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This file may be freely disnbutedin bath dectronic and herdoopy form,
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Cyberpunk 2020 is atrademark of R. Talsorian.

3G’ isatrademark of BTRC.

This publication is copyright © 1995 by Gurth. Any bitsweddlefem
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encourage you to buy the publication we found those bitsin. In other
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Plastcharr

TECH SPECS

The Plastic Warriors are here again! A second compilation of dll
sorts of suff for shadowrunners and mercs to update themselves with:
this issue, we cover subjects as cyberware, Matrix gear, totdly new
equipment, a load of gpels and a section on the legdities (in the
UCAS, a least) of dl the things we covered in Running Gear! Asa
vaiation on this theme, in Tech Specs we provide the UCAS legdity
of each item we discuss by listing the gopropriate code directly in the
item's heeding!

Tech Specsis divided into the following sections
- Intro: thisbit right here.

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

- Equipment: asection with new gear.

- Soells: agood number of new spdlisfor the magicaly-active.

- Legalities: legdlity ratings of al guf from Running Gear as wel &s
for some other Shadowrun publications.

-In Reverse: dmog dl spdls published 0 far reverse-engineered to
give you the mechanics behind them.

- Archetypes: two archetypes from firg-edition SR that didnt make it
to SRII, plus abrand-new archetype and three new contacts.

So, what more can | say? Hopefully until next time, | think. Yup,
thet just about wrapsit up. Until we meset again. ..
—Gurth

€ Asyou can see, we've got ourselves anew logo... wethink itsalot prettier than
the previous one, so my guessisthat you'll be seeing it in future publications aswell.

On submissions...

There might be aremote chance one of you out there has something lying
around you'd like to contribute to this series of publications (well, series...thisisthe
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. Wedon't know how many of these thingswe can put
together, butifyou've got something you want to send in, doiit anyway. You'll befully
credited and everything, but alas, no payment (at least, not until someone starts paying
mefor typing al this:). We do reserve theright 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 beimmediately integrated into an existing campaign, and not
thingsliketown or country descriptions or background material. Upload that kind of

stuff to the i ncommg/NAGEE directory at cerebus.acusd.edu as aNAGEE submission. Check out Running Gear or this
book/file for ideas on whatwe 'd like to see. Of course, we'll consider anything sent in to us. And yes, you can have your

pictureincluded in thefile— if you send onein, that is.

! Likeit or not B)

CYBERPUNK 2020

| O TECHSPECS
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>>>>>[Continued from Running Gear, here's the second installment of CP2020 conversions. This
time, it's mostly concerned with cyber-and bioware, as well as a couple of cyberdecks, utilities, and
vehicles.]<<<<<

—Gurth (I: @ @ :##/$$-%%-"Y)
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Bodyware

Vs VYAl
NEATEAT 4
-

A

Biomonitor Legal

Thisis afavorite of mercs, gadget freeks, and harried corporators worried about their blood
pressure. Mounted just below the skin of the forearm, the Biomonitor givesaconstant readout of
pulse, respiration, brainwaves, blood sugar, temperature, and cholesterol leves Thedislayisa
pattern of wordshaped LEDs, each running a color sequence from red (critical) to green
(excdlent). As conditions change, the colors change. The user merely shoots back his cuff, looks
for the little glowing word display he wants, and checksthe color.

EssenceCost Availability Cost Street Index
A 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't 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 Legal

Theseare speciad dyesand chemical swhich areimpregnated or rubbed into the skin. Some
change the skin color to anew shade as desired. Others are temperature sensitive, and shift colors
in vibrant patterns when warmed or cooled. Very expensve ChemSkinsaresengtiveto hormona
changes; you could buy a ChemSkin that would make yellow and black tiger stripes on your skin
when you become angry or exited.

EssenceCost Availability Cost Street I ndex
.5 3/24hrs 6,000¥ 11

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

>>>>>[ChemSkins were sort of in fashion last summer, but they'reoutin a big way right now.]<<<<<
—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 those properties, yes, | guess you could. You'd have to be naked to use it to full advantage,
though.]<<<<<
—Checker (08:36:26/06-24-55)

Contraceptive Implant Legal
Implanted under the left armpit, it prevents pregnancy for up to five years. Available for both sexes.

EssenceCost Availability Cost Street Index
.05 6/4 days 1,000¥ 1.25

[O TecHspecs ]
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>>>>>[Just what | need! No preghancy for mel]<<<<<

—Pure Male (15:31:57/06-13-55) 2 ¥
>>>>>[Har har har.]J<<<<< > <
—Aunt Annie (17:51:44/06-20-55) <
. oY
Light Tattoos Legal \. I/\ N
These are emmiting chemical patchesinserted under thefirst couple of layersof skin. They } \(;m.zsm:nsn N
store light and emit it in colors or patterns. S N '

EssenceCost Availability Cost Street I ndex
.05 aways 10¥ to 200¥% .6

Mr. Sudd™ Sexual Implant Legal

All night, every night, and she'll never know. Available also in the Midnight Lady version
for the distaff side.

EssenceCost 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...]<<<<<
—Aunt Annie (17:59:29/06-20-55)

Shift-tacts Legal

Theseare colored lenses, designed to mimic certain aspects of more expensive cyberoptics.
Mirrored contactsin all tints, temperature or emotion sensitive contacts that 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.

EssenceCost Availability Cost Street Index
.05 2/6hrs 10¥t02,000¥ .8

Skinwatch Legal

The predecessor of the Biomonitor, the Skinwatch isimplanted just ¢
below the epidermis, and uses tiny LEDs to project glowing numerals P .
through the skin. Skinwatches can be mounted anywhere, although the hand, wrist and fingers are the most common.
Advanced versions can be reset by pressing the display gently until the right number combinations come up; redlly advanced
versions have alarmsthat beep quietly.

EssenceCost Availability Cost Street Index
1 aways 500¥ 9

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

Subdermal Armor Legal
Thisisamesh/ballistic armor inserted under the skin. It can be used by persons with Dermal Armor.

EssenceCost Availability Cost Street Index
.5 6/7 days 12,000¥% 15

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

[O TecHspecs ]
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>>>>>[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.]<<<<< TN 7N
—Hairy Harry (05:36:10/06-18-55) %
\— 4/ .
>>>>>[Try getting into any decent nightclub or other respectable establishment wearing your ‘f;fi 0
everyday armor jacket (even after you've putitin the laundry). Il bet you a lot that they won't letyou [, AT 2
in.]<<<<< \(;.H.LESPEBSIJ N
—ASDF (14:02:52/06-20-55) Ao AL "

>>>>>[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.]<<<<<
—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...]<<<<<
—Sister Sledgehammer (23:27:30/06-21-55)

Synthskins Legal

A more sophisticated version of Light Tattoo technology, a Synthskinisalayer of color-
shifting plastic bonded to the outer skin. A Synthskin can be adjusted to display colors, patterns,
light flares, or other specia effects, using tuning chips (100¥ each) which are plugged into asocket
in the skin (usually under the hairline).

EssenceCost Availability Cost Street I ndex
. 5/48hrs 12,000¥ 1.2

>>>>>[By plugging in the right chips, you should be able to camouflage yourself effectively. You'd
have to program the chips yourself, 'cause to my knowledge nobody makes camo chips.]<<<<<
—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 patterns. Contact me privately for more details.]<<<<<
—Mariner (16:05:37/06-25-55)

The shafts of thisartificid hair areimpregnated with various types of reactive chemicals.
Some types are temperature sensitive and change color or stand up depending on the weather.
Others contain the same pigments used in Light Tattoos, storing and emitting colored light in
patterns. Still others can change color asdesired by using specia chemica shampoos. Techhair can beimplanted in mohawks,
hair waves, full hairpieces, manes, ruffs, whiskers, and other less obvious (but interesting) places.

EssenceCost Availability Cost Street I ndex
1 2/12hrs  10¥to2,000¥ .75

Vampires Legal or 3-CA

Implanted fangs, usually made up of carbo-glas or superchromed metal. Y ou can haveafull setimplanted (called the
Sharkgrin Specidl), 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.

Damage Reach EssenceCost Availability Cost Street Index
Canines (str-2)L -1 .05 2/12hrs 200¥
Sharkgrin (str-1)L -1 1 3/12hrs 300¥ 1

>>>>>[Word of advice: don't smile if you've got the canines only. Some folks might think you're a vampire instead of a guy with
implanted fangs.]<<<<<

[O TecHspecs ]
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—Wilco (19:37:48/06-27-55)

VoiceSynthesizer 6P-CA \¥/
This system allows the user to mimic any voice or tone previously recorded by its A
memory chip. The chip can store up to 10 “voices.” This system also gives the user abonus >{i
number of diceto roll, equd to itsrating, for any disguise attempt (now you really soundlikethe ; I
person you're immitating). > <>. ANTAN <
- SALESPERSO
EssenceCost  Availability Cost Street | ndex Ao AL "
.15 (rating+2)/24hrs  40,000+(rating x15,0000¥ 1+(rating/6) R £ -

Fooling avoice scanner requires an opposed test between the synthesizer and the scanner (see p.87, TheNeo-Anar chigts
Guideto Real Life). The Voice Synthesizer is available in ratings 1 to 6.

Reflex Boosters

It isnot possbleto combine one of the fallowing sets of Boogterware with ather cyberwere reflex enhancements (though they
can be combined with hioware). If thisis done anyway, only the highest bonus gpplies (areflex enhancement which rallsadie
is cond dered higher than one which doesnt, even if the dierall comes up below the fixed enhancement). They dso do not
increase Initiative when rigging, decking, or in Astral Space.

Kerenzikov Boosterware 6P-CB

Isadways activated; the user is aways reacting with ahigher that normal reaction sped.
The user must learn to readjust hisor her actionsto aworld that appearsto be moving in slow

motion. Because of this, Kerenzikov boost can be installed at two levels of augmentation.

Level Initiative  Essence Cost Availability Cost Street Index
1 +2 .6 5/48hrs 15,000¥% 1
2 +4 1.15 6/60hrs 25,000¥% 1.25

Kerenzikov Boogerware addsits Initigtive reting to the character's I nitiative, but not to hisReection Attribute: acharacter 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 boostisn't really all that
high. Still, they're a lot cheaper than a set of wired refs.]<<<<<
—Freddy (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, ifyoure into this kind of thing J<<<<<
—Ilcebear (25:60:60/13-32-00)

Speedware 5P-CB

Also known as Sandevistan, thiskicksin only when desired, eliminating much of the need to adapt one'slifeto an
inhumanly fast reaction time.

EssenceCost Availability Cost Street I ndex
1.7 4/8 days 50,000¥% 1

When Spedwareis adtivated (which cogtsaFree Action), it adds +2+1D6 to the character's Initictive. A character with Reection 5 and Spesdware hesanormal
Initiative of 5+1D6, but with activated Speedware thisisincreesed to 7+2D6. The character recaivestheboost for thenext fivetums after adivating it (but notin
the turn he activates it, but must wait for two turns before he can re-activate it.

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

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

[O TecHspecs ]
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Cyberlimbs ‘

Cyberlimbs are included in SRl , sowhet falowshere are some extrasfor them. Shedowrun does not use option spaces, 0 \¥/ @E

(within reason) any of the following can be built into a cyberlimb. TN 7N

=]
Coverings Legal }%{i 0 ;
Whileall obvious cyberlimbs comein stripped \' I/\ ASA A

or uncovered Sate, they canbecovered inavariety of | aa™y". N
ways. The cheapest method is a plastic covering, \ {ze_‘“'gs“nsn i

availablein avariety of colors, with airbrushing, or
transparent with imbedded lights and holography. A -
plastic covering may also be chromed (a popular
option), or covered withametalic skin tinted ingolds,
blues, greens, reds, or silvers. The most expensive
option is Realski nn'™ aflexible plastic that looks
very much like real skin; with follicles, hairs, small
scars and imperfections, it requires careful Perogation
tonoticethat itisnot areal limb.

'_';J.‘-'r'-’ Ve
- L. Wl y e
Covering EssenceCost  Availability Cost Street Index
Plastic 0 2/24hrs ™~ 40¥to8,000¥ .8
Rea Skinn™ 0 5/7 days 8,000¥ 15
Superchrome® 0 4/5days 8,000¥ 1.2

To notice that Real Skinn™ 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.]<<<<<
—Wiley (21:37:14/06-15-55)

>>>>>[If | was a cop and saw you walking down the street, I'd hassle you, too.]<<<<<
—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...]<<<<<
—Wiley (04:16:28/06-30-55)

Hydraulic Rams Legal

Common to Russian cyberware, rams are bulkier and heavier than myomar fibres (the limb will not passinspection as

real no matter how well covered by Realskinn™), but can take more. Limb strengthisasoincreesed. Availableinlevels 1to
5.

EssenceCost Availability Cost Street I ndex
.25 5/6days  leve x4,500¥ 1

Every 12 limbswith Hydraulic Rams count as 1 level of Derma Armor, instead of the normd 2 limbs = 1 levd of Demd Ammar. TheHydraulic Ramsadd
their level to the character's Strength.

Quick change Mount Legal

Thesedlow the user to change cyberlimbswithout using tools. The limb isbayonet mounted, and can be removed by

depressing athumb catch and twisting to the left. Quick-change mounts may & so be used at thewrist or ankleto allow a
variety of hands or feet to be used.
EssenceCost Availability Cost Street Index

0 3/24hrs 8,000¥ 1

[O TecHspecs ]
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Hands & Feet

These can only be mounted on cyberarms and legs, or on hands such as the Psiberstuff Independant Cyberhand from the

Chromebook (page 31).
Buzz Hand 3B
Thishand can be pulled back to reveal small, spinning mono-wiresaroundatitanium hub.
The high speed “weed wacker” shears through most materialslike butter.
EssenceCost Availability Cost Street I ndex
0 8/6 days 24,000¥ 1

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

Extension Hand Legal

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

Cost
14,000¥

Street Index
1

EssenceCost Availability
0 5/6 days

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

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

GrappleHand

Thishand'sfingers extend backward to create afive fingered throwing grapple. A small
spool in thewrist contains 30 meters of fine, super strong line capable of supporting 100 kgs.

Cost

EssenceCost Availability
0 14,000¥%

Street I ndex
6/6 days 1

1

>>>>>[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 yourselfinto 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.]<<<<<

—Dreemer (12:03:49/06-22-55)

/.
K
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Vs VYAl
NEATEAT 4

Hammer Hand 4CA+C

Thishand is made of hardened titanium and has a powerful explosive shell-driven ramthat actslike ajackhammer.
Y ou punch, the shell goes off, driving thefist forward with incredible velocity and power. A portinthetopgectstheshdll and

opensto receive anew one (replacements cost 3¥).

Damage  EsenceCost Availability Cost  Street Index
(str+3)M Stun 0 8/6days  24,000¥ 1
>>>>>[Punch right through walls!]<<<<<
—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 5¢cm palm storage space.

Streall ndex

Cost

EssenceCost Availability
24,000¥

0 6/5 days

|EJ TECHSPECS




H INTRO EQUIPMENT SPELLS LEGALITIES INREVERSE

The monomolecular blade does (str/2)L damage.

>>>>>[This sounds more like a special-ops hand to me than a “modular hand.”J<<<<<

—Suzie (20:18:16/06-27-55)
Ripper Hand 3B
Thisisanorma hand with Ripper blades (page 16) mounted in the upper hand and wrist
area.
EssenceCost Availability Cost Street Index
0 6/4 days 24,000¥ 1
S CER 3B

Thishand contains a hardened titanium spike which telescopes out of thewrist and through
the lower palm. Can be poisoned and is useful for climbing.

Damage EsenceCost Availability  Cost Street Index
(str1)M 0 5/3days 20,000¥ 1

This hands gives a -1 modifier to the Target Number of climbing skill tests.
>>>>>[Itis also useful for assassinations. More than one government (including the good-of UCAS)

equips its secret agents with these kinds of spikes when they need them.]<<<<<
—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)

Standard Hand

Comes standard with acyberarm. This
resembles a norma hand; four fingers and a
thumb. The hand is covered or Superchromed as
part of the arm. (Only use stats below if

purchased separately.)

EssenceCost Availability

0 4/4 days
Cost Street Index
6,000¥% 1
Tool Hand Legal

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

hammer.

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

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

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

| O TECHSPECS




H INTRO EQUIPMENT SPELLS LEGALITIES INREVERSE Pagel2 MW

Grip Foot Legal
Toes of thisfoot can extend and curl around a5cm bar. The soles are covered in atacky ¥ @
rubberized material for increased traction. N N
NEO
EssenceCost Availability — Cost Street | ndex %) =N
0 4/4 days 20,000¥ 1 1 fi 0
. S M AAEASTANT 4
Adds two dice to Athletics skill test involving climbing. 7 \(«;“Es“nsn ~
NN a

Spike Hedl

A 15-centimeter spike projectsfrom the hed of thisfoot, allowing the user to makedeadly -
rear kicks. Can be used for anchoring or climbing.

Damage  EssenceCost Availability Cost Street Index
(St)M 0 6/4 days 20,000¥ 1

Talon Foot
Thisfoot can extend narrow blades similar to Scratchers.

Damage  EssenceCost Availability Cost Street Index
(Str+1)L 0 5/4days 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.]<<<<<
—Sonya (13:57:12/06-24-55)

Tool Foot Legal

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

EssenceCost Availability Cost Street I ndex
0 3/4days 12,000¥% 1

Thisfoot countsasaGenerd Todlkit, but add +2 to dl Target Numbers because thetools arerardy sufficient for typicd jobs

>>>>>[I'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.]<<<<<
—Grrl (15:34:19/06-30-55)

W Legal

Extends thin webs from either side of foot, aswell as webs between toes.

EssenceCost Availability Cost Street I ndex
0 4/5days 20,000¥% 1

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

>>>>>[Standard equipment for UCAS Navy SEALs.]<<<<<
—Captain (13:38:02/06-24-55)

[O TecHspecs ]




H INTRO EQUIPMENT SPELLS LEGALITIES INREVERSE Pagel3 MW

Headware ; &
\¥/ Nt
Bug Detector =x=] TN N
This mini-receiver is designed to pick up signalstransmitted by all types of radio bugs. >{i > ;
When the bug is active, its transmissions make a small beeping noisein the back of your head, ; I 0
getting louder as you get closer to the bug. N AT AT A
( \GM.ESPEBSIJ )
Essence Cost Availability Cost Street Index N N )

.05+(rating/20) raing+1/12days ratingx 12,500% 1.75

Treat this as a Bug Scanner (p.258, SRII) of itsraing, withamaximum range of threemeters Itisavaladleinraings 1
through 6.

>>>>>[The ultimate in irritating beeping sounds inside your skull.]<<<<<
—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
These filtersincrease resistance against poison, sleepdrugs, or other breathable toxins.

EssenceCost Availability Cost Street I ndex
Ulevel 4/4days  level x 600¥ 1

Subdract thefilters leve from the Target Number for any Resitance Tests mede againg bresthabletoxins Maximum leve is

Pain Editor 6P-CA

This coprocessor overrides the pain receptors of the brain, making the subject impervious
to torture, deprivation, or physical hardship. It doesn't mean heisn't getting hurt, just that hewon't

notice it until he collapses.

EssenceCost Availability Cost Street Index
.6 5/6 days 60,000¥ 1.2

Thisdeviceis smilar to the bioware Pain Editor (Shadowtech, pege26), and usssdl ruesfor thet pieceof equipment, exogt
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
[?"]<<<<<

—Steve (23:12:05/06-15-55)

Senseware

Ul 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 lighted
versionsare also available.

=l
.-;"S"lN A
H——_—A

EssenceCost Availability Cost Street | ndex
.25 3/24hrs 6,000¥ .9

Thisisaset of two eyes that can accept up to .5 Essence points of additional vision enhancements without extra Essence loss.
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>>>>>[Color shift eyes are useful if you want to be “in fashion” all the time. Eye color changes with @
fashion, so with this you can keep up without the need for corrective surgery every few \¥/ A\ ¥ /
months.]<<<<< TN 72N
— Decision (13:58:12/06-27-55) \a
>—— 4/ .
>>>>>[But once the “in” people find out you have color-shifting eyes, youare “out.” Those eyes are ; fi 0
out of fashion at the moment.]<<<<< N NN Vi
—Jean E. (20:50:29/06-29-55) 8% Y SALESPERSON
N AN a

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

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

Image Enhancements

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

EssenceCost Availability Cost Street Index
.15 6/48hrs 3,000¥% 1.5

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

Tactile Boost Legal

Increasesthe user's perception involving touch. The boost can beturned on or off at will.

EssenceCost Availability Cost Street I ndex
2 5/6days leve x1,500¥ 1

Eachleve of Tactile Boost adds 1 dieto Perception testsfor touch. Maximum level is6. Also, if switched on, dl Wound
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 shot, 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- etter screen in upper edge of vision, linked to either a software chip readout
or aradiolink. Thisdevice can be used to display information stored in adata chip or headware memory, or received by radio,
inthe user'sfield of vision.

EssenceCost Availability Cost Street I ndex

1 5/36hrs 3,000¥ 1
Ultra Violet Legal

This system allows the user to perceive imagesirradiated by ultraviolet light, or to detect fluorescent powders or
tracing agents, or to use ultraviolet flashlights (indetecable by normal optics) for illumination.

EssenceCost Availability Cost Street Index
2 4/36hrs 3,000¥ 1.25

Cyberweapons

The Essence Cogt of cyberweaponsis only used when the weapon is mounted in an organic limb. If mounted in a cyberlimb, the Essence Cogt isO.
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BigKnucks 3C
Reinforced knucklebones, giving the fist theimpact value of apair of brassknuckles. This @
isconsidered aform of black market cybertech, and as such is not accessible through the average < > <
onthe-Mal dlinic. .
\- 4/ .
Damage EsenceCogt Availability Cost Street Index '/'_T 0
+1Power .15 4/48hrs”  5,000¥ 1 A& ALIASIAT
Vad Vs N
>>>>>[This modification is pretty obvious. You can see the reinforcements in the bones even if you \B /eﬂESWBSB '

just glance at them.]<<<<<
—Slime (14:37:04/06-23-55)

Flamethr ower

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

Type Conceal Ammo Mode Damage Weight EssenceCogt

Light NA 4 5] 10M 3 9
Availability Cost Street Index
10/7 days 1,200¥ 2

To use the Flamethrower, roll a normal Firearms Suocess Tedt, using the Light Fital concentrationif necessary. Maximum
rangeis 1 meter, and thisis conddered to be Short range (Target Number 4). The Hamethrower has a Fresetting Rating besed
onitsfuel (seethefile FIRE.SR2for details).

GrenadelL auncher 2-CB+J

Thislauncher is a modified support grenade launcher, stored in a popup mount. One
grenade (you may useany standard type) isstored in the launcher; areload may be dropped in after
thefirst oneisused.

Type Conceal Ammo  Mode Damage Weight EssenceCost
Grenade  NA 1(m) SS grenade .25 5

Availability Cost Street 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)

Micromissle Launcher

Thislauncher contains four miniature missiles (explosive tipped gyro roundswith heat seeking guidance and steering
vents). The Micromissile Launcher is stored in the limb and pops uo when needed. See Chromebook 2, page49, for detdls
onthemissiles.

Type Conceal Ammo Mode Damage Weight EssnceCogs
Assault NA 4 (m) A missile 5 11

Availability Cost Street Index
10/7 days 4,500¥% 2

>>>>>[All these pop-up weapons are excellent as a last-ditch defense.]J<<<<<
—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?]<<<<<
—Anonymous (09:41:30/06-28-55)
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Rippers 3B

Thetop two joints of each finger are replaced with a plastic and metal sheath, in which
7.5cm long carbo-glas claws are housed. The Rippers can be extended by clawing thehandina
catlike fashion. Most people wear false fingernails over their Rippers, makingthemmuchharderto
spot. Rippers are considered a form of black-market cybertech (Category B: Large Bladed
Weapon) and as such are not accessible through the average on-the-Mal dinic. Rippersautinal
directions.

