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	Základy
	Hodnoty
	Omráčení 8+(V/2 n)   I   Zranění 8+(T/2 n)

	Jméno (alias)   I   Přezdívky, tituly
	Nyní
	MAG
	Operace
	Karma
	Rasa
	Tělesné, duševní, zvláštní
	
	
	-1
	
	
	-2
	
	
	-3
	
	
	-4
	

	M. Ormrin Sinkalte Ph.D.   (sensei Taishi Tengu)
	
	6
	
	
	1
	Tělo 
	
	
	-1
	
	
	-2
	
	
	-3
	
	
	-4
	

	(Mistr) Krahujec (Ged)
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	Sensei, Satguru - Mistr, Dokor
	-3
	
	
	
	1
	Síla 
	
	
	-1
	
	-2
	
	
	-3
	

	Vzhled těla - rasa
	Zdravotní zajištění
	
	
	
	
	2
	Obratnost 
	
	-4
	
	
	-5
	
	
	-6
	

	Lidský, Indie - Elf (30 BP)
	Platina+  1 (1xm z BÚ)
	
	6
	
	
	1
	Reakce
	 Krvácení, Nadměrné zranění (max. do Tělo, +1 za každých Tělo k.): 

	Kůže, vlasy
	cm, kg
	Životní úroveň
	5
	
	
	40
	1
	Vůle (Tělo)
	Výhody a nevýhody
	Rozvoj - Karma

	SV, čerň
	180,55
	Doma
	Luxus OV, 3% BÚ
	8
	
	
	50
	3+1
	Charisma (Síla)
	Noční vidění
	Elf
	30, 170, 35, -20
	215
	

	Oči, atd.
	Věk (nar.)
	Práce
	Luxus +Mag, VŠ =2*MK10
	
	
	
	
	1
	Logika (Obr.)
	Kouzelník = Mag 1
	15
	40, 40, 16, 20, 20, 16
	142
	43

	Hněď, norm.
	33 (81 !)
	Lidé
	Luxus +Mag. skupina
	 
	6
	
	10
	1
	Intuice (Rea.)
	V.  Char. = max +1
	20
	30 otázek = +30 K
	
	

	Oblečení
	Doplňky
	Práce / podnikání 
	5
	
	
	40
	1
	Štěstí
	
	
	
	
	

	Ami Feather
	Stříbro
	PSY, MAG
	VŠ (prof.): MK10 (OV), Manažer: MK10 (OV)
	5
	
	
	40
	1
	Magie 
	OIČ  (šifrováno 5)
	-5
	3100
	
	

	Neo-Oriental
	VYB
	MAG, SR
	Vše (3A), výzkum i výcvik 

(A) - IT (D), RP (N)
	
	
	
	
	X
	Rezonance
	Citlivá NS -2 BTL, čer.IC, díra
	-5
	
	
	

	Kožená bunda
	DW
	FIN
	108 mil N, 10%
	
	
	
	
	6
	Esence
	Korp. DPČ: 2500, 20h
	-10
	
	
	

	Doklady
	Povolení
	Zkušenost, pověst, známost
	Jednání (R+I): Tělo,IT,RP,ASTRÁL;N*/k
	Omezení až ztráty
	Překlenutí až napravení 

	LEG, ID4 x2 
	M, ID4 x2 x2
	3
	0
	1
	 2, 12(15)
	6
	
	2, 12(15)
	 5 (15)
	 7 (+2)
	
	5 (15)
	
	
	
	

	 LEG2* (-TAJ1*: 5);                                  .SR2*: 3, 5
	 MK10: MAG3A,                         ZBR A, CYB A
	310
	9
	106
	1
	2
	
	3
	4
	3
	
	4
	
	
	
	

	 Dovednosti H ; Karma   I   Možnosti
	 Dovednosti - další umění a vědy
	Cyberware, Nano;   Bioware, Gen;   MAG

	S. čarování 40BP; 8 kouzel   Magie
	4
	-24
	INICIACE: Maskov., Invok.
	2
	16 K
	Mask. F. - dotek, udrž. (H/2)+1
	5
	Všechny senzory

	S. vyvolávání 40BP                Magie
	4
	
	
	
	
	Boj. smysl H*M (H/2)+2 25m /50m
	5R /10R
	+Překvap., braň blízko / daleko

	Uchopování 16BP                 Intuice
	4
	
	
	
	
	Dav ovl. mysli (H/2)+4   r = H M
	5m /10m
	X V; H kol, úsp. snižují ú.MAG

	Vyjednávání 20PB smlouv.  Charisma
	6;8
	2 K
	
	
	
	+ Tělo - dotek, udrž. (H/2)-2
	5
	· Signatura H hodin, smazání za H kol při astrál. vnímání. 

· Lóže má sig. stále.

	Pistole 16BP                     Obratnost
	4
	
	
	
	
	+ Rea - " -
	5
	

	První pomoc 16BP T 2, kol          Logika
	4;6
	2 K
	
	
	
	+ Intuice - " -
	5
	· 

	
	
	
	
	
	
	+ ref., práh 4= +3J,3N (H/2)+2
	4 5
	

	S. utajování 10 K   (Vniknutí +Obr.) Intuice   
	1
	10 K
	
	
	
	Ohnivá koule fyz. (H/2)+5  
	5
	0,5 náraz; 

+ Zapálení

	Chození, Běhání - m/k Síla+Běh, 2m
	10
	25
	 Jazyky a znalosti   (L+I)x3
	Zapálení:  Poškození X 0,5 náraz;  Bariéra= pancíř (*2 =nehořlavý), menší než H hoří

	Přeskakování, Vyskakování O+Gym.
	1; 1,5
	1;  0,3
	Rodný jazyk: ČJ
	R
	R
	[image: image3.emf]Kontaktní čočky 6 3 x50 ; Brýle   3 x25 

Monokl   3 x25 ; 

Hledí mag. vidění 30m 12 omez 2000   -3 M

Kompenzace oslnění +2 , +50   K

Zobrazovací spojení ~ +25 x3   K , B , M

Smartlink +4 omez +500   K

Termografie +6   +100   M

Ultrazvuk +8 +1000   B

Zostření vidění (H 3) +4 (3 x 100 =300)    B  

Zvětšování obrazu +2 +100   M

=



	Nesení (držení) - kg Sílax10 (20), (S+T)x10
	10; 20
	5, -1;  -2
	P. jednání Johnson 6b   Intuice
	6
	
	

	Zvedání (nad hlavu) Sílax15 (5), S+T
	15; 5
	45; 15
	
	
	
	

	Vyrážení, Vytrhávání (tlak, tah)
	1; 1
	
	
	
	
	

	Plavání - m/k(dech/k),Pádlování
	6;12
	
	
	
	
	

	Šplhání, Slaňování
	
	
	
	
	
	

	Jiné pohybování - m/k: A100 ; 5km
	6000 km/h
	-2
	
	
	
	

	  Zbraně, nástroje, příslušenství (Vysoká živ. úr. (19) 9000 ; DW Zlatá 25000)   4k(+1/100, max +12) x50

	Raecor Sting 6 fyz. (fl. -náraz) +2   JR ~ 5 (z) 6 omez[image: image4.emf]   350           

ut-4   - nezjistitelné detektory kovů   + Náhr. z. (celkem 10 fl.)  
	N áhr. z. ~ 4 5 x2, flešety +2 +5, X Náraz 2 omez 100 x3 x2:    I Ares: x  

	
	  Náhr. z.~ 4 5 x4, Stick-n-Shock 6 om. -1/2 Náraz 5 omez 80 x8 =640

	Ares Viper 8 fyz. (fl) +2   PA/D ~ 30 (z) 5 omez   500   

+ Zvukopotlačovač - hlaveň 12 zak   300   + viz Poznámky 
	 Náhr. z. ~ 4 5, Vysoce výbušná +1 -1  12 zak   200   20ks (16 +4)

	
	Ares:                              

	Colt Manhunter 5 fyz. -1   PA ~ 16 (z) 4 omez   300

+ Tlumič - hlaveň 8 zak 200   -4 Vnímání
	Colt:                x       I  +  +     

	
	Nůž pro přežití (Síla/2+)fyz.   -1   50, Skryté pouzdro   75

	Skryté pouzdro   75 x2 ut -2 ; Sklouznutí skryté zbr. 4   350 x2                      
	Medkit 6 (4)   8   ut 0   600:       , 50:      

	Smartgun vnější. +2   4 omez  400 +100 (+ termo) x2
	Stimul. derm 6 12   6 x25 x10 =1500:           

	Monomeč: dosah 1 (Síla/2 + 3)fyz   -1   8 omez   750


	Materiály Vázání (H x 2) H x500 = 5,5,5,5 x2 = 20000

	Svěrací rukavice 70   +2 Síla
	Mikro vysíl.+přij. 6 12 6x500 vč. subvokál. mik.; SAT 3 (Signál 8) 4   500

	Granáty: 10m poloměr   4 20+ CS/Tear Gas   4 omez 20   40 x10 


	Soul of Seoul (Neo-Oriental Exec) Vys.


