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Some shadowrunners say that the scariest words in the
English language are “Trust me.” I don’t buy it. Any ‘run-
ner worth the name doesn’t have enough trust left in him to
meet his grandmother for breakfast without legwork and
backup. No—by my reckoning, the scariest words around are
“It'll be easy.”

That’s what Frankie said just after his call interrupted me
at a little club in Redmond, right in the middle of the first
poker game in weeks where I actually had a chance to come
out ahead. “Can’t this wait, Frankie?” I asked, staring glumly
through his translucent AR image at my ace-high two pair and
cutting hurried glances over the cards at the three suspicious
slots across the table. We hadn’t been working with Frankie
long, but he'd set us up with some decent jobs so it wasn't
smart to blow him off.

“You tell me,” the ork said cheerfully in his vaguely Noo
Yawk accent. “You want the job or not? You guys ain’t exactly
been flush lately—"

“Yeah, yeah.” I sighed. He was right. Me, I wasn’t quite
wondering if I was going to have to start selling cyberware
pieces to make rent, but—

“Don’t worry,” Frankie soothed. “It’ll be easy. In and
out. But ya gotta make up yer mind now—the job’s tonight
and if you don’t wanna meet with Johnson I gotta find some-
body else.”

The two pair beckoned me, and the bozos were making
noises across the table. I held up a placating hand and sighed
again. I noticed I'd been sighing a lot these days. “Okay,
Frankie, okay. Send me the details and give me half an hour to
get everybody together.”

Frankie’s tusks rose in a grin as he signed off. I looked
at the cards again. Surely I had time to finish out the hand.
“Okay, see and raise fifty; I said, tossing chips in the middle.

“Call said one of the yahoos. With a smile that showed
three kinds of teeth—bad, tobacco-stained, and missing—he
dropped a full house on the table.

It was going to be one of those nights.

I got to the bar twenty minutes early, automatically sub-
scribing my PAN to the place’s net to get the layout, specials,
and any messages that the team might have left for me—and
to slip the bartender some cred and let him know we were
meeting “Mr. Johnson” in the back room at eight. Nobody
much used cash anymore—bribes were handled wirelessly, all
neat and tidy. The place wasn’t quite a dive, despite the huddle
of drooling chipheads I'd had to step over out front. Nowadays
even some of the nice bars had their undesirables, at least until
security got around to rounding them up. It smelled like beer,
sweat, and just a hint of vomit.

I looked around. Locke was already there, slumped
morosely into the corner of a booth near the back with what
looked like a half-empty glass of whiskey in front of him.

I sent an order for a beer to be delivered to the same place,
then fought my way to the back and dropped onto the bench
across from him. I decided not to mention the whiskey;
Locke was an odd guy, all points and angles—and that was
just his personality. We just wrote it off to the fact that he
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was a mage—with those guys, weird went with the territory.
“You're early,” I said.

Locke grunted, running a hand over the two-day stubble
on his chin. “Tlike it here. Where else can you get proposi-
tioned and puked on in the same evening?”

“By the same person?” I grinned. My beer arrived and we
both went silent, waiting.

The rest of the team showed up shortly, together. Zumi
with that oddly endearing combination of troll-tough and
nervous—I still hadn’t quite gotten my mind around a ner-
vous troll, but I guess when you used to be a Japanese corp
princess and your world got turned ass over teakettle by
growing a meter and sprouting horns during the Year of the
Comet, you were entitled to your quirks. Desmo was almost
as uncomfortable, a fish out of water without the van that
was like an extension of his body. Since our last member was
joining us virtually from his car out in the parking lot, that
made all of us present. “Okay,” I said, finishing my beer and
rising, “Looks like it’s showtime.”

Johnson was a dwarf, compact and broad-beamed with
a short, neatly-cut beard and mirrorshades. Everything about
him screamed “mid-level corp,” from his nice mid-level suit to
the nice mid-level prissy human assistant sitting next to him
fiddling with a commlink. The dwarf glanced at his commlink

and motioned us to sit

Yeah, yeah—now begins the dance. “Well, Mr. Johnson—
I’'m sure you know we can’t make any decisions about compen-
sation until we know what we’re up against, can we?”

Johnson’s head dipped a bit; his eyes, behind the shades,
were unreadable. “That’s true indeed,” he said. “I assure you it’s
a fair price, but since were at an impasse here, without going
into details, I can say that the security is nothing that a team of
your caliber would consider challenging. Please make up your
mind quickly, though, because if you choose not to take the
job I've still got to find another team.” He put his hands on
the table and looked like he was getting ready to get up.

Damn him anyway. “Wait, I said quickly, earning me a
smirk from Locke.

The dwarf settled back. “Yes?”

I cast a sideways glance at Locke and said, “Assuming
you're not jacking us around and the job’s what you say it is,
and assuming further that you're lowballing because every-
body lowballs, what do you say to six thousand?”

The barest flicker of a smile crossed Johnson’s face and
then the mask was down again. He was good, and he knew
the score. He paused, for a second taking on the unfocused
stare of somebody mentally accessing an AR visual display,
and finally nodded. “All right, then—six thousand. We have
a deal.” He fiddled for a moment with his commlink, stared
into space again, and then hit a akey. I felt my own ‘link buzz
incoming. “Your advance,
and my contact informa-

down. Locke and I did; %;!\ R
Zumi faded back and Ve

hung out near the door.
That was fine: she didn’t
like negotiations and it
couldn’t hurt to have
somebody watching the

By my reckoning, the scariest words

around are “T1tM be easy. ”

tion.” Then he indicated
the prissy human, a dark-
haired, rat-faced lictle

| man who looked vaguely

I
o~ annoyed when his boss’s
s%_ attention wasn’t on him.
D

exit. Desmo took a seat
off to the side—he liked
to listen to the spiel but stay out of the way.

Johnson looked us over, then got right to it: “T've gota
job that shouldn’t take much effort, but it’s got to be done
tonight. Does that work for your schedules?”

Next to me I could almost feel Locke rolling his eyes, but
I doubt the dwarf saw it. He seemed to have pegged me as the
guy to talk to. “That could be arranged,” I said, “depending on
what you've got in mind.”

The dwarf looked like he expected that. “Of course. I'll
give you the basics and then, assuming we have an understand-
ing, we’ll go from there.” When nobody objected, he contin-
ued: “The job involves gaining entry to a facility, removing
some information, and planting something else. The security is
not extensive, and I'd estimate you could be in and out in less
than an hour”

“Oh, sure,” Locke muttered to my left. “With them it’s
always easy”

Lignored him; that was usually best. “Where’s the facility?”

“It’s local,” the dwarf assured me. “I can’t tell you any-
thing else until you agree to take the job, but I'm autho-
rized to offer you five thousand nuyen—half up front and
half on completion.”
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“My assistant will give you
the details of the job. I'll
be expecting to hear from you no later than two a.m. Please
don’t be late”

“Okay,” I said as we left the bar in Desmo’s van. “Let’s go
over this again to make sure we've all got it down.” I didn’t like
that we didn’t have much time to check things out this time,
but that was the way it went sometimes. You lived with it and
did the best you could.

Locke shrugged. “Easy. We break into a warchouse, put
this—” he pulled a dark-colored bottle from the pocket of his
rumpled longcoat “—in the stuff in the tanker truck we find
inside, and then get into the offices and steal some files from
the computer. Then we collect the rest of our fee, go home and
celebrate with booze and hookers.”

“We gotta do it in that order,” Desmo reminded us.

“Well, sure,” Locke said. “If we had the cred for the booze
and hookers, why would we bother doing the job?”

Zumi swatted him gently (for her) across the top of the
head. “He’s right—the stuff in the truck first, then the office.
Johnson’s guy was pretty clear on that. We should find out some-
thing about this place,” she added, as always a lot less nervous
when it was just us. “I know we don’t have much time, but—"
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“Already done;” came a bubbly voice from the van’s speak-
ers, cutting off Desmo’s pounding synthrash beats. The dwarf
rigger reached in his pocket activated a holoprojector on the
dashboard. The image of cheerful purple cartoon tiger in mir-
rorshades appeared, bouncing up and down on a springy tail. It
smiled, displaying shiny fangs. “While you guys were screwing
around in the bar, I was hacking Johnson’s commlink. His name
is Gunther Markstrom—he’s a regional manager for Lightning
Brands, which is a subsidiary of Evo. The place we’re hitting is
the Tacoma warchouse, which happens to be run by their rival,
Buzz Beverages. Buzz is all geared up to do the first run on a test
market for a new energy drink called Buzz!Blitz.”

“Ive heard of that] Zumi spoke up. “There are ads up all
over the places I hang out—they’re aiming it at ork and troll
guys. You know: it’s big, it’s full of stimulants, it'll make you
edgy and pissed off and give you a dick the size of a fire hydrant.
It’s so extreme it'll make elves’ heads pop off or something”

“Yup,” the holographic tiger agreed. “Huge ad cam-
paign—trideo, spot ads beamed to people’s PANS, print,
Matrix, the whole works. Slick job. Just a few cities, though.
They’re gonna try it out there and see how it goes over. If it
does, they’ll roll it out to the rest of the UCAS.” A brightly-
colored trid image of several tough young trolls causing may-
hem appeared on our vidscreens, accompanied by the flashing
slogan “BUZZ!BLITZ—CHUG THE BOMB?” in angry red
letters. Subtle.

Iindicated the bottle Locke held. “So according to
Johnson’s guy, this stuff goes into the tanker truck with the
flavoring mixture and screws up the taste of the drink so the
test-market fails. Right, Spaz?”

“Exactly;” said the tiger. “Johnson had Buzz’s project plan
on his ‘link. Their schedule’s so tight they don’t even have time
for last-minute taste tests. They’re already behind—they’ve
got all kinds of events planned, so they can’t be late. They’ll be
shipping the stuff out as fast as they make it. Even if they taste
it beforehand and catch the problem, the production run’s still
ruined so they can’t sell it. And our Mr. Johnson, who’s got a
similar product in the works—and a similar kind of carpet-
bomb ad campaign going on for its release next week—gets
the jump on his competitor”

“What about the files?” Desmo asked. “You get anything
on those?”

“Nope,” Spaz said. “From the look of it, it’s just a little
industrial espionage. They probably want us to do that part
last in case we get spotted and have to get out in a hurry.”

“So Johnson’s frosty?” I asked Spaz. “Not likely to screw
us over?”

“Like that ever happens.” Locke drawled.

“Nah,” Spaz said. “He checks out. His ass is in a sling if
Buzz’s launch is successful and gets the drop on him, so he’s
got no reason to jerk us around, far as I can find.”

I glanced around at the rest of the team. “Okay, then.
Let’s gear up and get on with it. Spaz, you know you’re gonna
have to do this one in the meat, right?”

“Aww, Taaaggg—" The whining voice and sulky pout
didn’t quite fit with the goofy-looking tiger.

“Not like we like it either,” Locke said.
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“Desmo, you ready?” I subvocalized over the team’s
comm network. The night was moonless and a little drizzly,
but the few working sodium-vapors casting sickly little pools
of light at intervals down the street meant my cybereyes were
functioning just fine. The whole area smelled like ocean and
rot. I slumped in the shadows of the next-door warchouse’s
doorway and waited until the dwarf’s affirmative response
came back. He was halfway down the block in the van, keep-
ing an eye on the area with an overhead spotter drone. The
rest of the team was in the doorway with me, cranked up with
anticipation but hiding it well.

Locke had already done his astral-recon thing, declaring
the place deserted except for one security guard (“from his
aura he’s thinking more about getting laid than guarding”)
and what he called “a corps of elite attack rats.” That told me
the security was mostly automated, which jibed with the intel
Johnson’s flunky had given us. “Anything, Spaz?”

Spaz waved me off, concentrating on something none of
the rest of us could see. “Nothing. ’'m monitoring the police
bands and I'm not picking up any calls anywhere near here.”
We were all getting our minds around the change—Spaz al-
most never went on runs with us in the meat—he preferred
to stay close by and run Matrix overwatch—so the sight of a
skinny, crater-faced elf guy with a high-pitched whiny voice
took a little getting used to when we were accustomed to the
cartoon tiger. In the meat, Spaz was the only elf I'd ever met
whose natural social graces were pretty much nonexistent. He
didn’t bathe too often, either. So much for the stereotype.

“All right,” I said. “Unless anybody’s got a good reason
not to, let’s get this done.”

Remember what I said before about the three words that
should strike terror into any halfway-sane shadowrunner’s
heart? You're smarter than me, then, because I didn’t. Funny
how being broke can make you stupid.

Things got started okay—I disabled the security system
and Spaz hacked in to make sure that the cameras were show-
ing what we wanted them to show in case somebody off-site
was monitoring them. After that it was just the simple matter
of waiting for Locke’s okay that the guard was off in the other
part of the building and we were in. Occasionally I regretted
the cred I'd dropped awhile back on a maglock passkey, but
this wasn’t one of those times.

The interior of the warehouse was dim and cavernous, lit
only by a few faint emergency lights far overhead. We paused
a moment, getting our bearings. “Everything okay out there,
Desmo?” I subvocalized.

“A-OK, boss,” the dwarf’s voice came back reassuringly
quickly. “No sign of anybody.”

“Got the layout,” Spaz said. “Everybody switch on your
overlays.”

I did, and a ghostly 3-D floorplan of the warehouse
appeared superimposed over my vision. Everything was
labeled—-crate contents, vehicle locations, even where the
bathrooms were. The tanker we were looking for was all
the way over on the other side, near the far wall next to sev-
eral large stacks of crates. Next to us, off to our right, was a
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wooden stairway leading upward. The overlay indicated (just as
Johnson’s guy had said) that the office was up there.

“What I don’t get,” Spaz spoke up in a stage whisper, “is
how come we have to plant the stuff first and shen steal the data.
That’s ass-backwards, especially with a layout like this.”

I thought about that for a minute. This was why we kept
Spaz around, despite his desperate need for a personality trans-
plant. “You know, he’s right,” I said.

“That’s what Johnson wanted,” Zumi pointed out. “He was
very clear—”"

“No, his flunky was very clear;” Locke interrupted. “I don’t
see him paying our fee, do you?”

“Fuck his assistant,” I growled. “They aren’t paying us to be
stupid.” And stupid it would be—if anybody caught us, I'd rath-
er be in the middle of a warehouse with lots of cover than stuck
in an office babysitting a hacker while he sucked data out of an
offline computer system. I made a decision. “Files first, then
truck.” I thought about splitting up to do it faster, but splitting
up could get you dead in a hurry if anything went south.

We hustled it up the stairs. They creaked under our weight,
especially Zumi’s, and we were all sure the guard was going to
raise the alarm any

glanced quickly around the office: no windows, just the one way

out. This wasn’t good. “Come on! We don’t want to get trapped
in here”

We got out of the office before we saw them down on the
warehouse floor, spreading out and taking positions behind
crates. I knew we were sitting ducks up here—the walkway’s
flimsy wooden railing wouldn’t even provide minimal cover.

As if to punctuate this fact a round tore through the wall to my
right, the gun’s report echoing like thunder. “Down!” I yelled,
my own SMG chattering a staccato budda-budda-budda as 1
returned fire. “Get cover!” I vaulted over the railing and miracu-
lously didn’t get hit by a volley of rounds as I rolled behind a
crate on the ground floor. I heard the railing splinter above me
as Zumi tried to do the same thing—she lost her balance and
hit the ground hard, but her armor took some of the impact and
then she was gone, hidden behind another crate.

“Locke? Spaz?” I still had the warchouse’s layout on my
overlay, and my mind spun fast trying to come up with a way we
could get out of here without having to take out all six of these
guys. “You guys okay?”

“Just peachy.” Locke said. “I'm invisible, so don’t shoot me””
“U'm still upstairs.” Spaz’s

second. Locke kept
an eye out when
he got to the top
and caught the guy

coming around a

corner—a middle-

aged ork carrying @';@

As [ was about to 5/1]9 around a corner, my
thermovision picked up a heat-trace reﬂect:hﬂ '
oﬁ[ one of the trucks at the end of the row.

’@(}'@‘ voice shook. “Damn it, Tag, you

()
W) see why I don’t want to—”
“Shut up, Spaz.” Then I for-
got about him as one of the guys

poked his head out from behind

a crate and I unloaded on him,

pleased to hear a scream and then

a flashlight. One
spell later and the
ork got a ticket to dreamland.

The office door was locked but it might as well not have
been. Ten seconds later we were inside the office, a small and
cluttered little cube full of boxes, chairs and old datafaxes. Spaz
sat down at the desk and started doing his thing to hack into the
terminal holding the files. Zumi kept watch on the stairs outside
while I paced nervously, holding my H&K at the ready. This
was too easy. Yeah, jobs went easy sometimes. It did happen. Just
not very often. “Desmo? Everything still okay?”

No answer, just a slight crackle of static.

I froze. Just a glitch. That’s all.

“Desmo? You there? Speak up, omae”

Nothing.

The hairs on the back of my neck were starting to crawl.

Spaz was oblivious, his mind plugged into another world,
but Locke caught my nervousness and amplified it. He threw
himself into another chair and slumped.

I went to the door. “Zumi? See anything?”

“Nothing here;” she said.

But now Locke was back. “Fuck!” he growled. “We've got
six guys coming in fast from the back, and we’re not talking
more rest-home refugees like our guard”

171l be easy. Yeah, right. “Spaz!” I barked, smacking the
hacker a good one on the shoulder.

“What?” he whined. “I've almost—"

“Abort!” I yelled. And louder: “Zumi! Incoming!” I

gt

the clatter of a gun hitting the
ground. “One down!”

“Tag, I'm hooked in to the cameras.” Spaz had apparently
recovered at least some of his courage. Little ghostly red X’s—5
of them—appeared on my overlay.

I didn’t pause for reflection. Yanking a flash grenade from
my belt I chucked it over top of a pile of boxes and ducked as
its charge lit up the place like the sun for a fraction of a second.
A second after that [ heard the unmistakable sound of another
grenade (the regular bang-bang variety) going off on the other
side of the warchouse and grinned: Zumi had the same overlay I
did, and she hadn’t wasted any time either. “Good one, Zumi!”

I cheered. “Spaz, get your ass down here—we’re aborting.
Objective is now to get everybody out alive”

One of the X’s disappeared from the map. “Damn it—
heads up, guys—camera lost him!”

I slowed, advancing with caution down a narrow crate-
canyon. As I was about to slip around a corner, my thermovision
picked up a heat-trace reflecting off one of the trucks at the
end of the row. Instinctively I dived sideways and rolled, giving
thanks for my wired reflexes as another volley hit right where I'd
been. “Everybody, try to head toward the big roll-up door over
there! Spaz, get it open!” The X’s were moving again.

It was about then that everything started going to hell in
earnest. A thump and a cry of pain behind me told me that Spaz
had finally gotten himself down off the catwalk—the hard way,
from the sound of things. “You hurt?”

“I’s my ankle!” The X’s wavered, then stopped moving.
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“Spaz—"
“Working on it!” The hacker’s voice was bright with fear
and pain.

I hurried back toward where he'd been, poking my head
out behind crates to check for somebody to shoot. All T saw
was Zumi, sneaking as quietly as a troll could sneak. She'd
unslung her assault rifle from her back now, so she—

Automatic weapon fire chattered, and Zumi’s head ex-
ploded in a rain of bone and horns and brains. Just like that.
No scream, no nothing. Her body dropped, her gun clattering
to the floor.

“You fucking bastards!” 1 screamed, bringing my own
gun around and unleashing a deadly hailstorm of rounds into
her shooter, who'd been in the process of trying to drop back
down from his vantage point high up on a crate. He cried out
and fell.

Fuck! “Locke, you got any tricks? Zumi’s dead—” Off to
my left, I could see the big door starting to slowly trundle its
way upward.

“Maybe.” The mage’s voice sounded tense. “Get the kid.
I'll see if I can cover us on the way out.”

Four of them, three of us. 1 had my cybereyes cycling
through the spectra—low-light, thermo, ultrasound—and my
SMG in constant motion as I backed toward Spaz’s last known
position. The X’s started moving on the overlay again, so I
chucked another grenade and ran the other way as the explo-
sion took out several crates and at least one of the bad guys. I
wondered why they weren’t doing the same thing and thanked
whatever deity had switchboard duty that night for small fa-
vors. The door was almost all the way up now. Three of them,
three of us.

“Get over here,” Locke called. “Near the door. Stay low.”

We did as he told us, pausing a few seconds for me to
reload behind a crate. A few seconds too long—a sudden crack
and my arm lit up with pain as a lucky shot tore through my
armored jacket into the meat of my bicep, spinning me around
in a spray of blood. Spaz looked near-panicked. “Tag?”

“I'm all right” I growled through gritted teeth. I'd have to
be all right. We didn’t have any other option right now.

By some miracle we made it to the door—but of course
our attackers knew that was exactly where we were heading, so
that was bad. The three remaining ones clustered behind cover,
and I knew if we ran out there it would be crossfire suicide.
“Locke—?”

He didn’t answer, but suddenly the air between us shim-
mered as a large figure carved of living fire appeared in the
empty space. “Sic ‘em!” the mage cried.

That turned the tide. All three of them unloaded their
SMG:s into the elemental, but they might as well have been
shooting slingshots for all the good it did them. The fiery form
surged forward, doing its best to envelop them in its burning
grasp. Crates around them were starting to catch fire. “Now
let’s get the hell out of here!” Locke yelled.

We didn’t wait around to see what happened to the

guards, the warehouse, or the truck. My only regret was that
we'd had to leave Zumi’s body behind.
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“Fuck, fuck, fick!” I slammed my fist down on the dash-
board of Desmo’s van hard enough to dent it. “What went
wrong, people?”

“Somebody was on to us,” Locke growled from the front
seat, where he was trying to get me to hold still long enough to
heal my arm.

“Damn skippy,” Spaz agreed. He was in the back, looking
uncomfortable having to sit next to Desmo’s dead body. We'd
found the dwarf in the driver’s seat of the van when we got
back, the neat red hole drilled through his forehead matching
the not-so-neat hole through the back of his skull, and done
the best we could to lay him out and clean up. Spaz was actu-
ally driving the van from back there, so my spot in the pilot’s
seat was just for show.

“Johnson?”

The elf shook his head. “He checked out. And what
would he get from this? I told you, he had to want this job to
succeed. What would he get for screwing up his own job?”
He sighed, indicating Desmo’s commlink on the seat next to
him. “Looks like the only reason those guys attacked us inside
instead of lying in wait out here was ‘cause they got spooked.
Des’s drone spotted them, but they jammed his signal and
cacked him before he could get a message out to us. They
probably weren’t sure, which was why they moved in”

I sighed, bowing my head in frustration. Two of my team
were dead. It/ be easy. Yeah, right. Famous fucking last words.
“Okay;” I said at last. “When we get back, our first job is figur-
ing out who the hell sold us out. Call in whatever favors you
can and I’ll do the same. I want answers, and I want ‘em now.
Somebody’s going down for this.”

For once, Locke didn’t have a smartass remark.

In the end it was a joygirl and our own resident hacker
that cracked the thing for us.

The joygirl was a longtime friend of mine named Tiffany
(we went back as far as my corp days before my identity went
bye-bye in the Crash, and not many people could say that). I'd
sent out the holopics of Johnson and his assistant that Spaz
had snapped at the meet to several contacts with a promise of
a payoff to anybody who could give me dirt on them, and her
reply came back less than an hour later. “Hey, sugar,” she said.
“I don’t know anything about the dwarf, but I've seen the hu-
man. He goes by Artie, and he’s a real piece of —work.”

“You—uh—provided services for him?” I don’t know
why the thought made me a little queasy, but it did.

“No—I'm not his type, and he’s not mine. Word is he
likes it rough—and he likes it rough with metas.”

“So he’s a meta lover?” That would make sense, given that
he worked for a dwarf.

“That’s not the way I hear it. More like he—takes out his
aggressions on them, you know ? Ever since word got around
the area, he’s havin’ a hard time findin’ anybody who'll let him
touch ‘em.”

Interesting ... very interesting. “Thanks, Tiff. You've been
areal help.” Islotted her the promised payment, along with a
little extra for old time’s sake.

Tiff grinned. “Thanks a lot, sugar—it’s been a slow month.”
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“Somebody definitely set us up,” Spaz reported back
shortly after I'd talked to Tiffany. He was back in his virtual
world now, and the cartoon tiger speaking to us through my
trid screen looked a lot more confident than the pimply kid.
“Looks like we messed up their plans, too.”

“Oh, really?” Locke was slumped on the couch, his feet
propped up on my coffee table. “Because we were so successful
and all—"

“Shut up, Locke,” I muttered, my attention fully on the
trid. “Go on.”

“I was poking around in the data I got from their sys-
tem,” the hacker continued. “The data we were supposed to
get was basically useless, but naturally I grabbed a few extra
goodies that looked interesting. One of them turned out
to be really interesting. Seems like there were triggers in
the system set to call the security guys as soon as somebody
hacked in””

I stared. “You mean—not only did they know we were
coming, but they were supposed to wait until we—"

“Kinda explains why Johnson’s boy wanted us to hit the
truck first,” Locke said. “Do the job, then get our asses fried
doing a useless data steal. No fuss, no bother, no strings.”

“I wonder—do you think Johnson k#ows we didn’t plant
the stuff in the truck?”

“It’s a good thing we didn’t)” Locke said. “I don’t know
about you guys, but mass murder’s not on my playlist.”

Now we all got to stare at the mage. “What—?”

e

He pulled the bottle out of his pocket; it was now sealed
up in a thick plastic bag. “While you were tracking down
Johnson’s flunky, I decided to have a friend test the contents
of this bottle to see if our employers were telling the truth.
Turns out they weren’t—this stuff wouldn’t have made the
drink taste bad. It would have probably killed about half of the
people who drank it, several hours after the fact. Nasty poison,
and it doesn’t take much to do the trick.”

We were all silent for a moment to let that sink in. We
had almost killed hundreds of people, and only our sheer or-
neriness about doing things the way we were told had saved us.
“But why would Johnson want to—” Spaz began.

“Wait asecond ... ” I said slowly. I turned it around in my
mind for a minute. “My friend said that Johnson’s assistant Artie
likes to rough up meta joygirls. And the people who were going
to be buying that drink were almost all orks and trolls—”

There was a thump as Locke’s feet hit the floor. “I'll be
back,” he said quickly. “I need to go talk to somebody” He was
out the door before we could say anything.

He called half an hour later. “I thought so,” he said.
From the look of the background behind him, he was driving
through a pretty bad end of town, and his expression could
best be described as “reluctantly triumphant”. “No wonder
Johnson’s lackey’s got it in for metas—he’s Humanis. Name’s
Arthur Carroll, and there’s definitely a pointy hood with his

name on it.”
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I took a deep breath. Everybody knew the Humanis
Policlub—at the civilized end they sponsored pro-human rallies
and supported human candidates for public office. At the not-
so-civilized end, the one most people didn’t see, they got their
sheet-covered hands into a lot messier business, some of it pretty
damned ugly. “Should I even ask you how you found this out?”

“Nope,” the mage said, almost cheerful. “But I found out,
and let’s just say the guy who told me should know. He’ll wake
up sometime tomorrow, if the ghouls don’t get him first. 'll be
back in twenty, but you should probably run with that info.”

Run we did—or rather, Spaz did. Me, I sat in my crappy
chair by the window and looked out over the garbage-strewn
street at the junkies and chipheads huddled down below,
watching the rain and thinking about what we'd almost done.
Near as we could figure, Mr. Johnson—the dwarf—had no
idea that his assistant had taken what had essentially been a
plan for a little cut-rate industrial larceny and transformed it
into what had almost been the mass poisoning of hundreds
of orks and trolls. With that on the table, the ruin of Buzz
Beverages didn’t even rate notice.

Locke got back shortly after and threw himself back on
the couch with another beer from my fridge. He didn’t look
any happier than I felt.

“You think we should give Frankie a call?” T asked, just to
break the silence that had settled over us like a wet blanket.

“What for?”

“I dunno—Ilet him know he should check into his jobs a
little better before he calls us, maybe?”

Locke started to answer but was interrupted by the sight
of the tiger popping back on my trid screen. His fangy face
was twisted into an uncharacteristic snarl.

“You got something?” I asked quickly, leaning forward.

“Oh, hell yeah.” Spaz didn’t even try to make the voice
sound cartoony this time. “You guys are 7o gonna like this ... ”

The door to the seedy little bar’s back room burst open
and an angry-looking Arthur Carroll strode in, glaring.
“Damn it, this had better be good, or—”

He stopped short as the door slammed shut behind him.
“What—?” Spinning around, he nearly collided with me and
my friends Heckler and Koch.

“Get in there, Artie,” I said, prodding him with the barrel
toward the table, the lone other occupant of which was cur-
rently in shadow. I flipped on the light to reveal Frankie, our
fixer. A moment later Locke shimmered back to visibility, his
Predator pointed at the ork’s temple—explaining away the
worried look on Frankie’s face. “Have a seat,” I added.

Artie couldn’t decide who to glare at first. “Listen, this
is—

“Unexpected?” I asked. “Like, we were supposed to be
dead?” I ground the barrel of my gun into the space between
his shoulderblades. “Unfortunately for you, you only got two
of us. Even more unfortunately for you, we’re not too happy
about that.”

“What the hell is this about?” Frankie demanded, finding
his voice. “What's it got to do with me?”

Shadowrun, Fourth Edition
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“You called me, you tusker asshole,” Artie spat.

The trid screen on the far side of the room flicked on
to reveal the tiger, looking uncharacteristically predatory.
“Actually, he didn’t. I did. And I called you too, Frankie. It
was sickeningly easy to hack your outgoing Matrix feeds and
spoof your addresses to make you each think the other one
wanted a meet.”

I shrugged when they both glared at me. “You shouldn’t
be surprised.” I motioned toward Artie. “When Spaz told me
he’d hacked Artie’s system and found emails with somebody
planning this whole thing and offering a payoff for a success-
ful job, it wasn’t hard to put two and two together. The only
part of this I don’t get, Artie, is why you worked with an ork.
I thought you didn’t like orks.”

“Or anybody else who doesn’t look like you,” Locke
added.

Artie had reached the end of his patience. “Youd know if
you weren't so stupid,” he said, contempt dripping from his voice.

“Oh, hey, let me try, Locke spoke up, rubbing his
chin thoughtfully. “You're a devious little weasel ... so let’s
see—first, you get to kill or poison a bunch of dirty orks
and trolls. Second, you get to ruin a division run by a dwarf.
Third, you get to kill off a team of meta and race-traitor
street scum. How am I doing so far?”

Arnie just glared.

It was all coming clear now. “And fourth,” I put in, “You
get to ruin the rep of an ork fixer when word gets out that he
screwed his team for, what—a couple thousand nuyen?”

“One,” Spaz offered.

“One? Cheap bastard. We’re worth way more than that,”
Locke said.

Back at the table, GlareFest 2070 was continuing, with
Frankie shooting stinkeye at Artie and Artie spreading it
around to the rest of us. “You son of a bitch—” Frankie
growled at the little human.

Artie ignored him. “What are you gonna do with me?”
he demanded, sneering. “Blow me away with that?” He indi-
cated my H&K. “Somebody’ll hear.”

I grinned. “Nah, Artie. That’s way too low-class. I prefer
a little irony in my revenge. Locke?”

The mage had moved away from Frankie while I spoke,
and now he came back with a tray containing four glasses,
each filled with a fiery red carbonated liquid. “This stuff’s
pretty vile,” he said conversationally. “I tried it. Even with-
out the poison it’s awful—nearly takes the roof of your
mouth off, but I guess macho troll guys are into that kind of
self-mutilation thing.” He set the tray down in the middle of
the table.

“Two of them came straight out of the can,” I said, tak-
ing a seat but keeping the gun trained on them. “The other
two are ... your own special recipe, Artie. Sporting chance for
both of you, neh?”

Artie was turning several shades of red. He looked like
he was going to bolt but I cuffed him one upside the head
before he could move. “We got all night,” I told him. “Zumi
and Desmo ain’t comin’ back any time soon. Figure they’re
buying this round.”
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The club was packed. Punks pogoed on the ground ﬂoor, wire-thin and barely-clothed ravers

danced to techno on the upper balcony. They all moved to a different rhythm—some listening to
entirely diﬁ%rent music through headphones or implants, others too drugged out ﬂf their minds
to know or care. Four of the club-goers moved in sync, methodically and alertly making their way
towards the bar in back from different directions.

The bar opemzd onto a street-level patio. A pha/anx of /hf/Ml’dﬂflhj orks in business suits,
ﬁis/lionab/e yet generic, cordoned oﬁ[ one wing of the patio, watching the ﬁmr closely as they ap-
proached. Behind the bodyguards, a lone human sat at a table on the edge of the patio, sipping
wine as lf he elgqued his private patio domain. His expensive suit and shoes pract/m/[y cringed at
beinj seen i such a dinjﬂ setting. The four word/ess{y shid past the orks, glares extended on both
sides, and sat down at the table without introduction.

The suited man nodded to each, a thin smile unwavering on his lips, and introduced /ll'msc/f

simply as Mr. Johnson. “I have a target. He's arriving at SeaTac tomorrow morning, 0500 hours.
He's a/readﬂ ﬂl’l’ﬂﬂjed ﬁr transportation to downtown with one of the air taxi services. | fiave com-
plete schedule /hformation, of course. | need you to be that air taxi, and to drop him oﬁht a location
to be speaﬁed once you have him in the air. Unharmed, of conrse. He's not a willing participant.”

The ﬁmr e,\’chanﬂed a series of /enjthﬂ j/pmr:es and throat mumb/inﬂs, a telltale sign they
were quictly discussing the offer over their private wireless mesh network. Not a word was said
aloud. Sure is a rush. Sec there will be tight. I might have an in. Air-Taxis? Rad! Let's rock!

Aﬂer a féu/ seconds, several nodded, agreeiny with the voices in their heads. One of ‘the /hfr
leaned forward, the nanotats on his bald head clashing with the color of spotlights bleeding from
the dance ﬂoa;; and asked the all-important question. “Compensation?”

Johnson paused, downed the last of his wine, and put the glass saﬂ/y dows on the table.
20,000 nuyen, twemfy—ﬁve, sevemfg—ﬁve, Keep it totally clean, and there’s an extra ﬁve K.”

Another of the four—this one a lanky elf—spoke up. “Passcodes. What do you have for the
air taxi’s Sﬂstem? ”

The suit looked annoyed ﬁ)r a moment, his posture changing, ﬁnjer traveling along the rim
of his empty glass. “Nothing. | know the service, the times, the inﬁ) about the target; the rest is
up to you.”

The e/f looked at his team again, silently messaging. Shouldn't be that hard of a hack. Delay his
taxi, insert ours, get the guy, and bug out like it was Chi-town. It's gonna be a long night, thowgh.

The others nodded silent approval. The bald one leaned forward again. “We're in. Beam the
Ihft; to him,”"— he indicated the e/f with a jerk of his thumb— "and we'll see you in the morning.”
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Watch your back. Shoot straight. Conserve ammo. And never,
ever, cut a deal with a dragon.
—Street proverb

2070. Handbasket still in motion.

Since the turn of the century, the world has changed
in unimaginable ways. The mystical energies of the universe
have been steadily rising in power and concentration, bring-
ing magic back to the world—The Awakening. Elves, dwarfs,
orks and trolls have assumed their true forms, throwing off
their human guises. Creatures of the wild have changed as
well, transforming into beasts of myth and legend. The many
traditions of magic have returned—magicians from all walks
of life have carved out a place in the new world for them-
selves. Though many aspects of the Awakening remain myste-
rious, modern society has learned much about the workings
of magic and how to harness it as a force just as important as
technology.

The decades that followed the Awakening were years of
panic and turmoil, as the Four Horsemen of the Apocalypse
seemed to race across the Earth. Cultures that had never
lost touch with their mystic heritage used magic in uprisings
against the nations that had suppressed them for centuries.
The vast global telecommunications network collapsed under
an assault by a mysterious computer virus. Dragons soared into
the skies. Epidemics and famine ravaged the world’s popula-
tion. Clashes between newly Awakened races and the rest of
humanity became common. All central authority crumbled,
and the world began to spiral downward into the abyss.

But man and his kin are hardy animals. Out of the dev-
astation and chaos, a fragile new social order slowly emerged.
Advanced simulated sensorium (simsense) technology helped
eradicate the last vestiges of the computer virus. Amerindians,
elves, orks and dwarfs formed new nations. Where environ-
mental degradation and pollution have made many areas un-
inhabitable, eco-groups wage war on polluters, and Awakened
powers use incredible magic to heal the earth. Central govern-
ments have balkanized into smaller nations and city-states, as
fear of the world’s changes drives wedges between people of
different backgrounds. Vast metropolitan sprawls known as
metroplexes cover the landscape; these urban jungles swallow
whole regions. Police departments, unable to contain crime
waves and civil unrest, have been privatized or had their work
contracted out to corporations.

Megacorporations have become the new world super-
powers, a law unto themselves. The entire planet speaks their
language; the nuyen has become the global monetary stan-
dard, and the highest court in the world is the Corporate
Court, made up of members of the top ten megacorporations.
The megacorps play a deadly game, paying pawns in the shad-
ows to help them get an edge on the competition. Meanwhile,
corporate executives and wage slaves hole up in their own
enclaves, safe behind layers of security and indoctrination.
Outside the walls of these arcologies and gated communities,
whole stretches of the sprawls have become ungovernable.
Gangs rule the streets; the forgotten masses grow, lacking even
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a System Identification Number (SIN) to give them any rights.
These outcasts, dissidents, and rebels live as the dregs of soci-
ety, squatting in long-abandoned buildings, surviving through
crime and predatory instincts. Many of them attempt to rise
above their miserable existences by slotting addictive Better-
Than-Life (BTL) chips, living vicariously through someone
else’s senses. Others band together, some for survival and some
to gain their own twisted forms of power.

Technology, too, has changed people. No longer content
with the limitations of flesh, many have turned to the artificial
enhancements of cyberware to make themselves more than
human—stronger, faster, smarter. Others prefer more natural
enhancements, augmented organs grown in clinic vats: bio-
ware. Still others deck themselves out in powerful and wear-
able computing equipment, and manipulate the Matrix or
vehicles as if the optical chips and run-flat tires were parts of
their own body.

In the harsh reality of 2070 where profit is the most im-
portant mistress, the bigger the metroplex, the deeper the
shadows. In the cracks between the giant corporate structures,
criminals of all shades find their homes. When the megacorps
want a job done but don’t want to dirty their hands, they turn
to the only people who can pull it off: shadowrunners, deni-
able assets. Though only the blackest of governmental or cor-
porate databases will even register a shadowrunner’s involve-
ment with a corporation, the demand for his or her services is
high. Hackers can slide like a whisper through the databases
of giant corporations, spiriting away the only thing of real
value—information. Street samurai are enforcers for hire
whose combat skills and reflexes make them the ultimate ur-
ban predators. Riggers can manipulate vehicles and drones for
a variety of purposes. Magicians, those rare folk who possess
the gift of wielding and shaping the magical energies that now
surround the Earth, are sought after to spy on the competi-
tion, sling spells against an enemy, commit magical sabotage,
and for any other purpose that their employers can dream up.
All these individuals sell their skills to survive, taking on the
tasks too dangerous for others; many of them illegal, all of
them unsavory.

Welcome to the dark side of the future, pal. It’s going to
be a hell of a ride.

THE BASICS

Shadowrun is a roleplaying game set in the dystopian
near-future of 2070, a world where cyberpunk meets magic,
where criminal subcultures rub shoulders with corporate
elites, and where advanced technology competes with the
power of spells and spirits. It is an age of high-tech lowlifes,
shrouded in danger and mystery and driven by intrigue and
adrenaline. Those who play in it stand on the edge, always on
the cusp of adventure.

Shadowrun is designed for two to eight players. Like
many other roleplaying games, it has an open-ended style of
play. That means the game has no definitive ending—no preset
time limit, number of turns to play or single goal to reach that
marks the game’s end. Unlike most other games, Shadowrun
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has no winners or losers. The object is to have fun with the
exercise of imagination. When this happens, everybody wins.

Those with roleplaying-game experience will find some of
the following familiar. Such readers may want to skip ahead
to Game Concepts (p. 51), or turn to A History Lesson for the
Reality Impaired (p. 22) or Life on the Edge (p. 35) and delve
into the history and background of the Shadowrun universe.
For those new to roleplaying, the following introduction may
not answer all of your questions, because a roleplaying game
is more easily learned from experienced players than from a
book. This brief overview will give you the general concept be-
hind roleplaying. To learn more, find others who already play
Shadowrun, and learn from them.

WHAT IS A ROLEPLAYING GAME?

A roleplaying game is part improvisational theater, part
storytelling, and part game. It is played by a gamemaster who
runs the game and a group of players who pretend to be charac-
ters. These characters are created by the players, given a history
and personality, and then further defined by a set of statistics
that represent the character’s skills and attributes—as developed
in the character creation process (see p. 70). The gamemaster
presents the setting and situation; through their characters, the
players interact with the storyline and other characters.

Think of it this way: everyone has read a book or seen
a movie in which the lead character does something that the
reader or viewer finds so utterly wrong that he or she wants to
shout out a warning. But no matter what we say, the character
will do what the plot demands; we’re just along for the ride.
Even throwing popcorn won’t help.

In a roleplaying game, the players control their charac-
ters’ actions and respond to the events of the plot. If the player
does not want his or her 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 or she can talk away. The script, or plot,
of a roleplaying game is flexible, always changing based on the
decisions the players make as characters.

The gamemaster controls the story. He or she keeps track
of what is supposed to happen when, describes events as they
occur so that the players (as characters) can react to them, keeps
track of other characters in the game (referred to as non-player
characters), and resolves attempts to take action using the game
system. The game system comes into play when characters seek
to use their skills or otherwise do something that requires a test
to see whether or not they succeed. Specific rules are presented
for situations that involve rolling dice to determine the out-
come (see Game Concepts, p. S1).

The gamemaster describes the world as the characters see it,
functioningas their eyes, ears, and other senses. Gamemastering
is not easy, but the thrill of creating an adventure that engages
the other players’ imaginations, testing their gaming skills and
their characters’ skills in the game world, makes it worthwhile.
FanPro publishes game supplements and adventures to help
this process along, but experienced gamemasters always adapt
the game universe to suit their own styles.

In roleplaying, stories (the adventures) evolve much like
a movie or book, but within the flexible storyline created by
the gamemaster. The story is the overall plot, a general out-
line for what might happen at certain times or in reaction to
other events. It is no more concrete than that until the players
become involved. At that point, the adventure becomes as in-
volving 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.

There is no “right” or “wrong” way to play a roleplaying
game—some may involve much more storytelling and im-
provised dialogue than others, while other games may revolve
more around combat situations and tactical battles. The im-
portant part is keeping a balance of these activities that keeps
all the players in the game happy!

ROLEPLAYING SHADOWRUN

In Shadowrun, players characters are typically shadow-
runners or other members of the criminal underground. Many
varieties of runners exist, of all races, genders, and sizes, each
with their own area(s) of expertise.

WHAT RUNNERS DO

Shadowrunners commit crimes, usually for money. When
a corporation or other sponsor needs someone to do dirty
work, they look to the shadows. As “deniable assets,” runners
make advantageous—and expendable—tools.

Runners usually operate in teams. A team can be any com-
bination of character types, depending on what the players
want to do. The team should have a plausible reason for work-
ing together, such as being old friends or cellmates, having
the same interests, or being forced together by circumstance.
Different teams will have different capabilities, and the game-
master should plan accordingly. For example, one team may
excel at breaking and entering, while another might be a squad
of bruisers who work best as hired muscle. While runner teams
will want to work within their strengths, a staple of drama is
the protagonists being pulled out of their element and over
their heads.

Runners have contacts, who represent other potentially
useful people they know. Some of these will be other under-
world types, such as gang members or hit men. Others may
be ordinary people, useful for information or for “special ar-
rangements’—for example, the corporate secretary who lets
you know when the wiz research scientist youre supposed
to kidnap will be leaving the building. The more you rely on
any particular contact’s skills, information, and resources, the
more you'll owe them in the end—even between long-stand-
ing contacts, money and favors are usually necessary to grease
the wheels. A player character’s relationship with a contact
need not be friendly. Sometimes, the people that can help you
out the most are those you like the least.

The most important contact for shadowrunners is the
fixer. A fixer acts as a middleman and can usually help the run-
ners find gear, other contacts or work—all for a fee, of course.
A corporation or other employer that needs shadowrunners
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sends someone to a fixer to ask for reccommendations. If a team
of runners has a good reputation and meets the job require-
ments, a meeting is arranged to discuss details and haggle over
payment. Because such matters are highly sensitive, anonym-
ity is par for the course, and employers of this type are known
simply as Mr. Johnson.

Mr. Johnson may not always be a corporate representa-
tive. The world of Shadowrun is rich and complex, with many
people and groups who may need to hire runners to accom-
plish certain goals. A criminal syndicate may hire runners to
strike at rivals, a mage may hire them to acquire certain rare
materials for magic use, or Joe Neighbor may need to find the
terrorists who kidnapped his wife. Regardless of the sponsor,
if a job involves doing something dangerous and potentially
illegal, it’s a shadowrun. Just like Mr. Johnson is anonymous,
so may be the sponsor—if the price is right, most running
teams don’t care who'’s paying. Misdirection is common, and
Johnsons will often try to drop false clues, leading runners to
think that they’re actually employed by someone else entirely.

Shadowrunner teams may even take the initiative, doing
jobs of their own accord. For example, a player character may
hold a grudge against a certain megacorp, or dislike how a cer-
tain gang treats people in his neighborhood. Maybe he decides
it’s time to get his criminal record erased. Other jobs may be
politically or socially motivated; the character or runner team
may be members of or regularly work with far left or far right

political groups. In the Sixth World, everyone has dirty work
that needs doing.