Street Index
1

Cost

Damage EsenceCost Availability
8,000¥%

(str/l2)M 2 5/3days
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.]<<<<<
—Mikey-Boy (10:25:40/06-27-55)

Pagel6 MW
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Scratchers 3B

Implanted metal or carbo-glasfingernails. Theincredible sharpness of the material makes
these as deadly asrazor blades. Scratchers cut on the bias, requiring the user to dice crossways, not
rip downwards. Most people laquer their Scratchers, making themindisinguisheblefrom norma
nails (the enamel has no effect on the sharpness). Thesefall under Category B: Large Bladed | |
Weapons. :

Damage EssnceCogt Availability Cost Street Index
(str+1)L A 4/3 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).]<<<<<
—Whale (23:05:25/07-04-55)

Wolvers 3B

Thelongest and deadliest of theimplant blades, Wolvers areimplanted along the back of
the hand. When the hand is clenched into afigt, the thin, triangular blades telescope and lock into
place, remaining extended 30cm until the hand is relaxed.

Damage EssenceCogt Availability — Cost Street Index
(st)M .3 5/3 days 8,000¥% 1

>>>>>[Wolvers are very similar to retractable spurs, except that spurs remain extended evenifyou |
relax your hand. With wolvers, you can't use really the hand because the blades retract if you do.
Still, they are cheaper.]<<<<<

—Mikey-Boy (10:31:36/06-27-55)

Bioware
Grafted Muscle 4P-BC

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

Body Cost  Availability Cost Street Index
1 8/14 days  100,000¥% 1.25

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

>>>>>[This is the same kind of treatment as muscle augmentation, except that this one is done all over the body and not justin
the arms and legs.]<<<<<
—Virtuoso (14:03:18/06-25-55)

Independant Air Supply Legal
A small artificial organ, filled with aspongy, oxygen fixing foam. Implanted in the lower lungs, it doublesthetime a
person can hold his breath.

Body Cost  Availability Cost Street Index
7 4/7 days 50,000¥ 1

Can be combined with the Extended V olume modification (p.31, Shadowtech), but the Extended Vaumemodfiesaregppied after thosefor the Independant
Air Supply: acharacter with aBody of 4, an Independant Air Supply, and Extended VVolumeleve 2 can hold hisbresth for 4 x 30 x 2 + 90 = 230 seconds.

Skin Weave 5P-BA

This enhancement uses nanites to weave the top threelayersof skinwith adense polymer threed. Theresultisabare
skin equivaent to light body armor. The processisrelatively discreet, and takes about two weeks. Not compatible with
Orthoskin.
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Body Cost  Availability Cost Street Index 5
5 8/8days  60,000¥ 8 >¥ - Qﬁ%@/
Thisgivestheentire body 1 point of Bdlistic amor, which iscumulaive with any worn amor. Thethreeds are difficult to O %\
notice, requiring a Perception(6) test to spot when examining the skin. >< :
Q@ /@\ g
k ( \(;.M.ESPEBSIJ )
Cyberdecks AL >

KiramaLPD-12 3P-CD
A smple cyberdeck, the LPD-12 isideal for beginning deckers with little experience.

Persona Hardening Memory Storage Load /O  Availability  Cost Street I ndex
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.]<<<<<
—Flashback (05:29:16/06-27-55)

SGI Technologies® Elysa’ 3P-CD

A good, al-round deck, the Elysiahaswhat it
takesto become very popular. It haslevel 1 response

increase.

Persona Hardening Memory Storage
4 1 80 160
Load /O Availability Cost
15 10 4/7days  38,675¥%
Street Index
1

>>>>>[If you upgrade it a bit, yes, it can be a good all -
round deck. Off the shelf, no, not really.]J<<<<<
—SMS (16:18:05/06-27-55)

Zetatech Parraline5750

A brand-new cyberdeck from the well-known Cdifornia-based company, this deck
incorporates avid-screen as standard equi pment.

Persona Hardening Memory Storage L oad 1/0
3 1 30 45 15 10
Availability Cost Street Index
4/7 days 19,230¥ 1

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

Zetatech Parraline 5750
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Intrusion Countermeasures

Firegarter 2-CD

Firestarter isindirectly black in nature. Using its Trace subroutines, it tracks theintruder to
its source. Entering the electrical system, it blaststhe wiring with amegawatt power surge. Thejolt
causes wiring fires, explosions, and friesthe decker asif hewerein an eectric chair. Firestarter
programs are excellent covert killers, asthey leavelittle or no evidence in the charred wreckage. E

Target: Evasion

Load rating: 2 x Rating

Frestarter isactudly amodified Trace and Burn; insteed of trying to burn the decker's cyberdeck, onceit findsthe deck it goes
on to search the nearest eectrica system (this search takes 1D6 turnsto complete after the Trace part isfinished). The
electrica systemisthen shorted out, causing a(1D6)D explosion, with the decker a ground zero (i.e O metersrange). The
Power Levd isadierdll because of thevaring dectricd systems FHredtarter may encounter. The explason can gart afire, and
has a Power Level Reduction of -1 per meter. Impact armor defends.

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

>>>>>[| think our decker bought it because ofthis 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 | 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 4P-CD

Murphy isavirusthat settlesin unused memory inside a cyberdeck. It becomesactive
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 actionsasit hasavailable
todo this.

Target: Masking

Load Rating: ¥ Rating (round up)

Murphy atacksasKiller IC, but on asuccessful atack causes no damageto the decker. Ingteed, it putsaprogram with asize
of anumber of Mp equd toitsrating x 2 in the deck's Active memory. If thereisno room to do so, the attack automaticaly
fails. Requesting the deck's directory does not list the Murphy routine.

\When the deck triesto use the memory occupied by Murphy (thet is, if so much Active memory would be used that Murphy
would not fit anymore), it startsits attack. It rolls a number of doeequd toitsrating, ageingt the dedk's Rersonarating. For
every suceess it ordersthe MPCPto execute one utility of arandom type (GM decideswhich one:). Murphy only attempts
to use utilities that are in the deck's Active memory. The target of theutility can beanything thet iswithinrange: 1C, another
persona, or even an atack on the decker himsdf. Thetarget is determined randomly, soit could result in using aMedic program on an enemy decker, or aHog
against afriendly decker. 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 it is in a system where you can't do much harm.]<<<<<
—ASDF (12:52:06/06-26-55)

Spazz 2-CD
Spazz causes epileptic seizuresin the decker's nervous system. It cannot harm atortoisein any way.
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Target: Bod

Load Rating: 2 x Rating (round up)

Spazzisaform of black IC, and fights as such. The difference isthat Spazz does not cause wounds; ingteed, it reducesthe
decker's Reection Attribute by its number of net successesfor aslong asit isnot destroyed by the decker. Jacking out dso
retur nsthe decker's Reaction to normal. The+2 bonus provided by each level of Response Increeseisreduced firgt; efter this
has been reduced to 0, the decker's own Reaction is lowered.

Vehicles

UH-90 Utility/Squad Helicopter e ——

A dedicated battlefield transport/attack helicopter, the UH-90 can cary acrew of two plus
six passengersamost everywhere, while providing them with fire support from its own weapons.
Weapons are not included in the purchase price.

Handling Speed B/A Sig Apilot Cost
UH-90 4 230/270 4/3 3 3 1M¥
Seating: 2 + 6 bucket seats Access: 2 standard + 2 double-sized
Economy: 1 km per liter Fuel: 1C/2,000 liters
Cargo/Stor age: 10 CF storage
Sensor s: Advanced (3) ECM: Security | (1)

Landing/Take-off Profile: VTOL/VTOL
Accessories: EnviroSea ™ , 2 firmpoints (forwardfinng), 1 Mico-turret (under-nosg), life
support system (60 mar+hours)

Yakurichi -Ural BR70 Heavy
Trangporter

Designed for long-range cargo hauls, the
BR70 is one of the best trucks around.

Luxurioudly outfitted, with stereo, air
conditioning, a twin-sleeper cab, sophis-
ticated navigation systems, and full rigger
controls, the BR70 aso comes with an

engine boost feature. This boost injects
_ nitric acid into the engine for increased
i performance, butisonly availablefor up to
£ 25 minutesat atime. Thetota capacity of
thenitric acid tanksisenough for atotal of
25 minutes of boost.

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

Car go/S){or age: 5 CF storage

Sensor s: Advanced (3)

Accessories: ar oconditioner, datgjack link, improved suspension (1), rigger control geer, fereo
system, sleeper cab (2 beds)

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

Weapons

Avante P-1135 Needlegun Legal
Lightweight, plastic, compressed air powered. Can be doped with drugs or poison.
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Type Conceal Ammo Mode Damage Weight Availability Cost  StreetIndex
Heavy 5 15 (¢) A 5L 1 2/12hrs = 200¥% 75

Use the rules for Needle ammo (p.30, The Neo-Anarchiss Guideto Redl L ife), but thiswepeon doesnat firenomma
Heavy Figol ammo. Being anar gun, it needsits own ammo type, which is purchased as Regular anmo. Thegun hasa15
round clip holding the needles, and has a 15-shatpressrized-gastank to propd them. Bath can bechanged ssparatdy. The
damage listeed above is for the needles aone, which can be poisoned.

Enertx AKM Power Squirt
A squirtgun. Y es, apowered squirtgun.

L egal

Mode
S

Ammo
50 (m)

Type  Conceal
Taser 5

Damage Weight Availability Cost  StreetIndex
drugs 1 aways 15¥% 1

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

>>>>>[|'m scared now!]<<<<<
—Wiley (14:03:17/06-29-55)

Militech ElectronicsLaser Cannon
Milspec laser cannon, rarely seen.

Type Conceal Ammo  Mode Damage Weight Availability  Cost Street Index
Shiper —  seebelow A 3M- 25 26/21 days 130,000¥% 3.25
15M

Thislaser has adjustable power output, meaning the user can st the damage anywhere between 3M and 15M. Every shot uses
anumber of unitsof power equd to its Power Leve; the power pack contains 30 units of power, o you could fire2 shotsa
full damage (15M), or 10 shatsat loest damege (3M), or any ather combination you want: for indance oneshot a 10M, three
shots at 4M, and one shot at 8M exactly empty the power pack. Range stays the same at all Power Levels.

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

Type Conceal Ammo  Mode Damage Weight Availability Cost  StreetIndex

Heavy 4 20 (c) A 4 Sun 15 2/24hrs 200¥ 75

The4L damageisfor theimpact of the projectile; use Impact amor to defend. Whatever the ammo isloaded with, thet does
sparate damegeif theball hits Thiswegpon does not use norma Heavy Pigtol ammo, asit isan air gun, but useammo prices
for Regular anmo. It haldsadlip for 20 roundsand an air tank for 20 shots; ether can bereplaced separatdy from the other.
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EQUIPMENT

>>>>>[Another section with new equipment. This time, we're concentrating on mil-spec gear— but
we haven't forgotten streetgrade stuff, don't worry. Not that military-grade gear is very common
among shadowrunners, | know, but you never know what you might need on your next run—or ¥y
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.]<<<<< '
—Gurth (you:don't:know/how-it-feels)

Melee Weapon

Bayonet 7-A

Multi-purpose bayonets that fit all standard assault rifles, providing thefootsdlderwitha
last defenseif caught with an empty weapon. Today's bayonets can be used for more functions
than traditional bayonets, including wire cutting (by clicking the bayonet to the scabbard), sawing
(using the saw-edge), and function as alimited survival knife. Comes complete with scabbard.

Conceal Reach Damage Weight Availability  Cost Street Index
8 0 (str)L 2 2/8hrs 35¥% .8

All assault rifles and military-gradeshotguns can befitted with abayonet. The Reech and Damege Satsgiven ebove areusd
only if the bayonet isused by itsdlf, asaknife when fixed to arifle, Reach is +1, while Damageis (dr + wegpon weight)L, in
other words: find the Power Level by adding the rifleésweight (excluding that of the bayonet) to the widlder's Strength
Attribute Rating, rounding down. Fitting or removing a bayonet costs a Simple Action.

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

iors=

Light Pistols

Initial qualms about using such alow-energy round were stilled when performance against

soft body armor was shown to be greater than comparablerounds, and thelargedip cgpacity of the
underbarrel helical clip drew many converts. A persona defense version of the P-4isdsomede
under the name P-8. Clip sizeis deliberately kept small, and conversion to burst-fireisedremdy
hard.

P-4 (L egality 4-G):

Type Conceal Ammo Mode Damage Weight Availability Cost  StreetIndex
Light 4 100 (c) BF 7L 1.25 8/48hrs = 1,350¥ 2.5

P-8 (L egality 8P-E):

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

Plastic Warr

(Sour cenote: these come from theMore Guns! supplement for 3G°)

>>>>>[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 P8
frame because of minute size differences. And you know what? | don't like these surprises.]<<<<<
—Buddy (04:46:34/06-20-55)

>>>>>[Ahundred rounds in a pistol-size weapon? Get out of herel]<<<<<
—Wiley (22:04:16/06-24-55)

Thumper 10P-E

The Thumper is one of the preferred crowd-control weapons in countries that frown on using live ammo against
unarmed civilians. It'sammunition consists of an elongated e astic bag filled with asilicon gdl; upon leaving the muzzle, the
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bag stretchesinto aspherical shape, which hitsthetarget using its momentum and mass, but its

Page23 ®H

large area causes little damage, as necessary for ariot-control device. ‘ ¥/
b
Type Conceal Ammo  Mode Damage Weight Availability Cost  StreetIndex 1N
Light 6 10 (¢) SA 5L Stun  1.25 3/12hrs 120¥ .75 i
In gameterms, thiswegpon only fires Stun rounds & the damege codelisted above. No other ammo typesare avalable asyet. Gf‘j
(Sour ce note: from More Guns!) 7 ™\
N

>>>>>[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.]<<<<<
—AXx Police (12:36:49/06-30-55)

Heavy Pistol

Phoenix Gyroc Heavy Pistol (aka THUNDERCLAP) 1J

A rocket gun formed on the tri-barrel design. (Imagine a sawed-off shotgunwith3barrels !
inatriangular arrangement.)

Itisachemically propelled sabot weapon capable of firing multiple purpose projectiles.
Thisincludes, but is not limited to HEAP, AP, Incendiary, Fragmentation and Chemical.

Ry

This weapon only fires its own ammunition, described in the Ammunition & Explosvessadion, pege 27. It usssthe
following ranges:

Street Index
2

Mode
A

Ammo
3 (break)

Conceal
3

Damage Weight Availability Cost
ammo 3 8/7days” 10,000¥

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

TheBdligic Armor Rating reflectsthe velodity of theround and its penetration ability a thelisted range. Thewegpon hasNO
Point Blank 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.]<<<<<
—Tear (21:41:47/06-23-55)

>>>>>[But only at long ranges. It just bounces off armor at the kind of distances | get into a fight
at.]<<<<<

—Speedy (13:20:35/06-25-55)

3 )
f|,--".'-':
7 T
P
Al
b

iors=

Plastic Warr

>>>>>[It's more use as a support weapon than as your main weapon or sidearm. Still, | prefer grenade launchers or shotguns
over such a limited-use weapon. Too bad, also, that it doesn't fire normal pistol rounds. But | guess you can't have

everything.]<<<<<
—Daughter (15:01:36/06-30-55)

Submachine Guns

This is an anarchist weapon, pure and simple. A low-power SMG with an absurdly high rate of fire and a
tremendously large clip. Thisweapon never actually went into production, instead the autofire-only desgnwascirculated
anonymously on the Matrix. Thefile contains anumber of design documents so that any reasonabl e computer-controlled
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machine tool setup can produce all 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 agiven
model depends on who manufactured it and the quality of their raw materials.

In general, theweapon is distinguished by a 1,000 rounds of ammunition (inapair of 500-
round compartments), and a pair of short, thick barrels mated to alarge finned aluminum shroud 2
for maximum hest dissipation. Even o, the rate of fire and heat buildup tend to ruinthebares
after afew thousand rounds have been fired.

The UCAS government has declared that anyone owning a copy of the program is
considered to bein possession of the weapon, whether or not weapon parts are actually found.

Type Conceal Ammo  Mode Damage Weight Availability Cost  StreetIndex
SMG 4 1,000 (c) FA 7L 5.5 12/14 days  215¥% 1

This thing has two barrels side-by-sde, and each barrd functions asasuper machinegun. In effect, you can pump out 30
rounds per Complex Action. Though an SMG, it fires Hold-Out Aistdl roundsusing Shotgunranges If theRuledf Onecomes |
into play, thisusdly &ffectsonly oneof the barrds, and since each barrd hasits own 500vound dip, youcanlced eechbard |
with different anmo. Y ou always fire both barrels at once, unless of course you modify the design.

(Sour ce note: another one from More Guns!)

>>>>>[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)

CaesTriBarrd 3G

Although this weapon has been around since 2049, it is only now becoming common on
the open market. The wegpon's unique design allowsfor asmal gun with atremendousrate of fire
(falling into the super machinegun class), its three revolving barrels producing a characteristic
sound sure to add to the weapon's psychol ogical effects.

iors=

Type Conceal Ammo Mode Damage Weight Availability Cost  StreetIndex
SMG 2 3B(corbdt BFHFA 6L 4.5 9/60hrs  1,000¥% 3

The Tri-Barrel has a built-in amartlink, and firesLight Fistol roundsat super machinegun firing rates It cannot acoept sock-
mounted accessories, but has a gas vent (2) as standard.

(Sour ce note: thisis my representation of the weapon the hellions arearmed with in Never Trust An EIf.)

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

Plastic Warr

>>>>>[Apart from the lead flying around your ears, you also get the “characteristic noise ” ofthe Tr-

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.]<<<<<
—Shim (15:05:46/07-01-55)

Shotgun

Originally developed inthe UCAS, and manufactured in Korea, the Wristbreaker isafully -autometic doubletard
shotgun. It hastwo 10-round internal magazines, each feeding one of the barres. Both barrdls can befired smultaneoudy,
though recoil from one barrel naturaly affects the other barrel aswell. Still, this means that the Wristbreaker | can fire 20
roundsin two seconds flat! Also availablein a pistol-size model for higher concedahility, thoughthisWiristresker |1 issemi-
automatic only.

Wristbreaker | (legality 1-G):
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Type Conceal Ammo Mode Damage Weight Availability Cost  StreetIndex
Shotgun  2(3) 2x 10(m) 2x SA/FA 8S 425  14/14days 1,450¥% 3
Wristbreaker |1 (legality 4P-F):

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

With afolded stock, Concedlability goes up by 1 (one), but the folded-out stodk gives 1 paint of recail compensation. Each
magazine mugt be reloaded separatedly, and the user can select which barrd§(s) to fire without the need of spending any

Actions. Inthe Wristhregker |, thetwo barrels can even be set to different firing modes you canput onea samiF-autoandthe |

other on full-auto and fire both at the same time! Use heavy weapons recoil rules for this weapon.

(Sour ce note: from More Guns!)

>>>>>[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.]<<<<<
—ASDF (18:24:00/06-29-55)

>>>>>[The name is not exaggerated, | can tell you.]J<<<<<
—Scott W. (05:26:17/07-02-55)

Heavy Weapons

General Products Rocket Launchers 2-J

Marketing 7.62cm and 12.7cm rocketsfor airborne use since the beginning of the century,
General Products has now released ground mounts to use these inexpensiverocketswithout the
need to cal in air support! These bazooka-type weapons are available in a single-barrd modd,
which isfired from the shoulder, and atripod-mounted 10-barrel launcher, both in either cdiber!

7.62mm single-barrel model:

Type Conceal Ammo Mode Damage Weight Availability Cost  StreetIndex

Missile — 1(m) A rocket 25 10/10 days 1,000¥ 1.75

12.7mm single-barrel model:

Type Conceal Ammo Mode Damage Weight Availability Cost  StreetIndex

Missle — 1(m) A rocket 3 11/10 days 1,250¥% 1.75

7.62mm 10-barrel model:

Type Conceal Ammo  Mode Damage Weight Availability Cost  StreetIndex
issle — 10 (m) FA rocket 30 22/14 days 9,500¥% 4

12.7cm 10-barrel model:

Type Conceal Ammo Mode Damage Weight Availability Cost Strea4|nd9<

issle — 10 (m) FA rocket 3 24/14 days 12,000¥

See pages 107 and 125 of the Rigger Black Book andpege290f thispublicationfor therockeisand tharr gameuse Inthe
multi-barrel launchers, al rocketsin the launcher arefired a once: in effect, thisis a 10-round burg which cannat bechenged.
Y ou can, of course, fire less rockets by putting less into the launcher.

>>>>>[A modern-day Katyusha.]<<<<<
—Right (13:19:52/06-24-55)

>>>>>[A what?]<<<<<
—Anita (06:25:18/06-28-55)

Page25 H
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Plastic Warr

>>>>>[A Stalin Organ. A multi-barrel area-saturation rocket launcher. Mount one of the back of your pickup if you need serious

firepower.]J<<<<<
—Right (04:47:36/06-29-55)
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M10A Light Recoilless Rifle

R —
- .;Jﬁml'_? IFT T ’—@;

L

Initially produced for the Pueblo military, this recoillessrifle is now available for the |
world-widemilitary market! Providing units down to squad level with alight and affordable multi-
role weapon is now possible with this modern update of the old recoillessrifle principle!

Type Conceal Ammo Mode Damage Weight Availability Cost StreetIndex
LRR — 1(b) S grenade 6.5 12/14 days 2,000¥ 2

ThisisaLight Recailless Rifle (LRR), using therules on pege 79. It fires Light Recailless Rifle grenedes, for which see page
27. It has arating 1 telescopic sight.

Behind the wegpon isadanger zone, into which the wespon's propellant gases cause abackblagt. Thishasashotgun pattern |
with achoke of 3, doing 14M damage, which isreduced asfor a shotgunbladt (ssepeged5,SRI1). TheM 10A hesascatter 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.]<<<<<
—Game (15:04:16/06-21-55)

Panther Heavy RecaillessRifle 1-J

From the same firm that manufactures the well-known Panther Assault Cannon comesa
new heavy weapon for both anti-personnel and anti-vehideuse. It can befired fromtheshoulder,
from atripod, or vehicle-mounted with little difficulty in any application, and has an integral
folding bipod to assist the firer.

Type Conceal Ammo Mode Damage Weight Availability Cost StreetIndex
HRR — 1(b) S grenade 10 14/14 days 4,000¥ 3

iors=

ThisisaHeavy Recollless Rifle (HRR), usng the rules on page 79. It fires Heavy Recoilless Rifle grenades, for which see
page 27. Behind the wegpon isadanger zone, into which the wegpon's propd lant gases cause abackblagt. Thishesashotgun
pattern with achoke of 5, doing 20M damage, which is reduced as for ashotgun blast (see page 95, SRII). ThisHRRis
Ubject to scatter of 2D6+1 meters, which isreduced by 4 metersfor every successrolled on the skill test to fire the wegpon.

Ammunition & Explosives

Dragon'sBreath

Turn your shotgun into aflamethrower just by loading these all-new roundsfrom Kohu
Incorporated! Sold in packs of ten rounds to approved government and security agencies only.

Plastic Warr

Conceal Damage Weight Availability Cost  Street Index
8 see below 7 12/7 days 90¥ 3

These rounds fire burning particles in a shotgun patterns (see page 95, SRII). Suchan attack doesdamege asfor ashatgun blat, using theshaigunisnomdl
Damage Code. However, the particles also have a Firesetting Rating (see FireRules, p.72) of 5 o anyoneteking damegefromtheshot may best onfireas
wel.

>>>>>[Corps also fall under ‘approved government and security agencies,’ of course.]<<<<<

—Wind Watcher (21:03:51/06-25-55)

General ProductsUnguided Aircraft Rockets 1

AN T

Not just manufactured in high-explosive, morevariants of theserocketsexist thaniscommonly known. Rocketsfor all
purposes, which can be fired from aircraft mounts, aswell as from the new man-pack and ground-mount launchers(ssepege

25).
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CFper rocket Damage’  Avalability Cost®  Street |ndex 7
7.62cm Anti-Personnel A 5D(f) 10/7 days 1,000¥ 4 ¥ /
7.62cm Smoke® 1 — o7days  750% 3 >
7.62cm Sub-Munition® A specia 12/7 days 3,500% 4.5 R
7.62cm White Phosphorous® 1 6M/4L 10/7 days 4,000¥ 4 A A
12.7cm Anti-Personnel 2 11D(f) 12/7 days 1,500¥ 4 Yy
12.7cm Smoke® 2 — 10/7 days 900¥ 3 \| I b J
12.7cm Sub-Munition® 2 specia 14/7 days 5,000¥ 4.5 I <]
12.7cm White Phosphorous® 2 14M/10L 12/7 days 6,000¥ 4

N

! = damage is cumulative per rocket if the “riple’ (ours) firedisontarget: if aS<hat rippleof 7.62omWProcketsisfired,
and al 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 adloud of smoke3metersindiameter, cumulativefor al rocketsthet hit
in aripple: 3 rockets produce a 9-meter diameter cloud. 12.7cm rockets produce a 5-meter doud of smoke

# = these rockets dispense a number of sub-munitions(bomblets), enpivaentto Defensive(HE) grenedes Ezch 7.62om rocket |
holds five bomblets, while each 12.7cm rocket contains ten. i

® = see the rules for white phosphorous on page 86 of Fields of Fire.

