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reyou a merc? Or maybe a mage? Or
another shadowrunner? Then thisis a
book for you. New cyberware, new spells,
new decks, new weapons, new other
things.

It’s all in here, something for
everyone,.
And it’s not even Christmas.

Tech Specs is the follow-up to Running Gear, and
contains conversions from Cyberpunk 2020 cyberware
and equipment to Shadowrun Second Edition, new gear
and spells, all current Shadowrun spells reverse-
engineered to show the game mechanics behind them,
plus new optional rules, Archetypes, and Contacts.
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This is a non-official Shadowrun publication, © 1995 by Gurth.
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Main Writing
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e TheCP2020 designers
e The Shadowrun designers
Illugtrations
e Gurth (Equipment)
« the CP2020 illugrators (CP2020 and PW

logo)

e the Shadowrun (fird edition) illustrators
(Spells& Archetypes)

e various nonroleplaying publicaions (the
rest)

Greets’'n’ Thanks’'n’” Stuff

¢ All on the ShadowRN mailing list (you know

who you are)

« Anyone who ever wrote anything for
Shadowrun
Brian D. Neumann — for mailing me some of
his spells more than half a year ago
FireFly & Karina — you know why. Thank
you (both of you :)
Phill Steele — for putting up with me last
June )
S.K. —ditto
The CP2020 designers
The Goatbuster — for buying the scanner

used to scan most of the pictures in this book,

as well as taking Gurth's picture
BLATANT BUT-DELIBERATEL Y-VERY-HARD-TO-
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Thisthing wasfinished in very early January 1995
on a33 MHz 486DIc PC using Word for Windows
6.0a, Paint Shop Pro Shareware 2.0, iPhoto+, and a
Highscreen GreyScan 256 hand scanner.
This is version 1.01 — 290195

If you redly went, you can reech us a gurth@dds or
gurth@xs4all.nl. Sadly, from the dds.nl account it isonly possibleto
send mail to addresses ending with .nl, o Il seeif | can get that
account to forward its mail to the other one... So, if you neg
contact us at the xs4all address. Why am | telling you all
anyway? In the future, maybe | should think more with my
than with my keyboard...
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This file may be freely distributed in both electronic and hard
form, but only at no cost to the recipient, no profit to the distri

own use all you want (see if we care), but you may not dist]
modified versions.
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Shadowrun is a registered trademark of FASA Corporation. (lsed

without permission but with good intentions :)

Cyberpunk 2020 is a trademark of R. Talsorian.

3G2is a trademark of BTRC.

This publication is copyright © 1995 by Gurth. Any bits Wetole

from found in other publications are copyright by whoever wrot
original, alright? No infringement of copyright is meant in any

in fact we encourage you to buy the publication we found thog
in. In other words, pleagiease don't sue, OK? (pretty please!)
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A little note in case the page lay-out seems to be wrong (esp
likely if you're using American paper): the layout is for A4
paper, i.e. a European paper size of 210 x 297 milimeters. Eitl
hold of A4 paper, or repage the whole thing.
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TECH SPECS

The Plastic Warriors are here again'! A second compilation
of dl sorts of suff for shadowrunners and mercs to update
themsalves with: this issue, we cover subjects as cyberware, Matrix
gear, totaly new equipment, a load of spells, and a section on the
legdlities (in the UCAS, a least) of dl the things we covered in
Running Gear! As a variaion on this theme, in Tech Specs we
provide the UCAS legdity of each item we discuss by ligting the
gppropriate code directly in the item’s heading!

Tech Specsisdivided into the following sections:

* Intro: thishit right here.

» CP2020: the second part of our adaptions from Cyberpunk 2020
to Shadowrun.

* Equipment: a section with new gear.

» Sodls agood number of new spellsfor the magically-active.

* Legalities: legdity ratings of al stuff from Running Gear as well
asfor some other Shadowrun publications.

*In Reverse dmogt dl spells published so far reverse-engineered to
give you the mechanics behind them.

* Archetypes: two archetypes from first-edition SR that didn't make
it to SR, plus abrand-new archetype and three new contacts.

So, what more can | say? Hopefully until next time, | think.
Yup, that just about wraps it up. Until we meet again...
—Gurth

arriors-

€ Asyou can see, weve got ourselves a new logo... we think it's a lot prettier
than the previous one, so my guess is that you'll be seeing it in future publications
as well.

On submissions...

There might be a remote chance one of you out there has something lying
around you'd like to contribute to this series of publications (well, series....this is the
second one so far :). Just in case you do, mail it to, or contact us at, one of the email
addresses on the previous page. We don't know how many of these things we can
put together, buf you've got something you want to send in, do it anyway. You'l
be fully credited and everything, but alas, no payment (at least, not until someone
starts paying me for typing all this :). We do reserve the right to fix typos, edit
pieces, and more of those sort of things. What we are mainly looking for is
equipment, spells, cyberware, and other stuff that can be immediately integrated
into an existing campaign, and not things like town or country descriptions or background material. Upload that kind
of stuff to the incoming/NAGEE directory at cerebus.acusd.edu as a NAGEE submission. CReckiogt Gear
or this book/file for ideas on whak 'd like to see. Of course, we'll consider anything sent in to us. And yes, you can
have your picture included in the file — if you send one in, that is.
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CYBERPUNK 2020

>>>>>[Continued from Running Gear, here’s the second installment of CP2020 conversions. This time, it's mostly
concermned with cyber- and bioware, as well as a couple of cyberdecks, utiliies, and vehicles.J<<<<<
—Gurth (!:@@:#1$$-%%-")

Bodyware

Biomonitor L ega

Thisis afavorite of mercs, gadget fresks, and harried corporators worried about their
blood pressure. Mounted just below the skin of the forearm, the Biomonitor gives a condant
readout of pulse, respiration, brainwaves, blood sugar, temperature, and cholesterol levels The
display is a pattern of wordshaped LEDs, each running a color sequence from red (criticdl) to
green (excdlent). As conditions change, the colors change. The user merdly shoots back his
cuff, looksfor thelittle glowing word display he wants, and checksthe color.

EssnceCogst  Availability Cogt Street Index
1 aways 1,000¥% 1

This adds +2 to the Target Numbers of anyone trying to gain information by force from the user.

>>>>>[Sounds kind of useful.J<<<<<
—Heavy (13:04:28/06-12-55)

>>>>>[Won' the interrogators be able to just look at the display in your arm and see the data which is supposed to help
you resist the torture? This monitor cuts both ways, if you ask me.J<<<<<
—Cindy (06:47:11/06-13-55)

ChemSkins L ega

These are specid dyes and chemicals which are impregnated or rubbed into the skin.
Some change the skin color to a new shade as desired. Others are temperature senstive, and
shift colors in vibrant patterns when warmed or cooled. Very expensve ChemSkins are
sendgtive to hormond changes, you could buy a ChemSkin that would make yellow and black
tiger stripes on your skin when you become angry or exited.

EssnceCogst  Availability Cogt Street Index
5 3/24hrs 6,000¥ 11

>>>>>[Nice, but not for me.J<<<<<
—Freddy (04:31:58/06-15-55)

>>>>>[ChemSkins were sort of in fashion last summer, but they're out in a big way right now.J<<<<<
—Damnsel (14:51:39/06-15-55)

>>>>>[Can't you use them for camouflage? Create human chameleons?]<<<<<
—Jarvis (19:46:18/06-20-55)

>>>>>[If you'd buy one with thase properties, yes, | guess you could. You'd have to be naked to use it to full advantage, though.J<<<<<
—Checker (08:36:26/06-24-55)

Contraceptive |mplant Legal
Implanted under the left armpit, it prevents pregnancy for up to five years. Available for both sexes.
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EssnceCogst  Availability Cogt Street Index
05 6/4 days 1,000¥ 1.25

>>>>>[Just what | need! No pregnancy for melJ<<<<<

—Pure Male (15:31:57/06-13-55)

>>>>>[Har har har.]<<<<<
—Aunt Annie (17:51:44/06-20-55)

Light Tattoos L ega 1

These are emmiting chemical patches inserted under the first couple of layers of skin.
They gorelight and emit it in colors or patterns.

EssnceCogst  Availability Cogt Street Index
05 aways 10¥ to 200¥ 6

Mr. Studd™ Sexual Implant L egd

All night, every night, and shell never know. Available dso in the Midnight Lady
versonfor the digtaff Sde.

EsenceCos  Availability Cost Street Index
35 3/48hrs 3,000¥ 2

Use your imagination and add +1 die to your Seduction skill checks.

>>>>>[| bet “Pure Male” has one of these...J<<<<<
—Aunt Annie (17:59:29/06-20-55)

Shift-tacts L ega

These are colored lenses, designed to mimic certain aspects of more expensve
cyberoptics. Mirrored contactsin dl tints, temperature or emotion sengtive contacts thet change
color on demand, logo or patterned contacts. These are available in most fashionable bodyware
shops. Check it out. They cannot be used to fool retina scanners, though.

EssnceCog  Availability Cogt Streat Index
05 2/6hrs 10¥ to 2,000¥ 8
Skinwatch Le

The predecessor of the Biomonitor, the Skinweatch is implanted
just below the epidermis, and usestiny LEDsto project glowing numerds
through the skin. Skinwatches can be mounted anywhere, athough the hand, wrigt and fingers are the most common.
Advanced versions can be reset by pressing the display gently until the right number combinations come up; realy
advanced versons have darmsthat beep quietly.

EssnceCogst  Availability Cogt Street Index
A always 500¥ 9

>>>>>[Disco lights in your arm. Wow.J<<<<<
—Steel (17:47:11/06-15-55)

Subdermal Armor L egal
Thisisamesh/bdlistic armor inserted under the skin. It can be used by personswith Dermd Armor.

[0 TECHSPECS
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EssnceCogst  Availability Cogt Street Index
5 6/7 days 12,000¥ 15

To detect Subdermal Armor requires a Perception(6) test. It gives the user Armor Ratings of Ballistic 1, Ir
cumulative with worn armor, Bone Lacing, Skin Weave, and Orthoskin.

>>>>>[Here’s something I've been thinking about for some time: why do people have such things implanted? It appears
to me that it's much simpler (and cheaper) to get yourself a good armor jacket, and that protects better as well. And
please, don't tell me it's because “you might be caught with your jacket off.” If you're smart, you're not Jx<<<<

—Hairy Harry (05:36:10/06-18-55)

>>>>>[Try getting into any decent nightclub or other respectable establishment wearing your everyday armor jacket
(even after you've put it in the laundry). Il bet you a lot that they won't let you in.J<<<<<
—ASDF (14:02:52/06-20-55)

>>>>>[Granted, but in such a place you can wear that “stylish™-armor drek. I've seen 'em, and they're virtually impossible
to detect. | don't see the need for implanted armor.J<<<<<
—Hairy Harry (20:21:48/06-21-55)

>>>>>[You're both overlooking one thing: if you wear an armor jacket over implanted armor, you're better protected than
with just the jacket or just the implants. .. J<<<<<
—Sister Sledgehammer (23:27:30/06-21-55)

nthskins L ege

A more sophigticated version of Light Tattoo technology, a Synthskin is a layer of
color-shifting plastic bonded to the outer skin. A Synthskin can be adjusted to display colors,
patterns, light flares, or other special effects, using tuning chips (100¥ each) whiclgged p
into a socket in the skin (usually under the hairline).

EsenceCos  Availability Cost Street Index
8 5/48hrs 12,000¥ 12

>>>>>[By plugging in the right chips, you should be able to camoufiage yourself effectively. You'd have to program the
chips yourself, ‘cause to my knowledge nobody makes camo chips.J<<<<<
—ASDF (12:35:41/06-20-55)

>>>>>[| sell camo chips for use with Synthskins. Only 150% each, directly from me, and available in all common
camouflage pattems. Contact me privately for more details.J<<<<<
—Mariner (16:05:37/06-25-55)

The shefts of this artificid hair are impregnated with various types of reective chemicds. Some types are
temperature sengtive and change color or stand up depending on the weether. Others contain the same pigments used
in Light Tattoos, storing and emitting colored light in patterns. Still others can change color as desired by using specid
chemical shampoos. Techhair can be implanted in mohawks, hair waves, full hairpieces, manes, ruffs, whiskers, and
other less obvious (but interesting) places.

EsenceCos  Availability Cost Street Index
1 2/12hrs 10¥ to 2,000¥ 75

Vampires Legal or 3-CA

Implanted fangs, usudly made up of carbo-glas or superchromed metd. You can have a full set implanted
(called the Sharkgrin Special), or canines only. These are considered to be “decorative,” not black-market cyberware,
and can be purchased in any local clinic. Vampires can be augmented with poison injectors (which are Class CA
cyberware) for double the normal price.

O TECHSPECS O




|m (R0 [CEITTRNN EOUIPMENT SPELLS | LEGALIES |

Damage Reach Essence Cogt Availability Cogt Stredt Index
Canines (gr-2L -1 05 2/12hrs 200¥ 1
Sharkgrin (str-1)L -1 A 3/12hrs 300¥ 1

>>>>>[Word of advice: don't smile if youve got the canines only. Some folks might think you're a vampire instead of a guy with implanted
fangs|<<<<<
—Wilco (19:37:48/06-27-55)

Voice Synthesizer 6P-CA

This system dlows the user to mimic any voice or tone previoudy recorded by its memory chip. The chip
can store up to 10 “voices.” This system also gives the user a bonus number of dice to roll, equal to its rating, for any
disguise attempt (now you really sound like the person you're immitating).

Esseence Cost Availability Cost Street Index
15 (rating+2)/24hrs  40,000+(rating x15,000)¥  1+(rating/6)

Fooling a voice scanner requires an opposed test between the synthesizer and the scann@hséieAiar chists Guideto Real Life). The
Voice Synthesizer is available in ratings 1 to 6.
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Reflex Boosters

Itisnot possible to combine one of the following sets of Boosterware with other cyberware reflex enhancements (though "-.._¥_,.-' -
they can be combined with bioware). If thisis done anyway, only the highest bonus gpplies (a reflex enhancement which r":+:"'| “‘\.r’%"\.r’ =
rollsadieis conddered higher than onewhich doesn't, even if the dieroll comes up below the fixed enhancement). They " ___.,-.\EE

aso do not increese Initiativewhen rigging, decking, or in Astral Space. En

]
R P b
: MJIJ Eﬁk A
Kerenzikov Boosterware 6P-CH

Py
e
Isaways activated; the user is aways reacting with a higher that norma reaction speed. MH,J -
The user mugt learn to readjugt his or her actions to aworld that appears to be moving in dow :
motion. Because of this, Kerenzikov boost can beindalled at two levels of augmentation.

Leve Initiative Essence Cogt Availability Cogt Street Index
1 +2 6 5/48hrs 15,000¥ 1
2 +4 115 6/60hrs 25,000¥% 1.25

Kerenzikov Boosterware adds its Initiative rating to the character's Initiative, but not to his Reaction Attribute: a c
with Reaction 5 and Kerenzikov level 1 has a Reaction of 5, but has an Initiative of 5 +2 +1D6 = 7+1D6.

>>>>>[Cheaper than wired relexes, but | feel they're somewhat lacking. The boost isn't really all that high. Still, they're a
lot cheaper than a set of wired refs.J<<<<<
—TFreddy (13:54:00/06-16-55)

>>>>>[And they're more constant than wired or boosted reflexes. With a Kerenzikov boost you know what you can
expect from your boostware, while the more common boosters vary quite a lot. | think you have to pick the one you think
will work best for you, if you're into this kind of thing.J<<<<<

—Icebear (25:60:60/13-32-00)

peedwar e 5P-CH

Also known as Sandevigtan, this kicks in only when desired, diminating much of the
need to adapt one'slife to an inhumanly fagt reection time.

EssnceCogst  Availability Cogt Street Index
17 4/8 days 50,000¥% 1

|
When Speedware is activated (which costs a Free Action), it adds +2+1D6 to the character's Initiative. A charact
Reaction 5 and Speedware has a normal Initiative of 5+1D6, but with activated Speedware this is increased to |
The character receives the boost for the next five tums after activating it {ioLthedum he activates it, but must wait '
for two tumns before he can re-activate it.

>>>>>[Naturally, the boost runs out just when you need it most J<<<<<
—Tiger (06:46:27/06-12-55)

>>>>>[Speaking from experience, Tiger?]<<<<<
—Damnsel (10:42:50/06-17-55)

Cyberlimbs

Cybelimbsareincluded in SRI1, so what follows here are some extras for them. Shadowrun does not use option spaces, so (within reason) any of the
following can bebuilt into acyberimb.
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Coverings L egal

While dl obvious cyberlimbs come in stripped
or uncovered date, they can be covered in avariety of
ways. The chegpest method is a plagtic covering,
availdble in a variety of colors, with arbrushing, or
trangparent with imbedded lights and holography. A
plagtic covering may aso be chromed (a popular
option), or covered with a metdlic skin tinted ingolds,
blues, greens reds or slvers The most expensve —__..
option is Redskinn™, aflexible plastic that looks very .
much likerea skin; with follicles, hairs, smdl scarsand
imperfections, it requires careful Perception to notice
that itisnot ared limb.

P

\ ARN. - A Sl
Covering EssnceCogt  Availability Cogt Street Index
Plagtic 0 2/24hrs 40¥ to 8,000¥ 8
RealSkinn™ 0 5/7 days 8,000¥% 15
Superchrome® 0 4/5 days 8,000¥ 12

To notice that RealSkinn™ is not flesh and blood requires a Perception (6) test.

>>>>>[Since | got that RealSkinn covering on my arm, I've been hassled a lot less by cops and security guards.J<<<<<
—Wiley (21:37:14/06-15-55)

>>>>>[If | was a cop and saw you walking down the street, I'd hassle you, too.J<<<<<
—Sunny (15:54:09/06-21-55)

>>>>>[Hey now, that's not nice, is it? Just because Wiley looks like an ass doesn't mean you have to tell him.J<<<<<
—The Beer Buzzer (10:49:29/06-23-55)

>>>>>[Watch your backs, you two.. .Jx<<<<
—Wiley (04:16:28/06-30-55)

Hydraulic Rams L ega

Common to Russian cyberware, rams are bulkier and heavier than myomar fibres (the
limb will not pass inspection as real no matter how well covered by Realskinn™), but can take more. Limb strength is
also increased. Available in levels 1 to 5.

EssnceCogst  Availability Cogt Street Index
.25 5/6 days level x 4,500¥% 1

Every 12 limbs with Hydraulic Rams count as 1 level of Dermal Armor, instead of the normal 2 limbs = 1 level of Derma@hArkhairaulic
Rams add their level to the character's Strength.

Quick-change M ount L egal

These dlow the user to change cyberlimbs without using toals. The limb is bayonet mounted, and can be
removed by depressng athumb catch and twisting to the left. Quick-change mounts may aso be used at the wrist or

ankleto dlow avariety of hands or feet to be used.
EsenceCos  Availability Cost Street Index
0 3/24hrs 8,000¥ 1

Hands & Feet

These can only be mounted on cyberarms and legs, or on hands such as the Psiberstuff Independant Cybertmdritdootke(page 31).
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Buzz Hand 3

This hand can be pulled back to reved smdl, spinning mono-wires around a titanium
hub. The high speed “weed wacker” shears through most materials like butter.

EsenceCos  Availability Cost Street Index
0 8/6 days 24,000¥ 1

Damage is 6S, using one-half Impact Armor to defend.

Extenson Hand Leo e I

This hand can extend from atelescoping wrist up to 1 meter. Can support up to 100 kgs.

EsenceCos  Availability Cost Street Index
0 5/6 days 14,000¥% 1

This hand gets a +1 Reach when performing melee attacks.

>>>>>[Useful for grabbing things over your head ]J<<<<<
—Keitel (05:31:50/06-20-55)

GrappleHand

This hand's fingers extend backward to create afive fingered throwing grapple. A smdll
gpool in thewrigt contains 30 meters of fine, super strong line capable of supporting 100 kgs.

EssnceCogst  Availability Cogt Street Index
0 6/6 days 14,000¥% 11

>>>>>[This is all real nice for breeders, but we orks (not to mention trolls) often weigh more than a hundred kilos.
Anybody got a solution?]<<<<<
—CTA (16:37:11/06-20-55)

>>>>>[Sure. Check out the bit on biosculpting in NERPS: ShadowLore. Turn yourself into a human. Seriously, if you
like your current body, buy stronger wire and wind it onto the spool. The wire is thicker, so for ork-strength cable you
could put maybe 25 meters onto the spool, and only 20 meters for trolls.J<<<<<

—Dreemer (12:03:49/06-22-55)

Hamme Hand 4-CA +(

This hand is made of hardened titanium and has a powerful explosve shdl-driven ram that acts like a
jackhammer. Y ou punch, the shell goes off, driving the fist forward with incredible velocity and power. A port in the
top ejects the shell and opens to receive a new one (replacements cost 3¥).

Damage EsenceCog  Availability Cod Streat Index
(gr+3)M Stun 0 8/6 days 24,000¥% 1

>>>>>[Punch right through wallslJ<<<<<
—Heart (04:37:41/06-18-55)

Modular Hand 3P-CB

Thisunit contains 1) Drug injector, 2) 1 meter garotte line extending out of fingertip, 3) 2.5cm monomolecular
blade for cutting, 4) 5cm x 5cm paim storage space.

EssnceCogst  Availability Cogt Street Index
0 6/5 days 24,000¥% 1

The monomolecular blade does (str/2)L damage.
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>>>>>[This sounds more like a special-ops hand to me than a “modular hand."J<<<<<
—Suzie (20:18:16/06-27-55)

Ripper Hand

Thisis a norma hand with Ripper blades (page 17) mounted in the upper hand and
wrigt area

EsenceCos  Availability Cost Street Index
0 6/4 days 24,000¥ 1
pikeHand 3

This hand contains a hardened titanium spike which telescopes out of the wrist and
through the lower palm. Can be poisoned and isuseful for climbing.

Damage EssnceCost  Avallability Cost Street Index
(str-1)M 0 5/3 days 20,000¥ 1

This hands gives a -1 modifier to the Target Number of climbing skill tests.

>>>>>(It is also useful for assassinations. More than one government (including the good-ol' UCAS) equips its secret
agents with these kinds of spikes when they need them J<<<<<
—Isolator (04:08:19/06-25-55)

>>>>>[Nooo! Get out of here! Our government doesn't get up to dirty tricks! Only other governments do that, right?
(Yeah, sure. And | also believe everything else the trid tells me.)j<<<<<
—Stacker (02:27:18/06-25-55)

W Standard Hand

Comes gandard with a cyberarm.
This resembles a norma hand; four fingers
and a thumb. The hand is covered or
Superchromed as part of the arm. (Only use
gatsbelow if purchased separately.)

EssnceCogt  Availability

0 444 days
Cost Street Index
6,000¥ 1

Tool Hand L egal

This hand's four fingers concedl smal microtools: 1) screwdriver with changable heads, 2) adjustable wrench,
3) battery-powered soldering iron, 4) adjustable socket wrench. The lower edge of the pam is hardened to make a
dandy hammer.

EsenceCos  Availability Cost Street Index
0 3/4 days 8,000¥ 1.25

This hand counts as a General Toolkit, but add +2 to all Target Numbers because the tools are rarely sufficient fer typical job

>>>>>[A Swiss Army hand.J<<<<<
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—Chat (07:48:51/06-22-55)

Grip Foot L egd

Toesof thisfoot can extend and curl around a5¢cm bar. The soles are covered in atacky
rubberized meteria for increased traction.

EssnceCogst  Availability Cogt Street Index
0 4/4 days 20,000¥ 1

Adds two dice to Athletics skill test involving climbing.

pikeHed

A 15-centimeter spike projects from the hed of this foot, alowing the user to make
deadly rear kicks. Can be used for anchoring or climbing.

Damage EssnceCogt  Availability Cod Stredt Index
(St)M 0 6/4 days 20,000¥ 1
Talon Foot
Thisfoot can extend narrow blades smilar to Scratchers.
Damage EsenceCost  Availability Cost Street Index
(Str+1)L 0 5/4 days 24,000¥% 1

>>>>>[| once saw a sam whose lower legs were replaced by metal ones. His feet were not feet, but metal talons, like
these. If you ask me, his feet were just large knife blades. .. Scary.J<<<<<
—Sonya (13:57:12/06-24-55)

Tool Foot L ega

Thetoesof thisfoot contain 1) screwdriver with changable heads, 2) adjustable wrench,
3) battery-powered soldering iron, 4) adjustable socket wrench, 5) wire saw blade.

EsenceCos  Availability Cost Street Index

0 34 days 12,000¥ 1 ;

This foot counts as a General Toolkit, but add +2 to all Target Numbers because the tools are rarely sufficient for fypical
jobs.

>>>>>[|'ve got this feeling that a foot like this is a lot less useful than the equivalent hand from the previous section.]<<<<<

—Chat (08:02:14/06-22-55)
>>>>>[Maybe they designed this foot for people who already have two non-standard hands and need a portable toolkit J<<<<<
—Grrl (15:34:19/06-30-55)
Web Foot L egal
Extends thin webs from either side of foot, aswell as webs between toes.
EssnceCogst  Availability Cogt Street Index
0 4/5 days 20,000¥ 1

Doubles normal swimming speed, plus adds one die to Swimming skill.

>>>>>[Standard equipment for UCAS Navy SEALS J<<<<<
—Captain (13:38:02/06-24-55)
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Headware ¥

S

Bug Detector 5N @ (=) [ ';
Thismini-receiver is designed to pick up signals tranamitted by all types of radio bugs. | v el ..f"#

When the bug is active, its transmissions make a small beeping noise in the back of your head, |, | I_IJRE_;L,__ A

getting louder asyou get closer to the bug. .r‘i‘a,.r"'

Essence Cost Availability Cost Street Index
05 +H(rating/20)  rating+1/12days rating x 12,500% 1.75

Treat this as a Bug Scanner (p.238l1) of its rating, with a maximum range of three meters. It is available in rating
through 6.

>>>>>[The ultimate in irritating beeping sounds inside your skull.J<<<<<
—Latex Louis (17:50:39/06-20-55)

>>>>>[But very useful. You do sort of look overly paranoid if you start checking every Johnson with a bug scanner. With
this thing you can still do that, but it's not so obvious.]<<<<<
—Kyle (21:57:10/06-24-55)

Nasal Filters

Thesefiltersincrease resistance againgt poison, deepdrugs, or other breathable toxins.

EssnceCogst  Availability Cogt Street Index
Vleve 4/4 days level x 600¥ 1

Substract the filters' level from the Target Number for any Resistance Tests made against breathable toxins. M
level is 4.

Pain Editor 6P-C/

This coprocessor overrides the pain receptors of the brain, making the subject
imperviousto torture, deprivation, or physica hardship. It doesn't mean heisn't getting hurt, just
that hewon't noticeit until he collapses.

EsenceCos  Availability Cost Street Index
.6 5/6 days 60,000¥ 12

This device is similar to the bioware Pain Ediiradowtech, page 26), and uses all rules for that piece of equipment, except for the +1 Willpower
and -1 Intelligence modifiers.

>>>>>[One of my buddies has the bioware version. Once already, he’s almost died because he didn't even know he was wounded. After he woke
up in the hospital, all he could say was “What the frag happened after the lights went out?! Where am 1?"]<<<<<
—Steve (23:12:05/06-15-55)

Senseware

N —

Color Shift

These cybereyes can shift color or iris pattern on demand. A full
color shift takes about a minute. Mirrored, transparent, glitter-filled or

=3
“;’HEHN A

st lighted versions are dlso available.
EsenceCos  Availability Cost Street Index
25 324hrs 6,000% 9
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Thisisaset of two eyes that can accept up to .5 Essence points of additional vision enhancements without extra Essence
loss

H.,_¥_,J

= +""1 “‘\.-"'%“"\.r" =
>>>>>[Color shift eyes are useful if you wanlt to be “in fashion” all the time. Eye color changes with fashion, so with this  p.” J,sa__@jf 3 A
you can keep up without the need for corrective surgery every few months|<<<<< R P .-f"#
—Decision (13:58:12/06-27-55) | I ) E
L

<
>>>>>[But once the “in” peaple find out you have color-shifting eyes, you are “out.” Those eyes are out of fashion at the hﬂ Jhlll.ﬂmﬂll
moment J<<<<< =

—Jean E. (20:50:29/06-29-55)

>>>>>[Just wait a few months and they'll be back in.J<<<<<
—Victor (06:36:41/06-30-55)

>>>>>[Fashion sucks.J<<<<<
—Gurth (~d+)

| mage Enhancements

High-res graphics capability to enhance and refine images viewed. When activated, it
dlowsthe user to pick up visua cuesin greater detail.

EssnceCogst  Availability Cogt Street Index
15 6/48hrs 3,000¥% 15

When activated, decreases Target Numbers for visual Perception tests by -1.

Tactile Boost L ega

Increases the user's perception involving touch. The boost can be turned on or off at

will.

EssnceCogst  Availability Cogt Street Index
2 5/6 days level x 1,500¥% 1

Each level of Tactile Boost adds 1 die to Perception tests for touch. Maximum level is 6. Also, if switched on, all '
penalties are increased by one-half (round down) the boost's level.

>>>>>[Be sure to switch this feature off when you don't need it. If you get shat, it hurts like hell until you realise your tac-
boost is still on.J<<<<<
—Hairy Harry (05:16:59/06-27-55)

TimesSquare™ Marquee Legal

Scrolling red-letter screen in upper edge of vision, linked to either a software chip readout or aradio link. This
device can be used to display information stored in adata chip or headware memory, or received by radio, in the user’s
field of vison.

EsenceCos  Availability Cost Street Index
1 5/36hrs 3,000¥ 1

UltraViolet L egal

This system dlows the user to perceive images irradiated by ultraviolet light, or to detect fluorescent powders
or tracing agents, or to use ultraviolet flashlights (indetecable by norma optics) for illuminetion.

EssnceCogst  Availability Cogt Street Index
2 4/36hrs 3,000¥% 1.25
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Cyberweapons

‘u!;‘
The Essence Cogt of cyberwegpons is only used when the wegpon is mounted in an organic limb. If mounted in a "’r+ﬂ"" Eﬁfﬂﬁ\f =

cyberlimb, the Essence Cogt isO. TV
T e o
}le}mﬂ A
Reinforced knucklebones, giving the fist the impact value of a pair of brass knuckles. )

Thisis considered a form of black market cybertech, and as such is not accessible through the Sl N
average on-the-Madl clinic. i

Damage EsenceCod  Availability Cod Streat Index
+1 Power 15 4/48 hrs 5,000¥% 1

>>>>>[This modification is pretty obvious. You can see the reinforcements in the bones even if you just glance at
them.J<x<<<<
—Slime (14:37:04/06-23-55)

Flamethr ower

Thisisasmadl, high-pressure flame jet with arange of 1 meter, and 4 shots.

Type Concedl Ammo Mode Damage Weight EssenceCogt

Light NA 4 ss 10M 3 9
Availability Cost Street Index
10/7 days 1,200¥ 2

To use the Flamethrower, roll a normal Firearms Success Test, using the Light Pistol concentration if nec]
Maximum range is 1 meter, and this is considered to be Short range (Target Number 4). The Flamethrowe
Firesetting Rating based on its fuel (see th&-fiRE.SR2 for details).

Grenade Launcher 2-CB+

This launcher is a modified support grenade launcher, stored in a popup mount. One
grenade (you may use any standard type) is gored in the launcher; ardoad may be dropped in
after thefirg oneis used.

