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echnology has always been a race [0 Stay as many sSheps
ahead of the next guy as possible. After all, nobody
wants to look at the world from the bottom of the heap.
Inevitably, then, sdence advances ever onward in a
seriesofoneupmanship” contests—avidiousdircle called progress.

Luckily, shadowrunners are just the kind of people most
likely to benefit from the fallout of such behavior, profiting both
from the act of acquiring sensitive data for others and from the
wealth of new tech items available at the retall end of the chain.

Shadowtech is a sourcebook for use with the Shadowrun
game system. Its purpose is twofold. First, it explains the
science underlylng the latest technological discoveries leading
to the development of new bioware and cyberware as well as
other useful equipment , It also provides descriptions and game
Information for many of those same high-tech items. Second,
understanding how things work not only enriches the game
ambiance, but also glves both players and gamemasters a better
grasp on applications and limitations inherent in the new
enhancements and gear their characters will now have at their

disposal.
USING THIS BOOK

The sciences covered in this book are bionetlcs,
cybertechnology, eugenics/genetics, and chemistry. Each Is di-
vided Into two sections: technology and equipment. The tech-
nology chapter examines the science In the context of cument
theory, general rules, techniques, and also Investigates the
breadth and limitations of advances made in that field of study.
These sections are for gamemasters and Interested players, They
explaln some of the science behind the mechanics, and present
a more concrete picture of the level of technology avallable in the
Shadowrun unlverse, An equipment chapter directly follows
each technology section, with descriptions of items developed
from that particular science. The equipment chapters Introduce
the game concepts of Availabllity Codes, Legality Ratings. and
Street Indexes for “purchasable” merchandise.

An Item’s Legallty Rating expresses how legal It Is to
possess a particular item. The Avallability Code indicates how
difficult it is to obtaln the item. The Street Index indicates how
to determine the “street price” for the item. For full information
on Legality, Availability, and Street ratings, see p. 101 In the
Technology and the Law chapter of this book.

Nuyen costs listed with each equipment description are
accurate only for legitimate and corporate buyers—usually
those with licenses and permits. For rules goveming permit
avallability costs, refer o p. 102 of Technology and the Law. [f
the purchase is being made on the street or on the shadow
market, multiply the listed cost by the Street Index. (Mote that
some items are indeed cheaper on the streets.) As usual, certain
transactions may permit bargaining, If the negotiations are
successful, each extra success from the Opposed Negotiation
Test reduces the purchase cost by 5 percent—but the price can
never fall to less than 75 percent of the published price. A Street
Index of “0" means that the item in question Is never avallable
on the street or on the shadow market, and may only be
purchased from legltimate sources,

Shadowtech also includes a comprehensive Equipment
Table, p. 109, that includes all the new Items described In this
book as well as all equipment described In previously published
Shadowrun products. This table gives the Legallty Ratings,
Avallability Codes, and Street Indexes for both the new and
previously described equipment.

GAMING NOTES

From behind the closed doors of the major movers and
shakers In the high-tech industries to the dark comers and
alleyways that define the shadow world of the runners, the
Information gathered here is as good as It's gonna get—at this
price. But before players characters go running off to fill in the
missing pleces, the gamemaster should caution them to re-
member what happened to the proverblal cat that got too
curious.

Camemasters should also note that one of the most
important restralnts on the proliferation of the technology seen
in Shadowtech |s financial. Gamemasters who run nuyen-rich
games may wish to increase the Avallability Ratings of [tems
that might unbalance their games. As always, the individual
gamemaster is the final arblter of what It and is not available in
apm'tic.ulafﬂudurwmngam-:.Gamemastersmaywlshto5Iuwly
introduce the new technology to the streets as it fllters down
from the higher places. It s also recommended that beginning
characters not be allowed to start the game with technology
from this book. Let them earn |t.
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“The human body Is a marvel of bilological design and function—Mother

Mature’s crowning achievement.”

—~Cranston’s Guide to Human and Metahuman Physiology, 4th edition, 2051

“I've got a few tricks Mother Nature missed.”
—Dr. Kristine Martin, Director of Research, liniversal Omnitech

“..backed Into a comer and surrounded by five Rippers. Am | worried? Drek,
no! I've got my Doc Martin™ Implants and six rounds left in my gun!”

—+Ffrom a trideo ad, 2052

The human body is a complex and intricate machine built
from organic materials and compounds. Just as with any other
machine, man continually seeks to improve it beyond the
factory specifications. Bionetics, a subset of bictechnology, is
the field of science dedicated to Improving the human machine
an an grganic level and on a macroblologlcal scale. That is,
bionetics research seeks to improve the body s many existing
organs and subsystems by enhancing and augmenting them.

Although the application of bionetics can make the body
perform far bevond its original parameters, these enhance-
ments are quite different from those possible through cybemet-
ics. Metal is stronger and silicon faster than flesh, burt flesh |s
more mallealble. Meal s by far the subtler, and infinltely more
diverse, medium.

Bioware is undetectable, except by intensive medical exami-
nation, Casual scarches, X-ray scans, and the like cannot discem
the difference between an augmented crgan and the original,
(New replacement organs, glands, and 5o on can be detected by
examining an X-ray result, however.) Apart from exploratony
surgery or other drastic measures, the only way to determine that
an individual has undergone biclogical modification is through
metabolic analysis such as a urinalysis or blood test.

Bioware, belng mostly organicin compaosltion, 1s less invasive
than cyberware, [t costs most characters no Essence Polnts to have
bioware implanted. It is also true, however, thar the body can take
only so much augmentation before the dellcarely balanced hu-
man/metahuman metabolism begins to suffer. The maximum
amount of bioware that a given Individual can safely accept s
represented by the Body Index, which is equal to the total number
of Body Cost Points represented by his bloware, up to a maximum
equal to the character’s natural and unaugmented Body Rating,
maodified only by race and Karma. (Each bioware Item has a Body
Cost listed with its description in the next chapter,) For example,
acharacter acquires a piece of bioware with a Body Cost of 1. Once
the bioware has been successfully implanted, the character has a
Body Index of 1. His maximum Body Index is equal to his
unaugmented Body Rating.

As physical Integrity |s even more cruclal for the magicalby
active (magicians and adepts), these characters must spend
Essence and add to their Body Index when selecting bioware.
(AN adept may factor in magically acquired attribute bonuses
when calculating his or her Body Index.) The Essence caost for
bioware is equal to the Body Cost. In all cases, the Body Index
i= merely an Indicator: no “redl” Body is ever actually lost in
acquiring bioware.
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Both cyberware and bioware can be integrated within the
same body. Treat bioware augmentations as base attributes in
all cases (including when figuring astral space attributes), ex-
cept when calculating for the bioware limit. {Thatis, ifacharacter
with a Body Rating 4 gets some bioware that modifies the Body
Rating by +1, he still has a Body Index of 4, and not 5.)

IMPLANTATION AND REPAIR

Because of the intrinsically organic nature of bioware,
implantation is a relatively simple process, In terms of proce-
dural difficulty, treat any augmentation with a total Body Cost of
.25 or less as cosmetic surgery (p. 144, Shadowrun). Consider
anything between .26 and .75 as minor invasive surgery, while
4 total ranging from .76 to 1.5 indicates major invasive surgerny.
Procedures totaling more than 1.5 Body Cost Points, and/or
those involving any neural bloware, count as drastlc Invasive
surgery. Maglclans and adepts whao underga drastic invasive
surgery must check for Magic Attribute loss after healing.
Although most Individuals do not lose Essence as a result of
bioware implantation, they may still lose Essence if the surgery
goes awry,

Bioware that has been protein-matched and grown from the
host's cellular matrix takes less of a toll on the body's functioning
than does regular bioware. Such bioware Is referred to as cultured
bioware, Cultured bioware is implanted at a reduced Body Cost
(the item's Body Cost multiplied by .75, a 25 percent reduction).
Individual typing is complex and expensive. Though the average
bioware enhancement already costs more nuyen than its cyber-
netc counterpart, cultured bioware is even more expensive
(muitipty the itemn's nuyen price by 4). All neural bioware is
cultured bloware. Body Cost and monetary factors are already
figured In to the listed values for neural bioware.

If an indlvidual exceeds his Body Index for bioware Implan-
tation, he or she will go Into system shock. While in such a starte,
the character must make all Body Success Tests at a Target
Murnber + 1 point higher for every point (or fraction thereof} he
has exceeded his Body Index. This penalty (s in effect untl the
Body Index retums either to O or to less than the character's
natural, unaugmented Body Rating.

It can be a slow process for the host to fully integrate
implanted bioware. Recovery time from bioware-related sur-
gery Is triple the normal period. Integration and recovery is
faster for cultured bloware, however, which doubles rather than
triples the recovery period. During the recovery stage, the

patient must rest to allow his body to integrate the new
functions. The newly implanted enhancements will not begin to
function until the full period has elapsed. Nate that If the patient
does anything except rest (which can include non-active en-
deavors such as reading, watching vids, and so on), this time is
added on to the necessary recovery period, Evenwith magically
assisted healing, the full recovery time is needed to monitor and
ensure the body's acceptance of the bioware.

An additional problem with bioware and maglcal heallng |s
that the presence of bioware itself interferes on some level with
magical healing. For magical healing on subjects with bioware,
Increase the target numbers by one-half the character’s current
Body Index, rounding down. Noway around this problem exlsts
at the current time, though researchers are diligently searching
for a solution.