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

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

>>>>>[0Oh? | 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 Pistol (p23), andwill not fitinany
other weapon. Types available include Standard, High Explosive Armor Piercing (HEAP, Ammor
Piercing (AP), Fragmentation, and Chemical. Data below isfor packs of three rounds.

iors=

Conceal Damage Weight Availability Cost  Street Index
9S .

Standard 8 1 8/7 days 500¥ 2
HEAP 8 12s A 8/7 days 750% 2 /
AP 8 11S 1 8/7 days 600¥ 2 |
Frag 8 13S 1 8/7days  1,000¥ 2 '
Chemical 8 varies A 8/7 days varies 2

TheHEAP and AP projectilesare resisted using Bdlisticarmor at 1 point less thennomd (i.e an Ammor Jecket with Ballidtic
Sistrested as Balligtic 4). The Fragmentation round has a Power Level reduction of -3 per meter, resded with Impect amor.

Plastic Warr

(Credits: designed by Shadowmaster and posted on the ShadowRN mailing list, 042994) \< ;
Recoilless Rifle Ammunition 2| 7

For recoillessrifles, because of their light weight and portability, anumber of different ammunition types have been
developed. Among these are anti-armor, anti-personnel, general high-explosive, and smoke shells. All rounds have a

minimum arming distance of 10 meters.

Conceal Damage Power Level Weight Availability Cost Street

Light Heavy Index
Anti-Armor 5 12D 18D -6 per meter 3 5/36hrs  200¥% 3
Anti- 5 125(f) 18D(f) -1per.5meter 3 5/36hrs  150¥% 3
High Explosve 5 12Ss 18S  -1per .5meter 3 5/36hrs  150¥% 3
Smoke 5 — — — 25 4/36hrs  125¥% 25

The gats above arefor asngleround of anmunition; Damageisasplit figure, because this depends on whether theround isfor alight or heavy recaillessrifle.
The anti-armor round has an armor -piercing warhead.
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Gear

ANQ 3/22 Remote Seismic Sensor Legal

Detecting the presence of oftion on the ground, such asaman walking or avehicle moving
(including hovercraft), this sensor indicates the distance, direction, and approximate size of
anything detected. The smallest target this sensor can detect is aman walking.

Conceal* Rating Weight Availability Cost Street Index
4 3 1 6/48hrs 1,000¥ 2.5

* = Concealability is 4 for a sensor that is not buried; spotting a buried sensor requires a Perception (6) test.
Themain advantage of these sensorsisthat they do not need adirect lineof-sght tothetarget asmost ather ssnsorsdo. Any
object moving within range can be discovered, but sssmic sensors cannot be used for obsarvation of the amasphere, though
they may be used underwater. Base Target Numbers for such a sensor are based on the assault rifle range table.
See page 79 of the Rules 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.]J<<<<<
—Daughter (14:20:37/06-21-55)

>>>>>[The sensor's effectiveness also depends on the ground itis 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 vibrationsthe sensor usesto detect
things.]<<<<<

—Fishboner (08:27:10/06-24-55)

AresMirrorSmarts Legal

Fully compatible with the new Smartlink Leve 11 technology, thisisaset of mirror shades
with built-in smartgun linkage. All hardwareis contained within the mirror shades, with only a
hair-thin fibre-optic cable running to the connected weapon. Now you can be less suspiciousthan
ever!

iors=

Conceal* Rating Weight Availability Cost StreetIndex
10 — — 6/60hrs 6,500¥% 2

Thisisto 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.]<<<<<

—Mikey-Boy (03:19:58/06-20-55)

Plastic Warr

Armament Suitcases Legal

Now available from Samsonite, the manufacturers of the Armament Briefcase covered inRunningGear aresLitcases
in numerous shapes and sizes, as well as carrying casesfor musical instruments. Looks are deceiving, however: likethe
Armament Briefcase, all these suitcases incorporate a qui ck-rd esse handlewhich mounts onto thetop mounting of dmost any
weapon: press the button and the suitcase falls off, revealing the gun, ready for use!

Handle only (common to all suitcases):
Mount Conceal Rating Weight

Top (-2) — .25

Suitcases:

M odel Max. Size Conceel Weight Availability Cost Street Index
Computer case Pistol — 1. 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

Tool case Pistol — 1 4/36hrs  400¥ 2
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Violin case SMG — 2 6/36hrs  650¥ 2

/.
K

Drawing awegpon from any of these suitcases counts as guickdrawing thewespon. The wegpon cannot befired whenitis
inside the suitcase, but can be carried fully -loeded and reedy tofire Inddethesitcaseisenoughroomto storesml thingsin
addition to the gun (GM's decision), but these fdl out when the wegpon is drawn. The sLitcases are mede of tough impect
plastic, giving them armor ratings Ballistic 0, Impact 2.
The Max. Size column in the tablesbove indicates the maximum size wegpon that can behddinthesitcese Thefdlowing
notations are used, in ascending order of size:

Pistol: any Hold-out, Light, or Heavy pistol, as well as all other pistol-sized weapons

SMG: any submachine gun, or any of the previous weapons

Rifle: any assault rifle, shotgun, or any of the previous weapons

LMG: any LMG, sniping rifle, or hunting rifle, or any of the previous weapons
The GM has the final say in which weapon can be hidden in which case.

e Ve VA
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Biolnjector L egal

A wristmounted devicethat inserts alaminated monofilament injector spikewith asensor- |
guided tip into the target. The injector magazine holds four doses of drugs. !

Conceal Reach Damage Weight Availability = Cost Street I ndex
8 0 5L — 14/7 days  15,000¥% 3

Hitting an unwilling target requiresamelee combat attack. No Body test isrolled by thetarget; insteed, if Combet Pool dice
do not prevent damage, the target is dso injected with adose of drug. Use Impact aamor a haf-vaue becausetheinetor
spike is so smart, strong, flexible, and thin. |

(Sour ce note: taken from the Harleguin adventure)

DataScope® Lega

Combining several functions into one small, handy unit, the DataScope®, by KVH
Industries is essential to survival on the modern battlefield. The unit resembles avery small
telescope, ergonomically designed to be held in one hand with al controls under the user's
fingertips. By looking through the DataScope®, the user can sdlect any of the following functions:
acompass accurate to 0.25th of adegree and capable of cal cul ating distances between bearings; a
rangefinder accurate to 0.5 meters; a variable-magnification (1x to 25x) lowdight tdescope anda
digital clock/calender. The unit has an integral memory to automaticaly record thelast 50 bearings
taken with the compass, and a battery life of 3 months.

iors=

Conceal Rating Weight Availability Cost  Street Index
8 — .2 4/36hrs 5,00¥ 1

>>>>>[The damn thing is just too small for me. It may be fine for the breeders, but ifyoure atrol

holding this scope is sort of like trying to hold a greasy marble between your toes.]<<<<< -
—Marty (12:38:20/06-22-55) | =

>>>>>[But if you can hold it, it isvery useful in the field. It's accurate enough to know where you are 14 -k

and where you're going, and for quickly estimating distances. All without being detected.]<<<<< H‘& .
—TFreddy (11:29:26/06-27-55)

Plastic Warr

>>>>>[How does it find ranges, then, if you say the DataScope can't be detected? Lasers can always be noticed.]<<<<<
—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)

General ProductsRocket Sdlection System Asweapon

Designed for use in aircraft equipped with the GP Unguided Aircraft Rockets, this computer system allowsthe
wesapon operator to select exactly which type of rocket will befired from amixed ripple! For example, if asingle launcher
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holds both WP and HE rockets, the operator can now very smply select to fireacertain number of g
WP rockets, while leaving all HE and anumber of WP rocketsin the launcher for later use! Only
availablefor vehicle mountings.

/
K

Base Time: 1 day

Skill: Appropriate Vehicle B/R Skill
Target Number: 5

Parts Cost: 6,000¥ + 1,000¥ per launcher
Equipment Needed: Vehicle Shop

CF: 1

e Ve VA
N N

M-0116 Tripwir e Sensor Legal Ve

An advanced version of the age-old piece of string with arock-filled can at theend, the ,rl; N7
tripwire sensor can be used to detect intruders quite effectively. Thelatest M-OL16 tipwiresnsrs 7%
contain ten metersof virtually indetectable wire, and transmit any movement inthelinethroughthe |- 4/ '?*_'
b

plug-in fiber-optic cable, allowing the sensor to be connected to monitoring stations, alarm r |
systems, automated gun systems, or explosives. byl

I
=

Conceal* Rating Weight Availability Cost Street Index

iors=

6 1 — 3/24nrs 20¥ 1

* = the Concealability is 6 for the sensor itself. Spotting the wire requires a successful Perception(9) test.
Thebase Target Number for atripwire sensor to detect atarget
(which must cross the wire) is 2.
See page 79 of the Rul essadionfor gamerdesonusngay
detection system.

>>>>>[Tripwire sensors are easy enough to get past: keep your eyes peeled for any wires strung at
ankle- to knee-level, and just step over the wire when you see one.]<<<<<
—Jason (12:03:15/06-27-55)

>>>>>[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.]<<<<<
—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, so the least the cord will do is slow them down as they examine it.]J<<<<<
—Ben (22:48:28/06-30-55)

Plastic Warr

>>>>>[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<<<<<

—Freddy (10:29:31/07-01-55)
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M S 1803 Panoramic M otion Sensor Legal

The MS 1803 can detect motion of any object larger than five cubic centimetersin a 360-
degree radius around the sensor, trangmitting any detected motion to a monitoring station.
Naturally, the sensitivity level can be adjusted, allowing the
sensor to automatically filter out movements of objects smaller
than the programmed size.

Conceal Rating Weight
2 5 25

Availability Cost  Street Index
8/48hrs 1,000¥ 2

When the sensor detects an object within range, it transmitsthisfact to the
monitoring set. Mation sensorsonly indicate the existence of themotion andits

generd direction, not animage of what is creating themoation. TheMS 1803 's
Target Number is based on the range table for heavy pistols. i
See page 79 of the Rul es ssttionfor gamerdeson using any detedtion system. f

>>>>>[Five cubic centimeters? That's a fragging
matchbox!]<<<<<
—FEasy (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.]<<<<<

—DeLorean (14:16:51/06-26-55)

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

iors=

>>>>>[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! something pulled my wire!
*SCREAMx’ That gives you a warning that someone is fragging with your sensors, even if they
didn't show up on your main sensors. And alwaysalways always overlap your sensors'fields of
detection.]<<<<<
—Captain One-on-One (06:23:51/06-29-55)

O1KA RemoteHeat Sensor Legal

Essentially asimple thermographic sensor, the S91K A can detect any heat source larger
than a lit match within a one-kilometer radius. This meansthat any (meta)human intruder will
amogt certainly be detected. Being asimple device, the sensor does not give a picture of the heat
source, but does indicate its direction and distance from the sensor.

Plastic Warr

Conceal Rating Weight Availability Cost StreetIndex
4 8 5 4/48hrs 2,000¥% 1.5

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

Range(meters): 0to 100 101to250 251to600 601 to 1,000

Target Number: 2 4 6 8

Apply cover modifiersto these Target Numbers, aswell asthosefor cybernetic thermographic vison (.89, SRII) if gppropriate Any meesresthat decreasethe
target's heat Signature are dso taken into account, as are things that increase that signature (wavingabuming flarg, for instance). Remamber thet heet Sgreture
depends on the temperature of thetarget's surroundings, not onits actual temperature. If the sensor succesfully detects atarget, it transmitsits presenceto the
monitoring station.

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

Armanté” Tokyo” Business Suit Legal

Resembling a common business suit, hidden behind the “Tokyo"'s inner liner is a
sophisticated personal protection system composed of the all-new Kevlar 111™ balligtic fibre,
combined with semi rigid polycarbonate plates to provide enhanced protection to all vital torso
areas. Thisimpressive armor isinvisibleto all but aclose examination, and can be removed for
situations where armor isjust not worn.

Conceal Ballistic 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) !

Spiderslk Armor 5K

Spidersilk Armor isasuit flexible fabric weave armor that can beworn under clothing or as
ajumpsuit. The suit itself comes with ahood and gloves, along with special boot covers. This
insulatesthe wearer, so that thermographic detectors have a harder timeto find the wearer. The |
external version can be envirosealed for a small additional charge, but the weight increases |
somewhat.

Conceal Ballistic Impact Weight Availability Cost Street Index
Under-clothing 12 4 1 Body /4 14/14 days 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 ajumpsuit. Enviroseded versons of the
jumpsuit increase the weight to Body/2 kg, and add 2000¥ to the cost.

iors=

(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<<<<<
—Snail (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.]<<<<<
—Mikey-Boy (11:03:24/06-28-55)

Bioware

Plastic Warr

Compound Eyes Legal

The eyes of vertebrates consist of asingle lens set in the front of the eyeball, light falling through the lens and
projecting images on theretinaat the back of the eyeball. Such eyesare excellent for detailed vision, but not as effectivefor
detecting movement. For instance, human eyes can distinguish thedifferent flashes of alight flashing 50 times per second, but
that is approximately the maximum attainable. M ore flashes per second appear as a continuous light.

Compound eyes, as found on most insects, consist of alarge number of small lensssand receptors. Visonisnot 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 distinguish 330 flashes of alamp per second. In addition, insects have
excellent color vision, better than humans, while some insects (bees for instance) can see into the ultra-violet spectrum.

Compound eyes are now available commercialy for implantation in (meta)humans. The normal eyes are replaced by
the compound eyes, therefore any other vision enhancements present are lost (but can beimplanted in the compound eyes
again). Thisenhancement allowsthe user to detect motion better, improves color vision, and has optional ultra-videtvidon.
All thesef unctions operate continually and cannot be switched off. The eyes can accept any normal vision enhancements.
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Body Cost  Availability =~ Cost* Street Index
3 6/60hrs  level x 3000¥ 1.25
* =for ultra-violet vision add 4,500¥
Compound eyesareavailableinratings 1 to 5; each rating point givesthe user an extradieto roll for Perception tests medeto
distinguish movement or colors.

>>>>>[| got me a set of these, and | can tell you, now you really start to appreciate how slow people
actually move.]J<<<<<
—Geezer (14:01:26/06-22-55)

>>>>>[| find you can't watch the trid decently with compound eyes. All you see is a series of still )
pictures instead of a moving image.]<<<<<
—Back (15:59:19/06-27-55)

>>>>>[You haven't mentioned the worst thing: all those flashing lights everywhere, which other
people see as one continual light. | bought beta-grade compound eyes, you know, the pre-full- |
production test models, but went under the laser for normal cybereyes within a month. All those |
flashing lights gave me a headache from here to Rangoon. | was later told that the effect is worse
the higher the rating of the eyes you have installed.]<<<<<

—Tenfold (19:46:41/06-29-55)

LowLight Lega |

A single human eye has approximately 125 million rodsin the retina (rods give blackand- |
whitevision a low light levels), but this bioware replacement approximately doublesthat number,
giving much improved vision at night, albeit in black and white. The net result is similar to
cybernetic lowlight vision.

Body Cost  Availability Cost Street Index
2 5/36hrs 4,500¥% 1.25

iors=

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

>>>>>[Too bad there's no package deals.]<<<<<
—Angel (15:02:16/06-26-55)

Cyberware
Bomb Implant 1-CC+lI

A development of the cortex bomb, this consists of one kilogram of C12 implanted inside
the body, effectively turning the wearer into aliving bomb. Thisbomb can befitted with either a
timer or aradio detonator, or can be wired directly into the wearer's nervous system to explode
when a specific mental command is given.

Plastic Warr

EssenceCost Availability Cost Street Index
.5 20/14 days  500,000¥ 1

The damage for the explosion is12D, with a Power Level reduction of -1per meter. Theanly way to detect thiskind of bombishy usngacybewarescae;
chemsniffersand MADs do not detect it, whileits materid s virtualy do not show up on x-ray pictLres Agang acybawarescanner, thebombsConcedability is
6, while it spotting it on an x-ray picture requires a successful Perception (10) test.

>>>>>[Most often used implanted in trained animals. The beastie is trained to perform a specific action whenithasntgota
bomb implanted, and when it is fully trained the bomb is put in and the animal's released near its target. Once it spots the target,
it does what it's trained to do: walk alongside the person, duck underneath the car, that sort of thing, and then detonate the
bomb. Naturally, some suicide-squads put these cuties in humans, t00.]<<<<<

—Slime (18:25:03/06-28-55)
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Program Carrier 3-CD

Thisisaspeciaized form of Bodyware for those who work with the Matrix, espedaly
deckers. Threeretractable prongsarelocated in the user'shand to carry any kind of chip. Thechips
are connected by individua, subderma fiber opticsto the user's datgjack. Techniciansuse program
carriersfor diagnostic routines, and eckers forpersonaprograms. By inserting theprongsinto a
suitable station and plugging in adatatable, adecker can runthe Matrix, asthey say, “naked.” He
will need headware memory to storage to stash any data he heists.

EssenceCost Availability Cost Street I ndex
2 4/48hrs 25,000¥ 1

See page 78 for game rules on decking naked.

(Sour ce note: thiswasintheorigind Shedowrun rulebook, but was ddeted from the second edition, presumably because of
the C? decks that became available in Shadowtech.)

>>>>>[This is a dangerous way to deck because the user's nervous system is extremely
vulnerable.]<<<<<
—ASDF (03:26:52/06-26-55)

>>>>>[| 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.]<<<<<

—Sham (20:36:16/06-30-55)

iors=

Vehicles

All-Terrain Bike

A form of traffic that is becoming ever more popular in thesetimes of ever increasing fuel
and el ectricity costs, bicycles are cheap, light-weight, and can go virtudly everywhere. No need for
fuel, plus you get afree work-out while going to your destination! ThisATB isequipped with 48
gears, off-road anti-puncturetires, quick-change wheels, and alight-weight carbon-fibrelpegper
frame. Excellent for city work aswell as off-road riding, and it comes with a free heavy -duty lock
to secure the bike to lampposts, railings, and similar structures.

Plastic Warr

Handling Speed B/A Sig Apilot Cost
ATB 3 * 1/0 6 — 650¥%
Seating: 1 Weight: 15 kg
* = Cruise Speed can be found by adding together the cyclist's Quickness and Strength Attributes. Maximum Speed is three times this number.

>>>>>[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 carJ<<<<<
—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 it is.]<<<<<
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—Gurth (.../...)
30mm-Schrot 3L \¥ " )
Schrot in German means trash or shrapnel, so thisis aflechette-roundof 30mmcdiber. Itis A
fired from the Altmayr SP, and uses all rulesfor flechette ammo. }{i
Per pack of 10: \I I b J
Conceal Damage Weight Availability Cost Street Index 7 Ak
8 -1 Power level, use 1 4/24hrs 40¥% 1
flechette rules* AN

* = g, if you fireit from awegpon that normally does 10S damage, that wesgpon now has adamage of 10S(f). Normal
flechette ammo would do 10D(f) from the same weapon.

Regular ammunition for the Altmayer SP. No special rules. I
Per pack of 10:

Conceal Damage Weight Availability Cost  Street Index
8 normal 1 4/24hrs 40¥% 1

30mm-Explosv
Explosive ammo for the Altmayer SP. It usesal normal rulesfor such rounds. |

Per pack of 10: i
Conceal Damage Weight Availability Cost  Street Index T

8§  +lPower 1 6/36hrs 100 15 W

_ Sy
Wirtz-Schrot asweapon o
Flechette rounds for the Wirtz “ DemoControl.” Use the rules for buckshot fired from a » |

hotgun (p.95, SRII).

Per pack of 10:
Conceal Damage Weight Availability Cost  Street Index
8 115(f) 1.25 8/36hrs 80¥% 2

Wirtz-Betaubung asweapon
These rounds do Stun damage, whith thetarget using Impact armor to defend against them.
They can only be fired from the Wirtz “ DemoControl.”

Per pack of 10:

Conceal Damage Weight Availability Cost  Street Index
6 12M Stun 1.5 8/36hrs 100¥ 2

Plastic Warr

Neurogtun-Minigranate 3

Containing Neurostun V11 gas, these are mini-grenades spread a cloud of gas around the impact point (5 meters
radius). They can only befired from grenade launchers. The grenade does 8M damage to any target it hitsdirectly.

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

Like the Neurostun grenades, these are mini-grenadesthat Spread tear gasingtead of Neurostun. Thegasgives+4todl
Target Numbersfor half an hour, and takes 1 turn to take effect. The grenade does 8M damage to any target it hitsdirectly.

Per grenack:
Conceal Damage Weight Availability Cost  Street Index
8 8M .15 4/24hrs 50¥ 1.5
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Mikrogranate, Offensve/Defensve 3

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

Per Offensive grenade:

Conceal Damage Power Level Weight Availability Cost Street Index
9 10S -3 per meter 1 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 I ndex
9 12M Stun -2 per meter 1 8/36hrs 80¥ 15
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SPELLS m

A AN A
>>>>>[We don't only cater for the tech-oriented types, we try to provide something for everyone! A /;l;\@@@
listing of a lot of new spells (admittedly, some are based on existing ones), most of which haven't A" N A=A
been published beforel]<<<<< f“i'rfﬂ\; :f;,}\

—Gurth (ab:cd:ef/gh-ij-kl) \JI}\E’]/J@\ y

vy N

@ | | sauespenson )

Combat Spells

Flame Arrows Gurth |

A bolt of magical energy that causes Physical damage to

multiple targets, using theelemental effect of fire. Thecaster |

may divide the successesrolled on the Spell Success Test

among al targetsin hisLOS, but at least one successmust |-, |l

= be allocated to each target to be struck. Each target takes -
" damage as if hit by a single Fire Missile spell with the

- number of successes allocated to the target.

| Type: Physica Range. LOS

' DamagelLeve: M Duration: Instant

Target: Body (R)

£ Drain: [(F/2)+1]D

P

Plastic Warriors'

ForceDrain Gurth

This spell reducesthe Force of aspirit, muchinthe
sameway as banishing, but with lessrisk for the magician. It
ismoredifficult to use this spell than to banish aspiritin the
normal way, however.

The Target Number istwice the Force of the spirit;
the spirit is allowed a Force Resistance Test. For every 2
W@  successes the magician has left, the Force of the spirit is

e permanently reduced by 1 (though this reduction can be
undone, see Elementals, p.65, Grimairell for details on
this healing). Free spirits can restorelost Force pointsinthe
sameway they increase their Force normally. If afree spirit
-==% hasmore Spirit Energy than its new Force Rating, its Spirit
| S %o, . Energy becomesonelessthanitsnew Force.

Type Mand 77 Range LOS Target: 2x Force(R)
Damage Level: specia  Duration: Instant Drain: (F/2)S

>>>>>[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.]<<<<<

—High Gene (20:35:29/06-19-55)

TireWrecker Gurth

This spell issimilar to the above Wrecker spell, but instead of affecting awhalevehicle, it atacksasngletire of that
vehicle (Restricted Target: Tires). Thetire getsaResistance Test, rolling anumber of dice equal to the Body of the vehicle
against a Target Number equal to the Force of the spell. If thetireisa Runflat tire (p.118, Rigger Black Book), reduceits
Target Numberby -5.

If thetire rolls enough successes, nothing happens. However, if the spell has at least one successin its advantage, the
tireis destroyed. Thisforcesthe driver of the vehicle to make a Handling test. If successul, thevehidecankegpmoving,but
at areduced speed: substract 25% of both the Cruise and Maximum speeds per tire destroyed. Also, if the vehicle drivesfaster
than its new Cruise speed, another Handling test is required.
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If any of the Handling tests are failed, the vehicle must make a Crash test. Whatever the
outcome of the Crash test, the vehicle has stopped moving.

