Character Building

	Race
	Cost
	
	Resources
	Cost

	Human
	0
	
	Nothing – SQUART
	0

	Dwarf 
	5
	
	1,000
	1

	· Menehune
	
	
	5,000
	5

	· Koborokuru
	
	
	20,000
	10

	· Gnomes
	
	
	90,000
	15

	Orc
	5
	
	200,000
	20

	· Hobgoblin
	
	
	400,000
	25

	· Oni
	
	
	650,000
	30

	· Ogre
	
	
	1,000,000
	35

	· Satyr
	
	
	
	

	Troll
	10
	
	Contacts
	Cost

	· Giant
	
	
	Level 1
	2

	· Cyclops
	
	
	Level 2
	5

	· Fomori
	
	
	Level 3
	10

	· Minotaurs
	
	
	
	

	Elf
	10
	
	Magic
	Cost

	· Dark Elf
	
	
	Full Mage/Shaman
	25

	· Wakymabi
	
	
	Aspected
	20

	· Dryads
	
	
	Adapt
	15

	Shapeshifter
	+25
	
	
	

	
	
	
	Skills
	Cost

	· Otaku
	+30
	
	1 point
	1

	· Ghoul
	+10
	
	
	

	
	
	
	Attribute
	Cost

	
	
	
	1 point
	2

	
	
	
	
	

	
	
	
	Karma
	Cost

	
	
	
	1 point
	3


Contacts 

	Level
	Description
	Upkeep

	1
	Acquaintance 
	500

	2
	Good Friend, Brother in Law
	3000

	3
	Best Buddy, Life Time companion
	7000


Flaws

Character Point Bonus

FLAWS
Moderate
Severe

Absent Minded

Allergies
3
8

Amnesia

Background Troubles

Bad with Tongues                        4                          —

Bad Tempered
6
—

Berserk                                         8                           —

Blatant Magic

Bruise Easily
8
—

Clumsy
4
8

Colorblind
3
—

Combat Paralysis

Compulsive Honesty
8
—

Cowardice
7
15

Curiosity

Deep Sleeper
7
—

Dependence                                  8                           18

Dependent NPC                           10                          —

Disfigured                                     4                           9

Easy Target                                   6
12

Eerie Presence

Fanaticism
8
—

Favors

Gullible
4
11

Greed
4
10

Heart of  Stone
4
—

Hidden Past

Hunted

Irritating Personality
6
—

Lazy
7
—

Magical Susceptibility
8
—

Offensive to Animals
4
8

Powerful Enemy
10
—

Phobia: Crowds
4
10

Phobia: Darkness
5
11

Phobia: Enclosed Spaces
5
11

Phobia: Heights
5
10

Phobia: Magic
8
14

Phobia: Monster 

  (specific)
4
9

Phobia: Snakes
5
10

Phobia: Spiders
5
10

Phobia: Undead
8
14

Phobia: Water
6
12

Physical Limitation
8
—

Slow
6
10

Slow Learner
8
15

Tongue‑tied
6
—

Trouble Magnet

Unknown Item

Unlucky
8
—

Wierdness Magnet

Flaw Descriptions  Allergies: This disadvantage is typically a hay fever problem, where the character is subject to sneezing outdoors. The actual campaign environment makes a great deal of difference—in winter settings, this isn’t much of a problem, for example. The DM should be careful to create some settings where the character’s allergies are in fact a disadvantage. 


The game effects of allergies can come up in several ways. A Wisdom/Willpower check can be called upon to stifle a sneeze when the character’s party is setting up an ambush along a forest trail. If the character suffers from severe allergies, his Strength/Stamina score and Constitution/Health scores must be reduced by 1–6 points when the pollen count is high.


Other allergies can be created. A character who is allergic to mold, for example, might suffer these same effects when in a damp, underground location. As well, he might suffer double damage from mold‑based attacks. An allergy to bee stings or to certain types of food or animals are less likely to affect the game, but the DM could offer to negotiate a lower character point bonus for the character who has a lesser allergy as a disadvantage.


Bad Tempered: This character has difficulties with the niceties of social interaction, and is quick to take insult at any number of slights—real or imagined. The DM should require the player to make Wisdom/Willpower checks when the character is given some cause to be insulted. If the check fails, the character is likely to shoot off his mouth in a rude fashion. (Usually, the bad temper will not cause the character to attack others, and certainly not with weapons). However, it is not inconceivable that the character’s remarks will insult the NPC to the point where combat results. More often, however, the character’s bad temper will cause a nonviolent situation—negotiations with a merchant are broken off, a nobleman who was thinking of hiring the PCs changes his mind, or a guardsman denies the party entrance to a city or castle. Dwarves receive 1 extra character point when they choose this disadvantage.

      Bad With Tongues: Despite the character’s resolve to the contrary, mastery of any language besides their own is impossible.  The character must pay an additional character point per rank purchased, and any check made against their skill are at –2.  Even the successful attempts that do not fall within exceptional results are bound to be poorly understood and on lesser successes or failures can be completely opposite their intended meaning.

Bruise Easily: This disadvantage can be a real drawback for a character who spends a lot of time in harm’s way. Every time the character suffers damage from a blunt weapon, or a mishap such as a fall, he suffers 1 extra point of damage for each die of damage rolled. This damage is not as long‑lasting as normal damage, recovering at a rate of 1 hit point per turn after the fight. However, if a character’s hit points are reduced to zero, and some of the points of damage are bruise damage, he is rendered unconscious but not dead—much like the damage inflicted by punching.


Clumsy: The character with this disadvantage has the unfortunate habit of dropping things, tripping, or knocking things over at inopportune times. The DM will occasionally require the character to make a Dexterity check. Failure means the character loses his grip, stumbles, or trips. The check can be required as often as the DM desires, though as a general rule two or three times a gaming session probably will be adequate.


Colorblind: This relatively innocuous disadvantage means that the character cannot distinguish colors. For game purposes, he sees things in black, white, and shades of gray.


Compulsive Honesty: The character with this disadvantage cannot tell a lie and cannot behave in a deceitful fashion. He tends to be blunt rather than tactful, even if this means insulting someone who he and his companions are trying to impress.


The character could participate in a deception—but only if it is a matter of life and death. Even then, the character must make a Wisdom/Willpower check every time he is called upon to speak a falsehood or to act out a role in front of witnesses. Failure of the role means that the character shrugs and comes clean—”You’re right, my lord. I’m not here in the marketplace to shop for rugs, but to steal the plans for the castle’s defenses.”


Cowardice: This is a hefty disadvantage for an adventuring character. The character might want to be brave and to fight heroically, but an inner voice of caution constantly suggests the merits of flight or concealment. Halflings receive 1 extra character point when they choose this disadvantage.


When a violent encounter begins, the character must pass a Wisdom/Willpower check to overcome his cowardice. The roll is 1/2 the character’s Wisdom/Willpower if this is a severe disadvantage. If the check is successful, the character can behave in any fashion for the duration of the encounter. If the check fails, however, the character will seek to leave, to hide behind friends, or to otherwise cravenly attempt to avoid the fight.


The character is allowed to make another Wisdom/Willpower check each subsequent round during the encounter. He flees or hides as long as he fails, but as soon as he passes the check he can perform normally—and is exempt from any further checks. (Of course, if he tried to hide behind his friends, a second violent encounter might occur immediately after the first is resolved!)