Perhaps the greatest advantage of bioware’s organic na-
ture is its capacity for self-repair. Once implanted, bloware
becormes part of the host organism and is thus able to call on the
body’s natural repalr functlons to heal practically any damage.
Depending on the level of damage taken, repair time can still be
lengthy, however.

Damage to bloware systems can occur only on a single
physical hit of Deadly severity. If the wound is Deadly, roll 1D6
and subtract 3. The result Is the number of patential iImplants
that might be damaged. Roll randomily to determine specifically
what bloware is affected (repeats count as “No implant hit” for
that particular die result). Note that dermal bioware cannot be
damaged In this manner and so Is not considered when deter-
mining possible system damage. Having determined exactly
which bioware has been affected, roll 1D6 for each system to
determine damage (subtract | from the die roll result If the
implant s cultured bioware}:

0 = None

1-2 - Light

34 = Moderate
5 = Serlous

6 = Deadly

If a system suffers a Serious wound or greater, it will cease
to function until healing has reduced the Damage Level to less
than Serious, If a system takes enough hits to exceed Deadly
damage, the systern is destroyed. It cannot be healed. only
removed and replaced. Bioware heals individually and in half
the time normally required for general healing (p. 142-3,
Shadowrun). Until the bioware is fully healed, the character
recelves no benefit from It.
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Medicine and magical healing can assist recovery. Magical
healing must be performexd at a level equal to the highest individual
damage condlition, (That is, if a target has an overall body damage
of Moderate, cerebral booster damage of Light, and adrenal
pump damage of Deadly, a mage must cast a Heal Deadly
Wounds spell to have any effect on the subject as a whole ) The
spedl's Target Number is still adjusted by the presence of the bicware,

Upgrading or rernoving bioware may retum the Body Incex
to previous levels. Having successfully removed the implant
ifollowing normal surgical procedures for bioware). the attending
surgeon makes a Biotech (B/R) Success Test against a Target
MNumber equal to the character’s current Body Index, The number
of successes (round all Agures o the mearest tenth) dictate the
amount of Body Index recovered:

Q= 10%
I =25%
2-3 = 45%
4-5 - (%%
G+ = DM

If upgrading. continue with the regular implantation costs
and procedures. None of the invested Body Index can be recov-
ered if the system is destroyed by the damage sustained. Note
also that some pieces of bloware, once implanted, may not be
removed (e.g., neural bioware), The gamemaster has the final
dedsion onwhat may or may not be removed, Essence, once lost,
can never be regalned (as far as anyore knows).

BIOSYSTEM OVERSTRESS

An additdonal complication related to bioware is what has
come o be known as biosystem overstress, When certain sys-
terns or aspects of the body are artificially pushed beyond a natural
limit, dysfunciion may occur, The chance of oversiress occurs
whenever bioware has boosted an attribute beyvond rwo times its
natural value {character-gencration rating plus Karmic increases).
The gamemaster may call for an Overstress Resistance Test
anytime that attribute is in use. Roll a number of dice equal to
either the character's Body Rating or to the Attribute Rating in
question, whichever is lower, against a Target Number exqual o
the character’s current Body Index {round down). It requires only
one success o prevent dysfunction and overstress. [F the Success
Test fails, the Armibute Rating immediately drops to one-half its
natural value and the character takes a Moderate Sun wound. The
fatigue darnage will heal normmally, while the reduced Artribute
Ratngs are regained at a rate of | point per hour of rest,
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HUMAN/METAHUMAN
INFRASTRUCTURE

Bioware cannot operate in a vacuum. Unlike cybemetic
components, bioware augmentations are liftle more than con-
figurations of cells and chemlcal processes unless implanted in
a physical body. Biological prosthetics are also more difficult to
design and execute than is cyberware. Bioware must be inte-
grated into the body's own workings as If it were an original
feature.

While a cybertechniclan can afford to use the "blgger
hammer” technique to perform body enhancement, a
biotechnician cannot. With an instrument as finely tuned as the
body, even the slightest change In status can result in drastic
and unwanted slde effects.

With the need for such finesse, the designer of bicware
must study and understand each of the body’s subsystems and
organs before he can create successful and non-damaging
biological equipment.

CIRCULATORY SYSTEM

The bady's systern for circulating oxygen and nutrients and
for the reroval of carbon dioxide and cellular wastes is essential
to |ife, The circulatory systemn and the heart are what make
possible the complex organism that is human [ife

On average, the heart is a small, muscular organ weighing
approximately 283.5 to 311.9 grams. Each beat of the heart
pumps roughly 147.9 milliliters of blood through the heart. At
a rate of about 70 beats per minute for the average adult
1 105,000 beats per day). the heart pumps more than 6,813 liters
of blood through the body's 96,5606 kilometers of blood
vessels a day.

For the average human adult, normal blood volume is
between 3.8 and 4.9 liters, accounting for approximartely 7
percent of human,/metahurman body weight. A single drop of
blood contains more than 250 million separate particles and
cells. Blood cells constitute roughly 40 percent of the blood’s
total velume, with plasma making up another 55 percent. and
the rermaining 5 percent comprised of free-Acating proteins,
sugars, salts, wastes, and such.

The three general types of blood cells are red blood cells
lerythrocytes), which perform gas exchange: white blood cells
eukocytes), which defend against disease and infection: and
platelets (thrombocytes), which play a key role In blood-clotting
and general healing,




Augmentation of the circulatory system takes place on two
levels: in the heart itself and in the blood’s many components.
In general, itis not so much the system that needs enhancement
as does what constitutes and travels in the blood.

ENDOCRINE SYSTEM

The endocrine system Is a network of ductless glands that
pump and,/or secrete hormones into the bloodstream. Together
with the nervous system, these glands coordinate most of the
body's functions,

Homones can most acourately be described as the bady's
chemical messengers. Producing both long- and short-term
changes, they are tightly linked to the powerful emotional states
of fear, anger, joy, and despair. Amazingly diverse in function.
homones range in type from growth (somatotropin) and blood-
sugar control (glucagon) to sterolds {testosterone and choles-
teral). To date, more than a hundred human/metabuman hor-
mones have been cataloged,

Eight glands make up the endocrine system: the hypao-
thalamus {regulates body temperature, hunger. thirst, sex drive,
and controls pituitary secretions), the pltuitary (controls bone
growth and general endocrine systern activity), the pineal gland
irelated to repreductlon), the thyroid (regulates metabolism,
energy use, and body development). the parathyrold (controls
calcium levels in the bload), the thymus (develops iImmune
system in children; no discernible function in adults), the
adrenals (regulate salt and water balance and also stress re-
sponse}, the pancreas (regulates blood sugar), and the ovaries/
testes {female/male sexual development).

Because many of the functions of the endocrine system are
so subtle and delicately balanced, direct glandular modification
is not recommended. Only gross metabolic functions are al-
tered; all other manipulations are carried out indlrecthy through
the Introduction of synthetic hormonal derivatives.

LYMPHATIC SYSTEM

Closely related to the cardiovascular system, the lymphatic
system performs several major functions: filtering out dlsease-
causing (pathogenic) organisms, manufacturing leukocytes,
generating antibodies, distributing fluid and nutrients, and
draining excess Auids and proteins (so tissues do not swell].

Unlike the bloodstream, lymph fows through the lym-
phatic system without the asslstance of any pump, As new
tissue Auid drains into the spaces between the cells, it creates
continuous pressure to move. Contraction and expansion of
nearby arteries and muscles also aids in moving the fluid.
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Lying along the vessels thar make up the lymphatlc system
are oval clusters of lymphold tissue called lymph nodes/glands.
For the most part, these nodes are thinly scattered throughout
the body, but several areas (neck, groin, and ammpits} contain
large clusters of the more than one hundred individual nodes,
Within cach node is a series of fibrous traps that act as filters;
swelling of these nodes usually accompanies an inflammation,
indicating that the nodes are operating beyond their normal

capacity.
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The spleen is the largest body of lymphoid tissue, About
the size of the heart and located on the left side behind the
stomach, it is a fragile and spongy mass able to hold up to one
liter of blood, The spleen filters [ymph, produces leukocytes,
and removes old red blood cells from the body. The spleen also
senves as a blood reserve, contracting and sending its stored
blood Into the body In times of need. A spleen can be easily
ruptured in Incidents of physical rrauma. Repairing the spleen Is
such a lengthy and, more often than not, futile, procedure that
damaged spleens are more often removed and replaced. Dur-
ing recovery, the rest of the lymphatic system can take up most
of the spleen's functions,

Bioware enhancements to the lymphatic system work
toward augmenting the efficiency of the immune systemn.
Because of the spleen’s delicate nature, the organ’s integrity is
never breached by a surgeon’'s implements. Material is added
ta it and attached externally through the use of microsurgical
units called nanites,

NERVOLIS SYSTEM

The human,/metahuman nervous system [s a vast, bodywide
network of specialized tissue. It Is, without doubt, the most
complex and Important system In the body. Because of the
deflcare and fraglle nature of the nervous system, microsurglcal
procedures are required to implement neural system augmens-
ratlons,

The whole nervous system is generally divided into two
linked “subsystems”: the central nervous system (including the
brain and the spinal cord) and the peripheral nervous system
{including the somatic and autonomic systems).

