






































Former Company Decker · 

"You want somebody who knows both sides of 
the street? Look no further. Although I have 
logged little time on the streets, that hardly 
means I am new to the action. I've been running 
the dark areas of the matrix for more time than 
most of the so-called 'Hot Shots' have owned a 
deck." 

"My current deck? That does not need concern 
you. Although I have been forced to rely on sec­
ondary equipment for the last few weeks, you will 
note It has not decreased my effectiveness. In 
short order I shall be 'upgrading' to a deck more 
befitting a rider of the electron pathways." 

"So do we deal? State your business and let's 
be done with it. I have research to accomplish." 

Commentary: just because he cut his teeth 
with the corps doesn't mean life has been all 
rosebuds and tea parties. Not only do corporate 
deckers have to worry about the nasties of the 
matrix, but most are also faced with a direct 
supervisor and at least one "incentive auditor" to 
make sure they are performing up to strict corpo­
rate standards. Despite the sudden loss of corpo­
rate funds and backing, many former company 
deckers discover their lives are actually easier, at 
least when outside the matrix. 
Attributes: 

Body:3 
Quickness: 5 
Strength: 2 
Charisma: 2 
Intelligence: 5 
Willpower: 3 
Essence: 3.6 
Magic: 0 
Reaction: 5 

Skills: 
Bike: 3 
Computer: 6 
Computer B/R; 6 
Computer Theory: 5 
Electronics: 5 

Electronics B/R; 5 
Etiquette (Corporate):4 

Firearms: 3 
Negotiation: 3 
Dice Pools: 

Defense (Armed): 1 
Defense (Unarmed): 1 
Dodge:S 
Magic: 0 
Hacker: 11 

Cyberwean 
Data jack 
Headware Memory 100 Mp 
Program Carrier 

Contacts: 
Company Man 
former Wage Mage 
Dwarven Technician 
Elven Decker 

6 months High lifestyle prepaid 

( 

Hitachi RM-AX OCC Personal Computer 200Mp 
Microtronlcs shop 
Pocket Secretary 
Fuchl Cyber-4 Cyberdeck 

IC Crusher Attack: 6 
Mr Snazz the Bag: 5 
Rugrat the Apple: 3 
Mr Snazz Flytrap: 5 
Lone Star Flashlight: 3 
MikeyBoy Big Beef: 3 
Mr. Iota Mirror Balls:4 
Bokada's Basic Smoke: 4 
Berr-Hause Goggles: 5 
Bokada's Window-S: 5 
Mr. Snazz Double-Take: 5 
Horizon's Black Box: 3 
Cyberdeck case: level 3 
Yamaha Rapier 
Scorpion Machine Pistol w/2 extended 
clips 
Secure Ultra-Vest 
DocWagon Basic 



( 

'So howya been? Now didn't we talk 
about coming to see me before your 
hair got this outta control? Oh yeah 7 
So Is Bob still having problems with 
that proJect he's working on? What did 
you say It was called? A retinal scan 
detonator? Ooh. Sounds complicated. 
I don't know how anyone can remem­
ber that kind of stuff. I have enough 
trouble with my trld player, ya know?" 

Quotes 
"I think a face like yours just screams 
Chrome Perm·. 
"Well, so long as you promise not to 
tell. I hear that Tommy, you know, that 
fellow with the split ends and the 
receding hair line? Weill hear that he 
Is working on something really big .. ." 
"You know, while we're sitting here so 
friendly like, hows about a manicure. 
They sure could use lt." 

Commentary 
Experienced sararlmen know that 

,...,e of the best places to get lnforma­
• Is not the typical bar, but the 

E-Wizzard 
"That's a great piece of gear. If you let 
me work on It I'll only charge you few 
bits of credit, plus parts. Hey, c'mon. I 
gotta eat too. I said ·a few bits" and I 
meant lt. It's the piece of gear I'm 
Interested In, not your fTaggln' nuyen." 

Quotes: 
The world Is an electronic trip waiting 
for me to take It apart." 
"Wlzl I haven't worked on drcults this 
tough for weeks." 
"Nah. Too common. You want a repair 
tech, go down .the street. Yeah, I know 
you got nuyen. That still don't make It 
a challenge." 

Commentary 
The E-Wlzzard Is both a product of, 

• an anomaly In the sprawl. The 
.stant streetslde Influx of electronic 

glitz satisfies his bumlng curiouslty to 
see how things work. and to see If he 
can make them work better. 
Though the Idea of a tech that Is will -

dean tiled Interior of the local hlp 
hairstyling salon. People talk more to 
their hairstylist than the do their psy­
chiatrist. Though many hairstylists do 
not realize the value of their Informa­
tion, content to banter the darkest 
company secrets over a perm or a 
trim, others have made a tidy sideline 
from peddling secrets. 