Runners accomplish their tasks by working the streets
for information, calling in favors and markers from friends
and contacts in the shadows. They take whatever action
their job requires: surveillance, theft, breaking and entering,
even murder.

Runners do these things because they are survivors. Many
of them grew up committing crimes to get by, or perhaps they
obtained special training somewhere and want to put it to use.
Some may have extended families to feed and no other source
of income. Many of them prefer the freedom of the shadowlife,
controlling their own destinies as opposed to being a wage
slave in some drab business park kissing corporate ass all day.
Others enjoy the thrill of running, thriving on its risks. Finally,
some are inspired to run by a sense of social justice; they want
to damage the powers-that-be however they can while provid-
ing for the underclass. These runners are known as “hooders for
their Robin Hood outlook.

BASIC RUNNER TYPES

The following terms refer to runners who specialize in
various fields.

Faces are charismatic individuals—they may be good
looking, smooth talking, quick-witted, or just have a great

force of personality. The face is usually the front-man at any
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meet and handles negotiations with Mr. Johnsons, dealers,
info-brokers, and situations where legwork and networking is
necessary. A face may be all natural, but more often than not
they’re augmented by bioware such as tailored pheromones.

Magicians use their force of will and the power of their
beliefs to manipulate magic and control spirits. Magicians
who have similar beliefs often gravitate to one another, adopt-
ing schools of thought known as traditions. Magicians of all
traditions are able to cast spells and summon and bind spirits.
Most can also perceive and project into the parallel mystic
realm of astral space. Two magical traditions are common:
hermetic mages and shamans. Mages (hermetic magicians)
are known for using thaumaturgical abilities in a scientific
manner. To mages, magic is about knowledge and structure.
Shamans are magicians to whom magic is attunement with
the forces of nature.

Adepts are the modern-day ninjas and berserkers, using
magic to enhance their body’s abilities. Adepts tend to be ath-
letically oriented, with good stealth and combat skills.

Hackers are characters that specialize in computers, and
accessing and manipulating data via the Matrix—either using
augmented reality or going full-bore and using virtual reality
to help them do their dirty work. Most hackers use customized
computers called commlinks, often with personally written
programs that manipulate the Matrix in ways beyond any sys-
op’s intention. While illegally logged into the Matrix, hackers
can search and sift through information of all kinds, tap phone
calls, and disable and enable other systems at will. Most hack-
ers are experts in cybercombat—a battle of skills and programs
against other hackers or intrusion countermeasures (IC).

Riggers are a subset of hackers who focus on using and
manipulating modern vehicles and drones. Many riggers are
adept at controlling multiple drones at once and using them as
“eyes and ears.” Others excel at “jumping into” vehicles through
full virtual reality, effectively operating as if they were exten-
sions of their own bodies. Similarly, security riggers—typically
known as spiders—interface with the sim-enhanced security
systems built into buildings and facilities. From this “web,
the spider’s reach spans the entire building, allowing him to
see through sensors and mentally control security features like
locks and hidden weaponry. For riggers looking for work on
the sly, good smugglers are always in short supply, and piloting
a T-bird across hostile borders or running BTL chips up and
down the coast can be profitable shadow-ops. If getting down
and dirty with the physical and electronic guts of your ride is
more your thing, you can take fech-wiz jobs to modify vehicles
according to a client’s (probably illegal) desires—a lucrative
biz that also requires less travel.

Street samurai are physically enhanced combat mon-
sters. With implanted cyberware, bioware, and combat skills,
they attempt to be the quickest, meanest, and strongest killing
machines on the streets. Many of them cybernetically boost
their reflexes to increase their action and reaction speeds, or
boost their strength so that they can inflict more damage.
Many are also lethal with firearms, and almost all have a smart-
link system installed for increased precision in shooting. Some
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fight for honor, some because they get paid for it, and oth-
ers because they are insane enough to go up against anything.
Street samurai is a catch-all term—some characters may iden-
tify themselves as bodyguards, mercenaries, assassins, or with
similar labels, but in general a character based around physi-
cal skills and non-magical augmentation can be called a street
samurai—even if some of them don’t like the implication.

These basic runner types are just the tip of the iceberg and
are not meant to define a set of character classes. Players can
create a dizzying variety of characters using the character cre-
ation rules (p. 70)—for example, a detective character who re-
lies on charisma and skill as opposed to cyberware, or a covert
operations specialist who has all the gear and cyberware nec-
essary to penetrate electronic defenses. The only limit is your
imagination. For more examples of the types of characters you
can play, see the Sample Characters beginning on p. 89.

SETTINGS

Shadowrun is set only sixty-five years in the future, but the
world has gone through tremendous changes. Two of the most
significant are the Matrix and the astral plane—two “settings”
that will come into play no matter where your shadowrunner
is on the globe.

The Matrix

The Matrix is the sweeping term generally used to refer
to the worldwide computer network and telecommunications
grid—or, more accurately, the millions of wireless computer
networks and devices that, together, comprise the Matrix—a
mesh network with no central body. The Matrix is used for
all types of communications—voice and vidphone calls are
routed through the Matrix, as are text messages and emails.

Almost everyone in developed nations uses the Matrix on
a daily basis for work, education, and recreational purposes. In
fact, most people are online all of the time, constantly interact-
ing with the Matrix via their commlinks and augmented real-
ity (AR) overlays. Most people have their own personal area
network (PAN), a micro-network linking together all of their
personal devices using their commlink as the central router
and Matrix hub. This wireless connectivity gives users a great
amount of freedom, as they can access their files and resources
from virtually everywhere, and interact with nearby devices
and networks using AR visual sight cues and other sensory
data to bring them information on the fly. This technology is
described in detail in The Wireless World, p. 205.

Of central interest to most casual users are geo-tags which
broadcast AR Matrix data that is linked to a specific location.
For example, a geo-tag at a shopping mall may broadcast a mall
map, information about new stores, and current sale specials.
A geo-tag at the Seattle Department of Motor Vehicles would
direct you to the proper line, desk, or terminal, inform you of
the necessary ID requirements, and offer driving safety tips to
everyone entering and leaving.

Matrix users can access multiple systems at once—they
may be downloading their email in one augmented reality
“window,” referencing research documents in another, and be
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watching the security cameras mounted in their child’s day-
care in a third .

Many matrix services are public and accessible, such
as some databases, social clubs, game rooms, or PR offices.
Others are semi-private—dating services and stock market
trading sites, for example—available to the public in exchange
for a one-time or subscription fee. Others are private, layered
with IC and security measures and patrolled by corporate
hackers. These hosts contain the deepest, darkest secrets of
corporations and other entities.

The Astral Plane

The astral plane is another reality entirely. Some magi-
cians can perceive its depths or project their consciousness
therein. Those who take astral form can move through the
astral plane at the speed of thought, but few magicians can
stay within this realm for longer than a few hours. The astral
plane is the home of spirits, beings of quicksilver and shadow,
a realm of mystery and danger. It parallels our own physical
plane, and auras of living creatures and magic are reflected
upon it, where those skilled in the Art can analyze them. The
theory goes that the astral is actually sustained by the life
force of the Earth and its creatures. From the astral plane, a
magician can read the emotional imprints that linger on vari-

ous items. Sufficiently strong feelings may even pollute the as-

tral atmosphere. Sterile corporate offices, murder scenes, and

\UELCOME TO THE SHADOWS ..................

toxic dumping grounds, to give just a few examples, all have

their own distinct (and unpleasant) astral “flavor.”

Beyond the astral plane are the metaplanes, realms of
magic accessible only by initiated magicians. Little is known
about the metaplanes—of which there may be an unlimited
number, or only one, depending on whose theories you be-
lieve. Initiated magicians can travel to any metaplane they
choose, though some have strict entrance requirements.

Beyond the Basics

Shadowrun contains many more interesting settings, too
numerous to mention more than a few here. Players may find
themselves in corporate arcologies, self-contained and self-
sustainable mini-cities that house thousands of corporate citi-
zens; Awakened lands, where metahumans and dragons work
together to purify the often polluted Earth; or the cold edge of
space, where humanity is slowly populating numerous orbital
habitats while it plans for more. Most metahumans consider
the vast urban sprawls to be their home, whether it be the glit-
tering skyscraper penthouses of the corporate elite, the wind-
ing homogenous mazes of a corporate housing enclave, or the
warzone atmosphere of a blighted ghetto that the police long
ago surrendered to gangs. Even corporate thugs and cops fear
to tread in many of the sprawl’s shadow regions.
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SHADOW ACTIVITY

In Shadowrun, the megacorporations make the laws, and
they tend toward laws that favor themselves. Any shadowrun-
ner knows that the corps will bend or break the law whenever
they need to. When the corps choose to break the law, shad-
owrunners get involved as deniable assets. Therefore, when
runners hit the streets, they also tend to break the law—a lot.
Depending on their current objectives, random chance or the
actions of opponents, lawbreaking can occur in a variety of
ways. Most runs involve several specific criminal operations,
many of which are described below.

B & E stands for breaking and entering. Most runs in-
volve B & E in some way, whether to steal research, commit
sabotage, plant false evidence or otherwise further the ne-
farious plot of this week’s Mr. Johnson. Security in 2070 has
become an art form, ranging from mundane retinal-scan ma-
glocks to concertina wire electrified fences to patrolling spirits
to full-blown security hackers and riggers mixing metahuman
sensibilities with the unblinking eye of technology. Any run-
ner team worth its name is going to need the know-how, the
creativity, or the brute force to bypass these defenses.

Courier runs are glorified delivery jobs. Most often, the
object to be delivered is of strategic or monetary importance
or is otherwise valuable and so needs protection from others
who want it. Runners hired for these jobs must make sure the
object reaches its destination safely and intact.

Datasteals are jobs where a hacker works his way into
a computer system host and steals information. While this
can often be done from a remote location, they often prefer
to work on site, doing their technical magic in concert with
the other members of the team—disabling and obstructing
security systems, allowing the team to penetrate to the core of
even the blackest facilities. This infiltration is often necessary,
as many government and corporate computer hosts remain
disconnected from the Matrix for security reasons.

Extractions are frequently arranged by corporations who
wish to steal valuable personnel from other corporations. Top
research scientists, skilled financial agents, and other suits
with valuable knowledge are hot commodities and are suit-
ably protected. The “victims” in many extractions are willing
targets—employees who have decided to defect to another
corp. Some corporations consider certain personnel so valu-
able that they would rather see them dead than working for a
rival; attempts to extract these people may fall afoul of deadly
contingency plans.

Hooding is robbing from the rich to give to the poor,
a definition that has gradually expanded to include any run
spurred more by a commitment to social justice than anything
else. Examples include destroying a pollution-producing fac-
tory, mugging the Yakuza protection-racket enforcers and
returning the money they stole to the neighborhood, or de-
fending a metahuman community from attacks by human su-
premacists. Corporations and authorities typically view such
acts as “terrorism,” while more cynical people may view such
social concern as a weakness to be exploited.
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Smuggling is similar to courier work, though smugglers
usually have their own specially equipped vehicles for sneak-
ing goods across borders and outrunning (or outgunning)
the law. Smuggling can be quite lucrative if the runner knows
the markets. Such work usually goes hand in hand with pi-
racy, as pirates are often the cheapest source of illicit goods.
Smuggling is done through various means and with many
different vehicles, but the smuggler’s choice is undoubtedly
the Scout-class, vectored-thrust, low-altitude vehicle (LAV)
known as the thunderbird, or t-bird.

Structure hits are sabotage runs intended to do structur-
al damage to the target that will cost time, nuyen, work, and
perhaps more to repair or recover from. Runs of this nature
often involve large explosions, making demolitions a useful
skill. Structure hits can be accomplished via other methods,
however, from smart corrosives to rampaging elementals to
pushing the right button at the wrong time.

An additional twist are tailchasers, or simply “distraction
runs” where a team of runners may be hired to pull off a flashy
run like wetwork or a structure hit ... but really, they’re just
around to distract corp security and confuse everyone while
another runner team takes on a more understated job such as
an extraction or B&E. While security is busy dealing with the
fallout from the first runner team’s actions, the second team
sneaks in and takes what they want—whether it be a metahu-
man, a piece of hot tech, or some paydata. This second job may
not be fully discovered for hours or even days.

Wetwork is assassination, pure and simple. Many run-
ners refuse to take these jobs and view dirtying their hands for
money in this way as vile. The world of 2070 contains many fac-
tions, each with multitudes of enemies who they may find most
convenient and cost effective to simply remove. Corporations
or underworld figures sometimes place bounties on certain in-
dividuals; collecting on these can be profitable, if risky.

These types of criminal operations are just the beginning
of a long list of shadowrunning possibilities. Some runs may
be simple investigations or may involve low-level criminal ac-
tivity such as BTL-dealing, Matrix bank fraud, or holdups.
Breaking the law can easily become an everyday occurrence
for runners. In fact, some runners break it simply by their
existence, because they possess illegal cyberware or practice
magic without a license. While some runners have legitimate
jobs, many do not have SINs, and so they work and travel with
false identities. Much of the weaponry and gear associated
with shadowrunning is also restricted, and so runners must
take care to cache their gear and maintain safehouses. This
gets even more complex if the runners have to cross borders,
a common occurrence for established shadowrunner teams.
Some jobs will take runners across borders or overseas because
the sponsor backing the job wants to use operatives that are
unlikely to be recognized, or maybe because the sponsor has
simply burned too many bridges in that country. Other jobs
may lead runners across the globe in unexpected ways—they
could be chasing a sim star gone missing, or a piece of art that
“walked away” from its museum home.
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! remember when [ was a kid, my mom would sometimes drag me to the museum. | spent so

much time playing with computers, you see, that she was worried that | wasn’t keeping a ﬁrm grip
on reality or seeing enough of the world outside my room. The museum had some pretty good dis-
plays, but my ﬁfvor/tg was always the giant dinosaur skeletons. It was a morbid fasahation—th{:y
were dead, and yet eternal at the same time. | made a game out of ﬁﬂdfﬂﬂ new ways to sneak up
and touch the bones without alerting security.

These days you can still go to the museum, but most fo/ks don’t bother. They can have it brought
to them and experience it virtua/[y. The peop/e who do bother usua/[g get to see the auﬂmented rea/iéy
display because the bones are so fragile now they might crumble to dust. I'm still trying to decide
whether that's good or bad. You can’t touch the bones, but they won't disappear, either.

So what is a legend supposed to do when the world changes around him? Most of my col-
leagues are dead— hell, Captain Chaos should've been writing this, but he went down with his ship
durinj the second Crash. Someone’s got to Jook out ﬁJr the next generation, and it m[g/tt as well be
me because ['m the last dinosaur ﬂf my kind, and ['m better than some AR display.

The ﬁ//ﬂu/inﬂ is a history lesson for the reality impaired, because as I've learned over the years,
my mom was right: there's more to life and the world than what you filter through your computer
or commiink. Call this a last shout-out to Cap, the neo-@’s, and everyone else who is willing to learn
something for the sake of knowledge, not just survival,

— Fastfack

THE RISE OF THE MEGACORPS

So how did we get in this mess, anyway? While many people experience life as an augmented-
reality-enhanced shopping spree or as a neverending stream of hypnotizing entertainment expe-
riences, the rest of us see things quite a bit differently—and they’re not a cheery shade of rose.
When your daily concern is scoring enough nuyen to eat and watching your back against your fellow
shadow denizens, you know there’s significant room for improvement with the world.

SERETECH & SHIAWASE

Imagine this: it’s the late 1990%, and corporate entities are growing more powerful with each
passing year. Increasingly unwilling to entrust the safety and security of their assets and personnel
to public law-enforcement organizations, these entities gradually began supplementing them with
their own private security forces—forces that, far from stereotypical doughnut-eating “rent-a-cops,”
grew more and more to resemble paramilitary groups armed with the best equipment available.

1999 was the worst year ever. (It was also the year I was born. Mom joked for a few years
that I was the herald of the End of Days. After that, better candidates came along.) Thanks to a
three-month-long truckers’ strike, no fresh food was coming into New York City. Food riots broke
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out, and the whole city was engulfed in violence. Unfortunately
for us, it also engulfed a Seretech Med-Research truck hauling
infectious waste. A running battle erupted between Seretech se-
curity personnel and the mobs—who were convinced the truck
was carrying food—and ended up at one of the firm’s medical
research facilities. To make a long story short, it resulted in a
bloodbath and kicked off city, state, and federal charges of crimi-
nal negligence aimed at Seretech.

Thank the Supreme Court for their decision. Seretech
claimed that defending the truck from the mob ensured that its
cargo didn’t get out and create worse scenarios, and the Supreme
Court agreed. They upheld the corp’s right to maintain an armed
force for protection of its personnel and property. Corps 1,
World 0.

In late ’00, things heated up when the radical eco-group
TerraFirst! allegedly attacked a Shiawase, Inc. nuclear power
plant. Shiawase’s security forces repelled the attack, but used
the incident as an excuse to advance their position that public
law enforcement was insufficient to provide the kinds of protec-
tions it and other large corporations required. In the end, the
Supreme Court in its supreme wisdom granted multinational
corporations the same rights and privileges as foreign govern-
ments, establishing corporate extraterritoriality in what came
to be known as “The Shiawase Decision.” Later on, TerraFirst!
got its hands on evidence proving that Shiawase and a few oth-
er corps had conspired to stage the attack, but this evidence
was destroyed when a bomb wrecked the group’s California of-
fice and killed several key members. Suspicions are strong that
the bomb was planted by a shadowrunner—welcome to the
Sixth World.

What does this mean for you? It means that you now know
why getting caught stealing Ares R&D while on Ares property
is one of the worst career moves you could ever make, but being
able to skip off onto another corp’s property while hanging onto
Ares goods may mean living to steal another day.

RESOURCE RUSH

Meanwhile, the corps suddenly realized what sort of power
lay in their hands and acted quickly to exploit the hell out of it.
Not even a year after the Shiawase Decision, the United States
government invoked “eminent domain” to bring property un-
der its control, and then licensed its exploitation to corporate
sponsors. Corporations were snapping up these opportunities
left and right, and they didn’t care whose toes they stepped on
in the bargain. This usually meant looting Native American res-
ervation lands of resources—a practice that the Amerindians,
understandably, were less than pleased about.

Lone Eagle Incident

The more radical among the Native Americans formed the
Sovereign American Indian Movement (SAIM) to fight the
corporate takeovers. They didn’t do much but talk until 2009,
when United Oil Industries acquired the petrochemical re-
sources in one-tenth of the remaining reservations. Having had
enough, SAIM responded by capturing a missile silo at the U.S.
Air Force’s Shiloh Launch Facility in northwest Montana, then
threatened to launch the missiles unless the U.S. government and

Maﬂ?ﬁ the corps returned all the land taken from them.
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Predictably, the government pretended to initiate talks, and
then sent in the Delta Team anti-terrorist squad. The Deltas re-
captured the silo, but not before someone “accidentally” launched
a Lone Eagle ICBM toward the Russian Republic. Everyone
thought for sure this was the beginning of the end, but amaz-
ingly, the warheads never hit. To this day no one knows how that
happened, though a million and one theories have been advanced
and everyone (including me) has tried in vain to find out.

When the public got wind of what happened, the “Lone
Eagle incident” (as it was being called) became a propaganda
tool against SAIM and all Native Americans. Adding insult
to injury, the US. government passed the Re-Education and
Relocation Act just months after it was introduced in late 2009.
The Act called for the confinement of anyone connected in any
way to SAIM. At the same time, Canada’s Parliament passed the
Nepean Act, which legitimized internment camps for Native
Americans. Both acts were thoroughly abused, with thousands
of innocent Native Americans sent to “re-education centers”
throughout 2010. Many of them never returned. It would be
over a year before the survivors were freed.

United Oil

Meanwhile, the original culprits were facing troubles in
Texas. It seems that a gang of homeless, unemployed workers
stormed the United Oil Industries headquarters, demanding
that the “fascist corporations” be held accountable for the city of
Dallas’s financial and crime-related problems. To meet this obvi-
ously formidable threat, the governor of Texas called in the Texas
Ranger Assault Teams. After the smoke cleared, the state legisla-
ture passed laws giving corporate security forces carte blanche in
dealing with armed intruders.

But Texas was not alone; other places around the world
were passing similar laws. They created urban militia units armed
with military weaponry and gave residents the right to contract
private security firms to protect their communities with lethal
force. Sound familiar? That’s because this was the basis upon
which Lone Star, the rent-a-cops we all love to hate, were formed.
You can thank the Texans for that.

JAPANESE IMPERIAL STATE

But let’s go back to 2005 and 2006 for a moment. Japan
had just emerged from a recession as a major power. In 2005,
South Korea (backed by Japanese corporate interests) declared
war on North Korea. So what did North Korea do? In 2006,
they launched missiles at Japan in a fruitless effort to get the
Japanese to abandon their support. The missiles didn’t detonate
(funny how that happens), and North Korea was overrun by the
end of the year. Feeling rather buff at this point, Japan renamed
itself as the Japanese Imperial State—clearly evoking pre-WWII
glory days.

That’s not all. The JIS followed this by deploying the first of
a fleet of solar-powered collection satellites to beam microwave
energy to receptors on the Earth’s surface. This relatively cheap
method of distributing power to isolated regions allowed Japan
to instigate a virtual economic takeover of the Third World. After
that, Japan re-emerged as a military power, and exercised that
power later on the people of the Philippines and San Francisco.
Hold that thought.
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DEATH AND CHAQS

Things really got cooking in 2010-2018. We had a virtual
alphabet soup going on: VITAS, UGE, NAN, and so forth.
Between the epidemics and the resurgence of magic in the world,
there were many who thought that the Apocalypse was on its way
and that we ought to be kissing our collective backsides goodbye.
It wasn’t the end, but it sure was a whole lot of change—and it
wasn’t quiet.

VITAS

Virally Induced Toxic Allergy Syndrome (VITAS) first ap-
peared in New Delhi, India in 2010. It spread terrifyingly fast,
striking down approximately 25 percent of the world’s popula-
tion. Those areas worst hit were China, India, many African na-
tions, some Third World cities, and outlying areas due to inad-
equate or nonexistent medical care and vaccines.

Still, no one was safe, and a lot of fear and paranoia fol-
lowed in the epidemic’s wake. In Mexico City, for example, the
locals called it “Terror Time,” and as the dead piled up in the
streets, Citizens” Action Committees (otherwise known as orga-
nized mobs) burned whole sections of the city. It should come as
no surprise, then, that in January, 2011 the Mexican government
dissolved, sending thousands of refugees across the border into
Texas. This would have significant repercussions later on.

THE AWAKENING

As if a prelude of what was to come, suddenly a percentage
of children all around the world were born “deformed.” Many
people called these babies mutants; others called them elves
and dwarfs, for that was exactly what they resembled. The sci-
entists, however, called the phenomenon Unexplained Genetic
Expression (UGE). Though we have better ideas these days
about what may have triggered it (magic, of course), we're not
much closer to an in-depth explanation than we were before.
Now all you elves and dwarfs out there know where you came
from. We're just as mystified as you are.

The real kicker happened December 24, 2011. What was
previously known as the Year of Chaos became the Awakeningas
simultaneous events spectacularly ushered in the Mayans Sixth
World: the appearance of the great dragon Ryumyo over Mount
Fuji, witnessed by hundreds of Japanese passengers on a bullet
train, and the Native American prophet Daniel Howling Coyote
leading his followers out of the Abilene Re-Education Center.
Camp guards swore that no shot fired at Howling Coyote
touched him; some sort of “glow” stopped them. Ignoring their
captors, the Native American walked through the gates and out
into the storm surrounding the camp, with no trace found the
next morning to mark their passage.

Elsewhere, weather patterns were changing, as were geo-
graphic features—some to catastrophic effect. Australia expe-
rienced the first of many violent “mana storms,” which swept
through the Outback, killing hundreds. Western forests in
Ireland began growing rapidly, and the long-forgotten slighe
roads returned along with peat bogs and cairn lines. Stone circles
and standing stones erupted along known ley lines in Britain.
The Netherlands, Belgium, Germany and Denmark experienced
a flood that left toxic sludge in its wake when the poisoned
North Sea pushed into the mouth of the Elbe River, destroying
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many dikes and dams. Floods, hurricanes, earthquakes, and more
(un)natural disasters followed all over the world.

Dunkelzahn Explains It All

While many were preparing for a religious Apocalypse and
others were simply learning how to deal with the enormous
chaos and uncertainty, a certain dragon decided to take mat-
ters into his own talons. On January 27, 2012, the great dragon
Dunkelzahn made his first appearance at Cherry Creek Lake in
Denver. It was a media frenzy. Reporters were fighting for exclu-
sives while the military was trying to seal the area off. In the end,
however, Dunkelzahn granted one Holly Brighton the exclusive
interview that made history: twelve hours and sixteen minutes
of questions about Dunkelzahn and the turmoil happening to
us that was dubbed the Awakening. For whatever reason (some
say to help us out), the great dragon explained it all in that mara-
thon interview.

In simple terms, magic had returned to the world with a
vengeance. You can imagine how simultaneously scary, exhila-
rating, and disappointing that was for many people; it certainly
blew my twelve-year-old mind. Scientists had a really difficult
time coming to grips with it, not knowing how to classify it (if
they were even to accept its existence at all). Out of the blue,
some people were now able to incinerate others with a thought
(even if it knocked them on their keisters afterward). That could
be scary for someone who didn’t want the ability, scary for those
who couldn’t and didn’t want to understand how it could hap-
pen, exhilarating for those who did want the ability, and disap-
pointing for every loon who'd pretended to be a great magician
and who was now revealed as a complete fraud.

NATION BUILDING

The death of the United States of America, and the birth
of the North American crazy quilt we all know and love, began
in 2014.

The Native American Nations formed in 2018 with the
Treaty of Denver—a conciliatory gesture by the United States
and Canadian governments following a protracted guerrilla war
with Native American forces led by Daniel Howling Coyote
(remember him?). The U.S.-Canadian forces tried to pass the
Resolution Act that would have exterminated all the Amerindian
tribes for good, but needless to say the Natives were having none
of that. The war culminated in the Great Ghost Dance, a mas-
sive magical ritual that Howling Coyote and his followers used
to shake up the North American landscape by blowing the tops
off several volcanoes (Redondo Peak in New Mexico, along with
Mount Adams, Mount Hood, Mount Rainier, and Mount St.
Helens in the Pacific Northwest), not to mention causing freaky
weather and other disturbances at military bases and supply
dumps connected with the Resolution Act.

The Treaty of Denver, among other things, recognized the
sovereignty of the Native American Nations and ceded most of
the western portion of North America to them, while allow-
ing the US. to retain most of California and maintain Seattle
as an extraterritorial extension. (Now you know why the Seattle
metroplex is more or less a screwed-up frontier town). The
NAN, governed by a Sovereign Tribal Council, included: the
Salish-Shidhe Council, the Sioux Nation, the Pueblo Corporate
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Council, the Ute Nation, the Algonkian-Manitou Council, the
Athabaskan Council, the Trans-Polar Aleut Nation, and the
Tsimshian Nation.

The Treaty of Denver also divided up that city between its
original signatory members: Aztlan (more on them later), neigh-
bor members of the new NAN (Sioux, Pueblo, and Ute) and the
United States. Since no militaries were allowed for fear of annul-
ling the treaty and bringing about a repeat of the Great Ghost
Dance, Denver became a smuggler’s dream.

Remember that part about the dissolution of the Mexican
government? 2015 saw the birth of Aztlan, after Mexico’s new
president (and the lackey of ORO, the company that grew out
of the South American drug cartels and that later reinvented
itself as Aztechnology) renamed his country. He also exhorted
all Hispanic peoples to “join in reclaiming our glorious cultural
heritage.” I think if anyone had told them that this reclamation
would include a forceful return to the bloodiest days of Aztec
history, many people would’ve laughed ... but they wouldn’t be
laughing now.

METAMORPHOSES

Yet more changes came down the pike between 2018 and
2029: ASIST, Goblinization, cyberlimbs, Lone Star, and the
first cyberterminals, to name a few. We had an explosion of
tech, more metahumanity to contend with, and a policlub that
couldn’t (contend, that is). It sure was a bumpy ride, but for me
it literally opened up new worlds.

TECHSPLOSION

While others were hashing out the Treaty of Denver, Dr.
Hosato Hikita was working for ESP Systems, Inc. in Chicago.
And what was the good doctor doing? Why, creating the first
generation of Artificial Sensory Induction System Technology
(ASIST)—otherwise known as simsense—of course. This is the
stuff that later got everyone’s minds hooked in to the consensu-
al reality of the Matrix and addicted to Neil the Ork Barbarian
simflicks. (Worse stuff like BTLs are out there, I know. But
those simflicks are some of the most cheeseball things to ever
hit the Sixth World, especially now that they’ve incorporated
Or’zet curses. Don’t get me started.) Simsense units, which
could play rudimentary sense impressions, would first hit the
market in the 20s.

Then in 2019, British braintrust corporation Transys
Neuronet successfully attached the first completely cybernetic
replacement limb to a human being. This human being hap-
pened to be the virtuosa violinist Leonora Bartoli, who'd lost
her left hand in a freak accident while disembarking from a
bullet train. Coincidentally, Transys was experimenting with
a prosthetic that could link directly into the user’s nervous sys-
tem, allowing for far greater sensitivity and control. This was a
win-win situation for both parties, and a cybernetic revolution
for us.

GOBLINIZATION

For a while, we thought we'd have a breather from all the
turmoil we'd witnessed. Turns out it was the calm before yet an-
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other storm. April 30, 2021 saw one in ten adults metamorphose
into huge and terrifying shapes that we now call orks and trolls.
You can imagine what that was like: if UGE was scary, only pro-
ducing those cute dwarf and elf babies, then Goblinization was
like something out of everyone’s nightmares. Many governments
overreacted, either thinking that it was a contagion or simply
acting from fear and hate: metahumans and their families were
sometimes rounded up into the camps that had once held Native
Americans, or (in the case of the Japanese) sent off to a hellish
island in the Philippines called Yomi. As you might expect based
on similar imprisonments in the past, humane treatment of in-
mates was not a priority there.

This brouhaha didn’t really calm down until the next wave
of VITAS struck in 2022. When it hit human and metahuman
alike, most authorities finally realized that this Goblinization
was likely not a real contagion but something more akin to
UGE. Still, VITAS had killed another 10 percent of the world’s
population before it was all over—no one was safe. In 2023,
the US. Supreme Court granted metahumans equal protection
under the law. Not that it made a difference to the scum who
founded the Humanis Policlub—an organization that’s still go-
ing strong—the same year...

LONE STAR

Remember that mess in Texas with United Oil, and its
ties to the founding of Lone Star? In the late teens, Lone Star
Security Services appeared in Corpus Christi as a private law en-
forcement agency. Corpus Chiristi, Texas, became the first city to
contract full-service, citywide law enforcement to a private agen-
cy. That same year, the Seattle Metroplex was officially founded;
the governor was then-Mayor Chatles C. Lindstrom.

Where this comes together for you Seattleites is: the Seattle
Police Department went on strike in 2025. Bad move for them,
because the governor declared the strike illegal, fired them all,
and then hired Lone Star to do the policing. They’ve spread like
cockroaches across North America ever since.

TECH, REDUX

The remote-vote system went into effect for the 2024
Presidential election. Though then-President Jarman won a
landslide re-election, his opponents called “fraud.” No one paid
attention; everybody just wanted a bit of peace and quiet, thank
you—ryours truly counted among them.

The biggest technological leap, however, came be-
tween 2026 and 2029. Sony Cybersystems, Fuchi Industrial
Electronics, and RCA-Unisys all came up with prototype cyber-
terminals, meant to interface with the world wide data network
via the central nervous system. That’s right, kiddies—first gen-
eration neuron hook-up to the information grids. These things
were huge, needing isolation tanks, multi-contact-point jacks,
multiple hook-ups for the operator, and so on. Only the mili-
tary and corporate intelligence super-hackers got to play with
these, and the first ones to use them went crazy; their brains
couldn’t handle it. But millions of dollars, lots of training, and
a few years of refinement later made it so much safer that the
CIA, NSA, and IRS decided to pool their resources and cre-
ate a “cybercommando” hacker team codenamed Echo Mirage.
Anyone with brains could see what sort of uses this team would
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be put to. Thankfully, they never got a chance ... but the trade-
off wasn’t a bargain by any means.

THE CRASH OF '29

On February 8, 2029, the nastiest computer virus ever hit
computer systems around the world. They toppled and crashed,
the virus wiping out data and sometimes even burning out the
hardware. Since many governments, services, and corporations
depended heavily on the worldwide network grids for data ac-
cess, storage, connectivity, and more, the vast majority of them
were on the verge of collapse—a veritable infocalypse.

Echo Mirage

Given a presidential order to combat the Crash Virus,
Echo Mirage swung into action. Unfortunately, most of the
team members were unsuited to combat the virus, being too
linear-thinking and inflexible to fight back effectively, and it
showed in psychological casualties. The powers that be had to
recruit new blood.

The new team, spearheaded by Major David Gavilan
(USAF), was composed of thirty-two men and women from
various backgrounds who shared at least one trait in common:
an ability to think outside of the box. Mavericks, data-miners,
hackers, they were each brilliant in one way or another, and some
of the best we had to offer. In August of 2029, they waded in,
ready to carve up some code. Still, eighteen minutes after they
engaged the virus in cybercombat, four of them were dead from
lethal biofeedback. Though Echo Mirage easily handled every-
thing else they encountered, the virus proved difficult to eradi-
cate, continuing to kill many team members.

On the other side of the virtual wall, the logs were continu-
ally analyzed to seec how to improve the programs and hardware
used in the fight. In the course of this study, we all got to see
how the virus generated the deadly biofeedback as well as how
the members of Echo Mirage were able to slip in and out of any
targeted system (which alarmed many who'd previously thought
their systems safe from intrusion). I can’t tell you how much
of that knowledge was used after the Crash Virus was wiped
out—you've seen some of it yourselves in the form of Black IC.
But I can tell you that, thanks to that knowledge, much of the
hardware was reduced to desk size and no longer required sen-
sory deprivation tanks. By late 2031, Echo Mirage managed to
wipe out the last of the known vestiges of the virus.

Most of the surviving members of Echo Mirage disap-
peared afterward into the private sector, taking much of their
knowledge with them. Only a few known team members ever
resurfaced; nobody knows where the rest are today.  know that
some think I might have been a part of all that—I only wish I
had been, because they were among the finest people I have
ever known.

DIVIDED WE STAND,
UNITED WE FALL

Many governments had destabilized thanks to the Crash,
and they put themselves to rights in its wake with varying degrees
of complexity and violence in the decade that followed. Among
those most affected were the Americas, Russia, and Europe.
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NORTH AMERICA
Already divided by the Treaty of Denver, North America
wasn’t through balkanizing yet.

UCAS

On October 15, 2030, the remnants of the United States
and Canada decided to merge into one country: the United
Canadian and American States. Both countries had been kicked
around hard enough economically that the notion simply made
sense; we could each bolster the other while cutting down on the
usual red tape and diplomacy snafus.

California

California, one of a few opponents of this measure, was the
only place that held hearing after hearing on the matter, going so
far as to hold a referendum on seceding from the UCAS. Check
that: many referenda. As it turned out, the new UCAS govern-
ment was getting a bit tired of the whole mess and didn’t want to
have to deal with those crazy Californians anyway, so it simply
gave the state the boot in 2036.

CAS

California’s secession fever caught on in the south, particu-
larly with those who, even after all these years, were still smarting
from the Civil War. In 2033, while the UCAS merger was still
young and ongoing, legislators from the southern states staged a
walkout. They met later to discuss secession among themselves,
a discussion that ended up as a no-go. It evidently remained
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an option to them, because that’s exactly what happened when
they broke away as a protest against what they saw as preferen-
tial treatment for northern sprawls. Texas, Oklahoma, Missouri,
Arkansas, Louisiana, Tennessee, Mississippi, Alabama, Georgia,
North Carolina, South Carolina, and Virginia seceded from
the UCAS, forming the Confederated American States (CAS).
Though Florida had been part of the original secession talks, the
state instead decided to join the new Caribbean League.

EURO WARS

Russia experienced more than a few disruptions, beginning
in 2030. In the Siberian wilderness, Awakened forces rose up
and seized control, dominating the Western Siberian Lowland
and several other areas west. Seemingly inspired by this turn of
events, Belarus and the Ukraine attempted to secede the next
year, taking advantage of Russia’s lack of communications and
surveillance capabilities due to the Crash.

By this time, Russia was desperate for resources. They need-
ed to retain control somewhere, and so they rolled the troops
in to take care of the rebellious Belarusians and Ukrainians.
Unfortunately for them, this mired them deep into a war that
lasted for twelve years.

Nightwraith Incident

Something happened January 23,2033 that nipped the worst
of the EuroWars in the bud. That night, Swedish airspace monitors
picked up several flights of what appeared to be British Acrospace
Nightwraith fighter-bombers moving rapidly across northern
Europe. Before anyone could move, they took out key communi-




cations and command centers on all sides of the conflict. In addi-
tion, unknown assassins killed over a dozen key commanders.

The next day, all combatants announced a cease-fire. Despite
the circumstances, the Brits did not claim any responsibility for
the attack. Additionally, every government that plausibly could
have done it has publicly denied it. We have theories a—plenty,
but no proof, so the real perps remain a mystery still.

AWAKENED NATIONS

While many nations were falling apart, a few new ones were
coming together. The nation of Yakut that formed in Siberia
(helping to kick off the Euro Wars) was just the beginning.

Amazonia

The Awakened had their day yet again in 2034, when three
great dragons led other Awakened beings and metahumans into
the Amazon basin. There they clashed with Brazilian forces
in a short and brutal conflict. Brazil ceded most of the basin
to the Awakened forces, which then proclaimed the new land
Amazonia. Two days later, Amazonia turned around and claimed
most of Brazil. They’ve been relatively quiet for self-proclaimed
eco-saviors, but apparently there’ve been some policy changes in
recent years.

Elven Nations

Back in 2029, a bunch of elves from the Salish-Shidhe terri-
tory decided to move to the Mount Rainier area, where they then
declared themselves a separate tribe called the Sinsearach. Most
people just shrugged at this; no one had really cared except for a
few who perhaps gratefully washed their hands of the elf tribe.

On the other side of the world, on Christmas Day in
2034, Seamus O’Kennedy proudly announced the transforma-
tion of Ireland into Tir na n’Og with all the gosh and blarney
he could muster.

With such a wondrous example to follow, in 2035 the
Sinsearach elves simultaneously seceded from the NAN and an-
nounced the formation of the Land of Promise: Tir Tairngire.
The Salish-Shidhe did not like this, and expressed their displea-
sure with troops sent to invade.

After Tir Tairngire forces sent the Salish-Shidhe packing,
the leaders sat down to create their quasi—fcudalistic society. Thcy
started with a Council of Princes, naming Lugh Surchand as
High Prince and reluctantly including the great dragon Lofwyr
(whom we'll talk about further a little later in this file). Once all
was to their liking, they all but closed their borders (being highly
biased toward elves and against the rest of us dirty metahumans)

and called it good.
THE LAST WAVE

With so many defections and secessions happening, it’s a
wonder that the North American region didn’t become a collec-
tion of house-sized kingdoms. Among the last to secede were the
Tsimshian nation and California.

Tsimshian’s defection from the NAN was the last straw for
Howling Coyote, however. After spending years attempting to
guide the NAN through the Sovereign Tribal Council, he re-
signed in disgust at what it had become and hasn’t been heard
from since.
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California levied the last of its secession threats in 2036,
because then-President McAlister forced them to make good
on them by kicking California out of the UCAS. As soon as all
UCAS forces left, Tir Tairngire rolled in. They mounted a sur-
prise attack in Northern California with infantry and air sup-
port supplemented with paranimals, combat mages, and alleged-
ly two dragons, advancing as far as south of Redding. There they
stopped, set up camp, and demanded that all non-elves leave the
area in thirty days.

The response was, predictably, “To hell with you.” Guerilla
resisters banded together and managed to push the Tir forces
back to Yreka. The area between Yreka and Redding became
a DMZ. But at the same time as the Tir’s assault, Aztlan rose
up and took another bite out of the newly-independent state,
striking north and capturing San Diego. Foreseeing a future that
included more of this, California’s governor made the worst pos-
sible move and appealed to Japan for help.

The help sent was Imperial Japanese Marines, who took
the kind invitation and grabbed up San Francisco in the name
of protecting “Japanese lives and corporate assets.” This would
have worse repercussions later. Meanwhile, California was now
CalFree, baby, and a little bewildered at its state.

HATE AND BROTHERHOOD

Humanity being the readily accepting race it is, it should
come as no surprise that it would eventually clash with metahu-
manity in its backward way of welcoming elves, orks, dwarfs, and
trolls to this corner of the universe. Meanwhile, anyone caught
in the middle, having an existential crisis, or just looking for
somewhere to belong found a creepy helping hand from an orga-
nization calling itself the Universal Brotherhood. I say “creepy”
because really, do you expect a warm embrace from bug spirits?
Possession, sure, but no one knew exactly what was going on with
the UB until it was neatly too late, and Chicago paid the price.

META-HATE

While not every member of the Humanis Policlub is a rav-
ing lunatic, in the larger scheme of hatred against other mem-
bers of metahumanity they are still near the top of the charts.
However, the biggest boys on the hate block are still Alamos
20,000. They made their debut in 2036, napalm firebombing a
town in Ohio and killing twenty people in the process.

The same year saw the passage of the 14th Amendment
to the UCAS Constitution, which established the System
Identification Number (SIN) and required the registration of
every UCAS citizen. Anyone without a SIN was designated a
“probationary citizen” and given very limited rights—yep, that
means every SINless runner falls under this category. It also
sometimes meant that metahumans fell through the cracks of
society, as species other than homo sapiens were eligible for pro-
bationary citizenship, but could only get full citizenship through
an act of Congress. Thank goodness for Dunkelzahn, who got
the nod when he ran for UCAS President. Who says no to a
dragon? That opened the floodgates for others.

Acts of Rage

Not surprisingly, hate crimes against metahumans escalated
for several years. It all came to a head on February 7, 2039, oth-
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erwise known as the Night of Rage. As if there had been some
worldwide conspiracy (and there may have been), riots sprang
up around the world and targeted metahumans, along with their
friends, families and wannabes. Hundreds to thousands died;
many were rounded up for their own “safety” and detained un-
der armed guard.

In Seattle, Hand of Five terrorists attacked the warehouses
and docks to which the metahumans had been led . Many places
were set on fire, people panicked, and the Metroplex Guard did
nothing. From the tragedy of that night the Ork Underground
was born. Those who clearly remember that night at best harbor
a bitter resentment against anyone displaying an ounce of big-
otry, and at worst simply hate all humans.

Three days later, Alamos 20,000 reared its ugly head again,
this time blowing the supports of the Sears Tower in Chicago.
The resulting destruction took out or significantly damaged
many buildings around several city blocks. No one wanted to
rebuild there, so it became known as Shattergraves, an under-
ground haven plagued with ghosts and hungry ghouls.

Boston had Bloody Tuesday during the St. Patrick’s Day
March. Knights of the Red Branch, bigots disgruntled at being
ousted from their former homes in Tir na nOg, set off a bomb
in a well-populated elven restaurant along the parade route. It
killed ewenty-four people, injured dozens more, and set off race
riots all over Boston that killed and injured hundreds more.
There’s still a lot of anger and resentment there about it.

UNIVERSAL BROTHERHOOD

What appeared to be a humanitarian organization that
preached acceptance and love first opened up shop in California
in 2042, followed by a branch in Seattle in 2045. Other branches
opened elsewhere, such as Denver and Chicago, though mysteri-
ously (at the time) they were prevented in places like Tir na nOg,.
Most of these branches offered counseling, and some included
soup kitchens and free medical clinics, which were seemingly
godsends for those who couldn’t afford proper care.

Nearly a decade later, however, we all found out just what
the UB was harboring: insect spirits. In 2055, the UCAS FBI
found out that the bugs were using the Seattle UB as a front to
recruit hosts and summon more bug spirits. Quicker than you
could say “Queen Euphoria,” they started shutting down every
UB branch across North America. Other organizations may
have been alerted, because it was closed down worldwide by
2056. All cited financial corruption, unmotivated terrorist vio-
lence, and other related offenses to keep the public from finding
out the truth. Sad to say that we found out regardless, thanks to
the debacle in Chicago.

Cermak Blast

Ares investigative teams discovered that Chicago had
held one of the largest hives in North America. A small army
of Knight Errant Security personnel was sent in to deal with
it, but they botched it up badly, sending bug spirits flooding
throughout the city. To add insult to injury, the city was walled
off, trapping citizens inside. An Ares force also trapped inside
put the final nail in Chicago’s coffin: whether deliberately or ac-
cidentally, they set off a subtactical nuke, which, by luck or provi-
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have killed some of the insect spirits, others still swarmed the city
and terrorized everyone—self-proclaimed watlords and civilians
alike—remaining within the doomed metroplex. Even though
Ares and the UCAS government later cleaned the city out (well,
mostly ... ), the astral space there is still contaminated.

THE CORPORATE SHUFFLE

While the corporate landscape always has been and likely
will always be in some state of flux, the megacorporations as we
know them in 2070 have all been fairly recognizable since at least
the ’40s. It was during this time that they began solidifying their
respective corporate identities into some of the monolithic gi-
ants under whose shadows we’ve lived since 2033. Each of these
following “AAA-rated” corps is part of the corporate cabal that
runs the whole show, otherwise known as the Corporate Court.

ARES

It starts with Damien Knight. No one had heard of him be-
fore, but they sure did after the Nanosecond Buyout in 2033. With
this programming feat masterminded from Stockholm, Sweden,
he managed to buy 22 percent of Ares Industries and make himself
CEO Leonard Aurelius’s rival for control of the corp. Some say
that he did it with the great dragon Dunkelzahn’s help, and some
say that Knight used to be Echo Mirage’s ex-team leader David
Gavilan, gone underground and reborn. Whatever the truth of
the matter, no one can say that Damien Knight is not a savvy cor-
porate shark, because he’s been swimming ever since.

