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IVE A-MERCAN META TYPESS

The Native Peoples of North America
have their legends just like those found
in cultures throughout the Sixth World.
With the return of magic, these legends
were revedled as facts. Just as Greece
saw the return of the Cyclops and Satyr,
so too did North America see the return
of its legendary peoples.

While still very rare, these metatypes are
becoming more common in tribal
lands.

MAY-MAY-GWYASHI

aka Rock Fishers
EIf variant)

HISTORY

This mmetahumonis derived froman A |-
gonquin legend of little people that
awell inside rocks, caves ondwaterfalls.
They are reputed to have aweokness for
fish and toloacco. This metatye is native
tothe North Eastern Coastal United C o-
nadion American States. The May -May-
Gwya-Shi are traditiondlly known for their
powerful magic, aility to monipulate
stone, and df finity for water. Inthe paost,
these metahunnans often painted their
hands red and marked the stones near
their homes fowarm awa y hurmans. Even
today these peoples shrow amarked
aility for traditiond trilbal artworks, as well
as A preference for rural hatoitats.

APPEARANCE

The averoge Rock Fisher stands apoporox i-
nately 1.5 meters tall, andweighs in af
acomparatively slender 65 kilos. Heod

hair is fine and doundont, andbothge -
ders have afinelayer of ofter -like fur
covering their bodies. Ears showelven

like paoints.

GAME STATS

+1 Quickness, Lowlight Vision, May take
Magic as Pricrity Candsti I become on
Earth Elemental Adeot, or Water Eleme n-

td Adept.

ROCK GIANTS

Troll Variant)

HISTORY

Tothe lIrogquois, the Rock Giants were
fearsorme monsters, related somewnat
to the Caonnitbal Spirit - Dzoo-Noo-Qua. In
fact, maony of these metatyes are often
rmistaken for HWWV infected tralls. Ho w-
ever, genetic testing has shown that the
Rock Giants are infact aseparate vari o-
fion unto thermselves. While legends do
atfribute acts of connitbbalismto these
mefanumans, it gppears that these
cases were more  individuadlized caoses of
Rock Giants engogingin aritudlizeda c-
tivity, rather than an actud needtoco n-
sume metahumon flesh in the manner

of the Dzoo -Noo-Qua

Huge humaonoids coveredindermal a r-
mor resemboling a coat of salid flint, they
have alegendary lust for foodandba -
fle. Rock Giants love to bboast of their
prowess at the table, aswell asonthe
attiefield. Skill ot fraditiond amsisa ¢-
corded much respect among Rock G -

antf society. According to legends they



were o to eat and fight. While still a
rare expression of metahunonity, Rock
Giants most commonly occur among
the Mohawk and Seneca tribbes. Rock G i-
ant society is rmatriarchal.

APPEARANCE

Rock Giants stand gpporox. 2.5 meters tall
aondweighinat 220kg. Theyareco  v-
eredinthe common dermal boned e-
posits and chestnuts of atrdll, butto a
much more extensive level, moking
therm oppear to e made of solid stone.
This is no doubot the toasis for the conf - u-
sion between this metatype ondthe
Dzoo-Noo-Qua. This dermal ammor
mokes it difficult for Rock Giants to find
affire that fitst hem. It dlso interferes with
their tactile senses.

GAME STATS

+4Body, +2 Strength, -1 Quickness, -2
Willipower, -3 Charisma, +1 Reach, De r-
ral Amnor (+3 Bodly), Rock Giants poy
double for any iterns of clothing or armor
that they purchase, toreflect the need
for customtdiloring, they dlsosuffera —2
pendlty to any Perceyotion tests lbased on
the sense of fouch.

CANOTILI

aka Tree Dwellers
EIf Variant)

HISTORY

Native to the Grasslond and Midwestern
tribbes, these metahumans aereme my
loered as skilled bowrmen and hunters
frompast times. Legend tells that the
Caondatili were the massters of the forest,
ond awelt in the high freetops, guarding
the forest fromtrespassers who did not
properly revere nature. Renowned for

Their stealth and trocking abllifies. The
Canaitili also display an odd defense
mechanism. When frightened, their

scent glanads release a potent andrepu |-
sive odaor. Thisrelease is completelyi n-
voluntary.

APPEARANCE

Candfili vary litle fromthe averoge N o-
tive American in gppearonce, savefora
few small differences. Their focial fe o-
Tures are slightly more elongatedthana
hurans, as are their fingers and toes,
perhaps as andidto anancientarto o-
red lifestyle. The most startling difference
between a Condtili ondahumonare
the formers glowing eyes. Candtili eyes
are reflective, similar to those of acat.
Most Candtili are apporoxinmately 1.8 m e-
ters tall, and mass approxinmately 70kl o-
gans.

GAME STATS

+1 Strength, +1 Quickness, LowLight V i-
sion, Noxious Scent (As per the Qritter
power Noxious Breath) this power isinvo |-
untary and only in effect whenthe
Canditiliis starfled, i.e.. Fails aReactiory
Surprise test. Players wishing to refrain
fromreleasing their musk must moke a
Willpower ®) test.