A vehicletakes nght dama%e per tire destroyed.
Type: Physical Range: Target: Object Resistance

DamagelLevel: special  Duration: Instant Drain: [(F/2)+1]M

/.
K

\
(=07

Y,

Detection Spells >' AU
SALESPERSON
kﬂ/\ a
Adtral Perception Gurth _?p_;’_;:.f 1—| |
Thisspell allowsthetarget to use Astral Perception, but the target isvulnerableto all otk N'-'_:r‘{-l_.

attackscoming from Astral Space, sincethetarget'sauraisdirectly connected (“opened up’)tothe ¢ f( E SRt

etheric plane. Of course, it would beridiculous to cast this spell & afriendy magician, dthoughit | i (5
is possible to use this spell to open up an enemy magician to Astral Space, thusmaking him |-, | " i
vulnerableto attacks by friendly charactersor Spiritsin Astral Space. Unwilling charactersare | fii
alowed a Resistance Test. However, one success of behalf of the caster isall that isneededto i =~ 7'
establish thelink with Astral Space. ‘I.I b
Thetarget can not use his normal vision when under the effect of this spell. Useall normal
rulesfor astrally perceiving characters. The target cannot make atacksagainst astra beingswhen |

heis under influence of this spell. _
Type: Mana Range: Limited Target: Willpower (R)
Duration: Sustained Drain: (F/2)S

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

iors=

Clair Spell Brian D. Neumann

This spell isacombination of the Clairvoyance and Clairaudience spells (p.153, SRII).

Both the clairvoyance and the clai raudl en edparts of this spell must be aimed at the sameaea.
Type: Mana Range: Limit Target:
Duration: Sustained Dram [(F/2)+2]M

>>>>>[Much better than just Clairvoyance or Clairaudience separately. Now you can see andhear
what is going on with much less drain.]J<<<<<
—Steel (21:02:46/06-19-55)

Plastic Warr

Clair Spdll (Extended Range) Brian D. Neumann
Astheabove Clair Spell but with Extended Range optlon
Type: Mana Range: Extended Target:
Duration: Sustained Drain: [(F/2)+1]S
Detect Credstick Protection Gurth

Thisisamodified Mind Probethat only searches the subject's mind for the security measures on hisor her credstick.
Every net success on the caster's part gives him the knowledge to defeat one security measure. For instance, if the casteris
probing the owner of aGold credstick (which has passcode, fingerprint, and voiceprint security), and the caster rollstwo
successes, he getsto know two of the three (the GM decideswhich). If the 'stick requires a passcode, the caster knowsthe
passcode; if it requires avoiceprint, the caster knowsthe reqw ired voice &hough reproducing it isaproblem), and so on.

Type: Mana Range Touch Target: Willpower (R)
Duration: Sustained Drain: (F/2D
Detect Damage L evel Gurth

Thisisthe same asthe Detect Wound Level spell, following below, but this spell can only detect the damage levels of
vehicles, cyberdecks and cyberware. It does not detect damage of living creatures or bioware.
If cast upon a person with damaged cyberware, it only reveal s the condition of thedamaged cyberware sysems not of

the undamaged ones. It does not reveal which undamaged systems are present in the body.
Type: Physical Range: Limited Target: "4

[O TecHspecs ]




H INTRO CP2020  EQUIPMENT LEGALITIES INREVERSE Page39 H

Duration: Instant Drain: [(F/2)-1]S

Detect Magical Sites Gurth

This hypersenses spell dlows the subject to know the location of all medicinelodges and
active hermetic circleswithin range. The spell does not indicatetheforce or rating of thelodge or
circle. Also, the lodge or circle does not have to bein LOS of the caster or the subject.

Type: Mana Range: Extended Target:
Duration: Sustained Drain: [(F/2)-1]M
Detect Traps Brian D. Neumann

This spell detectsall traps, both electronical or physical, in the area of effect. The spell
requires avoluntary subject, who must be touched by the caster. The areain which traps are
detected can be anywhere within Limited Range (not necessarily centered onthesubject of the |

spell). TheTgralget Number isthe Object Resistancerating of thetra%

Type: Physi Range:” Limited Target: Object Resistance

Duration: Instant Drain: [(F/2)-1]M

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

Type: Physical Range: Extended Target: Object Resistarice

Duration: Instant Drain: [(F/2)-2]S

Detect Wound Leve Gurth

This spell allowsthe caster to detect how serious the wounds and fatiguedf thetarget are
When cast, count the number of successes, and check the table bel ow to see what the caster finds
out. The caster always finds out the same about both the Physical and Stunmonitors, without the
need for casting a seperate spell for each. If the target has damaged bioware, the spell dso revedls
the damagelevelsfor al bioware systemsthat 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 information on damaged bioware.

An unwilling target makes a Willpower resistance test to offset the caster's successes.

Note that this spell can not analyze the damage level of vehicles, cyberdecksor cybaware
(see pages 39 and 40 of Shadowtech for damage levels of cybeware). K|

iors=

Warr

Dbetion: Insant e (FIDM DETECT WOUND LEVEL TABLE
Target: 4 Successes  Result LT

0 Caster finds out nothing jii |!

1 Caster knowswhether the target ismarg "r%woun
than the caster himself, on both'mo H"_

2 Caster knowsif the target's Wound L&u@his higher tha
or equal to Serious, or lower than Seriaus, of bot
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 are filled on
either monitor
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Detect Sentients Gurth

Thisspell issimilar to the Detect Life spell (p.153, SRII), but it only givesthe caster the

locations and numbers of all sentient beings within range (Restricted Target: Sentient Cregtures).
Type: Mana Range: Limited Target: 4 ;
Duration: Sustained Drain: [(F/2)-1]M

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

—She (16:38:01/06-23-55)

Enhanced Senses Brian D. Neumann

This spell gives one enhanced sense to the subject, for instance L owlight Vison, Hare
Compensation, Wide-band Hearing, and so on. Each sense enhancement is a seperate spell.

Type: Physical Range: LOS Target: 4

Duration: Sustained Drain: [(F/2)+2]M

Enhanced Sight Brian D. Neumann
This spell gives the subject Natural Lowlight Vision, Natura Thermo-graphic Vision,

Flare Compensation, and Optical Magnification 1.

Type: Physical Range: LOS Target: 4

Duration: Sustained Drain: [(F/2)+4]D

>>>>>[No need for cyber or goggles, but watch the drain!]<<<<<
—Chat (21:38:15/06-19-55)

LowLight Vison Gurth

This spdll, requiring avoluntary subject, gives the target the equivalent of Natural Low-
Light Vision for the duration of the spell.
Type: Physical Range: Touch Target: 4
Duration: Sustained Drain: (F/2)L

iors=

Memory Probe Gurth

This spell is similar to the Mind Probe spell (p.153, SRII), but themagician candsolearn
what the target has stored in his Headware Memory. Sifting through Headware Memory isdone at
aspeed equal to the caster's Intelligence multiplied by 5, in Megapul ses per Complex Action. The
caster can remember only simple things from what he readsin the Headware Memory, such as
names, tel ephone numbers, etc. Complex things can not be remembered, although thisisup to the

Plastic Warr

GM to decide.

Type:  Physical Range: Touch Target: 6(R)

Duration: Sustained Drain: [(F/2)+3]D

Sound Selection i

This spell worksin away similar to a Select Sound Filter (p.82, Street Samurai Catalog). Theratingisecua to one-
half (round down) the number of successesrolled on the Spell Successtest. Thus, two testsaremedetodetemineif asound
can befiltered out: thefirst test isthe Spell Success Test to seeif the Sound Selection spell works. Then, when the subject
actually wantsto filter out sounds, he makes a second test. For this second test, he rollsanumber of diceeque toonehdf the
number of successesrolled on the Spell Success Test, with a Target Number determined by the GM, following the guidelines
on page 82 of the Street Samurai Cataog. This second test is made for each filtering attempt separately.

The Sound Selection spell does not work if the subj ect6has cyberears or acyberware Select Sound Filter.

Type: Mana Range: Limited Target:
Duration: Sustained Drain: (F/2)L
Thermographic Vison Gurth

This spell, requiring avoluntary subject, givesthe target Natural Thermo graphic Visonfor theduration of thespdl.
Type: Physical Range: Touch Target: 4
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Duration: Sustained Drain: (F/2)L

>>>>>[Looks to me like with such spells, all you spelltossers can finally experience what it's like to
have all your senses enhanced and pick up much more than off-the-rack -ers.]J<<<<<
—Wallow (09:27:51/06-26-55)

>>>>>[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 allows creaturesthat normally live under water and cannot brestheair (such as
fish, but not dolphins) to breathe and survive when not under water. The subject can till breathe
under water. This spell requires avoluntart)éd subject.

Type: Physicdl Range: Limi Target: 4
Duration: Sustained Drain: [(F2+2]L
>>>>>[Who designed this one? A merrow?]<<<<<
—Texan (04:37:56/06-24-55) 1
Allergy Uj
ALLERGY TABLE _ When this spell is cast L~
2D6roll  Allergy 2D6roll - Severity on atarget, the target receives Qo
2 Silver 2 Nuissance | an dlergy, as for a meta- TR~
3 Plastic 3 Nuissance | human, but gets none of the / =i
4 Plastic 4 Nuissance | penefitsof it (extraAttribute, i
5 Plastic 5 Nuissance | skill or Spell points, etc.) If M
6 Sunlight 6 Nuissance | the target already has one or
7 Sunlight 7 Mild more allergies, the new alergy
8 Sunlight 8 Mild comesin addition totheong(s)
9 Pollutants 9 Moderate aready present. Roll on the )
10  Pollutants 10 Moderate | taplesbelow to determinethe |
1 Iron 11 Severe kind of allergy and its severity. -
12 Roall twice (ignoring 12) 12 Severe Every two net successes on &
the caster's hehalf add 1 to the Severita/ dieroll. Thetarget is allowed a Body Resistance test. fU
Type: Physical Range: LOS Target: Body (R) —
Duration: Sustained Drain: [(F/2)+2]S : Q_.
EssenceDrain Gurth

Thisspell allowsthe caster 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 spell causes temporary Essence loss only (page 132).
Notethat thisspell isonly used by evil spdllcasters, and thusany 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 pointsthat
thetarget loses, unless the caster has an Essence L oss weakness (if heisavampire, for instance).

Type:  Physica Range: Touch Target: Willpower (R)
Duration: Sustained Drain: [(F/2)+2]D
Hair Growth Gurth

This spell causesthe subject'shead hair to grow at aspeed of anumber of centimeters equal to the caster's Magic
Attribute, multiplied by the number of successes, per turn. The effect is permanent after the caster stopssustaining the spell, in

so far that the hair will fall out and can be cut off normally.
Type: Physical Range: Touch Target: 4
Duration: Sustained Drain: [(F/2)+1]L
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>>>>>[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.]<<<<< \¥ " ) @%}
—Girl (08:18:46/06-19-55) TS 7N
_ W
Hair Loss Gurth ﬁf\i: 0 :
This spell causesthe head hair of the target to fall out. It is permanentinthesameway as A S ALEASIN Wi
cutting the hair off with arazor is permanent. fs\r’;ﬂ“s““n N
Unwilling subjects may make a Willpower Resistance Test. Ao AL "
Type: Physica Range: Touch Target: 4
Duration: Permanent (5turns) Drain: (F/2)L T :
el
Heal (Wound Category) First edition Shadowrun rules, p.95 -'73&-'4&-5 RN .

ez
This spell only heals physical wounds of its category or lower (Restricted Target: someone | j{"?%‘"' T’{j
with the appropriate wound level). Thus, someonewith six or more boxesfilled on hisPhysicd |‘ { I o
Condition Monitor can not be healed with aHeal Moderate Wounds spell, but someonewithupto | " /A JI(PLE
five boxescan. A number of boxesequal to the successesrolled are removed of the damage andlor |1 7 1 ¥
the successes may be used to reduce the reguired time. The cagter decideshow many successeshe
sets away for reducing the time, and how many for healing. i
Seethe Healing Table (page 155 of SRI) for how long each spdl must be sustained before | Al
becoming permanent. This spell may be applied at any time after the target hasbeenwounded. |- 1%
Each variation of the spell is a separate spell, thus there are four different spells. Heal Light 1
Wounds, Heal Moderate Wounds, Heal Serious Wounds and Heal Deadly Wounds.
Type: Mana Range: Touch Target: 10- Essence + (Body Index/2)
Heal Light Wounds: ot
Duration: Permanent (5turns) Drain: [(F/2)-1]L
Heal Moderate Wounds:
Duration: Permanent (10turns) Drain: [(F/2)-1]M
Heal Serious Wounds:
Duration: Permanent (15turns) Drain: [(F/2)-1]S
Heal Deadly Wounds:
Duration: Permanent(20turns) Drain: [(F/2)-1]D

iors=

Treat (Wound Category) First edition Shadowrun rules, p.95 j
Thisisthe same asthe Heal (Wound Category) spell, above, but the Tresat spell must be If aal

%\pplied within one hour of the wound bel ng inflicted. g\
ype: Mana Range: Touc Target: 8- Essence+ (Body Index/2) L L

Heal Light Wounds: |

Duration: Permanent (5turns) Drain: [(F/2)-1]L

Heal Moderate Wounds:

Duration: Permanent (10turns) Drain: [(F/2)-1]M |

Heal Serious Wounds:
Duration: Permanent (15turns) Drain: [(F/2)-1]S

Heal Deadly Wounds: Bt 2 et
Duration: manent (20turns)  Drain:  [(F/2)-1]D

Plastic Warr

Water Breathing Gurth

Thisspell alowsavoluntary subject to breathe under water, but does not give any of the other advantagesthat the
Oxygenate spell does. The subject can still breathe air when under the effect of this spell.
Type: Physical Range: Limited Target: 4
Duration: Sustained Drain: [(F/2)+2]L

lllusion Spells

Camouflage Gurth

Whereas most people need camouflage clothing in order to hide themsalves, this spell creates any camouflage pattern
the caster desires on the subject's skin, but not on hisclothes. The pattern can be varied without having to re-cagt thespdl. See

page 77 of Fieldsof Firefor the effects of camouflage.
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Type: Physical Range: Limited Target: 4
Duration: Sustained Drain: [(F/2)+2]L
Digant Invisbility Gurth

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

Type:  Mana Range: Limited Target:
Duration: Sustained Drain: [(F/2)+1]M
Fake Death Gurth

This spell makes the subject appear dead if examined. To notice any vital signs, such as
heart beat or pulse, requires a Perception test with a Target Number equal to the Force of the spell;
the perceiver must roll more successes than the caster did on the Spdl SuccessTest. Thesulject |
remains fully concious, and capable of al actions he could normally take. If the subject “plays
dead,” thisspell makesit appear rea; amoving subject without a pulsewill ook suspiciousat the
very least.

Even spells such as Detect Life can be fooled: these spells need more successesthan the
Fake Death spell in order to detect the subject of the spell. Assensing the subject will immediately
reveal theillusion, though.

The Target Number isthe subject's Essence. The reasonfor thisisthat itismuch eesierto |
make a haf-dead person (one with much cyberware) appear actually dead, than apersonwho is
completely alive and kicking.

Type: Physical Range: Limited Target: Essence m
Duration: Sustained Drain: [(F/2)+2]M -
Hide Vehide Gurth (o]

» )

This spell increases the Signature rating of the target vehicle, making it more difficult for
other vehiclesto hit it (see p.104 to 109, SRII, and/or p.106/107/126/127, Rigger Black Book for
details). Theincreasein Signatureis equal to one-hdf (round down) the number of successesrolled
onthe Spdll Successtest. The caster must touch the vehicleto cast thisspell, and hecan only affect
avehiclewith aBody Rating lessthan, or equal to, one-half his Magic Attribute, rounding down.
Type: Physicd Range: Touch Target: Signature
Duration: Sustained Drain: (F/2M

Warr

1C

Illusonary Barrier

This spell mimics the effects of a physical Barrier spell (page 158, SRII), but is
insubstantial . Anything can passthrough the barrier without problems, though the dightly opaque

nature of the barrier givesa+1 Target Number modifier for any attack directed throughit. Thisis
an area-effect spell, that can be shaped in anyway anormal Bf\rrier spell can.
Target:

Plast

Type: Physical Range. Limited
Duration: Sustained Drain: [(F/2)+2]L
Maya's Flame Burst Mr. Brett

This spell createsavertical column of illusionary fireat the point the caster wants, aslong asthe pointiswithinrange.
Thewidth of the columnis approximately half ameter, whilethe height isequal to the number of successes generated by the
caster, divided by two, in meters. The sound of asmall explosion comes with the flame.

The flame can do no damage at all, and the sound is not loud enough to damage hearing. The flame can be seen and

heard through technological devices. . |
Type: Physical Range: Limited Target: 4
Duration: Instant Drain: [(F/2)+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 enchanter
named Tim.]J<<<<<

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

This spell was designed to counter the effects of Detection spells. If the target of a
Detection spell isin the area of effect of the Misinformation spell, substract the number of
successes rolled on the Spell Success Test for the Misinf ormation spdl fromthe sucoessesof the

/.
K

)

Detecti ell. Thiswill givethe caster of the Detecti ell lessinformation. %)
Typg: Io'\r/lgﬂg ISWI glV%anegg: I?Irrr?ted e eC_I_lg)r%gtD A €ess information ‘/I--I\
Duration: Sustained Drain: [(F/2)+1]S \l Y

)
UndetectableLie Gurth S

This subject of this spell cantell lieswhile being “scanned” by AndyzeTruthandsmilar
spdlls. The spell works by fooling the Analyze Truth spell into believing the subject istelling the
truth. Every two successes rolled for the Undetectable Lie remove one success of the Analyze
Truth spell. If the Analyze Truth spell hasat least asingle successinitsfavor, it works normaly.
The Undetectable Lie spell only workswhen the subject is spesking; if hewritesalie, aspell that |
can detect liesin writings can discover it normally. The Undetectable Lie spell doeswork againgt |
such manufactured devices aslie detectors, but only if they are used to verify the subject of the
spell directly. The spell gives no “protection” if arecording of the subject is pulled through alie

detector. .
Type:  Physical Range: LOS Target: 9- Willpower

Duration: Sustained Drain: [(F/2)+2]M

Voicechange Gurth

This spdl alowsthe caster to distort hisvoice, and makeit sound like someone elsg'svoice
in order to fool an opponent or voice-print scanner into believing it isthe person whose voiceis
being immitated. Of course, anyone looking at the caster will immediately notice the effect.

If used to fool aperson, the caster's Target Number isequal to thetarget's Intelligence, and
each person who can hear the caster is allowed an Intelligencetes, with aTarget Number equd to
the spell’'s Force. One success on behalf of the character issufficient toredlizethat itisthe caster
speaking with adistorted voice.

To fool a voice-recognition system, the Target Number is 8 or higher (hightech ) I
equipment), and the scanner is allowed a Resistance Test using its Rating for thenumber of diceto i J’_. }
roll, and the spell's Force asthe Target Number. If it generates more successes than the caster, it is oo
not fooled. See also page 87 of The NecAnar chists Guideto Real Life for information about {f
Voice-print scanners. (4

Theareaof effect is specidl: thisis not an area-effect spell, but anyonewho can hear the
caster is affected.

Note that only the voice of the caster is changed. He cannot make any soundsthat he

b
cannot normally make, or speak any IaSr;%;uage he cannot normally speak. j.i'__
Type: Physical Range: Target: seeabove |
Duration: Sustained Drain: [(F/2)+2]M .H_ s
ﬁ 'l"ﬂ-_

iors=

Plastic Warr

Manipulation Spells

Arrow Barrier Gurth

Similar to the Bullet Barrier spell (p.131, Grimairel1), thisspell gives protection only against arrows and crossbow
bolts. The barrier's effective Barrier Rating equal s the spdll's Force Rating. Impact Armor can be added to the Barrier Rating.
The persona form of this spell hasaDrain Code of [(F/2)+2]L.

Type:  Physica Range: LOS Target: 6
Duration: Sustained Drain: [(F/2)+2]M
Blindness Gurth

This spell causesthe target to become blind for the duration of the spell. This spell also affect cybernetic vision
devices, since these are considered natural because of the Essence paid.
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Thetarget suffersa+8 modiifier to al Target Numbers, asif hewere operating in complete
darkness. Visgihility modifiers have no effects.

Type:  Physical Range: LOS Target: 6(R)
Duration: Sustained Drain: [(F/2)+2]M
Blunder Mr. Brett

When one casts this area-effect spdll, dl targetsin the affected areawill fal onaparticular
part of their bodies, like dipping over abanana skin. Each target makes a Quicknesstest (witha
Target Number equal to the Force of the spell). Substract t hetarget'ssuccessesfromthecegter's if
the caster has any successes|eft,

BLUNDER EFFECTS the target falls: find the caster's
Successes  Effect on target net successes on thetableto find
1 falls but lands on hands; take no damage the effect on the target.
2 falson side; take (Force)L Stun damage If the target fdls, he is
34 falls on back; take (Force)M Stun damage automatically prone. During the |
5+ falls on face: take (Force)M Physical damage| fall, the target will, of course, try | ¥
to stay in balance, using hisarms |- L
and hands. If the target is holding something in his hands, he has to make a Quicknesstest, Target
Number equal to 4 + the caster's successes. If thistest failsthetarget loses grip onthe object heis

holding, and it will fly 1D6 meters away. )
Type: ~ Mana Range: LOS Target: Quickness(R)
Duration: Instant Drain: (F/2)D

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

Chained Lightning Gurth

Thisissimilar to the Spark spell (p.158, SRII), but instead of driking only asingletarget, it
jumpsfrom the origina target to the closest living thing, then to the next, and so on. The caster has
no control over thejumps; if two or more targets are the same distance for ajump, oneis selected
randomly.

For every jump, the Forceis reduced by 1. Theenergy keepsjumping until it runsout of
targets, or until its Forceis reduced to 0. The damage code is (F)S, and the Damage Level is
increased by one level for every two successesrolled by the caster. All targetsare struck by the
same number of successes, only the Forceis decreased for each new target. Thisspell isresistedin
the same way as the Spark spell.

This spell can strike its caster if he or sheisthe closest living being for ajump.
Type: Physical Range: LOS Target: 4
DamagelLeve: S Duration: Instant Drain: [(F/2)+3]D

iors=
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Deafness Gurth

Thisspell causesthetarget to become deef for aslong asthe spell
issustained. It also affects cybernetlc hearmg devices.

Type: Physica Range. LOS
Duration: Sustained Drain: [(F/2)+2]M
Target: 6(R)

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

FlyingBall Mr. Brett

When this spell 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 hasto point it at the target and t hen“blow”

the ball to the target, which suffers Deadly damage.
Type: Physical Range: Limited
DamageLeve: D Duration: Instant

Target: Body (R)

Drain: [(F/2)+1]S

Insect Barrier Gurth

Similar to the Mana Barrier spell (above), no insects can
pass through the Insect Barrier spell. Insect Spirits are aso
affected, while Insect Shamanshavethe Force Rating of the spell
added to their Target Numbers when casting spells acrossthe
Barrier.

The persona form of this spell has a Drain Code of

P

Plastic Warriors'

[(F2+2]L.
Type: Mana Range: LOS Target: 6
Duration: Sustained Drain: [(F/2)+1]M

>>>>>[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.]<<<<<
—Texter (14:04:15/06-20-55)

Lift & Push Mr. Brett

When this spell is cast the target is lifted up into the air for up to 1¥neters, and then
pushed back (away from the caster) for anumber of meters equal to the caster's Magic Rating,
provided he does not hit a solid object before that time. If he hits an object, the damage is
calculated in the following way: the Power Level of the attack is equal to the number of meters
moved, and the Wound Level isthe base Wound Leve of the spell (M). Damageisaways Stun.
The Wound Level goes up by one for every two successesgenerated by the cagter. Thenthetarget makesaBody Resistance
Test, in order to reduce the damage. Impact armor is used to reduce the Power Level.

If the target does not hit an object (if thereisno object in range, for instance), hefalls onto the ground and must meke:a

chkn&s(6) test in order to remain standing. Thereisno damagefrom falinginthisway.
Type Physical Range: Limited Target: Body (R)
DamagelLevel: M Sun  Duration: Instant Drain: (F/I2M

>>>>>[0Our shaman used this spell a few times. It's a pretty strange sight to suddenly see somebody fly backward and crash
into a parked car.]<<<<<
—Melissa (14:02:46/06-17-55)

Lightning Gurth
Similar to the Spark spell (p.158, SRII), this spell hasadamagecodeof (PS.

