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WELCOME TO THE SHADOWS

You wanna run the shadows? Then listen, chummer,
learn everything you can, cuz ignorance will kill ya
faster than a fireball.

—1£Ess El El, Snake shaman

hadowrun Second Edition (SRII) is a revision of the original Shadowrun rules first
published in 1989. Using extensive feedback from players and gamemasters, SRl
has been revised and rewritten for greater clarity and to provide cleaner, faster play.
Players and gamemasters familiar with the first-edition rules will find the heart of
the game unchanged and the changes consistent with the game’s existing logic.

The SRl rules contain new material, some clarifying existing material, and some
revising and expanding the rules and information published in sourcebooks like The
Grimoire, Virtual Realities, Rigger Black Book, ShadowTech, and others. These
additions reflect continuing thought and design work on the system. The Sourcebook
Updates section provides notes and rules modifications pertaining to each of the
published sourcebooks/rules supplements for Shadowrun, bringing the informa-
tion in those books into line with the SRII rules. SRIl does NOT make other
Shadowrun products obsolete.
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CHAPTER ONE

Watch your back. Shoot straight. Conserve ammo. And
never, ever, cut a deal with a dragon.
—Street proverb

he world is changed, some say Awakened.

Alullin the flow of mystical energies subsided, and magic returned to the world.
Elves, dwarfs, orks, and trolls assumed their true form, throwing off their human
guise. Creatures of the wild changed, too, becoming things of myth and legend.
Modern society fights on, despite the odds, in an effort to assimilate the ways of
magic into a technological world.

The decades that followed the Awakening were years of turmoil, panic, and
chaos, as the Four Horsemen of the Apocalypse seemed to race across the Earth.
Primitive cultures that had never lost touch with their mystical past began to use
magic against the great nations that had suppressed them for so long. The vast,
global telecommunications network collapsed under an assault by a mysterious
computer virus. Nuclear missiles were launched, but failed to detonate. Dragons
soared into the skies. Epidemics and famine ravaged the world’s populations.
Clashes between newly Awakened races and the rest of humanity became
common. All central authority crumbled and the world began to spiral down into
a black abyss.

But man and his kin are hearty animals. Out of the devastation and anarchy,
order slowly reemerged. Cybertechnology eradicated the last vestiges of the
computer virus and replaced the old telecommunications network with what
became known as the Matrix. New nation-states of Amerindians, elves, orks, and
dwarfs were formed. Metroplexes, vast city-states, sprawled over the the land-
scape. Central governments were replaced by megacorporations that had become
alaw unto themselves. People who accepted their sovereignty were protected. The
outcasts, dissidents, and rebels were exploited and abused, continuing a condition
that has existed between the weak and the powerful since time began.

8 SHADOWRUN
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THE YEAR IS 2053

Technology, too, has changed people. No longer only flesh,
many have turned to the artificial enhancements of cyberware to
make themselves more than human. Stronger, smarter, faster is the
human of today.

In the world of 2053, the metroplexes are monsters casting
long shadows. And it’s in the cracks between the giant corporate
structures that shadowrunners find theirhome. When the megacorps
want a job done but they don’t want to dirty their hands, it's a
shadowrun they need, and they turn to the runners who are the only
ones who can doit. Though a shadowrunner’s existence is not listed
in any governmental or corporate database, the demand for his or
her services is high. She might be a decker, sliding like a whisper
through the visualized databases of giant corporations, spiriting
away the only thing of real value—information. Or perhaps he is a
street samurai, an enforcer for hire whose combat skills and reflexes
make him the ultimate urban predator. Or perhaps he or she is a
magician, possessing an ancient gift, the ability to wield and shape
the magical energies that now surround the Earth.

And that's exactly the kind of firepower you'll need if you get
hired to make a Shadowrun...

THE WORLD OF SHADOWRUN

The world of Shadowrun, known to denizens of the new age
as the Sixth World, is a place of magic and high technology, a
landscape of danger and mystery, a maze of noble sentiments and
double-crosses. Those who play stand on the edge, in the shadow
of adventure.

Welcome.

Shadowrun is a roleplaying game designed for two to eight
players. Unlike most such games, however, it is open-ended, with
no time limit, specified number of turns to play, or single goal to
reach that ends the game. And unlike most games, there is no
winner and no loser. The object is to have fun with the exercise of
imagination. When this happens, everybody wins.

For those who have roleplaying game experience, some of the
following will be familiar. Those readers may want to skip ahead to
Game Concepts, p. 30, or tumn to And So it Came To Pass... and
delve into the history and background of the world of Shadowrun.

For those new to roleplaying, the following is an introduction.
It may not answer all questions or even provide much enlighten-
ment because the roleplaying game is more easily learned from
experienced players than a book. So, absorb what you can, then
seek out others who are already familiar with Shadowrun so you
can learn from them by experiencing it.

WHAT IS A ROLEPLAYING GAME?

A good question, but not an easy one to answer. Everyone has
read a book or seen amovie where the lead character does something
that the reader or viewer finds so utterly wrong that he or she wants
to yell out and wam them. But whether the reader calls out or not, it
makes no difference. No matter what we say, the character will do
what the plot demands; we're just along for the ride.

The situation in a roleplaying game is very different. When
roleplaying, the players control their characters’ actions and respond
to the events of the plot. If the player does not want the character to
go through the door, the character will not. If the player thinks the
character can talk him or herself out of a tight situation rather than
resorting to that trusty pistol, he can talk away. The script, or plot, of
a roleplaying game is flexible, always changing based on the deci-
sions the players make as characters.

The person controlling the story is called the gamemaster. His or
her job is to keep track of what is supposed to happen when, describe
events as they occur so that the players (as characters) can react to
them, keep track of other characters in the game (referred to as non-
player characters), and resolve attempts to take action using the
game system. The gamemaster describes the world as the characters
seeit, functioning as their eyes, ears, and other senses. Gamemastering
is not an easy task, but the thrill of creating an adventure that engages
the other players, tests both the players’ gaming skills and the
characters’ skills in the game world, and captures the players’
imaginations makes it worthwhile. FASA publishes game supple-
ments and adventures to help this process along, but good
gamemasters always adapt the game universe to suit their own style.

Stories (the adventures) provide the overall plot, a general
outline for what might happen at certain times in reaction to other
events. The story is no more concrete than that until the players
become involved, however. Then, the adventure becomes a story as
involving and dramatic as that great movie you saw last week, or that
great book you stayed up all night to finish. In some ways it's even
better, because you helped create it.

GETTING STARTED

That's the basic concept. The specifics follow, divided into broad
sections covering each aspect of the game. The opening short story,
Plus Ca Change, provides atmosphere and a taste of the language
and style of Shadowrun. The next chapter talks about how the
Shadowrun world came to be. The rules for how to play the game
begin with Game Concepts, p. 30.

Welcome to the Sixth World, chummer. It's going to be a heck
of a ride.
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CHAPTER TWO

Shadowrun n. Any movement, action, or series of such
made in carrying out plans which are illegal or quasilegal.
—WorldWide WordWatch, 2050 update

ome things change, some don’t. Take the sprawl, for one. On the outside, Seattle
may look like it’s always changin’. But don’t be fooled, chummer. Underneath all
the glitz and the grit, everything’s the same.

It’s like alivin’ thing, the sprawl. A hungry one. No matter how much food and
fuel comes in by port or by highway, or how much data pours in through the Matrix,
Seattle just swallows it all, then opens its gaping maw and screams for more.

People get swallowed up, too. Maybe not the ones who arrive by plane or by
zep, those folks with nuyen to burn and connections to keep 'em safe. No, it's the
others I'm talkin’ about. Street meat’s always a hot product in a town with so many
hunters. Like in King Street Station, where the old city and the new blood mix.

Under the shadow of the Renraku Arcology, train and bus lines bring the
newbies into the sprawl. They come followin’ their dreams, or maybe runnin’ from
their nightmares, to find the life they've heard about in the city by the Sound.
There’s the back-country kids from the Native American lands, runaways from
UCAS or California Free State, even elvenkind, rebellin’ against the fantasy-chip life
in Tir Tairngire. They all think Seattle’s a place where magic lives on every corner
and people dance in the shadows.

A lotta them find out that other things live in shadows.

That day I was watchin’ the crowds at King Street for one particular face. A pretty
face, framed in blonde hair, maybe nineteen years old, with a stubborn set to the
jaw that I kinda liked. | had a holo in my pocket 'puter that put a name to it: Sheila
Winder, late of a corporate enclave in San Francisco, daughter of a mid-to-upper-
level exec couple. Seems she’'d told mom and dad where to shove their corp
lifestyle and then jandered out of suit city. When the corp heat questioned her
chummers, they said she’d bugged out for Seattle. That's how one of Mitsuhama's

12 SHADOWRUN
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PLUS CA CHANGE

Mr. Johnsons happened to send out a call along the vine for some
runners who knew the Seattle shadows.

| spotted her easy enough. The imaging circuitry in my right
eye confirmed the ID. Problem was, someone else picked up on her
at the same time. | figgered he was a gander, out pickin’ up fresh
geese. Maybe a pimp who wanted to expand his stable, maybe a
recruiter for somethin’ nastier. Some places have a high turnover
rate, but the only unemployment their workers collect are death
benefits. This gander was a scrawny guy in a long overcoat, movin’
through the crowd, watchin’ the faces, lookin' for product that
would sell.

He was closer to the girl'n I was. | could have gotten to her first,
if I'd cut in the wires that boost my reflexes. But movin' through a
downtown crowd at 70 kph isn’t the smart thing to do when you
want to avoid undue attention from Lone Star. So | was still a few
dozen meters away when the gander walked right up to Sheila.

The usual drill when a gander moves in on a new goose is some
fast talk and maybe a friendly hand on the suitcase, just helpin’ out,
y'understand. This guy's approach was different. He held up one
skinny finger in front of the girl's face and traced some kinda tricky
pattern. Her big blue eyes went blank and she froze. | froze for a
second, too, hopin’ this wasn’t what it looked like. The girl just
stood there while he picked up her carry-on bag. | had a bad feelin’
about that tricky finger. Fraggit! | hate goin’ up against a wizard.

His back was to me, which was about the only thing that suited
me about this oozin’ drekheap of asituation. | revved my nervewires;
not much, just enough to let me cover the space between us before
the magician could turn around. Grabbing his neck in one hand and
the girl’s bag in the other, | swung him around in a restricted
kokyunage throw. You do it right, and nobody knows you had
anythin’ to do with the fact that the other guy hits the ground. Hard.

The fall winded him. I'd counted on that. The girl blinked, and
started to take an interest in things again. I'd hoped for that. The
gander-wiz had lost his concentration and the spell he put on her
broke down. | put on my “company” voice, the one | use for Lone
Star cops and corporate Johnsons. “Miss, this place is dangerous. If
you'll come along with me, I'd be happy to escort you to a safer
area.” Well drek, she just looked at me goo-goo-eyed and then at
the little slotter lyin' on the ground in front of us.

The gander’s overcoat was stiff here and there, where the
armor showed. | was wearin’ one like it myself, only cleaner. Under
the coat, he had on a T-shirt made outta some kind of short gray fur.
Decorations—fetishes, the wizards call 'em—hung down the front.
The prettier ones looked like road-kill with feathers. From his fashion
sense, | figgered I'd come up against some kind of shaman,
probably a Rat man. His eyes were losin’ that glazed expression and
comin’ into focus on me. Not somethin’ | was thrilled about. A
wizard can put a spell on anythin’ he can see, and gander-boy could
see me real good.

| thought about bein’ subtle. Then the wiz pulled one of the
fetishes off his shirt and pointed it at me. | decided it wasn't a good
time for subtle. | stepped in and booted him in the groin. Whatever
spell he had in mind didn’t seem to happen, so | guess | broke his
concentration again.

The direct approach seemed to be workin’ good, so | grabbed
Sheila Winder by the wrist. “Fraggit,” | growled. “C’'mon!” She was
either still woozy from the spell or she had an attack of good sense,

‘cause she came along nice and quiet as | headed for an exit. That
was good. Carryin’ her probably would've caused talk.

All this took maybe 15 seconds. Meanwhile, back at the shaman,
people were startin’ to notice that some guy was having an acute
attack of somethin’ or other. | let my tongue brush a contact in my
lower left molar. I'd autoprogrammed the phone to dial the right
number as soon as it was tumed on. The mastoid-implant receiver
made it sound like Neddy was right next to me when he answered.

I've got a pickup buried in my Adam'’s apple, so | muttered to
Neddy while | wormed my way through the crowd with Sheila in
tow. “I got the girl at King Street, but there's maybe a problem.”

“What sort of difficulty are you experiencing, my nameless
friend?” Neddy always talks like he's auditioning to be the next Mr.
Dictionary on WordWatch.

“She got picked out by a gander, street shaman, and he tried
to zap her.”

“Zap? Really, now, that's no help. What kind of spell did he use?”

“Oozin’ drek, Neddy! How the frag do /know? You better get the
others over here. I'm headin’ out onto Jackson....” | got interrupted
as we were leaving the station and tuming onto Jackson Street.

Gander-wiz had back-up along, looked like. The one on the left
made his approach noisy. | was supposed to turn to meet him,
which’d leave his buddy free to take me out from behind. Pivoting to
meet the attack from the left, | slung the girl out of the line of
engagement. That's when my Ares Wiremaster Audio Enhancers
picked up the gentle scrape of shoe plastic on the pavement. | was
halfway into a mule kick to meet the one coming in from the rear, but
the attack came so fraggin’ fast, | was lucky my spine didn’t snap.

Riding the impact of the blow, I rolled clear of the attack to get
a look at the one who'd tried to draw my attention. It was an ork,
whose hands showed nerve contact pads, the kind they use for
cheap smartgun links that don’t form a dermal circuit. His move-
ment had a slo-mo quality that told me his nerve wires, if he had
any, were slower than mine. His partner—the fast one—was a
human woman. She wasn’t showing any obvious cyberware, but
she matched my moves with a flowin’ speed that screamed
warnings at me. Either she had top-of-the-line body mods, or she
was an adept, someone who uses magic to pull the kind of stunts
the rest of us need cyberware to match.

We shuffled around tryin’ for position. Even without gunplay,
a trio of samurai playing ring around the rosie in this part of town
was going to draw in Lone Star, maybe Renraku security as well, so
we all wanted to get this over fast. Fightin’ under that kind of time
limit is a good way to hose up, and the ork made the first mistake.
He feinted a long kick, then charged in as | retreated. Only my
retreat was faked, too, and | met him with a fist-knee-elbow
combination that dropped him, pukin’, on the sidewalk.

Ididn’t have time for a follow-up on the ork because his partner
was coming in. | backpedaled away from a flurry of hand-technique
strikes, blocking like crazy. | threw a counterkick and the adept
back-flipped out of striking range. That bothered me. My move
wasn't enough of a threat for that kind of avoidance. When Sheila
yelled out a warning, | whirled around and decided I'd rather have
dealt with the adept. The Rat shaman was standing about ten
meters away, a fetish in his hand and a nasty look on his face. |
yanked out my Browning MaxPower, but there was no way | could
get off a shot before he cast his spell.
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He shrieked out a couple of words and, honest to Ghost, his
eyes flashed red under the streetlights as a bolt of somethin’
dazzlin’ went off right in my face. My corneal flare compensators
kicked out in the overload, and | was blind. Figgering | was about
to settle an old bet with Neddy about life after death, | was pretty
surprised to discover the gun bucking in my hand as | pumped half
the clip in the direction I'd been facing. Then | waited for my body
to report pain, burns, somethin’.

My vision cleared up instead, showing me what was left of the
shaman scattered all over the sidewalk. Behind me came a voice
whose drawl was familiar. “Loading explosives again, | see. Some-
day, Nameless, you really must try a subtler approach.”

I heard sirens on the streets, gettin’ closer. Neddy could hear
'em too, but he's just gotta print out the wisecracks. “I tried subtle,
Neddy. It didn’t work too good, s'right? Now can we get outta here
and over t'yer squat?”

Wizards. Sheesh.

Sheila Winder was staring bemusedly at my business card. It
identified one Nathaniel Edward Fortescue, Doctor of Thaumaturgy.
Perhaps she found this touch of urbanity rather at odds with the
surroundings. My residence, which Nameless regrettably calls a
“squat,” is on the fringes of the Redmond Barrens. In my experi-
ence, the neighbors in a Downtown Militarized Zone like this one

may shoot first and ask questions later if disturbed, but will
generally respect one’s privacy if left to their own pursuits. Admit-
tedly, a regular stipend to the local gang leaders helps to preserve
the quiet life. So does a reputation for dealing summarily with those
who attempt to disturb it.

For someone raised in the sterile environment of an executive-
class corporate enclave, Ms. Winder had received a fairly intensive
introduction to life in the sprawl. During her first five minutes in
Seattle, she had been placed under mind control by a Rat shaman,
observed a duel among three street samurai at close quarters, and
topped the experience off by seeing Nameless blow the shaman
into hamburger.

Her aplomb was still being tested. Sitting in my parlor, she
found herself under the scrutiny of a typically mixed team of shadow
folk. She had adjusted well enough to Nameless and me, both
relatively normal-looking examples of humanity. However, the
other two members of the group hardly fit the corporate standard.
The only metahumans she had seen in her home environment were
afew showcase elves and dwarfs, and the occasional token ork who
had undergone enough cosmetic surgery to preserve the delicate
sensibilities of the neighbors. It seemed an open question whether
she was more fascinated by Iris or Smedley.

Iris is an elf, and | will freely admit that she is one of most
strikingly beautiful women | have ever met, of any race. Popular
culture projects an image of elvenkind as poetic, romantic figures,
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and among children of Ms. Winder's generation, there is an
element of outright idolatry vis-a-vis the elves. The fact that Iris was
dressed in baggy, grease-stained coveralls and wore her silver hair
shaved at one temple to accommodate a set of rigger jacks seemed
to offend the Winder girl's notions of elven ladies.

Smedley, on the other hand, is a troll. One might say he is a troll-
and-a-half, since he stands a hair under three meters tall and tips the
scale at 240 kilograms. His skin is a mass of toughened hide, scars,
and the nodules, commonly miscalled warts, common to his race.

Despite a steady diet of culture shock, Ms. Winder proved a
resilient young lady, and recovered well from the excitement earlier
in the evening. As a matter of fact, she was in better shape than
Nameless. Though | had been able to shield him from the brunt of
the shaman'’s last spell, he had suffered several minor wounds in his
duel with the female samurai. Once we were in the van and safely
en route across Lake Washington, | extended my perceptions into
astral space and examined the wounds before healing them. The
traces were faint, but evident to the trained observer. His opponent’s
hands had been charged with lethal energy, either the result of a
spell or the inherent power of a physical adept. Either way, the
woman Nameless had fought was formidable...too formidable for
the time and place.

“...and that poses an intriguing conundrum. When we factor
in the presence of a shaman and a physical adept, as well as a
samurai who would have been quite deadly against a less-skilled
opponent than Nameless, it does not add up. The return-on-
investment from a gander operation, randomly picking up waifs
and strays, is simply too low for people of this caliber.

“So we must ask why such high-priced talent singled you out
in a crowd, and pursued you in the face of determined opposition?
To the death, in fact. Who wants you that much, Sheila Winder?”

Her face was impassive. “My parents.. ?”

“I must inform you that we were contracted by your parents,
or their agent, to collect you and ship you back to San Francisco.”

She made a sound halfway between a gasp and a whimper. It
had not occurred to her that ourinterest in her plight was not altruistic.
“Look, Mr., uh, Fortescue, I'm grateful for your help and all, but I'm
not going back to my folks and their drek-zeck condo, not..."

“Ah, theinnocent fervor of youth,” I chuckled, interrupting her.
“No matter how it is expressed, it remains a fixed point in a
changing universe. Plus ¢ca change, plus c’est la méme chose.” She
looked blank. I translated. “The more things change, the more they
stay the same.”

“But I'm over eighteen! They can’t make me go back!”

“Doubtless that is one reason that they contracted with private
individuals, rather than having you picked up by Lone Star, who
might have respected your legal rights. Miracles have been known
to happen. But we stray from the topic. Who else might expend a
significantamount of nuyen to gain possession of you, Ms. Winder?"

Her eyes shifted uneasily. “I can’t think of anyone.”

I sighed. Was she telling the truth? Did | dare take the chance
of trusting her unsupported word? In the world of the shadows,
there was only one answer. | reached out and touched her brow.
Before she could react, | breathed a quiet phrase, and entered her
mind. Her will power fought against the intrusion, but though she
was strong, she was only a mundane. | saw what it was to be Sheila
Winder. | was Sheila Winder.

lopen the bottom drawer of my dresser, and draw out the sleek
casing of the cyberdeck. For a moment, it seems | should be
surprised that it's a Fuchi Cyber-6. Then | remember the mess of
piddling Matrix runs on ten-yen toys, picking up a little cred here,
a little cred there, until there was enough to pay Skimmer and get
the real thing. Here. In my hands. Ready for a real run.

I pull the connector cable out of its slot and plug it into the
datajack in my temple. Breathe deep. Boot up. The walls of the
pretty, frilly bedroom that is standard issue for adolescent females
in Mitsuhama's San Furanshisuko Enclave, Complex Kantoku-3,
shatter into a myriad of glittering dust motes, and out of the chaos
forms the neon universe of the Matrix.

I've been here dozens of time before, but now | feel a
momentary wave of nausea, as if this were somehow, horribly,
wrong. It passes. It never really happened, did it?

I know the route | want to take. I've mapped the system
schematics a hundred times on Daddy's secure terminal. A crystal
snake, the Silicon Sidewinder, slithers through the data connec-
tions, blending with the flowing pulses of information. All conflicts
resolve. | am Sheila and | am the snake, and I'm hunting.

I glide through the condo’s Majordomo-2045 system, flashing
a faked passcode at the glowing magenta chamberlain-figure at the
SAN, out into the private LTG for Mitsuhama Sanfran. The Silicon
Sidewinder turns into the logic probes of an unscheduled prev-
maint run at the central switching office. | flip through the circuit
blocks until I come to the shunt block for secure lines.

My probes dig into the glowing access constructs, and sud-
denly a glistening, night-black humanoid form looms in front of me.
I display the maintenance ID. It rips my disguise logics away, and
the Silicon Sidewinder shoots forward, sinking digital fangs into the
guardian ice program. | pump attack code into the icon, clogging
its subroutines with conflicting instructions until it crashes. Has it
sounded an alarm? | don’t know. Better hurry.

| want the dedicated line to the MCT/SF Credit Union. A few
adjustments there and my deflated credstick will be all fat and
happy. I find a circuit that seems to match the specs | want and
slither into it.

I know this is no local call when | find myself whipping through
the priority assignment dispatcher for a satellite uplink. Where the
frag am I? | could always jack out, start over. If that ice I crashed
didn’t puta trace on the line. Drek, every buyer of a pirate cyberdeck
gets a free bucket of paranoia, and mine has just arrived. Right,
Sidewinder. Sub-zero, girl. Onward and upward.

Time gets sttrrraaannngggeee fffooorrr aaa ssseeecccooonnd
as my response-time stutters over the satellite link, then I'm in a
datastore. A single icon is floating in open cyberspace. One file in
awhole datastore. Looks like pay data. No apparentice. Yeah, right.

I punch up a frame construct. A shimmering golden aura
materializes around the Silicon Sidewinder, then slithers off toward
that lonely, tempting file. A ghost snake, heading for the center of
the datastore.

The space in front of the decoy frame swirls and solidifies into
a shimmering, blue-white dragon form. It gives off dazzling pulses
of radiance, like rapid-fire lightning. The feedback from the frame's
sensors tell me that some of the stories deckers tell are true. This is
black IC. If it engages the real Silicon Sidewinder, it could kill me.
As it is, it rips into the code segments of the decoy frame.
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I feel a crazy thrill, echoes of the adrenalin washing through my
meat back in San Francisco, as | whip past the entangled icons of
frame and ice, arrowing for the lonely datafile. The Sidewinder'’s
fangs bite into the file metrics and data begins pumping down into
my cyberdeck. I run the Fuchi all out, pulling information out of the
Matrix as fast as its bandwidth will let me.

My frame program crashes, its sensors fading from my aware-
ness in a blast of killer instructions from the Lightning Dragon ice.
I swear at the datafile and my fingers back home reach for the
datajack to break the connection that holds me in the Matrix. Just
another second and I can jack out, just another sec...the end-of-file
marker whips down the comm line, completing the download. My
meat fingers tighten on the datajack. And lightning strikes along my
nerves as the IC attacks.

In the Matrix, my programs suspend under the ripping com-
mand structures that flash from the Lightning Dragon into the
Silicon Sidewinder. Back in San Francisco, my fingers hover, twitch-
ing, millimeters from breaking the connection.

The Lightning Dragon rips a piece out of the Silicon Side-
winder, and blood begins to drip from my nose as my blood
pressure shoots up under the lethal biofeedback instructions flood-
ing my cyberdeck, turning its ASIST interface into a machine
programmed to kill me.

I launch a killer program, the Sidewinder’s fangs slashing at the
Lightning Dragon. The IC shifts its addressing to avoid the attack and
another bolt of agony rips into me. I'm thrashing wildly, in panic, the
scales flying off my disintegrating body into an endless void of
cyberspace. Fight! Run! Bite! Jackoutjackoutjackoutjackoutjackout...

I was lying on the floor, my head throbbing dully. The memory
of another’s agony echoed in my nerves. Across the room, inside
my skull, I could hear Sheila Winder sobbing uncontrollably. A
calloused thumb peeled back my eyelid and the ceiling lights
lanced in like the bolts that the Lightning Dragon had fired into
my...into Sheila’s...Matrix persona.

Imade an inarticulate noise that apparently communicated my
dearest wish, since the thumb was removed. | heard Nameless say
“He’s comin’ round.”

Iris said something in the melodious cadences of Sperethiel,
the so-called elvish language. | recognized some of the more
popular profanities. However, she did switch to English near the
end. “I hope he's feeling at least half as slotting bad as this poor kid.
What the frag did the drek-sucking sewer-mage doto heranyway?”
Ah, well, Iris never did talk like the stereotypical elf maiden.

I decided that if | was conscious enough to analyze speech
patterns, | was probably capable of sitting up. Or perhaps not?
Come, Fortescue! L ‘audace, encore de |'audace, toujours de I'audace.
I sat up. Too late, | recalled the fate of Danton, who had so praised
audacity. Truth to tell, the guillotine seemed preferable. My head-
ache erupted into a torrent of boiling acid, scouring the inside of my
skull, before settling down to a tolerable pool of lava.

The next few minutes were a muddled flurry, with Iris trying to
calm the hysterical Winder girl, while Nameless and Smedley fed
me analgesics. Finally, gll concerned were back to what passed for
normal. | raised my head to face Sheila. She retumed my gaze
defiantly. -

“Did you find what you were looking for, you fragging
brainraper?” she spat out.
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| took a deep breath. “You know what | found, Sheila. You are
a decker. Short on experience, maybe, but talented and fast. You
stumbled, literally, into a high-security database on a central
Mitsuhama system and downloaded a file so hot that Mitsuhama
had it guarded with black IC. And we both know what was in it, and
why people were willing to kill to get it. Do you want to tell them?
Or shall I?”

She held my eyes for a second longer, then her gaze faltered.
In a small voice, she answered, “It was the master algorithm for
system passcodes on all Mitsuhama's corporate mainframes.”

Nameless broke the silence. “I hate ta be the doofus, but what
the frag is so hot about this algorithm?”

It was Smedley who answered. “It’s da key to all da passcodes
MCT has online. More’'n dat, if you got da master algorithm, you kin
figger out all da passcodes dat dey can have on der systems. Only
way MCT can get around ya is if dey code a new algorithm and
recompile ever’ program dey got onna Matrix.”

Iris chimed in. “I'm only guessing, but a job that big is going
to take MCT a week to ten days. They have to design and test the
new algorithm, then do the loads. It has to be a secure operation,
or else they compromise the new code, and they're right back
where they are now.” She turned to the girl sitting beside her on the
sofa. “When did you pull off this datasteal, Sheila?”

The girl and | answered in unison. “Three days ago.” That
eamned me a glare from Iris, as if to ask how long my name had been
Sheila. | rubbed my temples. Deep mind probes can be damnably
disorienting.

Sheila continued speaking. “I knew that if any of that ice had
ID'd me, or even traced back to my folks’ condo, then corp-heat
would be looking for me real fast. So | went out the door as soon
as | could stand up. | thought, I...well, Seattle is supposed to be the
place for hot data. | swapped my corporate credstick for enough
scrip to buy a bus ticket and you know the rest.” She seemed close
to tears again. Iris laid a comforting hand on her shoulder.

“Based on the welcoming committee that met you at the bus
station, | think we have to assume Mitsuhama knows you have this
data,” Iris said. “Their system vulnerability is at its peak now, with
decreasing exposure as they migrate the new security subsystems
through the Matrix. By this time next week, they won't give a frag
who has Sheila’s datasteal. But between now and then, they're
going to move heaven and earth to get it, and her, back.”

| stood up, gingerly, then walked over to Sheila’s bag, slung
carelessly in a corner of the room. | unzipped the case, reached
inside, and pulled out the sleek shape of her cyberdeck.

“This contains the only copy of the download,” [ said. It was not
aquestion. “Data valuable enough to make us rich, or to bring about
ourdemise. Perhaps both. It's the key to your life and freedom, dear
lady. I think | see a solution to our mutual dilemma. But it hinges on
you, Sheila.”

The girl...no, she had left childhood behind these three days
past...the woman reached out to run her fingers over the smooth
plastic casing of the deck. Our hands touched briefly. Mine were
steady. So were hers. She smiled.

“So, what's the scam, Neddy?”

| walked along the waterfront as the morning sun warmed
Seattle’s misty sky to a light gray. The foggy light reminded me of
home, and | was surprised to find a lump in my throat. Brace up,
Sheila, you're a big, bad shadowrunner now. Or at least, you might
be if you survive the next few hours.

Neddy had called Mr. Johnson to report that they'd found the
poor little runaway. He had also hinted that he was more than a little
ticked off by the fracas at King Street last night. Mr. Johnson claimed
he didn’t know anything about it.

Anyway, the deal is that | was supposed to wait in Waterfront
Park, at 0700, and MCT security would come get me. After the
pickup, Mr. Johnson would arrange payment for the shadowrunners,
like always.

According to Neddy, I'd seen the error of my ways and just
wanted to go home. | kept expecting to hear the strains of
“Somewhere Over the Rainbow” during Neddy's pitch to Mr.
Johnson on the trid. When | said that, afterward, | got blank looks
from everybody but Smedley, who rolled around on the floor
hooting with laughter and bellowing, “There's no place like home,”
over and over, for at least a couple of minutes.

Everybody pretended they didn't know anything about
datasteals, or corporate killers, or passcode algorithms.

At 0650, Iris’ van had driven up Alaskan Way and stopped at
Pike Street. It being just after sunrise on a Sunday morning, there
was hardly any traffic. | got out and the van drove away, up Pike. |
walked into the park until | came to the seawall. And waited.

At0700, a boxy little car, an Allegra oran Americar, something
totally suitand forgettable, drove up on Alaskan and stopped. Three
people in Mitsuhama uniforms got out. Two of them | didn't
recognize. The third, the one wearing officer's epaulets, was the
woman who'd fought with Nameless outside the station.

Okay. Yeah, | started to get scared. More scared than | already
was, [ mean. She was so fast, and when she hit Nameless, her hands
had just ripped through cloth, and skin, and even his armor. | wasn't
wearing any armor. | couldn’t help thinking what her hands would
do to me.

They walked toward me. | waited until they were about 20
meters away, then | pulled the Fuchi out from under my coat and
held it where they could see it. They stopped.

“This is what you really want,” | said. “Not me, just the file. So,
can't you, like, take it, and leave me here? Or | can trash it, toss it
into the water, right now, and then it can’t give you any trouble.”

The woman answered. “Sheila, we don’t want any trouble for
you, either. You're smart, you know how it is. We need to ask you
afew questions, just to make sure no one else got a copy of the file.
Honest, honey, nobody’s mad at you. Why, the company needs
computer wizards like you. Just come with us, we'll take your
statement, and then...well, Sheila, your folks are worried about
you. They miss their daughter. | promise, honey, | will personally
make sure you see them again.”

Dammit. Even though | already knew, | teared up when she
said that. Iris had warned me last night. | didn’t want to listen, but
she made me. We'd used the passcode algorithm to access the
security computers back in San Francisco. With the codes, | could
hack open the hardest file locks they had. Even the Code Red files.
Even the ones with the entries that said my parents had died under
interrogation two days ago.
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Knowing what the damn company had done, and yes, my own
guilty rage about it, made the next step easier. “O.K., officer. You
want the deck? Here itis.” | pushed the boot button and threw it at
them, as | dove flat to the ground.

She was fast. She realized what was coming and jumped away.
One of the two men just stood there. The other reached out and
caught the deck. He had it
figured out, too, and tried to
sling it back, at me, at the
water, | don't know.

It blew up in his hands. /

| lifted my head from the /
sidewalk. | saw the security
officer who'd grabbed the A
deck lying in the grass. There

was blood everywhere. The ’6 ‘&

other man was still standing N

there, smiling. Some kind of \ ‘\ ¢ ‘C" = )
N

magic shield flickered around
him, where it had stopped
the explosion from hurting
him. The woman had rolled to

her feet. She had a scrape 7
mark on one cheek, but be- k
sides that she didn’t look hurt \ N\
at all. \

She looked at the man
on the grass, then she looked
at me. She didn’t say any-
thing. She didn’t have to.
She just came at me, almost
faster than | could see. She
was maybe three steps away
when a dripping wet shape ’
vaulted over the sea wall and
hit her with both feet. She
flew back halfadozen meters.
Nameless grinned at \\
her. “S'right, chummer. \
How's about you'n me go

lapel, and threw it away. There was a puff of dust in mid-air, like
something small had just turned to smoke. A second later, his head
exploded, and | heard the crack of a rifie shot.

Later on, I found out that Neddy had attacked some kind of
magic thing that the wage mage was using to keep a force field
around himself. If the mage hadn’t thrown it away, Neddy says he
would’ve been able to make
aspell “ground to manifesta-
tion” through the focus. But
once the magician lost his
force field, he was vuiner-
able toSmedley’s sniperrifie.
End of that story.

The fight between
Nameless and the adept was
a stalemate, both of them
now bleeding from a couple
of bad wounds. They'd even
slowed down to where |
could see the moves they
were using, all of them a lot
more advanced than any-

N2 thing | ever learned for the
self-defense merit badge in
the corporate Scouts.

So | don’'t know what
- the name of the move was

that Nameless used. All |

know is that one moment

the two fighters were going

after grips on each other, and

X the next, the adept was on
the ground, with her head at
an angle that necks don’t
allow unless they're broken.
Nameless stood there

for a minute, looking down
at the body. Then he came
over to where | was still lying
onthe ground. “Howzitgoin’

//

round an’ round again?”

It was like she flickered.
One moment she was on the ground, the next she was on her feet.
“You've been living on borrowed time, vat boy,” she said.

| saw the wage mage point a finger at Nameless. Black fire
flared out at the samurai, but something seemed to suck the flames
up, a few centimeters from his body. The magician stopped smiling.
He looked around frantically, trying to spot where the protection
spell had come from.

Nameless and the adept were just two blurs. Neither of them
even tried to use a gun. Some kind of honor thing, | guess, like the
bushido drek they crammed into us at school. If I'd had a gun, and
even a chance in hell of hitting her, I'd have been blasting away at
the adept for all | was worth.

Suddenly, the wage mage stiffened, and started making
passes with his hands. His eyes were closed, like he was fighting
something in his sleep. He grabbed something | couldn’t see off his

% for ya, Winder?” he asked. |
started to say | was fine, then
found myself leaning on his shoulder, bawling like a baby.

We got out of the area fast, before any follow-up from
Mitsuhama could arrive. The next few days are going to be pretty
busy. Iris says she’s going to introduce me to a decker she knows,
and that the two of us are going to be visiting a lot of Mitsuhama
financial systems while those passcodes are still valid.

We've already taken care of one piece of business. Every
reference to Sheila Winder, SIN 8452-523-09945, has been wiped
out of the MCT databases. The corporate system has also issued a
dossier recall on that SIN to the national databanks. So | guess Sheila
Winder is dead. But Sidewinder is doing fine, thanks.

In one day, all the rules | thought | knew, changed. But it’s still
the same world, the same me. Maybe it’s like Neddy said. The little
stuff changes, but the real stuff, that's forever. Plus ¢ca change?
Works for me.
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CHAPTER THREE

Walklng the beat those first couple of months was bizarre.
You never knew if your partner was going to suddenly
grow fangs.

—Pat Mifflin, retired police officer

oday, in 2053, the world is radically different from that of our great-grandfathers.
Where once powerful nations dominated the globe, threatening each other with
sudden nuclear annihilation, many smaller, autonomous nations exist, and corpo-
rations have taken over the superpowers’ once-immense authority. Our science
and technology, too, set us apart, with current levels making previous advances
look like a child’s experiments with a science kit.

But that is not all that divides our age irrevocably from the past, for magic has
emerged again on Earth and we live in an Awakened world.

RISE OF THE MEGACORPS

It all began in the late 1990s as the civil unrest that marked the end of the
millennium intensified. Alarmed at the state of social and political affairs, the
corporations feared to trust their interests to indifferent or, in their eyes, incompe-
tent governments. Beginning with holdings in Third World countries, where they
felt the most immediately threatened, corporations armed their security personnel
with the finest available equipment and hired professional mercenaries on both
long- and short-term contracts. As the tide of civil disobedience and urban violence
began to engulf every nation on the globe, the corporations began transferring their
paramilitary assets wherever needed. The stage was set.

In 1999, food riots in New York City created the flash point. Frightened and
angry about a three-month truckers’ strike that had stopped the flow of fresh foods
into New York, the people took to the streets. Hundreds were killed and thousands
injured as violence spread through the city.
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AND SO IT CAME TO PASS...

At one point, a mob attacked a Seretech Medical Research
truck hauling wastes, including infectious materials. In what be-
came a running gunfight, Seretech security came to the aid of the
corporate truckers, withdrawing them to one of the firm’s medical
research facilities. More violence followed as the maddened crowd
stormed the building. By dawn, 20 Seretech employees were dead
and 200 rioters lay lifeless on the grounds and in the street.

In an attempt to crush the growing corporate armies, the city,
then the state and federal governments charged Seretech with
criminal negligence. Seretech asserted that in defending their truck
from the mob they had prevented its potentially lethal cargo from
infecting the population at large. In alandmark decision (The United
States v. Seretech Corporation (1999)), the Supreme Court upheld
Seretech'’s right to maintain an armed force for the protection of its
own personnel and property, and commended the corporation for
protecting innocent citizens and honoring its trust to dispose of
contaminated materials safely. The case set a precedent that led to
the Shiawase Decision of 2001 (The Nuclear Regulatory Commis-
sion v. The Shiawase Corporation), firmly establishing the extrater-
ritoriality of multinational corporations in international law by
giving them the same rights and privileges as foreign governments.

More disasters followed. In 2004, Libya unleashed a chemical-
weapons attack against Israel. The Israelis responded with a nuclear
strike that destroyed half of Libya's cities. Then, in 2005, a major
earthquake hit New York City, killing more than 200,000 people and
leaving more than 200 billion dollars worth of damage in its wake. It
would be 40 years before the city had rebuilt fully, with the help of
corporate guidance and funds. In the meantime, the United Nations
moved to Geneva and the East Coast Stock Exchange to Boston.

The following year, Japan asserted its position as a world power
by announcing the creation of the new Japanese Imperial State and
deploying the first of a fleet of solar-powered collector satellites to
beam microwave energy to receptors on the Earth’s surface. With
this relatively cheap method of distributing power to isolated
regions, Japan began to make strong inroads into the Third World.

RESOURCE RUSH

With their new freedom, the corporations of North America
increased their exploitation of the continent’s resources with a
vengeance. In what the media dubbed “the Resource Rush,”
corporate coalitions demanded and were granted access to oil,
mineral, and land resources on federal lands. In the years 20028,
the government invoked the right of eminent domain again and
again to bring property under its control, only to license its
exploitation to a corporate sponsor. Taking the brunt of this land-
grab were the Indian reservations and federal parklands.

Conservationists and Indian-rights groups expressed their
shock and disgust, though corporate influence and paramilitary
power made it dangerous to object. Angry and frustrated, the more
radical elements founded the Sovereign American Indian Move-
ment (SAIM), whose roots traced back to the Indian-rights struggles
of the twentieth century.

The growing tensions and hatred finally erupted in 2009. On
May 5, United Oil Industries announced that it had acquired the
right to exploit the petrochemical resources in one-quarter of the
remaining federal parks and one-tenth of the Indian lands, which

the government had just confiscated. The SAIM reacted immedi-
ately. A small band entered the U.S. Air Force's Shiloh Launch
Facility in northwest Montana, capturing a missile silo. To this day,
no one knows how the raiders managed to bypass the security
patrols, but once inside the missile silo, they met up with John
Redbourne, a USAF major and a full-blood Dakota Sioux. After
knocking his partner unconscious, Redbourne used the man'’s keys
and codes to unlock the launch fail-safes.

THE LONE EAGLE

Issuing a demand for the return of all Indian land, the Shiloh
raiders threatened to launch the facility’s missiles. Ten days of tense
negotiations ended when a black-garbed Delta Team invaded the
silo. During the struggle, which resulted in the death of all the
occupying Indians, a single Lone Eagle intercontinental ballistic
missile carrying four MIRVed five-megaton warheads launched.

NORAD command in Cheyenne Mountain watched helplessly
as the missile headed for the Russian Republic. All their auto-
destruct signals went unheeded, and the military had no intercep-
tors in position to down the bird. Though denying responsibility for
the launch, President Jesse Garrety informed Moscow of the targets
of each of the missile’s multiple warheads, hoping to avert a full-
scale retaliation by giving the Russians enough warning to use their
semi-secret ballistic defenses to stop the missile.

Moscow was understandably skeptical of Washington's claims
that the Lone Eagle launching was an isolated accident and not a
trick for making a surgical strike against selected Russian targets.
They put their forces on full alert and ordered citizens of the
Commonwealth of Independent States to shelters. Meanwhile, in
the United States, the public was unaware that it was perilously
close to nuclear war.

President Garrety waited anxiously, and as later revealed in the
celebrated “back-room tapes,” he alternately wept, ranted, and
prayed. A short time later, Russian President Nikolai Chelenko
tersely informed Garrety that the warheads had been stopped. A
privately conducted stress analysis of Chelenko’s voice later indi-
cated only a 79 percent probability that he spoke the truth, but
neither seismic nor space-based sensors recorded any nuclear
explosions at that time. Explosion or not, there was definitely fallout
from the incident.

THE BLAME FALLS

When the American public leammed of the Lone Eagle crisis, the
outcry was enormous. Goaded by corporate propagandists, the
people began to blame SAIM, and by implication, all Native
Americans. This fit well with the larger plans of the megacorporations,
principally United Oil Industries, which was not satisfied with the
pace of its mineral-asset acquisition. By 2010, the corporations had
pressured the government to pass the Re-Education and Relocation
Act, originally introduced late in 2009. This new law called for the
confinement of anyone connected in any way to SAIM. Abuses of
the law were rampant because of the general hatred of Indians.
Thousands of innocent Native Americans were sent to concentra-
tion camps, euphemistically called “re-education centers.” Among
those shipped to the Abilene camp was a man named Daniel
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Coleman, future Prophet of the Great Ghost Dance and the first war
shaman of the Native American Nations. History remembers him as
Daniel Howling Coyote.

In a governmental economy measure, Congress soon con-
tracted out management of the re-education camps to the corpo-
rations. As the camps gradually dropped out of the media spotlight,
overcrowding, poor sanitation, and insufficient medical care began
to plague the inmates. Was this a deliberate plan of genocide, as
Coleman would one day claim? In one of the great ironies of history,
however, the isolation of many tribes in the re-education camps
spared them from the scourge that hit the world in 2010.

TRIBULATIONS

Virally Induced Toxic Allergy Syndrome (VITAS) broke out first
in New Delhi, but within weeks, cases were being reported all over
the globe. In the worst epidemic since the Black Plague, a significant
percentage of the world’s people were dead or dying by the end of
2010. Most fatalities were in outlying areas where medical care was
unavailable or in high-population centers where supplies of medi-
cines and interim vaccines were insufficient. China, India, many
African nations, and many densely populated Third World cities
suffered disproportionately because their medical delivery systems
could not provide adequate symptomatic relief.

Tragic as the VITAS plague was, it was only the beginning of
unprecedented chaos. Beginning with the violent dissolution of the
Mexican governmentin January 2011, more governments fell in the
next five years than in any similar span in history. Famine stalked the
world, adding to the already-lengthy rolls of the dead. Massive
civilian protests led to raids on European nuclear power plants,
three of which suffered meltdowns. Radiation fallout was extensive
and damaging.

THE AWAKENING

It was uncanny. They just ignored us, but it was
more like they never heard a word we said. | thought it
might have been the thunder that was drowning out the
loudspeaker, but my boss didn't agree. He decided to
make good his threat to fire if they didn’t stop. | was
scared, though, what with the spooky way them Injuns
was acting. When the others started firing, | did, too.

But the Injuns just kept walking. And that Coleman
fe]la was kinda like glowing. | know the scientists say it
was just a trick of the light, some kind of reflection from
the lightning. I still swear | hit him clean two or three
times, but he just kept on walking.

When they got to the gate, which had blown open
in the wind, they just waltzed right on out. We didn’t go
after them that night 'cause of the storm. Next morning,
we couldn’t find a trace. It was really weird.

—Testimony given before the Abilene Official In-
vestigating Commission, by Harry Wood, a guard at the
Abilene Re-education Center on December 24, 2011

On the heels of VITAS came the frightening phenomenon later
named Unexplained Genetic Expression, or UGE. All over the
world, mutant and changeling children were being born to “nor-
mal” parents. Newsweek dubbed these UGE children “elves and
dwarfs,” and it seemed that the Apocalypse had finally arrived. The
year 2011 is now remembered as the Year of Chaos.

With miracles and calamities being reported in every nation,
religions rose and died. Prophets appeared, proclaiming the end of
the world. One of these emerged from the despair of a re-education
camp. On December 24, at the same moment that hundreds of
Japanese witnessed the first appearance of the great dragon Ryumyo
as they sped past Mount Fuji on a bullet train, the Prophet of the
Great Ghost Dance, Daniel Howling Coyote, led his followers out of
the Abilene Re-Education Center.

By then, there was no question: magic had returned to the
world.

THE SIXTH WORLD

What is known as the Year of Chaos was actually the end of the
old age and the beginning of the new, the dawn of the Awakened
world. Some mystics point to the Mayan calendar as an authority,
noting that it predicts the start of a new cycle of humanity on
December 24, 201 1. They also say the appearance of the dragon
Ryumyo is the signpost marking what the Mayans called the
emergence of the Sixth World.

Had they done better research, these dreamers would have
discovered that the Mayans also predicted a world-destroying
calamity that would herald the birth of a new, improved race of
humans. Where were these signs and events? It is true that the
world faced trials, disasters, and great change, but it is not a new
world. It’s still good, old Mother Earth, even if she has entered a
new phase.

A better model of the change is the historical shift from B.C. to
A.D.Noonealive at the time knew it had happened. Only hindsight
revealed it. Even the calendar had to be backdated to take into
account the change.

THE DANCE

For years after Daniel Coleman led his cadre of believers out
from the Abilene REC compound, he dropped from public view.
Information on his activities during that period is minimal, but he
was, most certainly, proselytizing. Among Native Americans—
those still free as well as those incarcerated in camps or restricted
to the ever-shrinking reservations—word spread of a new prophet,
a great shaman to whom the spirits had taught a powerful dance.

This inspired Native Americans to resist the tyranny of their
existence. Many more escaped the camps, eluding the federal and
corporate hunters by fleeing into the wilderness. Like their ances-
tors, they began a guerrilla war against an army that wanted to
destroy them. Unlike their ancestors, they had access to the same
technology as their enemy, and more.

In 2014, Daniel Coleman stepped out of the shadows. He
called himself Howling Coyote and declared that he was a shaman
of the Ghost Dance. Backed by an elite core of fanatics, he
announced the formation of the Native American Nations (NAN), a
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| heard the words of the prophet when he sat with
us around a medicine fire three winters ago. He was a
strong man, powerful in body as well as spirit. | was afraid
of him.

His words were strong, too. He spoke of a new
Ghost Dance—a Great Ghost Dance. This time, he said,
the magic would work. Unlike the dance our ancestors
performed, this one would shatter the oppressive yoke
of the white man. He told us that the old prophets had
been partly right. Their vision had been clouded, and
they had not seen the time for the dance. The world was
not yet ready then, but now the time had come.

His eyes were bright when he spoke those words,
and [ believed him.

In the morning, he was gone from our hidden camp,
but he remained in our hearts.

—Arthur Redshoulder, in an interview with reporter
Sheila Eckolds, broadcast in 2015

coalition of tribes with the Sovereign Tribal Council at its head. They
laid claim to all of North America and demanded the immediate
withdrawal of all persons of European, African, and Asian ancestry,
threatening dire magical retribution if the demand was not met. Of
course, the media tried to make a laughingstock of Coleman and his
followers. Though magical phenomena had become increasingly
commonplace, no one believed any group of persons could enforce
such a threat.

Jokes of ridicule were still making the talk-show circuit when
Howling Coyote and his Ghost Dancers demonstrated their power.
In 2014, Redondo Peak erupted, burying Los Alamos, New Mexico
under a cloud of ash. Howling Coyote appeared in a vid-cast from
a nearby Zufi reservation. He claimed credit for invoking “our
Mother Earth to punish the children who forsook Her.”

Surviving documentation indicates that the U.S. government
did not take the claim seriously, except to capitalize on an oppor-
tunity to capture the elusive resistance leader and smash his
growing movement. Within an hour of Howling Coyote's broad-
cast, a federal reaction force, composed of the Sixth Air Cavalry
Battalion from Fort Hood, Texas, was in the air. The helicopters and
support aircraft never reached the Zufi reservation, however. All
were destroyed by the sudden appearance of violent tornadoes.
When a second force arrived, the self-proclaimed shaman was long
gone.

The guerrilla war went on, to the great embarrassment of the
federal and corporate forces, who seemed unable to see or touch
their prey. While frustration mounted in the government, it became
harder to enforce news blackouts, and official denials wore increas-
ingly thin. Finally, someone leaked the whole story, and it rocked
the government, with President Jesse Garrety forced to take the
heat.

That same year, international turmoil and change continued as
the Free Republic of Ireland was established and the white-con-
trolled government of South Africa finally dissolved completely.

THE INDIAN QUESTION

Amid the storm of criticism, Garrety was assassinated in late
2016, followed shortly by the assassinations of Russian President
Nikolai Chelenko, Prime Minister Lena Rodale of Great Britain, and
Minister Chaim Schon of Israel. The assassins of Chelenko, Schon,
and Rodale were ultimately killed in violent confrontations. William
Springer, the men identified as Garrety's assassin, was never
captured.

William Jarman, the new U.S. president, issued the now-infa-
mous Executive Order 17-321 immediately upon taking office. One
month later, Congress ratified it with the Resolution Act of 2016. The
corrupt government had sanctioned Jarman's plan to resolve “the
Indian question”: total extermination of all Native American tribes.

While the government huddled with the megacorporations to
plan their strategy, Howling Coyote's people had quietly begun
their own solution to the “Indian question.” Itis now known that the
Great Ghost Dance began in 2017, as men and women of the tribes
all across the continent performed the ritual that Howling Coyote
had taught them. They sang his songs and chanted his chants. Their
power grew.

When the government moved to implement the Resolution
Action of 2016, several months of freak weather and other uncanny
disturbances disrupted military bases and supply dumps assigned
to the plan. With each new delay, the president sacked another
general, but refused to commit his forces piecemeal. By August 17,
2017, the government had finally managed to assemble its troops,
and the operation began to roll.

That morning, at 10:32 A.M. Pacific Standard Time, Mount
Hood, Mount Rainier, Mount St. Helens, and Mount Adams all
erupted in cataclysmic fury. Mother Earth had announced whose
side she was on, and even the most skeptical became believers.

TREATY OF DENVER

Chastened and wary, the federal governments of the United
States, Canada, and Mexico sent representatives to Denver to
negotiate with the Ghost Dancers in 2018. Three months later, they
had hammered out the Treaty of Denver.

In the treaty, the three governments acknowledged the sov-
ereignty of the Native American Nations (NAN) over most of
western North America. The document outlined a ten-year popu-
lation adjustment plan that would relocate all non-Indians off lands
belonging to NAN. Provisions included the establishment of reser-
vations for non-tribal peoples and corporations, the maintenance of
certain cities (such as Seattle) as extraterritorial extensions of the
governments that had formerly claimed that land, and the retention
of most of the state of California by the United States. Denver itself
was set aside as the “Treaty City,” under joint administration by the
signing parties.

No one was happy with the Treaty of Denver, but no one had
a better solution. The magical capacity of NAN offset the nuclear
capacity of the three North American nations, which is why they
agreed to give away large portions of their land and wealth. Though
the Native Americans had not achieved their goal of removing all
others from their homelands, they had regained control over much
of those lands.
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Howling Coyote was named the head of the Sovereign Tribal
Council, the NAN governing body. Though he found it difficult to
mediate among the bickering that now began to erupt among the
various factions, Howling Coyote was probably the only man who
could still rally the loyalty of all sides.

While the Tribal Council struggled with intemecine problems,
the people of the United States experienced a new shock of horror
when the spaceplane America disintegrated in orbit. The wreckage
landed in Australia, killing 300 citizens of the small town of Longreach.

Also in 2018, the first-generation ASIST (Artificial Sensory
Induction System) technology was created by Dr. Hosato Hikita of
ESP Systems, Inc. in Chicago. While the entertainment industry
went wild exploiting the commercial aspects of “simsense,” other
researchers saw the technology as a key to containing the data
explosion.

GOBLINIZATION

On April 30, 2021, a totally inexplicable phenomena began.
All over the world, one out of every ten men and women suddenly
metamorphosed into hideous humanoid shapes. For some, the
process was short and mild. Others spent days or weeks in the
hospital. Some recovered, while others died screaming in agony.
In those horrible weeks, two new races of humans were emerging
like strange spring flowers under the Awakened sun.