	Kožená bunda dl.   2 / 2   +200

	- " -: Vysoce explozivní 10 fyz. -2   -2/m   7 zak   45 x10
	Ami Feather (designer) Luxus
	Uniforma DW, bezpeč.   1000

	- " -: Term. kouř. 10m poloměr   6 omez   35 x10


	AR Rukavice 3  250
	Ochranný oblek 4hod. 8   1000

	Možnosti (základní / celkové) 
	Ochrany vč. maskování (střely / nárazy)

	 Dopravní prostř.
	 Počítače
	 Vědy / Umění
	 Boj / Sporty
	 Kouzlení, atd.
	 Vyvolávání, atd.
	Dlouhý kabát 6 I 4
	700
	ut -2
	Helma +1 I +2
	100

	1 _Obr.
	0 _Log.
	7 1.pomoc
	6 Pistole
	9+3V_B
	9 X H
	Chameleoní oblek   V-4
	6
	4
	8000,N6 1200,t 200
	10 omez

	
	
	13 _ Med 6
	1 _Obr.
	4 (+5 X ?)
	9 X 2xH
	term. tlumení
	6
	10 zak
	6 x500 ; ohnivzdorný 6 x100 
	

	
	
	7 P. jednání
	
	
	H hodin , 500xH materiál
	Nevodivost 6, třásně
	6 om.
	-1/2 N
	10 výbojů, + 1/10sec
	6 omez

	
	
	0 / 0
	
	
	9 X H+MAG.
	Chemická ochrana   8   6 x250
	6
	
	 Respirátor  6   12   6 x100
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	Vybavení nešené (min.) 

	
	 GEKON rukavice   12   250   ;   Plynová maska 200

Bezpečnostní RFID 3   4   ut-6   100 20ks ; 

Stealth Tags H3 6 5   2O kusů

 Standardní kovová pouta (s mechanickým nebo bezdrát.  

 ovládaným zámkem)Pancíř / Struktura 15: Kovová 20 x4

Autopaklíč  6  8 omez 6 x200   =1200 

Sekvencér 4 12 zak 4 x 200 =800

Rušička prostor 4   12 zak   2000   -1H/5m

Rušička směrová 6   12 zak   6 x500 =3000 úhel 30, -1H/20m

 RFID vymazávač 6 zak 150 x2

 Kotvičková puška 75m 8 omez 500 ; Mikrovlákno 4 50 /100m         

 Mizící lanko 8 zak 85 /100m ; Katalyz. tyčinka 8 omez 120

Exotická zbraň na dálku _ Poškození _ Průraz _ Mód _ Munice

Mikrosvětlicomet 3 fyz ~ JR 1 (přn) 5min/blok města

Kotvičková puška 75m 5 om ~ JR 1 (přn)
	
	 Metalink response1 signal2, 100;Vector OS firewall1 system1 200

	
	
	
	 Simrig s trodami 3 12 1000, Skinlink 50; Binokular optik zoom   50

	
	
	
	 Generátor bílého šumu 6 7   6 x50 =300   10m postih na sluch

	
	
	
	 Lepidlo sprej 2 150   (S+T)X10;  Minitermořezačka 2   15XBar.  250

	
	
	
	 Mikrosvětlicomet   50, mikrosvětlice   25 x4

	
	
	
	 Sensor Tags (RFID označení) 3   4 Senzor 1 500   20 kusů

	
	
	
	 Mikrokamera 1 MK1, MK2   =2x 100; Holoprojektor 3 200 x2 

	
	
	
	Mikro mikrofon 6 (1) =2x   6 x50 MM1,  MM2   =600

	
	
	
	Sluchátka - pecky 3 x11 + Zlepšení sluchu 3 +2   3 x100 =300 x2 MM1

	
	
	
	Selekt. Zvuk. filtr 3   +8   3 x 200 =600 x2 MM2

	
	
	
	Směrový mikrofon (1) 4 50 100m + Selekt. zvuk. filtr 3 +8 600

	
	
	
	Flashlight - 25 , TERMO - 25   ; Souprava přežití 4 100

	
	 MAD Scanner 3 (1) 6 omez   3 x75 =225   Dosah = 5metrů

Pohybový senzor (1) 4 50  

 Mikrofon 6 (6) 6 x50 + Zlepšení sluchu 3   +2   3 x100 =300   Příruční

+ Směrový analyzér   +6 100   =700 

Laser. mikrofon 6 (2) 8 omez 6 x50 =300  100m + Zlepšení sluchu 3   +2   3 x100   =600 ; Čichový senzor 6 (1) 4 6 x 500 =3000 

[image: image6.emf]Skanner radiosignálů 6  (1) 4 omez 6 x 25 =150

 Senzorové sady _ Kapacita _ Signál 

RFID 1   0   

Mikro 1   2   

Příruční / Minisonda 3   3                               

Instalované / Malé sondy 5   4           

Střední sonda 6   4                             

Velká sonda 8   4

Dopravní prostředek 12   5


	Nehmotné či samohybné vybavení +9600

	
	
	
	Kredithůlka 25 x2   gold (100 000)
	
	
	5 šifra
	
	 

	
	
	
	MHD týden OIČ 1. 20   
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	Faleš. OIČ 4   8000
	4
	
	2x.
	12 zak ! 
	 

	
	
	
	Faleš. lic. ZBR, VYB 4   1600
	4
	detektiv
	2x, 2x
	12 zak ! 
	 (Mag)

	
	
	
	Latexová maska 500 x2
	
	
	
	12
	 

	
	
	
	Nanopast. maskov. 500 x2
	
	
	
	8
	 

	
	
	
	Cellular Glove M. 3 x200 =600 x2
	3
	
	
	12 zak ! 
	 

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	Vztahy a vlivy   27
	Majetky a prostředky - dluhy a  závazky

	Kdo
	Přínos (působiště)
	Vztah
	Poznámka
	Vys. živ. úr.  19 =   Pohodlí 1 (squat )
	

	Technomantka
	3 (město)
	6
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	Zábava  0 (ulice), Potřeby  4 (vys.) Dům
	

	Zprostředkovatel p. 
	4 (region)
	6
	
	200m2 (+ Magická lóže), Garáž na 2 auta
	

	Zdravotník (Dr.+M)
	2 (ulice - dílna)
	6
	
	Sousedství  2 (níz.), Bezpečnost  4 (vys.)
	