MNervous tissue exists In two forms: gray and white matter,
Gray matter |s made up of nerve cells that originate and receive
nerve impulses, while white matter consiscs of nerve fibers that
transmit those impulses from point to point.

Structurally, the braln Is a mass of nervous tlssue slightly
larger than a grapefruit and welghing approximarely 1.4 kilo-
grams; 1t 1s sltuated in the skull’s cranial cavity at the upper end
of the spinal corcd. Functionally, the brain subdivides into a
number of connected masses, each of which specializes in
performing a number of functions. Among them are: the
medulla oblongata (autonomic functions), the pons and cer-
ebellum (reflex maintenance of balance and posture), the thala-
mus (chief sensory relay}, the basal ganglia {muscle tone and
motor coordination), and the cerebrum (the center of cognitive
and higher functions such as memery, thought, motor function,
speech. sensation, and so on).

The spinal cord, which |s abour 45 centmeters long and
1.25 centimeters in diameter, extends from the base of the skull
to the first lumbar vertebra. It Is composed almaost entirely of
nerve tissue, a core of gray matter surrcunded by a sheath of
white matter. Thirty-one pairs of spinal nerves branch out from
the spinal cord at regular intervals to relay sensory impulses and
motor commands to and from the central nervous system. The
spine functions primarily as the major nerve trunk between the
brain and all other parts of the body; its additional function is as
a secondary processor for motor action.

Mot all messages make the full joumney to the brain and
back. Level with each palr of nerves leaving the spine is an
altemate system that relays Impulses within the spinal cord
without Involving the brain. Known as the reflex arc, this
mechanism Is responsible for maintaining muscle tone as well
as for specific muscle responses known as reflex actions.
Instruction at the spinal cord level often results [n the body
performing an action before the brain recelves and interprets the
imitial impulse,

A reflex action is a rapid, involuntary muscle response to
sensony stimulus, Actions are classified as superdficial, deep/
tendaon, and visceral, Superficial reflex action results from skin
stimulation, as In tickling. The knee-jerk is a classic tendon
reflex, while most involuntary physiological actions such as
swallowing depend on visceral reflexes.

The somatlc nervous system keeps the body and brain in
touch with the external world and responds to stimull. Sensory
informaticon is carded to the brain by means of the cranlal nerves,
and transmitted to the spine by way of the spinal nerves,

Involuntary muscles and secreting glands are controlled
primarily by the autonomic nervous systerm, which regulates
functions not under the direct control of the brain (heart-rate,
blushing., sweating, digestion. and so on). The autonomic
system Is divided nto the sympathetic nervous systerm and the
parasympathetic nernvous system.

Extreme activity of the sympathetic system mobillizes the
body to cope with physical stress—dilating the puplls, ralsing
the hair, sweating, widening the coronary and other major
arteries to increase the supply of blood to the muscles, constrict-
ing peripheral capillaries, dilating the bronchi and bronchioles
to facilitate gas exchange, increasing the force of the heartbeat,
and decreasing the activity of the digestive organs. In sum,
stimulating the endocrine system fo release the hormone
adrenalin.

| den’l, Thank
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Parasympathetic nervous impulses restore the body to
normal functioning levels after stress—slowing down the heart.
reducing blood flow, and allowing sphincters fo relax. Both the
sympathetic and parasympathetic nervous systems Interact
closely with the endocrine system, and are greatly Influenced by
ermotion.

Bioware designed to enhance the nervous system deals
rmostly with cognitive ablllty. motor function, and the reclirec-
tion of sensory feedback, The problem of actual sensory-ability
augmentation 1s left to cybemetic implants, which can deal
more elegantly with the complications of enhanced senses
{e.g., rebuilding the semsory collector, interpreting the new
forms of data, and so forth), Because the nervous system is so
delicate and sensitive to damage, all neural bioware must be
individualty cultured. The Body Cost cannot be reduced any
further {cultured bloware modlfiers for Body Cost are already
calculated into the published figures),

RESPIRATORY SYSTEM

The lungs, and specifically the alvecli, are the sites of gas
exchange: the intake of cxygen into the bloodstream and the
remaoval of carbon dioxide from it, The average adult breathes
in and out 13.1 times per minute and 18,925 times per day.
Although adult human lung capacity is about 2.5 liters, lungs do
not fully deflate when exhaling, An average breath only moves
a tidal volume of .5 liters of air. Stll, that totals more than
9.462.5 liters of air moving in and out of an average set of lungs
cach day.

The lungs themselves are delicate and fragile. With more
than 300 million alveoli in each lung, direct manipulation of the
lungs Is as undesirable as it is difficult. Respiratory enhance-
ments are made through the use of indirect modification to the
breathing patterm.

Augmentations to the trachea (windpipe) are Included
with all other forms of respiratory systerm enhancement.
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SKIN

Skin is the body's first line of defense against the outside
world, and is the body’s largest and most extensive organ.
Averaging only .5 millimeters in thickness, it consists of two
layers, the epldermis (outermost layer) and the dermis.

The dermis, which provides the skin its nutrition, sturdi-
ness, and resilience, is composed primarily of collagen (a fibrous
protein) and elastin (the substance that gives skin its elasticity).
Contalned within the dermis layer are the body’s sweat glands
and tactile sensors.

Skin-based bioware deals with enhancing the defensive
capabilities of the organ. Modifications, though long and Inten-
sive, are relatively simple and use comventional surglcal methods.

STRUCTURAL SYSTEMS

The skeletal and muscular systems are grouped together
under the heading of structural systems. As these systems
stand, man can do very little to Improve upon their design,

Structurally. bones are an amazing plece of engineering.
Surrounding each bone is the perlosteumn, a thin layer of tissue
packed with nerves and blood vessels; any sensation that seems
to come from a bone actually originates in the periosteumn.
Linder the perlosteumn is the bone proper, known as compact
bone. Honeycombing the compact bone are thousands of tiny
holes and passageways, through which run nerves and the
blood vessels that supply oxygen and nutrients to the bone. It
Is this honeycombing feature that gives bones their remarkable
strength; the femur (thigh bone) is, kilogram for kilogram,
stronger than reinforced concrete, routinely resisting the 84 kg/
cm? (1200 PSI) of impact that the body endures with every step
taken, At the core of the bone is a spongy, gelatinous materlal
cdiled the bone marrow, which produces, varlously, white
blood cells, red blood cells, or platelets. The type of blood cells
produced depends on the particular bone [n question,

As for the body's muscular system, it is composed of three
basic types of muscle tlssue: voluntary (striped/striated), invol-
untary (smooth), and the muscles of the heart (cardiac). Striated
muscles are the muscles of motion, and are capable of strong,
controlled contractions, Smoath muscles line blood vessels, the
stomach, digestive tract, and other intemnal organs, They do not
contract a5 pawerfully, nor do they generally need to. Cardlac
muscle 1s structurally similar to both the smooth and striated
types; cardlac muscles are involuntary and are some of the
strongest muscles in the body.

Functionally, science can do lite to improve upon the
structural system’s performance. Muscle tissue already uses
energy six times more efficiently than any combustion system,
and to breach the integrity of bone would be akin to putting
deliberate cracks in a building's load-bearing frame.

Bloenhancement of the body's structural system focuses an
reinforcing rather than rebullding, and on manipulating the non-
structural components within the system (l.e., bone marrow).

OTHER MAJOR ORGANS

The only other body parts that are Involved In system
augmentation are the kidneys and the lver.

The kidneys are a set of paired organs that fiiter the blood,
removing waste products and reclaiming water, sugar, salt, and
potassium, among other vital substances. These small organs
process and cleanse the total volume of blood in the body every
20 minutes; more than 1,710 liters of blood are pumped
through the kidneys every day. The actual filtering is perfformed
in small, tube-like structures called nephrons. Each kidney
contains more than a million nephrons.

Kidney augmentation involves fine-tuning the sensitivity
of the nephrons. Because it is easier to grow a new kidney to
specification than to surgically alter it, kidney enhancements
usually Invobve removing the original organs and transplanting
a whole new palr of “vat-grown” replacements.

Weighing in at roughly 1_4 kllograms, the liver 1= the largest
organ inside the body. The liver can continue to functon even
when as much as 90 percent Is removed. Given enough time,
the remaining 10 percent fragment would probably grow back
to Its orginal size. One of the most Important organs In the
bty the [hver Is the main site for catabollsm (the breakdown of
complex substances such as starches into sugars, proteins into
amine acids, and so on} and anabolism (the chemical conversion
of substances, such as constructing glucose from “free-floating”
hydrocarbons), Aside from its metabolic contributions to the
body, the organ also stores vitamins, aids in digestion, main-
tains blood sugar level, and filters toxins from the bloodstream.

Altering the metabolic functions of the liver Is not recom-
mended. Itis far easler and safer to effect metabollc rate changes
by modifying the endocrine systern (which regulates metabolic
activity). Bloware for the liver concentrates more on the filtration
and the detoxification abilities rather than the metabolic fea-
tures. Because the fiver s relatively durable and versatile,
augmentation is a relatively simple and safe procedure.

