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FanPro
Who owns Shadowrun?
WizKids LLC (www.wizkidsgames.com), the makers of Mage Knight, own the Shadowrun intellectual properties. They have licensed the Shadowrun RPG to Fantasy Productions GmbH (www.fanpro.com). Fantasy Productions is one of the premier German game companies-they publish Das Schwarze Auge (considered by some to be the "D&D of Germany") and used to translate most of FASA's products (Shadowrun, BattleTech, Earthdawn, etc.) into German. 
Fantasy Productions has established an office in the U.S. (FanPro LLC) to publish Shadowrun (and also Classic BattleTech and Dark Eye) products in English. 

What else does Fantasy Productions publish?
In the U.S., FanPro LLC publishes Shadowrun, Classic BattleTech (www.classicbattletech.com) and The Dark Eye. 
In Germany, Fantasy Productions GmbH (www.fanpro.com) publishes Das Schwarze Auge, Shadowrun, Classic BattleTech, Armalion and many other games. 

What happened to FASA?
After 25 years of semi-successful operation in a struggling game industry, the owners of FASA decided to quit while they were ahead, close up shop and move on to other things. Most of FASA's staff was let go in January 2001, and they have either moved on to WizKids, FanPro, freelancing or jobs outside the game industry. Most of the intellectual properties for FASA's game lines were sold to WizKids LLC. 

What happened to the other games FASA published?
Microsoft owns the Crimson Skies properties. There is nothing currently in the works for either VOR: The Maelstrom or Crucible. FASA still owns the Earthdawn RPG, though it has been licensed out to Living Room Games (www.lrgames.com), who have published a second edition and several other books. 

Will FanPro publish Shadowrun novels?
Not in English. WizKids will be publishing Shadowrun novels, though as of this time they have not yet announced any specific plans. You are unlikely to see new Shadowrun novels until mid-2003, at the earliest. 
Fantasy Productions will be publishing Shadowrun novels in German. 

Is there anyone producing Shadowrun RPG books in languages other than English?
Yes. Fantasy Productions publishes Shadowrun RPG books in German. Most of these are translations of English-language Shadowrun books. Fantasy Productions recently released a revised sourcebook for Germany called Deutschland in Den Schatten II. This book will not be translated or published in English. 

Where can I buy Shadowrun books?
First, you should try your local game/hobby stores. If they don't carry any Shadowrun books, ask them to do so. If they say they don't know where to order Shadowrun books, give them the list of distributors that carry Shadowrun books (http://www.shadowrunrpg.com/retail.shtml). 
You can also order Shadowrun books online at: www.fastforwardgames.com 
If you are a retailer, you can order directly through Gameboard, our primary distributor: www.gameboard.com 
You can find a complete list of available Shadowrun books at: http://www.shadowrunrpg.com/products/complete.shtml 

What is FanPro's relationship with Fast Forward Entertainment?
Fast Forward handles our marketing and sales. You can contact them at www.fastforwardgames.com or sales@fastforwardgames.com. 

What is the policy for Shadowrun fan web pages?
FanPro and WizKids encourage the creation and proliferation of non-commercial fan-based Shadowrun websites. If you currently have or wish to create your own unofficial, non-commercial fan website, we ask that you follow these guidelines: 

1. Legal Text: Please use the following text at the bottom of your web page and on any other web page that includes Shadowrun material: 
WizKids LLC has sole ownership of the names, logo, artwork, marks, photographs, sounds, audio, video and/or any proprietary material used in connection with the game Shadowrun. WizKids LLC has granted permission to <fill in name or site name> to use such names, logos, artwork, marks and/or any written materials for promotional and informational purposes on its website but does not endorse, and is not affiliated with, in any official capacity whatsoever. 

2. Logo: Permission is granted to use the Shadowrun logo (below) on non-commercial fan web pages. The logo must be accompanied by the legal text above. Please do not alter or modify the Shadowrun logo in any way without the prior written consent of Wizkids LLC. 