Type: Physical Range. LOS Target:

DamagelLeve: S Duration: Sustained Drain: [(F/2)+1]S
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Limited Fireball Gurth

This spell causesasmall ball of flame to shoot forth from the caster's hand toward the
intended target. Oncethere, the ball explodesto full area-effect.

While flying toward the target, anyone standing between the caster andtargetisaubject to
(Force)L damage, against which one-half Impact armor defends, but the caster's successesdonot |5
increasethe Damage Level.

Upon reaching the target, the small ball of fire rapidly expandsinto an area-effect spell  F
centered on theintended target (thetarget may be smply apoint in space), doing (Force)S damage
initsentire area of effect. This damage!s staged up according to the successesrolled onthe Spell &
Success Test.

Limited Fireball usesthe demental effect of fire.

Type: Physical Range: Limited Target: 4
DamagelLeve: S Duration: Instant Drain: [(F/2+1]D
One-Way Barrier Gurth

Thisspell issimilar to the normal Barrier spell (p.158, SRI), with one major exception: it i
is possibleto go through the barrier from one direction, but impossiblefrom the other. Thecaster |
chooses from which way things may move through the barrier.

Thisspell isuseful for creating aprison: if cast inside adoorway, persons can enteraroom
but cannot leaveit. If cast asasphere, people can enter the sphere but will not be ableto leave, or
can leave the sphere but not re-enter it.

Type: Physical Range: Limited Target: 6
Duration: Sustained Drain: [(F/2)+3]M
Petrify First edition Shadowrun rules, p.97

Any living target turns to a stonelike substance, flesh dteringinto acalcium carbonate of
marble-like consistency. Clothing, equipment and cyberware are unaffected. The victim is not
concious while calcified. Also see page 136 of Paranormal Animals of Europe for details on

iors=

petrification.

Type: Physical Range: LOS Target: Body (R)

Duration: Sustained Drain: [(F/2)+2]S

Protection from Cold Gurth

This spell affordsthe character protection from low temperature. The Target Number for
resisting the effects of cold isreduced by the number of successesrolled on the Spell Resistance
Test. Clothing and other equipment can still be affected by extreme cold.

The personal version of this spell hasadrain code of [(F/2)+1]L.
Type: Physical Range:  Touch Target: 4

Duration: Sustained Drain: [(F/2)+1]S

astic Warr

Protection from Electricity 4 E‘Hﬁ_ .Lx(_Burln‘
A character under influence of this spell will suffer less damage from electricity, from

wegponsrelying on it, such astasers, or from spellsusing its effect. The Target Number for resisting the effects of ectridtyis

reduced by the number of successes rolled on the Spell Resistance Test. The electricity will simply be conducted to the

ground.

The personal version of thisspell hasadrain code of [(F/2)+1]L.
Type: Physical Range: Touch Target: 4
Duration: Sustained Drain: [(F/2)+1]S

Protection from Fire Gurth

A character under influence of this spell will suffer less damage from fire, but is affected normally by the heat
produced by thefire. The Target Number for resisting the effects of fireis reduced by the number of sucoessssraledonthe
Spell Resistance Test. Clothing and other equipment can still catch fire, since only the character is protected from fire.

The personal version of this spdll hasadrain code of [(F/2)+1]L.

Type: Physical Range:  Touch Target: 4
Duration: Sustained Drain: [(F/2)+1]S
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Protection from Heat Gurth

This spell affords protection from high temperatures. The Target Number for resisting the ‘
effects of heat is reduced by the number of successes rolled on the Spell Resistance Test.
Equipment carried or worn can till be affected by high temperatures, however.

The personal version of this spdll hasadrain code of [(F/2)+1]L.

Type: Physicdl Range:  Touch Target: 4
Duration: Sustained Drain: [(F/2+1]S

Quickmove Gurth & Mr. Brett

Thisspdll alowsthe caster to move amost instantly to any point within range of the spell.
This isnot like ateleport spell; when using the Quickmove spell, the caster is quickly transported
to theintended point, and can hit anything that isin between his original position and hisintended
position (trying to go through awall is not a bright idea).

Thismovement isnot very accurate. To determine where the caster ends up, hemust select
aspecific point before casting the spell. If this point falls outside the range of the spell, hisnew  |°
position will be a point at the edge of the spell’'s range, as closeaspossibleto theintended point.

Theactua end point isdetermined asfollows: treat it as agrenade with ascatter distance of
3D6 meters; each success achieved on the Spell Success Test reduces the scatter distance by 3
meters.

If someone or something is standing between the original location and the intended
location, the caster must roll aQuicknesstest with a Target Number of 8. One successisenoughto |
avoid acollision. If he does not get any successss, hehitsthe person or object standing i nbetwean.
This does damage with a Power Level equal to the number of meters between the casta’sarignd
position and the position of the person blocking theway, and a Damage Level of S Stun. Impact
armor is used, and the caster must roll a Body Resistancetest to reduce the damage. He does not
travel any further after hitting someone, but instead fallsto the ground in that location. The person
blocking the way must resist the same damage as the caster, and is also automatically knocked
over.

el

arriors=

S

If the caster would go through awall or other solid object, he hitsthewall instead, and
takes damage as described above, but with aDamage Level of D Stun. He ends up flat on the
ground.

This spell can only be cast on the caster himself.

=

Type: Physical Range: Limited Target: 4
Duration: Instant Drain: [(F/2)+2]M
. S
Rebound Magic GuUrthy sem
If any damaging magic (Combat or damaging Manipulation spells, Physcd Adgatabilities E
or creature powers) is used against the recipient of this spell, the person casting the damaging ‘U
magic takes the same damage as the target. The target suffers damage normally, but may roll a

number of dice equal to the successes generated by the Success Test for the ReboundMagicpell,
in addition to any other dice he may roll.

The caster of the damaging magic may roll anormal Resistance Test, asif he had hisown
spell cast against him, at the same Force and the same number of successes as herolled for his spell. If theattackerwasa
Physical Adept using the Killing Hands ability, he must resist the same damage asthetarget, asif he had hit himsdlf with his
hands, using the number of successes he had rolled for his attack on histarget.

For example, Thunder isthesubject of aRebound Magic, with three successes. A wagemegecassaPowe Misslea
him, rolling four successes. Thunder getstoroll hisBody dice (4), plus 3 from the Rebound Magic spell, for atota of 7. He
rolls three successes, meaning he takes a Moderate wound from the Power Missile. The wage-megedsogetsaModerate
Wound, and rolls Body dice against it as well.

The Personal form of this spell has a Drain Code of [(F/§)+1] L.

et:

Type:  Mana Range. Limited Targ
Duration: Sustained Drain: [(F/2)+1]S

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

—Tony Adams (15:18:02/06-20-55)
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>>>>>[Does it also rebound beneficial spells like Treat or Invisibility?]<<<<<
—Sally (21:17:06/06-22-55)

/.
K

%

>>>>>[It doesn't. If you cast this at a wounded guy, the rebounding magic doesn't heal you as well.

Don't ask me how or why this happens, | only designed the spell, not the metaphysical functioning ><
behind it. Go ask Tony, he's the one doing the research.]<<<<< ; I

—Gurth (still/running) ) 2/

(3

N

Rebound Mdee Gurth

Similar to the above Rebound Magic spell, this spell defends against both armed and
unarmed mel ee attacks, including the Killing Hands ability. It does not defend against ranged
attacks of any kind. The Persond form of this spell hasaDrai n Code of [(F/2)+2]L. I

Type:  Physical Range: Limited Target:
Duration: Sustained Drain: [F/2)+2]S
Remate Control Gurth

This spdll alowsthe magician to push any button, and operate any switch, in hisline-of-

sight (Restricted Target: Buttons and Switches). The magician can push one button or moveone |
switch for every two successes herolls on the Spell Success Test. All of theseswitchesand buttons |
must be W|th| ng hisline of sght

This spell givesthetarget Impact armor equal to one-hdf thenumber of successesrolled by
the caster. It iscumulative W|th worn armor and cyben/vare that armorsitsuser.

Type: Physica Range: LOS Target: 4 ) 5
Duration: Instant Drain: [(F/2)+1]M I
7
Rubber Skin Gurth s
-

Type: Physical Range: Limited Target:
Duration: Sustained Drain: [(F/2)+2]M
Small Meteors W .t

This spell creates anumber of small meteors, equal to the number of successes rolled. {1
These fly away from the caster in the direction heisfacing, attacking anyonein their path. All %
meteorsfly out in acone, with thetip at the hand of the caster. The cone usesthe spread rulesfor 'I.‘L\ )
Shotguns on page 95 of SR, with the choke being anything the caster desires, from 1 up to his P
Magic Attribute.

To determineif someonein the chokeis hit by the meteors, roll aSorcary kill test againgt a f
Target Number of 4, using al applicable modifiersfor cover, movement, etc. asfor firearms. Each '
success meansthetarget is hit by one meteor. Of course, no more meteors can hit than there were
to start with. One meteor givesadamage of (Magic)L, withthedamageleve increased by onestep - . ——*%-
for every additional meteor (i.e. two meteorsthat hit give (Magic)M, three give (Magic)S, and four
give (Magic)D damage). No more than four meteorswill hit asingle target. The target may roll aBody test towithstand the
damage, using hisImpact armor to lower the Target Number. Thetarget may use Combat Pool diceaswell. A meteor that hits
atarget disintegrates, and cannot hit any more targets.

The meteors al so disintegrate when the caster dropsthe spell, or whenthey go out of hisL OS. They moveanumber 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: Physical Range: LOS Target: 4
Duration: Sustained Drain: [(F/2)+2]S

Plastic Warr

>>>>>[This spell is pretty dangerous if cast well. Don't get in front of this one if you can help it.]<<<<<
—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 Gurth

When thisspell is cast, the magician formsan invisible barrier which blocks the passageof ¥
sound waves through the barrier. Only sound is affected by the barrier, everything else can pass > <
through it without obstructions. The Target Number for all soundHoased Perceptiontestsacrossthe 41\
barrier israised by one-half the number of successes rolled on the Spell Success Test. >-<

The actual barrier can be formed into the same shapes as the Barrier spell (p.158,Rll). \ I
Type: Physical Range: Limited Target: 4 N
Duration: Sustained Drain: [(F/2+2]S fs\/

N AN

Steel Skin Gurth R

This spell hardens the skin of the recipient (voluntary subject required), whowill beableto -l A,

move normally, but receives Ballistic armor equal to one-half the successesrolled by the caster 7 1“ 4

(round down). This armor is cumulative with worn armor and cyberwarethat providesamor toits | J 5"'?*_'“
L
= -

user. il
Type: Physical Range: Limited Target: 4
Duration: Sustained Drain: [(F/2)+2]M

Soplight Control Gurth

With this spell, the magician can make stoplights change color (Restricted Target: |
stoplights). Green to orange, red to green, and so on. He can aso turn on severd colorsat thesame |
time (e.g. red and green), or turn off the light altogether. Once the spell isbeing sustained, the

magician can change the colors at will, without having to recast the spell.
Type: Physical Range: Limited Target: Object Resistance
Duration: Sustained Drain: [(F/2)+2]L

el

>>>>>[Great fun!]<<<<<
—She (15:20:17/06-25-55)

iors=

>>>>>[And useful if you're ina hurry.J<<<<<
—Yuck (12:48:36/06-28-55)

Suffer

When thisspell is cast, the target'slungs refuse to function, and the target will eventualy
suffocate. Treat thisasif the the target isholding his breath (see page 76, Fiddsd Fire); diter this
timethetarget will lose conciousness, and eventualy dieif the spell is sustained for along enough
period of time (GM'sdecision). Note that the only way to prevent thetarget from suffocatingisto

Plastic Warr

remove the effects of the spell.

Type: Physical Range: LOS Target: Body (R)

Duration: Sustained Drain: [(F/2)+2]D

Toxic Wave First edition Shadowrun rules, p.97

A wave of toxic acid fillsthe area, attacking physical objects, people, you nameit. This

spell usesthe elemental effect of acid, and is an areaeffect spell.
Type: Physical Range: Limited Target: 4(R)
DamagelLeve: D Duration: Instant Drain: [(F/2)+3]D

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

Turn To Goo First edition Shadowrun rules, p.97

This spell transformsthe target into thick sludge, its molecular cohesion broken. Thetarget rollsaBody Resistance
test, and if it rolls more successes than the cagter, thereis no effect. If the caster rolls more successes, thetarget istransformed.
Thistest only takes place during thefirst turn that the spell must be sustained. If the caster dropsthe spell beforethe end of the

timethat he must sustain it, the spell has no effect.
Type: Physical Range: Limited Target: Body (R)
Duration: Permanent (5turns) Drain: [(F/2)+1]S
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>>>>>[l once read something about a mage who used this spell to hide his guns from security
personnel: he put them in a sack and cast Turn 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 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

When thisspell iscast, awall of fire appears at the location chosen by the caster. Thewall -

has a length in metersequal to the caster's Magic Attribute multilpied by the number of successes
rolled onthe Spell Success Test; awidth equal to the caster'sMagic Attributein decimeters; and a
height of anumber of meters equal to the caster's Magic Attribute.

Thisspell usesthe dementdl effect of fire, and so anyone stepping throughit (or standing in

it) takes For(c:g:PM damage, and can be set on fireas normal for this elemental effect.
Type: ysi Range: Limited Target: 4
DamageLeve: M Duration: Sustained Drain: [(F/2)+2]S

Wind Mr. Brett

A strong wind will appear when this spell iscast, in the direction the caster isfacing The
wind appears ina cone-shaped area, with the cone'stip at the caster's position; the top angle of the
coneisequd to the caster's Magic Attribute multiplied by the number of successes achieved onthe
Spell Success Test, in degrees. This spell usesthedementd effect of blast, and anyonestandingin
the cone must roll a Strength test, with a Target Number equal to the spell's Forcerating. If the
character failsto roll more successes than the caster rolled on the Spell Success Test, the personis

knocked over by the spell. o
Type: Physica Range: Limited Target: 4
Duration: Instant Drain: [(F/2)+1]S

Page5. W

iors=

Plastic Warr
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¥ (@&
A AT
>>>>>[As promised in the intro, here're the legality codes for all the stuff from Running Gear, /;1\\ @
except for the Drugs chapter, ‘cause Wordman & Co. were kind enough to supply those A * 4 =N
themselves. Also included are the toys from the Neo-Anarchists' Guide to Real Life, Felds of ﬂf‘i 0 '
Fire, and Deutschland in den Schatten (the German version of the Germany Sourcebook) as \I Y ANEHASIATT A
well as some revisions from the tables in the back of Shadowtech, to bring them up-odateJ<<<<< |72~ N
—Gurth (illegal? this little thing?) \ﬂ/em.zsnnsn >
Running Gear® Accessories
Item Legality
Weapons Gun Camera Legal
ltem L egality Revolver Silencer Asweapon
AresAMP 4G Smartscope (all) 4RCA
AresMPMaser 1-] SumnerTech Gyro-Mount 1S Legd
BerettaMode 95S 6P-E . .
BerettaModd 95S-B 4G Ammunition & Explosives i\
BerettaModel 110-T 6PE Item Legality
Calt Teke-Doan 8PE Anti-Armor Grenade 2
Colt TP-6A 6P-E CS Grenade 3P
FN P55 4-G Duplex Ammo 5L
Hammerli Model 520 10PE Firepower™ Ammo Asweapon
Heckler & KochHK 70andHK 70K 2-G Gas Grenade 3
Heckler & Koch P11 8PE Glaser™ Ammo 1L
Holland & Holland .600 Nitro Express 5P+ Hollow Point Ammo Asweapon
Honda AR-1 2-G Scatter Grenade L
Ingram MAC-20 4-G Shaped Charge 1
KimasuhamaUBS5and UBS-6 5
Kimasuhama UBS-7 3J Gear : /]
M-400 Heavy Machine Gun 1-H Item Legality /&
MerschMX-23 Sunlance >C Armament Briefcase Legd  /f
MicoUzi il >G Fire-Resigant Coverdls Legal
Mitsubishi Guardian™ 1-J Kelmar Police Armor 3P-K
North Industries Firing Knife 8B+E Snesk St Legd
RAI Modd 1050 2-J Superball 1-E3
Rockwell AGL-113 1-J Thgerrnographic CamouflageDye  Legal
Sandler “MadMax” 6P-F
SIG 880 and 882 2-G
3G 83 oH S.W.0. Guns®
SG 834 5P-F Item Legality
Sig Sauer P300 6PE Ares Suppressor Automatic Grenade
Smith & Wesson Modd 6739 8P-E Launcher (all versbns) 1-J
Sonic Stunner 6P-E AresWhippet 6P-F
Star Model DWT 10PE Beretta 100S 6P-E
Seyr MPi 25 4-G Bond & Carrington MP11 4G
SuperEagle SPE Browning Defender 10 4G
Uzi IV 4G Ceska Diplomat 10RE
WhitneyMorgan CasdessMachine Gunl-H Chandler Capture 100 5F
ZastavaMagnum Model 2054 6P-E Colt Penetrator 6P-E
Defiance AT-900 4-G
Fichetti Hurricane 4G
Item L egality
Fichetti Military XI 4G
FN-AGRL 1.G
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Heckler & Koch MP9 4G Federated Arms X-22 10RE
Heckler & Koch OHWS 6P-E FN-RAL Heavy Assault Rifle 2-G
Heckler & Koch PSG65 2-J Grenade Launchers 2-J
High-ExplosveSquashHeedAmmo 3L Heckler & Koch MR-2013 4-G
Ingram MK 1V 3G Heckler & Koch MPK9 4-G
IWS Assault 20 1-J Heckler & Koch MPK-11 4-G
IWS Mini-5 1-J Ingram MAG-14 4-G
Kalishnikov AK-100 2-G Kdashnikov A -80 Heavy Assauiit Rifle 2-G
Kalishnikov AK-101 2-G Kendachi Monokatana® 5B
MaoshergM-712Mutr-Wegpon Sygem 2-G Kendachi Monoknife®
Ranger Arms Security 12 1-G Knife 8A
Remington 1628 6P-F Naginata 8B
Remington Rapid Assault 12 3G Militech ArmsAvenger 8P-E
Ruger P-105 6P-E Militech Ronin Light Assault 2-G
Sandler Modd 1l 4-G Militech Rocket-Grenade Launcher  1-J
Seco M-995 1-G Miltech Electronics Taser 7P-E
Seco Quickfire 4-G Scorpion 16 Missile Launcher 1-J
Shotgun Mini-Grenades (al) 2 Sternmeyer SMG 21 4G
Walther S900 4G Sternmeyer Stakeout 10 6P-F
SternMeyer Type 35 6P-E
Cyberpunk 20202 Uz Miniauto 9 4G
Armar Shaped Explosives® By
Item L egality E
Doorgunner's VVest 4P-K Detonators o
Flack Vet 6P-K All detonatorsare 6-1. £
Heavy Leather (Jacket or Pants)  Legd S
Helmet (dl) (-)RK Explosives S
Kevlar Armor Jacket (all) Legd ; )
Kevlar T-Shirt\Ved Leqa All explosivesare 3-I. fﬂ
Meta Gear™ 2-K
Radtech Inc.® 3
Communications U
Item L egality Skate equipment &
Mastoid Commo 4P-E1 All areLega. wjld
Pocket Commo 6P-E1 [/ ]
M agnaPoon equipment (o]
Weapons _ All are 6P-E. -~
Item Legality Q_.
AKR-20 Medium Assaullt 2-G : ]
AraskaMinami 10 e Th(_a Neo—Anarchlsts
ArasakaRapid Assault Shot 12 1-G Guide to Real Life ®
Armdite 44 6PE
Barett-Arasaka Light 20mm 1J "
BudgetArMS AL 3 6PE Weapons& Ammunition _
BudgetArms G-13 10PE Item Legality
Colt AMT Modd 2000 6PE Barton Arms Bracer 10RE
Dai Lung Cybermag 15 10PE Barton Arms Gun Cane 10R-E
Dai Lung Strestmaster 8PE tem L egality
ltem L eglity Eichiro Hatamoto |1 6P-F
E@|e‘|’a:h “ Sryke’” Crosshow 6-D Fichetti Executive Action 5G
EagleTech“Tomcat” Compound Bow 5-D F Chqti Tiffani Needler 10RE
Federated Arms TechAssaltll 4G Morrissey Alta 6P-E
Federated Arms X-9mm 8PE Morrissey Elan 8P-E
Morrissey Elite 6P-E
[O TecHspecs O |
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Needler Ammunition Asweapon
Raecor Sting 10PE

Y amaha Pulsar 6P-E
Armor

All amorsin NAGRL are Legdl.
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Ammunition & Explosives
Item Legality
BdligaRocket & MissleRounds(dl) 1-J

EX Explosve Ammunition ~ Asweapon
Grenades

Page54 H

Concusson 3
Fields of Fire® Defendve (AP or HE) ¢
Fash 2-l
IPE Concussion 3
Weapons |PE Defensive (AP or HE) 3
Item L egality | PE Offensive (AP orHE) 3
Arbdagt !l MedumAni AmorWespon - 1-L Mini-grenades (-1
Ares AlphaCombat Gun 1-G Offensive (AP or HE) 3
AresFirdance™ Vehicle Laser 1-J Smoke Legal
AresHighVdodity Assalt Rifle 1-G Smoke (IR) Legal
AresHV MP-LMG 1-H White Phosphorous 2
AresMPLaser 11 1J White Phosphorous Mini-Grenadel-|
ArmtechMGL-12 1- Mortar Rounds
ArmtechMini-6 1-J Anti-Vehicle 1
BalisaMult-Role Missle Launcher  1-J Anti-Personnel 2-1
Baret Modd 121 Heavy Sniping Rifle 1-J High Explosive 2 _
Colt Cobra(all) 4G Smoke Legal
Colt M-23 Assault Rifle 2-G White Phosphorous 1 f )
Cougar FineBladeKnife(Long) 5B Tracer Ammunition Asweapon S
Cougar Fine BladeKnife(Short)  6-A ) c.
Franchi SPAS22 2.G Clothing & Armor £
Great Dragon ATGM 1-L Item L egality -
Hammerli Model 610S 8P-E Ablative Vehicle Armor 2-K S
Ingram Super Mach 100 3G Camouflage Clothing (all) Legal [y w
Ingram Warrior10 4G Gel-Pack Armor AP-K /
M12 Man-Portable Mortar 1-J Military Grade Armor 1-K r 3
M79B1 Light Anti Armor Wegpon  1-L
Remington 990 Shotgun 6PF Other (B
Savd eﬁt'\?Guardim 4G Item Legality | i-l | o
VS\?ndttrﬁ/er P\g _egogns Aswegpon gp4 E’ E2 BattleTec™ Integretion System  4R-E3 f;j e zl!r E
Climbing Gear Lega -
Globa Postioning System Lega T ©
Smartlink Level Il 5RCA 'H&’ N —
Tactical Communication System ~ 4RE3 W L Q..
Taget Designators Legd
Vehicle Smoke Generator (dl) Legd
Shadowtech®
Weapons & Associated Gear
Item Legality
Assault Cannon 2-J
Enfidd AS7 3G
Missile Launcher 1-J
Misdlesand Rockets 1
Item Legality
Mossherg CMDT (al) 3G
Panther Assault Cannon 2-J
[O TecHspecs O |
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Sound Suppressor Asweapon Ruhrmetall GPRL (both) 1-J
Ruhrmetal SF20 (both) 2-H
Matrixware (Cranial Cyber decks) Walther Secura 6P-E
ltem Legality Wirtz SW3i “DemoContral” 2-J
MPCP 4-CC .
Persondl Module +CC ger]mun:l%tdlfo?th' book for th ition ty|
Hardeni ng 4-CC page O I$ or eam_munl |_on pes 2
Memory/Storage Legal Ifg;ﬂl?;ﬂschlaﬁd in den Schatten, including their
Transfer 4-CC
R nse 4-CC
PO Cyberware
Deutschland in den '/ie';‘ ek Cyberch Ligalgy
udio ohren eg
Schatten® DB Archive (all) Legal
Theseitems only appear in the German version of this DB Busness Lega
book, not in the Englisflw( )trsnsl atioggnowr&]aasatjhe DB Science Legal
Germany Sour cebook). However, they were in .
the Neo-Anarchist Guide to Everything Else 6. F_eefjbmks cherung 6-CC
Rigit! Formel 1 7R-CA
Weapons Zeiss Cyberaugen (al) Legd
Item Legality Diverses
Altmayr SP 3J .
H&K Cavea 8P.E All theseitemsareLegal. A
H&K G9A4Z/i 2-G ! m
H&K MG4/46 2-H P
H&K MP7z “Urban Comba” (both) 4-G i
H&K P48 5G / O
Item Legality ':
Mauser Ladyline 8P-E E
®)
(1|
wjld
z
=P
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IN REVERSE

>>>>>[Ever wanted to design a spell that works just like that other one, but then differently? And the ngot intotrouble 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 Hlition , the
Neo-Anarchists' Guide to Everything Else 5, and this publication, as well as a number of spells from N.ERP.S.
ShadowLore. These publications are abbreviated as SRIl, Grimll, NAGEES5, 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.]<<<<<

—Gurth (hokus/pokus)

FireMissle Grimll
Combat Spells DT DL
Damage Leve.........ooeeernrreerereieen s e M
Death Touch
Damage Leve.........cocoiereeirrrrrereeeeees e
Touch required FlameArrows TS
0= [0 1 WO DT DL
Damage LeVE........covvreecceeeee e« s M
Fireball Involvedk-Complex discretionary effect............ o +1
Elementd effect (Fire)

Damage Leve S. Prysica
ATERETER ...t s FINal DraiN......ccoeeceeceeeceeeceeeeeee e

= V2 v IO ForceDrain
Final Drain

FireBolt

Arbitrarily SEEDrain.......coceeeeerrreeeeesees e
Final Drain.......cococeererenrnneeseeereeeenennennnns

............................................................ Hellblast

Elementd effect (Blag)....
Elementd effect (Fire)......
PHYSICH. ..o
Final Drain........ccocoovcnnsne s

Manaball

Elementd effect (Blest)....
Find Drain.......cooveeeeeeceeeceeeee e

Mana Bolt
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FINA DraiN.......cceeeiiiviciecceeeeese e (F~2)s
Mana Cloud Grimll
DT DL
Damage LevE. ... e M
Area-efed ... e +1
FINA Drain.......cccoceeieievcieeeecesese e (F+2)s
Mana Dart SRII
DT DL
Damage Levd.........cooveieeeeceeees e L
FINA DIaiN......coooeeeieeeeeeeeeereee e (F+2)L
ManaMissle SRII
DT DL
Damage Leve. ...t e M
Final Drain.........cocoveinncncnic s (F=2™M

Page57 W

Redtricted target
Touch required..........