FUCHI

The next year, Matrix Systems of Boston came out with
the first gray-market cyberterminal (Portal). The founders, Ken
Roper and Michael Eld, were among the Echo Mirage survivors
who had put their knowledge to use developing a portable ver-
sion of the equipment they'd used to fight the Crash Virus. They
didn’t live long to enjoy the rewards of their labors, however:
both died under mysterious circumstances in accidents. This left
a corporate raider named Richard Villiers, who had bought 49
percent of their company, with total ownership. He brought all
relevant information on the Portals as well as several models to
a company named Fuchi Industrial Electronics and demanded
one-third ownership in exchange for handing all of this over to
the company. Korin Yamana and Shikei Nakatomi, the other
owners, reluctantly acquiesced and thus began Fuchi’s meteoric
rise in the cyberdeck market. Thing is, it also kicked off years of
infighting within the corp, so the seeds of its own destruction
were also sown.

SAEDER-KRUPP

Once upon a time, there was a company named BMW that
was the backbone of the Saeder-Krupp empire. A very smart lady
named Wilhelmina Graff-Beloit owned it, having wrested it from
the man who created it: her own husband. In 2037, in a move
that may have coined the phrase “Never deal with a dragon,” the
great dragon Lofwyr announced that through various avenues, he
owned a 63-percent share of the company’s stock and was thus
taking over as president. He gave Mina the boot (after which she
went up the well to the Zurich-Orbital Habitat in 2050 and spent
her time stewing over it until she died), got rid of the current
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board, and completely overhauled the management. Through
some very astute maneuvering, Lofwyr made Saeder-Krupp an
even larger corporate empire, shooting it straight up into the

AAA league. The dragon has lived quite happily ever after.
YAMATETSU

Ever the upstart and revolutionary (probably another
reason they eventually renamed themselves “Evo”), Yamatetsu
Corporation sprang on the scene in 2041 to everyone’s dismay.
These punks were determined to get themselves a seat on the
Corporate Court and weren’t taking any negative answers—
how dare they? At least that’s what other corps kept saying until
Yamatetsu managed it in 2042, hauling themselves up to AAA
status and thumbing their noses at the naysayers. They’ve con-
tinually had to oust the deadwood, those who would hold the
company back, but otherwise have consistently attempted to re-
main at the forefront of technology, recently delving into many
transhumanist endeavors as Evo.

RENRAKU

Originally Keruba International, Renraku got its name
changed after the Crash of 29 when a corporate hotshot named
Inazo Ancki bought it and completely restructured it. It be-
came a key player in rebuilding the information network after
the Crash, and thus made wagonloads of money. But it got a bit
too big for its own britches when it began dabbling in the cre-
ation of semi-autonomous knowbots (SKs) in 2049; though this
launched it further ahead of the tech curve and thus the market
share, its applications toward the Seattle Renraku Arcology laid
the groundwork for the insane Al Deus and its part in the sec-

ond Crash.

AZTECHNOLOGY

Aztechnology made an extremely poor judgement call
when it ordered Aztlan to nationalize all foreign-owned busi-
nesses. This act of economic war prompted the Corporate Court
to mandate the very first “Omega Order”—essentially a green
light for every other corp to go after the offender with extreme
prejudice. It took a few years for the megacorps to respond to
this, but they did so in style: in 2048, the joint, Corporate Court-
backed Operation Reciprocity struck Aztechnology’s Ensenada
facilities. AZT couldn’t run to the bargaining table fast enough,
and the resulting Veracruz Settlement forced the megacorp to
pay direct compensation to all affected companies. Somehow
in the negotiation process, the megacorp managed to arrange
things so that other megas could only establish local subsidiaries
in Aztlan, and the major shareholders of those subsidiaries had
to be Aztlan citizens or majority-owned Aztlan corps. Devious,
no? It simply highlights just how blood-thirsty they really are ...
pun intended.

WILL TO POWER

The period between 2050 and 2060 shook up the status
quo for everyone, and that can all be laid at the very large talons
of the great dragon Dunkelzahn. In life and in death, the dragon
constantly questioned, instigated, and proved to be a very talk-
ative lizard; maybe too much so, because he certainly made very
powerful people pretty nervous. He was the primary motivating
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force behind many political, economic, and social movements
for at least a decade, and maybe beyond.

PRESIDENT DUNKELZAHN

If youd asked your typical SINless sprawl resident what he
thought of dragons, much less Dunkelzahn, youd be greeted with
blank stares or shrugs. Before 2057, no one really cared because
the wizworms didn’t touch their lives in any way, shape, or form.
But then it came to light that the 2056 UCAS election had been
rigged, and President Steele and Vice President Booth were im-
peached. President pro tem Betty Jo Pritchard (incidentally our
first female President) called for a new election, and Dunkelzahn
announced his intention to run. All of a sudden, the question of
eligibility came to light, meaning that he'd need a SIN in order
to run—and the act of granting the dragon his SIN injected a bit
more light and hope into some people’s lives.

Eight months later, the great dragon Dunkelzahn be-
came the first non-human President of the UCAS. Before he
could do anything more than celebrate, however, the wyrm
was assassinated outside his inaugural ball at the Watergate
Hotel, leaving a large and visible astral rift. Though there were
many with plenty of motives to eliminate him, even the Scott
Commission could not find a satisfying scapegoat on whom to
pin the blame. The dragon’s running mate, Kyle Haeffner, be-
came President; his interpreter, Nadja Daviar, was nominated
and became Vice President.

DUNKELZAHN’S WILL

The biggest shocker, however, came when the new Vice
President not only also became the Chairman of the new Draco
Foundation, but also had a will from President Dunkelzahn
to read. This will seemingly contained the vast majority of the
dragon’s hoard, which ranged from money paid out to lowly
accountants, orichalcum in sock drawers, and stocks in various
(mega)corps, to advice, warnings, and calls for help to various
and sundry persons known and unknown. It created organiza-
tions, asked for rescues, and put monetary support behind a
myriad of projects and ventures for which we have yet to under-
stand the reasons. Artifacts and other objects were also given,
both to metahuman acquaintances and fellow dragons. In other
words, this will created a largesse of business opportunities for
shadowrunner and law-abiding citizen alike.

Mega Shuffle

What no one except perhaps Dunkelzahn and a few others
realized, however, were the repercussions this would have in the
corporate world over the next four years or so. In between all
of the bequests of music or money were entries entitling people
such as Miles Lanier (the right-hand man of Fuchi co-owner
Richard Villiers) or Nadja Daviar (the dragon’s spokesperson) to
all or a portion of the dragon’s stock in this or that company.

This sparked quite a bit of corporate maneuvering, which
in the end led to the end of Fuchi and the creation of Novatech.
Renraku took a severe hit thanks to its pet creative (an elf claim-
ing to be Leonardo) disappearing and seemingly erasing his
data when he did so; this left the megacorp with little in the
way of proof to defend itself against Fuchi’s claims that Lanier
gave Renraku proprietary data, allowing Renraku to dominate
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the market for a time. Damien Knight got taken down a peg or
two when Nadja Daviar was given Gavilan Ventures, which con-
trolled a large enough percentage of Ares stocks to ensure that he
needed her help to maintain his level of power. Damien Knight’s
long-time rival Leonard Aurelius sold his shares of Ares stock to
prominent eco-lawyer Arthur Vogel—an attempt to implant a
corporate conscience into Ares that has largely failed. Aurelius
moved on to join forces with Lucien Cross—another of Knight’s
bitter enemies, reportedly also involved in the Nanosecond
Buyout—joining Cross Applied Technologies” board of direc-
tors and thereby continuing to polarize the conflict between
Ares and CATco (which had become a AAA megacorp in 2053).
Newcomer AAA Wuxing received several bequests of artifacts—
including a statue and a coin—that pointed to quite an invest-
ment of magical power which has steadily manifested and grown
from then on.

YEAR OF THE COMET

Though Halley’s Comet was only around for approximate-
ly a year, it too brought forth a raft of changes to our world.
Some called it a second Awakening due to the mainly magical
upheavals that followed in its wake. Between SURGE, comet
cults, natural orichalcum, and other strangeness, it certainly
seems to follow ... but none of it really stuck around. What did,
however, were the political and economic changcs, as well as
a new great dragon to contend with. Even the probe race, de-
signed to see who could land an effective probc on the comet
and bring back samples and other data, eventually got swal-
lowed up in the fever.

STORMS

Beginning in August of 2061, places all over the world ex-
perienced natural and magical storms of varying strength. First,
typhoons battered the Philippines, the first storms in a long
string of disasters that helped prepare the way for the island
nation’s later liberation from Imperial Japan. Mana storms swept
a few nations around the world. Then in October of the same
year, the Ring of Fire erupted; this afflicted Japan with volcanic
eruptions and tidal waves. The Bay Area suffered earthquakes,
the Philippines were hit with additional volcanic eruptions and
an carthquake, and many other locations around the Pacific Rim
were beset by smaller disasters that nevertheless disturbed or de-
stroycd lives. In December, another carthquake hit—this time
it was in Los Angeles, demolishing its carefully-built walls that
kept the rabble out and setting people free to riot and loot in the
previously shielded city.

Shakeup in Japan

Once the Ring of Fire’s fury was spent in Imperial Japan, its
people began the task of cleaning up. One problem: the Emperor
and all of his family, except for one young man, had been killed.
This meant a new Emperor and a new era for Japan.

Meanwhile, the Japanese Diet ordered the withdrawal of
troops from foreign soil in order to help rebuild Japan. Everyone
complied except for General Saito, well installed in San Francisco
and having taken it and the Central Valley under his control.
Saito quickly became not only a worrisome irritant to the Diet
and the Emperor, but a royal pain to the people of CalFree who
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really hadn’t counted on this, especially the metahumans, whom
he wasted no time in oppressing. Ares Macrotechnology, feel-
ing Silicon Valley was threatened, moved in troops to defend
it and ended up being instrumental (along with Mothers of
Metahumans and various pirates and shadowrunners) in eventu-
ally liberating the area in the late 2060s.

Once the new Emperor rescinded the Yomi Island de-
cree in February of 2062, rebel forces (called the Huk) in the
Philippines made their move to liberate their nation from
Japanese control. After decades of foreign occupation and con-
trol, many Filipinos felt that it was beyond time to take back
control of their own destiny, and did so with the backing of the
great dragon Masaru.

GHOSTWALKER

We should have known something was going to happen as
carly as September of 2061, because that’s when Dunkelzahn’s
Rift began fluctuating and acting more strangely than anyone was
used to seeing. We think that’s also when powerful shedim (“the
dead,” various ancestor spirits called them) had begun breaking
through the Rift to plague us. One of these may in fact have re-
animated Ibn Eisa, leader of the Islamic Unity Movement and
one of the most influential men in the Middle East and Muslim
world, shortly after his assassination (the imposter wasn’t un-
masked until 2064, but by then the damage to the Islamic world
had been done).

It wasn’t until Christmas Eve (December 24) of 2061
that the astral form of a previously unknown dragon—dubbed
Ghostwalker by the media—broke through the Rift. It’s been
said that he flew directly to Denver, pickcd up his physical body
somewhere along the way, and then began a rampage that ended
up with Aztlan kicked out and the CAS inheriting that sector.

It was a tense couple of days, with people thinking that per-
haps the Treaty of Denver would be nullified, and we'd have war
between the Native American Nations, the UCAS, and the CAS.
A meeting cleared up everything, reshuffling Denver’s organiza-
tion, making Ghostwalker the prime authority of the region, and
giving essential daily management powers to the Council that
had previously handled everything with varying degrees of com-
petency. The new Treaty of Denver also called for the creation of
the Zone Defense Force (or Zonies, as the t-bird jammers and
smugglers call them) from military personnel from all sectors.
This allowed Denver the ability to defend itself in case of attack
without necessitating any sector to raise its own armies (a viola-
tion of the treaty).

Draconian Maneuvers

Though the public at large wasn’t terribly aware that this
was going on, anyone clued in to the power behind the scenes
of the world knew that something was not quite right between
the great dragons. Many of them had appeared in the skies over
Dunkelzahn’s Rift in the FDC as some sort of tribute, but that
didn’t mean that they were entirely happy with the late President’s
decision to distribute his wealth via a metahuman invention rath-
er than according to dragon convention. (That much some of us
picked up. Chatty bunch, dragons, when they choose to be). This
meant a reckoning on their terms, of course, and Ghostwalker’s
appearance on the scene meant it was about to arrive.
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A New Dragon In Town

Something many had noted about Ghostwalker was his
almost uncanny resemblance, at least in draconic form, to the
late Dunkelzahn. The resemblance was strong enough that
some theorized that he was Dunkelzahn returned, or perhaps
a sibling. Either way, Ghostwalker hadn’t seemed to like what
had been done with Dunkelzahn’s will, the items within, and
what it boded for dragons. He clearly wanted a reckoning.
What that really means for the rest of us is anyone’s guess, but
I can tell you a few things: when the dust settled, the world is
still here; Hestaby is now a Prince in Tir Tairngire instead of
Lofwyr; the other wyrms now seem as satisfied as they’re ever
going to be; Lofwyr retained as much power if not more than
he previously had; and many shadowrunners were employed in
very lucrative endeavors.

SLASH AND BURN

Smarting from being kicked out of Denver, Aztlan wasted
no time in attempting to prove itself elsewhere. Ever since the
2050s or so, when the Campeche district of Aztlan rose up in
rebellion, the bloody-minded country had been aching to re-
take control of the Yucatan and assert its authority. With plenty
of recalled troops at hand, the government sent them into the
Yucatan to slash and burn everything they encountered, which
they did until the environment began fighting back. March 15,
2062 saw an ecarthquake, tidal waves, and storms hitting the
Yucatan, pushing the Aztlan offensive back and touching off
warfare between nature and toxic spirits. The Azzies have been
squatting and waiting for things to die down until they can go
back in, but I have a feeling it’s never going to stop until one side
or the other is defeated... and I hope for everyone’s sake that it’ll
be the toxics.

MATRIX CRASH 2.0

Let’s go back for a moment to 2055. Back then, and for quite
afew years, it was never clear how or why the otaku appeared, but
thcy did and adamantly believed in the existence of somcthing
they called the Deep Resonance (a Matrix-dwelling quasi-deity
or demiurge, in their eyes). These prodigy children were our fu-
ture (we call them technomancers now), and had a key role to
play. In addition to this, unknown to all but a few of us, we had
several Als on our hands: Mirage, birthed from the ashes of Echo
Mirage; Morgan, arogue Al created within Renraku and escaped
as soon as she could with a decker named Dodger; and Deus,
another Al created within Renraku as an attempt to have a pet
intelligence to heel, and built using code ripped from Morgan
(who thenceforth became Megaera, poor broken thing).

Now, to most people none of this meant a thing. Like drag-
ons, none of them (otaku, Als) had really ever touched our lives.
They would, however, in a very real and brutal way—not once,
but several times—between 2059 and 2064.

DEUS’S AGENDA

In December of 2059, the Renraku Arcology in Seattle
went offline for no apparent reason, shut down and otherwise
cut off from the rest of the sprawl and the Matrix. Renraku
sealed off the area, offering inadequate explanations of malfunc-

0N E
| 181 B

tions. As time went by, more and more people (Matrix denizens
and regular folks alike) realized that something quite serious
was going on in there. It wasn’t revealed until later, after General
Colloton and UCAS troops were called in to take over and be-
gin liberating the arcology, that the AI Deus had taken control
and was busily experimenting upon its captive audience for its
own purposes.

It was a long series of ugly, gory, and heartbreaking skir-
mishes, as well as many a Matrix battle, that evcntually saw the
end of Deus’s stranglehold. Those who wanted to capture him
afterward were disappointed, however, to find that he'd slipped
their carefully prepared trap. As it turns out, he'd downloaded
himself as nodes into the heads of many of his victims, released
into the world after they had all been freed. These became part
of the Network, which also contained Megaera thanks to the last
fight between her and Deus. This would be very important later.

PERFECT STORM

A confluence of actors and events that contributed to the
second Crash came together right at the point of Novatech’s
Initial Public Offering. The corporation, deep in debt and hop-
ing to score big enough to dig out of it, had made all the necessary
arrangements for its stock to go public. The Boston Exchange,
which had hosted the East Coast Stock Exchange since New
York’s earthquake in 2005, upgraded itself in order to handle the
projected high amounts of traffic on its grids from the IPO.

Deus wanted to take advantage of what would be the high-
est-Matrix-traffic-event ever (how often does a megacorp take its
stock public?) in order to upgrade himself and become a god in
the Matrix, purging himself of the remainder of Megaera’s code
at the same time.

Meanwhile, Pax—one of Deus’s former devoted otaku
servants—had become twisted through listening to something
she'd called the Dissonance, an anti-Deep Resonance phenom-
enon. She was also undergoing Fading, meaning she was losing
her otaku abilities, but she wasn’t going to let them go without a
fight, willing to sacrifice anyone and anything in order to main-
tain them.

Asithappened, Pax partnered up with the radical Norse cult
Winternight, which was happy to help destabilize the Matrix,
viewed as the primary tool of their enemy Loki. Not only did they
plant a home-grown mega-worm, but also they stole nanotech
weaponry from an AA-rated Eurocorp named Zeta-ImpChem
for use in their plan to bring down Deus and the Matrix. The
stolen nanovirus was accidentally released during infiltration of
a Swiss extraterritorial corp zone, killing everyone present but
allowing Z-IC to identify the weapon. They also discovered a
worm code egg in the nearby mainframe, thus getting the word
out regarding Winternight and its potential plans—too late.

Pax and Winternight succeeded. The Dissonance worm
triggered on schedule, wreaking havoc as it plowed through the
Matrix. The worm’s viral tidal wave struck the Boston ECSE
shortly after the launch of the IPO—and right after Deus had
erupted into the middle of the virtual trading floor and began
his aggressive upgrading. Add in a few key EMP strikes on major
Matrix nodes to this massive upheaval, and you can see why the
whole thing melted down spectacularly and brought everyone
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and everything along with it. Even the Shadow Matrix was not
completely immune, though it was able to sever itself from the
rest of the Matrix before too much damage had been done. But
it was too late for the rest of us, especially in North America.

As you kids say today, it was completely glitched.

IT’'S A WIRELESS WORLD

So, that brings us up to 2065 through present-day 2070.
Most of you know what happened, having alrcady lived it, but
for completeness’s sake, I'll lay it out for you so you've got the
whole picture. You can’t appreciate the puzzle’s image until all
the pieces are in placc, after all.

NEONET AND THE WMI

The first priority was having a system in place to replace the
old Matrix; we'd become so dependent on it to run everything
that society, for a while, simply fell apart in some places. Here’s
where two companies, Transys Neuronet and Erika, come on
the scene: they'd been developing wireless technology for the
Wireless Matrix Initiative since 2058, and had been planning on
getting it online in fall of 2064 anyway. With the second Matrix
Crash happening in that same timeframe, it was a foregone con-
clusion to many that this was the answer to our prayers. After
Transys Neuronet and Erika merged, Novatech immediately en-
tered negotiations for a merger as well, wanting to take advantage
of the additional influx of money it would bring and having the
advantage of being a corporation used to dealing with Matrix-
related technology. The only problem was that in the minds of
many who were aware of what happened the day of the second
Crash, Novatech’s name was mud. The new combined corp
christened itself NeoNET and proceeded to set up the Matrix in
its virtual and augmented form as we know it today.

WINNERS AND LOSERS

The years following the Crash saw some significant changes
on the Corporate Court landscape, as the megas jockeyed for
position and took advantage of each other’s weaknesses. The two
biggest changes occurred as one mega lost its seat on the Court
and another one rose to claim it.

Cross Applied Technologies’ troubles began when its CEO,
Lucien Cross, died in a plane crash on the day of Crash 2.0.
Damien Knight of Ares had always had his eye on CATco, but
Cross’s death brought him out to declare open warfare, snapping
up Cross assets left and right as Cross’s son tried desperately to
hold the corp together. This, coupled with various other finan-
cial difficulties and irregularities, placed CATcos Corporate
Court seat in extreme jcopardy.

In the same period, another corporation was making its
move, this time in the other direction. Horizon Group, a corp
specializing in public relations, entertainment, and marketing,
levied its close relationships with several key nations (including
Tir Tairngire and Pueblo, among others) along with its exclu-
sive contracts for rebuilding California, into a successful bid to
claim CATco’s vacated Corp Court seat. They’re a new face on
the AAA scene and we have yet to see what they’ll do with their
newfound power, but it should be interesting to say the least.

GENERAL COLLOTON FOR PRESIDENT

The second Matrix Crash also completely screwed up the
November 2064 elections, as far as electronic or remote-vot-
ing was concerned. In addition, a group calling itself the New
Revolution, with the aim of forcefully reuniting the old United
States of America, had attempted to stage a coup and failed. Still,
they'd succeeded in killing quite a few leaders (President Kyle
Haeffner among them) before loyal UCAS troops were able to
wrest control back. Under orders from the President pro tem,
General Angela Colloton (famed for her work with the Renraku
Arcology situation in 2059) declared martial law until the coun-
try was brought back under control.

When elections were held again, we had little choice but to
elect a President who ended up being nothing but a tool of the
corps during his entire term. We'd been through enough at this
point that controversy wasn’t at all welcome in a candidate. We
learned from our mistakes, though, and in 2068 elected General
Colloton as President.

NATION (RE)BUILDING

Everyone slowly began picking up the pieces of their lives as
soon as they could after the second Crash. In Boston, for exam-
ple, a memorial was erected to mourn the loss of so many lives,
and the ECSE was moved back to New York. The latter city had
long since rebuilt from its 2005 earthquake, and had previously
hosted the Stock Exchange, so it only made sense.

Meanwhile, the Ute Nation in the NAN, having already
been in a slow downward spiral since the early 60, finally cracked
in the aftermath of the Crash. More in need of resources than
pride, they grudgingly but gratefully accepted assistance from the
newly-wireless Pueblo Corporate Council and were absorbed in
2067. Their sector in Denver followed suit with Ghostwalker’s
erstwhile blessing. The withdrawal of the megacorporation
Mitsuhama Computer Technologies from Tsimshian territory
after it was finished plundering left the territory rather empty;
the Salish-Shidhe lost no time in effectively making it a Salish
protectorate. This has started some interesting rumbling in the
Sovereign Tribal Council, so I'd keep an ear out for more if I
were you.

CalFree finally saw the last of Saito, but not the last of its
woes. In early 2069, a pair of major earthquakes coming from
the San Andreas Fault line and the San Pedro Shelf caused wide-
spread flooding and destruction, killing tens of thousands. Much
of Southern California and the Central Valley found themselves
dropped below sea level and were inundated with tidal waves.
While San Francisco and the Bay Area were mostly spared, wa-
ters have flooded most of the Central Valley and Los Angeles
(which, if nothing else, had at least fortified their sea walls in
the more affluent corporate areas decades ago). They say that
the floodwaters may recede after a year or two, but we’ll see.
Meanwhile if you want to visit, you'll either have to fly or learn
to swim.

So what now ? Well, you've had your history lesson. Time to
go out there and make your own.



... LIFE ONITHE EDGE . . .
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Hey Johnny,

Long time no see! Just thought [d let you know what I'm up to now that I'm back out on the
streets. I'm glad as hell to be out—my head’s finally starting to get clear and the nightmares are
toning down some now. Mostly, angway.

Man, the world sure has changed! | know we didn't exactly have the latest tech in the stir, and
! kept up with the news some (as much as they let me, anyway—I mean, youd have to live under a
rock to miss the Matrix crash), but [ was not rem{y for what was out there!

! think Eddie was havin’ fon with me. He set me up with a commlink and a pair of AR shades
and took me down to Aurora Village to check out the sights. You should have seen him laugh when
/ ﬁmked out—/ tell you, Johnny, things were coming at me ﬁom everywhere! Maps of the whole
place, ads for stores, ads for stuf/r ﬁ/om most of the megacorps, come-ons ﬁom chicks who read my
pmﬁ/e (yeah, Eddie made one up fz}r me, and aﬁ‘er ! looked at it, | guess | know why those girls
were interested), recommendations for stuﬁ[ 1 might like to buy, plus all the usual spam-type junk.
1 thought | was gonma go crazy trying to ﬁ/ter it all out. That's when Eddie started laughing, took
my commlink and changed a few settings—and after that | was blown away by what | was seeing.
The spam and stuff was gone, but the maps, the ads, the signs— it was amazing, Johnny! [ guess
1 looked pretty stupid standing there taking it all in, but that's okay. I picked up a new simsense
player and a few new sims—I quess Neil the Ork Barbarian is still around (even if it feels like some
new guy is playing him now), so it'’s nice that not everything has changed.

We ran into a little trouble then—these Humanis assholes were set up at one end of the mall
broadcasting their crap and [ guess [ got a little angry. Uﬂﬁrﬁunﬂte{g, so did a couple troll gangers
from the Spikes who were hanging around the area. Eddie wasn't laughing anymore when me and
the Spike guys started showing the Humana-goons that maybe they should take their garbage
somewhere else. Good thing for wme, Eddie managed to grab my ass and yank me outta there before
security showed up—/1 mean, | hate bigots as much as the next ork, but I'm not ready to go back
inside just yet. There’s too much wiz stuff out here that | still gotta figure out.

Hey, gotta go—got a date in an hour with one of the chicas ﬁom the mall (get this—she’s a
shaman! 've never hooked up with a spellslinger beﬁ)re, so [ hope she doesn’t turn me into a toad or
something /f 1 piss her 0/7), and the ﬁ/’t{qe is telling me we're outta beer. Come by sometime and we'll
go have a few and catch up on old times—and maybe you can point me at somebody who can get

me some work, lf “you know what [ mean.
--Mike
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DAY TO DAY

Face it—you’re not going to spend every moment living
on the edge, running from the corps, and raising your rep as
the hottest runner in the ’plex. In fact, you'll probably spend
more time living in a doss, running to the Stuffer Shack, and
getting stuck in traffic when the grid’s running as slow as a
troll on BTL. Here’s a taste of what everyday life might be like
for your friendly neighborhood shadowrunners.

A PLACE TO STASH YOUR GEAR

Everybody’s gotta live somewhere, and that “somewhere”
can vary from a squat in a condemned building up to a palatial
apartment in a chic corporate enclave. Shadowrunners usually
gravitate more toward the “squat” end than the “palace” end,
but hey, anything’s possible, right?

Most people these days, especially in the sprawls, live in
apartments. A standard mid-priced apartment includes a wide
array of amenities, all of which are wired or wireless so they
can talk to each other and keep your life running smoothly.
When you get up in the morning, your coffee maker has your
fresh soykaf ready for you. Your fridge monitors your food’s
freshness dates and quantities and orders up replacements
when needed. Your vacuum-cleaner drone rolls around do-
ing its job quietly and unobtrusively. Rooms are set to auto-
matically turn lights on and off when you enter or leave, and
your windows can be programmed to show you any view you
want—who wouldn’t prefer, say, a South American beach to
the rainy squalor of the sprawl? You can even have a robot pet
to come home to—all the fun with none of the walks or litter-
box cleaning. All this is usually controlled by a central termi-
nal—and good news for shadowrunners is that most people
don’t upgrade its security settings past the defaults.

For those who don’t want—or can’t afford—such accom-
modations, squatting (occupying a residence without the per-
mission of the legal owner) is widespread, especially in areas
where the police don’t feel as welcome. Don’t expect much in
the way of perks, but if you have the right know-how or the
right friends, these squats can be surprisingly comfortable.

For the shadowrunner on the go, motels and hotels come
in all price ranges and luxury levels—but naturally the higher-
end establishments are going to want all sorts of pesky data be-
fore they’ll let you in. Motels, usually with lower levels of se-
curity and fewer questions, are more popular with the shadow
set. And for the ultimate in quickie lodging, there are always
“coffin hotels”—they’ll rent you a cubicle barely larger than
you are, complete with trid unit, Matrix hookup, and a door
with a lock on it. Need a place to stash your stuff (or yourself)
for a few days? If you can get around the dehumanizing as-
pects of the whole thing, coffin hotels can be just the ticket.

GETTING AROUND

There are all kinds of ways of getting from point A to
point B in 2070—it’s just a matter of how fast you want to
get there and how much money you want to spend doing it.
Most cities have at least decent public transportation, with
trains, monorails, buses, and intra-city air transports that will
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get you almost anywhere you want to go as long as you don’t
mind walking part of the way. Taxis (ground and air) are com-
mon too, and, like the trains and monorails, are often autopi-
loted drones or controlled by riggers. It’s safer that way—at
least for the operators.

If youre lucky enough to have your own vehicle, it
probably runs on electrical power and finds its way around
via GridGuide, a system that theoretically manages traffic,
shows you the quickest routes and latest maps and alerts,
and instructs your car’s autopilot how to get there—when
it works, that is. Just keep in mind that the grid doesn’t go
everywhere—in bad neighborhoods, for example, you're on
your own. For that matter, in barrens areas, you can’t even
count on the roads to be in good shape, let alone the naviga-
tion aids—and that’s not mentioning the go-gangs and road
predators that come out at night.

For long distance travel, you can compete with the road
trains, drone convoys, and asphalt pirates on the highways,
grab a bullet-train, or pay a smuggler to get you there faster
and without hitting border checkpoints. Or you can book
everything from short-hop commuter airlines to high-fly-
ing suborbitals or even semiballistics that actually leave the
Earth’s atmosphere (magicians beware!), but keep in mind
that you'll need a SIN (or a reasonable facsimile) to fly any
significant distance on public airways.

YOU ARE WHAT YOU EAT

It's amazing what they can do with soy these days.
Seriously—the staple diet of all but the rich and elite is heavily
based on the huge array of foodstuffs formulated using “new
foods” like soy and mycoprotein and krill. Sure, the texture
can get a little monotonous after awhile, but the stuff is clean,
nutritious, cheap, and for the most part tastes pretty darn
good with the right flavorings, even when compared to the
real thing. Most homes contain appliances that let you start
with a soy base and add assorted flavors until you've approxi-
mated whatever food you've got the munchies for. Same goes
for beverages—synthahol isn’t quite as tasty as a real brew, but
it'll get you just as drunk for a lot cheaper.

That’s not to say “real” food and drink don’t exist—ag-
riculture and technology have made great strides, allowing
crops to grow in unlikely places (like underground, in vertical
farms, or on polar icecaps, for example). This means that even
the poor can afford to supplement their diets with real meat
and vegetables now and then—as long as they don’t mind the
health risks of eating genetically engineered “frankenfoods”
or genetic-hybrid chimera foods.

SHOW ME THE MONEY

Nowadays more than ever it’s almost quaint to see some-
one carrying actual money, including credsticks—so last de-
cade. Almost everybody simply beams funds back and forth
using their commlinks and online accounts, and the only
credsticks you're likely to see are the certified variety—the
payment method of choice for people who don’t want to leave
a data trail behind them.
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If you look hard enough or travel to enough places, you'll
run into areas where they still use hard currency, but since it’s
alot more convenient to keep your money in electronic form,
it’s getting rarer every day. Then there’s corp scrip, a specialized
form of currency that the megacorps issue to do things like pay
their employees with. It’s no good outside the issuing corp and
in theory only authorized corp employees should have it, but
in practice there’s a thriving black market in corp scrip—one
that even has its own underground “stock exchanges.”

While we’re on the subject, there’s actually a thriving
black market out there in just about everything, tempting you
with all sorts of fun and illegal goodies. In these transactions,
payment methods are all over the map, from certified cred-
sticks to hard cash to barter to favors.

SINLESS IN SEATTLE

The SIN, or System Identification Number, can be your
best friend or your worst enemy. Without one, it’s very diffi-
cult to do otherwise simple things like rent an apartment, buy
a car, or check into a hotel. With one, however, the system can
track almost every move you make—what you buy, where you
go, what you connect to on the Matrix.

Technically, everybody is supposed to have a SIN (it’s
illegal not to), but in reality, many people don’t. Some had
them erased; some lost them when the Matrix went down in
’64 and getting a new one was too much of a hassle; some nev-
er had one at all because their births were never recorded. The
SINless, as they’re called, tend to operate outside the system
and have a hard time doing anything legitimately, since not
having a SIN marks you as either an alien or a person subject
to lesser rights.

Of course, the best of both worlds for shadowrunners is
to have one—but not their own. Underground services for
setting up fake SINs are in high demand, and there’s no short-
age of customers. Some runners even maintain more than one
fake SIN, corresponding to one or more false identities based
in different cities and even different countries. If one is dis-
covered, the runner simply dumps it and picks up another.

Be careful, though—if the cops arrest you and you don’t
have a SIN (or you have one that doesn’t match up), they’ll as-
sign you a “criminal SIN,” which has significantly fewer rights
and privileges than a regular one.

THE DOCTOR IS IN

For the most part, medical care comes in two flavors:
public and private—which in reality means “rich” and “poor.”
Thanks to privatized healthcare, most people are forced to
throw themselves and their ailments on the not-so-tender
mercies of an overstressed public healthcare system. Spirits
help you if you're seriously sick or hurt and have to deal with
a public hospital: most of them mean well, but they’re no-
toriously understaffed, awash in red tape, and generally a
nightmare to navigate—and this is if you have a SIN. If you
don’t—good luck.

If you're rich (or have the right friends), you have access
to all sorts of medical advances, including clone “spares” for
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organ replacement, leonization treatments to stay young,
state-of-the-art implants, the latest gene therapy, and every
other cutting-edge technology medicine has to offer. Even
corp citizens, though they don’t often have this level of cover-
age, can take advantage of limited corporate healthcare.

Not sick, but just need “a little work done”? Bodyshops
are common, handling basic cybersurgery and cosmetic al-
terations—things like datajacks, cybereyes, cosmetic bioware,
and the like—but as always, it’s good to do your homework
first since they vary widely in competence and professional-
ism. If you need something more extensive done and you can
make the right connections, “black clinics” with corp-exile
surgeons and all kinds of stolen and experimental technolo-
gies and techniques can provide whatever enhancements you
desire, legal or not.

Savvy shadowrunners don’t take chances with these mat-
ters—as soon as they’ve got the cred to do it, most of them
sign up for a contract with one of the “armed response” pro-
viders like DocWagon or CrashCart. These services will do
everything from swooping in to snatch your injured body out
of a firefight to bringing you back from the other side of flat-
lined. Yeah, that little biomonitor and contract are expensive,
but when you think about it, what do you own that’s more
valuable than your life? Just one thing to note, though: if
you're going to get yourself shot up, don’t do it on megacorp
property—these outfits won’t cross extraterritorial boundar-
ies without permission, so you'll be out of luck.

WELCOME TO THE MACHINE

Back in the latter part of the last century, futurists and cy-
ber-pundits were all excited about the coming of “ubiquitous
computing”—the total integration of computer technology
with everyday life. They were right, but they didn’t know the
half of it. While your average 2070s citizen probably wouldn’t
think of it in those terms, computers and the Matrix are ubiq-
uitous nowadays—in fact, you'd have to try pretty hard to get
away from them. Here are a few everyday-life examples—you
can check out 7he Wireless World, p. 205, for the full lowdown
on using the Matrix for fun and profit.

MATRIX 2.0

The times, they are a-changin) but people are nothing if
not adaptable. Even before Crash 2.0 took down the Matrix
and caused widespread chaos on multiple fronts, the seeds of
wireless network connectivity were already sown. By 2070,
the new wireless Matrix is mostly in place, and the whole
Matrix model has shifted from wired virtual reality to wire-
less augmented reality. That’s not to say that you can’t still go
for the full-immersion experience, but AR has proven itself
to be more practical in most situations. Most people by now
have embraced the new technology, to the point where even
the poorest sprawl denizens are likely to have commlinks
that connect them to the Matrix on a constant basis. What
this means is that everybody’s wired (or, rather, wireless) and
everybody’s connected. For most people, the question isn’t
whether to be connected, but how much.
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THE NETWORK IS THE CONSUMER

Every time you go out to the mall or the Stuffer Shack
or that new club downtown, you're surrounded by computer
networks. Everybody’s heard of LANs and WANS, but 2070s
society brings a new one: PANS, or Personal Area Networks.
People don’t just belong to networks these days—they are
networks. All hooked together by a commlink (a combina-
tion cellphone, PDA, wallet, and network router), PANs are
accessed and controlled by a wide array of useful devices, in-
cluding goggles, contacts, or cybereyes that let you perceive
the sights of augmented reality; headphones or cyberears that
give you the sounds; gloves for the touch; clothing that regu-
lates your temperature and lets you change its color with a
thought; simsense modules that let you experience sensations,
emotions, and even others’ senses; weapons and peripherals
tied directly into your conscious control; and a whole lot
more. It’s called a “mesh network,” and it means that all your
goodies talk to each other seamlessly, keeping each other up
to date with status reports and working together to enhance
your computing experience.

SHARING THE LOVE

All this PAN stuff is wiz, but just like the dinosaur days
of the Internet, networking isn’t much fun if you can’t share it.
When you open up your PAN to the outside world (or what-
ever part of it you choose to allow in), you open the door to
a myriad of interactions. Heading down to the mall to check
out the latest gear, you can subscribe your PAN to the mall’s
network and view arrows (AROs, or augmented reality ob-
jects) that show you everything from a map of the place to cur-
rent sales to recommendations your friends have left for you
last time they were there. You can connect your commlink to
your friends’ networks and hold private conversations com-
pletely inside your head. You can (if you're not careful) be
bombarded by advertising and spam—but you can also hook
up with other people who read the profile you're broadcast-
ing and want to meet you. You can play a video game in your
head with a friend on another continent as your opponent.
In short, pretty much anything you can think of that can be
done with a computer, you can do it wherever you happen to
be. No wires, no clunky cyberdeck—just you, your commlink,
and the airwaves.

Of course, those who want to take things a little fur-
ther can do a lot more—hacking into systems (including
other people’s commlinks), controlling vehicles with their
thoughts, even injuring other users. That’s where the real fun
is—but that’s a topic for another time and another place (see
The Wireless World, p. 205).

TAGGING, 2070°S STYLE

What can control shoplifting, keep track of your cat (or
your kid, or your employees), mark gang territory, or give you
the skinny on that weird statue in the park? If you answered
RFID tags, you get a gold star. Radio Frequency Identification
tags are even more ubiquitous than Matrix connections in
2070s society, and almost as useful. Since your commlink can
read the data on a tag from about 40 meters away, they’re used

I || I ]-TL*‘r ;w;lrﬁ;rﬁlruTll T&tﬁth*l;" dition || |
| BLRIRLD I8 | li

for all kinds of purposes where some small message needs to
be broadcast over a short distance. For instance, every item in
almost any store you walk into will have an RFID tag embed-
ded within it, to help track inventory and keep the items from
wandering out of the store. They also help you when you're
ready to buy—you simply pick up the items you want, they’re
scanned automatically, and the charge is deducted (with your
permission) from your cred balance.

Tags have lots of other functions, too. When viewed with
AR, the data from an RFID tag is called a dot (DOT, or Digital
Object Tag). Some dots are beneficial, helping you find your way
around unfamiliar areas or giving you information about local
historical sites or areas to avoid. You can also program your own
to offer items for sale, look for lost items, or anything else for
which your grandmother might have posted flyers on the street
corner. Tags also have less savory purposes—corps routinely im-
plant tags in their employees, while gangers use spray-painted
dots to mark their turf. Regardless of how they’re used, tags are
cheap and easy to get, which means the world is awash in them.
Better get used to it.

BIG BROTHER IS WATCHING

As wiz as all this technology is, don’t think it’s all a big
hacker party. The downside of the fact that everything’s net-
worked and the Matrix is everywhere (especially for shadowy
types) is the fact that this gives authorities and other nosy
folks the means to make some serious inroads into your pri-
vacy, especially when you’re out in public.

Sensors and cameras are everywhere, almost every trans-
action you make is tracked in one way or another, and if you're
not careful, your every movement—in the Matrix and in the
meat—can be traced, monitored, and analyzed. Paranoid
yet? Think of this: in most major sprawls, sensors on every
street corner in certain "hoods can not only monitor sights,
sounds, and chemical odors, they’re also smart enough to au-
tomatically recognize aberrant patterns—say, a gunshot or an
abnormally large crowd of people gathering near a business.
This info is automatically transmitted to the proper authori-
ties, and unwary miscreants can be in custody before they can
say “What happened?” Naturally there are ways around Big
Brother, and savvy shadowrunners are wise to study up.

GET YOUR MOJO WORKIN’

Magic is power, and you'd have to live under a rock not
to know it. The ability to sling the mojo is something you're
born with; if you don’t have it, there’s nothing out there that’s
going to give it to you, and if you do have it, you've got op-
portunities not available to your mundane buddies. As you
might expect, there are a lot of opinions and popular miscon-
ceptions about magic. You can find the nuts and bolts in 7he
Awakened World, p. 163, but here’s a brief look at how the

world at large perceives the magically gifted and their art.

MAGIC IN THE MEDIA

The entertainment industry loves magic. How could
they not love something that lets them indulge their desire
for tossing around spectacular pyrotechnical effects, weird
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landscapes, and eerie mysterious characters? The problem (at
least to hear real magicians and adepts tell it) is that the trids
and sims don’t often get it right. Oh, sure, they retain “magi-
cal consultants” on staff to tell them that you can’t blow up a
building with a Powerbolt spell (not even if you're a dragon),
but as soon as the story calls for boffo mojo, the spellslinger-
in-residence might as well step out for a sandwich for all the
good her advice is going to do. As long as box-office extrava-
ganzas like the “Karl Kombatmage” series pull in big nuyen
for the studios, the bosses aren’t going to worry too much
about whether their magician characters are doing things that
would have a real practitioner’s brains oozing out his ears.

That doesn’t even touch on the subject of the magicians
themselves. Most real spellslingers react with either amuse-
ment or disgust at the portrayal of their fellows in the media:
males as lantern-jawed heroes with six-pack abs or weird in-
scrutable “masters of the mystic arts” festooned with (fake)
arcane symbols; females as half-dressed temptresses with
body-shop figures and dramatic makeup and tattoos. Adepts
of both genders are almost always martial artists or sneaky
“ninja” types, and metahuman Awakened types usually get
stuck with the villain roles.

JOHN Q. PUBLIC

Hard as it is to believe, even in 2070 there’s still a decent
percentage of average citizens out there who have never seen
anybody do magic outside of the trids and sims. Magical abil-
ity is getting more common with each generation, but it’s still
rare enough that full-fledged magicians and adepts don’t turn
up on every corner.

What this means, as in the case of anything that’s power-
ful and unknown, is that people’s attitudes toward magicians
aren’t always the most charitable. Almost nobody is neutral on
the subject, and for most, their reaction to magic is either fear,
hatred, or fascination. The “fascination” end of the spectrum
isn’t too much of a problem (many mages would be flattered
to discover they had groupies), but the “fear” and “hatred”
end (everything from concern about things like astral snoop-
ing and mind control to good old-fashioned superstition and
paranoia) can lead to all kinds of things that can cause trouble
for the Awakened—like stricter laws governing registration of
mages and restrictions on magic use, for example. As it is, the
laws regulating legal magic use are quite stringent, especial-
ly on combat spells and anything that affects the mind, but
if some activists and political groups have their way, things
could get a lot worse.

MAGIC AND RELIGION

Most of the major religions have come to an uneasy truce
with magic by 2070, incorporating it into their belief systems
with varying degrees of success. Some faiths, like Wicca, em-
brace magic, and have even grown in popularity once again;
others, like most Christian and Jewish denominations, accept
it when it’s used in the service of good (the Pope weighed in
on the subject back at the early part of the Awakening); oth-
ers still, like most (but not all) branches of Islam, view it as
evil and heretical.
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Even so, there are still many who would use religion as an
excuse to persecute magic and its practitioners—for example,
the racist Humanis Policlub hates magicians almost as much
as they hate metahumans, and they use their own twisted reli-
gious interpretations to support their faulty arguments.

GHOULS AND SPIRITS AND DRAGONS—-0H MY!

Human and metahuman magicians aren’t the only ones
out there who are touched with the Talent. Awakened critters
come in all shapes and sizes, from the nearly-mundane (com-
mon pests like devil rats) to the magically superior (draco-
forms, great and otherwise). Critters with any significant
magical ability are rare, and you're not likely to blunder into
one on your evening constitutional—but don’t get the idea
that you're safe in the city, cither. Plenty of urban predators
hang around places like sewers, toxic areas, and sprawl bar-
rens, just waiting for juicy tidbits to come along. Ghouls, for
instance, are a common threat in urban areas, banding togeth-
er and hunting in packs to satisfy their never-ending need for
metahuman flesh. There’s also the insect-spirit bogeyman to
worry about—bugs aren’t as common as they used to be, but
that doesn’t mean that most people don’t maintain a healthy
(and justified) level of paranoia about them.

MAGICIN THE SHADOWS

Most magicians have “real” jobs—mages often work as
corporate researchers, university professors, healthcare pro-
viders, and such, while those from magical traditions that
don’t mesh well with the corporate lifestyle (shamans and
witches, for example) do things like run lore shops and act
as tribal or community healers and wise folk. Because they’re
so rare, they’re usually valued, paid well, and kept happy. So
what about the ones who choose a less lawful (and potentially
more lucrative and dangerous) path?

The public is even more fascinated with criminal and
shadowrunning mages than it is with the garden variety types.
Every year you can count on at least a few new sims and trids
featuring daring and charismatic magical scoundrels duking
it out in arcane battles with corporate security mages (while
teammates on both sides make sure that the bullets and gre-
nades are flying at the same time). The truth is, the reality of
slinging mojo in the shadows is usually a lot less glamorous
than Big Media wants people to believe. For most magical
types, they'd be a lot better off (and a lot safer) to keep their
nice cushy job with the regular paycheck and medical plan.
Still, there are plenty of them that (for whatever reason) don’t
have that option—and for those who can handle it, the re-
wards of shadowrunning can be great.