“Goblinization” was the name the media gave to this seem-
ingly catastrophic process, which was but another threshold point
in the reemergence of magic. Researchers had their own names for
it, mostly polysyllabic mouthfuls or strings of consonants standing
in for strings of seemingly unconnected words. Whatever the name,
the result was the same. No race or ethnic group was spared as 10
percent of the world’s population became what were soon dubbed

The Matrix is a computer-generated, symbolic rep-
resentation of the grid, the world information network.
Instead of dealing with messy manual commands and
procedures, the cyberdeck lets the user perform appar-
ently real actions in cyberspace and then translates
these into system operations. A person in the Matrix
reaches out and touches the symbol representing a file.
The deck’s software knows that the user wants to open
that file. The machine performs all of the complicated
microtronic operations, freeing the user from the te-
dious task of having to enter those commands manu-
ally. Matrix imagery is imposed on the user by the grid
in a “consensual hallucination,” to use Dr. Hikita's term.
It's no more an ultimate reality than an animated vid-
chip. These are computer-generated, graphic images.
The systems and the functions those images represent
are real, but the images are just that. They have no
reality.

—Dr. William Spheris, in an interview on the trideo
program, People to People, broadcast June 12, 2049

“orks” and “trolls,” projecting dark dreams of goblins onto the
physical changes the victims suffered.

Most of these unfortunates were traumatized by the experi-
ence. And if they were not, their loved ones were. Some accepted
the media’s name for them as license to act like the ghouls and
goblins of legend, with many incidents of violence.

Had it ended there, surely the psychological wounds would
have healed in time. But some “normal” children also began to
change as they grew older, joining the ranks of the so-called orks
and trolls. These either grouped with their own kind or mated with
great-hearted souls who could see past the physical shells. The
offspring of such unions were sometimes normal and sometimes
produced the new racial types. Not all the “normal” children
remained that way, however. Many suddenly underwent
goblinization at puberty, and the awful trauma and its associated
maladjustments cycled again through the community.

UGE, goblinization, and the violence it spawned consumed the
people of Earth for much of the next year. Where the color of men’s
skins had once been the great barrier, the people of Earth now
began to hate and fear the new “races,” the emerging elves, dwarfs,
orks, and trolls. In the year 2022, race riots wracked the globe on
a scale never before seen. In the turmoil, new nations emerged
when states split from parent countries or coalesced out of two or
more units. In the North American sphere, the most important of
these were an independent Quebec and the newly formed Carib-
bean League.
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The U.S. government declared martial law for several months
in a futile attempt at control, while reports trickling out of Russia and
others in the Commonwealth of Independent States told of death
on a massive scale. In fear for their lives, many of the changed
beings went into hiding, whether underground, into the wilder-
ness, or in communities of their own kind.

As the year drew to a close, however, another specter more
gruesome than any ork or troll raised its head as a new wave of the
VITAS plague swept the planet. While more of the world’s popula-
tion fell before the onslaught, racial violence flickered out, leaving
both human and metahuman reunited in fear.

It was in this grim year that Data, an electronic news magazine,
first coined the term “Awakened” for the metahumans and other
lifeforms recently come into being.

Sometime during the big troubles in the 'teens,
people started doing magic. It's possible that magic
existed before then, but it was unreliable. Now it worked
every time you did it right. During those years of chaos,
magic and magicians became part of modern life.

Some scientists have trouble dealing with the fact of
magic. On one hand, they cannot deny that there is
something that does all these things, but they are
unwilling to believe it's “magic.” No matter how they try
to fit magic into their scientific model of reality, magic
seems to break most of the laws of physics, as they apply
to observed phenomena in the normal continuum—in
other words, what you and | call “the real world.” Other
scientists posit that magic uses a form of energy simply
notrelevant to the physical laws of our universe, and thus
the descriptive mathematics of the theoretical physicist
does not apply.

Magic has been defined as the art and science of
causing change in conformity with the will. The key
words are “art and science.” Magic operates by strict
laws within its own frame of reference, and therefore
may be considered a science. Yet, it is also an art because
only a living mind can make it work. Like all arts, magic
uses emotion and willpower to open the doors of
consciousness. Thus, one must be a poet as well as a
mathematician to deal with theoretical thaumaturgy. A
touch of sheer insanity seems to help, too.

This may be a bitter pill for the more materialistic
researchers to swallow, but it is also why our laboratories
have no “magicometers.” It is why no spellcasting
programs run on our most sophisticated computers, and
why no batteries of magical energy power our cars or
appliances. The only machine able to wield magic re-
mains the living mind of a magician.

—+From “Observations Toward a Theory of Somatic
Mutation and Psionic Developments,” a paper pre-
sented by Dr. Randall Grant, AAAS Conference, 2038

THE RISE OF MAGIC

Though humanity was suffering through another devastating
crisis, science and technology marched on. In 2024, the first
simsense entertainment unit (a kind of sensory VCR) became
available. The unit offered the user rudimentary sense impressions
with full awareness that the experience was a simulation. Also in
this year, the experimental “remote-vote” system was used in the
U.S. presidential election for the first time. President Jarman was
reelected by landslide victories in urban centers, though the oppo-
sition claimed fraud. Meanwhile, the NAN relocations continued in
arelatively peaceful manner despite continued provocation by the
hostile Jarman White House.

In 2025, magic joined the ranks of science at last, when UCLA
gave it academic recognition by establishing the first undergraduate
program in occult studies. Within two years, technical magic pro-
grams and magical research facilities were established at Texas A &
Mand MIT, with the latteradding “& M" to its name (for “and Magic”).

While the study of magic was a breakthrough into the astral
realm, secret government research was making explorations into
another mysterious world: the electronic one. In 2026, the first
cyberspace travelers were taking halting steps into what we now
call the Matrix. The first cyberterminal was a room-sized isolation
chamber with multi-contact point jacks and multiple hook-ups for
the operator. These were designed for military-intelligence applica-
tions. The first volunteers went mad.

In2027, science tapped another source of power, this time in the
sunlitworld. After years of pursuing the dream of table-top cold fusion
power, the first power plant went on-line. Though the dream of tiny
generators was not able to be fulfilled, the research led to break-
throughs that made possible the construction of large power plants.

The other breakthrough of this year was the refinement of
cyberterminals. As computer systems became increasingly com-
plex during the late twentieth century, many programs replaced
lengthy strings of commands with simple pictures, or icons, that
symbolized specific commands or programs. The user picked the
icon wanted, and the computer would do whatever the picture
meant. By the late 1990s, a typical user was dealing with so many
thousands of icons that data-processing systems were breaking
down under their own complexity.

By 2029, Sony Cybersystems, Fuchi Industrial Electronics, and
RCA-Unisys had all developed prototype cyberterminals that al-
lowed a user to interface with the world data network via his or her
nervous system, which translated the data and issued the com-
mands. Instead of typing in commands or clicking a mouse at an
icon, operations were carried out literally at the speed of thought.
These early cyberterminals were massive, requiring that the user be
in a sensory-deprivation tank. Largely funded by various intelli-
gence agencies, the goal of the research was to allow agents to raid
data systems, creating strike teams of “super hackers.”

In the United States, the CIA, NSA, and IRS pooled their
resources to exploit this development. Under the code name of
Echo Mirage, they recruited and trained a team of “cyber-comman-
dos.” Fighting balky equipment and the psychoses induced by the
overwhelming sensory signals generated by the primitive
cyberterminals, Echo Mirage was advancing toward a workable
technology when international disaster struck.
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CRASH OF ’'29

On February 8, 2029, computer systems across the world were
attacked, apparently at random, by a virus program of unprec-
edented power. Systems crashed, their data wiped clean and even
their hardware burned out by the effects of the virus. As the killer
program spread, governments toppled and the world economy
neared collapse.

During the first quarter of the year, the virus shattered the Grid,
the data network that held the world together. By presidential
order, Echo Mirage was activated to counteract the virus, but the
“straight-arrow” agents of Echo Mirage were overwhelmed by the
psychological demands of psycho-physiological combat in
cyberspace.

Echo Mirage’'s masters responded by recruiting the most
brilliant, if erratic, data-processing mavericks from industry and the
universities. Their choices were drafted under a presidential emer-
gency order and rammed through a brutal training program. A
cadre of 32 men and women graduated with their sanity intact.

It was not until August 2029, however, that the new cadre,
armed with improved cybertechnology, could mount a coordi-
nated attack on the killer program.

Eighteen minutes after engaging the virus, four members of
Echo Mirage were dead. When the data logs were analyzed, two
things became apparent. First, the virus program could induce
lethal biofeedback in humans accessing the Matrix. Second, no
existing computer security could even slow down someone using
a cyberterminal.

The corporations involved in the effort were horrified at the
ease with which Echo Mirage penetrated their most secure data
systems. In reaction, secret corporate research was begun to
develop new security software that could repel intruders using a
Matrix interface. This included research to duplicate the lethal
effects generated by the virus. The resulting software was the first
generation of intrusion countermeasures, or IC, now known world-
wide as “ice.”

Echo Mirage learned techniques to isolate and contain the
virus. Equipped with new combat programs and beefed-up
cyberterminals, they began the lengthy task of purging the Grid of
infection. By late 2031, they had wiped out the last known
concentration of the virus code.

These second-generation terminals used desk-sized hardware
and needed no sensory deprivation tank. Shortly after the final
purge of the virus, four of the surviving seven members of Echo

T i
el 2

\

. Sae

O
\

-
v

Gl
e

>y
=
<o
~a

ol
<2

L

SHADOWRUN 27



AND SO IT CAME TO PASS...

Mirage decamped into the private sector, taking with them the
secrets of the new technology.

In May 2034, Matrix Systems of Boston came out with the first
“gray-market” cyberterminal. Six weeks later, Matrix Systems’
main computer crashed and its two founders died in apparently
unrelated accidents.

From the perspective of the military-industrial complex, the
damage had already been done. Matrix technology was loose.
Fuchi Industrial was the first major corporation to break ranks
against the invasion of the deckers when, in 2036, it marketed its
own third-generation cyberdeck, the desktop CDT-1000.

The majority of cyberdecks sold today are licensed machines
that inject a unique signature into the logs of any systems they
access, thus recording all legitimate activity in the Matrix. For years,
however, pirate users, or deckers, have been acquiring decks and
modifying them. Deckers suppress their system'’s signature and
add capabilities that are of little use to an honest cyberterminal
operator. That's the way of the world in the 2050s.

Amid all the chaos of the computer crash, another important
event of 2029 went relatively unnoticed. In that year, the Native
American Nations declared the emerging metahuman races to be
welcome in tribal lands.

THE SUPERPOWERS

The Computer Crash was the death knell of the world-domina-
tors. Already weakened by the catastrophes of the first three
decades of the century and exhausted by the trials of the Awakened
World, they reeled under the new assault.

For twelve years, beginning in 2030, the people of Europe and
Asia fought a series of ¢onflicts now known as the Euro-Wars. With
their communication and surveillance systems disrupted, the domi-
nant power of the Russian Republic found the other members of the
Commonwealth of Independent States making long-overdue bids
for true independence. The conflict was difficult and prolonged as
Eastern European powers like Germany and Poland were dragged
into the war. Also during this period, the Awakened came to
dominate the Western Siberian Lowland, Yukut ASSR, and all other
lands to the west of the lowlands. Like the U.S. and Canada, the
Soviets lost their wilderness areas to the newcomers.

The Crash was a gut punch to the United States of America. In
a country that was increasingly dependent on information tech-
nologies, the virus was more devastating to the economy than
VITAS had been to the population. Canada was even worse off. In
2030, what was left of the United States (minus the ceded NAN
lands) merged with what was left of Canada, including her major
industrial centers and important natural resource areas. The new
government was called the United Canadian and American States
(UCAS), though there were protests on both sides of the border.

Almost four years later, a coalition of ten southern states
seceded from the union to form the Confederated American States
(CAS). The CAS was instantly recognized by Aztlan (formerly
Mexico), itself recently separated from NAN. Sentiment ran high,
and fears of a second civil war were rampant. Nevertheless, the
transition was relatively orderly. Military units, divided in loyalties,
split up and moved to their preferred countries with few incidents
of violence.

Europe was not so lucky. In 2031, adesperate Russian Republic
steamrollered across Belorussia and launched an invasion of Europe
to secure vital industrial and agricultural resources. Russia and her
allied forces met unexpectedly tough opposition from Germany,
Poland, and NATO, even though the European forces fought
without their American allies. In a fit of isolationism, the UCAS
Congress had recalled American troops from Europe.

Within a year, the European conflict slowed to a deadlock as
attrition took its toll. Though the losses in men and materiel had
been high on both sides, little territory had actually changed hands.
Then, in late 2032, Russian forces with a precarious hold on much
of Poland renewed the war in a surprise attack on Berlin. Their
airborne forces, carefully husbanded while the other republics and
their allies had taken the brunt of the fighting, initially made great
gains. The allies were thrown into confusion, but still managed to
slow the offensive. Previously uncommitted in the struggle, Britain
stepped in by sending troops into the Low Countries “to protect
British interests.” Further escalation seemed inevitable.

Then, on the frigid night of January 23, 2033, Swedish airspace
monitors detected several flights of what appeared to be British
Aerospace FA-38 Nightwraith fighter-bombers streaking across
northern Europe. In short order, the aircraft obliterated key commu-
nications and command centers belonging to both sides. With their
offensive plans crippled beyond recovery, the two sides announced
acease-fire the following day. No nation ever claimed responsibility
for the Nightwraith strike.

Though the major fighting was over, the Euro-Wars continued
to rage for many years as borders were re-established and occupy-
ing troops changed positions. The European Economic Community
collapsed. Italy, southern France, and southeastern Europe shat-
tered into hundreds of tiny states and returned to the inefficient city-
state politics that had plagued so much of their earlier history. Lost
in impotent dreams of empire, the Russian Republic continued to
fight to regain territory, but was repulsed on all fronts by neighbor-
ing states, corporate pressure, and Awakened activity.

INDEPENDENCE FEVER

As the fighting died in Europe, the specter of violence flared
again in the Americas when a force of Awakened beings and
metahumans led by three great dragons descended on the Amazon
basin. In a short but extremely bloody conflict, Brazilian forces had
to cede most of the Amazon basin to the invaders. The Brazilian
government fell, and two days later, most of their territory was
claimed by the newly declared nation of Amazonia, self-acclaimed
savior of the eco-sphere.

Turmoil erupted north of the equator, too. When Aztlan, the
NAN member that had taken over parts of Mexico and the southwest-
em portions of Texas as part of the Treaty of Denver, became
independent and was no longer under the Sovereign Tribal Council’s
protection, the Texas State Legislature agitated for a military venture
to recover those lost lands. In 2035, the CAS government refused,
suspecting that NAN would defend Aztlan, their former member. No
onein Atlanta wished to risk the power of the Great Ghost Dance. The
angry Texans declared their own independence and launched an
invasion. Four months later, a frustrated and embarrassed Texas
applied for re-admittance to the CAS.
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AND SO IT CAME TO PASS...

CAS fears of NAN retaliation were groundless. The Sovereign
Tribal Council had its own problems. Having opened its arms to the
various metahuman races, NAN was finding that these new chil-
dren of Mother Earth had their own agenda. A powerful group of
Awakened beings and metahumans, mostly elves, were in the
process of doing to NAN what NAN had done to the United States.
In an unprecedented interruption of worldwide broadcasting, the
elves of the Northwest announced the birth of Tir Tairngire (the land
of promise) and seceded from NAN in 2035.

Unwilling or unable to resist the move, the Native American
Nations did nothing to stop the formation of this new state in the
region that was formerly Oregon. Emboldened, the Tsimshian also
declared their separation from NAN. In the wake of these defections
and renewed internal dissent, Howling Coyote resigned. The
shaman of the Great Ghost Dance withdrew into isolation.

Independence fever was contagious. Long isolated from its
UCAS parent, California also declared itself a sovereign nation in
2037. Immediately recognizing California as a nation, the powerful
Japanese Imperial State followed up by landing troops there to
protect Imperial interests from any possible economic disruptions.
Within five years, San Francisco was almost totally controlled by the
Japanese corporations.

NEW VIOLENCE

In 2036, the napalm fire-bombing of a small community in rural
Ohio announced the arrival of the New Terrorism. Twenty people,
most of them metahumans, died in the flames on that Sunday
morning. A group calling itself Alamos 20,000 claimed responsibil-
ity. Over the next 15 years, this terrorist group was positively linked
to the deaths of more than a thousand metahumans and publicly
sympathetic normals.

Three years later, metahuman hatred peaked in the Night of
Rage. Worldwide riots resulted in the deaths of thousands of
metahumans and others cosmetically altered to appear metahuman.
In New York City alone, 836 persons perished. Backlashes and
incidents of counter-violence were widespread.

Retallation apparently came in 204 1, when EuroAir Flight 329
was destroyed, with no survivors. While en route from London to
Atlanta, the aircraft was attacked over the Atlantic by a dragon. A
garbled last transmission from the doomed craft seems to indicate
that one heroic passenger held the beast off for several minutes with
sorcery before passengers and crew were destroyed by the terrorist’s
fiery breath.

Another important development of 2041 was the birth of
policlubs in Europe. These youth-oriented associations were dedi-
cated to promoting various political philosophies. Each policlub
proclaimed its intention to impose its viewpoint on the general
public by taking the lead in the so-called European Restoration.

In 2044, Aztlan nationalized all foreign-owned businesses,
under heavy pressure from the Aztechnology Corporation. Semi-
open warfare broke out as some corporations attempted to hold on
to their properties. Using the confusion as a screen, Aztlan annexed
most of what was left of Mexico. The exception was the Yucatan,
where Awakened forces foiled all takeover attempts.

By 2046, the policlub idea had migrated to North America. The
movement spread quickly, but violence followed in its wake. The
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Humanis policlub, in particular, has built a major following that cuts
across economic, social, and political divisions. Terry Smith, a
metahuman rights activist and head of Mothers of Metahumans
(MOM). has denounced Humanis as an arm of the shadowy Alamo
20,000, in a series of paid advertisements in major dailies.

In 2048, the Aztlan government negotiated the Veracruz
Settlement with several megacorps, in the wake of a combined
corporate military strike on Ensenada. In that same year, Alan
Adams, former CEO of the Colbert Group, an lllinois-based multi-
national corporation, was elected president of the UCAS. Edna
Wallace, former governor of Louisiana, was elected president of the
CAS. Both were re-elected in 2052.

The years following 2050 saw the development of the sev-
enth-generation cyberdeck, now keyboard size. In the same period
the humanitarian organization the Universal Brotherhood enjoyed
international growth. Cyber- and biotechnology continued to ad-
vance as a significant percentage of mankind chose to distance
themselves from the faults of natural flesh.

Though the hatred between humans and metahumans still
simmers, the situation is currently relatively quiet. But in an
Awakened world, how long can that last?
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CHAPTER FOUR

The corps have rules, and so do the streets. Play at your
own risk.
—Wida’maker, combat mage

ollowing are a few concepts and key terms used in Shadowrun. Some are general
roleplaying terms, and others are peculiar to this game system. The rules will make
alot more sense if players become familiar with them. The terms and concepts have
been combined into one section for easy reference. The first time a term appears
in this orientation section, it is set in bold type.

MAKING DICE ROLLS

In Shadowrun, characters often encounter situations in which the gamemaster
will ask the player to roll dice to determine the outcome. These dice rolls, called
Success Tests, gauge how well or poorly a character performs a required task, be
it shooting a security guard who disapproves of his face, or persuading an employer
that one’s services are worth a lot more than what was originally offered. Success
Tests also determine how well a character resists damage and other unpleasant
matters.

Shadowrun uses a number of six-sided dice to resolve any challenge for a
character. The gamemaster will not require a test to find out if a character can open
the door, but will probably ask the player to roll dice to see if his character can
somersault through the office door, land on his feet, and fire his AK-98 at the three
assassins standing behind the corporation’s chairman of the board—all without
splattering himself or the hostage all over the room.

Unlike most games, the results of the dice rolled are not added together, unless
the rules specifically direct the player to do so or unless D6 is preceded by a number
or a Skill or Attribute name: (Attribute)D6.
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GAME CONCEPTS

The gamemaster will provide the player with a target number
against which he will make the die roll. The playerrolls the indicated
number of dice and then compares each die result individually to
the target number. Each individual die that scores equal to, or
greater than, the target number is considered a success. The more
dice that score successes, the better the result.

Nik, a Cat shaman, is rolling four dice against a Target
Number 4. The four dice come up as a 2. 3, 4, and 6. The
4 and the 6 equal or exceed the target number, which
gives Nik 2 successes.

AUTOMATIC FAILURE OR SUCCESS
Two other rules are important when rolling the dice for a test.
These are the Rule of One and the Rule of Six.

Rule Of One

This is the fumble rule, and it has two parts.

Any time a die roll result comes up 1 in a test, that die is an
automatic failure, no matter what the target number. But the test
can still succeed as long as other dice succeed.

If ALL the dice rolled for a test come up Is, it means that the
character has made a disastrous mistake. The result may be humor-
ous, embarrassing, or deadly. The gamemaster determines what-
ever tone is appropriate for the situation, the players, and the
dramatic or humorous needs of the moment.

Individual rules may also have particular results when the Rule
of One is applied.

Rule Of Six

The Rule of Six allows tests to succeed against target numbers
greater than 6 (since a die only has six sides, it's probably a good thing
this rule exists). When making a test against a target number greater
than 6, the player may re-roll any dice that comes up a 6 and then add
the new result to the 6. Say, for example, that one die resultis a 6 in
a roll against a target number greater than 6. The player re-rolls the
0, with a result of 5. Adding the two together, the new die roll result
is 11 (6+5). The player can re-roll additional 6s if the current die result
total is still less than the target number. For example, to beat a target
number of 14 (really hard) the player would have to roll a 6, then re-
roll for another 6, and then re-roll for a 2 or better (6 + 6 + 2 = 14).

Remember, though, it does not matter by how much the
individual die roll beats the target number, just that it does. Once
the target number has been equaled or exceeded, stop rolling.

SUCCESS TESTS

As stated above, players and gamemaster may have to make
Success Tests from time to time during the game. The number of
dice used is equal to the appropriate Attribute or Skill Rating of the
character who must make the test. In other words, that rating
indicates how many six-sided dice to roll for the test. For example,
to make a Firearms Test, check the character’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 to determine the number

of dice to roll.

The rules give the target number for many tests. For others, the
gamemaster determines what is appropriate. Each die result that
equals or exceeds the target number is a success. A single success
indicates that the character has accomplished the task, but the more
successes rolled, the better. In most situations. multiple successes
mean that the character will receive more information. or do more
damage. or make that bank shot off the troll’s head and into the
side-corner pocket look so easy a child could do it.

In other Shadowrun products, this standard Success Test is
often written in an abbreviated form, such as Willpower (5) Test,
which is really just a shorthand way of saying “make a Willpower
Test using a Target Number 5."

DICE POOLS

When things are hot, and the character’'s basic skills and
attributes are not enough to get him through to the next morning,
he needs help. That's where Dice Pools come in.

A dice pool is a number of dice that a player can add to those
normally allowed for a test. The four possible pools come from
different sources, usually skills or attributes. The Combat Pool, for
instance, is based on various Attributes, and it can be used for nearly
any combat-related test. Other dice pools can be used to supple-
ment other tests. The Magic Pool helps magic tests, the Control Pool
helps vehicle tests, and the Hacking Pool creates better odds for
decking tests.

The number of dice in a pool is equal to the character’s rating
in the Skill or Attribute that is the source of the pool. Each die in a
pool may be used once during an action. A player’s Combat Turn
can consist of several actions.

Dice Pools can refresh, or be restored to their original number
of dice available to the player.

MODIFIERS

The Shadowrun rules often call for a plus or minus modifier.
Unless otherwise stated, that modifier is applied to the target
number. Thus, a -3 modifier to a Target Number 5 produces a
modified Target Number of 5 — 3, or 2. If the rules call for +2 dice
or—1 dice, the player adds or subtracts that number of dice from the
dice for the test. Thus, a shaman who has +2 dice for summoning
certain nature spirits adds 2 more dice to the normal number he can
roll for that test.

GAME TERMS

These simplified definitions of common game terms will help
acquaint players with the rules. The body of the rules contains
complete definitions and examples in the appropriate sections.

CHARACTERS

Archetypes are pregenerated characters created from the
main classes, races, and character types of Shadowrun. Players can
use these with little additional preparation.

Attributes are part of each character's description and give a
general picture of his or her abilities. Skills and spells refine those abilities.

A Character Record Sheet keeps track of each character’s
belongings, abilities, appearance, and status.
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An important part of the record sheet is the Condition Moni-
tor, consisting 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. Equipment like vehlcles and
cyberdecks also have Condition Monitors to track the amount of
damage the object has taken.

Weapons have a Damage Code that tells the player how much
damage they do. The code consists of a number and a letter. The
number is the Power Level, which indicates the difficulty of
offsetting damage from such a weapon. The letter indicates the
Damage Level (Light, Moderate, Serlous, or Deadly) that the
weapon inflicts.

There is one other term Shadowrun uses to describe charac-
ters. That term is Karma, the numerical representation ofacharacter’'s
accomplishments. Later on, a character can use his or her Karma to
improve skills and even attributes. He or she can also use Karma to
do better in tests or to get out of trouble.

CONCENTRATIONS AND SPECIALIZATIONS

Areas of knowledge or technique are known as skills, which
have ratings that are used to carry out tests. A Concentration
represents a focused field of training or education in one aspect of
a general skill. For example, a character with Firearms Skill can
concentrate in rifles, improving his ability when firing rifles, but
reducing his skill with other types of firearms. Speclalization is a
further narrowing of a focus in a skill that already is a Concentration.
This increases a character’s expertise in one specific area, but it
lowers his ability in related subjects. The character with a Concen-
tration in rifles could then specialize in AK-98s, becoming more
proficient with that weapon but less skilled with other weapons. A
character need not Concentrate or Specialize.

MAGIC

Magiclans, characters who can use magic, come in two types.
Hermetic magicians believe that magic is a natural force that can be
understood and controlled like any other physical force. Their
magic comes from rigorously applied rules. Shamanic magicians
believe in spirits that are a part of all things. Their magic involves
making deals with those spirits.

Each type of spell or spirit has a Force Rating, chosen by the
magician and limited by his abilities, time, and money. The Force
acts like a skill or attribute rating in tests.

Spellcasting and Conjuring spirits causes a magician fatigue,
called Draln. After casting a spell, the magician checks the spell’s
Drain Code, which works much like a weapon's Damage Code,
except that it works against the caster of the spell. The Drain Code
consists of a letter and a number. The letter stands for the Drain
Level (Light, Moderate, Serious, Deadly), just as with a weapon.
Instead of the weapon’s Power Level, the spell’'s Force Rating
indicates the difficulty of avoiding Stun damage from the Drain of
casting a spell. The magician makes a test to keep from going down
to Drain.

MATRIX

The Matrix is the cybernetic analog space inside the Grid, the
worldwide computer network. Only a character equipped with a
cyberdeck can enter this “cyberspace,” which appears as a huge
lattice.

Jacking into the Matrix enhances the character's capabilities in
a number of ways, but that character only seems to be inside the
Grid. What happens is that he leaves a zombie-like shell in the
physical world for his companions to protect while he wanders the
Matrix. A character inside the Matrix appears as a persona, a
stylized image of his personality. Software, electronic security
systems, electronic addresses, other personas, and everything else
the character encounters in the Matrix appear as constructs, other
stylized images that appear in the same motif.
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CHAPTER FIVE

Orks are people too, don’t ya know? And if you ever forget
again, I'll snap yer neck like a twig.
—jJohn Wetland, ork

ince the Awakening, five major subspecies of Homo sapiens have appeared
throughout the world. They are evenly distributed geographically, racially, and
ethnically, though variants do appear.

The following information is available courtesy of Studies in Awakened Biology,
by Doctors Eileen Van Buren and Peter Carmine, published in 2048 by Modern
Information Services, Atlanta (CAS). The biases are the authors’ own, in particular,
their view of Homo sapiens more as interesting creatures than sentient beings. The
authors also tend to view personal or cultural traits as genetic predispositions.

Elves and dwarfs are nearly always born to parents of the same race. Elves beget
elves, dwarfs beget dwarfs, and so on. In the instances of attempts at natural
crossbreeding the child is always of the same race as either the elf or dwarf parent.
There appears to be an almost exact 50 percent chance of either expression. No true
half-breeds or crossbreeds are known to exist. By 2050 dual human parentage
almost never results in elf or dwarf offspring.

The same holds true for orks and trolls, who are nearly always born to parents
of the same race. Unlike the early days of goblinization, it is now rare for a human
child (dual human parentage) to express into ork or troll form, but it does occur.
Crossbreed attempts between the elf/dwarf group and the ork/troll group nearly
always result in a goblinized expression.
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METAHUMANITY

DWARF

Homo sapiens pumilionis
Identification: The average dwarf is 1.2 meters tall and weighs 54
kilograms. His coloration is usually pinkish-white or light tan, but
may be as dark as ebony. Female dwarfs have 2 mammae, and all
dwarfs have 32 teeth. Dwarf legs are disproportionately short,
making them poor runners. Their torsos are wide, with great
breadth at the shoulders, endowing the subspecies with increased
arm strength. Their body hair is well-developed and head hair
profuse; males have extensive facial hair. The dwarf nose tends to
be large and long, and the ears slightly pointed.
Habltat: This subspecies prefers artificial or natural caverns in
wilderness areas. In urban environments, dwarfs show a preference
for dwelling in basements or subbasements.
Habits: Dwarfs may be active by day or night. Their diet is
omnivorous. Populations form small family groups, and though
they show isolationist tendencies, small enclaves are found in
communities all over the world. Their life span is unverified, but
predictions based on metabolic rates run to more than a hundred
years. Their breeding season is unrestricted. The gestation period is
284 days.
Young: One. Birth weight is 5.6 percent of mother's weight.
Suckling time is more than 15 months.
Commentary: With eyes sensitive to the infrared spectrum, a
dwarf’s activity is as unrestricted underground as above. Dwarf
phenotypes also show an increased resistance to pathogens.

ELF

Homo sapiens nobilis
Identification: The height of the typical elf is 1.9 meters, and his
weight is 72 kilograms. Coloration is pale pink to white or ebony.
The females have 2 mammae, and all elves have 32 teeth. Nobilis
is more slender than sapiens and has a lighter build, though the
bone structure and musculature are equally strong. The slenderness
is exaggerated in nobilis of Polynesian and Australian aboriginal
origin. Elven body hair is sparse, but head hair is usually luxuriant
and extremely fine. Elven hair is usually straight or slightly wavy,
and is almost always worn long. There are also several populations
showing tightly curled head hair, however. The eyes are almond-
shaped; in darker-skinned nobilis they are often slightly protuber-
ant. The ears come to a definite point.
Habltat: In urban areas, elves inhabit standard human structures. In
wilderness areas, they prefer to live in structures built of natural
materials or living plants.
Habilts: Elves are nocturnal beings. Their diet is vegetarian. They tend
to live in small groups, preferably apart from the rest of humanity. The
elf life-expectancy is unverified, with possible life spans of several
hundred years, but metabolic studies are inconclusive. The elven
breeding season is unrestricted. Gestation is 360 days.
Young: Usually one, though twins are common. In such cases, only
one is nobilis, with the other usually nonviable. Birth weight is 5.2
percent of mother’s weight. Suckling time is more than 25 months.
Commentary: Elven eyes are heavily endowed with rod structures.
This allows them to see in dim light far better than sapiens.




METAHUMANITY

HUMAN

Homo sapiens sapiens
Identification: Humans stand about 1.7 meters high and weigh
about 70 kilograms. Coloration is variable, from pinkish-white to
ebony. There are three major ethnic groups, each of which varies
considerably in size, coloration, and hair distribution and quality,
but the ears are always rounded, the skull has 32 teeth, and the
women have 2 mammae.
Habitat: Humans prefer to dwell in roofed structures.
Hablits: Most humans prefer daytime activity. Their diet is omnivo-
rous. Human populations live in small family groups, pairs of adults,
or alone. The worldwide average human life span is 55 years. The
breeding season is unrestricted. Gestation is 266.5 days.
Young: Usually one. Twins are uncommon and higher multiples
even rarer. Birth weight is 5.5 percent of mother’s weight. Suckling
time is more than twelve months. An individual offspring may be
of subspecies robustus or ingentis and may express (undergo
Unexplained Genetic Expression) at puberty.
Commentary: As the form of Homo sapiens present throughout
recorded history, Homo sapiens sapiens is sometimes called “nor-
mal,” as distinguished from other subspecies. This is not a scientific
term, as any subspecies is just as normal as another. In common
usage, the term differentiates sapiens from the groups of “meta-
humans™ whose existence has been recorded since 2011.
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Homo sapiens robustus
Identification: Orks are 1.9 meters tall and weigh 95 kilograms. Their
skin coloration varies from pale pink to ebony. Ork bodies are
proportioned similarly to that of sapiens, but robustusis more heavily
built. Head hair is usually more prominent than the sapiens ethnic
group from which the individual robustus was derived. The ork nose
tends to be broad and the lips thin. The ears show definite points and
are sometimes elongated as well. The ork skull has 32 teeth, with
greatly enlarged lower canines. Ork females have 2 mammae.
Similar Specles: Robustus, like ingentis, is highly variable in appear-
ance, leading investigators to theorize that certain individuals orsmall
communities are, in fact, other subspecies or other species entirely.
This variety of types continues to mislead unwary researchers.
Habitat: Usually in roofed buildings.
Habits: Orks are active day and night, but seem to prefer the night.
Their diet is omnivorous, but with a distinct preference for meat.
Populations form large groups, often with a tribal structure. The
typical life span appears to be between 35 and 40 years. Their
breeding season is unrestricted. Gestation is 187 days.
Young: Ork mothers usually bear four children, but births of six or
eight are not uncommon. Birth weight is 4.2 percent of mother’s
weight. Suckling time is more than seven months. Most newbormns are
obviously robustus, but may appear as sapiens; 95 percent of the
latter will express at puberty, which occurs around age ten.
Commentary: The higher proportion of rod over cone structures in
the ork’s eyes allows enhanced low-light vision. Individuals express-
ing into robustus usually evidence negative psychological effects,
with severe psychoses and aberrant behavioral patterns common.
Individuals bomn robustus usually socialize normally.
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TROLL

Homo sapiens ingentis
Identification: Trolls measure 2.8 meters and weigh
225 kilograms. Skin color varies from pinkish-white
to mahogany brown, and usually remains un-
changed after ingentisization, or transfor-
mation into troll form. Ingentis body pro-

portions differ from those of sapiens, with the ratio of arm-to-leg
length significantly higher in ingentis. Trolls are very heavily built
A gth sig g 8

>«/’/\j‘ﬂ p and occasionally exhibit dermal bone deposition, resulting in
2 \: ‘ ‘\\\\\‘)\\\\,}\\\.\_{ spines, rough surface texture, or an armor-plated effect. Body
i ‘\\\/ \;\\\\ > & M“I‘K/ hair is usually well-developed, but may be absent altogether.
' MVZN Q=55 Head hair is usually more prominent than among the sapiens
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\ N\ ethnic group from which the individual ingentis was derived.
The nose tends to be broad. The ears show definite points

and are sometimes elongated. The sloped skull has 34
teeth; lower canines are enlarged and molars display
extreme convolutions, which researchers interpret to
mean that ingentis teeth are constantly regenerating.

o
/ﬂ’”m Troll females have 2 mammae.

3 Similar Specles: Some investigators believe that indi-
viduals or small communities of this subspecies are,

in fact, other species entirely. Further investigation,
including breeding studies, are required to confirm

nh
such hypotheses, as trolls are highly variable in
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appearance.
Habttat: Trolls who live in wilderness areas use

caverns and converted structures such as bridges
for their dwelling places. In urban areas, they prefer
areas shunned by “normals,” such as sewers or
derelict buildings.
Hablts: Trolls prefer nighttime activity. Their diet is om-
nivorous. Populations usually congregate in small groups, which
often cohabit with subspecies robustus. Metabolic studies and
direct observation indicate a life expectancy of about 50 years.
The breeding season is unrestricted. Gestation is 259 days.
% Young: Usually one. Birth weight is 2.5 percent of mother’s
y weight. Suckling time is more than 15 months.
Commentary: The sensitivity of trolls’ eyes to the infrared
portion of the spectrum allows a troll almost unrestricted activity

axal\
/ HQ:I b
(@7\" "j‘

///////////////////////////

gt
WG
uuM\\\\nnnw"'.'n\v‘\

‘\“\\'\\l‘lll{“n!l\“:

ity

after dark.
Expression from sapiens to ingentis adversely affects an

individual's mental condition, often resulting in psychosis and
aberrant behavioral patterns. Individuals born as ingentis do not
experience this trauma and usually socialize normally.
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CHAPTER SIX

Character? Sorry chummer, titanium is what I’'m made of.
—Jackal, street samurai

character in Shadowrun is much like a character in a novel or film, 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 it. Without that personality, the character
remains an it. Only when fleshed out can a character become minimally he or she, and,
with good characterization, someone memorable.

CHARACTER INFORMATION

Characters in Shadowrun possess various Physical, Mental, and Magical
Attribute and Skill Ratings, and may also use cyberware, spells, gear, and extras.
Though these features are important, defining the character in a way that permits
the use of the Shadowrun game system to judge his actions, they are still just
numbers on a page. Character, chummer, is what you make it.

For the most satisfactory results when creating a character, players and
gamemasters should first familiarize themselves with the rest of the rules in this
book. It's better to have all the facts going in than to regret a decision later.

RACE

Characters in Shadowrun may be of one of the four subgroups of Homo sapiens:
the predominant human (Homo sapiens sapiens), elf (Homo sapiens nobilis), dwarf
(Homo sapiens pumilionis), ork (Homo sapiens robustus), and troll (Homo sapiens
ingentis). As described on pp. 34-38, all are human beings, at least according to
the geneticists. Racists say differently.

In the early 2050s, humans are still the most numerous race populating the planet.
Each of the other races, grouped collectively as metahumans, are represented about

40 SHADOWRUN



CREATING A CHARACTER

o
W

” &
””“;,’in:f "“*""m”llﬂlhﬂ lfisig

[ ey

SHADOWRLUN 41



CREATING A CHARACTER

equally, but are scattered unevenly across the globe. In some
places, humans form an extreme minority, but those tend to be
areas where metahumans have gathered for safety, protection, and
isolation.

Humans make up the standard. As characters, they receive no
special attribute or ability modifications.

Dwarfs are hardier (slightly higher Body), less agile (lower
Quickness), stronger (higher Strength), and more willful (higher
Willpower) than humans. They also have thermographic vision,
which allows them to see radiated infrared (heat) energy as well as
the normal light spectrum. They are also more resistant to disease.
And yes, they are short.

Elves are more agile (higher Quickness) and more charismatic
(higher Charisma) than humans. They also have low-light vision,
which enables them to see clearly in near-total darkness.

Orks are much tougher (much higher Body), stronger (higher
Strength), less charismatic (lower Charisma), and less acute (lower
Intelligence) than humans. They too have low-light vision.

Trolls are big and nasty. They are a lot tougher (much higher
Body), slower (lower Quickness), much stronger (higher Strength),
less charismatic (lower Charisma), less acute (lower Intelligence),
and less willful (lower Willpower) than humans. They have thermo-
graphic vision, really long arms that give them advantages in melee
combat, and extremely tough skin that makes them resistant to
damage.

A player does not have to pay extra to create a human
character. Players who want to play a metahuman (dwarf, elf, ork,
or troll) must pay a little extra for the privilege.

ATTRIBUTES

In Shadowrun, each character has eight Attributes, or nine, if
the character is a magician. There are three Physical Attributes,
three Mental Attributes, and two (or three) Special Attributes.

ATTRIBUTE TABLE
Physical Mental Special
Attributes Attributes Attributes
Body Intelligence Essence
Quickness Willpower (Magic)
Strength Charisma Reaction

Body represents general health and resistance to injury and
pain.

Quickness represents overall dexterity and agility. It also sets
movement, walking, and running speeds.

Strength represents the ability to lift, carry, and cause physical
damage.

Intelligence represents overall quickness of mind, aptitude,
and the ability to percelve surroundings. Knowledge Is represented
by skills, so a stupid character would have low Skill Ratings, and not
necessarily low Intelligence.

Willpower represents determination, mental stability, and the
will to resist certain kinds of mental and fatigue damage.

Charisma represents attractiveness (not necessarily physical
beauty), persuasiveness, personal aura, and general likability.

Essence is a measure of the soundness of the central nervous
system and spirit. Invasive things, such as cyberware, reduce
Essence. When Essence declines, Magic declines by the same
amount.

Magic is a measure of magical energy. Serious damage to the
body and invasive additions such as cyberware reduce magical
energy.

Reactlon determines how quickly and how often a character
can act under pressure. The Reaction Rating is the average of
Quickness and Intelligence, rounded down.

Attribute Ratings

A normal human character’s Physical and Mental Attributes are
rated from 1 to 6. Humans with cyberware, as well as metahumans
(elves, dwarfs, and such), can have higher scores in one or more
Attributes. Each racial type has its own maximums.

When a character’s Attributes are listed, the first number is
always the natural, unmodified Attribute. Modifications due to
cyberware and magic create a modified Attribute Rating listed in
parenthesis following the base number, in this manner: 4 (6).
Players can spend Karma during character advancement (p. 190) to
improve an Attribute, which increases both the natural and modi-
fied ratings. Sometimes the rules refer to natural, as opposed to
augmented, Attribute Ratings. The natural rating is the Attribute
Rating minus any modifications for cyberware or magic. The aug-
mented rating includes cyberware. The increases a physical adept
receives from some special abilities are considered to be natural
Attributes, though they come from a magical source.

All characters have a starting Essence Rating of 6. Cyberware
implants and improperly healed damage reduce this rating. No
character may start with an Essence greater than 6. Characters can
never have an Essence less than O. If they do, they die.

If the character can use magic, his Magic Rating starts at 6, but
is equal to the Essence Rating, rounded down. So, a magician with
an Essence Rating of 4.5 has a Magic Rating of 4. A character who
cannot use magic has no Magic Rating.

Newly created characters beginning the game cannot have
any Attribute Rating greater than those indicated on the Racial
Maximum Table. Attribute Ratings may, however, increase (to a
point) through character advancement during the game. Average
citizens (non-player characters) never have Attributes higher than
the racial maximum. Specific non-player characters might exceed
the raclal maximums, however, and so the players should not take
anything for granted. (After all, the NPCs do have to be tough
enough to take on the player characters.)

HUMAN ATTRIBUTE RATINGS

Rating Description

1 Weak
Underdeveloped
Typical
Improved
Superior
Maximum unmodified human

AUV b WN
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RACIAL MAXIMUM TABLE

Human EIif Dwarf Ork Troll
Body 6 6 T 9 11
Quickness 6 7 5 6 5
Strength 6 6 8 8 10
Charisma 6 8 6 5 4
Intelligence 6 6 6 5 4
Willpower 6 6 7 6 5
Essence 6 6 6 6 6
Magic 6 6 6 6 6
Reaction 6 6 5 5 4

SKILLS

Skills define what a character knows and can do. They range
from physical abilities such as Unarmed Combat, to certain sets of
knowledge such as Biology. Skills are rated on a scale similar to the
attributes, where a Rating of 3 is the (mythical) average rating.
Beginning characters cannot have a Skill Rating higher than 6,
unless the character has a Concentration or Specialization.

Concentrations and Specializations mean that a character has
honed or narrowed his or her scope of knowledge. Within that
narrower focus, however, the character is more skilled. See Con-
centrations and Speclalizations in the Skills chapter, p. 70, for
more information.

CYBERWARE

Technological additions to the human body known as cyberware
canimprove a character’s Attributes and abilities. Certain cyberware
makes it possible for a character to carry out extraordinary actions,
such as datarunning in the global computer Matrix, or using a
vehicle control rig to control a vehicle by thought alone.

A player who wishes to give cyberware to a character that he
is creating must purchase it with funds made available during
character creation. Each piece of cyberware also costs Essence, and
reduces the character’s Essence Rating by a certain amount. Char-
acters can never have an Essence Rating less than O.

Characters can acquire more cyberware once the game has
begun. Additional cyberware costs money, but the character can now
use money eamed in the game. Additional cyberware also costs
Essence. Unfortunately, new cyberware does not simply materialize
in a character’'s mailbox. The character must find someone who has
the part available, at a reasonable price, and then must find someone
to install it surgically. Players do not have to find parts or undergo
surgery to obtain cyberware during character generation.

SPELLS

Magical spells are only available to magicians capable of
sorcery. Certain types of limited-ability mages (see Adepts, p. 45,
under Bullding A Character, and the Magic chapter, p. 124) cannot
use the Sorcery Skill for spellcasting and so do not have spells.

A new character’s first spells are acquired during character
creation. Additional spells can be learned during the game, but the
character must find a teacher and the money to pay for the lessons.
See Leamning A New Spell, p. 132.

Spells have a Force Rating that begins at 1 and increases as the

spell's power increases. Starting spells cannot have a Force greater
than 6. There is no such limitation once the game begins.

GEAR

Gear is stuff the character owns. Gear includes weapons,
clothes, a radio, a car, magical foci, and so on. The list of available
gear appears (oddly enough) in the Gear chapter, p. 236. Beginning
characters purchase gear with a pool of money available only during
character creation. Once the game starts, anything a character
wants to buy he’ll have to buy with money he earns. Welcome to
real life, chummer.

Some gear have ratings, beginning at 1 and increasing with the
capability and sophistication of the item. Starting gear cannot have
a rating greater than 6, even though a particular type of gear may
be available with higher ratings. There is no such limitation after the
game begins.

EXTRAS

Extras is a catchall category that covers aspects of a character’s
life that are more general than a spell or piece of gear. Some of these
“advantages” are only available during character generation, so
give them careful consideration.

Contacts

Contacts are vital in Shadowrun. These are the people a
character knows who can reveal information important to the
character’s work, legitimate or not. Contacts are the purveyors of
perhaps the most vital commodity of the 2050s: information. Need
to know who's doing what to whom? Ask a contact.

Contacts acquired during character creation are “paid” for with
money available only at that time. Money spent at this stage
represents the footwork normally required to hunt down a contact,
establish a working relationship, and develop some degree of trust.
Contacts acquired in this manner are dependable within reason.
Treat them well, play them straight, and they can be trusted. A
character will not get anywhere in the dicey world of Shadowrun
if he doesn’t trust anyone, and so a starting character is assumed to
have developed a working relationship with a contact.

All characters start with two free contacts. It is also possible to
acquire contacts during the game, but only through roleplaying.
Characters cannot “buy” contacts once the game begins; they have
to earn them the hard way.

Buddy

A buddy is one step up from a contact. Contacts trust the
character, but biz is biz. Push a contact too far, and who knows what
might happen. A buddy, however, is exactly what the name implies.
A buddy is a friend willing to go out on alimb for the character, to take
personal risks a contact would not take. A buddy can be a source of
information, but will also watch a character’s back, deliver messages,
and do things that only friends can be trusted to do.

A character can only “buy” one buddy during character cre-
ation. The buddy must be one of the published or gamemaster-
approved Archetypes, and must have Attribute, Skill, Spell, and
other Ratings of 4.

Actually, a character could gain another buddy once the game
begins, but that will require some heavy-duty roleplaying.
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Gang or Tribe

The character may be a member of, or have close ties to, a local
gang or tribe. There are 2D6 members of the gang or tribe available
at any time. They come when called (arriving in 1D6 x 10 minutes)
and are very loyal. All gang or tribe members have Skill and
Attribute Ratings of 3.

Followers

Followers are even more loyal than buddies. They will do
anything for the character, including dying if necessary (hey, they
knew the risks). Followers are also “purchased” during character
creation, making a group of non-player characters available to the
character. Followers can also provide information as contacts.

Followers from any five different Archetypes the player chooses
are available, but only 1D6 + 1 come at any one time. (All five
followers must be from different Archetypes. Five followers of the
same type would be a gang!) They have the standard Archetype
statistics, but the player character must supply their gear.

Acquiring followers once the game begins is the stuff of which
urban legends are made.

Lifestyle

During character creation, the player must “purchase” the
character’s starting lifestyle. Lifestyle determines how well the
character lives and it eliminates the worry of daily expenses like
food, laundry, phone bills, and so on. To maintain a lifestyle once the
game begins, the character must pay a certain amount of money
(based on the lifestyle) per month. If the character fails to pay up,
he finds himself living at the next lowest lifestyle. Lifestyles are
covered in detail on p. 189, but the following list sums them up:

Street: Literally, living on the street, few or no expenses.

Squatter: One step up from the street; a synthaboard box,
abandoned building, or the like.

Low: An apartment, but nothing to brag about. Just the
character and the masses.

Middle: Nice house or condo, maybe even real food.

High: A high-rise luxury flat, building security, and good food
on demand.

Luxury: Imagine it, chummer, just imagine it.

BUILDING A CHARACTER

Players who want to jump right into Shadowrun can simply
choose one of the Archetypes, pregenerated, typical characters,
provided on pp. 49-64. These characters were built using the
character creation rules from this chapter. They should be used as
is. It is simpler to build a new character than to alter an Archetype.

The Archetypes are good examples of what typical characters
look like on paper. They are not meant to be the definitive version
of a character, or even the best. They are simply characters. The
gamemaster often uses Archetypes as non-player characters, while
players use them as potential contacts, buddies, or followers.

Building a character from scratch in Shadowrun is relatively
simple. Thefirst stepis to think about the character to be created and
answer a basic question. What does the character do, and why? The
answers to those questions will determine the character’s priorities.
For example, if the character is a magician, magic will be a high
priority. The player should also decide whether the character will be
a hermetic or shamanic magician; if shamanic, what totem he will
follow? The totem choice is important because it will guide other
choices of character creation. On the other hand, if the character is
to be a samurai, decker, or rigger, then the attributes, skills, and
gear important to those characters should be favored.

ALLOCATING PRIORITIES

Shadowrun uses a priority system for character generation,
and it breaks down into five levels ranging from A (the most
important) to E (the least important). There are also five categories
of ability: Race, Magic, Attributes, Skills, and Resources. By assign-
ing priorities to the categories, the player indicates which of the
character’s abilities are most important and which are less so. In
other words, a player who assigns Priority A to the Magic category
is saying that magic is the most important aspect of that character.
If Priority A was assigned to Skills, then the character's skills would
be his most important aspect.

Each of the five priorities (A, B, C, D, E) must be assigned to one
of the five categories. They can be assigned in any manner, with a
few restrictions. The following description of each category also
describes the results of assigning various priorities to that category.

Race

Race simply determines the character’s race. This category
carries only one restriction, but it is a fairly big one: if the player
wishes the character to be a metahuman (elf, dwarf, ork, or troll),
Priority A must be assigned to the Race category. If Priority B, C, D,
or E is assigned to the Race category, the character is human.

Human characters receive no special modifications or abilities,
so if a player wants to create a human character, he should assign
the “least important™ priority, E, to the Race category.

If the player assigns Priority A to the Race category, the
character can be any of the four metahuman types. The player
simply chooses dwarf, elf, ork, or troll. The metahuman type chosen
does matter, however, because each metahuman type has different
attribute modifications and special abilities, as shown in the Racial
Modifications Table. (See Attributes below for how to use these
modifiers.)
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RACIAL MODIFICATIONS TABLE

Race Modifications

Dwarf +1 Body, -1 Quickness, +2 Strength, +1
Willpower, Thermographic Vision, Resistance
(+2 Body) to disease only

EIf +1 Quickness, +2 Charisma, Low-Light Vision

Ork +3 Body, +2 Strength, —1 Charisma, —1 Intel-
ligence, Low-Light Vision

Troll +5 Body, —1 Quickness, +4 Strength, -2 Intel-

ligence, —1 Willpower, —2 Charisma, Thermo-
graphic Vision, +1 Reach for Armed/Unarmed
Combat, Dermal Armor (+1 Body)

Magic

The priority assigned to the Magic category determines if the
character is a magician. If the character is human and is to be a full
magician, he must assign Priority A to Magic. If the character is
metahuman and is to be a magician, he assigns Priority B to Magic.
Therefore, a human magician would have Priority A assigned to
Magic and (most likely) Priority E assigned to the Race category. A
metahuman magician would have Priority A assigned to Race and
Priority B assigned to Magic.

How the priorities are assigned does not determine whether
the characteris a hermetic or shamanic magician. That s the player’s
choice.

Adepts

Adepts, magicians with limited abilities, assign priorities dif-
ferently. Human adepts must assign Priority B to Magic, and
metahuman adepts must assign Priority C to Magic. A human adept
would assign Priority B to Magic and E to Race (note that Priority A
is still available). A metahuman adept would assign priority A to
Race and Priority C to Magic (B is still available).

As with regular magicians, assigning priorities does not deter-
mine what type of adept the character becomes; that is the player's
decision.

Attributes

After assigning the character’s race and deciding whether or not
he will be magically active, assign a priority to the Attributes category.
The priority assigned determines how many Attribute Points the
player may distribute to the character’'s six Physical and Mental
Attributes (Body, Quickness, Strength, Intelligence, Willpower, and
Charisma). The higher the priority assigned, the greater the number
of points available. Priority A provides 30 points, B provides 24
points, C gives 20 points, D gives 17 points, and E has only 15 points.

The player now divides the Attribute Points among the six
Physical and Mental Attributes. Special Attributes (Essence, Magic,
Reaction) are handled differently (see below).

These points are assigned as the player wishes, keeping in
mind two limitations: no character can start with an Attribute Rating
higher than that listed on the Racial Maximum Table, p. 43, for that
racial type, and all Attributes must have a minimum Rating of 1.
Once the Attribute Points have been assigned, apply any Attribute
modifiers available based on the character's Race by adding or

subtracting the modifier from the allocated Attribute Points. Re-
member, this final Attribute Rating cannot exceed the racial maxi-
mum or be less than 1.

All characters begin with an Essence of 6. That value may
decrease if the character purchases cyberware. If the character is a
magician (determined by the priority assigned to the Magic cat-
egory), he has a starting Magic Rating of 6. However, the Magic
Rating is equal to the character's Essence, rounded down. A
magician with an Essence of 3.75 would have a Magic Rating of 3.

A character’s Reaction Rating is equal to the sum of his Quickness
and Intelligence Ratings divided by 2 and rounded down.

Attribute Points cannot be assigned to Essence, Magic, or
Reaction.

Skills

The player may allocate a number of Skill Points, based on the
assigned priority, to the skills of his choice. Priority A provides 40
points, B provides 30 points, C gives 24 points, D has 20 points, and
E has 17 points.