Find Drain.......coooeeeeeeeceeceeeeeeeeeeeen

Say (Race/Species) Grimll

Powerblast

Damage Leve

ATEREfE......eecvcrc s +1
SUN GAMBDE ... -1

FINA Drain......cooeeeenenreeeeneeesee e [(F~2)-1]S

Spirit Bolt Grimil

DT DL

Damage LeVvE. ... s e S
Redtricted target w1

Final Drain.......cccoceeeinnnneeeeeeeseseseenes [(F+2)-1]S

Seilize Grimll

Stun Bolt Griml|
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Stunblast Griml|

SN GAMEGE. ...t -1
(=107 [ D)C- 13 WO [(F+2)+1]D
Stun Cloud Grimll

Damage Leve

Page58 MW

Detection Spells

[note: sincethereisno "Analyze objects' or "Detect objects’ on the
Detection Spdll Drain Teble, weve used " Andyzeliving baingsor megica
energy" or "Detectlivingbangsor magicd enargy” for qdlisthet andyze
or detect objects.]

Analyze Device

Andyze living BEINGS.......cocorrerererrieees e
Detectiongpdl............... .

Voluntary subject required.................
Works on non-livingtarget
FINA Drain......ccooieeueieneneseeeeeseseseeee

AnayzeMagic

Andyze magicd energy ...
Detection el......coevvvevrereceieierenne
Limitedrange.........

FINal Drain......ccoeevicceceeceeceeceee e

AnalyzeTruth

Andyze ivingbangs........ccoovereeinnreees e
Detection Foal......c..cceevecrreiceee s
Limitedrange....coveerueeeeeerierereseeeeeeeeeens eesesenenes
Sustained
Final Drain.......cococoeeerennneneeceeereenerennees

Damage Leve........ovviveveeieeeeeeceeseees s L
Involved/Complex discretionary effect ........... .o +1
(= 01V (o= R +1
FINAl DraiN.....ccveeereeenesseenesseessssesssssesnnans [(F~2)+1]M
Urban Renewal Grimll
DT DL
Damage Levd.........covieererrrereceeees e S
Area-effect
S0 (R
Restricted target
FiNal DraiN......coooeveneeceieeerseseseseseceeeneees (F~2)D
Wrecker Grimil
DT DL
Damage LevE. ... s
Physca......ccovveenieinnnns
Restricted Target
Find Drain

Adral Perception

Redicdly new or enhanced physicd sense....... ............. D
Detection gpell
Limitedrange.
PhySICA.....cocvcvceccceec e
=107z D] = T o S

Clairaudience

Radicdly new or enhanced physicd snse...... ............. D
Detection oal......c.cceereirreereeeis -1
Limitedrange.
SUSEAINED ...
Voluntary subject required
FNal Drain.....coccevinceeeeceseeis
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Clairaudience (Extended Range) Griml|
DT

Page59 MW
DT DL
Radicdly new or enhanced physicd sense....... ............. D
Deep mind interaction
Detection oal.......ooveevrrieiricerecine

Touch required.........ccoeueeeenenenerneeeereeeas
Very redricted target

FINal DraiN......ooueeeeeeeeeeceeceestees e

Detect DamageL eve TS

Andyze living beings
Detectiongodl......cccovvrerencenne
lelted rangB....coevnn.

Redtrictedtarget ........ccoveeeerereriricceneens
Works on non-living target
Final Drain.......cococeeennnnneeceeeeseseseenes

Detect Enemies

Detection spdll
Limitedrange.
SJpernad mind interaction

Voluntary subject required..................
Final Drain.......cocoocoereenrnnnreneceens

Sugtained
Voluntary SUbject reqUIred..........coeveeerereeenes ceveeevnens
FINal Drain.......coccveueirnrnneeceeeeeeiesesiens

DL
Redically new or enhenced physicd sense..... ... D
Detection el
Extendedrange
SUSANE.......oveieieeiee e
Voluntary SUDJECE FEqUIrEd. ........c.cveureeeerrit e -1
(=107 [ D] - | o ISR [(F~2)-1]S
Clairvoyance SRI|
DT DL
Redicdly new or enhanced physicd sense..... .............. D
Detection oell.......coooeverireeeeeerreceee
Limitedrange.........c.c.....
Sugtaned........coceeenririnenenen.
Voluntary subject required
FINA DraiN.......cceeiieeeeeresee s
Clairvoyance(Extended Range) GlgiTmI I oL
Redicaly new or enhanced physicd ssn=e..... ... D
Detection el
Extendedrange
ST 1015 o BN
Voluntary subject required
FINA Drain.......cccoveiivseeeen e
Clair Spdl
Radl(ﬂlynewormharx:ed physcd snse..... .o D
Detection spdl .
Limited range......cveveeeeerereeieieeererese e e -1
Smpleinconsequentiad discretiond effect .....+2
SUSANE......oerveeree s +1
Voluntary SUDJECt FeqUIrE.........c.ceeeeveeeernies e -1
FINA Drain.......ccoceeiirree e [(F-2)+2]M
Clair Spdl (Extended Range) TS
DT DL
Radicaly new or enhanced physicd snse..... . ... D
Detection oall......ovveceeceiererreee -1
Extended range........cccoveueueenererineeceeereeas -1
Smpleinconsequentid discretiond effect.....+2
SUSAINE.......oveeeieiiee e +1
Voluntary SUDJECt FEqUIrEd. ........c.cvceeeecereris e -1
FINA Drain.......ccooceeeieneieeceeree s [(F-2)+1]S
Combat Sense SRII
DT DL
Redicaly new or enhanced physica sense..... .............. D
Adds additiond dice (1 per 2 SUCCESES).....cvuv - eevrveeenene +1
Detection gpell
Limitedrange..........c.c.....
Physical......cooveicreennnn
SUSANE......ooeeceeeer e
Voluntary SUDJECE FEqUIrEd. ........cvcveveeeiiicieies e -1
FINAl DraiN.....ccoveceeieneeeneeseseeeeseeseeseees [(F2)+1]S
Detect Credgtick Protection TS

Detect Individual

Detect liVinghaINgS........c.ceeirererreecercrere « e
Detectlonepell .............................................

Limitedrange.
Final Drain.......cococoeeremnrnneeeeeeeeenernennnnns
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Detett Life RII ®

Detect liVINgbEINGS .....cvevevrereicecieieieieieies v M
Areaeffect

Page6C MW

Detectiongpdl.......
Limitedrange.........
Restricted Target...
SUSHAINE ...

Find Drain......coooeceeeeeeeeeeeece e

Detect (Life Form) RII B

Detect liVingbaNgS .....c.ceieeecrccceeiseees e M
Areadffed .......ccevneeee

Detection el
Limitedrange..........c.c.....

Detect Traps (Extended Range) TS

Detect livingbaings....

RESTICEATAGE - oovorreerorees oo -
Workson non-livingtarget
FINA Drain......cccoeeeeienrreeeeesse s

Detect Magic

Areadffed .......coceeeeee.

Voluntary SUDjECt FeqUITE.........c.cuveeeeererrirees e
FINA Drain.......cccoceeieievceececeeese e (F+2)L

Detect Wound Levd

Andyze [iving bEINGS.........ovvieeercieeerrees e
Detection spdll

Detect Magical Stes TS

w1
+1
+1

+1
[(F+2)+1]M
Enhanced Sight TS ®
_ DT DL
Detect (Object) RII B S S1S V=1 02 0'0= 1 1'=0 SR M
DT DL Detection pll
Detect [IVINGDEINGS ......covvverceerceceres e M PhySICAL.....ooceccce e
Area-efed ... e Very involved/ivery complex discretionary
Detection el 1< 1 & OO +3
Limitedrange.................. i
Specifictarget.......ccuenee.
SuSANEd.......oeeeceeeee e
Workson non-livingtarget .........oovevevenneen. Lo, +1 Know Exit
FINA Drain.......cccoceeieievceececeeese e (F+2)s
Sensory enhiancement
Detect Traps TS Detectionspell
DT DL Limitedrange.
Detect IVINgDEINGS .....cvcueeeereeieeeeerisieee e M PhySCa.....occce e
Detection FoEIL........cvceeeeerrecirece e -1 Simple/inconsequerntia discretionary effect .. +1
Limitedrange......cveveeerereeieieeeseses e+ e -1 SuStaiNEd.....c.cveviiiireeee s
PHYSICA. ..o +1 Workson non-ivingtarget
[RCSU{eC oM (o' SO -1 (=107 DI 2 W
Workson non-livingtarget .......cccueveveeennnns vevieveinnene +1
FINAl DraiN.....ccoveceeieneeeneeseseeeeseeseeseees [(F+2)-1]M
Low-Light Vison TS
DT DL
Deect Sentients TS [SS15 O AR 1 12 0= 10'= | SO M
[O TecHspecs O |
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Touch required
FINal Drain........cooeveeeieesceceeee s

Page61 MW

Memory Praobe TS

Redicdly new or enhanced physicd sense.... .............. D
Degp mind interaction..........ccceeveveveeeennn F2 +1
Detection oal......covvveccrer e -1
Involved/Complex game effect .........cocovveee v vericcene +1
Physcd +1

DT DL

Deep Mind interaction..........ceeeevvererececenenns +Lloe +1
Detectiongpdl.................
Limitedrange.........c.c.....

Restricted target
ST t= [07< o FOR

Voluntary SUbject required ..........cocoeeeeeeeecceen s eveeeens
Workson nondivingtarget ........cccoeeevevevee Lo,
FINA Drain......cccooveveeiisseeeesssssieeins [(F+2)+2]M

Health Spells

Mind Probe

Redicaly new or enhanced physica sense..... .............. D
Deep Mind interaction..........ceveeevererececeennns +2 +1
[DI= oo gFs o/ |

Touch required
Final Drain........ooovvieeeeeiserneseceeeeens

Air Breathing & Water Breathing TS

Unlessotherwiseindicated
Limitedrange.........cccovvveervererereinnnnns
[ 01V [ RS

Voluntary subject required
Fina Drain.......ccooeeeeeecececece e

Allergy

Sound Sdection TS
SENOrY ENNANCEMET ... s M

Touch required
Fina Drain.

Truth Glow
Andyze living BEINGS........cccvveveeieirrisiees e S
Deep mind interaction..........ccvevvvererececeenns +2 +1
Detection oel.......ccooeverereeieererreceeee -1

Antidate Toxin SRI|
DT DL
TOXIN.eeeeeeeeceeeeete ettt ere e reere e sreens
Permanent effect
Physcd .
Touch required.........ccoueueeeenirnirreeeeeeeas Lo -1
FIiNal Drain......coeeeeeeee e (F+2)L/M/SID
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LEGALITIES

Buzz

Spdl| affects dtributes
Sodl affectsinitiative.

Page 62 MW

EssenceDrain

Arbitrarily setdrainleve..........ooovviiceinen v
Involved/Complex discretionary effect

PhySICA. ...

Touch required
FINa Drain......cccooveeeiieeeeeeesee s

Hair Growth

Touch required
Fina Drain.......coooeeviececeececesecese e

Hair Loss

Touch required
FINA Drain......ccooeeveiieiseeeecee e

Touch requIred........coevevevevencceeeeieeeeeenes
Involved/complex discretionary effect............ .o +1
Voluntary target required...........o.ceeeecninenens s everenenne -1
FINA DIaiN......coooueeeeiereeeeeeeeree e (F+2)s
CureDisease SRII
DT DL
DISEBSE. ...t s L/M/SID
Parmanent €ffect .......c.cvvvvvreccccceres e +1
FCA. ot +1
Touch required.........ccocveevevereeeecereseceenne Lo -1
FiNal DraiN.....c.ccovvieinenceneseeeeeeeeens (F2)L/M/SD
Decrease (Attribute) SRII
DT DL
S 2UB e £ e L/M/SD
S IO
Spdl| affects dtributes
Sugtained........ccceuenene
Touch required
FNal Drain.......cooeenenceeeeneneienns
Decrease (Cybered Attribute) Grimll
DT DL
S 2UB e £ e L/M/SD

Heal
DT DL

Smple/inconsequentid discretionary effect .. +1
Touch required.........ccoeueeeeninnerneeereeeas Lo -1
FINA Drain......cccooieeeeenreeeeeceeees (F+2)(wnd Ivl)

Healthy glow Grimll

Sodl| affect cybered atributes
Sudtaned.......cveuee.
Touch required
Find Drain.......cccooeveeeecececeeeee s
Decrease Reflexes Grimll
DT DL
................................................................ M/SD
............................... +1
..................... +1
[(F+2)+1]S/D/[(F+2)+3]D
SRI|
DT DL
TOXIN. oottt e b sreenes + ereas
Pemanent effet ..............
Physcd......ccooveveieennnnns
Touch required................
Treet symptomsonly.
Find Drain.......cccoeeveeeeceeececeee e

FIiNal Drain......ccoveeeceecece et
Heal (Wound Category)
DL
Wound category. L/M/SID
Permanent effect +1
Touch required -1
(=% [ D] - T o [S [(F+2)-1]L/M/SD
Increase Attribute SRII ®
DT DL
FUA2AHS A s s
Sodll affects atributes.
Sustaned........ceceeeeeeee.
Touch required..........
Fina Drain.......cccooveeeeeeieeecececeeceeeeeenns
Increase Cybered Attribute SRI|I

DT DL
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Sabilize Grimil
DT DL
Unlessotherwiseindicated..........ccevveeurineeeene s vevevreeenns L
Involved/Complex discretionary effect ............ coceeeneee +1

Permanet effect .........cooerirrvrncecee s e +1
PhySICAL.....oocecreerc e +1
Regricted Target.......cocovveveeeeecererereieieeene -1
FINA Drain......ccooveieeeeiernesseeeesse e (F~2)s
Treat SRII
DT DL
WOUNA IEVE ..o e (wnd Ivl)
Permanem €ffect .........cceverrrrrecceee s s +1
Smple/inconsequentia discretionary effect .. +1
Touch required..........ccceveeirivieereeeriresenas Lo, -1
FINa Drain......cccooeeeeeeieseeeeeessssees (F+2)(wnd Ivl)
Treat (Wound Category) TS
Wound category
Permanent effect
Touch required

Find Drain.......cccooveeeeeeececeeeeeeens

lllusion Spells

W INTRO CP2020 EQUIPMENT SPELLS LEGALITIES
FUA2AZ ALt e L/M/SD
(S [0 OO +1
Spall AfectS ADUES........cvevceeeeeeerieieiies e +1
Sod| affect cybered atributes ... +2
ST t= 1 07= o BRSO +1
Touch requIred........covevevevencceceeieeeeeenes Lo -1
FINA DraiN.......ccoeveeeeeeceeeieeeeeeseeeenne [(F2)+3]L/M/SD
I ncrease Reflexes SRII
DT DL
................................................................ M/S/D
............................... +1
................. +1
................. 3 IS |
(F-2M/SD
Oxygenate Grimll ®
DT DL
Unlessothawiseindicated ..........covveeeveeeens v eveveevennn L
Adds additiona dice (1 per 2 SUCCESES).....cvv v eveverennne +1
AFfECIS AMDULES ........eeveeveeeeceeecece e e +1
Limitedrange......coveeeureeerenirirrereceeeeeeies ereenenenasd -1
PhYSICAL. ... +1
ST t= 1 07= o BRSO +1
Voluntary SUDJECE FEQUIrEd. ........c.cvcueeeecirenins e -1
FINA DraiN.......ooveveveeeeieceseeeeeeeeeee s [(F2)+2]L
Presrve Grimll ®
DT DL
UnlessotherwiseindiCated .........ccveveveeeeeeees weveeieeneene L
Limitedrange
Physical......ccovevevevennen.
Restricted target
Sugtaned.......ccveueen.
FINA DraiN.......coeeeeieeeeseseeeeeeeeeee s [(F-2)+1]L
Prophylaxis Grimil
DT DL
PaNOGEN. ..ottt e L/M/SD

Blackout

Sugtained....
Find Drain.......cccoceeeeeeeseeee e
Resg Pain Grimll
DT DL

Camouflage TS

Redligtic or complex illusion.........ccovvvvrenes cevverinenes M

Ilusonspell
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Chaos SRIl &7

Redligtic or complex illusion...........coovvevne v vereveenes M
Crestes variable general Target Number

ChaaticWorld

Redidtic or complex illuson
Area-efed ... e
Creetes variable general Target Number

MOCifier: +1 PEr SUCCESS......veverrerereeeieienes s erereennnns

Nusongpdl......ccooveeericienne
Phydca.............

Confudon

Redligtic or complex illusion
ArEa-efed ... e
Crestes variable general Target Number

Digant Invishbility TS
DT DL
Redlitic or complex illusion..........cccceeeveveee v eveveienne M
Crestes specific test Target Number
A 2X SUCCESTES ....cveeeneree e o eereesnenes +2

Entertainment

Obviousor SMPIETlIUSON.......c.cueveererriicen i
ATEBETER ... s
IUSON L. e
Sugtaned......cocovvrreneneienes
Voluntary subject required
Final DraiN......cooveveicrereeeneseseceeenennenes

2 For Chaos and similar spells, weadd thefdlowing note: it gopearsthet
FASA didn't read its own tables aswell asit should have: the Target
Number modifier for those affected by these spellsis+1 per success,
giving +2 Drain Leves assFASA saysinthe Grimthingy 11 (pagel25), and
not +1 as they did in the spells' Drain Codes.

LEGALITIES

Page 64 MW
Fake Desath TS
DT DL
Very redigtic or very complexilluson............ coceueeee. S
IUSON AL ... e -1
Involved/Complex discretionary effect ............ voceeneene +1
Limitedrange....coceerveeeeeerierereeceeeieeeeen eesesenenes -1
PhySICAL.....ooceerecse e +1
SUSEAINED.....ocvecee e +1
FINa Drain......cccooveeeiieeeeeeesee s [(F+2)+2]M
Hide Vehide TS
DT DL
Very redigic or very complexillusion............ e S
Creates variable general Target Number
MOdifier: 1 per 2UCCESSES ....ovvveevereriisieiees ereeeens +1

lNlusonspdl........
Limitedrange.......
Physcd............ e +1

FINa Drain......cooeeevevenieeeceeeeeeeeses [(F-2)+2]L

Improved Invishility SRII

Redligtic or complex illugion.........covevevvrenes e M
Creates specific test Target Number

Touch required
FInal Drain......ccocooeeeveeceeseesee e

Invisbility

Redligtic or complex illusion.........ccoovevnrenes ceverenenes M
Cresates specific test Target Number

llonspell........
Susaned..........

Touch required
FINA Drain......cccovueuiiinnneeceneese e
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Mask SRII

Redligtic or complex illusion...........coovvevne v vereveenes M
Creates specific test Target Number

Misnformation
Vey redidic or very complexilluson........... ..o S
Area-efed ..o e +1
HUSON L. e -1
Involved/Complex discretionary effect .......... .oveenee. +1
Limitedrange

Fectade Grimll

Voluntary SUDject reqUIred..........ccoeeeeeeeeiencnene coveereens
Final Drain.......cococoeeeremnnneeeeeeeneneene

Stimulation

Redidic or complex illuson.
Creates specific test Target Number

Sustained.....
FINA Drain.......ccooceeeieneieeceeree s
Overgimulation Grimll

DT DL
Redlitic or complex illusion..........cccoeeevvees v vveveenne M
HUSON L. e -1
Involved/Complex discretionary effect ........... . ooceenene +1
Sudgtained

FINal DraiN......cooveieeeeireeeeeceereese s

Phantasmal Force

Areaeffed ......ooveveeiee e

Physical Mask

Redligtic or complex illusion..........cccoeevvvees v vveveenne M
Creates specific test Target Number

Touch required
Final Drain......c.oooveneeceeeeenseseceeeeeees [(F2)+1]L

Voluntary subject required..................
Find Drain.......coooeceeeeeeeeeeeeeee e

UndetectableLie

Redlidtic or complex iluSon........c.coeeenrniees ceeeneene
Muson Spall ...
Invol.ved/CompIe< discretionary effect

Physicd

Find Drain.......ccooeceeeeeceeeeeceeece e
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VehicdeMask Grimil
DT DL
Redligtic or complex illusion...........coovvevne v vereveenes M

Illusonspell
Physca......ccooeenicinnee

Voicechange TS

Vey redidic or very complexillugon........... .ccoeeeeee. S
Illusonspell
Phydcal......ccoooeinicnnnee
Sudained....

Find Drain.......ccoccceeveeeeeeeecce e

Manipulation Spells

Acid

Elementd effect (Acid)
[ 017 Lo
Find Drain.......cccoeeeeeeeeeeeeeeeeeeeeee e

Acid Stream

Elementd effect (Adid).....
Physcd......cooveeeeeerenene
Fina Drain.

Animate

Sudained....
Find Drain.......ccccceeveeveeeieecececeeeeeeeeenes

Page 66 MW
Armor SRII
DT DL
Magor physica control or manipulation........... c.ceeeee.. S
Creates variable general Target Number

Arrow Barrier, Blade Barrier, Blast Barrier,
Bullet Barrier & Spdl Barrier  Grimll & TS
DT DL

Creates variable genera Target Number

modifier: 1 per 2 succeses

Limitedrange.
Sudtained..............