TAKIN’ CARE OF BUSINESS

In the world of Shadowrun, there’s no getting away from
the corporate presence. From the day he’s born (probably in a
corporate-owned hospital) until the day he dies (buried in a
corp-made casket), the average 2070s citizen is surrounded by
evidence of the megacorporations’ influence on nearly every-
thing in society. They—or their countless shadowy subsidiaries
and smaller competitors—provide nearly everything he wants
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or needs, directly or indirectly: his employment, his home, his
entertainment, his food and drink, his clothes, and, if he works
for one of them, most likely his ideas and his outlook on life.
Their power rivals that of governments, and they’re accountable
to no one save their shareholders and the Corporate Court.

EXTRATERRITORIALITY

How did the megacorporations get so powerful (in ad-
dition to creating or having a hand in just about everything
we buy)? One word: extraterritoriality. What this means is
that the megacorps essentially make their own rules within
their own territory—governmental authority can’t touch
them and can’t enforce laws on them. Similar to the way a
country’s embassy is considered a part of that country re-
gardless of where it’s located, extraterritoriality means that
megacorps call their own tune on their own turf. Only the
Corporate Court can confer extraterritorial status; all the
megas have it, naturally, and it’s a coveted prize among the
second-tier AA mega-wannabes.

GUARDING THE HENHOUSE

Consisting of 13 justices drawn from the ranks of the
Big 10 megacorps, the Corporate Court represents the only
authority that has any chance of riding herd over the mega-
corporations. In reality it has no way to enforce its directives,
but the megas follow them nonetheless because they all real-

ize that if they allow things to devolve into chaos, that will
hurt the bottom line for all of them. Since profits are what it’s
all about, this is a powerful motivator.

The Corp Court is based at the Zurich Orbital habitat,
which happens to be he most secure facility on or off Earth.
Most of the justices live there, but some commute by shuttle
or communicate via Matrix connection.

IN THE FAMILY

For the average citizen with a SIN, a spouse, a mortgage,
and 2.4 children, employment with a megacorporation is a
good thing to aspire to. When you join a corp, you join an
extended family, business nation-state, or driven meritocracy,
depending on the corp in question—each has its own culture.
It’s not uncommon for people to join up right out of college
(agreements even prior to this aren’t unheard of for certain
key prospects) and remain employed at the same corp—ad-
vancing up the corporate ladder and living in the cozy con-
fines of a corporate arcology—until their retirement. If you're
aloyal employee, the corp takes care of your every need; in the
case of some of the largest, there’s no real need to ever leave
corp territory if you don’t want to—they provide literally ev-
erything you could want. It’s only when employees (especially
those highly valued for their uncommon skills) get itchy feet
that things can start getting uncomfortable. The corps expect
and enforce loyalty in return for their beneficence.




IFEONTHEEDGE.........ocooi
[0 BRRN TR AT T

X

Y

THE BIG TEN

Here’s a quick primer on the ten biggest megacorpora-
tions on the corporate scene.

Ares Macrotechnology
Headquarters: Detroit, Michigan,
UCAS

Ares is sitting pretty after swal-
lowing up a big chunk of former
AAA Cross Applied Technologies
following the Crash. Run by wealthy
playboy Damien Knight, the corp
hasareputation asavery “American”
outfit: gung-ho, militaristic, patri-

ARES

that fool you—sure, they’re one of the better megas to work

otic, and individualistic—Mom and
apple pie, in other words. Don’t let

shadow ops for, but keep your eyes open, because they’re as
underhanded as the rest.

Ares specializes in law enforcement (Knight Errant, one
of the two biggest private security corps in the world, is a sub-
sidiary), military hardware and arms, aerospace (they own
what used to be NASA and have five orbital habitats), enter-
tainment, automotive (the former General Motors is also part
of the Ares family), with smaller divisions in many other areas.

Aztechnology
Headquarters: Tenochtitldn, Aztlan

If you've bought any kind
of consumer

goods

recently,

chances are you've contributed to

=

Aztechnology’s bottom line. This
CRZTECHWOLOGY

Aztlan-based megacorp produces

everything from snack foods (60%
of the goodies you find at your local Stuffer Shack come out of
their factories) to chemicals to trideo-game software to mili-
tary goods and magical supplies. They’ve got their fingers in
more pies than just about any other mega around (including
the strategically important Nicaragua Canal, which took up
the slack when Winternight trashed the Panama Canal), and
their public relations campaigns are second to none. They’ve
got a great rep—everywhere except in the shadows, that is.
Too many years of association with nasty things like blood
magic and evil conspiracies have seen to that.

Evo Corporation
Headquarters: Vladivostok, Russia
As suggested by its name, Evo
is a corporation that looks to the
future. Formerly called Yamatetsu,
the Japanese megacorp with its
headquarters in Russia and a free
spirit as its largest stockholder has reinvented itself, focusing
its considerable resources on transhumanist projects ranging
from bioware and genetics to cutting-edge nanotech, anti-ag-
ing experiments, and other even more out-there projects de-
signed to take metahumanity to the next stage of evolution.
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Aside from being transhumanist, Evo is also transplanetary, as
the first megacorp to successfully set up a base on Mars.
Along with all this, Evo hasn’t forgotten its other pet
cause: “metahuman factors engineering” (designing and pro-
ducing metahuman-friendly products), and it still leads the
megas in goods and services designed with orks, trolls, elves,
dwarfs, changelings, and other non-human people in mind.

Horizon
Headquarters: Los Angeles,
Pueblo Corporate Council

The newest face on the
AAA scene, Horizon used the HSHlZE“
years following the Crash to take advantage of its close rela-
tionships with both Tir Tairngire and the Pueblo Corporate
Council and secure itself a position on the Corporate Court.
Based in the midst of media wonderland Los Angeles, the
corp has managed to score many exclusive contracts for deal-
ing with the development of California, and its star is cur-
rently on the rise. With a charismatic ex-sim star at the helm,
Horizon is poised for great things at the dawn of the 2070s.

Horizon specializes in anything that can be used to ma-
nipulate opinion (personal or public), including public rela-
tions, advertising, mimetics, viral marketing, trendsetting,
and social networking. Its corporate culture is much less hier-
archical than those of most other megas, emphasizing consen-
sus, workgroups, trends, and “people-centered” management
models. Employees are well taken care of and encouraged to
develop their talents and pursue their interests on company
time—though, of course, Horizon expects to share in the
fruits of their innovation.

In addition to its primary focus on entertainment and
media pursuits, Horizon is also strong in consumer goods and
services, real estate and development, and pharmaceuticals.

Mitsuhama Computer Technologies
Headquarters: Kyoto, Japan
As its name suggests,
Japanacorp  Mitsuhama
Computer Technologies
(MCT)is primarilyknown

as a computer company

MTSUHLAA CCRPUTER TEC OO0

that’s also involved in robotics and heavy industry—but it’s
less well known that they’re one of the biggest manufacturers
of magical goods around (after Aztechnology). They’re also
rumored to be in bed with the Yakuza, though the jury’s still
out on who’s pulling the strings in that relationship. In any
case, they’ve established quite a presence in CalFree over the
last few years, taking a lead role in the control of San Francisco
following the fall of rogue General Saito.

Shadowrunners have a love-hate view of working with
MCT—the corp pays very well for success, but their tolerance
for failure is only slightly less draconian than Saeder-Krupp’s
(and S-K at least has the excuse of an actual dragon running
the show). When running against them, success becomes
even more important, because their “zero-zone” policy usu-
ally means unsuccessful runners don’t get out alive.
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NeoNET
Hcadquarters: Boston,
Massachusetts, UCAS

This corp’s primary mover
and shaker, Novatech, might just
as well be called “Phoenix” for its
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skill in rising from the ashes of po-
tential disasters. Born first of the
leavings when former megacorp Fuchi Electronics fell apart,
Novatech has caused quite its share of stirs over the past few
years—the most recent being that its spectacular IPO back
in 2064 was one of a series of catalysts that led to the second
Matrix Crash and the world’s subsequent descent into chaos.
Another was the fact that they came out of the Crash and the
IPO smelling like roses, joining up with communications gi-
ant Erika and cybertech powerhouse Transys Neuronet to es-
tablish the backbone for the new wireless Matrix and catch
most of their competitors flatfooted.

With the influx of money brought on by the IPO and
the merger, the new megacorp has diversified its interests into
just about every industry, including Matrix infrastructure, cy-
berware, electronics, software, biotech, acrospace, small arms,
and many others. They’re definitely one to watch.

Renraku Computer Systems
Headquarters: Chiba, Japan
Renraku, already reeling from
the Seattle Arcology debacle, didn’t
fare too well following the Crash—

due to the machinations of former
Renraku America division manager
Sherman Huang (now rotting in
some Renraku jail cell, assuming he’s still alive at all), the corp
lost a big chunk of money and, much more importantly, the
opportunity to get the jump on the emerging augmented-re-
ality market. In the world of megacorps, second best is the
first loser, and Renraku didn’t even make second best.

That’s not to say that the Big R is hurting that bad,
though—as their name implies (it means “communication” in
Japanese) they’re still the world’s largest data repository and
own a substantial piece of Asia’s telecom grids, so they’re not
without their bargaining chips. After all, when nobody knows
what kind of useful or potentially incriminating information
you've got squirreled away in your databanks, it’s going to take
some strong motivation to risk messing with you. That’s what
Renraku is counting on as it rebuilds and reinvents itself.

Saeder-Krupp Heavy Industries
Hcadquarters: Essen, Germany
Saeder-Krupp Heavy Industries
can be summed up in one word:
Lofwyr. The great dragon owns
nearly 100% of this German-based
megacorp, and he rules it with the
kind of attention to detail that
only one of his kind can maintain.
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It’s not impossible to put one over on Lofwyr, but it’s very dif-
ficult—and usually fatal. The wyrm doesn’t suffer fools gladly,
and shadowrunners who go against him (or fail in one of his
jobs) might just find themselves on his list—which also hap-
pens to be his lunch menu.

Primarily involved in heavy industry, S-K is also strong
in chemicals, finance, and acrospace with a presence in many
other areas. Secure in its position as the largest corporation in
the world, it wields extensive power and influence.

Shiawase Corporation
Headquarters: Osaka, Japan

The oldest of the megas, Shiawase
holds the claim to fame of being be-
hind the court case that ultimately
led to the extraterritoriality that all

megacorps know and love today. A
classic Japanese zaibatsu, Shiawase

Shiawase

time contracts and even marrying within the corp. Families,

is run in a traditional “family” style,
with most employees signing life-

however, tend to squabble—and a big squabble between the
corp’s various (and interrelated) warring factions back dur-
ing the Crash resulted in a huge shakeup, redistributing vast
swaths of stock and rewriting the top levels of Shiawase’s org
chart in one fell swoop.

As for what they do, the question is more, “What don’t
they do?” Either directly or through subsidiaries, Shiawase
has its hands in nuclear power, environmental engineering,
biotech, heavy industry, technical service, minerals, military
goods, and a whole lot more.

Wuxing, Incorporated
Headquarters: Hong Kong Free
Enterprise Enclave

The only Chinese player on
the megacorp scene, Wuxing owes
its ascension to the rarefied ranks
of the Big Ten to the late great
(dragon, that is) Dunkelzahn, who
bequeathed a big pile of nuyen to

WUXING

of wiz magical goodies for Wuxing’s CEO Wu Lung-Wei and
his wife Sharon. Wu parlayed this windfall into a position of
new power for his corp, allowing Wuxing to muscle its way
onto the Corporate Court and into AAA status. Following
the Crash, Wuxing has swallowed up sizable pieces of the

the company—along with a couple

Pacific Prosperity Group (including the plum-prize Malaysian
Independent Bank) which has increased its clout significantly.

Traditionally focused on finance and shipping concerns,
Whuxing has drastically-expanded its magical-services and
magical-goods projects, making a name for itself as the new
“mystic” megacorp. Thanks to its post-Crash buyouts—fu-
eled by profits from the Orichalcum Rush during the Year
of the Comet—Wuxing has also expanded heavily into other
markets, including agriculture, engineering, consumer goods,
and chemicals.
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STRANGE BEDFELLOWS

Keeping track of the megacorps and their shifting relation-
ships with each other usually requires a scorecard—especially
since they can and do change with the winds. Economic con-
ditions, market movements, rises and falls of key players’ for-
tunes, even the whims of a particular executive or board mem-
ber—these are the things that lead to collusion and betrayal.

Because the corps usually don’t overtly admit to these
mercurial alliances and spats, this is one of the largest areas
where shadowrunners can provide the grease that keeps the
big machines running smoothly.

Most shadowrunners interact with the megacorporations
with a sort of uneasy symbiosis—they hate the monolithic en-
tities and everything they stand for, but on the other hand,
they know theyd be out of a job if the corps didn’t exist. In
order to reconcile these two views, most ‘runners are masters
of compartmentalization, justifying the dirty work they do
at the corps’ behest by rationalizing that the cred’s good and
there aren’t that many legal ways to pay the rent and keep the
cat fed when you're SINless.

On the other side of this symbiotic relationship from hell
are the megacorps themselves—huge, faceless, accountable to
no one but themselves (and the Corporate Court)—but still
constrained against running roughshod over the competition
overtly by agreements with other corps and by fear of retribu-
tion. After all, if Aztechnology can just waltz in and blow up
Mitsuhama’s research lab, what’s to stop MCT from turning

around and torching the Azzies’ secret testing facility? That’s
where shadowrunners come in: deniable assets that the megas
push around like chess pieces in a deadly game. A team gets
caught with their hands on a rival’s hot new prototype? Hey,
we don’t know about any runners! Sure, go ahead and cack
them—why should we care? All the corps do it, all the corps
know about it, and nobody will ever mention a word about
it in the light. There’s a reason they call it shadowrunning, af-
ter all. While both sides are loath to admit it, the fact is that
shadowrunners and megacorporations are inextricably bound
to each other.

LIVIN’ LARGE

Entertainment is big business in the Seventies, running
the gamut from the sanitized and corp-approved to the down-
right deviant. No matter what floats your boat, it’s guaranteed
that somebody’s out there to provide it—and probably to try
selling you something in the process. Here’s a quick survey
of the smorgasbord of entertainment possibilities available in
any sprawl.

NIGHTLIFE

The world of 2070 rarely sleeps, and most of the interest-
ing stuff (at least from a shadowrunner’s point of view) hap-
pens after the sun goes down.

Mainstream nightclubs—with their synthahol specials,
DJs, and dance floors—are a dime a dozen. Some are more
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choosy than others, meaning you need to look good, dress
well, or sport your exclusive-membership RFID tagimplant to
gain entry. Even the less exclusive clubs might have areas that
the general public will never even know about, let alone hope
to get in—including private rooms perfect for secure biz.

Besides the standard clubs you can usually find a large
number of “niche-market” nightspots in most major sprawls.
Under their skins the mainstream clubs are all essentially
the same, but in the niche clubs you're more likely to find a
wider variation of themes catering to a narrower range of cus-
tomer—everything from the magically active to metahuman
groups to lovers of Japanese anime (especially since Japanese
culture shows no sign of giving up its hold on the world
anytime soon). Newcomers who show a genuine interest in
(and understanding of the social conventions of ) a particular
theme are welcomed; others might be looked on with suspi-
cion until their motives are determined. Some of these clubs
are private and don’t admit new members without sponsor-
ship by an existing member.

Finally, there are Matrix clubs. In the Matrix nobody
knows you're a dog—or a 12-year-old hacker, or a middle-
aged ork pretending to be a cute Japanese schoolgirl—and
nobody really cares, as long as you're cool. Matrix clubs ex-
ist only in cyberspace, and thus aren’t constrained by those
pesky real-world laws like physics and gravity. Naturally,
hackers think this makes them far more fun than your typi-
cal meat market. Wizzer still are the clubs-within-clubs that
can be reached only by that time-honored custom of hacking
your way in. If you're good enough to make it past the IC, you
might be amazed at what you'll see. After all, you don’t think
they share the good stuff with anybody who can plug into an
off-the-shelf commlink, do you?

Sometimes people ignore the clubs entirely, arranging
meets on the fly, flash-mob style, or setting up their own ven-
ues by staging “break-in parties” inside closed businesses or
street raves in abandoned urban areas.

MUSIC

Music is everywhere: in your house, your car, the places
you shop, the ad kiosks you pass—even inside your head,
thanks to your subdermal implants. Whether it’s the squeaky-
clean, corp-sponsored Top 40 “hits” or any of a dizzying num-
ber of genres from goblin rock to elven acoustic to synthrash
to neo-classical to everything in between, music is an integral
part of 2070s life. In many places it seems like everybody’s lis-
tening to music—and if you get bored with your own sounds,
you can always pick up something new by tuning in your com-
mlink to whatever the people around you are broadcasting.

These days, music-makers enjoy many more options than
their grandparents back at the turn of the century did. The
old-style acoustic instruments still exist, of course, along with
their old-school electric counterparts, but in the *70s they are
joined by some wiz goodies that Grandpa could only dream
about. Without a doubt the most important of these is the
synthlink, which permitted musicians to plug directly into
their instruments and create the music they heard in their
heads. The synthlink was a breakthrough because it removed

—

o L0 4

one of the last barriers to musical composition, opening up
the creative floodgates for many talented musicians who
lacked the formal training or the knowledge to produce
songs the old-fashioned way. These days, most music (except
for genres that emphasize their “natural” sound) is produced
using synthlink-enhanced instruments, and with few excep-
tions, musical idols come and go with the fleeting vagaries of

the public’s hunger for the “next big thing.”

SPORTS

Sports are big business in the *70s, every bit as much
about making piles of cred for their corporate sponsors as
they are about the thrill of victory and the agony of defeat.
Equal parts contest of athletic prowess and media extrava-
ganza, 2070s sports can be summed up in one word—intense.
With the kind of nuyen that rides on the outcome of every
contest in major sports, the field is wide open for every kind
of edge that team, player, or technology can employ.

That’s not to say that enhancements like cyber implants
and magical augmentation are universally accepted. Take tech-
nological upgrades, for example: debate rages stronger than
ever these days on the subject of cyberware, drugs, nanotech,
and genetic manipulation. Some leagues ban them, some have
split to accommodate them, others have begun reluctantly to
accept them in limited forms, and a few have embraced them.
Many top athletes don’t want to touch them anyway, since
there’s always the chance they’ll fail at the wrong time and
put the athlete out of action; it’s the up-and-comers and the
over-the-hillers who most often look for the quick fix, but this
is changing as attitudes change.

Magic, on the other hand, is frowned on pretty much
everywhere. Even though lots of big-league sports boast ad-
epts on their teams, spellcasting is a major no-no in almost
every sport except urban brawl (a game that’s part war, part
football, part large-scale urban renewal), and leagues often
employ trained magicians and spirits as referees to make sure
everything stays firmly in the realm of the mundane.

One controversy that still surrounds major sports is the
participation of metahumans. Some sports, like football and
urban brawl, don’t care and allow everyone to participate;
others, like some baseball and soccer leagues, are humans-
only clubs. Efforts continue to get these bans removed.

In addition to the classic major sports that have been
around forever (auto racing, hockey, baseball, basketball, soc-
cer, football, boxing, and so forth), more modern sports have
fan followings every bit as large: urban brawl; combat biking
(soap opera mayhem on motorcycles); court ball (ancient Aztec
game akin to basketball, but with the loser’s captain sacrificed
at the game’s end); and stickball (a Native American sport
that’s popular because it’s one of the few that allows magic).

SIMSENSE

Why just watch a show when you can be part of the ac-
tion? Why only get what your eyes and ears are telling you,
when you can have the full spectrum of sensations and even
feel the same emotions the characters are feeling? Simsense
lets you do that.
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The technology’s mature these days, having been around
since the middle part of the century, but as progress marches
on, simsense just keeps getting better. How it works is easy—
you experience it through a sim module (either implanted or
part of your commlink), a standalone simsense player called a
simdeck, or even electrically-sensitive nanopaste that you can
apply directly to your body. Depending on the type of rig you
have (and what kind of sim you're slotting), you can step into
the main character’s shoes and get the same sensory data she’s
getting, piped directly into your very own brain. Used to be
that the lower quality sims only gave you the sensory side, but
these days they all give you the whole shebang complete with
emotional response.

As you might guess, the best simsense performers aren’t
necessarily the best actors, but rather the people who can ex-
perience the widest and most intense range of emotions. All
the A-list sim stars have implanted simrigs, which are required
to record the full experience. They have to keep themselves
in top shape physically, mentally, and emotionally—after all,
whod pay to assume the personality of a flabby headcase?
(Okay, some people would—but that’s for the niche studios,
not the majors).

Simsense comes in all varieties: action, romance, com-
edy, sports, children’s, documentaries, educational, and so on.
Pornography is huge, as you might imagine—as, unfortunate-
ly, are a wide variety of illegal sims that remove the safeguards
designed to keep emotional and sensual responses to manage-
able levels. Of course, there’s also the seedier stuff—but that’s
a subject for a little later in this file.

TRIDEO, RADIO, AND CINEMA

Simsense is great, but most of the time you don’t want
to experience your news or your idle channel-surfing in full-
spectrum sensory glory. For this more casual form of viewing,
there’s trideo—3DTV. The name its mom calls it when she’s
angry is “digital high-definition three-dimensional holovi-
sion,” but most people just call it “trid.” Modern trids are hy-
per-real—it’s something of an experience to project a dinosaur
action-sim, war movie, or sexy thriller right into your living
room. Though a huge variety of trid shows are broadcast via
Matrix or satellite to suit your fancy, including pay-per-view,
you can also program your own preferences and schedules and
create your own personalized media feeds, from your favor-
ite trids to the keyword-tagged news items—uncluttered by
commercials, news, or other shows you don’t care about.

If you prefer the big-screen experience, you can also head
down to the nearest multiplex to watch the latest trid block-
buster with all your friends. Trideo cinema isn’t as popular as
simsense, but it does have its plus sides—after all, if you're the
square-jawed hero in the latest bad action-adventure sim, you
can’t exactly take a break from the fight and start throwing
popcorn at the bad guys, can you?

Radio isstill alive and well in the 2070s. Most of it is corp-
sponsored these days, but if you look around a little bit you
can still find a few independent stations holding on to their
small market niches and trying to fly under the corps’ radar.
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Like trideo, radio comes in free and pay varieties, broadcast by
local transmitter, satellite, or Matrix. Most forms come with
their own AR “sense-spam” to supplement the audio portion
of the broadcast.

Finally, this section wouldn’t be complete without men-
tioning the pirates. Pirate trid and radio shows, broadcast us-
ing illegal mobile (and often highly sophisticated) tech, are
a staple in most larger sprawls. Their content ranges from
the near-professional (underground news organizations
broadcasting the news the corps don’t want you to hear) to
embarrassing (the rantings of bigots, fringers, and tinfoil-hat
types with too much nuyen), but the fact remains that these
dissenting voices—for however long they last before they’re
caught and replaced with new ones—are a valuable part of the
broadcast landscape. So too are the myriad of small broadcast-
ers—after all, in 2070, anybody with a commlink can send
out whatever content they want, albeit for a very short dis-
tance. Anywhere people gather in any numbers, the airwaves
are clogged with live linkcasts of every media imaginable.

ADVERTISING

Advertising is literally all over the place. Unless you live
onadesert island (and it had better not be a corporate-owned
desert island, or all bets are off), you're bombarded by ad-
vertising from the moment you wake up to your alarm-clock
radio to the moment you go to sleep with the hymns of trid
commercials dancing in your head.

Ads come in all forms, from simple billboards and print
spots to animated graphics, holographic images, catchy jingles,
commlink-propagated word-of-mouth campaigns, targeted
odors, and even subliminal cues and viral ads that replicate
themselves to reach more markets. They show up on almost
every surface that’ll hold still long enough to slap an ad on it,
and some guerrilla marketing organizations even specialize in
altering other companies’ ads to fit their own message—the
Madison Avenue version of ganger graffiti wars. Memes (self-
propagating units of culture) are prevalent, with Horizon be-
ing the acknowledged master of inserting these insidious bits
of information into the public consciousness.

These days, targeted marketing has been raised to an art
form. Because information about your every transaction is re-
corded, plugged into a relational database, data-mined within
a millimeter of its life, and then shared with countless “affili-
ates,” advertisers quite possibly know more about your buying
preferences than you do. Using RFID tags and the informa-
tion broadcast by your commlink, they can tailor ads to your
preferences on the fly and beam them to your PAN from all
angles every time you walk into a store. Sure, this can get an-
noying (and usually does), but isn’t all the spam worth it for
that one time when the clothing store points you at #he per-
fect jacket you've been seeking for weeks—in your exact size,
color preference, and price range?

FASHION

’70s fashion isn’t just about clothing—its about your

whole body and all the wiz things you can do to adorn it.




Sure, clothes are one aspect: styles change radically from year

to year, from the “natural look” of the early *60s to the tribal

chic of a few years later to the current trends in techno-in-
spired “wearable computing” couture, and getting caught in
yesterday’s threads can be the kiss of death for fashion-con-

scious club hoppers. But that’s not where it ends. For the 2070

fashionista, “the look” involves expressing yourself using that

most intimate of canvases: the body itself. Other fashion
trends include:

e Body mods: Piercings and tattoos are practically required
(the more exotic the better—animated nanotats are hotter
than ever), while more extreme alterations like scarification,
skin weaving, whiskers, and implanted gems and metals are
gaining steady popularity. Full-body dye jobs, hot in the
previous decade, have dropped some in popularity, though a
new subtrend based on using slow-changing bioreactive inks
is developing a small but dedicated following.

e Hairstyles: You name it, somebody’s done it. Hair in non-
natural colors is so common that people don’t even look
twice at it anymore, while alternative fiber implants, elec-
trically-sensitive filaments that can change color with a
thought, and head shaving (all the better to display your tat-
toos, implants, and scars) are all popular.

e Advertising: It had to happen at some point—more and
more people these days are renting out their bodies as walk-
ing billboards for whichever product will give them the best
deal. It’s not at all uncommon to see ads tattooed (often in
full animation) on people’s foreheads, chests or backs, and
in the days of the ubiquitous RFID tag, most mod providers
will knock a bit off the price if you'll let them implant a tag
advertising their wares along with your new look.

Of course, for the large percentage of the population who
don’t care whether they’re “fashion-forward” and just want
to be comfortable, the old standbys—jeans, athletic shoes,
leather and synthleather jackets, sports-themed gear and so
forth—are still as popular as ever.

If you really don’t care (or you just want to blend in and
keep your nice clothes from getting messy, gory, or otherwise
trashed), there are always “flats”—buy them from a vending
machine, wear them a few times, and recycle them for a new
pair. Convenient, yes; fashionable—no way! On the other
hand, flats mean never having to worry about getting out
those troublesome bloodstains.

SEX

The sex trade is alive and well—if you know where to
look, you can find a like-minded group of adventurers will-
ing to share your deepest desire with you, usually for a price.
Law enforcement has all but given up trying to keep control
over the more vanilla end of the sex industry: strip joints and
brothels (catering to all sexual preferences and metatypes and
ranging from skanky street hovels to five-star luxury pleasure
palaces) are common in every town of any significant size.
Specialty sex clubs, usually private and invitation-only, serve
the needs of all manner of sexual proclivities and desires:
gay, transgendered, fetish, bondage & discipline, exhibition-

COMMON STREET SLANG IN 2070

arc - n. arcology.

beetle - n. Better Than Life (BTL) chip/download.

blank - n. a SINless person. v. to kill someone.

chiphead - n. someone hooked on Better Than
Life (BTL) chips/downloads.

chromed - adj. cybered.

corpse (also wageslave, zombie) - n. corporate
employee/citizen.

dandelion eater (also keeb) - n. vulg. derogatory
term for elf.

gaijin - n. Japanese. foreigner, anyone not local or
out of their element.

gillette - n. vulg. female street samurai or
razorgirl.

glitched - adj. messed up, crazy, drunk.

grep (also grok) - v. understand.

halfer (also stuntie, squat) - n. derogatory term
for dwarf

hermit - n. a commlink user who always operates
in hidden mode.

hez - n. Or'zet. courage, sexual prowess.

hoi - a greeting.

ice - n. security software. Intrusion
Countermeasures, or IC.

jacked in - adj. online, wired, having sex.

joyboy/joygirl/joytoy - n. prostitute.

kick artist (also cleaner) - n. assassin.

link (also comm) - n. commlink.

meshed - adj. online, netwaorked.

Mr. Johnson - n. name often adopted by a person
who hires shadowrunners.

mundane - n. or adj. non-magical; a non-magical
person.

omae - n. Japanese. friend.

paydata - n. a datafile worth money on the black
market.

rad - n. political activist, agitator.

rip - v. download, copy

scan - v. look at, check out, read

skraa - Or'zet. Hello.

slitch - n. derogatory term for a woman.

slot - v. mild curse word. #. guy (“the poor slot
got cacked.”). adj. have sex.

slot and run - hurry up, move quickly.

smoothie - n. derogatory term for non-ork or
non-troll

so ka - Japanese. | get it, | understand.

spider - n. security rigger.

trog - n. vulg. derogatory term for troll.

vatjob - n. a person with extensive cyberware
replacement; reference is to a portion of the
process during which the patient must be sub-
merged in nutrient fluid.

white hat - n. security hacker.

wiz - adj. cool.

wizworm - 1. dragon.
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ism, and countless others. A quick look in the local directory
should find you most of what you're looking for, though some
of the more extreme clubs advertise by word of mouth only
and you'll need to know somebody to get in.

If you're not quite ready for an “in-the-meat” relation-
ship, there’s plenty of fun to be had in the virtual world.
Cybersex in the Matrix is extremely popular, especially with
those whose chances of the real thing are limited by appear-
ance, personality, or cred balance. There’s also a thriving por-
nography industry, ranging from simple trideo broadcasts to
full-sensory simsense experiences that rival (and for some,
surpass) the real thing. Whod settle for the boy or girl next
door when they could have the latest novahot porn star as
their own personal pleasure guide?

For the magically active guy or gal looking for fun, there’s
always their own private club: the astral plane. Free of their
meat bodies in a way that even hackers can’t match, magicians
can enjoy a staggering array of pleasures by hooking up with
one or more fellow astral travelers—whether from the next
apartment or the next continent. There are even rumors of
good times to be experienced with willing spirits ...

THE DARK SIDE

Turn any form of entertainment over and you'll expose
the cockroaches crawling around on its underbelly. The dark
side of the entertainment industry is something not many
people like to talk about, but everyone except the most hope-

lessly naive know that it’s out there—and that you can find
literally anything if you look hard enough.

This is the stuff the vice cops spend most of their time
trying to stamp out, but its purveyors are smart and mobile
and frighteningly well organized—and there’s no shortage of
customers. Do you like simsense? BTL (“Better Than Life”)
chips promise a sensory experience like no other, without
those annoying governors to make sure you don’t fry out your
mind and end up droolingon astreet corner somewhere. Crave
something even more intense? Try a “snuff ” BTL, where you
can experience the moment of (usually violent) death from
the comfort of your own home—if it doesn’t flatline you in
the process. Just try not to think too hard about the poor slot
who “volunteered” so your “entertainment experience” could
be recorded.

Maybe you like your pleasures a little more in-your-face. If
that’s your thing, most sprawls boast several private clubs where
you can fight for cred against all kinds of opponents—other
metahumans, critters (vanilla and Awakened), drones, you
name it. Some go to first blood, but for those real adrenaline
junkies out there, gladiator combat clubs featuring fights to the
death are always looking for new meat. If you'd prefer not to
fight, you can always make some cred by placing bets on the ac-
tion. Just don’t try to stiff the house, since the organized crime
syndicates that run these houses have 70 senses of humor.

Are you a lover, not a fighter? Even in the sexually open
society of 2070, there are still plenty of forbidden pleasures
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out there. You like little kids, furry animals, or nonconsensual
sex? Guaranteed, there’s a scumb—uh, that is, an entertain-
ment provider—who can hook you up for a price. Want to
share a night with Nadja Daviar or Winona Flying Horse?
The real thing might be tough, but you won’t know the dif-
ference at your local bunraku parlor, where “meat puppets”
are surgically altered and equipped with personafix chips un-
til they’re better than real—at least for their customers’ pur-
poses. And why stop there? Bunraku puppets are just rented
for the night—slaves are forever.

CRIMINAL ELEMENTS
(OTHER THAN YOU)

Shadowrunners are certainly criminals, but that doesn’
mean that they’ve got the mean streets to themselves. Let’s
take a look at some of the other two-legged predators who
share the sprawl with you.

ORGANIZED CRIME

Wherever there’s illegal money to be made, you can guar-
antee that the organized-crime syndicates are on the scene
and doing their best to take control of as much of the pie as
they can muscle into. The syndicates that shadowrunners are
likely to come in contact with include:

o Mafia: Everybody’s heard of the Mafia—you know, that
collection of Italian guys in pinstriped suits and pinky
rings? Actually, the Mafia’s come a long way in the last cou-
ple hundred years, and their influence is still strong all over
North America and Europe. Organized into “families” and
operating in every major UCAS city, the Mob is involved
in just about every lucrative type of crime out there includ-
ing shipping and smuggling, extortion, loansharking, hi-
jacking, and gambling.

e Yakuza: An old and honorable Japanese criminal organi-
zation, the Yakuza demands unswerving loyalty from its
members and punishes transgressions harshly. Its mem-
bers—almost always male, Japanese, and human—are usu-
ally identified by their extensive tattoos and sometimes by
missing pinky fingers (one of the more minor ways they pay
for failures). The Yak’s major areas of influence are prostitu-
tion, gambling, sokaiya (shaking down companies for credit
and influence), drugs, and chips.

o Triads: The Chinese Triads don’t get a lot of press when
compared with the Mafia and the Yaks, but that doesn’t
mean they aren’t a powerful force in their own right. Each
Triad is its own organization, with none of the central
control of the Mob and Yak groups. They take a far more
enlightened stance toward women and metahumans, num-
bering many of both (as well as non-Chinese) among their
ranks, and also featuring a number of adepts and magicians.
Crime-wise, they specialize in extortion, protection, smug-
gling, gambling, illegal drugs, and BTLs.

o Vory: The Vory v Zakone, or “thieves who follow the code,”
originated at the time of the Russian Revolution in 1917,
but since then they’ve undergone many changes. Exported
around the world by Russian expatriates, the Vory are orga-
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nized into factions run by a single powerful leader (much
like the Mafia). Though involved in smuggling and black
market operations, the Vory’s most profitable enterprise is
black-market information, or “data brokering.”

o Ghost Cartels: Though the traditional Central and South
American narco-cartels suffered setbacks with the develop-
ment of BTLs, thanks to biotechnology they have increased
their crop sizes and profit margins and are getting back in
the game with an assortment of traditional drugs and nar-
cotics. Their biggest coup of late has been the development
of bioengineered Awakened drugs—though they lack the
full magical kick, they still carry enough mojo to take your
mind on a ride—catered to exclusive clientele.

These are the big players, but the smaller ones deserve a
brief mention as well. Ethnic-based organizations abound—
the Pueblo Koshari, the Turkish or Kabul Maffiya, the
Arabic Al-Akhirah, the Korean Seoulpa Rings/Jo-pok, the
Scandinavian Vikings, and so on. There are also all sorts of
specialty outfits, ranging from pirate crews and smuggler net-
works to assassin groups such as Chimera and the Smokers’
Club, and also including the untold number of hacker groups
who specialize in Matrix crime.

GANGS

Below the organized-crime syndicates on the criminal
ladder are the gangs. Every sprawl has them, and they range
in size from small groups that get together for self-protection
or mayhem all the way up to well organized, multi-city gangs
that nearly rival some of the smaller crime syndicates.

Gangs come in many varieties: the most common are gar-
den-variety sprawl gangs that control territory and run crimi-
nal enterprises like protection, smuggling, or extortion, but
most sprawls are also home to mobile “go-gangs” that prowl
the highways looking for fun, profit, and victims. Rarer but no
less dangerous are “wiz-gangs” made up of young spellslingers
who seek their kicks on both the material and astral planes,
and Matrix gangs that roam cyberspace terrorizing other users
and hacking systems.

Some of the larger and more well known gangs with op-
erations throughout UCAS major cities include the Ancients,
the Cutters, and the Spikes, but old gangs die and new ones
pop up every day. Wise shadowrunners know that staying on
the right side of the right gangs can pay dividends when they

need gear or the run starts going to hell.

ORGANLEGGERS

Getting involved with other criminal enterprises might
end up costing you an arm and a leg, but rarely do they mean
this literally. With organleggers, all bets are off—and you
might end up losing a lot more than a limb or two.

Organleggers are the bogeyman nobody likes to talk
about—even “legitimate” criminals like the Mafia and the
Yak are leery of getting into the business (though this doesn’t
necessarily mean they aren’t trying). In a society where some-
body with a damaged or diseased body part can just head to
the hospital or clinic to get it replaced, those body parts have
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to come from somewhere. Sure, they can be cloned, but that
takes time, and often that’s something the recipients don’t
have. Enter Tamanous, the big name in organlegging. These
charming individuals specialize in getting the right part
for the right person—and they don’t care too much about
whether the part’s present owner is still using it at the time.
They’ve even been known to hack hospital records to find
people whose parts match their clients” specifications, and
you'd be surprised to find out how many crooked doctors are
on their payroll.

As you might guess, Tamanous is a great place for the
up-and-coming ghoul (who not only gets paid to do what
he’d do anyway, he also gets to keep the scraps), but there
are plenty of non-ghouls in the bodysnatching business as
well. The organization is secretive, well organized, and, since
organlegging is all they do, they’re very good at their jobs.
Shadowrunners beware.

HE AIN’T HEAVY ...

Most people can’t quite believe that there used to be a
time when their ancestors discriminated against each other
based on inconsequential differences like the color of their
skin or which type of consenting adult(s) they liked to have
sex with. These days, you're much more likely to encounter
prejudice based on your horns or your pointed ears than be-
cause you're pink and the other guy is brown. Here’s a look at
race relations in the Seventies.

THE WAYIT IS

For the majority of people, race—or more accurately,
metatype—doesn’t figure too much into their view of the
world. After all, it’s been close to fifty years since UGE oc-
curred and people started changing into orks and trolls, and
almost sixty since elves and dwarfs arrived on the scene. The
average citizen sees other metatypes every day: we work with
them, run into them at the Stuffer Shack, and party with them
at bars and clubs. Our kids attend school with them every day.
For the most part, the five basic metatypes have gotten used
to being around each other and problems are far less prevalent
than they used to be. That’s not to say that many people don’t
still prefer the company of their own kind (witness meta-heavy
nations like Tir Tairngire or the Black Forest Troll Kingdom
for extreme examples), but this is based as much on shared
experience as it is on any overt racism.

Still, it would be naive to say that racism doesn’t exist. If
you don’t believe it, try being a troll and applying for a job as
a corporate management trainee. Many workplaces still dis-
criminate (particularly against orks and trolls) and other busi-
ness establishments maintain subtle or not-so-subtle biases for
or against particular metatypes. It doesn’t just benefit humans,
either—a human or elf walking alone into the Big Rhino (a no-
torious ork restaurant in Seattle) will find this out in a hurry.

Often it’s the truly unusual who are singled out for dis-
crimination: for example, even nearly ten years after the re-
turn of Halley’s Comet brought SURGE and a new wave of
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changes, the so-called “changelings” still have a hard time
finding acceptance within mainstream society, while the less
common regional metavariants (such as menchunes, fomori,
and night ones) encounter more prejudice than their more
generic “vanilla” varieties.

PRO-META ACTIVIST GROUPS

In the face of such discrimination, it’s only natural that
metahumans would band together and form organizations to
try to gain advantages for their group—whether they be po-
litical power, more resources or jobs, or simply the chance for
their voices to be heard in government policymaking. Some
of these organizations, like the Mothers of Metahumans
(MOM), number all metatypes (even humans) among their
membership, and their efforts aim to benefit everyone’s needs
regardless of type. Others, like the Ork Rights Committee
(ORC), the Ghoul Liberation League and the dwarven
Stonecutters’ Guild, focus their efforts more tightly and seek
to advance the cause of their own particular people. In any
case, these organizations employ many tactics to get their
points across: for example, ORC and MOM focus more on
street-level grassroots activism (along with a healthy dose of
civil disobedience) in addition to political lobbying, while the
Stonecutters use their greater economic clout to advance the
agendas of dwarfs. Regardless of the methods they use, there’s
no arguing that the meta-rights groups have made—and are
continuing to make—great strides toward leveling the playing
field for metahumans.

RACIST ORGANIZATIONS

Of course, in any society there are always people who
aren’t content to just live and let live—they’re convinced that
metatypes other than their own are somehow less than peo-
ple, that they’re stealing the jobs and benefits that rightfully
belong to their people, that they’re destroying the moral fiber
of society, and so forth. Some of these people have such big
problems with metatypes other than their own that they band
together with like-minded individuals and form their own or-
ganizations—sort of the dark side of the generally nonviolent
meta-activist coalitions.

Groups like the sheet-clad Humanis Policlub and the
pro-troll and —ork, anti-everybody-else Sons of Sauron range
in aim from glorified political action committees to terror-
ist organizations bent on nothing short of the destruction (or
at least the subjugation) of anybody who doesn’t share their
metatype. Sometimes, as is the case with Humanis, the same
organization can operate at both ends of the spectrum, pre-
senting itself as a benign pro-human social club while work-
ing behind the scenes for more nefarious purposes. The de-
pressing thing about these organizations is that while their
memberships aren’t as strong as they used to be, they’re still
quite adept at manipulating the emotions of the young, the
down-and-out, and the failures of society. Since none of these
types is in short supply, the racist policlubs are guaranteed a
steady stream of new members.
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Saint James sat at the airport terminal, watching the data /l’ou/. He knew that his mark had
already landed, cleared customs, and had yet to pick up his checked baggage. Less than 500 me-
ters away, both Bills and Turbo Bunny loitered, dressed as Sea-Tac Express employees. Bunny wasn't

wearing her normal long rainbow braids, and her short, messy blonde hair was covered with a Sea-Tac
Express cap. The nanotats on Bills’s shaved head were also covered.

At exactly 0458 hours, the timer in Saint James’s AR display ﬂas/ted red and he activated his ﬁrst
prece of code. A s[gtm/ went out to Sea-Tac Express wnit 032, triggering a warning /[g/:t that indicated
repair service was needed, and instructing the driver and assistant to leave the cm/E when they returned
to the bay. The two STE employees left the craft and walked away, happy to take an unscheduled break.
Nonchalantly, Bills and Turbo Buy walked over to the he/icraﬂ, speaking casually to each other as any
co-workers would. The vehicle's security system registered them as the previous two staff returning to their
post aﬂera break, and the cmﬂ started again, engine idling.

The security at Sea-Tac was too t[q/tt to br/’ﬂﬁ drones on site, so Abraxas waited inside the arport,
near the baggage claim, keeping an eye out ﬁr the mark. Two tense minutes passed as he paced back
and forth. In his rampled business suit he looked like just another stressed-out corp commuter.

“Mark spotted,” he subvocalized via subdermal microphone, when he ﬁﬂﬂ/{y noticed their target
approaching. “Coming down the escalator now ... looks tired. Oh, ﬂfck. He has an escort.”

“That wasn't in the plan,” Saint James transmitted back. “What's the scan?”

“Tall ‘guy, ork, Latino.” Abraxas responded. “Bodyguard for sure—he’s not carrying the guy's
bags or anything.”

Bills cust in: “Just one? Move on to plan two, no changes. Subdue aﬁ‘er entry, ASAR”

Abraxas watched the bqgs aivcle on the carousel, keepinﬂ tabs on the two men out of the corner of his
eye. The target grabbed his bag when it came around, nodded to the guard, and headed out towards the taxi
/om/inj area. The bw{fzguﬂm/ fo//ou/ed, ﬂ/ert{y scaning the crowd. Abraxas picked a random bqg ﬁom the
carousel and began to saunter in the same direction, ﬂrmb//'nj with his commlink as he walked. “They're at
the doors. IE5s go time.”

Saint James activated his second piece o/[ code, diverting the scheduled pick-up call order to Turbo
Bumy's taxi, She brﬂqqht the commuter craﬂ to /ll"é and eased it out into the f/ou/ of tmﬁzfa A minute later;
she landed at the target’s designated pick-up point.

The doors to STE-032 slid open, and a mwﬁ:rmed Bills called out the target’s name—and several oth-
ers. “Sorry, siv. We're having some techwical and scheduling issues, so we're going to have to take on some
other passengers ﬁ;r this trip. They're heading to the same destination, so there will be no delays /‘frr “you. "We
apologize for the inconvenience.”

The bodyguard squinted at this news, but the target— obviously eager to just get going—stepped into
the helicab. The bodyguard, Saint James, and Abraxas all ﬁ://ou/ed, stepping into the taxi and taking seats
like normal commuters. The doors closed, and Turbo Bunny took the cm/ff aivborne.

Samt James ran the third and ﬁna/ prece of code, and business as usual resumed at the Sea-Tac
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GAME COMCEPTS ...

For veterans of Shadowrun, Third Edition
(and the first and second editions!), here's the
lowdown on important mechanical concepts
that have changed:

* Dice pools no longer exist in their SR3 form.
They are now attribute + skill +/- modifiers.

* The target number for dice rolls is now al-
ways 5. Yes, all target numbers. Modifiers
add or subtract from dice poals, not the tar-
get number.

* Eachroll of 5 or 6is a “hit” rather than a
“success.” Success is determined by the
number of hits scored.

* The Rule of One is triggered more frequent-
ly, and may be triggered even when the roll
is successful. See Glitches, p. 55. We feel
your pain.

» The Rule of Six no longer applies, except
when you are using Edge. See p. 67.

» Open Tests no longer exist.

* A new type of test—Extended Tests—has
been added.