Type Concesal Ammo Mode Damage Weght EssnceCogt

Grenade NA 1(m) SS grenade .25 5
Auvailability Cod Stredt Index
10/7 days 2,500¥% 2

>>>>>If you thought an arm-mounted shotgun is the ultimate concealed weapon, think again.J<<<<<
—Dan (22:51:52/06-25-55)

MicromissleLauncher 2-CB+J

This launcher contains four miniature missiles (explogve tipped gyro rounds with heat seeking guidance and
steering vents). The Micromissile Launcher is stored in the limb and pops uo when needed. See Chromebook 2, page
49, for detailsonthe missiles.

Type Concedl Ammo Mode Damage Weight EssenceCogt

Assault NA 4(m) SA missle 5 11
Availability Cost Street Index
10/7 days 4,500¥ 2

>>>>>[All these pop-up weapons are excellent as a last-ditch defense.|<<<<<
—Ryan (03:40:17/06-26-55)

>>>>>[Especially as long as nobody knows you have them. They don't react to what they don't know, do they?]<<<<<
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—Anonymous (09:41:30/06-28-55)

Rippers 34 L'~..¥J

: N P e
The top two joints of each finger are replaced with a plagtic and metd sheath, in which .H:“.If';,..‘EE b
7.5cm long carbo-glas claws are housed. The Rippers can be extended by clawing thehand ina [#7
calike fashion. Mogt people wear fase fingernals over their Rippers, making them much

I

el

harder to spot. Rippers are conddered a form of black-market cybertech (Category B: Large | l‘\,.r-"
2

Bladed Wegpon) and as such are not accessible through the average on-the-Mall clinic. Rippers 8
cutinall directions. :

- e

Damage EssnceCogst Availability Cost Street I ndex
(sr/2M 2 5/3 days 8,000¥ 1

Spotting hidden Rippers requires a successful Perception(6) test.

>>>>>[These fall in between hand razors and spurs. If you have the choice, I'd advise you to take spurs as they're better
than rippers.J<<<<<
—Mikey-Boy (10:25:40/06-27-55)
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Implanted meta or carbo-glas fingernails. The incredible sharpness of the materia
makes these as deadly as razor blades. Scratchers cut on the bias, requiring the user to dice .
crossways, not rip downwards. Most people laguer their Scraichers, making them
indigtinguishable from norma nails (the enamd has no effect on the sharpness). These fall
under Category B: Large Bladed Weapons.

Damage EssnceCost  Availability Cost Street I ndex
(gr+1)L 1 43 days 5,000¥ 1

>>>>>[Currently in fashion with mid-level corpers (you know, the kind that thinks they're tough and tries to prove it on
Firday and Saturday nights).J<<<<<
—\Whale (23:05:25/07-04-55)

Wolvers 3

The longest and deadliest of the implant blades, Wolvers are implanted along the back
of the hand. When the hand is clenched into afig, the thin, triangular blades telescope and lock
into place, remaining extended 30cm until the hand is relaxed.

Damage EssnceCogst Availability Cost Street Index
(gnMm 3 5/3 days 8,000¥ 1

>>>>>[Wolvers are very similar to retractable spurs, except that spurs remain extended even if you relax your hand.
With wolvers, you can't use really the hand because the blades retract if you do. Still, they are cheaper.J<<<<<
—Mikey-Boy (10:31:36/06-27-55)

Bioware

Grafted Muscle 4P-B(

Thisisvat-grown muscle grafted onto your own, with healing. This modification can be
combined with dmog any other type of muscle-strengthening bioware or cyberware.

Body Cogt Availability Cogt Streat Index
1 8/14 days 100,000¥ 125

This full-body muscle increase modification increases the character's Body , Quickness, and Strength Attributes by +1.

>>>>>[This is the same kind of treatment as muscle augmentation, except that this one is done all over the body and not just in the arms and
legsJ<<<<<

—Virtuoso (14:03:18/06-25-55)

I ndependant Air Suppl

A smdl atificid organ, filled with a spongy, oxygen fixing foam. Implanted in the lower lungs, it doubles the
time a person can hold his bregth.

Body Cost Availability Cost Street I ndex
7 47 days 50,000¥ 1

Can be combined with the Extended Volume modification (St&owtech), but the Extended Volume modifiers are apdiiéet those for the
Independant Air Supply: a character with a Body of 4, an Independant Air Supply, and Extended Volume level 2 can hblébhi4 bor@aix 2 +
90 = 230 seconds.
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This enhancement uses nanites to weave the top three layers of skin with a dense polymey
a bare skin equivdent to light body armor. The process is relatively discreet, and tekes ab

compatible with Orthoskin. Y e Y
T e "
BodyCost  Availability ~ Cost  StreetIndex *JI ..-JI‘LE 148 J.{*'t
5 88days  60,000¥ 8 — <

3 | saLespERsON

This gives the entire body 1 point of Ballistic armor, which is cumulative with any worn armor. The threadsth;gﬁwmm_z
Perception(6) test to spot when examining the skin. S g -

Cyberdecks

KiramaL PD-12
A smple cyberdeck, the LPD-12 isided for beginning deckerswith little experience.

Persona Hardening Memory Sorage Load 110 Availability Cost Street Index
1 0 20 20 10 5 4/7 days 4,815¥% 1

>>>>>[Nice little deck, but not much use to any serious decker. Good one to teach your kids on, though.J<<<<<
—Flashback (05:29:16/06-27-55)

SGI Technologies “Elysia” _
A good, dl-round deck, the Elysahaswhet it takesto become very popular. It haslevel 1 rediom

Persona  Hardening Memory Sorage
4 1 80 160
Load 110 Availability Cogt
15 10 47 days 38,675¥%
Street Index
1

>>>>>(If you upgrade it a bit, yes, it can be a good all-round deck. I
really.J<<<<< .
—SMS (16:18:05/06-27-55) !

Zetatech Parraline 5750

A brand-new cyberdeck from the well-known Caifornia-based company, this deck incorporates a vid-screen
as sandard equipment.

Persona  Hardening Memory Storage Load 110
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3 1 30 45 15 10
Availability Cost Street Index
47 days 19,230¥ 1

>>>>>[Hal Like we need vidscreens, right, chummers?j<<<<<
—Flashback (06:17:28/06-26-55)

Lotatoch Porradine 5750
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Intrusion Countermeasures

i b
Firestarter 2-Clltws

Firestarter isindirectly black in nature. Usng its Trace subroutines, it tracks the intruder -.JI kﬂﬁ _,;-,:"’
to its source. Entering the eectrical system, it blasts the wiring with a megawatt power surge. |F_a™8"
The jolt causes wiring fires, explosons, and fries the decker asif he were in an eectric chair. ﬂ
Firestarter programs are excellent covert killers, asthey leave little or no evidence in the charred
wreckage.

Target: Eveson

Load rating: 2x Rating

FHrestarter isactudly amodified Trace and Burn; insteed of trying to burn the decker’s cyberdeck, onceit findsthe deck it
goes on to search the nearest dectrical system (this search takes 1D6 turns to complete after the Trace part is finished).
The dectricd system is then shorted out, causng a (1D6)D explosion, with the decker a ground zero (i.e O meters
range). The Power Leve isadieral because of thevaring dectrical systems Frestarter may encounter. Theexplosion can
dart afire, and hasa Power Leve Reduction of -1 per meter. Impact armor defends.

Frestarter can be defeated in the same ways as other Trace-IC.

>>>>>[| think our decker bought it because of this fragger. We were watching her, ready to jack her out should she
tango with black IC, and suddenly the trideo exploded, followed by the lighting and the electrical cables in the walls. | was
lucky that I was just leaving the room, so | wasn't near the explosion. Kate died in the blast, and our razor had some
serious burns because his clothes caught fire.J<<<<<

—Balrog (20:41:39/06-15-55)

Murphy isavirus tha settles in unused memory inside a cyberdeck. It becomes active
when the cyberdeck triesto use the memory occupied by Murphy. When active, Murphy causes
the affected deck to randomly launch al of its programs, using as many actions as it has
avalableto do this.

Target: Masking

L oad Rating: ¥2 Rating (round up)
Murphy attacks as Killer IC, but on a successful attack causes no damage to the decker. Instead, it puts a progrd
size of a number of Mp equal to its rating x 2 in the deck's Active memory. If there is no room to do so, the
automatically fails. Requesting the deck's directory does not list the Murphy routine. '
When the deck tries to use the memory occupied by Murphy (that is, if so much Active memory would be use that
Murphy would not fit anymore), it starts its attack. It rolls a number of dice equal to its rating, against the deck's Par:
rating. For every success, it orders the MPCP to execute one utility of a random type (GM decides which one :). Mugshptsrtly ase utilities
that are in the deck's Active memory. The target of the utility can be anything that is within range: IC, another peesoaa, aitaek on the decker
himself. The target is determined randomly, so it could result in using a Medic program on an enemy decker, or a Hageadlirgecker.
Randomness rules.

Murphy can be erased by rebooting the deck.

>>>>>[Had this sucker inserted into my deck the other day. Before | knew what was happening, all my utilities started firing up and dying down, icons
buzzing all around me and attracting a lot of unwanted attention. | had to jack out to stop it, but it seriously fragged by run.J<<<<<
—Backoff (13:04:22/06-23-55)

>>>>>[So that was you in the Azzie system? | was kind of wondering why you were using all those utilities. ..]<<<<<
—Joker (05:36:28/06-25-55)

>>>>>[Murphy isn't common. Since there is a reasonable chance that it fires up an Attack utility aimed at important files, most corps don't install
Murphy unless itis in a system where you can't do much harm J<<<<<
—ASDF (12:52:06/06-26-55)
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Spazz causes epileptic saizuresin the decker’s nervous system. It cannot harm atortoise W A

In any way. r-"+'“~.ll,-" )

s e Ve
L oad Rating: 2 x Rating (round up) i I m
Spazzisaform of black IC, and fights as such. The differenceisthat Spazz does not causewounds insteed, it reducesthe [t % s ==
decker’s Reaction Attribute by its number of net successesfor aslong asit isnot destroyed by the decker. Jackingout o | "9
returns the decker's Reection to normd. The +2 bonus provided by each level of Response Increaseis reduced firt; after .‘hﬂ N
this has been reduced to O, the decker’s own Reection islowered. "'i

Vehicles

UH-90 Utility/Sguad Hdicopter

A dedicated bettlefidd trangport/attack helicopter, the UH-90 can carry a crew of two
plus Sx passengers dmogt everywhere, while providing them with fire support from its own
weapons. Wegpons are not included in the purchase price.

Handling Speed B/A Sg Apilot Cogt
UH-90 4 2301270 43 3 3 1M¥
Seting: 2 + 6 bucket seats Access. 2 standard + 2 double-sized
Economy: 1 km per liter Fud: IC/2,000 liters
Cargo/Storage: 10 CF storage
Sensors: Advanced (3) ECM: Security | (1)

Landing/Take-off Profile VTOL/VTOL
Accessories: EnviroSeal™ |, 2 firmpoints (forward-firing), 1 Micro-turret (under-nose), life support
system (60 man-hours)

Yakurichi-Ural BR70 Heavy
Transporter

Designed for long-range cargo hauls, the
BR70 is one of the best trucks around.
Luxurioudy outfitted, with dereo, air
conditioning, a twin-deeper cab, sophis
ticated navigaion sysems, and full rigger
contrals, the BR70 adso comes with an
engine boogt feature. Thisboost injectsnitric
s addinto the engine for increased performance, but isonly available
i for up to 25 minutes & atime. The totd capacity of the nitric acid
tanksisenough for atota of 25 minutes of boogt.

Handling  Speed* B/A Sg Apilot Cogt
BR70 3/6 50/150 4/4 2 4 120,000¥%
Seating: Twin bucket seats (ejection) Access 2 standard + roof hatch
Economy: Fuel: MultiF/1,200 liters

Cargo/Storage: 5 CF storage

Sensors Advanced (3)

Accesories: air conditioner, datajack link, improved suspension (1), rigger control gear, stereo
system, sleeper cab (2 beds)

* = with boost, Speed goes up to 55/165.
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Weapons

Avante P-1135 Needlegun L egd
Lightweight, plastic, compressed air powered. Can be doped with drugs or poison.

Type Conceal Ammo Mode Damage Weight Availability Cost  Street Index
Heavy 5 15(c) SA 5L 1 2/12hrs 200¥ .75

Use the rules for Needle ammo (pBbBe Neo-Anar chists Guideto Real Life), but this wepaon does not fire normal Heavy Pistol ammo. Being an
air gun, it needs its own ammo type, which is purchased as Regular ammo. The gun has a 15-round clip holding the nasdies5asiabth
pressurized-gas tank to propel them. Both can be changed separately. The damage listeed above is for the needlesalbegoitucied.

Enertx AKM Power Sguirt L egal
A squirtgun. Y es, apowered squirtgun.

Type Conceal Ammo Mode Damage Weight Availability @ Cost  Street Index
Taser 5 50 (m) SS drugs 1 always 15¥% 1

Can be loaded with any liquid that doesn't dissolve plastic. The “weapon” itself does no damage, but the liquid can.

>>>>>[I'm scared nowl<<<<<
—Wiley (14:03:17/06-29-55)
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Militech ElectronicsLaser Cannon
Milspec laser cannon, rarely seen.
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Type Conceal Ammo Mode Damage Weight Availability Cost Street Index
Shiper — see below SA 3M- 25 26/21 days  130,000¥ 3.25
15M

This laser has adjustable power output, meaning the user can set the damage anywhere between 3M and 15M. Every stet efsesits ofimb
power equal to its Power Level; the power pack contains 30 units of power, so you could fire 2 shots at full damage(QEbbt} at tbest damage
(3M), or any other combination you want: for instance one shot at 10M, three shots at 4M, and one shot at 8M exactjyosveppettie Range
stays the same at all Power Levels.

Nelspot “Wombat” Airpistol L egal
Paintbdl gun from hell. Y ou can load the ammo with acid, paint, drugs, poison, etc.

Type Conceal Ammo Mode Damage Weight Availability Cost  Street Index
Heavy 4 20 (c) SA 4L Stun 15 2/24hrs 200¥ .75

The 4L damage is for the impact of the projectile; use Impact armor to defend. Whatever the ammo is loaded with, thaiteldesrseEaif the
ball hits. This weapon does not use normal Heavy Pistol ammo, as it is an air gun, but use ammo prices for Regular dsrendipitfbioR0
rounds and an air tank for 20 shots; either can be replaced separately from the other.

O TECHSPECS O




(m [pme__COTTN FOOPMDN SIS |[GAES [MRORRSE | _____Pwex| W |

}¥f‘:: N
DO
) (1)

6

O TECHSPECS O




(m (o cp020 |ITTUEOQN SPEIIS | LEGAUTIES |INREVERSE 00000 Page26| W |
| | I

EQUIPMENT
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>>>>>[Another section with new equipment. This time, we're concentrating on mil-spec gear — but we haven't forgotten .
street-grade stuff, don't worry. Not that military-grade gear is very common among shadowrunners, | know, but you I_,I"“:--I

]
Ir.l"

never know what you might need on your next run — or what you might be facing. For all you mercs, I'd advise you read
this section carefully to check up on new gear for your types of operations.J<<<<<
—Gurth (you:don'tknow/how-it-feels)
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Melee Weapon

Bayonet -
Multi-purpose bayonets thet fit dl standard assault rifles, providing the foot soldier with
alagt defenseif caught with an empty weapon. Today’s bayonets can be used for more functions
than traditiona bayonets, including wire cutting (by clicking the bayonet to the scabbard),
sawing (using the saw-edge), and function as a limited surviva knife. Comes complete with
scabbard. |

Concedl Reach Damage Weight  Availability Cost Street Index
8 0 (snL 25 2/8hrs 35¥ 8
1

All assault rifles and military-grade shotguns can be fitted with a bayonet. The Reach and Damage stats given above, é { m
used only if the bayonet is used by itself, as a knife; when fixed to a rifle, Reach is +1, while Damage is (str + Weapon . =7
weight)L, in other words: find the Power Level by adding the rifle's weight (excluding that of the bayonet) to the wielder's i H
Strength Attribute Rating, rounding down. Fitting or removing a bayonet costs a Simple Action. P c

] » =

>>>>>[ What use is this to us shadowrunners?]<<<<<
—Chrome (10:34:39/06-20-55) / .

Light Pistols r
¥

Initid qualms about using such a low-energy round were illed when performance
againg oft body armor was shown to be gregter than comparable rounds, and the large dip
capacity of the underbarrel helical clip drew many converts. A persond defense verson of the -
P-4 is dso made under the name P-8. Clip Sze is ddiberately kept smal, and conversion to 1' "“‘:\;\
burgt-fireis extremdly hard. \

Plastic Warr

P-4 (L egality 4-G):

Type Conceal Ammo Mode Damage Weight Availability Cost  Street Index
Light 4 100 (¢) BF 7L 1.25 8/48hrs 1,350¥ 25
P-8 (L egality 8P-E):

Type Conceal Ammo Mode Damage Weight Availability @ Cost  Street Index
Light 8 10 (c) SA 7L .75 4/24hrs 395¥% 1

(Sourcenote: these come from thédore Gung supplement for 38

>>>>>[No drek. The 100-round clip doesn't fit the P-8, and it is impossible to fit the burst-control device of the P-4 into a P-8 frame because of minute
size differences. And you know what? | don't like these surprises.]<<<<<
—Buddy (04:46:34/06-20-55)

>>>>>[A hundred rounds in a pistol-size weapon? Get out of herelj<<<<<
—Wiley (22:04:16/06-24-55)
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The Thumper is one of the preferred crowd-control wegpons in countries thet frown on
using live ammo againgt unarmed civilians. It's ammunition consists of an dongated eastic bag
filled with asilicon gdl; upon leaving the muzzle, the bag stretches into a spherica shape, which
hits the target usng its momentum and meass, but its large area causes little damage, as
necessary for ariot-control device.
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Plastic Warr

Type Conceal Ammo Mode Damage Weight Availability @ Cost  Street Index
Light 6 10 (c) SA 5L Stun 125 3/12hrs 120¥% .75

In game terms, this weapon only fires Stun rounds at the damage code listed above. No other ammo types are available as yet.

(Sourcenote: fromMore Gund)

>>>>>[That first sentence means you won't find it anywhere in North America. Europe, maybe, but don't count on it J<<<<<
—Steel (08:41:00/06-28-55)

>>>>>[Most security forces tend to rely on tasers, as this Thumper packs way too little punch to be of use for any kind of anti-riot work J<<<<<
—Ax Police (12:36:49/06-30-55)
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Heavy Pistol
<
Phoenix Gyroc Heavy Pistol (aka THUNDERCLAP 1 ,ﬁ%
A rocket gun formed on the tri-barrd design. (Imagine a sawed-off shotgun with 3 5
barrelsin atriangular arrangement.) | Iﬂ;km;
It isachemicaly propelled sabot wegpon capable of firing multiple purpose projectiles. | s %
Thisincludes, but is not limited to HEAP, AP, Incendiary, Fragmentation and Chemical. 'a.ﬂ..»"u.

iors=

Plastic Warr

Type Conceal Ammo Mode Damage Weight Availability @ Cost  Street Index
Heavy 3 3 (break) SA ammo 3 8/7 days 10,000¥ 2

This weapon only fires its own ammunition, described id\thenunition & Explosives section, page 35. It uses the following ranges:

Range: Short Medium Long Extreme
in meters: 5-24 25-50 51-100 101-500
Ballistic Armor: X2 x1 x.5 X .5

The Ballistic Armor Rating reflects the velocity of the round and its penetration ability at the listed range. The wedpd&olmaBiank range, and
has not yet acquired enough velocity at Short range to be fully effective.

(Credits posted on 042994 on the ShadowRN mailing list by Shadowmaster.)

>>>>>[Very pricey, but worth the dough if you need firepower.J<<<<<
—Tear (21:41:47/06-23-55)
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>>>>>[But only at long ranges. It just bounces off armor at the kind of distances | get into a fight at.J<<<<<

—Speedy (13:20:35/06-25-55)

Nl
>>>>>[It's more use as a support weapon than as your main weapon or sidearm. Still, | prefer grenade launchers or 3 &:ﬁr’ﬁ
shotguns over such a limited-use weapon. Too bad, also, that it doesn't fire normal pistol rounds. But | guess you cant . ™ s
have everything J<<<<< 1 f"u'” E““-

—Daughter (15:01:36/06-30-55) A Al

.r"i“w -

el

Submachine Guns

Buzzsaw 1- (S
iy

Thisisan anarchist wegpon, pure and smple. A low-power SMG with an absurdly high
rate of fire and a tremendoudy large dip. This weapon never actualy went into production,
ingteed the autofire-only design was circulated anonymoudy on the Matrix. The file contains a
number of desgn documents so that any reasonable computer-controlled mechine tool setup
can produce dl the parts needed in 20 minutes or less. As such, there are hundred of variants
(the stats below are for the one we built for review), and quality of a given mode depends on
who manufactured it and the qudity of thelr raw materids.

In generd, the wegpon is disinguished by a 1,000 rounds of ammunition (in a pair of
500-round compartments), and a pair of short, thick barrels mated to a large finned duminum
shroud for maximum heet disspation. Even so, the rate of fire and heat buildup tend to ruin the
barrds after afew thousand rounds have been fired.

The UCAS government has declared that anyone owning a copy of the program is
consdered to be in possasson of the wegpon, whether or not weapon parts are actually found.

iors=

Plastic Warr

Type Conceal Ammo Mode Damage Weight Availability @ Cost  Street Index
SMG 4 1,000 (c) FA 7L 55 12/14days  215¥% 1

This thing has two barrels side-by-side, and each barrel functions as a super machinegun. In effect, you can pump qer30amtels Action.
Though an SMG, it fires Hold-Out Pistol rounds using Shotgun ranges. If the Rule of One comes into play, this usually afieats the barrels,
and since each barrel has its own 500-round clip, you can load each barrel with different ammao. You always fire botimbeyratdesss of course
you modify the design.

(Sourcenote: another one froril ore Gund)

>>>>>[AAAARRRGGGGGGHHHHHH!<<<<<
—Mohawk (22:37:10/06-22-55)

>>>>>[Anyone know where | can obtain a copy of that program? I've got a feeling it might come inhandy someday.|<<<<<
—anonymous (14:57:22/06-24-55)
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CeaesTri-Barrd

Although this wegpon has been around since 2049, it is only now becoming common
on the open market. The wegpon's unique design dlows for asmal gun with atremendous rate
of fire (fdling into the super machinegun dass), its three revolving barrds producing a
characterigtic sound sure to add to the wegpon's psychologica effects.
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Plastic Warr

Type Concedl Ammo Mode  Damage Weight Auvailability Cost Street Index
SMG 2 36(c) or belt BFFA 6L 45 9/60hrs 1,000¥ 3

The Tri-Barrel has a built-in smartlink, and fires Light Pistol rounds at super machinegun firing rates. It cannot acceptragmtiaccessories, but
has a gas vent (2) as standard.

(Sourcenote: this is my representation of the weapon the hellions are armed WevenTrugt An EIf.)

>>>>>[Psychological effects?j<<<<<
—Freddy (10:21:19/06-28-55)

>>>>>[Apart from the lead flying around your ears, you also get the “characteristic noise " of the Tri-Barrel. The next time you hear it, you start
drekking your pants even before the enemy opens fire, which could make inexperienced troops run like hell even before anything is really going
on.Jk<<<<

—Shim (15:05:46/07-01-55)
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Shotgun

Crigindly developed in the UCAS, and manufactured in Korea, the Wrigthresker is a
fully-automatic double-barrel shotgun. It has two 10-round internal magazines, each feeding |, |
one of the barrels. Both barrds can be fired smultaneoudy, though recoil from one barrd |- a™;
naturaly affects the other barrel as well. Stll, this means that the Wrigtbresker | can fire 20 'a.ﬂ h

rounds in two seconds flat! Also available in a pistol-sze modd for higher concedability,
though this Wristbreaker 11 is semi-automatic only.
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Wristbreaker | (legdlity 1-G):
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Plastic Warr

Type Conceal Ammo Mode Damage Weight Availability @ Cost  Street Index
Shotgun  2(3) 2x10(m) 2x SA/FA 8s 4.25 14/14 days  1,450¥% 3
Wristbreaker |1 (legality 4P-F):

Type Conceal Ammo Mode Damage Weight Availability Cost  Street Index
Shotgun 3 (4) 2x 5(m) 2x SA 8S 2.75 8/10 days 1,450¥% 15

With a folded stock, Concealability goes up by 1 (one), but the folded-out stock gives 1 point of recoil compensation aEiaehnmiag be
reloaded separately, and the user can select which barrels(s) to fire without the need of spending any Actions. Iretker Vittiveo barrels can
even be set to different firing modes: you can put one at semi-auto and the other on full-auto and fire both at theUisanhetimyelveapons recoil
rules for this weapon.

(Sourcenote: fromMoreGund)

>>>>>[A serious pain in the ass if you ever get to face off against one.J<<<<<
—Parker (11:38:39/06-28-55)

>>>>>[If you ever do, | don't really expect you to tell anyone about it anymore. J<<<<<
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—ASDF (18:24:00/06-29-55)

>>>>>[The name is not exaggerated, | can tell you.]<<<<< } "'-.} _{
—Scott W. (05:26:17/07-02-55)
159
1
Heavy Weapons | A ka 1)
)
el
General ProductsRocket Launchers 2-

Marketing 7.62cm and 12.7cm rockets for airborne use since the beginning of the
century, General Products has how released ground mounts to use these inexpensive rockets
without the need to call in air support! These bazooka-type wegpons are available in a sngle- |
barrdl modd, which isfired from the shoulder, and atripod-mounted 10-barrdl launcher, bothin
ether cdiber!

7.62mm single-barrd modd:

iors=

Plastic Warr

Type Concedl Ammo Mode Damage Weght  Availability Cost Street Index
Missle — 1(m) SA rocket 25 10/10 days 1,000¥ 1.75
12.7mm single-barre modd:

Type Concedl Ammo Mode Damage Weight Availability Cogt Sredt Index
Missile — 1(m) SA rocket 3 11/10 days 1,250¥% 1.75
7.62mm 10-barre modd:

Type Concedl Ammo Mode Damage Weight  Availability Cost Street Index

Missile — 10 (m) FA rocket 30 22/14 days 9,500¥% 4
12.7cm 10-barre modd:

Type Concesal Ammo Mode Damage Weight  Availability Cogt Street Index
Missile — 10 (m) FA rocket 35 24/14 days 12,000¥ 4

See pages 107 and 125 offtigger Black Book and page 39 of this publication for the rockets and their game use. In the multi-barrel launchers, all
rockets in the launcher are fired at once: in effect, this is a 10-round burst which cannot be changed. You can, eflessirsekfits by putting
less into the launcher.

>>>>>[A modemn-day Katyusha J<<<<<
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—Right (13:19:52/06-24-55)
>>>>>[A what?]<<<<< ] I"k.. <
—Anita (06:25:18/06-28-55) R—_—
W)
>>>>>[A Stalin Organ. A multi-barrel area-saturation rocket launcher. Mount one of the back of your pickup if you need 1 f"u'” E““-
serious firepower.]<<<<< \,_' ==l
—Right (04:47:36/06-29-55) .r"i‘h.r’"
el
M10A Light RecoillessRifle 2-
- ; Sr=e| - T
1 T | 1 s
i | | |{r 4 sz [ ,114
R - |

Initidly produced for the Pueblo military, this recoilless rifle is now available for the
world-wide military market! Providing units down to squad level with a light and affordable
multi-role wegpon is now possible with this modern update of the old recoillessrifle principle!

iors=

Plastic Warr

Type Concedl Ammo Mode Damage Weght Availability Cost  Street Index
LRR — 1(b) SS grenade 6.5 12/14 days  2,000¥ 2

This is a Light Recoilless Rifle (LRR), using the rules on page 79. It fires Light Recoilless Rifle grenades, for whieh3&etgags a rating 1
telescopic sight.

Behind the weapon is a danger zone, into which the weapon's propellant gases cause a backblast. This has a shotgarchakeraf itidoing

14M damage, which is reduced as for a shotgun blast (see p&IP5The M10A has a scatter of 2D6 meters, which is reduced by 4 meters for
every success rolled on the skill test to fire the weapon.

>>>>>[Too bad it has such a huge backblast, or it might be of some use to me.J<<<<<
—Game (15:04:16/06-21-55)
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Panther Heavy Recoilless Rifle 1-

From the same firm that manufactures the well-known Panther Assault Cannon comesa
new heavy wegpon for both anti-personne and anti-vehicle use. It can be fired from the
shoulder, from atripod, or vehicle-mounted with little difficulty in any gpplication, and has an
integra folding bipod to assgt thefirer.

iors=

Plastic Warr

Type Concedl Ammo Mode Damage Weght Availability Cost  Street Index
HRR — 1(b) SS grenade 10 14/14 days  4,000¥ 3

This is a Heavy Recaoilless Rifle (HRR), using the rules on page 79. It fires Heavy Recoilless Rifle grenades, for whicl3&eBqigd the
weapon is a danger zone, into which the weapon's propellant gases cause a backblast. This has a shotgun pattern withdmingaRendf
damage, which is reduced as for a shotgun blast (see p&§# 195This HRR is subject to scatter of 2D6+1 meters, which is reduced by 4 meters
for every success rolled on the skill test to fire the weapon.

Ammunition & Explosives

Dragon’s Breath

Turn your shotgun into a flamethrower just by loading these dl-new rounds from Kohu Incorporated! Sold in
packs of ten roundsto approved government and security agenciesonly.
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Conceal Damage Weight  Availability Cost Street Index
8 see below .75 12/7 days 90¥ 3

These rounds fire burning particles in a shotgun patterns (see p&§tiI95Such an attack does damage as g
shotgun blast, using the shotgun's normal Damage Code. However, the particles also have a FiresettingHratin|

I
¥

Rules p.72) of 5, so anyone taking damage from the shot may be set on fire as well. %
>>>>>[Corps also fall under ‘approved government and security agencies,’ of course.J<<<<< "J I y
—Wind Watcher (21:03:51/06-25-55) —

P

e

Not just manufactured in high-explosve, more variants of these rockets exist than is
commonly known. Rockets for al purposes, which can be fired from aircraft mounts, aswell as |
from the new man-pack and ground-mount launchers (see page 32). f

CF per rocket Damage'!  Availability Cost?  Strest Index ‘

7.62cm Anti-Personnd 1 5D(f) 10/7days  1,000¥% 4
7.62cm Smoke 1 — 9/7 days 750¥ 3
7.62cm Sub-Munitich A special 12/7 days  3,500¥% 45
7.62cm White Phosphoréus 1 6M/AL 10/7 days  4,000¥ 4
12.7cm Anti-Personnel 2 11D(f) 12/7days  1,500¥% 4
12.7cm Smoke 2 — 10/7days  900¥ 3
12.7cm Sub-Munitich 2 special 14/7 days  5,000¥ 45
12.7cm White Phosphorcus 2 14M/10L 12/7days  6,000¥ 4

! = damage is cumulative per rocket if the “ripple” (burst) fired is on target: if a 5-shot ripple of 7.62cm WP rockets is ||
fired, and all hit, damage would be 30M/20L.

2= cost is for 10 rockets if 7.62cm, or for 5 rockets if 12.7cm.

3 = for smoke rockets, each 7.62cm rocket produces a cloud of smoke 3 meters in diameter, cumulative for all rockets
hit in a ripple: 3 rockets produce a 9-meter diameter cloud. 12.7cm rockets produce a 5-meter cloud of smoke. ' ;.