FNa Drain......ooeveeeeeesceeeeecees

Barrier

Blunder TS
DT DL
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Areadfed .....ccovereene
Forcestarget to meketest

FINA DraiN.....c.covieenceeesesesesceenenes

Chained Lightning

PHYSICA. ..o
Find Drain.......ccocceveeeeeeeeeeeeeeeee e

Page67 MW

(Critter) Form Grimll
DT DL
Magor physicd control or manipulaion........... ...c.c....... S

Involved/Complex discretiond effect
Limitedrange......ccoeveeeeeeenirererenereenne
PhySICAL.....oocecreerc e

Voluntary subject required
FNa Drain......oocevencecesceeneeas

Clout

Exigential Blues

Involved/Complex discretionary effect ............ coeveenene
Limitedrange....coceereeeereeererreeeeeeeeeeeas eesesenenes -1
Superficid mindinteraction..........c.ccceeeenene. +1
SUSAINED.....cocvreree e +1

FINA Drain......cccooveveeiisseeeesssssieeins [(F+2)+2]M

DT DL

Fashion Griml|

Smple/lnconsequentid discretionary effect .. +1
FiNal Drain.......cococeeerennnneeeeeeesesene [(F2)+2]M

Control Emation SRI|

Mgor mentdl

FireStrike

Find Drain.......coooeceeeeeeeeeeeeeee e

FlameBurs

Elementd effect (Fire)....
Physca.......cocoeeveveenee.
FInal Drain......cooooceceveeceeseeseeee e

Flamethr ower

Flying Ball TS
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Damage Levd.........coieuirerrreeceeees e D
Limited range......cveveeeerereeieeeeereesee e e -1
Physicd......ccoovereeenenene +1

Fina Drain [(F-2)+1]S

Forced Truth NAGEES ®

DT DL

Page 68 MW

FINA Drain......ccovieeiiisseeeessssseiees [(F+2)+2]M
L evitate Person RIl ®
DT DL
Minor physical control or manipludion........... c.cccccc.... M
PhySICAL.....ooceeeece e +1
SUSAINED.....cocvrcrercee e +1

|ce Sheat RII ®
DT DL

Minor physica control or manipulation.......... ... M
ATEBETED ... s +1
Elementa effect (1C8)........ccvrrecrriecrrecirines c e +1

Forces target to make test against Target

DT DL

Limitedrange......covvueurereeeeerrrereceeeeeeies ereenenenand -1
SUSAINE.......ceevceiie e +1
(=107 [ D= 1 o O [(F2)+3]S
Insect Barrier TS
DT DL
Minor physical control or manipulaion.......... ...c.cccee.. M
Area-efed ... e +1
Involved/Complex discretionary effect ........... .o +1
Limitedrange
Sudaned......ccoeveveveenne.
Very rericted targer... ..o e -1
(=107 D= 1 IO [(F-2)+1]M
Levitateltem SRII &

FiNal Drain.......cococeeerennnneeeeeeesesene [(F~2)+2]D
Lightning SRIl ®&°
DT DL
Damage Leve.......co e s e S
Elementd effect (ElECtriGity).........ocovrrreriireens vreeeernne +1
Physcd +1
Sugtained +1
Find Drain [(F+2)+2]D

Elementd effect (FIre)........cocoveeuernnrrenee s e +1
Limitedrange....coceerueeeeeerierereseeeeeeeeeens e -1
Physcd........ccc......

Find Dran

8 Lightning is marked with a ® becausethe Drain Coskwescdadated by
adding one Drain Leve to that of Spark (resulting from the increased
Damege Levd of the spdll) ingtead of caculating it completely anew.
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Lock
Minor physicd control or manipulation
2 0172 o O
ST 2 101 o BN
Final Drain.......coooceninnicneneesseeens
Magic Fingers
Minor physicd control or manipluation
2 0175 o (R +1
Sudtained.... Sustained +1
FiNal DIaiN.....cocoeeeeeeeeeeeeee e seeere e sesines Find Drain [(F-2)+2]S
Makeover Poltergeist RIl ®
DT DL
Minor physica changes. Minor physica control or manipludion........... c.c.cc.c.... M
S o ArEBEfE.....cooeeeee e s +1
Smpleinconsequentid discretionary effect...+1 PhySICA.....cocvcvcececcee e +1
FINal DraiN.........oooooeeveeevenresseees e [(F+2)+2]M Provides set general Target Number
_ modifier: +2
ManaBarrier SRII Sun damege..........
DT DL Sudaned..............
Minor physicel control or menipulation.......... ... M FiNal DraiN.....cccoveeeeseseseesesseessssesnnnns [(F+2)+1]D
Araefet ... e +1 _ __ _
Protection From Cold, Electricity, Fire, or Heat
TS
DT DL
Minor physicad control or manipulaion........... ... M
Creates variable general Target Number
modifier at 1 per succes
PhYSCA. ..o
Sganed......oeeeneee
Touch required
FNa Drain......ooeveeeeeesceeeeecees
FInal Drain.........coooeicinnnieene e, F+2)+5]D -
[(Fr2)+3] Quickmove
Mob Mind Grimll ® ) _ o
DT DL Minor physical control or manipulaion.......... c.......... M
Maor mentd Chaw Limited FTANQE.....cco e e -1
Area-efffect ..o, HTySCd ................... R TR SRR ORI +1
Deep mind interaction Simplefinconsequentid discretionary effect... +1
Va'y |nvo|vaj/\/ery Comp|ex dig:raionary %I AfeCtS AIIDULE. ... e, +1
FINA Drain.... oo [(F2)+2]M
Rain Soells NERPS ®
DT DL
Rain intensity L/M/SD
ArEaEfE.....oeeeeee e s +1
DT DL Physical........c.cooeveees
Sudained..............
FINa Drain......ocoeeeenenseeceseeesesena [(F2)+2]M/S/D/
[(F+2)+4]D
Rebound Magic TS
DT DL
One-Way Barrier TS qurnmd (007 00 =S M
DT DL Limitedrang........cveeveerieeremriernieeseneeierens e -1
[O TecHspecs O |
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Sudtained
Very involvedivery complex discretionary effect Shapechange Grimll
FINA Drain.......ccoeuceeeieneeieeceereees s
Rebound Mdee
Mgor menta changes
Limitedrange Very involved/Very complex discretiond effect............ +2
Physca......ccooveereeennnns Voluntary SUDject requIred...........ocoveeeeeeeieenen s e -1
Susgtained Final Drain.......cococeeennnnneeceeeeseseseenes
Vey invavedivery complex discretionary effect
FING DIAN...oocoeoeeoeeeeeereeeeees oo Small Meteors
RemoteControl Damege Levd
Phydca........ccoveueee.
Minor physical control or manipluation SUSEANEQ.......ooeececrce e
PHYSICA....oeeecees e Vey involvedVery complex discretiond effect............ +2
Redtricted target Final Drain.......cccoceeeinnnneeeeeeeseseseenes [(F-2)+2]S
Sustained
FINA DIAN.....cooeeoeoesoeseosoessesesnoes Sound Barrier TS
DT DL
Rubbe Skin & Sed Skin TS Minor physica control or manipulaion........... ... M
DT DL ArEEEfE.......coceeeee e s +1
Minor phySiCal ChaNGES..........coveeeeeeereeeseee s M Creates variable general Target Number
Creates variable genera Target Number modifier & 1 per 2 succeses
modifier a 1 per 2 SUCOESIES......c.vvvvervniens e cveeerniens +1 Limitedrange.
Limitedrange
Physca......ccooveerinennnns
Sugtained.....
FINA Drain.......cccocovevvivneeieenesesesse s
S
Minor physica control or manipulaion.......... ...c.ccee.... M
Creetes variable general Target Number
mMOdifier: 1 per 2SUCCESES .....cuvurveverererrennns v ererrennnnns +1
(2 01V (o= TR +1
ST 1015 o BTN +1
FINa Drain.......cccccoeeevvevseeeeseeeee e [(F+2)+2]S
Shadow RII ®
DT DL
Minor physicd control or manipulaion.......... ...c.cee.e... M
Area-dfed ... e +1
Creetes variable general Target Number
modifier: 1 per 2 SUCCESES ....covvvevrerererieiens « s +1
= Y[+ +1 Suffer
Sugtained.....
210 T 0T T S Major physical control of manipulation........... .coooe..... S
Involved/Complex discretionary effect ............ coeeenee +1
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DT DL
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DT DL
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Smplefinconsequentia discretionary effect...+1

Thunderdap Grimll ®
DT DL
Damage Leve
Involved/Complex discretionary effect ..
PhySica......ccveececeece e
Fina Drain.
Toxic Wave TS
DT DL
Damage Leve.......covviueveeiieiceeeeeseiees e D
AFERETER ... s +1

Trandorm Griml|
DT DL
Magor physica control or manipulation.......... ......c....... S
Involved/Complex discretiondl effect ............. ..cveenee. +1

Limitedrange
Physica

Very redricted target ..
Final DraiN......cooveiercieeeenseseceeeneees

Turn To Goo

DT DL
Minor physicd control or manipulaion.......... ...c.cee..... M
PhySICaL. ... +1
SUSAINE.....oeeeeereeee s +1
FNal Drain.......coooceninceneeeseeeens [(F~2)+2]M
wall Of Fire TS
DT DL
Damage LevE.........cooveeereeerressreees e M
ATEAETER ... e +1
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Physcd............

Find Drain.......coooeceieceeeceeeeeeeeeeeeeis

Wind

Minor environmenta
Elementd effect (Blast)
Limitedrange.......cocveees

PhySICA.....cooeee s
Find Drain.......cooveeeeeeeecececeeeeeeeeeeeenens
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Now, how am | gonna do it thistime round?

—Nina, technician

CYBERWARE AND SHOCK WEAPONS

Cyberware can be seriously damaged by shock
weapons. Page 103 of Shadowrun Second Edition
liststhe normal effects of shock weapons, but usethe
following rulesin addition to thoserules.

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

Whenever acharacter equipped with cyberwareis
hit by a Shock Weapon (tasers, stun batons, shock
gloves, eectric fences, etc.), apply damage asper page
103 of SRII. Then check the table below to see how
many cyberware systems may be damaged. The
Damage Level listed in the table is the base Damage
Level of the weapon, not the amount of damage the
character takes.

DamageLevd Number of sysemsdamaged

Light 1D64
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 Stregt
Samurai Catalog, and how much damage they take,
per the rules on pages 39 and 40 of Shadowtech, Only
dectrical and electronical cyberware can be damaged
because of shock weapons. This includes all
Headware, Internas (including Cortex Bombs),
Cranial Cyberdecks, such items as Muscle
Replacement, Wired Reflexes, Vehicle Contral Rigs,
Retractable Hand Razors and Spurs, etc.

Cyberware such as Dermal 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 alowed its
normal Resistance test (page 98, Street Samurai
Catalog). For Alphagrade, the Target Number is 3 for
Light, and 4 for Moderate damage. Beta grade has 2
for Light and 3for Moderate.

Countermeasures

Of course, items have been devel oped to counter
the possible effects of shock weapons. For an
additional percentage of the nuyen cost of any piece of
cyberware, it can be made more resistant. The exact
amount of resistance determinesthe price, per thetable
below. The price increase is listed as a certan
percentage of the norma price. Some higher levelsof
protection also increasethe Essence cost, aslisted on
the table.

When testing for damage resistance, roll the
number of dice listed in the table against a Target
Number of 3 if the shock weapon did Light damage 4
if it did Moderate damage, 5 for Serious, and 6 for
Deadly. Again, these are the base damagelevel sof the
weapon. One successis enough to ignore the damage.
Alphaand Betagraderoll thistest in addition to their
normal Resistance test.

CYBERWARE SHIELDING

Number of dice Nuyencost  Essence Cost
+5% (x1.05) +0%
+10% (x1.10) +0%
+20% (x1.20)  +5% (x1.05)
+35% (x1.35) +5% (x1.05)
+50% (x1.50)  +10% (x1.10)

abrwNBE

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

FIRE!

First of al, 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 happensisthat bothroll atest, using their
rating for the number of dice, and the other'srating as
the Target Number. If acharacter wantsto set fireto
stethi_ng_, he adds hisrating in a Specia Skill called
Firebuilding to therating of the thing he usesto start
thefire. If the target object has more successes, thefire
doesnot start. If the character (or device) attempting to
start the fire has more successes, afire does start.

Starting a fire takes one minute, divided by the
number of net successes on the part of thecharacter
gtarting thefire. Multiple attemptscanbemade, at a+2
modifier to the Target Number for each new attempt.
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Joe hashiscigarette lighter (Firesetting rating
2), and a Firepuilding skill of 3. Hewantsto st fire
to awooden log (Fire resigance Rating 3). Joeralls
2+ 3= 5diceagaing a Target Number 3, whilethe
wood rolls 3 dice againgt Target Nunmber 5. Joe gets
3 successes, thewood getsonly 1. S, thewood ison
fire after about half a minute.

If two materids are mixed (a piece of cloth soaked
with gasoline, for instance), usethe highest of thetwo
ratings.

Thetable below lists the Fire Resistance ratings of
various materials. It aso liststhe Firesetting ratings of
the same (and some more) materias. If amaterid has
both ratings, only use the Firesetting rating to
determine how easily the burning object can set fireto
other objects.

FIRE RATINGS
Material Fire
Resistance
Alcohol 1
Ceramics —
Cigarettelighter —
Cloth
Explosives (non-
plastic)
Gasoline
Glass
Kerosine
Matches
Most metas
Paint (dry)
Paint (wet)
Paper
Plastic explosive
Plastics
Wood

Firesetting

WNORA® | PROEL ND®
[T=SENINIS R SN O BN

NN | ke

Only use the above method if the fire is non-
magica. Against magicd fire, use the rules for the
elemental effect of fire on page 113 of The Grimaire,

Now for the damage something actually takesfrom
being onfire. Creatures have to withstand 6M damage
immediately upon being set on firewith one-half
Impact Armor being substracted from the Power
Level. Vehicles take 6L, which is not reduced by
vehiclearmor. Both creatures and vehiclesmust again
resist damage at the end of every turn fter thefirst, but
with a+2 modifier to the Power Level per turn.

Other objects roll anumber 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 amortar) are

available, no rulesfor indirect fire have appeared.

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

Now, if the target is not in the attackersLOS, 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, atarget
outside maximum range cannot be hit.

This Target Number is modified only for recail,
attacker movement, and multiple targets (page 89,
SRI); if the weapon is equipped with a Smartlink
Leve Il (page 84, Fieldsof Fire), apply a -1 modifier
to the Target Number. No visibility modifiers apply,
becausethetarget isinvisible 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, asuccesful roll reducesthe scatter, using the
rules for grenades (pages 96 and 97, SRI1). Whether
the target isinside the blast radius or not dependson
the number of successesrolled to reduce the scatter.
Only if scatter isreduced to O meters does the target
takeadirect hit: any excess successes are used to stage
the damage up in such a case.

Incidentally, these rules would also aply to
grenades thrown over walls or around corners at
targetsthat 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 hisrounds. Observerscan change
this, but the observer must have some method of
communicating with the firer.

Each time the observer sees around fall, he can
relay this information to the firer by making an
Intelligencetest against a Target Number 4. Apply al
appropriate modifiersto this Target Number asif the
observer werefiring aweapon at the target. Making
thistest costs the observer a Complex Action. If the
test issuccessful, thefirer's Target Number goes down
by 1, irrelevant of the number of successes scored by
the observer.

Designated Rounds

Itispossibleto “illuminate’ the target with atarget
designator. The rules for these appear in Fiddsd Fire,
on page 85. The only modifications needed are that the
person firing the weapon makes a skill test againsta
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Target Number 4; success means the round arrives
closeenough to thetarget to be guided by the character
using the designator, whilefailure meansthat it doesn't.
The designating character then rolls a skill test to
succesfully designate the target.

MELEE COMBAT v2.01

Thefallowing rulesare an expansion for themelee
combat system in Shadowrun Second Edition. It has
been based heavily on the martia arts system of
Cyberpunk 2020 Second Edition, with some
additional ideas added.

Resolving melee combat

Usethefollowing sequenceinstead of that on page
100 of SR,

1. Declare Moves
Both the attacker and defender declarewhich move
they are going to make.

2. MakeAttacker's Test
Roll the attacker's base Combat Skill, augmented
by dice from his Combat Pool, against a base
Target Number as determined by the attack type
(see below), modified as appropriate. Count the

SUCCESSES.
3. Make Defender's Test

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

SUCCESSES.
4. Compar e the Successes

The character who rollsthe most successes has hit
his or her opponent. A tie goesin favor of the
attacker.

5. Determine Damage
The character who hit can increase the Damage
Level of hisattack by onelevel for every two full
successes he rolls above hisopponent's success
total.

6. Resist Damage
Roll the hit character's Body dice against a Target
Number equal to the attacker's attack-type-
modified Strength, minusthe target's appropriate
Armor Rating. For every two successesrolled, the
Damege Leve isreduced by one level.

The Target Numbersfor attacker and defender are
based on their respective moves, asindicated bel ow.
Use the modifiers aslisted on the Melee Modifiers
Table, p.101, SRII. Damageis taken normally.

Different attack forms

Where Shadowrun normally only has oneform of
atack (namely simply a“melee attack™), these here

rules are expanded to give thefollowing 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 is4, 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 meansthat
the opponent hits automaticdly if hescoresat leest
one success); Target Number = opponent's Combat
ll.

Choke requires grapple or hold as previous move.
Damageis (str+1)M Stun; Target Number = 4.
Disar m: try to remove awegpon from the opponent's
hand(s). Does no damage, but if thecharacter usng
disarm wins the opposed test, his opponent is
disarmed (if the opponent has aweapon in each
hand, the disarmer must indicate which weapon he
istrying to remove); Target Number = opponent's

(Quickness + Strength)/2 [rounding up].

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 successesrolled (thisdoes
mean that the defender rollsfirst); Target Number
= opponent's Combat SKkill.

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 isheld, and
can only try to Escape on his next action; on
grappler's next action, athrow, choke, or hold may
be attempted; Target Number = opponent's
Quickness.

Groin Kick: akick or knee aimed at the groin of the
opponent; of little use against women, against
whom it counts as anormal kick. Against males,
damage is (str+2)S Stun; Target Number =
opponent's Quicknesst2; thetarget dso gets+4 on
al Target Numbersfor the next 2D6 turns. Thisis
counted as an aimed shot.

Head Buitt: the attacker bashes his head against the
opponent's. Damage to opponent is(s)M Sun, to

attacker is (str+1)L Stun; Target Number = 6. (OK,
so your head is gonna hurt. But itlooks impressive!)

Hadld: painfully holding ajoint or body part (target
must have been grappled first). Damage (str)M
Stun; Target Number = 4.

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

Strike hitting with the hand, either open or asafist.
Damageis (str)M Stun; Target Number = 4.
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Sweep: knocking the opponent to the ground. Damage
is(str)M Stun, and opponent is prone. |f opponent
performsakick when character performsasweep,
the opponent has +4 to his Target Number (heis
standing on oneleg, which getskicked from under
him); Target Number = opponent's Quickness.

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

Martial Arts Techniques
These are dll concentrations of Unarmed Combat
skill. A character who does not have one of these

Aikido +4 +1 43 +3
Boxing +3 +1
Capeoira +2 +2

Choi Li Fut +2 +1

Judo +1 +2
Karate +2

Kung Fu +2

Savate +2 +4
Streetfighting  +1 +2  +1

Tae Kwon Do +2 +1

Thai Boxing +2

Wrestling +2 +4

MARTIAL ARTSFORMS
Technique Bite Block Choke Dodge Escape Grapple Groinkick Hold Kick Strike Sweep Thro

+2

+2

+4

+1
+4

concentrations may not attempt to gain any of its
advantages. Specializations are for the advantages
only: acharacter who has concentrated on Karate can
specidize in Block, Kick, or Strike, but not in any of
the other moves.

The table below lists the available martial arts
forms and the various moves. The numbersindicate
the Target Number increase for the opponent: a
character using Tae Kwon Do to kick gets no
modifiers himsalf, but his opponent getsa+3 modifier
on his Target Number to resst the kick. Thismodifier
isapplied to both the Opposed Test's Target Number,
and to the Power Level of the attack.

w
+3 +3 +3
+3
+2 +1 +3
+2 +2 +2 +1

+2 +2 +3
+2 +2
+2 +2 +1
+4 +2 +3
+2 +1 +2 +1
+3 +3 +2
+3 +3
+4 +2 +3

(Note: thistable is almost identical to that on page 100 of CP2020 Second Edition)

The techniques (mostly courtesy CP2020)

Aikido: uses the opponent's strength against him,
making the defender very hard to hit. Itisaimed at
removing threats quickly.

Boxing: Western combat sport, with punch asitsonly
attack move.

Capoeriac  dancelike fighting style created by
Carribean slaves. Can be combined with actual
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 opponent.

Karate: Japanese version of Kung Fu, uses straight
line movements and powerful blows.

Kung Fu: Based on anima movements, with mainly
strikes and kicks.

Savate: powerful kicks.

Streetfighting: fast and dirty sprawl-style combat
mostly practiced by street folk. Aiming at weak
spotsto cripple opponents as fast as possible.

TaeKwon Do: very fast and precise Korean style.

Thai Boxing: an"everything goes' version of boxing.
Kicks are used more than punches.
Wrestling: Olympian wrestling, mainly used to hold

down opponents.

Matt is facing some nameless gang member,
who triesto mug himwith her bare hands. Matt has
Unarmed Combat (Thai Boxing) at Rating 5, while
the ganger has Unarmed Combat 4. She triesto
punch Matt out (a strike), but Matt wants to block
her move. The ganger is the 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 strike), but since
Matt uses Thai Boxing to block, the ganger getsa +2
to her Target Number, making it 6. She rolls 2
successes. Matt then ralls his five dice against a
Target Number 4 (the ganger's skill rating). Matt
gets 3 successes on histest.

Now Matt has to resist the damage, which is
(Srength)M Sun for a gtrike. That setsthe damage
at 5M Sun (she'sgot Srength 5), but thisis modified
to 4S because Matt rolled 3 successes on his
Unarmed Combat skill test (every two successes
reduce the Power by 1), and because the ganger had
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two successes. In the end, Matt takes Light Sun
damage.

Now it's Matt's turn. He kicks her in the guts,
while shetriesto throw another punch. Matt's Target
Number is5 (4 for the kick, +1 for the Light Sun),
while the ganger's Target Number is 7 (4for the
punch, +3 for thefact that Matt isusing Thai Boxing
to kick, giving him a big advantage). Matt has 3
successes, whilethe ganger hasonly oner 2in Matt's
advantage. Mait kicksher hard, with a base Damage
of (Srength+2)M, but with a +3 Power becauseof
the Thai Boxing kick. Matt's Srength is4, making the
Power Level 4+2+3 = 9. Miss ganger rolls no
successes at all, which means Matt gtill has two
successesin hisfavor. The lady takes Serious Stun

damage.

Armed Combat

Armed combat is resolved in a similar way as
unarmed combat, but with different moves. Theabove
rulesfor unarmed moves and martial arts techniques
do not apply to aperson attacking with aweapon; on
the other hand, an unarmed person being attacked with
aweapon can use the unarmed combat moves to
resolve the attack.

When using Armed Combat skill, the following
moves are possible:

Bludgeon: only with blunt weapons (clubs, saps, stun
batons, etc.), and much like slashing. Damageis
normal for the weapon; Target Number = 4.

Slash: only with edged weapons (axes, knives, swords,
monowhips, etc.). The cutting edge of the weapon
isswung toward the target. Damageisnormal for
the weapon; Target Number = 4.

Stab: only with pointed weapons (knives, swords,
pears, etc.). The point isthrusted toward the target
in order to penetrate as deep as possible. Damageis
normal for the weapon, but use Ballistic Armor to
defend against the attack; Target Number =
opponent's Quickness.

Stomp: only with blunt weapons (clubs, the hilt of a
sword, the butt of arifle, etc.). Damageis (str+1)M
Stun; Target Number = opponent's Quickness, but
if the back of aweagpon is used to ssomp, no Reach
modifiers apply (so, when using a swordtostomp,
it has Reach O; aclub hasitsnorma Reach of 1, on
the other hand).

Cyberweapons

A character using cyberweaponsisaspecial case.
That character uses Unarmed Combat skill
(concentration: Cyber Implant Weapons; speciali-
zations for specific weapons) to attack and defend,
whilethe moves used are acombination of armed and
unarmed combat:.

Kick: only usable with leg-mounted cyberweapons
(spursinfest, for instance). Damageisnormal for
the weapon used, but with +2 Power; Target
Number = 4.

Slash: 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).

Cyberware and Bioware M odifiers

Some hioware and cyberware can give the user
greater attacking power, or increase his chances dfa
hit. Being stronger obviously increases the damage
potential, but increased reflexes and other such
enhancements can also give the user ahigher chanceto
remain standing in melee combat.

Bone Lacing: Plagtic gives +1 Power, Aluminum +2
Power, Titanium +3 Power to any unarmed melee
attack. The user can also elect to do Physical
damage, at one-half the normal Power Level. The
Damage Level staysthe samein either case.