The player can choose any skills from the Skills chapter, p. 66,
with the following limitation: only characters with a Magic Rating
(those that received an appropriate priority for Magic) may use the
Sorcery and Conjuring Skills. In this case, it often works best for the
player to make a list of the skills that he or she wants the character
to have, and then assign the Skill Points to the skills. There are no
restrictions on the distribution of Skill Points except that no starting
character may have a Skill Rating of more than 6, unless Concentra-
tions and Specializations are assigned (see Concentrations and
Speclalizations, p. 70, Skills).

If using Concentrations and Specializations, apply the follow-
ing rules:

*Any one general skill may only have one Concentration or
Specialization. Each general skill can only be acquired once.

*If using a Concentration, add +1 to the general Skill Rating to
determine the Concentration Rating, then reduce the general Skill
Rating by —1. For example, a character with 5 points allocated to the
general skill of Firearms that has a Concentration in Pistols (a
category of Firearms) would end up with a Firearms Skill of 4 (5 - 1)
and a Pistols Concentration of 6 (5 + 1).

‘If specializing, add +2 general Skill Rating to determine the
Specialization Rating, then reduce the general Skill Rating by -2. A
character with a Specialization also uses the appropriate Concentra-
tion at a rating equal to the original Skill Rating. Using the same
example as above, if the character had Specialization in Ares Predator
(a type of pistol), he would have an Ares Predator Skill Rating of 7 (5
+ 2), the Pistols Concentration of 5 (the original Skill Rating), but all
other Firearms (the Skill) at 3 (5 — 2).

Speclal Skills may also be purchased during character genera-
tion (see p. 74), but are subject to gamemaster approval. One
important Special Skill is Language. All characters know their native
language at a rating equal to their Intelligence plus 2 (the total may
exceed 6). Characters with a Street lifestyle (see Money below) also
have a local dialect language like City Speak or Tunnel Talk at one-
half their Intelligence Rating (round down). Other languages may
be purchased in the same way as skills, but refer to the Languages
section, p. 74, for more information.

A starting skill must have a minimum Rating of 1.
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Resources

The Resources category provides two things: money to pur-
chase cyberware, gear, and extras, and Force Points to acquire
magic spells and focuses. Only magicians receive Force Points, but
all characters get the money. Priority A provides 1,000,000¥ and 50
Force Points, B provides 400,000¥ and 35 Force Points, C gives
90,000¥ and 25 Force Points, D has 5,000¥and 15 Force Points, and
E provides a staggering 500¥ and 5 Force Points. (What do you
expect for the lowest priority?)

Money

In the world of the 2050s, all money conforms to an interna-
tional unit of exchange, the nuyen (¥). Nuyen is used to purchase
cyberware, gear, extras, and to pay the monetary cost of foci.

To purchase cyberware, the player selects the item from the list
on p. 254, pays the cost listed, and reduces the character’s Essence
by the indicated amount. Remember, Essence can never fall below
0, and Magic is directly connected to Essence (see Magic, p. 116).
During character generation, ignore Availability, Street Price (p.
184), and any surgery or installation costs associated with cyberware.
Once the game begins, however, the player must pay these costs
and take availability into consideration.

To purchase gear, simply pay the cost listed in the Gear section
(pp. 254-265). Remember, however, that characters cannot start
the game with any gear whose rating is higher than 6. A magician
purchasing foci must pay the monetary cost of the item (p. 254), and
the Bonding cost in Force Points (see below). Remember the
incidentals—ammunition, body armor, cyberdecks, programs, con-
juring materials, magical libraries, and so on.

To buy extras, pay the costs listed on the table below. A
lifestyle must be purchased during character generation. If the
player chooses not to purchase a lifestyle, that character is living on
the street, like it or not. Characters can buy several months’ worth
of any lifestyle by paying a lump sum up front during character
generation. Also remember, characters start with two free contacts.

COST OF EXTRAS

Extra Cost

Contact 5,000%

Buddy 10,000¥

Gang/Tribe 50,000%

Followers 200,000¥

Lifestyle
Street 0¥
Squatter 100¥ per month
Low 1,000¥ per month
Middle 5,000¥ per month
High 10,000¥ per month
Luxury 100,000¥ per month

Force Points

The second type of Resource available is Force Points. Force
Points are used to purchase magic spells and to acquire foci, items
of magical power used by magicians. Spells are chosen in a manner

similar to Skills. The player should look through the Spell Directory
on pp. 151-158, choose the spells he wants his magician to know,
write them down, and assign points to each spell from the Force
Points total. Remember, no starting spell can have a Force greater
than 6. It is also important to keep the totem modifiers (p. 119) in
mind when choosing spells, because they will affect how the
character is roleplayed.

Characters purchasing a focus must pay the Bonding cost (p.
137) for the item from their available Force Points. For example, if
the focus costs 8 Karma to bond, the player must spend 8 Force
Points, plus the monetary cost, to acquire the focus.

More Metahumans (Optional)

In the Shadowrun universe, metahumans are the minority. The
character creation system reflects this by making the Metahuman
Race priority very expensive compared to other priorities at the
same level. This design keeps the number of metahuman
shadowrunners down to something near the actual human-to-
metahuman ratio within the game universe.

If gamemasters are comfortable with a higher-than-average
number of metahuman player-characters in their game, they may
reduce the required Metahuman Race priority from A to C, and shift
the Magic priorities to A for full magicians and B for adepts in all
races, human and metahuman.

This may create an unrealistic concentration of metahumans in
the game (but hey, they are cooler, after all).

Allergies (Optional)

At the player’s option, a metahuman character can be given an
allergy during character creation. The allergy can be to a variety of
substances or conditions, and of varying degrees of severity.
Players should choose an allergy and then a severity from the table
below.

In exchange for the allergy, the character receives some extra
points in character generation. These can be in the form of Attribute,
Skill, or Force Points, or additional nuyen (¥). The character can only
receive the bonus from one of the associated categories, for either the
allergy or the severity, but can choose different categories for each.

Consult the description of allergies and severities on p. 220 of
the Critters section for more information.

ALLERGY AND SEVERITY TABLE

Allergy Attributes Skills Force Nuyen
Uncommon

iron, silver +1 +1 +1 +200¥
Common

plastic, pollutants,

sunlight +2 +2 +2  +400¥
Severity Attributes  Skills Force Nuyen
Nuisance — — — —
Mild +1 +2 +1 +100%
Moderate +2 +3 +2 +200¥
Severe +3 +4 +3 +300¥

46 SHADOWRUN



CREATING A CHARACTER

MASTER CHARACTER CREATION TABLE

Priority Race Magic Attributes Skills Resources
A Metahuman Human Magician 30 points 40 points 1,000,000¥/50
B Human Human Adept/Metahuman Magician 24 points 30 points 400,000¥/35
C Human Metahuman Adept 20 points 24 points 90,000¥/25
D Human — 17 points 20 points 5,000¥/15
E Human — 15 points 17 points 500%/5

COMPLETING THE CHARACTER

So far, the character is just numbers. Now it’s time to build on
those statistics. First, make sure the character creation process is
complete.

*If the character is a magician, what kind? If a shaman, what is
its totem? (Adepts have similar requirements.)

*Are the proper priorities for Race and Magic assigned?

*Have all Attribute Points been allocated and attribute modi-
fiers from Race applied?

*Have all Skill Points been allocated, and the adjustments for
Concentrations and Specializations made (if used)?

*Does the character have the necessary equipment, cyberware,
spells, contacts, foci, and so on?

*Has a lifestyle been chosen?
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Starting Money

Any unspent Resource nuyen translates to money available
during the game at a 10:1 ratio. If, after character generation, a
character had 15,000% left, that character would start the game with
1,500%¥ (15,000 + 10).

All characters also start with 3D6 x [,000%, which can be in
whatever form the player chooses.

Starting Karma

Human characters begin the game with 1 point in their Karma
Pool (p. 191). Metahumans begin the game with 2 points in their
Karma Pool, unless the More Metahumans optional rule (above) is
in use, in which case they only get the standard 1 point. (What? You
want everything?)

A new shadowrunning team starts the game with 2 points in
its team Karma Pool (p. 191). Starting characters may contribute
some of their starting Karma Points to team Karma if they wish.

Now, move on to the fun part.

FLESHING OUT THE CHARACTER

To really get the most enjoyment from the game. players
should flesh out their character and bring it to life. Again, acharacter
without a background is just numbers on paper.

What follows parallels the approach many authors, play-
wrights, and screenwriters use to flesh out a character. The re-
sponses to these questions will help players build a fuller character
background, which they can continue to expand upon later.

TWENTY QUESTIONS

Each player should jot these questions down on a piece of
paper and answer them, as fully as possible, for their character.
Points to take into consideration and possible repercussions of a
decision follow each question.

What Is the character’s sex?

The choice is simple; male or female, but the choice may make
a difference. Biological, sociological, and, some say, psychological
perspectives and needs are different in men and women. Sexism in
corporate management and advancement is pretty much a thing of
the past in the 2050s era, but may still exist on the streets, where
attitudes are personal. What happens when the next street samurai
a male character meets is female, and frighteningly sexist?

What Is the character’s physical size?
Is the character a tall, skinny dwarf? Or a short, stout elf? Or just
average?

What Is the color of the character’s hair, eyes, and
skin?

There’'s natural color, and then there’s augmented color.
Modem cosmetics are amazing, and used by almost everyone
(both sexes) to one degree or another. What color or colors is the
character’s hair? How is it worn? Why? What about eye color? Is it
natural? (Cybereyes can look like almost anything.) Does the
character need glasses, wear contacts, or has he already had
corrective surgery? What about skin color?

Metahumans come from all racial types, so yes, there are
Asiatic dwarfs, negro elves, and almost every other possible race/
race combination. And remember, racism in 2053 is rooted in race
(human, dwarf, elf, ork, or troll) rather than skin color. (Why worry
about the tanned-looking guy standing next to you on the subway
when that thing over there has hands the size of your head?)
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CREATING A CHARACTER

What is the character’s general appearance?

Does the character stand erect or stooped? Dress
anachronistically, stylishly, or inauspiciously? Look intimidating or
casual? Is the character attractive? Is there something distinctive in
the shape of its head, face, or limbs?

What might someone seeing the character for the first time
think?

Where was the character born?

A child growing up in Seattle will have different childhood
experiences than one growing up on NAN tribal lands. Heck, a child
growing up in a rich neighborhood will have different experiences
than one growing up a few blocks away in a poorer neighborhood.
Decide into what country, state, province, city, and, if possible,
neighborhood (or at least poverty level) the character was born.
Many psychologists argue that what we are as adults is influenced
primarily by who we were as children. Think about the character’s
childhood, neighborhood, friends, and family.

What is the character’s age?

When a character was born is as important as where. Was the
character alive before the Awakening in 2011? How about the
Treaty of Denver in 2018? Or the Computer Crash of 2029? Or the
Night of Rage in 2039? Or even the secession of the elven nation
of Tir Tairngire from NAN four years earlier? Each of these events,
and many others described in And So It Came To Pass, p. 20,
changed the world. Was the character in the vicinity of any of these
events, and did the event affect him or her? How did those events
affect the character’s family or friends?

What was the character’s family?

What did the character’s parents do? What was the family’s
means of support? Were the parents married, separated, divorced?
What was family life like? Does the character have any siblings?
Where are they now? What do they do? Does the character keep in
contact with them? Did the character even know his birth family? If
not, who or what was his surrogate family?

Has the character begun his own family?
Is the character married? Divorced? Separated? Does he have
children? If not, does he want to have children?

Where or how was the character educated?

Where did the character learn his skills? Did he go to high school?
Did he continue into higher education? Where? Was his schooling
public, private, or corporate-sponsored? Was the character privately
tutored, or did he get his lessons from the school of hard knocks?

Has the character ever done anything else for a living?

Sure, the character is shadowrunning now, but what about
before? Did the character ever earn money or make a living doing
something “legitimate”? Did he enjoy it? Why did the character
stop doing it? Would he go back?

What about the character’s political and religious beliefs?
These are sure-fire argument-starters, but what about it? Does
the character have any defined political beliefs? What are those

beliefs? Is the character religious? Was his family religious? Are they
still? Did the character change religions, and if so, why?

What Is the character’s moral code?

Will the character kill? Why? When did the character decide
that he could? Does he think killing is acceptable? Under what
circumstances? Where does the character stand on related issues
like capital punishment, abortion, and euthanasia? Does the charac-
ter adhere to a personal sexual ethics code, or even think about it?

Does the character have any goals?

Is this all the character ever wants to do? Does he have any
ambitions beyond the here and now? Is he satisfied with the way
things are? If not, why not, and does he plan to change things? How?
How long will that take, and is the character willing to wait that long?

Why does the character run the shadows?

What path led him here? Does the character run for the thrill?
The money? To tweak the noses of the powers that be? As one step
of a personal plan? As a political statement? Would any event or
circumstance make the character stop running the shadows?

What is the character’s personality?

Is the character pessimistic? Idealistic? Radical? Conservative?
Resigned? Easy-going? Militant? Aloof? Intense? Bombastic? Ob-
sessive? Superstitious? Extroverted? Introverted? Ambivalent?
Rational? Opinionated? Passionate? Questioning?

What special qualities does the character possess?

This does not necessarily refer to skills, but to what the character
does well. Does he get along well with people? Is he skilled at taking
care of business? Prioritizing tasks? Planning ahead?

Are there certain things the character just cannot do?
Get close to people? Perceive himself realistically? Work well
with others? Think clearly under stress? Handle money well?

What does the character hate?

Corporations? Orks? Shadowrunning? Personal questions?
Sentimentality? The media? Her family? Certain people? Society in
general?

What does the character love?

The seashore? The view from tall buildings? Quiet times? Loud
music? Art? Taking care of business? A specific person? A certain
place?

What is the character's name?
What was his or her birth name? What name does he use now?
Did the character choose his name, or was it a nickname or joke?

THE CHARACTER RECORD SHEET

Congratulations! A character is born. Fill out the Character
Record Sheet provided in the back of this book. Make photocopies
of the blank sheet if needed.

The character is ready to run.
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ARCHETYPES

BODYGUARD

“You blow it once in my line of work and you probably ain't
never gonna work again. Who's gonna hire you if they know you
blew it and a client got geeked? Reputation is everything.

“If you hire me, you can trust me. My eyes see everything, my
ears hear everything, but | don’t remember anything you want me
to forget. That's part of my job. If you don’t believe me, what's the
point of me working for you?

“Hire me, and you can sleep easy. You're safe in my hands.
Nobody gets near you, and if they try, I'll take care of them. | can
play it as soft or hard as you want.

“I'll do anything you say, except when the drek starts to fly.
That's when you do exactly as | say. If | say jump, you jump. If | say
run, you run. When your life's in danger, it's my brawl game.”

Commentary: The bodyguard is a professional, and personal
protection is his specialty. His job can be as boring as guarding a
reclusive, housebound computer programmer, or as exciting as
protecting the latest sweet young simsense star during her first
whirlwind tour of Europe.

Attributes Skills
Body: 6 (9) Car: 6
Quickness: 6 Firearms: 6
Strength: 5 Negotiation: 4
Charisma: 3 Stealth: 2
Intelligence: 5 Unarmed Combat: 6
Willpower: 5
Essence: .2
Reaction: 5 (9)

Initiative: 9 + 3D6

Dice Pools
Combat: 8

Cyberware

Air Filtration: 5
Dermal Plating: 3
Skillsofts
Armed Combat: 3
Bike: 3
Electronics: 3
Rotor: 3
Winged: 3
(4) Specialized Etiquette softs at 3 points each
Skillwire: 3
Smartlink
Wired Reflexes: 2
Contacts
Choose (2) Contacts
Gear
(3) Spare Clips
Ares Predator (with smartlink, 50 rounds exploding ammo)
Amor Clothing (3/1)
Concealed Holster
DocWagon Contract (Gold)
High Lifestyle (2 months prepaid)
Lined Coat (4/2)
Pocket Secretary
Portable Phone (ear/boosted)
Tres Chic Clothing
Starting Cash: 11,474¥%
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ARCHETYPES

COMBAT MAGE

“No one argues that the samurai is lord of the physical street, but
ifyou view that as the sum of existence, you are not long for this world.

“l am not the average mage. Though I'm interested in all
matters arcane, my passion lies in the application of those mystical
theories. My lifestyle is expensive, for | cherish all the finer things.
One could not enjoy the life [ do by poring endlessly through myriad
dusty tomes.

“I never worry about money, for my services are most useful
to those who can pay me what | am worth.”

Commentary: The combat mage is from that elite group of
magicians dedicated to applying their magic martially. In afirefight,
his sudden appearance can tip the balance. The combat mage is a
lean, powerful fighting machine, and more than a match for most
samurai. It would be foolish, however, for a combat mage to take
on a samurai head-to-head. Guile and subterfuge will always be his
most powerful tools.

Attributes Skills
Body: 2 (3) Conjuring: 3
Quickness: 4 Etiquette (Corp): 2
Strength: 2 Firearms: 3
Charisma: 2 Magical Theory: 4
Intelligence: 5 Sorcery: 6
Willpower: 5 Unarmed Combat: 2
Essence: 5.8
Magic: 5 (7)
Reaction: 4
Initiative: 4 + 1D6
Dice Pools
Combat: 7 (9)
Magic: 6 (8)
Cyberware
Cybereyes with Thermographic and Low-Light
Contacts
Choose (2) Contacts
Gear
Armor Jacket (5/3)
DocWagon Contract (Gold)
HK227 SMG (w/laser sight and 50 rounds regular ammo)
Middle Lifestyle (1 month prepaid)
Power Focus (2)
Spell Lock (Armor/2 successes)
Spell Lock (Personal Combat Sense/4 successes)
Spells
Combat:
Manaball: 4
Mana Bolt: 4
Power Bolt: 3
Detection:
Clairvoyance: 3
Detect Enemies: 2
Personal Combat Sense: 5
Health:
Heal: 3
Increase Reaction (+2): 2
Manipulation:
Armor: 3
Confusion: 3
Starting Cash: 14,100¥
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ARCHETYPES

DECKER

“Technomancer, that's what | am. A wizard with technology,
not that fuzzy mumbo-jumbo razz. The mighty computer is at my
command, trembling to perform my least wish.

“You want some Ice cracked, I'm your girl. I've got programs
to slide past the best. You got a shadowrun? No sweat. |'ve done
‘em, and come away clean, too. Ain’t no corp tracer or groundhound
gonna pick up my trail. I hit 'em sharp and hard, then I'm away and
running, a ghost in the Grid. The only touch they'll ever make is my
street name, and I'll only let 'em have that if | feel like it.

“You'd better have plenty on your credstick, chummer. [ ain’t
cheap. I'm a big leaguer, not some junkyen runner. I'm slick and I'm
fast, the cutting edge. The Matrix is my home, and | wouldn't have
it any other way. You ain’t alive till you've jacked in and seen the
electron horizon in cyberspace. I'm going places.

“Maybe you've heard of Fastjack? Well, forget him! I'm the hot
new decker on the Grid, and I'm gonna put him in the history
banks.”

Commentary: The decker is a console cowgirl, a descendent
of the computer hacker of the latter part of the 20th century. She
jacks into the Matrix to manipulate the dataflows to her own ends
while seeking the big score or the trick that will snug her firmly into
the annals of the technomancers. She skirts the edges of legality,
overstepping them more than occasionally.

Attributes Skills
Body: 2 Bike: 4
Quickness: 4 Computer: 6
Strength: 3 Computer Theory: 6
Charisma: 1 Computer (B/R): 6
Intelligence: 6 Electronics: 6
Willpower: 4 Etiquette (Street): 5
Essence: 5.5 Firearms: 3
Reaction: 5 (7)* Physical Sciences: 4
Initiative: 5 (7)* + 1D6 (2D6)*
Dice Pools
Combat: 7
Hacking: 11 (13)*
Cyberware
Datajack
Headware Memory (30 Mp)
Contacts
Choose (2) Contacts
Gear
Fuchi Cyber-4 (with Response Increase 1)
Programs:
Bod: 5
Evasion: 4
Masking: 4
Sensors: 5
Attack: 6
Browse: 4
Deception: 4
Microtronics Workshop; Table-top Personal Computer (100 Mp)
Yamaha Rapier
Ruger Super Warhawk (with 10 regular rounds)
Middle Lifestyle
Starting Cash: 10,860¥%
*Applies in the Matrix only.
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ARCHETYPES

DETECTIVE

“They told me you were looking for me. Well, you found me.
So turn on the sob story. | got the time. But first, tickle my comp with
your credstick. | may have the time, but | haven’t got the interest
until | know you've got the nuyen. Time takes money, chummer.
Just flick the stick into the slot. The box will dump my rates and sheet
onto your stick.

“The sheet will give you the highlights of my illustrious career:
maidens rescued (extra charge for preserving original status), the
lost found, the necessary lost, but | don’t do erasures. No point in
going on. | see by your eyes you've already scanned the sheet.
Charlie at the precinct, or did Stevie the Snitch pass it on? Don’t
really matter. If somebody hadn’t given you my name, you wouldn’t
be looking for me.

“Now before we go any further, let me check the cred balance.
Whew! You got my interest, all right. What's the job?”
Commentary: The detective leads a hard life, balanced be-
tween the shadows of crime and the harsh glare of
corporate and city life. To keep his own code of honor
and justice intact, he makes constant compromises to
get through the day, or the night. He won’t touch
magic, though his cases often involve it, and he won't
augment his body, though sometimes his resolve
puts him at a disadvantage. He'll tell you that a man has to stand
on his own feet.

Attributes Skills
Body: 4 Biotech: 2
Quickness: 4 Car: 4
Strength: 3 Computer: 4
Charisma: 3 Etiquette (Corp): 3
Intelligence: 6 Etiquette (Street): 4
Willpower: 4 Firearms: 6
Essence: 6 Negotiation: 6
Reaction: 5 Stealth: 5
Initative: 5 + 1D6 Unarmed Combat: 6
Dice Pools
Combat: 7
Cyberware
None
Contacts
Choose (6) Contacts
Gear
Ares Predator (with 10 rounds)
Amor Vest (2/1)
Ford Americar (weather-beaten)
Low Lifestyle (1 month prepaid)
Micro-Recorder
Sony Pocket Secretary

Walther Palm pistol (with 10 rounds)
Starting Cash: 12,311¥
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ARCHETYPES

DWARF MERCENARY

“Oh, har-har, | get it. That was a joke, right? I've got news for
you, chummer. When | pull the trigger on my FN-HAR, | ain’t gonna
be the one knocked across the room.

“Ifit's been a hot spot, I've vacationed there. Got the tan and
the scars to prove it. Wanna see my passport? Which one?

“You've got my last six personal efficiency reports in front of ya,
with not a smudge of red ink on any of them. They're certified. If I'd
doctored them, you'd know about it. Keep questioning my integ-
rity, though, and they'll be covered in red.

“You know my rates. We got a deal or what?”

Commentary: The dwarf mercenary, though a rarity among
the corporate armies of the world, is nonetheless a stalwart profes-
sional. His size is an advantage in rough terrain where a normal-
sized merc would get bogged down or hung up. Too many short
jokes, however, and he'll hang you out to die.

Attributes Skills
Body: 6 Car: 4
Quickness: 3 Etiquette (Mercenary): 2
Strength: 5 Firearms: 6
Charisma: 2 Gunnery: 5 ‘
Intelligence: 3 Stealth: 4 A
Willpower: 4 Throwing: 4
Essence: 5.5 Unarmed Combat: 5 ‘
Reaction: 3 /
Initlative: 3 + 1D6 ’r
Dice Pools /4
Combat: 4
Cyberware
Smartlink
Gear

Amor Clothing (3/1)
(2) Defensive Hand Grenades
FN-HAR Assault Rifie (100 rounds
and laser sight)
Low Lifestyle
Contacts
Choose (2) Contacts
Starting Cash: 10,154¥
Notes: Natural thermographic vi-
sion, +2 Body for disease
resistance only
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ETYPES

ELVEN DECKER

“They say the Awakened have no touch for technology. Well,
short, squat, and ill-favored, don’t believe everything you hear on
the street. | am living proof that a metahuman, especially an elf, can
ride the Matrix and bend it to his will. ‘

“l am a technomancer, and there isn’t a drop of the Rain Dance
in the magic | do. My spells are programs, offering reliability no
spellworm can boast. My wand is my datajack, portal to the
glittering scenery of the Matrix. My conjurings are electrons slaved
to my will under the drivers of my elegant and sophisticated
software. You will find no better.

“So, tellme whatitis you wish me to do. Ifit piques my interest,
| will essay the task and complete it to my satisfaction, which shall
certainly exceed your requirements.

“There will, of course, be a fee.”

Commentary: The elven decker seems, at first, a contradiction
in terms. He is living proof that metahumans cannot be stereo-
typed, and he will be the first to tell you that not all elves live in the
woods. Magic has no attraction for him, and although he has the
superior attitude of his brethren in the wilderness, he has little use
for their customs and practices. He is happy living in the modern
technical world.

Attributes Skills
Body: 2 Bike: 3
Quickness: 5 Computer: 5
Strength: 2 Computer Theory: 5
Charisma: 5 Etiquette (Elven): 2
Intetligence: 5 Etiquette (Street): 2
Willpower: 4 Firearms: 3

Essence: 5.5
Reaction: 5 (7)*
Initiative: 5 (7)" + 1D6 (2D6)"
Dice Pools
Combat: 7
Hacking: 10 (12)*
Cyberware
Datajack
Headware Memory (30 Mp)
Contacts
Choose (2) Contacts
Gear
Fuchi Cyber-4 (with Response Increase 1)
Programs:
Bod: 5
Evasion: 4
Masking: 4
Sensors: 5
Attack: 6
Browse: 4
Deception: 4
Microtronics Workshop; Table-top Personal Computer (100 Mp)
Yamaha Rapier
Ruger Super Warhawk (with 10 regular rounds)
Middle Lifestyle
Starting Cash: 10,860¥
Notes: Natural low-light eyes.
*Applies only in the Matrix.
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ARCHETYPES

FORMER COMPANY MAN

“Let’s get one thing understood. I'm a freelancer. | don’t work
for them anymore. | don't care what you heard about the dust-up
over at Aztechnology last month. That wasn’t me. I'm a pro. Only
amateurs make that big a noise. Besides, nobody saw me.

“So you're looking for somebody who can do a job and keep
his mouth shut? You don’t have to look any further. | did a good job
for them, and I'll do the same for you. We'll get along just fine as
long as you remember one thing: | don’t talk about them. Ever. That
kind of talk is more trouble than a Beretta full-auto flechette gun

shoved in your belly.

“l did learn one thing when | was working the corp. You
don't play without a little quid pro quo, ya know. Ifl can’t do
it for you, | know somebody who can. So let’s talk price and
details. I'm sure we can come to a working arrangement.”

Commentary: The former company man has had
his eyes opened to the nature of the corporation he
served for so long. Disgusted by the corrup-
tion he uncovered, he quit. He is still haunted \\\
by his former employers and deeds, but is
trying to bury the past. Making a new life
is hard. He has little to offer except the
skills he used in the company'’s behalf. He
doesn’t like it, but he uses them. Some day,

he’ll retire completely.

Attributes Skills
Body: 4 Car: 6
Quickness: 4 (5) Computer: 3
Strength: 4 (5) Demolitions: 2
Charisma: 2 Etiquette (Corp): 4
Intelligence: 3 Firearms: 6
Willpower: 3 Stealth: 4
Essence: 1.3 Unarmed Combat: 6
Reaction: 4 (8)

Initative: 8 + 3D6

Dice Pools
Combat: 5

Cyberware
Datajack

Muscle Replacement (1)

Smartgun Link

Wired Reflexes (2)
Contacts

Choose (2) Contacts
Gear

Amor Clothing (3/0)

Armor Jacket (5/3)

Bug Scanner (4)

Earplug Phone with Booster

Eurocar Westwind 2000

Fichetti Pistol (with internal smartlink, 100 regular rounds)
HK227 SMG (with intemal smartlink, 100 regular rounds)

Jammer (4)

Low-Light Goggles

Medkit

Survival Kit

(2) Tranq Patch (5)

Trauma Patch

White Noise Generator (6)
Starting Cash: 17,780¥

£
4
4
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ARCHETYPES

FORMER WAGE MAGE

“You would do well to withdraw your questions as to why | left
my former employ. | will not satisfy your curiosity. Ask my old boss
if you want to know.

“But let us not sour a mutually profitable arrangement over
such trivia. While my refusal to speak of the past may seem
inconvenient and perhaps a trifle disconcerting, | assure you that |
bring no tail behind me. | am a free agent, and am quite capable of
keeping any threads from my past from tangling your schemes.

“We are all aware of the state of the world and the changes that
are the legacy of our grandfathers’ time. | assume that your
concerns touch on some of these changes, at least in part. You
need acompetent mage, well-versed in the fine points of magic.

“Tell me your problem. Once | know what it is, | can
begin to solve it.”

Commentary: The former wage mage has had her eyes
opened to the nature of the corporation she served for so
long. Disgusted by the corruption she uncovered, she quit.
A Sheisstill haunted by herformeremployersand the perversion
of the magic she performed for their benefit. She wants

to forget the past and make a new life. She has the skills

she used in the company's behalfand uses them, more

positively she hopes, to do good. Some day, the scales
will be balanced, and she will be able to rest.

Attributes Skills
Strength: 1 Conjuring: 6
Quickness: 3 Etiquette (Corp): 5
Body: 2 Firearms: 3
Charisma: | Magical Theory: 6
Intelligence: 6 Negotiation: 2
Willpower: 4 Psychology: 2
Essence: 6 Sorcery: 6
Magic: 6
Reaction: 4

Initiative: 4 + 1D6

\ Dice Pools
\ Combat: 6
Magic: 6
/ Cyberware
None
Contacts
Choose (2) Contacts
Gear
Armor Clothing (3/0)
Computer Media Hermetic Library
Conjuring: 3
Magical Theory: 3
Sorcery: 3
Data Display with 60 Mp of storage
b Ruger Super Warhawk (w/10 rounds of ammo)
Spells
Choose one orientation from the following:
Fighter: Healer: Prowler:
Fireball: 5 Antidote M Toxin: 2 Analyze Device: 5
Heal: 3 Cure M Disease: 4 Chaotic World: 5
Mana Bolt: 6 Detox M Toxin: 3 Clairvoyance: 4
Powerball: 6 Heal : 6 Entertainment: 3
Sleep: 5 . Hibemate: 4 Mask: 3
Treat: 6 Sleep: 5

Starting Cash: 11,100
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ARCHETYPES

GANG MEMBER

“You don't look so tough to me, but that's okay. Whadd'ya
expect from some liner who ain’t run with my gang? You looking
for tough? You got it right here.

“There's only one real power in this part of the 'plex. We know
the streets, and the people know us. This is our turf. Gang turfl And
we protect it. You want a piece of us, you know where to find us.
That is, if you're stupid enough to try.

“Anything you need on the street, you come to me. Just
remember, you burn me, the gang burns you. Simple law of the
'plex, chummer. We take care of our own.”

Commentary: The gang member may be young, but he is old
in the ways of life in the metroplex. He is a survivor, a predator of
the concrete jungle. He is tough, smart, and confident.

Attributes Skills
Body: 5 Amed Combat: 4
Quickness: 6 Bike: 3
Strength: 5 Etiquette (Street): 4 \
Charisma: 6 Firearms: 4

Intelligence: 4 Projectile Weapons: 3
Willpower: 4 Stealth: 3
Essence: 5.7 Unarmed Combat: 3
Reaction: 5
Initlative: 5 + 1D6
Dice Pools
Combat: 7
Cyberware
Hand Razors
Cybereyes with Low-Light
Contacts
Choose (4) Contacts
Gear
Knife
Simsense Player and Halfa Dozen Sense
Chips
Squatter Lifestyle
Streetline Special Pistol (with 10 regular rounds)
Synth-leathers (0/1)
Yamaha Rapier
Starting Cash: [ 1,647¥
Notes: The gang member can call on 2D6 other members
for help.
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ARCHETYPES

MERCENARY

“We're all businessmen, right? We both work for aliving, don't
we? | got bills to pay, just like you. Only difference is, you work with
a cyberdeck. | work with an Uzi IIl.

“Look, my record'’s good. Three years
in the corp’s first-run circuit and a clean two
with the Aztlan Third Legion. No demo-
tions or discipline problems logged in my
jacket. Huh? Don't give me that stuff about
doctored records. I'm telling you my record's
clean.candoyourjob quiet, orlcandoitloud. Either
way, I'll get results, and that's what you want, isn't it?

“Thought so. Now, let’s talk price.”

Commentary: The merc is a tough veteran who has seen
combat in every comner of the world. He'll work for the corp, the
policlubs, a petty dictator, or a noble revolution, as long as he gets
paid. The contractis all that matters. Receiving paymenton ajob has
never been a problem for him. No employer would dare to renege
on a merc contract.

2 \

' %&2,3 Attributes Skills
%};, Body: 5 Armed Combat: 6
&}: Quickness: 4 Car: 4
\ | ’/4;’:‘ Strength: 5 Demolitions: 3
y / S Charisma: 3 Firearms: 6
dl K Intelligence: 4 Gunnery: 4
P Willpower: 3 Military Theory: 2
: Essence: 3.4 Rotor: 3
Reaction: 4 (6) Stealth: 3
Initative: 6 + 2D6 Throwing: 3
Dice Pools Unarmed Combat: 6
Combat: 5
Cyberware
Cybereyes with Low-Light
Radio Receiver
Wired Reflexes: 1
Contacts
Choose (2) Contacts
Gear

Ares Predator (with extemnal smartlink, 20 rounds regular ammo)
Amor Jacket (5/3)
Ingram Valiant LMG (with external smartlink, 100 rounds regular
ammo)
Knife
Smart Goggles
Throwing Knife
Starting Cash: 12,750¥%




ARCHETYPES

RIGGER

“We were screaming down the dunes when Oldfield’s t-bird
lifted skirts. Fool thought we had cleared the sight line for their
AVM:s. Paid for his stupidity. Cost the company two mil on that bird.
Oldfield never could slide her down the path the way arigger's got
to. We pulled it out, though. | canceled the rocket team with a
twitch of the old trigger muscle and roared my turtle past their sec
teams and scrambled the reins before they could hit the main force.
Got a nice bonus for that scrap. Good ratings on the first-run circuit,
too. Old EBM2 appreciates quality workmanship. Just wanted you
to understand what kind of quality you're talking to here.

“Most people don’t understand us riggers. Never will, [ sup-
pose. You just have to feel it, the adrenalin rush when you rev the old
turbines, the air howling over your hull. Ain’t nothing like it.”

Commentary: The rigger is a specialized breed of console
cowgirl. She trades all normal sensations for the input of a cyber-
netic link-up, typically to a vehicle or a security system. Jacked into
her vehicle, the revving of the engine becomes her heartbeat, and
the flow of fuel the adrenalin rush. Here she is one with her machine;
yet at the end of a run she can separate her perceptions from the
machine and walk away without giving it another thought.

Attributes Skills
Body: 5 Bike: 4
Quickness: 6 Car: 5
Strength: 4 Computer: 3
Charisma: 4 Electronics: 3
Intelligence: 6 Etiquette (Corp): 1
Willpower: 5 Firearms: 2
Essence: 1.35 Gunnery: 4
Reaction: 6 (10)* Ground Vehicles (B/R): 2
Initiative: 6 (10)* + 1D6 (3D6)*
Dice Pools
Combat: 8
Control: 6 (10)*
Cyberware
Cybereyes with Low-Light, Flare Protection, and Thermographic Imag-
ing
Datajack
Radio
Smartlink
Vehicle Control Rig: 2
Contacts
Choose (2) Contacts
Gear
(2) Surveillance Drones (rigged, with remote gear)
Ares Predator (with external smartlink, 20 rounds regular ammo)
Armor Jacket (5/3)
DocWagon Contract (Platinum)
Eurocar Westwind 2000 (rigged, with concealed LMG, 1,000 rounds
of belted ammo, and a two-shot Missile Launcher (2 AVMs))
Hunter-Spotter Drone (with 2 LMGs and 1,000 rounds of regular
belted ammo; remote gear, rigged)
Middle Lifestyle
Patrol Vehicle (with 2 LMGs and 1,000 rounds of regular belt-fed
ammo; remote gear)
Remote Control Deck (with three slave ports)
Starting Cash: 10,315¥%
*Applies only when rigged.
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477
9

SHAMAN

“I am the one you seek. Step closer. Do not be afraid. My
medicine is strong, but you will not be harmed if you have no
evil intentions toward me.

“l knew you were coming. My totem whispered it to me. It is
always need that brings them to me. Speak of your desire, that

| may gauge your intent.

“If your desire is in accord with the land and the spirits, | can
help you. Those who aid and guide me can then be called to

come to your aid. There will be a price, but it shall be a just
price suited to what is done and what you can pay.”

Commentary: The shaman treads the

path of the spirits. Festooned with fetishes and

the implements of his trade, he walks the land,

in tune with its spirit and seeking to preserve

its harmony. More than the ordinary mage, he

abhors the encroachment of technology, es-
pecially that which invades the body.

Wy

[/

Attributes
Body: 3
Quickness: 3
Strength: 3
Charisma: 5

Skills
Armed Combat: 3
Conjuring: 6
Etiquette (Tribal): 4
Magical Theory: 3
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Sorcery: 5
Stealth: 3

Intelligence: 4
Willpower: 6
Essence: 6
Magic: 6
Reaction: 3

Initlative: 3 + 1D6
Dice Pools

Combat: 6
Magic: 5

Cyberware

None

Contacts

Choose (2) Contacts

Gear
Knife
Leather Clothing (0/2)
Medicine Lodge Materials: 2
Street Lifestyle

Spelis
Choose one of the following orientations:
Fighter: Decelver:
Mana Bolt: 4 Chaos: 4
Powerball: 6 Confusion: 5
Sleep: 5 Entertainment: 3
Healer: Mask: 3
Heal 6 Detector:
Hibemate: 4 Analyze Device: 4
Treat: 5 Clairvoyance: 3

Detect Enemies: 3
Detect Magic: 5
Starting Cash: 10,315¥
Note: A shaman must select a wildemness totem. See the
Magic chapter for details.
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STREET MAGE

“The streets are where the life is. Life, ya know. The very stuff
of magic.

“Those wage mages caught in the corporate rat race just don't
understand. You got the power, you take it out and use it. For
yourself. For the people. Slotting the clock to turn nuyen for the corp
is like selling your body, chummer. You prostitute the magic.

“I tried their way for a while, you know. But my eyes got
opened when | saw the suits and the clock like a tombstone for the
future. They didn’t have anything to teach me, so | flew. Got out
where the life is. They shook their wise old heads and invoked the
mighty bottom line. What fossil brains!

“Look around you. It's life, you know. We're all a part of it, and
it's the real power. I'm going to ride that power, chummer. All the
way to the heavens.”

Commentary: The street mage has left the path of rigorous
magical study, seeking his own path of enlightenment and perfec-
tion at street level. He has all the heart, energy, and
stubbornness of youth. He knows his way will change the
world for the better, even if he must engage in activities
that seem to contradict his goals. He is sure that everything
will all work out in the end.

Attributes Skills
Body: 3 Bike: 2
Quickness: 3 Conjuring: 6
Strength: 2 Etiquette (Street): 4
Charisma: 3 Firearms: 2
Intelligence: 4 Magical Theory: 5 ‘ \\
Willpower: 5 Sorcery: 6 \
Essence: 6 Stealth: 3 AR\
Magic: 6 Unarmed Combat: 2 i
Reaction: 3
Initiative: 3 + 1D6
Dice Pools
Combat: 6
Magic: 6
Cyberware
None
Contacts
Choose (2) Contacts
Gear
Amor Clothing (3/0)

Ritual Sorcery Materials (4 Points for Detect or lllusion Spells)
Streetline Special Pistol (with 10 rounds regular ammo)

Spells
Choose one orientation from the following:
Fighter: Decelver:
Mana Bolt: 4 Chaos: 4
Powerball: 6 Confusion: 5
Sleep: 5 Entertainment: 3
Healer: Mask: 3
Heal 6 Detector:
Hibemate: 4 Analyze Device: 4
Treat: 5 Clairvoyance: 3
Detect Enemies: 3
Detect Magic: 5

Starting Cash: 10,300¥
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STREET SAMURAI

“The streets may look like a mess to you, chummer. Just shows
that you ain't got eyes. Maybe you should take a trip to Chiba. | hear
they got a pair for everybody, so they must have a set for you. Let
you see it up close, real time. Like | do. I see the streets as the land
of opportunity for a charger. Possibilities everywhere for a guy with
an edge.

“What's my edge, you ask. Slot me if I'll spill to you just for the
asking! Oh, I've got my edge all right. I'm still blowing air past my
teeth, ain't I? That's all the credentials a guy in my business needs.

“I've done shadowruns since...well, never mind since when.
I may be a street samurai, but I've got enough experience to handle
your work. What is it? Muscle down? Lift? Or just a straight-out
raid? Hum, your turn to keep it close. That's okay. | can respect that.
But you keep something from me that | need to know, and you'll
find out just how sharp my edge is. Didn’t think you'd like that.”

Commentary: The street samurai can be male or female, but
sex has nothing to do with how tough a street samurai is. Born to
the metroplex, he's as tough as its alloy steel bones and as
dangerous as ground glass. His augmentations are more than just
tools to him; they are his style, his badge of commitment to the hi-
tech life of the city. He's chromed and proud of it. Bodyguard or
strongarm man, hired muscle or street soldier, he's a lion of the
plex, a hunter in the shadows.

Attributes Skills

Body: 6 (8) Armed Combat: 3
Quickness: 4 (5) Bike: 2
Strength: 6 (7) Etiquette (Street): 4
Charisma: 2 Firearms: 5
Intelligence: 5 Stealth: 4
Willpower: 5 Unarmed Combat: 6
Essence: .1
Reaction: 5 (9)

Initiative: 9 + 3D6

Dice Pools
Combat: 7

Cyberware

Cybereyes with Low-Light

Dermal Plating: 2

Muscle Replacement: |

Retractable Hand Razors

Smartlink

Wired Reflexes: 2
Contacts

Choose (2) Contacts

Data Display (100 Mp of memory)
Armor Jacket (5/3)
Ares Predator (with external smartlink, 50 rounds of regular ammo)
DocWagon Contract (Platinum)
Harley Scorpion
Stun Baton
Uzi Il (with external smartlink, sound suppressor, 100 rounds of
regular ammo)
Wrist Phone with flip-up screen
Starting Cash: 17,270¥
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STREET SHAMAN

“Others will tell you that only on the land may you find the
spirits who guide and nurture. They are sadly wrong. They cling too
fervently to the old ways, the old tales. The future calls to all of us,
and we must walk new paths to reach it.

“I have found the spirits of the city, and they have power. They
lend their power to me, that | can work to see the new paths, that
| can walk strong and proud to meet the future.

“Talk to me of your problems. If there is a harmony with my
path, | can help you. Those who aid and guide me can be called to
your aid. There will be a price, but it shall be a just price suited to
what is done as well as your ability to pay.”

Commentary: The street shaman walks the path of the
spirits. Festooned with fetishes and the implements of his
trade, he haunts the metroplex, in tune with its spirit and seeking
to preserve its harmony. Unlike the ordinary shaman, he does not
abhor the encroachment of technology, although he finds no
personal solace in the fruits of the manufactured world. Like all
magicians, he avoids all technology which invades the body.

Attributes Skills
Body: 4 Conjuring: 5
Quickness: 3 Etiquette (Street): 3
Strength: 2 Firearms: 3
Charisma: 5 Magical Theory: 5
Intelligence: 4 Sorcery: 5
Willpower: 6 Stealth: 3
Essence: 6
Magic: 6
Reaction: 3
Initlative: 3 + 1D6
Dice Pools
Combat: 6
Magic: 5
Cyberware
None
Contacts
Choose (2) Contacts
Gear
Medicine Lodge Materials (1)
Medkit
Ruger Super Warhawk (with 10 rounds regular ammo)
Spelis
Choose one orientation from the following:

Fighter: Decelver:
Mana Bolt: 4 Chaos: 4
Powerball: 6 Confusion: 5
Sleep: 5 Entertainment: 3
Healer: Mask: 3
Heal 6 Detector:
Hibemate: 4 Analyze Device: 4
Treat: 5 Clairvoyance: 3
Detect Enemies: 3
Detect Magic: 5

Starting Cash: 11,305¥
Note: A street shaman must select an urban totem. See the Magic chapter
for details.
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TRIBESMAN

“The land is the life of the world. For too many years, we have
forsaken our proper role, abandoned our task as guardians. This
is our shame. We must now take up the mantle again. The
shamans understand this. They are wise men.
“Years ago, the Great Ghost Dance promised our fathers
salvation. It was so, but not as our fathers foresaw it. The Great
Spirit has a deeper plan. He has given us much to aid us in our work.
We must provide the rest. We will only see the land prosper if we
work to aid it. The old ways are forever gone, but that is not bad.
There are new ways now, but that too is not bad. We walk a path
between the old and the new; a path of our own choosing, one
that will lead us to greatness and the fulfillment of our dreams as
long as we do not neglect or forsake the land.
“I walk now in the shadows of the towers of steel and glass
rather than the shadow of the trees. It is a stalker's path,
sometimes a warrior's path. Always | strive to make it a path
of honor and wisdom.”
Commentary: The tribesman is a member of one of
the local tribes, possibly metahuman, scattered through-
out the wilderness. He believes in the sanctity of the land
and of the body.

Attributes Skills
Body: 5 Amed Combat: 5
Quickness: 5 Biology: 3
Strength: 5 Biotech: 3
Charisma: 5 Etiquette (Tribal): 4
Intelligence: 5 Projectile Weapons: 6
Willpower: 5 Stealth: 6
Essence: 6 Speclal Skilis:
Reaction: 5 Horseback Riding: 3
Inidative: 5 + 1D6
Dice Pools
Combat: 7
Cyberware
None
Contacts
Choose (2) Contacts

3 Antidote (4) Patches
Binoculars
Bow and 20 Arrows
Knife
Low-Light Goggles
Medkit
Real Leathers
Street Lifestyle
Survival Kit
Tranq Patch (5)
Trauma Patch
Starting Cash: 12,495¥%
Notes: The tribesman may call on 2D6 members of his
tribe for help.
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CHAPTER SEVEN

If you did it and lived, then you probably did it right.
—JKW, Freelancer

hen trying to accomplish something more refined than hefting a load, spotting an
ambush, or running for cover, a character will normally use a skill. Shadowrun skills
are groups of closely related techniques and knowledge, not narrow, limiting areas
of function. The game takes this approach in an attempt to keep down the number
of statistics. If a character uses Concentrations and Specializations, he or she has
increased capability in that specialized area, but at the cost of reduced ability in the
rest of the functions covered by the general skill.

SKILL RATINGS

Skill ratings begin at a level of 1. There is no maximum rating, but players will
find it increasingly difficult to raise their character’s skill ratings as the character
improves in a particular skill. Beginning characters may not start with any skill at
arating higher than 6. Characters with no rating in a skill are considered untrained,
but they may still attempt to perform a function covered by a skill in one of two
ways: by using a related skill or by defaulting to an attribute. To do so, they must
use the Skill Web, on p. 69.

SUCCESS TESTS

The rules make frequent reference to Success Tests. To make a Success Test for
a skill, use the numerical rating of the skill named for the test as the number of six-
sided dice to roll. Each individual die result that equals or exceeds the specified
target number is a success. Usually one success is enough to indicate that the
character has passed the test.
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SKILLS

There are two kinds of tests. In a success test, the character is
attempting to accomplish something without any interference. Roll
the dice as described above; any successes generated directly
determine the effect of the skill's use. Often, when one character is
attempting to attack another character (or object), the target also
makes a standard test and uses his or her successes to offset those the
attacker rolled. Exactly how those successes are offset varies with the
type of attack.

In an opposed test, two characters use the same skill, or an
opposing skill, against one another, with only one of them able to
actually succeed in the effort. Usually, the character generating the
greater number of successes achieves his goal. Negotiation is a
typical situation for this type of test.

Using the Skill Success Table as a guide, the gamemaster determines
the target number necessary for success. The rules usually specify a
target number for specific skill uses. Circumstances and conditions
(bad weather, stress, and so on) can change the target number.

Tests for Attributes are handled in the exact same manner as for
skills, where the number of dice rolled is based on the Attribute
Rating.

SKILL SUCCESS TABLE
Difficulty Target Number
Simple 2
Routine 3
Average 4
Challenging 5
Difficult 6-7
Strenuous 8
Extreme 9
Nearly Impossible 10+

TAKING THE TIME

Characters sometimes use skills and Attributes for activities that
do not have immediate results, such as fixing a car, building some-
thing, and so on. The gamemaster determines how long such a task
should take. This number is known as the base time. The total
successes rolled in the Skill Test (each die that equals or exceeds the
target number) are divided into the base time, with fractions rounded
to the nearest whole time unit (2.66 hours counts as 3 hours). Thus,
If a job typically takes 10 hours (the base time), and the character rolls
3 successes (10 + 3 = 3.3), the task would take three hours.

Fastjack slipped the chip-puller back into its slot in his
microtronics tool kit, gave it a pat, and smiled. He had just
finished repairing the telecom for Sally Tsung in record time.

Fastjack, the legendary decker, has just finished a task
using his Electronics (B/R) Skill, which has a Rating of 7. The
gamemaster had assigned a base time of 10 hours for the
job, based on his assessment of the modifications Fastjack
wanted to include and a Target Number of 4. The decker
rolled successes with 4 of his 7 dice (10 + 4 = 2.5, which
rounds to 3). He finishes the job in three hours.

THE SKILL WEB

Almost every skill is related to one or more other skills by a
network of relationships called the Skill Web. Using the web allows
characters with one skill to better perform functions properly
belonging to another skill. They will, of course, not be as likely to
succeed at their task as someone who has the proper skill.

There are two ways to use the Skill Web: by using a related skill
or defaulting to an Attribute.

When using a related skill, trace a path from the desired skill to
one in which the character has a rating. It is not necessary to trace
the shortest path. Count the number of circles passed, with each
circle increasing the target number by +2.

When defaulting to an Attribute, go to the desired Attribute’s
position on the web and trace a path from it to the listing for the
desired skill. Again, each circle passed in tracing the path adds an
additional +2 to the target number. (No one ever said it would be
easy.)

It is only possible to trace a path in the direction of the arrows.
If a player encounters an arrow pointing in a direction opposite to the
path he or she is tracing when moving from skill to skill, or Attribute
to skill, that path is blocked. He must find another way. Some skills
simply do not connect to other skills or to some Attributes.
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Unarmed Combat
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Military Theory
Psychology
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Conjuring
Sorcery
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SKILLS

CONCENTRATIONS AND
SPECIALIZATIONS

Players have the option of giving their character a Concentra-
tion in a particular form of a skill, i.e., the character has spent most
of his or her study and practice time on mastering that form of the
skill. By narrowing his focus this way, the character obviously
cannot give as much attention to related forms. For example, two
characters who have the same ratings in Stealth will have different
effective ratings if one of them Concentrates in Stealth (Urban). The
urban fellow will be better than the other guy on the city streets, but
worse in the wilderness.

Characters who have Concentrated in a skill have that skill at
one point higher than the general skill that normally governs it. At
the same time, the rating of the general skill is reduced by 1. For
example, a character with a Firearms (the general skill) Rating of 5,
who has Concentrated in SMG (one of the possible Concentrations)
ends up with an SMG Rating of 6 (5 + 1) and a Firearms Rating of 4
(5 = 1). Thus, any time the character uses an SMG, the player rolls
6 dice. If the character uses another type of firearm (rifle, pistol, and
so on), he would only roll four dice.

Specialization takes the process one step further, narrowing
the character's skill to a particular item or activity. Use of a
Specialized skill adds +2 to the original general skill rating (which,
in turn, is reduced by 2 points). At the same time, the character
gains a Concentration governing the Specialization at a rating equal
to the original general skill rating. If the character in the above
example Specialized in Uzi lll (a type of SMG), he would have ended
up with a Uzi Il Rating of 7, an SMG Rating of 5 (the Concentration
equal to the original rating), and Firearms Skill Rating of 3.

A Specialization is usually listed in parentheses after the skill
name. All these numerical gymnastics are relevant only during
character creation, when players are determining their characters’
starting skills (see p. 45). Once the game has begun, skill advance-
ment is handled according to the Karma rules on p. 190. Starting
characters are allowed only one Concentration and one Specializa-
tion per skill. When referring to the Skill Web, use only the general
skill rating, never a Concentration or Specialization rating.

SKILL CATEGORIES

Shadowrun groups skills into five broad categories: Active,
Bulld and Repair, Knowledge, Languages, and Special Skills. All
have ratings that improve as the character becomes more experi-
enced. The description of each skill includes a list of suggested
Concentrations. Players can create others subject to gamemaster
approval. Possible Specializations appear in parentheses after the
Concentration name. Other Speclalizations can also be created with
the gamemaster’s approval.

ACTIVE SKILLS

Active Skills usually apply toward achieving a specific, short-
term result such as hitting a target with a weapon, performing a
difficult maneuver in a vehicle, climbing a wall, casting a spell, and
so forth. These skills also involve some form of active, physical
activity.

An Active Skill includes maintenance of equipment commonly
needed to use the skill and includes the user’s understanding of the
skill's application. An Active Skill does not include the ability to
design new equipment. To simplify the use of the Skill Web, active
skills are arranged into groups, which makes it easier to see which
skills are related.

Combat Skills

Most Combat Skills have the designation “SW” in parenthesis.
This means that the character can choose to Specialize in any
specific weapon (SW) from the Concentration group.

Armed Combat

Armed Combat Skill governs the use of hand-held melee
weapons.

Concentrations: Edged Weapons (SW), Pole Arms/Staff (SW),
Whips/Flails (SW), Clubs (SW)

Unarmed Combat

Unarmed Combat Skill governs the use of martial arts tech-
niques and implant weapons. A Concentration for Martial Arts Style
(with a Specialization for specific techniques) is listed below. This
Concentration (e.g., tae kwon do) and Specialization (hand strikes)
is only appropriate for use in the game when both the player and
gamemaster understand the specifics of the desired style, including
its forms and limitations.

Concentrations: Subduing Combat, Cyber-Implant Weaponry
(SW), Martial Arts Style (Specific Technique)

Demolition

Demolition Skill governs the preparation, measuring, and
setting of chemical explosives.

Concentrations: Commercial Explosives, Plastic Explosives

Firearms

Firearms Skill governs the use of all types of firearms, from
pistols to grenade launchers.