Attributes: 
8ody:2 
Quickness: 2 
Strength: t 
Charisma: 5 
Intelligence: 3 
Willpower: t 

SkUis: 
Psychology: 2 
Negotiation: 3 
Etlquette:s· 

SpecWSkUh 
Hairstyling: 4 

E-Wizzard 
lng to work for peanuts may seem a 
dlent's dream come true. realize It Is 
the challenge of new and different 
gear that attract this magpie. Regard­
less of payment, a job deemed dull 
will be turned down flat. 

Attributes: 
Body: 
Quickness: 
Strength: 
Charisma: 
Intelligence: 
Willpower: 

SkUis: 
Computer: 
Computer 8/R: 
Electronics: 
Electronics 8/R: 
Computer Theory: 

2 
2 
2 
3 
6 
3 

3 
4 
7 
8 
3 

~ hairstylist will have an etiquette 
matching that of the majority of her 
dlentele. 



A 

~ 
P7 I 0 

P2 ISM-4'Y" A tin o.::'t'SM-5\ I I OS-12 v Y'l.fUP8 I n -.. 
" c 
i •• 
~ 

P10 I "'v"\..1/0 pg ! 
>C 

~ ,. 
~ 

~f)NI .. II ~N'I,IiliA: ~~YI~S f)NI~Y ' 



Cyco Circuits System Map Key 

0 SAN-1 : NA/SW3206 (37 -9201 ). Green-4. 
Moxlood: 8: ~cess-4. Current load: 2. SPU·6: Pr~ & "!anning. Orange-3 . . 
Sys1em Load. light. Moxlood. 9. Bomer -6, Jammer· S. Current Load. 8. Sys1em Load. Normal. 

W1: Data Routing. Orange-3. Max load: 9. Borrier-4. Current Load: 2. System load: light. 1/0P-6: Planning and inventory data entry lerminals. ~een-4. 
Max load: 8. Actess-4. Current Load: 2. System Load: light. 

SPU-2: Operation Canlral. Orange-3. . OS. I 0: Inventory information. Data on cma~able parts and components, as wei as 
Max load: 9. Probe-4. Cwrent Load: 4. System Load: Light. iiifiiiliiation on finished goods and cwrent storagel«ation. Also contains infonnolon 
JLQf:t Office and derkal staff terminals. Green-3. on sup~iers and transportation. Orange-4. Max Load: 12. Barrier. S, Probe-4, 
Max load: 6. Amss-3. Current load: I. Sys1em Load: light. Trace and Dump-S. Current load: 11. System load: Normal. 
~General office and administration files. Green-4. 
Max load: 8. Sorrier -4. Current Load: 2. System Load: light. 
l!H; Building ~ans and maintenance schedules. Green-4. 
Max load: 8. Scramble-4. Current load: 2. System load: light. 
~ Elevators and doors, including door1 ta and in the garage. Orange-3. 
Max load: 9. Borrier-4, Binder-4. Current load: 6. System load: Normal. 
SM:,t Office equipment- copiers, docks, lighting, eft. Green-3. 
Max load: 6. Access-3. Current load: 1. System Load: light. 

SPU·3: Human Resources. Orange-3. Moxlood: 9. Barrier-4, Binder-4. Current Load: 6. 
Sys1em load: Normal. 
1/0P-2: Terminals for Human Resources. Green-4. 
Max lood: 8. Access-4. Current load: 2. System Load: Light. 
~ Legal files on equipment and operating environment. Most of the cases and 
correspondence filed here involves the matrix running and decking. Orange-4. 
Max load: 12. Barrier ·4, KiUer(S)-S. Current load: 10. System Load: Normal. 
IJS.4: Payrol and Personnel. A complete record of oR personnel and their salary history. 
MUdi personal data is also kept in this file, including information on iUegal activifles 
and vices of most non-executive employees. Orange-S. 
Max load: 1 S. Probe-4, KiHer(S)-6. Current Load: 13. System Load: Normal. 
QS:t Recruiting. Information on hat de<kers, electronics professionak, promising stu 
ellis, and notable corporate rivak. The informaflon aka indudes contact methods, 

relaflves, and •soft spots." Orange-S. 
Max load: 1 S. Trace and Report-S, Blaster-6. Current Load: 11. System Load: Normal. 

SPU·4: Security. Orange-4. 
Max Load: 12. Barrier-4, Acid-S, Tar Babr·S. Current load: 12. System Load: Normal. 
I.LOt:3; Non-decker security terminak. All of these terminak are located in the security 
0Hi(8.""0range-4. Max load: 12. Killer(DI-S. (urrentlood: 10. System load: Normal. 
lLOH Matrix interface. Most Cyco-<ircuits decken run through this terminal access ta 
jWoVidl an efficient trd for legal arnvities conduded in the matrix. Orange-S. 
Max load: 1 S. Kifter(DH. Current Load: 10. System load: Normal. 
~ General security file. Cross-indexed with the three data stares in Human 
Resources, 1M file contains informaflon on potenflal (yeo Circuits targets (with security 
information) and potenflal rewards for accessing such targets. Their information on 
Fuchi, tho119h incom~ete, is particular~ accurate. Orange-S. Max load: 1 S. Scramble-7, 
Binder-S, Trace and Burn-S. Current load: 1 S. System load: Normal. 
~ Security monitors and motion detectors. Mounted on each floor, the skywalks, 
grounds, and garage. Orange-4. Moxlaad: 12. Borrier-4, Trace and Burn-S, Acid-3. 
Current load: 12. System Load: Normal. 