4 = these rockets dispense a number of sub-munitions (bomblets), equivalent to Defensive (HE) grenades. Each 7.
rocket holds five bomblets, while each 12.7cm rocket contains ten. :

5 = see the rules for white phosphorous on pagef@éldsof Fire

>>>>>[Good to see some more choice in what | can shoot from my brand-new 12.7cm launchers J<<<<<
—Riggin' Renegade (03:51:37/06-24-55)

>>>>>[These rockets are only useful in a fragging warzonel]<<<<<
—Slime (02:45:27/06-26-55)

>>>>>[0h? | didn't know Seattle was a warzone...|<<<<<
—Riggin' Renegade (16:03:26/06-28-55)

Gyroc Ammunition 3L

These rounds are fired from the Phoenix Gyroc Heavy Pigtal (p.28), and will not fit in any other wespon.
Typesavailableinclude Standard, High Explosive Armor Fiercing (HEAP), Armor Piercing (AP), Fragmentation, and
Chemicd. Databelow isfor packs of three rounds.

Conceal Damage Weight  Availability Cost Street Index

Standard 8 9S 1 8/7 days 500¥ 2

HEAP 8 12S8 A 8/7 days 750¥ 2
AP 8 118 A 8/7 days 600¥ 2
Frag 8 13s A 8/7 days 1,000¥ 2
Chemical 8 varies 1 8/7 days varies 2
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The HEAP and AP projectiles are resisted using Ballistic amor at 1 point less than normd (i.e an Armor Jacket with
Ballidic 5 istreated as Baligtic 4). The Fragmentation round has a Power Leve reduction of -3 per meter, ressted with
Impact aamor.

P

_

®)

(Credits designed by Shadowmeaster and posted on the ShadowRN mailing list, 042994)

Recailless Rifle Ammunition 2

|
P
For recoilless rifles, because of their light weight and portability, a number of different | a™
ammunition types have been developed. Among these are anti-armor, anti-personnel, genera 'a.ﬂ i)

high-explosive, and smoke shells. All rounds have a minimum arming distance of 10 meters.
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Plastic Warr

Concedl Damage Power Leve Weight  Availability Cost Srest
Light Heavy Index
Anti-Armor 5 12D 18D -6 per meter 3 5/36hrs 200¥% 3
Anti-personnel 5 125(f) 18D() -1 per .5 meter 3 3@irs 150¥% 3
High Explosive 5 12S 18S -1 per .5 meter 3 5/36hrs 150¥% 3
Smoke 5 — — — 25 4/36hrs 125¥% 25

The stats above are for a single round of ammunition; Damage is a split figure, because this depends on whether the figimaigéEavy
recailless rifle.. The anti-armor round has an armor-piercing warhead.
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Gear

H.,_¥_,J

ANQ 3/22 Remote Seismic Sensor Lega i&h;h@fﬁw }
s

Detecting the presence of oftion on the ground, such as a man walking or a vehicle [ ™
moving (including hovercraft), this sensor indicates the distance, direction, and gpproximate -.JI A
sze of anything detected. The smallest target this sensor can detect isaman walking. .r‘i‘a,.r" )

Concedl*  Rating Weight Availability Cost Strest Index
4 3 1 6/48hrs 1,000¥ 25 b L L] |

ht\;'

T
* = Concealability is 4 for a sensor that is not buried; spotting a buried sensor requires a Perception (6) test. e f
The main advantage of these sensors is that they do not need a direct line-of-sight to the target as most other seriger 4
Any object moving within range can be discovered, but seismic sensors cannot be used for observation of the alino:ip]%_q)\

.‘E- %
e

o L?xl
s

though they may be used underwater. Base Target Numbers for such a sensor are based on the assault rifle rarigqitab‘
i

See page 79 of tifieules section for game rules on using any detection system.

>>>>>[You'd be amazed at what these sensors can actually detect. The blurb says that a walking man is the smallest,
but that's just because they've been tuned that way. A little fiddling with the software will allow you to detect walking cats,
the real limit of what they can register.]<<<<<

—Daughter (14:20:37/06-21-55) |

>>>>>[The sensor's effectiveness also depends on the ground it is placed in. Remember, you have to bury part of the
sensor, so you can't use them on concrete. Ground with lots of ditches and holes also makes them less effective
because these “soften” the vibrations the sensor uses to detect things.J<<<<<

—TFishboner (08:27:10/06-24-55)

10I'S~=

AresMirrorSmarts L egd

Fully compatible with the new Smartlink Level 1l technology, this is a set of mirror
shades with built-in smartgun linkage. All hardware is contained within the mirror shades, with
only a hair-thin fibre-optic cable running to the connected weapon. Now you can be less
suspicious than ever!

Concedl*  Rating Weight Availability Cost Street Index
10 — — 6/60hrs 6,500¥% 2

This is to notice that the mirror shades are actually smart goggles.

>>>>>[If you don't have smartlink circuitry, this is the thing for you. You can wear them almost anywhere and get away
with it. Not anymore, of course, once you pull out the attached weapon.J<<<<<
—Mikey-Boy (03:19:58/06-20-55)

Plastic Warr

Armament Suitcases Legq

Now available from Samsonite, the manufacturers of the Armament Briefcase covered in Running Gear are
suitcases in numerous shapes and sizes, as well as carrying cases for musicd instruments. Looks are deceiving,
however: like the Armament Briefcase, dl these suitcases incorporate a quick-release handle which mounts onto the
top mounting of dmost any wegpon: press the button and the suitcase falls off, reveaing the gun, reedy for use!

Handleonly (common to all suitcases):

Mount Concesdl Rating Weight
Top -2 — 25

Suitcases
Mode Max.Sze Concedl Weght Availability Cost Street Index
Computer case Pistol — 15 4/36hrs 450¥% 2
Guitar case Rifle — 35 5/36hrs 700¥ 2
Keyboard case LMG — 3 6/36hrs 700¥ 2
Large suitcase Rifle — 3 6/36hrs 600¥ 2
Small suitcase SMG — 25 5/36hrs 500¥% 2
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Tool case Fisol — 1 4/36hrs 400¥% 2
Violin case SMG — 2 6/36hrs 650¥ 2

Drawing a weapon from any of these suitcases counts as quickdrawing the weapon. The weapon cannot be fife!
is inside the suitcase, but can be carried fully-loaded and ready to fire. Inside the suitcase is enough room to g
things in addition to the gun (GM's decision), but these fall out when the weapon is drawn. The suitcases arg
tough impact plastic, giving them armor ratings Ballistic O, Impact 2.

following notations are used, in ascending order of size: r
Pistol: any Hold-out, Light, or Heavy pistol, as well as all other pistol-sized weapons H SALESPERSDN
SMG: any submachine gun, or any of the previous weapons S LN
Rifle: any assault rifle, shotgun, or any of the previous weapons el
LMG: any LMG, sniping rifle, or hunting rifle, or any of the previous weapons e
The GM has the final say in which weapon can be hidden in which case. R .

.a*_-l.-ﬁl__ L \jp%

P
. . Foad ™ ",
Bio-I njector L eo BN

A wrist-mounted device that inserts a laminated monofilament injector spike with a |/, | L?lf'?li
R

sensor-guided tip into the target. Theinjector magazine holds four doses of drugs. : "j G /{
Concedl Reach Damage Weight  Availability Cod Street Index klilx (e Y,
8 0 5L — 14/7 days 15,000¥ 3 '\,_‘\_ %

Hitting an unwilling target requires a melee combat attack. No Body test is rolled by the target; instead, if Conlbat Pgol. 'k ._,;__'l
dice do not prevent damage, the target is also injected with a dose of drug. Use Impact armor at half-value, becaué; theTpEee.,
injector spike is so smart, strong, flexible, and thin. l',f

.I'
(Sourcenote: taken from the Harlequin adventure) F

—
T

arriors=

DataScope® Legd

Combining several functions into one small, handy unit, the DataScope®, by KVH
Industries is essential to survival on the modern battlefield. The unit resembles a very:smal
telescope, ergonomically designed to be held in one hand with all controls under the user;
fingertips. By looking through the DataScope®, the user can select any of the following;
functions: a compass accurate to 0.25th of a degree and capable of calculating distan eélt'}
between bearings; a rangefinder accurate to 0.5 meters; a variable-magnification (1x to % X) | I
low-light telescope; and a digital clock/calender. The unit has an integral memory | | i
automatically record the last 50 bearings taken with the compass, and a battery life of 3 mon s;

Conceal  Rating ~ Weight  Availability ~ Cost  StreetIndex ”

Plastic W

8 — 25 4/36hrs 5,00¥% 1
>>>>>[The damn thing is just too small for me. It may be fine for the breeders, but if you're a troll holding this scope is 1,
sort of like trying to hold a greasy marble between your toes.J<<<<<
—Marty (12:38:20/06-22-55)

>>>>>[But if you can hold it, it is very useful in the field. Its accurate enough to know where you are and where you're
going, and for quickly estimating distances. All without being detected.J<<<<<
—Freddy (11:29:26/06-27-55)

>>>>>[How does it find ranges, then, if you say the DataScope can't be detected? Lasers can always be noticed.J<<<<<
—Walks-With-Electrons (04:27:34/06-28-55)

>>>>>[Because it doesn't use a laser. You aim the DataScope at the target, estimate its height, and press buttons on the Scope to bring bars down
to the target's height. Then you enter its height into the Scope, and it calculates the distance.. An example: you estimate a standing man to be 1.8
meters tall, so you press the button until the top bar touches his head, and the bottom bar touches his feet. The DataScope measures the distance
between the bars, say, 6mm, and then indicates that the target is 300 meters away, because 300 x 6mm = 1.8 meters |<<<<<

—Gurth (not if you won't even try)
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General ProductsRocket Selection System Asweapo
Designed for use in arcraft equipped with the GP Unguided Aircraft Rockets, this W A
computer system allows the wegpon operator to select exactly which type of rocket will befired
(4 (=3
from a mixed ripple! For example, if a single launcher holds both WP and HE rockets, the | <1~ (B
operator can now very smply select to fire a certain number of WP rockets, while leaving al |7 o=
HE and a number of WP rockets in the launcher for later use! Only available for vehicle | | IAE,
mountings. .r"ix.r"'
P T

BaseTime 1day

kill: Appropriate Vehide B/R Skill

Target Number: 5

PartsCost: 6,000¥ + 1,000¥ per launcher

Equipment Needed: Vehicle Shop

CF 1 |

M-0116 Tripwire Sensor Legq

An advanced version of the age-old piece of string with arock-filled can & the end, the
tripwire sensor can be used to detect intruders quite effectively. The latest M-0116 tripwire
sensors contain ten meters of virtually indetectable wire, and transmit any movement in the line
through the plug-in fiber-optic cable, allowing the sensor to be connected to monitoring Sations,
darm systems, automated gun systems, or explosives.

iors=

Concedl*  Rating Weight Availability Cost Strest Index
6 1 — 3/24hrs 20¥% 1

=the Concealability is 6 for the sensor itself. Spotting the wire requires a successful Perception(9) test. ‘L\
The base Target Number for a tripwire sensor to detect a | = r
target (which must cross the wire) is 2.
See page 79 of tfules section for game rules on using —
any detection system. f ..'j_".-_\

1; =
>>>>>[Tripwire sensors are easy enough to get past: keep your eyes peeled for any wires strung at ankle- to knee-level, a __‘*@_ '-kﬁ__‘
and just step over the wire when you see one.|<<<<<

—Jason (12:03:15/06-27-55)

Plastic Warr

>>>>>[And that is easy enough to counter: just put the occasional sensor at waist, or even neck-level. All those guys looking at the ground for wires
will likely run into the higher ones.J<<<<<

—Cobrette (03:45:17/06-30-55)
>>>>>[Tripwires may be simple and cheap, but don't think they're not effective. As Cobrette pointed out, placing them at different heights makes your
chance of a catch bigger, but there are more tricks you can pull: wire some to Ares Sentry  systems, or to claymores if you don't mind making noise.
Span simple cords that are not attached to sensors at all. Whoever comes across the cord doesn't know if there's something fixed to the end or not,
50 the least the cord will do is slow them down as they examine it [<<<<<

—Ben (22:48:28/06-30-55)

>>>>>[No need to spend 20 bucks on a sensor if you want to blow someone up. Take a soft-drink can, cut open the end and tie the can to a tree or
pole, and then stick a grenade into it. Put the timer on the lowest possible detonation time (usually 2 seconds), and tie a piece of string to the grenade.
Tie the other end of the wire to another tree or fence or something, and then carefully remove the pin from the grenade. Someone walks through the
wire and the grenade falls out of the can. 2 seconds go by, and...KABOOM! Bye, bye, baby.J<<<<<
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—Freddy (10:29:31/07-01-55)

M S 1803 Panoramic M otion Sensor L ega

The MS 1803 can detect motion of any object larger than five cubic centimeters in a ~
360-degree radius around the sensor, tranamitting any detected motion to a monitoring ation.
Naturally, the sensitivity level can be adjusted, alowing the }, |
sensor to automaticaly filter out movements of objects smdler
than the programmed size.

Concedl  Rating Weight

2 5 25
Availability Cost Street | ndex
8/48hrs 1,000¥% 2

When the sensor detects an object within range, it transmits this fact to t,lfe |
monitoring set. Motion sensors only indicate the existence of the motion and'its;
general direction, not an image of what is creating the motion. The MS 1803 fs’ i
Target Number is based on the range table for heavy pistols.

See page 79 of ttiules section for game rules on using any detection system;

>>>>>[Five cubic centimeters? That's a fragging matchbox!]<<<<< |
—Easy (21:46:16/06-23-55) !

>>>>>[Yep. That's the level of technology we've reached these days. The only way to remain undetected is to stay out [
of sight, or remain motionless. And no points for guessing which is the easiest of the two.J<<<<< e
—DelLorean (14:16:51/06-26-55)

iors=

>>>>>[Motion sensors are usually deployed overlooking open areas, with the sensors themselves hidden between
scrub.J<<<<<
—Cobrette (20:25:38/06-28-55) /

>>>>>[Don't forget that the best trick is diversity. Use lots of different motion sensors, and don't confine one sensor type ¥/
to any specific area. Mix them up as much as you can. Also, boodytrap sensors or put sensors out to monitor other /
sensors. Like, tie a tripwire to your motion sensors, and if someone moves the motion sensor, your tripwire goes ‘hey! .l'f'
something pulled my wire! * SCREAM >’ That gives you a waming that someone is fragging with your sensors, even if X | J II
they didn't show up on your main sensors. And always always always overlap your sensors' fields of detection.J<<<<< 'I.i‘ by
—Captain One-on-One (06:23:51/06-29-55) If |

;j J!,,fr
S91K A Remote Heat Sensor Legd I'F “::,\

Essentidly a smple thermographic sensor, the S91KA can detect any heat source larger
than alit match within a one-kilometer radius. This means that any (meta)human intruder will

amog certainly be detected. Being a smple device, the sensor does not give a picture of the heat source, but does
indicate itsdirection and distance from the sensor.

Plastic Warr

Conceal  Rating Weight Availability Cost Street Index
4 8 5 4/48hrs 2,000¥% 15

This sensor uses the following Target Numbers, based on the range to the target:

Range (meters): 0to 100 101 to 250 251 to 600 601 to 1,000

Target Number: 2 4 6 8

Apply cover modifiers to these Target Numbers, as well as those for cybernetic thermographic visiaRI (pB88ppropriate. Any measures that
decrease the target's heat signature are also taken into account, as are things that increase that signature (wavieig,afdourstance).
Remember that heat signature depends on the temperature of the target's surroundings, not on its actual temperatursutidesfisiindetects a
target, it transmits its presence to the monitoring station.

See page 79 of tifules section for game rules on using any detection system.
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Armor

¥
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=
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=

Armanté “Tokyo” Business Suit L ege E{-.

Resembling a common business suit, hidden behind the “Tokyo™s inner liney|
sophisticated personal protection system composed of the all-new Keviar III™ ballistic@
combined with semi-rigid polycarbonate plates to provide enhanced protection to all vitg )
areas. This impressive armor is invisible to all but a close examination, and can be remgW SALESPERSON Y

situations where armor is just not worn.

n

Concedl Balligtic Impact Weight Availability Cost Street Index
13 2 1 1 3/48hrs 1,000% 75

>>>>>[Impressive armor? Don't make me laugh, will you?]<<<<<
—Mother (15:38:10/06-25-55)

pidersilk Armor 5-K

Spiderslk Armor is a st flexible fabric weave armor that can be worn under clothing
or as ajumpslit. The sLit itself comes with a hood and gloves, along with special boot covers. |
Thisinsulates the wearer, 0 that thermographic detectors have aharder time to find the weerer. |
The externd version can be enviroseded for asmal additiona charge, but the weight increases
somewhat.

iors=

Plastic Warr

Conceal Ballistic Impact Weight  Availability Cost Street Index
Under-clothing 12 4 1 Body/4  14/14days  Body x 500¥ 3
Jumpsuit — 7 5 Body / 3 18/1 mth Body x 750¥ 3

Thermographic detectors have a +2 to the Target Number to find the wearer of a jumpsuit. Envirosealed versions of therganpshé weight
to Body/2 kg, and add 2000¥ to the cost.

(Credits designed by Shadowmaster and posted on the ShadowRN mailing list, dd.042994)

>>>>>[If you can get it, invest in this sort of protection. Very hard to detect, easy to wear, and very light, above all. Nothing even gets close for
melj<<<<<
—Shnail (02:51:00/06-24-55)

>>>>>{[f you're allergic to plastics, this is what you've been waiting for. You have to get it first, though.J<<<<<
—Mikey-Boy (11:03:24/06-28-55)
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Bioware
-
Compound Eyes L ega fﬁ

Theeyesof vertebrates consst of asingle lens set in the front of the eyeball, light falling
through the lens and projecting images on the retina at the back of the eyeball. Such eyes are |, |
excdlent for detailed vision, but not as effective for detecting movement. For ingtance, human |2 2™,
eyes can diginguish the different flashes of a light flashing 50 times per second, but that is 'a.ﬂ

gpproximeately the maximum attainable. M ore flashes per second gppear as acontinuous light.

Compound eyes, asfound on most insects, consit of alarge number of smdl lensesand
receptors. Vison is not as detailed as provided by human eyes because of the reduced
resolution offered by the large number of lenses, but these eyes detect movement much better:
some insects can digtinguish 330 flashes of a lamp per second. In addition, insects have |
excdlent color vision, better than humans, while some insects (bees for instance) can seeinto |
the ultra-violet spectrum.

Compound eyes are now available commercidly for implantation in (meta)humans. The
norma eyes are replaced by the compound eyes, therefore any other vison enhancements
present are logt (but can be implanted in the compound eyes again). This enhancement dlows
the user to detect motion better, improves color vision, and has optiond ultraviolet vison. All
these functions operate continualy and cannot be switched off. The eyes can accept any norma |
vison enhancements.

=
A

<

i
re

Body Cost Availability Cost* Street | ndex
3 6/60hrs level x 3,000¥ 1.25
* = for ultra-violet vision add 4,500%
Compound eyes are available in ratings 1 to 5; each rating point gives the user an extra die to roll for Perception tesfsk... ;

iors=

made to distinguish movement or colors. [ [ :ﬁ' .
I s -y
>>>>>[| got me a set of these, and | can tell you, now you really start to appreciate how slow people actually }| - /J o
move J<<<<< AT ] M
— Geezer (14:01:26/06-22-55) J,-'f 1l '# 3
Rl
>>>>>[| find you can't watch the trid decently with compound eyes. All you see is a series of still pictures instead of a I'( |'l l il
moving image J<<<<< AP II 3
_ Back (15:59:19/06-27-55) \Lo o
i I 1 }.z_.r "'H
>>>>>[You haven't mentioned the worst thing: all those flashing lights everywhere, which other people see as one f g f m
continual light. | bought beta-grade compound eyes, you know, the pre-full-production test models, but went under the ) ;-'_'-.- M
laser for normal cybereyes within a month. All those flashing lights gave me a headache from here to Rangoon. | was 1‘ "“:;\ —
later told that the effect is worse the higher the rating of the eyes you have installed.]<<<<< 1&_ '-kﬁ Q‘
—Tenfold (19:46:41/06-29-55) TEETL =

L ow-L ight L egg

A single human eye has approximately 125 million rods in the retina (rods give black-and-white vison a low
light levels), but this bioware replacement approximately doubles that number, giving much improved vison at night,
dbeit in black and white. The net result issimilar to cybernetic low-light vision.

Body Cost Availability Cost Street I ndex
2 5/36hrs 4,500¥ 1.25

>>>>>[Lots more Essence-friendly than the cybernetic version.J<<<<<
—Sucker (21:26:05/06-21-55)

>>>>>[Too bad there's no package dealsJ<<<<<
—Angel (15:02:16/06-26-55)
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Cyberware
e .::"x.. .{
Bomb | mplant 1-CC + &jﬁ%
A development of the cortex bomb, this condsts of one kilogram of C12 implanted | va =i
indde the body, effectively turning the wearer into aliving bomb. This bomb can be fitted with §, I Iﬂ;km;
dther atimer or aradio detonator, or can be wired directly into the wearer's nervous sysemto | e e
explode when aspecific mental command isgiven. 'a.ﬂ..»"u.

EsenceCos  Availability Cost Street Index "
5 20/14 days 500,000¥% 1 - -?:: '

The damage for the explosion is12D, with a Power Level reduction of -1 per meter. The only way to detect thi klﬁb
bomb is by using a cyberware scanner; chemsniffers and MADs do not detect it, while its materials virtually do not éljo-??
up on x-ray pictures. Against a cyberware scanner, the bomb's Concealability is 6, while it spotting it on an x-ray plptu;i |
requires a successful Perception (10) test. i

>>>>>[Most often used implanted in trained animals. The beastie is trained to perform a specific action when it hasn't got ‘I'I
a bomb implanted, and when it is fully trained the bomb is put in and the animal’s released near its target. Once it spots y
the target, it does what it's trained to do: walk alongside the person, duck undemeath the car, that sort of thing, and then
detonate the bomb. Naturally, some suicide-squads put these cuties in humans, too.J<<<<<

—Slime (18:25:03/06-28-55)

%,
Thisisagpecidized form of Bodyware for those who work with the Matrix, especialy
deckers. Three retractable prongs are located in the user’s hand to carry any kind of chip. The
chips are connected by individua, subdermd fiber opticsto the user's datgjack. Technicians use
program carriers for diagnogtic routines, and eckers for persona programs. By inserting the
prongs into a suitable ation and plugging in a data table, a decker can run the Matrix, as they / .

iors=

say, “naked.” He will need headware memory to storage to stash any data he heists.

Y
=
.l'l.I -u; |
EsenceCost  Availability Cogt Sirest Index el
2 4/48hrs 25,000¥ 1 / |f [ |
Wi
See page 78 for game rules on decking naked. '|| al |
|I |'-I [ ] -
(Sourcenote: this was in the original Shadowrun rulebook, but was deleted from the second edition, presumably beca I_,J-" | el
of the C decks that became available in Shadowtech.) L f m
>>>>>[This is a dangerous way to deck because the user's nervous system is extremely vulnerable J<<<<< 1, E:;\ —
—ASDF (03:26152/06-26-55) A 1& NG Q‘

>>>>>[| thought these things went out of use years ago. Why is it included here?<<<<<
—Sammie (13:17:40/06-30-55)

>>>>>[We put it here because they can still be obtained on the street, and they're cheaper and more Essence-friendly than cranial decks. Granted,
you can fry yourself pretty bad with these things.J<<<<<
—Gurth (00:00:00/00-00-00)

>>>>>[There's a whole sub-culture of so-called “nudists” in Atlanta. These characters all deck using nothing but program carriers and the equipment
you need to use them, but no decks or anything. As you can expect, 50% of the conversations in their hangouts are about who fried themselves over
the past few days.J<<<<<

—Sham (20:36:16/06-30-55)
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Vehicles
s
A

All-Terrain Bike
ey

A form of traffic thet is becoming ever more popular in these times of ever increesng | “1
fuel and electricity costs, bicycles are cheap, light-weight, and can go virtualy everywhere. No |, |
need for fud, plus you get a free work-out while going to your dedtination! This ATB is |, ‘*~.,
equipped with 48 gears, off-road anti-puncture tires, quick-change whedls, and a light-weight hﬂ

carbon-fibre/paper frame. Excdllent for city work aswell as off-road riding, and it comeswith a
free heavy-duty lock to secure the bike to lamppodts, railings, and similar structures.

d
.-‘_-'I;_- N
Handling  Speed B/A Sg Apilot Cogt f‘l p
ATB 3 * 1/0 6 — 650¥% | J- g
Seating: 1 Waeight: 15 kg £

* = Cruise Speed can be found by adding together the cyclist's Quickness and Strength Attributes. Maximum Spéeq
three times this number. T

>>>>>[If you don't mind getting run-over by an average of three cars a day, this is an excellent form of transport J<<<<<
—Bodyguard (07:21:54/06-25-55)

>>>>>[Big-city, right? In the NAN, there is loads of terrain where you can use a good bicycle a lot better than a
car.Jk<<<<
—Worlder (02:47:08/06-29-55)

Deutschland in den Schatten Ammunition

>>>>>[This is the German version of the Germany Sourcebook, and has gear that isn't in the English translation. The
gear appeared in the Neo-Anarchists Guide to Everything Else 6, but the ammunition didn't. So, here itis.J<<<<<

—Gurth(......) } )

30mm-Schrot 3 Jf
Schrot in German meanstrash or shrgpnd, so thisis a flechette-round of 30mm cdiber. ?'
Itisfired from the Altmayr SP, and uses dll rulesfor flechette ammo. a1 II
! :5 ._
Per pack of 10: I"-IL\ ;'.

iors=

Conceal Damage Weight Availability Cost — Street Index
8 -1 Power level, use 1 4/24hrs 40¥% 1

flechette rules* -
* = s0, if you fire it from a weapon that normally does 10S damage, that weapon now has a damage of 10S(f).. Non arx:_\
flechette ammo would do 10D(f) from the same weapon. 1' £ )

30mm-massiv asweapo

Regular ammunition for the Altmayer SP. No specid rules.

Plastic Warr

Per pack of 10:
Conceal Damage Weight  Availability Cost Street Index
8 normal 1 4/24hrs 40¥ 1

30mm-Explosv aswe

Explosive ammo for the Altmayer SP. It usesall normd rulesfor such rounds.

Per pack of 10:
Conceal Damage Weight  Availability Cost Street Index
8 +1 Power 1 6/36hrs 100¥ 15
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Wirtz-Schrot asweapo

Flechette rounds for the Wirtz “DemoControl.” Use the rules for buckshot fired fr|
hotgun (p.95SRII).

Per pack of 10:
Conceal Damage Weight  Availability Cost Street Index
8 115(f) 125 8/36hrs 80¥ 2

Wirtz-Betaubung asweapo

These rounds do Stun damage, whith the target using Impact armor to defend againgt
them. They can only be fired from the Wirtz “DemoControl.”

Per pack of 10:
Conceal Damage Weight  Availability Cost Street Index
6 12M Stun 15 8/36hrs 100¥ 2

Neurogtun-Minigranate NN

Containing Neurogtun V11 gas, these are mini-grenades spread a cloud of gasaround the |
impect point (5 meters radius). They can only be fired from grenade launchers. The grenade
does8M damegeto any target it hitsdirectly.

Per grenade:
Conceal Damage Weight  Availability Cost Street Index
8 8M .15 12/4 days 200¥ 3

iors=

Tranengas-Minigranate

Like the Neurostun grenades, these are mini-grenades that spread tear gas ingtead of
Neurogtun. The gas gives +4 to al Target Numbers for half an hour, and takes 1 turn to take
effect. The grenade does 8M damage to any target it hitsdirectly.

Per grenade:
Conceal Damage Weight  Availability Cost Street Index
8 8M 15 4/24hrs 50¥% 15

Mikrogranate, Offensve/Defensve 3

These two grenades can be fired from the Wirtz “DemoControl,” but not from regul
grenade launchers.

Plastic Warr

Per Offensve grenade:

Conceal Damage Power Level Weight Availability Cost Street Index
9 10S -3 per meter A 6/36hrs 80¥ 15

Per Defensive grenade:

Conceal Damage Power Level Weight Availability Cost Street Index
9 10S -5 per meter 1 6/36hrs 80¥% 15

Mikrogranate, Schock

A concussion grenade that can be fired from the Wirtz “DemoControl,” but not from normal grenade
launchers.

Per grenade:
Conceal Damage Power Level Weight Availability Cost Street Index
9 12M Stun -2 per meter A 8/36hrs 80¥% 15
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SPELLS

>>>>>[We don't only cater for the tech-oriented types, we try to provide something for everyone! A listing of a lot of new
spells (admittedly, some are based on existing ones), most of which haven't been published before!J<<<<<

—Gurth (abcd:eflgh-i-i)

Combat Spells

Flame Arrows Gurth
A bolt of magicd energy that causes Physica damage to

P

_

®)

=
A

B
x.HJ
oy

multiple targets, using the elementd effect of fire. The cader |- \L .

may divide the successes rolled on the Spell Success Test | i

among al targetsin hisLOS, but & least one successmustbe !

dlocated to each target to be ruck. Each target tekes damage |-

% osif hit by a angle Fire Missle spdl with the number of
7 succeses dlocated to the target.

Type  Physcd Range LOS

" DamageLevd: M Duration:  Ingtant
¥, Target: Body(R)
¥ Drain:  [(F2+1]D

ForceDrain Gurth

This spdl reduces the Force of a spirit, much in the
same way as banishing, but with less risk for the magician. It
is more difficult to use this gpdl than to banish a pirit in the
normal way, however.

The Target Number is twice the Force of the spirit;
the girit is alowed a Force Resstance Ted. For every 2
successes the magician has left, the Force of the pirit is

= permanently reduced by 1 (though this reduction can be

Type  Mana Range:

undone, see Elementals, p.65, Grimoirell for details on this
hedling). Free spirits can restore logt Force pointsin the same
way they increase their Force normdly. If a free spirit has
more Spirit Energy than its new Force Raing, its Spirit
Energy becomes onelessthan its new Force.

LOS Target: 2xForce(R)

DamagelLeve:  specid Duration:  Ingtant Drain:  (H2S

-

Plastic Warriors 2

>>>>>[This spell is useful for sorcery adepts, who can't conjure spirits, but other magicians will probably want to stick with banishing spirits in the

traditional way.J<<<<<

—High Gene (20:35:29/06-19-55)

TireWrecker

Gurth

This spdl issSmilar to the above Wrecker spell, but ingtead of affecting awhole vehicle, it attacksasingletire
of that vehicle (Regtricted Target: Tires). Thetire getsaResstance Teg, rolling anumber of dice equa to the Body of
the vehicle againgt a Target Number equad to the Force of the sodll. If thetire is a Runflat tire (p.118, Rigger Black
Book), reduceits Target Number by -5.