      Dependence: Characters suffering from this flaw rely upon a certain substance, item, or ritual for their very health/life.  The dependence is unusual and dependent upon the severity very persistent.  Players may not choose a dependence to abundant materials,  unless the frequency and its consequences counter weight the ease of satiating the dependency.  With mild cases at least once per day the character must meet their needs or begin withdrawal.

      Withdrawal consists of a constitution check immediately at the end of the allotted period.  The following checks proceeding in a decaying manner at ½ the last interval (ie. Rastlin has a severe dependence on his herbal tea, and must drink it every eight hours, however;  he  has run out of the herbs a must make a check, the following check will be 4 hours, then 2, then 1 hour, then 30 minutes,ect..) .  Each failed check drops the characters constitution 1 point (points lost in this manner may be gained back only by one day of complete rest per point lost).  Severe cases of dependency are often more frequent, more damaging, or more likely to cause lasting debilitation. No mater what level of severity the Character cannot last more than (con*interval) before suffering lost in constitution, no matter how successful the constitution checks.

      Dependent NPC: Another character relies upon the Player’s character for their livelihood be it a elderly grandmother who needs constant care, a sibling that the character must look out for after the death of their parents, or even a young prince who’s life and education are the responsibility of the character.  This relationship is almost completely one sided and a great burden for an adventurer to bear.  A character that must tend to his aging grandmother may never be able to leave her side for more than a day, and certainly she could not travel.  

    Outside of the financial drain on the character, the NPC’s presence limits the scope of operations for the whole party, and often includes a emotional burden.  If the NPC comes to harm the character must face grave consequences.   If it were a young prince put in his charge the King might strip the character of any titles and holdings, exiled from the monarch’s lands, and a large bounty placed upon the character’s head.  Alternately if the NPC was the character’s orphaned sibling their coming to harm may cause the character to become enraged and go into a berserker frenzy or remove the character from battle just when his companions need him/her most.


Deep Sleeper: The character with this disadvantage will only awaken when disturbed by a very loud noise, or by physical prodding, shaking, etc. When the character does wake up, it will take 1–6 rounds before he is capable of any action other than groggily sitting up and trying to figure out what’s going on.

     Disfigured: The character has an obvious disfigurement that doesn't impair them in any way but socially. Disfigurement reduces your Charisma by 2 in all situations where appropriate. 

    Severe disfigurement reduces the characters charisma by 4 in all situations where appropriate, and most people will move away from you if they see you. 

      Easy Taret:  Although the character may be possessing of great charisma, for some reason they are the one that gets picked on first.  Thieves, beggars, con-men all see an easy mark that just can’t be missed thieves gain +4 when picking pockets.  In combat creatures fighting against the character and his party gain morale at the character’s sight.  


Fanaticism: This can be a substantial disadvantage for a character, though it requires a significant role‑playing commitment on the part of the player. The fanaticism can be dedication to a particular cult, religion, or god, or it can be more worldly‑based, in the sense of overwhelming loyalty to a state, to a military presence, or to a particular leader. 


Whatever their sources, the different types of fanaticism have several things in common. If a certain code of behavior is called for by the belief, then the character must conform to that behavior—even if it conflicts with the immediate goals of the PC and his companions. While fanaticism is not necessarily evil, it may certainly become tiresome to those who do not share the fanatic’s beliefs.


Greed: A character with this disadvantage is compelled to seek riches by whatever means possible. His greed will interfere with the sharing of expedition spoils, and may cause the character to alienate powerful NPCs who would otherwise be inclined to help.


Alternately, a character with this disadvantage can be described as greedy for power. In this case, he will seek to control others by persuasion, threats, and even force. He will seek to amass as many henchmen as possible, and he will not hesitate to employ these agents to add to his base of power. Dwarves receive 1 extra character point when they choose this disadvantage.

      Gullible: Any misdirection is subject to a check to see if the character believes it.  The character may be very intelligent just they have an exceptional open mind and are willing to immediately shift their beliefs to see another point of view.  Perception/Alertness test are effected with a –2 as the character is  usually pondering some comment or recent gossip.  Trademark roleplaying aspects of a character that is gullible are passing along any gossip to “warn others,” being extremely superstitious, and sometimes being paranoid as a way to outwardly hide their gullibility.  “Well, well I know that not true – your just trying to make me look stupid, there’s to Tarrasque behind me!” (Will then cough or stretch to get a glimpse of what is behind them.)

      Heart of Stone:  The character suffers from emotional detachment and comes across cold, and unfeeling. This is largely a role-playing flaw based on the premise of no empathy, or an overwhelming sense of pragmatism.  NPC’s find the character stand offish or aloof.  The character is penalized –2 on all reactions which apply.  


Irritating Personality: This disadvantage can make it difficult for the character to obtain cooperation and aid from others. During encounters with NPCs, the DM should require the character to make a Wisdom/Willpower check to resist the effects of the disadvantage. A failed check means the irritating aspects of the PC’s personality rise to the surface.


It is best to role‑play the specifics of the character’s behavior—is a fighter exceptionally critical, does a wizard laugh at inappropriate times, or does a thief behave in a very uncouth fashion? The player is free to devise the irritating elements of the character’s persona, and if encounters are role‑played the disadvantage will take care of itself. 


Lazy: A lazy character will never do any more work than is absolutely necessary. He will rely on his companions to do things such as build campfires, cook, and keep watch through the night. The character will generally neglect details of preparedness in favor of catching a few minutes more sleep. However, if he really wants to do something that does not have a clear and urgent need (digging a trench around a camp in case an attack is made against them, for example) the character can roll a Wisdom/Willpower check. A –4 modifier applies to the character’s Willpower score, however, and failure of the check means that the character decides the time could be better used by catching a little shut‑eye—or at least by lying in the shade somewhere.

       Magic Susceptibility: A truly mixed bag in a Flaw, magical effects and spells are much more effective against the character.  Spells affecting the character gain +1 to any die, and the character has a –2 saving throw against any such spells.  This effects both harmful as well as helpful spells, therefore; a magic missile might be 1d4+2, but cure light wounds is d8+1.  This may or may not result in an aversion to magic. 

      Offensive to Animals: Something about the character raises the ire of common animals. Birds sound the alarm, rabbits and deer freeze or run away, a forest trail turns deadly still around the character as all animals have fled from the character.  Riding horseback for the character or his companions while he is around is a lost cause.  All animals react as if 1 slot closer to "Hostile" on the Reaction table. Attempts to befriend these animals are at -4 steps, although attempts to control them through intimidation are at +1 step. Beastmasters gain double points for this Flaw.  Extreme cases lead the character into situations in which animals feel cornered when around them and are likely to attack

Phobias: A character who is consistently afraid of one particular thing (or category of things) can have a real problem while adventuring. The phobia disadvantages are worth varying degrees of character points, based on the frequency of encountering that which the character fears, and whether the player chooses a disadvantage that is moderate or severe.


The effects are generally the same. If the character is threatened by a violent encounter with the object of the phobia, he must roll a Wisdom/Willpower check (1/2 Wisdom/Willpower, if the phobia is severe). If successful, the character can function normally, but if the check fails he must flee or otherwise seek to avoid the encounter for 1–6 rounds. After this time, check again, and continue to do so each 1–6 rounds until a check succeeds.


The DM can modify the Willpower checks for phobic characters. Someone who hates enclosed places but is being pursued by a dragon, for example, might overcome the phobia in favor of saving his life—perhaps gaining a +5 modifier to the phobia check. 