Concentrations: Pistols (SW), Rifles (SW), Submachine Guns
(SW). Light Machine Guns (SW), Grenade Launchers (SW), Tasers
(SW)

Gunnery
Gunnery Skill governs the use of heavy weapons, whether on
tripods, vehicle mounts, pinties, or In fixed emplacements.
Concentrations: Machine Guns (SW), Missile/Rocket Launch-
ers (SW), Assault Cannon (SW), Vehicle-Mounted Cannon (SW)

Projectile Weapons

Projectile Weapons govern the use of muscle-powered projec-
tile weapons.

Concentrations: Bows (SW), Crossbows (SW)

Throwing Weapons

Throwing weapons govern the use of weapons thrown by the
user.

Concentrations: Shafted (SW), Non-Aerodynamic (Grenades,
Knives), Aerodynamic (Shuriken, Airfoil Grenades)
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Physical Skills

Physical Skills require agility and general body control, strength,
and stamina. A character’s load has a large effect on his Physical
Skills. See Behind the Scenes, p. 185, for more details.

Athletics

Athletics Skill governs exceptional training in a particular
aspect of physical endeavor. Specialization involves increasing
one’s Concentration, rather than working in a specific form. Thus, a
character Specializing in Climbing applies +2 to his Athletics Rating
when climbing and -2 when using a different Athletics Concentra-
tion.

Concentrations: Running, Climbing, Lifting, Jumping, Swim-
ming

Stealth
Stealth Skill governs sneaking around, moving quietly, track-
ing (and covering one's tracks), secretly trailing another character,
or giving a tail the shake. Each aspect of the skill may become a
Specialization for any environmental Concentration.
Concentrations: Urban (by aspect), Wildemess (by aspect),
Farmland (by aspect)
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Technical Skills
Technical Skills deal with all types of machines, including
electronics and those implanted into the body.

Blotech

Biotech Skill governs basic medicine, first aid, and implant
operations. A character with this skill understands basic medicine
inahands-on sense, as a paramedic rather than a physician. Though
familiar with the techniques and materials of cyberware, a character
with this skill would still need a computer expert to collaborate on
the interface systems.

Concentrations: Transimplant Surgery (Headware, Bodyware,
Organic Replacements), Organ Culture (by organ or limb), Replace-
ment Construction (by organ or limb), Extended Care, First Aid

Computer

Computer Skill governs the use and understanding of com-
puter technology and programming. This skill is absolutely essen-
tial to anyone who wishes to jack into cyberspace and run the
Matrix.

Concentrations: Hardware (Mainframes, Micros, Interface Tech,
Implant Tech), Software (Decking, Matrix Programming, Non-
Matrix Programming, Interface Programming, Implant Program-
ming)

Electronics

Electronics Skill governs the use and understanding of elec-
tronic devices, which, in the 2050s, is most everything in common
use in a city. Specialization involves increasing the depth of
Concentration, as in Athletics. Thus, Specializing in Maglocks
applies a +2 to that Concentration but a -2 to all other Electronics
Concentrations.

Concentrations: Control Systems, Electronic Warfare, Maglocks,
Linking between Devices, Diagnostics

Magical Skills

Anyone may study Magical Skills for the inherent knowledge,
but only a magician can use these skills to manipulate magical
energy. See the Magic chapter, p. 116, for full details.

Conjuring

Conijuring Skill govems the calling and banishing of spirit pow-
ers. Only mages can call elementals, and only shamans can call nature
spirits.

Concentrations: Elemental (Type), Nature Spirit (Type)

Sorcery

Sorcery Skill governs the control of magical energy in the form
of spells.

Concentrations: Spellcasting (by Spell Category), Ritual Sor-
cery (by Spell Category)
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Soclal Skills

Social Skills concern the interaction of the player characters and
non-player characters. For interaction among player characters, the
players should rely on their real social skills, though they can
request, or the gamemaster insist, that the actual interaction be

Etiquette

Etiquette is a special kind of skill that requires a Concentration.
Each Concentration represents a particular subculture. Etiquette Skill
allows a character to function within the subculture without appearing
out of place. It also allows the character to recognize prominent
figures within the subculture and to have a general idea of their
strengths, weaknesses, likes, and dislikes. Attempting to manipulate
someone within a subculture by using Etiquette Skill uses the
subject’s Charisma Rating as a target number.

Specializations of Etiquette differ with the subcultures. A Con-
centration of Etiquette (Street) would have Specializations in each
gang, criminal elements. and so on. Particular tribes, specific tribal
interests, or inter-tribal politics would be appropriate Specializations
for Etiquette (Tribal). Particular corporations, corporate hirelings, and
inter-corporate relations apply to Etiquette (Corporate).

Concentrations: Corporate, Matrix, Media, Street, Tribal

Interrogation

Interrogation Skill governs the extraction of information from
an unwilling subject. It uses the subject’s Willpower Rating as a
target number. It is usually ineffective when applied against more
than a single subject at a time.

Concentrations: Verbal, Machine-Aided (Lie Detectors, Voice-
Stress Analysis)

Leadership

Leadership Skill governs a character’s ability to get others to do
his bidding through the exercise of example and authority. It Includes
an aspect of problem-solving, but is not intended to substitute for
clear thinking and good planning on the part of the players. Leader-
ship skill uses the subject’s Intelligence Rating as a target number.

Concentrations: Political, Military, Commercial (Specializations
for each Concentration include Strategy (general plans), Tactics
(topical plans), and Morale)

Negotlation

Negotiation Skill governs any interactions in which each side
seeks to come out ahead, either through careful and deliberate
bartering or through fast talk. It uses the adversary's Willpower
Rating as a target number.

Concentrations: Bargain, Bribe, Fast Talk

Vehicle Skills

The type of vehicle in use and the driver's familiarity with it
affect the chance of success when a character attempts a difficult
maneuver or takes the vehicle through difficult terrain and condi-
tions. Ordinary operation of the vehicle requires no die roll. In fact,
many 2 1st-century vehicles can operate almost on their own.

Most Vehicle Skills have a Concentration of Remote Operation.
This refers to vehicles whose operator is not present during the
vehicle's operation. The vehicle responds to transmitted orders.
Specialization in a Remote Operation Concentration specifies a
Concentration category, not a specific vehicle (SV).

Bike

Bike Skill governs the use of all motorcycles, motortrikes, and
bikes with sidecars.

Concentration: Two-wheeler (SV), Three-wheeler (SV), Racing
(SV)

Car
Car Skill refers to a motor vehicle with four or more wheels.
Concentrations: Passenger Vehicle (SV), Truck (SV), Racing
(SV), Remote Operation (Category)

Hovercraft

Hovercraft Skill governs all hover vehicles, regardless of their
purpose.

Concentrations: Passenger Craft (SV), Transport Craft (SV),
Racing (SV), Remote Operation (Category)

Motorboat
Motorboat Skill refers to any motorized watercraft.
Concentrations: Pleasure Craft (SV), Transport (SV), Racing
(SV), Remote Operation (Category)

Rotor Craft
Rotor Craft Skill refers to fixed- and tilt-rotor aircraft.
Concentrations: Tilt-Rotor (SV), Fixed-Rotor (SV), Remote Op-
eration (Category)

Sailboat
Sailboat Skill governs the control of sail-powered watercraft.
Concentrations: Pleasure Craft (SV), Transport (SV), Racing (SV)

Vectored Thrust

Vectored Thrust Skill encompasses aircraft relying on vectored
thrust for lift and propulsion. This includes low-altitude vehicles
(known colloquially as thunderbirds), military craft that use this
motive power but do not normally operate at altitude because of
their heavy loads or armor and armament.

Concentrations: Vertical Take-Off and Landing (SV), LAV Craft
(SV), Remote Operation (Category)

Winged Plane
Winged Plane Skill governs the control of fixed- or swing-wing
aircraft (jet, prop, or turbo prop) and unpowered aircraft.
Concentrations: Gliders (SV). Jets (SV), Propellers (SV), Racing
(SV), Remote Operation (Category)
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BUILD AND REPAIR SKILLS

There is a corresponding Build/Repair (B/R) Skill for many of the
Active Skills. The B/R counterpart implies the character’s access to
the tools and/or equipment commonly used in that skill area. Thus,
Armed Combat (B/R) allows a character to make or repair swords
and other melee weapons. Ground Vehicles (B/R) allows him to
repair a car, a bike, or a hovercraft equally well.

The character still needs time, tools, and materials to build
something from scratch. Even a character with superb levels of skill
can do little without the proper equipment. If the character is trying
to build something new, he or she also needs theoretical knowl-
edge to design the item, unless someone else provides a detailed
blueprint for its construction. See Behind the Scenes for details on
how to use Build and Repair Skills.

Concentrations for Build/Repair Skills refer to types of equipment
when they relate to named skills, and to the category of equipment
when they apply to groups of skills. Thus, a Concentration in Armed
Combat (B/R) works for Edged Weapons but not for other melee
weapons, and a Concentration in Ground Vehicles (B/R) might be
Bikes, but not include Car and Hovercraft.

If a Build/Repair Skill is available, it will be to the general skill,
and separated by only one circle on the Skill Web.

KNOWLEDGE SKILLS

Knowledge Skills give a character access to specific informa-
tion. This is especially useful when the character is an expert in a
field in which the player is ignorant.

Many Knowledge Skills also provide the character with the
theoretical basis of actions related to the field of study and the basis
for new designs in an area.

Biology
Biology Skill covers the general life sciences. Specializations

include all the specific branches of each discipline, which are too
numerous to list here.

Concentrations: Zoology, Botany, Medicine, Parazoology,
Parabotany

Computer Theory

Computer Theory Skill governs computer design and architec-
ture.

Concentrations: Hardware (Mainframes, Micros, Interface Tech,
Implant Tech), Software (Decking, Matrix Programming, Non-
Matrix Programming, Interface Programming, Implant Program-
ming), Matrix Theory

Cybertechnology

Cybertechnology Skill covers the design of implant and cyber-
netic control technology. Specializations are available for specific
devices (SD).

Concentrations: Headware (SD), Bodyware (SD)

Magical Theory
Magical Theory includes a general understanding of the func-
tions and functioning of magic. It is vital in the design of new spells.
Concentrations: Design (Shamanic, Hermetic), History (by
Continent)

Military Theory
Military Theory covers theoretical studies of men in combat

and military organizations.
Concentrations: Military History (by continent or period),
Tactics (Air, Land, Sea)

Physical Sciences

This skill includes engineering as well as the physical sciences.
Specializations are the various branches of each discipline, which
are too numerous to list here.

Concentrations: Engineering, Physics, Chemistry, Geology

Psychology

Psychology includes the behavioral science in its analytical and
predictive forms. Specializations are for specific types of behavior
and personality types.

Concentrations: Individual Behavior, Group Behavior, Deviant
Behavior

Sociology

Sociology covers historical and observational sciences con-
ceming humans and human interactions. Specializations are by
continent or culture.

Concentrations: History, Anthropology, Archaeology
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LANGUAGE SKILLS

Language skills are an exception to the basic skills rule because
each specific language is a Specialization of a family of languages.
Thus, a character will have some facility with languages related to
his specific language, but will not be fluent in additional languages
within that family unless he or she also acquires Specializations in
those languages. Different language families are not considered to
be related.

When language Specializations are taken as part of character
generation, the Specialization Ratings automatically increase by +2.
The language family, as the equivalent of the general skill, would
have a skill rating of 4 less than the Language Rating itself. Any
modified rating less than 1 is treated as a 1.

Players should note that there are no formal troll, dwarf, or ork
languages. These characters use the languages of their mothers and
fathers, most of whom are human. These groups may often speak
a kind of patois, however.

Each language family is listed in bold type, followed by the
specific languages.

Algonkian: Algonkin, Arapaho, Blackfoot, Cheyenne, Cree, Micmac,
Mohican, Ojibwa, Shawnee, Wiyot, Yurok

Armenian

Athabascan: Apache, Chipewyan, Navaho

Baltic: Estonian, Latvian (Lettish), Lithuanian

Basque

Caddoan: Caddo, Pawnee, Wichita

Celtic: Breton, Irish Gaelic, Scottish Gaelic, Welsh

Chukchl

Common Tongues and Hybrids: City Speak (see Speclal Lan-
guages, below), Esperanto, Interlingua

Dravidlan: Gondi, Kannada, Kurukh, Malayalam, Tamil, Telugu, Tulu
Elvish: See Special Languages, below

Eskimo

Finnic: Cheremis, Finnish, Karelian, Lapp, Livonian, Mordvin, Veps,
Votyak, Zyrian

Germanlic: Afrikaans, Danish, Dutch, English, Flemish, German,
Icelandic, Norwegian, Swedish, Yiddish

Greek

Hamitic: Beja, Berber, Galla, Hausa (Chadic), Somali, Tuareg
Indic: Assamese, Bengali, Bhili, Gujarati, Hindi, Konkani, Marathi,
Oriya, Punjabi, Rajasthani, Sindhi, Sinhalese, Urdu

Indo-Iranian: Baluchi, Kurdish, Persian (Farsi), Pushtu

Iroquolan: Cayuga, Cherokee, Erie, Huron, Iroquois, Mohawk,
Onandago, Oneida, Seneca, Tuscarora

Japanese

Kholsan: Bushman, Hadza, Hottentot, Nama, Sandawe

Korean

Malayo-Polyneslan: Bahasa, Cebuano, llocano, Javanese, Kiriwina,
Madurese, Malayan, Maori, Melanesian, Micronesian, Misima,
Panay-Hiligaynon, Polynesian, Samar-Leyte, Samoan, Sundanese,
Tagalog, Taluga

Mayan: Guatemala, Kekchi, Mam, Quiché-Tzutujil-Cakchique,
Yucatan

Mon-Khmer (Annamite): Cambodian (Khmer), Mon, Vietnamese
(Annamese)

Mongolic: Khalkha (Mongolian)

Muskhogean: Chickasaw, Choctaw, Creek, Seminole

Niger-Kordofanlan (Bantu): Anyi, Ashanti, Azande, Bassa, Baule,
Bemba, Birom, Bulu, Efik, Ewe, Fang, Fante, Fula, Ganda, Ibo, Igbo,
Kikuyu, Kituba, Kongo, Kpele, Kru, Luba, Lunda, Makua, Mande,
Mbundu, Mende, More, Mossi, Ngala, Ngbaudi, Nyamwezi-
Sukuma, Nyanja, Rundi, Rwanda, Shona, Sotho, Sukuma, Swabhili,
Temne, Tiv, Tswana, Twi, Wolof, Xhosa, Yao, Yoruba, Zande, Zulu
Nilotic: Bagirmi, Dinka, Fur, Kanembu, Kanuri, Koman, Luo, Maban,
Masai, Nuer, Sango, Shilluk, Songhai, Wadai

Oto-Manguan: Mixtec, Otomi, Zapotec

Papuan: Dayak, Negrito, Papu

Romance: Catalan, French, Galician, Italian, Portuguese, Provencal,
Rumanian, Spanish

Salish: Chehalis, Okanagon, Salish

Semitic: Ambharic, Arabic, Harari, Hebrew, Neo-Aramaic, Tigré,
Tigrinya

Sino-Tibetan: Burmese, Cantonese, Hakka, Kashmiri, Lao, Manda-
rin, Min, Nepali, Shan, Thai, Tibetan, Wu, Yueh

Slouan: Catawba, Crow, Dakota, Hidatsa, Omaha, Osage

Slavic: Bulgarian, Belorussian, Czech, Georgian, Macedonian, Pol-
ish, Russian, Serbo-Croatian, Slovak, Slovene, Ukrainian

South American Indlan: Arowakan, Cariban, Quechua, Tupi-Gua-
rani, many others

Tlinglit

Tsimshilan

Tungus

Turkic: Azerbaijani, Chuvash, Kazakh, Kirghiz, Tatar, Turki, Turkish,
Uzbek, Yakut

Ugrian: Magyar (Hungarian), Ostyak, Vogul

Wto-Aztecan: Aztec, Comanche, Hopi, Paiute, Papago, Pima,
Shoshoni, Ute

Zuni

SPECIAL LANGUAGES

City Speak is one of several languages that are not part of any
formal language group.

Elvish, known more formally as Sperethiel, has been gaining
popularity in recentyears. Linquists who have studied the language’s
form and content can find no direct connections to existing lan-
guage groups, though apparent derivations exist in Sperethiel’s
structure and style. The language apparently first came into use
shortly after the founding of Tir Taimgire.

As stated above, orks, trolls, dwarfs, and other groups that
commonly live together in certain neighborhoods may frequently
develop their own informal patois.

SPECIAL SKILLS

Special skills is a catch-all category of skills intended to round
out a character as an individual. These include hobbies, interests,
artistic endeavors, and other unique skills. Ee creative.
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SKILL TABLE
Combat Skills
Amed Combat
Clubs (SW)
Edged Weapons (SW)
Pole Arms/Staff (SW)
Whips/Flails (SW)
Demolitions
Commercial Explosives
Plastic Explosives
Firearms
Grenade Launchers (SW)
Light Machine Guns (SW)
Pistols (SW)
Rifles (SW)
Submachine Guns (SW)
Tasers (SW)
Gunnery
Assault Cannon (SW)
Machine Guns (SW)
Missile/Rocket Launchers (SW)
Vehicle-Mounted Cannon (SW)
Projectile Weapons
Bows (SW)
Crossbows (SW)
Throwing Weapons
Aerodynamic (Shuriken, Airfoil Grenades)
Non-Aerodynamic (Grenades, Knives)
Shafted (SW)
Unarmed Combat
Cyber Implant Weaponry (SW)
Martial Arts Style (Specific Technique)
Subduing Combat
Physical Skills
Athletics
Climbing
Jumping
Lifting
Running
Swimming
Stealth
Farmland (by aspect)
Urban (by aspect)
Wildemess (by aspect)
Magical Skills
Conjuring
Elemental (Type)
Nature Spirit (Type)
Sorcery
Ritual Sorcery (by Spell Category)
Spelicasting (by Spell Category)
Technical Skills
Biotech
Extended Care
First Aid
Organ Culture (by Organ or Limb)

Replacement Construction (by Organ or
Limb)

Transimplant Surgery (Headware,
Bodyware, Organic Replacements)

Computer

Hardware (Mainframes, Micros, Interface
Tech, Implant Tech)

Software (Decking, Matrix Programming,
Non-Matrix Programming, Interface
Programming, Implant Programming)

Electronics

Control Systems

Diagnostics

Electronic Warfare

Linking between Devices

Maglocks

Soclal Skills
Etiquette

Corporate

Matrix

Media

Street

Tribal

Interrogation

Machine-Aided (Lie Detectors, Voice-
Stress Analysis)

Verbal

Leadership

Commercial (Specializations for each con-
centration include Strategy (general
plans), Tactics (topical plans), and Mo-
rale)

Military

Political

Negotiation

Bargain

Bribe

Fast Talk

Vehicle Skills
Bike

Racing (SV)

Two-wheeler (SV)

Three-wheeler (SV)

Car

Passenger Vehicle (SV)

Racing (SV)

Remote Operation (Category)

Truck (SV)

Hovercraft

Passenger Craft (SV)

Racing (SV)

Remote Operation (Category)

Transport Craft (SV)

Motorboat
Pleasure Craft (SV)
Racing (SV)

Remote Operation (Category)
Transport (SV)
Rotor Craft
Fixed-Rotor (SV)
Remote Operation (Category)
Tilt-Rotor (SV)
Sailboat
Pleasure Craft (SV)
Racing (SV)
Transport (SV)
Vectored Thrust
LAV Craft (SV)
Remote Operation (Category)
Vertical Take Off and Landing (SV)
Winged Planes
Gliders (SV)
Jets (SV)
Propellers (SV)
Racing (SV)
Remote Operation (Category)
Knowledge Skills
Biology
Botany
Medicine
Parabotany
Parazoology
Zoology
Computer Theory
Hardware (Mainframes, Micros, Interface
Tech, Implant Tech)
Matrix Theory
Software (Decking, Matrix Programming,
Non-Matrix Programming, Interface
Programming, Implant Programming)
Cybertechnology
Bodyware (SD)
Headware (SD)
Magical Theory
Design (Shamanic, Hermetic)
History (by Continent)
Military Theory
Military History (by Continent or Period)
Tactics (Air, Land, Sea)
Physical Sciences
Chemistry
Engineering
Geology
Physics
Psychology
Deviant Behavior
Group Behavior
Individual Behavior
Sociology
Anthropology
Archaeology
History
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CHAPTER EIGHT

Guns. Guns. Guns. My life would be so dull without them.
—Wedge, mercenary

" hen it’s time to get down to combat between characters, the Shadowrun game
proceeds in turns. Each character acts in order, the fastest first, in a set sequence
known as the Combat Turn. The Combat Turn attempts to mimic what might occur
during real combat, resolving issues such as who acts first, who is faster on the draw,
what happens when one character punches another, and so on.

During the Combat Turn, which is roughly three seconds long, each player takes
turns describing his character’s action. The gamemaster’s role is to describe the
actions and reactions of the non-player characters as well as the final outcome of
all actions.

The Combat Turn is divided into a variable number of Combat Phases. Based on
their Initiative, how fast they're reacting, characters may attempt actions during
one or more Combat Phases within a single Combat Turn. An action, as explained
in more detail later, is a character’s attempt to do something. Firing a gun, casting
a magic spell, and activating a computer program are some typical actions.

These combat rules apply to player characters and non-player characters alike.
In those cases where a rule or procedure differs for one or the other, the specific rule
will always so indicate.

USING THESE RULES

Players need not attempt to completely understand the Combat Turn proce-
dures on their first read-through of the rules. Sections later in this chapter clarify
each step in greater detail. For now, simply read through the overview of the
Combat Turn sequence given below. When reading for the first time, players can
also ignore the references to other specific rules. These references will become
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relevant as the players become more familiar with the game and
begin to encounter more complex possibilities for action.

The rules relating to magic and decking during the Combat
Turn are presented in detail in the chapters covering those subjects.

COMBAT TURN SEQUENCE

The following is a quick summary of the Combat Turn se-
quence. This Combat Turn sequence is used to resolve all forms of
combat, be it hand-to-hand, ranged combat, firearms, magic,
vehicle combat, or Matrix combat.
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W
AN
NN

A\

All Dice Pools Refresh (First Combat Turn Only)

If this is the first Combat Turn of a new fight, all Dice
Pools of all involved characters refresh, unless this is a
Surprise situation (p. 86).

1. Determine Initiative

Determine Initiative (p. 79) (Reaction plus Initiative
dice) for all the characters, critters, spirits, or computer
programs involved in the fight. Then determine which
character has the highest Initiative total.

2. Characters Take Actions

Characters involved in the combat now take their
actions sequentially, starting with the character with the
highest Initiative total. This character is the acting character.
If more than one character has the same Initiative total, see
Initative Tie, p. 79.

A. Acting Character’s Dice Pools Refresh
The Dice Pools of the acting character refresh. If he or she has
used no dice from the pools, they remain at their current
value.

B. Declare Actions

The acting character declares his actions for the Combat
Phase. He may make Free, Simple, and Complex Actions,
in any order. If multiple characters are acting within one
Combat Phase (see Initlative Tle, p. 79), characters declare
their actions in reverse order, moving from the one with the
lowest Initiative total (or whatever is the determining value)
up to the character with the highest Initiative.

C. Resolve Actions
Resolve the actions (see p. 79) of the acting character. Once
the actions have been resolved, the character’s Initiative
total is reduced by 10. Ifthe resulting Initiative total is higher
than O, the character may take additional actions later in the
Combat Tum. See Multiple Actions, p. 79. If it is equal to
0 or less, the character is done for that Combat Tum. If
multiple characters are resolving actions during the same
phase, resolve those of the character with the highest
Initiative total (or whatever is the determining value) first,
then the next highest, and so on. (See Initlative Tle, p. 79.)

D. Declare and Resolve Actions of Remaining Char-
acters
Move on to the character with the next highest Initiative
total and resolve his actions, starting with step A above.
Continue cycling through steps A through D until no
character is eligible for actions.

3. Begin a New Combat Tum

Begin a new Combat Tum. starting again at step 1.
Continue cycling through steps 1 through 3 until the
combat is resolved. Any unused dice in a character’s Dice
Pools carry over to the next Combat Tumn and are available
for use until the character's first action of that tum.
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INITIATIVE

Initiative determines the order in which characters take action
within a single Combat Turn. Initiative is based on two factors: the
character’s total Initiative dice plus his adjusted Reaction Rating.
This is called the Initiative total, as explained below.

Each character begins with a base Initiative of one six-sided die
(1D6). Various types of cyberware and magic may add more dice.
A character’s total Initiative dice is listed in parenthesis following
the base number, e.g., 1D6 (2D6). In other words, this character has
two Initiative dice (2D6), one up from his base.

All characters have a base Reaction, which is equal to the
average of the character’s Intelligence and Quickness Ratings
(round down). This number is modified by bonuses for magic or
cyberware or by penalties for injuries and the like. A character’'s
adjusted Reaction is listed in parenthesis following the base num-
ber, e.g., 4 (6).

In the Matrix, a decker’s Reaction and Initiative are modified
only by the presence of response increase circuitry (see Response
Increase, p. 173) in the cyberdeck the character is using. No other
forms of Reaction or Initiative modifiers (other than injury modifiers,
p. 112) affect the character while in the Matrix.

While rigging, riggers receive only the modifications given
them by the vehicle control rig (p. 249) they are using. No other
Reaction or Initiative modifiers apply except for injury modifiers.

To get the character’s Initiative total, add his adjusted Reaction
to the result of his Initiative roll. The number determines in which
Combat Phase the character may first attempt an action.

John Longbone, an ork street samurai, has a listed
Reaction of 3 (5) and an Initiative of 1D6 (2D6). (Longbone
has reaction-enhancing cyberware that increases his base
Reaction by 2, and gives him an additional Initiative die.)
Rolling his 2D6 Initiative dice, Longbone gets a 7, to which
he adds his adjusted Reaction, 5, for a result of 12. Combat
Phase 12 is the first one in which Longbone can act.

The number of Combat Phases in a Combat Turn is equal to the
highest Initiative total generated during the Initiative rolls. If, for
example, the highest Initiative total was 22, that Combat Turn
would have 22 Combat Phases. Events can occur in the first Combat
Phase (22) orin any of the following ones, Combat Phases 21-1. No
events or actions occur in Combat Phase O, which signals the end
of that Combat Turn.

All events or actions within the Combat Turn must occur during
a Combat Phase. The gamemaster may need to determine, either
by decree or randomly, Initiative totals for some events that are
beyond character control. Events that occur at the end of a previ-
ously designated elapsed time, such as a timed explosive, always
occur last in the Combat Turn, after any actions are resolved.

GAMEMASTER NOTE: In any Combat Phase during which decking
actions are mixed with astral and or physical actions, the order for
resolving actions is all astral actions first, then all decking actions,
then all physical actions.

MULTIPLE ACTIONS

Depending on their Initiative total, characters may have mul-
tiple actions. As described above, each character takes his first
action in the Combat Phase that corresponds to the number of his
Initiative total. Characters become eligible for additional actions
every ten Combat Phases thereafter. The four sample characters
listed in the first columns below would be eligible for actions in the
Combat Phases listed in the third column.

Character Initiative Total Combat Phases
A 40 40, 30, 20, and 10
B 27 27,17, and 7
C 12 12 and 2
D 8 8 only

Our friend Longbone, from the previous example,
would have his first action in Combat Phase 12 (his Initia-
tive total) and a second in Combat Phase 2 (12 — 10). His
chummer, Shark, a street samurai with much better (and
much more expensive) cyberware has a Reaction of 5 (9)
and Initiative dice of 1D6 (3D6). If he gets an 18, the
maximum result from his Initiative dice roll, he has an
Initiative total of 27. Shark therefore can take actions in
Combat Phases 27, 17, and 7.

GAMEMASTER NOTE: When running through the Combat Tum
sequence, the gamemaster should ask the players which of their
characters has the next highest Initiative total. All should respond.
The gamemaster then compares their responses against the current
Initiative totals of any non-player characters involved in the fight. The
current Combat Phase then jumps to the number equal to the highest
Initiative total. Having the players respond keeps the Initiative totals
of their characters in their minds and should help to prevent a player
from missing the Combat Phase corresponding to his character’s
current Initiative total. If a character misses a Combat Phase, his
actions are resolved following the resolution of any character's
actions currently in progress. It is the player's job to keep track of
when his or her character can act. The character can act again in the
Combat Phase equal to 10 less than the current Combat Phase.

INITIATIVE TIES

When multiple characters are eligible for actions in the same
Combat Turn, the character with the highest Initiative total declares
and resolves actions first, followed by the character with the next
highest, and so on. Ifsome characters have rolled the same Initiative
total, the tie goes to the one with the higher adjusted Reaction. If
that does still not break the tie, use the highest natural Reaction. If
that is still not good enough, assume that the actions of both
characters occur simultaneously.

When multiple characters have actions in the same phase, those
actions are declared in reverse order, from the lowest Initiative total
(or whatever the deciding value is) to the highest. This way, the faster
characters (even slightly so) are still reacting to the actions of the
other, slower, characters. When resolving actions, however, work
from the higher Initiative totals to the lower; the faster characters first.
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Jack Frost and Seventh Son, a street shaman, both
have the same Initiative total (15). Seventh Son’s adjusted
Reaction is 7, while Jack’s is 12, making Frost faster.
Seventh Son declares his actions (because he is the
slower), followed by Frost's declaration of his actions.
Because Frost is faster, his actions are resolved first.

DELAYING ACTIONS (OPTIONAL)

When the time for a character’s action comes up in a Combat
Phase, the player may declare that he is delaying his character’s
actions until a Combat Phase later in the Combat Turn. (The
procedure for declaring a Delayed Action is on p. 81.) By delaying,
the character chooses to wait until later in the Combat Turn to take
his action. While he awaits that moment, the character can do
nothing except make Free Actions normally (see p. 81). The benefit
of delaying action is that it allows the character to wait and respond
to something that may occur later in the turn.

When something finally does occur in a later Combat Phase to
which that character wishes to react, the player states that his
characteris intervening. This mustoccur during the Declare Actions
portion of the Combat Phase, after all other characters acting in that
phase have declared actions. If any character’s actions have begun
to be resolved, the delaying character can no longer intervene,
having waited too long. If multiple characters have delayed actions
and now wish to act in the same Combat Phase, use the rules for
Initiative Tie, above. In general, declare actions from the lowest
Initiative total to the highest for the characters who are acting
normally that phase, and then declare the actions of the delaying
characters in the same manner. Resolve the actions of the delaying
characters first, highest Initiative total to lowest, followed by the
actions of the other characters.

Bastion is waiting in ambush (he delayed from Com-
bat Phase 25). Crouched in a covering shadow, he watches
an alley for signs of activity. Finally, two men exit a door
across the way: they re the ones Bastion has been waiting
for. Now, on Combat Phase 12, Bastion takes his delayed
Combat Phase. Bastion's actions are resolved first in this
Combat Phase, followed by the others. All three may act
again ten phases later.

Delaying the Action requires a Free Action to Initiate, but it
costs nothing to finally take the actions. Following the resolution of
the delaying character’s actions, subtract 10 from his Initiative total.
If the result is greater than O, the character may act again that
Combat Turn. See Multiple Actions, p. 79.

If a character still has a delayed action at the end of a Combat
Turn, the Delayed Action carries over into the next Combat Turn.
The character’s Initiative total is determined using the normal
procedure. He may take the Delayed Action at any time during that
Combat Turn, even if the Combat Phase in which it occurs is at a
higher Initiative total than the delaying character’s own.

Bastion, waiting in ambush elsewhere (he's that kind
of guy), has carried over his Delayed Actions from the
previous Combat Turn. His Initiative total for the new
Combat Turn is 17, but his target appears in his sniper
rifle’s sights on Combat Phase 29. Because of the Delayed
Action, he may act now even though the Combat Phase
occurs before he would normally be allowed to do so.

The delayed action is resolved normally. The delaying charac-
ter may act again ten Combat Phases later or in the phase corre-
sponding to his new Initiative total for that Combat Turn, whichever
is less.

Dice Pools refresh in the Combat Phase during which the delay
is initiated. They do not refresh again when the character takes his
Delayed Action. Ifthe character uses dice from any Dice Pool for any
reason while his Action is delayed, the delay is broken and the
Action does not occur. See Dice Pools, p. 84.

A character can have only one Delayed Action at any one time.

Following the resolution of his Delayed Action, Bas-
tion is not eligible for additional actions until the Combat
Phase corresponding to his Initiative total of 17, because
it is less than 19 (triggering Combat Phase 29 minus 10).
Had the trigger event occurred in Combat Phase 18
instead, Bastion could not act again until Combat Phase 8
(triggering Combat Phase 18 minus 10, which is less than
his own Initiative total of 17).
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ACTIONS

Characters can carry out three different action types within a
Combat Phase: Free, Simple, and Complex. A character can take
one Free Action, and either two Simple Actions or one Complex
Action as his or her action.

FREE ACTIONS

Free Actions are relatively simple, nearly automatic actions
that require little or no effort to accomplish. Examples are saying a
word, dropping an object, dropping prone, or casually looking at
something.

A character may take a Free Action during any Combat Phase
of the Combat Turn even if it is not a phase in which he is eligible
for action. Only one Free Action is possible during any given
Combat Phase. A character may NOT take a Free Action PRIOR to
his first action unless that character has delayed an action from a
previous Combat Turn, as described above.

Free Actions generally require no Success Test, though special
circumstances may warrant one. Following are descriptions of
many possible Free Actions involved in combat in Shadowrun.

Activate Cyberware

A character may use a Free Action to activate a piece of
cyberware that is not continually turned on. This equipment in-
cludes headware radio/telephone, thermographic vision, and so
on. See Cyberware, p. 246.

Call a Shot

A character may “call a shot” (aim for a vulnerable portion of
a target) with this Free Action. See Called Shots, p. 92. This action
must be immediately followed by a Take Aim, Fire Weapon, Throw
Weapon, or Melee Unarmed Attack.

Change Smartgun Fire Mode

Characters holding aready smartgun (with smartlink headware)
may change their weapon's fire mode as a Free Action. See Fire
Mode, p. 92, and Smartlink, p. 90.

Delay Action

A character may delay an eligible action by expending a Free
Action. See Delaying Actions, p. 80. This Free Action is only
possible during a Combat Phase in which a character is eligible for
action. See Multiple Actions, p. 79.

Drop Prone

A character may drop prone at any time, as long as he is not
surprised (see p. 86). A character who is surprised may not drop
prone.

A magician sustaining a spell must make a Willpower (2) Test
to avoid losing concentration on the spell when dropping prone.

Drop Object

A character may drop a held object as a Free Action. If he is
holding objects in both hands, he may drop both objects as a single
Free Action.

Drop Sustained Spell
A magician may drop a sustained spell as a Free Action.

Eject Smartgun Clip
A character holding a ready smartgun (with smartlink headware)

may use a simple cybernetic command to eject the weapon'’s clip.
It still takes a Simple Action to insert a new, fresh clip. See
Smartiink, p. 90.

Gesture

A character may execute one gesture as a Free Action.
(However ludicrous this may sound, it pertains primarily to the use
of gestures as silent communication in combat situations.)

Observe

A character may observe as a Free Action. See Perception, p.
185. A character who is observing can see only what is immediately
obvious, though active vision enhancements (low-light, thermo-
graphic) apply. No actual Perception Test is possible when observing
as a Free Action. (See also Observe In Detall under Simple Actions.)

Speak a Word

Each word spoken is a Free Action, but, for all practical purposes,
characters can speak in a coherent phrase or two when necessary. The
gamemaster may wish to enforce the single action-single word rule
in order to control excessive, unrealistic conversations within the
span of a Combat Tumn (about three seconds.) Some gamemasters
and players may, however, prefer elaborate communication.

SIMPLE ACTIONS

A Simple Action is one step more complicated than a Free
Action, and requires a bit more concentration to attempt. Only a
few require a Success Test to accomplish, however.

A Free Action may be taken in place of a Simple Action.

During any Combat Phase, the character may take up to two
Simple Actions or one Complex Action.

The following are typical Simple Actions occurring in combat
in the Shadowrun game.

Change Gun Mode

A character holding a ready firearm can change its fire mode
via a Simple Action. If the weapon is a properly linked smartgun, it
takes only a Free Action to change the mode. See Fire Mode, p. 92,
and Smartlink, p. 90.

Change Position

Using a Simple Action, a character may either stand up or lie
down (becoming prone). If the character is wounded and attempt-
ing to stand up, he needs a Willpower (2) Test to stand up.
Remember to include any injury modifiers to the target number.
Characters can always fall down without making a test (or by using
the Free Action of Drop Prone).

Command a Spirit

Using a Simple Action, a magician character may issue a
command to a nature or elemental spirit under his control. See also
Elemental Services and Nature Spirit Services, p. 140.
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Fire Weapon

A character may fire a ready firearm in single-shot, semi-
automatic, or burst-fire mode via a Simple Action. See Firearms, p.
92, for more information. If a character has one weapon in each
hand, he may fire once with each weapon by expending one Simple
Action. See Using a Second Firearm, p. 90.

Single-shot weapons may be fired only once per Combat Phase.

Using Fire Weapon, a character may fire a bow-weapon
(regular bow or crossbow) that has been previously made ready
using the Simple Action of Ready Weapon. See Projectile Weap-
ons, p. 96.

Insert Clip

A character may insert a fresh clip into a ready firearm by taking
a Simple Action, but only if he has first removed the previous clip.
See the Simple Action of Remove Clip, below, and also Reloading
Firearms, p. 95.

Observe in Detail
A character may make a detailed observation by taking a
Simple Action. See Perception, p. 185.

Pick Up/Put Down Object
A character may pick up an object within reach or put down
one that he was holding by expending a Simple Action.

Quick Draw

A character may attempt to quick-draw a pistol or pistol-sized
weapon (Concealability 4 or greater, see p. 94) and immediately fire
it by expending a Quick Draw action. For the character to success-
fully draw the weapon, the player must make a Reaction (4) Test.
Only 1 success is necessary to clear the weapon. If the pistol is not
held in a proper holster, add a +2 target modifier. If the test is
successful, the character may draw the pistol and fire normally. If the
test fails, he cannot fire the gun this Combat Phase.

Only weapons that can be fired with a Simple Action can be
quick-drawn. Two weapons may be quick-drawn and fired, but this
adds an additional +2 target modifier to each Reaction Test. See
Using a Second Firearm, p. 90.

Ready Weapon

A character may ready a weapon by spending a Simple Action.
The weapon may be a firearm, melee weapon, throwing weapon,
ranged weapon, or mounted or vehicular weapon. Readying entails
drawing a firearm from a holster, drawing a throwing or melee
weapon from a sheath, picking up any kind of weapon, nocking an
arrow in a bow or crossbow, or generally preparing any kind of
weapon for use. A weapon must be ready before it can be used.

A character can ready a number of small throwing weapons,
such as throwing knives or shuriken, equal to one-half his Quickness
(round down) per Ready Weapon action.

Remove Clip

A character may remove a clip from a ready firearm by taking
a Simple Action. See Insert Clip, above, and also Reloading
Firearms, p. 95. It takes another Simple Action to grab a fresh clip
and slam it into the weapon.

The wielder of a smartgun with properly linked headware may
eject the gun'’s clip by spending a Free Action to make a simple
cybernetic command. See Smartlink, p. 90.

Shift Perception

A Simple Action allows a magician to shift perception to or
from astral space. Actual astral projection requires a Complex
Action. See Astral Perception, p. 145.

Take Aim

A character may take aim with a ready ranged weapon
(firearm, bow, or throwing weapon) as a Simple Action. Take Aim
actions are cumulative, but the benefits are lost if the character takes
any other kind of action, including a Free Action. Take Aim actions
may be extended over multiple Combat Phases and Combat Turns.
The maximum number of sequential Take Aim actions a character
may take is equal to one-half the character’s skill with that weapon,
rounded down.

Characters who are aiming over multiple Combat Phases may
not use Dice Pool dice for any reason without losing the benefits of
the Take Aim actions.

Each Take Aim action reduces the base target numberby 1. See
Resolving Ranged Combat, p. 87.

Throw Weapon
A character may throw a ready throwing weapon (see Ready
Weapon, above) by taking a Simple Action.

Use Simple Object

A character may use a simple object by taking a Simple Action.
In this case, simple is defined as being able to operate the device
or mechanism via a simple activity such as pushing a button, turning
a knob (doors must be unlocked to be opened with a Simple
Action), pulling a lever, and so on. The gamemaster may have to
decide on a case by case basis if a device or mechanism is simple
or complex. A character can also use objects such as potions, pills,
skillsofts, or patches by taking a Simple Action.

COMPLEX ACTIONS

A Complex Action requires the most intense concentration of
all the possible action types. Only one Complex Action is possible
per Combat Phase. A character who wishes to take a Complex
Action may also take a Free Action that Combat Phase, but no
Simple Actions are possible.

Astral Projection
A magician may accomplish astral projection by taking a
Complex Action. See Astral Projection, p. 146.

Cast Spell
A magician may cast a spell by taking a Complex Action. See
Casting Spells, p. 129.
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Melee/Unarmed Attack

A character may attack with a melee weapon, or unarmed, by
taking a Complex Action. See Melee Combat, p. 100. A character
may attack multiple targets within melee range with a single
Complex Action. See Multiple Targets, p. 102.

Fire Automatic Weapon
A character may fire a ready firearm in full autofire mode by
taking a Complex Action. See Firearms, p. 92.

Fire Mounted or Vehicle Weapon
A character may fire a ready mounted or vehicle weapon by
taking a Complex Action. See Vehicle Combat, p. 105.

Reload Firearm

Weapons that do not use clips must be reloaded using a
Complex Action. See Reloading Firearms, p. 95.

Summon Nature Spirit
A shaman may summon a nature spirit by taking a Complex
Action. See Summoning Nature Spirits, p. 140.

Use Complex Object

A character may operate a complex object, such as a com-
puter, cyberdeck, vehicle, and so on, by taking a Complex Action.
“Use” entails activating a program, issuing detailed instructions,
conducting an internal operation (such as copying files), driving the
vehicle, and the like. This cannot be done while running.

Use Skill
A character may use an appropriate skill by taking a Complex
Action. See Skills, p. 66.

MOVEMENT

In addition to the choices of Free, Simple and Complex
Actions, characters may also choose to move during a Combat
Phase. Movement in no way changes the availability of Free,
Simple, or Complex Actions.

There are two types of movement: walking and running.
Characters may move at one of the two rates during a Combat
Phase. They may also choose to remain stationary if they wish.
Characters who have multiple Actions may run only in one of those
Combat Phases, but it does not matter which.

WALKING

When walking, characters may move at a pace equal to their
Quickness Rating in meters during that Combat Phase. If they are
combining the movement with an action that requires some form
of Success Test, the character takes a +1 target modifier. If the
movement is over rough terrain or through obstacles, the character
takes a +2 target modifier.

RUNNING

Characters who are running may move a number of meters
equal to their Quickness Rating multiplied by the appropriate
running modifier from the table below. The result is in meters per
Combat Phase.

Characters who are running take a +4 target modifier to any
tests attempted while running.

Characters with Running Skill may attempt to increase their
running distance by spending a Complex Action (Use Skill). Each
success against a Target Number 4 increases the character's effec-
tive Quickness by 1 point for that Combat Phase.

RUNNING TABLE
Race Running Modifier
Human %3
Dwarf x 2
EIf x3
Ork %3
Troll x2

INTERCEPTION

If movement takes a character within one meter of an oppo
nent, and the character attempts to pass by without attacking the
opponent, that opponent can take a free melee attack. If the
opponent has a weapon ready, he uses his normal Armed Combat
Skill Rating; otherwise, he uses Unarmed Combat Skill. The attacker's
target number is 4. The only modifiers are those applied for reach,
movement, or the attacker’s condition. The character can choose to
Subdue (p. 103) if he chooses. The defending character is assumed
to be in Full Defense (p. 103).

If the character attempting to pass takes damage (see Melee
Combat, p. 100), he is considered to be intercepted and he cannot
continue his movement.

The Combat Pool may be used to augment these rolls.
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DICE POOLS

Dice Pools initially become available for use at full value as the
first step of the first Combat Turn of any encounter. Characters can
then draw from them, as appropriate for the type of pool, during the
Combat Turn. Once dice are drawn from the pool, those dice are no
longer available for use until the pool refreshes at the beginning of
the character’s next action. More than one die can be used to
augment a test, subject to the limitations of the Dice Pool.

When using dice from a Dice Pool to augment a test, the player
adds the Dice Pool dice directly to those normally used for the test.
That is, if a character would normally roll 4 dice for a test, but takes
3 more dice from the appropriate pool to augment the test, he now
rolls a total of 7 dice.

Some pools have limitations on how many dice can be added
to a single test. See the descriptions for the respective Dice Pools
for more information.

Dice from a Dice Pool should be a different color than the other
dice used in the test.

Ellen Whiteface, heavy pistol held out before herin a
combat grip, is fresh out of options: if she doesn’t take
down the charging troll right fraggin' now, she’ll never
have to worry about options again. Her player can choose
to use none, some, or all of the dice in Whiteface’s Combat
Pool to augment her Firearms Test. Whatever dice she
uses to augment the test will be unavailable again until the
beginning of Whiteface's NEXT action. In this case, White-
face has a Combat Pool of 6 dice. Her player, knowing that
the troll has to be stopped, decides to use all 6 dice. That
leaves no dice in the character's Combat Pool until her
next action. If the Whiteface player had decided to use,
say, only 4 dice, 2 dice would still have remained for use.
Whiteface's player has decided to risk it all in taking down
the troll. If Whiteface does not stop the troll now, he could
well come after her again at a time when she has no
Combat Pool dice to use defensively.

At the start of each character’s action, all his or her Dice Pools
refresh to their original, full value. Thus, if a character has a Magic
Pool with 8 dice, the pool always returns to 8 dice at the start of that
character’s action. Unused pool dice do not carry over from one
action to the next. Pool dice not used by the end of a Combat Turn
are available for use early in the next Combat Turn, but are lost on
the character’s first action of that Turn.

Whiteface geeks the troll, barely, but now has a trio
of ninja wannabees looking to slice and dice her. When
the Combat Turn ends, she still has 3 dice in her Combat
Pool. Rolling for Initiative, her player makes an Initiative
total of 18. Those remaining 3 dice can be used anytime,
subject to the rules of the Combat Pool, prior to her action
18. She’ll need them: two of the ninja wannabees have
actions before her.

The dice pools of characters who delay actions refresh in the
Combat Phase during which they delayed. The pools do not,
however, refresh when the action actually comes up. The characters
must wait until their next eligible action after the triggered action.
If dice are drawn from any Pool, for any reason, at any time during
the delay period (before the triggering event occurs), the delay is
lost. See Delaying Actions, p. 80.

COMBAT POOL

The Combat Pool represents the attention the character is
giving to his or her offensive and defensive posture. Dice from the
Combat Pool may be allocated to any offensive or defensive
combat-related tests, such as Firearm, Projectile Weapon, Throwing
Weapon, Gunnery, Melee Combat, or similar offensive Combat Skill
Tests (see Success Tests, p. 66). It is also possible to use dice from
the Combat Pool to augment Damage Resistance Tests (see p. 102)
against normal attacks.

Jonah Hammer, a mercenary with far too much
attitude, has a Combat Pool of 7 dice. He has Firearms,
Projectile Weapons, Throwing Weapons, and Gunnery
Skills, and can use dice from the Combat Pool to augment
tests for those skills. If attacked, he can also use dice from
his Combat Pool for the Damage Resistance Test.

A character's Combat Pool is equal to his Quickness, Intelli-
gence, and Willpower Ratings, divided by 2, rounding down. Note
that the personal combat sense spell (p. 153) does affect the
Combat Pool, as do other spells that affect Quickness, Intelligence,
or Willpower.

The Combat Pool refreshes according to the standard Dice Pool
rules.

The maximum number of Combat Pool dice thata character can
add to any offensive Success Test is equal to his rating in the skill for
which he is making the test. For example, a character with aCombat
Skill of 5 can add only 5 more dice from his Combat Pool when
making a Combat Success Test.

There is no limit on the number of dice that a character may
draw from the Combat Pool for a defensive Damage Resistance Test.

The only time the Combat Pool can be used to augment or
resist magic-related Success Tests is in the case of damaging
manipulation spells. A character can use dice from the Combat Pool
to augment the Damage Resistance Test against these spells. See
Manipulation Spells, p. 127.

An attack is considered to be a complete miss if the successes
earned purely from the Combat Pool dice exceed the successes
earned by the attacker. See Resolving Ranged Combat, p. 87, and
Resolving Melee Combat, p. 100.

Characters wearing partial or full heavy armor take reductions
to their Combat Pools. Those types of armor reduce the Combat
Pool by 1 die for every point of Ballistic Armor Rating the armor has
over the wearing character’s Quickness Rating. See Armor, p. 242.
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CONTROL POOL

The Control Pool is used by riggers to augment tests relating
to vehicle control, such as Driving or Piloting (p. 183) and Position
Tests (p. 105).

A rigger’'s Control Pool is equal to the character’s Reaction,
modified only by a vehicle control rig. Reaction bonuses from other
sources are of no help.

The Control Pool refreshes in accordance with the standard
Dice Pool rules. See Vehicle Combat, p. 105, for special rules
related to the Control Pool and Position Tests.

The maximum number of Control Pool dice that a character can
add to any control-related test is equal to the base number of dice
involved in the test. That is, the maximum number of Control Dice
that a character can add to a control-related testis equal to hisrating
for the skill he is attempting to use.

Only characters with a Vehicle Control Rig (see p. 104) can use
a Control Pool.

HACKING POOL

Deckers use dice from the Hacking Pool to augment decking-
related tests such as Utility Tests (p. 174) and the MPCP Resistance
Test in Matrix combat (p. 179). Hacking Pool dice cannot be used
to augment defensive utility programs.

A character’s Hacking Pool is equal to his or her Computer Skill
(or Software Concentration or Decking Specialization) plus the
character’s Reaction. The only bonuses that can help the Hacking
Pool are those received from cyberdeck response increase circuitry
(p. 173). Bonuses received from other sources do not help.

The Hacking Pool refreshes in accordance with the standard
Dice Pool rules.

The maximum number of Hacking Pool dice that can be added
to any test is equal to the base number of dice in use. That is, the
maximum number of Hacking Pool dice that can be added to a
program-related test is equal to the rating of the program. Similarly,
the maximum number of dice that can be added to the MPCP
Resistance Test is equal to the rating of the MPCP.

Only characters with a cyberdeck (see p. 172) can use a
Hacking Pool.

MAGIC POOL

A magician uses dice from the Magic Pool to augment certain
magic-related Tests. Dice from the Magic Pool can be used to
augment Spell Success Tests and Drain Resistance Tests in spellcasting
(p. 129), in a special manner for ritual sorcery (p. 133), and for
specific or area-effect Spell Defense (p. 132). Dice from the Magic
Pool cannot be used to augment Conjuring-related Tests.

A character’'s Magic Pool is equal to his or her Sorcery Skill
Rating (or any Concentration or Specialization of that skill, per those
rules on p. 70), plus the rating of any applicable power foci the
character may have (see Focl, p. 137). Shamans also receive
conditional bonuses to their Magic Pool based on the totem they
follow. See Totem Modifiers, p. 119.

The Magic Pool refreshes in accordance with the standard Dice
Pool rules.

The maximum number of Magic Pool dice that a character can
add to a Magic Success Test is equal to his Magic Attribute. For
example, a character with a Magic Attribute of 6 could add a

maximum of 6 dice to a Success Test for a Force Rating 4 spell; that
is, he would make the test with a total of 10 dice.

There is no limit to the number of dice a character may draw
from the Magic Pool for the Drain Resistance Test. See the special
rules associated with Ritual Magic (p. 133) and Spell Defense (p.
132) for more on the Magic Pool in those situations. Magic Pool dice
cannot be used to augment Conjuring-related Tests.

Dice from the Magic Pool are allocated immediately following
the Declare Actions step of the Combat Turn.

CRITTER COMBAT

In Shadowrun, the term critter covers a wide variety of
creatures and beings. The group includes regular animals, paranormal
animals, spirits, and individuals who have been affected by magical
viruses, like vampires and ghouls.

INITIATIVE

Initiative for critters is determined in exactly the same way as
normal character Initiative. All animals have a base Reaction Rating
and a number of Initiative dice based on their reflexes (usually 1, 2,
and yes, even 3D6). See the Critter Statistics Table, p. 233, for
those statistics. The Initiative dice are rolled and added to the
animal’s Reaction Rating to determine its Initiative total.

ACTIONS

Sentient creatures may perform the same actions as normal
characters, assuming they have the physical or paranormal means
to do so. This may require some judgment on the part of the
gamemaster, based on the information presented in the Critters
chapter, p. 214. The only Free Actions available to non-sentient
creatures are Cease Using Power (similar to Drop Sustained Spell),
Delay Action, Drop Prone, Drop Object (as appropriate), or Ob-
serve. They can use the Simple Actions of Change Position, Observe
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In Detail, or Pick Up/Put Down Object (as appropriate), and Com-
plex Actions like Attack (like Melee/Unarmed Attack) or Use Power
(similar to Cast Spell)

DICE POOLS
Critters do not have Dice Pools. They do have Threat Ratings,
however. See below and also Behind the Scenes, p. 187.

CRITTER THREAT RATINGS

Critters, like non-player characters, have Threat Ratings to
reflect increased hazard or ability. The Threat Rating is a permanent
addition of dice to augment any applicable tests the critter makes,
whether offensive (especially attack-related) or defensive.

The Threat Rating is not added to Initiative dice for the purpose
of determining the creature’s Initiative, however. Use the standard
formula of adding together the Reaction Rating and the Initiative dice.

Threat Rating dice should be treated as Combat Pool dice for
the purposes of determining a clean miss. See Combat Pool, p. 84.

It is ultimately the gamemaster’s option as to when to apply a
critter’s Threat Rating dice, based on that critter's abilities and
general strengths.

COMBAT SKILLS

Sentient creatures may have skills, but if they do not, they
usually follow the same rules as non-sentient creatures. See the
Critters chapter, starting on p. 214, for more information. Non-
sentient creatures use their Reaction Rating as their base dice for
physical attacks. Creatures with paranormal abilities use either
Quickness, Intelligence, Willpower, or Reaction, as appropriate for
the ability or power.

Critters make Damage Resistance Tests normally, but add their
Threat Rating to the test dice.