Irc '.'I""li.'."'l' £
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SECONDHAND PARTS

With the cost of original bioware so high, it is no surprise
that a market for secondhand bioware has developed. Usually
selling for 40 percent to 60 percent less than original parts, the
“used” bloware has the same Body Costs as the new. Some of
this bioware is sold by the orginal owner, but some of it s
“acquired” by more nefarious means. This latter means is known
as organiegging.

A piece of secondhand bloware will behave In a relatively
normal manner (depending on the gamemaster}—until it suf-
fers damage. Because the transplanted bloware is not im-
planted in the Intended user, it tends to suffer from trauma at a
more prodiglous rate. Add +1to die rofls when making Damage
Tests for secondhand bioware. On a result of 7, that particular
piece of bloware is considered “destroyed™; it is no longer
functional and cannot be repaired, only removed and replaced
(see Implantation and Repair, above, for more details).

Though a market exists for “generic” secondhand bloware,
cultured bioware has no equivalent market. Bioware is usually
homogeneous inits cellular nature and makeup. It s genetcally
“Indifferent,’” preciuding the problem of possible rejection by

the host body. Cultured bioware is, by definition, the exact
opposite—protein-typed and altered to match Its intended
owner down to the genetic core.

EQUIPMENT

Once removed from the body. cultured bioware has no
further function except as a source of recyclable materlals.
Generic bioware can be sold to organleggess of body shops for
5 percent to 30 percent of Its original cost (the result of 106
multiplied by 5 percent). Prices are negotiable, but may never
rise to higher than 30 percent of the original cost.

STANDARD REPLACEMENT PARTS

The advances in biotechnology have had a profound im-
pact on the buying and selling of standard (unenhancecd) body
parts to replace thase lost through physical/magical trauma or
il health. With the proliferation of quality bionetics, prices for
“wat-lssue” body parts have fallen dramatically: growwth time has
also been reduced,

Forced Growth multiplies the Body Part cost by lts Growth
Rating (choose up to a maxirmum of 10), and divides growth
time by this rating.

The following table replaces the corresponding rules on pp.
145-46 of the frst edition Shadowrun rules,

REPLACEMENT PARTS TABLE

Body Part Base Time Base Price

Small organ 3 weeks 7.500%

Large organ 5 weeks 15,000%¥

Hand/Foot 6 weeks 15,000¥%

Limb 8 weeks 25.000%
Grade Avallability Compatibllity Price
Clonal pMust be grown 100%: Base x 2
Type O S0R% 904 Base
Type G 75% 75% Base x 0.8
Secondhand  100% 30 x 5% Base x 0.4

The Compatibility of a Forced Growth Part is reduced
b twice Its Growth Rate.

Compatibility Fallure Under Stress
100P6 Mo chance
OO0 inG
TO-89% 2inG
A0k 3mb

01-3%% 4inb
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“Igor, I think I've created a monster...”
—~Doctor Victor Frankenstein, In the film Frankenstein

“The braln? From some Abby person...Abby Normal, I think...”
—dgor, in the film Young Frankenstein

Think of bioware as biologlcal cyberware. Bioware repre- The gamemaster |s free o make bloware products as
sents the pinnacle of modem medical technology, but It's stll in reliable or as quirky as desired (though not so unreliable that he
the testing stages. Because of that, some problems do exlistin the penalizes players unnecessarily).
application of bioware. Most problems stem from Inadequate What follows are descriptions of bioware products avall-
field-testing or unforeseen long-term effects, which are only able to the general public as of summer 2052.

showing up now because bioware is such a recent development.,
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syl PLATELET FACTORY

Platelet fuctories increase the body's ability to handle damage.

By selective enhancement, thrombocyte (platelet} production within bone marrow iz increased to o high level, resulting in the
formation of “platelet factories.” When the character takes physical damage, the increased level of platelets in the bloodstream stops
bleeding at the site, lessening the frauma from large wounds. A platelet factory removes 1 point of Moderate ar higher physical
damage. That is, a character implanted with platelet factories would mark off only 5 boxes on the Physical Condition Monitor for a
Serious wound, rather than the usual 6.

The high concentration of platelets in the bloodsiream can present the risk of thrombosis (the cloting/ coagulation of blood within
living blood vessels) and resulting embolisms, (blocking of the arteries). To counter this risk, the charoder must take specially failored
anticoagulonts on a regular basis. If the anficoagulant is not administered, moke a Body Success Test every twelve hours against a
TargetNumber 3, applyinga +1 modifier for each day the character has not taken the anficoagulant, I the test generates no successes,
the character has suffered a cardiac arrest or aneurysm stemming from an embolism. Assess immediately for Deadly Physical and
Mental Wounds. The anficoagulant must be taken once daily. It costs 20¥/dose for an injected formula, 25¥/dose for the orally
administered form.

Body Cost Price
A 30,000%
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SYMBIOTES 7

.,

.

Symbioes consist of a number of tilored microorganisms (nanites) that are introduced info the host subject’s bloodstream. They
so dramatically enhance the body's own regenerative functions that the host' s natural healing time is reduced for physical and mental
trouma. The l:gcm:crer must, however, toke in 50 percent to 100 percant more food and beverage io fuel the symbicte activity. (If
the individual also has a suprathyroid gland, note that the increased food and drink requirements are cumulative. That is, a character
with both Level 2 symbiotes and a suprathyroid would have o consume three times as much food and liquid as a “normal” person
of his/her same race, sex, and age.] As this enhancement does nat affect the stomach’s capacily, the increased demand for food
must be handled by either eating more offen or by ingesting an expensive [iriple normal food cost) diet of tailored nutrients.

If a charocter who has bath symbictes and a suprathyroid opts for the tailored diat, his/her totdl calculated food requirement
is halved; the individual in the above example of S}WEUIEE--E and the suprathyroid would have fo eat and drink only one and a half
imes as much as normal if toking the tailored nutrients. Lost blood volume due to physical trauma and bleeding does not offset symbicte
functioning unduly. The symbiotes will regenerate and grow in number along with the replenishing blood supply.

0% +50% A 15,000
70% +70% ¥ 35,000

level % of Normal Healing Time Food/Beverage Intake  Body Cost  Price
| :
2
3 50% +100% 1 &0,000¢
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Synthacardium boosts the heart's capabilities by boosting its ability to handle increased levels of activity.

Synthacardium consists of artificially enhanced myocardium, the muscle tissue that makes vp the heart, When added 1o the
structure of the heart, it enables the organ to perform at higher levels of strenuous activity with greater ease. Each level of
synthacardium odds +1 die to Athletics-based Success Tests and tasks. The character also becomes less prone o diseases of the heart
and other cardiac-related problems. Characters receive an extra die for each level of synthacardium in their heart for all for tesks fo
resist cardiac and circulatory-based condifions or ailments. (If a Level 1 synthacardium recipient also has platelet factory, but is
without his anticoagulant, he must add 2 dice to his rolls to resist the ill-effects.)

Level Additional Dice  Body Cost Price
1 +1 =2 &,000%
2 +2 3 1.5,000%
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Orihoskin weaves an energy-diffusing material under the skin that gives the recipient the equivalent of personal armer.

The ransharmation of skin into orthaskin is an extensive process. The individual's skin is peeled back section bﬁ« saction, and the
body's dermal |uyer is fortified by gratts of sythagen |a sirengthened and reinforced m||ngen-prn’rein derivativa), Hextin (a synthetic
and more resilient form of the elastin protein), and flakes of modified and laced cartilage. Much more durable and resistant o j’:rnnge
ond ervironmental extremes, orthoskin gives o character axtra levels of bath impact and ballistic armer, which is cumulative with
E:Iemu"y WO QTR .

Once transplanted, orthoskin grows like normal skin and is virtually indistinguishable from unaugmented skin; the underlying
subdermis is altered at the same time to enable it 1o sustain the new dermal architecture. An additional bonus from orthaskin is that
ony damage fo the body heals with lithe or no scarring. A disadvantage is that characters with orthoskin lose some degree of sensitivity
of touch because of the increaised density of the dermis. To reflect this, add the orthoskin level to the Target Number for tactile-based
Perception Tests |e.g., orthoskin-2 adds +2 ko such a Perception Test).

Orthaskin is not compatible with dermal armer.

Level Armor Body Cost Price
] +1 Impact 5 25,000%
2 +1 Impact, +1 Ballistic 1 &0,000%

3 +2 Impact, +1 Ballistic 1.5 100,000
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TAILORED PHEROMONES

ORDER HERE

RATINGS

Availability: 12/ 14 days

\ /

Itis possible to alier an individual's main sweat glands so that they will release discrete levels of specially designed pheromones
info the surrounding air. Only o few melecules of the pheromane are required fo trigger the effect, but no matter how low the
concentration of secrated pheromene, all persons in the area of dispersion are affected equally. Dispersion is largely dependent on
atmaspheric conditions Under average condifions (an open area with little or no wind), the area of effect extends from the source
of the released pheromones in a cirn:?e whose diameter is approximately 15 to 20 mefers. Mild air currents con increase the area
covered, but stronger winds will disperse the pheromones before they can toke effect.