Boosted Reflexes: Leve 1 givesno advantages; levels
2 and 3 give -1 Target Number to melee attacks,
because the user can react more quickly to
openings in the opponent's defenses.

Cyberlimbs: an attack with acyberlimb increasesthe
Power of the attack by +1 because thelimbismede
of hard material (not cumulative with the Power
Level increase offered by Bone Lacing).

Enhanced Articulation: gives +1 die to roll for
Armed and Unarmed Combat (and to other some
skills). Thisis straight from the DLOH, and not
something this author has made up.

Hydraulic Jack: akick (or punch) with a cyberlimb
mounting one of these addsthejack'srating to the
Power Level. Thisis cumulative with the normal
+1 Power for atacking with acyberlimb.

Increased Strength: only for cyberlimbs. Use the
modified Strength of the limb to calculate the
Power Level.

Muscle Replacement and Muscle Augmentation:
obvioudly, theseincrease the user's Strength, sothe
Power Level of any Strength-based attack isalso
increased accordingly. For a punch or kick witha
cyberlimb, the Power Level isnot increased.

Synaptic Accelerator: see Boosted Reflexes (thereis
no level 3).

Wired Reflexes: Levels 1 and 2 give -1 Target
Number for all melee attacks, Level 3 gives-2.
Thisisfor the same reason as Boosted Reflexes.

As an example, an off-therack average ork
performsakick. Assuming he hasa skill of 3, hegets
torall 3 dice against a Target Number of 4, doing
(str+2)M Sun, or 7M Sun on a hit.
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If this same ork hopsinto a clinic and has some
mods installed, he could end up having a Target
Number of 3 (boosted reflexes v 3) whilerolling 4
dice (enhanced articulation), and doing 14M Stun

damage (cyberleg with hydraulic jack IVl 6).

MultipleAttacks

A character may make more than one attack in one
Complex Action: if using his hands, each hand may
make an attack. If using hislegs, one out of every two
legs may attack. Thereisa+2 per additional attack:
two puncheswould both be at +2. A creature withfour
arms could make four punches, but all would be at +6
(for the three additional attacks after the first). This
modifier also appliesto thefirst attack. Use common
sense to determine which attacks can and can't be
made together.
Physical Adepts

Physical Adepts get specia bonusesto their melee
atacks, depending on the various Abilitiesthey have.
All bonuses are cumul ative, though when combined
with cyberware that gives a similar bonus (e.g.
Increased Reaction +4 and Wired Reflexes 3), useonly
the highest of the two.

Increased Reaction: +1 to +3 Reaction gives no
bonus, +4 or higher gives-1to the Target Number
of melee attacks, for the same reason as Boosted
Reflexes cyberware,

Increased Reflexes: +1D6 Initiative gives no bonus,
+2D6 and +3D6 give-1 to the Target Number of
mel ee attacks.

Killing Hands: a Physical Adept striking with Killing
Hands usesthe Power Leve for hisattack, but with
the Damage Leve of theKilling Hands. A kick by
aPhysica Adept with Killing Hands (D) would do
(str+2)D, for instance, while a bite by that same
Physical Adept would do (str/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.

Spells

Spells that increase the damage of melee combat
(e.g., aspell that increases melee combat damage to
(stn)S Stun) usesthe rulesfor Physical Adepts Killing
Hands.

Spellsthat only do damage on a successful touch
(for instance a touch-spell doing (Force)Sdamege) ue
therulesfor melee attacks (the caster can kicks, strike,
or make another type of melee attack), but the damage
isthat determined by the spdll, without modifiers. the
(Force)S spell would still do (Force)S, whether the
magiciankicks, sweeps, strikes, bites, or uses another
attack type.

Spells that boost reflexes and so on use the
modifiers for the bioware, cyberware, or Physica
Adept ability that comes closest to the Reaction or
Initiative boost given by the spell (Increase Reflexes
+2D6 is equal to Synaptic Accelerator level 2, etc.).

Critters

Critters can either use their normal Damage Code
(for instance 9S for a Barghest), or can use their
normal Damage Level, but determine the Power Level
asfor the rulesfor Unarmed Combat. If the Damage
Code would go up or down from the basic M for
(meta)humans, do the same for the critter. For every
level over D, add 2 to the Power Level, whilefor every
level below L, substract 2.

Critters with long nails—piasmae for instance-can
use the rules for hand razors or spurs, at the GM's
option.

Critterswith extra Initiative dice —like cats, which
have 2D6- use the rulesfor the closest bio/cyberware
or Physical Adept ability.

As an example, a European gargoyle normally
does 11Sdamage. It has clawed hands, so it could
useall normal Unarmed Combat moves, or i tcoud
attack asif it had Hand Razors.

The typical Srength Rating of a European
Gargoyleis 8, soits strike would do 8S (not Stun,
because the normal damage is not Sun). A kick
would have a Damage Code of 10S while a bite

would be at 4M (a hite for (neta)humans does
(str/2)L, which isone Damage Level down fromthe
(str)M of a gtrike, so for the gargoyle it also goes
down oneleve, from Sto M). Damage for itsclaws
(= handrazors) is8L, because hand razorsdo (str)L.
Damagesfor throws, sweeps, and chokes remain
those given under Different attack forms above.

Critters, however, will rarely use things such as
chokes because these are not “ natural” attacks.

Firearms|n Meee Combat

Characters may try to use a firearm in melee
combat, by sticking theweaponintheface or belly of
the opponent. This may only be doneif the character
has a firearm ready, and follows the rules given for
armed combat, above. Using afirearmin this manner
counts as being a stabbing attack.

The character uses all normal melee combat
modifiers as appropriate, plus recoil modifiersfor the
weapon being fired, plus the following modifiers
(these are not cumulative):

FIREARMSIN MELEE MODIFIERS

Situation Modifier
Weapon isacybergun* -1
Weapon's Concealabﬁity
4 or higher +0
3 +1
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lor2 +3

Not concealable +5
* =inthiscase, use Unarmed Combat skill instead of
Armed Combat

The melee attack isthen resolved normally.

If the character using the firearm generates more
successes, he manages to fire the weapon into the
opponent. The opponent then makes aBody test to
offset the remaining successes, and damageisapplied
asusud for afirearm (every two successesin favor of
the character shiftsthe Damage Level up one, etc.)

If the opponent generates more successes, the
opponent hitsand does damage as usud. However, the
character firing theweapon il firesit, but missesthe
target.

The maximum number of rounds that may befired
is one round for a single-shot weapon or aweapon on
semi -auto, one burst for a burst-fireweagpon, or three
rounds for afull -auto weapon. All these rounds must
befired at the same target. Remember that the weapon
isdtill fired, even if the character misses his attack.

NAKED IN THE MATRIX

Thisfeat requiresaProgram Carrier to let you dot
Persona chips loaded for Sensor, Masking, and
Evasion into asuitable port. You haveto jack into a
dataport at the same point. To get in, you need an
Input/Output Port or Slave Module (see Nodes, page
166, SRII).

“Wait aminute,” you say, “what about the Bod
program? Wherésthe 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 il killsyou, just like always.

You can use headware memory space for
downloading data, and you have an 1/O rating equal to
your Intelligence. Utilities? No, you can't carry those.
Y ou haveto write al your programson thefly, using
your Hacking Pool.

On the upside, if you have wired reflexes or a
vehiclecontrol rig, you do get the dice bonusto your
Initiative Roll, but if you run into anything nasty, that
may only mean you get to die faster.

(Note: theabovecomesdmost draight from SR1, pege 111. Thenext
bit is added by us based on info in the Denver Box Set)

Another down side: every timeyou get burned by
IC (any kind of 1C), you get to roll aBody test against
damage doneto your cellular structure. Thisdamageis
(ICrating)L, and isrolled against every timeyou teke

damage from IC, or get dumped by it in any way. No
poolsof any kind assist, sorry. Program carriers have

the unpl easant si de-effect of fragging up your nervous
system, soif you totaly fumble the Body test (rolling

dl 1s), youlose 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, recoillessrifles most important featureisthat
they are light and easily portable. The main
disadvantage isthe 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 rangesin
meters are used:

] Short  Medium  Lon Extreme
Light 1050  51-200 201-500 501-1,000
Heavy 10-75  76-300 301-750 751-1500

Both have aminimum range of 10 meters, because
the grenades fired from the recoilless rifles don't
actually arm until they havetravelled thisdistance. The
grenades, like mini-grenades, can be modified to
explode at less than this range, but this is not
recommended for thosewho aspire old age. There'sa
good chance you will end up inside the blast radius.

Firing a recoilless rifle requires Gunnery skill.
Multi-shot recoilless rifles do not suffer any recoil
penalties (if they did, they wouldn't be recoilless).

Recailless rifles cannot be mounted inside a
vehicle, as this would mean the backblast is also
contained within the vehicle, which is not to
comfortable for the peopleinside. A recoillessriflecan
be mounted on a pintle or similar mounting on the
outside 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 shadowrunner. Remote sensors can range
from the smpletrip wire attached to abeer can full of
stonesto the esoteric seilsmic sensorsthat literaly listen
for enemy footsteps. Motion sensors have a great
advantage over direct visual observation becausethe
observer does not have to expose himself to detect a
target. Their disadvantage is that they require the
observer tointerpret the sensor signa. A manwalking
through afield can have asignature very smilartoa
cow doing the samething. Misinterpreting the signal
can sometimes be humorous or disastrous.
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Remote sensors are normally used for surveillance
around a defensive perimeter or to augment the
intelligence-gathering activities of a scout or
reconnaissance unit. Passive field sensors, such as
motion and heat sensors, are especially good for this
latter task. For shadowrunner operations, such sensors
can be used to track movements of intended targets, or
for observation prior to the actual strike.

General GameRules

Well say it outright, the rules here were adapted
from the ones in the BattleTech sourcebook
Technical Readout 3026, This is also where the
sensorsin the Equipment chapter came from.

Most remote sensors detect one form of target
signature, whether it be motion, heat, ground
vibrations, radar profile, and so on. A single
monitoring station can monitor a large number of
different sensors, depending upon their type and the
system's capabilities. Conversely, the sensors might
feed directly into a telecommunications system.

The actual detection is atwo -gepprocess Hrd, the
gamemeaster rollsanumber of dice equa to the sensor's
rating once a target gets into range. For a tripwire
sensor, for instance, thisiswhen atarget walks across
thewire. The Target Number for thistest isindicated
inthesensor'sdescription. At least onesuccessmust be
scored for the sensor to detect anything. If no successes
arerolled, the sensor does not give any information.
Thistest should be secretly made by the gamemader,
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 thistest multipletimes for
each target, but if thefirst test is unsuccesful, it may
only roll another test when the Target Number drops.
If the Target Number increases, no additional testis
alowed until the Target Number dropsto below the
original one.

An operator must then correctly interpret the signa
sent to the station. For example, amotion sensor will
register any motion within aset number of meters, but
cannot differentiate between araccoon looking for a
meal and a man sneaking up on the position. Before
the operator can get any useful information, he must
interpret the signal.

To determine whether the operator correctly
interpreted the signal, the player makes a skill test
against the same Target Number asthat used for the
sensor. Theskill used for thistest isthe Specia Skill of
Sensor Interpretation. In place of thisskill, Intdligence
can beused, but at a+4 pendty to the Target Number.

If the roll succeeds, the gamemaster 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 getseither no information or afase
reading. It could be very well possible for some of the
more human-like critters to give human-likesgndson
asensor system (players pay attention!).

To keep the players on their toes, the gamemaster
should mix some innocent contacts with the more
dangerous ones.

It isaso possibleto use acomputerized inte-preter
to read the sensors information and decide on whether
or not a threat exists. Such programs run on any
computer that islinked to the sensor system, and roll 1
die for every rating point they have. In place of a
character making a skill test, the program rolls one.

Because of their sophistication, Sensor Inter-
pretation programs are large in size and have ahigh
price tag. These programs typicaly have a size of
(rating X rating X 2) megapulses, while availability,
cost and street index figures are as for a cyberdeck
utility of the same rating. See page 262 of Shadow-
run, Second Edition. It is possible for characters to
write such aprogramin the sameway asthey would

write acyberdeck program of the same sizeand rating;
see page 40 of Virtual Reslities.

In either 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 central
computer system, itispossibleto use acyberdeck to
penetrate this system. The decker attempting thiswill
need access at some point, usually into one of the
sensors. The gamemaster decides how secure the
system is, but independant, in-thefield systemswill
generally be of low to moderate security; systems
connected to larger Matrix networkswill generally be
of the same security level asthe rest of the system.
Refer to page 13 of Virtual Realities for more on
system security levels.

When decking into asensor network, each of the
system's componentsisanode, as can be seenonthe
table below:

SENSOR NETWORK NODES
Component Node
Central computer CPU
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Data collector SPU or Data
line Junction

Datastorage (from sensors) Datastore

Sensor Save Module

The nodesare usualy not sculptured, but adhere to
Universal Matrix Specifications. Sculpting such a
temporary systemwould beludicrousin cost and work
required, anyway. Typical sensor networks are not
connected to the Matrix becausethereisno need to,dl
data being handled on-site.

Unlessthe network operators are very paranoid,
what little1C is present will most often be Access, with
Scramble protecting the datastores.

Hooking ThingsTo Sensors

Normally, sensors are monitored by a simple
computer and a(meta)human operator. As men-ioned,
itispossibleto use asophisticated program to monitor
the sensors, but in either 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 appropriate, or has
been told to take. Typical responses for either can
range from ignoring the signal to putting out a full
dert, or setting off explosives or other traps (or
possibly other sensors) in the vincinity of the sensor

that reported contact.
;(_-_\:.IL:.'_.E_:_—_—_"."-V -'f_'___.-r-:_-- --:_._._.__
.Eaffgﬁ;;
e, o
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The third possibility isto hook a sensor directly
into an darm system or explosive. Thetypica example
of something likethisisatripwire attached to aflare,
or to ahandgrenade or mi ne: inthefirst case, whenthe
wire is pulled a flare goes up, illuminating the
tripwiresarea. Inthelatter, the grenade or minetakes
out anything that disturbsthe wire. The disadvantage
of such practicesisthat it isvery well possibleto blow
up a wandering animal. Even though this is not
generaly considered to be such abig problem, it can
give away the presence of sensoractivated trapstoany
enemy forces that happen to bein the area.
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The original Shadowrun rules havetwo archetypesthat were not included in the second edition of the rules. Maybe
they'rein 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), updated toSRI1 . Plus, Mr. Brett and |

designed an archetype we decided to call the Cyber Ninja. Just alittle side-note: not everything these characterscarry comes
from the basic SRI | rulebook. Some things are from the Grimoire |1, Shadowbesat, Shadowtech, and the Street Samur ai

Catalog. —Gurth
—Dby theTolks al FASA
‘Don't listento Attributes Skills
all that crap about a Body: 3 Conjuring: 4
mage being on top Quickness: 2 (3) Etiquette (Corporate): 2
of theworld. It'sa g&:}gt:;l@ Ei'r:g;?]tégéareet): 2
con, a dick, a Intelligence: 4 Magical Theory: 4
come-on...a lie Wi . .
: . illpower: 4 Sorcery: 5
Casting _Spd Is IS Essence: 1.4 Stedlth: 2
surely akick, but it Magic: 1 Unarmed Combat: 2
doesn't last a Reaction: 3 (5)
I|fet|me' Even if Initiative Cyberware
you don't ever get 5+2D6 Cybereyes with
hurt or run th? Dice Pools Thermographic
shadows, you can't Combat; 5 Muscle Replacement (1)
toss fireballs for- Magic: 5 Skillsoft (Fichetti 500: 3)
ever. Age_:'ll getyou Contacts Skillwires(3)
if nothing else Choose (2) Contacts Smartlink
does. You'll beleft Gear Wired Reflexes (1)

howling for the
touch of the power,
knowing that to
cdl it agan will
kill you.

‘So what do
youdo?Youtekea
good, long look at
the writing on the
wal, my friend.
Like | have. The
Magic may work
well for akid, but nobody stays young. Sooner or |ater,
you have to face the fact that bodies wear out. But that's
not the end, you know. They can rebuild you now. Make
you stronger, faster, better. Y ou may not be abletotossa
fireball, but who needs a fireball when you can pack an
HK227 SMG?

‘I may not be throwing fireballs anymore, but me and
my little HK familiar can conjure you quite a bit of
effectivemagic.’

Commentary: The Burned-Out Mage has become
disillusioned with the path common to those capabl e of
utilizing the magicd energies. He has bartered hismagical
capability away in favor of technological enhancements.
Thetrade hasleft him bitter and cynical, &t lesst outwardly.

DocWagon™ Contract (Gold)

Fichetti 500 Pistol (with External Smartlink)
Lined Coat

(2) Specific Spell Foci (1 point each, choose spell)
(2) Trauma Patch

Spells
AnayzeDevice: 4

Analyze Truth: 5
Armor: 4
Clairvoyance: 5
Hed: 5
Hibernate: 3
Invisibility: 4
Magic Fingers. 5
ManaBolt: 5
Mind Probe: 5
Seep: 5
Starting Cash
16,610¥ + 3D6x1000¥
Notes
The Burned-Out Mage has the following geasa:
Domain (choose domain), Gesture
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‘Yes, | amtraditiona 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,
asyou can see from my cyberware. That iswhat givesme
my edge over my more traditionally -oriented counterparts
who tend to stick with ancient methods. They fail to see
that, to survive, you needsto use every edge you can get.
They do not understand that facing one of the street
samurai that stalk modern sprawlswill 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 gracious movements.

‘Ah, | can seein your eyesthat you now mistakenly
believe me to be acommon samurai. | am neither atrue
street samurai nor atrue ninja: instead, | combine the best
of both. My ninja skills, together with my sensory
enhancements, alow 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 beforeme. And t hen
disappear without atrace.’

Commentary: The modern ninja, though he tries to
deny his heritage, is still traditional at heart. He isright
when he says heis better able than his predecessors, but
histrainingiswhat makeshim atrueninja: ahired assassin
ableto elminate any target. He does shadowruns mainly
becausethey offer him achanceto hone hisskillsinatime
when true ninjawork is hard to come by.

Attributes Skills
Body: 3 (5) Armed Combat: 6 (7)

Quickness: 4 (7) Athletics: 6 (7)
Srength: 5 (8) Etiquette (Corporate): 2
Charisma: 2 Etiquette (Street): 5
Intelligence: 3 Firearms: 4 (5)
Willpower: 3 Leadership: 1
Essence: 1.45 Projectile Wespons: 3 (4)
Reaction: 4 (6) Stedlth: 4 (5)
Initiative Throwing: 3 (4)
6 +2D6 Unarmed Combat: 6 (7)
Dice Pools
Combeat: 6
Bioware
Enhanced Articulation
Muscle Augmentation (3)
Synthacardium (1)

—Dby Mr. Brett & Gurt

Cyberware

Boosted Reflexes (1)

Cyberears with Damper, Hearing Amplification and Select
Sound Filter (3)

Cybereyes with Flare Compensation, Low-Light and
Thermographic

Olfactory Booster (4)

Retractable Spur (Dikoted)

Smartlink

Titanium Bone Lacing

Contacts
Choose (2) Contacts
Gear
Ares Predator |1 (with 5 clips Explosive ammo and 3 clips
Regular anmo)
Compound Bow System (Strength Minimum 8, with Bow
Accessory Mount , External Smartlink, and 10 Arrows)
(2) Concedable Holsters
Handset Unit Telephone
Ingram Smartgun 20t (with Improved Gas Vent (4) and 7
clips Explosive ammo)
Katana (Dikoted)
Medium Security Armor
Monofilament Whip
Ordinary Clothing
Secure Jacket
Secure Long Coat
Security Helmet
(3) Throwing Knives
Starting Cash
1,764¥ + 3D6x1000¥
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‘Look, this
shadow business
ant redly my
scene. The spot-
light's where it
livesfor me. Outin
the glare and the
hest and theroar of
the crowd. It's the
wiz, chummer.
When I'm on stage
no one can touch
me or bring me
down. No one. It's
the best high.
Thereain't nothing
elsetolivefor.

‘| may not be
on the charts yet,
but it's only a
metter of time. Did
you know that
Concrete Dreams
played here before
they were any-
body? They didn't
even headline, But
now it's my turn.
Top bhill and
screaming neon. Launch code for the ride to the stars,
chummer. Launch code for the stars.

‘Hey, | know the scene around here. | know thelife.
Y ou get only one chance. Sotell meyour gig and let'ssee
if we can jam. Shoot, chummer. If you sing sweet enough,
I might even play along for thekick.’

Commentary: The rocker is not a professional
adventurer, but is always seeking for anew thrill. Maybe
she'slooking for experiencesto fuel her music or maybe
shejust wants an adrendin rush. Though not aprofessiona
musician, she's got what it takes. She came up from the
streets the hard way and is determined not to go back.

Attributes
Body: 5
Quickness: 5
Strength: 4
Charisma 6
Intelligence: 4
Willpower: 6
Essence: 5.3
Reaction: 4

Initiative
4+1D6

Dice Pools
Combat: 7

Cyberware
Datgjack

Synthlink Interface

Contacts

Choose (3) Contacts

Gear

Fine Electric Guitar

Hall Amplifiers
Hall Speakers
Knife

Low Lifestyle

Studded SynthLeather Jacket

ThrowingKnife
Y amaha Rapier

Starting Cash

6,100¥ + 3D6x1000¥%

Notes

—Dby thetolks a FA

Skills

Armed Combat: 3
Bike: 2

Etiquette (Media): 3
Etiquette (Street): 5
Firearms. 2
Unarmed Combat: 2

Special Skills

Guitar: 6

Musical Composition: 3

Singing: 4

Cosmetic surgery to suit chosen image

Rocker status. Opener
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—Dby Gurth

“Thefutureis 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 aways come true.
Usudly.”

QUOTES

“The cards never lie.”

“1 didn't give you awritten 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 managesto predict the
future with an uncanning degree of accuracy.

ATTRIBUTES XKILLS
Body: 4 Etiquette (Street): 4
Quickness: 2 Magica Theory: 2
Strength: 4 Special Skills
Charisma 5 Acting: 3
Intelligence: 4 Astrology: 5
Willpower: 5
Essence: 6
Magic: 6
Reaction: 3

Professional Rating: 1-2

ATTRIBUTES XKILLS
Body: 2 Biologica Sciences. 2
Quickness: 4 Biotech: 4
Strength: 3 Etiquette (Corporate): 3

Charisma: 3 Etiquette (Street): 3
Intelligence: 4 Psychology: 2
Willpower: 5 Unarmed Combat: 1
Essence: 5.9
Reaction: 4

CYBERWARE GEAR
Datajack (1) Medkit

Professional Rating: 1-2

—by Gurth

“| get to seeloads of your kind, you know? Bleeding
all over thefragging place, wired so high they don't even
feel the pain. And somehow they stay alive.”

QUOTES

“Just sit down over there until it'syour turn.”

“Hmm? That'sjust ascratch. You ain't gonnadie yet,
chummer.”

“Now thisisgonnasting abit...”
COMMENTARY

The nurse works in a hospital —either corp-run or
public— and getsto seealot of suffering aspart of her daily

job. She's used to that now, and treatsitjus asindifferently
as she treats the patients.

—Dby Gurth

“Saving theworld from evil iswhat | 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 theway! Let mehandle this!”

“Phone booth! Phone booth! Why can you never
find a phone booth when you need one?!”

“Don't fear, my fellow beings! Rescueisnear!”
COMMENTARY

Living among the masses in everyday life, the
superhero stepsinto the light when he hears the scream of
innocents under threat. Heis society's only hope against
the evil masterminds threstening the whole of civilization
aswe know it.

Either that or he'sjust abasket case in atight suit.

ATTRIBUTES XKILLS
Body: 5 Etiquette (Media): 2
Quickness: 6 (7) Unarmed Combat: 3
Strength: 6 (7) Special Skills
Charisma 4 Acting: 2
Intelligence: 6 Know Ancient Comics: 8
Willpower: 5 Know Trideo Shows: 8
Essence: 6
Magic: 6
Reaction: 6

PHYSCAL ADEPT ABILITIES
Improved Physical Attributes (+1 Quickness, +1 Strength)
Increased Reflexes +1D6
Killing Hands (S)

Insanity Level (see NAGEEL): D

Professional Rating: 3-4
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