SURPRISE

Characters sometimes appear where and when they are not
expected. This may be deliberate, as in the case of a planned
ambush. Or it may be accidental, as in the case of two unlucky
security guards who stumble over a group of shadowrunners
committing some nefarious deed. In these and other similar in-
stances a surprise situation can occur.

When surprised, a character can do little except watch events
unfold. Surprise, as a game concept, occurs individually on a
character by character basis. Thus, a player character walking into an
ambush set by two non-player characters may find himself sur-
prised 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 that surprised
him.

To resolve surprise and ambush situations, all participants
must make Reaction Tests. Each character rolls his Reaction dice
against a Target Number 4. The ambusher-characters, if they have
delayed actions as they lie in wait for the arrival or appearance of
their targets, receive a -2 to their target numbers. Gamemasters
may also wish to apply additional target number modifiers for
terrain, proper (or improper) camouflage, and other extenuating
circumstances.

Each character’s successes are then compared individually
against the successes generated by the opposing characters. One
of the following two results may occur against each of the opposing
characters:

*If a character has not generated more successes than a
particular opposing character, he cannot take any actions that
directly affect, impede, or counteract that character.

-Ifthe character has generated more successes than a particular
opponent, the first character can take actions against the second.

Tess, Virgil, and Winger are waiting in ambush for
three Mitsuhama security goons. The goons arrive, and
our heroes spring their ambush. Tess has a Reaction of 6,
Virgil an 8, and Winger a 9. The three goons all have
Reaction 4. All characters make Reaction Tests. Rolling
against Target Numbers of 2 (4, minus 2 for being
ambushers) Tess gets 3 successes, Virgil 4, and Winger 5.
Goon A gets a 4, Goon B gets 2, and Goon C gets none.
Comparing successes, we find that Tess (3 successes) can
act fully against Goon B (2 successes) and Goon C (O
successes), but can do nothing against Goon A (4 suc-
cesses). Virgil can take actions against Goons B and C, but
not A because Virgil and Goon A have the same number
of successes. With 5 successes, Winger can act against
everybody.

The goons are in deep trouble. Goon A can only take
actions against Tess (4 successes versus 3), and that’s it.
Neither Goon B nor Goon C can take actions against any
of the shadowrunners. Goon B simply did not generate
enough successes, and Goon C, with no successes, is
caught with his mouth hanging open or admiring a
particularly attractive crack in the sidewalk.

All losses of actions, or limitations on actions, pertain to the
character’s current action (if he is acting) or the next action, if it is
not his or her action. Surprise should be resolved before any actions
in a Combat Phase.

Gamemasters will no doubt have to make numerous judgment
callsin combat situations. The main idea in a surprise situation is that
characters who do not generate more successes than a particular
opponent in the Reaction Test cannot act against or react directly to
that character. They are surprised by that character. The character
can carry out other actions of a more general nature that are not
directed at the opposing character, such as dropping prone or
readying a weapon (but not firing it).

Characters who are unable to generate more successes than
any members of the opposition suffer doubly. If anyone in the
opposition generated more successes than the first character, the
latter is considered to be completely surprised and is unable to take
any actions of any kind, including Free Actions. The character may
act again normally after ten Combat Phases.

Critters and animals all obey the same rules for surprise, as do
spirits. Magical spells, programs, and IC are never surprised. Sorry.
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RANGED COMBAT

There are two kinds of combat in Shadowrun: ranged combat
involving weapons, and melee, or hand-to-hand combat. All
ranged combat, whether it involves firearms, projectile weapons.
or thrown weapons, is resolved in the same manner. Ranged magic
combat is explained in the Magic section, starting on p. 116.

RESOLVING RANGED COMBAT

Use the procedure outlined below for resolving
ranged combat. Each step is explained further in the
following sections.

1. Determine Range

Count the number of meters to the target and com-
pare the weapon type against the appropriate range
column on the Weapon Range Table (p. 88) to find the
base target number.

2. Apply Shtuational Target Modifiers
Consult the Ranged Combat Modifiers Table (p. 89)
and apply the appropriate situation modifiers.

3. Attacker’s Success Test

Make the attacker’s Success Test using the appropri-
ate Combat Skill, modified by dice from the character’s
Combat Pool. Count the successes. See p. 90, below.

4. Resolve Target's Damage Resistance Test

Make the target's Damage Resistance Test using
Body dice and Combat Pool dice against a target number
equal to the Power Rating of the weapon used, minus the
target’'s Armor Rating. Count the successes.

5. Determine the Result

Compare the successes. Depending on which char-
acterrolls the higher number of net successes, the weapon
damage is reduced or increased (staged) appropriately. A
tie means the attacker does the weapon's base damage.
A clean miss occurs if the number of successes from the
target's Combat Pool exceeds the attacker’'s successes.
See p. 91, below.

6. Apply Damage
The weapon's damage is staged accordingly and
applied against the target, if necessary. See p. 91, below.

BASE TARGET NUMBER

To determine a weapon’s base target number, check the
distance to the target in meters and then consult the Weapon Range
Table below. Shots against targets at short range have a base target
number of 4. Shots against targets at medium range are against a
5, long range against a 6, and extreme range against a 9.
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WEAPON RANGE TABLE
Target Number 4 5 6 9
Range In Meters

Short Medium Long Extreme
Firearms
Hold-out Pistol 0-5 6-15 16-30 31-50
Light Pistol 0-5 6-15 16-30 31-50
Heavy Pistol 0-5 6-20 2140 41-60
SMG 0-10 11-40 41-80 81-150
Taser 0-5 6-10 11-12 13-15
Shotgun 0-10 11-20 21-50 51-100
Sporting Rifle 0-30 31-60 61-150 151-300
Sniper Rifle 0-40 41-80 81-200 201-400
Assault Rifle 0-15 16-40 41-100 101-250
LMG 0-20 21-40 41-80 81-150
Heavy Weapons
Medium Machine Gun 040 41-150 151-300 301-500
Heavy Machine Gun 0-40 41-150 151-400 401-800
Assault Cannon 0-50 51-150 151-450 451-1,300
Grenade Launcher *5-50 51-100 101-150 151-300
Missile Launcher *20-70 71-150 151-450 451-1,500
Impact Projectiles
Bow 0-Str To Strx 10 To Str x 30 To Str x 60
Light Crossbow 0-Strx 2 ToStrx 8 To Str x 20 To Str x 40
Medium Crossbow 0-Strx 3 ToStrx 12 To Str x 30 To Str x 50
Heavy Crossbow 0-Strx 5 ToStrx 15 To Str x 40 To Str x 60
Thrown Knife 0-Str ToStrx 2 ToStrx 3 ToStrx5
Shuriken O-Str ToStrx 2 To Strx 5 ToStrx 7

The base target number appears at the top of the appropriate
range column. All distances are in meters. Weapons marked with
asterisks at short range have minimum range requirements. For
impact projectiles, the notes “To Strx 10" and the like mean that the
bow’s Strength Minimum is used to determine the distance. That s,
a bow being wielded by a character with a Strength Rating 5 has a
0O- to 5-meter short range, 6- to 50-meter medium range, a 51- to
150-meter long range, and a 151- to 300-meter extreme range.
See Strength Minimum Rating, p. 96.

Minimum Ranges

Weapons marked with an asterisk cannot be fired at targets
closer than the minimum value given under Short Range. See
Grenade Launcher Minimum Range, p. 97, and Misslle Launch-
ers, p. 99.

Image Modlification Systems

These systems shorten a weapon's range category by a num-
ber of levels equal to the device’'s rating. A Rating 2 targeting scope
firing atlong range would, for example, shift range two places to the
left on the Weapon Range Table. Long range would change to short

range, and the base target number (normally 6 for an attack at long
range) would drop to Target Number 4 for short range. Short range
is the minimum, so the same device used for an attack at medium
range could not reduce the range category to less than the
minimum for short range.

SITUATIONAL TARGET MODIFIERS

Things are not always as easy as they seem. Weapon accesso-
ries, intervening terrain, atmospheric conditions, and the move-
ment of the attacker and the target can change the base target
number. As with tests for skills or attributes, the character’s physical
condition also affects the target number.

Target numbers modified to less than 2 are assumed to be 2.
A target number can never be less than 2.

The various ranged combat modifiers are given on the follow-
ing table. Each condition is described individually following this
table.

To determine the final, adjusted target number, total all the
applicable modifiers and apply that number to the base target
number found earlier. The result is the adjusted target number. The
adjusted target number can never be less than 2.
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RANGED COMBAT MODIFIERS TABLE

Situation
Recoil, Semi-automatic

Recoil, Burst-fire
Recoil, Full-auto

Recoil, Heavy weapon
Blind Fire

Partial Cover

Visibility Impaired
Multiple Targets

Target Running
Target Stationary
Attacker In Melee Combat
Attacker Running
Attacker Running
(difficult ground)
Attacker Walking
Attacker Walking
(difficult ground)
Attacker Wounded
Smartlink (with smartgun)
Smart Goggles
(with smartgun)
Laser Sight
Using a Second Firearm
Aimed Shot
Image Magnification

Modifier

+1 for second shot that
Combat Phase

+3 per burst that Combat
Phase

+1 per round fired that
Combat Phase

2 x uncompensated recoil

+8

+4

See Visibility Table

+2 per additional target
that Combat Phase

+2

-1

+2 per opponent

+4

+6
+1

+2
See Injury Modifier,p. 112
-2

-1

-1

+2

—1 per Simple Action
Special

Reduces recoil modifier
Reduces recoil or
movement modifier

Recoil Compensation
Gyro Stabilization

Recoil

Weapons that fire more than one round in an action are subject
to an escalating recoil modifier as the rounds leave the weapon.
Semi-automatic weapons that fire a second shot receive a +1
modifier for the second shot only. Burst-fire receives a +3 recoil
modifier for each burst fired that Combat Phase. Thus, a character
who fires the maximum of two bursts in an action receives a +3
modifier for the first burst and an additional +3 modifier (total of +6)
for the second burst. Full-autofire weapons take a cumulative + 1
modifier for each round fired that Combat Phase. That is, a character
choosing to fire a seven-round full-autofire burst receives a +7
modifier. If that same character chooses instead to fire two five-
round full-auto bursts. he would have a +5 modifier (four previous
rounds) for the first burst and a + 10 modifier (nine previous rounds)
for the second burst.

The only way to counter a recoil modifier is with recoil
compensation or gyro stabilization (p. 240).

Double the uncompensated recoil modifiers for heavy weapons
(specifically, medium and heavy machine guns and shotguns). If a
medium machine gun is firing 10 rounds, and has 6 points of recoil
compensation, its final recoil modifier would be +6 (9 -6 = 3: 3
doubled is 6).

Blind Fire

Attacks against targets that cannot be seen take a +8 modifier.
This modifier normally applies only to attacks through opaque
barriers or for indirect fire by grenade or missile launchers against
targets that cannot be seen. Attacks against normally visible targets
that are now invisible also suffer this modifier.

Partial Cover

Attacks against targets obscured by intervening terrain such as
brush, foliage, obstacles (crates, windows, doorways, curtains, and
the like) receive a +4 modifier. Obscurity due to environmental
conditions like smoke or darkness uses modifiers given on the
Visibility Table, below.

Visibility Impaired

Environmental conditions such as darkness or smoke occa-
sionally affect combat conditions. How much depends on the type
of vision the attacker is using. Consult the Visibility Table for the
modifiers.

If the table listing is split by a slash, the first modifier is for
cybernetic orelectronic vision and the second for natural, metahuman
vision. If no slash appears, the modifier applies equally to all vision
types.

Full Darkness usually occurs only indoors or underground.
and indicates a complete absence of light. Minimal Light indicates
the presence of a small amount of light (small flashlight, match.
leaking light, moonlight, and so on.) Partial Light is the most
common, being the lighting condition of city streets at night,
partially lit stairways and hallways, and so on. Glare occurs when
the attacker is looking directly into a bright light, be it the sun or an
artificial light source such as a search or spotlight. Mist is very light
rain or blowing snow. Light Smoke/Fog/Rain is the presence of thin
smoke (perhaps from a fire), a light inland fog, or light rain. Heavy
Smoke/Fog/Rain is the heavy version of the previous. Thermal
Smoke is special smoke designed to block thermographic vision.
Thermal smoke affects thermographic vision the way normal smoke
affects normal vision.

VISIBILITY TABLE

Condition Type of Vision
Normal Low-Light Thermographic

Full Darkness +8 +8/+8 +4/+2
Minimal Light +6 +4/+2 +4/+2
Partial Light +2 +1/0 +2/+1
Glare +2 +4/+2 +4/+2
Mist +2 +2/0 0
Light Smoke/Fog/Rain +4 +4/+2 0
Heavy Smoke/Fog/Rain  +6 +6/+4 +1/0
Thermal Smoke As smoke As smoke As normal
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Multiple Targets

Ifa character is attacking multiple targets within a single Combat
Phase, he takes a +2 modifier per additional target. That is, if a
character were firing on full-autofire and engaging three targets
(three-round, four-round, and three-round bursts), he would suffer a
+2 modifier for the second target and a +4 modifier for the third target.

Target Running
If the target is running at the time of the attack or during his
previous action, the attack suffers a +2 modifier.

Target Stationary
Attacks against an unmoving, stationary target reduce the
target number by 1.

Attacker in Melee Combat

If the attacker is attempting to conduct a ranged attack while
engaged in melee combat with an opponent, or if he is aware of
another character attempting to block the attempt within two
meters of him, the attack takes a +2 modifier per opponent present.

Attacker Running

If the attacker is running at the time of the attack, the attack
takes a +4 modifier. If the attacker is running over difficult, hazard-
ous, or broken ground, the modifier is +6. Movement modifiers can
be counteracted by gyro-stabilization systems, described below.
See also p. 83, Movement.

Attacker Walking
Modifiers are +1 for normal walking and +2 for walking over
difficult, hazardous, or broken ground. See also p. 83, Movement.

Attacker Wounded
The attacker has taken damage. See Injury Modifier, p. 112.

Smartlink
Characters with smartlink headware and a properly equipped
smartweapon (see p. 241) receive a -2 target modifier.

Smart Goggles
Characters wearing smart goggles and using a properly
equipped smartweapon (see p. 241) receive a —1 modifier.

Laser Sight

Attacks using weapons equipped with a laser sight receive a
—1 modifier. Laser sights are only effective out to 50 meters and are
counteracted by the presence of mist, light or heavy smoke, fog, or
rain.

Using a Second Firearm

Characters can use two pistol or SMG class weapons, one in
each hand. Doing so, however, imposes a +2 target modifier to
each weapon, and negates any target number reductions due to
smartlinks, smart goggles, or laser sights. Additionally, any
uncompensated recoil modifiers received by one weapon also
apply to the other weapon.

Almed Shot
Characters that aim receive a —1 modifier per Simple Action
spent aiming. See Take Alm, p. 82, for more information.

Image Magnification
This equipment reduces the range and associated base target
number. See Imaging Scopes, p. 240.

Recoll Compensation

Recoil compensation systems counteract the effects of recoil
on a weapon. The recoil modifier is reduced at a rate of —1 per point
of recoil compensation the system provides. See Firearm Accesso-
rles, p. 240, for the exact degrees of recoil compensation. Recoil
compensation is cumulative, and only counteracts recoil modifiers,
not non-recoil situational modifiers.

Gyro-Stabllization

Gyro-stabilization provides portable, stabilized firing platforms
that counter the effects of recoil and movement-based modifiers
(such as for running or walking). The total recoil and movement
modifiers are reduced by —1 for every point of gyro-stabilization the
system provides. See Firearm Accessories, p. 240, for the exact
degrees of gyro-stabilization available. Gyro-stabilization counteracts
only recoil and movement modifiers and does not counter any non-
recoil or movement situational modifiers. Gyro-stabilization is cumu-
lative with recoil compensation.

Attacker Success Test

To determine the outcome of the attack, the player makes a
Success Test using a number of dice equal to his character’s appropri-
ate Ranged Combat Skill, plus additional dice from the character’s
Combat Pool. Compare each individual die rolled against the modi-
fied target number using the Rule of One and the Rule of Six (p. 32.)
Each die that equals or exceeds the target number is counted as a
success. If there are no successes, the attack has missed.

Keep track of this number. Write it down.

Liam has Firearms Skill 6 and is using 4 dice from his
Combat Pool. His adjusted Target Number is 4. Rolling the
10dice(6+4), hegets 3,4,3,2,5,5, 1, 2,6,and 5. Looking *
at the dice individually, he has the one 4, the three 5s, and
the 6 equaling or exceeding the adjusted target number (4),
for a total of 5 successes. If the adjusted target number had
been 5, there would have been only 3 successes. Had the
target number been higher than 6, say an 8, then only the
6 could have been re-rolled to try for the 8, per the Rule of
Six. In that case, re-rolling only the 6, Liam would have
needed to roll a 2 or better to get | success.

Defender Resistance Test

At this point, the target gets to make a Resistance Test to lessen
the effects of the damage. To save his skin, the defender rolls a
number of dice equal to his adjusted Body Attribute (including any
dermal armor, p. 242), plus any dice still in his Combat Pool.
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The target number for this test is the Power Rating of the
attacking weapon, modified by any armor the character is wearing.
To determine that adjusted target number, simply subtract the
rating of the armor from the weapon’s power. Any result less than
2 is considered a 2. Roll the dice, using the Rule of One/Rule of Six.
It is recommended that dice from the Combat Pool be a different
color than the Body dice. Each die that equals or exceeds the target
number is counted as a success.

Keep track of the total number of successes, as well as how
many of the Combat Pool dice also succeed.

This test is also referred to as the Damage Resistance Test.

Liam’s target, an unfortunate with the even less
fortunate name of Snot, has a Body of 5 and is wearing 5
points of ballistic armor. Liam is firing his trusty Ares
Predator heavy pistol, which has a Damage Code of 9M.

The target number for Snot’s Resistance Test is 4 (9 —
5). He is rolling 5 dice for his Body, plus any dice from his
Combat Pool. Alas, he has none remaining.

Thediceare rolled, resultingin 2, 3, 4, 4, and 6. Three
of the dice score equal to or higher than 4, so Snot has
three successes.

Determine Outcome of Attack

Compare the successes generated by the attacker and the
target.

If the attacker’s successes exceed the target’s, the attacker can
raise the base damage of the weapon upward. The base damage of
the weapon rises by one Damage Level for every two full successes
the attacker rolls over the target’s total.

All weapons are rated at one of the Damage Levels: (L)ight,
(M)oderate, (S)erious, and (D)eadly, in that order. Increasing a
weapon’s Damage Level shifts it to the next higher Damage Level.
Decreasing a weapon’'s Damage Level shifts it to the next lowest
damage level. See also Damage Codes, p. 33.

Staging up 1 level per 2 successes ——>
(L)ight —— (M)oderate (S)erious (D)eadly
<—— Staging down 1 level per 2 successes

If the attacker’s successes equal the target’s, the weapon does
its base Damage Level.

If the target’s successes exceed the attacker'’s, the target can
reduce the weapon'’s base damage downward. The base damage
of the weapon drops by one Damage Level for every two full
successes the target rolls over the attacker's total. If the damage
falls below Light, no damage occurs.

If the target’s Combat Pool dice alone are enough to exceed
the attacker’s successes, the attack is a complete miss.

Comparing Liam's and Snot’s successes, we find that
Liam (the attacker, with 5) has generated 2 more suc-
cesses than Snot (the defender, with 3). Liam therefore
gets to stage the weapon's damage upward. He has 2 net
successes (2 more than Snot), which is enough to inciease
the Damage Level from “M" to “S.” Poor Snot takes a
Serious wound.

IfSnot had, by some chance, rolled 2 more successes
than Liam, he would have been able to stage the weapon
down one Damage Level, from “M” to “L,” and only taken
a Light wound. He would have needed 4 more successes
than Liam in order to take no damage (2 successes to
reach Light, and then two more to eliminate it com-
pletely).

If both had scored the same number of successes,
Snot would have taken a Moderate wound, the base
damage of the weapon (9M).

If Liam had scored two more successes than he did,
he would have been able to stage the Damage Level up
2 levels, “M" to “S,” and then “S” to “D,” giving his
opponent a Deadly wound and blowing the...well, you
get the idea.

Apply Damage
Record the damage on the target’s Condition Monitor, accord-
ing to the ruleson p. 111.

Stopping and Knockdown

A character struck by a ranged weapon may be knocked down
by the blow. When struck, the character must make a Body Test
against a target number equal to one-half the Power of the attack,
round down. If the character can overcome a Threshold Number
equal to one-half (rounding off) the amount of damage done (1 for
alLight Wound, 2 for Moderate, and 3 for Serious), there is no effect.

If the character is unable to generate any successes, he falls
down (prone).

If he generates successes, but does not overcome the Thresh-
old Number, the character remains standing but takes a step or two
(one meter) away from the direction of the attack.

This means, for example, that a character who has taken a
Moderate wound must generate more than 2 successes in his or her
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Body Test to remain standing. With | or 2 successes, the character
staggers or stumbles one meter away from the attack. If no
successes are generated, the character falls down.

GCel rounds have a base target number equal to their Power.
(See Ammunition Table, in the Gear section.)

Characters who take a Deadly wound are always knocked
down.

Called Shots

Characters may “call shots” in an attempt to increase the
damage their weapon will do. By calling a shot, the character is
aiming at a vulnerable portion of a target, such as the head of a
person, the tires or windows of a vehicle, and so on. It is up to the
gamemaster to determine if such a vulnerable spot is accessible.

When a shot is called, a few things can occur, at the player’s
choice and with the gamemaster’'s agreement.

‘The Damage Code is increased by one level (L becomes M, M
becomes S, and so on, up to a maximum of D). The character also
suffers a +4 target modifier for the shot.

*A specific sub-target of something vehicle-sized or larger can
be hit. such as the windows or tires on a vehicle. Normal damage
rules apply, but are used against the specific part of the vehicle. For
the windows or tires, the Barrier Ratings would be used. The
character receives the +4 modifier for this shot as well.

Only weapons that fire in single-shot, semi-automatic, and
burst-fire modes are eligible for called shots.

A character can aim (see Simple Actions, p. 82) and then call
a shot at the time of the attack. Calling the shot is a Free Action.

FIREARMS

Most ranged combat involves the use of firearms. The four
types of firearms are those that fire in single-shot mode (SS), semi-
automatic mode (SA). burst-fire (BF), and full-auto mode (FA).
Some firearms are capable of firing in more than one mode.

FIRE MODE TABLE
Firearm Type Fire Mode
Hold-out Pistol Single-shot or semi-auto
Light Pistol Semi-auto only
Taser Single-shot or semi-auto
Heavy Pistols Single-shot or semi-auto
Submachine Gun Semi-auto, burst-fire, and/or

full auto

Shotguns Semi-auto or burst-fire

Assault Rifle Semi-auto, burst-fire, and/or
full auto

Sporting Rifle Semi-auto only

Sniper Rifle Semi-auto only

LMG Burst-fire and/or full auto
MMG and HMG Full-auto only
Assault Cannon Single-shot only

SINGLE-SHOT MODE

Weapons that fire in single-shot mode can usually fire only in
that mode. Firing a single-shot mode firearm requires only a Simple
Action, but that weapon cannot be fired again that Combat Phase.

Semi-Automatic Mode

Firearms that are capable of firing in semi-automatic mode can
fire up to twice in one Combat Phase. Each shot requires a Simple
Action. The first shot is unmodified, but the weapon has a + | recoil
modifierifa second shot s taken in that Combat Phase. This modifier
can be, and usually is, neutralized by recoil compensation.

Each shot requires a separate Success Test. Each shot also
requires a separate allocation of Combat Pool dice, if used.

Muttiple Targets
If the attacker engages multiple targets in semi-automatic
mode, the second target is at a +2 modifier.

BURST-FIRE MODE

In burst-fire mode, firearms spit out three bullets in rapid
succession every time the trigger is pulled. Firing a weapon in burst
mode is a Simple Action, which means that up to two bursts may
be fired per Combat Phase.

Firing a weapon in burst-mode imposes a +3 recoil modifier per
burst fired. This modifier can be neutralized with recoil compensation.

Make an individual Success Test for each separate burst,
modified by dice from the Combat Pool, if desired. Each burst
requires a separate allocation of Combat Pool dice. For the purposes
of resolving burst damage, the weapon is considered to have a
Power Level 3 points greater than listed, and its Damage Level goes
up to the next level. Thus, a 5M weapon firing in burst-mode would
have a Power Rating of 8 and a Damage Level of S.

Short Bursts
If, because of insufficient ammunition in the clip, the burst ends
up being a round short, the Power Rating increases by +2, but the
Damage Level does not increase. A +2 recoil modifier also applies.
If a burst consists of only one round, again due to insufficient
ammunition, resolve it just as for a single-shot attack.

Muttiple Targets
When engaging multiple targets in burst-mode, fire directed
against a second target receives a +2 target modifier.

FULL-AUTO MODE

Weapons capable of firing in full-auto mode throw bullets for
as long as the attacker depresses the trigger. This effect is affection-
ately referred to as the “lead hose.” Firing a weapon in full-auto
mode is a Complex Action.

The attacker declares how many rounds are fired from the
weapon at a specific target. This group of rounds is considered a
“full-auto burst” and is resolved in a manner similar to burst-fire.
Each round fired imposes a + 1 recoil modifier for the entire group.
This modifier can be reduced by recoil compensation. One test,
modified by dice from the Combat Pool. is made to resolve each
attack, each full-auto burst. The Power Rating of the weapon
increases by 1 point for every round in that full-auto burst. The
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Damage Level of the weapon also increases by one level for every
three full rounds in the full-auto burst, raising an M Damage Level
to S, and then to D, if enough rounds are fired. A Damage Level of
D is the maximum obtainable. '

A minimum of three rounds must be fired with each burst. If the
belt or clip runs short, see Short Bursts, above.

This is most certainly Wedge's day. Six punks from
the Halloweener gang decided to harass some innocent
pedestrians whom Wedge decided (seconds ago) that he
likes. Sure, he yelled a warning to the gangers, but is it his
fault that his City Speak is so bad it sounded like some-
thing about dead mothers and fish?

The Halloweeners rush Wedge with a collection of
knives and clubs. Wedge pulls his Ingram Valiant LMG
from the back of his pick-up truck and holds down the
trigger in full autofire.

Though nuts, he's not completely insane. He limits
his targets to the first three gangers, hitting each one with
a full-auto burst, consisting of three rounds, three rounds,
and four rounds, respectively.

The Valiant has a Damage Code of 7S, and this
particular weapon is equipped with a Rating 3 gas vent
system on the barrel and a shock pad on the stock, for a total
of 4 points of recoil modification. The punks are all within 20
meters, making Wedge's base Target Number a 4. The
punks are walking, so there's no movement modifier. There
are, in fact, no situation modifiers at all, except for the laser
sight on the LMG (did we mention that?). That means
Wedge has a base Target Number of 3 (4 - 1).

The first punk gets a three-round burst, which in-
creases the Damage Code of the weapon to 10D. The
three-round burst qualifies for 3 points of recoil, which the
weapon compensates for. Punk 1: Damage Code 10D,
Target Number 3.

Punk 2 gets a three-round burst too, with a healthy
Damage Code of 10D. Now, however, six rounds have
been fired from the weapon, so the recoil modifieris 6. The
weapon compensates for 3, leaving 3. This is the second
target this Combat Phase, which adds another +2 modi-
fier. Punk 2: Damage Code 10D, Target Number 8.

Punk 3 gets the four-round burst (lucky her) that has
a Damage Code of 11D. The recoil modification is now +7
(10 - 3). Being the third target also means a +4 modifier
added to the attack because of multiple targets. Punk 3:
Damage Code 16D, Target Number 14.

Make a separate Success Test for each burst, with a
separate allocation of Combat Pool dice, which Wedge
has a lot of and which he uses primarily for the last two
bursts because of their higher target numbers.

Multiple Targets

When engaging multiple targets in full-auto mode, the at-
tacker must “walk” the fire from one target to the next. What this
means is that one round is “wasted” for every meter of distance

between the two targets. Smartguns never waste rounds.
The attacker also receives a blanket +2 target modifier for each
new target engaged during that Combat Phase.

STRAY SHOTS (OPTIONAL)

Full autofire walked from one target to the next may result in
stray shots striking an unintentional target. If a potential target is
within the line of fire of a stray shot, roll 2 dice against a 4 if the
potential target is within short range, 5 for medium range, 6 for
long, and 9 for extreme. If 1 or more successes are rolled, resolve
the hit normally, but give the attacker 1D6 more successes.

If more than one potential target lies within the line of fire,
determine randomly the order in which they are checked.

Remember, each meter between targets produces one stray
round, and smartguns never produce stray rounds.

AMMUNITION

Most weapons are capable of firing an assortment of ammuni-
tion types. The three most common are flechette, explosive, and
gel (or stun) rounds.

Flechette Rounds

Instead of firing a single, solid slug, flechette rounds fire a large
number of small, sharp metal fragments designed to rip and tear
into atarget. They are very effective against minimally or unarmored
targets, but almost useless against those with any kind of armor
protection.

Against unarmored targets, flechette rounds increase their
damage by one level. That is, a heavy pistol (9M) firing a flechette
round would have a Damage Code of 9S against unarmored targets.

Against armored targets, flechette rounds fare poorly. For the
target's Armor Rating, use either double its Impact Armor Rating or
its normal Ballistic Rating, whichever is higher. Double the Barrier
Rating of any barriers fired at and/or through (see Barriers, p. 98).
Also double the value of any vehicle armor (p. 104).

The only effect of dermal armor, other than adding its rating to
the character's Body Attribute, is that it negates the Damage Level-
increase effects of flechette ammunition.

Explosive Rounds

Explosive rounds are solid slugs designed to fragment and
explode on impact. Increase the Power Rating of any attack with
explosive rounds by 1.

Attempits to fire through a barrier use twice the normal Barrier
Rating of the material, but the barrier itself takes damage as if it had
one-half its normal Barrier Rating. See Barrlers for more informa-
tion.

On the downside, explosive rounds will misfire whenever all
of the Attack Test dice come up as ones, regardless of whether or
not the test would otherwise have succeeded or failed. When this
occurs, the character firing the weapon is immediately subjected to
one “attack,” with a Damage Code equal to that of the normal round
the weapon fires. Do not apply the explosive round adjustments.
The character may make a Damage Resistance Test against the
“attack,” but may not apply any dice from his Combat Pool. Roll 1D6
to determine the number of successes in the “attack.” The attack in
progress misses.
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WEAPON RATINGS TABLE
Type Concealabllity Ammo Mode Damage Weight Cost

PISTOLS
Streetline Special HO 8 6 (c) SS 4L 5 100¥
Walther Palm Pistol HO 9 2 (b) SS 4L .25 200¥%
Beretta Model 101T LP 5 12 (¢) SA 6L 1.0 350¥
Colt America L36 LP 6 11 (c) SA 6L 1.0 350¥
Fichetti Security 500 LP 7 12 (c) SA 6L 1.0 400¥
Fichetti Security 500a LP 6 25 (c) SA 6L 1.25 450¥%
Ares Predator HP 5 15 (c) SA oM 2.25 450¥%
Ares Viper Slivergun HP 6 30 () SA/BF 95(f) 20 600¥
Browning Max-Power HP 6 10 (¢) SA oM 20 450¥%
Remington Roomsweeper HP 8 8 (m) SA 95(f) 2.5 300¥%
Ruger Super Warhawk HP 4 6(cy) SS 10M 2.5 300¥
SPECIAL WEAPONS
Narcoject Pistol LpP 7 5 () SA o 1.5 600¥
Narcoject Rifle SH 4 10 () SA e 3.25 1,700¥
Defiance Super Shock LP 4 4 (m) SA 10S 2 1,000%
SUBMACHINE GUNS
AK-97 SMG/Carbine SMG 4 30(c) SA/BF/FA 6M 4 800¥
Heckler & Koch HK227 SMG 4 28 (c) SA/BF/FA 7™M 4 1,500¥
HK227 S Variant SMG 5 28 () SA/BF 7™M 3 1,200¥
Uzi 1l SMG 5 24 (¢) BF 6M 2 600¥
RIFLES
Remington 750 SR 3 5 (m) SA 7S 3.0 600¥
Remington 950 SR 2 5 (m) SA 9s 4.0 1,300¥
Ranger Arms SM-3 SN - 6 (m) SA 14S 4.0 4,000¥
Enfield AS-7 SH 3 10 (¢) SA/BF 8S 4 1,000¥
Defiance T-250 SH 4 5 (m) SA 10S 3 1,400¥
AK-97 AR 3 38 (c) SA/BF/FA 8M 4.5 700¥
AK-98 AR/GR - 38 (c) SA/BF/FA 8M 6.0 2,500¥
FN HAR AR y 35 (©) SA/BF/FA 8M 45 1,200¥
LIGHT MACHINE GUNS
Ingram Valiant LMG — Belt 50(c)  BF/FA 75 9 1,500%
HEAVY WEAPONS
Generic MMG MMG — 40 (c) FA 9s 12 2,500¥
Generic HMG HMG —_ 40 (c) FA 10S 15 4,000¥
Assault Cannon Cannon - 20 () SS 18D 20 6,500¥%
TABLE KEY

Type describes whether the weapon is hold-out (HO), light pistol (LP), heavy pistol (HP), submachine gun (SMG), sporting rifle (SR),
sniperrifie (SN), shotgun (SH), assault rifie (AR), grenade launcher (GR), light machine gun (LMG), medium machine gun (MMG), heavy
machine gun (HMG), or assault cannon (cannon). These designations correspond to the entries on the Weapon Range Table, p. 88,
used for determining the range to the target and the base target number.

Concealabllity measures how concealable the weapon is. It is used as the target number for Perception Tests directed at noticing the
weapon. See Perception, p. 185.

Ammo refers to the amount of ammunition the weapon carries, and the type of reload system used. See Reloading Firearms, p. 95.
Mode refers to the different fire modes the weapon can produce. SS is single-shot, SA is semi-automatic, BF is burst-fire, and FA is
full autofire. See Fire Modes, p. 92.

Damage indicates the overall Damage Code of the weapon. The higher the weapon's Power Rating, the harder it is for the target to
resist the damage of the attack. The second part of the Damage Code is a letter—either L (Light), M (Moderate), S (Serious), or D
(Deadly)—indicating the level of damage done. See Damage Codes, p. 110. The presence of an (f) notation indicates that the flechette
ammunition rules (p. 93) should be used.

Welght indicates the weight of the weapon in kilograms.

Cost is the base cost of the weapon in nuyen.
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Gel (Stun) Rounds

Gel rounds are special rounds designed to take down a target
without seriously damaging it. They are usually semi-rigid slugs
that flatten on impact, disbursing their kinetic energy over a larger-
than-normal area. Gel rounds have a Power Rating 2 points less than
listed for the weapon's normal round and the same Damage Level,
but all damage is Stun, not Physical. Impact, not Ballistic Armor,
applies.

Gel rounds also have an increased chance of knocking the
character down. See Knockdown in a later section.

RELOADING FIREARMS

Most firearms in Shadowrun hold ammunition in removable
clips that can contain many bullets. Other guns offer a variety of
reload methods, including break action, internal magazines, or
cylinders (on revolvers). Heavy weapons use clips, or amulti-round
belt feed. Grenade launchers, discussed shortly, use the internal
magazine system. Missile and rocket launchers, also discussed
shortly, use abreak action. The type of system used determines how
long it takes to reload the weapon.

Firearms, once reloaded, are considered ready. (See Actions,
p. 82.)

Removable Clips

Identified by a notation of (c) on the Firearms Table, removable
clips take one Simple Action to remove or insert. Using a Complex
Action, a character can reload a number of rounds into a clip equal
to his Quickness Rating.

Break Action

Identified by a (b) notation on the Firearms Table, a break action
weapon requires one Complex Action for the insertion of two
rounds. A break-action weapon usually hinges open near the firing
mechanism (or the equivalent) to allow insertion of the rounds.

Internal Magazines

Identified by an (m) notation on the Firearms Table, an internal
magazine weapon takes one Complex Action for the insertion of a
number of rounds equal to the firing character's Quickness Rating.
Weapons with internal magazines usually have small ports on the
side or top into which the rounds are inserted for storage and firing.

Cylinders

Identified by a (cy) notation on the Firearms Table, these
systems can be reloaded at a rate of a number of rounds equal to the
character’s Quickness, per Complex Action. The presence of a
speed loader (see Firearm Accessorles, p. 240) allows the con-
tents of the loader (the maximum ammunition capacity of the
weapon) to be loaded with a single Complex Action. Speed loaders
themselves may be reloaded at the same rate as the weapon.

Belt Feed

Identified by a (belt) notation, a belt feed is a long belt of linked
ammunition fed continuously through a weapon until the belt runs
out. It takes one Complex Action to insert the belt into the weapon.
Belts themselves may be reloaded at a rate equal to one-half the
character's Quickness Rating, per Complex Action.

SHOTGUNS

The shotguns described in the Gear chapter of this book (p. 236)
fire slug rounds. It is possible to load them with shot rounds, but shot
rounds have little effect in this era of body-armor technology.

Apply the flechette ammunition rules to the Damage Code
indicated for the weapon. That sets the damage for a hit from a shot
round from that weapon.

Shot rounds spread when fired, creating a cone of shot
extending outward from the muzzle of the shotgun. This allows the
shot to hit multiple targets, but with reduced effectiveness (the
same number of shot pellets are spread out over a larger area.) The
mechanism that controls this spread is called the choke.

The user of the shotgun can set the choke of the weapon at
anywhere from 2 to 10. What this number determines is how
quickly the shot spreads. For every number of meters equal to the
choke setting that the shot travels, it will spread one meter to either
side of the center line of fire. That means a shotgun firing with a
choke of 2 would catch targets along a one-meter-wide path for two
meters, then a two-meter-wide path for another two meters, then
a four-meter-wide path for another two meters, and so on. If the
choke were 5, it would catch targets along a one-meter path for five
meters, then a two-meter path until the ten-meter point, then a
four-meter path until the fifteen-meter point, and then along a six-
meter path until the twenty-meter point, and so on.

Every time a shot round increases its spread, it loses 1 point of
Power. Every time the shot spreads, subtract —1 from the attacker’s
target number. That means the first shot in the example above
would be -2 Power/-2 target number at the six-meter point, while
the second shot would be —-2/-2 at fifteen meters, and then -3/-3
at twenty meters. When the Power reaches O, the shot is considered
ineffective and no further effects are determined.

i 1 TN # —— -2 TN # —]
3 Met }— 6 Mete }— 9 Met 1|23 Meter
— 3 Meters — s —1t e —] :I o
! -1 Power % -2 Power—l

SHOTGUN SPREAD EXAMPLE

Everything within the area of spread is considered a valid
target, organic or inorganic, friend or foe. To resolve the actual
attack, the attacker makes his Success Test, and then each of the
targets makes his Resistance Test individually, comparing the
results against the attacker’'s successes from the single roll. See
Resolving Ranged Combat, p. 87. There is an additional modifier
for every other target within the spread in front of the target making
the Resistance Test. If, for example, a character were standing back
a bit and there were three other targets ahead of him within the
spread (between the first character and the gun), that first character
gets 3 extra dice for his Resistance Test.

For an extra +10 percent cost, the choke on a smart shotgun
can be rigged for cybemnetic adjustment. Shotguns firing shot
rounds receive only a —1 from smartlinks, and no modifiers from
smart goggles or laser sights.
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PROJECTILE WEAPONS TABLE

Type Concealabllity Strength Damage Code Weight Cost
Minimum

BOWS
Standard Bow 2 1+ (Str Min + 2)M 1 100¥ x Str Min
Arrows 3 NA As bow o 10¥
CROSSBOWS
Light 2 3 6L 2 300¥
Medium 2 4 6M 3 500%
Heavy NA 5 8S 4 750¥
THROWING WEAPONS
Non-Aerodynamic
Throwing Knife 9 NA (Str)L .25 20¥%
Aerodynamic
Shuriken 8 NA (Str)L .25 30¥

PROJECTILE WEAPONS

Bows (regular and crossbows) and throwing weapons use the
same ranged combat procedure as firearms (see p. 87). There are,
however, some special rules that apply to these types of weapons.

Strength Minimum Rating

Bows and crossbows have Strength Minimum Ratings that
indicate the minimum Strength a character must have to use that
weapon. When attacking with abow, characters below the Strength
Minimum suffer an additional +1 target modifier per point below
that number because of the difficulty they have in pulling the bow
and nocking an arrow. The weapon's Strength Minimum is used to
determine the weapon's range and damage.

If a character does not have the Strength Minimum for using a
particular crossbow, he must spend one additional Ready Weapon
action reloading the crossbow for each point of Strength he is below
the minimum. A crossbow'’s Strength Minimum Rating is used to
determine its range.

Throwing Weapons
Throwing weapons have no Strength Minimum Rating; they use
the thrower's Strength Attribute to determine range and damage.

Projectile Weapon Types

Above is a list of some projectile weapons available in the
Shadowrun universe. The listing is not intended to be exhaustive,
but representative.

Note that bows are purchased with a specified Strength
Minimum.

GRENADES

Grenades are inaccurate and unreliable in their effect, but can
be extremely effective when used properly. A character can deliver
grenades to a target by throwing them or firing them from a
grenade launcher. In either case, the number-one priority of the
attacker is to land the grenade as near the target as possible.
Grenades, because of their shape and method of delivery, will
scatter, bouncing and skittering across the ground. The better the
throw or launch, the less the scatter.

Resolving a grenade attack is a two-step process. The first step
determines where the grenade ended up when it exploded. Then,
the effect of the grenade’s explosion, or blast, must be resolved.

Hitting the Target

To determine the grenade’s final location, first choose the
intended target. Make a Success Test of the attacker’s appropriate
Combat Skill against a base target number from the Grenade Range
Table. Combat Pool dice can be applied.

Determine the range to the target in meters and cross-
reference it with the type of grenade used. The number at the top
of the corresponding range column is the base target number. That
target number is modified by the same situation modifiers as for
Ranged Combat (see p. 88). Roll the skill dice against the target
number, and note the number of successes generated.

GRENADE RANGE TABLE
Target Number
4 5 8 9
Type Short Medium Long Extreme Scatter
Standard 0-Strx 3 ToStrx5 To Strx 10 To Strx 20 1D6 meters
Aerodynamic 0-Strx 3 ToStrx5 To Strx 20 To Str x 30 2D6 meters
Grenade Launcher *5-50 51-100 101-150 151-300 3D6 meters

*See Grenade Launcher Minimum Range, p. 97.
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Determine Scatter

Next, the gamemaster must determine the grenade's base
scatter. Because all grenades scatter to some degree, the number
of successes generated in the Scatter Test are used to reduce the
distance.

The gamemaster determines the direction of the scatter by
rolling 1D6 and consulting the Scatter Diagram below.

The large arrow indicates the direction of the throw, so a result
of 1 means the grenade continued on past the target, while a result
of 4 means the grenade has bounced back in the direction of the
attacker. (Uh-oh!)

6 2

Direction
of
5 3 Throw

4
SCATTER DIAGRAM

Having determined the direction of the scatter, the gamemaster
next calculates the base distance of the scatter. The far right column
of the Grenade Range Table indicates the number of dice rolled to
find the scatter distance.

After that roll is made, the attacker reduces the scatter distance
by two meters per success for standard grenades, and four meters
per success for aerodynamic grenades and grenade launchers. If the
scatter distance is reduced to zero or less, the grenade has
detonated at the target. If the scatter distance is not reduced to
zero, the grenade detonates at the remaining distance in the
direction indicated.

Grenade Launcher Minimum Range

The short range for grenade launchers is given as five to fifty
meters. This is because the minigrenades fired from standard grenade
launchers do not actually arm until they have traveled about five
meters. They do not detonate if they hit anything before traveling that
distance. This is a safety feature in case of accidental misfire.

Disarming this safety feature requires only a simple adjustment
to the weapon, outside of the Combat Turn, but the character who
wishes this adjustment should probably re-read the scatter rules.

Blast Effects

The next step is to determine the effects of the grenade’s
explosion. Grenades are area-effect weapons, meaning that their
blast will affect an area and any targets, be they friend or enemy,
within that area. The target’s distance from the final location of the
grenade, the blast point, is critical. The farther away the target, the
less damage it takes, because a grenade’s blast effect is reduced by
distance.

Different grenade types lose blast-effect at different rates.
Consult the Grenade Damage Table below to find the grenade'’s
Damage Code as well as its blast reduction rate.

GRENADE DAMAGE TABLE
Type Damage Code  Power Level Reduction
Offensive 10S —1 per meter
Defensive 10S —1 per half meter

Concussion 12M (Stun) —1 per meter

As with other weapons, the first part of a grenade’s Damage
Code is its Power Level. It is the Power that determines how likely
the grenade’s blast is to affect the target. It is also the Power that is
reduced with range. Thus, a target standing three meters away from
an offensive grenade blast would be subject to a base 7S damage,
while a target standing six meters away would be subject to a base
4S damage. If this were a defensive grenade instead, the first
character would be subject to only a base 4S damage, while the
second character would be out of the grenade’s blast effect entirely.

To resolve the effects of the grenade blast, roll the target's
Body dice against a target number equal to the adjusted Power of
the grenade'’s blast at that range, minus the Impact Armor Rating
of the target. Combat Pool dice may be used to augment this test.
Compare the defender’s successes against those from the attacker’s
Success Test. If the attacker generates more successes, the Damage
Level of the blast increases one level for every two successes over
the target’s success total. If the defender generates more successes,
the Damage Level of the blast is reduced one level for every two
successes over the attacker’s success total.

Blast against Barriers

When a grenade'’s blast hits a barrier such as a wall, door, or
other similar structure, compare the remaining Power of the blast
(reduced by range) against twice the Barrier Rating of the object, per
the Barrier Rating Table, p. 98.

To find the blast’s effect on the barrier, consult the Barrier Effect
Table, p. 98, below.

If the barrier falls, the blast continues on, but the Power Level
is reduced by the original Barrier Rating. If the barrier does not fall,
the blast may be channeled, as described under Blast in A Con-
fined Space, below.

Demolitions

If a character uses Demolitions Skill to place explosive charges,
treat the barrier as though it had a normal Barrier Rating. Also make
a Demolitions Test against a Target Number 2. Successes from this
test add to the effective Power of the explosives.

Blast in A Confined Space

Sometimes, grenades detonate in a confined space, such as a
hallway or room. When this occurs, the gamemaster must first
determine whether any barriers (walls primarily) stood firm against
the explosion. Consult the Blast against Barriers rules above. If the
walls or doors hold, blast channeling occurs. If they do not hold,
determine blast effects normally.

If the walls hold, the shock wave reflects off the wall, continu-
ing back in the direction it came. If this rebounding shock wave
maintains enough Power to reach a character, that character is
subject to the appropriate blast. If this is the second time the
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character has been struck by the shock wave (once as it headed out
and then again as it rebounded back), the Power of the blast is equal
to the combined Power of the two waves. If, for example, the wave
had a Power of 6 when first passing the character, and then a 2 after
rebounding and hitting the character again, the effective Power of
the attack would be 6 + 2, for an 8. Yes, this does mean that in a
really small, really well-built room a detonating grenade could
rebound repeatedly off each of the four walls, raising the effective
Power of the blast to a value far higher than the original Power of the
grenade. This is known as the chunky salsa effect.

Consult the diagrams below for some examples of confined
blast grenade effects.

Blast Point Blast Point
< _(offensive, 10s) ’ (offensive, 10s)
TN ~ |
S o I 4s
1s ' S 6s )0
S
4s 7s 8s

|- 3 Meters —-|—3 Meters—|

TOTAL BLAST
7 + 1=8s

I- 2 Meters -}—3 Meters —|

TOTAL BLAST
10 + 6 + 4=20s

GRENADE BLAST DIAGRAM

BARRIERS

Sometimes, a character will wish to attack through a barrier,
either to get at a target on the other side or to create a hole through
which he can move. The procedure for each is similar, but not the
same.

BARRIER RATING TABLE
Material Rating
Standard Glass 2
Cheap Material/Regular Tires 3
Average Material/Ballistic Glass 4
Heavy Material 6
Reinforced/Armored Glass 8
Structural Material 12
Heavy Structural Material 16
Armored/Reinforced Material 24
Hardened Material 32

Standard doors use the Barrier Rating of their construction
material. Security doors have twice the rating of the material. Glass
doors have the rating of the glass.

Firing Through

A character firing a ranged weapon at a target on the other side
ofabarrier is subject to the +8 Blind Fire Target Modifier because he
cannot see the intended target. If the intervening barrier is transpar-
ent, the modifier does not apply.

Either way, the character makes the standard Success Test.
except that the defender can subtract both his appropriate Armor
Rating and the adjusted Barrier Rating of the barrier from the Power
of the attack. Thus, a character wearing 3 points of armor and
standing on the far side of a Barrier 4 would subtract a total of 7 from
the Power of the attack.

If. however, the Barrier Rating exceeds the Power of the attack,
the attack cannot penetrate and is stopped cold. Note, however,
that this may still damage the barrier by reducing its rating.

Against blunt melee attacks such as fists, clubs. or other similar
weapons, a barrier maintains its normal rating.

Against edged melee attacks, such as those made by swords
and the like, the barrier has twice its normal rating.

Break Through

Characters will sometimes wish to break through a barrier,
most commonly doors, to get at or through to the other side. This
is resolved with a procedure similar to the one used in Blast against
Barriers, except that the barrier has twice its normal Barrier Rating
against firearm rounds and other ranged attacks. This is to account
for the fact that even though a bullet is powerful. it really does punch
only a tiny hole.

BARRIER EFFECT TABLE
Power of Attack Effect
Power less than 1/2
adjusted Barrier Rating No effect, barrier holds,
minor cosmetic damage.
Power equal to or greater than
1/2 adjusted Barrier Rating,
up to the rating Barrierdamaged; reduce
Barrier Rating by 1.
Power greater than
adjusted Barrier Rating For every increnrent
equal to half the Barrier
Rating that the Power
exceeds that rating, a
one-half meter hole is
opened and the Barrier

Rating reduced by 1.

Against melee attacks, a barrier has twice its normal Barrier
Rating. Against combat magic spells, barriers use twice their normal
rating. Against damaging manipulation spells, they use the normal
Barrier Rating.

A regular door will break open when its Barrier Rating is
reduced to one-half. A security door must be reduced to O before
it will break open.

Always use the base Power Rating of the round, unmodified for
burst or full auto fire, for comparison against the Barrier Rating.
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MISSILE LAUNCHERS

Occasionally, characters get their hands on military-grade
missile and rocket launchers. Both use the same kind of launcher
(called a missile launcher for convenience), but the two have
inherent differences.

Rockets

Rockets are rocket-shaped projectiles consisting of litle more
than a light metal or plastic body with stabilizing fins, a propulsion
system (usually solid-chemical), and a warhead. They are considered
to be dumb weapons, as they go only where pointed and have no
intemal or extemal guidance capability.

Rockets come in three types: High-Explosive Rockets (HER),
Anti-Personnel Rockets (APR), and Anti-Vehicle Rockets (AVR).

High-Explosive Rockets (HER)

High-explosive rockets are designed to do heavy damage to
a large area. Their blast-pattern is similar to that of a grenade, but
covers a greater area. They are not particularly effective against
hardened targets such as vehicles or protected military structures.
HERs use the standard grenade rules for blast and its effects.

Anti-Personnel Rockets (APR)

Anti-personnel rockets are, as the name implies, used princi-
pally against people. On impact, the warhead discharges high-
speed metal or plastic-metal fragments designed to tear into
unprotected flesh. APRs are very effective against unprotected
individuals, but fairly ineffective against barriers, structures, and
vehicles. APRs use the rules under Flechette Rounds, p. 93.

Anti-Vehicle Rockets (AVR)

Anti-vehicle rockets contain a shape-charged warhead designed to
bum or blast its way through a vehicle or barrier. Though a blast is
associated with the impact, it is limited compared to something like
that of a HER. Against AVRs, the Barrier Rating of a barrier is halved
(round down), as is the Armor Rating for vehicles (round down).

Missiles

Missiles are basically rockets, with two differences; they carry
internal guidance and tracking systems, and are much more expen-
sive. Because of their sophisticated electronics, missiles are consid-
ered to be smart weapons. The onboard electronics assist the firer
in acquiring and hitting the target.

Like rockets, missiles come in three types: high-explosive
(HEM), anti-personnel (APM), and anti-vehicle (AVM). The war-
head types follow the same rules as their rocket counterparts.

ROCKET/MISSILE TABLE
Type Damage Power Level Scatter
Code Reduction
HER/HEM 16D —1 per meter 2D6 meters
APR/APM 16D —1 per half-meter 2D6 meters
AVR/AVM 16D -8 per meter 2D6 meters

Resolving Rocket and Missile Fire

Rocket fire is resolved in exactly the same manner as for
grenade launchers. See Grenades, p. 96.

Missile fire, on the other hand, works a little differently.
Missiles have an Intelligence Rating that reflects the sophistication
of their internal electronics. The presence of these electronics does
three things. First, when using the missile’s sensing and targeting
circuits, the character rolls the Intelligence Rating of the missile as
extradice in the Success Test (in addition to the character’s Gunnery
Skill and any Combat Pool dice). Second, when a missile is fired
against a vehicle, the vehicle's Signature Rating (see p. 104)
becomes the target number, regardless of range. There is an
additional +2 target modifier when the missile is fired in an urban
environment such as a major city, industrial park, or most non-
residential areas of a sprawl. Lastly, the scatter of a missile is
reduced by the missile’s Intelligence in meters.

See the Gear section, p. 236, for information about purchasing
missiles.

Missile and Rocket Scatter

Like grenades, missiles and rockets scatter. Their scatter is
reduced by 1 meter per success generated in targeting the Success
Test. The scatter of missiles is also reduced by 1 meter for every
point of Intelligence they possess.
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MELEE COMBAT

Whenever two or more characters engage each other in hand-
to-hand or armed combat, the melee combat system rules apply.
Melee combat in Shadowrun assumes that some maneuvering
occurs as part of the actual combat. Each attack is not a single blow,
but a series of moves and counter-moves executed by those
involved. Even so, for simplicity, the character who initiates the
attack (the character whose action it is) is considered to be the
“attacker.” The opponent is considered to be the “defender.”

RESOLVING MELEE COMBAT

To resolve a melee combat encounter, follow the
procedure outlined below. Detailed explanations follow
the list of steps.