» The maximum for natural, unaugmented
Physical and Mental attribute ratings is now
6 (plus metatype modifiers).

« Intelligence is divided into two new attri-
butes: Intuition and Logic.

* Quickness is divided into two new attri-
butes: Agility and Reaction (Reaction is no
longer a derived attribute).

« Initiative is now a derived attribute
(Reaction + Intuition).

» Two new attributes have been added: Edge
(luck) and Resonance (for technomancers).

* Magic no longer starts at 6; it must be pur-
chased just like other attributes.

* Bioware and cyberware both reduce Essence,

but they are tracked separately and the
lesser value counts at half.

« Exclusive Actions no longer exist.

* You may now purchase skill groups—groups
of related skills with a cheaper bundled cost.

* All types of combat are now handled as
Opposed Tests.

+ Condition Monitors are no longer fixed at 10
boxes (see Condition Monitors, p. 65).

* Wound Levels are gone and Damage Codes
were changed to a single Damage Value (see
p.152) and an Armor Penetration modifier
(see p.152).

» Matrix attributes and ratings are radically
different (see The Wireless World, p. 205).

« Street Index, Legality, Concealability, and
Weight have been removed from gear sta-
tistics in favor of simplified systems.

This section covers the key concepts and terms used in
Shadowrun. Some are general roleplaying terms, and others are
unique to this game system. Whether you are an experienced
gamer or new to roleplaying, once you understand how these
rules operate in Shadowrun, the rest will fall easily into place.

Some of the explanations provided here also appear in
other appropriate sections in more detail. The first time a game
term appears in this section, it is set in bold type.

PLAYING SHADOWRUN

Shadowrun is a roleplaying game that provides all the
excitement of an adventure story in a collaborative format.
Roleplaying games require one or more players and a game-
master. The players control the main characters of the story,
the protagonists of a plot whose outcome is uncertain. The
gamemaster directs the action of the story and controls the op-
position, the props, the setting, and everything else the player
characters may encounter. The game is not a contest between
the good guys (the players) and the bad guys (the gamemaster),
however—they work together to build and experience tense
and dramatic adventures and encounters. The gamemaster may
control all the bad guys but he is actually in sympathy with the
heroes. Players and gamemasters must work together to build
and experience an intense and interesting adventure.

Asa player in the game of Shadowrun, you control a player
character (PC)—a shadowrunner. All of the character’s statis-
ticsand information are noted on your Character Record Sheet.
This is where you record your character’s abilities, possessions,
physical appearance, and other facts. Over time, you will likely
expand your Character Record Sheet to include a detailed his-
tory of your character and her adventures in the 2070s.

During the course of the game, the gamemaster (GM)
will describe events or situations to you. Using your Character
Record Sheet as a guide, you decide what your character would
doinagiven situation. As you roleplay through some situations,
the gamemaster will probably ask you to roll some dice, and the
resulting numbers will represent your character’s attempted ac-
tion. The gamemaster uses the rules of the game to interpret
the dice rolls and the outcome of your character’s action. The
gamemaster also controls any other characters that the player
characters interact with.

THE ABSTRACT NATURE OF RULES

Shadowrun is a game and games have rules. That doesn’t
sound very odd; after all, you did plunk down your hard-
earned nuyen to purchase this book of rules in order to play
our game. But you also bought this book to become involved
in a fictional world. The world of Shadowrun, however, is
not the real world—no matter how closely it is based on it. It
only makes sense, then, for us to make rules that reflect that
fictional universe. In some cases this may mean certain game
mechanics are structured more for ease of play or game bal-
ance than to reflect how things actually work. Not only do
these rules sometimes reflect “creative license,” but often they
have to abstract things we take for granted in daily life. There

.70 are no “rules” for how well you play street basketball with
;" - your friends or how well you can write a web page. In this
-
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gameworld, however, we are expected to create rules that do
in fact show these differences—a daunting task. We have at-
tempted to take real world concepts and abstract them down
into game mechanics as much as possible.

The mechanics for doing things in Shadowrun are actu-
ally abstract guidelines for all of an individual’s actions, in-
cluding combat, vehicle movement, and even how individuals
think and react. These rules are not meant to be a direct copy
of how things really work—they can’t be. We try to approxi-
mate conditions and situations in reality as much as possible,
but that can only go so far. That being said, we urge you to
appreciate the rules in Shadowrun for what they are and not
stress out when they don’t simulate real life perfectly or fail to
take into account certain conditions or factors. If something
in these rules doesn’t quite fit or make sense to you, feel free
to change it. If you come up with a game mechanic that you
think works better—go for it!

Above all, the rules are here to facilitate telling good stories.
Don’t get bogged down in rules disputes when it’s important to
keep the plot moving, just fudge it and move on. Don’t allow
powergaming to run out of control, but don’t let an unexpected
death or glitch derail the plot either. If you know in advance that
a certain outcome would be more dramatic or amusing than what
you are likely to roll, then don’t bother to roll. When the rules get
in the way of the story, ignore the rules and tell the story.

DICE

Shadowrun uses a number of six-sided dice to resolve
tests and other semi-random factors. A typical player may use
up to a dozen dice at any one time, so having plenty on hand
is a good idea.

MAKING TESTS

Shadowrun is filled with adventure, danger and risk, and
characters usually end up in the middle of it all. You determine
what your character does in a situation and how well she does
it by making a test—rolling dice and determining the outcome
by how well or poorly you rolled. There are many situations in
which the gamemaster will ask you to make a test to determine
how well you perform, be it bypassing an alarm system, shooting
an assassin, or persuadinga security guard that one’s presence in
the corporate facility is legitimate. The gamemaster should not
require a player to make a test when the action is something
that the character should be expected to do without difficulty.
For example, if a character is driving downtown to buy soymilk
and NERPS, no test is necessary. If she’s suddenly found herself
in a car chase, however—perhaps she ran a red light and a Lone
Star officer is in pursuit—then it’s time to break out the dice.

DICE POOLS

When a player makes a test, she rolls a number of dice
equal to her dice pool. The dice pool is the sum of the relevant
skill plus its linked attribute, plus or minus any modifiers that
may apply. When a gamemaster calls for a test, he will provide
the player with a description of the task at hand and which skill
(and linked attribute) is most appropriate for it. The gamemas-

ter and player then decide on the applicable modifiers—both
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positive and negative—to determine the final dice pool. The
player then rolls a number of dice equal to the dice pool.

Netcat is trying to bypass the maglock on a secu-
rity door. 1o break open the maglock and mess with its
interior, she needs to use her Hardware skill of 3 and its
linked attribute Logic, which she has at S. The game-
master determines that she has a +2 dice pool modifier
to the test. That means Netcat’s dice pool for hacking the
maglock is 10 dice (3 + 5 + 2).

Attribute-Only Tests

For some tests, the gamemaster may decide that no skill is
appropriate and instead picks two separate attributes that are
relevant to the test (see Using Attributes, p. 130).

Netcat fails to bypass the maglock, so her pal Fei
tries to force the door open with brute strength. This
calls for an attribute-only test, so Fei rolls Strength 3
+ Body 3 (for a dice pool of 6 dice) to shoulder through
the door.

Defaulting

If the character lacks the appropriate skill for the test, she
can still attempt the action, but will find it harder to succeed
than someone else who has the skill. Improvising in this man-
ner is called defaulting. In some cases, however, a task may be
too difficult for someone who lacks the proper skill to attempt
(such as brain surgery, for example). In this case, the character
simply fails. For more on defaulting, see p. 110.

Characters who default use only the linked attribute in their
dice pool. Additionally, they suffer a -1 dice pool modifier.

Now Fei is trying to follow a Triad soldier who she
thinks may lead her back to his boss. The Shadowing
skill is used to trail someone without being spotted, but
Fei does not have that skill. The gamemaster allows her
to default to Shadowing’s linked attribute of Intuition
instead. Fei has an Intuition of 3, so she rolls 2 dice
(Intuition 3 minus a defaulting modifier of ).

DICE POOL MODIFIERS

The Shadowrun rules often call for a plus or minus dice
modifier to a test. These modifiers can result from injuries and
situational factors that affect what the character is trying to do.
The modifier affects the number of dice used in the dice pool.
If more than one dice modifier applies, they are added together
and applied to the dice pool.

Note that threshold modifiers (see p. 56) do not affect
the dice pool. Unless otherwise stated, any modifier mentioned
is considered to be a dice pool modifier as noted above.

Fei is trying to see what is happening between two
orks on a busy street corner. The gamemaster calls for a
Perception Test modified by the fact that Fei is currently
talking with a street vendor (=2 for being distracted)
and that the street is busy (=2 for interfering sights and
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sounds). This is a total of —4 dice to the Perception Test.
Fei bas Perception 3 plus Intuition 3, so she rolls a dice

pool of 2 (6 - 4).

Long Shots

In some circumstances, modifiers may reduce a character’s
dice pool to 0 or below. In this case, the character automatically
fails the test unless she spends a point of Edge (see Edge, p. 67).
Spending a point of Edge this way is called making a Long Shot
Test. The character rolls only her Edge dice to make the test.

Going back to the previous example, let’s say that
the orks were a ways down the street and so the game-
master applies another -2 dice pool modifier to Fei's
Perception Test. This would reduce Fei’s dice pool to 0,
meaning that she automatically fails unless she spends
Edge for a Long Shot Test. Since her Edge is 3, this
would give her 3 dice to make the test with.

TARGET NUMBER AND HITS

Unlike other games, when you roll the dice in Shadowrun,
you do not add them together. Instead, you compare each in-
dividual die to the standard target number of 5. This target
number never changes. Each die that is equal to or greater than
5 is considered a hit. In other words, any die that rollsa 5 or 6 is
a hit. The more dice that score hits, the better the result. Players
should count the number of hits they score on each test and tell
the gamemaster.

Note that scoring one or more hits does not necessarily equal
success—it is possible to score hits but still fail a test (if you don’t
score enough); see the explanation of tests further on.

Manya makes an Infiltration + Agility Test to
hide from the Lone Star officer searching for her, roll-
ing a dice pool of 6 dice. She rolls a 1, 1, 2, 4, 5, and
S—both of those Ss counts as hits, so she has scored 2
hits on her test.

Buying Hits

If the gamemaster allows it, a character may trade in 4
dice from her dice pool in exchange for an automatic hit.
Gamemasters should only allow this when the character has an
exceptionally large dice pool (and is unlikely to fail) or when the
situation is non-threatening and non-stressful. If the character
might suffer bad consequences from failing the test, then the
gamemaster should require her to roll the test rather than buy-
ing hits. Buying hits is an all-or-nothing affair; you cannot spend
part of your pool to buy hits and then make a test with the rest.

Elijah is searching a room for a clue. He has a good
Perception skill and Intuition attribute, and with vari-
ous modifiers on his side (good lighting, knowing what
he’s looking for, etc), he has a dice pool of 12 dice. Since
Elijah has plenty of time to search and is not hurried,
the gamemaster allows him to simply buy 3 hits rather
than rolling 12 dice. That’s more than enough to locate
the chip buried under some papers on the desk.
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EYEBALLING MODIFIERS

Let’s face it: while modifiers help to add
realism to a game, they can also bog down
gameplay when you have to consult a big list
of possibilities and do a bunch of math. If you
seek a sleeker and more fluid style of play, try
one of the following options:

Adjust the Threshold: Rather than count-
ing modifiers, tell the player to make a stan-
dard test without modifiers and simply adjust
the threshold to account for how you think
modifiers would affect the difficulty. Note
that this only works for Success Tests and
Extended Tests.

Use the Most Severe Modifier: Instead of
accounting for every potential modifier that
could affect a test, quickly identify only what
the most severe modifying circumstance is,
and just apply that one. If it's a situation
where you feel a lot of additional modifiers
may apply, increase it by 1or 2 according to
your gut feeling. This should allow you to
seize upon a single modifier quickly rather
than accounting for all of the possible affect-
ing elements.

For example, let's say you want a character
to make a Perception + Intuition Test to no-
tice a clue left in a room. Rather than looking
up the Perception Test modifiers, the GM de-
cides that the biggest modifying factor is that
the room is dark, and applies a -3 modifier for
that alone. If a lot of other modifiers might
also apply (the character is wounded, the clue
is partially hidden under something else, the
character knows what he’s looking for, etc.),
the gamemaster can simply nudge the modi-
fier up to -4 or -5 depending on his “eyeball-
ing” of the situation, rather than looking all of
the modifiers up.

GLITCHES

If half or more of the dice pool rolled come up as 1s, then
a glitch results. A glitch is a mistake, error, fumble, or random
fluke that causes the action to go wrong in some way. It’s pos-
sible to both succeed in a task and get a glitch at the same time.
For example, a character who rolls a glitch when jumping over
something may knock the item over, or land on a nail she didn’t
see on the far side. The exact nature of the glitch is up to the
gamemaster, though we recommend you choose a negative ef-
fect that is dramatic or entertaining, but not disastrous. The
nature of the glitch can be tempered against the number of hits
achieved: 6 hits and a glitch would be a minor setback, while 1
hit and a glitch would be a severe annoyance.
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Note that characters may spend Edge to negate a glitch

] (see p. 67).

Pistons makes a Climbing Test to get over a chain
link fence. Rolling S dice, she gets 1, 1, 1, S, and 6.
While she succeeds with two hits, she also glitches since
she rolled three Is. The gamemaster rules that she
climbed over the fence, but slipped on the way down
and ripped open the bag she was carrying, spilling the

contents all over the ground.

Critical Glitches

If a character rolls a glitch and scores zero hits, then she
has made a critical glitch. Critical glitches are far worse than
regular glitcches—they may cause serious injury or even threat-
en the character’s life. The gamemaster decides the nature of
the glitch based on dramatic effect. Perhaps the character’s gun
misfired or she hit a comrade with friendly fire, or her spell
backfired at ground zero, or she accidentally set off the alarm.

Note that characters may spend Edge to downgrade a
critical glitch to a regular non-catastrophic glitch (see p. 67;
note that the character still fails).

If Pistons had not managed to get any hits in the
previous example, rolling no Ss or 6s, then things would
have been much worse. Not only would Pistons have
failed to climb the fence, but her gear would have gotten
entangled on the top, making her stuck at the top and
unable to get down without assistance— hopefully before
the security patrol arrives.

DIFFERENT TYPES OF TESTS

The basic information you've learned so far about tests
applies to every test you make in Shadowrun. There are, how-
ever, three types of tests that may be called for: SuccessTests,
Opposed Tests, and Extended Tests.

SUCCESS TESTS

A Success Test is the standard test to see if a character can
accomplish a given task, and how well. Use Success Tests when
the character is exercising a skill or ability for immediate effect
and is not directly opposed by another person or force.

To make a Success Test, the character rolls her dice pool
and counts the number of hits, as described above.

Thresholds

Hits represent a measure of achievement on a test. In or-
der to succeed completely on a Success Test, you must meet or
exceed a gamemaster-determined threshold with your hits.
The higher the threshold, the more difficult an action is. The
standard threshold is 1 (so only 1 hit is necessary to succeed),
though other tests may have a threshold as high as 4. The
Difficulty Table lists a range of difficulty levels along with a
standard threshold for each. In some cases, a threshold modi-
fier may apply to an action, raising or lowering the threshold
by the stated amount.

The more net hits a character scores (the more hits exceed
the threshold), the more the task was pulled off with finesse
and flair. So a character who rolls 4 hits on a threshold 2 test

has scored 2 net hits.

X - The gamemaster does not have to
BUYING HITS & (and should not) tell the player what
RUI:[E] OIE ?IX £ i i ‘ . the threshold for any test is before she
¢ Rule ol Six only ap- j ; _— | rolls, unless the character has good
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Jimmy No really needs IN 36-39 9 boat between two larger ships and

20 bluffhis way past a guard, ,é"\
&

s0 he adds Edge dice to his N ——mmm————— |

Con Test. He rolls his Con 2
+ Charisma 4 + Edge 4—a /\,\
dice pool of 10 dice. He gets
1,2,2,3 33 435, 6, and

6. That’s 3 hits, but since he Difficulty
used Edge, the Rule of 6 ap- Easy

plies and he gets to roll those Average
two 6s again. He gets a 3 Hard
and a 6 for another hit, and B
then rolls that 6 again and

gets a S, for a total of S hits. 2

T B [: l'l'ﬂ‘[]
=siibad i 1l (B

DIFFICULTY TABLE

BRI

1

then take a hard turn down a nar-
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than a normal Pilot Watercraft
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to 3. Leila has a Reaction of 4
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Notation

The standard notation for a Success Test in Shadowrun
uses the skill called for by the test plus the skill’s linked at-
tribute, followed by the number that indicates the thresh-
old in parentheses. For example, a Success Test utilizing the
Infiltration skill with a threshold of 3 would be written as:
“Infiltration + Agility (3) Test.”

If no threshold is listed, then the threshold for the test
is 1. So only 1 hit is necessary to succeed in an Infiltration +
Agility Test.

If an attribute-only Success Test is called for, use the at-
tribute in place of the skill: “Agility + Body (3) Test.”

OPPOSED TESTS

An Opposed Test occurs when two characters are in direct
conflict with one another. In this case, the chance of success
is not based so much on the situation as the opponent. When
making an Opposed Test, both characters roll their dice pools
and compare the number of hits they score. The character gen-
erating the greater number of hits achieves her goal.

In the event of a tie, the action is typically a stalemate, and
the characters have to choose between continuing with another
test or withdrawing. If the gamemaster needs or wants a result
on a tie, then rule in favor of the defending character.

Max is holding a door shut while a security guard
tries to push it open. This test has no appropriate skill, so

e L TR 1 4

the gamemaster calls for a Strength + Body Opposed Test.
Max rolls eight dice (STR 4+ BOD 4) and getsa 1, 2, 2,
4,5, 5, 6, 6—four hits! The guard rolls nine dice (STR 5
+BOD 4) andgets 1, 2,3, 3, 3, 4, S, 5, 6—only 3 hits!
Miraculously, Max barely holds the door shur while bis
team escapes.

Opposed Test Modifiers

Situational modifiers that affect both sides of an Opposed
Test in an equal fashion are applied to both dice pools.
Situational modifiers that give an advantage to one character
in an Opposed Test over another are only applied to the one
initiating the action, unless otherwise noted.

Note that thresholds are never applied to Opposed Tests.

Lyran is trying to talk her way past a local street
gang that wants to mug her, which is handled as an
Opposed Test. Everyone involved happens to be intoxi-
cated (they just left the same party), so both groups suf-
fer a 1 dice pool modifier. The gang is hostile to Lyran,
however, so she suffers a —3 modifier on her part of the
Opposed Test.

Opposed Test vs. a Group

Some situations may call for a character to act against an
entire group of opposing characters, such as a runner tring to
sneak past a group of guards. In this event, only roll once for
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the entire opposing group, using the highest dice pool available
to the group, but add +1 die for each additional person in the
group (maximum +5).

Lyran’s attempt to negotiate past the gang failed,
so she distracted them long enough to run down an alley
and is now attempting to hide in a dumpster. The gang
is trying to find her, so this is handled as an Opposed
Test between Lyrian's Infiltration skill and the gang’s
Perception. The gamemaster uses the highest Perception
+ Intuition dice pool among the gang (a score of 6),
plus they get an extra die for each member involved in
the search. Since all four members are searching, this
means they get +3 dice to their part of the test.

Opposed Test Notation

When an Opposed Test is called for in Shadowrun, write it
out using the skill + attribute called for on each side of the test:
“Athletics + Strength Opposed Test” Many Opposed Tests, how-
ever, call for two different skills to be used against each other. For
example, if a character is trying to sneak past a guard, the game-
master would call for an “Opposed Test between the character’s
Infiltration + Agility and the guard’s Perception + Intuition.”

If the Opposed Test is between attributes, use the attribute
in place of the skill: “Agility + Body Opposed Test”

EXTENDED TESTS

An Extended Test represents a series of tests that a charac-
ter performs over time, such as a mechanic repairing a vehicle, a
hacker programming a piece of software, or a scholar attempt-
ing to translate a foreign tome. When an Extended Test is called
for, the player makes multiple tests and cumulates hits until she
has enough hits to equal or exceed the threshold.

Rather than covering an overarching task (like working on
a damaged car) with a single Extended Test, the gamemaster
can instead divide it up into a specific set of goal-oriented sub-
tasks (check-up, fix the engine, change the tires, upgrade the
onboard computer, fill in the bullet holes) that are each han-
dled separately.

Though it may seem that characters are guaranteed of suc-
cess in an Extended Test over time, that is not always the case.
The character may have a limited timeframe in which to accom-
plish the task, so she may run out of time before she finishes the
job. The gamemaster can also limit the number of rolls under
the assumption that if the character can’t finish it with a certain
amount of effort, she simply doesn’t have the skills to complete
it. A good limit is to allow a maximum number of rolls equal
to the character’s dice pool (so a character rolling 6 dice has 6
attempts to get it done). A character can also fail an Extended
Test by glitching (see below).

Interval

The interval for an Extended Test is the time period thata
character must work on a task in order to make a test. The inter-
val period varies depending on the particular task. To simplify
matters, we typically use intervals of 1 Combat Turn, 1 minute,
1 hour, 1 day, 1 week or 1 month.
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EXTENDED TEST DIFFICULTIES

To quickly set the guidelines for an
Extended Test, pick an appropriate interval
and difficulty:

Task Time Interval

Fast 1Combat Turn
Quick 1 Minute
Short 10 Minutes
Average 30 Minutes

Long 1Hour

Consuming
Exhaustive
Mammoth

1Day
1 Week
1Month

Task Difficulty Threshold
Easy 4
Average 8
Hard 12
Extreme

Chris’s mechanic Slick runs a shadow garage on
the side, repairing not-so-legal vehbicles for friends.
He'’s working on repairing a classic car owned by a
local mob boss who wants it first thing in the morn-
ing—only 12 hours away. The car is pretty shot up, so
the gamemaster Adam rules that this is an Extended
Mechanic Test, with a threshold of 15 and an inter-
val period of 1 hour. That means Chris has 12 tests in
which to accumulate 15 hits.

After 1 hour of work, Chris makes a test with his
dice pool of 7 (Mechanic 4 + Logic 3) and gets 1, 2, 4,
5,5, 5, 6—that’s a total of 4 hits on the first test. After 2
hours, be rolls again: 1, 1, 2, 4, 5, 5, S—another 3 hits.
After only two hours, Slick is almost halfway finished!

Extended Test Notation

When an Extended Test is called for, we write out the
skill plus linked attribute used and follow it with the threshold
and then the interval period in parentheses. So an Extended
Test with a threshold of 5 and an interval of 1 hour is written:
Swimming + Strength (5, 1 hour) Extended Test.

Interruptions

Unless otherwise noted, characters who are pursuing
Extended Tests can break off from their work and return to it
atalater time with no penalty. The gamemaster must keep track
of how much accumulated time the character spends on the
task, calling for a test once the time equals the interval period.

If the gamemaster chooses, however, some tasks must be
restarted if they are interrupted because there is no way for the
character to “save” her work—such as methodically finding
one’s way through a maze, for example.
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Quick Extended Tests

In some situations, you may wish to avoid a lot of dice-
rolling and focus on the storytelling. In this case, rather than
repeatedly asking a character to roll for an Extended Test, the
gamemaster can secretly roll once on behalf of the character
and note the number of hits scored. Divide the threshold by
these hits to determine the average amount of tests the char-
acter would’ve taken to reach the threshold. Multiply that
amount by the interval time, and you have quickly determined
the amount of time the character will take to complete the
task. Now you can continue to focus on the game, and you
know exactly when you can tell the character she’s finished the
extended task.

Clockwork is trying to fix the prototype commlink
his group recently libevated from Ares. The gamemaster
sets the threshold and interval for the Extended Test ar
10/30 minutes. Clockwork gets 2 hits on his first roll.
Rather than asking for repeated rolls, the gamemaster
simply determines that it will take him 5 tests (thresh-
old 10 + 2 hits) to fix the prototype, for a total repair
time of 2.5 hours (.5 hours x S tests).

Extended Tests and Glitches

If a character rolls a glitch during an Extended Test, the
task is not aborted, but the character should be inconvenienced
in some way (broken tools, missing parts, or distracted from
work by an annoying pest, for example). The gamemaster can
also roll 1D6 and subtract this from the hits scored so far; if
this reduces the accumulated hits to 0, the test fails.

If the character rolls a critical glitch, however, the task
is immediately aborted—the character has simply failed and
must start over. This failure does not need to be dramatic,
dangerous, or catastrophic, unless that happens to make for a
good story.

Rushing the Job

In some cases, a character may not have the luxury of tak-
ing the time to do a job right—she needs to complete it by a
certain deadline—o7 e/se. In this case, the character can rush the
job and cut the interval period in half. Rushing the job, howev-
er, means that errors are more likely to occur. A glitch is rolled
whenever half or more of the dice are a 1 o7 2. She may get it
done quicker, but she’s unlikely to do it as well as she could have
if she took her time.

TEAMWORK TESTS

Sometimes characters may choose to work together on a
task, whether they are holding the door against a rampaging
paracritter or fixing a car. To determine success, pick one char-
acter as the primary acting character. Each of the secondary
characters makes the appropriate test; each hit they score adds
+1 die the primary character’s dice pool. The primary character
than makes the test, and her results determine success.

If any of the assisting characters roll a critical glitch, raise

the threshold for the test by 1 (3 for Extended Tests).

TRYING AGAIN

Just because a character has failed a test doesn’t means she
has no hope of ever succeeding. A character may attempt a task
she has previously failed, but each successive attempt incurs a
-2 dice pool modifier. A magician who has failed twice to sum-
mon a spirit, for example, can try again with a -4 modifier.

If the character takes the time to rest for a sufficient pe-
riod (anywhere from 5 minutes to 1 hour, as the gamemaster
decides), the negative modifier no longer applies and the char-
acter gets a fresh start.

CRITICAL SUCCESS

Any time a character scores 4 or more net hits on a test (4
hits more than needed to reach the threshold or beat the oppo-
nent), she has scored a critical success. A critical success means
that the character has performed the task with such perfection
and grace that the gamemaster should allow her to add whatever
flourishing detail she likes when describing it. If the gamemaster
chooses, he can also reward a critical success with a point of Edge
(see Edge, p. 67), though this should only be done when a critical
success was unlikely (it shouldn’t be used to reward highly-profi-
cient characters undertaking an easy task).

Jones runs afoul of a go-gang that shoots up his
motorbike. He manages to ditch the gangers and find
a hiding spot before his engine craps out, hopefully long
enough to make a quick repair job that will get bis bike
running again. The gamemaster tells Joness player that
she'll need to make a successful repair test with a thresh-
old of 3. The player rolls 8 dice and gets 7 hits—a criti-
cal success! Jones not only gets the bike running again in
record time, but he gets out of there before the gangers
have doubled back ro look for him.

TIME

In most situations, you don’t have to keep strict track of
time while playing Shadowrun as long as the gamemaster and
players have a clear sense of continuity and the sequence of
events. While it may often be necessary to keep track of time
for specific periods within the game (for instance, if the runners
must meet with the Mafia don for a dinner, and he hates tardi-
ness), it is best dealt with in a fluid and abstract manner.

COMBAT TURNS

In certain situations, such as combat or pursuit scenes,
timing becomes critical. When this occurs, the Shadowrun
game proceeds in turns. Each character acts in order, the fast-
est first, according to their Initiative Score. Characters act in
a set sequence known as the Combat Turn that is roughly 3
seconds long (see Combat Turn Sequence, p. 132). The point
during each Combat Turn when a specific character can act is
called a Action Phase.
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Initiative Passes

Some characters may have magic or implants that allow
them to act more than once in a Combat Turn. When this occurs,
the Combat Turn is divided into Initiative Passes. Everyone gets
to act during the first Initiative Pass (in order according to their
Initiative Score), characters with two actions get to go again dur-
ing a second Initiative Pass, characters with three actions get a
third action during a third Initiative Pass, and so on.

ACTIONS

Within an Action Phase, a character can carry out a num-
ber of actions depending on their complexity. Each phase,
a character can take one Complex Action OR two Simple
Actions (see pp. 135-138 for a complete listing of what actions
fall into which categories).

Free Actions

In addition to Complex or Simple Actions, a character can
take one Free Action during each Initiative Pass in which she
has an action. This Free Action can only be taken on the char-
acter’s Action Phase or at any other point later in that Initiative
Pass. Free Actions are detailed on p. 135.

Delayed Actions

When a character’s Action Phase arrives, the player may
declare that she is delaying action until a later Action Phase
(note that it is not necessary for the player to state which ex-
act Action Phase). While the character waits, she may take
Free Actions as normal. When something occurs to which the
character wishes to react, she may then intervene and take her
action as normal. Delayed actions can be carried over into the
next Initiative Pass (or even the next Combat Turn), but the
character loses any action she would have had that pass in ex-
change for taking the delayed action instead.

SHADOWRUNNING BY THE NUMBERS

In game terms, nothing defines a character more than her
Character Record Sheet. It contains all the information and
elements that make up a player character. This section will in-
troduce and define these various components of a character.

THE CONCEPT

A character in Shadowrun is much like a character in
a novel or film, except that the player controls her actions.
Composed of a collection of attributes and skills, a character
has the personality that the player injects into it. Without that
personality, the character remains an 7. Only when fleshed out
can a character become minimally be or she, and, with good
characterization, someone memorable.

METATYPE

Characters in Shadowrun may be of one of the five sub-
groups 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). Non-humans are known as metahu-
mans, while the five subgroups as a whole (including humans)
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are known as metahumanity. As described in the section on
Metahumanity, p. 65, all are human beings, at least according
to the geneticists. Racists say differently.

In the carly 2070s, humans are still the most numerous
metatype populating the planet. Each of the other metatypes is
represented about equally, but are scattered unevenly across the
globe. In some places, humans form an extreme minority, but
those tend to be areas where the other metatypes have gathered
for safety, protection and isolation.

Humans make up the statistical standard. As characters,
their only statistical bonus is to the Edge attribute (see p. 67).

Dwarfs are hardier (slightly higher Body), stronger (higher
Strength) and more stubborn (higher Willpower) than humans,
but are also slower on the draw (lower Reaction). They have ther-
mographic vision, which allows them to see radiated infrared
(heat) energy as well as the normal light spectrum simultane-
ously. They have a slower movement rate than other metatypes,
but are more resistant to disease. And yes, they are short.

Elves are more agile (higher Agility) and more charismatic
(higher Charisma) than humans. They also have low-light vi-
sion, 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 Logic) than humans. They too have low-
light vision.

Trolls are big and nasty. They are a lot tougher (much
higher Body), less agile (lower Agility), much stronger (higher
Strength), less charismatic (lower Charisma), less perceptive
(lower Intuition), and less acute (lower Logic) than humans.
They have thermographic vision, really long arms that give
them advantages in melee combat, and extremely tough skin
with bony deposits that makes them more resistant to damage.

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

ATTRIBUTES

There are twelve attributes in Shadowrun, though each
character has just ten or sometimes eleven. There are four
Physical attributes, four Mental attributes, and five Special at-
tributes. Out of the five Special attributes, most characters will
have three while some (magicians, adepts, mystic adepts, and
technomancers) will have four, but none can have all five.

Attributes are typically used to complement skills when
making tests, though some tests are made with only an attribute
or pair of attributes (see Using Attributes, p. 130).

A character’sattributes—Agility, Body, Reaction, Strength,
Charisma, Intuition, Logic, and Willpower—represent the raw
material that makes up every person: her body and mind, what
the character has done with both, and what’s inside the person
that makes her unique. Because attributes can be improved
during the course of a character’s life, they represent something
more than genetics.

Physical Attributes
Agility represents fine motor control—manual dexterity,
flexibility, balance, and coordination. A character with a low
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Agility may be someone with an inner-ear problem, one leg
that is shorter than the other, or a simple klutz. Higher Agility
ratings may belong to characters that are “natural” athletes.

The Body attribute determines a character’s resistance to
outside forces. It represents the character’s cardiovascular fitness
and endurance, immune system, how well she heals, her tolerance
for drugs and alcohol, and, to some extent, her muscle and bone
structure and weight. Low Body could mean a character is skinny
and frail-boned or has bad eating and health habits. High Body
means a character is better fed, tough as nails, has strong bones
with some spring to them, and an immune system that won't
quit. Body does not zecessarily correlate with physical size—a fat,
out of shape character likely has a low Body, but a small character
who is wiry and athletic may have a high Body.

A character’s Reaction is, quite simply, her physical reflex-
es—how quickly she can react to a changing situation, and how
well she can dodge the physical slings and arrows that shadow-
running brings. A character with a high Reaction is more likely
to be on top of a situation and will be in a better position to
react to danger, while low-Reaction characters will lag behind.

Strength denotes what a character’s muscles can do, in-
cluding things such as raw lifting power and running speed.
Strength is somewhat dependent on a character’s size and
metatype. If your character is a 5-foot-tall, 115-pound human
girl, she’s unlikely to possess an unaugmented Strength attri-
bute of 6. On the other hand, dwarfs have a muscle density
that rivals that of reptiles. Characters with low Strength may be
small, skinny, or slight, or simply too busy to work out. A high-
Strength character may be tough and wiry, know how to use
her body to her best advantage, work out every day, or simply
be fraggin’ BIG.

Mental

Charisma is a nebulous attribute. More than just looks,
Charisma represents a character’s personal aura, self-image,
ego, willingness to find out what people want and give it to
them, and ability to recognize what she can and can’t get out
of people. A whiny demeanor, a me-first attitude, or an inabil-
ity to read body language or subtle hints are just a few traits
that can give a character low Charisma. A character with high
Charisma might simply enjoy entertaining others, may excel
at making friends and/or manipulating people, or may be all
flash and fun with whomever it is today. A high-Charisma
character might deliver jokes at the right moment, have a sexy
way of carrying herself, or command respect because her tim-
ing is always impeccable.

Intuition covers “mental alertness”—the ability to take in
and process information, to read a crowd, to assess a situation
for danger or opportunity. A character with little Intuition may
be unobservant, may rarely think things fully through, or could
simply be “slow” A character with a high Intuition is adept at
making the best of a bad situation, knowing when to leave be-
fore an encounter escalates, noticing small clues, and working
from instinct.

Logic represents a character’s memorizing ability and raw
brainpower. It denotes how fast a character learns, how much

she can remember, and how well she can execute pre-planned
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sequences. A Logic-lacking character might get overwhelmed
when confronted with a lot of details and may have a poor
memory—especially for facts and figures. Characters with a
high Logic rating will likely be excellent book-learners, able to
deal with computer and magic theory with ease, and capable of
building (and tearing down!) machinery and electronics.

Willpower keeps a character going when she wants to
give up, or enables her to control her habits and emotions.
Willpower determines whether or not a character is going
to take charge of her life. A character with low Willpower
might defer to other people when big decisions are being
made, for example. A high-Willpower character is more as-
sured and possesses a never-say-die streak. Such characters
go down to the monowire because that’s exactly the fragging
point. Willpower also represents a character’s cool under fire,
her ability to resist intimidation and manipulation, and her
resolve to stick to her guns when the pressure is on.

Special

A character’s Edge represents that special something that
can turn the tide and save the day—a successful gut check,
a moment of brilliant inspiration or creativity, or a once-in-
a-lifetime physical feat. Edge is a combination of luck, tim-
ing, and the favor of the gods. Characters with low Edge
are unlikely to get unexpected breaks in life, much less win
the lottery. A high-Edge character, however, is graced with
good fortune and has an uncanny ability to succeed despite
the odds. Edge can be spent at certain points in the game to
help tip the odds in your character’s favor. Unlike other attri-
butes, Edge provides Edge points that may be spent in certain
ways—once used, these points are not be regained until cer-
tain in-game events occur, at the discretion of the gamemas-
ter (see Edge, p. 67).

Essence is a measure of life force, of a body’s wholeness. It
represents the body’s cohesiveness and holistic strength. Things
that are invasive to the body, such as cyberware and bioware,
reduce Essence. If a character abuses her body repeatedly with
chemicals, toxins, or even just negligence over a long period of
time, she may lose Essence as well. Long-time drug addicts and
chipheads who have done permanent damage to their systems
have lost Essence. Lost Essence can never be regained (short
of the Essence Drain critter power). When Essence declines,
Magic and Resonance decline by the same amount. All charac-
ters start off the game with an Essence of 6.

A derived attribute, Initiative is the sum of Reaction and
Intuition, plus any additional dice from implanted or magi-
cal reflex enhancers. As it sounds, Initiative is used to make
Initiative Tests (see p. 132), which determines the character’s
Initiative Score for a Combat Turn. Any enhancements to
Reaction and Intuition also affect Initiative.

Some implants and magic may give a character extra ac-
tions to take in each Combat Turn. These are noted as extra
Initiative Passes on the character’s record sheet. The maximum
number of Initiative Passes a character can have is 4.

Magic is a measure of the ability to use magic and of the
body’s attunement to the mana that flows through our plane.
Those with strong Magic ratings are able to handle powerful
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magic and mana manipulation. Those with weak Magic rat-
ings are more sensitive and more easily drained by the use of
magic. Those with no Magic rating have no magical capabili-
ties and are tuned out from the magical realms. Serious dam-
age to the body and invasive additions such as cyberware and
bioware reduce the Magic attribute. Magic and Resonance are
mutually exclusive attributes. A character with a Magic of 1 or
higher cannot possess a Resonance attribute, and vice versa.

Resonance is a special attribute for technomancers, char-
acters able to manipulate the Matrix with their minds alone
(see Technomancers, p. 232). Resonance is an attunement to
the echoes and transmissions that permeate the electronic
world, an alignment with the wired gestalt. The exact nature of
Resonance is even more controversial than magic—some claim
that Resonance is a form of magic that has adapted to the vir-
tual and augmented realities of the modern world, others claim
that Resonance is some new stage in the evolution of metahu-
man consciousness—but no one knows for sure. Resonance
and Magic are mutually exclusive attributes. A character with a
Resonance of 1 or higher cannot possess a Magic attribute, and
vice versa.

MAGIC

There are few who would argue that any single event in
the known history of Earth is more significant than the return
of magic. One morning the world woke up and the rules were
different. The boundaries of existence changed and life had to
be relearned. The world had Awakened. Some people have the
ability to tap into the powers of the Awakened world and use
them to do magic (see The Awakened World, p. 163).

In Shadowrun, Awakened characters must purchase either
the Adept quality (p. 77), Magician quality (p. 79) or Mystic
Adept quality (p. 79) during character creation in order to have
magical ability. Those with no magical ability are known as mun-
danes. Awakened characters who use magical skills are called
magicians. Awakened characters who focus their power inward
to enhance their bodies are known as adepts. Mystic adepts are
a hybrid between adepts and magicians.

Magicians frequently use Sorcery to manipulate mana and
form spells (see Spellcasting, p. 173) and Conjuring to summon
spirits (see Summoning, p. 176). Both spellcasting and conjur-
ing, as well as other magical activities, cause a type of fatigue to

magicians called Drain (p. 167).

N SZ Each type of spell or spirit has a
Attribute Ratings HUMAN ATTRIBUTE RATINGS ‘ Force rating that begins at 1 and in-
Care must be made to :l ) 1/ creases as its power increases, chosen by
distinguish between natural, “ Rating Description the magician and limited by her abilities,
unmodified attribute ratings 1 Weak time, and money.
and those augmented by cy- 2 Underdeveloped
berware, bioware, adept pow- 3 Typical Traditions
ers, and magic. Generally, 4 Imp ro.ved ’; In Shadowrun, each magician follows
augmented ratings are listed 5 Supe.rlor . l a particular magic tradition. Traditions
in parentheses after the natural ‘ 6 Maximum unmodified | are the different ways in which magi-
rating, such as: 4 (6). \,:L human cians conceptualize and understand their
The standard range of < - magic—they are their paradigms, or per-

natural human attributes is

rated on a scale of 1 to 6, with 3 being average. Physical and
Mental attributes have a maximum #atural rating of 6 plus or
minus metatype modifiers, depending on metatype (see p. 73).
The maximum augmented attribute value for each metatype is
equal to 1.5 times this figure, rounded down (see the Metatype
Attribute Table, p. 73). This also applies to Initiative.

During gameplay, players can spend Karma to improve
character attributes (see Character Improvement, p. 263).
Improving an attribute increases both the natural and aug-
mented ratings.

Essence Rating: All characters have a starting Essence
attribute of 6. Cyberware and bioware implants reduce this
rating. No character may start with an Essence greater than
6. Under basic Shadowrun rules, characters can zever have an
Essence of 0 or less. If they do, they die.

Characters with Magic or Resonance attributes are subject
to penalties if they have an Essence lower than 6. For each point
or partial point of Essence below 6, the character loses 1 full
point from her Magic or Resonance and the maximum for that
attribute is reduced by 1. The maximum rating for Magic is 6 +
initiation grade (see Initiation, p. 189); for Resonance the maxi-
mum rating is 6 + submersion grade (see Submersion, p. 238).

The maximum natural rating for Edge is 6 (7 for humans).

il e

LIE L] o
rm

00 BE

| 1 3
AN

sonal outlooks. Whatever path the player
chooses for her character, it is for /ife. There is no going back.

The path of magic the character follows affects how she
learns spells and what kinds of spirits she can summon. It
may also impose requirements on how the character acts. The
choice colors the character’s outlook, relationships, and mo-
tives in studying magic.

Two traditions are presented in these core rules, but char-
acters can also invent their own. A character who chooses the
shamanic tradition is a shaman (see p. 170). Shamanic magic
is fueled through a link with the outer world of nature and the
inner world of emotion, will, and faith.

A character who chooses the hermetic tradition is a mage
(see p. 170). Mages see the universe as patterns of force and
energy they can control with complex symbols and formulae
of power. Hermetic magic is more intellectual, relying on ob-
servation, theory, practice, and precise execution, rather than
intuition and improvisation. Mages are scholars and often have
elaborate libraries and equipment to assist their work.

Adepts have their own unique path, known as the somatic
tradition. Adepts are concerned with the harmony and perfec-
tion of body and mind, focusing magical power toward that
end. Some adepts take a hermetic-like approach to magic, while
others follow the principles of shamanism.
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A magician’s link to magic may be personified by a spirit-
figure or totem, called a mentor spirit, which exemplifies her
beliefs. Mentor spirits provide certain advantages and disad-
vantages (see Mentor Spirits, p. 192).

SKILLS

Characters possess knowledge and techniques known
as skills, which have ratings that are used to carry out tests.
Skills define what a character knows and can do. They range
from Active Skills such as Unarmed Combat to certain sets of
Knowledge Skills such as Biology. The chapter on Skills, p. 105,
has a complete listing.

All skills have a predetermined linked attribute—the at-
tribute that applies when the skill is used. The rating of the at-
tribute plus the rating of the skill combined make up the dice
pool for skill tests.

Skill Ratings

Skills are rated on a scale of 1 to 6, similar to attributes. A rat-
ing of 3 represents professional competency in a particular skill.

Beginning characters can only start the game with either a
single skill at a rating of 6 (and all others 4 or less) or only two
skills with a rating of 5 (and all the rest 4 or less).

The maximum natural rating available for a skill is 6, or
7 with the Aptitude quality (p. 77). Adept powers, implants
or magic may provide bonus dice to a skill, creating a modi-
fied skill rating, but this does not change the base skill rating.
The maximum modified rating allowed is 1.5 times the natu-
ral rating (making 9 the maximum achievable, or 10 with the

Aptitude quality).

Specializations

A specialization represents a focused field of training or
education in one aspect of a base skill. For example, a character
with Pistols skill can specialize in Semi-Automatics, improving
her ability when firing any semi-automatic pistol. A specializa-
tion grants the character 2 extra dice on tests using that skill
when the particular specialty applies (see Specializations, p. 109).
This is noted on the character sheet by adding “(+2)” after the
skill rating. Only one specialization can be taken per skill.

Skill Groups

Skill groups are sets of related skills that can be purchased
and upgraded at the same time for a reduced cost per skill. The
individual skills inside a group function identically to skills pur-
chased separately (see Skill Groups, p. 106). Starting characters
cannot have a skill group higher than Rating 4.

QUALITIES

Beyond skills and attributes, characters have qualities—
both positive and negative—that affect them in specific game
ualities range from Magician (which provides a charac-
ter access to magic in the Sixth World) to Bad Luck (which turns
her own Edge against her). Positive qualities must be purchased

terms.

during character creation, whereas negative qualities provide
more points to be used during character generation. A complete
list of qualities and their effects can be found , starting on p. 77.
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Characters may not purchase more than 35 BP worth of Positive
qualities or take more than 35 BP worth of Negative qualities.

GEAR

Gear is stuff the character owns. Gear includes a runner’s
trusted sidearm, her nightclub clothes and corporate drone
disguise, her micro-transceiver tuned to the team’s encrypted
frequency, her battered Eurocar that she bought hot from the
local gangbangers for use as a getaway vehicle, her ancient Celtic
wristband made of orichalcum that serves as a spell focus, and
the commlink that wirelessly connects her to the augmented
Matrix. The list of available gear appears in the Gear chapter,
p- 298. Beginning characters purchase gear with a pool of re-
sources available only during character creation. Once the game
starts, anything a character wants to buy, she’ll have to buy with
money she earns. Welcome to real life, omae.

As with attributes and skills, let your character’s back-
ground suggest appropriate gear when allocating resources.
Characters should not be able to pull money and gear out of
thin air—they should only possess items they can plausibly pay
for and obtain, based on their backgrounds. Resources spent
during character generation, however, do not necessarily reflect
actual nuyen spent—if a character has something that would
normally be out of her price range, it could be justified as a gift
from a mysterious benefactor, something implanted against her
will (perhaps with some sort of tracking device attached ... ), or
something she earned “in trade” for services rendered.