Phobia—Crowds: The character becomes panicked when surrounded by people, demihumans, humanoids, etc. Shopping in marketplaces, dining at massive feasts, and celebrating at festivals are all problems. The character must make a successful Wisdom/Willpower check to enter such a setting. If a crowd gathers, the character must check as soon as the DM judges that the PC is in the midst of a throng. If the character fails the Willpower check, he will seek a private nook or cranny to get out of sight, or try to leave the premises altogether. Even if he passes, the success only lasts 2–12 turns—then the character must make another check.


Phobia—Darkness: A real drawback for a dungeon crawler, this disadvantage compels a character find or create, some source of light when surrounded by utter darkness. The character will be reluctant to enter darkened settings, only doing so after a successful Wisdom/Willpower check. He can repeat the check every 1–6 turns, if necessary, perhaps modified by persuasion or cajolery by comrades. The check is not necessary if some light is present, though the character still will be nervous and uncomfortable in a role‑playing sense.


If the character passes the check, he can force himself to enter the darkness. He also must check if suddenly immersed in darkness—for example, if the party’s torches are suddenly doused within the dungeon. Failure of this check can result in the character fleeing headlong down a corridor or freezing, terrified, in place (clinging to a subterranean cliff, perhaps). If circumstances do not dictate one or the other, flip a coin to determine which reaction the character suffers.


Phobia—Enclosed Spaces: This has effects similar to the darkness phobia, though of course the presence of light is immaterial—this phobia can strike in a lighted room or in a narrow, winding tunnel. In general, when the ceiling is no more than two feet overhead, and the walls are within two feet of the character’s outstretched hands, he’ll have trouble. As with the fear of darkness, the character must check Wisdom/Willpower before entering an enclosed area.


Phobia—Heights: This character has difficulty climbing ladders and ropes, perching on walls, and negotiating steep, cliff‑side trails. He will be eager to look for another way around if such a climb is called for, but if he makes a successful Wisdom/Willpower check he can overcome his fear. If the check fails, however, the character will do everything possible to avoid the climb. Another check is allowed 2–12 turns later.


Phobia—Magic: The character with this fear is nervous about all things magical—spells, creatures, and items. Although he may wear and use magical items that do not have visible effects (including magical weapons and armor, rings of protection, and the like), he will not ingest potions, wear a ring of invisibility, or learn or cast spells.


If attacked by a magic‑wielder using a spell with visible effects, the character must make a Wisdom/Willpower check or flee as described in the introduction to the phobia section. The appearance of a magical creature, such as a genie, lycanthrope, or undead, will also force this check.


Phobia—Monster: The player and DM must agree upon a specific monster the character fears. It must be a not‑infrequently encountered creature in the campaign world—perhaps goblins, orcs, ogres, trolls, giants, etc. When the character encounters the feared monster, a check as described above is required.


Phobia—Snakes: This is similar to the monster phobia, except that it relates to all sorts of snakes and worms. It includes creatures, such as medusae, which have snakelike parts.


Phobia—Spiders: Like the monster phobia, this character has a problem with arachnids of all shapes and sizes, naturally including the monstrous varieties. Additionally, this character must make a Wisdom/Willpower check with a –4 modifier if ensnared in a web spell. Failure means the character panics to such an extent that he enwraps himself in the web for the maximum duration of the spell’s effect.


Phobia—Undead: As with the other specific creature phobias, this fear requires a Wisdom/Willpower check at the beginning of an encounter. Further, the character must pass a check before he can enter a location where he reasonably expects undead to be. This latter check can be repeated at 2–12 turn intervals, if necessary.


Phobia—Water: This character cannot have a swimming proficiency. He fears boats and narrow footbridges, and he will not be compelled to enter water that is much deeper than his waist.


Powerful Enemy: A powerful enemy is a disadvantage that must be incorporated into the background and story of a campaign—obviously, with a lot of input from the DM. A character with a powerful enemy acquired that bitter foe before the start of the campaign. The enemy can be a monster, or perhaps a high level wizard or cleric, or it can be a nobleman, demihuman ruler, or perhaps a bandit chieftain. The reason for this vendetta should be defined by the DM, and can go back even to before the character’s birth—a family feud, for example, or a need to remove the last heir to a line.


Whatever the enemy’s nature, it must be powerful and pervasive enough to affect the character wherever he goes in the campaign. While this does not mean that the PC’s life is one long chase scene, he will need to keep a wary eye over his shoulder. The enemy will routinely send agents after the character. Also, the enemy should have good conduits of information, being able to keep general tabs on the PC in city, town, and perhaps even wilderness environments.

      Slow:  You're pretty damn slow. The character moves at 2/3 their normal rate and adds +2 to their reaction adjustment

      Slow Learner: The character learns more slowly than others, although they may be extremely smart. Double all training times for all Skills, Talents, Disciplines.  Extreme cases require the character to use an additional character point per rank attained in addition to doubling the time required to learn.


Tongue‑Tied: This disadvantage crops up when the character tries to discuss important topics with companions and NPCs. The character has the tendency to incorrectly state facts, forget names, and just generally say the wrong thing. The main effect of the disadvantage is to enhance role‑playing, though the DM should modify NPC reaction rolls, typically by –2.

      Unlucky: The character with this disadvantage does not suffer penalties on his die rolls. However, he has the knack for being in the wrong place at the right time. He can be in a city of 10,000 people—and if there’s one person he doesn’t want to see, chances are good that individual is approaching around the next corner. If this character makes a pass at a young woman, she turns out to be the Captain of the Guard’s daughter. And if only one member of the party loses his bedroll in a downpour, the unlucky PC is naturally the one to sleep on the cold, muddy ground. Once per session the DM decides a dice roll and assigns a failure.

Edges and Flaws

[ Attribute | Background | Fate | Magical | Mental | Physical | Skill | Social ]

Attribute

Bonus Attribute Point
Value: +1
A player can gain 1 bonus Attribute Point for his or her character. The bonus Attribute Point can be added to any Attribute except Essence, Reaction or Magic. Bonus Attribute Points cannot raise the Attribute Ratings of characters beyond the racial maximums of the character unless the Exceptional Attribute Edge has also been chosen.

Obviously, this Edge is only worthwhile if 8 points have already been assigned to Attributes on the Priority Table. 

Exceptional Attribute
Value: +2
A player can increase the racial maximum for one of his or her character's Attributes by 1. This Edge can only be selected once per Attribute. 


Background

Background Trouble
Value: -1
Somewhere in your past, you've left problems that could lead to difficulties if ever you go back where you left the trouble. You might have a relatively large organization gunning for you, but insufficiently motivated to chase you to your current location. 

Enemies
Value: -1 to -6
Each point in Enemies is another purchase point for the GM to buy your enemies with. Generally, I will ask you who you think your enemies would be, or how many there are, or such, but you may or may not know who these enemies are when the character is created. 

Favors
Value: -1
Someone did something major for you in the past and you owe them, big time. They can call on you for favors which may be fairly dangerous. 

Hidden Past
Value: -1
Either you're trying to keep your own past secret, or there's something about it you yourself are not aware of. Either way, respectable amounts of trouble may ensue when it's uncovered that you're not just any orphan, you're the illegitimate grandchild of a megacorporate CEO, or you were once a charter member of the Humanis Policlub. 

Hunted
Value: -2,-4 or -6
The character's Enemies aggressively hunt down the character. If the enemy is killed, a new one takes its place, with a starting rank equal to that of the previous enemy when he, she or it died. The life of the Hunted never gets any easier.