The effectiveness of pheromanes depends on the olfuctory system of the targets; pheromones have no effect on individuals with
impaired olfociory abilifies or those unable o use their sense of smell [e.g., astral ravelers). Pheremones are also species specific;
although human and metahuman pheromones are similar, pheromones will have ne effect on non-humanoid creatures. {In related
species, such as human to melohumans, and metahumans fo different metohumans, halve the effect of the pheromones, reunding
down. ) Being individually discrete, pheromone augmentation canfinues to function even it the character is in the presence of another
character with tailored pheromones. Every level of failored pheromones adds a +1 to the recipient’s Charisma and Social Skill Tests.
Cultured pheromones are exceptionally powerful; double the normally acquired benefits, and extend ranges by an additional 50
percent.

Tailored pheromones have no effect on astral or conjuring abilities and skills.

Level Bonus Body Cost Price
] +1 Charisma/ Social Skill dice A
2 +2 Charisma/ Secial kil dice .3 45 000
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ADRENAL PUMP —

s ™

Legality Rating: SP-BE

Availabilin: 10/16 dﬂ‘lp"!-

The adrenal pump is a small, muscular sac implanted in the lower abdominal cavity and connected to sach of the twe suprarenal
|oradrenal) glands. When dermant, the pump concentrates and serves as a reservoir for the hormones adrenaline and noradrenaline.
When activated, the sac confracts, sending a surge of concentrates info the bloodsiream. Siress and other emational states such as
anger, fear, or lust will also acfivate the pump.

As the effects produced by hormones depend both on the amount secreted and the responsiveness of the organ or tissue in
question, the adual combat effectiveness of the adrenal pump is variable. Once active, roll 106 for each level of the adrenal pump;
the die result indicates the number of turns the hormones stay in the blood, and, therefore, the number of turns the bonuses will apply.
Each level of the pump adds +1 o Quickness, +1 to Strength, +1 to Willpower, and +2 o Reoction for as long as the concentrates
remain in the bloodstream. [Quickness raised in this manner does not also affect Reaction. ) When that time has expired, however,
the subject takes Deadly stun domage with a Power Level equal to one-half the number of turns the hormenes remained in the blood
{raund down) and a Stoging of 2 because of system shock and fatigue. For example, after four rounds of hormone-activation, the
attack would be 2D2 Stun. The character may roll Body dice fo resist the domage.

Onee the adrenal pump has discharged its load, it tokes approximately 10 to 15 minutes [9 + 1Dé] for the pump o regenerate
its supply. If the pump activates before the sac has been refilled, halve the regular number of hurns active {but not the fotigue afier-
effects). The pump cannct discharge more than ence during the same encounter. Studies have shown that high levels of adrenalin
and noradrenaline in the bloodstream contribute to high Eind pressure; speculation bosed on ovailable data alse points teward
higher incidences of cardiac-related problems siemming from long-term use. When the pump is working, subjects are also more prone
to crifical heart kailure through sheer overexertion. If a character whose adrenal pump is octivated completely foils o Body Success
Test [rolling all ones), he suffers immediate cardiac arrest |heart atiack/Deadly physical and mental damage).

Although normally triggered involuniarily, the adrenal pump con also be triggered on demand through the use of
adrenccorticotropic hormene [ACTH/ corficotrophin); inhalers with six doses can be acquired from various sources (see Compounds,
p. 89, for more details).

The Reaction increase does not affect the skills invalved in rigging ar decking. To activale or resist the activation of the pump,
the character makes a Willpower (6] Test. A Light wound of any kind autematically activates the pump, assuming the character is
aware of the dumuge,

level  Atiribute Bonus Body Cost Price
1 +] Quickness, +1 Sirength, +1 Willpower, +2 Reaction 1.25 60,000%
2 +2 Quickness, +2 Strength, +2 Willpower, +4 Reacfion 2.50 100,000
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SUPRATHYROID GLAND

RATINGS s ?
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Legality Rating: 6P-BB .
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Availability: 8/12 days i, )

Street Incex: 2.5 ! .. ' ’
k_ i L J

The suprathyroid gland is a regulating gland that is grown, then implanted on top of the thyroid gland in the body. This
suprathyroid gland supersedes the metabolic functions of the thyroid, optimizing catabelism (the breakdown of complex substances,
such as starches info sugars) and anabolism (the chemical conversion of substances, such as the consfruction of complex sugars) within
the body. The altered metabolism praduces more energy and effectively supercharges the recipient. Having o suprathyroid increases
all the subijsct's physical attributes and Reaction by +1. (Quickness raised in this fashion can alse increase Reaction.)

The benefits come at a price, however. Individuals implanted with o suprathyroid gland must ingest twice as much food and
beverage as the normal person fo fuel the higher metabolic rate. If the subject also has symbictes, the increased foed requirements
are cumulative. A character who has both a suprathyroid and Level 3 symbiotes, for example, would have to consume four times as
much food and beverage as a *normal” person of his/her same race, sex, and age. Because slomach capacity remains the same,
this involves either aating twice as often or else purchasing and consuming an expensive (iriple normol food costs) diet of railored
nutrients. If o character with both a suprathyroid and 5}-Tngbir:?a:. opts for the tailored diet, his folol caleulated food requirement is
halved. That is, someone with the suprathyroid and the symbictes-3 would have to eat and drink only twice as much as nermal if he
were living on the tailored nutrients. As most reactions within the body are exothermic [giving out heat), a person with a suprathyraid

ives off more heat, which permits observers with thermographic capability a 1 farget modifier to notice him or her. With the higher
%vels of energy available, characters with a suprathyroid have o tendency toward hyperactivity.
The Reaction bonus has no effect on rigging or decking.

Attribute Bonus Body Cost Price
+1 Bady, +1 Quickness, +1 Strength, +1 Reaction 1.4 50,000%
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TOXIN EXTRAGTOR

As the main site of catabalism, or the breakdewn of complex substances, in the body, the liver is the prime site of defense against
potentially toxic compounds and drugs. The toxin extractor is o specially culfivated cluster of cells implanted in the liver o greatly
improve the efficiency and to expand the spectrum of catabolic activity. Potential foxins that make their way into the bloodstream are
filtered out in the liver, and, with the aid of the extractor, are broken c?;vm into harmless fragments and then expelled. A subject with
an extractor can reduce the Power Level of a blood-borne toxin attack by 1 peint for every two levels of extractor in the body. For
example, in o 502 blood-toxin attack, o character with a Level 4 foxin extractor would resist against o 302 Daomage Code.

The maximum level of toxin exiractor that can be implanted is equal to the character’s unaugmented Body Attribute.

Body Cost Price
2/ level 24, 000%/ level

aes? Much |_'|'|;-|_':|_'--;-|
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PATHOGENIC DEFENSE
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The pathogenic defense augmentation involves an enhancement of the spleen, spearheading the production of more effective
and aggressive leukocytes, or white bload cells. These cells are then released into the bloodstream and lymphatic system o combat
disease and infection. When combating disease, allergens, microbiologicals, and other foreign particles [not including chemical
compounds), reduce the Power Level o? the attack by 1 for every 2 levels of pathogenic defense before making the character's
Resistance Test. That is, against @ 6D2 microbiological attack, a subject with Level 4 pathogenic defense would resist ogainst o 4DZ
Damage Code.

The maximum level of pathogenic defense that can be implanted is equal to the character’s unaugmented Body Adtribute.

Body Cost Price
2/ lavel 24,000%

-

O
¥
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GEREBRAL BOOSTER

Boosting the brain via a cerebral booster involves the intraduction of additional nervaus tissue, along with convelutions and gyri
{ridges and turrows), info the frontal lobes of the cerabrum. The extra cells and increased surface area improve the efficiency of
cognifive and other higher-level functions because the brain areas nugmented are those responsible for these functions. Subjects with
alevel | booster gain +1 fo their Intelligence Attribute; o Level 2 booster adds +2 to the recipient's Intelligence. The Intelligence bonus
fromaLevel 1 booster is not cumulative with thet given by a Level 2 booster, however. The more advanced booster-2 has the additional
advantage of o Task Pool. The levels of a Task Pool can temporarily add dice to a success test. (If a subject has a Task Pool of 1, for
example, he mo tempororily raise o skill level by +1 for a single test.} The Task Pool refreshes along with the other pools. Technical,
Knowledge, and B/R skills are the only skills that can be modified by the Task Pool. The ability 1o process data on @ higher level

inherently decreases Reaction time; Intelligence raised in this manner can alse increase the Reaction aftribute.