Commlinks

One piece of gear that almost every character in Shadowrun
has is a commlink (see p. 210). Commlinks are what everyone
uses to get online, and thanks to the wireless Matrix, characters
are usually online all of the time (see The Wireless World, p. 205).
Commlinks are also the interface characters use to experience the
augmented reality of the Matrix (see p. 209). There are drawback
to having commlinks (and other wireless devices), however—see

What Every Shadowrunner Needs to Know About Hacking, p. 224.

Gear Ratings

Some gear has ratings, beginning at 1 and increasing with
the capability and sophistication of the item. In addition to
cost, gear usually has an Awvailability, which determines how
readily and quickly the item can be obtained.

Weapons have a Damage Value that tells the player how
much damage they do. The code consists of a number and a
letter. The number indicates the base number of damage boxes
the weapon inflicts. The letter indicates whether the weapon
inflicts Physical (P) or Stun (S) damage. Some weapons also
have an AP rating, which stands for armor penetration. The
AP modifies the value of any armor used to resist the attack.
See Damage Codes, p. 152, for further explanation of how
these codes are used.

BODY MODIFICATIONS

In basic Shadowrun, characters may choose to have cyberware
(technological devices) and bioware (modified organs) implanted
into their body.
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Cyberware

Various technological implants, chemical modifications,, and
structural enhancements to the metahuman body, collectively
known as cyberware, can improve a character’ attributes and abili-
ties. Certain cyberware makes it possible for a character to accom-
plish extraordinary feats, such as acting three times as often as an un-
augmented person (wired reflexes), recording a conversation across
the room in a crowded bar (cyberear with select sound filter), or
sending mental commands via wireless link to electronic devices.

Implanting cyberware in the body is an invasive procedure,
so cyberware has an Essence Cost. The (meta)human body has
limits—only a certain amount of cyberware can be installed before
the body runs out of Essence and dies. Cyberware is particularly
damaging to the magically active, because their Magic attribute is
dependent on their Essence. Some burned-out mages, who have
lost a bit of their Magic from accidents, drugs, or other abuses to
their bodies, attempt to compensate for their weakened magical
ability with more cyberware. This path is a rapid downward spiral,
and more than one such runner has found himself unable to cast
anything but the most weakened spells.

The more cyberware a character has installed, the more “in-
human” she becomes. Overly-cybered characters tend to become
a bit detached, and the empathy between them and other meta-
humans suffers for it. While some cyberware is so common that
it can be implanted during lunch break at a corner bodyshop and
is no longer remarkable to the general public (especially cybereyes
and datajacks), heavy amounts of visible cyberware can still have a
startling effect on many people. Implants are also an impediment
to magical healing.

Many pieces of cyberware are considered to be dangerous and
are either restricted to licensed security personnel or are outright il-
legal. This includes most cyber-implant weaponry, high level wired
reflexes, and so forth. Sporting *ware like this can get a character
heavily fined, jailed, or worse. This tends to make travel difficult for
some, as most airports and border checkpoints scan for cyberware.
Security companies have invented several methods of forcibly re-
straining people from using various implants.

Cyberware can be quite expensive, especially if it is illegal.
Black clinics operate in the shadows, providing "ware and installa-
tion services for hefty fees. Many of them offer used cyberware, and
will pay for bodies that sport still-useful implants. Corporations
and governments operate their own high-level clinics, far from pry-
ing eyes. Depending on a character’s background, there should be
some explanation as to how the character obtained the cyberware
she has, what she had to do to get it, and perhaps who she still owes
for it. It should be noted that many employers are not against re-
moving 'ware installed in former employees.

For a complete listing of various pieces of cyberware and their

effects, see p. 330.

Bioware

Whereas cyberware is mechanical and alien to the body, bio-
ware is of the flesh. Bioware implants usually enhance the body’s
existing functions by replacing old organs and organic systems with
new and improved organs and systems. Bioware is harder to detect
and easier on the body than cyberware, but it is typically harder to
acquire and more expensive. Bioware can allow characters to do
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extraordinary things such as see in the dark (cat’s eyes), sleep only
three hours per night (sleep regulator), or move with more agility
(enhanced articulation).

While it’s true that bioware is less invasive to the body that cy-
berware, it still has an unbalancing effect on the character’s holistic
systems. Bioware also has an Essence Cost, just like cyberware.

For a listing of bioware items and their effects, see p. 338.

Implant Grades

Higher grades of cyberware and bioware known as al-
phaware, betaware, and deltaware are available. Alphaware
is more Essence friendly than standard cyberware, but is more
costly as well. Betaware and deltaware are even more Essence-
friendly and expensive, but are also harder to acquire and are
not available to starting characters.

Additionally, there is a higher grade of bioware that has been
grown from the recipient’s own cloned cells, known as cultured
bioware. Cultured bioware is more Essence friendly than standard
bioware, but is more costly as well.

CONTACTS

Contacts are non-player characters (NPCs) that gamemasters
can use to make Shadowrun games richer, more unpredictable, and
more exciting for players.

Contacts are vital in Shadowrun. These are the people a char-
acter knows who can reveal information important to the charac-
ter’s work, legitimate or not. Contacts are the purveyors of perhaps
the most vital commodity of the 2070s: information. Need to
know who's doing what to whom? What the latest street rumor is?
Where a special piece of gear can be found? Ask a contact.

Contacts are not necessarily friends—many of them expect
to be paid or to receive favors in turn. Contacts have their own
lives and their own needs, so they may occasionally turn to the
character for help (providing a new scenario basis). Contacts also
vary in their dependability and trustworthiness—presumably if
a character treats her contacts well and plays them straight, they
can be trusted. A character will not get anywhere in the dicey
world of Shadowrun if she doesn’t trust anyone. To represent
these factors, each contact has two ratings: Loyalty (indicating
the depth of the relationship) and Connection (how networked
they are), both described below.

Player characters start off with contacts acquired during char-
acter creation. These are contacts the character has established a
working relationship with based on past legwork and social inter-
actions. 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.

For more information, see Contacts, p-278.

Loyalty Rating

This is the contact’s level of loyalty towards the character—
how much the contact will inconvenience himself, protect the
character, or put himself at risk for the character. See p. 278.

Connection Rating
A contact’s Connection rating indicates how useful he is in
terms of his own network of contacts and influence. Connection
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Metatype Avg. Height Avg. Weight Average Lifespan born to parents of the same metatype. i S
Dwarf 1.2 meters 54 kg More than 100 years In the case of mixed parents, the child i m

Elf 1.9 meters 80kg Several hundred years has a roughly even chance of being

Human 1.75 meters 78 kg 65 years (worldwide) born as the metatype of either the fa-

Ork 1.9 meters 128 kg 35-45 years ther or the mother. There are no “half

Troll 2.5 meters 300 kg 55 years ~ breeds” in the Sixth World—no elf-

(F) orks or dwarf-trolls, no matter how

is rated from 1 to 6, with higher-rated contacts having a better
chance of providing favors, acquiring swag, or getting the infor-
mation needed. For more information, see p. 278.

LIFESTYLE

During character creation, the player must “purchase” the
character’s startinglifestyle. Lifestyle determines how well the char-
acter 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. Lifestyles are covered in detail
on p.261.

CONDITION MONITORS

An important part of the record sheet is the Condition
Monitor, 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 indi-
cates when a character falls unconscious. See Damage, p. 152, for
more information.

The Physical Damage Track has a number of boxes equal
to 8 plus half a character’s Body attribute (round up). The Stun
Damage Track has a number of boxes equal to 8 plus halfa charac-
ter’s Willpower attribute (round up).

Some pieces of equipment, such as vehicles, also have a
Condition Monitor to track the amount of damage the object
has taken.

KARMA

Karma is the numerical representation of a character’s accom-
plishments (see Karma, p. 263). It is the equivalent of experience,
awarded to characters at the end of adventures

METAHUMANITY

Humans are no longer alone—they are just one of the five
major subspecies of Homo sapiens. Known collectively as meta-
humanity, each of the five metatypes—dwarf, elf, human, ork,
and troll—are more or less evenly distributed across the globe in
geographic and ethnic terms. Though humans retain the major-
ity, each of the others comprises a significant percentage of the
worldwide population

The first metatypes to appear were dwarfs and elves born dur-
ing the first wave of UGE (Unexpected Genetic Expression) in
2011. Orks and trolls appeared ten years later, during the period
of “Goblinization,” when many humans suddenly transformed.
Now a half century past the Awakening, goblinization is exceed-

amusing the concept may be.

Many first and second generation
orks and trolls—especially those who goblinized—died young,
indicating the relatively low lifespan of these metatypes. The ear-
ly dwarfs and elves are still around, however, many of them show-

ing little sign of aging. Lifespans for all metatypes are on the rise,
which scientists partially ascribe to gene therapy and leonization
(anti-aging treatments) and partially to improvements in social
acceptance—leading to better medical treatment, living situa-
tions, and other quality of life measures. Few countries, however,
factor the SINless into their average lifespan statistics—after all,
how could they?—and thus official figures may be especially
misleading, as orks and trolls are statistically more likely to be
SINless than the other metatypes.

DWARFS
Homo sapiens pumillonis

Short, stocky, and barrel-chested, a
dwarf typically has shorter legs than
other metatypes. Dwarfs have
natural thermographic vision

(which helps fuel the sto-

F L IR
ries that they prefer living ;
underground—a stereo- %
type that is only partially

true as the 21st century
marches on). They also

have a hardy immune sys-
tem and rarely get sick,
even when exposed to
toxins. They normally
live in small family
groups, sometimes iso-
lating themselves from
the rest of society.

In folklore, dwarfs are
depicted as hard workers,
taking on physical labor
that no others would
do. This holds true in
the Sixth World, as
dwarfs are known
both for their
strong work
ethic and for an

incredible abil-
ity to adapt to

AT
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GAME CONCEPTS ...

new technology and processes. When it comes time for mega-
corps to recognize the true brains behind many innovations, it’s
often a dwarf—to the surprise of many. Most dwarfs are quiet and
unassumning about their abilities; as illustrated by noted program-
mer Frank “Friz” Baylor’s live Matrixcast upon receiving the 2069
Innovative IC award: “I'm sorry I could not attend the awards in
person, but I didn’t want to take the evening off work—talk to you
next year, when I repeat!”

Ofall the metatypes, dwarfs tend to be the most assimilated
into mainstream society. Dwarfs encounter less prejudice as they
are not feared like orks and trolls or seen as glamorous or con-
spiratorial like elves, but they do often encounter paternalistic at-
titudes from those that equate short with child-like. Dwarfs must
also struggle living in a world built for taller beings, as well as
being literally overlooked when it comes to equal opportunities.

ELVES

Homo sapiens nobilis

Elves are taller and slimmer than the
average human, though their bone struc-
ture and musculature are no weaker than a
human’s. Their ears are distinctly pointed,
and many elves wear their hair—which is
normally very fine—long, so they can cover
their ears in some social situations. Elven
body hair is sparse to non-existent, and
their eyes are highly capable in dim
light. Elves have the longest gesta-
tion period of the metatypes, at
just under a year.

Elves hold a position in pop
culture unchallenged by any other
metatype, partly due to their exotic
looks, striking features, and the adop-
tion of Sperethiel, their own “ancient”
language (a claim disputed by some).
Many media icons—from models to
singers to politicians to porn stars to
high-profile lawyers—are elves. Unlike
dwarfs, orks, and trolls, who are discrimi-
nated against on the basis of being “differ-
ent and ugly,” elves are often looked down
upon by the other metatypes due to being
“different and beautiful” According to
stereotype, elves are either poncy faux-
aristocrats, homosexual, or back-to-
nature “dandelion eaters” (though
in fact a majority of elves is veg-
etarian). This intolerance is fostered
by the common perception that there is an “elven conspiracy”
set to take over the world (a belief that is not entirely without
credible support, as illustrated by the foundation of the “el-
ven” nations of Tir Tairngire and Tir na nOg).

A new generation of elves is attempting to dispel these
myths and unfair media portrayal, though some reckless youth
are going out of their way to paint themselves as rebellious
street toughs, swelling the ranks of gangs like the Ancients.
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HUMANS

Homo sapiens sapiens
Humans still make up a

slight majority of the Earth’s
population, on average. Most
stand about 1.75 meters tall and
weigh just under 80 kg. Sixty years
after the Awakening, humans are still
seen as “the norm” by laymen and
scientific organizations, and are typi-
cally the measuring stick to which
the other metatypes are compared.

ORKS

Homo sapiens robustus
Orks are proportioned simi-
larly to humans, albeit with a heavier
build that adds to their overall bulk.
Beyond size, the most distinguish-
ing physical feature of orks are
large lower canines, which
often look even more alien
when paired with the
metatype’s characteristic
thin lips and flat noses.
Ork ears are pointed just
like elf ears, though not as
elongated. Also like elves,
ork eyes are naturally adapted for low-light situations.
Likely due to their high birth rates, orks often live in large,

communal, extended family groups.

Children are most often born
in litters of four, but some ork
mothers have given birth to as
many as eight young. When
sapiens are born to ork moth-
ers, they will express as robus-
tus at puberty roughly 95%
of the time. Ork gestation
periods are the shortest of
any of the metatypes at
roughly 6 months.

In 2060. The Or’zet
Codex, published by the
Orkland ~ Community
Center, established the
basics of an ork language
and spread through aca-
demic and social networks.
This was not a new language;
Or’zet is an interpretation
of an ancient text, one of
the many secrets of the old
world that the great drag-
on Dunkelzahn hoarded
until his death. Though

some tried to suppress this
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discovery, Or’zet soon became a cultural phenomenon and
helped fuel “ork pride” throughout the ’60s. On the other
hand, it also has led to an explosion of “orxploitation” media
that exploits the stereotyped image of orks as poorly tempered
or prone to criminal activities.

TROLLS
Homo sapiens ingentis
The largest and

most exotic of the

metatypes, trolls

stand two and
a half meters
tall and can
weigh upwards

of 350 kilograms,
though  weights
closer to 300 ki-
lograms are more
Most

trolls have arms

common.

that are far lon-
ger in proportion
to those of the
other  metahu-
man races, and
their skin is often
ridged and lumpy
due to natural
dermal bone de-
posits, resulting
in a natural ar-
mor effect. Like
dwarfs, trolls
have natu-
ral  ther-
mographic
vision, grant-
ing them en-
hanced  sight,
especially in low light conditions. A troll’s ears are pointed,
and they have two extra teeth—for a total of 32—including
prominent lower canines. Trolls also have a pair of horns that
grow in all manner of ways—straight, curled, twisted, etc.
Though stereotyped as stupid or frightening, trolls are
no less intelligent or well mannered than other metatypes,
though they do suffer from disproportionally high illiteracy
and poverty rates. Perhaps because they still face a certain
amount of prejudice in society—not to mention the daily
size difficulties of living in a society primarily oriented to-
wards smaller people—trolls often band together socially
and culturally. Like orks, many trolls have been driven to
the fringes of society by fear and intolerance, leading to ex-
tensive populations of SINless squatter trolls. Some trolls
prefer the outcast lifestyle, preferring to live simple isolated
lifestyles in wilderness or remote urban settings. On the

flipside, many trolls have found gainfully employment for
the very traits that make them marginalized: size, strength,
and intimidation. Trolls often work as manual laborers and
are in high demand as bouncers, bodyguards, and other se-
curity positions.

EDGE

Edge is a character’s luck, the favor of the gods, that
unexplainable factor that allows her to beat the odds. A
character’s Edge attribute represents the number of Edge
points a character has to spend during gameplay. Edge points
can be used for a wide range of benefits, each noted below.
Edge points that are spent are temporarily unavailable (see
Regaining Edge, p. 68)—luck will only take you so far. Note
that a character’s Edge attribute never actually changes, even
when Edge points are spent, unless the character permanent-
ly burns Edge (see Burning Edge, p. 68)

SPENDING EDGE

When you spend a point of Edge you can choose to

have one of the following happen:

¢ You may declare the use of Edge before rolling for any one
test (or one interval roll on an Extended Test). You may
add a number of extra dice equal to your full Edge attri-
bute to the dice pool. All dice (not just Edge dice) rolled
on this test are subject to the Rule of Six (p. 56), meaning
that if you roll a 6, you count it as a hit and roll it again.

e You may declare the use of Edge after you have rolled for
one test. In this case, you may roll a number of extra dice
equal to your full Edge attribute and add their hits to
the test’s total. The Rule of Six (p. 56), however, only ap-
plies to the additional Edge dice rolled, not the original
dice pool.

¢ You may re-roll all of the dice on a single test that did not
score a hit.

You may make a Long Shot Test (p. 55) even if your dice
pool was reduced to 0 or less; roll only your Edge dice for
this test (the Rule of Six does not apply).

You may go first in an Initiative Pass, regardless of your

Initiative Score (see Initiative and Edge, p. 134). If multiple
characters spend Edge to go first in the same pass, those
characters go in order according to their Initiative Scores
first, then everyone else goes according to their Initiative
Scores.
e You may gain 1 extra Initiative Pass for that Combat Turn
only (see Initiative and Edge, p. 134).
¢ You may negate the effects of one glitch or critical glitch.
¢ You may invoke the Dead Man’s trigger rule (see p. 154).
A character can only spend Edge points on her own ac-
tions; she cannot spend it on behalf of others (except when
engaged in a “teamwork” test, see p. 59). No more than 1
point of Edge can be spent on any specific test or action at
one time. If you spent a point of Edge for extra dice and
rolled a critical glitch anyway, for example, you cannot use

Edge to negate that critical glitch since you have already ap-
plied Edge to that test.
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REGAINING EDGE

The gamemaster decides when a character’s Edge
points refresh to the full Edge attribute. We recommend
refreshing Edge at the beginning of each game session,
though in some cases it may be more interesting or chal-
lenging to only refresh Edge when a full adventure has
ended, or when specific goals have been met. One possi-
bility is to refresh 1 point of Edge for each achieved goal,
and the rest when the scenario is completed. Alternately,

Edge can simply refresh every day.
There are many other possibilities for rewarding

characters with Edge points:
e Impressive roleplaying.

GAME CONCEPTS ...

o Heroic acts of self-sacrifice.
o Achievement of important personal goals.
o Scoring a critical success (p. 59) against the odds.
e Rolling a critical glitch (p. 56)—you get a point of
Edge to balance the scales.

Note that you may never have more Edge points
than your full Edge attribute—luck only counts if you
use it.

BURNING EDGE

In certain drastic situations, even spending Edge

may not be enough. A character can choose to burn a
point of Edge—permanently reducing his Edge attri-
bute by 1—for one of the following effects:

o Automatically achieve a critical success on one action.
The character must be capable of carrying out the ac-
tion—you can’t buy a critical success for something
you have no hope of achieving. (Note that you do not

refresh a point of Edge for getting a critical success in
this case.)

e Escape certain death. This use of Edge represents an-
other shot at life—something the spirits are rare to
provide. The streets have decided that they have more
uses for this character before she’s discarded to the
trash heap and miraculously pull her from the jaws
of Death. Gamemasters can explain this phenomena
with any rationale they like, from sheer coincidence to
the intervention of the gods. Note that the character is
not necessarily unharmed by the action; if shot in the
head, for example, she may be knocked into a coma
and appear dead to her enemies, but she will survive to
get revenge another day.




TWEAKING THE RULES

There are several options you can consider to change these rules. Most of them add more complication to
the game, but they may also fit your particular style of game play. Advanced Shadowrun rulebooks will touch
on additional optional rules.

Cinematic Gameplay
Try any combination of these options for a more heroic or cinematic style of gameplay:
Hits occur on a 4, 5 or 6, rather than just a 5 or 6. This makes it much more likely for characters to succeed
in their tasks; extra hits can be interpreted as “flair.” This may be a preferred style of play if you're seeking
dramatic action-movie scenes with lots of stunts and flourishes.
You could also award extra dice to characters who describe their actions in colorful, inventive ways.
You could allow Edge to negate all of the damage inflicted by any single attack (the attack miraculously
misses or leaves you unharmed).
As in previous editions, you can apply the Rule of Six to all dice rolls, not just tests on which you have
spent Edge. This means characters will scare more hits on average.

More Lethal Gameplay
You may desire your games to be deadlier, in which case these options are suggested:
Increase the DV of weapons by 2 across the board and don't convert Physical damage to Stun if the DV
doesn't exceed the Armor rating.
Only allow full defense actions (p. 151) when they are taken on the character’s Action Phase.
Treat glitches on Damage Resistance Tests as severe wounds—bleeding, broken bones, mangled limbs, ru-
ined implants that will require special medical care or repair.

Grittier Gameplay
If you want your game to be more challenging and harder, tinged with an element of desperation, try one

of these options:

» The total hits scored on any test are limited to no more than the character’s skill rating x 2. This increas-
es the relevance of skills over attributes, but it also means that low-skilled characters will have a more
challenging time. Defaulting tests would be limited to 1 hit. Edge, however, would allow you to bypass
these limits.

When Edge is spent for extra dice, you only get dice equal to your current unspent Edge points rather than
your full Edge attribute (so if your Edge is 4 but you have already spent Edge twice that session, you only
get to add 2 extra dice).

Refresh Edge rarely—at the very end of a campaign arc, for example.

Increase the chance for glitches when defaulting or taking Long Shot Tests—count 2s as well as 1s.

Allow critical successes only on non-combat actions.

Alternate Combat
While the advanced Shadowrun rules will explore a variety of combat options, you can also consider one of

these methaods:

» Rather than handling all combat as an Opposed Test, you can handle ranged combat as a Success Test with
a threshold based on range (1 Short, 2 Medium, 3 Long, 4 Extreme). Some situational modifiers will affect
threshold rather than dice pool, such as blind fire, cover, etc.

To cut down on dice rolling during combat, you could drop Damage Resistance Tests entirely, reducing com-
bat to a single Opposed Test. In this case, Armor would deduct directly from the attack’s DV.

Changing Attribute-Only Tests

There's always an applicable skill. If someone comes up with a task not immediately associated with a
particular skill, the GM assigns whichever skill is most appropriate. For example Strength + Athletics to break
down a door (with Athletics measuring the applied use of muscle-power in this case).

Edge Variations
You can tweak the applications of Edge to fit your style of play. Here are a few examples:

« Rather than adding extra dice, Edge can be used to buy automatic hits (or perhaps even auto-
matic success).

» Allow Edge to be spent to reduce an Extended Test interval by half.
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In retrospect, I think | ventured into the shadows because that bastard Shahid showed up /%r my
u/tfe 5 funem/
[ never liked Shﬂ/tidaﬂer he became the head of Carrie’s deparémznt. But we were afl fmm{g, or so

the Shiawase corporate mission statement went, so | was supposed to treat him like my own brother.

Never mind the fact that | haven't spoken to my brother in over ten years.

In any case, | was sfand/'nﬂ over Carrie’s casket when Shahid walked up. He a/ferep/ some c/mmy
condolences, but I remember one t/linﬂ out of his otherwise mmm'nﬂ/ass blather: he was enro///nﬂ me i
Shiawase’s Survivors’ Reco very Program because of the circumstances af Carrie’s death.

Shahid oﬂéred some lame Jhst/ﬁmt/bns, but as a cor,bomfe hacker, | knew better: The Survivors’
Recovery Program, or SRF, was just a /mﬂoﬁr to relatives ofSht’au/ase employees whom the corp had or-
dered ﬁ;r /Jermam:nt termination: hush money, in other words, for their k/'//l'ﬂﬂ, n /zt'm/s[g/lt, [ now realize
w/y Shahid never ascended ﬁtr‘fher than middle mamzﬂement; it was obvious to the Powers-That-Be in
Shiawase that they couldn’t really trust him with secrets.

Carrie Wag/asf a cost estimator ﬁ)r a re/at/ve/y un/mportant program, so [ was /mzz/ed u//ly Shalid
was enro///'nj me in the SRP My curiosity got the better af me, and I started d[qﬂr’ng into Shiawase’s
personnel database. There | uncovered two shocking secrets.

The ﬁrst was a report ﬂom Shiawase’s Market /nﬁ)rmat:bn and Forecasting Department, the MIFD:
the corp’s intelligence agency. Apparently the MIFD believed Carrie to be a latent technomancer, seeing as
she was a Matrix broker in the Boston stock exchanﬂe when Crash 2.0 hit.

It was like a ton af bricks had pounded into my chest—{ must have been blind not to have seen the
signs. Aﬂer the crash, she had emmgh tech savvy to rival me, and that was my J’ob. / t/toug/tt she Hjust taken
an interest aﬂer hearing me go on aobut it ﬁ?r so many years. | was a goddamped fool I'm so sorry, baby.

The second and more damning revelation was the actual cause of her death. | had thought Carrie
died because of Comp/imt/bns ﬁom her exp/omfog surgery. In an eﬁmf to awaken her technomantic
abilities, though, Shiawase had introduced additional procedures to the operation. Things didn’t work
out the way t/zqg expectea/, and Carvie died in agowy on the table.

You can imagine how [ fé/t. Shiawase, the corp that was like my surrqqafe ﬁ?mi\/g, took away my
only desire in the world while blindly purswing their own avarice. What did that bode for me? I destroyed
all af our /Jersomie/ records and walked away ﬁam the comfart of cor/wmte /If{:’ for the truth that is the
shadows.

But then again, you already knew that, didn’t you, Mr. Johnson? So I'm sure you're wondering
why I'm retelling all this. Simple, really: | want you to deliver a message to Shiawase—and pmticu/ar/y
to Shahid—about my so-called ’%eﬁayﬂ/ " Its Mnﬁ)rtunafz that you mﬂna_gea’ to ﬁnd me, but [ know
your headware memory is recording all this for posterity. While | can’t permit you to leave this hovel,
transmitting your ﬁnﬂ/ recollections should do thejob all the same.

See you in hell) Shahid.
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CREATING A SHADDOWRUNNER ................

\

Armed with your imagination and a basic understanding of
what you want to do and play in Shadowrun, it’s time to create a
character. Characters are just numbers on a piece of paper until
you give them life. It therefore makes sense to think about what
kind of character you would like to play before the game begins.

Start simply: Do you like orks? Do hackers sound interest-
ing? Do you think magical characters rock? Perhaps you want to
play a compulsive liar who can easily pull the wool over people’s
eyes? Maybe the specifics don’t matter, as long as you get to wield
the most kick-ass weapon in the game.

Once you have a basic idea of what you want to play, you
can cither use a pregenerated sample character or create your
own from scratch. Using a sample character may be the best
choice if you are new to Shadowrun and wish to start playing
right away. Creating your own character takes more time, but
gives the satisfaction of developing your own character exactly
the way you want.

SAMPLE CHARACTERS

The included sample characters are given on p. 89. These
write-ups give basic descriptions and backgrounds for a few of
the types of people living and working in the shadows. These
characters embody stereotypical assumptions about the world of
Shadowrun, but they are certainly not the only character types
you can play. They are designed to give insight into what various
types of shadowrunners are like.

The sample characters were built following the standard
character creation process outlined here. They include the char-
acter’s attributes, skills, and gear (including cyberware and spells,
if any), as well as suggestions for playing them. Each was built to
the standard 400 Build Point total. The sample characters let you
begin playing Shadowrun right away.

BUILDING A SHADOWRUNNER

Creating your own character means building one from
scratch using the Build Point System. Under this system, players
have a pre-set pool of Build Points (BP) that they use to improve
their attributes, learn skills, gain special qualities, and acquire re-
sources. You can use the sample characters to generate ideas, and
then use the Build Point System to flesh out that concept into a
playable character.

It’s best to have some concrete ideas in mind when you be-
gin character generation. Unlike other game systems, the Build
Point System isn’t random; you fully direct your character’s abili-
ties, advantages, and disadvantages, from start to finish. Some
players find that in order to take full advantage of this system’s
possibilities, they prefer to flesh out some of their character’s his-
tory, background and personality beforehand.

You can also leave all those options open, developing the
character’s background and personality as you work your way
through the creation process. In this situation, you may only
know the basics initially—for example, you'd like to play a
mage this time. Creating a character this way requires some
flexibility, and you should be prepared to make on-the-spot
decisions and stick to them. Such a process can also lead to
interesting and varied characters, perhaps featuring some un-
anticipated combinations.
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BUILD POINTS (BP)

The Build Point System works by allocating a character a set
number of Build Points (BP). Build Points can be used to learn
skills, increase attributes, acquire gear, learn spells, and so on.
Each new or improved ability costs BP, thus limiting how power-
ful a character can be. So it’s important to choose your advan-
tages wisely, or you may end up overspending your BP!

Characters for a typical Shadowrun campaign should be
built with 400 BP total. This gives plenty of room for flexibil-
ity, but it’s also limited enough to provide adequate challenge
to players. Gamemasters can adjust the value up or down to suit
their tastes. For example, if a group is interested in a low-level
street campaign, the GM may only allow 300 BP to build start-
ing characters. On the other hand, if the group likes high-pow-
ered, elite-operative campaigns, they may need 500 BP for start-
ing characters.

Players may purchase abilities in any order they choose,
but we strongly suggest that you start by first selecting your
character’s metatype, and then by purchasing attributes. This
will lay the general foundation for the character and could
significantly affect capabilities in other arcas (namely skills
and magic).

Brian, Michelle, and Dan are eager to join in the
new Shadowrun game that Steve is planning to run.
Before the game gets started, Steve tells the three to cre-
ate the characters they wish to play.

Dan is a relative newcomer to Shadowrun, so he
opts to use one of the sample characters. Glancing at the
portfolio of characters on pages 89 to 104, Dan selects
the Street Samurai.

While Dan is a novice to the game, Brian and
Michelle are veteran Shadowrun players and have
opted to use the Build Point System. Steve informs the
two that they each have 400 BP for creating their char-
acters. They start by thinking about the characters they
want to play. Michelle likes magicians, so she decides to
play a street witch. Brian, on the other band, wants to
play a weapons specialist, a literal hived gun who’s an
expert at all types of firearms.

CHOOSE YOUR METATYPE

The Metatype category refers to your character’s “race” (hu-
man, elf, dwarf, ork, or troll). Each metatype carries bonuses
and restrictions; some have unique special abilities. A character’s
metatype sets his or her attribute limits, so it’s strongly recom-
mended that you perform this step first.

The Metatype Attribute Table lists the available
metatypes characters may play, the associated BP cost for
each, the starting and maximum attribute ratings for each
metatype, and that metatype’s special abilities. Attributes
are listed with the starting value first and the maximum
value following after a slash (/). Additionally, the maximum
augmented attribute is listed in parentheses following the
maximum attribute value. Human characters are the norm
in Shadowrun, so there is no BP cost for being a human. All
other metatypes have a BP cost.
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’ METATYPE ATTRIBUTE TABLE

BP Metatype BOD AGI REA STR CHA INT LOG WIL INI Metatype Abilities !
0 Human  1/6(9) 1/6(9) 1/6(9) 1/6(9) 1/6(9) 1/6(9) 1/6(9) 1/6(9) 2/12(18) +1Edge ~’
20 Ork 49(13) 1/6(9) 1/6(9) 3/8(12) 1/5(7) 1/6(9) 1/5(7) 1/6(9) 2/12(18) Low-Light Vision
25 Dwarf 2/7(10) 1/6(9) 1/5(7) 3/8(12) 1/6(9) 1/6(9) 1/6(9) 2/7(10) 2/11(16) Thermographic
Vision, +2 dice for
Body Tests to resist
pathogens and toxins
30 EIf 1/6(9) 2/7(10) 1/6(9) 1/6(9) 3/8(12) 1/6(9) 1/6(9) 1/6(9) 2/12(18) Low-Light Vision |
40 Troll 5/10(15) 1/5(7) 1/6(9) 5/10(15) 1/4(6) 1/5(7) 1/5(7) 1/6(9) 2/11(16) Thermographic Vision,
+1 Reach, +1 natural /
armor (cumulative /
with worn armor) ’1},
Since Brian and Michelle are using the BP Edge

system, the first step is to select a metatype. Michelle
decides she wants to stick with the norm and play a
buman, for a cost of 0 BR All her character’s Physical
and Mental Attributes start at 1, with a natural max-
imum of 6. Furthermore, her character gains an extra
point of Edge, so her street witch automatically starts
with an Edge of 2.

Brian wants his weapons specialist to be a dwarf’
A dwarfhas a cost of 25 BE, reducing his rotal from 400
to 375. All his character’s attributes start at 1 except
for Body, Strength, and Willpower, which start at 2,
3, and 2 respectively. His natural maximums for Body
and Willpower increase to 7, while the maximum for
Strength increases to 8. His natural Reaction, however,
is limited ro S instead of the normal 6. Brian’s special-
ist also gains thermographic vision, as well as an extra
2 Body dice when resisting pathogens and toxins.

PURCHASE ATTRIBUTES

As mentioned in Game Concepts, normal attributes range
between 1 and 6. A character’s metatype may adjust the maxi-

Improving a character’s Edge costs 10 BP per +1 increase
(25 BP for raising it to its natural maximum). The metatype
maximum for Edge is 6 (7 for humans).

Essence

All characters start with an Essence of 6. This may be de-
creased by implants such as cyberware or bioware, but it can
never be increased.

Magic/Resonance

In order to possess cither Magic or Resonance , a character
has to first purchase either the Adept, Magician, Mystic Adept, or
Technomancer qualities (see Qualities, p. 77). Purchasing Adept,
Magician, or Mystic Adept gives the character a Magic attribute
of 1. Purchasing the Technomancer quality gives the character
a Resonance attribute of 1. A character can only possess either
Magic or Resonance—never both.

Once a character possesses a Magic or Resonance attribute,
it may be raised normally at a rate of 10 BP per +1 increase, with
the sixth point costing 25 BP. Magic and Resonance can both be
raised to a natural maximum of 6 (+ initiation grade) regardless

mums higher or lower. Augmentation (cither through technol-  of metatype.
ogy or magic) can allow a character to exceed their metatype
maximum to a certain point. Initiative

All characters start with the minimum attributes as noted for
their metatype on the Metatype Attribute Table. Characters also
start with a value of 6 in Essence, 1 in Edge (2 for humans), and a
value of 0 in Magic and Resonance. Initiative is a derived value and
is not calculated until after attribute values have been finalized.

Physical/Mental Attributes

Improving a character’s Physical or Mental attributes costs
10 Build Points to increase an attribute by +1. The final increase
spent to raise an attribute to its natural maximum (known as
“maxing out”) costs 25 BP instead of the normal 10.

Players may not spend more than half their total BP on Physical
and Mental attributes (for a standard 400 BP character, this means
acap of 200 BP). Also, characters cannot have more than one attri-
bute at their natural maximum. This measure prevents overspend-

ing in attributes and ensures that characters are well rounded.

|

Initiative is a derived attribute, calculated by adding your
character’s Reaction and Intuition together. Initiative cannot be
directly increased by spending BP during the character creation
process. (Certain spells, adept powers, and cyberware may aug-
ment Initiative; see A:szgning Resources, p. 84).

Now that Brian and Michelle have selected their
characters’ metatypes, it’s time to establish their attributes.
Steve informs them that they can only spend up to half their
total BP (200 BP) on Physical and Mental attributes.

Michelle wants her character to be well-rounded,
with no glaring strengths or weaknesses, so she chooses
not to “max out” any attributes. She decides her street
witch is a hermetic mage. Because the most important at-
tributes for a mage are Logic and Willpower, Michelle
spends 40 BP to increase Willpower from 1 10 S (a +4
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increase) and 30 BP to increase Logic from 1 to 4 (a +3
increase). Michelle also determines that Intuition and
Agility are important to her street-smart magician, so she
increases both from 1 to 4, for a total of 60 BP. Michelle
doesn’t see her street witch as a brawler, so Strength isn't
that important; she only spends 10 BP to raise it to 2. So
farshe's spent 140 BP on Physical and Mental attributes,
which leaves her with 60 BP; Michelle uses these to boost
Charisma, Body, and Reaction from 1 to 3 each.

Attribute Value BP Cost

Body 3 20
Agility 4 30
Reaction 3 20
Strength 2 10
Charisma 3 20
Intuition 4 30
Logic 4 30
Willpower 5] 40
TOTAL 200

With ber Physical and Mental attributes now ad-
dressed, Michelle looks at her Special attributes. Since
Michelle wants her character to be a magician, she has to
purchase the Magician quality for 15 BR This gives her
a Magic attribute of 1. Michelle wants her magician to
start at least average in powes, so she decides to increase
her Magic from 1 to 3 for 20 BP. She thinks Edge will
be important, so she spends 10 BP to increase it from 2
to 3. Essence starts at 6 (for now), and Initiative is au-
tomatically derived from adding Reaction and Intuition
together, resulting in 7.

Alrogether, Michelle has spent 255 BP. Michelle’s
street witch ends with the following attributes:

Body 3 Essence 6
Agiliry 4 Magic 3
Reaction 3 Initiative 7
Strength 2 Edge 3
Charisma 3
Intuition 4
Logic 4
Willpower S

Now lets take a look at Brian’s weapons special-
ist. Since all firearm-velated skills are linked to Agility,
Brian decides he wants to max out that attribute. The
maximum Agility for a dwarfis 6. For Brian to max out
Agility, be has to spend 40 BP to raise it from 1 to S, then
another 25 BP 1o raise it from S to 6.

Next to Agility, the most important attributes for
a weapons 5pe£ialz'st are Reaction and Intuition. Since
Brian has already maxed out his Agility, though, he can’t
take either to their maximum values. Instead, Brian rais-
es both attributes to just below their maximum: Reaction

at 4 (30 BP) and Intuition at S (40 BP).
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Body is also fairly important for Brian’s character
as it belps resist damage, so Brian increases it from 2 to
4 (20 BP). Brian sees his specialist as strong-willed, like
most dwarves, so he raises Willpower from 2 to 4. This
leaves Strength, Charisma, and Logic to consider and
only 25 BP remaining. Brian doesn'’t think his character
is either antisocial or stupid, so he puts in the minimal
10 BP each to raise them both to 2. With only S points
left over, Brian doesn’t have enough to increase Strength
Sfurther. He leaves it alone, content to keep it at 3.

Attribute Value BP Cost

Body 4 20
Agiliry 6 65
Reaction 4 30
Strength 3 0

Charisma 2 10
Intuition S 40
Logic 2 10
Willpower 4 20
TOTAL 195

Brian now looks at Special attributes. He decides his
dwarf specialist has average luck, so he increases his Edge
from 1 to 3 (20 BP). Since Brian isn’t playing a magician
or technomancer, he doesn’t have to worry abour Magic
or Resonance. His Essence starts at 6, like everyone else,
though that may decrease if Brian acquires any cyber-
ware or bioware (more on that later). Finally, he adds
Reaction and Intuition together to get an Initiative of 9.
At this point, Brian has spent 215 BP on attributes,
and 240 BP alrogether. The weapons specialists attri-
butes are as follows:

Body 4 Essence 6
Agility 6 Initiative 9
Reaction 4 Edge 3
Strength 3
Charisma 2
Intuition S
Logic 2
Willpower 4

ACQUIRE SKILLS

Skills represent what your character knows and how well he
or she can perform certain actions. In the shadows, what you can
do is often more important than what you may know.

TYPES OF SKILLS

There are three types of skills in Shadowrun—Active skills,
Knowledge skills and Language skills. Characters can learn new
skills and improve existing ones throughout the game.

Characters use Active skills to perform actions. Athletics,
Pistols, Spellcasting, Negotiation, Etiquette or any other skill
that represents something your character does are Active skills. A
list of the basic Active skills in Shadowrun appears on page 111
of the Skills section.




Knowledge skills represent what your character knows.
Such knowledge can come from education, hobbies or experi-
ence. These skills flesh out your character’s background and help
add a personal touch to the character.

Language skills represent the languages your character knows.

PURCHASING ACTIVE SKILLS

Your character starts with a rating of 0 in all skills. Rating 0
doesn’t mean that your character is ignorant or clueless, only that
he has the same amount of training (or lack thereof) as anyone
else. If a character has a skill at a rating greater than zero, then he
knows more than the average person on the street. (See the Skill
Ratings Table on pp. 108—109 for more information.)

Raising a skill costs 4 BP per rating point. Skills can only be
improved to a maximum rating of 6.

The maximum skill rating for starting characters is either
one skill at Rating 6 (with the rest at Rating 4 or less) or two skills
at Rating 5 (with the rest at Rating 4 or less). Your character can-
not start with both one Rating 6 skill and two Rating 5 skills.

Restricted Skills

Only magically active characters can use the Assensing skill
—meaning characters with the Magician or Mystic Adept quali-
ties (p. 79), or characters with both the Adept quality (p. 77) and
Astral Perception power (p. 187).

Likewise, if your character does not have the Magician or
Mystic Adept qualities, you cannot purchase skills in the Sorcery
and Conjuring skill groups. You can, however, purchase them as

Knowledge skills; see Knowledge Skills, p. 127.

Skill Groups

Skill groups are groups of related skills collected in a larg-
er category. For example, the Firearms skill group includes the
Longarms, Pistols, and Automatics skills. A skill group allows a
character broad proficiency rather than specific expertise, and
may appeal to players who wish to portray their characters in
broader strokes. See Skill Groups, p. 106.

To acquire a skill group for your character, you must pay 10
BP per level of expertise you wish to acquire. (Since skill groups
contain three or four skills together, this is actually cheaper than
purchasing each skill individually.) Starting characters may raise
purchased skill groups to a maximum rating of 4.

Specializations

Skills are general—your character can shoot any pistol with
the Pistol skill, or drive any car with the Pilot Ground Craft skill. If
you want your character to have a signature ability, something he is
better at than everyone else, you can give him a specialization.

For example, a character with the Pistols skill can choose to
specialize in Revolvers, which means he’s a crack shot at using re-
volvers, but not quite as good while firing semi-automatics. If your
character has a specialization, he adds 2 extra dice to the skill test
whenever the specialization applies (see Specializations, p. 109).

Specializations only cost 2 BP. You can only acquire special-
izations to skills you currently possess. Characters may only have
one specialization per skill. Characters may not purchase special-

izations for skill groups.

With their attributes set, Michelle and Brian
look at skills. We'll look at Active skills for now, going to
Knowledge and Language skills later.

Since Michelle and Brian are building their char-
acters from scratch, they will have to decide for them-
selves which skills their characters bave. In keeping with
the well-rounded theme, Michelle decides that her street
witch is a geneval practitioner, equally skilled in all as-
pects of magic use. She decides to pick up both the Sorcery
skill group and the Conjuring skill group at Rating 3.

That takes care of the “witch” part of street witch;
now Michelle looks at her characters street smarts.
First, she ought to have some street cred; Michelle ac-
quires Etiquette at Rating 3 and decides o specialize in
Street Etiquette. Also, the streets are pretty rough, so she
ought to be able to hold her own in a fight. To that end,
Michelle gets Pistols 1, Dodge 2, and Unarmed Combat
1. 1o round out her character, Michelle adds Perception
3 and First Aid 2.

The BP cost for these skills add up as follows:

Sorcery 3 30BP

Conjuring 3 30BP

Etiguette 3 12 BP

(Street specialization) 2 BP

Pistols 1 4 BP

Dodge 2 8 BP

Unarmed Combat 1 4 BP

Perception 3 12 BP

First Aid 2 8 BP

TOTAL 110 BP (355 BP total)

Now its Brian’s turn. Since he wants bis character
to be a weapons specialist in more than just name, he-
wants to be the best shooter possible. Brian opts to acquire
skills individually, since skill groups are limited to a
maximum rating of 4 for starting characters. He can only
have one skill at Rating 6, so he decides to put those points
in Pistols.

With the top spot filled, all the remaining skills must
be Rating 4 or lower. Brian takes Dodge 4 (a good shoot-
er should know how to get out of the way), Longarms 3,
Heavy Weapons 2, Automatics 4, and Thrown Weapons
2 (useful for throwing grenades). Brian also decides to get
Negotiation 2 (a hired gun ought to know how to nego-
tiate a contract), Perception 4 (o find his targets before
they find him), Infiltration 2, and Armorer 2 (a good
weapon specialist takes care of bis tools). Brian also gets
Etiguette 1 with a specialization in Military to establish
part of his background.

The BP cost for these skills add up as follows:

Pistols 6 24 BP
Automatics 4 16 BP
Dodge 4 16 BP
Longarms 3 12 BP
Heavy Weapons 2 8 BP
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Category
Street

Academic

Professional

Interests

Linked
Attribute
Intuition

Logic

Logic

Intuition

KNOWLEDGE SKILLS BY CLASS

Type of Knowledge

This is information avail-
able to characters with
street connections.

These skills are limited

to a specific location or
city. Examples: Gang
Identification, Criminal
Organizations, Smuggling
Routes, Fringe Cults.

This is research and educa-
tion, ranging from the sci-
ences to history, literature
and the arts. Examples:
Biology, Medicine, Magic

Theaory, Politics, Philosophy,

Poetry, History, Music.
This is the knowledge
gained from normal
trades and occupations.
Examples: Journalism,
Business, Military Service.
These are the hob-

bies characters have or
other interests that make
them unique. Use your
imagination! Examples:
Woodworking, Urban
Brawl Teams, Sci-Fi Sims,

section). Depending on its category, a Knowledge skill
links to either Intuition or Logic. You can choose as
many skills as you want from each category. Be creative!
Anything your character knows—from science-fiction
TV shows to basic chemistry to pop music—can be a
Knowledge skill. The only limits are your imagination
and the gamemaster’s tolerance.

Knowledge skills are open-ended in their definition,
so a player should feel free to allocate them as desired
to portray the character’s breadth of knowledge. As a
general guideline, a Knowledge skill should have two
to three defining terms in the subject title (for exam-
ple, “Aztechnology Business Practices”); anything else
tends to make the subject either too broad or too lim-
iting for the value of the skill.

As with Active skills, your character can specialize in
Knowledge skills. Specializing in a Knowledge Skill costs
an additional 1 BP. No more than one specialization can
be taken per Knowledge skill.