SPU·S: Research and Development. Orange-4. Max lood: 12. Probe· 4, Jammer-4, 
Tar Boby-4. Current Load: 12. System load: Normal. 
~: Dota termina~ for Research and Development staff. Orange-3. 
Max load: 9. Access-6, Blaster -4. Current load: 9. System load: Normal. 
m:l; Product design technical informaflon. A com~ete tiSflng of products and their 
components for (( and several major competitors. Information also includes possible 
improvements and cost cutflng opportunities. Orange·4. 
Max load: 12. KiHer!SI-6. Current load: 9. System load: Normal. 
QH; New Product Design and T esflng. This node contains the informaflon on all of 
(yeo's new product designs, including test results. Orange-S. 
Max load: 1S. Killer(DH. Current load: 12. System load: Normal. 
OS-9: Special Projects. Diverse information on products, personnel, events, equipment, 
ldcorporaflons involved with cyberdedt design and manufacture. None of the infor 

motion contained here is pubt!~ available. Orange-S. Max load: 1 S. Borrier-S, 
Kifter(O)-S, Trace and Report-S. Current load: 14. System load: Normal. 
~ Design equipment. Housed in the research lob, this equipment ossists in the 
design of components ports, including MPCPs. Orange-3. 
Max load: 9. Access-6, Acid-S. Current load: 8. System load: Normal. 
~Testing equipment. Used to test nat on~ cyberdecks, but each of the individual 
component parts. Green-4. Max Load: 8. Access-6. Current load: 3. System Load: light. 

SPU·7: Production Control. Orange-3. 
Max load: 9. Borrier-6, Jammer-S. Current Load: 8. System Load: Normal. 
1/0P-7: Dota entry termina~ for use in cyberdeck construction. Green-4. 
Max load: 8. Attess-6. Current load: 3. System load: Light. 
1/0P-8: Dota entry termina~ for engineering staff. Green-4. 
Max load: 8. Actess-6. Current load: 3. System Load: light. 
DS-11: Engineering. Current information on the s1atus of the production line, projected 
output, and manufacturing problems. Also contains information on manufacMing 
equipment used tu buad cyberdeck components, and assist in final deck assemblY. 
Orange-4. Max load: 12. Acid-S, Tar Pit-4. Current Load: 11. System Load: Mannal. 
OS.12: Quality Control. T esflng results of finished components by lot number. Also 
information on final test of each cyberdeck, by serial number. Orange-4. 
Max load: 12. Barrier-6, Blaster·S. Current load: 11. System Load: Normal. 
SM-6: Production equipment. Control of automated produrnon equipment in aU 
production hnes. Orange-3. 
Mo~ load: 9. Barrier -6, Probe-S. Current load: 8. System load: Normal. 

SPU·S: Morkeflng. Orange-3. 
Max load: 9. Probe-S, Acid-4. Current Load: 9. System load: Normal. 
1/0P-9: Dota entry terminal for Marketing Deportment. Green- 4. 
Max load: 8. Actess-4. Current Load: 2. System load: Light. 
DS-13: Sales Information. Sales history file dating back ta (yeo's inception. Record of 
all de<ks sold and file attachments to indicate possible final owners of each deck (a 
available). Orange-4. 
Max load: 12. Scramble-7, Killer(SH. Current load: 12. System load: Normal. 
DS-14: Competitor Analysis. Information on rival companies, especial~ information on 
rival salesmen. Includes a list of companies which buy from competioo, but nat (yeo. 
Orange-S. 
Max Load: IS. KiHer(D~S, Trace and Dump-S. Current Load: IS. System Load: Mannal. 
OS-IS: Public Relations. lnformaflon on image improvement and charitable works done 
by (yeo Grcuits. Green-3. Max load: 6. Access-3. Current load: 1. System Load: liaht. 
DS-16: Customer Support. A tiSt of all problems reported with each deck model and' 
resuhS taken. AM a com~ete tiSt of each customer who has complained. Green-3. 
Max load: 6. Access-3. Current load: 1. System load: Light. 

SPU-9: Financial Analysis. Orange-4. Max load: 12. Barrier-6, Jammer-S, Morker-4. 
Current load: 12. System load: Normal. 
1/ 0P-1 0: Dota entry terminak for the corporate accountants. Green-3. 
Max load: 6. Access-4. Current load: 2. System load: light. 
DS-17: Account\ Receivable. A complete list of aft persons and corporations with 
outstanding deb~ to (yeo Grcuits. Green-S. 
Max load: 10. Barrier-S. (urrentlood: 2. System load: light. 
DS-18: Tax Info. A tax data bose for use with sales not on~ in the UCAS, but CAS, 
Japan, and several of the Name American Nations. Green-2. 
Max load: 4. Access-2. Current Load: 1. System load: Light. 