	
	
	
	
	Aspekt. doména 5 = +2 MAG ; Únik. tunel 3
	

	
	
	[image: image8.png]



	
	WARD 4 okolo  ložnice (údržba  je v nájmu), duh 4

Response 4, Signal 3, System 4, Firewall 5; SW 4, IC 3


	

	
	
	
	
	Dopravní prostředky a sondy

	
	
	
	
	Chrysler-Nissan Patrol-1 (Patrol Car) +3 10/45 180 3 10+10 1 12 omez 22700

	
	
	
	
	CrashCart AutoDoc (Large) 0 5/10 30 3 4+2 1 8 omez 4000   ; Stabil., Med 4

	
	
	
	
	Steel Lynx (Large) 0 15/40 120 3 4+9 3 12 omez 5000   ; Braň 3, Zaměř 3

	
	
	
	
	 + LMG (viz níže - Poznámky)



	MŮJ DŮM:
	Vys. živ. úr.  19
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Handling 
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	Speed 
	
	Max
	
	

	
	
	
	
	Acceleration 
	
	 

	
	
	
	
	Body 
	
	Arm
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	Signature 
	
	

	
	
	
	
	Autonav 
	
	

	
	
	
	
	Sensors 
	
	Pilot
	
	

	
	
	
	
	Seating 
	
	Příslušenství / poznámky

	
	
	
	
	Entry Points 
	
	

	
	
	
	
	Fuel 
	
	

	
	
	
	
	Economy 
	
	

	
	
	
	
	Cargo 
	
	

	
	
	
	
	Load 
	
	

	
	
	
	
	Stress Points 
	
	

	Poznámky:  Jídlo:  Automat (5), občerstvení (5 – 10), snídaně - oběd (10  - 15), večeře (20 – 25), večeře v dobé restauraci (100 - 200)   ;   Soukromá místnost 200 / hod. (bíl šum, ward)   ;   Taxi 1 (10 vzduch)  / km

BODYGUARD 200  / den   ;   Bezpečný dům 500  / den (základní pravidla)

LMG:   Ingram White Knight 6P –1 BF/FA 5 (6) 50 (c) or 100 (belt) 12F 2,000 ; Sound Suppresser Barrel 12F 300 

Regular Ammo — — Ballistic 2R 20 x10, Stick-n-Shock 6S(e) – half Impact 5R 80 x10   = 3300 It’s equipped with a detachable folding stock and an integral gas-vent system that provides 5 points of recoil compensation and cannot be further upgraded. 

.

Narcoject 8R 50+Disposable Syringe 4 10   = 60  x4  =240 + Disposable Syringe 4 10 = 250

.Ares Viper Slivergun: … sleek weapon with burst fire capabilities and built-in sound suppression. It fires metal slivers that count as flechette ammunition (already factored in to the Damage Code). Flechette rounds raise the DV of weapons by +2. They also raise the effective value of Impact armor (AP +5). Flechettes are resisted with Impact armor. Guns with flechette ammo already figured 

into their Damage Code have an (f ) notation following the Damage Code.  Sound Suppressor: The sound suppressor is a barrel-mounted accessory similar to the silencer but specifically designed for burst-fire and full-auto weapons. 

It applies a –4 dice pool modifier to Perception Tests to notice the weapon’s use or locate the weapon’s firer. Attaching or removing it takes a Complex Action. It must be replaced after every 300 rounds of burst or autofire.




 Narcoject   Narcoject 8R 50¥

Vector: Injection

Speed: Immediate

Penetration: 0

Power: 10

Effect: Stun Damage

A common knockout drug, narcoject is often used with dart guns. It has no side effects.

CS /Tear Gas   CS/Tear Gas 4R 20

Vector: Contact, Inhalation

Speed: 1 Combat Turn

Penetration: 0

Power: 5

Effect: Disorientation, Nausea, Stun Damage

Commonly referred to as tear gas, CS gas is an irritant that affects the skin, eyes, and mucus membranes, causing them to burn and water. It also stimulates a physiological panic response: increased heart rate, shortness of breath, and so forth. Washing thoroughly with soap and water can remove CS from the victim’s skin, thus ending the duration of the nausea prematurely. CS gas becomes inert after 2 minutes of contact with the air.

Neuro-Stun

Vector: Contact, Inhalation

Speed: 1 Combat Turn

Penetration: 0

Power: 10

Effect: Disorientation, Stun Damage

This colorless and odorless knockout gas is used for emergencycontainment conditions. Neuro-Stun comes in different concentrations. Some become inert after only 10 minutes of contact with the air; others become inert after only 1 minute. Wind and other environmental conditions may disperse the gas more quickly.

Electrical damage is treated as Stun damage and resisted with half Impact armor (rounded up)—metallic armor, however, offers no protection. The nonconductive armor upgrade (p. 327) adds its full rating to the armor value. Other factors may modify the target’s damage resistance test at the gamemaster’s choosing, such as lack of grounding (a character flying by levitation spell) or extra conductivity (a character immersed in water). A successful Electricity damage attack can stun and incapacitate the target as well. 

The struck target must make a Body + Willpower (3) Test. Apply half the character’s Impact armor (round down) and any other dice pool modifiers as noted above to this test. If the target fails, he immediately falls and is incapacitated for a number of Combat Turns equal to 2 + net hits scored on the attack test. Even if the target succeeds, he suffers a –2 dice pool modifier to all action tests 

due to disorientation from the shock for the same period. Incapacitated characters are prone and unable to take any actions.

Electronic equipment, vehicles, and drones can also be affected by Electricity damage. They never suffer Stun damage, 

but they do roll Body + Armor (drones and vehicles) or Armor x 2 (other objects) to resist secondary effects. If they achieve equal 

or more hits than the attack, they are unaffected. Otherwise, they cease to function for a number of Combat Turns equal to 2 + net hits scored on the attack test (and may need to reboot after that).

SPOLUBYDLENÍ Categories: Comforts (3 LP), Entertainment (2 LP), Necessities (3 LP), Neighborhood (3 LP), Security (2 LP)

Categories Total: 13 LP

Sample Qualities: Perfect Roommate (+2 LP), Home Grown Farming (+1 LP), Workplace (+1 LP), Living by Committee

(–2 LP), No Forwarding Address (–1 LP), Black Hole (level 1) (–2 LP), Crash Pad (–1 LP). Qualities Total: –2 LP

Total lifestyle cost: 2,600Y 9 roommates (plus you) increases the cost to 4940Y, making each person responsible for 494Y in rent.

Safe House This place is designed for a paranoid runner to cool off after a run gone wrong (or right, for that matter). Every additional

person staying in the safe house increases the cost by 10%. Categories: Comforts (1 LP),  Entertainment (0 LP), Necessities (3 LP),Neighborhood (2 LP), Security (4 LP) Categories Total: 10 LP

Sample Qualities: Escape Tunnel (+3 LP), Inconspicuous Housing (+2 LP), Security Conscious (+2 LP), Privacy Screen: Physical (level 3) (+3 LP), Household Gremlins (level 2) (–3 LP), Poor Condition(–1 LP) Qualities Total: +6 LP

Total Lifestyle cost: 6,000Y   Daily Cost: 200Y

[image: image12.emf]
 DRON Evo Orderl\ (Arsenal 120): Řízení 0, Zrychlení  5/20, Rychlost 40, 

Pilot 3, Tělo 3, Pancíř 3, Senzory 2; 

2mech. Ruce, zvl. Stroj (medkit 6), Chození     2000

Eurocar Westwind 3K (Sports Car) +3 20/60 240 3 10 6 1 — 85,000¥

Novatech Airwave 3 3 1250: 5, 0 =4000+0; Sys5 (CPU), Fir5 =2500+2500   

= 10250

Běžné = hodn x 100; Hackovací (hodn x 2) omez hodn x 1 000; Agenti / IC / Piloti hodn x 3 hodn Pilota x 2500; Mapový soft ( 1 - 6) ~ hodn x 5; 

Učebnicový soft ( 1 - 5) ~ hodn x 500; Vědomostní software(1 - 5)  4  hodn x 1 000; Jazykový software (1 - 5) 2 hodn x 500: 

Map5, Učební5, Věd5, Jazyk5, běžný: 5 X7 x100 Analyz,Browse,Command,Edit,Encrypt,Filter,Scan   

3500+25+2500+5000+2500=13525+ Metalink(10250) =23775   

4 prog.11 poškoz;  Spoof(Faleš.ID)4, Exploit4, Stealth(Utajení)4    10 omez

Agent4 =10000 Odezva5, 3prog Spoof4,Exploit4,Stealth4 =4000 x3

= 22000+23775= 45775

Gamma-Scopolamine 14F 200 + Disposable Syringe 4 10   = 210

Gamma-Scopo lamine

Vector: Injection

Speed: Immediate

Penetration: 0

Power: 8

Effect: Paralysis, Truth Serum (see Description).