Level Attribute Bonus Task Pool Body Cost Price
1 +] Intelligence - A 50,000%
2 +2 Intelligence 1 B 110,000%




w0 [JU0[5] CYBERTECHNOLOGY GENETICS CHEMISTRY LAW  EQUIPMENT PAGE2] W

ORDER HERE DAMAGE [:“MPENSAT“H

days

Street Index: 2.5

The implanted ribbons of iransmissive nerve fiber that form the compensator bypass the safety-inhibitors that would normally
prevent individuals fram functioning while injured. Damage compensators allow their host bodies to act while suffering from physical
and/ar mental rauma. Compensaiors do not block the actual damage, only the neurclogical and physiclogical effects of shack and
faligue on the body. As long as physical or mental damage remain equal to or below the compensator's level, the character will not
suffer any of the penalties o target numbers or Inifiative that usually accompany damage. For example, o character with ¢ Leval 3
damage compensatar would take no Initiafive or target number penalties from damage if both his Physical and Mental Condition
Manitors stay equal to or below o Maderate wound. Once either type of damage exceeds the level of the damage compensator, the
character will suffer the full effects of the damage; the nervous signals will have become too intense to bypass. Physical and mentel
damage effects are freated separately for the purposes of caleulafing compensator action. (If physical damage exceeds the
compensator’s level but mental damage remains below the compensator’s level, the compensator will continue to block the effects
of mental damage, but the character will begin to lake the regular Initictive and target number pendlfies from suskaining physical
damage. )

The gaomemaster may wish to track the damage taken by a player charadter with o damage compensater, letting the player know
that & hithas eccurred, but not the severity. A Perception (&) or Biotech 2] Test could reveal the Domage Level of the hit{Light, Moderate,

of derious. }
Level Availability Body Cost Prica
1-2 &/6 days .2/ level 25,000%/level
5 10/4 days 2/level 50,000% /level
o 12/6 doys 2/ level 100,000%/ level

10 By s v o elein compensator implont B g
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By altaching a highly concentrated growth of gray matter fo the hippocampus region of the brain, the mnemenic enhancer can
increase the capacity for bath short- and long-term memary. A person with @ mnemenic enhancer is less likely fo forget events or
information that he/she encounters. For an Intelligence Test needed to recall a specific event or piece of information, the implanted
character receives a +1 die for each level of enhancement, In addilion, the increased refention of data facilitates the rapid
comprehension of knowledge and language skills; apply @ +1 die for every two levels of enhancement to Knowledge end Language
Success Tests.

The maximum level of mnemonic enhancer that can be implanted is equal to o character’s unaugmented Body Rating.

To remember something, the character must first have seen or experienced it. In general, the more specific the dmﬂﬂ,rﬁ& more
difficult it is fo recall. For example, to remember that @ car was involved in an occident, the Target Number is 2; it is 3 to remember
that the car was red, o 4 to remember the model, o 5 to recall that the driver was male, an 8 to remember seeing the lnng scrabch
on the side, and so on—assuming that the charocter noticed the detail in the first place.

Elapsed time is also an important factor in how difficult or easy it is to remember a particular fact. Apply 1 to the Target Number
if the event occurred within the past hour, +0 if within 24 hours, +1 for one week or less, +2 if within the manth, +3 if within three
months, +4 within four menths, +5 within eigh‘r manths, and so on.

Complexity of the item may also affect the Target Number. A single word with great personal significance might subltract—3 from
the Target Number, while a complex passage from a poem once memorized in high school mc.l}fgba +4 or greater,

Body Cost Prica
2/ level 15,0008/ level
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PAIN EDITOR
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A pain editor is o cluster of specialized nervous fissue designed to filler out specific sensory stimuli, Activation and deactivation
of the editor is a leamed reflex. When the editor is voluntarily triggered, the individual is no longer subject fo any sensations of pain,
including feedback pain. With the pain editor active, neither mental damage nor fatigue can render the chorocter unconscious.

Because the character can no longer perceive pain, the gamemaster marks off both physical and mentol damage inflicted on
the character, but does it out of the player’s sight. Note that the character is unaware even ug:mcks that hit (bullet wounds, a knife
stab, and so on), unless he can perceive them in ways other than by pain or factile sensation. He mig ht, for example, see the weapon
hit, note a big spreading spot of red on his white shirt, and so forth. Inifiative and target number penallies occompanying mental
damage are ignored; penalties resulting from physical domage are applied, but without the player’s knowledge (the modifiers would
give away the current damage condifion). Until the pain editor is actively disengaged, the character {and player} will have no ideo
of his current damage status, Uniil he collapses, that is.

Damage is taken and calculated normally. The only difference is thatt the characker remains unaware of the pain involved in being
wounded or fafigued. The effects of any sustained damage (initiative and torget number penaliies or unconsciousness) are applied
when the pain edifor is “switched off.* In addition ta the pain-blocking feature, the subject gains a +1 o Willpower when the edilor
is activated, but suffers a -1 Intelligence loss for the duration. Because the editor works by fillering specific sensory stimuli, @ slight
deterioration in the tactile sensitivity range also occurs. While the editor is engaged, the subject suffers a +4 fo all Target Mumbers
for tactile-based Perception Tests.

Aftribute Bonus Body Cost Price
+1 Willpower, -1 Intelligence b &0,000%
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REFLEX REGORDER

DRDER HERE

RATINGS

Legality Rafing Legal

Svailability: 5-8/6 da}rs

With this enhancament, exira neural moterial is deposited and grown in small clusters around each of the 31 pairs of spinal nerves
along the spinal cord. These clusters allow “memorization” of certain “learned” motor reHexes, and facilitates their execution. Each
recorder allows o characler to “learn” one Active or Vehicle Skill {excluding B/R skills) at a +1 die to all future Success Tests. Barring
extreme circumstances such as 5urgim| reprogramming, the reflex skill, once learned, ca nnatbe changed; thatis, each reflex recorder
modifies only @ single, pre-chasen skill. The modifier is “permanent,” and is opplied outematicelly frem that moment on whenever
the skill is used.

Recorders can be constructed in two sizes, thus &nnb“ng two levels of “memorization.” Lorge mosses are used fo augment
General Skills {Firearms, Athletics, and so on), while the smaller masses are associated with enhancing skill Concentrations [Pistols,
Jumping, and the like). Reflex recorders are not cumulative, and cannot be “stacked” to gain more than a single modifier to any single
skill. More than one, however, can be implanted to gain similar benefits for multiple skills. Skillwire systems are not compatible with
reflex recorders, and so recorders cannot be used to modify any skills acquired through the use of skillwires or skill hardwires.

Type Availability Body Cast Prica
Concentration 5/6 days 1/ recorder 10,000%/ recorder
General 8/6 days 25/ recorder 25,000/ recorder




SYNAPTIC AGCELERATOR
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With the implantation of a synaptic accelerator, the neural cells, which make up the spinal cord and ether main nerve trunks,
ore encouraged to replicate and lengthen. This provides a wider “data-path” for the Iransmission of impulses, and decreases the
amount of fime required for the signal to traverse the distance. Thus, more data can be sent from and received by the brain in o shorfer
period of time. Each level of synaptic accelerator adds o cumulative +1Dé o the recipient's Initiative. The synapfic acceleration process
is incompatible with boosted or wired reflexes, and cannot be combined with either to produce greater s,

This Initiative bonus does not assist in rigging or decking.

Level Initiative Body Cost Price
1 +1Dé 3 75,000¥
2 +2Dé 1.4 200,000%
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TRAUMA DAMPER

CHEMISTRY EQUIPMENT

| 4
| RATINGS
Availabilitg: 6/8 days
Streed Indlex: 2 i
\ A

Adamper is a clump of specialized receptors, implanted at the base of the thalamus, near the midbrain. Upon receiving sensory
information indicating fatigue, pain, or physical trauma, the dom per Iriggers the release of concentrated endarphins and enkephalins
[naturally produced opiates and painkillers). This may not remove or aid in the repair of physical damage, but at fimes it may keep
the character alive or conscious enough to deal directly with the cause of the inflicted damage. If the damage (per wound) is physical,
shift ane box of the indicated Damage Level from Physical to Mental; if the frauma stems from a mental cause, subtract ane box from
theindicoted domage. A troume damper adds +2 o the farget numbers for tasks that cause pain fo the character [e.g., interrogation
by forture), or it applies 0 -2 modifier to the target numbers needed to resist pain (e.g., Body or Willpower Tests versus the symptoms
ot o painful disease).

Becouse of the feedback-driven nature of the trauma damper, it cannot function properly when used in conjunction with an
achivoted pain editor, and, under certain condifions, a damage compensator, In characters implanted with o domage campensator,
the frouma damper will operate properly only when the compensator’s ability to handle both Physical and Mental Damage has been
exceaded [i.e., when the compensator fails because of excessive domagel.

Body Cost Price
| 40, 000%
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ORDER HERE

NEPHRITIC SGREEN

qality Rating LEg1:||
lebility- 4/4 days

With the installation of a nephritic screen, the kidney is rebuilt to enable a more effective cycle of filtration and reclamation, Finer
discrimination in the removal of waste products and the reckamation of useful materials extends o greater level of well-being o the
recipient. Characters possessing a nephrilic scraen add +1 fo their Body Atiribute for fests to resist toxins and pathogenic agents. In
oddifion, the screen acls to combat the effects of pathagens and blood-vectored toxins. Reduce the attack’s Power Level by 1 point.

Body Cost  Price
4 20,000%
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EXTENDED VOLUME g

RATINGS

legality Rating: Legal

Availabilit: 4/4 days

Although the volume of the air contained in the lungs of an average adult is approximately 2.5 liters, the actual tidal volume
[the amount of air that enters and leaves the lungs with each breath), is only _5 liters. By augmenting the amount of flex in the
diophrogm, it is pessible to increase the fidal volume, thus increasing the efficiency of gas-exchange and, as a result, enhancing
stamina. An averoge adult can hold his breath for approximately 45 seconds; each level of extended volume increases the amount
of ime o person can hold his breath by an additional 45 seconds. Individuals with extended volume augmentation may alse apply
modifiers to farget numbers in fests of staming (based on the particular rating of the system anhancement].