2 point Flaw: A rank 3 enemy; or add 1 point to an existing enemy.

3 point Flaw: A rank 4 enemy; or add 2 points to an existing enemy.

4 point Flaw: A rank 5 or 6 enemy; or add 3 points to existing enemies. 

Mysterious 'wares
Value: -3
The character has a mysterious piece of cyberware in his body of which he is unaware. The GM chooses the cuberware, and the character does not become aware of its existance until the GM chooses to reveal it&$151; perhaps by having it kick in at an inconvenient time or to show up on a detecor when the characterr tries to travel or pass unnoticed into a corporate environment.

As soon as the character discovers and eliminates or otherwise neutralizes the 'ware, the GM can replace the Flaw with another Flaw(s) worth an equal number of points. 

Police Record
Value: -6
A character with the Police Record Flaw has fought the law and lost. The character's resulting police record has a number of effects.

First, most of the character's contacts must be street level (corp types don't generally hang with ex-jailbirds). Second, most corporate security departments will have a record of the character's face and cybeware, plus a description of his or her mous operendi. Third, Lone Star has copies of the character's records, names, numbers and so on. LS patrolmen recognize the character and harass him or her on sight. Fourth, the character can never obtain a legal SIN, and has to call his or her parole officer every two days and check in with him once a week. The parole officer knows where the character lives, knows his or her usual contacts, and can legally break down the character's door any time he wants.

If a character's record is expunged or the character successfully ditches his or her past life, the GM may replace the Police Record with Hung Out To Dry, Bad Reputation, or other Flaw(s) of equal point value. 


Fate

Nine Lives
Value: +8 (and GM approval)
You must have earned some very good karma in your last life, because something is taking care of you in this one. You get nine chances at life. Any time that an event occurs that would kill you, fate intervenes. The mechanics of this are up to the game master: they may quietly divert you from a dire fate before it happens and mark off one life, or they may simply allow you to mark off one life and reroll any roll that would kill your character. After eight of these are up, you're on your own. 

Trouble Magnet
Value: -2
Perhaps you were a very evil person in a previous life; you cannot seem to escape the vicissitudes of the world. Gang wars seem to break out around you, and trouble happens in your general vicinity and neighborhood, if it doesn't seek you out directly. If you're in a bad neighborhood, it's gangs and muggers; if you're in a good one, it's intrigue and happenstance occurrences that piss off powerful people. Thugs will cross the street to get in your way. Surviving this kind of trouble may get you a reputation as a badass. 

Weirdness Magnet
Value: -1
Whenever weird shit comes down, it happens in your neighborhood or to you directly. Spirits seem to find you absolutely fascinating for reasons they can't or won't describe, and paranormal animals keep popping up in your neighborhood. You keep getting Elvis shamans as free contacts. Not-quite-sane street people seem to consider you a valuable confidante. 


When multiple characters with Weirdness Magnet or Trouble Magnet group together, sum the number of Flaw points devoted to this magnetism. This is the level of the Flaw that the group has. Thus, three people with Trouble Magnet should regularly run into lethal danger; two with Trouble Magnet and two with Weirdness Magnet will be in similar amounts of trouble, but it will be somewhat less lethal and somewhat more bizarre. 

Magical

These Edges and Flaws will go away if your Essence drops below 1.0. The social penalties associated with that should be an excellent replacement for the Flaws, and the sources of such Flaws might show up rather upset with you that you're no longer connected to them. 

Bad Karma
Value: -5
A character with Bad Karma lives under the weight of some black mark on his or her soul. This bad karma may result from a past transgression or simply the bad luck of being born under the wrong star. Instead of gaining one Karma Pool per every 15 Good Karma, a character with Bad Karma gains one Karma Pool per 20 Good Karma. Also, whereas a standard character has a maximum Karma Pool of 6 (at 75 Total Karma), a character with this Flaw has a maximum Karma Pool of 5 (at 80 Total Karma). 

Blatant Magic
Value: -2
Your magic is always obvious whenever you cast spells, though you may sustain them normally. Perhaps your totemic mask appears at the drop of a hat— often regarded as a good thing by shamans— or glowing signs and sigils appear in the air when you cast your spells. 

Continuous Blatant Magic
Value: -3
Similar to Blatant Magic, but the obviousness of your spells continues if you sustain them. Not cumulative with Blatant Magic. 

Cyclic Magic
Value: +3, +6, -3, -6
You experience a harmonious effect from particular astrological phenomena, whether it be the position of the sun in the sky, the phase of the moon, or the motion of the sun in the zodiac. For every three points of Edge or Flaw, your target numbers for magic are adjusted by 1 for roughly half the time, are adjusted by 2 at the peak of the cycle, and adjusted by 1 the other way at the nadir. (Thus, a person with 3 Edge points in solar cyclic magic might get a -1 bonus during the day, -2 for two minutes at precisely noon, and a +1 penalty for the two minutes surrounding midnight, while a person with annual cyclic magic might get a bonus in the months surrounding winter and a doubled one on Midwinter's Day.) This occurs most often in Hermetic mages, with their ties to astrological cycles, but has also turned up among the Germanic mages who follow the icons. 

Elemental Ties
Value: +2, +4, -2, -4
Hermetic mages only. Your magic resonates strongly with a particular element, in harmony or disharmony. For each two points in the Edge or Flaw, you have a one-point bonus or penalty with respect to dealing with spells and elementals of that particular element. With respect to the metaplanes, it only aids in understanding the geography of that particular plane, and does not help in the usual tests made on Astral Quests. 

Focused Concentration
Value: +2
A magician character with Focused Concentration has naturally sharp concentration and is less easily distracted when sustaining spells. The character recieves a +1 target modifier when casting sustained spells. Additionally, the character can simultaneously sustain a number of spells equal to his or her Intelligence +1. 

Magic Resistance
Value: +1 to +4
For each point spent on Magic Resistance, a character with this Edge recieves 1 additional die for Spell Resistance Tests. However, the character cannot be magically active, and the Magical Resistance Edge works against even beneficial spells such as Heal. 

Magic Sensitivity
Value: +2
You tend to notice when magic is occurring around you. You get a Perception (5) check when within 5 meters of spellcasting, barriers, or other magical presences. 

Magical Talent
Value: variable
Only magically active characters with active Magic Ratings of 1 or higher can purchase any of the Magical Talent Edges listed in the table below. A character whose Magic Rating drops below 1 automatically loses all Magical Talent Edges. 

	PRIVATE
Edge
	Value
	Description

	Spellcasting Talent
	

	The character has the innate ability to cast a single spell. The base Force of the spell equals the character's starting (Magic Attribute-1). The character can raise the Force with spell foci or initiation. If the spell can be cast through ritual sorcery, the character may do so if he or she has the Sorcery Skill. GMs may modify the point cost of the Edge for particularly powerful or weak spell abilities.

	Combat Spells
	4 pts
	

	Detection Spells
	2 pts
	

	Health Spells
	3 pts
	

	Illusion Spells
	3 pts
	

	Manipulation Spells
	4 pts
	

	Summoning Talent
	

	The character can summon one type of spirit— either watchers or a single type of elemental or nature spirit, such as an Earth Elemental or a City Spirit. The character must have Conjuring Skill and use it per standard rules to summon the spirit. Characters with this Edge can only summon 1 spirit at a time.