1. Make Attacker’s Test

Roll the attacker's base Combat Skill dice, aug-
mented by dice from his Combat Pool, against a base
Target Number 4, modified as appropriate. Count the
successes.
2. Make Defender’s Test

Roll the defender's base Combat Skill dice, aug-
mented by dice from his Combat Pool, against a base
Target Number 4, modified as appropriate. Count the
successes.
3. Compare the Successes

The character who rolls the most successes has hit his
or her opponent. A tie goes in favor of the attacker.
4. Determine Damage

The character who hit can increase the Damage Level
of his attack by one level for every two full successes he
rolls above his opponent’s success total.
5. Resist Damage

Roll the hit character's Body dice against a target
number equal to the attacker's weapon-modified Strength,
minus the target’s Impact Armor Rating. For every two
successes rolled, the Damage Level is reduced by one
level.

MELEE COMBAT WEAPONS

Melee combat weapons are any weapons wielded in close-
fighting, that is, when the combatants are within a few meters of
each other. In some cases, the weapons may be thrown, but if the
weapon is actually swung, melee combat is used. The Melee
Weapons Table lists the melee weapons, and their game attributes,
available to Shadowrun characters.

Following the table are explanations of the terms used.
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Edged Weapons

Katana 3 1
Knife 8 0
Sword 4 1
Pole Arms/Staves

Pole Arm Z 2
Staff 2 Z
Clubs

Club 5 1
Sap 8 0
Stun Baton 4 1
Other

Hand Razor —/10* 0
Spurs —/9* 0
Unarmed NA 0
Whips/Hlalls

Monofilament Whip 10 2

MELEE WEAPONS TABLE
Concealabllity Reach

Damage Weight Cost

(Str + 3)M 1 1,000¥

(Str)L 5 30¥

(Str + 2)M 1 500%

(Str + 3)S 4 500¥

(Str + 2)M Stun 1 50¥

(Str + 1)M Stun 1 10¥

(Str + 2)M Stun — 10¥

6S Stun 1 750¥%

(Str)L — 4,500/9,000¥
(St)M — 7,000/11,500%
(Str)M Stun NA NA

10S — 3,000¥

Concealabllity measures how easy or difficult it is to conceal
the weapon. This rating becomes the target number for Perception
Tests directed at noticing the weapon. See Perception, p. 185. The
asterisk under Hand Razor and Spurs indicates their respective
Concealability Ratings when extended.

Reach is a measure of how long a weapon is. If one character’s
weapon Reach exceeds another, he receives a —1 to his target
number for each point his weapon'’s Reach exceeds his opponent'’s.
Moreover, his opponent receives a + 1 to his target number for each
point his weapon'’s Reach is inferior to his opponent’s. Trolls have
a natural Reach of +1 that is cumulative with weapon Reach.

Damage indicates the overall Damage Code of the weapon.
Most melee weapons, with the exception of the monofilament
whip (whose effect has nothing to do with the force with which it
is wielded) have a base Power equal to the Strength of the wielder,
plus some value. This is expressed, for example, as Str + 2, which
gives 2 additional points to the wielder's Strength for the Power of
the attack. The higher the weapon’s Power Rating, the harder it is
for the target to resist the damage of the attack. The second part of

the Damage Code is a letter, either L (Light), M (Moderate), S
(Serious), or D (Deadly), which indicates the level of damage done.

See Damage Codes, p. 110, for more information.
Welght indicates the weight of the weapon in kilograms.
Cost is the base cost of the weapon in nuyen.

Attacker’s Success Test

The attacker player rolls a base number of dice equal to his
character’s Combat Skill, against a base Target Number 4. Dice from
the Combat Pool may be added to this roll. The base target number
may be modified by the situation. See the Melee Modifiers Table
below. Following the table are further explanations of the situations
listed.

Every die roll result equal to or greater than the modified target
number qualifies as a success. Keep track of the total number of
successes.

MELEE MODIFIERS TABLE

Situation Modifiers

Character has friends in the melee —1/Friend (max
-4)

Opponent has friends in the melee +1/Friend (max
+4)

Visibility impaired Consult the Vis-
ibllity Table

Character is wounded Injury Modifier

Character's weapon has longer Reach  —1/point longer

Character's weapon has inferior Reach  +1/point shorter

Character attacking multiple targets +2/target

Character has superior position -1

Opponent prone -2
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Friends in the melee: This modifier applies primarily to large
melees with more than one participant. The character only receives
the modifier if he or his opponent has allies involved in the same
fight. Having allies nearby is not good enough; they must be
actually participating in the same brawl. See also Multiple Oppo-
nents, this page.

Visibility impaired: Consult the Visibility Table, p. 89, using
the modifiers at half their value, rounding down, except for Full
Darkness.

Character wounded: See Damage and Healing, p. 110.

Reach: See the explanation of reach under Melee Combat
Weapons, p. 100.

Multiple targets: See the Multiple Targets rules, p. 92.

Superior position: A character has a superior position if he is
standing on higher ground (at least one-half meter) than his
opponent, if he is standing on steady, stable ground while the
opponent is not, or if the opponent is in a tight, restricted position
and the character is not.

Opponent Prone: If the opponent is lying on the ground, this
modifier applies.

Defender’s Success Test

Make the defender’s Success Test in the same way as for the
attacker, with the same situation modifiers.

Keep track of the total number of successes.

Compare Successes

After both sides make their tests, compare the successes
generated by each character. The one who generates the most
successes has hit his opponent. Subtract the opponent’s success
from the winner's to get the net number of successes. Ties go to the
attacker.

The net number of successes determines how much potential
damage is done.

Zipperhead and Geist are facing offin some dark alley
somewhere in the sprawl. Zipper has Unarmed Combat 5,
Body 5, and 4 dice available in his Combat Pool. Geist has
Unarmed Combat 4, Body 5, and 5 dice available in her
Combat Pool. Both are making tests against a Target
Number 4 (no situation modifiers apply). Both will use all
their Combat Pool dice to assist their attack.

Zipperhead rolls 9 dice, resultingina 1, 2, 2, 2, 3, 3,
4, 5, and 6. Three of the dice beat a 4, so ole Zip has 3
successes. Geist rolls 9 dice, resultingina I, 1, 2, 2, 4, 4,
5, 5, and 6. Geist has 5 successes.

Geist has more successes than Zipperhead, so she
hits. If Zipperhead had rolled more successes, he would
have hit. If they had both generated the same number of
successes, the tie would have gone in Geist's favor.

Determine Damage

The character who generates the most successes, the winner,
can attempt to use those successes to increase the damage his
weapon does. The weapon's Damage Level is increased by one
level for every 2 net successes. Ties are assumed to do the base
damage of the weapon.

The damage Geist does is based on the 2 successes
she rolled above Zipperhead's success total. Her un-
armed Damage Code is 4M Stun (her Strength is 4). so she
can use her 2 successes to raise. or stage, the Damage
Code up one level to Serious Stun.

Damage Resistance Test

The character who was hit now attempts to resist the damage.
He or she rolls Body dice against a target number equal to the
opponent’'s weapon-modified Strength, minus the character’s Im-
pact Armor Rating. Every 2 successes stages. or reduces. the
Damage Code of the weapon by one level.

Zipperhead rolls his 5 Body dice against a base Target
Number of 4 (Geist's Strength), minus the 2 points of
impact armor he wears. This gives him a final target
number of 2. Rolling his 5 dice, he getsa I. |. 2, 4. and
a 6. Three of those dice are higher than 2, so Geist has
made 3 successes.

Every 2 successes he generates will stage his dam-
age down one level from where Geist staged it (Serious
Stun). Because Zipperhead has 3 successes, not 4, he can
only reduce the Damage Code by one level, to Moderate
Stun. Zipperhead takes a Moderate Stun wound.

Multiple Targets

Characters may attack more than one opponent with a Com-
plex Action. Each attack uses the base Combat Skill dice of the
character, plus dice from the Combat Pool, if desired. The target
number for each attack is increased by +2 per additional target the
character strikes in that Combat Phase. If a character is attempting
to strike two targets, for example, the first attack is at the calculated
target number, and the second at an additional +2.

Dice from the Combat Pool must be allocated separately for
each attack.

Multiple Opponents

Characters may often find themselves outnumbered in a fight.
When this occurs, the number of friends on hand becomes ex-
tremely important. In such a situation, total up the number of
characters within one meter or so who are fighting in the same fight
as the character. If six friends are around, but they are all spread out
fighting their own combats, they are going to be of no help against
the character’'s opponent. They do count, however, if they are near
the character and fighting against the same opponent(s). Total up
the number of “friends” on each side. The side with the greater
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number of friends gets a target number modifier of -1 for each friend
more than their opponents, maximum of —4. The side with the
lesser number of friends suffers a + 1 target number modifier foreach
additional friend their opponents have, maximum of +4.

As characters physically move away, or are taken out of the
fight, they are removed from the count of “friends.”

Called Shots
Characters using melee weapons may call shots, per the rules
on p. 92.

Full Defense

Characters may choose, when attacked, to defend only them-
selves. When doing so, they may not add any Combat Pool dice to
their Attack Success Test, but may add dice to their Damage
Resistance Test. When using this option, a clean miss occurs if the
target's successes from Combat Pool dice alone exceed the attacker's
successes, regardless of any other dice result or the Damage Code
of the weapon.

Knockback and Knockdown

Characters struck in melee combat may be knocked back, and
possibly down, by the blow. When struck, a character must make
a Body Test against a target number equal to his opponent’s
Strength. If the character can overcome a Threshold Number equal
to one-half (round off) the amount of damage done (1 for a Light
Wound, 2 for Moderate, and 3 for Serious), there is no effect.

If he generates successes, but does not overcome the Thresh-
old, the character steps directly backward one meter. If for some
reason he cannot step backward (a wall perhaps), he will fight at a
+2 target modifier until able to move away.

If the test generates no successes, the character falls down
(prone).

A character who has suffered a Moderate wound would have
to make more than 2 successes on his Body Test to remain standing
where heis. If he generates 1 or 2 successes, he steps backward one
meter. If he makes no successes, he falls down.

Subduing

Sometimes it is necessary to subdue and control an opponent
without beating him into unconsciousness. To do so, the attacker
must engage in subduing combat.

To subdue a character, resolve combat normally, except that
an additional +2 modifier applies to the target number and that all
damage done must be Stun damage. When one of the characters
takes damage to the “Unconscious” level, he or she is considered
to be subdued and under the control of the victorious character. The
losing character never actually falls unconscious, however. Because
this was subduing combat, the damage done during the combat is
removed from the Condition Monitor at a rate of one box per minute
if the control is not maintained.

The subduing character can attempt to maintain the damage
on the Condition Monitor (to keep control of the defeated character)
by making an Unarmed Combat, Strength, or Quickness Test
against a target number equal to the defeated character's Unarmed
Combat, Strength, or Quickness, whichever is lowest. Each success
restores one box of subduing damage to the Condition Monitor.

The defeated character can try to resist this by making an opposed
roll using the same rules as above, but with injury modifiers and an
additional +2 modifier applied to the target number. The dominant
character can choose to make this maintenance roll as often as he
wishes.

The victorious character must declare subduing combat at the
start of the combat. At any time during the combat the initiating
character may decide to stop subduing and to fight normally. If this
occurs, it removes all subduing combat damage from the Condition
Monitor. It is not necessary for all the participants in a fight to be
engaged in subduing combat, however. All injury modifiers due to
the subduing damage are applied normally.

Subduing can only be performed with weapons that do Stun
damage.

Monofilament Whip

This weapon is uncommon, and feared, on the streets of the
2050 era. Though not truly monomolecular, the monofilament
whip is capable of inflicting significant damage. The weapon
consists of a short haft that holds the monofilament line when not
in use. The line itself is able to extend out to two meters, hence the
+2 Reach adjustment.

The whip action, the presence of a weighted tip, and the
danger of the monofilament line itself all make wielding the weapon
difficult, at best. If an attack misses solely because the target's
Combat Pool dice successes exceed the attacker's successes (a
possibility only if the optional Full Defense rule isin use), the attacker
risks being hit by the whip. When this occurs, make a separate
Armed Combat Test against a Target Number 6. If the test yields no
successes, the attacker is struck by his own whip.

The attacker, now the target, must make a Damage Resistance
Test (Body dice plus Combat Pool dice) against the standard
Damage Code of the weapon, 10S. Successes from the Damage
Resistance Test stage the damage down one Level for every 2
successes.

Impact armor is used to defend against the monofilament
whip, but its rating is halved (round down). Barrier Ratings are
doubled against a monowhip.

SHOCK WEAPONS

Shock weapons include both melee-combat stun batons and
ranged-combat tasers. Both work on a similar principle, their effect
relying on a contact-discharge of electricity rather than kinetic
energy. The damage each causes is Stun, and combat with a stun
baton (melee) or taser gun (ranged) is handled according to the
normal rules for that type of weapon.

An additional effect of a successful hit by a stun weapon is that
the target is stunned for a number of Combat Turns equal to the
Power of the attack, minus one-half (round down) any Impact armor
wom, and minus the successes generated from a Body or Will-
power (whichever is greater) Test made against a Target Number 4.
This state of disorientation imposes an additional + 2 target modifier
to all tests for the duration.

Impact armor is used against shock weapons, except that its
rating is halved, rounding down.
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VEHICLES AND COMBAT

Shadowrun is not a vehicle combat game, but characters do
sometimes engage in combat involving vehicles.

VEHICLE RATINGS

Vehicles have Attribute Ratings much like those of characters.
Vehicle ratings are on their own scale, however, and not directly
compatible with character ratings.

Following are explanations of Handling, Speed, Body, Signa-
ture, and Autopilot, the ratings Shadowrun uses for vehicles.

Handling refers to the maneuverability of the vehicle. The
higher the rating, the more difficult it is to control the vehicle.

Speed is a split rating that gives the standard cruising speed
and then the vehicle's top speed, in meters per Combat Turn. To
determine the vehicle's speeds outside of a Combat Turn, multiply
the listed speed by 1.2. The result is in kilometers per hour.

Body is the measure of the vehicle's structural ruggedness and
also acts as a guide to its relative size.

Armor rates the vehicle’s protection against weapon damage.
Vehicle armor acts as a combination of the kind of standard armor
characters wear and as a Barrier Rating. See Vehicles, Weapons,
and Magic for more information, p. 108.

Signature represents the vehicle's vulnerability to electronic
and thermal detection. The higher the rating, the harder it is to
detect the vehicle.

Autopllot represents the autopilot's ability to control the
vehicle and perceive threats to its progress.

VEHICLE CONTROL RIGS

To become a rigger requires the ability to use a piece of
cyberware known as a vehicle control rig (VCR). This equipment
allows the rigger to cybernetically command a vehicle by jacking
directly into it or to operate the vehicle remotely via a remote-
control deck. The vehicle control rig gives the rigger advantages
such as bonuses to Reaction and Initiative, plus the Control Pool.

Rigger/Vehicle Initiative

A rigger only receives the Reaction and Initiative bonuses for
the vehicle control rig while cybemetically controlling a vehicle.
This may be by direct link into the vehicle, or through a remote link
via a rigger deck. Other types of Reaction- or Initiative-enhancing
cyberware or magics do not assist the rigger while jacked in.

Vehicle Actions and Commands

It requires a Complex Action to command a single vehicle,
regardless of how many are under control at that time. A rigger may
be controlling two drones, for example, but may only command
one of them directly with a Complex Action. If, however, more than
one drone is receiving an identical command—"Leave the area” or
“Attack this target,” for example—the rigger may command them
as a group.

If a drone or remote patrol vehicle (RPV) has an autopilot, the
rigger can issue it one-sentence commands such as “Circle this
area,” “Shoot anyone who comes through this door,” “Follow that
car,” and the like. The more specific and detailed the command, the
greater the chance the autopilot will become confused, however.
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The gamemaster should rate the command’s complexity (use the
Skill Success Table, p. 68), then tell the rigger player the target
number for the test, giving him the option of downgrading the
complexity before actually issuing the command. (It can be as-
sumed that by the year 2053 computers can clearly understand and
interpret plain English-language structure. It can also be assumed
that the rigger knows the capability of the autopilot.)

The gamemaster then makes a test, rolling the vehicle's
Autopilot Rating against the target number. Only one success is
needed for the drone to execute the instruction. The more suc-
cesses rolled, the more latitude the drone has in interpreting the
command (to the benefit of the rigger.) The gamemaster may even
permit the rigger to decide what the drone does in the face of a
circumstance that runs somewhat counter to the rigger’'s instruc-
tions.

Itis best to assume that the drone is what is commonly referred
toasa “dog-brain,” thatis, capable of responding to commands like
an exceptionally intelligent, highly trained dog. The higher the
Autopilot Rating, the smarter the dog-brain.

TERRAIN

The kind of terrain through which a vehicle is moving affects its
performance. A sports car traveling across wide, open salt flats is
going to cover a lot more ground than if it were winding through
traffic in downtown city streets. In the same manner, an aircraft
traveling through clear skies is going to have a better time of it than
if there was a terrible storm in progress.

The Shadowrun game rates terrain types in terms of Open,
Normal, Restricted, and Tight, with regard to the type of vehicle
involved. Obviously, what is Tight for a sports car is not the same
as what is Tight for an aircraft (at least not until technology advances
a little bit further).

Open terraln means flat areas without buildings, trees, or
other significant features. Highways qualify as Open. For aircraft,
this means cloudless skies, and for boats, smooth water.

Normal terraln means typical countryside and winding roads,
mostly open, but with some obstacles. For aircraft it means partly
cloudy skies, and for boats light seas.

Restricted terraln can be suburban streets, light woods, hilly
areas, and so on. Fog, rain, or darkness can change Normal terrain
to Restricted. Overcast skies and rain constitute overcast skies for
aircraft, and high seas for boats.

Tight terrain includes urban mazes, badlands, and dense
woods. Mist, glare, or low light changes Restricted terrain to Tight,
and smoke, heavy fog, or total darkness change Normal to Tight.
High winds constitute Tight conditions for aircraft and boats.

The gamemaster must set the terrain type for any vehicle in
which action occurs, determining whether it is possible to change
terrain types at that time.

VEHICLE COMBAT

Shadowrun is a roleplaying game and the vehicle combat
system reflects that. It is not intended to be an accurate, detailed
simulation of vehicle combat. Instead, it isa means by which the key
elements of vehicular pursuit can be gamed in a relatively simple,
fast manner.

In this system, many of the actions, events, and results of an
actual pursuit have been abstracted for ease of play. For example,
it is assumed that the speed of the vehicles involved is appropriate
for the type of vehicle and the terrain through which they are
traveling. The actual speed need never be stated.

Vehicle Combat Tum

Vehicles use the same Combat Turn as regular characters.
There are, however, some differences. Use the Combat Turmn
Sequence, from p. 78, but add the following subsections as
needed.

1. Determine Initiative

Before determining Initiative, resolve A and B below
for riggers. Once that has been done, determine Initiative
normally.

A. Allocate Control Pool Dice

The rigger must decide which dice from the Control
Pool will be available for the remainder of the Vehicle Turn,
and which are to be used for the Position Test.

B. Make Position Test

Make a Position Test, explained below, for all ve-
hicles involved in the Combat Turn. Roll the appropriate
Vehicle Skill, plus Control Pool dice, against the Handling
of the vehicle, modified by the terrain. The outcome
depends on the successes and whether the vehicle is
fleeing, pursuing, or fighting.
2. Resolve Actions

Character actions are resolved normally, but within
the parameters defined in Resolving Actions, p. 106,
below.
3. Begin New Combat Tum

Prior to beginning a new Combat Turn, riggers must
make an Escape Test.

A. Make Escape Test (End of Turn)

Riggers who choose Flight in the Position Test may
now attempt to escape completely. See Escape Tests, p.
107, for more information.

Allocating Control Pool Dice

A rigger with a Control Pool must now decide how many of its
dice he will use in the next step, the Position Test. The rest of the
dice may be reserved for other uses, as needed.

The Control Pool refreshes at the beginning of each of the
rigger's actions, but the player removes the dice spent in the
Position Test each time the pool refreshes.

Making the Position Test

Atthe beginning of every Combat Turn and before determining
Initiative, players must make Position Tests for vehicles involved in
that turn. The purpose of the test is to determine the relative
position of the various vehicles engaged in the combat. Each driver
involved may have a different intention in the test, these being
Fleeing, Pursuit, or Fight.
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Fleeing involves maneuvering the vehicle to escape from
combat or any pursuers. The driver's objective is to widen the
distance between the vehicles so that escape is possible.

Pursult is just the opposite. A pursuing driver wants to catch
up to a fleeing vehicle to prevent it from escaping.

A driver who chooses Fight is primarily interested in getting a
clear shot at the opponent, or more correctly, as many clear shots
at the opponent as he can manage. Getting the shot is the primary
concern.

The various sides choose their individual intentions in secret,
only revealing their choices after making the Position Tests.

To make the Position Test, roll the Vehicle Skill of the driving
character against a target number equal to the vehicle’s Handling
Rating, modified by the type of terrain on which the vehicle is
traveling. Consult the table below. If the driver of the vehicle has a
Control Pool, he may add any dice allocated to the Position Test at
the beginning of the turn roll.

Determine each side’s successes. What each side does with
their successes depends on whether their intention was flight,
pursuit, or combat.

POSITION TEST MODIFIERS
Terrain Modifier
Open 0
Normal +1
Restricted +2
Tight +4

Fleeing Vehicles

Each success in the Position Test allows the fleeing vehicle to
travel a number of meters equal to its cruising speed. If, for
example, the driver of a vehicle with a cruising speed of 20 rolled
4 successes on the Position Test, he would travel eighty meters.

Additionally, for every 2 successes generated, each characterin
the vehicle can spend one full action conducting attacks against a
pursuing vehicle (subject to weapon availability and so on). If 6
successes are generated, characters in the vehicle can spend up to
three actions each to attack a pursuing vehicle. A character who is
only eligible for two actions that Combat Turn will still have only two
actions, however. Only if the character had three or more eligible
actions could he use all three actions on a roll of 6 successes.

There is also a chance that at the end of this Combat Turn the
fleeing vehicle evades pursuit and escapes. See Escape Test, p.
107, for more details. Keep track of the number of successes
generated in the Position Test because it will affect the Escape Test.

Pursuit

Vehicles in pursuit use Position Test successes in the same way
as fleeing vehicles, except that they are able to close a distance
equal to the vehicle’s cruising speed multiplied by the number of
successes. They also get to attack the fleeing vehicle once for every
2 successes generated.

Keep track of the number of successes generated in the
Position Test for use in the Escape Test later in the turn.

Fight

The fight option is the choice of warriors. In choosing this
option, the player character may have to maneuver the vehicle out
of position, in terms of flight or pursuit, in order to make the attack.

Vehicles intending to fight may make a number of attacks
against the opposing vehicle equal to the number of successes
generated in the Position Test.

For every 2 successes, they also get to open or close the
distance between themselves and the other vehicle by a number of
meters equal to the vehicle's cruising speed.

Relative Distances

When one vehicle closes on another by traveling a greater
distance than the other vehicle in that Combat Turn, the driver may
choose the final distance between the two vehicles. Say, forexample,
that the vehicles begin the Combat Tum with 20 meters between
them. The fleeing vehicle travels another 30 meters, while the
pursuing vehicle travels 45 meters. The pursuing vehicle has gained
15 meters on the fleeing vehicle, cutting the distance between them
to 5 meters. The pursuing vehicle could, in this situation, choose the
final distance between them as anything between 5 meters (the
maximum gain) and 20 meters (the original distance between them).

Vehicles closer than 1 meter are in a potential ram situation.
The collision only occurs, however, if the driver of one of the
vehicles chooses to spend a Complex Action ramming the other
vehicle. See Ramming, below.

Alrbome Vehicles and Terrain

When a mix of ground and airborne vehicles are involved, such
as when a helicopter is chasing a motorcycle, it is likely that the
encounter will include more than one terrain type. The gamemaster
may wish to take into account factors like building height and the like
when determining the type of terrain for each vehicle. For example,
the motorcycle might be traveling through Restricted suburban
streets, while overhead the helicopter might very well be in Open
terrain. If, however, the motorcycle were traveling the streets of
downtown (Tight terrain), the helicopter might also be traveling in
Tight terrain because of the height of buildings.

Determining Initiative

Now it is time for the participants to determine Initiative, in the
usual manner. Characters using vehicle control rigs to operate a
vehicle may add the Reaction and Initiative bonuses gained from that
piece of cyberware. Also apply any Initiative modifiers related to
vehicle damage at this time, reducing the driver's effective Reaction.

The rigger determines only one Initiative total, regardless of the
number of vehicles being controlled. The rigger’s Initiative is equal to
the lowest Initiative result for all the vehicles under control. Obvi-
ously, ifthey all have the same damage status, the numbers will come
out the same. If the vehicles have different damage statuses, use the
number for the vehicle in the worst condition.

Resolving Actions

Player characters involved in the Combat Tum may now take
actions as they come to their appropriate Combat Phases. Remember,
each character can only conduct a limited number of attacks against
the opposing vehicle, based on the results of the Position Test.
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The driver of the vehicle must spend at least one Complex
Action—it does not matter which one—to control the vehicle. No
tests are necessary; he simply spends the action. If he uses no
action, the driver must make a Crash Test at the end of his last Action
of that tun. (See Crash Tests, below.)

The driver may use dice from the Control Pool to assist the test
against any incoming attacks, but he may not use Control Pool dice
to help defend against magical combat spell attacks or the damage
resistance part of Crash Tests.

Dice from the Control Pool may also assist in any Handling Tests.

Crash Test

Crash Tests are required in any Combat Phase where the
vehicle takes Serious damage. The driver makes a test using the
appropriate Vehicle Skill against a target number based on the
vehicle’s Handling and the terrain, per the Crash Test Table below.
Control Pool dice may be added to this roll.

If the driver fails the test, the vehicle crashes. The Power of the
crash is equal to the cruising speed of the vehicle, divided by 10,
rounding down. The Damage Code is also based on the cruising
speed of the vehicle. Consult the Impact Table.

The driver must also make a Crash Test at the end of his last action
if he spent no action controlling the vehicle anytime during the tum.
The Crash Test is resolved in the same manner as described above.

If a vehicle takes so much damage from weapons that it is
destroyed, the result is an automatic crash.

Ramming

When the distance between two vehicles is less than one
meter, one of the drivers involved can choose to ram the other
vehicle. In other words, the driver of one vehicle is attempting to
force the other to make a Crash Test. The Control Pool applies.

To resolve the ram, make a test for each of the two vehicles,
rolling dice equal to the driver’s Vehicle Skill, plus Body, plus one-
half vehicle armor (round down), minus the vehicle's Handling. The
target number is equal to the Body of the opposing vehicle, plus
one-half its vehicle armor, minus a terrain modifier.

Apply the modifier for the terrain in which the pursuing vehicle
is traveling. (It is, of course, very difficult to escape from aircraft.)

The vehicle that generates the least number of successes must
make a Crash Test. If there is a tie, there is no crash.

RAMMING TABLE
Terrain Modifier
Open 0
Normal -2
Restricted -3
Tight -4

CRASH TEST TABLE
Terrain Modifier
Open -1
Normal 0
Tight +2
Restricted +4

IMPACT TABLE

Speed Damage Category
1-20 Light (L)
21-60 Moderate (M)
61-200 Serious (S)
201+ Deadly (D)

The Damage Resistance Test uses the vehicle's Body, plus one-
half the vehicle armor (round down) against the Power of the attack.
The Power of this attack is reduced only by the full value of the
vehicle armor, not by its Body as well, as against weapon damage.
Every 2 successes reduces the Damage Code by one level. Control
Pool dice may NOT assist this Test.

Passengers traveling in the vehicle may also be injured in the
crash. If the vehicle’'s Damage Resistance Test eliminates the
damage, the passengers are free from worry. If the vehicle does
take damage, the passengers will suffer an attack equal to the crash
damage. The Damage Code is the one to which the crash damage
is reduced, however. If the crash damage starts at Deadly and is
reduced to Moderate, the passengers will suffer an attack with the
same Power as the crash damage, but a Damage Code of Moderate.
This damage is resisted as damage from melee combat. Combat
Pool dice can never be applied, and only impact armor counts.

A crash stops a vehicle's travel for the remainder of that
Combat Turn, eliminating any distance won in the Position Test.

Escape Test

Vehicles that choose flight in the Position Test may now
attempt to escape completely. Compare the successes generated
by both sides in the Position Test. If the pursuing or fighting vehicle
has more successes, the escape attempt has automatically failed.

If the fleeing vehicle generated more successes, it may yet get
away. The pursuing vehicle must now make an Escape Test against
atarget number equal to the net successes generated by the fleeing
vehicle, modified per the table below.

ESCAPE TEST MODIFIERS
Terrain Modifier
Open —4
Normal -2
Restricted 0
Tight +2

The pursuing vehicle can choose to make the test with the
highest Intelligence Rating of the character potentially able to see
the fleeing vehicle. If no successes are generated in this test, the
fleeing vehicle has escaped.

Beginning a New Tum
Start a new tumn by reallocating Control Pool dice for a new
Position Test.
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VEHICLES, WEAPONS, AND
MAGIC

Weapons use the same Damage Codes against vehicles (hard
targets) as they do against other characters (soft targets), but with
some differences and restrictions.

Against vehicles without vehicle armor, a vehicle's Body
counts as composite armor (impact and ballistic) and reduces the
Power of the attack. Otherwise, resolving weapon damage is the
same. The vehicle's Body also determines the number of dice rolled
when resisting damage. A weapon's Damage Code is also reduced
by one level (Dto S, S to M, and M to L). Weapons rated as Light
are unable to affect vehicles unless using special ammunition or
when attacking for something vital (see Called Shots, p. 92.)

In attacks against vehicles with vehicle armor, the armor acts
as a Barrier Rating. That is, if the base Power of the weapon,
unmodified by burst or full auto fire, does not exceed the rating of
the vehicle armor, it will not penetrate.

The Power and Damage Codes for grenades and other explo-
sives are affected in the same manner, with the exception of anti-
vehicle rockets and missiles. Those weapons have a semiarmor-
piercing warhead and do not have their Damage Level reduced, but
the Power is reduced by the vehicle's armor.

When resisting damage, a driver whose vehicle has vehicle
armor rolls a number of dice equal to the Body of the vehicle, plus
one-half the vehicle armor against a target number equal to the
Power of the weapon, minus the Body plus vehicle Armor Ratings.
Riggers may allocate dice from their Control Pools if they choose.

Shooting at Moving Targets

For attacks against a moving target, consult the table below for
additional maneuvering-based modifiers. Compare the speed of
the firing vehicle or the vehicle from which the character(s) is firing
against the speed of the target.

Stationary attackers have a speed of 5. When using the vehicle
combat rules, p. 105, compare the vehicles’ cruising speeds.

MOVING TARGET TABLE
Relative Speeds Modifier
Target's speed less than or equal to Attacker's 0
Target's speed up to twice the Attacker's +2
Twice to three times higher +4
More than three times higher +6
Breaking Windows

Though the Shadowrun vehicle damage system does not use
specific damage locations, it is sometimes necessary to know
whether or not a vehicle's windows have shattered.

It is assumed that civilian vehicles taking Moderate damage
have one or more windows blown out or shattered. Military and
security vehicles, on the other hand, have reinforced windows that
do not shatter or blow out until the vehicle takes Serious damage.

Aircraft whose windows have shattered or blown out must
immediately descend to a safe, oxygen-rich altitude. Because none
of the Shadowrun vehicle systems are concerned with altitude, this
is more a note for roleplaying.
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Combat Spells against Vehicles

Only physical combat spells that do physical damage can affect
vehicles. Mana spells affect minds and living things, while physical
spells affect physical things.

A physical combat spell cast against a vehicle has a Target
Number 8 because of the machine’s complex technological and
electronic nature. The vehicle resists damage by making a standard
Spell Resistance Test in the same manner as a person in that vehicle
can attempt to resist the casting magician’s successes. The dice rolled
for the vehicle's Resistance Test is equal to its Body, plus one-half any
vehicle armor. The target number for this test is equal to the Force of
the spell.

A player can allocate Spell Defense dice to assist a vehicle. In
some instances, this is a particularly efficient use of these dice. (See
Spell Defense Dice, p. 132.)

If the casting magician’s Spell Success Test produces extra
successes beyond what the vehicle's Spell Resistance Test pro-
duced, damage is done. Damage is calculated in the same manner
as for damage against characters.

Gamemasters and players are referred to Spells and Astral
Space, p. 149. Keeping that section in mind, vehicles have simple,
limited auras that make them vulnerable to physical combat spells.
The attempt is difficult; hence the high target number. A vehicle is
considered a single, complete entity. Its wheels and windshield, for
example, are not directly connected and may be constructed from
different materials, but they are interrelated components. Because of
avehicle’s “aural wholeness,” amage cannot use magic to selectively
target an individual portion of the vehicle. Single-target combat spells
like bolt and missile spells affect a vehicle in the same manner as an
area-effect spell. A magician cannot cast an area-effect spell and then
catch individual parts of the vehicle in order to attack them separately.

Damaging Manipulations against Vehicles

Damaging manipulation spells do damage against vehicles as
if they were regular weapons, and are treated as such. They do not,
however, suffer the reductions in Power and Damage Code.

Hitting Walls

Sometimes, vehicles hit things their drivers don’t wish them
to. Under certain conditions this is simulated in the Combat Turn by
the Crash Test. At other times, a different system is neccessary to
determine the result of an impact.

Let us say that Nick Nightmare on his Aurora racing bike is
roaring through the Seattle night with visions of some form of barely
legal debauchery filling his tiny mind. Unknown to Nick, a wiz-kid
mage has erected a barrier spell in Nick's path. Blindly, and with an
anticipatory grin on his face, Nick races straight into it.

What happens depends on exactly what type of barrier spell it
was.

If the wiz-kid cast a straight mana barrier spell, Nick would have
some problems. Not being living, the Aurora racing bike is unaf-
fected by the mana barrier spell and roars on into the night. Whether
Nick is still seated on it is another question entirely.

Nick hits the mana barrier as if he were hitting a wall. The speed
at which he hits that wall is the speed at which his bike was traveling.
Treat the barrier like an actual, physical wall with a Barrier Rating equal
to the Force of the spell. When Nick hits the barrier, he may take damage.

The Power of the impact is equal to the speed of the vehicle in
meters per Combat Turn, divided by 10 (round down). Thus, if Nick
were traveling at the bike’s maximum of 210 meters per combat
tumn, the Power would be a nasty 21. If he were traveling at its
cruising speed of 70 meters per combat turn, it would be a 7. (By
the way, two bikes hitting head-on would add their individual
speeds together to get the net speed of the impact.) The damage
is calculated exactly as for Crash Tests, so consult that section to
determine the Damage Code, which is also speed-based.

If this incident were to occur as part of the Combat Turn (say,
as the result of an action by an imaginative magician), then the
vehicle’s cruising speed would be used to find the Power.

Hitting this barrier poor Nick would face the equivalent of a
21D attack. He can make a normal Damage Resistance Test. If he is
aware of the impact, he may add dice from his Combat Pool. If Nick
had been traveling at a more leisurely 70 meters per Combat Turn,
the Damage Code would be 7S. Note that armor does not help Nick
because this is a mana spell that ignores the armor.

See the Blast against Barrlers section, p. 97, for handling
damage against walls. Spells whose Barrier Rating (Force) drops to
0 are knocked down. If the spell is not knocked to O, it automatically
rebuilds itself during the casting magician’s next action.

If Nick had been traveling in an enclosed car, he and the vehicle
would have blithely passed through the mana barrier spell, com-
pletely unaffected by it.

If the barrier spell were physical or a wall, the Aurora would
also be in trouble. In fact, the bike would hit the barrier before Nick,
and that impact would have to be resolved before dealing with the
effect on Nick. All other values remain the same as for Nick, but the
vehicle makes its Damage Resistance Test with its Body dice, plus
one-half its vehicle armor, rounding down.

If the barrier breaks as a result of the impact (is reduced to 0),
Nick must make a Crash Test, per p. 107. If the barrier does not
break, Nick (or the passenger of any vehicle) suffers an attack of the
same Power as the bike, but at one Damage Code Level less.

VEHICLE DAMAGE

Vehicles use a standard Condition Monitor marked off in
Condition Levels of Light, Moderate, Serious, and Destroyed. Just
as a regular character receives modification based on his damage
status, so does a vehicle.

The table below indicates the effects of damage on vehicles.

The vehicle damage modifier applies to all tests that actually
involve the vehicle.

The Initiative modifier reduces the effective Reaction of the
character controlling the vehicle.

The Speed modifier reduces the vehicle’s cruising speed and
maximum speed.

VEHICLE DAMAGE MODIFIERS
Vehicle Target Initiative Speed
Damage Number
Light +1 -1 No change
Moderate +2 -2 75%
Serious +3 -3 50%
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DAMAGE AND HEALING

As one might expect, Shadowrun characters can get hurt.
What kind of damage, how bad an injury, and how much it affects
the character varies greatly.

TYPES OF INJURY
Damage occurs as one of two types: Physical and Stun. The two
types of damage are kept track of separately.

Physical Damage

Physical Damage is the most dangerous of the two. It is the
kind of damage done by guns, explosions, bladed or sharp weap-
ons, and most magic spells. If the Damage Code of a weapon does
not indicate either Physical or Stun damage, the weapon does
Physical damage. Weapons that do Stun damage always say so.

As one might expect, Physical damage takes the most time to
heal.

Stun Damage

Stun damage is usually bruising damage, muscle fatigue, and
the like, and is the kind done by fists, kicks, blunt weapons, stun
rounds, shock weapons, concussion grenades, spellcasting fatigue,
and as the effect of some magic spells. If something does Stun
damage, its Damage Code will always say Stun.

Stun damage heals fairly quickly, but its immediate effects can
be as deadly as Physical damage.

DAMAGE CODES

As discussed previously, all weapons have Damage Codes that
indicate how difficult it is to avoid or resist the damage, and how
serious are the actual wounds the weapon causes. For convenience,
those rules are reviewed here, as well as expanded upon.

A weapon's Damage Code consists of two parts, a numeral for
the Power and a letter for the Damage Level. Damage Codes are
always listed as: 4L, 10M, 6D, and so on.

Power

A weapon's Power is the first part of the Damage Code. This
number is used as the target for any Success Tests to avoid or resist
the damage caused by the weapon. It is often modified by some
resisting value, such as body armor.

If, for example, a character is hit by a weapon with a Power of
6, the target number for the character’'s Success Tests to avoid or
resist the damage would be 6, assuming the number was not
modified by the presence of armor.

Damage Level

The second part of the Damage Code is the Damage Level. This
letter code indicates the base severity of the damage done by the
weapon. The four possible levels are “L" for Light, “M" for Moder-
ate, “S” for Serious, and “D" for Deadly.

Everything else being equal, a character struck by a weapon with
a given Damage Level (L, M, S, or D) will take a Light, Moderate,
Serious, or Deadly wound, as appropriate. Usually, however, the
Damage Level is increased or reduced in some manner before the
damage is applied to the character. This process is known as staging.
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The attacking character, using the successes generated from
his Success Test, can stage the weapon up one Damage Level for
every 2 successes generated. So, if he is using a weapon that has
a base Damage Level of M and if he has generated 4 successes in
his Success Test, the attacking character could stage the weapon's
damage to D (2 successes increase the Damage Level to S and 2
more increase it to D).

The target or defending character is trying to do just the
opposite. The defender wants to stage the weapon damage down.
The weapon’'s Damage Code can be staged down one level for
every 2 successes the defender generates. If, for example, the
defender generated 4 successes against a weapon doing Serious
damage, the damage would become Light (2 successes stage it
down to M, and 2 more stage it to L).

The successes of the participants are usually compared, and
the character with the higher net successes wins and stages the
damage accordingly. See Resolving Ranged Combat, p. 87, and
Resolving Melee Combat, p. 100, for information and procedures
related to those types of combat.

If the weapon damage is staged below Light (the level is
already at L and at least 2 more successes remain to be used for
staging), then no damage is done. On the other end of the
spectrum, deadly damage is the highest level of damage possible.

APPLYING DAMAGE

Once the damage has been staged, the character is subject to
any damage that remains. This remaining damage is recorded on
the character’s Condition Monitor. The Condition Monitor, shown
below, has two columns; Physical and Stun. Physical damage is
recorded in the Physical column and Stun damage in the Stun
column.

The number of boxes filled in on the monitor depends on the
final, staged Damage Code of the weapon. Consulting the table
below, one can see that a previously unharmed character taking
either Physical or Stun damage would have 1 box filled in if the
weapon did Light damage, 3 boxes if Moderate damage, 6 for
Serious, and all 10 for Deadly.

Damage is cumulative, so a character who already has 3 boxes
filled in (from a Moderate wound) and who takes another Moderate
wound would then have a total of 6 boxes filled in, for the equivalent
of a Serious wound. If the character had taken a Light wound, he
would have 4 boxes filled in (3 + 1), and if he had taken a Serious,
he would have a total of 9 boxes filled in.

LIGHT  MODERATE SERIOUS DEADLY
STUN STUN STUN STUN
sun b fed | B [ | [~k
H L. U
PHYSICAL fimil  [ZI¥ 3T s
LIGHT MODERATE SERIOUS DEADLY
WOUND  WOUND WOUND WOUND

PHYSICAL DAMAGE OVERFLOW [

DAMAGE LEVEL TABLE
Damage Number of Boxes
Type Filled In
Light 1
Moderate 3
Serious 6
Deadly 10

Exceeding the Condition Monitor

What happens when the total number of boxes filled in within
a column (Physical or Stun) exceeds 10? If the damage is Stun, it
then carries over into the Physical column. That is, a character who
has already taken a Serious Stun wound (6 boxes) takes another
Serious Stun hit. Serious does 6 boxes, so the last 4 boxes in the Stun
column would be filled in, and the remaining 2 boxes would be
filled in on the Physical column. If there was already damage in the
Physical column, this damage is treated as if it were additional
Physical damage and added to the existing damage. When the Stun
column is exceeded, the character also falls unconscious. Con-
sciousness is not regained until Stun damage is healed and the
damage removed from the Stun column. See Healing, p. 112.

If the Physical column is exceeded, the character is in trouble.
Overflowing the Physical column means the character is near death.
Instant death occurs only if the Physical column is exceeded by
more than the character’s natural Body Rating. If the character takes
more damage than 10 plus his Body Rating, he or she is dead.

Characters who have exceeded their Physical column, but not
by more than their Body Rating, can still survive if they receive
prompt medical attention. If unattended, the character takes an
additional box of damage every 10 minutes. If this exceeds the
character's Body Rating plus 10 before medical help arrives, the
characteris dead. See Deadly Wounds and First Ald, p. 1 15, for the
rules governing medical aid to characters in that condition.
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CONDITION LEVELS

As the damage a character has taken exceeds certain levels on
the Condition Monitor, the character is subject to certain effects.
This simulates the effects of the character’s injuries on his body.
Condition Levels within a column are not cumulative; the highest
level reached is used. Condition Levels are cumulative across
columns, though, so a character that is Moderately wounded in the
Stun column and Lightly wounded in the Physical column receives
modifiers for both (+2/-2 for the Stun damage and +1/-1 for the
Physical damage, for a total of +3/-3).

CONDITION MONITOR

STUN

PHYSICAL

PHYSICAL DAMAGE OVERFLOW [

The Damage Modifiers Table shows what effect injury has on
acharacter’s attempts to use skills and abilities and how it affects his
Initiative total.

The Injury Modlfier is a universal target number modifier that
applies to nearly all Success Tests the injured character may
attempt, except those involving attempts to resist damage or avoid
damage.

The Initiative Modifier is applied to the character’'s Reaction
before Initiative dice have been rolled. If the Initiative modifier
reduces the Character’s Reaction to O or less, the character cannot
take any actions that Combat Turn.

DAMAGE MODIFIERS TABLE
Damage Injury Initiative
Level Modifier Modifier
Uninjured None None
Light +1 oy
Moderate +2 -2
Serious +3 -3
Deadly —Unconscious or Near Death—

HEALING

Healing takes time. The more injured a character is the longer
it takes. Stun and Physical damage heal differently, and at different
rates.

Healing Stun Damage

Technically, overcoming Stun damage is more a process of
recovery than healing because Stun is not actual, real, damage. How
long Stun takes to recover is based on the amount of Stun damage
taken, and the results of a Body or Willpower (whichever is higher)
Test. Torecover from Stun damage, roll either Body or Willpower dice
against a base Target Number of 2. This target number is modified by
any injury modifiers, Stun or Physical, the character currently has.

Actual recovery of a box of Stun damage takes a base time of
60 minutes. The actual time it takes to recover | box of Stun damage
is equal to the base time, divided by the number of successes
generated. After this period has elapsed, the character has recov-
ered 1 box of Stun damage, and the damage is erased from the
Condition Monitor. A character who has been knocked unconscious
from Deadly Stun will not wake up until his or her Stun damage is
reduced to Serious. To recover from Stun damage the character
must be resting completely. If this resting time is interrupted, the
recovery process aborts and the character will have to make the
Body or Willpower Test again, using his current condition. The result
can never be better than the result of the first roll, however.

Resting is the only way that Stun damage can be recovered. No
medical treatment really helps, nor does any magical spell currently
known to man. Stim patches provide a temporary solution, with
definite long-term drawbacks. See Stimulant Patch, p. 250 of the
Gear chapter.

Healing Physical Damage
Physical damage takes much longer to heal than Stun damage.
Though Physical damage often heals without the benefit of medical
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attention, that is not always the case. When the adventure is over,
or when a sufficiently long time-break occurs within the story, each
wounded character makes a Body Test against a target number set
by his or her overall wound level. Only the character’s natural Body
Rating should be used; cyberware doesn’t help.

WOUND TABLE
Wound Level Target Number
Light 2
Moderate 4
Serious 6

If the test yields any successes, the character heals without
medical attention. If the test results in no successes, medical
attention is required for healing to occur. Deadly wounds always
require medical attention.

The effects of First Ald and Magical Healing (see p. 115)
should be applied before making the test for medical attention.

Stages of Healing

Actual healing occurs in stages, with each one stage reducing
the character’s damage by one level. After one stage of healing,
Deadly would become Serious, Serious become Moderate, and so
on. When one Damage Level is healed, the Condition Monitor
drops to the lowest point for the next Damage Level. A character
who has a Serious wound drops to having only 3 boxes filled in
when his Condition Level is reduced to Moderate, no matter how
many Serious damage boxes had been filled in.

Healing takes time, and it will also take money, if a doctor is
involved. To determine how long it takes a character to heal one
Damage Level, consult the Healing Table.

HEALING TABLE
Damage Base Min. Target Min.
Level Time Time Number Lifestyle
Dead 30days 3 days 10 Hospitalized
Serious 20days 2 days 8 High
Moderate 10days 1 day 6 Middle
Light 24 hours 2 hours 4 Low

To determine how long healing actually takes, make a Body
Test against the appropriate target number from the table. There are
some modifiers. If a doctor is involved, (one with a real medical
degree, not just Biotech Skill), consult the Doctoring Table below.
If the character is unable to support the Minimum Lifestyle required
for healing, he suffers additional modifiers based on his condition
(gamemaster discretion). Lifestyle cost can be paid for daily. Simply
divide the cost for the month by 30. See Lifestyles, p. 189, for more
information.

Divide the successes from the Body Test into the base time to
determine the actual healing time. Regardless of the results of the
test or the quality of care, the actual time can never be lower than
the Minimum Time listed on the table.

DOCTORING TABLE
Situation Modifier
Intensive care (hospital only) -2
Long-term magical care -2
Conditions (only one applies)
Not in hospital or clinic +2
Bad conditions +3
Terrible conditions +4
Patient is magician +2
Patient’s natural Body Attribute is*
1-3 +0
4-6 -1
7-9 -2
10 or more -3
Patient’s natural Willpower Attribute is*
1-3 +0
4-6 <~
7-9 -2
10 or more -3
*Not including magical spell-based or cybernetic modifi-
cations.
Medical Costs

If there is a doctor involved, there is probably a bill to pay.
Consult the Medical Costs Table immediately following to deter-
mine the fiscal damage.

MEDICAL COSTS TABLE
Service Cost
Paramedic first aid for:
Deadly wound 400¥
Serious wound 200¥
Moderate wound 100¥
Light wound 50¥%
Doctor’s services for:
Deadly wound 400¥ per day
Serious wound 200¥ per day
Moderate wound 100¥ per day
Light wound 50¥ per day
Hospitalization Lifestyle
(Includes doctor’s services) 500¥ per day

Intensive Care (Deadly wounds only) 1,000¥ per day

Deadly Wounds and Permanent Damage

When a character suffers a Deadly wound, there is a chance of
permanent damage to a vital organ, limb, or biological system.
Make a Body Test (dermal armor counts) against a Target Number
4. If a trauma patch was used, apply a +2 modifier.

0 Successes: Bad luck. Some vital organ, body part, or system
has been gravely damaged. The patient must be kept under continu-
ous treatment by another character with Biotech Skill even if the
wounded character has been stabilized. Double the time for the entire
healing process. A replacement organ of one kind or another must be
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transplanted. This requires drasticinvasive surgery and a replacement
organ (see Pleces and Parts). Roll 1D6 for the actual damage result:

Die Roll Result

Lose 1 point of Body

Lose 1 point of Strength
Lose 1 point of Quickness
Lose 1 point of Intelligence
Lose 1 point of Willpower
Lose 1 point of Reaction

AU bh WN —~

The Attribute points lost in this manner cannot be recovered,
though they can be replaced by cybernetic or other means. The loss
of an Attribute point in this manner drops the character’'s Racial
Maximum for that Attribute by 1 point.

1 Success: A limb or eye has been mangled beyond its ability
to heal. A replacement is required, either natural or cyber. This adds
to the normal healing costs and may mean having to wait to get the
replacement before healing can begin. Increase the base healing
time by 50 percent. This requires major invasive surgery and a
replacement eye or limb (see Pieces and Parts). Roll 1D6 for the
actual damage result:

Die Roll Result

Lose right arm

Lose left arm

Lose right leg

Lose left leg

Lose an ear (Roll 1D6: 1-3 right ear, 46 left)
Lose an eye (Roll 1D6: 1-3 right eye, 46 left)

AUV bh WN~—~

2 Or More Successes: The character takes no limb or organ
damage.

Pleces and Parts

When a character loses a body part and needs a replacement,
the part might not be immediately available. Those who want a
complete DNA match will have to have the part grown. (Of course,
a DocWagon™ platinum service contract includes a “donor coun-
terpart” that can provide material forimmediate transplant starting
three months into the contract.)

Transplants have varying degrees of compatibility with the
recipient. Over time or when subjected to severe stress (like more
Deadly damage), the transplant may fail, requiring another replace-
ment. The gamemaster decides when to invoke the possibility of
failure, so be nice and kiss up often.

BODY PART TYPES
Body Part Base Time Cost
To Grow
Eye or Small Organ 3 weeks 7,500%
Large Organ 5 weeks 15,000¥
Hand/Foot 6 weeks 15,000¥
Limb 8 weeks 25,000¥

In addition to the type of replacement, a variety of different
grades exist, at varying availability, compatibility, and costs. The
best is clonal (a precise duplicate of the character’'s own part), while
the worst is secondhand (somebody else’s part; don't ask).

BODY PART GRADES
Grade Avallabllity  Compatibility  Cost
Clonal Must grow 100% Base x 2
Type O 3in6 90% Base
Type G 5in6 75% Base x .8

2nd Hand Always 3D6 x 5% Base x .4

Compatibllity Chance of Fallure Under Stress
100% No chance

90 - 99% 3 or less on 2D6

70 — 89%% 4 or less on 2D6

40 - 69% 5 or less on 2D6

10 - 39% 6 or less on 2D6

Clonal parts that must be grown can be force-grown through a
special process. To determine the actual time divide the Force Growth
Rating (a player-chosen maximum of 10) into the part’s base time to
grow. Forced Growth increases the part cost and rating, however, and
reduces the compatibility by the rating in percentage.

Cyber Replacements
Cyberware can be installed to replace the damaged or lost body
part. See the rules for Elective Surgery, for implanting cyberware.

ELECTIVE SURGERY

Surgery does damage. Medical technology will not let a
patient die on the table, but one cannot just bop into a clinic, get a
full dermal armorimplant, and then jog out the next day to kick butt.
Recovery takes a while.

Minor cosmetic surgery gives a character a Light wound. This
covers anything that does not cost Essence, and consists of minor
plastic surgery not involving the eyes, muscles, or nervous system.
Examples are a nose job or an ear-bobbing.

Minor invasive surgery gives a character a Moderate wound.
Minor surgery includes anything costing up to .4 points of Essence,
or any cosmetic surgery involving the whole body, eyes, muscles,
or nervous system. Getting a crest that can be raised or lowered
(nerve connections required) or a whole-body skin graft would
come under this category.

Major invasive surgery gives a character a Serious wound.
Any procedure costing .41 to .99 points of Essence is major. This
category also includes any organic limb replacements or eye
transplants. New eyes are blind until fully healed from this surgery.

Drastic invasive surgery leaves a character with a Deadly
wound, but the condition is stable and the character will not die.
Drastic surgery is any procedure costing 1 or more points of
Essence. This category also includes any organ transplants. Magi-
cians are required to check for Magic loss after healing (see p. 115).

Calculate the Essence costs of all the cyberware the character
is having installed at the same time. (The character cannot have
additional cyberware installed until all healing is complete, so he
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may as well do it all at once.) Surgery costs do not include the cost
of recovery!

FIRST AID

For the times when a wound cannot wait for professional
medical assistance, the Biotech Skill is used for first aid. It can reduce
wounds that are not Deadly, or stabilize Deadly wounds until the
character can be taken to a doctor. Biotech only helps Physical
damage, not Stun. Stun can only be recovered by resting.

In order to be effective, first aid must be applied during the
“golden” first hour following an injury. Regardless of the success, first
aid is no longer of any use once magical healing has been applied.

To apply first aid, make a Biotech Success Test against a target
number that corresponds to the injured character’'s current Damage
Level from the First Aid Table. Then apply the target number modifiers
that follow.

FIRST AID TABLE
Condlition Target Treatment
Level Number Time
Light 4 10 minutes
Moderate 6 20 minutes
Serious 8 30 minutes
Deadly 10 Special
Target Number Modifiers
Situation Modifier
Patient is a magician +2
Bad conditions +1
Terrible conditions +3
Patient’s Body Attribute
1-3 +0
4-6 -1
7-9 -2
10 or more -3
No medkit available +4

If the test results in at least 1 success the Damage Level is
reduced by one level. The Damage Level can never be reduced by
more than one level through first aid. To determine how long the
first aid treatment takes, divide the Biotech successes into the
treatment time. The result is the number of uninterrupted minutes
the treatment takes. Any serious interruption aborts the first aid
process, but it can be repeated.