3. Copyright: It is not permissible to post published copyrighted Shadowrun material, writing or artwork, in whole or in part, on your web pages, without the prior written consent of WizKids LLC. To obtain permission, contact Mike Mulvihill at WizKids (mikem@wizkidsgames.com). 

4. Commercial use: It is not permissible to sell any product or service that utilizes any aspect of the Shadowrun universe including but not limited to, characters, logo, artwork, marks, and/or any written material, without the prior written consent of WizKids LLC. 

Who should I direct my Shadowrun licensing questions to?
The person to contact at WizKids in regards to Shadowrun licensing is Mike Mulvihill (the old Shadowrun line developer at FASA). He can be reached at: mikem@wizkidsgames.com. 

Where should I send sourcebook/adventure/artwork/novel/etc. proposals to?
If you are interested in submitting proposals for English-language Shadowrun RPG sourcebooks or adventures, see our Writer's Guidelines at: http://www.shadowrunrpg.com/sponsor/writers_guidelines.shtml 
If you are interested in submitting proposals for English-language Shadowrun novels, contact Janna Silverstein at WizKids: janna@wizkidsgames.com 
If you are interested in submitting proposals for German-language Shadowrun sourcebooks, adventures or novels, contact Crazy at: crazy@fanpro.com 
If you would like to submit artwork for Shadowrun, see our Artist Guidelines at: http://www.shadowrunrpg.com/sponsor/art_guidelines.shtml 

Combat
Can surprise only occur on the first turn of combat?
Surprise can occur at any time, even in the middle of a Combat Turn. For example, a character may crash through a glass sunroof and land next to characters already engaged in a fight. Whenever such a situation occurs, have all characters involved make immediate Reaction Tests. Characters who score less successes than their opponents are considered surprised against those opponents until the end of their next Combat Phase. 

Are there any additional modifiers to the Dodge Test other than those listed on p. 113, SR3? Can you dodge grenades?
Gamemasters are encouraged to apply other modifiers as appropriate to the situation and terrain. For example, a character surrounded by obstacles (chairs, desks, bushes) or in a restricted area (an elevator) could suffer a +1 or +2 modifier. A prone character could suffer a similar modifier. Grenades and other area-effect weapons may also be dodged, though the character should suffer at least a +2 modifier to his Dodge Test. 

Cyberware / Bioware / Man & Machine
Does the reduced Essence Cost from cyberware grade (alpha, beta or delta) count when calculating the "free" Essence Cost of accessories for cybereyes and cyberears? For example, does an opticam (normally 0.5 Essence, 0.4 alphaware) take up the full 0.5 of free Essence in the cybereye, or only 0.4?
The grade does not count when calculating the 0.5 of free Essence. So, yes, the opticam would still take up all of the free space. 

Can a character have both a synaptic accelerator and boosted reflexes and gain the bonuses from both? What about a synaptic accelerator and reaction enhancers?
Yes to both. 

Do symbiotes reduce healing time for both Physical and Stun damage?
Yes. 

Can a character purchase bioware at character creation? What about cultured bioware? Nanoware?
Generally, this is the gamemaster's call, based upon how available s/he wants to make such gear in his or her game. We recommend to sticking to the Availability rule (no character can start the game with any gear with an Availability higher than 8). 
If you want an official call, then the answer is that all basic bioware with an Availability of 8 or less is available at character creation. Cultured bioware and nanoware are not, since they require the equivalent of a beta-clinic to implant. 

It says that attribute modifications from bioware are considered "natural" and not "augmented," meaning that they affect the attribute's base rating. Does this also mean that an attribute modified by bioware (not counting cyberware) cannot exceed the Attribute Maximum? What happens if my human character with natural Strength 6 (and Strength Attribute Maximum 9) gets muscle augmentation 4?
Strictly speaking, bioware cannot raise an attribute's natural rating above the Attribute Maximum. So the human character described above simply doesn't need muscle augmentation 4 (and the street doc would probably tell him that ... or maybe not, and just give him muscle augmentation 3 and keep the change). If the character had muscle augmentation 4 installed anyway, his Strength would still be limited to 9. 
If you desire a more high-powered game, then you can ignore this rule and allow bioware to exceed Attribute Maximums. The character's natural attribute ratings should never be allowed to exceed the Attribute Maximums, however, and you may wish to inflict bioware-stuffed characters with system overstress or other excessive bioware drawbacks (p. 78, M&M). 