Level Breath Modifier Body Cost  Price
1 +45 saconds -1 2 8,000Y
2 +90 seconds -1 3 15,000%

| 3 +135 seconds -2 4 25,000¢
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RATINGS

Legality Rating: 5-BB
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Street Index, 3

A foxin exhaler is a sac lined with specialized and genetically ailored cells that is implanted in the neck above the larynx (voice
box]. The cells that line the sac ore gengineered to produce a single specific toxin of the recipient’s choice. The foxin is stored in the
sac until the character wishes to expel the taxin cutward. The toxin is expelled by Iriggering “learned” reflexes; essentially, a massive
contraction of the diaphragm, followed by an immediate relaxation, causes a sudden deep breath, followed by o strang exhaling
action. The sphincters, which normally keep the sac closed, open slightly during the exhalation, and the resulting efect is much like
an aerosol. In average atmospheric conditions (an open area with litle or no wind], the cone ol effectis similor lo an equilateral triangle
measuring two meters on each side.

The sac can manufacture only one type of toxin, the ane the recipient chooses prior to implantation. Except for remeoval and
replacement of the scc, the toxin cannot be changed or altered once implanted. To prevent occidental injury from the internalized
foxin, the character is alse parfially “immunized” against the toxin, If exposed to the same specific toxin (even if it comes from ofher
sources), the charadter receives double his “natural” Body Rating |re augmentation) to resist,

The character makes o Guickness |4) Test to hitan intended target, Add +1 to the Target Mumber per one-half meter to the farget,
Maximum range equals one-half the unaugmented Body Attribute of the implanted character {round down) in meters.

Body Caost Price
& 30,000% + (100 times cost of 1 dose of toxin]
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a 352 Damage Code.
Body Cost

2/ lavel

Price

30,0004/ level

Traps and filkers are implanted at the top of the trachea just below the larynx {(veice bax). This cluster of specialized tissue absorbs
aitborme impurities and keeps them from reaching and subsequently affecting the lungs. Solid matter (smoke, pollen, dust, and so
on} is easily blocked and expelled with outgoing breath. Gaseous compounds are renderad inert or less effective through the various
chemical reactions performed by the filters. Though breathing becomes difficult, the subject will suffer fewer ill-effects (unless the gas
itself is inert). Impurities of bacterial size and smaller are not affected by tracheal filters. Each level of filtler acts to resist
nonmicrobiological air-vectored attacks. Reduce the Power Level of such an attack by one-half the level of the filter (round dewn) of
the character making the Resistance Test, That is, againsta 552 gaseous attack, an individual with & Level 4 tracheal filter resists against

PAGE 33 =

BIOWARE: RESPIRATORY
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ENHANGED ARTIGULATION
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ity- 5/6 days

Enhanced arficulation is @ combinatien of a number of extensive procedures, including joint-surface coating, relubrication, and
tendon/ligament augmentation; these procedures result in a muscle and joint system of extreme Ruidity. En hanced arficulation allows
a charocier to execute motion-intensive skills [Active Skills) in a more precise and speedier foshion. Possessors of enhanced articulation
rell an odditional die when making any Success Test involving an Active skill. |An individual with Athletics 4 and enhanced
articulation, for example, rolls 5 dice when making an Athletics Success Test.} Enhanced articulation alse adds a +1 to the Reaction
Attribute. Studies show that individuals with enhanced articulation may be immune to many arthritic condifions os a long-term side
effect of augmentation.

The Reaction bonus given by the augmentation has no effect on rigging or pure cybernetic decking. .
Abribute Bonus Body Cost Price
+1 Reaction b 40,000%
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ORDER HERE

MUSCLE AUGMENTATION

The process of muscle replacement has been slowly evolving toward the procedure now known as muscle augmentation. With
the development and improvement of bissurgical techniques, the actual removal and replacement of the natural muscle becomes
obsolete and unnecessary. Using a biclogical weaving treatment, an air-injected fluorinated polymer [Teflon™!} known os Gortex™
is braided into existing muscle fibers. Gortex, which is chemically inert, is more than four times as strong as natural muscles and
ligaments, and, when braided into cables and incorporated into existing tissues, it can increase muscular system performance
enormously. Muscles may be enhanced in this fashion to a maximum Level 4 augmentation.

Guickness acquired through muscle augmentafion can increase the calculated Reaction Rafing.

Bonuses accrued through muscle augmentation do not affect rigging or decking except as they help the character lift bigger
engines or carry heavier decks.

Attribute Bonus Body Cost Price
+ Quickness & +1 Strength/level B/ level A5 000 level

L
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“Gentlemen, we can rebulld him. We have the technology.

Better. Stronger. Faster.”

—scar Goldman, “The Six Million Dollar Man”

“Better to be filled with steel than to be Alled with lead.”

—Sitreet adage

“Better you than me.”
—Inner-clty graffiti

Biotechnology and organic modification are perfect ve-
hicles for optimizing human/metahuman body performance
without straying too far from nature's original course, As good
as the human body is, it definitely falls short of perfection in
terms of design and execution. And no matter how intricate and
capable bioware becomes, there will always be many things
that the body cannot, and was never Intended. to do.

Cybemetics bridges the gap between Intent and function.
With silicon and steel, man can achleve goals only dreami of in
ages past. Cyberware is not limited by the parameters of flesh.
If it can be built, it can be implemented,

Though superior in its performance, cyberware largely falls
when it comes to subtlety. The nature of the components
themselves makes complete integration into the body difficult.
Mo matter how well-disguised, cybernetic parts will always look
somewhat out of place (too smoath in motion, too quick o
react, too perfect in appearance, and so on}. Though cyberware
is cheaper to build and implant than bioware, its inorganic
composition and the inherent invasiveness ofits integration into
the body extract a high price in Essence.

THE MECHANICAL ADVANTAGE

Much of cyberware's ability to out-perform its biologlcal
counterparts stems from the fundamental differences In con-
struction material and intention,

The human/metahuman body has evolved with adaptabil-
Ity as its prime concem. It is a multipurpose Instrument, able to
handle rost situations with at least a modicurn of ability and
therefore a modicurn of success. The ingenious design of the
huran hand, for example, makes It well-suited to handle just
about any manipulative task. In contrast, cybemetic prosthetics
(and maost tools generally) are designed to accomplish specific
tasks or functions. Adaptability Is sacrificed in favor of designing
a device that excels at Its deslgnated purpose. A wrench, for
example, can turn balts tighter and loosen stuck bolts with
greater ease than a bare hand can, but it is good for little else.
At a more basic level, cybemetic components, by their nature
and design, can be packed with more performance-boosting
hardware than blological systems can afford. For one thing, Itis
not necessary to deslgn biological life-support processes into
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cybemetic components; additionally, each component is cre-
ated as a singular, free-standing module. As a result, cybernetic
systems can be specifically constructed to get as much perfor-
mance as physically possible from thelr component volume.

Added to the benefits inherent In the cybemetic deslgn
phillosophy is the intrinsic strength of the construction materials
themselves. Stronger materials imply higher tolerance factors,
grearer flexibility, and much more. The inorganic materials of
construction, combined with the lack of any direct nervous-
system feedback of an internal nature, allow forces to be applied
and utilized that would normally cause serious injury to biologi-
cal components, Most cybemetic prosthetics, for example,
have only basic surface-tactile feedback, although more com-
plex nervous arays are always available.

HUMAN/MACHINE INTERFACE

Because cybernetlc augrnentaton |s not limited by the
constraints of flesh, it does not face the obstacle of discovering
how the brain thinks, percelves, and reacts. It Is the job of
cyberware to manipulate the braln to think, perceive, and react
Inthe manner that one wishes, That is why the interface between
the nervous systerm and cybernetic implants is the most crucial
campanent of the pairing, Stimuli and information gathered by
the prosthetic is passed on to the brain through the interface.
Comespondingly, the brain controls the actions of the prosthetic
by means of signals that are interpreted through the interface.

Without a well-designed Interface, the braln could not
readily interpret incoming data. Electrical signals must be
converted Into Impulses that the brain can decode and easily
understand—an Intricate combination of electrical and chemical
commands. Conversely, the interface must also be able o just
as easlly convert the brain’'s commands into the language of
electronlc pulses that drives the machinery of the Implanted
cybemetics. It Is the Interface that ghves cybernware much of the
potential to outperform the human bochy.

The Interface Is also the most vulnerable component in any
given system. Because so much depends on the proper func-
tioning of the Interface, the effects can be dramatic if something
goes wrong. Depending on which subsystemn is hooked into the
unit, the results of a damaged or malfunctioning interface can
range from physical paralysis to sensory deprivation and pos-
slble neurosis.

Because of the differing natures of cybemetic augmenta-
tions, a variety of interface units are necessary for proper
cyberware functioning. Each subsystem type must connect to 4
separate Interface module, one for bodyware, one for headware,
one for matrixware, and one for senseware. There is no addi-
tional cost for such modules,

CYBERNETIC SUBSYSTEMS

The four types of cyberware augmentation are Matrix-
oriented, cerebral, sensory, and body-functional. Each sub-
system type uses a separate interface, though any bodyware
that requires no overt control or cerebral feedback (dermal
plating, bone lacing, and so on) does NOT require a link to an
interface, Once a particular interface has been installed, all other
cyberware of that type can usually channel through that Inter-
face. Once a character has cybereyes, for example, he does not
need another sensory interface to later install audio cyberware.
He simply uses the unit implanted with his cybereyes,

BODYWARE

Bodyware Is the most diverse of the four categories,
covering everything from dermal armor to wired reflexes. It
ranges from enhancements and augmentations to the func-
tional capabilities of the human/metahuman machine. It is
bodyware that is most responsible for the colorful and larger-
than-life reputation cybemetics has for doing the impossible.
Though the stories are largely exaggerated, most are based on
solid facts. Cybemetic bodyware does permit one to run faster,
leap farther, and take a great deal more punishment. One
cannot, howewver, toss trucks with impunity, outrace a
Lamborghini, or land on one's feet from 20 stories up. Not, at
least, without expecting to suffer some ill effects,

For bodyware, the weakest link Is the frailty of the human,/
metahurnan form. Performance levels could be pushed further,
but then the body ltself would begin to suffer. Flesh can only be
reinforced and strengthened so much before [tls ne longer flesh.