Characters cannot start the game with any base
Knowledge skill rating higher than 6. Additionally,
players may have a maximum of either one Knowledge
skill at Rating 6 (with the rest at Rating 4 or less) or two
Knowledge skills at Rating 5 (with the rest at Rating 4 or
less). No base Knowledge skill can be rated lower than 1.
Players cannot save Knowledge skill points; any left over
after character creation are lost. New Knowledge skills
can be learned and existing ones improved as the game
goes on (see Character Improvement, p. 263).

LANGUAGE SKILLS
The Sixth World is a global village, and people

often must be multilingual regardless of where they

Elven Wine.

Thrown Weapons 2 8 BP

Negotiation 2 8 BP

Perception 4 16 BP

Infiltration 2 8 BP

Armorer 2 8 BP

Etiquette 1 4 BP

(Military specialization) 2 BP

TOTAL 130 BP (370 BP total)

KNOWLEDGE SKILLS

Your character starts with a number of Knowledge skill
points equal to (Logic + Intuition) x 3. You may also purchase
additional Knowledge skill points at a rate of 2 BP per point.
The maximum number of Knowledge skill points you may
purchase is also equal to your (Logic + Intuition) x 3. In other
words, you can only increase your total Knowledge skill points
up to double your starting amount. Note that Language skills
are also purchased from this pool of Knowledge skill points.
Street
Knowledge, Academic Knowledge, Professional Knowledge,
and Interests (for specific definitions, see p. 127 of the Skills

Knowledge skills come in four categories:
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live. Characters may acquire Language skills to re-
flect this ability.

At the beginning of the game, a player must declare
what his character’s native language is. A character has
no problem communicating in his native language and does
not need to make a Success Test when doing so. For record
keeping purposes, you should list your native language under
the Skills column, using the letter “N” instead of the skill rat-
ing to identify it as the character’s native tongue.

If a player wants his character to communicate in other lan-
guages, he may purchase Language skills. Language skills count
as Knowledge skills for character creation purposes, and skill
points for Language skills deduct from the same pool used for
Knowledge skills.

Specializations of Language skills are called /ngos. Lingos
are the languages of subgroups: hackers, mages, lawyers, corp
wage slaves, street gangs, tribes, and so on. For more information,

see p. 129 of the Skills section.

With Active skills already set, the duo takes a look ar
their characters’ Knowledge skills.

Michelle’s street witch has her Intuition and Logic
attributes at Rating 4, so she gets (4 + 4) x 3, or 24 free
Knowledge skill points. Ancient Egyptian heka rituals
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have always fascinated Michelle, so she takes Ancient Attributes, p. 73). A character with this quality cannot take the

Egyptian Magic” as an Academic Knowledge skill ar
Rating S. She figures her charvacter is familiar with
many talismongers around Seattle, so she takes “Seattle
Talismongers” as a Rating 4 Street Knowledge skill.

As a survivor of the streets, Michelle knows who's
top dog, as reflected by Seattle Street Gangs 4, Seattle
Safehouses 4, and Seattle Syndicates 3, also Street
Knowledge skills. Lastly, to round out her street witch,
Michelle gives her character an Interests Knowledge
skill: Ancient Mythologies 4. This uses up the last of
Michelle’s free Knowledge skill points, so she’s done.

Brians specialist bas an Intuition of S and a
Logic of 2, 50 be gets (S + 2) x 3, or 21 free Knowledge
skill points. Since a weapons specialist ought to know
where to get guns, Brian first chooses North
American Arms Dealers as a Street Knowledge
skill at Rating 4. Similarly, Brian allo-
cates 4 Knowledge skill points to Arms
Manufacturers and 4 points  to
UCAS Military, both Professional
Knowledge skills. Brian
also  takes  Global
Conflicts 3 as
an Interests
Knowledge  skill,
as well as Military
History 3 as an
Academic Knowledge
skill. With only 3 free
points left, Brian decides to invest
them into German, a Language skill.

QUALITIES

Qualities are special advantages and disadvantages that may
help or hinder your character. They aren’t special gear or magi-
cal powers, but rather innate characteristics that often come to
the forefront during the stressful situations shadowrunners often
find themselves in. Qualities can either be positive or negative.
Players purchase qualities during character creation.

POSITIVE QUALITIES

Positive qualities have a BP cost, like everything else.
Characters may not spend more than 35 BP on Positive Qualities.

Adept
Cost: 5 BP

Adept characters use their magic in a radically different way
than other Awakened characters, by channeling magic through
their bodies and minds; they do not cast spells or conjure spir-
its, nor do they typically have access to astral space (see the Astral
Perception adept power, p. 187). Instead, adepts develop powers
that improve their physical and mental abilities.

A character with this quality is an adept and starts with a
Magic attribute of 1, which can be increased like any other at-
tribute up to a maximum of 6 + initiation grade (see Purchase

Magician, Mystic Adept, or Technomancer qualities.
Characters with the Adept quality get a number of Power
points during character creation equal to their Magic attribute.
These Power points are used to buy specific adept powers (see
p- 187). Additional Power points can be gained by increas-
ing the character’s Magic attribute through the expendi-
ture of Karma. Note that the Magic attribute cannot
be raised above the natural maximum of 6 without

initiation (see Initiation, p. 189) .

The adept is fully described on p. 186 of the
Awakened World section; a sample adept
character appears on p. 95.

Though this quality is inexpensive,
gamemasters should be careful not to
allow it to be abused. It should only be
taken for characters that are intended

to be played as adepts.

Ambidextrous
Cost: 5 BP

The character can use and
handle objects equally well with
both hands. The character does
not suffer any modifiers for us-
ing an off-hand weapon (see
p- 142). When using two
- weapons at once, however,
the character must still split

his dice pool.

Animal Empathy
Cost: 10 BP

A character with Animal Empathy has an instinctive feel for
handling animals of all kinds. The character receives a +2 dice
pool modifier for all tests involving the influence or control of an
animal (including riding). Characters with this quality become
more sensitive to the animal’s point of view, and are typically re-
luctant to harm or show cruelty to an animal. This quality does
not affect a character’s interaction with sentient critters, such as
sasquatches, naga, or dragons.

Aptitude
Cost: 10 BP

A character with the Aptitude quality is a prodigy in one
particular skill. Characters with this quality may improve one
Active skill one point above its natural maximum to a 7. Note
that this doesn’t actually increase a skill that’s currently at Rating
6; it just opens the door for further advancement. Increasing a
skill level beyond 6 costs double the normal Karma Cost (see
Character Improvement, p.263).

The Aptitude quality may be taken during character creation
to allow a beginning character to start with a skill of 7. If a character
takes advantage of this quality, the cost for raising the skill from 6
to 7 is also twice normal, or 8 BP.

Characters may only take the Aptitude quality once.
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Astral Chameleon
Cost: 5 BP

With the Astral Chameleon quality, the character’s astral sig-
nature blends into the background of astral space more quickly. All
signatures left by the character last only half as long, and others as-
sensing the signature receive a -2 dice pool modifier. Only charac-
ters with the Adept, Magician, or Mystic Adept qualities may take
this quality.

Blandness
Cost: 10 BP

This character blends into any crowd. He is average in height,
weight, and appearance, and has a distinct lack of distinguishing
physical characteristics or mannerisms. Anyone attempting to de-
scribe the character cannot come up with anything more precise
than “he was kinda average.”

Individuals attempting to shadow or physically locate the
character through social means or in even slightly crowded settings
receive a -2 dice pool modifier on all tests made during such at-
tempts. The modifier does not apply to magical or Matrix searches.

Codeslinger
Cost: 10 BP

A codeslinger is particularly adept at performing a particular
Matrix action and receives a +2 dice pool modifier to that Matrix
action. Only Matrix actions with an associated success test apply;
Codeslinger does not apply to actions that do not require a success
test, such as Jack Out. Codeslinger may only be taken once.

Double Jointed
Cost: 5 BP

A Double Jointed character has unusually flexible joints and
can bend and contort his body into extreme positions. The charac-
ter receives a +2 dice pool modifier for Escape Artist Tests (p. 115).
At the gamemaster’s discretion, the character may be able to squeeze
into small, cramped spaces where less limber characters couldn’t fit.

Exceptional Attribute
Cost: 20 BP

The Exceptional Attribute quality allows a character to pos-
sess a natural Physical or Mental attribute at a level above the
metatype maximum. A character with this quality has one attri-
bute with a natural maximum one point higher than his metatype
would normally allow (for example, a human character would have
one attribute with a natural maximum of 7). This also increases the
augmented maximum for that attribute as appropriate This quality
may only be taken once.

First Impression
Cost: 5 BP

A character with the First Impression quality slides easily into
new situations, groups, cities, and jobs. Whenever attempting to
fit into a new environment—such as infiltrating a group or trying
to meet contacts in a new city—the character gains a +2 dice pool
modifier on any Social Tests during the first meeting. This modi-
fier does not apply to second and subsequent encounters.
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Focused Concentration
Cost: 10 BP per rating (max rating 2)

A magician character with Focused Concentration has a
naturally strong ability to concentrate. This allows him to chan-
nel mana more efficiently, making him less susceptible to Drain. A
character with this quality gains a +1 dice pool modifier per rat-
ing point for all Drain Tests. Only characters with the Magician or
Mystic Adept qualities may take Focused Concentration.

Guts
Cost: 5 BP

A character with Guts is not easily frightened. He receives a
+2 dice pool modifier on tests made to resist fear and intimidation,
including magically induced fear from spells or critter powers.

High Pain Tolerance
Cost: 5 BP per rating (max rating 3)

High Pain Tolerance enables a character to better shrug off
the distraction of pain from his concentration. A character who
possesses this quality can ignore one box of damage per rating
point when calculating wound modifiers (see Wound Modifiers, p.
153). So a character with this quality at Rating 2 can take 4 boxes
of damage without suffering a wound modifier. This quality may
not be used with the Pain Resistance adept power, pain editor cy-
berware, or damage compensator bioware.

Home Ground
Cost: 10 BP

Home Ground provides a character with a +2 dice pool
modifier for all Active Skill Tests made within the character’s home
turf. Any Knowledge skills relevant to the people, places, or things
within this area receive a +4 dice pool modifier.

The character’s home turfis a particular location with which
the character is intimately familiar. The location must either be
a small area—no larger than a large building or small neighbor-
hood—or an environment encountered infrequently during
the campaign. For example, in a Seattle-based campaign, the
desert would be an infrequently encountered region and could
be considered home ground. The desert would not be a suitable
home ground for a campaign set in the magic-soaked Mojave.
Gamemasters must approve all home grounds in their campaigns.

For hackers and technomancers, a home ground might be a
particular computer network the character knows extremely well.
In this case, the character receives a +2 dice pool modifier for all
tests made while accessing that network. Favorite data havens like
the Denver Nexus make suitable home grounds for hacker charac-
ters. Many corporate hackers have the Home Ground quality for
their corporate systems.

All home grounds must be fixed locations—characters can-
not move them around. If a character’s home ground is destroyed,
the quality is lost.

Human-Looking
Cost: 5 BP

A metahuman character with the Human-Looking quality
can “pass” for human in most circumstances. Human NPCs re-
spond with neutral attitudes toward such characters when making
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Social Skill Tests (see p. 120). The character may suffer increased
animosity from metahuman NPCs who are prejudiced against hu-
mans and who mistake him for human (or think that he is trying
too hard to “look human”). Only elves, dwarfs, and orks can take
the Human-Looking quality.

Lucky
Cost: 20 BP

This quality allows a character to possess an Edge attribute
one point higher than his metatype maximum. (For example, a hu-
man character could raise his Edge to 8.) Note that this does not
actually increase the character’s Edge, it just allows him to do so;
the Karma cost for improvement must still be paid (see Character
Improvement, p. 263). This quality may only be taken once.

Magician
Cost: 15 BP

A character with this quality is a magician and starts with a
Magic attribute of 1. This may be increased like any other attribute,
up to a maximum of 6 + initiation grade (see Purchase Attributes,
p-73). A character with this quality cannot take the Adept, Mystic
Adept, or Technomancer qualities.

Magicians can cast spellsand conjure spirits (see 7he Awakened
World chapter for more information, p. 163). The Combat Mage,
Occult Investigator, Radical Eco-Shaman, and Street Shaman
sample characters on pp. 90, 97, 98, and 102 are examples of magi-
cians. Each magician follows a specific magical tradition that de-
fines his worldview and how he perceives and manipulates magic.
Two common traditions—hermetic and shamanic—are described
in this book, but players can also devise their own (see Traditions, p.
169). Magicians may also have a mentor spirit (see Mentor Spirits,
p- 192) that confers its own benefits or penalties; players should
note these, especially when choosing spells.

Magicians also have astral perception and the ability to as-
trally project (see The Astral World, p. 181).

Though this quality is inexpensive, gamemasters should be
careful not to allow it to be abused. It should only be taken for
characters that are intended to be played as magicians.

Magic Resistance
Cost: 5 BP per rating (max rating 4)

For every 5 BP spent on Magic Resistance, a character re-
ceives 1 additional die for Spell Resistance Tests (see p. 173). The
Magical Resistance quality, however, works even against beneficial
spells such as Heal.

Characters with the Adept, Magician, or Mystic Adept quali-
ties cannot take this quality. A magically resistant character cannot
choose to lower his magical resistance; it affects all spells and magi-
cal effects, good or bad. A character with Magic Resistance is never
a willing subject for spells that require a voluntary subject; such
spells automatically fail when used on magic resistant characters.

Mentor Spirit
Cost: 5 BP

This quality is only available to characters with either the
Magician or Mystic Adept quality. The character has a patron men-
tor spirit (see Mentor Spirits, p. 192) that guides him in his practice
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of magic and provides certain advantages and disadvantages. A
character may only ever have one mentor spirit.

Murky Link
Cost: 10 BP

Any ritual sorcery (p. 174) directed against the character
receives a —3 dice pool modifier. Note that this quality may
work against the character in some circumstances, such as
when friendly magicians want to use ritual sorcery to locate
or aid the character.

Mystic Adept
Cost: 10 BP

Mystic adepts are a hybrid between magicians and adepts.
Mystic adepts choose whether to dedicate their individual Magic
attribute points toward somatic adept powers (gaining 1 Power
point per Magic attribute point allocated) or towards Magic skills
such as spellcasting and conjuring instead.

A character must purchase this quality in order to be a mystic
adept and starts with a Magic attribute of 1. This may be increased
like any other attribute, up to a maximum of 6 + initiation grade
(see Purchase Attributes, p.73). A character with this quality can-
not take the Adept, Magician, or Technomancer qualities.

Like adepts, mystic adepts do not have access to astral space
unless they purchase the Astral Perception adept power. Mystic
adepts may not astrally project.

Though this quality is inexpensive, gamemasters should be
careful not to allow it to be abused. It should only be taken for

characters that intend to explore their nature as mystic adepts.

Natural Hardening
Cost: 10 BP

Something about this character’s neural structure makes him
resistant to feedback. This quality gives the character 1 point of
natural biofeedback filtering, which is cumulative with a com-

mlink’s biofeedback filter (see p. 226).

Natural Immunity
Cost: 5or 15 BP

Characters with Natural Immunity have an innate or devel-
oped immunity to one single disease or toxin. This quality is avail-
able at two levels. If purchased at the 5 BP level, the character is
immune to a single natural disease or toxin. If Natural Inmunity is
purchased at the full 15 BP level, the character isimmune to asingle
synthetic (artificially created) disease or toxin. Natural Immunity
does not affect diseases or toxins which are magically based, such
as HMHVV.

The player and gamemaster must agree on the disease, drug,
or poison to which the character is immune. It must be something
the character would have a reasonable chance of coming into con-
tact with. The character can take one dose of the agent every (12
- Body) hours with no ill effects. If the character ingests more than
a single dose during that period, he takes damage as normal, but
recovery time is halved.

Note that characters with Natural Immunity to a disease may
still infect other characters with the disease, even though they are
not suffering any ill effects from it.
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Photographic Memory
Cost: 10 BP

A character with Photographic Memory rarely forgets any-
thing he has experienced. The character can instantly recall faces,
dates, numbers, or anything else he has seen or heard. When mak-
ing Memory Tests (see Attribute-Only Tests, p. 130), the character
gains a —1 threshold modifier to the test.

Quick Healer
Cost: 10 BP

A Quick Healer recovers from damage more quickly than oth-
er characters do. The character receives a +2 dice pool modifier to

all Healing Tests made on/for/by him, including magical healing.

Resistance to Pathogens/Toxins
Cost: S or 10 BP

A character with Resistance to Pathogens/Toxins can fight
off toxins and drugs more easily than other characters and receives
a +1 dice pool modifier to Resistance Tests. This quality comes at
two levels; at 5 BP the character is resistant to either pathogens or
toxins, not both. If the character purchases this quality at 10 BP, he
is resistant to both.

Spirit Affinity
Cost: 10 BP
Characters with Spirit Affinity are naturally attuned to one
type of spirit (see Spirits, p. 294). These spirits find the character in-
teresting, will be drawn to him, and are more inclined to assist the
character. In certain situations, they may be reluctant to attack the
character, using a nonlethal power if forced to attack regardless.
This quality may be taken by any character, not just magi-
cians; magicians may possess this quality for a type of spirit that is
not part of their magical tradition.

Technomancer
Cost: 5 BP

Technomancers can access and manipulate the Matrix
through their own sheer force of will (see Technomancers, p.
232). Known as otaku prior to the Crash of 2064, technomanc-
ers have emerged amongall walks of life since the advent of aug-
mented reality.

A character must purchase this quality in order to be a tech-
nomancer and will start with a Resonance attribute of 1. This
may be increased like any other attribute, up to a maximum of
6 (see Purchase Attributes, p.73). A character with this quality
cannot take the Adept, Magician, or Mystic Adept qualities.

Technomancers have a living persona—their Matrix alter
ego—with its own separate set of attributes that govern virtual
actions in the Matrix. The Resonance attribute, combined with
certain other attributes, determines how strong (or weak) the
persona is.

Toughness
Cost: 10 BP

Characters with the Toughness quality shrug off damage
more easily than others. Such characters gain a +1 dice pool modi-
fier to their Body when making Damage Resistance Tests.
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Will to Live
Cost: 5 per rating (max rating 3)

For each rating point in Will to Live, the character gains 1
additional Damage Overflow Box (see p. 244). These additional
boxes only allow the character to sustain additional damage before
dying; they do not raise the threshold at which the character be-
comes unconscious or incapacitated. They also don’t affect wound
modifiers from damage the character has taken.

NEGATIVE QUALITIES

Negative qualities provide bonus BP that can be used toward
the cost of attributes, skills, qualities, and other resources and abili-
ties. Characters may not earn more than 35 BP from purchasing

Negative Qualities.

Addiction
Bonus: 5 to 30 BP

A character with the Addiction quality is addicted to alcohol,
drugs, BTL chips, or a similar substance with a detrimental effect
on the character’s health (note that nicotine, caffeine, and sugar do
not count). The value of this quality depends on how severe the
addiction is: Mild, Moderate, Severe, or Burnout. Additional ad-
diction rules, including listings of drugs and roleplaying guidelines,
can be found on p. 247.

Mild (5 BP): The addiction is omnipresent but not blatant
or intrusive; it may not even be recognized or acknowledged. At
this stage it is easier to seck help, but very few recognize their ad-
diction as something needing help at this stage. Addicts experience
cravings at least once a week (if not every few days), but can ignore
them if necessary without too much difficulty. The addict suffers
a -2 dice pool modifier to Willpower and/or Body Tests to resist
the craving.

Moderate (10 BP): The addiction at this stage is marked and
difficult to overcome. Addicts experience cravings at least once a
day (if not more), and they are more difficult to ignore. The addict
suffers a —4 dice pool modifier to Willpower and/or Body Tests to
resist the craving.

Severe (20 BP): The addiction is out of control. The addict
experiences constant cravings (at least twice a day), suffering a -6
dice pool modifier to Willpower and/or Body Tests to keep from
giving in.

Burnout (30 BP): This is the same as a Severe addiction,
except the addict has been in this state for some time and is expe-
riencing the tell-tale signs of habitual use on his body. Reduce the
character’s Essence by 1 to reflect a loss of health from abusing his
body. If the character does not kick the habit soon, he will con-
tinue to lose Essence at a rate determined by the gamemaster until

he dies.

Allergy
Bonus: 5 to 20 BP

A character with the Allergy quality is allergic to a sub-
stance or condition. The value of this quality depends on two
factors. First, determine whether the substance or condition is
Uncommon (2 BP) or Common (7 BP). Then determine the se-
verity of the symptoms: Mild (3 BP), Moderate (8 BP), or Severe
(13 BP). Add the appropriate point values to find the final value.
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N Bonus: 5 BP
C(EES? ALLERGY TABLE A character with the Codeblock quality al-
. L ways has trouble with a particular Matrix action.
Condition Value Description . . . .
o He receives a -2 dice pool modifier any time he
Uncommon 2 The substance or condition is rare for the

(such as like Denver).
Common 7

| setting (like Seattle).

local environment. Examples: silver, gold,
seawater in a landlocked campaign setting

The substance or condition is common for
| the local environment. Examples: sunlight,
| plastic, pollutants, seawater in a coastal

attempts that type of Matrix action. Codeblock
only applies to Matrix actions with an associ-
ated test; it does not apply to actions that do
not require a test (jacking out, for example).
Gamemasters should not allow non-hackers to
apply Codeblock towards hacking actions that
they are never likely to take.

v Mild 3

[ symptoms.
Moderate 8

Severe 13

For example, the value of an Uncommon Moderate Allergy is 10
(2 + 8) points.
The Allergy Table gives descriptions of conditions and severity.

Astral Beacon
Bonus: 5 BP

The astral signature of a character with the Astral Beacon
quality sticks out like a sore thumb on the astral plane. All signa-
tures left by the character last twice as long, and others assensing
the signature receive a +2 dice pool modifier. Only characters with
the Adept, Magician, or Mystic Adept qualities may take this qual-
ity.

Bad Luck
Bonus: 20 BP

This character is cursed—his own luck often turns against
him. Whenever this character uses Edge, roll 1D6. On a result of
1, the Edge is spent, but it has the exact opposite effect intended.
For example, if a character hopes to gain additional dice, instead
he loses that many dice from his dice pool. If a character spends
Edge to go first in an Initiative Pass, he ends up going last. If a

character spent Edge to negate a glitch, Bad Luck turns it into a
critical glitch.

Symptoms are discomfiting and distracting. |
Apply a -2 dice pool modifier to all tests |
i made while a character experiences the

Contact with the allergen produces intense I
| pain. Apply a —4 dice pool modifier to all
tests made while a character experiences the
symptoms. Increase the Damage Value of

| weapons made from this substance by +2
when used against the character.

Contact with the allergen results in actual |
physical damage. The character receives

1 box of damage for every minute he

touches or remains exposed to the allergen.
Apply a —4 dice pool modifier to all tests
made while a character experiences the
symptoms. Increase the Damage Value of

' weapons made from this substance by +4
when used against the character.

Combat Paralysis
Bonus: 20 BP

A character with Combat Paralysis freezes
I' in combat situations. On the character’s first
J Initiative Test in combat, the character only rolls
half his Initiative attribute. On the second and
subsequent Initiative Tests, however, the char-

acter rolls his normal Initiative. The character
also receives a —3 dice pool modifier on Surprise

Tests. Finally, the gamemaster should apply a +1
threshold modifier to any composure tests (see
Composure, p. 130) the character must make in
combat situations.

Elf Poser
Bonus: 5 BP
EIf Posers are human characters who want

to be elves. This desire prompts them to associate
W with elves as much as possible, talk like elves, and
6{@@ alter their appearances so that they resemble elves.
- Real elves consider them an embarrassment, many
humans think of them as sellouts, and even the
other metatypes generally consider posers to be pathetic.
Characters with this quality who have undergone cosmetic
surgery to get “elf ears” and “elf eyes” may successfully pass as elves
and avoid any negative Social skill modifiers associated with being
a non-elf. If an elf discovers the character’s secret, however, the elf
is likely to treat him with contempt and hostility (see the Social
Modifiers Table, p. 122). An outed elf poser may also face stigma
from other humans as “race traitors,” if those humans harbor any
prejudice against elves.

Only human characters may take the Elf Poser quality.

Gremlins
Bonus: 5 BP per rating (max rating 4)

Characters with the Gremlins quality never seem to get along
with technology. Devices malfunction inexplicably in the charac-
ter’s hands, software constantly crashes whenever he uses it, com-
ponents become unusually fragile at his touch, and wireless links
suffer faltering connections and odd interference.

For every 5 BP gained in this quality, reduce the number of
rolled 1s necessary to get a glitch (p. 55) by 1 whenever the char-
acter is attempting to use a moderately sophisticated device (late
20th century technology or later). For example, a character with
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a dice pool of 8 and Gremlins Rating 2 (10 BP) would trigger a
glitch if two or more 1s result from the test. The gamemaster may
also require the character to make a test for operations that would
otherwise succeed automatically, simply to see whether or not a
glitch occurs.

When describing the effects of a Gremlin-induced glitch,
gamemasters should play up the notion of a particularly weird
mechanical or electronic malfunction. For example, if a Gremlin-
plagued character glitches while shooting a pistol, the clip might
inexplicably fall out of the gun, or the slide might jump off the rails
and go flying into the distance. Similarly, if the character was us-
ing a commlink to access a restricted node, the language interface
might suddenly convert into Lithuanian for no apparent reason.

Note that Gremlins isa Negative quality—its effects should be
hindering to the character (and entertaining to others). Gremlins
should not be used as an “offensive ability] where a character
causes his opponent’s high-tech toys to fall apart merely by touch-
ing them. Consider Gremlins to be a curse on the character—if he
wants the technology to fail, then it should be more likely not to.

This effect only applies to external equipment and does not
affect cyberware, bioware, or other implants.

Incompetent
Bonus: 5 BP

A character who is Incompetent possesses a total lack of
knowledge or ability with a certain Active skill. If this quality is
taken, the player must specify an Active skill in which the character
is Incompetent. Incompetent may not be applied to Language or

Knowledge skills.
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The character is treated as having a skill level of “unaware” for
that particular skill (see the Skill Ratings Table, beginning on p.
108 for more information). In some cases, a Success Test may be re-
quired to perform certain tasks that most people take for granted.
Characters may not possess that skill, nor may they default on it.

Incompetent may be purchased more than once, choosing a
separate skill each time.

Infirm
Bonus: 20 BP

The Infirm quality represents a character with substandard
physical fitness. Infirm characters could be old or simply quite ill,
or they may be individuals in poor health who neglect their phys-
ical well-being, such as “couch potato” hackers or magicians.

The cost for learning or improving Physical skills is twice
normal (including at character creation) for Infirm characters,
and they may never learn any Physical skill groups. Additionally,
Infirm characters are treated as “unaware” in any Physical skills
that they do not possess at Rating 1 or higher (see Skill Ratings,
p- 106), and they may not default on skill tests for that skill.
The quality does not affect performance in Physical skills the
character possesses.

Low Pain Tolerance
Bonus: 10 BP

Characters with Low Pain Tolerance are particularly sensitive
to pain; they incur a —1 wound modifier for every 2 boxes of cumu-
lative damage, instead of the normal 3 boxes.
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Ork Poser
Bonus: 5 BP

Influenced by Goblin Rock or over-hyped orxploitation
trends, an Ork Poser is an elf or human character who alters his
appearance to appear as an ork. Various cosmetic biomods—
tusk implants, steroids, larynx alterations, etc.—allow the char-
acter to successfully pass as an ork. Ork posers are an embar-
rassment to many orks, and an ork who discovers the secret may
treat the character with hostility. Other orks, however, might
be willing to let the character join the “family”—provided he
passes an appropriate hazing ritual to prove his “orkness,” of
course. An outed ork poser may also face stigma from other
humans or elves as “race traitors,” if those humans/elves harbor
any prejudice against orks.

Only humans and elves may take the Ork Poser quality.

Scorched
Bonus: 5 BP (10 BP for hackers/technomancers)

A Scorched character had a nasty experience (or experi-
ences) with Black IC or BTLs in the past, suffering near-perma-
nent effects. The character receives a -2 dice pool modifier to any
Willpower-related tests made when facing Black IC or BTLs.
This does not include Damage Resistance Tests, but does apply
to tests to jack out, log off; resist the effects of Psychotropic IC, or
resist addiction.

Sensitive Neural Structure
Bonus: 5 BP (10 BP for hackers/technomancers)

A character with a Sensitive Neural Structure has a particu-
larly delicate nervous system, making him more vulnerable to neu-
ral damage from BTLs, Black IC, dumpshock, and other damag-
ing forms of simsense. When resisting damage from Simsense, the
character receives a -2 dice pool modifier.

Sensitive System
Bonus: 15 BP

A character with the Sensitive System quality has immuno-
suppressive problems with implants. Double all Essence losses
caused by cyberware implants. This quality does not affect Essence
losses for bioware.

Simsense Vertigo
Bonus: 10 BP (15 BP for hackers/technomancers)

Characters who suffer from Simsense Vertigo experience feel-
ings of disorientation whenever they work with augmented reality,
virtual reality, and simsense (including smartlinks, simrigs, and im-
age links). Such characters receive an extra -2 dice pool modifier
to all tests when interacting with AR, VR, or simsense.

SINner
Bonus: 5 or 10 BP

The character was born with or somehow acquired a legal
System Identification Number, or SIN (see Identification, Please,
p- 258). This means the character’s real identity, personal history,
biometric data, credit records, medical history, travel history, etc.
are stored and accessible in numerous databanks. This does not

mean the character is required to use that SIN, merely that a legal
record of him does exist (and may serve as a detriment some day).

At S BP, the character has a standard SIN and is a bona fide
citizen of the nation or extraterritorial megacorp of his choice. At
10 BP, the character has a criminal SIN, meaning that the char-
acter also has a verifiable criminal record on file, and likely served
prison time in the past. As many law enforcement agencies share
their data, this means that character is more likely to be identified
if linked to a crime.

Spirit Bane
Bonus: 10 BP

A character with the Spirit Bane quality really torques off a
certain type of spirit (see Spirits, p. 294). These affected spirits are
likely to harass the character when he is in their presence and they
may be reluctant to obey or perform favors for the character or
his friends. If ordered to attack a party that includes the character,
these spirits will single the character out first in an attempt to de-
stroy him.

This quality may be taken by any characters, not just magi-
cians, and magicians may possess this quality for a type of spirit
that is not part of their magical tradition.

Uncouth
Bonus: 20 BP

Uncouth characters are antisocial or sociopathic and have a
difficult time interacting with others. The cost for learning or im-
proving Social skills is twice normal for Uncouth characters (in-
cluding at character creation), and they may never learn any Social
skill groups. Additionally, Uncouth characters are treated as “un-
aware” in any Social skills that they do not possess at Rating 1 or
higher (see Skill Ratings, p. 106). The gamemaster may require the
character to make Success Tests for social situations that normal
people would have no problems with.

Uneducated
Bonus: 20 BP

An Uneducated character has grown up far away from the
modern sprawl and is thus ignorant of modern society in gener-
al, possessing only a rudimentary knowledge of reading, writing,
and arithmetic. This quality is fitting for characters who grew up
in primitive societies or back-to-the-land anti-technological com-
munes (for example, Amazonian primitives, Luddite collectives,
or NAN pinkskins). This quality also applies to certain sentient
paracritters that have developed their own primitive society (such
as shapeshifters, naga, and merrow).

Characters with the Uneducated quality are considered
“unaware” in Technical, Academic Knowledge, and Professional
Knowledge skills they do not possess (see Skill Ratings, p. 106),
and they may not default on skill tests for those skills. The game-
master may also require the character to make Success Tests for
ordinary tasks that the typical sprawl-dweller takes for granted.
Additionally, the Karma cost for learning new skills or improv-
ing existing ones in these categories is twice normal (including at
character creation), and the character may never learn skill groups
belonging to these categories.
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Weak Immune System
Bonus: 5 BP

A character with the Weak Immune System quality is
more susceptible to infection by disease than normal. The
character gains a -2 dice pool modifier to any tests for resist-
ing diseases. Weak Immune System often results from immu-
no-suppression treatments used in cybersurgery and bio-ge-
netic procedures, so it’s reasonable to believe that characters
that have undergone extensive body modification are more
likely to acquire this quality.

Michelle decides that she doesn’t need to buy any
qualities for her character aside from the Magician qual-
ity, which she needs to be a mage. Brian needs a few ex-
tra build points though, so he takes the Scorched negative
quality which gives him S extra build points. He decides
that this reflects a former BTL addiction his character had
that he cleaned up from. This means that bis character bas
trouble dealing with black IC and BTLs and bas more
trouble resisting their effects. This brings his BP total back
down to 365.

ASSIGNING RESOURCES

All the attributes, skills, and qualities your character has can
be worthless if he doesn’t have the resources to get the job done.
Resources covers all the tools of your character’s trade, including
gear, cyberware, magic spells, and technomancer complex forms.
Each type of resource has its own separate BP cost. (Intangibles
such as contacts and spells are priced in BP, not Resource nuyen.)

GEAR

Gear provides your character with the starting cash to
gear up for street-level warfare. For every BP invested in Gear,
the character gets 5,000 nuyen to purchase weapons, armor,
cyberware, and other equipment, up to a maximum of 50 BP
or 250,000¥.

Players can use this money to purchase their characters’
starting gear, including cyberware, weapons, ammunition,
foci and magical items, commlinks, vehicles, and plenty of
other toys, described in the Street Gear section, p. 298. You
can purchase gear in any order you wish. Starting characters
must have the money to cover the full cost of an item.

All gear is subject to gamemaster approval—just because
you can purchase something doesn’t mean you should be al-
lowed to get it at the start of the game. Finally, no piece of gear
purchased at character creation can have a rating higher than
6 or an Availability higher than 12 (for more information, see
Availability & Buying Gear, p. 301).

Players need not spend starting resources down to the last
nuyen. For suggestions on what to do with leftover money, see

Finishing Touches, p. 86.

Cyberware and Bioware

In addition to the nuyen cost, each item of cyberware or bio-
ware also has a secondary cost in Essence. This Essence Cost is the
amount by which the character’s Essence is reduced when the cy-
berware or bioware is installed. Starting characters cannot have an
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Essence of 0, but any fraction above zero is fine. Some cyberware
can be “packaged” with other cyberware for lower cost, or may al-
low a certain number of Essence-free attachments (cybereyes, for
example). See individual cyberware descriptions in Street Gear,
beginning on p. 330.

Essence losses from cyberware and bioware are tracked
separately. Only the higher of the two totals deducts from
Essence in full, with the other deducting at half. For example,
if a character has an Essence loss of 1.5 from cyberware and
2.5 from bioware, then the character’s Essence is 6 — 2.5 (full
0.75 (half cyberware), or 2.75. Players should keep

track of both, as it’s possible one can outpace the other as the

bioware) —

character implants more cyber or bio into his body.

Players should consider the grade of cyberware or bioware
when choosing it. Two grades are available to starting characters:
Basic and Alpha.

Basic cyberware is cheap, but not very Essence-friendly.
Most people don’t care what brand of cyberware they get, as long
as it works—datajacks, cybereyes and other common mods are
low enough in cost and Essence loss that neither matters to the
general public.

Alpha cyberware appeals more to the guys and gals who
count on cyberware to survive. Alphaware costs more, but is easier
on the body (and Essence). If you purchase alpha grade cyberware,
multiply the listed nuyen cost of the item in question by 2. The
Essence Cost of alphaware equals the original Essence Cost x 0.8.
See Cyber- and Bioware Grades, p. 303.

Note that any attribute boosts gained from implants do not
affect other aspects of character creation—a boost to Logic, for ex-
ample, does not increase the Knowledge skills you start with.

Any reductions to a character’s Essence will also affect his
Magic or Resonance (see p. 62).

Lifestyle

Lifestyle is a catch-all category that covers ordinary expenses,
such as rent or housing, food, Matrix access, and so on. Everyone
needs to live someplace, even if it’s the third sewer grate on the
left. A character’s lifestyle, purchased in one-month increments,
represents this requirement. Lifestyle encompasses your living
conditions and possessions. The higher the lifestyle, the less you
have to worry about and the more benefits you get.

Thumbnail definitions of each lifestyle appear below. For
more information on what each lifestyle represents, see p. 261 of
Running the Shadows.

Street: Literally living on the street; few or no expenses; eat-
ing out of the trash.

Squatter: One step up from the street; a jury-rigged shelter,
abandoned building or the like.

Low: An apartment, but nothing to brag about. Just you 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, friend, just imagine it.

Characters can only purchase one lifestyle at a time, though
they may pre-purchase it for months in advance if they like.
Lifestyles only account for the character’s regular daily living ex-
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penses and accommodations—additional in- Spells
vestments such as safchouses, private storage, XK Magicians can only cast spells that
garages, workshops, etc. must be bought and LIFESTYLE COST TABLE ¥ they have learned. During character cre-
paid for separately. \“ ) | ation, players can spend Build Points to
Lifestyle also determines the starting mon- | Lifestyle Monthly Cost have their magician character learn spells
ey a character has at the beginning of his shad- Street Free before beginning the game. Learning a
owrunning life. See Starting Nuyen on p. 86 for | Squatter 500¥ ( spell costs 3 BP. (Players from previous
more information. - Low 2,000¥ editions should note that you don’t have
Middle 5,000¥ | to learn the spell at a certain Force.) The
The Nuyen Shuffle - High 10,000¥ | maximum number of spells your charac-
Once you get to Resources, your char- :F) Luxury 100,000¥ ter can learn during character creation is
acter should be pretty well thought out. The equal to twice the highest rating of your
trouble comes when you try to purchase ev- Spellcasting or Ritual Spellcasting skills.
erything you want or need and find out that you can’t. If this
happens, you might need to backtrack and make a few adjust- Spirits

ments. Remember that a character isn’t finished until you are
happy with it. If you decide that you spent too much on cyber-
ware or lifestyle, erase it and start over. If you decide you were
too conservative with some choices, feel free to go back and add
new angles to the character.

If you just dont have enough nuyen to do what you want
and need to change your choices, the end of the character creation
process is your last chance to do so. You control the character
you create; feel free to mix and match and revise as you go along.
Nothing is finished until the gamemaster gives you a thumbs-up
on the character sheet and the game begins. Don’t worry—money
and Karma will flow your way once play begins, so you'll be able to
improve your character and gear in countless ways.

Michelle has 45 BP left. Magical resources, such as
spells and spirits, are more important to her character than
more mundane concerns, so she only puts 10 BP into gear,
giving her 50,000%. This is enough for her to purchase a
low-end commliink, a Colt American L36 light pistol,
medkit, a Force 3 magical lodge, a Force 2 sustaining focus,
some elemental conjuring materials, and three months of
Low Lifestyle.

Brian bas spent 365 of his 400 BP so far, which
leaves him with only 35 BP for gear. He decides to spend
22 of those 35 BB, which gives him 110,000 ¥.

Brian also uses some of his nuyen allocation to pur-
chase cyberware. He decides to get the following implants: a
smartlink (0.1 Essence), wired reflexes 1 (2 Essence), and
retinal flare compensation (0.1 Essence). The total Essence
loss from cyberware is 2.2 Essence, which reduces the weap-
on specialist’s Essence from 6 to 3.8.

MAGICAL RESOURCES

Magicians and adepts have their own special abilities that
money can’t buy. Magicians are able to cast spells, bind spirits into
their service, and draw power from magical foci. Adepts have spe-
cial powers that augment their own natural ability, sometimes al-

lowing them to do things that are physically impossible. Each spe-

cific spell, spirit, focus, or power has an associated Build Point cost
that draws from the character’s total.

Note that Awakened characters can only initiate (see p. 189)
during gameplay, not during character creation.

Magicians have the capability to summon five types of spirits.
The types of spirits a magician can summon depends on his par-
ticular tradition (see p. 169).

Spirits may be summoned on a temporary basis during
gameplay (see Conjuring, p. 176), or even bound into longer-
term service (see Binding, p. 180). A magician character can
choose to begin gameplay with bound spirits. Bound spirits cost
anumber of BP equal to the number of services owed. The num-
ber of services it owes may not be greater than the magician’s
Summoning skill (or Conjuring skill group, if applicable). The
bound spirit’s Force equals the magician’s Magic attribute. The
maximum number of spirits a magician may have bound into
service is equal to his Charisma attribute.

Foci

When buying gear, Awakened characters can purchase foci,
magically enchanted objects that can increase a magician’s power
(see Foci, p. 190). To use a focus effectively, the magician or adept
must bond the focus to him. This requires time and effort.

A starting Awakened character can begin the game with one
or more foci already bonded. First, the character must purchase the
focus with Gear nuyen. To bond a focus to the character, the player
must then spend a number of BP equal to the focus’s Force. The
total Force of all bonded foci is limited to five times the character’s
Magic attribute.

Adepts may only bond to weapon foci. Magicians and mystic
adepts can bond to any type of focus.

Adept Powers

Adepts receive a number of Power points equal to their Magic
attribute to purchase adept powers. Adept powers are described
starting on p. 187. Power points that are not spent during character
creation may be “saved up” for later investment.

Michelle wants to get several spells for her mage.
Looking over the spell list (p. 195) she selects the fol-
lowing spells; Lightning Bolt, Detect Enemies, Heal,
Inwvisibility, Armor, and Magic Fingers. This is a total of
6 spells (the max she can take) and costs 18 BB, bringing
Michelle’s remaining BP down to 17. She also decides to
spend 7 points on an air spirit that owes her four services
and a five spirit that owes her three services (both Force 3,
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as her Magic is 3). She also binds her Force 2 sustaining
focus for 2 BB, leaving her with 8 BP.

TECHNOMANCER RESOURCES

Technomancers rely on their living persona, complex forms
(p- 233) and sprites (p. 234) to manipulate the Matrix. The liv-
ing persona represents the technomancer’s attributes when dealing
with the digital world, and is derived from his other attributes (see
The Living Persona, p. 233). Complex forms and sprites both have

an associated Build Point cost.

Complex Forms

Technomancers may only affect the electronic world with
complex forms they have learned. These forms can be bought dur-
ing character creation at a cost of 1 BP per rating point. A Rating
4 Armor complex form, for example, would cost 4 BPs. The maxi-
mum number of complex forms your character can learn during
character creation, regardless of rating, is equal toyour character’s
Logicx 2.

Sprites

Technomancers have the ability to compile and register
entities called sprites in the Matrix during gameplay. A techno-
mancer can also choose to begin gameplay with registered sprites.
Registered sprites cost a number of BP equal to the number of
tasks owed. The number of tasks it owes may not be greater than
the technomancer’s Compiling skill. The registered sprite’s rating
equals the technomancer’s Resonance. The maximum number of
sprites a technomancer may have registered into service is equal to
his Charisma attribute.

CONTACTS

Contacts are your acquaintances, buddies, and assorted
street informants (for full details, see

Michelle and Brian are almost finished. All that's left
now is determim’ng contacts.

Michelle only has 8 BP left, and she decidles to go with
asingle contact. She chooses a talismonger with Connection
3and Loyalty 5. Michelle decides that her magician is new
to town, and the talismonger is an old friend who is her
only contact in the city.

Brian has 13 points remaining. He decides to go
for one well-connected contact: a Mafia underboss with
Connection 6 and Loyalty 1. Brian decides that his char-
acter bas a family connection to the mobster through mar-
riage—enough to get his ear, but not enough to make him
part of the family. Brian buys two more contacts with bis
remaining points: a fixer (Connection 2, Loyalty 1) and a
Lone Star beat cop (Connection 2, Loyalty 1).

FINISHING TOUCHES

The following are the few final steps that will help you make
sure your character is finished. Use these as a final checklist before

you begin play.
FINAL STATISTICS

Ifyou gave your character cyberware, bioware, or purchased
adept powers, the character’s attributes may have changed. If so,
write down your augmented attribute ratings in parentheses to
reflect the bonuses. Write affected attributes in this fashion:
Body 4 (6). The first number is the character’s natural Body rat-
ing; the second, the augmented rating. In most situations, your
character will use the augmented rating unless otherwise noted.

Separate Initiatives exist for magicians in astral space, as well
as hackers and technomancers in full-sim virtual reality in the
Matrix. Rules for astral Initiative appear on p. 184, and those for
Matrix Initiative on p. 230.

-

Contacts, p.278). These are the people (&

Condition Monitors

7

your character turns to when he needs %:Ié CONDITION MONITOR BOXES The player also needs to in-
to track down information, acquire dicate how many boxes the char-
black market goods, put the word out, Body or Willpower Condition Monitor acter has on the Physical and Stun
or otherwise seck out a favor. 1-2 9 boxes Tracks of his Condition Monitor:

Each contact has both a 3-4 10 boxes 8 + (Willpower + 2, round up) for
Connection rating (from 1 to 6) 5-6 11 boxes | Stun, and 8 + (Body + 2, round up)
that indicates exactly how influential .‘ 7-8 12 boxes for Physical. Use the character’s aug-
and useful that contact can be and a “‘ 9-10 13 boxes mented attributes rather than the
Loyalty rating (also 1 to 6) that infers ‘\‘ 11-12 14 boxes natural ratings (yes, this means that
how much of a sacrifice the contact | 13-14 15 boxes - if a character receives a temporary
will make on the character’s behalf. | {‘ Body or Willpower attribute boost
The contact’s BP cost is equal to his | that character will temporarily have
or her Connection rating + Loyalty STARTING MONEY TABLE additional boxes on the Condition
rating. Connection and Loyalty are | | Monitor). For each of the character’s
described in detail on p. 278. Lifestyle Dice Rolled Money Multiplier cyberlimbs another box is added to

You should be careful to purchase | Street 1D6 x 10¥ the Physical Condition Monitor.
at least two contacts during character Squatter 2D6 x20¥ All remaining boxes on those
creation—more if your character is a Low 3Dé6 x50¥ tracks should be blackened out.
social networking type and/or is likely Middle 4D6 x 100¥
to have or need them. You don’twant | High 4D6 x500¥ r \\ STARTING NUYEN
to be caught on the cold strects of the |~ Luxury 4D6 x 1,000¥ »/’ 251 Nuyen used to purchase gear un-
sprawl without any friends. — der Resources doesn’t carry over
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when you finish character creation and are ready to play. The
amount of nuyen you start the game with depends on your life-
style. Consult the Starting Money Table and roll randomly. Add
up the total results of all dice. If you have any nuyen left over from
Resources, you may add +1 to the dice roll for every 100¥ left over,
up to a maximum of 3 times the number of dice rolled (in other
words, you may add up to half the maximum possible dice result).
Multiply the result by the appropriate factor listed, and the result is
your character’s starting nuyen.