	Watcher
	3 pts
	

	Spirit/Elemental
	5 pts
	

	Astral Sight
	3 pts
	The character can see into the astral plane through astral perception. However, character cannot astrally project or make active use of any Magical Skills without the appropriate Magic priority allocation. Astrally active characters have all the normal abilities of astral perception and can learn to read auras.




Oracular Ability
Value: +3
Life, for you, is filled with signs and portents; pigeons sitting above a door, clouds in the sky, and reflections in puddles of spilled water stand out to you with significance. Recognizing the meaning of such things requires a Special Skill, Omen Interpretation. Your teammates will quickly learn to duck when you say, “I've got a bad feeling about this.” 

Precognition
Value: +4
You have an uncontrolled ability to catch glimpses of the future. When and how your visions come to you, and what they relate to, are up to the game master, as well as whether they are the future as might-be or will-be. You may have developed some rituals that can occasionally induce such premonitions, such as reading Tarot cards, drinking yourself into a stupor, or meditating with the stereo turned up to 110 dB. 

Visions
Value: +2
Similar to Precognition, but the nature of the visions you experience is usually allegorical, and are always related to your own life. Like Precognition, you may have rituals that increase the probability that you will have visions. The Dream Interpretation Specialization of Psychology may be very useful to you. 


Mental

Absent-Minded
Value: -4
You don't actually forget your Knowledge skills, but details like names, addresses, and the last time you ate continue to escape your mind. In order to remember more than your name and home address, you need to make an Intelligence roll (target number varying with the obviousness and simplicity of the information— remembering your favorite restaurant is a 4, remembering where the meet with the Johnson is requires a 6, and the details of complex plans can be an 8 or 10). 

Amnesia
Value: -2 to -5
A character with Amnesia has lost some or all of his memoriy. The severity of the character's Amnesia is determined by the selected point value of the Flaw. A character with -2 Amnesia cannot recall who is or anything about his past, but retains the use of his skills and abilities. A character with -5 Amnesia has no memory of his past, including the skills and abilities that he has learned. GMs should create character sheets for characters with -5 Amnesia, so that the player does not know his character's abilities, Attributes, and so on until he acts. 

Bravery
Value: +1
Characters with the Bravery Edge are not as easily frightened as most people. The character recieves a -1 targer modifier on test made to resist fear and intimidation, including Fear caused by spells and critter powers. 

Clear Thinker
Value: +1
You have a -2 bonus or others a +2 penalty when attempts are made to confuse, befuddle, lie to, or fast talk you. 

Code of Honor
Value: +1
Unlike most shadowrunners, you possess a very firm code of ethics. (You must define this as part of your character creation, though your character's position on such issues may change over time.) You have little difficulty with most attempts to make you break your code; with respect to stronger temptations, such as torture or mental manipulations, your effective Willpower is two points higher. 

College Education
Value: +2
Will be changed from the Shadowrun Companion to incorporate SR3 rules 

Combat Monster
Value: -1
A character with the Combat Monster Flaw becomes irrationally vicious in combat situations. It takes the character at least 3 Combat Rounds to break away from a fight. The character can make a Willpower (6) Test to shorten this time— each success reduced the period by 1 round, to a minimum of 1 round. Otherwise, the character can break away from a fight sooner only if he kills or disables all his opponents. 

Combat Paralysis
Value: -4
A character with Combat Paralysis tends to "freeze up" in combat situations. On the character's first Initiative roll during any combat, assume the result is the maximum the character can roll with his Initiative dice. This applies to all forms of combat— physical, astral, or cybercombat. The character also recieves a +2 target modifier on Suprise Tests. 

Confused
Value: -1
The world seems to be a very distorted and twisted place, and you are often left confused. Sometimes, things just don't make sense. Mostly, this is a roleplaying Flaw, but you should gain penalties to your target numbers when suffering from overwhelming sensory input, such as in a crowd or loud nightclub. This Flaw can work equally well on brainless thugs who just don't bother making sense of the world and reclusive geniuses who fail to find a pattern in the wealth of information they can perceive. 

Curiosity
Value: -3
Your natural curiosity is strong enough to override your common sense, even if you possess that Edge. To resist the temptation to investigate mysteries, make a Willpower roll. Resisting "I wonder what's in that cabinet?" requires only a 4, but "I'll just peek into the Renraku mainframe— no one will notice!" requires an 8. 

Compulsion, Delusion, Hatred, Intolerance, Obsession, Phobia
Value: -1 to -5
Use the Irrational Thoughts / Allergy table below for comparison of the effects of your particular psychological Flaw.


	PRIVATE
Characteristic
	Value
	Description

	Rare
	0 points
	Rare are very specific things or occurances (like hissing cats, fire elementals, dragons, lightning, etc)

	Uncommon
	-1 point
	Uncommon triggering conditions include weather conditions (storms, high winds), common animals (dogs, cats, bugs, rats) and spirits.

	Common
	-2 points
	Common events are things such as: magic, sunlight, crowds, orks, outdoors, etc.

	Mild
	-1 point
	The character experiances enough emotion to distract him from the task at hand. Apply a +1 target modifier to all tests made while the character experiences the reaction.

	Moderate
	-2 points
	The character's reaction is seriously distracting. Apply a +2 target modifier to all tests made while the character experiences the reaction. Additionally, the character tries to avoid the triggering condition. Directly confronting the condition requires a Willpower (4) Test.

	Severe
	-3 points
	The character strongly reacts (collapses in terror, spasms uncontrollably, violently attacks, etc) to the trigger any time he encounters the triggering condition, unless he makes a Willpower (6) Test. If the test succeeds, the character may act while experiencing the reaction, but he recieves a +3 target modifier to all tests.


Example: Barry, a Trollish Physical Adept, has been on the receiving end of discrimination one too many times. He is Intolerant of injustice, and tends to interfere when a bunch of humans gang up on an Ork, when a bunch of Orks gang up on a human, or when corrupt Lone Star officers begin brutalizing innocents. Such injustice is Uncommon in the world of Shadowrun, and he must make a Willpower (4) roll not to interfere in such troubles; if he fails to interfere, he is at +2 to target numbers as he watches. This is worth 3 points of Flaw. 

Flashbacks
Value: -4
The Flashbacks Flaw causes a character to experience vivid memory-based sensory hallucinations, known as flashbacks. These flashbacks are always triggered by specific stimuli. For example, a character who watched his parents eaten by Hellhounds might experience flashbacks of the tragedy whenever he or she sees a Hellhound.

Any time a character with Flashbacks encounters a potential flashback trigger, he or she must make a Willpower (6) Test. If the test fails, a flashback occurs and incapacitates the character for 1d6 minutes. The character cannot take any useful action during that time.

Characters with the Flashbacks Flaw should confer with their GM to devise an appropriate flashback trigger before beginning play. The trigger condition can be a particular sight, smell, sound, taste, idea, etc. The condition should be something that the character will encounter a few times during a game. If the trigger is too common, the character may end up experiencing flashbacks all the time; if it is too rare, the character may never experience any. 

Impaired Sense Of Direction
Value: -1 or -2
A character with this flaw has difficulty remembering the layout of roads, buildings, etc. and frequently becomes lost if not equipped with a map. The character receives a +1 (or +2, depending on the level of the flaw) to any rolls that involve recollection of a followed path or the location of a given area. Magicians with this flaw may have trouble finding their way back to their body while in astral space, Deckers may have difficulty remembering matrix locations, and Riggers will find themselves frequently asking for directions or relying on their autopilot. Since it is rare the GMs require rolls for recollections in SR, they may wish to introduce the necessity for a simply intelligence test if an individual inflicted with the flaw needs to find their way around. Cyberware such as the orientation system will not cure this flaw as it is rooted in the fundamentals of how the afflicted individual's brain interprets spatial information. 