SPU·1 0: Purchasing. Oronge-3. 
Max load: 9. Borrier-S, Marker-S. Current load: 7. System load: Normal. 
1/0P -11: Dota entry terminak for Purchasing department. Green-3. 
Max load: 6. Access-3. Current load: 1. System Load: Light. 
DS-19: Account Payable. list of outstanding debts and sup~iers owed. Orange-4. 
Max load: 12. Blaster-S, Tar Boby-4. Current Load: 12. System load: Normal. 

CPU·1 : Red-4. Max Load: 16. Killer(DH, KiHer(DH. 
Current load: 16. System load: Normal. 
DS-20: Execuflve Information. Used by Vice-Presidents and above on~, this data stare 
contains most (if not alii of (yeo Grcuit's restricted informaflon, including i15 strategic 
~an, clandestine operations, and corporate ~ush fund- currently with 2SO,OOO¥. 
Red·4. Max load: 16. Killer(DI-S, Trace and Burn-4. Current load: 16. System load: 
Normal. 



Cyberdeck Utilities 
RlD KNifl 500 

Cold st~l stopping power that's not only easy on the pocket, but hard on the opposition. This one­
shot attack program appears as a single red-bladed throwing knife. When activated, the knife appears 
In your belt (or appropriate location). To activate, simply throw the knife at your opponent and watch 
the results. Just the thing for a quick entry or to cover an escape. 

Type: One Shot Attack 
Memory: 25 Mp Rating: 8 
KDL 6963 Price: 4 ,800¥ Designer: Duke Bender 

BLACK PAWN 
Another program guaranteed to stop the opposition In Its tracks, the Black Pawn appears as a small 

medieval foot soldier complete with armor and pike. Completely Independent, the Black Pawn can 
harass your foe and give you the opening you need, or work to the rear as you engage from the front. 
Just the piece you need on your side when the tables have suddenly turned against you. 

Type: Mobile Attack 
Memory: t OS Mp Rating: 7 
KDL 6963 Price: 52,500¥ Designer: Duke Bender 

RAZORBACK 
Just like Its animal name-sake, the Razorback Hog utility Is a voracious eater. Set It loose and the 

golden chromed tusker leaps Into action, devouring any memory It can get Its teeth on. Make no m' 
take: what the Razorback lacks In subtlety, It makes up for in effect. 

1
' 

Type: Hog 
Memory: t 4 7 Mp Rating: 7 
KMR 7330 Price: 29,800¥ Designer: A WS, Inc. 

HYPO-N££DL£ 
The perfect solution to matrix Inflicted damage, no matter the source. This hypodermic needle 

delivers the Medic program directly to the wound, providing fast repaJr. Available in two sizes, the 
Hypo-Needle gives you the option to take your medicine In whatever dose Is appropriate at the 
moment. 

Type: Medic SmAll Hypo 
Memory: 36 Mp Rating: 3 
JYQ 7464 Price: t ,650¥ 
LMseHypo 
Memory: t 00 Mp Rating: 5 
JYQ 7464 Price: 4,400¥ Designer: Duke Bender 

SNAKE OIL 
For deckers with a nostalgic side, Snake Oil Restore Utilities appear as an unmarked brown bottle. 

Simply gulp the contents of the small bottle to feel the wondrous effects, and that warm after- glow. 
If It's good for what ails you, it's Snake Oil. 

Type: Restore 
Memory: 75 Mp Rating: 5 
JYQ 7 464 Price: 2,250¥ Designer: Impulse Billy 



,.-~GIC CAP 
Another award winner from the Seattle Software Exposition, Magic Cap Sifting Utility provides an 

extra edge when you have to sort through reams of data In short order. Simply activate the utility by 
donning the cap and see that data In a whole new light. Available In a variety of styles to accommo­
date a range of personal tastes. 

Type: Slrtlng 
Memory: 49 Mp Rating: 7 
lUI 6880 Price: 11 ,300¥ Designer: Duke Bender 

BODYGUARD tOt SMART~ 
Everybody needs a little help now and then and the Bodyguard Is the perfect place to find ft. 

Designed for protection and control, the Bodyguard can carry out your actions even when you are not 
around to direct it. Bodyguard manifests Itself as a large, bare-handed man In a simple, yet elegant 
corporate suit. Constructed with the latest In advanced cyberdeck programming utilities, the Body­
guard will always be there, ready to protect your back. 

Memory: 192 Mp Load Rating: 2 
ONJ 3361 Price: 14,995¥ Designer: AWS, Inc. 