This neuromuscular blocking agent renders a target unable to

move. It is derived from the natural toxin found in Atropa Belladonna,

commonly known as nightshade. Gamma-scopolamine takes effect

immediately, causing dizziness, dilation of the pupils, speech loss, delirium,

and paralysis. The full effects last for one hour. After the hour

has passed, the residue remaining in the body acts as a “truth serum”

for an additional hour. Reduce the target’s Willpower by 3 (to a minimum

of 1) for the duration of the chemical’s effect.

HK XM30 6P –1 SA/BF/FA (1) 30 (c) 15F 2,500

Grenade Launcher Grenade — SS — 8 (r) ;Term. kouř. ~ ~ 10 m poloměr 6 omez 35 x20; Vysoce explozivní MIKROgranáty 10 fyz. -2 -2 / m 7 zak 45 x20

+ LMG 6P –1 BF/FA 2podnožka (1)+6 100 (belt) +1,000;Regular Ammo — — Ballistic 2R 20¥ x10, Stick-n-Shock 6S(e) –half Impact 5R 80 x10

Gas-Vent 3 System Barrel 6R 400  ; granát Gas Chemical — 10m Radius 4 + Chemical 20¥ + Chemical   Neuro-Stun 12R 60¥  80x5,

HK XM30: This award-winning modular “weapons platform” can turn a single soldier into a one-man army. The baseline assault rifle features lightweight composite construction, a smartgun system, rigid stock with shock pad, and an underbarrel grenade launcher with grenade link. The weapon may be reassembled with optional modules— taking an Automatics + Agility (5, 1 minute) Extended Test to swap them in—into either an underbarrel shotgun, compact carbine, sniper rifle (with an imaging scope), or LMG (with bipod) configuration.

EXPLOSIVE Foam 4–15 12F Rating x 100   600 , 600

Explosive Foam: This special plastic explosive compound has the

consistency of shaving cream, is stored in an aerosol can, and can be

sprayed onto a surface or into a crevice. Like regular plastic explosives,

explosive foam is detonated by electric current.

Detonator Cap — 8R 75 x4   = 300

Detonator Cap: Contains a detonator explosive or electrical fuse

with which an explosion can be initiated. Incorporates a timer and

wireless receiver for remote detonation.

Sage

Duration: Essence + 1D6 hours, maximum 12 hours.

Effects: The mixture grants the critter power of Innate Spell

(Detect Magic, Extended) and a +1 Perception increase.

Description: At the end of the duration, the character suffers 2 boxes of damage (unresisted) and a –2 Perception dice pool

modifier for an equivalent duration.

Exotic Ingredient: A natural herbal radical of rare lichen from the North American tundra.

Spirit Strength

Duration: Essence + 1D6 hours, maximum 12 hours.

Effects: This compound grants the critter powers of Hardened

Armor 5, Mystic Armor 5, and one enhanced sense of the gamemaster’s choice.

Description: At the end of the duration, the character’s natural Agility, Body, Reaction, and Strength attributes are reduced

to 1 for an equivalent duration.

Exotic Ingredient: Three units of natural herbal radical teonanácatl mushrooms from Aztlan.

Witch’s Moss

Duration: Essence + 1D6 hours, maximum 12 hours.

Effects: Grants the critter power Innate Spell (Petrify).

Description: At the end of the duration, the character’s arms become crippled and useless for an equal duration. Apply a –6 dice

modifier to any test involving the use of the character’s arms.

Exotic Ingredient: A natural animal radical of barghest blood.

Sage 1,300Ą 10R

Spirit Strength 2,800Ą 16F

Witches’ Moss 1,300Ą 10F

Summoning Drain

The Drain Value for Summoning is equal to twice the hits (not net hits) generated by the spirit on the Opposed Summoning Test (minimum 2 DV). This applies whether or not the magician generated any net hits in the Summoning Test

Conjuring Drain OPTIONAL 

Dealing with spirits in SR4 is an unpredictable and dangerous business, and Summoning, Binding, and Banishing Drain reflects this. For games where more predictable results are desired, an alternate Drain Value of half the Spirit’s Force ///rounded down/// 

+ its hits on the Resistance Test can be used. This results in both fewer cases of no Drain and fewer cases of incapacitating Drain.
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Betel (CorpCandy, Jaw)

Duration: 10 x 1D6 minutes

Effect: +1 Perception

An ancient and widespread Asian practice of chewing the

nuts and leaves of the betel tree with lime has led 

to the synthesis of Wuxing’s highly addictive and legal betel 

chewing gum. Betel is a mild stimulant with cavity-fighting 

properties; users commonlyfeel awake and alert while using it.

Rather than making an Addiction Test, characters who use

betel, even once, gain a Mild addiction to it. 

A character may never have worse than a Mild addiction 

to betel. Characters who adddice to Toxin Resistance Tests 

(through adept abilities, implants, metatype, magic, etc.) 

are immune to this eff ct if they succeed at the Toxin 

Resistance Test. Because it is instantly addictive, betel

often serves as a gateway drug to more powerful stimulants.

NoPaint (Numb, PBG)

Duration: 1D6 hours

Effect: High Pain Tolerance 3

   Popular with intercity gangs with a tribal motif, nopaint is 

anmedical-grade, water-resistant novocain gel that comes 

in a number of colors. NoPaint is applied to the skin 

with a swab or brush. Characters lose tactile perception 

in areas covered with nopaint for the duration of the effect, 

and must make a First Aid + Logic Test to judge how badly 

they are injured while the drug is active.

One dose of nopaint can cover a dwarf, human, or elf; 

orks and trolls require two doses for full coverage.

Oxygenated Fluorocarbons (Blue Blood, P4MO)

Duration: 1 week

Effect: +1 Agility, double the amount of time character can hold his breath.

   The oxygenated fluorocarbon compound known as P4MO is widely used as a blood substitute. Its use in emergency situations

helps to prevent the mismatching of blood types. Fluorocarbons like P4MO also exceed the capabilities of the blood’s natural

hemoglobin as a vehicle for gaseous exchange. In other words, P4MO dissolves a higher percentage of oxygen from the lungs into

the blood. When introduced into healthy subjects, P4MO allows them to achieve higher levels of physical performance.

P4MO is added to the bloodstream in 5-liter treatments along with a dose of carcerands containing a chemical that allows

the body to metabolize the oxygenated fluorocarbons, clearing out of the user’s system by the end of the drug’s duration. If another

P4MO treatment is taken while the fi rst is active, the character will suffer an embolism, inflicting 15P damage (unresisted).

Snuff (Aztec Chew, Indian Tobacco)

Duration: 10 x 1D6 minutes

Eff ect: +1 Reaction, Pain Resistance 1

   This legal drug fi rst gained popularity in the early days of the Native American Nations, and is traditionally made from an ancient

formula including tobacco leaves, cannabis resin, and willow bark. Modern snuff typically forgoes the expensive natural ingredients

by directly combining the active chemical compounds involved: THC, nicotine, and salicin. Snuff users claim the drug has a calming

eff ect. At the gamemaster’s discretion, long-term snuff users may be more susceptible to Fatigue damage and cancer.

Laés (Leäl, Laésal Wine)

Duration: 20 x 1D6 minutes

Eff ect: Stun Damage (see below), Memory Loss (see below)

Laés was created by the government of Tír Tairngire from the Awakened laésal fruit, thought to grow only in their government-

controlled orchard. Upon taking a dose of laés, the character must resist 10S damage (treat as a Toxin Resistance Test with an

ingestion/injection vector and a Speed of 1 Combat Turn) falls unconscious for the drug’s duration, and her memories of the last

(12 – Body, minimum 1) hours are erased retroactively from the mind, starting from the moment the Awakened drug was administered

and working backward. Laés changes the chemical structure of the memories themselves, rendering them impossible to recover

with technology or magic. Laésal wine is a type of brandy made from the fruit of the laésal tree—its eff ects are the same as those of laés. Leäl is a less potent—and expensive—version of laés, and a popular date-rape drug among the Seattle club scene. Leäl has the same effects as laés, but the user only loses the last (120 – Body, minimum 100) minutes of memories; the duration is 5 x 1D6 minutes.