Magic / Magic In The Shadows
Does the Invisibility spell work against thermographic vision?
Yes. 

How does an improved invisibility spell function against a drone's sensors? Is it resisted by the drone or can the drone just not see the character? What if the drone's sensors include thermographic imaging?
Technically, Improved Invisibility requires a Resistance Test, and non-living things don't get to make Spell Resistance Tests. So the simple answer is that the spell automatically fools drones. 
If you want to be picky, however, then you can note that Improved Invisibility works against any tech sensors that involve sight: video cameras, laser proximity detectors, rangefinders, thermo. As described on p. 135, SR3, however, vehicle sensors include other components such as ultrasound, radar, listening devices, etc. Theoretically, these sensors could pick up an invisible character. (The same as you might give an NPC a listening Perception Test as an invisible character moved by.) 
If you allow a Sensor Test based on those components, you should apply some hefty modifiers, or perhaps only roll half the Sensor dice. Keep in mind that even if the drone detects the invisible character, it still won't be able to "see" him, so it may get confused or otherwise not act the same as if it had actually detected something walking by. 

What happens if a spell with a Drain Code of Damage Level +1 is cast at Deadly?
According to p. 54, MITS (under "Drain Code"): "Drain Level is based on the nature of the spell and may be modified by the type of spell. If the modifiers increase the Drain Level to Deadly, any additional Drain Level modifiers increase the Drain Power by +2." 
This is true of spell drain calculated when the spell is cast as well. So Casting a spell with (Damage Level)+1 Drain at Deadly damage results in a Drain of (F/2)+2D. 

What happens if a spell with a Drain Code of Damage Level -1 is cast at Light?
All spells have a minimum Drain of Light, so the caster will still face Light Drain. 

Can multiple Armor spells be cast on the same target? If so, are they full strength or do they follow the normal armor layering rules? Does the Armor spell count as layered armor if the target is wearing physical armor?
Armor spells can be stacked on a target but only the strongest Armor spell would apply (the effects are not cumulative). Since an Armor spell is a magical effect, the character is not physically hindered by the Armor spell in any way. 

Does a conjuring adept have a Spell Pool for purposes of spell defense? Can he use power foci in the same way (for spell defense)?
No, only spellcasters get Spell Pool, and you have to be skilled in Sorcery to use spell defense. So the answer to all of the above is no. 

Does a mage with a minimum amount of cyberware and bioware (such as a datajack, 0.2 Essence, and a synthacardium, 0.2 Bio Index) effectively lose 2 Magic points?
Yes. The Essence loss reduces the mage's Magic rating by 1, and the Bio Index virtually reduces Magic by another 1. 
As an optional rule, gamemasters may allow Magic rating to be reduced in partial increments for record-keeping purposes, and simply rounded down when used as a statistic in game play. Using the example above, the mage's datajack would reduce his Magic rating from 6 to 5.8, and the virtual reduction from the bioware would effectively make the Magic rating 5.6. For all game purposes, the mage would have an effective Magic rating of 5. 

Can adepts create foci? Would they use a hermetic library or a shamanic lodge? What about aspected magicians?
There are many views on this subject and the printed rules are unclear. According to p. 168, SR3, "adepts do not use magical skills to perform magic." According to p. 40, MITS, "only the Awakened can learn Enchanting skill." Ultimately, this is the gamemaster's decision on whether or not s/he wants to allow it in his or her games. 
In the opinion of the developer, yes, adepts can learn and use Enchanting skill (as can aspected magicians). It is recommended, however, that adepts and aspected magicians be limited to enchanting only foci that they can use. An adept, for example, could create and enchant weapon foci, but not spell foci. Likewise, a conjurer adept could create and enchant spirit foci, but not spell foci. And so on. Most adepts would use a hermetic library, though the character's personal outlook may affect this. An adept following the Totem Way would likely use a shamanic lodge. 

