Shadowrun d20

Cyberware:

Essence Loss is rated between 1 and 10.  You total your essence loss and subtract that total from your spell casting attribute (i.e. Wisdom for Divine spellcasters, and Intelligence or Charisma for Arcane) to determine the max level of spell you can cast.  This can be offset by taking geasa, as described in Magic in the Shadows, but you must take one geasa to make up for every 1.5 attribute points you wish to offset. (ie 2 geasa give you 3 attribute points back). This also interferes with Monk/Bard/Paladin special abilities as well.  Subtract essence loss total from the attributes governing their special abilities (such as Monk’s wisdom bonus to AC, or Paladin’s bonus to Saving Throws) before applying bonuses.

Bone Lacing:

Plastic: Essence: 0.8 Cost 7,500Y 

Aluminium: Essence: 1.9 Cost: 25,000 Y

Titanium: Essence: 3.75 Cost: 75,000 Y

Bone Lacing is a fusing of strong materials to your bones.  Each adds to your natural AC and increases your damage done with unarmed attacks.

Plastic adds +1 natural AC and your unarmed damage does 1d6 damage

Aluminium adds +2 natural AC and your unarmed damage does 1d8 damage

Titanium adds +3 natural AC and your unarmed damage does 1d10 damage.

When attacking unarmed, you can choose to do either subdual damage as usual, or divide by two and apply it as regular damage.

Wired Reflexes:
Standard Wired Reflexes:


Level 1 Essence: 3.35 Cost: 55,000Y


Level 2 Essence: 5 Cost: 165,000 Y


Level 3 Essence: 8.35 Cost: 500, 000Y

Each level of Wired Reflexes adds +4 to initiative checks, and allows an extra action based. He gains an extra partial action, which may be used to make another attack at his second best attack level (if they have no second attack, use the highest attack).  For example, a 12th level fighter with 2 levels of Wired Reflexes can make up to 5 attacks in a round.  His three normal attacks (if he takes Full Attack option) at +12/+7/+2, and two additional attacks at +7 each. In addition, if the cited fighter had the Improved initiative feat, he’d have +12 to Initiative rolls.

Boosted Reflexes:

Level 1 Essence: 0.8 Cost: 15,000Y


Level 2 Essence: 2.1 Cost: 40,000Y


Level 3 Essence: 4.7 Cost: 90,000Y

Boosted Reflexes give different bonuses depending on their levels.  


Level 1 gives one additional partial action identical to that gained by Wired Reflexes and may be used to gain an extra attack at the second highest level (if they have no second attack, use the highest attack).


Level 2 gives one additional partial action, as described above and adds +2 to initiative.


Level 3 gives two additional partial actions, as described above and adds +4 to initiative checks.

Muscle Replacement:


Level 1 Essence: 1.7 Cost: 20,000Y


Level 2 Essence: 3.35 Cost: 40,000Y


Level 3 Essence: 5 Cost: 60,000Y


Level 4 Essence: 6.7 Cost: 80,000Y

Each level of Muscle Replacement adds +2 to Strength and Dexterity.  The modified Dexterity, however, does not increase the Initiative modifier for high Dexterity.  The Initiative modifier is based on the un-enhanced attribute.

Dermal Plating:


Level 1 Essence: 0.8 Cost 6,000Y


Level 2 Essence: 1.7 Cost 15,000Y


Level 3 Essence: 2.5 Cost 45,000Y

Each level of Dermal Plating adds to your natural AC.


Level 1 adds +2 to natural AC


Level 2 adds +3 to natural AC


Level 3 adds +4 to natural AC

Other Cool Stuff:
Any D&D related armour is treated as normal when compared to melee weapons, but the bonuses are halved when applied to firearms.

Modern Armour is listed as having a melee and ranged AC and a Spot DC to notice the armour is being worn.