Impulsive
Value: -2
An Impulsive character tends to jump into dangerous situations without thinking about the possible consequences. When confronted with a dangerous situation, the character must make a successful Willpower (5) Test to avoid blindly jumping into the thick of things. 

Illiterate
Value: -1
An Illiterate character cannot read (any character who grew up on the streets or in an isolated rural area may never have learned). Such characters cannot take most Technical or some Knowledge Skills and must rely on other characters to translate written information for them. Illiterate characters can use computer programs that rely on icons rather than written commands and instructions; however, such characters recieve a +3 target modifier to all computer-related tests. 

Lightning Calculator
Value: +1
You have an exceptional talent for mental arithmetic, and are dangerous at the poker and blackjack tables due to your ability to estimate odds on the fly. Gain -2 to all appropriate target numbers. 

Musical Aptitude
Value: +1
Characters with the Musical Aptitude edge have a keen sense of pitch, rhythm, and other aspects of music in general. The PC receive an extra die when using any musical skill or attempting to complete any music task or challenge. 

Oblivious
Value: -2
An Oblivious character often fails to notice things (this Flaw may result from a short attention span or some other perceptual problem). Such characters receive a +1 target modifier on all Perception Tests, including Astral Perception Tests. The Flaw does not affect combat modifiers for vision or range. 

Overconfident
Value: -1
You have an exaggerated sense of your own abilities, and do not hesitate to meet challenges that would leave more sensible people quailing in their boots or heading for a fortified position. You can always find fault in others to blame for your failure. If you are a charismatic individual, you may be able to infect others with your overconfidence. 

Pacifist
Value: -3
A Pacifist character is unusually principled for the Sixth World. He cannot take the life of another person except in self-defense, and even then kills as humanely as possible. Such characters cannot participate in premeditated murders or assassinations and are compelled to dissuade their fellow shadowrunners from killing unneccessarily. Some individuals respect the restraint of the Pacifist shadowrunner, while others consider them useless wimps. 

Perceptive
Value: +2
Perceptive characters are likely to notice small details and clues that others might miss. Characters with this Edge recieve a -1 target modifier on all Perception Tests, including Astral Perception Tests. However, the Perceptive Edge has no effect of detection spells or the use of sensors via neural interface. The Perceptive Edge does not affect vision modifiers in combat. 

Perfect Time
Value: +1
A character with Perfect Time has a split-second sense of timing that enables him or her to always know the current time, to the minute. Prolonged periods of isolation, unconsciousness, or the application of mind-benders such as drugs or chips can throw off the character's sense of time, but the character quickly recovers his or her Perfect Time when such conditions are removed. 

Photographic Memory
Value: +4
A character with the Photographic Memory Edge never forgets anything he or she has experienced. The character can perfectly recall faces, dates, numbers or anything else he or she has seen or heard. If the player forgets something that his or her character knows, the GM must provide the correct information.

Photographic Memory is especially useful for decker characters, because it enables them to remember complex security codes and other, equally useful information without having to write it down. 

Sense of Direction
Value: +1
A character with the Sense of Direction Edge never gets lost. The character always knows where true north lies, and can always retrace his or her path. However, Sense of Direction doesn't help a character orient himself if he has been transported somewhere while unconscious or if he is unable to see or otherwise sense his surroundings. 

Short Attention Span
Value: -1
Those who possesses this flaw have trouble keeping their mind on the task at hand. They quickly become bored with whatever they're doing and often waste time moving back and forth between various activities. 

If a PC with this flaw wishes to continue working on the same activity for more than 30 minutes, they must roll an unopposed Willpower test against a target of 4. If the test succeeds, they may continue. If the test fails, they must stop their current activity and find something else to do for at least ten minutes before they can go back to work. The target number to resist the temptation to stop working increases by 1 for every thirty minutes that pass.

It is not recommended that magicians pick up this flaw. It would make learning a spell a living hell. 

Shy
Value: -1
You a naturally shy person, and prefer to avoid most social situations if you can. Increase your target numbers for Social activities with strangers by +1, or +2 if you are the center of attention. 

Soft-hearted
Value: -1
You cannot bear to witness suffering, and causing it can bring you nights of nausea and days of sleepless grief. It may be that you empathize too strongly, or merely that being in the presence of such intense emotions drives you to distraction. Whenever you must witness suffering, difficulties of all rolls are increased by one for the next hour. 

Speech Impediment
Value: -1
You have a stammer or some other speech impediment that hampers verbal communication. Your TN's for communication and some Social rolls can go up by 2 under appropriate circumstances. 

Speed Reading
Value: +1
A PC with Speed Reading can tear through a full page of text in about 5 seconds, although there's no guarantee that they will actually remember everything they read. When attempting to recall a specific bit of information from something they've read, or locate a specific phrase or subject while in the process of reading, the PC should roll their Intelligence against a target number determined by the GM based on criteria such as the length of the text, its complexity, and the obscurity of the information the PC is seeking. 

Technical School Education
Value: +1
A character with the Technical School Education Edge can push buttons and pull switches with the best of them. Reduce penalties by half when the character uses the Skill Web for Technical or B/R Tests. 

Vindictive
Value: -2
Vindictive characters are especially vengeful and go out of their way to correct any slight against them, no matter how small. The retribution varies according to the slight. A simple insult might call for a coldly delivered threat or punch in the face, while an injury almost always calls forthe death or maiming of the offending individual.

Vindictive characters carry grudges until they avenge the perceived wrong they have suffered. They can be loyal and capable comrades, but cross them once and you are on their hit lists forever. 


Physical Attributes

Adrenaline Surge
Value: +2
As the Shadowrun Companion 

Allergy
Value: -1 to -4
As the Shadowrun Companion 

Ambidexterity
Value: +2
As the Shadowrun Companion 

Bio-Rejection
Value: -5 (-2 for magicall active characters)
As the Shadowrun Companion 

Blind
Value: -6 (-2 for magically active characters)
As the Shadowrun Companion 

Borrowed Time
Value: -6
As the Shadowrun Companion 

Catlike Balance
Value: +2
You have an innately perfect sense of balance. You are able to land on your feet from a fall almost every time. You have two extra dice to roll on all balance-related matters. 

Cold Blooded
Value: -1 to -3
PCs possessing the Cold Blooded flaw possesses a limited or nearly nonexistent ability to generate their own body heat. In situations in which the temperature drops below 55 degrees F (12 degrees C) the PC suffers a reaction similar to that of an allergy. The PC chooses the level of severity (-1 for Mild through -3 for Severe).

In addition to the normal allergy modifiers, Cold Blooded individuals in a low temperature situation suffer a -1 to their movement for each level of flaw severity. If a PC with a Severe version of this flaw doesn't raise their body heat within a few hours, they take full stun damage, fall into a coma, and may die without treatment (which generally involves heating the person up again.)

As a bonus, Cold Blooded individuals tend to be harder to detect using thermographic systems. Add a +1 to such a perception roll for each level of flaw severity. 