Is there an equivalent to elemental mages (p. 17, MITS) for wujen?
Yes. The elemental oppositions in wuxing are a bit different: 
Fire opposes Metal 
Metal opposes Wood 
Wood opposes Earth 
Earth opposes Water 
Water opposes Fire 
So a wujen aligned with Fire (for example) gets a bonus with combat spells and fire spirits but suffers a penalty for manipulation spells and ancestor spirits or spirits of man (associated with Metal). 

When checking for magic loss (p. 160, SR3) or focus addiction (p. 45, MITS), do you count Magic rating points that are kept by geasa or virtually reduced by bioware?
You use the current effective Magic rating, meaning you count the geased Magic points but not the virtually reduced Magic points. 

Can the adept power of Improved Ability (p. 169, SR3) be applied towards other skills, such as Computer, Sorcery, Conjuring or Vehicle skills?
No. This power only improves physical ability, not technical or magical abilities. 
As an optional rule, a gamemaster may allow Improved Ability to be applied towards Vehicle skills (at a cost of 0.5/level), but this would not improve a character's Vehicle skills when rigged. 

If an adept wishes to improve an adept power with different levels (such as Increased Reflexes, Improved Ability, Mystic Armor and Combat Sense), does he need to buy the new power all over again from scratch, or just pay the difference between the two levels?
The adept is, in effect, increasing his or her natural abilities, so only needs to pay the difference. For example, improving from Killing Hands S (power point cost of 2) to Killing Hands D (power point cost of 4) would cost 2 more power points, not 4. 

Can an adept tone down his Killing Hands power? Can an adept with Killing Hands S choose to strike with a base Physical Damage of Light?
Yes, but this should be treated in a way similar to pulling punches. The player must declare what base Damage Level the adept is striking at before rolling dice. For each level the Damage Level is reduced, apply a +1 target number modifier to the test. 

When a Magician's Way adept initiates, it says that the adept must choose between obtaining a power point or learning a metamagic technique. But other adepts get both a power point and a metamagic technique when they initiate. Is this correct? Why the difference?
Yes, that is correct. A normal adept (not on the Magician's Way), has these choices for initiation: 

· Raise Magic attribute by 1 + gain a power point + learn a new metamagic technique; or 

· Raise Magic attribute by 1 + gain a power point + alter astral signature; or 

· Shed a geas. 

· When an adept on the Magician's Way initiates, the adept has these choices: 

· Raise Magic attribute by 1 + gain a power point; or 

· Raise Magic attribute by 1 + learn a new metamagic technique; or 

· Raise Magic attribute by 1 + alter astral signature; or 

· Shed a geas. 

Magician's Way adepts initiate differently because unlike regular adepts and magicians, they receive the advantages of both worlds. The modified initiation rules prevent them from becoming unbalanced and overpowered. 

Does Reach count in astral combat? Would an astrally perceiving (dual-natured) troll have his or her natural +1 Reach?
Yes to both. 

Does the adept power of Improved Sense (specifically, thermographic or low light vision) count as natural or augmented when determing visibility modifiers?
Natural. 

If an adept with the enhanced senses power chooses a sense that normally has levels (select sound filter, vision magnification), do they have to spend .25 power points per level?
No. The adept simply pays .25 power points and receives the sense at the highest level (select sound filter 5, vision magnification 3). 

Cannon Companion
Why don't the costs for guns match the price you get when you construct the weapon using the firearm design rules?
None of the firearms described in Shadowrun sourcebooks were created using the firearm design rules in Cannon Companion. The firearm design rules were written after most of those guns were already in print. As a result, many of the statistics will not match perfectly. We attempted to structure the firearm design rules so that they would approximate the statistics of existing Shadowrun weapons, but it was simply impossible to match them all perfectly. 
Note also that the costs of a weapon designed using the rules in Cannon Companion will as a rule be higher than a similar off-the-shelf gun. This reflects the fact that you are custom-designing a weapon. Weapons that are mass-produced by megacorps have a lower cost simply because the costs of production are distributed over massive amounts of weaponry. 