If the tire ralls enough successes, nothing happens. However, if the spell has at leest one success in its
advantage, thetireis destroyed. Thisforces the driver of the vehicle to make aHandling test. If successful, the vehicle
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can keep moving, but at a reduced speed: subgtract 25% of both the Cruise and Maximum

Speeds per tire destroyed. Also, if the vehicle drives fagter than its new Cruise speed, another
Handling test isrequired. Nl
If any of the Handling tests are failed, the vehidle must meke a Crash test. Whatever the [/, Y5
outcome of the Crash test, the vehicle has stopped moving. } {fh; ﬁ
A vehicletakes Light damage per tire destroyed. III m
Type  Physcd Range LOS Target:  Object Resitance e et
DamagelLevd:  specid Duration:  Ingant Drain:  [(F2+1]M l’h-‘“*l’r
el
Detection Spells it
a" T
Astral Perception Gurth | Jf-"‘f*

This spell dlows the target to use Astrd Perception, but the target is vulnerable to all ’f ' i
attacks coming from Astral Space, since the target's aura is directly connected (“opened:u R
the etheric plane. Of course, it would be ridiculous to cast this spell at a friendly magqa [
although it is possible to use this spell to open up an enemy magician to Astral Space,: t{]
making him vulnerable to attacks by friendly characters or Spirits in Astral Space. Un;fwllmg e
characters are allowed a Resistance Test. However, one success of behalf of the casterjis alII th
is needed to establish the link with Astral Space. 1 /

The target can not use hIS normal vision when under the effect of this spell. Use aﬂ !

beings when he is under influence of this spell
Type  Mana Range  Limited Target:  Willpower (R)
Duration:  Sudained Drain: (F2)s

>>>>>[Mommy, why am | no mage? Astral space is beautifull]<<<<< [/
—Ferret (04:12:18/06-23-55) | & /J

{ M '.I

f /

Clair Spell Brian D. Neumann i

Plastic Warriom-‘-’--

!
This spdl isa combinetion of the Clairvoyance and Clairaudience spdls (p.153, SRil). ..(
Both the clairvoyance and the clairaudience parts of this gpdll must be aimed at the same area. It | II
Type Mana Range  Limited Target: 4 % P
Duration:  Sustained Drain: [(F2+2IM \ ;". | ;r
|
>>>>>[Much better than just Clairvoyance or Clairaudience separately. Now you can see and hear what is going on f il f
with much less drain.J<<<<< | H_:_\
—Steel (21:02:46/06-19-55) ke
i\ 4
Clair Spdl (Extended Range) Brian D. Neumann
Asthe above Clair Spell, but with Extended Range option.
Type  Mana Range  Extended Target: 4
Duration:  Sudained Drain: [(F2)+1]S
Detect Credgtick Protection Gurth

Thisis a modified Mind Probe that only searches the subject’s mind for the security measures on his or her
credgtick. Every net success on the cagter’s part gives him the knowledge to defeat one security measure. For ingtance,
if the cagter is probing the owner of a Gold creddtick (which has passcode, fingerprint, and voiceprint security), and the
cagter rolls two successes, he gets to know two of the three (the GM decides which). If the 'stick requires a passcode,
the cagter knows the passcode; if it requires a voiceprint, the caster knows the required voice (though reproducing it is
aproblem), and soon.

Type Mana Range  Touch Target:  Willpower (R)
Duration:  Sudained Drain: (F2)D
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Detect Damage L evel Gurth

This is the same as the Detect Wound Leve spdl, following below, but this spel can W A
only detect the damege levels of vehicles, cyberdecks and cyberware. It does not detect damage [* i
of living creatures or bioware. .:j!'\ jﬁ

If cast upon a person with damaged cyberware, it only reveds the condition of the | s =
damaged cyberware systems, not of the undamaged ones. It does not reveal which undamaged |, I I AE,
sysemsare present in the body. N
Type  Physcd Range:  Limited Target: 4 H

P T
Duration:  Ingant Drain: [(F2)-1S
ol O F
e reedl]

Detect Magical Sites Gurth gy, R Gurth

This hypersenses spdl dlows the subject to know the location of dl medicine lodges r“f:;#,' - -.1{/{
and active hermetic circles within range. The spell does not indicate the force or rating of the | 4 i
lodge or circle. Also, the lodge or circle does not haveto bein LOS of the cagter or the subject. {13

-3

Type  Mana Range  Extended Target: 4
Duration:  Sudained Drain: [(F2-1™m
Detect Traps Brian D. Neumann

This spell detectsdl traps, both electronica or physicd, in the area of effect. The el |
requires a voluntary subject, who must be touched by the cagter. The area in which traps are
detected can be anywhere within Limited Range (not necessarily centered on the subject of the
spdl). The Target Number isthe Object Resistance rating of the trap.

Type  Physcd Range  Limited Target:  Object Resstance

Duration:  Ingant Drain: [(F2)-1]M

Detect Traps (Extended Range) Brian D. Neumann
Similar to the above Detect Traps spell, but with the Extended Range option.

Type  Physcd Range  Extended Target:  Object Resgtance

Duration:  Ingtant Drain: [(F2)-2]Ss

Detect Wound Leve Gurth

This spdl dlows the caster to detect how serious the wounds and fatigue of the target
are. When cagt, count the number of successes, and check the table below to see what the caster
finds out. The caster dways finds out the same about both the Physical and Stun monitors,
without the need for cagting a seperate spell for each. If the target has damaged bioware, the
el dso reveds the damage levels for dl bioware systems that have been damaged (not the
undamaged ones; it does not reveal which undamaged systems are present in the body). See
pages 6 and 7 of Shadowtech for informeation on dameaged bioware.

Anunwilling target makes aWillpower resistance test to offset the caster’'s successes.

Note that this spell can not andyze the damage level of vehicles, cyberdecks or
cyberware (see pages 39 and 40 of

Shadowtech for damage levels of cyber-

Plastic Warriors=

ware). Succeses  Reault
0 Cadter finds out nothing
1 Cagter knows whether the target is more or less wounded

than the cagter himself, on both monitors
2 Cagter knowsif the target's Wound Leve is higher than or
equa to Serious, or lower than Serious, of both monitors
3 Caster knows the current Wound Level (Light, Moderate,
Serious or Deadly) of either monitor of the target
4+ Caster knows exactly how many blocks arefilled on either
monitor

Type  Mana Range:  Limited
Duration:  Ingtant Drain: (F2M
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Detect Sentients Gurth C
Thisspdl issmilar to the Detect Life spdl (p.153, SRI1), but it only givesthe cagter the P‘-‘ e "*-:

locations and numbers of al sentient beings within range (Redricted Target: Sentient .;_'_‘i" ‘,ﬁ

Cresatures). et P

Type Mana Range  Limited Target: 4 H,_II_,-"'-.,_E_.-‘

Duration:  Sudained Drain: [(F2)-1]Mm F’hﬂﬁf’

>>>>>[Not 5o much clutter from creatures that you don't want to know about as when casting Detect Life.J<<<<< oy N

—She (16:38:01/06-23-55)

Enhanced Senses Brian D. Neumann

This spell gives one enhanced sense to the subject, for ingtance Low-light Vison, Flare |
Compensation, Wide-band Hearing, and so on. Each sense enhancement is a seperate gpell.

Type  Physcd Range LOS Target: 4
Duration:  Sudained Drain: [(F2)+2IM
Enhanced Sight Brian D. Neumann

This spdll gives the subject Natural Low-light Vision, Natura Thermo-graphic Vision, |
Fare Compensation, and Optica Magnification 1. f

Type  Physcd Range LOS Target: 4

Duration:  Sudained Drain: [(F2)+4]D A

>>>>>[No need for cyber or goggles, but watch the drainlj<<<<< gL 2]

—Chat (21:38:15/06-19-55) ls

Low-Light Vison Gurth -E
This spell, requiring avoluntary subject, gives the target the equivalent of Natural Low- .

Light Visonfor the duration of the spell. ‘u

Type:  Phydca Range  Touch Target: 4

Duration:  Sudained Drain: (F2)L 3

Memory Probe Gurth O
This spell is smilar to the Mind Probe spdl (p.153, SRI1), but the magician can dso it

learn whet the target has stored in his Headware Memory. Sifting through Headware Memory is wejeld

done a a goeed equd to the cagter’s Intdlligence multiplied by 5, in Megapulses per Complex 7 4]

Action. The cagter can remember only smple things from what he reads in the Headware M

Memory, such as names, telephone numbers, etc. Complex things can not be remembered, —

dthough thisis up to the GM to decide. Q_.

Type  Physcd Range  Touch Target: 6(R)

Duration:  Sudtained Drain: [(F2)+3]D

Sound Sdlection Gurth

This spell worksin away smilar to a Sdect Sound Filter (p.82, Street Samurai Catalog). Therating isequa
to one-hdf (round down) the number of successes rolled on the Spdl Success test. Thus, two tests are made to
determineif asound can befiltered out: thefirst test isthe Spell Success Test to seeif the Sound Sdlection spdl works.
Then, when the subject actudly wants to filter out sounds, he makes a second test. For this second test, he rolls a
number of dice equa to one-hdf the number of successes rolled on the Spell Success Teg, with a Target Number
determined by the GM, following the guidelines on page 82 of the Street Samurai Catalog. This second test is made
for each filtering attempt separately.

The Sound Selection spell does not work if the subject has cyberears or acyberware Sdect Sound Filter.

Type Mana Range  Limited Target: 6
Duration:  Sudained Drain: (F2)L
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Thermographic Vison Gurth
This spell, requiring a voluntary subject, gives the target Naturd Thermographic Vision W A
for the duration of the spell. R e
Type  Physca Range  Touch Target: 4 '-.:_&h }QE
Duration: ~ Sustained Drain: (F2L Fa Iﬁf’rﬂﬁ:
>>>>>[Looks to me like with such spells, all you spelltossers can finally experience what it's like to have all your senses :;.—I_ _;-:I II"}-,_ i
enhanced and pick up much more than off-the-rack-ers.]J<<<<< H
—Wiallow (09:27:51/06-26-55) el

>>>>>[Yeah, but luckily it's not the other way around.]<<<<<
—Tripwire (16:30:19/06-29-55)

>>>>>[What is that supposed to mean??]<<<<<
—FFG (21:28:42/06-29-55)

Health Spells

Air Breathing Gurth|

This spell alows creatures that normally live under water and cannot breathe air (such !
as fish, but not dolphins) to breethe and survive when not under water. The subject can 4ill
breethe under water. This spdl requires avoluntary subject.

Type  Physcd Range:  Limited Target: 4 m
Duration:  Sustained Drain: [(F2)+2)L oy
>>>>>[Who designed this one? A mermow?]<<<<< . E
—Texan (04:37:56/06-24-55) -
S
Allergy Gurth [y
When this spdll is cast 3
on a target, the target receives
2D6ral  Allergy 2D6rall  Severity an dlergy, as for a mela
2 Silver 2 Nuissance human, but gets none of the &)
3 Plastic 3 Nuissance benefits of it (extra Attribute, o -
4 Pladic 4 Nusence | Sill or Spell points, etc) If the v
5 Plastic 5 Nuissance target aready has one or more &
6 Sunlight 6 Nuissance dlegies, the new dlergy M
7 Sunlight 7 Mild comes in addition to the one(s) i~
8 Sunlight 8 Mild dready present. Roll on the Q-l
9 Pollutants 9 Moderate tables below to determine the
10 Pollutants 10 Moderate kind of dlergy and its severity. Every two net
11 Iron 1n Severe successes on the cagter’s behalf add 1 to the Severity
12 Ralltwice(ignoring 12) 12 Severe dieroll. Thetarget isalowed a Body Resistance test.
Type  Physcd Range LOS Target: Body (R)
Duration:  Sudained Drain: [(F2)+2]S
EssenceDrain Gurth

This el dlowsthe casgter to drain the essence from another cresture. See the description of the Essence Drain
power on page 131 of Paranormal Animals of Europe for information; this spel causes temporary Essence loss
only (page 132). Note thet this spell isonly used by evil spellcagters, and thus any attempt to cast this spell on someone
strongly opposed to evil (an Eagle shaman, for example), adds +4 to the Target Number for the caster. The caster does
not get the Essence points that the target loses, unless the caster has an Essence Loss weakness (if he is avampire, for
ingance).

Type Physicd

[0 TECHSPECS
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Duration:  Sugtained Drain: [(F2+2]D
Hair Growth Gurth W'h; <
This spell causes the subject’s head hair to grow at a speed of a number of centimeters \:&'}h%
equal to the caster's Magic Attribute, multiplied by the number of successes, per turn. The effect [~
is permanent after the caster tops sugtaining the spell, in so far that the hair will fall out and can II m
b e
be cut off normally. .r"i"“nr"'
T ical R Touch T 4
ype  Phys ange: arget ol |
Duration:  Sudained Drain: [(F2)+1]L

>>>>>[A number of hairdressers in Seattle offer this spell to customers who want to grow their hair long but don't want to
wait years to do it J<<<<<
—Girl (08:18:46/06-19-55) |

Hair Loss Gurth 'r
This spell causes the heed hair of the target to fall out. It is permanent in the ssmeway
ascutting the hair off with arazor is permanent.
Unwilling subjects may make aWillpower Resstance Test.

Type  Physcd Range  Touch Target: 4 |
Duration:  Permanent (5turns) Drain: (F2)L |

Heal (Wound Category) Firgt edition Shadowrun rules, p.95

This spell only hedls physica wounds of its category or lower (Restricted Target:
someone with the appropriate wound leve). Thus, someone with six or more boxesfilled on his
Physcd Condition Monitor can not be heded with a Hed Moderate Wounds spell, but
someone with up to five boxes can. A number of boxes equd to the successes rolled are
removed of the damage, and/or the successes may be used to reduce the required time. The
caster decides how many successes he sats away for reducing the time, and how many for hedl-
ing.

See the Hedling Table (page 155 of SRII) for how long each spell must be sudtained
before becoming permanent. This pell may be gpplied a any time after the target has been
wounded. Each variation of the Spdll is a separate spell, thus there are four different spdlls: Hed
Light Wounds, Hed Moderate Wounds, Hedl Serious Wounds and Hed Deadly Wounds.

Plastic Warriors=

Type  Mana Range  Touch Target:  10- Essence+ (Body Index/ 2)
Heal Light Wounds

Duration:  Permanent (5 turns) Drain: [(F2)-1]L

Heal Moderate Wounds:

Duration:  Permanent (10turns) ~ Drain: [(F2)-1]™M

Heal SeriousWounds

Duration:  Permanent (15turns)  Drain: [(F2)-1S

Heal Deadly Wounds

Duration:  Permanent (20turns)  Drain: [(F2)-1]D

Treat (Wound Category) Firgt edition Shadowrun rules, p.95

Thisis the same as the Hed (Wound Category) spdl, above, but the Treat spell must be gpplied within one
hour of the wound being inflicted.
Type  Mana Range  Touch Target: 8- Essence+ (Body Index/ 2)
Heal Light Wounds
Duration:  Permanent (5turns) Drain: [(F2)-1]L
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Heal Moderate Wounds:
Duration:  Permanent (10turns) ~ Drain: [(F2)-1™M
Heal SeriousWounds
Duration:  Permanent (15turns)  Drain: [(F2)-1S
Heal Deadly Wounds
Duration:  Permanent (20turns)  Drain: [(F2)-1]D

Water Breathing

Thisspell dlowsavoluntary subject to bresthe under water, but does not give any of the
other advantages that the Oxygenate spdll does. The subject can il breathe air when under the
effect of this spell.

Type  Physcd Range:  Limited Target: 4

Duration:  Sudained Drain: [(F2)+2)L

lllusion Spells

Camouflage Gurth

Whereas most people need camouflage clothing in order to hide themsalves, this spell

cregtes any camouflage pattern the caster desires on the subject’s skin, but not on his clothes. |
The pattern can be varied without having to re-cast the gpdl. See page 77 of Fidds of Firefor |

the effects of camouflage.

Type  Physcd Range  Limited Target: 4

Duration:  Sudained Drain: [(F2)+2)L

Digant Invigbility Gurth

This spell works the same as the normd Invisibility spdl (p.156, SRII), but with the
exception that the target need only bein range of the spdl. It does not have to be touched.

Type  Mana Range  Limited Target: 4
Duration:  Sudained Drain: [(F2)+1]M
Fake Death Gurth

This spell makes the subject appear dead if examined. To notice any vitd sSgns, such as
heart beet or pulse, requires a Perception test with a Target Number equd to the Force of the
spell; the perceiver must roll more successes than the caster did on the Spell Success Test. The
subject remains fully concious, and capable of dl actions he could normally take. If the subject

“plays dead,” this spell makes it appear real; a moving subject without a pulse will loo

suspicious at the very least.

Even spells such as Detect Life can be fooled: these spells need more successes thfi\ig-_k
Fake Death spell in order to detect the subject of the spell. Assensing the subject-wtl =

immediately reveal the illusion, though.

The Target Number is the subject's Essence. The reason for this is that it is much easier to make a half-dead

P
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person (one with much cyberware) appear actually dead, than a person who is completely alive and kicking.

Type  Physcd Range:  Limited Target:  Essence
Duration:  Sudained Drain: [(F2)+2]M
HideVehicle Gurth

This spell increases the Signature rating of the target vehicle, making it more difficult for other vehicles to hit it

(see p.104 to 10ERII, and/or p.106/107/126/12Rjgger Black Book for details). The increase in Signature is

equal to one-half (round down) the number of successes rolled on the Spell Success

Attribute, rounding down.
Type  Physcd Range  Touch Target:  Sgnature
Duration:  Sudained Drain: (F2M

test. The caster must touch the
vehicle to cast this spell, and he can only affect a vehicle with a Body Rating less than, or equal to, one-half his Magic
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[llusonary Barrier

This spel mimics the effects of a physca Barier spdl (page 158, SRIl), but is A
insubstantial. Anything can pass through the barrier without problems, though the dightly | =5t=—~3
opaque nature of the barrier givesa+1 Target Number modifier for any attack directed through .;_'_‘i" ‘,ﬁ
it. Thisisan area-effect gpdl, that can be shaped in any way anorma Barrier spdl can. 7|
Type  Physcd Range  Limited Target: 4 'LI I_.-""-._m_.-"
Duration:  Sudained Drain: [(F2)+2)L

0¢
P T
Maya's Flame Burst Mr. Brett

This spell crestes a vertica column of illusionary fire a the point the cagter wants, as
long as the point is within range. The width of the column is approximatdly half a meter, while _
the height isequa to the number of successes generated by the cagter, divided by two, in meters. | J
The sound of asmall explosion comeswith the flame. Al |

The flame can do no damage & all, and the sound is not loud enough to damage | ' |.

hearing. The flame can be seen and heard through technologica devices.
Type Physicd Range  Limited Target: 4
Duration:  Ingant Drain: [(F2)+1]L

>>>>>[The designer of this spell has an unhealthy obsession with a certain flat movie involving English knights, a cup,
some French soldiers occupying English castles, swallows (both African and European), a large wooden rabbit, and an I
enchanter named Tim,J<<<<< LA

—Gurth (always look on the bright side of life)

Misinformation Gurth

This gpdl was designed to counter the effects of Detection spdls. If the target of a
Detection spdl is in the area of effect of the Misinformation spdl, subgtract the number of
successss rolled on the Spell Success Test for the Misinformetion spell from the successes of
the Detection spdll. Thiswill give the cagter of the Detection spell lessinformation.

iors=

Type Mana Range  Limited Target: 6 ]
Duration: ~ Sudained Drain: [(F2)+1]S f(

. LN
UndetectableLie Gurth 14

This subject of this spell can tell lies while being “scanned” by Analyze Truth and'
similar speIIs The spell works by fooling the Analyze Truth spell into believing the subject i

Plastic Warr

a spell that can detect lies in writings can discover it normally. The Undetectable Lie spell d v
work against such manufactured devices as lie detectors, but only if they are used to verify the
subject of the spell directly. The spell gives no “protection” if a recording of the subject is pulled through a lie detector.

Type  Physcd Range LOS Target:  9-Willpower
Duration:  Sudained Drain: [(F2)+2]M
Voicechange Gurth

This spell allows the caster to distort his voice, and make it sound like someone else’s voice in order to fool an
opponent or voice-print scanner into believing it is the person whose voice is being immitated. Of course, anyone
looking at the caster will immediately notice the effect.

If used to fool a person, the caster's Target Number is equal to the target's Intelligence, and each person who
can hear the caster is allowed an Intelligence test, with a Target Number equal to the spell's Force. One success on
behalf of the character is sufficient to realize that it is the caster speaking with a distorted voice.

To fool a voice-recognition system, the Target Number is 8 or higher (high-tech equipment), and the scanner is
allowed a Resistance Test using its Rating for the number of dice to roll, and the spell's Force as the Target Number. If
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it generates more successes than the cadter, it is not fooled. See dso page 87 of The Neo-

Anarchigs Guideto Real Lifefor information about voice-print scanners.

Theareaof effect is specid: thisis not an areareffect dl, but anyone who can hear the [ -
caster is affected. 8=

Note that only the voice of the caster is changed. He cannot make any sounds that he :;e %f"‘:: ﬁ
cannot normally make, or spesk any language he cannot normally spesk. III m
Type  Physcd Range Sdf Target: seeabove e
Duration:  Sudained Drain: [(F2)+2IM l’h-‘“*l’r

el

Manipulation Spells

Arrow Barrier Gurth |

Similar to the Bullet Barrier spdl (p.131, Grimoire 1), this spell gives protection only
againg arrows and crossbow bolts. The barrier's effective Barrier Rating equalsthe spell'sForce |47 |
Rating. Impact Armor can be added to the Barrier Rating.

The persond form of this spell hasaDrain Code of [(F/2)+2]L.

Type  Physcd Range LOS Target: 6
Duration:  Sudained Drain: [(F2)+2IM |

Blindness Gurth

This spel causes the target to become blind for the duration of the spell. This spdll dso
affect cybernetic vison devices, snce these are considered natura because of the Essence paid.
The target suffers a +8 modifier to al Target Numbers, as if he were operating in

complete darkness. Vighility modifiers have no effects.
Type  Physcd Range LOS Target: 6(R)
Duration:  Sudained Drain: [(F2)+2]M

Blunder Mr. Brett

When one cagts this area-effect pell, dl targets in the affected area will fdl on a
particular part of their bodies, like dipping over a banana skin. Each target makes a Quickness

. _ test (with a Target Number
equd to the Force of the
Successes  Effect on target pdl). Subdract the target’s

| 1 falls but lands on hands; take no damage | successes from the cagter’s if
| 2 falls on side; take (Force)L Stun damage | the cater has any successes
| 34 falls on back; take (Force)M Stun damage | 1eft, the target fals find the
| 5+ fallson face; take (Force)M Physical damage | cagter's net successes on the
table to find the effect on the

Plastic Warriors>

target.

If the target fals, he is automatically prone. During the fdl, the target will, of course, try to stay in baance,
using his arms and hands. If the target is holding something in his hands, he has to make a Quickness test, Target
Number equa to 4 + the cagter's successes. If thistest fails the target loses grip on the object he is holding, and it will

fly 1D6 meters away.
Type Mana Range LOS Target:  Quickness(R)
Duration:  Ingant Drain: (F2D

>>>>>[| you want to have some fun, cast this baby in a crowd. ..heh heh heh J<<<<<
—Paul (15:46:16/06-22-55)
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Chained Lightning

This is amilar to the Spark spell (p.158, SRI1), but instead of sriking only a single .
target, it jumps from the original target to the closest living thing, then to the next, and so on. | ™Sf=—=]
The cagter has no control over the jumps; if two or more targets are the same digance for a .;_'_‘i" B4

jump, oneis sdlected randomly. L
For every jump, the Forceisreduced by 1. The energy keepsjumping until it runsout of |}, I I

targets, or until its Force is reduced to 0. The damage code is (F)S, and the Damage Leve is |r_a™

increased by onelevel for every two successesrolled by the cagter. All targets are struck by the kﬂ__,

same number of successes, only the Forceis decreased for each new target. This el isresisted

inthe same way asthe Spark dll. [t
Thisspdl can drikeitscader if heor sheisthedosest ——=romer— ]

living being for ajump.

=
A

<

ra

Type  Physcd Range LOS Target: a4
DamageLevd: S Duration:  Ingtant Drain:  [(F2)+3]D

Deafness Gurth

This el causes the target to become desf for as long as the spdl is sustained. It dso affects cybernetic hearing
devices.

Type  Physcd Range LOS
Duration:  Sudained Drain: [(F2)+2IM
Target: 6(R)

>>>>>[The worst thing about spells like these is not that you can't hear what is going on — a lot of the time that i the case anyway because of all the
gunfire — but that you can't hear anything. Nothing at fragging alll<<<<<
—Hoarder (12:42:18/06-17-55)
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Flying Ball Mr. Brett

When this spdl is cast, the magician holds up his hand and some 5 cm above his hand
palm pops up a small glowing ball. Then the caster has to point it at the target and ther
the ball to the target, which suffers Deadly damage.

Type  Physcd Range  Limited
DamagelLevd: D Duration:  Ingant
Target: Body (R)

Drain:  [(H2+1]S

Insect Barrier Gurth

Similar to the Mana Barrier spell (above), no insects can pass through the Insect Bar;{qr' \ip%
spell. Insect Spirits are also affected, while Insect Shamans have the Force Rating of t{we" s%ﬂ
added to their Target Numbers when casting spells across the Batrrier. I
il

The personal form of this spell has a Drain Code of [(F/2)+2]L.
Type Mana Range LOS Target: 6 o
Duration:  Sustained Drain: [(F2+1M *f e

>>>>>[Perfect for going into a hive. You can use this spell to shield your team so the foul beasts can't reach you while
you pump them full of lead J<<<<<
—Texter (14:04:15/06-20-55)

Lift & Push Mr. Brett

pushed back (away from the caster) for a number of meters equal to the caster's Magic Ratin
provided he does not hit a solid object before that time. If he hits an object, the damage i
calculated in the following way: the Power Level of the attack is equal to the number of metersyf/ ||
moved, and the Wound Level is the base Wound Level of the spell (M). Damage is alwai/:z I'?j*
ey

101‘5f-—9

=
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Plastic Warr

Stun. The Wound Level goes up by one for every two successes generated by the caster. T
the target makes a Body Resistance Test, in order to reduce the damage. Impact armor is 3(1 f
to reduce the Power Level. W Ju%
If the target does not hit an object (if there is no object in range, for instance), he fq s | N
onto the ground and must make a Quickness(6) test in order to remain standing. There ﬁ\ o I|
|

damage from falling in this way.
Type  Physcd Range Limited Target: Body (R)

_'."

DamageLevd: M Sun  Duration: Ingtant Drain:  (H2M f ) -J’T
>>>>>[0ur shaman used this spell a few times. It's a pretty strange sight to suddenly see somebody fly backward and | f m;ﬁ
crash into a parked car.]J<<<<< 1‘ _—
—Melissa (14:02:46/06-17-55) __"nﬁ N

Lightning Gurth

Similar to the Spark spell (p.158, SRI1), this spell has adamage code of (F)S.
Type  Physcd Range LOS Target: 4
DamagelLevd: S Duration: ~ Sustained Drain:  [(H2+1]S
Limited Fireball Gurth

This spd| causes asmdl bdl of flame to shoot forth from the caster’s hand toward the intended target. Once
there, the bal explodesto full area-effect.

While flying toward the target, anyone standing between the caster and target is subject to (Force)L damage,
againg which one-haf Impact armor defends, but the caster’s successes do not increase the Damage Level.

Upon reaching the target, the amdl bal of fire rapidly expands into an area-effect el centered on the
intended target (the target may be Smply a point in gpace), doing (Force)S damage in its entire area of effect. This
damageis staged up according to the successesrolled on the Spell Success Test.
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Limited Firebal usesthe dementd effect of fire.

Type  Physcd Range Limited Target: 4
DamageLevd: S Duration:  Ingant Drain:  [(F2)+1]D - I"k.. ,
Sy e
One-Way Barrier Gurth fﬁﬁ
Thisspdl issmilar to the normal Barrier dl (p.158, SRI 1), with one major exception: III m
it is possible to go through the barrier from one direction, but impossible from the other. The ::.- -:':I:'&.- e
cadter chooses from which way things may move through the barrier. ﬂ
This spell is useful for cregting a prison: if cast indde a doorway, persons can enter a Sl i

room but cannot leave it. If cast as a gphere, people can enter the sphere but will not be able to
leave, or can leave the sphere but not re-enter it.

Type  Physcd Range  Limited Target: 6
Duration:  Sudained Drain: [(F2)+3]M

i
Petrify Firg edition Shadowrun rules, p.97 | /.

Any living target turns to a stone-like substance, flesh dtering into a calcium carbonate |- r 1.
of marble-like conggtency. Clothing, equipment and cyberware are unaffected. The victim is
not concious while cacified. Also see page 136 of Paranormal Animals of Europefor details

on petrification.

Type  Physcd Range LOS Target:  Body (R) |
Duration:  Sudtained Drain: [(F2)+2]S

Protection from Cold Gurth

This spell affords the character protection from low temperature. The Target Number
for resging the effects of cold is reduced by the number of successes rolled on the Spell
Resigtance Test. Clothing and other equipment can il be affected by extreme cold.

The persond version of this spell hasadrain code of [(F/2)+1]L.
Type:  Phydca Range  Touch Target: 4
Duration:  Sudained Drain: [(F2)+1]S

Protection from Electricity

A character under influence of this spell will suffer less damage from dectricity, from
weapons relying on it, such as tasers, or from spells usng its effect. The Target Number for
resiging the effects of eectricity is reduced by the number of successes rolled on the Spell
Resistance Test. The dectricity will Smply be conducted to the ground.

The persond version of thisspdll hasadrain code of [(F/2)+1]L.
Type Prysicel Range  Touch Target: 4
Duration:  Sudained Drain: [(F2)+1]S

Plastic Warriors>

Protection from Fire Gurth

A character under influence of this spdll will suffer lessdamage from fire, but is affected
normally by the heat produced by the fire. The Target Number for resisting the effects of fireis reduced by the number
of successes rolled on the Spell Resistance Test. Clothing and other equipment can il catch fire, snce only the
character is protected fromfire.

The persond version of thisspdl hasadrain code of [(F/2)+1]L.

Type  Physcd Range  Touch Target: 4
Duration:  Sudained Drain: [(F2)+1]S
Protection from Heat Gurth

This spdl affords protection from high temperatures. The Target Number for ressting the effects of heet is
reduced by the number of successes rolled on the Spell Resistance Test. Equipment carried or worn can ill be af-

fected by high temperatures, however.
The persond verson of thisspell hasadrain code of [(F/2)+1]L.
Type Prysicel Range  Touch Target: 4
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Duration:  Sugtained Drain: [(F2)+1]S
Quickmove Gurth & Mr. Brettf f'h; <
This spell alows the caster to move amost instantly to any point within range of the .:]!h =4

spell. This is not like a teleport spell; when using the Quickmove spell, the caster is quickly [
trangported to the intended point, and can hit anything that is in between his origind postion QI
and hisintended position (trying to go through awall isnot abright ides). [

This movement is not very accurate. To determine where the cagter ends up, he must

sdlect agpecific point before casting the spell. If this point fals outside the range of the spell, his
new podgtion will be a point &t the edge of the spell’s range, as close as possible to the intended

point.

=
A

k.
<

=
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The actud end point is determined as follows tredt it as a grenade with a scetter
digtance of 3D6 meters, each success achieved on the Spell Success Tedt reduces the scatter |
distance by 3 meters. '

If someone or something is standing between the origina location and the intended
location, the caster mugt roll aQuicknesstest with a Target Number of 8. One successis enough
to avoid a callison. If he does not get any successes, he hits the person or object standing in
between. This does dameage with a Power Leve equd to the number of meters between the cas-
ter'sorigina position and the position of the person blocking the way, and aDamege Levd of S |
Stun. Impact armor is used, and the caster mugt roll a Body Resistance test to reduce the |
damage. He does not travel any further after hitting someone, but ingtead fals to the ground in
that location. The person blocking the way must resist the same damage asthe cagter, and isadso

automatically knocked over.