Armour Clothing: Spot: 17 AC: +3 versus ranged 

Armour Jacket: Spot: 10 AC: +5 versus ranged/+3 versus melee

Armour Vest: Spot: 20 AC: +2 versus ranged/+1 versus melee

Armour Vest with Plates: Spot: 17 AC: +4 versus ranged/+3 versus melee

Lined Coat: Spot: 14 AC: +4 versus ranged/+2 versus melee

Secure Clothing: Spot: 20 AC: +3 versus ranged

Secure Jacket: Spot: 15 AC: +5 versus ranged/+3 versus melee

Secure Vest: Spot: 25 AC: +2 versus ranged/+1 versus melee

Secure Ultra-Vest: Spot: 24 AC: +3 versus ranged/+2 versus melee

Secure Long-Coat: 17 AC: +4 versus ranged/+2 versus melee

Camouflage Full Suit: AC: +5 versus ranged/+3 versus melee

Camouflage Jacket: AC: +3 versus ranged/+1 versus melee

Light Security Armour: AC: +6 versus ranged/+4 versus melee

Medium Security Armour: AC: +6 versus ranged/+5 versus melee

Heavy Security Armour: AC: +7 versus ranged/ +5 versus melee

Security Helmet (Stacks with above bonuses): AC: +1 versus ranged/+2 versus melee

Military Grade Light Armour: AC: +7 versus ranged/+6 versus melee

Military Grade Medium Armour: AC: +8 versus ranged/+7 versus melee

Military Grade Heavy Armour: AC: +9 versus ranged/+8 versus melee

Military Grade Helmet (Stacks with above bonuses): AC +2 versus ranged/+3 versus melee

A Couple of Gun Conversions:
Guns that are single shot can be fired once per attack, without having to expend a move equivalent reloading.  A semi-automatic weapon can be used a number of times equal to the actions a player has open to him.  A burst fire weapon may fire one three round burst a number of times equal to the amount of attacks he can normally make.  A three round burst does +6 damage, but suffers –6 to hit.  A weapon capable of fully automatic mode, may be fired once during the round as a Full Attack option.  Each bullet fired gives +2 damage, but gives –2 to hit. If a character is saturating an area with suppressive fire as a full round action, anyone in the area must make a Reflex save against a DC equal to 10 + the number of bullets fired.  If he fails, make an automatic attack roll against the target using the highest attack bonus possible, but apply a –3 circumstance penalty to the roll for suppressive fire.

Sample Guns:

Ingram Smartgun: Spot: 8 Ammo: 24 clip Mode: BF/FA Cost: 950Y Damage: 1d10 Critical: 19-20 x2 Range Increment: 45 ft Weight: 3kg Contains recoil compensator that gives +4 bonus to offset recoil penalties, which raises to +6 if the shoulder stock is raised.

Vigorous Assault Cannon: Ammo: 20 clip Mode: SS Cost: 6,500U Damage: 4d10 Critical: x3 Range Increment: 720 ft Weight: 20kg 

Ares Predator: Spot: 8 Ammo: 15 clip Mode: SA Cost: 450Y Damage: 1d10 Critical: 19-20 x2 Range Increment: 18ft Weight: 2.25kg

All characters start with around 90,000Y (3d6 x 10,000Y), but for the price of a Feat, you can up that by 310,000, or by 910,000 for two Feats.

Spell casting
Initiating involves going into a prestige class, and advancing through that.

All Spellcasters can automatically Astrally project, and when astral, they maintain their Hit Points, etc…only their Intelligence is treated as their Dexterity for purposes of AC, their Wisdom is their Strength, and their Charisma is their Constitution.  All HP bonuses, combat skill, etc…should be modified to suit this.

This will let you end up with two sets of stats, your mundane and astral.

Aspected wizards are treated as specialist wizards only they are limited to casting from only one school.  They cannot cast spells from any school other than the one they have selected, but they gain a bonus of 2 more spells per level per day to cast, and they gain 4 skill points per level.  Unlike specialist wizards, they do not gain a bonus for the potency of their spells. Aspected wizards cannot astrally project.