Color Blind
Value: -1
As the Shadowrun Companion 

Deaf
Value: -3
As the Shadowrun Companion 

Deep Sleeper
Value: -1
You sleep heavily, though you do not necessarily snore, have a +2 to all TN's for being woken up, and suffer a +1 to all TN's for up to half an hour after waking (though your morning coffee, hot shower, or a jolt of adrenaline can clear this up pronto). 

Distinctive Features
Value: -1
These must be something you cannot hide without great difficulty— a sixth finger, tattoos all over your face, a missing ear— and a reason you aren't going to have this corrected as soon as you've got the nuyen for cosmetic surgery. 

Double Jointed
Value: +1
As the Shadowrun Companion 

Elf-Looking
Value: +1
A human character with the Elf-Looking Edge can “pass” for an Elf in most circumstances, though making their ears properly pointed will require good cosmetic surgery. An excellent Edge for competent Elf Posers. 

High Pain Tolerance
Value: +1 to +6
As the Shadowrun Companion 

Human Looking
Value: +1
As the Shadowrun Companion 

Infirm
Value: -1 to -5
As the Shadowrun Companion 

Keen Sense
Value: +1
You have -1 to all Perception target numbers with a particular sense. 

Large
Value: +4
+1 to Body and Strength, both the stats and the maxima. The character is quite large and robust for their subspecies, and tends to stand out in a crowd of them. Humans with this Edge may find Ork-Looking a useful accompanying Edge; Trolls with this Edge are truly frightening. 

Ligntning Reflexes
Value: +2, +4, or +6
As the Shadowrun Companion 

Light Sleeper
Value: +1
You seem to sleep with one eye open, and become wide awake immediately when woken. -2 to all TN's to waking up. 

Low Pain Tolerance
Value: -4
As the Shadowrun Companion 



Note that for all of the Missing [part] Flaws, these do not apply if you can easily have the part replaced with clonal tissue or cyberware. Come up with a reason why your character cannot get the piece taken care of with modern technology— perhaps it was lost to a fragmentation mine covered with a mutagenic virus, or was bitten off by some kind of nasty magical creature or spirit and all attempts at replacement have been rejected. At the game master's option, you might be able to get a cyber or clonal replacement after a great deal of effort (perhaps involving getting a major corp to owe you a favor, or tracking down the spirit, slaying it, and performing a major Astral Quest). 


Missing arm
Value: -3
You have only one arm; in addition to the penalties of Missing Hand, your balance is thrown off and you lose one die from your Combat Pool and gain a +1 penalty to actions involving keeping your balance. 

Missing ear
Value: -1
You cannot locate the direction of sounds, and you often miss things said to your deaf side. +1 to all hearing TN's. 

Missing eye
Value: -2
You have no depth perception, and have a blind side on which people can approach unseen. Take a +2 penalty to all ranged attacks. If you want to take this Flaw twice, use Blind instead. 

Missing foot
Value: -2
You have an artificial (strapped on) or peg foot; lose two dice from your Combat Pool, lose one point from your Running multiplier, and gain a +2 penalty to actions involving keeping your balance. If you take this Flaw twice, it is only worth one Flaw point the second time. 

Missing hand
Value: -2
You can only use one hand for climbing, combat, and other such activities. Take a +2 to +4 penalty on any such actions. 

Missing leg
Value: -3
You can get around on crutches, but cannot run, and your Combat Pool is cut in half. If you want to take this Flaw twice, use Paraplegic instead. 

Natural Immunity
Value: +1
As the Shadowrun Companion 

Nervous Tic
Value: -1
A character with the Nervous Tic flaw will frequently experience minor, uncontrolled spasms in their face or neck. These spasms appear on average about once every 30 seconds, but increase in frequency when the individual is experiencing stress, attempting to lie, etc. A PC with a Nervous Tic adds +1 to all Social skill due to distraction. 

Night Blindness
Value: -2
As the Shadowrun Companion 

Night Vision
Value: +1
As the Shadowrun Companion 

Obese
Value: -2
Your character is extremely fat. Gain one point of Body, but lose one point from your Running multiplier and suffer a +2 to all target numbers regarding athletic motion. This is common among couch potato mages and riggers. Only a -1 for people who take Paraplegic and -0 for those who take Quadriplegic. 

Ork-Looking
Value: +1
A human character with the Ork-Looking Edge can “pass” for an Ork in most circumstances, though their teeth aren't quite tusks and they need to hide their round ears under their hair. 

Paraplegic
Value: -3
As the Shadowrun Companion 

Poor Sense
Value: -1
You have +1 to all Perception target numbers with a particular sense. 

Quadraplegic
Value: -6
As the Shadowrun Companion 

Quick Healer
Value: +2
As the Shadowrun Companion 

Resistance to Pathogens
Value: +1
As the Shadowrun Companion 

Resistance To Severe Trauma
Value: +1 
The PCs body reacts to severe trauma with an overpowering rush of endorphins that allows the character to continue operating without feeling any pain whatsoever. Examples of severe trauma involve the sudden loss of an entire limb, an organ being shot clean out of their body, part of their skull getting bashed in, and other damage that would result from a localized Serious or possibly Deadly wound. This effect is only temporary, however, and after a number of minutes equal to their Body rating all effects of the damage will be felt and the character will lapse into shock. The PC must then be stabilized as in the same manner you would stabilize someone who had taken a Deadly wound (in other words, they'll die in an hour if treatment isn't received). Again, this edge only kicks in if the PC takes a sudden (not cumulative) Serious or Deadly wound to a localized section of their body. 

Resistance to Toxins
Value: +1
As the Shadowrun Companion 

Sensitive System
Value: -3 (-2 for magically active characters)
As the Shadowrun Companion 

Short of Breath
Value: -2
You have difficulty performing strenuous tasks because you cannot breathe properly; medical science has yet to find a cure for your asthma-like ailment. Because your lungs only pull in a fraction of the air you need for serious exertion, any time you attempt such, make a Body (4) roll or be unable to perform any action on the next round while you catch your breath. 

Small
Value: -4
Your character is much smaller than normal for their metatype; subtract 1 from your Body attribute and racial maximum. You have trouble seeing over many objects, and lose 1 from your Running multiplier. Humans, Elves, and Orks with this flaw may take a +1 Edge, Dwarf-Looking. 

Toughness
Value: +2
As the Shadowrun Companion 

Unthinking Reflexes
Value: +3
Your reflexes are so fast, you react without thinking. Whenever you are surprised or startled, make a Reaction (4) roll. Even one success indicates that you react reflexively on the phase in which the startlement happens, independent of your Initiative roll: choose one type of action (dodging, blocking, attacking, shooting, running) which you are most likely to do, though the game master may override this if you have showed other choices in the past. (If you have been fully aware of someone making a startling move, you may follow your planned course of action.) This can, however, lead to blowing a joking friend's head off if your reflexes are ready for an assassin's strike. 

Versatile Sleeper
Value: +1
You've mastered the art of catching quick catnaps; perhaps you were in the military. You can fall asleep at will, any place, any time; you can get the equivalent of a full night's sleep without having to occupy a large block of time with continuous unconsciousness. This goes well with Light Sleeper and Cat shamans. 

Weak Immune System
Value: -1
As the Shadowrun Companion 

Will to Live
Value: +1 to +3
As the Shadowrun Companion 


Skill

Aptitude / Incompetence
Value: +2 / -2
Aptitude or Incompetence reflect expertise or ineptitude in a particular skill

A character with Aptitude for a skill gains a -1 target modifier to all tests made with the skill. A character with Incompetence recieves a +1 target modifier to all tests made with the skill.