PllOGRAMSt 
Annor: 3 (Bod-3) 
Cloak: 3 (Masklng-3) 
Mirrors: 2 (Evaslon-3) 
Analyze: 3 
Auto Execute: 3 
Attack: 4 Smoke: 3 

HUNTR1SS ATS SMART~ 
Smart and practical for corporations who know what they want and where to get it. The Huntress 

~ ,~pears as a towering Amazon warrior complete with spear and shield. When you can't be two places 
at once, the Huntress Is the perfect alternate. In olden days warriors wouldn't enter battle without a 
shield barer, you shouldn't either- pack a Huntress and jack-In prepared. 

Memory: 485 Mp Load Rating: 5 
ONI 3361 Price: 31,995¥ Designer: A WS, Inc. 

PROGRAMS: 
Armor: 5 (Bod-S) 
Cloak: 3 (Masklng-3) 
Mirrors: 3 (Evasion-3) 
Analyze: 4 
Auto Execute: 5 
Shield: 4 
Attack: 5 
Slow:3 
Scanner: 3 

COMBAT CYB£RD£CK CAS£ 
Ever wonder what the UCAS military uses to protect their precious cyberdecks? No need to specu­

late any more because the same case Is now available to the private sector. Built by Kelmar Tech, the 
leader In personal protection, the Combat Case Is guaranteed to stop a 12mm round at five Meters. 
(Guarantee good to a maximum deck value of 1 00,000¥.) Endorsed and used exclusively by the Sioux 
Wildcats and UCAS SEALS (who favor the double-lined waterproof version). 

Combat Case 
'· · ·terprooflng 

Ballistic 
7 

Impact 
5 

Weight 
1.5 

Cost 
10,000¥ 
4,500¥ 



CVCO ALPHA CYBERDECK { 
Dependability at a low cost, this entry level cyberdeck packs features normally seen only In more 

expensive decks. Though representing the bottom of Cyco's cyberdeck line, this deck Is by no means 
a base model. Its expanded active storage and quicker load times make It a popular competitor with 
many of the "name- brand" decks currently available on the market. 

MPCP: 5 
Hardening: 3 
Active Memory: 100 
Storage: 400 
Load Speed: 40 
1/0 Speed: 1 0 
Vidscreen Hitcher jack Level 2 
Case Construction: 16,625¥ 
Availability: 4 
Street Price: 91,438¥ 

CYCO BETA CYBERDECK 
Out to prove that they can compete with the big boys, Cyco Circuit's newest cyberdeck is an effec­

tive competitor with all of the currently available Fuchi decks. The Beta, as It is known on the street, 
packs an impressive MPCP with quick load times and increased memory capacity. The deck's most 
outstanding feature, however, is the Ready-Quick response system -which allows deckers to mal)'-­
ulate the system at an even faster rate. 

MPCP: 7 
Hardening: 4 
Active Memory: 250 
Storage: 1000 
Load Speed: 50 
1/0 Speed: 40 
Response: 2 Offline Port Level 3 
Case Construction: 7 4,644¥ 
Availability: 5 
Street Price: 410,542¥ 

CVCO OMEGA CYBERDECK 
Cyco Circuit's top-of-the-line cyberdeck. Built and marketed to compete directly against the 

Fairlight Excalibur, the Omega is steadily earning the reputation as a poor man's Excalibur. Although 
lighter in the MPCP department, the Omega stacks up well in the memory and speed categories. The 
deck also features Cyco's popular Ready-Quick response system to provide improved decker reaction 
time. Viewed by most industry analysts as a quality deck at a good price. 

MPCP: 9 
Hardening: 5 
Active Memory: 400 
Storage: t 200 
Load Speed: 75 
1/0 speed: 50 
Response: 2 
Offline Port Level 3 
Case Construction: t 60,500¥ 
Availability: 8 (in Seattle} 12 (elsewhere} 
Street Price: t ,284,000¥ (in Seattle} t ,926,000 (elsewhere} 

' 



FASA explains It all to you 
The following section Is a pre-print of revisions to the combat rules which will be Included In the 

Risser Black Book. Not only do these rules affect the new vehicle combat rules from the Black Book, 
but they make the streets just a little more lethal. Consider them official changes to the Shadowrun 
rules. 

WEAPON RR£ MODES 
Shadowrun firearms are able to fire In one or more of the following modes: single-shot/semi-auto­

matic (SA), burst-fire (BF), and autofire (AF). The following table gives the allowed modes for each 
weapon type 

WEAPON nR£ MODES 

Weapootme nrc Model Wupootme nrc Model 
Hold Out Pistol SA Assault Rille SA/Bf/Af 
Light Pistol SA (Bf by brand) LMGs Bf/Af 
Heavy Pistol SA MMGs Af 
Machine Pistol Bf HMGs Af 
Sub-maehlne Gun SA/If Mlnlguns Af• 
Sport Rille SA ("see speciAl rules) 

Sniper Rille SA Assault Cannons SA 
Shotgun SA Autocannons Bf 

It takes one Action to st)ift between weapons modes except for Smartguns which may shift modes for 
free. 