To learn or improve a skill or skill group, the character must succeed in an Extended Intuition + skill Test, with a threshold equal to the new skill rating x 2 and an interval of 1 week (1 month for skill groups). A teacher can add bonus dice to this test (see Using Instruction, p. 134).

Using Instruction

When teaching someone a skill or a spell or some other subject, a good instructor can improve her pupil’s chances of learning—and learning in less time. A character must possess a skill at rating 3 or higher in order to teach it to another. The instructor must also have the skill at a rating that equals or exceeds the rating the pupil wants to achieve. Teaching requires an Instruction + Charisma Test. For every 2 hits achieved in this test, the student receives an additional die for making the test to learn the skill. Note that numerous “virtual instructor” programs are now available widely, especially through the Matrix.

Once a magician has access to a spell formula or teacher, she makes a Spellcasting + Intuition (5, 1 day) Extended Test. Instructors can make an Instruction Test (p. 134) to add extra dice to the learning test. Totem modifiers and the assistance of bound spirits may also add dice. All injury modifiers apply, as do distractions for sustaining spells, poor conditions, and so on.

A character engaged in learning a spell must work on it for consecutive days. Learning a spell does not require all of the character’s

attention during those days, but the magician must be able to devote 8 hours each day solely to learning the spell until she has it mastered. Should a day be missed before the test is completed, the character automatically

fails the test and does not learn the spell. No Karma is expended in this case, but any money spent on instruction is lost.


 "Once you've pulled the pin out of Mr. Grenade, he is no longer your friend."

 Sgt. Servo 


 "If the attack works, we're all heroes. If not, we'll get a group discount at the cemetary."

 Draclod McDraco 


 "Explain again how feeding people to the Basilisk and then eating the Basilisk is a closed ecosystem."

 Lars Swedenborg, Bondsmen Community Diasysiete 


 There are two rules for survival in modern society....
1. Never tell everything you know.

 Lilith 


 My name is Payback, and I'm a bitch.

 The Mighty Quinn 


 Modern programming is a race between the programmer striving to build bigger and better idiot-proof programs and the Universe trying to build bigger and better idiots. So far, the Universe is winning.

 Buzz 


 Friends help you move. Best friends help you move bodies.

 Opiate 


 Friends help you move. Best friends help you move bodies.

 Opiate 


 I don't know what's scarrier, the fact that we lost a nuclear weapon or that it happens so often, there's actually a code word for it.

 Giles Prentice, "Broken Arrow" 


 Ah, this is obviously some strange usage of the word safe that I wasn't previously aware of.

 Arthur Dent, on the Vogon ship 


 If violence ain't th' answer, I musta missed th' question.

 Thugg, ork mercenary 


 We do more damage before 9:00 A.M. than most people do all day.

 Ricochet Rita, razorgal (on her Outcasts) 

 Sleep Deprivation

Vector: See below

Speed: 6 hours (see below)

Penetration: 0

Power: 3

Effect: Fatigue/Stun Damage, Unconsciousness

Going without sleep for more than 24 continuous hours has a

detrimental effect on the health and mental cohesion of metahumans.

While certain augmentations, magical powers, and drugs can prolong

the period of useful wakefulness, no one can go without sleep indefinitely.

For every six hours that pass after the initial 24 hours of wakefulness,

characters must make a Body + Willpower (Power) Test to stay

awake; every subsequent test raises the Power by 1. If a character passes

the test, they take one box of unresisted Fatigue Damage. If the character

fails the test they fall unconscious for (6 + Power) hours, after

which all Fatigue damage is healed and the Power of the sleep deprivation

reverts to 3. Characters woken before this time has completely

elapsed suffer Disorientation and continue to take Sleep Deprivation

Test with the Power increasing as normal.

Characters with the sleep regulator implant (p. 347) or an equivalent

adept power may double the period of time they may operate (48

hours) before taking tests for sleep deprivation. Stimulant drugs such

as long haul (p. 258) obviate the need for sleep deprivation tests during

the drugs duration, but the Power continues to increase at a rate of +1

every six hours.

At the gamemaster’s discretion, inability of a character to sleep

properly over a period of days or weeks may also lead to sleep deprivation

Disorientation: The target suffers a –2 dice pool modifier to all

actions due to confusion and disorientation for 10 minutes.

Nausea: Nausea is a catch-all term that covers pain, panic, vomiting,

double vision, and other toxin effects. If the Power of an attack

after the Toxin Resistance Test exceeds the target’s Willpower, she is

incapacitated (unable to take any actions) with vomiting and dizziness

for 3 Combat Turns. Whether or not a character is incapacitated,

nausea doubles all of a character’s wound modifiers for 10 minutes. A

nauseated character with 3 boxes of damage (a –1 wound modifier),

for example, suffers –2 dice on all tests instead.

Paralysis: This toxin blocks the body’s neuromuscular signals,

rendering the target unable to move. If the Power of an attack after the

Toxin Resistance Test exceeds the target’s Reaction, the target is paralyzed

and unable to take physical actions for 1 hour. Even if the target is

not paralyzed, she will suffer a –2 dice pool modifier for the next hour

MedTech Knowledge Skills   ADVANCED (AUBMENTATION)

Though they play a less active role, certain

Knowledge skills may be useful to characters in a

medtech context. Skills such as Biology, Chemistry,

Pharmacology, Neurology, or even Engineering,

Zoology, and Street Drugs might provide essential

background information that can assist a

character when examining an implant, diagnosing

a disease, or brewing up a new drug cocktail.

At the gamemaster’s discretion, possession or

successful use of a Knowledge skill may provide

extra bonus dice to certain Active skill tests. On

the other hand, a Knowledge skill rating may limit

the amount of Active skill dice that can be applied

to a test, under the assumption that skill at treatment

is limited by a proper education.

Glitches OPTIONAL

Any time a glitch is rolled on a Damage Resistance Test or

Healing Test, a severe wound is called for. This includes glitches

on Toxin/Disease Resistance Tests, tests for magical healing, and

the Edge Test noted under Heavy Damage below.

A severe wounds that results from a glitch creates some of

complication that is serious but not life-threatening. Some possibilities

include:

• Agony: For whatever reason, the damage inflicted is excruciatingly

painful (think sliver under the fingernails). The

character suffers dice pool modifiers for being wracked with

pain, and may be disabled if the damage boxes suffered exceed

his Willpower.

• Concussion, Nausea, or Shock: Treat as the effects of nausea

(see p. 245, SR4).

• Distracting Injury: The character is blinded, has blood in his

eyes, is seeing double, or his hearing is ringing. Apply a dice pool

modifier to Perception Tests.

• Impalement: Some sort of object is stuck in the character’s

body, perhaps impeding his functionality, and will require

trauma surgery to remove.

• Impeded Movement: The character has been inflicted with

a sprain, fracture, charlie horse, or something that similarly

impedes his range of movement. He may suffer dice pool and

movement penalties.

• Implant Malfunction: An implant has been damaged but not

destroyed, and will function erratically until repaired.

• Infection: The wound has been contaminated (though this

may not be noticed), and will require extra care to prevent the

character from becoming extremely sick.

• Magical Misfire: A character receiving magical healing finds

that magic sometimes has a downside. Apply some unfortunate

magical backlash. Perhaps the area being healed amasses with

warts, sprouts hideous purple fur, or grows smelly and gangrenous.

• Minor Disfiguration: The damage results in noticeable scars

or minor maiming (a finger, part of the lip, or ear). The injury

is obvious, though social ramifications will depend upon

individuals. A weeping gash across the face may not be a hit

with the ladies, but it may get you some respect from the trolls

in Myanmar. If the character doesn’t want a recognizable and

disfiguring wound, he will have to undergo cosmetic or transplant

surgery.

Heavy Damage (OPTIONAL)

Any time a character takes a large amount of damage at one

time (7 or more boxes of either Physical or Stun damage from a

single attack), the character makes an immediate Edge (1) Test. If

the test fails, something is seriously wrong with the character and

will not heal without medical or magical assistance. (Alternately,

damage of this sort may be automatic with any wound that inflicts

7+ boxes at once).