If the caster would go through awal or other solid object, he hits the wall instead, and
takes damage as described above, but with a Damage Leve of D Stun. He ends up flat on the
ground.

Thisspdll can only be cast onthe cagter himsdif.

Type  Physcd Range:  Limited Target: 4
Duration:  Ingtant Drain: [(F2)+2]M
Rebound Magic

If any dameging megic (Combat or damaging Manipulation spells, Physca Adept
abilities, or cresture powers) is used againg the recipient of this spell, the person cagting the
damaging magic takes the same damage as the target. The target suffers damage normdly, but
may roll anumber of dice equd to the successes generated by the Success Test for the Rebound
Magic spell, in addition to any other dice he may roll.

The cagter of the damaging magic may roll a normal Resigtance Test, as if he had his
own spell cast againgt him, at the same Force and the same number of successes as he rolled for
his spall. If the attacker was a Physica Adept using the Killing Hands ability, he must resst the
same damage as the target, as if he had hit himsdf with his hands, usng the number of
successes he hed rolled for hisattack on histarget.

For example, Thunder is the subject of a Rebound Magic, with three successes. A wage-mage casts a Power
Misslea him, ralling four successes. Thunder getsto rall his Body dice (4), plus 3 from the Rebound Magic spell, for
atotd of 7. He rolls three successes, meaning he takes a Moderate wound from the Power Missile. The wage-mage
aso getsaModerate Wound, and rolls Body dice againgt it aswell.

The Persond form of this spell hasa Drain Code of [(F/2)+1]L.
Type Mana Range  Limited Target: 5
Duration:  Sudained Drain: [(F2)+1]S

Plastic Warridfé?

>>>>>[This works much like spell defence, | think, but with some sort of copy-cat effect that causes the Rebound spell to use the astral energy
pumped into the target to be sent back to the caster and perform its work there. 'm not quite sure yet on how this exactly works, but it certainly
interests me. I'm digging into this for my thesis.J<<<<<

—Tony Adams (15:18:02/06-20-55)

O TECHSPECS O




>>>>>[Does it also rebound beneficial spells like Treat or Invisibility ?j<<<<<

—Sally (21:17:06/06-22-55)

Nl
>>>>>(lt doesnt, If you cast this at a wounded guy, the rebounding magic doesn' heal you as well. Don't ask me how or &:ﬁr’ﬁ
why this happens, | only designed the spell, not the metaphysical functioning behind it. Go ask Tony, he's the one doing . ™ s 1
the research J<<<<< ) I’“‘-..-”E“".

—Gurth (stllunning) ALY oSy

.r"'h"“w "

Rebound Meee Gurth a2

Similar to the above Rebound Magic spell, this spel defends againgt both armed and
unarmed melee attacks, including the Killing Hands ability. It does not defend againgt ranged
attacks of any kind. The Persond form of thisspdl hasaDrain Code of [(F/2)+2]L.

Type  Physcd Range  Limited Target: 6
Duration:  Sustained Drain: [F2)+2]S |
Remote Controal Gurth | Ji [

Thisspdll dlowsthe magician to push any button, and operate any switch, in hisline-of-
sght (Redtricted Target: Buttons and Switches). The magician can push one button or move one
switch for every two successes he rolls on the Spell Success Test. All of these switches and
buttons must be withing hisline of Sght. |

Type  Physcd Range LOS Target: 4

Duration:  Ingtant Drain: [(F2+1]M

Rubber Skin Gurth
This el givesthetarget Impact armor equa to one-haf the number of successesrolled

by the cadter. It is cumulative with worn armor and cyberware that armorsits user.

Type  Physcd Range  Limited Target: 4

Duration:  Sudained Drain: [(F2)+2IM

Small Meteors

This spdll creates a number of smal meteors, equa to the number of successes rolled.
These fly away from the cagter in the direction he is facing, atacking anyone in their path. All
meteors fly out in a cone, with the tip at the hand of the cagter. The cone uses the spread rules
for Shotguns on page 95 of SR, with the choke being anything the caster desires, from 1 up to
hisMagic Attribute.

To determine if someone in the choke is hit by the meteors, roll a Sorcery skill test
againg a Target Number of 4, using al applicable modifiers for cover, movement, etc. as for
firearms. Each success means the target is hit by one meteor. Of course, no more meteors can
hit than there were to tart with. One meteor gives adamage of (Magic)L, with the damage level
increased by one step for every additiona meteor (i.e. two meteorsthat hit give (Magic)M, three
give (Magic)S, and four give (Magic)D damage). No more than four meteors will hit asngle
target. The target may roll a Body test to withstand the damage, using his Impact armor to lower the Target Number.
Thetarget may use Combat Pool dice aswell. A meteor that hitsatarget disintegrates, and cannot hit any more targets.

The meteors dso disntegrate when the caster drops the spell, or when they go out of his LOS. They move a
number of meters equal to the caster's Magic attribute, multiplied by 25, each Action of the caster, without him having

to spend any Actions on controlling them.
Type  Physcd Range LOS Target: 4
Duration:  Sudained Drain: [(F2)+2]S

Plastic W@arrmrs

>>>>>[This spell is pretty dangerous if cast well. Don't get in front of this one if you can help it J<<<<<
—Leo (13:28:41/06-20-55)

>>>>>[Easier said than done. If someone pulls out a shotgun, at least you know when to duck.|<<<<<
—Square (21:49:37/06-23-55)
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Sound Barrier

Whenthisspdl is cast, the magician forms an invisible barrier which blocks the passage W A
of sound waves through the barrier. Only sound is affected by the barrier, everything else can [* P
pass through it without obstructions. The Target Number for al sound-based Perception tests .:j!" ﬁ
acrossthe barrier israised by one-haf the number of successesrolled onthe Spell Success Tedt, |7 i o=

The actudl barrier can be formed into the same shapes asthe Barrier spell (p.158, SRII). | | k@;
Typez_ Physicd _ Ran_gez Limited Target: 4 [~ e
Duration:  Sudained Drain: [(F2)+2]S "-,.H 3

Sted Skin Gurth

This spell hardensthe skin of the recipient (voluntary subject required), who will be able
to move normaly, but receives Bdligtic armor equa to one-haf the successes rolled by the
cagter (round down). This armor is cumulative with worn armor and cyberware that provides |
armor to itsuser.

Type  Physcd Range  Limited Target: 4
Duration:  Sudained Drain: [(F2)+2]M
Stoplight Control Gurth

With this spell, the magician can maeke stoplights change color (Restricted Target: |
stoplights). Green to orange, red to green, and so on. He can dso turn on severd colors a the
sametime (e.g. red and green), or turn off the light atogether. Once the pdll is being sustained,
the magician can change the colors at will, without having to recast the spell.

Type  Physcd Range  Limited Target:  Object Resstance | m
Duration:  Sudained Drain: [(F2)+2)L _ E
>>>>>(Great funlj<<<<< Ly |
—She (15:20:17/06-25-55) ey
Jomy
>>>>>[And useful if you're ina hurry.J<<<<< fﬂ
—Yuck (12:48:36/06-28-55) 3
Suffer . Brett
When thisspdl is cadt, thetarget’s lungs refuse to function, and the target will eventualy Q
suffocate. Treet this asif the the target is holding his breath (see page 76, Fidlds of Fire); after :=
thistime the target will lose conciousness, and eventudly die if the spell is sustained for along )
enough period of time (GM’s decison). Note that the only way to prevent the target from M
suffocating is to remove the effects of the sodll.
Type  Physcd Range LOS Target: Body (R) P
Duration:  Sudained Drain: [(F2+2]D m
Toxic Wave First edition Shadowrun rules, p.97

A wave of toxic acid fills the area, attacking physica objects, people, you name it. This spell uses the

elementd effect of acid, and isan area-effect dll.
Type  Physcd Range Limited Target: 4(R)
DamageLevd: D Duration:  Ingant Drain:  [(H2)+3]D

>>>>>[Better duck when you see a wave of smoking green 0oze come rolling toward youlJ<<<<<
—20% (05:09:41/06-28-55)

Turn To Goo First edition Shadowrun rules, p.97

This spall transforms the target into thick dudge, its molecular cohesion broken. The target rolls a Body
Resistance test, and if it rolls more successes than the cagter, there is no effect. If the caster rolls more successes, the
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target is transformed. This test only takes place during the firgt turn that the spel must be
sudained. If the caster dropsthe spdll before the end of the time that he must sugtain it, the pell

hesno effect. Nl
Type  Physca Range  Limited Target:  Body (R) g A r’ﬁ
Duration:  Permanent (5turns) Drain: [(F2)+1]S b

=
A

e
>>>>>[ once read something about a mage who used this spell to hide his guns from security personnel: he put them in -.J I
a sack and cast Tum To Goo on the weapons. Security guard comes along, looks in the sack, and wonders why that ¢ ™
guy is carrying a sack full of goo... The mage dropped the spell when he felt like he'd be needing the weapons. The only .‘_hﬂ 2

<

ra

problem appeared to be that one time when a security guard took a handful of goo from the sack...|<<<<<
—Gurth (06:21:03:11/00:00:02:42) [:

Wall of Fire Mr. Brett /2 4

wadl has alength in meters equd to the cagter’'s Magic Attribute multilpied by the number of | L
successss rolled on the Spell Success Test; a width equd to the caster’'s Magic Attribute in -7 .
decimeters; and aheight of anumber of meters equd to the caster's Magic Attribute. b
This spell uses the dementd effect of fire, and o anyone stepping through it (or )
danding init) takes (Force)M damage, and can be set on fire as normdl for this demental effect. ‘

Type  Physcd Range Limited Target: 4
DamageLevd: M Duration: ~ Sudained Drain:  [(H2)+2]S
Wind Mr. Brett - )l

A strong wind will gppear when this spell is cagt, in the direction the caster is facing.
The wind gppears ina cone-shaped area, with the conegstip at the caster’'s postion; the top angle
of the cone is equd to the cagter's Magic Attribute multiplied by the number of successes
achieved on the Spell Success Test, in degrees. This spell uses the dementd effect of blast, and
anyone sanding in the cone must roll a Strength test, with a Target Number equa to the spdll’'s
Force rating. If the character fails to roll more successes than the cagter rolled on the Spell

Success Teg, the person isknocked over by the spell.
Type  Physcd Range:  Limited Target: 4
Duration:  Ingtant Drain: [(F2)+1]S

Plastic Warriors 2
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L
>>>>>[As promised in the intro, here're the legality codes for all the stuff from Running Gear, except for the Drugs F&n
chapter, ‘cause Wordman & Co. were kind enough to supply those themselves. Also included are the toys from the .-flh“".
Neo-Anarchists’ Guide to Real Life, Fields of Fire, and Deutschland in den Schatten (the German version of the i I
Germany Sourcebook) as well as some revisions from the tables in the back of Shadowtech, to bring them up-to- :;.—.

date.J<<<<<

CP2020

EQUIPMENT  SPELLS

LEGALITIES

—Gurth (legal? this ittle thing?)

Running Gear®

Weapons

Item

AresAMP
AresMP Maser
BerettaModd 95S

BerettaModd 955-B
BerettaModd 110-T

Colt Take-Down
Colt TP-6A
FN P55

Hammerli Model 520

L egality
4G
1
6P-E
4-G
6P-E
8P-E
6P-E
4-G
10P-E

Heckler & Koch HK 70 and HK 70 K 2-G

Heckler & Koch P11

8P-E

Holland & Holland .600 Nitro Express 5P-F

Honda AR-1
Ingram MAC-20

2-G
4-G

Kimatsuhama UBS-5 and UBS-6 5

Kimatsuhama UBS-7 3-J
M-400 Heavy Machine Gun 1-H
Mersch MX-23 Stunlance 5-C
Micro Uzi llI 5-G
Mitsubishi Guardian™ 1-J
North Industries Firing Knife 8B+E
RAI Model 1050 2-J
Rockwell AGL-113 1-J
Sandler “Mad Max” 6P-F
SIG 880 and 882 2-G
SIG 883 2-H
SIG 884 5P-F
Sig Sauer P300 6P-E
Smith & Wesson Model 6739 8P-E
Sonic Stunner 6P-E
Star Model DWT 10P-E
Steyr MP i 25 4-G
SuperEagle 5P-E
uzilv 4-G

Whitney-Morgan Caseless Machine Gun1-H
Zastava Magnum Mod2054 6P-E

Accesories

Item
Gun Camera

Revolver Silencer

Smartscope (all)

SumnerTech Gyro-Mount 1S

Ammunition & Explosves

Item

Anti-Armor Grenade

CS Grenade
Duplex Ammo

Firepower™ Ammo

Gas Grenade
Glaser™ Ammo

Hollow Point Ammo

Scatter Grenade
Shaped Charge

Gear
Item

Armament Briefcase
Fire-Resistant Coveralls
Kelmar Police Armor

Sneak Suit
Superball

Thermographic Camouflage Dye Legil:‘L ":j;_ll

. N
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1-L

As weapon i i
3L | |

/|
L
it

i

1-

h

Il &

/H
Legality(! | I
Legat 1/}
Legal} * !
3P-K :
Legal Ay |

1-E3 ||

SW.0. Guns®
Item L egality
Ares Suppressor Automatic Grenade
Launcher (all versions) 1-J
Ares Whippet 6P-F
Beretta 100S 6P-E
Bond & Carrington MP-11 4-G
Browning Defender 10 4-G
Ceska Diplomat 10P-E
Chandler Capture 100 5-F
Colt Penetrator 6P-E
Defiance AT-900 4-G
Fichetti Hurricane 4-G
Item L egality
Fichetti Military XI 4-G

Plastic Warriors-
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FN-AGRL 1.G
Heckler & Koch MP-9 4G
Heckler & Koch OHWS 6P-E
Heckler & Koch PSG-65 2]
High-Explosive SquashHeed Ammo  3-L
IngramMk IV 3G
IWS Assault 20 1
IWSMini-5 1
Kdishnikov AK-100 2-G
Kdishnikov AK-101 2-G

MaosshargM-712 Muti-WegponSygtean 2-G

Ranger Arms Security 12 1G
Remington 1628 6P-F
Remington Rapid Assault 12 3G
Ruger P-105 6P-E
Sandler Modd 11 4G
Seco M-995 1-G
Seco Quickfire 4G
Shotgun Mini-Grenades (all) 2
Walther S900 4G
Cyberpunk 20202

Armor

Item Legality
Doorgunner'sVes 4P-K
Flack Vet 6P-K
Heavy Legther (Jacket or Pants) Legd
Helmet (all) (-)P-K
Kevlar Armor Jacket (dl) Legd
Kevlar T-Shirt/Vest Legd
MetalGear™ 2-K
Communications

Item Legality
Mastoid Commo 4P-E1
Pocket Commo 6P-E1
Weapons

Item Legality
AKR-20 Medium Assault 2-G
Arasaka Minami 10 4-G
Arasaka Rapid Assault Shot 12 1-G
Armalite 44 6P-E
Barrett-Arasaka Light 20mm 1-J
BudgetArms Auto 3 6P-E
BudgetArms C-13 10P-E
Colt AMT Model 2000 6P-E
Dai Lung Cybermag 15 10P-E
Dai Lung Streetmaster 8P-E
Item Legality
EagleTech “Stryker” Crosshow 6-D

EagleTech “Tomcat” Compound Bow

Federated Arms Tech Assault II % [
Federated Arms X-9mm Ep o
Federated Arms X-22 H"l"ﬁ
FN-RAL Heavy Assault Rifle gﬁh <]
Grenade Launchers & -h""f-ﬂﬁ'
Heckler & Koch MP-2013 P ..-,-:I :}._ ]
Heckler & Koch MPK9 4t
Heckler & Koch MPK-11 oty 8
Ingram MAC-14 4-G T
Kalashnikov A-80 Heavy Assaullt Rifle 2-G -+ =1y |
Kendachi Monokatana® 5-B-;;—*~1-'~'hi Ny
Kendachi Monoknife® s iom o '
Knife 8-A Jf " ] e
Naginata 8B, | b !
Militech Arms Avenger 8PEN( AL
Militech Ronin Light Assault 2Gf T
Militech Rocket-Grenade Launcher  |'1-Jxji%., . -
Miltech Electronics Taser 7P—E\‘-.- N
Scorpion 16 Missile Launcher 13771
Sternmeyer SMG 21 4-G ‘;I i
Sternmeyer Stakeout 10 6P-F .
SternMeyer Type 35 6P-E /| W
Uzi Miniauto 9 4G =24\ o o)
7
Shaped Explosives= _E
o
Detonators / : S
All detonators are 6-. H.' =
f
Explosives ,'f | 3
All explosives are 3-I. I'.:‘ ¥, ¢
|I .-
Radtech Inc.® f E
| ©
Skate equipment ki ~
All are Legal. T Q-l

MagnaPoon equipment
All are 6P-E.

The Neo-Anarchists’ Guide to Real Life®

Weapons & Ammunition

Item L egality
Barton Arms Bracer 10P-E
Barton Arms Gun Cane 10P-E
[tem L egality
Eichiro Hatamoto I 6P-F
Fichetti Executive Action 5-G
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Fichetti Tiffani Needler 10P-E
Morrissey Alta 6P-E
Morrissey Elan 8P-E
Morrissey Elite 6P-E
Needler Ammunition As weapon
Raecor Sting 10P-E
Yamaha Pulsar 6P-E
Armor
All armors in NAGRL are Legal.

Fields of Fire®

Weapons

Item L egality
Arbelast Il Medium Anti Ammor Weapon - 1-L
Ares Alpha Combat Gun 1-G
Ares Firelance™ Vehicle Laser 1
Ares High-Velocity Assault Rifle 1-G
Ares HV MP-LMG 1-H
Ares MP Laser llI 1J
Armtech MGL-12 1-J
Armtech Mini-6 1J

Ballista Multi-Role Missile Launcher  1-J
Barret Model 121 Heavy Sniping Rifle 1-J
Colt Cobra (all) 4-G
Colt M-23 Assault Rifle 2-G
Cougar Fine Blade Knife (Long) 5-B
Cougar Fine Blade Knife (Short) 6-A

Franchi SPAS-22 2-G
Great Dragon ATGM 1-L
Hammerli Model 610S 8P-E
Ingram Super Mach 100 3G
Ingram Warrior-10 4-G
M12 Man-Portable Mortar 1-J
M79B1 Light Anti Armor Weapon — 1-L
Remington 990 Shotgun 6P-F
Savalette Guardian 4G

Sentry™ Weapons
Walther PB-120

As weapon + 4P
8P-E

Ammunition & Explosves

Item Legc j
Ballista Rocket & Missile Rounds (all)
EX Explosive Ammunition As V]
Grenades
Concussion
Defensive (AP or HE)

Flash

IPE Concussion

IPE Defensive (AP or HE)

IPE Offensive (AP or HE)

Mini-grenades

Offensive (AP or HE)

Smoke

Smoke (IR)

White Phosphorous

White Phosphorous Mini-Grenade ‘1- I\“-Qx
Mortar Rounds £

Anti-Vehicle 14 ull_

Anti-Personnel 24

High Explosive 251 e

Smoke Legal--h--’f .

White Phosphorous 1
Tracer Ammunition

iors=

e
o
L

i
Clothing & Armor I |' 7 ;::
Item L egality /l o / =
Ablative Vehicle Armor 2-K ,;' lJf.
Camouflage Clothing (all) Legal// 1 3
Gel-Pack Armor 4P- K,u(' |f |
Military Grade Armor 1:K 1% J
Other W b
Item L egality ﬁ f &
BattleTec™ Integration System 4P-E = {u
Climbing Gear Legal T o
Global Positioning System Legali b, Q_.

LE2 Smartlink Level Il 5P-CA
Tactical Communication System  4P-E3
Target Designators Legal
Vehicle Smoke Generator (all) Legal
Shadowtech®
Weapons & Associated Gear
Item L egality
Assault Cannon 2-J
Enfield AS-7 3-G
Missile Launcher 1-J
Missiles and Rockets 1-

[tem L egality

[0 TECHSPECS




n INTRO CP2020  EQUIPMENT SPELLS TZTTT X3 INREVERSE | Page 67 n

Mossberg CMDT (all) 3G Mauser Ladyline 8

Panther Assault Cannon 2] Ruhrmetall GPRL (both) [

Sound Suppressor Aswegpon Ruhrmetall SF20 (both) P o
Walther Secura Eﬁ,.f?""’@

Matrixware (Cranial Cyberdecks) Wirtz SW3i “DemoControl” 7 CE -

i I'“‘-..-"'E‘-.

Item Legalit .. i

MPCP i Ammunition Butbase

Persond Module 4-CC See page 44 of this book for the ammunition H

Herdening 400 types from Deutschland in den Schatten, Bl
including their legalities

Memory/Storage Legd

Trander 4-CC

Response 4.CC Cyberware
Item

. AudioTek Cyberohren

Deutschland in den DB Archive (all)

Schatten® DB Business

These items only gppeer in the German version of this DB Science

book, not in the English trandation (known as the Feedbacksicherung

Germany Spuroepook). However, they were pogted in the Rigit! Formel 1

Neo-Anarchigt Guideto Everything Else 6. Zeiss Cyberaugen (all)

Weapons Diver ses

Item L egality .

Altmayr SP 33 All these items are Legal.

H&K Cavest 8P-E

H&K G9A4z/i 2-G

H&K MG4/46 2-H

H&K MP7z “Urban Combat” (both) 4-G

H&K P48 5-G

Item L egality

Plastic Warriors 2
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TS innevense [ —

IN REVERSE

>>>>>[Ever wanted to design a spell that works just like that other one, but then differently? And the ngot into trouble figuring how much drain you'd be
subjected to? Don't panic, because the solution is right on these pages. In this section, we reverse-engineer a large number of spells, including all spells from
Shadowrun, Second Edtion, The Grimoire, Second Edition, the Neo-Anarchists’ Guide to Everything Else 5, and this publication, as well as a
number of spells from N.E.R.P.S.: ShadowLore. These publications are abbreviated as SRIl, Grimll, NAGEES, TS, and NERPS, respectively.

The format the spells are listed in is: name first, followed by the publication the spell is listed in. Below this are the drain modifiers (DT standing for Drain
Target and DL standing for Drain Level), followed by the final drain code according to our calculations. If the draincode as listed in the publication appears to
be suspect (i.e. somehow we couldn't reverse-engineer it to full satisfaction), a @ symbol appears behind the publication’s name in the header. This means
that the drain code listed below differs from the drain code in the publication. We're not going to say that our calculated drain codes are always correct,
though. It seems like most of the manipulation spells are a bit odd, drain-wise anyway.

Remember that every level of drain over D gives a +2 drain target modifier, but if the drain level drops below L, it stays L and no other changes are

made Je<<<<
—Gurth (hokus/pokus)

Combat Spells

Griml|
DT DL

Death Touch

DamagelLevd.........enecenneennees
Touch required

Find Drain.....eeeceeeeeeeeeeeeene ...............
Fireball

Damage Level S.........crree e e
AFEA-EffECE......v et s e
Elemental effect (Fire)...
PhYSICaL.......coooerirririeeeeeeee e
FiNal DIaiN ...

FireBolt

Damage LEVEL ...« s
Elemental effect (Fire)
PhYSICaL.......ccooerereeiriceeeeee e
FiNal DIain ..o

FireCloud

Damage LeVEL ... s e
AFEA-EffECE......o e e
Elemental effect (Fire)...
PhYSICaL.......coooereererieieeeeee e
FiNal DIaiN ...

FireDart

Damage LEVEL ...« e

Elemental effect (FIre)........cocovreereeeenerrrree s e +

PhYSICaL.......coooererreeieeeeeecee e +1
FiNal DIaiN .....cooeveeeeeeeeeceeereseresesee e [(F=2)+1]M

Grimll

FireMissle

Damage LEVEL.........ccviiieeeceeeeeeeessse s+ v

Elemental effect (Fire)..

PhysiCal ..o
FiNal DraiN ......ccoceeeeeirreeceiererece e

FlameArrows

Damage LEVEL.........ccviiiiceeceeeeeeeresessees e
Involved=+Complex discretionary effect....
Elemental effect (FIre)........ccoevvevceeeeieseseseee s e
PhysiCal ..o

FiNal Drain ......ccoceeeeeierreeee e esenes

ForceDrain

Arbitrarily SEt Drain........cccocoeiivieiririeeeeereeses s eveeeeneinns
FiNal Drain ...

Hellblast

Damage LEVEL.........ccviiiceeeecceeeeesesseeees e

Area-effect.........ccoevrerenee

Elemental effect (Blast)

Elemental effect (FIre)........covvveeeeeeieseseeeee s e

Physical
FiNal Drain ......ccocoeeeueierreeceeseseceeeseseseeseseeeees

Manaball

Damage LEVEL.........ccviiiiceeceeeeeeeresessees e
Area-effect .
FINal DIaiN ..ot

M anablast

Damage LEVEL.........ccviivieeceeeeeeeeesessisees e

Area-effect

Elemental effect (Blast)
FiNal DraiN.......ccovevevevevcececesessveeve e

Mana Bolt

Damage LEVEL.........cciiieerceeeeceesesesess ettt srevevevereaenas
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107 1] - O (F+2)s
Ram RII B
Mana Cloud Grimll DT DL
DT DL Damage LEVEL.........cccevirrreeererreeee e s e S
Damage LeVEL ... s e M Physical ................. L+l
ArEA-EffECE.....eeeeee e s +1 Restricted target ........coovvvrreeeeieienereresseeeeees -1
FINAl DIaiN ... (F+2)s FiNal DIaiN: .....c.coceeeieereeeeee e (F+2)s
Mana Dart SRl Ram Touch Grimll
DT DL DT DL
Damage LEVEL ...« e B Damage LEVEL.........ccrceeeeeereresrrieeeisien e S
FINAI DIAIN ..ttt eeer e esese e s enenen (F=2)L PRYSICAL ... +1
Restricted target ........cocovvrrreeeeieienerereseseeeeees -1
ManaMissle SRI| Touch required
DT DL FiNal DraiN ..o
Damage LeVEL ... s e M
FINGL DIAIN oo eeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeseesseeesesesesesessss (F=2)M Say (Race/Species) Grimill
Power ball SRI| DAMAGE LEVEL.......eoeeeeeeeeeeeeeeeeee e aeessessseesen s esesenssnsaons
DT DL Restricted target.....
Damage LEVEL..........ooeeierrrrrreereseee et s s M Final Drain.................
AFEA-EffECE.....c.oeeecre e e +H1
Physical....... Seep
Final Drain
Damage LeVE.........cceeeceeeeeerereseee e
Power blast Area-effect
StUN dAMAGE.....ccoevererererieeeeee s
Damage LEVEL..........ovieiererreecerereseeeieesesenee s eienennenes FiNal DIaiN ...
Area-effet........ccocrrerenee.
Elemental effect (Blast).... Spirit Bolt
Physical........ccccoorvrenenene
FINGI DQIN oo e Damage LEVEL.........cooreeeeeerererrerrieeeisiee s e
Restricted target..... !