SINGLE-SHOT/SEMI-AUTOMADC 
Weapons of this type can only fire one shot per Action. Weapons with Reactive Triggers (Street 

Samurai Catalog, pag~ 20) can fire two shots per Actions as per those rules. 

BURST RRE 
Weapons capable of burst fire, or more correctly controlled burst fire, shoot bullets in three-round 

bursts. Only one Success Test Is made for all the rounds In the burst. The Power of a burst Is three 
greater than the base round's Power, and Its Damage Category Is one higher. Its Staging, however, 
remains the same. So, a burst of sub- machine gun 5M3 rounds would have a Damage code of 853. 

The Recoil Modifier for a single burst Is only two, so only two points of Recoil Compensation are 
needed to neutralize it. The Recoil of all bursts fired within an Action are cumulative. 

Weapons capable of burst fire can only fire up to two bursts per Action. 

AUTORRE 
Weapons capable of full autofire are actually firing bursts of a variable number of rounds. The firer 

chooses the number of rounds, minimum of three. One Success Test Is used to resolve the autofire 
· ·rst. The Power of the attack Is equal to the Power of the base round, plus the number of rounds In 
.. . e Burst. The Damage Category of the base round Is Increased by one for every three bullets fired. 

A standard autofire weapon may fire up to ten rounds an actions. Bursts (to a maximum of ten 
rounds total) may be divided between different targets with one round per meter' expended 
"walking" the fire between targets. 

Recoil Is assessed at a rate of one per bullet fired In the burst or In previous bursts that 



action. c MINIGUN AUTOnRf. 
Miniguns, due to their tremendous rate of fire, may shoot up to fifteen rounds In an action. Stan­

dard autofire rules apply, except that any Recoil Modifiers (remaining after Recoil Compensation has 
been applied) are doubled. So, If the mlnlgun Is firing eight rounds, but only has Recoil Compensation 
to handle four, the Recoil Modifier for the remaining four rounds Is doubled to +8. 

Miniguns must fire a minimum of six rounds per action. 

AIMED SHOTS 
Actions may now be expended Aiming a weapon. For each Action expended In that manner, up to 

a maximum number of Actions equal to one-half the character's Intelligence (round down), a -1 Tar­
get Modifier is received. 

The Aiming Actions must be expended in sequence with no other actions Interrupting or the 
benefits are lost. Aim may extend across multiple Combat Turns. 

CALLED SHOTS 
Characters may "Call Shots" In an effort to increase the damage done by the weapon. By calling a 

shot, a character is aiming at a vulnerable portion of the target (like the head of a person, the tires on 
a vehicle, a window, etc.). It is up to the gamemaster to determine if such a vulnerable spot is acces-
sible. -

When a shot is called, the Damage Category of the attack is increased by one (a L would become a 
M, etc.). The character also receives a +4 Target Modifier for the attack. r 

Alternatively, a special effect can occur, such as shooting out a window to see the mage on the ' 
other side (subject, of course, to enough damage being done to the window), blowing out a tire (and 
forcing a Handling Test), and other similar effects. The gamemaster and the player involved can set 
the parameters of the special effect. Normal damage is done, but the +4 Target Modifier stili applies. 

Only weapons that are manually targeted can be Called. Vehicle mounted systems that use 
onboard sensors cannot fire Called shots. 

A character can Aim, and then Call a shot. 

UP AND COMING FROM FASA 
Shlpplng at presstfme 15 Nathe Amedc:aD ~ Volume 2. This offering wtll follow the same 

format CG volume one and lndude lnformatlon on history. culture, economics, and lifestyles of the 
Amerindians of North America. rn addition to the source material, NAN2 wDIIndude an adventure to 
get the runners Into the wilderness beyond the conftMS of the dty .. 

joining It on the shelf Is total f.dlpse. an adventure module which allows runners to experience 
ure In the glamorous world (7) of rock and roll. The Elernentals (the band. not the spirits) have broken 
their contract and must be brought back home. 

Flnalfy; scheduled for release In early December, Is the Rtger Black Book. Long overlooked by 
the rules and the equipment tables, the JUaer Black Book promises to RU this void. The volume 
Includes a host of new vehicles~ Including bikes, trikes, cars, trucks, vans. boats, VTOLS. drones, and 
a selection of miUtary and security vehldes. New rules Include a revamped vehlde combat section. 
vehicle modltlcatlons, ECM and e.lectrontcs. and a combat update section (look elsewhere f'or some 

I 

of the particulars on thls).lf the rough draft we~ve seen Is any Indication, this source book will beth.._ _ 
best Shadowrun product they've done since Street SAmurai. Now If It just makes It In time for Christ­
mas. 

1992 will be ushered In with the late January debut of Elven fir~ a scenario set agafnst a sudden 
flare-up In gang-related vloence. 