Severe wounds that result from heavy damage are typically

life-threatening. Possibilities include:

• Blood Loss: Wherever those bullets went, they took part of a

major artery or vein with them. The character will leak precious

bodily fluids, incurring extra damage as if he is suffering from

Physical Damage Overflow (p. 244, SR4) until the wound is

stabilized. Even blunt trauma can cause this kind of bleeding,

though it will usually occur internally

Brain Damage: Head trauma disorients the character for now,

and may result in partial disablement, memory loss, retardation,

or even personality changes in the future.

• Broken Bone: A snapped rib, cracked femur, or shattered foot

is making the character miserable, though he can still function.

Apply dice pool and movement modifiers as appropriate.

• Implant Destruction: One of the character’s implants’ time

has come. His internal commlink may now be a headweight,

his chemical gland may have ruptured all over his pants, or his

cybereyes may have been ripped from their sockets. The implant

will either need some hefty restoration or replacement.

• Irreparable Organ Damage: The character loses a lung, his

liver, or his spleen. Though he can continue to function for

a short period, he needs serious medical attention and some

organ transplant surgery.

• Limb Loss: The character is separated from his arm or another

limb in a fashion that sprays blood everywhere. Arterial blood

is under high pressure and can easily spurt up to 6 meters—be

creative. The character suffers additional wound penalties and

begins dying. The character begins taking additional damage as

if from Physical Damage Overflow (p. 244, SR4) until stabilized.

A transplant or cyberlimb replacement is in his future.

• Major Disfiguration: The character suffers a massive wound

that threatens to uglify him for life. Whether he loses part of his

skull, an eye and a nose, mangles his hand, or has all of the skin

burnt from his face, he will need major cosmetic or transplant

surgery and may be unrecognizable in the meantime.

critical glitch is rolled on a Damage Resistance

or Healing Test (same as with glitch severe wounds), the character

is in for a world of hurt. Critical glitch severe wounds are

instantaneously debilitating and may threaten the character’s existence—

sometimes immediately. In all cases, treat the character

as if he is suffering from Physical Damage Overflow (p. 244, SR4)

until stabilized. Some suggestions include:

• Anaphylactic Shock: The character suffers an immediate and

massive allergic reaction to some exposed substance. If not

treated within minutes, the character will die.

• Arcane Catastrophe: A critical glitch on a magical healing test

may transform the unfortunate character into something else

for a (hopefully) temporary basis, such as a deformed critter, a

crystalline statue, a backwards version of himself, or a fetid mass

of skin and pus.

• Crippling Break: The character receives a broken bone or fracture

(perhaps multiple or compound breaks) that immediately

puts him down and will likely require trauma surgery to set.

Healing times are doubled.

• Paralysis: The character has suffered a spinal injury or stroke,

resulting in paralysis. At best, he’ll require months of recuperative

therapy. At worst, he’ll need gene therapy or be paralyzed

for life.

• Seizure: Inflicted damage somehow triggers a sudden, convulsive

seizure for several minutes; perhaps an implant was

damaged in just the wrong way. The character is paralyzed for

the duration and disoriented afterwards.

• Severe Organ Failure: The character’s heart stops, his lungs

collapse, or he suffers some similar serious organ failure. Even if

stabilized, he will need transplant surgery in the near future.

• Stunned: Whatever hit the character took the wind out of him.

Though conscious, the character is effectively incapacitated and

may not move until recovered. Treat as the effects of nausea (see

p. 245, SR4). If the number of damage boxes taken exceeded his

Body or Willpower, as appropriate, he is simply unconscious.

He may be revived with a proper First Aid Test, or he may have

to sleep it off.

Caring for Severe Wounds

Depending on the nature of the damage inflicted, a severe

wound may require surgical care in the form of cosmetic surgery,

trauma surgery, implant repair, or organ transplants. The character

may also require long-term medical care or magical healing. At the

gamemaster’s discretion, the character may not heal any further

damage until the severe wound is adequately treated. Likewise,

magical healing may or may not be effective in repairing certain

instances of extreme trauma.

Optional Rule: MYSTICAL HEALING

A healing spell might be a powerful tool,

but once it has been employed on any set of

injuries, there is nothing more that it can contribute.

Traditional medicine, also revived since

the Awakening, offers additional possibilities.

Alternative therapies and traditional lore, ranging

from acupuncture to herbalism and from

homeopathy to reiki, focus on restoring a body

and spirit to holistic well-being, thereby aiding

the natural healing process.

Unlike First Aid, traditional medicine is not

meant to be applied in combat. The healer must

possess an appropriate Knowledge skill to perform

the healing (i.e., Acupunture, Shiatsu, Kundalini

techniques, etc); the rating of this skill caps the

number of hits possible on Healing Tests. Mystical

traditional healers use one of two approaches to

curative therapies depending on their particular

background (the effects are not cumulative with

each other or modern medicine):

Healing with Assensing may be used to harmonize

and strengthen the body’s living energies,

qi, or kundalini by stimulating energy nexi in the

patient’s aura (i.e., chakra points, meridians, qi

nodes, etc). This is typically achieved by direct

stimulation (e.g., acupuncture, fuming) or by a

laying-on of hands (e.g., reiki, shiatsu). While the

appropriate procedure varies according to tradition,

the character makes an Assensing + Intuition

Test (instead of the usual Medicine Test). Each hit

provides +1 die to any subsequent Healing Tests

the patient makes for healing through rest.

Healing with Enchanting focuses on the use

of herbal, animal, metal, and mineral-derived

remedies to purge or restore the body’s humors

or fluids. This is the path followed by homeopathic

healers, herbalists, witch doctors, and

potion-makers. A character following this path

must make an Enchanting + Magic Test (instead

of the usual Medicine Test), with each hit adding

to the patient’s subsequent Healing Tests. If a

character utilizes an alchemical reagent (refined

or better—see p. 81, Street Magic), she gains an

additional +2 dice pool bonus to the test above.

Awakened individuals respond erratically

to many standard treatments; consequently, all Biotech

and Medicine tests suffer a –2 dice pool modifier when used on

Awakened patients (as noted on the Healing Modifiers table,

p. 244, SR4). Characters may specialize their Medicine skill in

Magical Health, however, effectively negating the penalty. This is

one area where traditional medicine stands at a marked advantage

over modern medical techniques. If the character is using the

Traditional Medicine or Magical Health specializations of the

Medicine skill, such penalties are negated.

The delicate metabolism of technomancers is also particularly

susceptible to the invasive and aggressive nature of many modern

medical techniques and responds equally well to traditional medicine

as the Awakened; consequently, the rule above applies equally

to technomancers.

Long Term Magical Care

Even though multiple uses of healing magic are of limited

effectiveness in further restoring an individual to health, having

an attending physician who is also Awakened can prove extremely

useful. An Awakened physician can help pinpoint potential health

issues, pre empt problems, and fine-tune treatments through judicious

use of Assensing and auxiliary Detection or Health spells

(she might be unable to heal the wound further, but an infection

can be stopped in its tracks with another spell). To provide Long

Term Magical Care, the practitioner must possess a Magic attribute

and the Assensing skill. Patients benefiting from Long Term

Magical Care receive a +2 dice pool modifier to their Healing

Tests while hospitalized.

Not all clinics can afford a resident magical physician, but

those that do charge richly for their services.

Addiction Tests

should not be called for each time a character uses a drug (unless it’s

something that is powerfully addictive), but should only be used after

repeated/habitual use, a particularly brutal bender, or exposure to

strong concentrations of the drug in a short period of time. The gamemaster

can also do away with Addiction Tests and simply determine

if, when, and at what severity a character acquires an addiction based

upon the character’s roleplaying actions.

Addiction can be physical, mental, or both. Mental dependence

usually stems from the emotional gratification, euphoria, and escapism

derived from use of a drug. Physical addiction results from the body’s

dependence on the substance for its continued “survival.” Some drugs

can confer both types of addiction, and are typically among the more

difficult to kick (assuming the character even wants to).