Power Bolt =T 1 13 N [(F+2)-1]S
DAMAGE LEVEL.....v.eeeeceeeeeeeeeeeeee oo seeenesesesssen s seveenssasnnens 5 Serilize Grimll
PRYSICAL.....ooieeeecrereeee s +1 DT DL

FINal DIaiN .......cvvevvesiesiesisesiss e sssssessons [(F=2)+1]S Damage LEVEL...........couuiivriiiiisssisinns s s D
PRYSICAL ... +1
Power Dart SRII FINAL DIIN ... [(F+2)+1]D
DT DL
DAMAGE LEVEL.......vveoeeeeeeeeseeseseeeseseee e s sevesenenasenens | Stun Bolt Grimll
Physical DT DL
FINAI DIAIN <.t [(F+2)+1]L Damage LEVEL..........ccovvieiciiicee s s S
StUN dAMAgE.....ccoevererererieieeeeeere s -1
Power Missle S =T 1 13 N [(F+2)-1]S
DT DL
DAMAGE LEVEL.......oeereeeeeeeeeees e seseesenses erevesanese M Stunball Grimil
Physical DT DL
FINAI DIAIN ... [(F=2)+1]M Damage LEVEL..........ccovvieiciiicee s s S
ArEA-EffECT.......oeie e s s +1
Stun damage...... w1
FiNal DFaiN ..o [(F+2)-1]D
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Stunblast Grimll .
oT DL Detection Spells
DamagelLevd.........enecenneennees
Areaeffedt.......connunnnne. [note: since there is no "Analyze objects' or "Detect objects’ on the
Elementd effect (Blagt) Detection Spell Drain Table, weve used "Andyze living beings or
Stun damage. magica energy” or "Detect living beings or magicd energy” for dls
11z (017 11 thet analyze or detect objects]
Stun Cloud .
Analyze Device RII B
DAMAGE LEVEL........oooeeeervvveeoerssesseeeesssssssssssss s s [\ N DT DL
== =Y OO +1 Analyze VNG DBINGS .......cvvvververeiireinieineie s i S
Stun damage...... 1 Detection Spell ..., -1
T 1 0 PO [(F+2)-1]S Limited range
PhysiCal ..o
Stun Missile Grimll Sustained................... e s
DT DL Voluntary subject required
DAMAYE LEVEL......oooeeereeeeeereeeseesesiesessssssessseins s eavesnsssinnes M Works on non-living target
Stun damage ...... -1 FINAl Drain .....cocoveeeececce et
FiNal DIain ..o F+2)-1]M -
[(F=211] Analyze Magic
Stun Touch Grimll .
DT DL Analyze magical ENErgy........ccccceeueueeerinesesiseieee s eeereseeresesns
DAMAYE LEVEL......ceoeeeeeeeeeeeeeeseevesssesssssessssssssnss s eeesensssnneees 5 DEteCtion SPell .....ovverrsssvvvvisensssssissssn
Stun damage . LIMited range..........oocueeveeveeiiesiiescc s s e,
TOUCH FEQUINEd......oevvrrvvveveeeesseeeeesesseeeesssnnas o BT il Sustained
NG DIAIN ¢ [(F+2)-1JM FNGI DIAIN oo
TireWrecker TS Analyze Truth RII B
DT DL DT DL
DAMAYE LEVEL......cooeeeeeeeeveeseeseesssssesssssessssssssnns s eeesensssneeees ANBlYZE VNG DEINGS...vvvsssvvvvvrensssiisssess S
Involved/Complex discretionary effect Detection spell
O LIMited range..........oocueeveeveeiiesiiescc s s e, -1
NG DN oo [(F=2)+1M SUSIINED...ovovvevivvrissinsirsne +1
FiNal Drain.......ccoveveveeeccecsesesssveee e (F=2M
Urban Renewal Grimll .
DT DL Adtral Perception TS
Damage Level.... B ) . DT DL
Area-effect.......... 1 Radically new or enhanced physical sense ........................ D
PhysiCal. ...t ] Detection Spell ... -1
Restricted target.... 1 LIMIEA FBNGE .ovrssssvvvvvrensssssissssssssssssssss s -1
T L0 1 O (F+2)D PRYSICAL +1
FiNal Drain.......c.ccveveveeeeeseseseseseeree e (F+2)s
Wrecker Grimll - -
DT DL Clairaudience SRl
Damage LEVEL ...« e 5 ) ) DT DL
PRYSICAL v eeeeeeeeseeeeeeseeseeeeseseeeseese e Radically new or enhanced physical Sense....................... D
Restricted Target... Detection spell........ |
T L0 1 (F2)s LIMIEA TANGE ..ottt e 1
Sustained.........oooeeerieeeneenns A+l
Voluntary subject required...........ccccoevevvvceeeer s cevieieverenes -1
FiNal Drain.......ccovevevevecececsesessssve e (F=2M
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, , , D redgtick Pr ion T
Clairaudience (Extended Range)  Griml| etect Credsiick Protectio BT S BL
DT DL ' .

i . Radically new or enhanced physical sense..........ccccoveeee D
gad'%.‘”y neNlor enhanced physicdl sse....... 1 """"""" D Deep mind interaction............ccoceeeerereecuccnenes +2 e +1
Egecgg; S s ) 1 Detection spell ................. w1l
Susten' nedrmge """""" ; 1 Involved/Complex game effect...........ooveveevne s cvvvenccecnnn +1

aneg....... o : SPECIfiC target........ccvrverereceeeenne -1

.Voluntgry Subject required . -1 SUSLAINET ......oeeeeeeeesee e seesesneees +1
FINal DIaIN ....cooceeeeeeeesieessseesssesssssessssessssseesanesens [(F+2)-1]S Touch required............. T 1
- Very restricted target ... s s -1

Clairvoyance SRII . ) _
DT DL FiNal DFaiN ....cooveeeeeeerereseseeeeeese e sesessenenees (F+2)D
Radically new or enhanced physical sense ......... ..c.cocceeeee. D Detect Damage L evel TS
Detection SPell .......covveeeeenrreeeerereeereeees -1 DT DL

;lml':e_d rznge """""""""""""""""""""""""""""" +1 """"""" 1 Analyze iVing DEINGS.......c.cvevcieiereeeeee e e S

ustained....... e s Detection spell ........... "
Voluntary subject required .. - Limited range 1

FiNal Drain .......cc.coveeeiieeeeeee e g PhySlca| ....................... +1

- - Restricted target ........cocovvvrreeeeieienerereseeeeeeees -1
Clairvoyance (Extended Range) Grimll Works on non-living target............cceeeeeenenenenes s coveenesenenens +1
DT DL . : .
Radically new or enhanced physical SEnse ... ... H FiNal DIaiN ...t [(F+2)-1]S
Detection Spell ... -1 Detect Enemies SRII
Extended range .........cooveveeerernnnnesiereneseseeienns -1 DT DL
SUSEAINED ..o o ;
Voluntary subject required .. ﬁrn:;)_/é;ell(\:/tlng DEINGS....cvvrecte e s fl
Final Drain ........cccoceeeeeecenenes Detection spell...
- LIMIted FANGE. .....c.ceeeeeeeeerererereriresieie e+ ereseseseneeens -1
Clair Spell TS Superficial mind interaction ..............coccvecneeee +1
) . ol bL Sustained
Radically new or enhanced physical sense ......... ..c.cocoeeeee. D Voluntary subject required
Detection Spell ..o -1 Final Drain
{001 CTo =T o o = OSSR AL T T mm——
Simple/Inconsequential discretional effect....... +2 Detect Enemies (Extended Range)  Griml|
SUSEAINED ..o +1 DT DL
.Volunta_try SUBJECLTEQUINED vvrvnsnssnssnssnssnss sssrssnson Analyze living DEINGS........c.eurueeeeeererre e« s S
TV I O [(F_2)+2]M ATCACITOCE e +1
- Detection SPEll........oceeeerrreeee s
Clair Spell (Extended Range) TS Extonded range
DT DL g S .
) . Superficial mind interaction .............covveeeenne. +1
Radically new or enhanced physical sense......... ............... D gugtained _____________________________________________________________
Detection Spell ... Voluntary subject required
Extended range Final Drain
Simple/Inconsequential discretional effect.......+2 | T T mmmmmmmmmmmmmmmmmmmmmmm—m—— s ———
Sustained....... R — e Detect I ndividual
Voluntary subject required .. L
BN DIAIN oo DeteCt VNG BEINGS........cooeeeeeeeeeeeeeeeeeeseeee e s eeeeeeeeeeen
Detection spell
Combat Sense RII st
oT oL USTRINEM ..o
. . LIMiIted rANGE ...« severereeseens
Radically new or enhanced physical sense ......... ..c.cocoeeeee. Final Drain g
Adds additional dice (1 per 2 SUCCESSES).....coeuers werererrrrennne +1 T T mmmmmmmmmm——

Detection Spell .........ccocierrrnrrececeeerereeens -1
LIMItEd raNGE .....c.cvevreeeerrerereseceie e s esererenseens -1
PhySICaL.......coooirirererirereeee e +1

SUSEAINED ..o +1
Voluntary subject required ..........cocoeeevrrrreee s vevereeeeienns
FiNal Drain .......ccoveeeeeeceeeerere e [(F=2)+1]s
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i D [ T
Detect Life SIE etect Sentients L
DT DL . :
- . Detect IVINg DEINGS.......cerrereeceeerreeeeerereee s e M
Detect lving baings........... M Area-effect.g. ........ g ......................... +1
gre&e_‘fea """ I """"""" 1 *1 Detection spell ....... -l
L_ag;:tefnqad —————— A 1 LiMItEd FANGE .....vvvecvecvcteeeeee sttt sesseseaas + sraesaesssnes -1
S:Jr:tl _negmge.... +'1 """ ) Restricted Target... el
idl Aned...... ' _ Sustained.............. ot
FINB DIAN e (F=2M NG DIQIN oo [(F+2)-1JM
Detect (Life Form) D_?RI ' D? Detect Traps (Extended Range) TS
- . DT DL
Detect iviNg BEINGS .........oovvveerreisen s N Detect VNG DEINGS...........ovveeeeeeeeeereeeseeesesierisee s eseeeesnssans M
Area-effect Detection spell ....... .l
Detection Spell ... -1 Extended range 1
Limited raNGE .....cvvueeeeeeeereeeireeireeieeeieesese e e -L PhySiCal ... +1
gpe::n_ﬁc tgrget 1 Restricted Target................. e
. :js e . WOIKS ON NON-IVING TAIGEL... oo +1
FINAI DIAIN oo [(F=2)-1M NG DIQIN oo [(F=2)-2]S
Detect Magic Grimi| Detect Wound Level TS
br DL DT DL
Detect magical ENergy............coouvvweenrriicsinnns s v 0\ ANAIYZE IVING DEINGS....vvvoeeeeeveeeeeeeeeeeeeseessssesssice s eeeeeeesssssens s
Area-e_ffect ............................................................................. +H1 Detection spell
Detection Spell ... -1 Limited range 1
Limited range ! sl +1 .............
SUSLAINE ... . | mmmmmmmmm—— .
Voluntary SUDJECE FEQUIFED ...........vveeeeerreeeereees s ceveseseees -1 11T (F=2M
FiNal DIaiN ....coveeeeiceerereseseeeeeseseseeee s (F+2)L Enhanced Sensss TS
. " DT DL
Detect Magical Sites DT TS DL Sensory Enhancement.............cocvcnicnncsnece s e M
) Detection Spell ........ccovevrrreeeeeeerererereeeeees -1
Detect magical ENErgY.........ooveererrerereeerersnene s reseeeseseenes M Physical +1
Detection SPell .......covveeeeerrreeeerreeereeees Simple/inconsequential discretionary effect ... +1
Extended range Sustained +
SUSEAINED ......cvieireieiree e +1 . L mmmmmmmmm—  , —w5wswnsns—see
............................................................... +2)+
NG DEBIN e ereeeses s [(F=2)-1M Final Drain [(F-2)+1M
i Enh igh T
Detect (Object) Rl ® anced Sight L1508
- . ol DE Sensory ENhanCement...........oveeeeeeneneneceersnnen s soveneeienenns M
Detect IVINg DEINGS ... s e M Detection spell 1
Areaeffect 0 ooy Pl 2
D_etgcﬂon spell... Very involved/very complex discretionary
LIMIted raNGE ......cvevrereeereeirirerecete e s esererenseens -1 effect
Specific target.... 5ustain;, d ...............................................................................
RS TH IS =T/ 0T=T T . A '
WOIKS 0N NON-VING TAIGEL ..o R +] FiNal DraiN ...
FiNal DIaiN ....coveeeeceerereseseeeeeeseseseeese e (F+2)s K now Exit
Detect Traps DT TS DL SeNnSory eNhanCeMENL ..........cvverererernerereeeereres s erreresesnenas S
- . Detection spell
Detect IVINg DEINGS ... s s M Limited range 1
Detection spel........ " il +1 .............
L'Ln 't?d Tange """"""""""""""" 1 Simple/Inconsequential discretionary effect.... +1
; yf'.C? dT """" t """"" +11 SUSEAINE ... e +1
ESUICIET TAIGL....oovvssss v ) Works on non-living target..........c.ccoevvevnceens L AR +1
Works on non-living target...........cocoeeevrneeees cerernenenenee +1 Final Drain [(F=2)+3]S
FiNal Drain ......ccoveeeeeeeirereseeeeeesesesesseeesesesesssseenenes [(F=2)-1m| 7 7 mmmmmmmmmmmmmmmmmmm—m———s
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Low-Light Vision TS Truth Glow NAGEES
DT DL DT DL
Sensory enhancement s M Analyze living DEINGS........c.eurueeeeeererre e« s S
Detection spell Deep mind interaction............ccoceeeerereecuccnenes +2 e +1
Physicd.......ooeeeeeennns Detection spell
Sudaned ... Limited range.......
Touch required . Sustained.........
FINal DIAIN ....coocerecrieereeniseessseeseseessssesssessssssssanens FiNal DraiN .....cccceeeererreeereesesece e
Memory Probe TS X-Ray Specs
DT DL
Radically new or enhanced physical sense.......... cccccoceuun.e. D Sensory enhanCement ..........c.ovurueueereeninenerreeeee e S
Deep mind interaction...........c.ccccoeeeenrererererenene +2 e +1 Detection Spell ........ccovvererereereeieerererereeeeeeees -1
Detection Spell ..o -1 (0011 (To I =T o T TP -1
Involved/Complex game effect ..........ooovveennes vevencceennn +1 PRYSICAL ... +1
PhySICaL.......coooirirreririreecceee e +1 SUSHEAINE ..o s +1
Specific target........... -1 Voluntary subject required...... et s eaeeeeees -1
Sustained ................. et +1 Works on non-living target..... IRURRROO i ISR +1
Touch required......... s R S—— 1L FiNAl DIIN ......ceoorereeesceeeeseeesesseesesessesseseesseseseee [(F+2)+2]M
FiNal DIain .....cocoveeeeeeeececeeererererere e [(F+2)+3]D
Mindlink (Individual Grimll ®
( ) DT DL Health Spells
Sensory enhanCemMeNt............ocueueueeecnererereresieien s sererereneeees S
Deep mind iNteraction..........c.cccocevrrerereerernenes +loe +1
Detection Spell ... -1 Air Breathing & Water Breathing TS
Limited range................... e s -1 DT DL
Restricted target...... w1 Unless otherwise iNQICatEd ................coooooeeriiir s voveersrsssssss L
SUSHAINED .....ooovvvvvvnssererssssssss wtl LIMtEA FANGE ..vrrr s covevevsssssssseeeeeess s s s 1
Voluntary subject required..............oocvcrnrnne s e - Y o= N
FINal Drain.......covcoveeeiieceeeee et (F=2M Sustained
- Voluntary subject required ..........ccccoeveeevveeeeer s cevieieverenes -1
Mind Probe RII NG DIBIN oo [(F=2)+2]L
DT DL
Radically new or enhanced physical sense.......... ....c.ccc...... D Allergy TS
Deep mind interaction............ueeevneveieiennns 2 i, HL DT DL
Detection Spell ... sl Unless otherwise iNQICated ................coooooeeiir s voveerssssssss L
Involved/Complex game effect...........ccoevcviine s cevciciinnns +1 Physical
SPECHfiC target........coovversssssssssinne w1 SUSHAINE.....cocce e +1
SUSEAINE ...t +1 Very invo|ved/very Comp|ex discretionary
TOUCN FEQUIMET....vvvvovovv g S AL EfFECE. ottt s
FINAl Drain ......ccceeeeiieeceeeeeeeeeee e s [(F_2)+2]D Final Drain
Sound Selection TS Antidote Toxin
DT DL
Sensory enhanCement............cccvcecrnrisenecneee s e M TOXIMe oo
Detection spell ............. .1 Permanent effect
LiMited range........ocueueeieiniinrnississessssssssssesnse s sovesssssnes -L Physical
Sustained wtl TOUCH F€QUIFED......vvveeeeeeeeeee oo o 1
FINAI DI@IN ..o (F2)L FiN@I DIAIN .o (F+2)L/M/S/D
Thermographic Vison TS
DT DL
Sensory enhanCemMeNt............ocueueueeecnererereresieien s sererereneeees M
Detection spell
Physical..........c........
Sustained
Touch required -
FiNal DIaiN ....coveeeeceererereseeeeesseseeee s
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Buzz EssenceDrain TS
DT DL
Unless othawise INAICAEd ........c.oeeerreeeeeeeeereeene s cereeeeereeenns Arbitrarily set drain level ... s v D
Permanent €ffect ... s e Involved/Complex discretionary effect ... vevevevencne. +1
Physcd.......ccoononneen PhYSICal .....cociiiiirririrr s +1
Sl AfectSATDULES.........oeeeeeeeeeeece e« ceeeneeneeens Simple/Inconsequential discretionary effect.... +1
Spd| affectsinitidive.........cocveeeereeeneee SUSHEAINE ..o
TOUCH FEQUITED......ooeeeeeeeeeeeceeeeereeereeeeeees Touch required
Involved/complex discretionary effect FIN@l DIAIN ....ceooeereeeeeeeeeeseeeseeseeesseesseeessesessesesans
Voluntary target required........
210 1 1 P Hair Growth
CureDisease Unless otherwise indicated...............ovwereerernnee s sevvsreeenneens L
PhYSICal ..o
DISEASE......eieeeeerieieeeie ettt enenenn S/ID  SUSEAINET ...
Permanent effect T1 Touch required
Physical.........ccc........ FINal DIain.......c.cooeveeeeeeeeeeeeeeseeeeeseeseeesessesses e
Touch required......... il
= TR D12 13 PO p  Hair Loss
Decrease (Attribute) SRII Unless otherwise INAICALEd .................errevveeereeees s eeneesrsnnnenns L
DT DL Physical .......cccoeonnrrrnrseeeeeenes
S 203 e s L/M/B/D Permanent
PhySICaL.......coooiierrerirereeee e +1 Touch required..........coovverererreeeeeeeeerereees o -1
Spell affects attribUeS...........c.vveiieiiisiiiie s e, +1 FINal DIAIN ......ovvvvirieseieesesessssies s ssessens (F2)L
Sustained
Touch required 1 Hea SR
FiNal Drain .......ccooeueueeeeeeeeerere e D DT DL
WOUN IEVEL......coeeeeeeeee e« e (wnd Ivl)
Decrease (Cybered Attribute) Grimll PErMANENt EffECE........cvveeeeeveeeeeseeeeeeesssseesessssens s sevssensssenns +1
DT DL Simple/Inconsequential discretionary effect.... +1
S 203 e s L/M/B/D Touch required..........coovvererrreeeceeeseerees o -1
Physical FINal DIaiN.........ococveeeeeeeeeeeeeeeeeseeseeesesessesseseeenans (F+2)(wnd Ivl)
Spell affects attributes..........cocovvrrrreereee s e +#1
Spell affect cybered attributes..................cccoeee. +2 Healthy glow Grimll
Sustained DT DL
TOUCh reqUIred.........cevvvveeecrerreseceeeee e il Unless otherwise indicated ...........cccoerrrirrces e L
FiNal Drain ......ccovoveeeeeirireresesessesesessseseesesesesees D Permanent effeCt ... s +2
Physical ...................
Decrease Reflexes Touch required
FiNal DIaiN ..o
FUH2HB e« eaeeeaes 5/D
Spell affects initiative ... 1 Heal (Wound Category) TS
SUSEAINE ...
Final Drain .........cccccueeeeeeeeeeeeeeeereveeeeeens 43D WOUN CAIEJONY ... s e
Permanent effect
Detox TOUCH FEQUIFET. ... ..veoveeeeeeeeeeee e seeseeseesieneeen
FiNal Drain .......c.cueueeeeeereerereeeee e
TOXIN. ettt ettt eeeea S/D
Permanent €ffeCt ..............oovvveereeeeemeereeeessesesseesesens eevsesesssens 11 IncreaseAttribute
PRYSICaL.......coooiierereeireeeece e +1
TOUCh reqUIred.........cevvrreercrerrrereceeeerereeeee e -l FLUA2 B A ot s e
Treat Symptoms ONlY.........occveeeerrrerrceecrerrererenes -2 Spell affects attributes ....
FINGl Drain .....cocoeeeieeireeireeeeesceeescieiseeeeseaeeenas [(F+2)-2]UM/SID SUSEAINED ...
Touch required..........coovvererrreeeceeeseerees
FiNal DIaiN ..o
Increase Cybered Attribute SRII
I TECHSPECS o
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DT DL
+1/+2/+3/+4.. L/M/SD Stabilize Grimll
Physcd.......ccoonvennee DT DL
Sl AfECtSALTTDULES.......oorverereerreerereesnressereesse s cssreesseseenns +1 Unless otherwise indicated ...........cooveerernenieer s cereevereneenns L
Spell affect cybered dtributes...........eveveeeeneee. +2 Involved/Complex discretionary effect ..........ccoo. covverneenns +1
Sudaned ... +1 Permanent effeCt ... s +1
TOUCH FEQUITED......oevereeeeeeseseesesseessssssssssssanns S -1 Physical .
(=707 [ DI 13 TR [(F=2)+3]L/M/S/D Restricted Target.........cooevvvvieiisicicinnisieieins -1
FiNAl DIaiN ... (F+2)s
Increase Reflexes SRII
DT DL Treat SRI|
FUA2H3 e DT DL
Spell affects initiative ... WOUNA [EVEL.......oieieiierree e e (wnd Ivl)
Sustained ..o Permanent effeCt ... s +1
Touch required..........ccceoennnnnnreeeeeeereene Simple/Inconsequential discretionary effect.... +1
FINEI DEBIN <o Touch required..........coovverererreeeeeeeeerrees I -1
FiNal DIaiN ..o (F+2)(wnd Ivl)
Oxygenate Grimll ®
DT DL Treat (Wound Category) TS
Unless otherwise indicated............cccceeoeeennnnne s cerererereniens L
Adds additional dice (1 per 2 successes) WOUNG CAEEGOTY .....cevrrrerereirrereeseseeieiersesesesessnen s sreenenes
Affects attributes Permanent effect
Limited range............ -L Touch required........
Physical............. FiNal DIain.....cccocveveeceiceeeeeeese e
SUSEAINE ...
Voluntary subject required ..........ccccoceerrrrreee s vevereeieienes
FiNal Drain .......ccoveeeeeeceeeerere e [(F+=2)+2]L lllusion Spel Is
Preserve Grimll ®
DT DL
Unless otherwise indicated ...........cccoeevvceevinene s ceveeicieens L Blackout NAGEES5
Limited range..........cccooen.. DT DL
Physical..........ccooonenvunenn. Realistic or COMPIEX ilIUSION ..............rrvveererreees eerveeessnenes M
Restricted target ATEA-EMIECE......ovvooeeeee e essssees s sesesseessennn +1
SUSEAINEM. ..o MUSION SPEIL....ovveeeveeee e eeeeeeeeeseeseesssessesessesn s eesesssenesees -1
NI DIaiN ..o eeea e Physical
- Sustained
Prophylaxis NI DFAIN oo [(F+2)+2]M
PathOgen.........oucueeeeee e« e S/D Camouflage TS
Adds additional dice.... il DT DL
Limited range.................. L Realistic or COMPIEX ilIUSION ..............ovrvveerereeees s cerveeesinenes M
Physical............. Illusion spell
Sustained LIMIEO FANGE .vvveoorvveverveeeeeeeeseseesssesesssssssensssesn s sevssessenssens 1
FiNal Drain ......ccoceeeeerenreeeeesesesceeere s D PRYSICAL ...t
- - Sustained .
Resist Pain TV 113
Light/Moderate/SEerious ..........ccoarrererreeeeeeienene s eveeeaenes L/M/IS
Limited range -1
"Permanent” effeCt..........ocoereriiinnrreeee e e +1
FiNal DIain ......cocoveeeeeeeeeeceeereseresesee e (F+2)LMIS
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Chaos SRIl & Fake Degth
DT DL
Redigtic or complex illusion.........occeveeeemeeneeenee s severeeereeenne M Very realistic or very complex illusion................ .....
Creates variable generd Target Number MUSION SPEII.....coeiicrirrcre e
modifier: +1 per SUCCESS.....vvnnnnns — +2 Involved/Complex discretionary effect
(11 TUS Tolg RS 7= | R A Limited range.....
[ 017 o= +1 Physical ..........
TS 7= 107 o [0 +1 SUSEAINE ... e
FINal DIaIN ....ccooereeeesecersesessessssessssesssssesssesssnns [(F+2)+2]s FiNal Drain ..o
ChaoticWorld RII B Hide Vehicle TS
DT DL DT DL
Realistic or complex illusion .............ccoeeeeeioenee s ceveieienenens M Very realistic or very complex illusion............c... voeueueueneee S
ATEA-EfECE.......coevcteteeeteceeeeeee et e H1 Creates variable general Target Number
Creates variable general Target Number modifier: 1 Per 2 SUCCESSES ......ccurrerererererereenene s everenenenenes +1
MOUIfier: +1 PEF SUCCESS.....cvurvrirererrererireeresnenes eeresesnsnenes +?2 lllusion spell
HIUSION SPEIL.....eeeieieeeee s+ e -1 PRYSICAL ...
PhYSICAL.......c.ceeeeeerecceeeeerer e +1 Restricted target ........cvvveeereerereneeeererereseenenns -1
SUSEAINE ... +1 Sustained
FINAI DIAIN ceveeeeeeeeeeeeeeeee e e e eeresssenensesesseeeeees [(F+2)+2]D TOUCh reqUIred........ccvevrerrerereeerereereres e o -1
FiNal DIaiN ... (F=2)M
Confusion RII B
DT DL [llusonary Barrier TS
Realistic or complex illusion .............ccceeeeeeieenen s cveeienenene M DT DL
F (T = 1=Tox OO TTT +H1 Realistic or complex illusion ...........coceeererenince s vveeeerninenes M
Creates variable general Target Number AFEA-EffECT.......oeeete e s s
modifier: +1 Per 2 SUCCESSES .....coururururureeerere s seeeerererens +1 MUSION SPEII......eeereeer e s
lllusion spell ] Limited range
SUSEAINE ... PRYSICAL ...
FiN@l DIaIN ......ooovoooierrvessssssssecsssseesssssssessssssseanas [(F+2)+1]s SUSLAINET ..o
FiNal DIaiN ..o
Distant Invisbility TS
DT DL Improved Invigbility SRII
Realistic or complex illusion .............cceeeeeeeeenen s ceveieienenene M DT DL
Creates specific test Target Number Realistic or complex illusion ...........cocceenrnince s vveeeerninenes M
AL 2X SUCCESSES.....cuvnerierrerererereseeiesessssesetesesesesen s stesesesesend 2 Creates specific test Target Number
lllusion spell -] AL 2X SUCCESSES.......cnereereeeeeereieseereresesssseseseseses s seesesesenens +2
{001 CTo =T o o [ ST -1 MUSION SPEII......oeirireerre e s -1
SUSEAINE ... PRYSICAL ...
TV ] - 11 o OO Sustained
Touch required..........cooevrrrneeecceesesereeees o -1
Entertainment NI DFAIN .....vveoeeeeeeeeseeeseseee e seseesesesesesesesenees [(F+2)+1]M
Obvious or simple illusion Invighbility SRII
Area-effect........ccooorcennneene I DT DL
lllusion spell.... ] Realistic or complex illusion ...........coceeenerncrce s vveererninenes M
Sustained .........cooovveeereeennes Creates specific test Target Number
Voluntary subject required ............ccocoevrrrreee s vererieeeieees 1 AL 2X SUCCESSES.......cererereereerereseereresesssseseseseses s seesesesenens +2
FINal DIAIN .......coocveeveeeeeeeeeeeeeseeeeeseeseee s [(F+2)+1]L USION SPEII......ovvriiricieiesi s e, -1
SUSEAINE ... e +1
Touch required... I -1
FiNal DIaiN ..o (F=2)M

2 For Chaosand simillar spdls, we add the following note: it gppearsthat
FASA didn' reed its own tables as wdl as it should have the Target
Number modiifier for those affected by these spdls is +1 per success,
giving +2 Drain Leves, as FASA saysin the Grimthingy Il (pagel25),
and not +1 asthey did in the pells Drain Codes.
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Mask RII Spectacle Grimll
DT DL DT DL
Redigtic or complex illusion.........oeceeeeemeeneeenee s cevereeereeenne M Realistic or complex illusion...
Creates gpecific test Target Number Area-effect........cccroeeienennnenens

lllusion spell....