What does RC stand for?
Recoil Compensation. Numbers that appear in parentheses include recoil compensators that must be specifically used for the recoil comp to apply (for example, a folding stock). 

Matrix / Decking
What's the maximum rating you can raise Hardening to?
Hardening cannot be of a rating higher than the deck's MPCP rating. 

Rigger 3
There are target numbers given for noticing internal mounts and for noticing concealed armor, but nothing given for noticing pop-up turrets.
Pop-up turrets have the same target number for being noticed as internal fixed mounts (Target Number 4). Like internal fixed mounts, succeeding at the test means the character has spotted the mount, but may not necessarily deduce what purpose it serves. 

Do rocket/missile launchers (which use "normal rockets/missiles" from Cannon Companion and SR3) installed on a vehicle require a medium launch control system? I am fuzzy on whether the launch system requirements for the large vehicle and anti-ship missiles apply to the usual man-portable missile launcher models (after they have been installed in a turret).
Only antiship missiles require heavy launch control systems and missile mounts. All other missiles and rockets (including man-portable variants) only require medium launch control systems and missile mounts. Man-portable rockets and missiles listed in SR3 and Cannon Companion do not require the purchase of a launcher, with one exception: the man-portable Ballista Missile System must be purchased one per launch control system dedicated to firing Ballista missiles due to the special nature of that weapon system. 

The descriptions of the aircraft carrier and corvette show internal missile mounts contained within their respective turrets. Is this a typo? Are the missiles supposed to be installed in the turrets (if so, explain how they can fit all the missiles in there) or are they intended to be installed in silos within the warships' decks?
Yes and no. ALL missiles have to be stored on a missile mount, whether internal or external. Missiles launched from a turret consume the turret's internal storage space, but if there isn't enough space it may draw from the vehicle's own main storage space. (In this case the turret is equipped with an autoloading mechanism, which is integrated as part of the launch control system.) 

How many missiles may be mounted on a single missile mount?
An external missile mount may mount any number of missiles, so long as the total weight of all those missiles does not exceed the mount's weight limit (300 kg for standard mounts, 1,500 kg for internal mounts). For example, a Saab-Saaker AAM (p. 92) weighs 90 kg. Therefore a standard external missile mount may carry no more than 3 Saab-Saaker AAMs (3 x 90 kg = 270 kg, but 4 x 90 kg = 360 kg). Internal missile mounts may store as many missiles as there is internal cargo space allocated (3 CF per rocket/missile). 

Can vehicles or drones with mechanical arms use them to carry and fire weapons? And can they carry vehicle "class" weapons if the arms are strong enough (for example, the various miniguns or rotary autocannons)?
Mechanical arms function in the same manner as normal arms (or cyberarms). As such, they are not subject to the rules for hardpoints or firmpoints, but rather follow standard recoil rules. The optional advanced rule for reducing recoil from Strength (p. 103, Cannon Companion) may also be used with mechanical arms. Mechanical arms cannot fire vehicle weapons; these must be mounted on a fixed mount or in a turret. 

Does Fuel Tank Enlargement (p. 115 R3) require 1 CF per 50 liters or part thereof, or only require 1 CF for every full 50 liters?
1 CF per 50 liters or any portion thereof. As an optional rule, gamemasters may allow fractional increments of 0.1 CF per 5 liters to save on space, but it will still cost the full 2 Design Points. 

If I wanted to carry a vehicle in an enclosed trailer, how much CF would the vehicle take up? Is there a different equation than the one for calculating drone storage?
There isn't. Use the same drone storage formula on p. 62 of R3 (CF = [Body + 1.5] x Body, rounded down). Of course, since there is wide variation of vehicle shapes and sizes even in the same Body range, you should feel free to modify it on the upwards side, anywhere from a factor of 2x to 10x. 