LOIIGGtn Sourcebook 
Rating 3 1/2 (out of 5) 

The London Sourcebook Is the ftrst In what Is hoped to be an 
expanding line of products to Inform runners (and the gamemaster) 
what Is happening around the world of 2052. Seattle Is a big place, but 
everybody needs variety and this reference manual certainly provides it. 

London Is a thick book with lots of reference material on the sprawl and the surrounding area. It 
follows the standard sourcebook format and Includes numerous entries on hotels, pubs, historical 
locations and other places of note. Supplementing this Information Is a brief post sixth age history of 
Britain and a gamemaster section which Includes rules for Druids, equipment, and paranormal ani­
mals. 

PROS 
The overwhelming Pro of this book Is the general sense of style and attitude. The British seem to 

look at things In a fundamentally different way than we Americans and this difference In attitude 
shows up again and again In the writing. Having a resident write the book was an excellent Idea as 
much of the subtle atmosphere of Britain comes through. The Ideas of Nobility, Royalty and the 
mega-corps was Yery well done. 

This Is a very thick book and contains minimal art work. Like the Seattle Sourcebook, most of the 
art Is In the form of business advertisements, giving the book a "yellow pages" look to it. It does a 

' f'Y good job of capturing the feel and flavor of the businesses and makes the gamemaster's job of 
..scribing the environment much easier. The diversity of description and the wide range of establish­

ments make the book especially valuable. 
The section on the drulds Is very well done and provides two new totems (assumedly for use only 

with by Druidic Shaman). As the druids of history were a particularly blood-thirsty lot, special care 
was taken to make sure some of the historical practices could be translated to game terms, yet not 
spoil the game (le. Druids believed In human sacriftce, yet player characters will NEVER become asso­
clated with these rites). 

CONS 
Most of the cons of this product stem from the sheer size of the subject matter. I had hoped to 

have more Information on Para- normal animals of the UK, for example, but received only a brief 
description without statistics (did somebody say Paranormal Animals of Europe?). The section on 
druids was also sparse. You're probably wondering how the section can be a Pro and a Con, but It 
relates to the subject. The authors did a good job with what they provided, I just wish they would 
have been able to provide us with more. I was especially frustrated with the teaser on Stream, Sun, 
Oak, and Zephyre totems - How do these things work? I 

The only other disappointment with the work was the lack of a detailed map of London. Although 
an map of the slgnlflcant regions Is provided, It does not give the detail needed, especially to some­
body who h~ never been to London and wants to GM a campaign there. 

CONCLUSION 
Good book. My complaints with the book are based on wanting more Information. I am not sure a 

Gamemaster can run a long-term campaign In London without access to more Information (from 
some other source), but he/she could certainly run an enjoyable adventure (or three). In the long-run, 
· wever, this Is not a big problem. Experienced GMs will be able to wing It past the grey areas and 
.... c:: rookies are probably still In Seattle anyway, so everything should work out ftne. 

The London Sourcebook Is available now at a price of S 1 5.00. It Is a good Investment and should 
provide experienced players with many hours of overseas enjoyment. 



NATIVE AMERICAN NATIONS: VOLUMf ONE 
Rating: 3 (out of 5) 

Although listed and priced like a sourcebook, NAN 1 Is actually half adventure (the front of the 
product) and half sourcebook (the back halt). If you want to break down the rating (of 3), the front Is 
about a 2 and the back Is a strong 4. 

The adventure revolves around the runners tracking down a very bad dude named Jesse John. 
Along the way they travel through the lands covered In the back half of the book. By the end of the 
adventure the players will have traveled through all of the Indian lands covered by the product: Sal­
lsh-Shldhe, Sioux, Pueblo, and Ute. 

PROS 
This product is very good In that the adventure, Peacekeeper, gets the runners out of the city and 

Into the wilderness. Granted, the wilderness In this case Is not a primeval forest, but It Is very unde­
veloped, especially compared to the concrete jungle of Seattle or other sprawls. Runners get the 
chance to rough it in the wild and wilderness shamans will finally come Into their own. 

The writing is solid and the descriptions are good. Even first-time GMs should have no trouble In 
running the adventure provided as long as they read the entire book before they start. The graphics 
and art provided Is exceptionally high quality, especially Jeff Laubenstein's Indian Dancers (imagine a 
Troll Amerindian dancer) and Larry Elmore's strong cover. The source material is well thought out and 
provides a good basis for GMs to start individualizing their own campaigns. There are sufficient hooks 
to keep runners in action for a host of game sessions. 

Of the four Nations covered, the Sioux Nation Is the strongest. Nearly everyone has some precon­
ceived notion of the Sioux since that dust-up at the Little Big Horn and these attitudes seem to come 
to life in the descriptions and shadow-vox sections surrounding the text. It should give readers an ( 
excellent idea of how to play an Amerindian character. 