Sustained.........ccovvrereereenenenen.
Voluntary subject required ......
TOUCH MEQUIMED. ... L, -1 FINal DIAIN ......ovvoiesieeieesese s
107 1] - 1R (F+2)L
Stimulation
Maya'sFlameBur s TS
DT DL Realistic or complex illusion ...........cccceenrencnce s vveererninenes
Realistic or complex illusion ............cccovvvceenes cererrerennenes M lllusion spell
MUSION SPEII....eeeere e e et -1 SUSEAINE ...
{001 CTo =T o o = OSSO -1 Voluntary subject required ..........ccccoeeerrrrreee s vevereeeeieenns
Physical FINal Drain:.......c.oooueveeeeceeeeeeeeeeeeeeeseesses s ses s
FiNal Drain .......ccoveeeeeeeeeeenerese e [(F=2)+1]L
Sink
Misinformation TS
DT DL Realistic or complex illusion ...........cocceevrencnce s cveeeernenenes
Very realistic or very complex illusion...........c.c.. coeevreneee S Creates specific test Target Number
Area-effect e AL 2X SUCCESSES.......cnereereeeeeereieseereresesssseseseseses s seesesesenens +2
MUSION SPEII....eeeeee e e e -1 MUSION SPEIL....eieie e+ e -1
Involved/Complex discretionary effect SUSHEAINE ..o +1
Limited range............oooceeemereevenseneeeon FiN@l DIIN ......covoreeeeerereenesseceeseseeessessesessesessssesee [(F+2)+1]S
SUSEAINED ..o
= Te = 1= 13 O [(F=2)y+1)s|  Trid Entertainment Grimll
DT DL
Overgimulation Grimil Obvious or SIMPIE lUSION............ovveereeeeeieserees e L
DT DL AFEA-EffECT.......oeeete e s s
Realistic or complex illusion ............cccovvvieenes cervrrenenenes M lllusion spell....
MUSION SPEII....eeee e e e -1 PhYSICal ..o
Involved/Complex discretionary effect .........c.cocn veeeeeenenne. +] SUSEAINE ...
Sustained Voluntary subject required
FiNal DIaiN ... sennenes FiNal DraiN .....coceeeeererrreeeieeeseseceesenseseeses e
Phantasmal Force NAGEES5 Trid Spectacle
DT DL
Very realistic or very complex illusion................ cceveenene. D Realistic or complex illusSion ... s verererenenene
Area-effect.........oveerreneeenrseeenne Area-effect.........cooveenrninccnns
lllusion spell.... lllusion spell....
Sustained ....... . Physical ..........
FiN@l DIAIN .....ceoovereereeeseeeseeesseeeseeeeseesseesssessnsssnees SUSEAINE ......ovvveereeerieees
Voluntary subject required ......
Physical Mask Grimll FINAL DIAIN ..o eeeesseeesessesssesessenesseseeneenenes
DT DL
Realistic or complex illuSION...............oevveeereeeeens s conereeereeene M  UndetectableLie
Creates specific test Target Number
AL IX SUCCESSES.....cnerereerererieeeiereenesesessssssssesassnen s seeseseseeend 1 Realistic or complex illusSion ... s severererenene
MUSION SPEII...c.eeeee e e e -1 MUSION SPEII....ciieecer e e e
PhYSICaL.......coooererrerirereceee e Involved/Complex discretionary effect
SUSEAINE ... PhYSICal ..o
Touch required...... el -l Sustained ...
FiNal Drain .......ccoveeeeeeceeeenere e [(F+2)+1]L FiNal DraiN .....ccoveeeieeeeeeeceeeeseeerers e
O TECHSPECS o
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VehideMask Grimll Armor SRII
DT DL DT DL
Redigtic or complex illusion.........oeceeeeemeeneeenee s cevereeereeenne M Major physical control or manipulation.............. ccccccceeeeeee. S
[[1[STolgks o'= | I . -1 Creates variable general Target Number
Physcd.......ccoononneen +1 modifier: 1 Per 2 SUCCESSES ......cccrrerererererereenene s ererenenenenes
(R3S (1w (S0 L= [0S S -1 Limited range.....
Sudaned ... +1 Physical ..........
TOUCH FEQUITED......eoeeeeeeeeeeeceeeereeeeee e S -1 Sustained.........cocovvrereeeennn
0 [ TP (F=2)L Voluntary subject required ......
FiNal DraiN ..o
Voicechange TS
DT DL Arrow Barrier, Blade Barrier, Blast Barrier,
Very realistic or very complex illusion............... e S Bullet Barrier & Spell Barrier Grimll & TS
MUSION SPEIL.......cooeiitcc s e -1 DT DL
PhYSICaL........coooiiiiice s +1 Minor physical control or manipulation
SUSHRINEA ....oovvvvvvsrrrrssssssssssissssssssssssssssss +1 ATA-EIEC......oooooeveeesevveeessssssssssssssssssssssssssssssssssen s sosssssssnnnnes
FiNal Drain.......coooveveereeeeseeseee s veessenens [(F=2)+2]M Involved/Complex discretionary effect
Limited range.........ccccocoeeerenerererereneeeenienne
PhYSICal .....cociiiiirrriee s
H i SUSEAINE ..o
Mani pu lation Spel Is Very Restricted Target
FiNal DraiN ...
Acid Grimll Agral Static
Damage LEVEL ... s e Minor environmental Changes............cc.evveeeeeeees e coveveereeeenns
Elemental effect (Acid) Y= = 1="v O
Physical ................................................................ Creates variable general Target Number
FINAl DIaiN ..ot MOdifier: 1 PEr 2 SUCCESSES ....cuvurerirerreererereresee s serrerererenens +1
- Limited range
Acid Bomb SUSEAINED ...
FiNal DIaiN ..o
Damage LEVEL........c.oviiririrrreeierreseee e+ ceneieseenenes
Area-effecCt.......ccovvverenne Barrier
Elemental effect (Acid)
Physical..........cccocvricun. Minor physical control or manipulation
FiNal DIaiN ... F YT = 1=Tox TR
- Involved/Complex discretionary effect
Acid Stream LiMited FaNge .........eeereeeeeeeeeeeeeeeesssseeeeeeees
PhYSICal ..o
Damage LEVEL........covviieieiniririreieie st eereseeneneens SUSHEAINE .....cooeieeeieietere e
Elemental effect (Acid) (=TT =Y/ DO
PhYSICaL.......cccooviieicieereeeecess e
[TV =Y O [(F+2)+1]D Bind Grimll
- - DT DL
Animate Griml| Major physical control or manipulation.............. .cccoeveereenee S
DT DL PhYSICAl .....coveeeeeeirreecee e
Major physical Changes...........ccovuveveeeieeeeieririee s e 5 Sustained...
LIMIted raNgE.......ccveveverererereeccisesesese et v -1 AL DN oo
PhYSICaL.......cccooviieieeicreeeecess e +1
SUSEAINET ......ovevevereeeseee s ssesesssees +1 Blindness & Deafness TS
Final Drain .........ccceveveveeeieesesesesse e [(F=2)+2]M DT DL
Minor physical Changes...........cccoeeeiennnnrrrne s e M
Physical ........ccccoeeeienneneene
Sustained ...
FiNal DIaiN ..o
Blunder TS
I TECHSPECS =
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DT DL
Minor physica control or Mmanipulation.............. e M (Critter) Form Grimil
Areaceffect.......onnnnne. . W+l DT DL
Forcestarget tO MBKETES........oveeeeeeeeeeereeeeeene s seeeeeeneeens +1 Major physical control or manipulation............ .S
T2 = o TN (F+2)D Involved/Complex discretional effect........ S i |
(0011 (To I =T o T TP -1
Chained Lightning TS PRYSICAL ....oovvvvvoveescesisesssssssssesssssssssssessssnns +1
DT DL SUSEAINE ......oeeveteeeeceecteceeee e +1
DAMAQE LEVEL........cvevieereereieieee et s svsessenssseens 5 Voluntary SUDJECE reqQUIrEd ..........ccvoveeereeirerieereees s cerereninnnnens -1
"ArEa-EffECt’.... ..o s +L FiNal DIaiN ..o [(F=2)+2]M
Elemental effect (Electricity).....
PRYSICAL . cvvveoeeeeeeeeeeeeseeeeeeseeseeeeseseeeseeeeeee e Exigtential Blues NAGEES
FiNal DIain ......cocoveeeeeeeeeceeeresesesesee e DT DL
Minor mental Changes.........coovrrrreeeeerenenere « e L
Clout ATCA-EIECT ..ot sasnen s seesaessnens +1
Involved/Complex discretionary effect ... oo +1
DAMAGE LEVEL......c.cviceicieieereesee ettt s seressaesnans Limited range
PRYSICAL.....cocveieieieeeeee et Superficial mind interaction ...........c.coveveveeene. +1
StUN AAMAGE......eecvrerereeerrietsse e s SUSEAINED ......vvieereirice s +1
FINGl DIaiN ...ocvvecveicveicieeeee e sssessssessnsns FiNal DIain ..o [(F=2)+2]M
Control Actions Fashion Grimll
DT DL
Major physical control or manipulation Minor physical Changes ..o s e M
Superficial mind interaction ................... PRYSICA ... e +1
SUSEAINE ...t Simple/Inconsequential discretionary effect.... +1
FINAl DIraiN .....cooveveveeieeeeeisessiesss e sesssessaens FiNAl DIain ..o [(F=2)+2]M
Control Animal FireStrike Grimll
DT DL DT DL
Major mental ChangES..........cccveeueeineeiresiseisien s seveesesesieans DamMaQgE LEVEL.......ccveereririeeerieirresessisesesesessees £ seseessesesenens S
Deep mind interaction............ccceeeevrereeeneeerenes Area-effect
Involved/Complex discretionary effect Elemental effect (Fire)
Sustained .........coceeeeeeceeeeeeeeeeee e . PhYSICal .....oveeeeeirreecee e
FINAl DraiN .....cocveeeveeeieeceeesiesssiessssesssessssesesssaessnaas FiNal DIain ..o
Control Emotion SRII Flame Bomb
Major mental ChangES...........cceeueeineerresiniisiee s sevevrsaesieans DamaQgE LEVEL........cveeeerirrieieerieisesesesssieenesesssnse  eessessesnenen
Superficial mind interaction ... Area-effect..........cccuuee.
SUSLAINE ...t Elemental effect (Fire)..
FiNGI DIGIN ... essssss Physical .........cccooovvunne.
FiNal DraiN .....ccooeeeeeeeeeececeeeeeesereree e
Control Thoughts SRII ®
DT DL FlameBurs
Major mental Changes........ccocovrrrreririreeeecee s e ]
Deep mind interaction............coeeeeeerreerreernenns F2 e +L DamMaQgE LEVEL.......ccveereririeeerieirresessisesesesessees £ seseessesesenens
Very Involved/VVery complex discretionary Elemental effect (Fire)..
EFfBC .ttt e +H2 Physical ........ccccoeeennenene
{001 CTo =T o o [ ST -1 FiNal DraiN .....ccooeeeeeeeeeeeecceeesesereree e
SUSEAINE ... +1
(=TT =113 VOO [(F+2)+3]D Flamethrower
Damage LEVEL.........ccoceieeceeeeererereeee e
Elemental effect (Fire)..
PhYSICal .....cociiiiirririrr s
FiNal DFaiN ..o
Flying Ball TS
O TECHSPECS m
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DT DL PhYSICal ..o
DamagelLevd ........oenecenneeneees . D Sustained ...
Limited range.......... e -1 FINal DIAIN .......cvvvveveereieesese s
Physical........ccooevieeinenes +1
=TaE T 0 1c: 11 WA [(F+2)+1]S L evitate Person RII B
DT DL
Forced Truth NAGEE5 ® Minor physical control or manipluation...................c......... M
DT DL Physical
Minor mental Changes.........coceerirnnrreeeeeee e L SUSEAINE ... +1
Superficial mind interaction ........................... +1 FiNAl DIAIN ......ooooueeeerereneeseeeesesseesesessesseseessesesee [(F+2)+2]M
Sustained
Final Drain...... Lift & Push TS
DT DL
Hibernate DAMAGE LEVEL.......cooveeeeeeeeeeeeeee e eseseeseseesens e esesanseens M
Involved/Complex discretionary effect ..........ccoov covverneeens +1
Major physical control or manipulation.............. ccceeereeeee. S LIMIted FANGE. .....c.cecveeeeeererererriresieie e+ eesereseseeens -1
Permanent effect Physical .
PhYSICaL.......coooererreeieeeeeecee e StUN dAMAGE.....ccoerererererieeeeee s -1
SUSEAINEM ....oovorvirreiieein s NGl DIIN .....vvvoomeveerereeseseceesesseceesessesessssessesssseseeses (F=2M
Touch required... .
=TT I Y-/ PO Light SRII ®
DT DL
| ce Shet Minor physical control or manipulation..............cccceveenee. M
Area-effect
Minor physical control or manipulation.............. «oeeeeeeeees M Creates variable general Target Number
Area-effect........cooreiiiie modifier: 1 Per 2 SUCCESSES .......ccrrererererererernene s ererenenenenes +1
Elemental effect (Ice) ... Physical ........ccccoennnnnnrnneien
Forces target to make test against Target Sustained ...
NUMDBDEE 3ot ee e e eneeeanenn Hl FNAL DBIN oo
Physical...........
Final Drain Lightning SRl &®
DT DL
Ignite Damage Level..........c..ccco........ .S
Elemental effect (EIECHiCity) ........cccorrrrrreee e 1
Damage LEVEL..........oveierrrreceereseeeeesesenee s erierennenes Physical .......cccconnrrrrininenne
Elemental Effect (Fire) Sustained ...
Physical........c.oconreeneens . FINal DIAIN .......oocvvecveres e
FiNal DIaiN ..o
Limited Fireball
Influence
DT DL Damage LEVE.........corceeceereressereeieieieiee e
Major mental changes ArA EffECT ...t s et
Deep mind interaction Elemental effect (Fire)..
Involved/Complex discretionary effect [ 011 C=To =T o LT
LIMIted raNGE ......cvevrerereerrerrererecee e« eaeserenseens -1 PhYSICal ..o
Sustained - FINal DIAIN .......oocvvecveree e
FiNal DIaiN ...
Insect Barrier TS
DT DL
Minor physical control or manipulation.............. oeeeeeeeees M
Area-effect e
Involved/Complex discretionary effect ..........cco. coevevneenes +1]
{001 CTo =T o o = SR -1
Sustained
Very restricted targer ... ..o eveeeeeees -L
FiNal DIaiN ... nennees [(F2)+1]M
Levitateltem RII ® 3 Lightning is marked with a® becausse the Drain Code was calculated
DT DL by adding one Drain Level to that of Spark (resuiting from the increased
Minor physical control or manipluation.............. coeeeeeeeees M DamageLeve of the spell) insteed of calculating it completely anew.
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Griml|
DT DL

L ock

Magic Fingers

Minor physical control or manipluation.............. coeeeeeeeeee M
PhySICaL.......ccooeiirereeirereeee e +1
SUSEAINED ..o +1

FINal DIain ......coceveeeeeeeeeeeeeresesesesee e [(F=2)+2]M

M akeover

DT DL
Minor physical Changes .........ocovrrrreeeenererene e M
PhySICaL.......cooierieeeeireeeece e +1
Simple/Inconsequential discretionary effect ... +1
FiNal DIain ..o [(F=2)+2]M

SRII

DT DL
Minor physical control or manipulation.............. coeeeeeeeee M
Area-effect e
Involved/Complex discretionary effect ..........ccco. covvernenns +1]
(001 CTo I =T o o = TSR -
Sustained y

FiNal DIaiN ...

ManaBarrier

=

Meteor Strike
DT DL
Damage LeVEL ... s e
Area-effect..............
Elemental effect
Physical..........c.......
FiNal Drain .......ccoeveeeeeeeceeceeeeceeece et

Mob Mind

DT DL
Major mental changes
Area-efffect..........ccovvvennne
Deep mind interaction
Very Involved/VVery complex discretionary

Limited range...
Sustained .... .
FiNal DIain .....ccoveveeeeeeeececeeeerererere e [(F+2)+5]D

Mob Mood

DT DL
Major mental Changes........ccocorrrrririreereeee s e
Area-efffect.........coorirrreeeee e e
Superficial mind interaction
Involved/Complex discretionary effect
{001 CTo =T o o 1= S -1
Sustained .
FiNal Drain .......ccoveeeeeeeeeereresesereeee e

TS

One-Way Barrier

TS innevense [ —

Minor physical control or manipulation..............ccceveenee. M
ArEA-EffECE......eeeeeeeeece e s +1
Simple/Inconsequential discretionary effect.... +1
LIMIted FANGE. .....c.ceeeeeeeeerererereriresieie e+ ereseseseneeens -1
PhYSICal ..o +1
SUSHEAINE ... +1

FiNal DIaiN ..ot [(F=2)+3]M

Petrify TS
Major physical Changes ..........cccocoerrrrrrnieeiee s e S
PhYSICal ..o
Sustained...

Final Drain......

Poltergeist

Minor physical control or manipluation...............cceoveeeee. M
Area-effect
PhYSICal ..o
Provides set general Target Number

MOGIIEN: +2....eicre e s e +1
StUN dAMAGE.....c.coevererererieieieeee s -1
SUSEAINED ..o +1

FiNal DraiN ..o [(F+2)+1]D

TS
DT DL
Minor physical control or manipulation..............ccccevevenee. M
Creates variable general Target Number
MOdifier at 1 PEr SUCCES.......ocveererrereeeererreressies s ereereeaenens +2
L 01V Lo | T +1
SUSEAINE ... +1
Touch required...... S I -1
FiNal Drain ......ccocoeieeeneennerereeseessee s [(F=2)+1]s
Quickmove TS
DT DL
Minor physical control or manipulation.............. cccvverenee. M
LIMIted FANGE......c.cveeeeeeeerererereresesieie e+ eresereseneeens -1
PhYSICal ..o +1
Simple/inconsequential discretionary effect .... +1
Spell affects attribute .........cceeeirerrrreree e e e +1
FiNal DraiN .....ccoveeeieeeeeeeceeeeseeerers e [(F=2)+2]M
Rain Spells NERPS ®
DT DL
RaAIN INEENSILY ...+ e L/M/S/D
AFEA-EffECT.......oeeete e s s +1
Physical
SUSEAINED ..o +1
FiNal Drain ......cccoveeeeeeeeeeceeeserere e [(F+=2)+2]M/S/D/
[(F+2)+4]D
Rebound Magic TS
DT DL
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)
Very involvedivery complex discretionary effect............... +2
FINA DIAIN ...eevereeeieeeeiseessessseessssesssssssssssssesseses [(F+2)+1]S

Rebound Mdee TS

Major mental Changes........ccocorrrrriririeeeeeee s e Y]
(001 CTo =T o o 1= SO -1
Physical
SUSEAINED ..o +1
Very involved/very complex discretionary effect............... +2

FiNal Drain .......ccoveeeeeeceeeenerese e [(F=2)+2]s
TS

Remote Control

Minor physical control or manipluation.............. coeeeeeeeeee M

PhySICaL.......ccooeiirereeirereeee e

Restricted target..... .

SUSEAINED ..o
FiNal DIaiN ...

Rubber Skin & Sted Skin

Minor physical Changes .........ocovrrrreeeenererene e M
Creates variable general Target Number
modifier at 1 per 2 SUCCESSES......cueururrerererererer s erererererenens 11
Limited range.........covveeueeeueeccnenes
Physical..............
Sustained ....
FiNal DIain ......coceeeeeeeeeeeeceeeereserese e [(F=2)+2]M

Seal Grimll
DT

Minor physical control or manipulation.............. «oeeeeeeees M

Creates variable general Target Number

Modifier: 1 PEr 2 SUCCESSES ......coururererererereririenes everenenenens +1

Physical.......
Sustained ....
FiNal Drain .......ccoveeeeeeceeeerere e [(F=2)+2]s

Shadow

Minor physical control or manipulation.............. ooeeeeeees M

J (Y= < {Tox ST H1

Creates variable general Target Number

modifier: 1 Per 2 SUCCESSES ......courrerererererererenes everenenenenes +1

Physical
Sustained
FiNal DIain ......cccoveeeeeeeeeeeeeereseseseseeee e [(F=2)+2]D

TS innevense [ —

Grimll

Shapechange

Major physical control or manipulation

Limited range..........ccoeeeeerenerererereneeeeeienne

Physical ..........

SUSEAINE ... e

Very involved/Very complex discretional effect................ +2

Voluntary subject required ..........ccccoeoerrrrreee s vevereeeeeenne -1
FiNal DIaiN ..o [(F2)+2]S

Small Meteors TS

Damage LEVE.........coreeeeeeeerererrereeieeeisien e L
PhYSICal ..o +1
SUSEAINE ... +1

Very involved/VVery complex discretional effect................ +2

FiNal DIaiN ..o [(F=2)+2]s

Sound Barrier

Minor physical control or manipulation.............. ccceveenee. M

ArEA-EffECE......eeeeeeecce e s +1

Creates variable general Target Number

modifier at 1 per 2 SUCCESSES......c.cvrererererererer s ererererenenens +1

Limited range

PhYSICal ..o

SUSHEAINE ...
FiNal DIaiN ....ccoeeeeeeieececeerere e

Spark

Damage LEVEL.........ccoceieeceeeeererereeee e M
Elemental effect (EIECHiCity) ........cccorrrrrrnee e +1
Physical
SUSEAINE ... e +1

FiNal DIaiN ... [(F=2)+2]s

TS

Stoplight Control

Minor physical control or manipulation.............. ccceveenee. M
Limited
Physical ......
Sustained
FiNal DraiN ......occeeeeeerrreeereeeseceeseseseesens e

Suffer

Major physical control or manipulation............... oeeeeeeee. S
Involved/Complex discretionary effect .....
Physical ......
Sustained ...
FiNal DraiN ...

NERPS ®
DT DL
Major physical control or manipulation............... oeeeeeeen. S
PhYSICal ..o +1

FiNal DIaiN ..o [(F+2)+1]s

NAGEES5

Teeportation

Temporary Insanity
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DT DL
INSANILY LEVE......ooreeeeeeeeeeseceeceseesseseseeeseesseees s eneen L/M/SD
Simplelinconsequentid discretionary effect..... +1
Superficid mind interaction ............c.cceeeeeeeens +1
Sudaned............. +1
FINA DIaiN ...occveeeeeeeeeeesisesessssseesesseseesssesesees [(F+=2)+3]L/M/S/ID
Thunderclap Grimll ®
DT DL
Damage LEVEL..........ovieiererreecerereseeeieesesenee s eienennenes
Involved/Complex discretionary effect
PRYSICAL......oeeeeiererreeeeereee s
FiNal DIaiN ...
Toxic Wave TS
DT DL
Damage LEVEL..........ovieeerrrreecrerereseee et s ceierennenes [
AFEA-EffECE.....c.o e e +
Elemental effect (ACId) .......ovveeeerrrrreiererere s e +]

Limited range
PRYSICAL......ooieeecrerreece s
FiNal DIain ......cccoveeeeeieeeeceeererereseseee e

Transform Grimll
DT DL
Major physical control or manipulation............. cocoeeeeene. S
Involved/Complex discretional effect
Limited range........coovereeeereenerencceereennnene
Physical..............
Sustained ....
FiNal DIaiN ..o

Turn MarbleToBat

Minor physical Changes .........ceeerrrerererrenee s e
Area-effect..........
LIMIted raNGE ......cvevrerererrererereeeie e« seserenenseens -
PRYSICAL.....coeeeeerereeee s +1

Sustained..........coceeeeenns

Very restricted target ..o s -

FiNal Drain .......ccoveeeeeeeeeeenerere e [(F=2)+2]L

Turn ToGoo TS

Major physical Changes..........cooererrrreccererres s v
Limited range
Permanent effect
PRYSICAL......oieeeeerereceereeee s
FiNal Drain .......ccoveeeeeeceeeeneresereresie e

Use (Skill) Grimll ®
DT DL
Minor physical control or manipulation.............. oeeeeeeeees M
PRYSICAL.....ooieeeerer s +1
Sustained ....
FiNal DIaiN ..o [(F=2)+2]M

Wall Of Fire TS

Lo =

DT DL

Damage Level
Area-effect

Elemental effect (FIre)........coooveeeenneneeeennen s v
LIMiIted raNGE ...« seeereresseens
Physical
SUSEAINED ... +1

FiNal DIaiN ....ccoveeeeeieececeeneere e [(F2)+2]s

Wind TS
DL

Minor environmental Changes...........cocovvrevieeen s covevennceenes
Elemental effect (BIASt)..........covevererrrereceeiin s s
LIMiIted raNQE ...« seeerereeseens
Physical ............. L+l

Final Drain...... . [(FF2)+1]S
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Now, how am | gonnado it thistime round?

—Nina, technician

CYBERWARE AND SHOCK WEAPONS

Cyberware can be serioudy dameged by shock
weapons. Page 103 of Shadowrun Second Edition
ligsthe norma effects of shock wegpons, but use the
following rulesin addition to thoserules.

Normaly, cyberware can only be damaged if a
character takes a Serious or Deadly Physical wound.
However, snce shock weapons put strong electrica
currents through the body, cyberware might short-
circuit, and consequently take damage.

Whenever a character equipped with cyberware
is hit by a Shock Wesgpon (tasers, sun batons, shock
gloves, dectric fences, etc)), apply damage as per
page 103 of SRII. Then check the table below to see
how many cyberware syslems may be damaged. The
Damege Levd liged in the table is the base Damage
Leve of the wegpon, not the amount of damege the
character takes.

| SYSTEMDAMAGE |
DamagelLevd  Number of sysemsdamaged
Light 1D6-4
Moderate 1D6-3
Serious 1D6-2
Deadly 1D6-1

Then roll randomly to see which systems are hit,
by following the rules on pages 93 to 95 of the Street
Samurai Catalog, and how much damage they take,
per the rules on pages 39 and 40 of Shadowtech.
Only dectricdl and eectronicd cyberware can be
damaged because of shock weapons. This includes
dl Headware, Internds (including Cortex Bombs),
Cranid Cyberdecks, such items as Musle
Replacement, Wired Reflexes, Vehicle Control Rigs,
Retractable Hand Razors and Spurs, €tc.

Cyberware such as Dermd Plating, Bone Lacing,
none-retractable Hand Razors and Spurs, Fingertip
Compartiments, etc. can not be damaged. What
exactly can and cannot be damaged is up to the GM
to decide.

Alpha and Beta grade cyberware is dlowed its
norma Resgance test (page 98, Stret Samurai
Catalog). For Alpha grade, the Target Number is 3
for Light, and 4 for Moderate damage. Beta grade has
2for Light and 3 for Moderate.

Countermeasures

Of course, items have been developed to counter
the possble effects of shock wegpons. For an
additional percentage of the nuyen cost of any piece
of cyberware, it can be mede more resgtant. The
exact amount of resstance determines the price, per
the table below. The price increese is liged as a
certain percentage of the norma price. Some higher
levels of protection also increase the Essence cod, as
liged onthetable.

When teding for damage resgance, roll the
number of dice liged in the table againg a Target
Number of 3 if the shock wegpon did Light damage,
4 if it did Moderate damage, 5 for Serious, and 6 for
Deadly. Again, these are the base damage levels of
the wegpon. One success is enough to ignore the
damage. Alpha and Beta grade roll this te in
addition to their norma Resigtance test.

CYBERWARE SHIELDING |

Number of dice  Nuyen cost Essence Cogt
1 +5% (x1.05) +0%
2 +10% (x1.10) +0%
3 +20% (x1.20)  +5% (x1.05)
4 +35% (x1.35)  +5% (x1.05)
5 +50% (x1.50)  +10% (x1.10)

Each resstance die adds +1 to Avallability and
10% to the time required to obtain the cyberware, as
well as increesing the Street Index by .1. Wired
Reflexes level 2 with 3 shielding dice cost 198,000¥
and 3.15 points of Essence, and have Availability
7/10 days and Street Index 1.3.

FIRE!

First of all, how do you set fire to something?
Every object has a Fire Resistance rating, and
everything capable of setting fire to objects has a
Firesetting rating.

What happens is that both roll a test, using their
rating for the number of dice, and the other's rating as
the Target Number. If a character wants to set fire to
something, he adds his rating in a Special Skill called
Firebuilding to the rating of the thing he uses to start
the fire. If the target object has more successes, the
fire does not start. If the character (or device)
attempting to start the fire has more successes, a fire
does start.

Starting a fire takes one minute, divided by the
number of net successes on the part of the character
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garting the fire. Multiple attempts can be made, & a
+2 modifier to the Target Number for each new
atempt.

Joe hashis cigarette lighter (Firesetting rating
2), and a Firebuilding s4ill of 3. He wants to st
fireto awooden log (Fire resistance Rating 3). Joe
rolls2 + 3 = 5 dice againg a Target Number 3,
whilethewood rolls 3 dice againg Target Number
5. Joe gets 3 successes, the wood gets only 1. So,
thewood ison fireafter about half a minute

If two materids are mixed (a piece of doth
soaked with gasoline, for ingtance), use the highest of
thetwo ratings.

The table below ligs the Fire Resstance ratings
of various materids. It dso ligtsthe Firesetting ratings
of the same (and some more) materids. If a materid
has both ratings, only use the Fresetting rating to
determine how easily the burning object can st fire
to other objects.

FIRE RATINGS

Material Fire Firesetting
Resgance
Alcohol 1 2
Ceramics —
Cigarette lighter — 2
Cloth 3 1
Explosives (non- 2
plastic)
Gasoline
Glass
Kerosine
Matches
Most metals
Paint (dry)
Paint (wet)
Paper
Plastic explosive
Plastics
Wood

PCNgrRrAO| RPROR

Only use the above method if the fire is non-
magical. Against magical fire, use the rules for the
elemental effect of fire on page 113 dhe
Grimoire.

Now for the damage something actually takeg
from being on fire. Creatures have to withstand 6M
damage immediately upon being set on fire,with one
half Impact Armor being substracted from the Powef
Level. Vehicles take 6L, which is not reduced by
vehicle armor. Both creatures and vehicles must
again resist damage at the end of every turn after the

first, but with a +2 modifier to the Power Level per
turn.

Other objects roll a number of dice equal to their
Barrier Rating against a Target Number 6. If no
successes are rolled, the object loses 1 point off its
Barrier Rating. It must also resist again at the end of
each turn, also adding +2 to its Target Number.

INDIRECT FIRE

Though a number of indirectfire weapons
(grenade and rocket launchers, and even a mortar) are
available, no rules for indirect fire have appeared.

With indirect fire, the target is not within line-of-
sight of the attacker. If the target is within LOS of the
attacker, use the normal combat rules.

Now, if the target is not in the attacker's LOS, but
within the maximum range of the weapon, the attack
has a base Target Number of 8, independant of the
range between target and attacker. Naturally, a target
outside maximum range cannot be hit.

This Target Number is modified only for recoil,
attacker movement, and multiple targets (page 89,
SRI); if the weapon is equipped with a Smartlink
Level Il (page 84Fiddsof Fire), apply a -1 modifier
to the Target Number. No visibility modifiers apply,
because the target is invisible to the attacker anyway.

Then, a skill test is rolled for the weapon. A
succesful roll does not mean the target is hit directly;
instead, a succesful roll reduces the scatter, using the
rules for grenades (pages 96 and3Ri1)). Whether
the target is inside the blast radius or not depends on
the number of successes rolled to reduce the scatter.
Only if scatter is reduced to 0 meters does the target
take a direct hit: any excess successes are used to
stage the damage up in such a case.

Incidentally, these rules would also apply to
grenades thrown over walls or around corners at
targets that are out of the line of sight of the thrower.

Observers

The chance of scoring a hit are low when using
indirect fire, mainly because the attacker cannot
observe the fall of his rounds. Observers can change
this, but the observer must have some method of
communicating with the firer.

Each time the observer sees a round fall, he can
relay this information to the firer by making an
Intelligence test against a Target Number 4. Apply all
appropriate modifiers to this Target Number as if the
observer were firing a weapon at the target. Making
this test costs the observer a Complex Action. If the
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test is successful, the firer's Target Number goes
down by 1, irrdevant of the number of successes
scored by the observer.

Designated Rounds
It is possible to “iluminate” the target with a

target designator. The rules for these appédaieids

of Fire, on page 85. The only modifications needed
are that the person firing the weapon makes a skill
test against a Target Number 4; success means the
round arrives close enough to the target to be guided
by the character using the designator, while failure
means that it doesn't. The designating character then
rolls a skill test to succesfully designate the target.

MELEE COMBAT v2.01

The following rules are an expansion for the
melee combat system irshadowrun Second
Edition. It has been based heavily on the martial arts
system ofCyberpunk 2020 Second Edition, with
some additional ideas added.

Resolving melee combat
Use the following sequence instead of that or
page 100 oERII.

1. DeclareMoves
Both the attacker and defender declare which
move they are going to make.

2. MakeAttacker'sTes
Roll the attacker's base Combat Skill, augmente
by dice from his Combat Pool, against a bast
Target Number as determined by the attack typ
(see below), modified as appropriate. Count the
successes.

3. MakeDefender’sTest
Roll the defender's base Combat Skill, augmented
by dice from his Combat Pool, against a bas¢
Target Number as determined by the attack type
(see below), modified as appropriate. Count the
SuCCcesses.

4. Compar ethe Successes
The character who rolls the most successes has
hit his or her opponent. A tie goes in favor of the
attacker.

5. Determine Damage
The character who hit can increase the Damad
Level of his attack by one level for every two full
successes he rolls above his opponent's success
total.

6. Resis Damage
Roll the hit character's Body dice against a Targg
Number equal to the attacker's attack-type
modified Strength, minus the target's appropriate

v W LD

D
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Armor Rating. For every two successes rolled,
the Damage Level is reduced by one level.

The Target Numbers for attacker and defender
are based on their respective moves, as indicated
below. Use the modifiers as listed on thiedee
Modifiers Table, p.101, SRIl. Damage is taken
normally.

Different attack forms

Where Shadowrun normally only has one form of
attack (namely simply a “melee attack”), these here
rules are expanded to give the following attacks (all
are unarmed attacks; see below for armed attacks and
attacks using cyberweapons):

Bite use your teeth. Damage is (str/2)L; Target
Number is 4, but with -1 Reach.

Block: blocking an opponent's attack (can only be
used by the defender). Does no damage, but
decreases the Power Level of a successful attack
by the opponent by one-half the number of
successes rolled by the blocking character (this
means that the opponent hits automatically if he
scores at least one success); Target Number =
opponent's Combat Skill.

Choke requires grapple or hold as previous move.
Damage is (str+1)M Stun; Target Number = 4.

Disarm: try to remove a weapon from the opponent's
hand(s). Does no damage, but if the character
using disarm wins the opposed test, his opponent
is disarmed (if the opponent has a weapon in each
hand, the disarmer must indicate which weapon
he is trying to remove); Target Number =
opponent's (Quickness + Strength)/2 [rounding
upl].

Dodge evading the opponent's attack (can only be
used by the defender). Does no damage, but
increases the Target Number for the opponent by
one-half the number of successes rolled (this does
mean that the defender rolls first); Target Number
= opponent's Combat Skill.

Escape: getting free from a hold, grapple, or choke.
Does no damage; Target Number = opponent's
Strength.

Grapple hold the opponent helpless. Does no
damage, but if grappler wins, opponent is held,
and can only try to Escape on his next action; on
grappler's next action, a throw, choke, or hold
may be attempted; Target Number = opponent's
Quickness.

Groin Kick: a kick or knee aimed at the groin of the
opponent; of littte use against women, against
whom it counts as a normal kick. Against males,
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damage is (4r+2)S Sun; Taget Number =
opponent’s Quicknesst2; the target dso gets +4
on dl Target Numbers for the next 2D6 turns.
Thisis counted as an aimed shot.

Head Butt: the attacker bashes his head againg the
opponent's. Damage to opponent is (M Stun,
to attacker is (2r+1)L Stun; Target Number = 6.
(OK, s0your head isgonna hurt. But it looksimpressve!)

Hold: painfully holding a joint or body part (target
must have been grappled first). Damage ()M
Stun; Target Number = 4.

Kick: hitting with the foot. Damegeis (str+2)M Stun;
Target Number = 4.

Strike: hitting with the hand, either open or as afig.
Damageis ()M Stun; Target Number = 4.

Sweep: knocking the opponent to the ground.
Damegeis (€)M Stun, and opponent is prone. If
opponent  performs a kick when character
performs a sweep, the opponent has +4 to his
Target Number (he is tanding on one leg, which
gets kicked from under him); Target Number =
opponent’s Quickness.

Throw: opponent (who must have been grappled
fird) is thrown to the ground. Damage (thrower’s
Srength)S Stun, and target is prone, Target
Number = opponent’s Strength.

Martial ArtsTechniques

These are dl concentrations of Unarmed Combat
kill. A character who does not have one of these
concentrations may not attempt to gain any of its
advantages. Specidizations are for the advantages
only: acharacter who has concentrated on Karate can
pecidize in Block, Kick, or Strike, but not in any of
the other moves.

The table below ligs the avalable martid arts
forms and the various moves. The numbers indicate
the Target Number increase for the opponent: a
character using Tee Kwon Do to kick gets no
modifiers himsdf, but his opponent gets a +3
modifier on his Target Number to resst the kick. This
modifier is gpplied to both the Opposed Text's Target
Number, and to the Power Leve of the aitack.

MARTIAL ARTSFORMS

Technique Bite Block Choke Dodge Escape Grapple Groinkick Hold  Kick  Strike  Swegp  Thro
w

Aikido +4  +1 +3 +3 +2 +3 +3 +3

Boxing +3 +1 +3

Capeoira +2 +2 +2 +1 +3

Choai Li Fut +2 +1 +2 +2 +2 +1

Judo +1 +2 +2 +2 +2 +3

Karate +2 +2 +2

Kung Fu +2 +2 +2 +1

Savate +2 +4 +4 +4 +2 +3

Streetfighting +1 +2 +1 +2 +1 +2 +1

TaeKwon Do +2 +1 +3 +3 +2

Thai Boxing +2 +1 +3 +3

Wredling +2 +4 +4 +4 +2 +3

(Note: thistableisamost identical to that on page 100 of CP2020 Second Edition)

The techniques(mostly courtesy CP2020)

Aikido: uses the opponent's strength againgt him,
meaking the defender very hard to hit. It is amed
a removing threets quickly.