Deadly wounds can only be stabilized by first aid. See Deadly
Wounds and First Ald immediately below for more information.
Stabilization of a patient with a Deadly wound must be maintained
continually until professional help can be administered.

Deadly Wounds and First Ald

Special rules come into play when using first aid on a character
with a Deadly wound. Because the character is suffering terrible
wounds, first aid can only stabilize; it cannot heal. Even then, there
is the chance that the character will die while being treated.

A Biotech Test is necessary, just as for regular first aid. If the test

produces at least 1 success the character stabilizes and stops taking
an additional box of damage every 10 minutes, as indicated in
Exceeding the Condition Monitor, p. 1 11. Should the test fail, make
a natural Body Test for the wounded character against a Target
Number 10. If the test succeeds, the character's body stabilizes itself.
If both tests fail, the character will die once his or her Body Rating has
been exceeded. Again, see Exceeding the Condition Monitor.

Professional help, once it reaches the character, allows another
Biotech Test and character Body Test. In this case, professional help
is defined as a source of medical attention better equipped (such as
a hospital or clinic) or with a better Biotech Skill Rating (such as a Doc
Wagon™ paramedic) than that offered by the character who initially
administered the first aid.

Trauma Patches

A last-ditch altemative is available to stabilize characters in
danger ofimminent death. The trauma patch is an adhesive patch that
is placed against the patient’s skin directly over the heart. The patch
administers measured, controlled doses of high-powered medicines
designed to stabilize an injured body. When a trauma patch is
applied, the character is allowed an additional natural Body Test to
stabilize. The Target Number for this test is 4, plus the rating of any
dermal amor or blood filters present (both restrict the flow of
medicine). Success leaves the character stable, and stops the accu-
mulation of additional damage boxes.

The trauma patch is used only as a last resort, because it could
have lasting ill-effects on the patient. See the section Deadly Wounds
and Permanent Damage, p.114.

MAGICIANS AND DAMAGE

Magicians have it rough when they get hurt. Doctors and medics
have a harder time treating them because they cannot use their high-
tech gear and high-powered medicines on the patient without risking
damage to the character's Magic Rating. A magician can be treated
without the +2 modifier (see First Aid Table), but then a test has to be
made for Magic loss.

When a magician suffers a Deadly wound, or is treated without
the +2 modifier, there is a risk of a loss of Magic. Roll 2D6. If the result
is less than or equal to the magician’s current Magic Rating, | point
is lost permanently. If the magician is being treated for a Deadly
wound and the +2 modifier is not observed, check twice for Magic
loss.

If a magician requires a replacement limb or organ, it must be
cloned from the original tissue. Any other DNA pattern,even that of
another magician, will reduce the character’'s Power-handling capa-
bility and automatically reduce the character's Magic Rating by 1. This
can be temporary, in that a non-cyber substitute can be replaced later
with a limb or organ cloned from the magician’s tissue. This restores
the lost points of Magic Rating, but organ implants do Deadly surgical
damage, and consequently pose the risk of even greater Magic loss.

Magical Healing
The treat spell must be applied within one hour of the injury to

be of any effect. The heal spell can be administered at any time.
Successful use of either spell precludes the use of additional
healing or treating spells, or of first aid.
Treat and heal spells will reduce Physical overflow damage.
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CHAPTER NINE

Maglc is not tuxedos, white rabbits, and fake flowers
anymore. It is power.
—Arthur Garrett, Chairman, Department of Occult
Studies, UCLA

here are few who would have the temerity to argue that any single event in the
known history of Earth is more significant than the return of magic. The world woke
up one morning and suddenly all the rules were different. The boundaries of
existence had changed and life had to be relearned. The world had Awakened.

In Shadowrun, characters can choose to walk one of three magical paths: that
of shamanism, of the hermetic tradition, or the path of physical discipline.
Whichever path the character chooses, it is for life. There is no going back.

A character who chooses the shamanic tradition becomes a shaman. Shamans
receive their power through linking their own inner world of emotion, will, and faith
with the external world of nature. This link with nature is personified through a
totem, an animal figure that exemplifies the shaman’s beliefs and way of life.

A character who chooses the hermetic tradition becomes a mage. A mage sees
the universe as a pattern of abstract forces and energies that can be controlled
through complex symbols and formulae of power. Where shamanism is intuitive
and improvisational, hermetic magic is more intellectual in its approach, relying on
observation, theory, practices, and precise execution. Mages are scholars and often
have elaborate libraries and equipment to assist their research and practice.

A character who walks the path of physical discipline becomes a physical adept.
A physical adept is concerned with mastery and perfection of the physical body in
order to achieve a state of inner harmony. A physical adept can do little that does
not directly involve the body, but that is usually enough.

In Shadowrun, any character with a Magic Rating is generically considered to be a
magician. The title of magician signifies magical ability on some level, regardless of
whether it be hemmetic or shamanic. Often, the rules simply refer to magicians,
encompassing both forms equally. When the rules are referring exclusively to the
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hermetic tradition, however, the term mageis used. If the rules speak
only of the shamanic tradition, the term shaman is used. Rules for
physical adepts are almost unique and overlap little with the rules for
hermetic or shamanic magicians.

The path of magic that the character chooses affects how easily
he can learn spells and what kinds of spirits he can summon. It may
also impose requirements on how the character acts. Indeed, the
choice colors the character’'s whole outlook on life, his relationships
with other characters, and his motives for studying magic.

Magicians, regardless of tradition or form, come in two basic
types. There is the full-blooded magician, who can tap into the full
range of abilities of the chosen tradition, and the adept, who can
only practice certain types and forms of magic within strict limita-
tions. There are two ways to be considered a full-blooded magician:
the character must either have been human during Character
Generation, at which time his or her Priority A choice was allocated
to Magic, or else the character would have had to be a metahuman
whose Priority B choice was allocated to Magic.

To be an adept a character must have been either human and
had his Priority B choice allocated to Magic, or else been metahuman
and had his Priority C choice allocated to Magic. See Adepts, pp.

124-26, and Creating A Character, pp. 40-48, for more informa-
tion.

THE SHAMANIC TRADITION

A shaman’s magic comes from the world of nature and the
power of emotions. In days past, some “civilized” scholars dispar-
aged shamanism, calling it “primitive” nature worship. When the
Awakening came, however, these “backward” primitives knew
how to use their new power to pay back the governments and
corporations that had oppressed their people for so long. Indeed,
shamanism had developed even among some city-dwellers during
the boom in occultism at the close of the 20th century. When the
magic came back, these “urban shamans” found that the old ways
worked well in cities, too.

To a shaman, the universe is alive. Animals, plants, stones,
Mother Earth herself, are all potential allies who can be contacted
magically. Before the Awakening, a shaman could only do this by
use of hallucinogens, hours of chanting and dancing to the hypnotic
beat of drums, or even self-inflicted torture. Though the shamans of
the 2050-era still use chants and dance, usually only a few words
or motions are all it takes to make the magic happen.

Shamans are in tune with the ways of nature and life. They are
concerned with the maintenance and preservation of their environ-
ment, be it the wilds of the Pacific Northwest, the expanse of the
Sahara, the majesty of the Amazon rain forests, or the wonderfully
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complex ecosystem that is a modern city. All is nature, whether it
be rocks, streams, trees, and animals, or concrete, steel, neon, and
humanity.

TOTEMS

To be a shaman, one must have a totem. To the shaman, the
totem is an ideal to be emulated. Coyote, for example, has his ways,
as does Bear. Both are animal images representing an outiook and
a way of life. The shaman lives by these ideals, and the totem
provides him with a pattern for his life. The totem represents the
shaman’s perfect self. While in the imperfect form of his mortal
flesh, the shaman must do all that he can to live the way of the
totem.

An example of how strong are the ties between shaman and
totem is the time-honored tradition of the shamanic mask. Before
the Awakening, shamans wore masks that evoked their totem.
Made from primitive materials, these masks were crude or sophis-
ticated, simple or elaborate, depending on the shaman'’s culture.
The shamanic mask was an item of great power. When wearing the
mask, the shaman became the totem incarnate. The dividing line
between crude flesh and perfect form was bridged, and the shaman
and totem were one.

Physical masks are no longer necessary. When a shaman
performs magic, the physical traits associated with the totem
become more apparent in him. The more powerful the magic, the
more noticeable these animal traits become. A complete shape-
change does not occur, but the effect can be striking nonetheless.

If, forexample, an Eagle shaman were to perform a minor spell,
one not particularly relevant to the Eagle totem, the shaman's
features might merely take on a sharper cast, or her chant come to
resemble the shrill cry of a mighty bird. When casting a more
demanding spell, the same shaman'’s crooked fingers would be-
come like the talons of an eagle and his or her eyes like the piercing
eyes of a hunting bird. When calling on a powerful spell, the
shaman’s own features can completely dissolve within the image
of a mighty eagle’s head.

Even without the shamanic mask, the life, dress, and actions of
the shaman evoke the totem. Unlike a hermetic mage, a shaman
cannot even temporarily cast aside the accouterments of the
chosen way without risking the totem’s anger. The totem is the way
of life. Life is the way of the totem.

Choosing a Totem

Technically, it is the totem that does the choosing. Sometime
early in life, though occasionally later, the would-be shaman feels the
call of the totem. Often it will be an event or incident that symbolizes
this call and begins the relationship of the shaman and the totem.
Though it may take some time for the individual to find the path, the
totem is always there waiting for the shaman to walk it.

In Shadowrun, players are allowed to choose their characters’
totems at the time of character creation. This choice is always
permanent. Remember, it is the totem that chooses, and though it
may not seem so, the totem always chooses right.

The totem must be one of the wilderness or urban totems.
Wilderness totems are animals that live in the wild, such as Eagle,
Wolf, Bear, and so on. Urban totems are animals that have found

some niche in the urban ecology: Rat, Raccoon, Dog, and others.

There are hundreds of possible totem animals, but space here
to describe only a few. Players who wish to create an alternate
totem can work with their gamemaster to define its characteristics,
advantages, and disadvantages.

The choice of totem places some restrictions on the shaman’s
use of magic and behavior. It also bestows various advantages and
disadvantages. A shaman has extra dice in his Magic Pool when
casting spells that fall within the power of the totem. Then again,
some totems cost the shaman dice from the Magic Pool when he
is casting spells outside the totem’s power. These dice advantages
or disadvantages are called totem modifiers. Shamans also get
totem modifiers for using Conjuring Skill to summon or banish
certain kinds of nature spirits.

It is best to view the totem modifiers as bonus or penalty dice
thatapply in certain situations. Forexample, Flys Like Wind, a Raven
shaman, receives 2 extra dice for manipulation spells, but loses 1
die for combat spells. When it comes time to cast one of those
spells, the shaman has 2 additional dice in the Magic Pool for a
manipulation spell, or 1 less if it is a combat spell, at the moment
the spell is cast. These dice exist, or are removed, only at the exact
moment the spell is cast. If the Magic Pool would normally be used
up, but the totem modifier adds 2 dice, then there are 2 extra dice
available for casting the appropriate spell at that moment. If there
are dice in the pool, but the totem modifier reduces the pool to O,
then no extra dice are available for casting that specific, but ill-
favored, spell.

The player should choose a totem that is easy to roleplay. A
Bear shaman, for example, would be deliberate, ponderous, and
with a clumsy shamble that looks slow until he has to move fast. A
Rat shaman might be unwashed and fond of dark corners, always
keeping an eye out for an emergency exit. When she has to fight,
Rat will fight like a cornered. . .well, rat.

Players should also note that a totem is not justa “bear” oreven
“the bear.” The totem is Bear, the archetype for all bears in the
world. A totem is not just an animal, but the essence, or true spirit,
ofthat animal. Gender-specific pronouns are sometimes used when
describing a totem, but these are intended only to bring a certain
tone to the descriptions and do not indicate any gender restriction
for shamans of that totem.

TOTEM TABLE
Wildemess Urban
Bear Cat
Coyote Coyote
Eagle Dog
Gator Gator
Lion Oowl
Owl Raccoon
Raccoon Rat
Raven Snake
Shark
Snake
Wolf
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Bear

Characteristics: Bear is powerful in body, but
ponderous unless he has to move fast. He
seems clumsy and unaware of his surround-
ings, but he is in harmony with the world and
what goes on around him. He is slow in
speech but mighty in battle. Bear is a powerful
healing totem found in shamanic cultures
wherever bears are known, be it North America,
central and northemn Europe, or Asia.
Bearisahealer. Unless a Bear shaman has
a good reason to refuse healing to someone
who needs it, he cannot do so.
Favored Environment: Forest
Advantages: +2 dice for all health spells; +2
dice for conjuring forest spirits.
Disadvantages: A Bear shaman can go ber-
serk when wounded. Whenever a Bear sha-
man is wounded, his player makes a Will-
power Test with an injury-modified Target
Number of 3. The Bear shaman will go berserk
for three turmns, minus one tumn for every
success. Ifthe player rolls 3 or more successes,
the berserk rage is controlled. A berserk sha-
man will attack the closest living thing, using
his most powerful weapons (either magical or
physical). When the time is up orif the shaman
kills or incapacitates an enemy, the berserk
fury dissipates.

Cat

Characteristics: Cat is stealthy, vain, cunning,
and sometimes cruel. Cat loves to ferret out
secrets, but dislikes sharing them with others,
for she is Cat-Who-Walks-Alone. Cat is an
urban totem, at home with mankind, either in
their company or as a lonely hunter in city
streets and alleyways. Cat shamans are soli-
tary types, committed to no one but them-
selves.

Favored Environment: Urban

Advantages: +2 dice for illusion spells; +2
dice for conjuring city spirits.
Disadvantages: Cat will toy with an opponent
in battle, even when the situation is desperate.
She will threaten, sneer, and hiss, displaying
her dominance. She will also use showy magic,
flashy physical combat, or other irrelevancies
in the process of the kill. An unwounded Cat
shaman must make a Willpower Test with a
Target Number 6 when she wants to cast a
combat spell. If the test fails, she casts the least
damaging of the spells she knows. If the
shaman is wounded, all this playing around
stops. Cat is so fastidiously clean that she
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suffers a +1 target modifier to all her tests
whenever dirty or unkempt.

Coyote

Characteristics: Coyote is the Great Trickster,
unpredictably bold one moment, cowardly
the next. He can be a friend or a cruel joker
who leads one into danger. Coyote is also the
great magician. A Coyote shaman is too inde-
pendent to be bound by anything except his
word. Like Grandfather Coyote of the legends,
he is intensely curious. He is also typically
greedy and fond of taking risks just for fun.
Favored Environment: Anywhere on land
Advantages/Disadvantages: None. A Coy-
ote shaman would never permit himself to be
limited by such concepts. He is beyond rules
and lives by his own wits.

Dog

Characteristics: Dog is loyal to friends and
family. He fights furiously to defend his home
and holdings, but is not generally aggressive
outside his own territory. Dog loves people,
and will defend them pitilessly from danger-
ous spirits or evil magic. Once a Dog shaman
gives his loyalty or love, he will remain loyal
even ifthe person he loves is unworthy. A Dog
shaman will try to protect humanity from evil
magicians at any cost.

Favored Environment: Urban

Advantages: +2 dice for detection spells; +2
dice for conjuring field and hearth spirits.
Disadvantages: Dog is single-minded, to the
point of stubbornness. Any time a Dog sha-
man changes his plans or tactics, his player
must make a Willpower Test with a Target
Number 4. The test itself requires one Com-
plex Action as Dog struggles to change his
mind.

Eagle

Characteristics: Eagle is the highest-flying
bird in the sky, and so comes closest to
heaven. He faces the rising sun at dawn and is
lord of the highest peaks. Eagle is proud,
solitary, and sees everything that happens on
the Earth over which he flies.

Favored Environment: Mountains
Advantages: +2 dice for detection spells; +2
dice for conjuring wind spirits.
Disadvantages: An Eagle shaman will not
tolerate evil or ignoble actions. He is a fierce
defender of the land and the purity of nature,
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with a strong distrust of technology and its
tools. Polluters and others who would dam-
age the land for profit are Eagle’s enemies, and
he will brave any danger to defeat them.

Double all Essence losses caused by add-
ing cyberware, because of the psychological
impact this has on the Eagle shaman.

Gator

Characteristics: Gator is a greater fighter and
a big eater. He is swift to act when action is
called for, butlethargic, even torpid, the rest of
the time. Gator is often ill-tempered, espe-
cially when prodded to action. But once he
grips, he holds, and will not tum away from a
path he has chosen.

Favored Environment: Swamps or rivers in
the wildemess. Gator is also an urban totem
because myth, if not reality, has placed him in
the sewers of the great cities. In magic, myth
is as good as reality and so Gator thrives
among urban shamans.

Advantages: +2 dice for combat and detec-
tion spells; +2 dice for conjuring spirits of the
swamp, lake, or river (if a wildemess totem
chosen), or city spirits (if an urban totem
chosen).

Disadvantages: Gator is lazy and greedy. As
an eater, he prefers to glut himself with food
and then laze around. As a shadowrunner, he
prefers a job with a big payoff that will let him
take it easy until all the money is gone. It can
take some hefty argument to make Gator
exert himself. His greed makes him loathe to
share material goods, and he will almost never
make loans or pick up a check. Once on a job,
he goes for the direct solution and is impatient
of subtlety. To make a Gator shaman break off
a fight, a chase, or other direct action takes a
Willpower Test with a Target Number 6. He
also subtracts 1 die for illusion spells.

Lion

Characteristics: Lion is the brave and power-
ful warrior. His method is direct and pointed,
for he is not a creature of subtlety. Lion prefers
to work from surprise or ambush, allowing
others to perform tasks for him while he holds
his strength in reserve. He will take the offen-
sive when necessary. Any threat to his kin or
family is a threat to him.

Favored Environment: Prairie

Advantages: +2 dice for combat spells; +2
dice for conjuring prairie spirits.
Disadvantages: -1 die for health spells. Lionis
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vain and demands the most from himself,
especially when it comes to his physical con-
dition and appearance. He must live well, and
demands respectand loyalty from those around
him.

Owl

Characteristics: Owl is a wise and silent
watcher. She rarely speaks, but she sees much.
Owl rules the night skies, and so what she
hunts, she finds. Owl is friendly to her com-
panions, but terrible to her enemies. By day,
she is practically helpless.

Favored Environment: Any urban or wilder-
ness location, but spell-learing is conducted
by night

Advantages: +2 dice for any sorcery or conjur-
ing by night.

Disadvantages: +2 to all target numbers (even
non-magical ones) when in direct sunlight.
Even when Owl is sheltered from the sun, add
+2 to all target numbers for magic during the
daytime.

Raccoon

Characteristics: Raccoon is a clever bandit
who can break open any trap to remove the
bait. He can also escape any danger, for his
paws are like cunning hands. Raccoon fights
when he must, but prefers strategy and trick-
ery.

Favored Environment: Anywhere but the
desert

Advantages: +2 dice for manipulation spells;
+2 dice for conjuring city spirits.
Disadvantages: A Raccoon shaman is a loner.
Like Coyote, his intense curiosity makes him
ignore danger in any quest for information.
Raccoon can be greedy (this is a thief totem),
but Raccoon shamans will steal only the very
best, for petty thefts and violent robberies are
beneath their dignity. Raccoon shamans suffer
a -1 die modifier for combat spells.

Rat

Characteristics: Rat is a stealthy thief who is
too selfish to share anything, even with his
companions. He is also a reluctant warrior
who would rather run than fight. Where man-
kind goes, there also goes Rat, for who else’s
bounty can sustain him?

Favored Environment: Urban

Advantages: +2 dice for detection and illusion
spells; +2 dice for conjuring all Spirits of Man.
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Disadvantages: Rat shamans are usually dirty
and unkempt. Rat is a coward, but when he
must fight, he fights tokill. Rat dislikes working
out in the open, for a muttered spell from the
shadows (or a silenced pistol from a doorway)
is more his style. Subtract 1 die for combat

spells.

Raven

Characteristics: Like Coyote, Raven is a trick-
ster, clever and devious. Raven is also the
transformer, responsible for changes. He is a
living contradiction, greedy and generous by
turns.

Favored Environment: Anywhere under the
open sky

Advantages: +2 dice for manipulation
spells; +2 dice for conjuring wind

spirits.

Disadvantages: Raven shamans are ei-

ther overweight or else rail-thin. In either case,
they are gluttonous and always hungry, find-
ing it next to impossible to refuse an offer of
food. Raven dislikes fighting, preferring to let
others handle that part of life. Subtract 1 die for
combat spells. Whenever not under the open
sky, Raven shamans suffer a +1 to all target
numbers.

Shark

Characteristics: Shark is a cold, relentless
hunter, who is savage in combat. With no
fixed home, he knows all the secrets of the sea.
Shark can be a totem of shamans from any sea-
or shore-dwelling culture, including the Ha-
waiian kahunas, the Japanese miko, Haitian
houngans, Eskimo angekok, as well as the
Native Americans of the Pacific Northwest and
any surviving shamans among the few Austra-
lian aborigines still living in Dreamtime.
Favored Environment: On or by the sea
Advantages: +2 dice for combat and detec-
tion spells; +2 dice for conjuring sea spirits.
Disadvantages: A Shark shaman may go
berserk when wounded in combat or if he
kills an opponent. Whenever one of these
conditions occurs, the shaman’s player must
make a Willpower Test, with an injury-modi-
fied Target Number 4. He will go berserk for
3 turns, minus 1 turn for every success. If he
scores 3 or more successes, he won't go off.
A berserk shaman will attack the closest
living thing, using his most powerful weap-
ons (either magical or physical). A berserk
Shark shaman fights to kill. He may, alterna-
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tively, continue to hurl magic or use weap-
ons against the inert body of his last victim,
savagely blasting or hacking it.

Even if he is not berserk, Shark believes
that the only good enemy is a dead enemy. If
challenged, he does not waste time with
threats or bragging, but strikes, usually to kill.

Snake

Characteristics: Snake is a wise healer who
dwells in many places and knows many se-
crets. Snake is a good councilor, but exacts a

price for her advice. Snake is adaptable, and

can confuse the senses of enemies.

Favored Environment: Anywhere ex-
a\ cept mountains

Advantages: +2 dice for healing,

illusion, and detection spells. As a
wildemess totem, +2 dice for conjur-
ing any one Spirit of the Land (shaman'’s
choice). As an urban totem, +2 dice for conjur-
ing any one Spirit of Man (shaman’s choice).
Disadvantages: Snake will notfight unless she
must defend herself or else hunt to eat. Snake
shamans have a—1 die modifier for any spells
cast during combat. Snake shamans are ob-
sessed with leamning secrets and will take
enormous risks to do so.

Wolf

Characteristics: Wolf is the hunter and war-
rior. He is brother to all his pack, and fiercely
loyal to his mate and cubs. As the ancient
saying goes, Wolf wins every fight but the last,
and in that one, he dies.

Favored Environment: Forest, prairie, ormoun-
tain

Advantages: +2 dice for detection and com-
bat spells; +2 dice for conjuring forest or prairie
spirits (shaman'’s choice).

Disadvantages: A Wolf shaman is loyal to his
friends and family until death. Nothing can
make him betray those bonds. Nor will he ever
show cowardice. When a Wolf shaman ex-
tends his protection to another or otherwise
accepts a responsibility, nothing can make
him betray that bond. Wolf can, however, go
berserk as a Bear does.
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Insect Totems

Insects do not appear in this list of totems because they are rare
in the shamanic tradition. When they do show up, however, it is
often as a dangerous or evil influence. Veteran Shadowrun players
already know that dark truth.

ROLEPLAYING THE SHAMAN

When roleplaying a shaman, the player must take care to
behave appropriately for his or her totem. Otherwise, the shaman
could lose his link to the totem, possibly even losing all access to
itsmagic. A player who is not certain he wishes to limit his character
with a lot of requirements should try playing a Coyote shaman, who
has more freedom of action.

This does not mean that a Cat shaman never has close friends,
or that a Shark shaman must kill anyone who looks at him sideways,
but Cat will not reveal her darkest secrets, or even her telecom code,
to every chummer she meets. Neither is Shark going to walk away
from a fight just because someone might get hurt.

Shamans are human and a totem is not a religion, though it
gets close. There are no commandments the shaman must follow.
The totem is important because it is what makes the shaman a
magician. Gamemasters should be lenient about occasional minor
goofs.

Ifa shaman consistently behaves out of character for the totem,
then the gamemaster should punish the character. At first, punish-
ment will be the loss of any advantages usually gained from the
totem. For really persistent behavior, the gamemaster can reduce
the shaman’s Magic Attribute by 1 point.

A shaman can retrieve lost powers once he begins to behave
properly again. A special shadowrun that is particularly appropriate
to the totem might be required as a final purification, however.

THE MEDICINE LODGE

The medicine lodge is the sacred place of the shaman. It is a
little, isolated world where powerful magics can be worked and it
is a place for communication with the spirits. Here is where the
shaman keeps the special items that are actually and symbolically
powerful for him. It is the place where the world of the shaman
bridges the worlds of the magical and the mundane.

The medicine lodge must be in an environment suitable to the
shaman’s totem. A Bear lodge should be in the woods, for example,
while a Rat lodge could be anywhere in a city. The lodge can be
indoors, in a cave, or even an open campsite, as long as it has
definite, marked-off boundaries. The lodge should be at least a 3-
meter by 3-meter area; bigger if a group of shamans intend to share
it.

A medicine lodge has a rating. The lodge’s rating is deter-
mined by the shaman’s ability and available time and money. To
learn a spell, a shaman must have a medicine lodge available and
itmust have arating at least equal to the Force of the spell he wishes
to learn. See Leamning A New Spell, p. 132.

Most tribes have permanent lodges, be it a hogan, teepee,
kiva, cave, or pueblo designated as a lodge. Because many sha-
mans stay on the move, they must often lug their lodges around
with them. The actual materials would be animal pelts, bones,
drums, painted hides, sands for sand paintings, minerals and
crystals, and so on. All these are reusable, and need not be replaced

after purchase unless the lodge is lost or destroyed. Talismongers
sell the magical gear that goes into a medicine lodge. Generally
speaking, a medicine lodge’s materials cost 500¥ per rating point
and weigh about 2 kilograms per rating point.

It is best to set up a permanent medicine lodge. If that is not
possible, the shaman should haul the materials to an appropriate
site and set one up. It takes one day per rating point of the lodge
to do this because the shaman must charge the new lodge with
magical energy to link it to the Earth. It is for this reason that a
permanent lodge is more convenient.

Lodges are erected to a specific totem and can be shared
among shamans of that totem.

NATURE SPIRITS

One of the most powerful abilities of the shaman is the ability
to conjure nature spirits. These are strong spirits associated with a
specific place or domain, and that personify the forces or nature of
that place. They can only be summoned by shamans. See Summon-
Ing Nature Spirits, p. 139, for more information.

SHAMAN ABILITIES

Shamans can use magical Focl (pp. 137-39), cast Spells (pp.
129-32), and access Astral Space (pp. 145-50) without restriction.
They may also use Conjuring (pp. 139-44), with some restriction on
the types of spirits they may summon.

THE HERMETIC TRADITION

Though some magicians may like the country life, most are
urban types. Their magic is based on a complicated set of theories
that describe the way astral space contracts and intersects with the
physical world. As one might expect, there are as many versions of
these theories as there are mages.

Hermetic magic attracted much interest before the Awaken-
ing. Surprisingly large numbers from all walks of life were studying
the disciplines of the mage at the time of the Awakening, reacting
variously with surprise, relief, or dismay to discover that the magic
suddenly worked. Because many of these students were corporate
employees studying magic in their spare time, the corporations
picked up on hemnetic magic very early on. To this day the
corporations employ wage mages in all capacities, but there are
very few shamans. (Try telling Coyote he can only have an hour for
lunch.)

Mages see the universe as a complex of abstract forces ranging
from the simple and complex laws of natural physics to the equally
simple and complex laws of metaphysics. How these forces work
with and against each other, and how these forces can be con-
trolled, is the territory of the hermetic mage.

Before the Awakening the process by which a mage opened
up to those forces, and thereby controlled them, required lengthy,
complex ceremonies. Now, a mage can work magic with a few
gestures and key syllables of invocation. The elaborate rituals and
equipment are necessary only for special situations.

The desire of the mage is to know, firsthand, the inner reality
of the universe. The mage may practice magic for its own sake, or
for the nuyen it earns, or for power, but a mage is a scholar whose
art demands constant study.
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HERMETIC LIBRARIES

Mages spend alot of time doing research. They need extensive
reference libraries for many activities: leaming new spells, design-
ing magical rites, summoning spirits, and so on.

Hermetic libraries are specific to a given skill. That is, a mage
needs separate libraries for sorcery, conjuring, and magical theory.
Libraries, unlike the skills themselves, do not have Concentrations
or Specializations. They do, however, have ratings reflecting their
completeness and level of information.

A mage needs a sorcery library in order to increase his Sorcery
Skill. Without it, skill advancement is very difficult (see Skills, p.
190). A conjuring library is vital in the summoning of elementals
(see Conjuring, p. 139). A magical theory library is required to learn
new spells (see Leamning A New Spell, p. 132).

In the 2050s, print is almost dead, but many mages are old-
fashioned enough to enjoy the feel of a physical book. Libraries can
consist of printed books and papers (hardcopy). Though bulky,
books are accessible almost anywhere and not subject to power
failures. Alternatively, a library, like any other information, can be
stored on a mini-CD (compact disk) or optical chip. The space
required to store them is small, but the mage needs a data reader
or computer to access them. Datasoft libraries (see Skillsofts, p.
248) are available, but they are expensive and not easily shared with
other mages. A library can mix all three types of storage.

Mages can share libraries. Access to the thaumaturgical sec-
tion of any big university library or corporate reference department
lets any number of mages pursue projects at the same time. These
large research facilities have nearly any rating a mage may require,
within reason. Libraries above Rating 4 are difficult to find and
acquire access to. Libraries often charge legitimate, registered
users a fee on an hourly basis equal to the rating of the library in
nuyen. lllegal users may find the owners taking exception to their
using the data.

Libraries can hold an amount of data equal to their rating,
squared, times 100 Mp (megapulses). A Rating 6 sorcery, conjur-
ing, or magical theory library would, for example, require 3,600
Mp, or 3.6 Gp (gigapulses).

Hardcopy libraries require roughly one-half cubic meter of
space per 100 Mp of data. They also cost their rating points,
squared, times 2,000¥. So again, that Rating 6 library would cost
72,000¥%.

Electronic data merely requires sufficient CD or chip storage
space. A magical library on CD holds 100 Mp per disk and costs its
rating points, squared, times 1,000¥. Data-storage optical chips
hold up to 1 Gp per chip and cost its rating points, squared, times
1,200%. On disk the Rating 6 library would take up 36 disks and cost
36,000%. On chip it would take up four chips and cost 43,200¥.

Library ratings are not cumulative. Combining a Rating 2 library
with a Rating 3 library does not result in a Rating 5 library. It is still
only a Rating 2 or 3 library.

THE HERMETIC CIRCLE

Sometimes a mage needs to set up a hermetic circle. It can be
in any convenient, private place, indoors or out, but should be
secluded so that operations will not attract gawkers.

Hermetic circles are prepared for a specific spell or conjuring. For
example, if the mage wants to use ritual sorcery to cast a stink spell

on someone, he must prepare a circle for that specific spell. He could
not use the same circle to cast a mask spell the next day, but must
draw a new one. The same goes for summoning elementals. A circle
created to summon a fire elemental is useless for summoning water
elementals (not to mention downright insulting to the elemental).

Once the circle has been drawn, it can be re-used for the same
mystical operation. It is quite common for a mage to draw a circle
for summoning a fire elemental, leaving it in place for another day
and another summoning.

Hermetic circles have ratings. There is no limit to the rating of
a circle a mage can create, as long as he has sufficient time and
enough room. Actually drawing and empowering the circle takes
anumber of hours of uninterrupted work equal to the circle’s rating.
The circle is a base 3 meters in diameter, plus an additional number
of meters equal to the rating. That means a Rating 6 Hermetic Circle
would be 9 meters in diameter.

A circle’s rating limits the maximum rating of an operation
conducted within it. For example, summoning an elemental with a
Force 6 requires a hermetic circle with at least a Rating 6.

A hermetic circle is linked to the mage who inscribed it. This
link can be traced through astral space, though with some difficulty
(see Astral Tracking, p. 149). Also, like spell constructs, the style
of acircle’s creator is identifiable within its construction. See Astral
Perception, p. 145, for more information.

ADEPTS

A less powerful form of magician, an adept is focused and
restricted in his abilities. Like full magicians, adepts have a Magic
Rating and lose points from that Attribute as they suffer Essence loss
or Deadly wounds. There are three types of adepts; magical adepts,
shamanic adepts, and physical adepts.

MAGICAL ADEPTS

A magical adept can use only one magical skill. An adept who
uses only Sorcery Skill is often referred to as a sorcerer, while one
who uses only Conjuring Skill is referred to as a conjurer. Sorcerers
are the most common kind of magical adept. Whatever skill the
adept picks, he will follow the normal rules for that skill.

Like other magicians, magical adepts must choose between
the shamanic and hermetic traditions. They follow the rules in spell
learning and so on for that tradition. Shamans get their totem
benefits and penalties, if applicable to the skill. Adepts can use foci
like any other magician, if it is applicable to their skill.

The principle difference (and it is an important one) between a
magical adept and a full magician is that the adept has no access to
astral space. A magical adept cannot use astral perception or
projection at all.

SHAMANIC ADEPTS

A different form of adept is the shamanic adept, who, as the
name implies, must be a shaman. This adept can only cast spells or
conjure spirits for which a totem would offer modifiers. For ex-
ample, a shamanic adept of the Bear totem can only cast health
spells and can only conjure forest spirits.

Note that shamanic adepts do not receive totem modifiers for
these activities. They are subject to all the usual requirements for
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their totem. For example, it is not possible to be a shamanic adept
for the Coyote totem, because it does not receive any totem
modifiers, nor is it possible with a totem such as Owl, whose spells
receive a modifier based on time or place, but not purpose.

Shamanic adepts have full use of their Sorcery and Conjuring
Skills for defensive purposes, and are capable of astral perception
and projection.

PHYSICAL ADEPTS

A physical adept is dedicated to improving the body and its
abilities. Powers attributed to legendary martial artists, warriors of
shamanic peoples, berserkers, and the like, suggest that such
adepts may have existed before the Awakening. The first publicly
documented physical adept in modern times was Francis Daniels,
an engineering Ph.D. and fourth danki-akido black belt. Much of the
current understanding of the abilities of the physical adept are due
to research Daniels conducted before his untimely death in the riots
attending the collapse of the U.S. government in the Washington
D.C. metroplex in 2030.

When a physical adept character is created, his Magic Rating
Points are used to “buy” various improvements to the physical
Attributes, Reaction, senses, and skills. The adept can also “buy”
various unique powers, similar to the effects of certain spells. These
become permanent abilities for the adept.

It should be noted that the character’s Magic Rating Points are
not actually used up to “buy” the adept abilities. Rather, those
points are used as a gauge of how many abilities the adept can
acquire (a number of points up to his or her Magic Rating.)

The only magical focus of any use to a physical adept is a
weapon focus. Foci are described in full beginning on p. 137. Note
also that a physical adept cannot use astral perception, unless it is
purchased as an ability. A physical adept cannot astrally project.

Powers of the Physical Adept

Astral Perception
Cost: 2

The adept has the ability to see into the astral plane via Astral
Perception (p. 145), but cannot use astral projection. This enables
the adept to use the Sorcery Skill in Astral Combat (see p. 147), but
the character cannot cast spells nor does he have a Magic Pool.

Combat Sense
Cost: See below

The adept with combat sense power has an almost sixth sense
about an area and any threats around him. Each level of this ability
purchased gives the adept a number of extra dice in the Combat
Pool, as well as the ability to spend Combat Pool dice to assist the
Reaction Test in surprise situations (p. 86).

COMBAT SENSE POWER
Level Combat Pool Dice Cost
1 1 2
2 2 3
3 3 4

Improved Ability
Cost: See below

The physical adept is able to purchase additional dice for use
with a specific general skill. Dice purchased for the general skill carry
over equally to any Concentrations or Specializations of the skill that
the character may know. In addition to the +2 target modifier
received for every circle passed on the Skill Web (p. 69), any
Improved Ability dice are reduced at a rate of one per circle crossed.
For example, passing three dots would add a +6 modifier, while
subtracting 3 Improved Ability dice.

There is an additional restriction on dice purchased for use with
Combat Skills: the adept cannot have more extra dice than the
character’s current Combat Skill Rating. Thus, a character with
Firearms 4 cannot have more than 4 additional dice.

IMPROVED ABILITY COSTS

Area Cost
Athletic Skills .25/die
Stealth .25/die
Combat Skills

Armed Combat .5/die

Unarmed Combat .5/die

Throwing .5/die

Projectile Weapons .5/die

Firearms 1/die

Gunnery 1/die

Improved Physical Attributes
Cost: See below

With this ability, the physical adept can raise a Physical Attribute
(only Body, Strength, or Quickness), but not a Mental Attribute.

If the adept later wants to increase a Physical Attribute using
Karma in the normal manner (p. 190), the cost is based on the total
attribute rating, that is, including the magical improvements.

The actual cost of the ability depends on how much higher (or
lower) than the character’s Racial Maximum is the final attribute
rating.

IMPROVED ATTRIBUTE COSTS
Attribute Rating Cost
Less than or equal to
1/2 Racial Maximum
Up to Racial Maximum
Up to 1.5 x Racial Maximum

.5 per +1 rating
1 per +1 rating
1.5 per +1 rating

Improved Physical Senses
Cost: .25 per improvement

These improvements include low-light or thermographic vi-
sion, high- or low-frequency hearing, enhanced smell or taste, and
so on. Unless an improvement involves a radio or similar techno-
logical phenomena, anything that can be improved by cyberware
can be improved by this power. Unlike cyberware, there are no
package deals.
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Increased Reaction
Cost: See below

Increased Reaction gives the physical adept additional points
of Reaction, based on the degree of the ability purchased. Consult
the table below. The adept receives only the Reaction bonus, but no
additional Initiative dice.

INCREASED REACTION COST
Reaction Bonus Cost/Point
Less than or equal to
1/2 Racial Maximum .5 per +1

Up to Racial Maximum
Up to 1.5 x Racial Maximum

1 per +1 rating
2 per +1 rating

Increased Reflexes
Cost: See below

Increased Reflexes gives the adept additional Initiative dice,
based on the degree of ability purchased. Consult the table below.

INCREASED REFLEXES COST
Extra Initiative Dice Cost
1 1
2 4
3 6
Killing Hands

Cost: See below

Normal hand-to-hand damage does (Strength)M Stun dam-
age. The physical adept may use his magic to turn his Unarmed
Combat attacks into deadly Physical damage. When using Un-
armed Combat, an adept with Killing Hands may choose to do
either the normal Stun damage or the improved Physical damage,
as purchased. See the table below for the costs for each of the four
different levels of Killing Hands available. Technically, there is
nothing to stop a physical adept from acquiring more than one of
the levels, say, (Strength)L and (Strength)D.

The player must declare use of Killing Hands with the Unarmed
Combat attack. The attack itself is effective against creatures with
Immunity or magical defenses against normal weapons (see Powers
of the Awakened, p. 214). Their defensive bonuses do not count
against Killing Hands.

Note also that Killing Hands is a bare-handed strike and cannot
be augmented by either weaponry or magic, though they may use
other physical adept abilities like Improved Ability.

KILLING HANDS COST
Damage Level Cost
(Strength)L 3
(Strength)M 1
(Strength)S 7
(Strength)D 4

Pain Resistance
Cost: .5 per point

Pain Resistance allows the physical adept to ignore the effects
(injury and Initiative modifiers) of a number of boxes of damage
equal to the number of points of Pain Resistance power acquired.
Thus, a character with 3 points of Pain Resistance does not suffer any
of the modifiers when taking Light or Moderate wounds. Once the
character’s damage passes the Moderate wound level (more than
3 boxes), all injury and Initiative modifiers will apply normally.
Points purchased work equally on both the Physical and Stun
Condition Monitors.

Note that even if the character has 10 points of Pain Resistance,
he will still go unconscious, and possibly die, once he reaches the
Deadly wound level. What happens is that the character will show
no signs of being injured until he simply drops.

Pain Resistance also allows the character to resist pain from
torture, magic, iliness, and so on. Add the number of points of Pain
Resistance purchased to the target numbers for inflicting pain on the
adept (e.g., torture interrogation); subtract them from the target
number to resist pain (e.g., in a Body or Willpower Test against the
symptoms of a painful disease). Again, Pain Resistance does not
prevent or heal actual damage, but may prevent or reduce the
damage'’s effect on the character’s skills or Initiative.

Pain Resistance cannot be used to improve the outcome of any
form of Damage Resistance Test.

PHYSICAL ADEPTS AND MAGIC

A physical adept can lose Magic Rating Points just like any
other magician. Should that happen, the loss affects any improve-
ments the character has purchased. An adept must give up 1 full
point of improvement for every point of Magic lost.

Once a player has allocated Magic Rating Points to “buy” a
power, that power cannot be changed, but it can be upgraded by
spending more Magic points at a later time. For example, if a player
puts 2 Magic points into Killing Hands (Strength)S, he could later
raise the power to (Strength)D by “spending” 2 more points.
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SORCERY

Sorcery is the art of spellcasting. Through it, a magician can
command and shape the forces of astral space to a specific end.
Shamans and mages can both cast spells without restriction,
though the shaman must keep in mind totem modifiers.

Though both types of magician can cast spells that are, for all
intents and purposes, identical within the Shadowrun game sys-
tem, how they cast spells is entirely different.

Hermetic mages command the astral forces through very
specific, practiced, precise formulas. Most of the effort is mental;
the exercise of commanding the forces is a task of mental gymnas-
tics and willpower. Some physical activity accompanies the spell,
but it is minor compared to the work the mage’s mind is doing.
Perhaps some words must be spoken, a minor gesture be made, or
some symbolic material be used in some manner. Regardless, the
mage calls up the mental multidimensional image of the spell
formula, imposes it on the forces of reality at hand, then shapes,
channels, and directs them to the desired end. The casting of a
particular spell is an identical procedure each and every time, unless
some parameter of the spellcasting has changed.

Shamans, however, rarely cast magic the same way twice.
Their magic comes from intuition, improvisation, and an under-
standing of the moment. The forces of nature are called, not
commanded. The shaman considers the forces of nature to be allies,
not tools, allies to be praised for their assistance. The specifics of a
shaman’s spellcasting vary with the moment and the situation. The
calling of powers is very personal and must be tailored to the
situation. Each dance, each chant, each song is different because
each moment is different. Thus, each spellcasting is different. Like
the mage, the shaman uses his mind to call on the unseen forces of
magic, but his spellcasting has more external components in the
form of dances, gestures, chants, or songs. Most of this is voluntary,
however. When necessary, the shaman can call the forces of nature
with barely a whisper.

That said, it should also be pointed out that though the method
of spelicasting differs radically between mages and shamans, both
cast the same spells within the game system. As far as the
Shadowrun game is concerned, a mana blast spell is a mana blast,
regardless of whether a mage or shaman casts it. The roleplaying of
the spellcasting will differ, as explained above, but the procedure
and the game statistics behind the spell are the same.

TYPES OF SPELLS

Spells come in two types and five categories. The two types are
Physical and Mana, and the five categories are combat, detection,
health, illusion, and manipulation spells. Each category includes
many individual spells, which are listed and described in the Spell
Directory, beginning on p. 151.

Physical Spells

Physical spells affect physical things. The magical energies of
a physical spell are synchronized with the tangible aspects of a
target: its composition, mass, momentum, appearance, and so on.
Only physical spells can affect inanimate objects such as walls,
rocks, and the like. Physical spells can affect living things, but they
affect the physical nature and structure of the being.

If the target is a living being, he or she resists physical spells
with the Body Attribute. Objects made of certain materials are more
resistant to magical effects. See Casting Spells, p. 129, for more
information. Unless otherwise noted, physical spells do Physical
Damage.

Mana Spells

Mana spells affect the intangible elements of a target, such as
the spirit or emotions. They are the only spells that can affect purely
magical targets. Mana spells cannot affect inanimate objects on any
level.

Mana spells are resisted by the target's Willpower Attribute.
Unless otherwise noted, mana spells do Physical Damage.

Combat Spells

Combat spells are quick, dirty, and violent. The energy of
combat spells is channeled into the target directly from astral space
through the target’s aura. The target is, effectively, attacked from
within. Combat spells ignore the effects of armor and non-magical,
external protections.

The target of a combat spell must, however, be within line-of-
sight of the casting magician. The magician must be able to see the
target, diiectly. The magician can ignore transparent obstructions
such as clear glass, but not smoked or one-way glass. If the
magician cannot see the target, he cannot affect the target, even if
he is absolutely certain that the target is there, just out of line-of-
sight. See Spell Targeting, p. 130, as well as the descriptions of
Combat Spells, p. 151, for more information.

Combat spells can be either physical or mana spells.

Detection Spells

Detection spells are used to enhance the senses or to analyze the
environment. They allow the magician, or the recipient of the spell,
to sense things in a manner normally beyond his or her ability, to see
or hear from a great distance, and so on. There are also spells that
allow the magician to detect the presence of other beings, magic, life,
and enemies. See p. 152 for the listing of detection spells.

Detection spells can be either physical or mana spells.

Health Spells

Health spells are concerned with the condition and perfor-
mance of the body. They can be used to treat or heal injuries, purge
poisons or toxins from a body, or affect Attribute Ratings. See p. 154
for the listing of health spells.

Health spells can be either physical or mana spells.

lllusion Spells

lllusion spells fool the senses. They can be used to deceive,
create things that do not really exist, make things invisible, stimu-
late the senses, or provide simple or complex entertainment. See
p. 155 for the listing of illusion spells.

lllusion spells, which affect the mind, are usually mana spells.

Manipulation Spells

Manipulation spells can transform, transmute, control, or
animate matter or energy. They are powerful, complex spells that
are difficult to control and master. Manipulation spells can control
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the emotions or actions of a person, move objects or items, shape,
create, or channel energy such as light or fire, or change a target’s
form or appearance by changing its structure. See p. 156 for the
listing of manipulation spells.

Unlike combat spells, a manipulation spell used for a violent,
destructive purpose actually creates a tangible physical effect. A
blast of flame from a manipulation spell strikes the target from the
outside, which lets the target benefit from the protection of armor
and such. Combat spells strike from within, bypassing armor.
Manipulation spells, however, do not have the same line-of-sight
restrictions as combat spells. See Spell Targeting, p. 130, and the
listing of manipulation spells, p. 156.

Manipulation spells can be either physical or mana spells.

SPELL COMPONENTS

In addition to type and category, spells have several other
components that affect their operation. Force, Range, Drain Level,
Duration, and Exclusivity are explained in general terms here, and
then dealt with more fully as needed in the Casting Spells section,
p. 129.

Force

A spell’s Force sets how powerful it is. A Force 1 spell is a
minimum-power spell of that type. To be cast, a spell must have at
least a Force of 1.

Magicians learn spells at a specific Force. They voluntarily can
cast the spell at a lower, reduced Force, but can never cast the spell
ata higher Force than what they have learned. If the magician wants
to increase the learned Force of a spell, he must re-learn the spell.
See Leamning A New Spell, p. 132.

The higher the Force of a spell, the greater its potential effect
and the harder it is for the target to resist. High-Force spells are also
more draining to the spellcaster. When choosing the Force at which
to cast a spell, the magician must strike a balance between the
spell’s effectiveness against the intended target and his own ability
to absorb the drain of casting the spell.

The Force of the spell is the base number of dice used to
determine the spell’s success. These dice may be augmented from
the Magic Pool (see p. 85), as the magician desires. See also
Casting Spells, pp. 129.

Range

All spells have a Range at which they can be cast. For most
spells, the range is listed as LOS, which stands for line-of-sight. This
means that if the magician can see the target, he can hit it with the
spell, regardless of range. See Spell Targeting for more information.

Other spells, specifically health spells, have a listing of Touch.
The caster of these spells must physically touch the intended target
in order for the spell to work. If the target does not wish to be
touched, the magician must also make a successful attack using the
Unarmed Combat Skill. See Melee Combat, p. 100.

Detection spells that deal with the senses have a limited range
of effect, but it is variable. At the time the spell is cast, the magician
makes a separate Force Test against a Target Number of 4, plus any
applicable injury modifiers. If the magician desires, he may aug-
ment the test with dice from the Magic Pool. These dice, however,
must be separate from any dice allocated for the actual Spell

Success Test. Multiply the number of successes from the Force Test
by the magician's Magic Rating to get the maximum range in
meters at which the spell can operate.

Drain Level

A spell’s Drain Level reflects how casting the spell affects the
magician himself. Spells with a higher Drain Level are more
draining, more fatiguing, to the casting magician than those with
lower Drain Levels.

Drain Levels are rated like a weapon's Damage Level (M Stun,
S Stun, and so on). Drain can, in fact, be viewed as a kind of attack
by the energy of the spell being manipulated and channeled against
the caster of the spell. The more power or energy in the spell (the
higher the Force), the greater the potential that those same energies
will have a damaging effect on the caster.

Drain damage is usually Stun damage, except under certain
circumstances. If the Force of the spell exceeds the spellcasting
magician’s Magic Rating, then the Drain damage is Physical dam-
age. Because the magician has exceeded his body's ability to
channel energy, the potential damage shifts from fatigue (Stun
damage) to actual damage (Physical damage) such as muscle pulis,
burst blood vessels, and so on.

Drain damage is resisted like weapon damage. The magician rolls
dice equal to his Willpower against the Drain Level, which is based
on the Force of the spell cast. Successes reduce the Damage Level.
See Casting Spells, specifically the Drain Resistance Test, p. 132.

Spell Duration

These Durations are possible for spells in Shadowrun: Instant,
Sustained, and Permanent.

Instant Spells take a Complex Action to cast. They take effect
and vanish in the same action. Their effects are usually lasting, however.
Combat spells and some manipulation spells fall into this category.

Sustained Spells can be maintained over time. They remain in
effect as long as the magician maintains concentration on the spell,
thereby sustaining it. When he loses his concentration, or when he
voluntarily drops the spell, the spell’s effects disappear. Magicians
who are sustaining spells suffer a universal target modifier of + 2 per
sustained spell. Because the magician must put so much concen-
tration into sustaining the spell, this target modifier affects all other
tests the magician must make while sustaining. A magician may
simultaneously sustain a maximum number of spells equal to his
Sorcery Skill. Magicians may maintain spells while astrally perceiv-
ing (p. 145), but not while astrally projecting (p. 146).

Permanent Spells must be sustained for some specified period
of time before their effects become permanent. Health spells are an
example. If the magician drops the spell before the required time
has elapsed, the spell’'s effects do not become permanent, but
disappear instead.

Exclusivity

A spell, when leamed, can be declared exclusive. This means that the
spell cannot be stacked with another spell or be cast while another spell,
orspells, are being separately sustained. An exclusive spell is the only
one that the magician can cast, or have under his control, at that time.
Exclusivity does, however, allow a spell to be cast at an effectively
higher Force. See Leamning A New Spell, p. 132.
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SPELL STACKING

To cast a magic spell requires a Complex Action. Magicians
may, however, stack multiple spells into one long spell and then
cast them simultaneously with one Complex Action. The magician
does, however, suffer a +2 target modifier to all target numbers
involved in casting the spells and to resisting the Drain per stacked
spell. Thus, a magician attempting to cast a mana bolt spell and an
armor spell simultaneously would have a +2 target modifier to all
tests associated with casting of those two spells.

Additionally, Magic Pool dice must be allocated separately
between the various stacked spells. See Magic Pool, p. 85, for more
information.

Stacked spells are resolved in the order the casting magician
desires.

MULTIPLE TARGETS

A magician may cast a single spell against multiple targets. To
do so, however, he must split the Spell Force dice up among the
targets. If casting a Force 6 spell against three targets, for example,
the spellcaster could divide the dice up as 2 dice against each, or
4 against the first and 1 against each of the other two, or any other
combination desired.

The caster must then make three separate Drain Resistance
Tests against a base target number equal to the original, undivided,
Drain of the spell. Magic Pool dice must be allocated against each
of the targets individually and for each of the Drain Resistance Tests.

CASTING SPELLS

All spellcasting occurs within step C (Resolve Actions) of the
Combat Turn sequence (p. 78). However, an additional option is
open to a magician character during the previous step of Declare
Actions. Itis at that point that the magician allocates his Magic Pool
dice for all the tests expected during this Action Phase. This is the
moment when the magician should allocate Magic Pool Dice to
assist in the spell’s Success Test, the caster’s Drain Resistance Test,
or for use as Spell Defense dice (p. 132).

The following summary describes the basic steps in spelicasting.
Each step is further explained in the subsequent sections. Remem-
ber, spellcasting itself occurs during the Resolve Actions step of the
Combat Turn.

A. Determine Spell
Determine the spell and its specifics. Check to see if the current
spell, or a currently sustained spell, is exclusive. Note whether the
spell is physical or mana, what its category is, and its Duration.

B. Determine Target
Determine the target of the spell and check to be sure that it is valid.
Watch for line-of-sight restrictions on the spell. Determine the base
target number, which will vary with the spell cast and the target.
Spelicasting target numbers for inanimate objects are given in the
Object Resistance Table, p. 130.

C. Apply Situation Modifiers
Situation modifiers such as injury (p. 112), cover, and visibility
modifiers (p. 89) apply to spellcasting. Targets within a hermetic
circle, medicine lodge, or within a mana barrier spell also suffera + 1
target modifier per every 2 rating points of the circle or lodge, or
every 2 Force Points of the barrier spell. Each spell currently
sustained also adds +2 to the target number.

D. Make Spell Success Test
Roll a number of dice equal to the Force of the spell, plus any
allocated Magic Pool dice, against the modified target number.
Count the successes.

If the spell does not require that the target make a Spell Resistance
Test, apply the magician’s successes to determine the final effect,
per the spell’'s description.

E. Make Spell Resistance Test
If applicable, make the target’s Spell Resistance Test. Roll a number
of dice equal to the target’'s Body or Willpower (as appropriate to
either a physical ormana spell), against a target number equal to the
spell Force Rating. Count the successes. Magicians may add unused
dice from their Magic Pool if they desire.

