Rating x 4

The Crash Test consists of a Driving Test against a base tar-
get number equal to the vehicle 5 Handling Kating, Apply all
appropriagte targed modifiers from the Crash Test Modiflers
Table, p. 148, The driving character may use bath Autonay and
Controd Pool dice for a Crash Test—a number of dice equal to
the Autonay Rating. plus a mamber of Contnal Pool dice up o
the rating of the Deiving S&ill used for the et
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If the= st fails, the vehicke crashes. [ comes to a compléte
stop and the controlling player must make another Damage
Resistance Test to reslst impact damage

Crnser #2 spins wilcly ouwt of controd after Rigeer X5
Mach & rams it. Time to see if the Lone Star offficer can get
his vehicle back under control before if crashes Info the
Side of 4 Budlcing.

The base larget number for the Crash Test equals the
crwser's Hanoling Rating of 4. with the following moaifers;

Cruiser has taken Serous damage a3

Cruiser's spwse (300 myfturn)

exceeds the diver’s Reacthon Bating x 40 4

Dviver has faken a Moderate woumd #d

Final modifler L]

That gihves Crrser #2 2 fnad rarger number of 13 (4 4
9. The garmemaster molis Sve cdice (e diver's Car Skl for
the fest, but gefs no successes, The vehicle crashes into
the sicle af a buifoing.

How much more damage can fhe crnser withstanad?
Lev's find owr.

The cruiser was trveling af 200 merers/fum before it
crashed, so the Power for the demage s 3K « 10, or 30
{see Vehicle Damage from lmpact, p. 145). Consulting the
impact Table, we see that crashing at 300 meters per [
results fn a damage fevel of O The Damage Code for this
crash s 300,

The gamemaster rolls three dice for the crufser's Body
Raiing 3. (The cruiser has an Amnor Rating &8, but that rat-
ing does not appdy because armor does not affect collision
damage. | Nod surprisingly, the fest FEnEnEes o SUCCess
5. 5 the cop car bursts info & ball of fames a8 it slams
it the neansst wiall

COLLIDNG WITH OBECTS
When vehicles crash, they sometirmes collide with odher
objects, such as walls or pedestrians. Criher tmes, drivers may

deliberately ram objects. In either case, the targeted object also
takes collision d