CONS 
The cons of this product can be summed up in one word: Peacekeeper (the adventure). Fully half 

the book is taken up by an adventure that will only be played once. The adventure Itself Is very linear, 
meaning the runners proceed from one encounter to the next with little chance to take control of their 
destinies. Linear adventures can be good, if they are designed for beginning role- players or the 
stakes are rather low. It gives the GM a chance to become better with the game system without hav­
ing to manage a complex plot. If the runners are wildly successful, or dusted in the first encounter, 
nothing monumental is won or lost. Events have not been altered on a large scale if successful and 
the players have not spent a lot of time growing attached to their characters if unsuccessful. In this 
case, however, the stakes the runners are playing for are very high indeed and if they are thrown off 
the trail (which is very very possible given the deadly nature of the opponents), the GM is going to 
have to deal with a significantly altered game environment (or resort to a deux ex machina rescue). 
There are opportunities for the runners to be put back on track, but their Karma will/should suffer as a 
result. 

The other complaint about the product is the lack of maps. A single large scale map of Las Vegas is 
the only one in the package. It would have been nice to see the National boundaries drawn with a lit­
tle more detail and maybe some of the larger cities which are still active Included. Just an idea (which 
may be included in Volume Two). 

CONCLUSION 
Native American Nadons: Volume One does provide a good primer for getting the runners out of 

the city and into the wilderness. If used by a resourceful GM, the product can provide a wealth of (__ 
information on the lands surrounding Seattle and the American west. Buyers should understand, how: 
ever, that the source book they are buying is half scenario and the scenario is played with high stakes. 
Played properly, the streets are going to run red (in several different towns) with runner blood. If you 
want a Sourcebook, without space taken for a sample adventure, look to London. If the buyer wants a 
six dollar adventure and a six dollar source book, for a total price of $12.00, this is the place to get it. 



VIrtual Realities 
( atlng: 4 (out of 5) 

VIrtual Realities promis~s to do for cyberspace what The Grlmolre did for magic - give players a 
complete set of rules and the equipment to go out and make things happen. VIrtual Realities Is a 
sourcebook with the front two thirds devoted to the rules of the Matrix and the last third devoted to a 
work of fiction. Tom Dowd did the front, Chris Kubaslk did the back. 

Overall the piece works very well. Lots of material which did not make it into the original Shad­
owrun rules Is included along with lots of new stuff. The book Is divided Into rules on computer sys­
tems, ICE, cyberdeck construction, programs, and cybercombat. As would be expected with a sup­
plement written by the game's author, this product is very complete, giving the reader just what Is 
needed to run the matrix 

PROS 
First of all , the entire product is visually pleasing. The Interior color plates of the matrix are excel­

lent original works of computer art. The writing by both authors Is good. Complex rules are written In 
a clear concise manner making them easy to read and play. Combine that with the very good table of 
contents In the front of the book and you have an excellent reference work. 

Each of the Individual sections is very well done and gives the reader the chance to dive Into the 
area he/she is really interested in and catch the others as needed. Players can scan the cyberdeck, 
program, and combat sections and be ready to play in short order. 

Although each of the sections is strong, the revamping of the cyberdecks is the best part of the 
book. Despite the increase In rules, and a slight increase In paperwork, the re-sults are a much better 
system which requires a certain level of knowledge on the part of the player to play successfully. 
"lewbies shouldn't jack into the matrix without help, and that's the way it works here. The rules are 
.... lmple enough for anyone to learn, but you have to take the time to do it. 

CONS 
This is a strong product, but there are a few things to wonder about. First, and foremost, is the 

Inclusion of a novella between the covers of the game product. Chris' work is very good, but it Is 
more challenging to read than most fiction you will find in a game product. The work goes a long way 
towards providing flavor and examples of the matrix, but many of these examples could have been 
handled in a side bar, or in shadow-vox. The quality of writing deserves a book from the author (which 
is in the process of being written). Better to have made the product thinner and lowered the price. 

If the novella had not been included in the sourcebook, the space could have been taken up with 
an example of a large corporation's network. Nothing as ambitious as Ares or Fuchi, but a detailed 
complex system which would give the players and GMs an example of how networks are set up and 
the general level of security. A multi-division network with several offices and plant locations could 
have served as a "network archetype" for matrix runs. I can hear Tom from here (500 miles away), 
"the Network is based on not being an archetype system. It is the unusual and the unexpected." I 
agree wholeheartedly, but doesn 't it make sense that many small companies would purchase an "off 
the rack" network and security system (with slight modifications) to save nuyen? just an idea. 

CONCLUSION 
This is a very good product and the hands-down best of the three reviewed . If you are going to 

play the matrix, you need this product. If you are going to run the matrix, you need to at least read 
the novella. At $15.00, this is one of the more expensive support products in the line, but the return 
is well worth the investment for deckers and GMs. A final word. Players I have talked to seem to like 

te product better if they read the novella first, then took a look at the rules. Not only do you have a 
context for the types of programs and actions the rules describe, but you start to learn about the 
matrix from a first-hand point-of- view, not a rules point-of-view. 
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