Boxing: Western combat sport, with punch as its
only atack move.

Capoeria: dancelike fighting syle created by
Carribean daves. Can be combined with actua
dance movesto hide the combat.

Choi Li Fut: derived from ancient Shaolin temple
sports, uses sweeps and powerful kicks.

Judo: designed as a sport, it is mainly used to hold
down the opponernt.

Karate Jgpanese verson of Kung Fu, uses sraight
line movements and powerful blows.

Kung Fu: Basad on anima movements, with mainly
drikesand kicks.

Savate: powerful kicks

Streetfighting: fagt and dirty soraml-style combat
mogtly practiced by dreet folk. Aiming at week
spotsto cripple opponents asfast as possible.

TaeKwon Do: very fast and precise Korean style.

Thai Boxing: an "everything goes' verson of
boxing. Kicks are used more than punches.

Wregtling: Olympian wrestling, mainly used to hold
down opponents.
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Matt is facing some namdless gang member,
who tries to mug him with her bare hands. Matt
has Unarmed Conbat (Thai Boxing) at Rating 5,
while the ganger has Unarmed Combat 4. She
triesto punch Matt out (a strike), but Matt wantsto
block her move. The ganger isthe attacker, Matt is
the defender. Both wear no armor. Smple.

The ganger’s Target Number would normally
be 4 (the base Target Number for a drike), but
since Matt uses Thai Boxing to block, the ganger
gets a +2 to her Target Number, making it 6. She
rolls 2 successes. Matt then rolls his five dice
againg a Target Number 4 (the ganger’s ill
rating). Matt gets 3 successeson histest.

Now Matt has to resist the damage, which is
(Strength)M Sun for a srike. That setsthe damage
at 5M Sun (she's got Srength 5), but this is
modified to 4Sbecause Matt rolled 3 successes on
his Unarmed Combat dll test (every two
successes reduce the Power by 1), and because the
ganger had two successes. In the end, Matt takes
Light Sun damage.

Now it's Matt's turn. He kicks her in the guts,
while she tries to throw another punch. Matt's
Target Number is5 (4 for thekick, +1 for the Light
Sun), whilethe ganger’s Target Number is7 (4 for
the punch, +3 for the fact that Matt is usng Thai
Boxing to kick, giving him a big advantage). Matt
has 3 successes, while the ganger has only one: 2
in Matt's advantage. Matt kicks her hard, with a
base Damage of (Srength+2)M, but with a +3
Power because of the Thai Boxing kick. Matt's
Srength is4, making the Power Level 4+2+3 = 9.
Miss ganger rollsno successes at all, which means
Matt il has two successes in his favor. The lady
takes Serious Sun damage.

Armed Combat

Armed combat is resolved in a amilar way as
unarmed combat, but with different moves The
above rules for unarmed moves and martia arts
techniques do not gpply to a person attacking with a
weapon; on the other hand, an unarmed person being
attacked with a weapon can use the unarmed combat
movesto resolvethe attack.

When using Armed Combat kill, the following
movesare possible:

Bludgeon: only with blunt wegpons (clubs, sps, sun
batons, etc.), and much like dashing. Damage is
norma for the wegpon; Target Number = 4.

Sash: only with edged wegpons (axes, knives,
swords, monowhips, etc.). The cutting edge of the
weapon is swung toward the target. Damage is
normal for the wegpon; Target Number = 4.

Stab: only with pointed wegpons (knives, swords,
spears, etc.). The point is thrusted toward the

target in order to penetrate as deep as possble.
Damege is norma for the wegpon, but use
Bdligic Armor to defend againgt the attack;
Target Number = opponent’s Quickness.

Stomp: only with blunt wegpons (clubs, the hilt of a
sword, the butt of a rifle etc). Damage is
(gr+DM Stun; Target Number = opponent's
Quickness, but if the back of awegpon is used to
stomp, no Reach modifiers apply (so, when using
a sword to stomp, it has Reach 0; a club has its
normal Reach of 1, on the other hand).

Cyberweapons

A character using cyberwesponsis a specid case.
Tha character uses Unarmed Combat  <Kill
(concentration: Cyber Implant Wegpons, specidli-
zations for specific wespons) to atack and defend,
while the moves used are a combination of armed
and unarmed combat:.

Kick: only ussble with leg-mounted cyberwegpons
(spursin feet, for ingance). Damage is normdl for
the weagpon used, but with +2 Power; Target
Number = 4.

Sash: asfor Armed Combat.

Stab: as for Armed Combat (bladed cyberweapons
with short blades [up to about 5cm long], such as
Hand Razors, cannot be used to stab).

Cyberwareand Bioware M odifiers

Some hioware and cyberware can give the user
gregter attacking power, or increase his chances of a
hit. Being stronger obvioudy increeses the damage
potentid, but increased reflexes and other such
enhancements can dso give the user a higher chance
to remain ganding in melee combat.

Bone Lacing: Plagtic gives +1 Power, Aluminum +2
Power, Titanium +3 Power to any unarmed
melee dtack. The user can dso dect to do
Physicd damage, a one-hdf the normal Power
Leve. The Damage Leved saysthe samein ather
cae.

Boosted Reflexes Levd 1 gives no advantages,
leves 2 and 3 give -1 Target Number to melee
attacks, because the user can react more quickly
to openingsin the opponent’s defenses.

Cyberlimbs: an attack with acyberlimb increasesthe
Power of the atack by +1 because the limb is
made of hard materid (not cumulative with the
Power Levd increase offered by Bone Lacing).

Enhanced Articulation: gives +1 die to roll for
Armed and Unarmed Combat (and to other some
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skills). This is straight from the DLOH, and not
something this author has made up.

Hydraulic Jack: akick (or punch) with a cyberlimb
mounting one of these adds the jack’srating to the
Power Leve. Thisis cumulative with the normal
+1 Power for attacking with a.cyberlimb.

Increased Strength: only for cyberlimbs. Use the
modified Strength of the limb to cdculate the
Power Levd.

Muscle Replacement and Muscle Augmentation:
obvioudy, these increase the user's Strength, so
the Power Level of any Strength-based attack is
aso increased accordingly. For a punch or kick
with a cyberlimb, the Power Levd is not
increased.

Synaptic Accderator: see Booged Reflexes (there
isnoleve 3).

Wired Reflexes Leves 1 and 2 give -1 Target
Number for dl meee attacks, Level 3 gives -2,
Thisisfor the same reason as Boosted Reflexes.

As an example, an off-therack average ork
performs a kick. Assuming he has a sl of 3, he
getsto roll 3 dice againg a Target Nunmber of 4,
doing (str+2)M Sun, or 7M Sun on a hit.

If this same ork hops into a dinic and has some
mods ingtalled, he could end up having a Target
Number of 3 (boogted reflexes M 3) whileralling 4
dice (enhanced articulation), and doing 14M Sun

damage (cyberleg with hydraulic jack IVl 6).

Multiple Attacks

A character may make more than one attack in
one Complex Action: if using his hands, each hand
may meke an attack. If udng his legs, one out of
every two legs may dtack. There is a +2 per
additiond attack: two punches would both be at +2.
A creature with four arms could make four punches,
but dl would be at +6 (for the three additiond attacks
after the firgt). This modifier aso applies to the firg
attack. Use common sense to determine which
atacks can and can't be made together.
Physical Adepts

Physcd Adepts get soecid bonuses to ther
mel ee dtacks, depending on the various Abilities they
have. All bonuses are cumulative, though when
combined with cyberware that gives a smilar bonus
(eg. Increased Reaction +4 and Wired Reflexes 3),
use only the highest of the two.

Increased Reaction: +1 to +3 Reaction gives no
bonus, +4 or higher gives -1 to the Target
Number of melee attacks, for the same reason as
Boogted Reflexes cyberware.

Increased Reflexes: +1D6 Initiative gives no bonus,
+2D6 and +3D6 give -1 to the Target Number of
melee attacks.

Killing Hands a Physcd Adept driking with
Killing Hands uses the Power Leve for his
attack, but with the Damage Leve of the Killing
Hands. A kick by a Physical Adept with Killing
Hands (D) would do (str+2)D, for ingance, while
a hite by that same Physicd Adept would do
(sr/2)D. Throws, chokes, and sweeps do not use
the Killing Hands Damage Code: a sweep by the
above Adept would be at (St)M Stun.

Spdls
Spells that increase the damage of melee combat

(eg., aspdl that increases melee combat damage to
(str)S Stun) usestherulesfor Physica Adepts Killing
Hands.

Spells that only do damage on a successful touch
(for instance a touch-spdl doing (Force)S damage)
use the rules for melee atacks (the caster can kicks,
strike, or make another type of melee attack), but the
damage is tha determined by the spdl, without
modifiers: the (Force)S spdll would ill do (Force)S,
whether the magician kicks, sweeps, drikes, bites, or
uses ancther attack type.

Spells that boost reflexes and so on use the
modifiers for the bioware, cyberware, or Physcd
Adept ability that comes closest to the Reaction or
Initiative boost given by the el (Increase Reflexes
+2D6 isequa to Synaptic Accderator leve 2, etc.).

Critters

Critters can either use their norma Damage Code
(for ingance 9S for a Barghest), or can use ther
norma Damege Levd, but determine the Power
Levd &s for the rules for Unarmed Combat. If the
Damage Code would go up or down from the basc
M for (meta)humans, do the same for the critter. For
every leve over D, add 2 to the Power Leve, while
for every level below L, subgtract 2.

Critters with long nails —piasmae for instance—
can use the rules for hand razors or spurs, at the GM's
option.

Critters with extra Initiative dice —like cats, which
have 2D6- use the rules for the closest bio/cyberware
or Physical Adept ability.

As an exarmple, a European gargoyle normally
does 11Sdamage. It has clawed hands, so it could
use al normal Unarmed Combat moves, or it
could attack asif it had Hand Razors.

The typical Srength Rating of a European
Gargoyleis 8, s0 its strike would do 8S (not Sun,
because the normal damage is not Sun). A kick
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would have a Damage Code of 10S while a bite
would be at 4M (a bite for (meta)humans does
(str/2)L, which is one Damage Levd down from
the (8r)M of a drike, so for the gargoyle it also
goes down one leve, from Sto M). Damage for its
daws (= hand razors) is 8L, because hand razors
do (atr)L. Damagesfor throws, sweeps, and chokes
remain those given under Different attack forms,
above. Critters, however, will rarey use things
such as chokes because these are not “natural”
attacks.

FirearmsIn Mdee Combat

Characters may try to use a firearm in melee
combat, by sticking the wegpon in the face or belly of
the opponent. This may only be done if the character
has a firearm ready, and follows the rules given for
armed combat, above. Using afirearm in this manner
counts as being a stabbing attack.

The character uses al norma meee combat
modifiers as gppropriate, plus recoil modifiers for the
wegpon being fired, plus the following modifiers
(these are not cumulative):

FIREARMSIN MELEE MODIFIERS

Situation M odifier
Weagpon isacybergun* -1
Weapon's Concealability
4 or higher +0
3 +1
lor2 +3
Not concedable +5
* = jn this case, use Unarmed Combat skill instead of
Armed Combat

The melee attack isthen resolved normdlly.

If the character using the firearm generates more
successss, he manages to fire the weapon into the
opponent. The opponent then makes a Body test to
offsat the remaining successes, and damage is gpplied
asusud for afirearm (every two successesin favor of
the character shiftsthe Damage Leve up one, etc.)

If the opponent generates more succeses, the
opponent hits and does damage as usud. However,
the character firing the weapon Hill firesit, but misses
thetarget.

The maximum number of rounds that may be
fired is one round for a sngle-shot wegpon or a
wegpon on semi-auto, one burst for a burg-fire
wegpon, or three rounds for a full-auto wegpon. All
these rounds must be fired a the same target.
Remember that the weapon is 4ill fired, even if the
character misses his attack.

NAKED IN THE MATRIX

This feet requires a Program Carrier to let you
dot Persona chips loaded for Sensor, Masking, and
Evasion into a suitable port. You haveto jack into a
dataport at the same point. To get in, you need an
Input/Output Port or Save Module (see Nodes, page
166, SRII).

“Wait a minute,” you say, “what about the Bod
program? Where's the MPCP?” Well, chummers,
your Willpower is the MPCP when you do this
electron dance. Any damage the MPCP would take,
you take personally. It's marked off on your Stun
Condition Monitor. If you get knocked out, you're
dumped. Black IC still kills you, just like always.

You can use headware memory space for
downloading data, and you have an /O rating equal
to your Intelligence. Utilities? No, you can't carry
those. You have to write all your programs on the fly,
using your Hacking Pool.

On the upside, if you have wired reflexes or a
vehicle control rig, you do get the dice bonus to your
Initiative Roll, but if you run into anything nasty, that
may only mean you get to die faster.

(Note: the above comes dmogt sraight from SR1, page 111. The
next bit isadded by us based on info in the Denver Box Set)

Another down side: every time you get burned by
IC (any kind of IC), you get to roll a Body test against
damage done to your cellular structure. This damage
is (IC rating)L, and is rolled against every time you
take damage from IC, or get dumped by it in any
way. No pools of any kind assist, sorry. Program
carriers have the unpleasant side-effect of fragging up
your nervous system, so if you totally fumble the
Body test (rolling all 1s), you lose 1 point off your
Reaction immediately. At your GM's option, this loss
may be either permanent, or last for 1D6 weeks.

RECOILLESSRIFLES

Among of the most enduring infantry support
weapons, recoilless rifles’ most important feature is
that they are light and easily portable. The main
disadvantage is the backblast, which can fry anyone
standing behind the weapon.

For the two types of recoilless rifles (light and
heavy) introduced in this book, the following ranges
in meters are used:

Short Medium Long Extreme
Light 1050 51-200 201-500  501-1,000
Heavy 10-75 76-300 301-750  751-1,500
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Both have a minimum range of 10 meters,
because the grenades fired from the recoilless rifles
dont actudly arm until they have traveled this
disance. The grenades, like mini-grenades, can be
modified to explode a less than this range, but thisis
not recommended for those who aspire old age.
Therésagood chance you will end up insgde the blast
radius

Fring a recailless rifle requires Gunnery skill.
Multi-shot recailless rifles do not suffer any recoil
pendties(if they did, they wouldn't be recoilless).

Recoilless rifles cannot be mounted indde a
vehidle, as this would mean the backblast is dso
contained within the vehide, which is not to
comfortable for the people indde. A recailless rifle
can be mounted on a pintle or smilar mounting on
the outsde of avehicle, however.

REMOTE SENSORS

Included in the Equipment section are a number
of remote sensors. Though primarily for military and
mercenary use, such devices can be of use to the
average shedowrunner. Remote sensors can range
from the Smpletrip wire attached to abeer can full of
stones to the esoteric seismic sensors that literaly
ligen for enemy footdeps. Motion sensors have a
great advantage over direct visud observation
because the observer does not have to expose himsdlf
to detect a target. Their disadvantege is that they
require the observer to interpret the sensor Sgnd. A
man walking through a fiedld can have a sgnaure
very dmilar to a cow doing the same thing.
Midnterpreting the dgnd can sometimes be
humorous or disastrous.

Remote sensors ae normaly  used  for
survelllance around a defensive perimeter or to
augment the inteligence-gathering activities of a
scout or reconnaissance unit. Passve fidd sensors,
such as motion and heat sensors, are epecidly good
for thislatter task. For shadowrunner operaions, such
ensors can be used to track movements of intended
targets, or for observation prior to the actud grike.

General GameRules

Well say it outright, the rules here were adapted
from the ones in the BattleTech sourcebook
Technical Readout 3026. This is dso where the
sensorsin the Equipment chapter came from.

Mog remote sensors detect one form of target
dgnature, whether it be motion, hesat, ground
vibrations, radar profile, and so on. A dngle
monitoring station can monitor a large humber of

different sensors, depending upon their type and the
sysem’s cagpabilities. Conversdy, the sensors might
feed directly into atelecommunications system.

The actud detection is a two-gtep process. Firg,
the gamemeadter rolls a number of dice equd to the
SNor's raing once a target gets into range. For a
tripwire sensor, for ingance, this is when a target
walks across the wire. The Target Number for this
test is indicated in the sensor's description. At least
one success must be scored for the sensor to detect
anything. If no successes are rolled, the sensor does
not give any information. This test should be secretly
made by the gamemeagter, who should only tell the
player monitoring the sensor that something has been
detected only when the sensor makes a succesful roll.

The sensor may make this test multiple times for
each target, but if the firgt test is unsuccesful, it may
only roll another test when the Target Number drops.
If the Target Number increases, no additiona test is
alowed until the Target Number drops to below the
origina one.

An operator mugt then correctly interpret the
dgnd sent to the detion. For example, a motion
sensor will regigter any motion within aset number of
meters, but cannot differentiate between a raccoon
looking for a meal and a man snesking up on the
postion. Before the operator can get any useful
information, he must interpret the signd.

To determine whether the operator correctly
interpreted the signd, the player makes a ill test
againg the same Target Number as that used for the
sensor. The skill used for thistest is the Specid Skill
of Sensor Interpretation. In place of this skill,
Intelligence can be used, but a a +4 pendty to the
Target Number. If the roll succeeds, the gamemadter
should tell the character generdly what caused the
sensor to go off, if gppropriate to the sensor
(*humanoid crawling through the grass” or “some
animal scurrying about”). If the roll fails, the player
gets either no information or a false reading. It could
be very well possible for some of the more human-
like critters to give human-like signals on a sensor
system (players pay attention!).

To keep the players on their toes, the gamemaster
should mix some innocent contacts with the more
dangerous ones.

It is also possible to use a computerized inter-
preter to read the sensors' information and decide on
whether or not a threat exists. Such programs run on
any computer that is linked to the sensor system, and
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roll 1 diefor every rating point they have. In place of
acharacter meking askill test, the programrollsone.

Because of their sophidication, Sensor Inter-
pretetion programs are large in Sze and have a high
price tag. These programs typicdly have a size of
(reting X rating x 2) megapulses, while availahility,
cost and dreet index figures are as for a cyberdeck
utility of the same rating. See page 262 of Shadow-
run, Second Edition. It is possble for characters to
write such a program in the same way as they would
write a cyberdeck program of the same sze and
rating; see page 40 of Virtual Realities.

In ether case, whether there is a (meta)human
operator or a computer-controlled interpretation
program, only one interpretation roll is alowed for
each target.

Decking Into The System

Since the sensors can be connected to a centra
computer system, it is possible to use a cyberdeck to
penetrate this system. The decker attempting this will
need access a some point, usudly into one of the
sensors. The gamemedter decides how secure the
sysem is, but independant, inthefield systems will
generdly be of low to moderate security; systems
connected to larger Matrix networkswill generdly be
of the same security level as the rest of the system.
Refer to page 13 of Virtual Redlities for more on
system security leves.

When decking into a sensor network, each of the
system’s componentsis a node, as can be seen on the
table below:

SENSOR NETWORK NODES
Component Node

|  Centra computer CPU

| Datacollector SPU or Daa
line dunction

| Datastorage (from sensors) Datastore

|  Sensor SaveModule

The nodes are usudly not sculptured, but adhere
to Universal Matrix Specifications. Sculpting such a
temporary system would be ludicrous in cost and
work required, anyway. Typicd sensor networks are
not connected to the Matrix because there is no need
to, dl databeing handled on-ste.

Unless the network operators are very paranoid,
what little IC is present will most often be Access,
with Scramble protecting the datastores.

Hooking ThingsTo Sensors

Normdly, sensors are monitored by a smple
computer and a (meta)human operaor. As men-
tioned, it is possible to use a sophidticated program to
monitor the sensors, but in ether case the response
taken when something is detected can vary.

An automated monitoring station will respond the
way it is programmed; a (meta)human operator will
take any response he or she deems gppropriate, or has
been told to take. Typicad responses for ether can
range from ignoring the signa to putting out a full
dert, or sdting off explosves or other traps (or
possibly other sensors) in the vincinity of the sensor
that reported contact.

R o
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The third possibility is to hook a sensor directly
into an darm sygem or explosve. The typicd
example of something like this is a tripwire atached
to a flare, or to a handgrenade or mine: in the firgt
cae, when the wire is pulled a flare goes up,
illuminating the tripwires area. In the laiter, the
grenade or mine takes out anything that disturbs the
wire. The disadvantage of such practicesis that it is
very well possble to blow up a wandering animdl.
Even though this is not generadly conddered to be
such abig problem, it can give away the presence of
sensor-activated traps to any enemy forces that
happento beinthe area.
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The origind Shadowr un rules have two archetypesthat were not included in the second edition of the rules. Maybe
they're in the booklet included with the GM screen, | don't know because I've never seen that one up close, but what the
hell...following are those two archetypes (the Burned-Out Mage and the Rocker), upd&Réd Elus, Mr. Brett and |
designed an archetype we decided to call the Cyber Ninja. Just a little side-note: not everything these characters carry comes
from the basi&RII rulebook. Some things are from tBeimoire |1, Shadowbeat, Shadowtech, and theStreet Samurai

Catalog.

—Gurth

BURNED-OUT MAGE

Gy  SEE

‘Dont listen to all that crap about a mage being or
top of the world. It's a con, a slick, a come-on...a lie
Casting spells is surely a kick, but it doesn't last a lifetime.
Even if you don't ever get hurt or run the shadows, you
can't toss fireballs for-ever. Age'll get you if nothing else
does. You'l be left howling for the touch of the power,
knowing that to call it again will kill you.

‘So what do you do? You take a good, long look at
the writing on the wall, my friend. Like | have. The
Magic may work well for a kid, but nobody staysigg.

Sooner or later, you have to face the fact that bodies wear

out. But that's not the end, you know. They can rebuil
you now. Make you stronger, faster, better. You may nat
be able to toss a fireball, but who needs a fireball when
you can pack an HK227 SMG?

—by the folks at FASA

‘I may not be throwing fireballs anymore, but me and
my litte HK familiar can conjure you quite a bit of
effective magic.’

Commentary: The Burned-Out Mage has become
disillusioned with the path common to those capable of
utilizing the magical energies. He has bartered his
magical capability away in favor of technological
enhancements. The trade has left him bitter and cynical,
at least outwardly.

Attributes ills
Body: 3 Conjuring: 4
Quickness: 2 (3) Etiquette (Corporae): 2
Strength: 3 (4) Etiquette (Street): 2
Charigma 1 Fireems 3
Intelligence: 4 Magicd Theory: 4
Willpower: 4 Sorcery: 5
Essence 14 Sedth: 2
Magic: 1 Unarmed Combat: 2
Reection: 3(5)
Initiative Cyberware
5+2D6 Cybereyeswith
DicePools Thermographic
Combeat: 5 Muscle Replacement (1)
Magic: 5 Skillsoft (Fichetti 500: 3)
Contacts Skillwires (3)
Choose (2) Contacts Smartlink
Gear Wired Reflexes (1)

DocWagon™ Contract (Gold)

Fichetti 500 Pistol (with External Smartlink)
Lined Coat

(2) Specific Spell Foci (1 point eachoose spell)
(1) Trauma Patch

Spdls
Analyze Device: 4

Analyze Truth: 5
Armor: 4
Clairvoyance: 5
Heal: 5
Hibernate: 3
Invisibility: 4
Magic Fingers: 5
Mana Bolt: 5
Mind Probe: 5
Sleep: 5
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Sarting Cash
16,610¥% + 3D6x1000¥
Notes
The Burned-Out Mage has the following geasa:
Domain (choose domain), Gesture
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CYBER NINJA

‘Yes, | am traditional in background, but don't
mistake me for a melancholistic fool. Modern technology
is amazing, and | am intent on using it to my full

advantage, as you can see from my cyberware. That|is

what gives me my edge over my more traditionally-
oriented counterparts who tend to stick with ancient
methods. They fail to see that, to survive, you needs {o

use every edge you can get. They do not understand that
facing one of the street samurai that stalk modern sprawls

will leave one of them dead — and that will not be the
one with the best traditional martial arts style. Sometimes,
you simply need muscle more than you need gracioys
movements.

‘Ah, | can see in your eyes that you now mistakenly

believe me to be a common samurai. | am neither a triie
street samurai nor a true ninja: instead, | combine the best

of both. My ninja skills, together with my sensory
enhancements, allow me to move swiftly and silently
through the shadows, while those same ninja skills
combined with my samurai-like enhancements allow me
to strike swifter and harder than any before me. And thgn
disappear without a trace.’

Commentary: The modern ninja, though he tries to
deny his heritage, is still traditional at heart. He is righ

when he says he is better able than his predecessors, [but

his training is what makes him a true ninja: a hired

assassin able to elminate any target. He does shadowrlrns
I

mainly because they offer him a chance to hone his ski
in a time when true ninja work is hard to come by.

S

Attributes Skills
Body: 3 (5) Armed Combat: 6 (7)
Quickness 4(7) Athletics 6 (7)
Strength: 5 (8) Etiquette (Corporate): 2
Charigma 2 Etiquette (Street): 5
Intelligence: 3 Firearms 4 (5)
Willpower: 3 Leadership: 1
Essence 1.45 Projectile Wegpons: 3
@
Reection: 4 (6) Sedth: 4(5)
Initiative Throwing: 3 (4)
6+2D6 Unarmed Combet: 6 (7)
Dice Pools
Combet: 6
Bioware
Enhanced Articulaion
Musde Augmentation (3)
Synthacardium (1)

—by Mr. Brett & Gurth

Cyberware

Boosted Reflexes (1)

Cyberearswith Damper, Hearing Amplification and Sdect
Sound Filter (3)

Cybereyeswith Hare Compensation, Low-Light and
Thermographic

Olfactory Boogter (4)

Retractable Spur (Dikoted)

Smartlink

Titanium Bone Lacing

Contacts
Choose (2) Contacts
Gear
AresPredator 11 (with 5 clips Explosive anmo and 3 clips
Regular anmo)
Compound Bow System (Strength Minimum 8, with Bow
Accesory Mount, Externd Smartlink, and 10 Arrows)
(2) ConcedableHolsters
Handset Unit Telephone
Ingram Smartgun 20t (with Improved GasVent (4) and 7
dips Explosive anmo)
Katana (Dikoted)
Medium Security Armor
Moncfilament Whip
Ordinary Clothing
Secure Jacket
Secure Long Coat
Security Hmet
(3) Throwing Knives
Sarting Cash
1,764% + 3D6x1000¥%
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‘Look, this shadow business ain't really my scene|
The spot-light's where it lives for me. Out in the glare and
the heat and the roar of the crowd. It's the wiz, chummefr.
When I'm on stage no one can touch me or bring e
down. No one. It's the best high. There ain't nothing else
to live for.

‘I may not be on the charts yet, but it's only a mattef
of time. Did you know that Concrete Dreams played her|
before they were any-body? They didn't even headling.
But now it's my turn. Top bill and screaming neon.
Launch code for the ride to the stars, chummer. Laungh
code for the stars.

‘Hey, | know the scene around here. | know the life

[

You get only one chance. So tell me your gig and let's sg¢e

if we can jam. Shoot, chummer. If you sing sweelf
enough, | might even play along for the kick.’
Commentary: The rocker is not a professional
adventurer, but is always seeking for a new thrill. Maybg¢
she's looking for experiences to fuel her music or mayh
she just wants an adrenalin rush. Though not

D @ P

professional musician, she's got what it takes. She carpe

up from the streets the hard way and is determined not {to
go back.

—by the folks at FASA

Attributes ills
Body: 5 Armed Combet: 3
Quickness: 5 Bike 2
Strength: 4 Etiquette (Media): 3
Chaisma 6 Etiquette (Strest): 5
Intelligence: 4 Firearms 2
Willpower: 6 Unarmed Combat: 2
Essence 5.3 Special Xills
Reection: 4 Guitar: 6

Initiative Musicd Composition: 3
4+1D6 Singing: 4

Dice Poadls
Combat: 7

Cyberware

Datgack

Synthlink Interface
Contacts

Choose (3) Contacts
Gear

Fine Electric Guitar

Hal Amplifiers

Hall Speskers

Knife

Low Lifestyle

Studded Synth-Leather Jacket

Throwing Knife

YamahaRepier
Sarting Cash

6,100¥ + 3D6x1000¥

Notes
Cosmetic surgery to suit chosen image
Rocker status: Opener
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DWARF FORTUNETELLER

—by Gurth

“The future is never certain, my friend. Things
happen very quickly, and before you know it, they drag
you under. But come to me, and | will read your future
for you. Believe it or not, my predictions always come|
true. Usually.”

QUOTES

“The cards never lie.”

“l didn't give you a written guarantee now did 1?”

“| told you! But does anyone ever listen to me?”
COMMENTARY

Maybe her talent is real, maybe it's a hoax, but
somehow the dwarf fortuneteller manages to predict th
future with an uncanning degree of accuracy.

D

ATTRIBUTES XKILLS
Body: 4 Etiquette (Strect): 4
Quickness 2 Magicd Theory: 2
Strength: 4 Special SKills
Chaisma 5 Acting: 3
Intelligence: 4 Asdrology: 5
Willpower: 5
Essence 6
Magic: 6
Reaction: 3

Professond Raing: 1-2

—by Gurth

“l get to see loads of your kind, you know?
Bleeding all over the fragging place, wired so high they
don't even feel the pain. And somehow they stay alive.”

QUOTES

“Just sit down over there until it's your turn.”

“Hmm? That's just a scratch. You ain't gonna dig
yet, chummer.”

“Now this is gonna sting a bit...”
COMMENTARY

The nurse works in a hospital —either corp-run o
public— and gets to see a lot of suffering as part of her
daily job. She's used to that now, and treats it just as
indifferently as she treats the patients.

ATTRIBUTES XKILLS
Body: 2 Biologicd Sciences 2
Quickness: 4 Biotech: 4
Strength: 3 Etiquette (Corporate): 3
Chaisma 3 Etiquette (Strest): 3
Intdligence 4 Psychology: 2
Willpower: 5 Unarmed Combat: 1
Essence 59
Reaction: 4

CYBERWARE GEAR
Dagack (1) Medkit

Professond Rating: 1-2

SUPERHERO

—by Gurth

“Saving the world from evil is what | do. | don't
care how, but until my fellow humans and metahumans
are safe, | will be needed everywhere. | really wish |
could split myself into two sometimes...”

QUOTES

“Out of the way! Letrne handle this!”

“Phone booth! Phone booth! Why can you never
find a phone booth when you need one?!”

“Don't fear, my fellow beings! Rescue is near!”

COMMENTARY

Living among the masses in everyday life, the
superhero steps into the light when he hears the scream of
innocents under threat. He is society's only hope against
the evil masterminds threatening the whole of civilization
as we know it.

Either that or he's just a basket case in a tight suit.

ATTRIBUTES XKILLS
Body: 5 Etiquette (Media): 2
Quickness 6 (7) Unarmed Combat: 3
Strength: 6 (7) Special SKills
Chaisma 4 Acting: 2
Inteligence: 6 Know Ancient Comics.
8
Willpower: 5 Know Trideo Shows 8
Essence 6
Magic: 6
Reaction: 6

PHYSICAL ADEPT ABILITIES
Improved Physica Attributes (+1 Quickness, +1 Strength)
Increased Reflexes +1D6
Killing Hands (S)

Insanity Level (sseNAGEEL): D

Professond Raing: 3-4
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