Shadowrun Companion
The Racial Modified Limits and Racial Maximums of shapeshifters don't comply with the racial modifiers. Is this intentional?
Yes. This is unique to shapeshifters. 

Do Koborokuru receive the standard thermographic vision of dwarfs?
Yes. 

Do Night Ones and Dryads receive the standard low light vision of elves?
Yes. 

Miscellaneous
Where should I send my Shadowrun rules questions?
Send them to: info@shadowrunrpg.com 
We try and answer questions as quickly as possible. If you have a lot of questions, try sending them in a few at a time rather than overloading us with a big mass of them. 
You can also direct your questions to the well-informed Shadowrun community at www.dumpshock.com. In fact, you may want to try this first. 

Are you going to publish a Shadowrun, Fourth Edition?
What, are you trying to say that Shadowrun, Third Edition isn't perfect?!
No, we have no plans for SR4 at this time. 

Are you going to publish a Shadowrun D20 system?
No. We have no interest in diving into the flood of D20 products since we are quite happy with the game system as it is. The Shadowrun system also does not mesh well with the character-class, hit-or-miss, no-levels-of-success D20 system. 

Are there any character/Matrix/etc. generators for Shadowrun?
There are no "official" ones. You can, however, find several fan-produced freeware generators: 

1. McMackie's freeware character generator: http://matrix.dumpshock.com/mcmackie/ 

2. A cyberdeck-construction program and a firearm design program: http://matrix.dumpshock.com/tzeentch/Shadowrun/software.htm 

3. A Matrix system generator at: http://www.cattail.nu/cgi-bin/matrix.cgi 

Why isn't there a Shadowrun computer game or MMORPG?
Microsoft owns the computer game rights for Shadowrun, so it's in their hands. This means they make decisions regarding any Shadowrun computer games, MMORPGs and skins/modifications to existing computer games (computer game aids for the Shadowrun RPG are under the jurisdiction of WizKids/FanPro). 
Microsoft has not announced any plans and has nothing in development at this time. If you have questions or queries, or you want to encourage them to develop a Shadowrun computer game, write to Jon Kimmich at: shadowru@microsoft.com (no, that's not a typo--there's no "n" in that address). 

Is anyone making a Shadowrun movie?
WizKids is looking into it, but at this time there is no guarantee that it will happen. There is no other news to impart on the topic at this time. 

Does Wizkids own the rights to the Shadowrun Collectable card game? And if so are there any plans to re-release it?
The Shadowrun CCG is part of the Shadowrun intellectual properties, which are owned by WizKids. They have no plans to re-release it. 

What does this mean?
BITB = Blood in the Boardroom 
CC = Cannon Companion 
FASA = Freedonian Air & Space Administration 
FOF = Fields of Fire (out of print) 
FPR = FanPro or Fantasy Productions 
M&M = Man & Machine 
MITS = Magic in the Shadows 
NAGNA = Neo-Anarchist's Guide to North America (out of print) 
NAGRL = Neo-Anarchist's Guide to Real Life (out of print) 
NAN1 = Native American Nations, Volume 1 (out of print) 
NAN2 = Native American Nations, Volume 2 (out of print) 
PAE = Paranormal Animals of Europe (out of print) 
PANA = Paranormal Animals of North America (out of print) 
POAD = Portfolio of a Dragon: Dunkelzahn's Secrets (out of print) 
R3 = Rigger 3 
SONA = Shadows of North America 
SOTA = State of the Art: 2063 
SOTF = Survival of the Fittest 
SR3 = Shadowrun, Third Edition 
SRComp = Shadowrun Companion 
T:AL = Target: Awakened Lands 
T:M = Target: Matrix 
T:SH = Target: Smuggler Havens 
T:UCAS = Target: UCAS 
T:W = Target: Wastelands 
T2 = Threats 2 
WOTC = Wake of the Comet 
YOTC = Year of the Comet 

This FAQ is maintained by Rob Boyle, the Shadowrun Line Developer. If you have suggested additions or changes, send them to info@shadowrunrpg.com. 