TUNGHAT

aka Green Dwarves
(Dwarf Variant)

HISTORY

Known among the Plains, Platecuand
Bassin tribes of the American West, the
Tunghat are the legendary guardians of
the animal kingdom. Each awarf would
clama protectorate of adifferent sp e-
cies. The Tunghat served osago -



between for the animal world and the
hunon tribbesran of the area. Whenthe
native hunters would prepoare for the
hunt, the Tungh at were adways consulted
to deterrmine which herds could e
culled, ondwhich could spare the loss
neededto feed the humantribbe . If the
Tunghat were ever disobbeyed, andthe
tribe hunted without their permission,
then the Green Dwarves would do their
boest to scatter the herd, and spail the
hunt. In modern times, Tunghat showa
one percent higher average for sh a-
nnonismMamong their magically active.
Not surorisingly, these shamans fendto
followWilderness toterrs.

APPEARANCE

Very similarto the more cormmon Dwarf
metatyoe, however the skinof the Tun g-
hat shows a pronounced greenish tint.
The ears are more sharply pointed, as
are the teeth and nose. Tunghat stand
opproximately 1 meter high, and mass
approximately 45 kilos. Tunghat do not
show the atbbundant hair growth of the
common Dwarf,

GAME STATS

+1 Body, -1 Quickness, Thermnographic
Vision, Desire Reflection Specific An i-
mab - This is similar to the ability of the
Tdlis Cat, however, the Green Dwarf
does NOT gain the abllities of the on -
mal, merely the appearance! Animal
Contral (Linmited to ONE animal type,
chosen at credtion - as per the Gritter
Power)

NUMUZO’HO

aka Crushers of People
(Ork Variant)

HISTORY

Western Indian tritoes still tell tales of a
race of fearsome, foul tempered gionts
who destroyed any intruders ontheir
londs. These Numuzoho —namedfora
hero of their people —couldcrusha
gownmaonintheir amms. While this
metatype is indee d physicdlly powerful,
the cost of that power quickly places an
unbbearadle strain on the tbody, leading
ultimately fo weokness, o reven disablity.
Most dder Numuzo'ho evidence some
handicop, usually loss of alimo
(homndlly aleg), or partial blinaness. T his
tendency toward physicdl inmmpaiment
undoulotedly is the cause for the 4%
higher incidence of mental disorders,
8% more stress related conditions, and
6% greater rate of suicide among the

metfatype.

APPEARANCE

This variation on the Ork suffers none of
the parent species physical deforrmity ot
birth. Indeed, Nurmuzo' ho often appear
as robust specimens of perfect heaith,
and ook identicd fo lbaseline humans.
As the child develops, they rapidly
achieve their full growth, reachingon
aadult height of 2 meter s ond amass of
100 kilogranms within the first 10 years of
life. This opparent health oelies the fact
that the genetic makeup of the Num u-
zo'hois inherently unstatle. While the
nnetanunon Moy enjoy great sfrength
and physicdl prowess in his youth. He will
amost surely require surgical adinm o-
turity to raintain qudiity of life,

GAME STATS

+3 Body, +3 Strength, -1 Charisma, All
Nurmuzo'ho are required to have some
level of the Sensitive SystemFlaw. Num u-
zo'ho suffer severe effects frorn Deady



wounds. Whever a Numuzoho takes a
Deadly wound, he mokes the standard
Permmonent Damoge test, as describbed
on Poge 127 of the Shadowun Third EA - i-
fion ruleloook. However thetarget nu m-
ber for thistestisa 6, ratherthraona4. Fu  r-
ther more, use of a Trauna Patch does
NOT adllowa +2 modifier. Zeroor 1su c-
cess indicate permanent damage, and
the Numuzo' ho must roll once on bboth
the Atribute loss taldle, as well as the limo
loss table on page 128 of Shadowrun
Third Edition! Additionally, evenifthe N u-
mMLzo' ho con avoid Deodly wounds, the
GMshould dlso secretly determine how
maony years of health the PC has before
he will suffer arandomrall onthelimbo
loss tale!l Most Nurmuzo' ho will suffer this
effect before the age of 30. Subbtract the
PC's age frorn 3 0. Divide by six and roll
that many dice - the result is the numtoer
of years oefore this occurs. NOTE - this
loss of alimbis sudden, ondCO M-
PLETELY unpreventatle. The loss may e

compensated for with cyloerware ONLY.
clonal replacements will not toke.

Pu'Gwis
(Human V ariant | New Metatype)

HISTORY

Inhaioiting the woodlands of the Nort h-
west, and Far North, these hideous cre o-
tures are reportedly the products of on
age dd curse that trapped anodle soul
inacorrupt body. The PUGWIS were
feared even by their own fribesrmen for
their grisly, ghoul -like appearance. In
nmodermn times, the PUGwis are offenmi s-
taken for gnouls, although they aeinno
way related. The PUGwis are gifted with
tfdented voices, and the abillity fo use
their songs to affect the minds of other

methurmans. Traditionally these metah u-
maons used these powers to attract pe o-
pleto them, without dllowing themto

see their repuisive physicad forrm. Accor -
ing to legend however, this tactic no r-
nally met with litlle success.

APPEARANCE

Inaword - ghostly. These metahumans
are marked by severe tissue fraunma
upon their goklinization. The forces that
diter ahumon into aPUGwis scar the
person physicdlly, leaving their flesnr e-
sembling nothing so much as adeca y-
iNQ, desiccated corpse. PUGWIS ave -
oge aheight of 1.7 meters, ondamass
of 70kilos. Surpisingly, few PuGwis show
the anti-social behavior problerns su f-
fered by other “disfigured” metatypes. In
generd these people areevente me
pered, if abit starved for companio n-
ship.

GAME STATS

-4 Charisma, +2 Willpower, Mimic and
Hyponatic Song, as per the respective
Critter powers.
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