If the cast spell was a damaging manipulation spell, then this test
is actually a Damage Resistance Test, as in Ranged Combat. See
Ranged Combat, p. 87, and Manipulation Spells, p. 156, for more
information.

F. Determine Result
Compare the successes. If the spelicaster generated more suc-
cesses than did the target, the spell’s effect is based on how many
more net successes the spellcaster roll made than the target. See
the specific spell description for the actual effect. If the target rolled
more successes, the spell goes off but there is no effect.

G. Make Drain Resistance Test

To make the Drain Resistance Test, roll the spellcaster’s Willpower
dice, plus any allocated Magic Pool dice, against a target number
equal to the modified Force of the spell. Count the successes and
reduce the Drain damage by one level for every two successes
generated. Apply the remaining damage, if any, to the Stun
Condition Monitor, or, if the Force of the spell exceeded the
spelicaster's Magic Rating, to the Physical Condition Monitor.
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Spell Targeting

In choosing a target or targets, the magician can choose
anything within sight. Sight is the key concept. Magicians cannot
directly affect what they cannot see. Binoculars, glasses, tele-
scopes, and other devices can enhance vision for spellcasting, as
can any magic or technology that penetrates darkness. A magician
cannot, however, cast spells directly at invisible beings or beings in
astral space except by using enhanced vision or astral perception,
as appropriate. Remote vision, such as through a telecom screen,
security camera, or aremote-sensing spell like clairvoyance are also
useless for casting spells. A good rule of thumb is that magicians
must be able to see their targets with their own eyes or a natural
extension of those eyes. Theimage of the target must be the original
image; nothing that translates the image into another medium
works. So, optical binoculars work fine for spellcasting, but elec-
tronic binoculars that digitize the light from the image and com-
puter-enhance it would not work.

Mirrors work fine, and transparent glass is no hindrance, but
unless the mage is on the “see-though” side of a one-way mirror,
that would not work either. Cybereyes work because the magician
has paid Essence for them. The remote cameras of a drone,
however, would not work. See Combat Spells (p. 151), Spells and
Astral Space (p. 149), and Manipulation Spells (p. 156) for further
discussions of vision and spell targeting.

Spell Target Numbers

The actual base target number varies with the type and
category of spell. If the target is a living being, then the target
number is usually the target’s Willpower, if the spell is a mana spell,
or Body if the spell is a physical spell. If the target of a physical spell
is an inanimate object, find the target number by consulting the
Object Resistance Table in the following section.

Treat and heal spells have separate target numbers. See
individual spell descriptions.

Ranged damaging manipulation spells, such as flamethrower,
have a base Target Number 4. Situation target modifiers apply (see
p. 89).

Inanimate Objects

The target number for spells cast against inanimate objects is
based on the material from which the object is made. The more
high-tech or processed the object is, the harder it is for magic to
affect it. See the Object Resistance Table, below, for a list of sample
objects and materials.

The target numbers listed in the table are the magician’s
targets for the Spell Force Success Test.

OBJECT RESISTANCE TABLE
Category Target
Number
Natural objects
(trees, soil, unprocessed water) 3
Manufactured low-tech objects and materials
(brick, leather, simple plastics) 5

Manufactured high-tech objects and materials
(advanced plastics, alloys,
electronic equipment) 8
Highly processed objects

(computers, complex toxic wastes) 10 or more

Area-Effect Spells

Some spells have an area effect, allowing them to affect more
than one target at a time. The base radius of effect for all area-effect
spells, regardless of category, is equal to the magician's Magic
Rating in meters. Regardless of the magician’'s intent, area-effect
spells affect all valid targets, friend, foe, and neutral alike, within the
area of effect. For this reason, magicians often vary the area of effect.
This is done by withholding dice from the Spell Success Test. The
magician can reduce the base radius by 1 meter for every 2 dice
withheld from the Spell Success Test. Conversely, he can also
increase the area of effect. This is done in a similar manner, except
that ‘every 1 die withheld from the Spell Force Test increases the
area-effect radius by 1 meter. Controlling this kind of power is much
more difficult than letting it loose. The number of dice removed for
area-effect modification may not exceed the Force Rating of the
spell. Magic Pool dice can be used even if all the Force dice have
been effectively removed, up to a maximum number equal to the
original Force of the spell.

To make a Spell Success Test for an area-effect spell, roll the
dice only once, then compare the results of that roll against the
varying target numbers for each of the valid targets within the area
of effect. The caster’'s successes are counted separately for each
target within the radius effect of the spell.

Situation Modifiers

Standard injury modifiers (p. 112), and cover and visibility
modifiers (p. 89) apply to spellcasting. The harder it is to see a
target, the harder it is to hit.
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Magical protection, such as a mana barrier spell, applies a + 1
target modifier for every 2 points of Force Rating the spell has. This
modifier applies to all spells cast across the barrier, excluding those
spells cast by the magician who erected the barrier.

Additionally, magic cast within a hermetic circle or medicine
lodge is subject to a + 1 target modifier for every 2 rating points of
the circle or lodge. This modifier applies to all spells, with the
exception of those cast by the mage who inscribed the hermetic
circle, or by shamans of the totem appropriate to the medicine
lodge.

If the magician is currently sustaining any spells (see p. 128),
add an additional modifier of +2 per spell currently sustained.

Spells with a Touch requirement (hand-to-hand physical con-
tact must be made) are subject only to injury modifiers.

Spell Success Test

To determine if the spell is successfully cast, make a Success
Test with a number of dice equal to the Force of the spell, plus any
allocated Magic Pool dice, against the target number calculated
above. If no successes result, the spell is miscast and there is no
effect. If the die results are all ones, the Rule of Ones applies, a
misfire occurs and the target number for the Drain Resistance Test
is increased by +2. If there are successes, count and keep track of
them.

If the spell does not require that the target make a Spell
Resistance Test, apply the successes according to the spell descrip-
tion to determine the final result.

Jason Eldrich is throwing a power dart spell at a
mercenary. The spell has a Force Rating 4 and Jason is
allocating 6 additional dice from his Magic Pool. The merc
has a Body of 5.

Jason has a Light physical wound, and therefore
receives a +1 to the target number for his Spell Success
Test. The merc is standing in clear view, with nothing
blocking or interrupting Jason's view of him, so neither
cover nor visibility modifiers apply. The spell is not
exclusive, and the mage has no spells sustained, so the
target modifiers for those do not apply.

Rolling the dice, Jason gets a total of 10 (4 + 6) against
a Target Number 6 (5 + 1). The results are 1, 3, 4, 5, 5, 6,
6, 6, 6, 6. Five of the dice score as 5 or better, so there are
5 successes.

Spell Resistance Test

If the spell requires it, the target can now make a Spell
Resistance Test. The base number of dice rolled is equal to the
resisting attribute (Body or Willpower). If the target is a magician
with Magic Pool dice, orif he has previously allocated Spell Defense
dice to protect him (see Spell Defense Dice, p. 132), he may add
those additional dice to the test.

The target number for this test is equal to the Force of the spell
being resisted.

The mercenary who Jason Eldrich targeted with his
power dart spell now gets to make his Spell Resistance
Test. The character has a Body of 5, so he rolls 5 dice
againsta Target Number 4, which is the Force Rating of the
spell. As the mercenary is not a magician, he cannot add
Magic Pool dice to the test, and no other characters had
the forethought to allocate Spell Defense dice to him, so
all he rolls are the 5 dice.

The results of therollarea 2, 2, 3, 5, and 6. Two of the
dice score as 4 or better, so there are 2 successes.

If the spell cast is a damaging manipulation spell, then this is
actually a Damage Resistance Test, as in Ranged Combat (see p. 87).
The reason is that damaging manipulations create energy in the
physical world, and that energy is “hurled” or directed against the
target, much like a ranged weapon. See Manipulation Spells, p.
156, for more information.

Determining Spell Result

If no Spell Resistance Test is necessary, the successes gener-
ated from the Spell Success Test are used directly, in accordance
with the spell description, to determine the final result.

Against resisting targets, compare the spellcaster’s successes
against the target’s successes in the Spell Resistance Test. If the
target generated more successes, the spell does not affect him. The
spell was successfully cast, however, so its presence may be visible
even though the target is unaffected.

If the spellcaster and the target make the same number of
successes, the tie goes in favor of the attacker, with the spell’s
minimum effect done. For example, most combat spells start with
a Damage Level of Light. On a tie, such a spell would do Light
damage. Some spells, however, do not have a minimum effect. To
be successful, these spells require at least one success in the

‘spellcaster’s favor.

If the spellcaster rolls more successes than the target, the spell
has an effect. The spell’s effect is measured by the difference
between the spellcaster’s and the target’s successes.

Gamemasters and players should be sure to consult the
descriptions of the spells involved, as well as the section describing
the type of spell, for special rules or considerations. Objects that do
not have specific rules assigned to them (such as Vehicles, p. 108)
use a number of resistance dice equal to the value given on the
Object Resistance Table, p. 130.

Jason Eldrich’'s power dart spell hits the mercenary.
Jason has 5 successes, the mercenary only 2. The differ-
ence between them is 3, in Jason's favor, so the power
dart’s success is measured in 3 successes.

According to the spell’s description, the spell has a
Damage Level of Light. The spell has 3 successes, but
because it requires 2 successes to increase the damage
one level, the mercenary takes only a Moderate physical
wound. If Jason had generated 6 successes, or the merce-
nary 1 less, for a total difference of 4 successes, the
mercenary would take a Serious physical wound.
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Drain Resistance Test

Lastly, the spellcaster must make a Drain Resistance Test. Roll
abase number of dice equal to his Willpower Rating, plus any Magic
Pool dice that have been allocated to resist Drain. The target number
is the Spell Force Rating, modified by the Drain notation given with
the spell’s description. No target modifiers apply to this test. Every
2 successes rolled in the Drain Resistance Test lowers the Drain by
one level.

Jason now has to worry about Drain. He has a
Willpower Rating of 6 and has allocated 2 dice (his last 2)
from his Magic Pool to help in the Drain Resistance Test.
This gives him a total of 8 dice rolled against a Target
Number 4. The power dart spell has a Drain Level of Light,
so Jason needs to roll only 2 successes to reduce the Drain
to 0.

The dice are rolled, and Jason’s luck fails. The results
arel,2,2,2, 3,3, 3,4.Only 1 dieresulted in a 4 or better,
so he has only 1 success. Needing 2 to stage the damage
down one level, Jason is unable to do so and takes a Light
Stun wound.

NOTICING SPELLCASTING

Just how obvious is spellcasting? Not very, unless the observer
knows what he is looking at and is paying attention. The raw power
and complexity of the spell also matter.

Noticing a spellcasting requires a Perception Test, that Is,
Intelligence dice rolled against a target number equal to twice the
difference between the Force of the spell being cast and the Magic
Rating of the spellcaster. A magician with a Magic Rating of 6, for
example, is attempting to quietly cast a spell with a Force Rating 4.
Any characters watching would have to beat a Target Number of 4
(6 minus 4, doubled) to notice it. If the spell had been Force Rating
2, the Target Number would be 8.

Situation modifiers should also be applied. See Perception, p.
185, for the list of the most common modifiers. Beyond those listed
there, the gamemaster may wish to apply an additional =2 modifier
if the observing character is also a magician. An astrally projecting
or perceiving character automatically notices the colorful astral
display associated with spellicasting.

SPELL DEFENSE DICE

Magicians may, immediately following the declaration of their
actions, allocate dice from their Magic Pool as Spell Defense. This
is an area effect that encompasses all characters or objects within
the allocating magician’s vision (direct line-of-sight) that the magi-
cian chooses to protect.

These dice act as a kind of defensive Magic Pool for all it
protects, including the casting magician. When protected charac-
ters or objects are attacked by magic, the magician that allocated
the Spell Defense dice in the first place can choose to use those dice
to protect that target. Spell Defense dice, once expended, are lost
until reallocated at the time the Magic Pool refreshes. Spell Defense
must be reallocated.

In order to benefit from defensive magic dice, characters must
be within view of the controlling magician at the time the dice are
used in their favor. Again, like spellcasting, the view that works is
normal vision or a natural extension of it.

Neddy, injured in a previous fight, has been sitting
overwatch as his chummers do the final exchange of data
and nuyen at the end of what has been a particularly taxing
shadowrun. Neddy has allocated 6 of his Magic Pool dice
as Spell Defense dice and is using them to protect the
teammates whom he can see (four of them) and the
satchel carrying the goods.

Suddenly, something goes wrong, and magic begins
raining down on the meet site. Two of Neddy's chummers
are targeted, so Neddy spends 2 dice from the Spell
Defense Pool on each of them (a total of 4 dice). He holds
2 of the dice in reserve in case something else is up and
the sudden magic is only a diversion.

When the two protected characters make their Spell
Resistance Tests against the incoming magic, they add 2
more dice to the test, thanks to the Spell Defense dice
Neddy has allocated to them.

LEARNING A NEW SPELL

Before a magician can cast a spell, it must be learned. He can
learn it from a another magician who already knows it, or design it
himselfif he has the spell formula. Spell design is not covered in this
book, but is included in The Grimoire, the advanced magic
sourcebook for use with the Shadowrun game system.

Teachers cost numerous nuyen. The teacher cannot do any-
thing else while coaching the magician one on one for as long as it
takes to learn the spell. If the teacher quits before the magician
learns the spell, all the time spent is wasted. Teachers charge what
the market will bear, but a typical price is 1,000¥ times the Spell
Force Rating, plus living expenses.

Teaching a spell does not take the Magic Rating that casting it
does. As long as the teacher magician is still functional (at least 1
Magic Rating point left), he can instruct the student in spells at any
Force the latter desires, up to the maximum at which the teacher
knows the spell.

A shaman learning a new spell spends time chanting, dancing,
and carrying on. This whips up the kind of emotional peak shamans
need to contact the spell energy. The shaman must study in a
medicine lodge with a rating at least equal to the Spell Force. A
mage spends time in meditation, intense study, and formal ritual.
The mage needs peace and quiet and a sorcery library with a rating
at least equal to the Spell Force.

Shamans and mages make bad neighbors and worse room-
mates. The differences between “hermetic nerds” and “party sha-
mans” are a running gag on the popular trivid series “The Odd
Coven”.

Learning a spell requires a Success Test using dice from the
character’s Sorcery and Magical Theory Skills. The Target Number
is twice the desired Force. A shaman gets totem modifiers, if
appropriate. A mage may get extra dice if aided by an elemental
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appropriate to the spell. All target number modifiers for damage to
the magician apply, as do distractions for sustaining spells, bad
conditions, and so on.

Ifthe instructing mage has an appropriate Special Skill, such as
Teaching, he can make a Teaching Test against a target number
equal to the Spell Force Rating, minus the pupil’s Intelligence, with
a minimum Target Number 2. Successes from this test reduce the
magician’s target number.

Learning a spell requires a base number of days equal to the
desired Force. Divide this by the number of successes. The mini-
mum time is one day. Learning spells also costs Karma (see p. 190)
equal to the desired Force.

If the player rolls no successes, the learning attempt fails. The
magician has wasted his time, a number of days equal to Force.
Fortunately, failed study does not cost Karma, but teachers will still
expect to be paid. Never stiff a man who can throw a fireball,
comprende?

RESTRICTED USE SPELLS

When leamning a spell, the magician can accept limitations on
its use, even if the teacher does not know the spell in that form.
These restricted-use spells are exclusive spells and fetish-required
spells. Having learmed these spells, a magician can cast them with
a Force Rating higher than his Magic Rating without risking Physical
damage. The force modifier for restricted use applies to that spell
permmanently. If the magician wants to know the spell with different
options, he must leamn it all over again, at which point he will know
both versions of the spell.

An exclusive spell allows the spell to be cast as if its Force
Rating were 2 points higher, for the purposes of determining the
spell's effect. Drain is calculated at the normal Force value, how-
ever. When casting an exclusive spell, the magician cannot sustain
or cast any other spells in the same action. When sustaining an
exclusive spell, the magician cannot cast any other spells or use
another magical skill.

Neddy, who has a Magic Rating of 6, wants to be able
to toss a killer fireball spell. He accepts the exclusive spell
modifier (-2) and learns the spell at Force 6. Neddly is able
to cast his fireball spell at Force 8, without exceeding his
Magic Rating, but he must also abide by all the restrictions
for using an exclusive spell.

A fetish-required spell is cast at 1 Force Rating Point higher if
a reusable fetish is used, or at 2 Force Rating Points higher for an
expendable fetish. The magician needs some physical object to cast
the spell, choosing it at the time of learing the spell. This prop is
a fetish, an anthropological term that means a ritual item used in
“primitive” magic. (Primitive to those mundane chummers, maybe.)
The magician must have a fetish in hand to use it. If the magician is
wearing the fetish, he need only touch it. The fetish belongs to a
specific spell, and the same one cannot be used for different spells.

Fetishes can be purchased from a talismonger, with prices
depending on the spell’s category. A magician cannot substitute

one fetish for another, but a reusable fetish is a durable object that
can be used again and again. An expendable fetish is used up or
destroyed when the spell is cast. In other words, the spell needs
ammo that must be replaced every time.

It is possible to learn a spell requiring either an expendable or
a reusable fetish, but not both.

The magician can allocate Magic Pool dice, based on the
adjusted rating of the spell with an exclusivity or fetish-required
Force modifier. See Magic Pool, p. 85, for more information.

Shamanic Fetishes

Reusable: Drums, rattles, knives, tomahawks, spears, carved
wooden or bone wands, native jewelry, carvings, masks, and
medicine bags, pouches filled with a complex mixture of minerals,
herbs, and animal parts.

Expendable: Small packets of herbs, curiously shaped twigs,
tufts of feathers or animal hair, small stones or crystals, crude
miniature weapons, bits of bone, shells, and so on.

Hermetic Fetishes

Reusable: Ornate wands (usually jeweled), rings, amulets and
other jewelry, complex illustrated scrolls covered with diagrams,
and such.

Expendable: Small parchment talismans, chemical mixtures
or potions, crystals or stones, painted charms, and so on.

Starting Spells

With the gamemaster's permission, a magician can begin the
game with spells that have Force modifiers. The spell would be
purchased at the original Force Rating (paying that number of Force
Points) and then modified per the Force modifier.

The maximum Force Rating of 6 still applies, however, for
starting characters.

RITUAL SORCERY

Ritual sorcery is a spellcasting process in which the spell builds
gradually, taking hours to complete. This lets magicians cooperate,
pooling their skills and power. It also allows magicians to cast spells
on targets that are not within visual range. Use the Ritual Sorcery
Concentration Rating of the Sorcery Skill for all tests in this section.

A shaman must be in a medicine lodge with a rating at least
equal to the Force of the spell being ritually cast. A mage must be
in a hermetic circle for the spell being cast, with the circle’s rating
at least equal to the spell’s Force.

Ritual sorcery requires special materials. These materials are
generalized, and the magician need only pay the cost and keep
track of which materials he has on hand. Following are the costs for
materials needed to perform various types of ritual sorcery spells:

+Detection materials cost 100¥ times the spell’s Force Rating.

*Health materials cost 500¥ times the Force.

*lllusion materials cost 100¥ times the Force.

*Manipulation materials cost 1,000¥ times the Force.

Magicians cannot cast combat spells using ritual sorcery.
Casting the spell uses up the materials, regardless of the outcome
of the spell.
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MATERIAL LINK

If the magician cannot see the target, he needs a material link
to perform ritual sorcery. If the target is a living being, the material
link is a tissue sample that contains the being’'s DNA pattern. If the
target is not a living being, the magician needs an integral piece of
its structure. The magician could, for example, target a building
using a brick pried from one of its walls, but he could not use a
picture that once hung inside.

If a ritual team is involved in the spellcasting, however, one of
its members can astrally guide the spell toward its target, making
amaterial link unnecessary. See Astral Gulding in the next section.

RITUAL TEAMS

Ritual sorcery lets magicians cooperate in casting a spell, but
all members of a ritual team must know the spell. The magicians
must belong to the same tradition, but shamans of different totems
may cooperate in a ritual team. The maximum size of a ritual team
is equal to the lowest Sorcery Skill Rating among the members. A
chainis only as strong as its weakest link. If a magician has a Sorcery
Skill Rating 4, for example, only three other magicians can join him
on the team.

Once the ritual begins, the magicians are linked together
magically. The entire ritual counts as one spellcasting action, which
affects how magical items are used. A Rating 4 focus, for example,
adds 4 dice over the course of the whole ritual, not at each stage of
the ritual. The ritual team should designate one of its magician
members as leader. All tests use that character's modifiers for
totems and equipment, not those for the totem of the medicine
lodge.

At the beginning of the ritual, all the magicians combine their
Magic Pools into one. Because the entire ritual is a single action, this
pool is not refreshed at any time during the ritual and team
members cannot use their individual Magic Pools unless that
individual withdraws from the team. If any member does so, reduce
the remaining dice in the pool by the number of dice in the
withdrawing character’s Magic Pool. Should this exhaust the ritual
team'’s pool, the spell aborts and all team members must make a
Drain Resistance Test, whether they have pulled out or not.

Modifiers affecting one member of the team (wounds, for
example) affect only that individual. They do not change the overall
effectiveness of the team except if the leader is the one affected.

Astral Guiding

In astral guiding, a team member is used to “spot” the target
in astral space, making a material link unnecessary. This team
member does not contribute to the Magic Pool for the rite, but is
subject to Drain along with everybody else. If this forward observer
is killed or driven away from the target, the spell aborts and all team
members must make Drain Resistance Tests. The observer must
stay in astral space until the sending of the spell is complete.

CASTING RITUAL SORCERY SPELLS

The following summary briefly outlines the sequence of steps
in casting a spell by ritual sorcery. These steps are explained in detail
in the next section.

A. Prepare for Sending
The ritual team chooses the spell, combines the Magic Pool dice (if
available) of all the team members, and the leader declares the
Force of the spell to be cast.

B. Form Material Link
If the target is in view of a ritual team member guiding the sending
from astral space, skip this step. If not, the team must lock the spell
on target using the material link. This takes a number of hours equal
to the Spell Force Rating. At that time the leader spends dice from
the Ritual Magic Pool against a target number based on the link and
the distance to the target.

C. The Sending
Having built up the spell’s power, the team now directs it against
the target. The sending takes a number of hours equal to the spell’s
Force. Use dice from the Ritual Magic Pool against a target number
based on the nature of the target, specifics of the target’s situation,
and the specifics of the spell involved.

D. Determine the Effect
The spell’s effect is now assessed as if it were a regular spell. The
Spell Success Test is made with Ritual Magic Pool dice against a
target number determined by the spell and the target. The actual
effect is per the spell’s description.

E. Resist Drain
The ritual team now resists Drain. Each member of the team makes
a Drain Resistance Test, just as though he had cast the spell alone.
Any dice remaining in the Ritual Magic Pool may be divided up
among the team members as the leader wishes. This step occurs
even if the ritual sorcery aborts at any stage along the way.

Preparation

After preparing the place for working the spell (the medicine
lodge or hermetic circle), the team members combine their Magic
Pools into the Ritual Magic Pool. Dice cannot be drawn from the
Ritual Magic Pool without the leader’'s permission, unless the
magician who wishes to do so also withdraws from the team. The
leader declares the Force of the spell to be cast. Team members
cannot sustain or cast other spells when working in ritual sorcery,
and so they must drop any such spells as part of the preparation
step.

Material Link

If the target is in sight or being observed in astral space, skip
this stage and move on to the next step, The Sending. Otherwise,
the team must lock on to the target using the material link. This takes
abase time in hours equal to the Force of the spell. At the end of that
time, the leader allocates dice from the Ritual Magic Pool for a
success test. The target number depends on how closely the team
can pinpoint the target's location, per the table below. Apply
modifiers appropriate to the nature of the target and any protection
it has, also found on the table.

SHADOWRUN 135



MAGIC

A single success is sufficient to link the spell to the target.
Divide the successes into the base time for the linking (Force in
hours) to determine the actual time it takes. If the team achieves no
successes, the spell aborts and each team member makes a Drain
Resistance Test.

MATERIAL LINK TABLE
Target Location Target Number
City or county known 5
State, province, or country known 7
Continent known 9
Unknown 11
MAGIC LINK MODIFIERS
Situation Modifier
Target is a spirit +2
Target is protected by mana barrier + Barrier's Rating
Target within a hermetic circle
or medicine lodge + Rating
Tissue is not fresh
(within target’s essence in hours) +4

The Sending

This stage builds up the power of the spell and directs it at the
target. The leader allocates dice from the Ritual Magic Pool for a
success test. Determine the target number from the Sending Table.

There are two possible modifiers to this target number. If the
target is moving faster than running, as by plane, car, or train, apply
+2. If the team is casting an area spell, apply a -1 modifier to the
target number.

The time required for the sending is a number of hours equal
to the spell’s Force, divided by the number of successes rolled. The
minimum time is one hour. If the team rolls no successes, the spell
aborts and each member of the team makes a Drain Resistance Test.

SENDING TABLE
Target Type Target Number
Specific place
Human or metahuman
Specific object
Spirit

0o o

Noticing the Sending

During this time, any magician who sees the target from astral
space has a chance of noticing what is happening. An observer
should make an Intelligence Test against a target number equal to
Force of the sending, minus the number of hours into the sending
when the observation takes place. Only 1 success is needed to
recognize and identify the sending.

If the target is a magician, there is a chance that he too will
notice the sending. The chance is calculated as above for an outside
observer, except the target number increases by +2.

Determine the Effect

If this is an area spell, the base radius is equal to the ritual team
leader’s Magic Rating, and it can be altered by subtracting dice from
the pool, per the normal rules for area-effect spells, p. 130.

Make a normal Spell Success Test using dice from the Ritual
Magic Pool. Because the material link has been established, modi-
fiers for hermetic circles, medicine lodges, and mana barriers do not
apply. Modifiers for cover and visibility do not apply either. Only
any injury modifiers the leader may have apply. If the leader is a
shaman, totem modifiers also apply.

The spell is resolved in the normal manner, per the spell
description. Ifa Spell Resistance Test is necessary, it is made against
a target number equal to the Force of the spell or the ritual team
leader’s Ritual Sorcery Skill, whichever is higher. Allies of the target
may allocate Spell Defense dice (p. 132) if they are aware of the
sending prior to his arrival.

Sustaining Ritual Sorcery

If the spell is successful, and requires sustaining, the ritual team
can sustain it by allocating any remaining dice from the Ritual Magic
Pool to that end. A ritual spell may be maintained for a number of
hours equal to the Magic Rating of the team leader multiplied by the
number of dice. Mages can also use an elemental to maintain the
spell for a number of days equal to the Spell Force Rating. (See the
Elemental rules later in this chapter.)

The magicians on the ritual team may also maintain the spell
themselves. They can simply stay locked into a team, concentrating
on the spell. This still leaves an astral path leading back to the team,
though, and also counts as sustaining a spell, adding +2 to the Drain
Resistance Test for each team member. Magicians sustaining a spell
in this manner need not remain physically adjacent, but they can only
undertake non-intensive mundane tasks while sustaining the spell.

Tracking Back a Sending

It is possible to track back a detected sending. Once someone
has noticed the sending, tendrils of power can be seen reaching
across astral space, linking the ritual caster(s) and the target. To
follow this path a magician uses the Astral Tracking rules on p. 149.

Once the ritual caster(s) is found, he can be attacked in astral
space. During the sending stage the ritual team is considered to be
present in astral space and therefore vulnerable to Astral Combat
(see p. 147).

If time and distance allow, the target can mount a physical
assault on the ritual team. If the team has no physical defenders, this
works very well. If the magicians do not pull their dice out of the
pool for use in defending themselves, they become sitting ducks.
And if they do pull out their dice, it aborts the ritual.

Resist Drain

The ritual team now resists Drain. Each member of the team
acts as if he had cast the spell alone, making a Drain Resistance Test.
The leader decides how to divide up any remaining Ritual Magic
Pool dice among the team members.

If team members have extra dice for the spell because of foci,
totem modifiers, or spirit aid they have not previously used in
casting this spell, they may add those dice as well.

Drain is handled per the individual spell.
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FOCI

Foci (the plural of focus), are items of magical power of use to
a magician. Magicians, because of their magically active genetic
structure, are the only individuals who can use foci. To a mundane,
a focus appears to be whatever it looks like or is made from. To a
magician, the focus is a source of channeled power, a tool to assist
in the casting of spells or the conjuring of spirits.

Foci, in order to be of any use to the magician, must be
enchanted. When using these basic Shadowrun rules, magicians
will use previously enchanted foci that they purchase from
talismongers. Magicians who want to create their own foci will find
rules for doing so in The Grimolre, the advanced magic sourcebook.

There are five basic classes of foci: spell foci, which help in
sorcery, spirit foci, which help in conjuring, power foci, which boost
the Magic Pool, spell locks, which sustain spells, and weapon foci,
which assist in combat.

All foci, with the exception of spell locks, have a rating of at
least 1, and usually higher. The higher the rating, the more powerful
the focus. Spell locks cannot have a rating greater than 1.

AVAILABILITY
As stated above, foci are generally available through
talismongers (dealers in arcane objects). The more powerful the
focus, the less likely it is to be available at any given time.
Consult the Gear chapter for prices and availability.

BONDING A FOCUS

A magician must bond a focus before he can use it. Bonding is
accomplished by spending Karma, the amount depending on the
type of focus and its rating. Consult the Focus Bonding Table below.

Having paid the required Karma, the bonding magician now
has access to the bonuses or abilities of the focus. Only one
magician may bond a single item at a time, and only that magician
can use it.

Ifone magician finds or takes another’'s magical focus, thatitem
can only be used by the new magician if he spends the Karma to
bond it.

FOCUS BONDING TABLE
Item Karma Cost
Specific Spell Focus Rating
Spell Category Focus 3 x Rating
Spirit Focus 2 x Rating
Power Focus 5 x Rating
Spell Lock 1 Karma Point
Weapon Focus, Small 4 x Rating
Weapon Focus, Large 5 x Rating

USING A FOCUS

A magician must activate a magical focus before he can use it.
It takes one Simple Action to activate the focus, but requires no
action to use or apply. The use of a weapon focus, however, occurs
in conjunction with an armed attack, which requires a Complex
Action, per the Melee Combat rules (see p. 100).

The number of foci that may be active on a magician at one time
is equal to the character’s Intelligence Rating. Once activated, a
focus operates as long as it is on the magician's person, whether he
wears, carries, or holds it in his hand, pocket, or pouch. If the focus
is snatched away or dropped, it immediately deactivates, and the
magician loses all benefits until it is recovered. The focus need not
be re-bound if picked up by the same magician.

The only exception to the above are spell locks, which are
discussed below.

SPELL FOCI

A spell focus gives a magician extra dice for use with a specific
spell or category of spells. These constitute two subtypes: specific
spell foci and spell category foci.

Both types operate in a similar manner in that they make
available an additional number of dice equal to their rating. Like
Dice Pools, once the Spell Focus dice are used, they are gone until
the beginning of the magician's next action. In fact, treat these dice
exactly like Magic Pool dice for the purposes of when they refresh
and so on. They should NOT, however, simply be added into the
Magic Pool, as they have limited, specific uses.

Specific Speli Foci

A specific spell focus provides extra dice equal to its rating for
the tests to cast and resist Drain associated with one specific spell.
The magician must indicate which spell at the time the focus is
bonded. Dice provided by a specific spell focus cannot be used to
assist the magician in defending against the same spell cast by
another magician. In other words, dice from specific spell foci are
usable only for the Spell Success and Drain Resistance Tests for that
specific spell. They are of no help with Spell Resistance Tests.

Dice from a specific spell focus cannot be used as Spell Defense
dice.

Spell Category Foci

Spell category foci are useful for all spells within a single
category of spells, such as combat spells, detection spells, and so
on. The magician must specify the category for which the focus is
useful at the time he bonds the focus.

The spell category focus provides a number of extra dice equal
to its rating for use in the Spell Success or Drain Resistance Tests for
any spells the magician knows within the category. Additionally,
the magician can use spell category focus dice to assist in resisting
a spell cast by another magician from within that category.

Dice from a spell category focus cannot be used as Spell
Defense dice.

SPIRIT FOCI

Spirit foci provide extra dice for use with conjuring. The
magician must declare the specific spirit type for which he will use
the focus (e.g., water elemental, hearth spirit, desert spirit, and so
on) at the time of bonding. A spirit focus only works for the type of
spirit for which it was specifically bonded.

A spirit focus provides a number of additional dice equal to its
rating, and these can be used to summon, banish, or control a spirit
of that specific type. The magician can also use the dice for the Drain
Resistance Test. He may, however, only use a number of dice up to
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the focus’ rating in all the various tests associated with summoning
a single spirit. See Conjuring, pp. 13944, for more information.

POWER FOCI
Power foci are the most flexible, and the most powerful type
of magical foci. First, they increase a magician’s Magic Rating by
their value, thereby allowing the character to cast higher-Force
spells without fear of taking physical Drain damage. Additionally,
they add dice equal to their rating
directly into the Magic Pool. These
bonus Magic Pool dice can be
used for anything that regular
Magic Pool dice can affect.
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The magician who creates the spell locks can activate and
deactivate them at will. All it takes is a Simple Action. It counts
toward the creating magician’s limit of active foci, regardless of
whether the active spell lock is on the person of the creating
magician or stuck onto another.

There are drawbacks to using spell locks. As long as the focus
is working, a thread of astral energy connects the lock to its creator.
This can be traced through astral space by means of Astral Tracking

(seep. 149). Still-active spell locks

(those that have not been re-

\;\\\ _ SR moved from their target) can be
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a sustainable spell, the magician
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taining the spell. The casting and AT
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space without any additional in-

volvement of the spellcaster.

Spelllocks, once bonded toa
particular spell, need not be acti-
vated immediately. A magician
can create the lock and then give it to another magician of the same
tradition (shamanic or hemmetic) for placement and activation.
Anyone can, theoretically, place the spell lock, but only another
magician of the proper tradition can activate it. Activation occurs by
touch and the expenditure of a Simple Action. The lock is dormant
until activated, though anyone who glances at it with astral percep-
tion will recognize it for what it is.

A spell lock must be placed in contact with its target in order
to operate. It can be worn, hung, nailed to, or stuck in a pocket, as
long as it is in contact with its intended target.

For all intents and purposes, the spell lock vanishes once it is in
place. It is still there, and operating, but mundanes cannot see it,
touch it, or affect it. A magician can see it if he is astrally perceiving,
but that is the only way. To normal sight, it is invisible. If a magician
spots the lock, he can remove it. Once removed, the link is broken and
the lock goes dormant. It must be re-bonded to be of any future use.
At the time it is re-bonded, the lock can be used to lock a different spell.
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types of foci. Assuming that the
user of a weapon focus is magi-
cally active (has at least a Magic
Rating of 1) and has spent Karma
to bond the focus, a weapon fo-
cus adds its rating to the user’s
Armmed Combat Skill in a fight.
Adepts, including physical adepts,
can use a weapon focus.

Despite the rumors of en-
chanted missiles thatabound, and
despite massive research funded
by the military-industrial complex,
no one has yet found a way to
enchant any kind of missile, much
less firearms or bullets. The prob-
lem is that a weapon focus only
functions in the hands ofits owner.
As soon at it leaves those hands,
it ceases to function. This makes enchanting any kind of missile
weapon difficult, to say the least.

A weapon focus does increased damage in astral combat (see
p. 147), and paranormal creatures that have defenses against
normal weapons and damage do not have that defense against a
weapon focus (see Powers of the Awakened, p. 214). When a
magician wielding a weapon focus astrally projects, an image of the
focus translates into astral space along with the magician, and so he
can use it there. Active weapon foci are present in astral space and
can be used against critters or spirits that are only present there.

If used against creatures with the critter power of regeneration
(p. 219), the weapon focus can slay the creature. If the wound is
Deadly or takes the creature down because of previous damage, the
creature must make an Essence Test with a target number equal to
the rating of the weapon focus, multiplied by 2. If the test fails, the
critter does not regenerate. If the test succeeds, the being makes
the normal test for regeneration.

Lot
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All weapon foci must contain the magic metal orichalcum (or-
i-cal-cum) in their construction. Orichalcum is a magical metal alloy
of copper, gold, silver, and mercury, a metallurgical nightmare that
cannot even exist without magic. Itis arich yellow-orange colorand
was, according to legend, first discovered in Atlantis.

ATTACKING THROUGH A FOCUS

There is a disadvantage to having an active focus of any kind.
Being a continually powered astral energy, a magical focus creates
a continual, open bridge from astral to mundane space. This is
dangerous.

A spell cannot normally be cast from astral to mundane space,
or vice versa. These two different realms are separated by an
interface that can only be crossed under specific circumstances and
criteria. Spellcasting is not one of them. This means that characters
who are in mundane space, and have no connection to astral space,
are safe from any astrally projecting magicians or exclusively astral
spirits or creatures.

A focus, by virtue of its nature, creates a pathway between the
two realms. Through this channel, an astrally present magician can
cast a spell at the focus’ physical component. Because the spell is
affecting the physical materials of the focus, the spell must be a
physical type.

Though it may seem that only the focus itself can be affected
in this manner, that is not completely true. If the astrally projecting
magician were to cast an area-effect spell centered on the focus, it
would be possible to hit all targets within the spell’s effect area. Due
to the nature of how this effect works, manipulation spells cannot
be used in this manner.

Attacking through a focus is a two-step procedure. First come
the tests to attack and resist the spell. If the defender fails to resist,
the effects of the attack are then resolved.

The attacking magician rolls anumber of dice equal to the Force
Rating of the spell against a target number equal to the rating of the
focus. At the same time the defender rolls a number of dice equal
to the rating of the focus against a target number equal to the Force
of the spell. The side that generates more successes defeats the
other. If the spell wins, the spell focus bonding is broken. This
renders the focus useless, and the spell grounds into the physical
material of the focus. If the focus wins, the attacking spell does not
ground into it, and dissipates.

Remember that the attacking spell must be a physical spell to
work in this manner. If the spell is not an area-effect spell, it only
affects the target that is either in possession of the focus or else
directly connected to it. Resolve the spell effects normally using the
Casting Spells rules, p. 129.

If the spell is an area-effect spell, the only difference from
resolving it in the normal manner is that line-of-sight is determined
from the spellcaster’s position in astral space. The requirement still
holds that the spellcaster must be able to see the target. Remember
also that astral space is special terrain. See Astral Space, p. 145.

CONJURING

Through conjuring, a magician can summon, control, and
banish different kinds of spirits. Though magicians and occultists are
still arguing about whether spirits have a separate existence of their
own or whether they spring purely from the formless energies of
astral space at the time of conjuring, it does not much matter for all
practical purposes.

There are many kinds of spirits, each with a Force Rating
assigned by the conjuring magician. The Force Rating determines
not only the spirit’s abilities, but the difficulty of handling it. The
more powerful a spirit (the higher its Force), the more difficult it is
to summon, control, or banish.

Two types of spirits that can be summoned with relative ease are
nature spirits and elementals. Nature spirits personify the forces of the
environment, and only a shaman can summon or control them.

Elementals arise from the four hermetic elements of fire, water,
air, and earth, and only amage can summon or control them. Nature
spirits and elementals are described briefly below, but their full
abilities and descriptions appear in the Critters section, p. 224.

Though other kinds of spirits also inhabit the Sixth World, most
can only be contacted by very experienced magicians who have
Karma to burn. These will be described in future Shadowrun
products.

SUMMONING NATURE SPIRITS

A shaman can summon a nature spirit only in that spirit's home
domain. A domain is the environment that spirit personifies: storm
spirits require open air, forest spirits heavy woods, hearth spirits an
occupied home, and so on (see Domains, below). A shaman cannot
summon a spirit from outside the spirit's domain. A shaman could
not, for example, summon a storm or forest spirit inside a home. A
home is the domain of the hearth spirit.

The shaman decides how powerful is the spirit to be sum-
moned. The Force of the spirit, the gauge of its power, is the target
number for the Conjuring Test. Totem modifiers and extra dice from
spirit foci also apply to this test. Note that the Magic Pool does not
assist in any Conjuring-related Tests.

Each success in the Conjuring Test represents one service that
the spirit agrees to perform for the shaman. See Nature Spirit
Services, below. If the shaman rolls no successes, no spirit comes.
The summoning of a nature spirit requires a Complex Action. A
shaman can summon only one nature spirit or have one in service
to him at one time.

Regardless of whether or not a spirit comes, the shaman must
make a Drain Resistance Test. Charisma (not Willpower) dice are
used, adjusted by totem modifiers and spirit foci, against a target
number equal to the Force Rating of the nature spirit. Consulit the
Conjuring Drain Table below for the Drain associated with conjuring
a nature spirit.

Every 2 successes generated in the Drain Resistance Test
reduce the Drain by one level. If the Drain knocks the shaman
unconscious, the spirit departs.

Nature spirits vanish at sunrise and sunset, no matter what, and
regardless of whether the sun is actually visible or not. All services
end at that time. Any services left unused or unspecified by that
time are lost.
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CONJURING DRAIN TABLE
Spirit’s Force Rating Drain Level
Less than half shaman’s Charisma (L)Stun
Shaman'’s Charisma or less (M)Stun
Greater than shaman’s Charisma (S)Physical
Greater than twice shaman’s Charisma  (D)Physical

Domains

As stated above, a nature spirit's domain is the environment
that it personifies. Nature spirits only have power within their
domain. They cannot cross out of that domain, nor extend their
power from it.

Some nature spirits have domains that may seem to cross into
other domains, but it is never the case. The domain of a broad-
environment spirit is always superseded by the domain of a limited
environment spirit such as a hearth spirit. So even if an extremely
rich person had a spacious home with the air-space equivalent of an
aircraft hanger it would still be the domain of a hearth spirit and not
one of the sky spirits.

Domains are very restrictive. A city spirit can exercise search
power on the streets, squares, and plazas of a city. It cannot,
however, successfully search if it is inside an occupied building
(hearth spirit territory), a park (forest spirit), in a boat on the river
(river spirit) or on Puget Sound (ocean spirit).

Nature Spirit Services

When summoned, the nature spirit first appears in its astral
form, visible in the physical world as a slight shimmering in the air.
The more powerful the spirit, the more noticeable this effect. The
Force of the nature spirit, subtracted from 12, can be used as the
Concealability of this effect. See the Concealabllity rules, p. 94. The
spirit can either remain there or be instructed by the shaman to
return to its environment to await another call at a later time. The
actual summoning of a nature spirit requires a Complex Action, but
it takes only a Simple Action to call the spirit once it has been placed
on “stand-by.”

To perform a service, a nature spirit will use one of its powers
as the shaman directs. A nature spirit in its astral form, present only
in astral space, can only use those powers that directly protect or
benefit the shaman, such as concealment, guard, or movement. To
use its powers on others, a nature spirit must assume its manifest
form.

A manifest spirit can only use its powers on an individual target
or group, depending on the power. Continual use of a specific
power counts as only one service. If, however, the shaman wishes
to change the parameters of its use, say by requesting that the spirit
use concealment power on more characters than previously, this
constitutes a new service. Having a spirit use combat powers on
behalf of its summoner only counts as one service, regardless of the
number of foes involved.

See Critters, p. 228, for descriptions of nature spirits and their
powers.

SUMMONING ELEMENTALS

Only a mage can summon an elemental. He may summon an
elemental of any desired Force Rating, given the necessary equip-
ment and time, but the mage needs a conjuring library and a
hermetic circle (of the correct type) with ratings at least equal to the
Force of the spirit to be summoned. The rite requires special
materials, available from the local talismonger and at the cost of
1,000¥ per Force Rating Point of the elemental.

Each elemental also needs a source. Fire elementals arise from
a great bonfires (indoor mages, beware of sprinkler systems), a
fireplace, or a large brazier. Water elementals come from a large
pool or tub or water. (This requirement is satisfied if the hermetic
circle is near a body of water.) Air elementals need great quantities
of burning incense (watch out for smoke detectors, too). Earth
elementals need a large (man-sized) heap of earth, clay, or rock.
This requirement is satisfied if the place of working is on open
ground.

The summoning ritual takes a number of hours equal to the
elemental’s Force. At the end of this uninterrupted time the
magician makes a Conjuring Test against a target number equal to
the Force of the spirit. Use of a spirit focus can add extra dice to this
test. Note that Magic Pool dice do NOT apply to any Conjuring-
related Tests.

The number of successes from this test determines the number
of services the elemental will perform for the mage. See Elemental
Services, below. If the mage rolls no successes, no elemental
comes, but all the materials purchased for the rite are used up.
Regardless of whether the spirit comes or not, the mage must make
a Drain Resistance Test of Charisma dice against a target number
equal to the Force Rating of the elemental. Use of a spirit focus can
add extra dice to this test. See the Conjuring Drain Table, above, to
determine the Drain. Every 2 successes from the Drain Resistance
Test reduce the Drain Code by one level. If Drain knocks the mage
unconscious, the spirit escapes free and uncontrolled. Make a test
of its Force against a Target Number 4 to determine if the elemental
attacks the summoning mage. If the spirit generates at least 1
success, it realizes the opportunity it has and flees immediately. In
the case of no successes, the elemental acts like the dim-brain it is
and attempts to attack the summoning mage, regardless of any
protection or defenses that may be present.

A mage can bind, at any one time, a number of elementals
equal to his Charisma. If the mage is at the limit and wishes to
conjure an additional elemental, he can release one of the currently
bound ones. That spirit simply departs.

Elemental Services

An elemental that owes services to a mage is considered
bound to that mage, but the mage need not use all the elemental’s
services at one time. At the time of its summoning, the elemental
is bound and effectively placed on notice to respond to calls from
the mage. The elemental then departs, through astral space, for
parts unknown. There it remains until called to serve.

To use the services of an elemental, the mage must spend a
Complex Action to command the spirit to appear. The elemental
then appears in its astral form, which is visible in the physical world
as a slight shimmering in the air. The more powerful the spirit, the
more noticeable the effect. The Force of the elemental, subtracted

140 SHADOWRUN



o l/,‘{{{;’ }(\‘( Wy

el n)\\\\\

from 8, can be used as the Concealability for this effect. See the
Concealability rules, p. 94.

The services (and therefore powers) of an elemental are not
availabje to the mage until the spirit has been called and appears.
To determine if the spirit may act during that Combat Turn, resolve
its Initiative (see p. 79). If it is eligible for any Action Phases in the
rest of that Combat Turn, it may act, assuming that the mage who
commands itis eligible. Calling an elemental to service does not use
up a service, but it is an exclusive activity so the mage cannot be
sustaining any spells at the time of the calling.

An elemental stays in astral space by preference. It will only
assume its manifest form if so ordered by its master. It may not be
happy about having to comply, but the spirit must do so. If a period
of twenty-four hours passes during which the elemental is just
hanging around, or even ifit is performing a service, this uses up an
additional service.

With the exception of remote service (see below), the elemen-
tal must remain within line-of-sight of the mage. The use of astral
senses, clairvoyance spells, or other magical senses fulfill this
requirement, but electronic viewing does not. A mage cannot
“remote-control” an elemental using a trideo camera or system.

The magician who summoned the elemental can order the
spirit to obey another character, whether magician or mundane.
Mundanes cannot use elementals to cast spells, but they otherwise
receive the same services as a mage: defensive aid, sorcery,
physical service, and so on. Elemental bodyguards are rare, but they
do sometimes protect politicians, corporate execs, yakuza oyabun,
and other big noises.

There are five types of services that an elemental can perform:
aid sorcery, aid study, spell sustaining, physical service, and remote
service. Each of these costs one of the elemental’s services to
initiate. Sending an elemental away to wherever elementals go,
and placing it on notice for calling at a later time does not cost a
service. If not ordered away, an elemental will simply hang around,
being noticeable in physical and astral space. (It is considered very
unwise to wander about followed by a pack of elementals, unless
one welcomes trouble.)

Once an elemental has been called and has arrived, it takes
only aSimple Action to command it to perform a service. Elementals
can only perform one service at time.

Ald Sorcery

An elemental can give the mage extra dice for casting spells.
The elemental acts like an auxiliary Magic Pool of dice the magician
can use at any time until the spirit is used up and disappears. Each
point of Force bestows one die. These dice do not refresh, but they
may be used to augment any test at any stage in sorcery, including
Spell Defense, p. 132, though they must be allocated at the same
time and in the same manner as Magic Pool dice.

Each type of elemental can only help with one category of
spells.

Fire elementals aid combat spells only.

Water elementals aid illusion spells only.

Air elementals aid detection spells only.

Earth elementals aid manipulation spells only.

No elemental can aid health spells.

If an elemental is used in this manner, its Force is reduced by
1 for each die used for Aid Sorcery. When the spirit's Force is
reduced to O through use, it vanishes. It can be called again if it is
still bound. Doing so requires another Complex Action, and in this
case costs one service. The elemental is, however, back at full Force
Rating when it arrives.

An elemental may remain in its astral form and provide this
service.

Ald Study

An elemental can provide extra dice to help its master learn
new spells. For the spirit to add its Force in dice to the mage’s
learning attempt costs a service. See Learning A New Spell, p. 132.
The elemental can only help with a spell within its appropriate
category: fire for combat, water for illusion, air for detection, and
earth for manipulation. A mage may only use one spirit, one time,
for learning a particular spell.

An elemental may remain in its astral form and provide this
service.

Physical Service

The mage can call upon an elemental to manifest and use its
powers to some end. A fire elemental could be called to burn
through a door, for example, or an earth elemental to move a great
weight, or any kind of elemental to fight some enemy. See the
Critters chapter for a discussion of elemental powers, also the Spirit
Combat section in this chapter.

Physical service always requires the elemental to assume its
manifest form.
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Spell Sustaining

A mage can call upon an elemental to use its Force to sustain
one spell in the appropriate category. The elemental can maintain
the spell for one Combat Turn for each point of Force it has. Once
its Force reaches O, it disappears. To keep the spell from vanishing
with the spirit, the mage can take over the spell maintenance before
the spirit goes. Spirits depleted in this manner may be re-called in
a manner identical to that of aid sorcery service.

A mage can also bind an elemental to a spell to maintain it for
longer periods. Doing so, however, irrevocably depletes the
elemental’s Force. The elemental can maintain the spell for a
number of days equal to its Force. Each day, or part thereof, that
passes will permanently reduce the spirit’s Force by 1 point. When
the spirit’s Force hits O, it is destroyed and disappears, even though
it may still owe additional services. The mage can release the spirit
before it runs out of Force in order to end the spell ahead of
schedule, but the spirit is still freed of its bond and disappears and
cannot be re-called.

Ifa spiritis banished while sustaining a spell, the spell ends. Once
an elemental has been commanded to the service of sustaining a
spell, it cannot perform any other service until this service is ended.

An elemental may provide this service while in its astral form.

Remote Service

A mage can command a remote service of an elemental when
it is first summoned. If the mage wishes to use the elemental for
remote service, the spirit cannot be bound. Because remote service
must be commanded immediately following a summoning, the
command forfeits extra successes and other services. Elementals
on remote service do count toward the mage’s Charisma limit.

In remote service, the mage sends the spirit off to perform a
particular job such as physical service. Once it has its orders, the
elemental will pursue them single-mindedly until it either accom-
plishes the task or is banished or destroyed. Even the summoning
mage cannot halt an elemental once it has been set loose.

An elemental may perform a remote service in either manifest
or astral form, and may switch between the two at will (costing a
Simple Action), as needed.

SPIRIT FORMS
Nature spirits and elementals can assume either astral or mani-
fest form. Changing between the two costs the spirit a Simple Action.

Astral Form

In astral form, the spirit exists entirely within astral space,
though it may be noticeable as a slight shimmering in the air. See
the preceding sections for information on noticing this effect. While
in astral form, spirits can only perform services that directly affect
the summoning magician or targets that have a valid astral pres-
ence (see Astral Space, p. 145). Spirit powers can “ground” like
spells through the target’s physical body. See Attacking Through
a Focus, p. 139, and Astral Combat, p. 147.

A spirit in astral form can communicate with its summoner, or
be sensed by magicians using astral perception or projection. While
the spirit is in this form, physical weapons cannot harm it. Weapon
foci that have an image (an existence) in astral space can harm a

spirit in astral form, but the wielder must be using astral perception
or projection to use it properly. The “shimmering air effect” cannot
be attacked by a weapon focus or be targeted by spells. Spirits can
be attacked by banishing (again the magician must be actually
seeing them) or by astral combat.

Manifest Form

Spirits assume manifest form when they must use a power
against a target that has only a physical presence and is not present
in astral space. Spirits dislike manifest form because it makes them
vulnerable to physical attacks.

Even so, it is very difficult for non-magicians to attack and
damage a manifest spirit. Only the truly courageous, driven, or mad
can focus enough will to make an attack that will affect the spirit.

When attacking a spirit in manifest form using a mundane
(non-magical) weapon to strike or shoot, the character uses Will-
power instead of the normal Combat Skill. Against spirit foes,
unshakable will is more important than weapon skill. The attacker
may not add Combat or Magic Pool dice to this test. Attacks using
weapon foci, other magical or spell attacks, or attacks using a spirit’s
vulnerability use the proper Combat Skill dice and may be aug-
mented by Combat Pool dice.

Additionally, manifest spirits have the power of immunity
against firearm attacks, ranged (excluding bows and throwing
weapons) weapons, and explosions. These are, technically, indirect
attacks because they are not “powered” by the attacker and do not
carry the full weight of the attacker’s will. In this circumstance,
spirits have twice their Force as armor of the appropriate type
(impact or ballistic). Damage is resolved normally. Spirits do not,
however, have this power against melee attacks, bows (except
crossbows), and throwing weapons, as there seems to be nothing
to attenuate the effects of the attacker’s courage.

A spirit in manifest form can use its powers against any target
in its line-of-sight. Each use is a separate service, unless it is an
attack against a group of foes. Such an attack constitutes a single
service, regardless of the number of foes.

Spirit Initiative

Being creatures of quicksilver and shadow, spirits move with
great speed compared to bags of mud and blood like humans.

Spirits in astral form have a base Reaction as indicated for the
spirit type, plus 20. They roll 1 Initiative die (1D6). Spirits in manifest
form also have the base Reaction as indicated for the spirit type, but
this time it is plus 10. They roll 1 Initiative die (1D6). Spirits follow
the normal Combat Turn procedures and are eligible for multiple
actions (see p. 79).

Spirits determine their Initiative based on the form they
currently inhabit. If, sometime during the Combat Turn, a spirit in
astral form changes to manifest form, it resolves the rest of its action
at that time, but it is ineligible for another action for 20 Phases (the
normal 10, plus the +10 Initiative bonus for astral form). Spirits in
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