Mental addiction should be resisted with a Willpower + Logic

Test and physical addiction resisted with a Body + Willpower Test.

The threshold for this test is determined by the gamemaster, as appropriate

to the potency of the substance (see the Addiction Threshold

Table for some examples). If the character doesn’t get enough hits to

achieve the drug’s threshold, she fails and is addicted.

Glitches: A glitch result indicates addiction is resisted, but the

character suffers a bad experience with the drug (a bad trip, nasty side

effects, or something similar). A critical glitch means addiction occurs

and the character develops an increased tolerance to the substance.

Ro leplaying Addiction

Characters can handle addiction in different ways, depending on their

Addiction level (p. 93).

Those with a Mild addiction are more social or habitual users.

They will have a craving “now and then,” and will unhesitatingly indulge

in their drug of choice, seeing no reason not to. Many will not

recognize that they even have a problem, though any attempts to “cut

back” or go “cold turkey” will be problematic. While the addiction

could get worse, at this stage it’s manageable.

Characters who have a Moderate addiction have developed tolerances

and stronger cravings, so they may use more frequently, take

stronger dosages, or move on to a harder substance. By this time, the

problem is more noticeable even if a character attempts to hide it or

deny it. She may experience (additional) repercussions from her habitual

use, display increased mood swings or unreliability, and may begin

to have financial difficulties due to increased spending on her habit.

Characters with a Severe addiction are more like the junkies many

think about when given the term “addict”—out of control, strung out,

continually needing a fix, borrowing money to finance their habit, and

so forth. Some may become desperate and resort to more theft (if the

character is a shadowrunner already, she may already be doing this),

gambling, borrowing money from unreliable or loan shark services,

and anything else the player and gamemaster can think of. How bad

this gets is left up to the player and gamemaster, keeping in mind that

if or when a character bottoms out, she could die or be inspired to quit.

Burnout characters are on their way down, and it’s not pretty.

These are characters with long-term Severe addictions who are now

exhibiting physical and mental side effects from continual substance

abuse. Characters who continue in this state for long will continue to

suffer deteriorating health effects determined by the gamemaster. Such

effects may include:

• Lost Essence.

• Attribute loss (Mental or Physical); this will also affect a character’s

natural attribute maximums.

• Psychological problems such as flashbacks, blackouts, drastic and

violent mood swings, paranoia, schizophrenia, amnesia, and so on.

• Physiological health issues as appropriate to the substance, including

such fun things as as abcesses, incontinence, a weak

immune system (p. 96), lower pain tolerance (p. 95), slurred

speech, and so on.

• Stun damage that cannot be healed.

Getting a Fix

Once addicted, users need a dosage, or fix, on a regular basis, as appropriate

to the severity of the addiction (Addiction, p. 93). If a character

wants to resist cravings, make an Addiction Test as noted above, applying

modifiers as appropriate to the addiction level. If the character

does not resist the cravings, she must immediately get a fix or go into

withdrawal.

Withdrawal and Staying Clean

Withdrawal, whether voluntary or forced, can be difficult. During the

withdrawal period, the character can suffer a range of adverse effects, as

determined by the gamemaster. Effects may include: appetite loss, cramps,

cravings, delusions, depression, emotional instability, insomnia, irritability,

nausea, shaking, sweating, and worse. The gamemaster may decide to

impose a dice pool modifier to all of the character’s actions equal to the

drug’s Addiction Threshold for the duration of the withdrawal period.

Once the character has beaten addiction, she should rest to allow

herself to heal and bounce back; it’s not easy kicking a habit. Even

after withdrawal and recovery, though, cravings may still linger. How

the character deals with it should be discussed between player and

gamemaster. The body may no longer need the drug, but the mind

still craves its presence.

 Overdosing

Extreme amounts of anything can kill a metahuman. The exact point at

which “a lot” becomes “too much” and causes toxicity varies, depending

on the substance in question. It is the gamemaster’s call to decide

when this point is reached and when to start applying additional

damage to the character. As a general guideline, inflict an extra box of

damage every (Body) doses.

sample substance threshold

Hallucinogenics, Dreamchip BTLs 1

Stimulants, Moodchip and Personafix BTLs 2

Narcotics, Tripchip BTLs 3

Deepweed

Duration: (6 – Body) hours, minimum 1 hour

Effects: +1 Willpower, forces Awakened characters to astrally perceive

Also known as “bad karma,” this substance is derived by Caribbean

houngans from an Awakened form of kelp. Naturally laden with nicotine

and THC, deepweed is especially enticing to the Awakened and is

sometimes used to dose targets for possession. It is ingested or inhaled.

Deepweed forces any magically active user to astrally perceive,

even if the user is an adept without astral perception ability. Once its

effects have worn off, deepweed users may suffer a –1 to all dice pool

modifiers for an equal duration.

Deepweed users say that the drug is relaxing and opens the mind.

While it may be so, there are still dangers inherent in forced astral perception,

such as attracting unwanted attention. Roleplaying the effects

of deepweed may mean portraying someone who seems not completely

“present”—she isn’t.

20 OTÁZEK 

3. Jakého je postava pohlaví?

Volba je prostá: mužského nebo ženského, ale volba může být důležitá. Biologické, sociologické a některí tvrdí, že i psychologické potřeby a perspektivy jsou jiné u mužů a jiné u žen. V éře podnikového managmentu a pokroku padesátých let jednadvacátého století patří sexismus spíše do minulosti, ale na ulicích, kde jsou vztahy osobní, může stále přežívat. Co když ten samuraj z vedlejší ulice, na nějž mužská postava narazí, je žena, a ještě k tomu děsná sexistka?

3. Jaký je fyzický vzrůst postavy?

Je postava vysoký hubený trpaslík? Nebo malý tlustý elf? Nabo průměr?

3. Jaké má postava vlasy a oči a jakou barvu má její pleť?

Existuje přirozená barva a získaná barva. Moderní kosmetika dokáze úžasné veci a velkou či malou měrou jí používají skoro všichni (bez ohledu na pohlaví). Jakou barvu nebo barvy mají vlasy postavy? Jaký mají střih? Proč? Co barva očí? Je přirozená? (Vzhled kyberočí není téměř ničím omezen). Potřebuje postava brýle, nosí kontaktní čočky, nebo už prodělala korektivní operaci? Co barva pleti?

Metalidé se vyvinuli ze všech rasových typů, takže samozřejmě existují asiatičti trpasléci, černoččtí elfové a témeř všechny ostatní možné rasové kombinace. A nezapomeňte, že rasismus roku 2053 má kořený spíše v rase (lidé, trpaslíci, elfové, orkové nebo trolové) než barvě pleti. (Proč by ses měl bát toho snědého chlapa, co stojí vedle tebe v metru, když tamhleta věc má ruce jak lopaty?)

3. (21.) (25.) ((27.)) ((29.)) Jaký je všeobecný vzhled postavy?

Stojí postava vzpřímeně nebo shrbeně? Obléka se staromódně, elegantně nebo nápadně? Vypadá hrozivě nebo obyčejně? Je přítažlivá? Je na ní něco zvláštního, například na hlavě, ve tváři, na končetinách?

Jak se na první pohled jeví druhým?

5. (6) Kde se postava narodila?

Dítě vyrůstajíci v Seatlu bude mít jiné zkošenosti z dětství než to, které vyrostlo v kmenových zemích NDA. Šťastlivec, který vyrostl v bohaté čtvrti, bude mít jíné zkušenosti než ten, kdo vyrostl o pár bloků dál v chudší čtvrti. Rozhodněte, v jaké zemi, státě, provinci, městě a pokud možno i čtvrti (nebo alespoň úrovni chudoby) se postava narodila. Mnozí psychológové věří, že to, jací jsme v dospělosti, bylo ovlivněno především tím, jací jsme byli jako děti. Zvažte, jaké měla postava dětství, přátelé, rodinu a v jakém vyrůstala prostredí.

(5.) (6.) Kolik je postavě let?