Characters can have Aptitude or Incompetence only in skills that they can use. If possible, playes and gamemasters should try to highlight characters' areas of Aptitude and Incompetence at least once per game. 

Bonus Skill Point
Value: +1
For 1 point, the character gains 1 bonus Skill Point which can be used to purchase any skill (Active, Knowledge, or Language). Bonus Skill Points cannot be used to raise skill ratings above the limits for starting characters.

Obviously, this Edge is only worthwhile if 8 points have already been assigned to Skills on the Priority Table. 

Electronic Aptitude
Value: +8
You have an Aptitude with all matters related to computers and electronics, including Computer, Computer B/R, Computer Theory, Electronics, Electronics B/R, Electronics Theory, and Cybertechnology B/R. This does not apply when defaulting off these skills to related ones. 

Crack Pilot
Value: +8
You have an Aptitude with all vehicle piloting skills, including Hovercraft, Bike, Car, Motorboat, Sailboat, Winged Craft, Rotorcraft, Vector Thrust, and LTA. This does not apply when defaulting other skills off the piloting skills. 

Home Ground
Value: +2
Home Ground provides a character with a -1 target modifier for all Skill Tests made withing the character's home turf.

The character's home turf is a particular location with which the character is intimately familiar. The location must be either a small area— no larger than a single building— or an environment that is encountered infrequently during the campaign. For example, in a Seattle-based campaign, the desert would be an infrequently encountered environment and could be considered home ground for a displaced desert nomad character. The desert would not be a suitable Home Ground in a campaign based in the magic-soaked Mojave, however. Gamemasters must approve all Home Grounds in their campaigns.

For a decker character, a Home Ground might be a particular computer system— a Matrix Host the decker knows extremely well, for example. In this case, the character would recieve the +1 target modifier forr all tests made while in that system. Favorite data havens, particularly the Denver Nexus, also make suitable Home Grounds for decker characters. Many corporate deckers have the Home Ground Edge in their corporate systems.

All Home Grounds must be in fixed locations— characters cannot move them around. If a character's Home Ground is destroyed, the character loses his Home Ground Edge. 

Mechanical Aptitude
Value: +8
You have an Aptitude with working with mechanical devices, including Lockpicking, Aircraft B/R, Ground Vehicle B/R, Boat B/R, and any other such skills that are introduced as part of the campaign (plumbing, clockwork). This does not apply when defaulting other skills off the repair ones. 

Jack of All Trades
Value: +8
You are widely experienced, and can generally fake any skill test as if you actually have one dot in an appropriate skill a single spot away on the Skill Web. You must purchase actual skills normally. 

Social

Animal Empathy
Value: +2
As the Shadowrun Companion 

Annoying Habit 
Value: -1 
The character possesses an annoying habit that surfaces during periods of conversation. Options include a snorting laugh, tendency to emit minor amounts of spittle, unnerving facial expressions, or some other conversation disrupting activity. As a result, a +1 is applied to all Social skill rolls that involve situations in which such an annoyance would be a factor. (In other words, you don't get the +1 for annoying facial expressions if you're talking to someone over a non-video phone). 

Appealing Pheromones 
Value: +1 or +2 
A character with Appealing Pheromones releases an undetectable odor that causes individuals of the opposite sex to find them unexplainably more attractive. When engaging in close proximity negotiations or discussions (i.e. sitting at the same table) with members of the opposite sex, the character receives a -1 to all social skill rolls. The +1 version of this edge means the bonus applies only to members of the PC's own race, while the +2 version applies to all races. The installation of Tailored Pheromones bioware negates the bonuses of this edge. 

At Ease
Value: +3
As the Shadowrun Companion 

Bad Reputation
Value: -2 or -4
Will be changed from Shadowrun Companion to incorporate my House Rules involving Reputation. 

Blandness
Value: +2
As the Shadowrun Companion 

Body Odor
Value: -1
A PC with the Body Odor flaw constantly emits an uncontrollable, unpleasant aroma. Needless to say, this can create some rather uncomfortable social situations, resulting in the character having difficulty during negotiations, conversations, etc. The PC receives a +1 modifier to all Social Skill rolls that involve fairly close physical distances (about 1.5m), as well as an additional +1 (for a total of +2) if he or she was engaging in strenuous physical activity prior to the exchange. In closed spaces with little ventilation, the 'range' of the PCs odor may extend past 1.5m, perhaps even engulfing an entire room. 

Combat Ego 
Value: -1 
Characters with the Combat Ego flaw have the unfortunate tendency to brag about past combat experiences. In conversation, they feel they must always one-up another individuals war story with one of their own, even if it requires the release of information best kept secret. In a social situation involving the exchange of combat recollections, the PC must make a Willpower test against a target of 6 (modified upwards if they've been drinking). If they fail, they will recount their own story in an attempt to show up their verbal opponent. If the roll fails miserably (GM's discretion), they may release sensitive information involving names, places, or other info that might get them in trouble. 

Curse of Venus
Value: -1
You are very attractive to people whom you do not wish to attract (±3 to appropriate target numbers). People whom you detest are constantly getting crushes on you, and tend to overlook your rejection of them. On the other hand, people you wish to attract or endear tend to think you are vain and shallow (±1 to appropriate target numbers). 

Dark Secret
Value: -2
As the Shadowrun Companion 

Dependent
Value: variable
As the Shadowrun Companion 

Distinctive Style
Value: -1
As the Shadowrun Companion 

Eerie Presence
Value: -1
You may be physically unexceptional, but there's just a creepy aura about you; choose how it manifests, whether people are simply uneasy around you, if they get the feeling you exude waves of invisible slime, if menace and evil hang over your head like smog, et cetera. You possess a +2 penalty to Social rolls around most people, though friends may grow to overlook your magical air and some people— often magically active, though many enlightened, self-assured people also possess such capabilities— may automatically overlook it. People with Eerie Presence can seldom detect this presence in other people. 

Elf Poser
Value: -1
As the Shadowrun Companion 

Friends Abroad
Value: +3
As the Shadowrun Companion 

Friends In High Places
Value: +2
As the Shadowrun Companion 

Good Reputation
Value: +2
Changed from the Shadowrun Companion to incorporate my House Rules involving Reputation 

Hung Out To Dry
Value: -4
As the Shadowrun Companion 

Innocence
Value: +1
For some reason, everyone considers you pure and innocent, though not necessarily naïve. You have a saintly quality that is hard to put a finger on, but others tend to see it in you; you are trusted, even if you are not trustworthy. You tend to receive lesser punishments for wrongdoing and are liked by most; you get a great deal less hassling on the street than most. 

Irresistible 
Value: 2 
You are helplessly attractive. You have classic good-looks and you know it. People can't help but fawn over you most of the time. -2 to any target number when dealing with people that could be attracted to you. (Yes, anyone. Homophobes be gone!) 

Piercing Gaze
Value: +2
By gazing intently at someone, you make them feel uneasy, as if their inner secrets were on display. Those with ulterior motives, uneasy consciences, nervous dispositions, and those who are lying must make Willpower rolls against your Charisma or suffer a +2 penalty to all Social rolls as they fidget. 

Scapegoat
Value: -1
For some reason, you just seem to be the guilty party; even when you're asleep, you look like you're up to something. People seldom trust you, even if you've done nothing wrong, and you are often singled out for special attention. 

Uncouth
Value: -2
As the Shadowrun Companion 