Starting nuyen can come in multiple forms—certified
credsticks, securities, stocks in corporations, secret bank ac-
counts, a big pile of cash and so on. Starting nuyen cannot come
in gear (magical or otherwise), weapons, cyberware, contacts, or
anything that must be bought. Characters can purchase things
immediately upon entering the game, but any items bought are
subject to Availability and the whim of the gamemaster.

GAMEMASTER'’S APPROVAL

Gamemasters make the final decision as to whether a character
should be allowed in the game. While this seemslike alot of power to
give one person, character creation should be shared between game-
master and player, working together to make characters that fit the
style of game and the level of play. Bringinga cybered-up, gun-toting
monster ork into a subtle game full of mysterious elven magic-users
would probably be frowned upon, so check with the gamemaster
first and try to work with him or her to achieve a balance between
the needs of the group and story and your own personal goals.

BACKGROUND AND STORY

Most likely, you have been fleshing your character out through-
out character creation. What does she look like? Why does he do
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what he does? Where did she get that cyberarm? Why is his street

name is Lucky Louie? Why does she run the shadows? Who gave

him his first hacking program? This is the point at which you write
down your character’s story. Depending on the needs of your game,
you can do this in great detail or in a rough, open-ended sketch.

Consider the following three suggestions:

o Write down some quotes that your character might say. Three or
four should be good. Fiction is filled with characters that can
be captured in a quote—everything from “Do you feel lucky,
punk?” to “Double Deuce!”—capture our imaginations and
give us something to hook a character on.

oWrite down a short paragraph, as if someone else was talking
about your character. Use the descriptions of the sample charac-
ters to get an idea of what this might be like.

o Write down a quick outline of how your character got started.
This exercise puts a fictional background on the character cre-
ation system. Go back and read the examples. We made deci-
sions all along that route, and in doing so fleshed out a back-
ground for each character. This method allows you to explain
your character’s traits, magical ability, and where he received his
resources, training, and gear.

Get Out There and Play!
Now it’s time to pick up your dice and go on some ’runs.

With the statistics and numbers for their char-
acters complete, the last steps for Brian, Michelle, and
Dan are to determine starting nuyen and come up with
a background story for each of their characters. Steve the
gamemaster also reviews the character sheets and gives
his approval for their use.
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BUILD POINT COST SUMMARY TABLE
Property BP Cost Property BP Cost
Metatype Mystic Adept 10
Dwarf 25 Natural Hardening 10
Elf 30 Natural Immunity Sorl5
Human 0 Photographic
Ork 20 Memory 10
Troll 40 Quick Healer 10
‘ . Resistance to
E Attributes Pathogens/Toxins 5 or 10
| Physical and Mental 10 per Attribute Point (except Spirit Affinity 10
| the max p Oir'lt) ) Technomancer 5
| Edge 10 per Attflbute Point (except Toughness 10
‘ the max point) Will to Live 5to 15
o ! Magic 10 per Attribute Point (except
= \: ‘ the max point; must possess Negative Q.l_alities
= | ‘1 Adept, Magician, or Mystic Addiction +5 to +30
= Ll Adept Quality) Allergy +5t0+20
§ = | Resonance 10 per Attribute Point (except Astral Beacon +5
< 3 | ” the max point; must possess Bad Luck +20
2 - Technomancer Quality) Codeblock +5
© -} =1 r Maximum Combat Paralysis +20
= = Al Attribute value 25 for final Attribute Point Elf Poser +5
= . ’ . Gremlins +5to +20
= Skills Incompetent +5
| Active Skills 4 per Skill Point Infirm 420
_ Knowledge Skills 2 per Skill Point (start with Low Pain Tolerance 410
[Intuition + Logic] x 3 for free) Ork Poser +5
Skill Groups 10 per Group Point Scorched +5 (+10 for hackers/techno-
Specializations 2 per Active specialization; )
1 1 per Knowledge specialization Sensitive
‘ Positive Qualities Neural Structure ~ +5 (+10 for hackers/techno-
Adept 5 N mancers)
Ambidextrous 5 S§n51tlve Systém +15
Animal Empathy 10 Simsense Vertigo +10 (+15 for hackers/techno-
Aptitude 10 ey
Astral Chameleon 5 SH.\T.ner el
Blandness 10 Spirit Bane i
Codeslinger 10 Uncouth +20
Double Jointed 5 Uneducated gt
Exceptional Attribute 20 Weak Immune System +5
First Impression 5 Resources
i Gear 1 per 5,000¥ (max 50 BP)
Concentration LY Spells 3 per spell (max 2 x Spellcasting/
Gl.lts ) > Ritual Spellcasting)
High Pain Tolerance ~ 5to 15 Spirits 1 BP per service owed
Home Ground 10 (max=Charisnia)
Human Looking 5 Bonding Foci 1 per Force Point (max 5 x Magic)
LuCk_y ) 20 Complex Forms 1 per rating point
| Machmn _ 15 (max forms = Logic x 2)
‘ Magic Resistance 5t020 Sprites 1 BP per task owed
! Mentor Spirit 5 (max = Charisma)
Murky Link e Contacts Connection rating + Loyalty rating
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Vicious paracritter on the loose? Escaped murderer on  the run? Rebel@us daughter
ran off with a ganger again? The Bounty Hunter’s the guy to call. The ultimate stalker,
he lives for the thrill of the chase—the thought of pitting his skills and his customized
toys against the instincts of a dangerous animal or criminal is what makes hlm‘ihappy
to get up in the morning. He’ll track down prey of any variety—two-legged or four-
legged—as long as the pay is good. He'll hunt ‘em down and bring ‘em back aug hunt
‘em down and bring back the body, or hunt ‘em down and just bring back a Souvenir.

Rest assured, the Bounty Hunter always gets what he’s after.

: LIFESTYLE (100, 000¥) (20 BP)
Extendahle Baton; Stun Baton; Survival Knives
~ (2); Shock Gloves (2); Bow (Rating 10) w/20 Ar-
: ._ngs;-M'dés_bpr_g AM CMDT (Smartlinked) w/10
~ clips of Flechette ammo; Ruger 100 w/Bipod,
Imaging Scope, and 10 clips of Regular ammo;
Thermal Smoke Grenades (5); Flash-Paks (5);
Lmed Coat; Erika Elite Commlink w/Isis Orb OS;
“Binoculars; Plasteel Restraints (4);

o

COntamment Manacles (2); Security Tags (20);
Doc Wagon Contract (Gold, 1 Year); Middle Life-
style (3 months)

CONTACTS (14 BP)
Beat Cop (Connection 2/Loyalty 4)
Fixer (Connection 2/Loyalty 2)
Street Doc (Connection 2/Loyalty 2)

RACE: TROLL (40 BP)

ATTRIBUTES (200 BP)
B A R S C I L W E
nE—af il e e
Essence:
Initiative:
Initiative Passes:
Physical Damage Track:
Stun Damage Track:

ACTIVE SKILLS (126 BP)
Archery:
Athletics Skill Group:
Blades (Knives):
Clubs (Batons):
Dodge:
First Aid (Poisons):
Longarms:
Perception:
Survival:
Tracking:
Unarmed Combat
(Subdual Combat): 5(+2)
KNOWLEDGE SKILLS (18 FREE BP)
Cop Trids 3
Crook Hangouts:
Lone Star Procedures:
Parazoology:
Poison Antidotes:

LANGUAGE SKILLS
Sioux: N
English (Cityspeak): 3(+2)

QUALITIES (0 BP)
Animal Empathy
Quick Healer
Resistance to Pathogens/Toxins
Gremlins
SINner
Uncouth

(10 BP)
(10 BP)
(10 BP)
(+5BP)
(+5BP)
(+20 BP)

CYBERWARE
Cybereyes (Rating 3, w/Flare Compensation,
Low-Light, Thermographic, Ultrasound
Sensor, and Smartlink)
Cyberears (Rating 2, w/Audio Enhancement
(3), Damper, Select Sound Filter (3))
Reaction Enhancers (2)

NOTES
Starting Nuyen: 4D6+12 x 100¥
+1 Reach
+1 Natural Armor
Lost Natural Thermographic Vision with Implarﬁ




RACE: ELF (30 BP)

ATTRIBUTES (230 BP)

B A R S C I LW ME
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Essence:

Initiative (Astral):

Initiative Passes (Astral):

Physical Damage Track:

Stun Damage Track:

ACTIVE SKILLS (124 BP)
Astral Combat:
Blades:
Conjuring Skill Group:
Counterspelling:
Dodge:
Etiquette (Street):
Perception:
Pistols:
Spellcasting:

CTWNNWWWN W

KNOWLEDGE SKILLS (18 FREE BP)
Corporate Security Tactics: 2
Lone Star Procedures:
Magic Background:
Mercenary Hangouts:
Urban Brawl! Odds:

LANGUAGE SKILLS
English:
Latin:
Sperethiel:

QUALITIES (+20 BP)
Magician (15BP)
Mild Allergy to Sunlight (+10 BP)
Addiction (Mild, Simsense) (+5BP)
Addiction (Mild, Stimulants) (+5BP)
Sensitive System (+15 BP)

SPELLS (24 BP)
Armor
Clout
Increase Initiative
Levitate
Lightning Bolt
Manaball
Manabolt

Physical Barrier

B

GEAR & LIFESTYLE (20,000¥) (4 BP)
Katana; Yamaha Sakura Fubuki (Smartlinked)
- w/Quick-Draw Holster and 20 clips of Regular
Ammo; Lined Coat; Novatech Airware Com-
mlink w/Mangadyne Deva 0S, Trodes, and
Qm Module modified for BTL/hot sim; Magical
e Materials (Force 5); Magesight Goggles;

\ -

Whether you need your damage dished out physwally or magically, the Combai
\ET[RE is your guy. You won't find him poring over mystical tomes in a Ilbramom
derlng%e meaning of life under the stars—he was trained foraction, and smaéli in the
middle of it is where he likes to be. With a full repertoire of punishing spells to match
his |mgj'esswe arsenal of artillery and his formidable fighting skills, he’s guaranteed to
have tma right tool for the jOb Support is not the Combat Mage's forte— he want hang
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p— ~When tl*mC_overt Ops Specnahst is domg her best wqtk;ycm Il never seeb: A mas-
ﬁ"éf of |nﬂtraa°n and esplonage she’s highly trained h-the art of gettm@emng
r {be it information, that hot ne_prototype orthe se@ltTgodes

for the corp’s s’&cret R&D lab), and getting out. She moves like aghost, qulcEand quiet,

and her speclallzed g@lpghigpass unseen an@er the information she needs.
Don't think shé can‘t handle herselfinfess covert cEﬂhstances though—ineedﬁ_g
t situations. : =

iun@ui

= an_nnﬁlament Swo m:kaloves Hammerh paste Disguise; Gxapglfﬁun \ECIlmbmg Gear,
= 6208 (w/Silencer an Ings of Regular Ammo); - 200m of Stealth Rope omlyst&mk Rappelling
-:ﬁ‘gum Sma;tgun X‘ﬁuSonnd Suppresser and Gloves; Gecko Tape Gloves; Leckpick Set; Au-
- 10 Clips of Bégular Emmo) “Armor Jacket; Gh - topicker; Wire Clippers; Maglo_ET( Passkey (Rat-

. ing 4) Monofilament Chamsav@(eycard Copier
. e Gloves; High

RACE: HUMAN (0 BP)

ATTRIBUTES (220 BP)

B A R S C I L W
4 —3

2 —Shi=G=—3—4

Essence:

Initiative:

Initiative Passes:
Physical Damage Track:
Stun Damage Track:

ACTIVE SKILLS (140 BP)

Athletics Skill Group:
Close Combat Skill Group:
Electronics Skill Group:
Disguise:

Etiquette:

Infiltration:

Perception:
Pistols:
Shadowing:

W ENNDN WW

KNOWLEDGE SKILLS (24 FREE BP)

Corporate Politics:
Finances:

Fine Cuisine:
Modern Literature:
Safe Houses:
Security Systems:

LANGUAGES SKILLS
Japanese:
English:
French:
German:
Spanish:

QUALITIES (15 BP)
Blandness
Double Jointed
Murky Link
Incompetent (First Aid)
Weak Immune System

=
A =

CYBERWARE

(10 BP)
(5BP)

(10 BP)
(+5BP)
(+5BP)

Cybereyes (Rating 3, w/Flare Compensation,
Low-Light, Smartlink, Thermographic, and

Vision Magnification)
Reaction Enhancers (2)

Fixer (Connectlon@

Mr. Johnson (Connection 3/teyalty 2)




RACE: DWARF (25 BP)

ATTRIBUTES (180 BP)
B A R s C 1

3 4 4(6) 3 2 5

L W
4 3

Essence:

Initiative (Matrix):
Initiative Passes (Matrix):
Physical Damage Track:
Stun Damage Track:

ACTIVE SKILLS (152 BP)
Aeronautics Mechanic:
Automatics:
Automotive Mechanic:
Electronics Skill Group:
Gunnery:
Locksmith:
Perception:
Pilot Aircraft:
Pilot Anthroform:
Pilot Ground Craft:

WO NNEENWN

KNOWLEDGE SKILLS (27 FREE BP)
Computer Background:
Local Junkyards:
Hospital Routes:
Pirate Trid Broadcasts:
Safe Houses:
Sci-Fi Sims:

LANGUAGE SKILLS
Japanese: N
Chinese: 2
English (Cityspeak): 2 (+2)

QUALITIES (+15 BP)
Aptitude (Pilot Aircraft)
Low Pain Tolerance
Moderate Allergy to Gold
Weak Immune System

(10BP)
(+10BP)
(+10BP)
(+5BP)

CYBERWARE
Control Rig
Cybereyes (Rating 3, w/Flare Compensation,
Low-Light, and Thermographic Vision)
Datajack
Reaction Enhancers (2)
Touchlink

GEAR & LIFESTYLE (¥250,000) (50BP)
Middle Lifestyle (2 Months); HK MP-5TX (w/ 10
clips of Exploding Ammo); Armor Jacket; Tran-
sys Avalon Commlink (w/Response 5, Signal 5,
Firewall 5, System 5, hot sim modification); AR
Goggles w/Image Link; AR Gloves; Drone Work-
shop; Lockpick Set; Autopicker; Maglock Pass-
key (Rating 4); Toolkit

Thé)rone Rigger loves to be elbows-deep in his latest project—tweaking and ad-
justirgit until it runs ten times better than it ever did straight out of the box. Otherwise,
he prgers to be “inside” one of his drones—his mind joined to its electronic circuitry,

gg itas if it were his own body. His services are in high demand: drones are prized
eillance, protection, and attack. On shadowruns, he can direct his cadre of me-
chanical servants to perform jobs that are too touchy (or too dangerous) for live team-
mateéo do. The drones’ wide range of sizes—from small enough to fit in a pocket to
Iargeé!ough to carry an entire team—means he’s got an option for every eventuality.

Man?zlver (Aircraft) 4; Maneuver (Ground
Craft}-4; Targeting (Heavy Weapons) 4; Tar-
ing (Automatics) 4

VEHICLES & DRONES

GMC Bulldog Step-Van (Pilot 4, Signal 4, Fire-
wall 4, Response 4)

2 Lockheed Optic-X Drones

2 GM-Nissan Doberman Drones (Pilot 4, Signal
4, Firewall 4, Response 4, w/Ingram White
Knights, 2 belts of 100 rounds of Explosive
Ammo for each)

2 MCT-Nissan Roto-drones (Pilot 4, Signal 4,
Firewall 4, Response 4, w/HK-227x, 10 clips

of Exploding Ammo for each)
4 Shiawase Kanmushi Microdrones
4 Offensive Lone Star iBalls

CONTACTS (8 BP)
Fixer (3 Connection/2 Loyalty)
Mechanic (2 Connection/1 Loyalty)

NOTES
Starting Nuyen: 4D6 + 10 x 100¥
+2 dice for Body Tests to resist pathogens and
toxins
Lost Natural Thermographic Vision due to im-
plants
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When you need legs broken, outlooks rearranged, or just a little show fforcgo con-
vince somebody that you mean business, give the Enforcer a call. He's big, he’gtrong,
he’s tough, and many times just having him show up and look intimidatinﬁ_is er§_ugh to
get the target to fall into line. If not, he can handle the situation in any number gways:
from bare fists and baseball bats all the way up to bad-ass blades and heavy gillery.
The Enforcer has seen just about everything there is to see on the streets wh§work-
ing strong-arm duty for corp and mob bigwigs, and he’s smart enough to knovg good
deal when he sees one. These days, he’s looking to move beyond merely usin%is tal-
ents in the service of others: sure, that pays well, but if he can eliminate the middleman
and handle the jobs himself, well—that can pay even better.

I
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GEAR & LIFESTYLE (55,000%) (11 BP)
Transys Avalon Commlink (w/Renraku Ichi 0S
and Sim Module Modified for BTL/Hot Sim); AR
Gloves; Glasses w/Smartlink and Image Link;
Ares Predator IV (w/Concealable Holster and
10 clips of Explosive Ammo); Remington 990
(Smartlinked, w/10 clips of Flechette Ammo);
Monofilament Sword; Lined Coat; 3 Different

BTL Chips; Fake Gun License (Ra
Lifestyle (1 Month)

T

CONTACTS (9 BP) g
BTL Dealer (Connection 1/Loyalty ?E
Mafia Consiglieri (Connection 3/Loyalty 1)
Mafia Soldier (Connection 1/Loyalty 2)

Iy

g 4); High

RACE: TROLL (40 BP)

ATTRIBUTES (190 BP)
B A R s C 1
=g =35 —

Essence:

Initiative:

Initiative Passes:
Physical Damage Track:
Stun Damage Track:

ACTIVE SKILLS (160 BP)
Close Combat Skill Group:
Con:
Dodge:
Etiquette (Mafia):
Firearms Skill Group:
Forgery:
Intimidation:
Palming:
Pilot Ground Craft (Car):
Shadowing:

L-W E
e %

(+2)

4
2
3
1
4
3
3
3
1
3

KNOWLEDGE SKILLS (15 FREE BP)

Gang Turf:

Mafia Politics:
Mafia Safe Houses:
Number Running:
Racing Odds:

LANGUAGE SKILLS
English:

QUALITIES (+10 BP)
Home Ground
Toughness
Addiction (Mild, BTL)
Scorched
Uncouth

CYBERWARE
Datajack
Wired Reflexes (2)

NOTES

Starting Nuyen: 4D6 x 500%
Natural Thermographic Vision
+1 Reach

+1 Natural Armor

4

(10 BP)
(10 BP)
(+5BP)
(+5BP)
(+20 BP)




RACE: DWARF (25 BP)

ATTRIBUTES (220 BP)
B A R S C 1 L
3==-3:-:3---3- 55 4

Essence:

Initiative:

Initiative Passes:
OAEIDENEVERIEIES
Stun Damage Track:

ACTIVE SKILLS (126 BP)
Con:
Dodge:
Electronics Skill Group:
Etiquette:
Ground Craft (Car):
Intimidation:
Negotiation:
Perception:
Pistols:

NWaAWNOANN &

KNOWLEDGE SKILLS (27 BP)
Fine Cuisine:

Fine Restaurants:

Urban Brawl Schedule:

Combat Bike Schedule:

LANGUAGE SKILLS
English:
Arabic:
Chinese:
German:
Japanese: =
Spanish: =

two-step. Sometimes a nTo're personal approach is needed, and that S \gp_‘ea the Fac
omes in. As the public persona of the shadowrunning team, she uses her ¢harm an
QUALITIES (+5 BP) » harisma to negotiate with Mr. Joﬁnson wine and dine information sources, and talk=

Exceptional Attribute (Charisma) (20 BP) = her-way out of trlcky sttuatlons where blazing guns aren t the smart way to go. Th.E ‘

First Impression (5 BP)
Combat Paralysis (+20BP)
Gremlins (+10 BP)

s an : \e's justas comfor S

CYBERWARE - able chatting over drinks with a corporate bigwig as sheis discussing this year’s Urban
Commlink (Transys Avalon w/Iris Orb 0S) Braw! draft with a group of sprawl gangers. She’s the consummate soena&chameleon,
Datajack easily slipping in and out of character to make the best of any situation. = -

. GEAR & LIFESTYLE (45,000¥) (9BP) CONTACTS (25BP) NOTES sadie
Mitsubishi Nightsky; AR Gloves; Armor Cloth- Arms Dealer (Connection 2/Loyalty 2) Starting Nuyen: 4D6 + 4 x 500‘4"’ i
; Monocle w/Image Link; 2 Fake SINs (2); Bartender (Connection 2/Loyalty 1) +2 dice for Body Tests to resist pathogens and
hetti Security 600 (w/Concealable Holster Fixer (Connection 4/Loyalty 2) toxins 559 e
0 clips of Regular Ammo); 4 Certified Cred- Mr. Johnson (Connection 2/Loyalty 2) Natural Thermographic Vision - 1
s; High Lifestyle (1 Month) Triad Soldier (Connection 2/Loyalty 1) =




,_111’53—er1 of tmpymg,

but if the g&n@ ever getmghjha_cam_an her phenomenal streak
of luck to pull her butt out of the fire long enough for her to set her guns blazing once
mnre ”Oneﬂ@ m in the mean streets of the SlxtEWorld

Eﬁﬁﬂﬂ olt Manhunt-
:Emm Quickdraw Holsters and
i ; Raecor Sting

and 2 clips of Flech-

es w/Smartlink and

ined Coat; Chrys-

I

-

T

ler-Nissan Patrol-1; Hermes Ikm Commlink
- (w/Mangadyne Deva 0S); Fake SIN (Rating
3); Fake Detective License (Ratm§4) Medkit
(Rating 6); Autopicker

CONTACTS (14 BP)
Arms Dealer (Connection 2/Loyalt

|l|||m||*||u||‘||u|| |

RACE: ORK (20 BP)

ATTRIBUTES (250 BP)
B A R S C 1
S D

LW M E
]

Essence: 6
Initiative:  8(10)
Initiative Passes: 1(3)
Physical Damage Track: 11
Stun Damage Track: 10

ACTIVE SKILLS (112 BP)
Athletics Skill Group: 3
Dodge: 3

Etiquette (Street): 2(+2)

Firearms Skill Group

(Pistols Improved Ability):

Perception (Visual):

Pilot Ground Craft (Car):

4(+2)
3(+2)
1(+2)

KNOWLEDGE SKILLS (18 FREE BP)
Firearms Design:
Firearms History:
Hong Kong Action Movies:
Hong Kong Triads:
Lone Star Procedures:

LANGUAGE SKILLS
Chinese: N
English (Cityspeak): 2 (+2)

QUALITIES (+5 BP)
Adept
Ambidextrous
Mild Allergy to Pollutants
SINner

(5BP)
(5BP)
(+10 BP)
(+5BP)

ADEPT POWERS

(5 POWER POINTS FROM MAGIC)
Combat Sense: 2
Improved Ability (Pistols): 2
Improved Reflexes: 2

Fixer (Connection 3/Loyalty 3)
Lone Star Detective (Connection 2/Loyalty 2).

NOTES

Starting Nuyen: 3D6 +7 x 50¥
Natural Low-Light Vision




RACE: ORK (20 BP)

ATTRIBUTES (200 BP)
B A R S C I L W E
f=3—5—3—3=—h—4——1—1F

Essence: 4.15
: Initiative (Matrix): 10 (11)
~ Initiative Passes (Matrix): 1(3)
Physical Damage Track: 10
Stun Damage Track: 10

ACTIVE SKILLS (138 BP)
Cybercombat: 4
Dodge: 2
Electronics Skill Group: 4
Electronic Warfare: 5
Etiquette (Matrix): 1
Forgery: 2
Hacking: 5
Perception: 3
Pistol: 2

KNOWLEDGE SKILLS (27 FREE BP|
Conspiracy Theories: 3
Corporate Matrix
Security Procedures:
Matrix Chat Rooms:
Operating Systems:
Safe Houses:
Underworld Politics:

LANGUAGE SKILLS
English:
Chinese:
Japanese:

QUALITIES (0 BP)
Codeslinger (10 BP)
Photographic Memory (10 BP)
Uncouth (+20BP)

CYBERWARE
Commlink (Seny Emperor modified for BTL/Hot Sim,
w/Response 5, Signal 5, System 5, Firewall 5)
Control Rig

e’s no such thing as an unhackable computer s stem——onl one thathasn'tbeen =
Cybereyes (Rating 3, w/Flare Compensation, @ g y g Y

Low-Light Vision, Smartlink, Thermograph- hacked yet. The Hacker sees every system as a challenge, Bvery encrypted file as an _
ic Vision, and Protective Covers) mwtﬁon to pit his skills and the power of his programs anﬁfus customized commlmk
Datajack agal@ whatever the Matrix has to offer. Everything from remote cameras to datafiles ©
Data Lock (Encryption 5) to thgyberware and weapons of his foes are subject to his whim, as long as they’re
connected to the Matrix—and what isn’t these days? The Hacker uses his state-of-the-
BIOWARE art, pg'sonally -customized hardware and software to manipulate the electronic world
Enhanced Articulation and ggmented reality, and when things heat up he can immerse himself fully into
Skin Pocket virtual reality, moving at the speed of thought through the system and smoothing the
Sleep Regulator way for his meat-bound teammates.

5 Y

GEAR & LIFESTYLE (150,000¥) (30BP)  PROGRAMS CONTACTS (12 B
AR Gloves; Hammerli 620S (w/10 clips of Reg- Analyze 5; Armor 4; Attack 5; Biofeedback Fil- Blogger (Connegtion3/Loyalty-d).
ular Ammo); Armor Vest; Biometric Reader; ters 4; Black Hammer 4; Browse 5; Command 5; ——Fixer (Connection 3/Loyalty 2
Subvocal Microphone; 20 different VR Games;  Data Bomb 3; Decrypt 3; Edit5; Encrypt5; Scan ~ SPider (Connection 2/Loyalty
irtual Surround Music; 4 Fake SINs (Rating 4); 5; Spoof 4; Stealth 5; Track 4 NOTES

] ITestyial ZWmrThs] Starting Nuyen: 3D6 + 7x50¥
Lost Natural Low-Light V)snon due




RACE: HUMAN (0 BP)

ATTRIBUTES (230 BP)
B A R S C 1
3=3—"3— 2 =4=14

L W
4 4

Essence:

Initiative (Astral):
Initiative Passes (Astral):
Physical Damage Track:
Stun Damage Track:

ACTIVE SKILLS (146 BP)
Assensing:
Conjuring Skill Group:
Data Search:
Dodge:
Influence Skill Group:
Palming:
Perception (Visual):
Pistols:
Shadowing:
Sorcery Skill Group:

RN ENNNDN WW®W

KNOWLEDGE SKILLS (24 FREE BP)
Chemistry: 3
Local Area Knowledge: 4
Magic Theory: 4
Underworld Politics: 4

LANGUAGE SKILLS
Arabic:
English: (Cityspeak)
Japanese:
Latin:

QUALITIES (+10 BP)

(15BP)
(+5BP)
(+20BP)

Magician
Addiction (Mild, Alcohol)
Bad Luck

If you've got anything to hide, you’d better hope that the Occult Ir§_estigator isn'ton
your tail—because it won't stay hidden for long. An Awakened versi@of(he traditional
gumshoe detective, he uses an eclectic mix of spells to supplement his impressive tal-
ents in investigation, his dogged persistence, and his vast network:of street contacts.
Equal parts bloodhound and crusader, once he’s on a trail he willgllow it until he's
run it to ground and found the information (or the suspect) he’s looking for. In his past,
he was on track to be a top detective in conventional law enforc%ent, but certain
disagreements over philosophy spurred him to break off and go fre%nce, making his
talents available to those who need a little extra edge on the streets,

=

SPELLS (15 BP)
Ignite
Improved Invisibility
Influence
Mind Probe
Stun Bolt

GEAR & LIFESTYLE (25,000¥%) (5 BP)

Colt Manhunter (w/Concealable Holster and 10
clips of Regular Ammo); Sony Emperor Commlink
(w/Renraku Ichi 0S); Monocle w/Image Link; AR
Gloves; Mage Sight Goggles; Glasses w/Low-
Light, Flare Compensation, and Thermographic
Vision; Earbuds w/Audio Enhancement, Select
Sound Filter, and Spatial Recognizer; Lined Coat;
Magical Lodge Materials (Force 3); Maglock Pass-

key (Rating 4); Lockpick'Set; Autopicker; Fake SIN
(Rating 3); Fake Press License (Rating 4); 20 Secu-
rity Tags; 3 Micro CameEs;3 Micro Microphones;
Radio Signal Scanner (Rating 3); Micro Directional
Microphone; Low Lifestyle (2 Months)

CONTACTS (14 BP)

Bartender (ConnectioE/Loyalty 1)
Fixer (Connection 2/Loyalty 1)

Lone Star Beat Cop (Connection 2/Loyalty 1)
Street Snitch (Connection 1/Loyalty 1)
Talismonger (Connection 2/Loyalty 1)

NOTES
Starting Nuyen: 3D6 +5 x 50¥




RACE: DWARF (25 BP)

ATTRIBUTES (230 BP)
B AR S C I L W
B e =5

Essence:

Initiative (Astral):
Initiative Passes (Astral):
Physical Damage Track:
Stun Damage Track:

ACTIVE SKILLS (130 BP)
Banishing:
Binding:
Demolitions:
Etiquette:
First Aid:
Perception:
Pistols:
Sorcery Skill Group:
Summoning:

TTWNNNNN & OTW

KNOWLEDGE SKILLS (21 FREE
Astral Research:
Engineering:
Magical Theory:
Megacorp Law:
Parazoology:
Radical Groups:

P)

S www N W

LANGUAGE SKILLS
English:
Spanish:

QUALITIES (+15 BP)
Magician (15 BP)
Spirit Mentor (Raven) (5 BP)
Allergy (Moderate, Pollutants) (+15 BP)
Spirit Bane (Fire Spirits) (+20BP)

SPELLS (18 BP)
Chaotic World
Critter Form
Flamethrower
Heal
Manabolt
Mob Mood

GEAR & LIFESTYLE (15,000¥) (3 BP)
10 Kilos of Foam Explosives (w/10 Detonator
Caps); Magical Lodge Materials (Force 5); Colt
anhunter (w/ 10 Clips of Regular Ammo); Cam-
flage Suit; Armor Vest; Survival Knife; Medkit
ating 6); 3 Tranq Patches (Rating 5); 2 Trauma
hes; Low Lifestyle (1 Month)

CONTACTS (9 BP) == =

ﬁtahumanlty has spent far too long raping the earth m“thg_p

anﬁhe Radical Eco-Shaman is read_ﬁto exact a little revenge_uf_tm_a name of Mother
GaE Though her ideals are peaceful, she’s no pacifist—she’ll do whatever it takes to
str@ back at the people and corps she believes are destroying the gfanet from spiking
treg and blowing up bulldozers to organizing rallies and staging media events to pub-
Iiciz—i the cause. The fact that she’s Awakened and therefore more closely connected
to ﬁe Earth not only makes her more devoted to her crusade, but gives her magical
firefj)wer that can’t hurt when she needs to get the job done. She will avoid-risking
Ilve%—damaglng property is what hurts the corps’ bottom line anyway—and with hér
heﬁng skills she can treat damage as well as dish it out. She’s a powerml ally, espe-
cm@when going up against the very corporations she hates.

= @ —

Fixer (Connection 2/Loyalty 2)
Talismonger (Connection 2/Loyalty 3)
spirits oA
The Radical Eco-Shaman must make a Wlllpowef
+ Charisma (3) Test to avoid exploiting some-

one else’s misfortune to her ownﬂdvantage




Part greasﬂnkey ‘par%hotshot driver, thénug
ae or couldn‘t drive. Not only that, but sHe ean fix it if it breaks down or gets shotup,

and-odds are very good that she can improve it so it

5_

RACE: ELF (30 BP)

ATTRIBUTES (210 BP)
B A R S C 1
3—5=5{7=—2==:3

Essence:

Initiative (Matrix):
Initiative Passes (Matrix):

Physical Damage Track:

Stun Damage Track:

ACTIVE SKILLS (124 BP)
Automatics:
Dodge:
Etiquette (Smugglers):
Electronic Warfare:
Hacking (Surveillance Devices):
Gunnery:
Mechanic Skill Group:
Navigation:
Perception:
Pilot Aircraft:
Pilot Ground Craft:

.. ===~ “KNOWLEDGE (27 FREE BP)
.

iﬁ;’r nevermet a vehicle shel'gdn t

ill do things that the original de=—

ﬁer never intended. Whether screaming through a border crossing in a souped up-

gﬂrd or dogflghtlng in a specially modified cargo plane, the Smuggl|
= KnOW-how-t there it needs to go in one piece.

She knows

sseswls, and every smuggling route
4’rom Seattle to Denver and beyond. If you need to get somewhere in a hurry without

—anybody knowmg you've left, the Smuggler’s your best bet—but even if things get a
"~ little hot andyou pick up a tail, she’s more than capable of blowing it away in vehicle-

to-vehtcle_eombat

: GEAR & LIFESTYLE (250,000¥%) (50 BP)
- Ares Predator IV (w/ Concealable Holster and
=0T ¢ps “of : Exploswe Ammo); Helmet; Lined
Coat; AR Gloves; Automotive Toolkit; Automo-
ave Shop Low Lifestyle (1 Month)

Command 5 ECCM 5, Encrypt 5; Scan 5;
Stealth 5 ~

AUTOSOFTS
Clearsight 4; Defense 4; Electronic Warfare 4;
Maneuver (Ground Craft) 4; Targeting (Heavy
Weapons) 4

VEHICLES & DRONES
Eurocar Westwind 3K (Pilot 4, Firewall 4, Signal
4, Response 4)
GMC Bulldog Step-Van (Pilot 4, Firewall 4, Sig-
nal 4, Response 4, w/ Ingram White Knight
LMG, 2 belts of 100 Explosive Rounds)

Auto Mechanics:
Border Patrol Tactics:
Engineering:

Smuggler Safe Houses:
Smuggling Routes:

LANGUAGES
English:
Spanish:
Sperethiel:

UALITIES (+25 BP)
ncompetent (Unarmed Combat)
Low Pain Tolerance
Moderate Allergy to Sunlight

(+5BP)
(+10 BP)
(+10 BP)

CYBERWARE

Aluminum Bone Lacing

Control Rig

Cybereyes (Rating 3, w/Flare Compensation,
Low-Light Vision, Smartlink, and Thermo-
graphic Vision)

Datajack

Reaction Enhancers (2)

2 Smuggling Compartments

Commlink (Fairlight Caliban w/Firewall 5, System
5, Response 5, modified for BTL/Hot Sim)

CONTACTS (11 BP)
Fixer (Connection 2/Loyalty 2)
Mechanic (Connection 2/Loyalty 2)
Mr. Johnson (Connection 2/Loyalty 1)

NOTES
NG Nuyen 3DG +1 X 50¥




RACE: ORK (20 BP)

ATTRIBUTES (220 BP)
B A R S C 1 L
7 s e e e

Essence:

Initiative:

Initiative Passes:
Physical Damage Track:
Stun Damage Track:

ACTIVE SKILLS (144 BP)
Close Combat Skill Group:
Etiquette (Street):
Firearms Skill Group:
Intimidation:
Pilot Ground Craft (Bike):
Running:
Shadowing:
Survival (Urban):

2(+2)
K]
4
2(+2)

KNOWLEDGE SKILLS (18 FREE BP)

BTL Dealers:

Gang ID:

Gang Turf:

Local Area Knowledge:
Urban Braw| Statistics:

LANGUAGE SKILLS
English:
Spanish:

QUALITIES (0 BP)
Guts
Home Ground
Toughness
Scorched
Uneducated

CYBERWARE
Datajack
Muscle Replacement

Theﬁwl —'nger is an urban predator, born-and raised on the streets and well
versﬁ'n@takes to-survive in a world where anybody: ynu meet might kill you be-
cause he doesn't like your looks (or your colors). He’s tough; strong, and trained from
childhood in the arts of combat, intimidation, and street smarts. He doésn’t need guns
or magic to stay alive—his fists, a good lead pipe, a chain and.a knife are his weapons
of choice, and he’s very good at using them. He knows that to stay-alive in the Barrens,
you've either got to be the toughest hombre on the streets or_under that hombre’s
protect@—and since he’s not about to kiss up to anybody, that only leaves him one
choice. Still, though, he knows the score, and he knows that no matter how tough you

- are, there’s always somebody younger and tougher coming up behind you. This is why

~he’slooking for his ticket up to the next rung of the ladder—maybe doing some intimi-
dation work for the local Mob family or running courier jobs for the area’s drug lord will
get him noticed, and maybe gamng noticed will give him a chance to show just how
weII this big fish in a small pond can swim with the sharks.

(5BP)
(10 BP)
(10 BP)
(+5BP)
(+20 BP)

P » } P4

GEAR & LIFESTYLE (25,000¥%) (5 BP) er (1 Year) and 8 misc. VR Games; \;IirtﬁiLPet B_ng Member(Connectlo /L oyalty 3)

Remington Roomsweeper (w/10 clips of Flech: Glasses w/Image Link; AR Gloves Low Llfestyle ——
ette Ammo) Harley Davndson Scorplon COmbaE (1 Month) > ~ NOTES
|=' -

: Starting Nuyen: 3D6+1 x 50¥
CONTACTS (11 BP) Natural LOW-&QMViSiOn

= é nd Sim Module Modified for BTL/Hot Sim; BTL Dealer (Connection 2/ Loyalty 1)

_Gang Leader (Connechon 2/ Loyalty 1)




ether former mmtary,
cuss=ﬂﬁ, se da ays he's a freelance street

“of the san_wral warrior as her in the practice of securlty procedures, and he prides
% hlmself on éﬁvays remaining one step ahead of the dishonorable street scum who seek

- GEAR & LIFESTYLE (190,000%¥) (38BP)
~_ Hermes lkon (w/Redcap Nix 0S and Sim Mod-
~ule); AR Gloves; Katana; Survival Knife; 2 Ares

Predator |Vs (w/Concealable Holsters and 10
clips of Explodmg Ammo for each); Ingram
Smartgun--X (w/10 clips of Regular Ammo);
Stoner—Ares M202 (Smartlinked, w/2 100 belts

of Regular Ammo); Doc Wagon Contract (Plati-
num, 1 Year); Suzuki Mirage; Armor Vest; Low
Lifestyle (3 Months)

CONTACTS (9 BP)
Fixer (Connection 3/Loyalty 2)
Street Doc (Connection 2/Loyalty 2)

RACE: HUMAN (0 BP)

ATTRIBUTES: (200 BP)
B A R s C 1
4 5(7) 4(6) 5(7) 2 3

L W E
2=3—=2

Essence:

Initiative:

Initiative Passes:
Physical Damage Track:
Stun Damage Track:

ACTIVE SKILLS (148 BP)
Athletics Skill Group:
Automatics:
Blades:
Dodge:
Heavy Weapons:
Infiltration:
Negotiation:
Pilot Ground Craft (Bike):
Pistols:
Unarmed Combat:

B =N WWEeOWw

KNOWLEDGE SKILLS (15 FREE BP)
Firearm Design: 3
Safe Houses: 4
Zen Meditation:

LANGUAGES
Spanish:
English (Cityspeak):
Japanese:

QUALITIES (+5 BP)
Guts
High Pain Tolerance
Addiction (Mild, Stimulants)
Incompetent (Hacking)

(5BP)

(10 BP)
(+5BP)
(+5BP)

CYBERWARE
Wired Reflexes (Alpha) (2)
Dermal Plating (Alpha) (2)
Muscle Replacement (Alpha) (2)
Cybereyes (Rating 3, w/Flare Compensation,
Low-Light Vision, Protective Covers, Smar-
tlink, and Thermographic Vision)

NOTES
Starting Nuyen: 3D6 x 50¥




RACE: TROLL (40 BP)

ATTRIBUTES (225 BP)
B AR S C I LW ME
GBS R o e e e i

Essence:

Initiative (Astral):

Initiative Passes (Astral):

Physical Damage Track:

Stun Damage Track:

ACTIVE SKILLS (120 BP)

Assensing:

Banishing:

Binding:

Dodge:

Infiltration:

Palming:

Perception:

Sorcery Skill Group:

Summoning:
Survival (Urban): 1(+2)

KNOWLEDGE SKILLS (24 FREE BP)

Goblin Rock:

Local Charity Shelters:

Local Area Knowledge:

Magical Theory: ~
Public Transportation Routes: — e \r-;
Safe Houses: v LT . ¢ ‘n":z S\ VP
Spirits: E ) ¢S A W T W, ST 4L ;

N\

LANGUAGE SKILLS
English:

“‘W“W""

The Voice of Magic calls to its.children in-different ways, pointing them toward dif-
QUALITIES (+5 BP) ferent paths of enlightenment. For the Street Shaman, the Voice speaks to her in the
Magician (15BP) ~whispers of the homeless people the skitterings of the devil rats in dark alleys, the<
Mentor Spirit (Rat) (5 BP) =
Combat Paralysis  (+20 BP)
Gremlins (+5BP)

SPELLS (12 BP)
Confusion
Heal city in which she lives. Whether she follows Rat, Wolf, Raven, or some otr_ler urban to- e
Improved Invisibility tem, the Street Shaman’s magical punch and talents at sneaking and mfﬂtratibn make >
Manabolt her a valuable member of any shadowrunning team. :

GEAR & LIFESTYLE (¥5,000) (1BP) NOTES seek cover whenever caughtin a combat sit- -
Survival Knife; Magical Lodge Materials (Force Starting Nuyen: 1D6 + 2 x 10¥ uation. Ifthere is nowhere to flee, then she is
5); Leather Jacket; Meta Link Commlink (w/Vec- Natural Thermographic Vision forced to fight.
tor Xim 0S); Medkit (Rating 4); Gas Mask; Gog- +1 Reach
gles w/Image Link; Street Lifestyle (2 Months) +1 Natural armor

+2 dice for Infiltration Tests, +2 dice for resist-

ing disease and poisons
atter (Connection 1/Loyalty 2) The Street Shaman must make a Willpower +
r(Connection 2/Loyalty 2) Charisma (3) Test to not immediately flee or




RACE: HUMAN (0 BP)

ATTRIBUTES (230 BP)
B AR S C I L W
2==2—4 2 -=3= 5—b=-3

Essence:

Initiative (Matrix):
Initiative Passes (Matrix):
Physical Damage Track:
Stun Damage Track:

ACTIVE SKILLS (132 BP)
Cracking Skill Group:
Electronics Skill Group:
Dodge:
Negotiation:
Perception:
Pistols (Light Pistols): 1(+2)
Tasking Skill Group:

KNOWLEDGE SKILLS (30 FREE BP)
Comic Books: 3
Corporate Matrix
Security Procedures:
Data Havens:
IC Identification:
Matrix Theory:
Operating Systems:

LANGUAGE SKILLS
Spanish:
English (Cityspeak):
Chinese:
Japanese:

LIVING PERSONA
Firewall:
Response:
Signal:
System:
L ‘ Biofeedback Filter
f[ha&ﬂmotﬁcer does not merely run the Matrix—she inhabits it, moi[n_g throughit (Natural Hardening):  3(4)
_ with the-easy familiarity of a fish in home waters. She doesn’t need a clumsy commlink
~ to give her nd her time writing tedious programs to QUALITIES (+10 BP)
_do her bi —her mind and her reflexes are all she needs to ride the electron waves Natural Hardening (10 BP)
" and shape the virtual world. Touched by the Resonance; she communes with the soul Technomancer (5BP)
_ of the machine and finds her home more among its datatrails and network traffic than Combat Paralysis (+20 BP)
“she ever gld among the streets and buildings of the sprawl. Weak Immune System (+5BP)

C.OMP_I_.EZ ?ORMS (35 BP) clips of Regular Ammo); Fake SIN (Rating 4); NOTES
Analyze 2; Armor 3; Browse 3; Attack 4; Deception Dodge Scoot Starting Nuyen: 3D6 + 9 x 50¥

S Decrypt Edit 3; Scan 3; Stealth 5; Track 4

CONTACTS (8 BP)
- GEAR & I.IFESTYLE (¥15,000) (3 BP) Fixer (Connection 2/Loyalty 2)
Low Lifestyle (3 Months); Lined Coat; Colt Blogger (Connection 2/Loyalty 2)
Amerlca L36 (w/H(dden Gun Arm Slide and 5




RACE: ELF (30 BP)

ATTRIBUTES (180 BP)
B A R S C 1 L
S=A==k =3 ===J-=3

Essence:

Initiative:

Initiative Passes:
Physical Damage Track:
Stun Damage Track:

ACTIVE SKILLS (142 BP)
Archery:
Armorer:
Close Combat Skill Group:
Demolitions:
Dodge:
Firearms Skill Group:
Heavy Weapons:
Negotiation:
Throwing Weapons:

MR ENWWON

KNOWLEDGE SKILLS (18 FREE BP)
Blade Design: 3
Chemistry:
Engineering:
Firearm Design:
Gun Trivia:

e L The&/eapons Specialist is a literal martial artist. A master of unarmed combat, she

is equgly skilled at building and repairing weapons and armor of all types. If it deals
dama@ or prevents you from getting hurt, she can fix it, improve it, or make you a new
one. She’s up on all the latest developments in the weapons industry, and odds are
QUALITIES (10 BP) she knows somebody who can 