Kdy se postava narodila, je stajně důležité, jako kde. Žila postava už před probuzením v roce 2011? Denverskou smlouvou v roce 2018? Počítačovým krachem v roce 2029? Nabo Zuřivou nocí v roce 2039? Nebo dokonca před oddělením státu Tir Tairngire od NDA čtyři roky předtím? Každá z těchto událostí a mnohé další popsané v kapitole Jak to všechno bylo, str. 20 SR2, změnila svět. Nacházela se postava poblíž některé z těchto událostí, poznamenala ji ta událost nějak? Jak poznamenaly tyto události rodinu a přátele postavy?

6. (5.) (9.) (10.) 11. ((22.))  Z jaké rodiny postava pochází?

Co dělali rodiče postavy? Čím se rodina živila? Žili rodiče jako manželé, odděleně, nebo se rozvedli? Jaký byl rodinný život? Má postava nějaké sourozence? Kde jsou, co dělají? Stýka se s nimi postava? Zná vůbec postava svou skutečnou rodinu? Pokud ne, jaká byla jeji adoptivní rodina?

(4,) (9.) (10.) (18.) (24.) ((29.)) Založila postava svou vlastní rodinu?

Žije postava v manželství? Odděleně? Je rozvedená? Má děti? Pokud ne, chce mít děti?

7. (6.) Kde nebo jak získala postava své vzdělání?

Kde se postava naučila svým dovednostem? Navštěvovala střední školu? Pokračovala na vyšších školách? Kde? Vzdělávala se na státních, soukromých nebo podnikových školách? Měla postava domáciho učitele, nebo jí byl tvrdým učitelem sám život?

8. (21.) ((22.)) ((23.)) Živila se postava někdy něčím jiným?

Postava je nyní samozřejmě shadowrunnerem, ale co bylo předtím? Vydělávala si někdy peníze, nebo živila se někdy "poctivě"? Líbilo se jí to? Proč toho zanechala? Vrátila by se k tomu?

(4.) (18.) (24.) (29.) (30) Co politické názory a náboženská víra postavy?

To jsou určitě otázky na zabití, ale přece jen: Má postava nějaké vyhraněné politické názory? Jaké jsou to názory? Je postava nábožensky založená? Byla její rodina nábožensky založená? Je pořád? Přestoupila postava na jinou víru, a pokud ano, proč?

4.; 18. (24.) (29.) (30.) Jaké jsou morální zásady postavy?

Je postava schopná zabít? Proč? Kdy postava zjistila, že je toho schopná? Myslí si, že zabíjení je ospravedlnitelné? Za jakých okolností? Jaké jsou názory postavy na podobné otázky jako například trest smrti, potraty, euthanázie? Drží se postava osobních zásad sexuálni etiky, přemýšlí o tom vůbec?

(2.) 4. (15.) 17. (24.) (28.) (29.) 30. Má postava nějaké cíle?

Touží postava ještě po něčem jiném? Má nějaké plány přesahující přítomnost? Je pokojená se stavem věci? Pokud ne, proč ne, má v plánu něco změnit? Jak? Jak dlouho to bude trvat a je postava ochotná tak dlouho čekat?

(2.) (27.) (28.) (30.) Proč se postava zapojila do shadowrunu?

Co ji k tomu vedlo? Dělá to pro zábavu? Pro peníze? Aby nohla vodit za nos stávající mocné? Je to krok k naplnění osobních cílů?

Z politických důvodů? Dokázala by nějaká událost či okolnost přinutit postavu, aby z shadowrunu odešla?

4.; 13.; 14.; 15. 16. ; 25.; 29. Jakou má postava osobnost?

Je postava pesimistická? Idealistická? Radikálni? Konzervativní? Smířená s osudem? Dobrácké povahy? Militantní? Vždy nad věcí? Prudká? Bombastická? Poběhla? Pověrčivá? Extrovertní? Introvertní? Rozpolčená? Racionální? Zaujatá? Vášnivá? Pochybovačná?

(4.) 12. (15.) (16.) 24.; 25.; 26.; 27; ((28.)) 29.; 30 Jaké zvláštní kvality má postava?

To se nemusí nezbytně týkat dovedností, ale také co postava dělá dobře. Vychází dobře s lidmi? Umí zařídit různe věci? Rozpoznat pořadí důležitosti úkolů? Plánovat dopředu?

4. (15.); (25.) Existují jisté věci, které postava prostě nedokáže?

Přiblížit se k lidem? Nepřeceňovat své sily? Pracovat s ostatními? Zachovat si chladnou hlavu? Zacházet s penězi?

4.; ((25.)) Co postava nesnáší?

Korparace? Orky? Shadowrun? Dotěrné otázky? Sentimentálnost? Média? Svou rodinu? Jisté lidi? Společnost jako takovou?

4.; 19.; 20. (22.) ((25.)) Co má postava ráda?

Mořské pobřeží? Výhled z výškových budov? Klid? Hlasitou hudbu? Výtvarné umění? Zařizování věcí? Jistou osobu? Jisté místo?

1. Jak se postava jmenuje?

Jaké je její rodné jméno? Jaké jméno používá teď? Vybrala si postava své jméno sama, nebo jde o přezdívku či vtip?

  1. PC's True Name? M. Radan Chrobok Ph. D.   and Street Name?   Mistr Krahujec (Ged)

 2. PC's present occupation / archetype?   Asistent DW

 3. Physical description? Race: Elf   Sex: M   Age: 33 (93)   Height: 180   Weight: 65

 Hair style/color: Rovné, krátké (+ kotlety), černé   Eyes style/color: Asijské / hnědé

 Distinguishing features: Hubený (rozcuchaný)

 4. Any strong affinities, emotional hangups, mental handicaps, etc? PC – seriály (anime), online I offline hry (MUD, RPG, strategie)

 5. PC's birthplace (any notable details)? J. Hradec, ČR (nejčistší ekologie – dobré zdravotní zázemí)

 ______________________________________________________________________________

 6. Character's origin (both in fact and as the P.C. knows it, if different)?  

 ______________________________________________________________________________

 ______________________________________________________________________________

 ______________________________________________________________________________

 ______________________________________________________________________________

 7. Any (formal or informal) education or vocational training? ________________

 ______________________________________________________________________________

 ______________________________________________________________________________

 8. Any (legitimate) work experience and reaction to the job(s)? ______________

 ______________________________________________________________________________

 9. Who is the PC's best friend? ______________________________________________

 ______________________________________________________________________________

10. Contacts, patrons, or enemies (and reasons)? ______________________________

 ______________________________________________________________________________

11. Any (known) parents:  Occupation, status, location, closeness to P.C., and 

 reactions to shadowrunners in general? _______________________________________

 ______________________________________________________________________________

 ______________________________________________________________________________

12. PC's strongest and weakest traits? ________________________________________

13. How does the PC see him/herself? __________________________________________

14. How is the PC seen by others? _____________________________________________

15. What is the PC's basic nature? ____________________________________________

16. Any sense of humor (and what kind)? _______________________________________

17. Ambition(s)? ______________________________________________________________

18. Philosophy of life? _______________________________________________________

19. Does the PC have any hobbies? _____________________________________________

20. What kinds of art, music, and recreation are preferred? ___________________

 ______________________________________________________________________________

21. Significance of the PC's working clothes (style, insignia, colors, etc)? 

 ______________________________________________________________________________

22. Any favorite pastimes? ____________________________________________________

23. What's the P.C.'s home enviroment like (physical living-condition, economic

 level, mental status, etc)? __________________________________________________

 ______________________________________________________________________________

24. What is THE most important fact that should be known about this PC? _______

 ______________________________________________________________________________

25. How would you characterize this PC in one sentence? _______________________

 ______________________________________________________________________________

26. What unique talents or equipment does this PC have? _______________________

 ______________________________________________________________________________

27. Why is this PC diffrent from similar char's? ______________________________

 ______________________________________________________________________________

28. Why do you like or hate this PC and why are you willing to play the char?  

 ______________________________________________________________________________

 ______________________________________________________________________________

29. Why will others like or hate this character? ______________________________

 ______________________________________________________________________________

30. Why will this character be memorable? _____________________________________

 ______________________________________________________________________________