HEADWARE

Cerebral cyberware focuses mainly on data and calculation.
Stressing augmentation over replacement, headware improves
systemn performance by taking over repetitive and heavy com-
putational tasks, leaving the creative processes solely in the




INTRD

domain of the biological. Normal bodies ignore about 90
percent of Incoming sensory data, but with subprocessors
implanted ta handle peripheral functions, the organic brain Is
free to concentrate on more important matters. In a simllar
manner, other subprocessors can take over the body's auto-
nomic functions, further liberating the brain's processing time
and power for other tasks.

The interface between headware and the brain is the most
complex and delicate of such linkages. Integrating the cold,
loglcal calculations with the hot, inspirational Aashes is difficult
at even the simplest of times. When both systems are working
at thelr peak, information overload becomes a severe problem.
When the Interface has been calibrated correctly, however, the
resulting synergy between man and machine s mere than
worth the effort.

MATRIXWARE

Intemalized equipment designed to work the matrix from
a mobile environment is a relatively new advancernent In the
field of cybemetics. Matrixware puts the decker into the field,
while keeping him relatively unobtrusive. Instead of having to
lug around a large portable deck, a decker with matrixware
compaonents can plug directly into a system. If equipped with
the proper equipment, he can run the Net from virtually
amywherne,
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Matrbeware Is similar in structure to regular cyberdeck
hardware. It Is modular, with the individual parts combining to
form a working deck. Unlike cyberdecks, the only way to
upgrade previously implanted matrixware is to surglcally re-
move and relnstall it. Like cyberdecks, matrixware Is quite
expensive at the high end.

Damage to matrixware components may occur through
both physical trauma and Matrix combat.

SENSEWARE

The superlority of cybemetics over biologicals is most
evident in the realm of sensory enhancement, Cybertechnology
can readily rebulld any of the organic sensory collectors to
Include a wider array of sensitivity and function. Not only can
existing senses be augmented, but new senses can be added as
well, Almost any information-gathering device can be inte-
grated Into the human/metahuman sensory system. Ifit can be
hooked Into the sensory interface, it can function as a sensory
Input device.

Nowhere is the power of interface technology better demon-
strated than In senseware implants. By interpreting the: recehved
sensory information intoa form recognlzed by the brain, senseware
allows the individual to observe and participate in worlds previ-
ously dosed to the hurman races—the worlds of infrared, ultravio-
let, super and subsonics, to name just a few,
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CYBERSYSTEM IMPLEMENTATION

The Integration of man and machine occurs on a very
Intmate and delicate level, one far more subtie than a surgeon
with a scalpel could hope to achieve. It's true that a surgeon can
positlon the cyber components within the body, but the Job of
actually linking the cybemetic device to the human,/metahuman
nervous system is left to genetically englineered microsurgical
units called nanites.

Manites are small. single-cell organisms that come In many
varieties. Two specific types are directly Involved In Implanta-
tlon surgery: threaders and coaters. A threader's outer protein
shellfwall is Impregnated with an Inorganic conductive mate-
ridl, usually platinum or gold. The internal metabolism of thread-
ers has been altered to functlon only on beta-galactose (a sugar
derivative that forms only rarely under natural conditions).
Through the implantation of a “sulclde gene,” the threader's
metabolism has been additlonally altered so that, in consuming
the b-galactose, It produces a toxin, which, in time, accumu-
lates within the threader and will eventually kill it.

When an Individual is reacly for the final stages of cyberware
integration, b-galactose is introduced into his bloodstream and
guided Into the requisite pattern through the use of NMR
(nuclear magnetic resonance) devices. Threaders are then in-
[ected into the bloodstream. The nanites converge and congre-
gate at the b-galactose sites and eventually die from the self-
precduced toxins. A simple enzyme treatment then dissolves
away the protein shells, leaving a surface-bonded layer of the
pladnum or gold conductive material that was impregnated
within the threader’s cell wall. As a final step, coaters are then
released Into the bloodstream. These nanites are attracted to the
conductive materdal left by the threaders. They will attach
themselves to it before dying, leaving a protective protein
sheath.

Byvarying the inorganic material contained in the threader's
wall, the NMR-guided pattern of b-galactose laid down, and by
repeating the process, it is possible to lay down anything from
a simple rransmissive fiber to a complex microprocessor. De-
pending on the complexity of the connections, the entire
Integration process can take anywhere from one hour to three
days, during which the subject must remaln more or less
motionless. This time is added to the normal recovery perlod for
surgery. (Se¢ Heallng Table and Elective Surgery, pages 143
and 144, Shadowrun, for details).

At some point, an individual may decide to remove one or
mare of his cybemetic augmentations. The most common
mative is the desire to upgrade the unit. Whatever the reason,
removal of such an implant Involves a visit to the doctor.

Removing previously implanted cyberware does not bring
a returmn of the Essence spent for that cyberware. Essence, once
expended, Is gone forever. Under ideal clrcumstances, the
character now has an “open slot” equal to the Essence cost of
the removed system. If, for example, a character with an
Essence of 3.5 removes a cybereye (0.2 Essence cost), he now
has a slot of 0.2 Essence Into which additional cyberware can be
“installed.” That Essence does not retum: the character's Es-
sence Rating remains at 3.5. If no new cyberware s Installed In
thar slot, the character’s Essence remains at 3.5 forever,

Since the world is not ideal, the character does risk losing
extra Essence during the surgery to remowve the cyberware,
Make a S5uccess Test based on the performing surgeon’s Blotech
[B/R) or Cybernetics (B/R) Skill, whichever is lower, against a
Target Number of 10 minus the patient’s current Essence (round
clowwn, ) IF the test generates no successes, the character has lost
an additional 10 percent of the Essence cost of the cyberware
(round up to the nearest tenth). This lost Essence does not
become part of the open slot, but is gone forever, Reduce the
character's permanent Essence by the lost amount,

[fupgrading, continue with the procedures described on p.
97, Street Samural Catalog. Like bloware, pieces of cyberware
such as reflex enhancers, once Implanted, cannot be removed
without harming the owner. The gamemaster Is the final arbitra-
tor on which cyberware Is removable In his game.

SYSTEM DAMAGE

Although cybemetic systems can outperform biological
systems, they are also more prone to fallure through system
damage because they lack bloware's Intrinslc capacity for self-
repalr. In the event that any single wound Infilcts Serfous or
Deadly physical damage, check for possible systemn damage.

If the result was a Serious wound, roll 106 and subtract 4,
for Deadly wounds, roll 1D6 and subtract 2. The die result
Indicates the number of potential components that might have
been damaged. Having determined this number, learn what
specific cyberware is affected by rolling randomly or simply by
gamemaster flat. (See also pp. 9395 of Street Samural Catalog
for more on one method.) Cortex bombs, fingertlp compart-
rments, and other such cyberware chosen by the gamemaster




cannot be damaged in this fashion, and are not consldered
when determining possible system damage. If the random roll
generates a repeat result, conslder it a "No system hit™ for that
particular roll,

If the die result indicates that at least one system has
potentially been affected, there Is a 1 in 36 chance that an
interface module is armong the components affected. To deter-
mine whether an interface unit has been damaged, roll 2D6. If
the result totals a Z, one of the neural interfaces has been hit. Roll
randomly to determine which interface.

Mext, roll 106 for each affected component to determine
the extent of damage:

0 = No damage
1-Z = Light

34 = Moderate
5 = Serious

6 = Deadly

7 = Destroyed.

For custom cyberware, alpha or beta grade, make the
Damage Resistance Test described on p. 98 of Street Samural
Catalog, Each success reduces by 1 the Damage Level given
above. None of the cyberware presented in the book Is currently
available In either alpha or beta grades.

Onee a systemn suffers Light damage, it operates at 50
percent efficlency until repalred or replaced {all bonuses are
halved, dropping fractions). For example, a smartgun link with
Light damage is only —1 to the Firearms Success Test Target
Number, instead of the normal -2 If the damage is Moderate (or
later accurmnulates to the Moderate level), all bonuses, features,
and narmal operations cease to function. The aforementioned
smartaun link would then be at -0 to the Target Numbers, and
would stop giving any data to the linked character. At the
Serious level, moderate systemn feedback from accrued compe-
nent damage begins to Impede overall performance. Add +1 to
Target Numbers for all rolls the character makes; this penalty Is
cumulative with all other penalties, including other damaged
systems. At the Deadly wound level, system feedback goes
wild, severely affecting overall performance; the Target Number
penalty increases to + 2. This penalty is also cumulative, .2, twWo
systerns at Deadly wound level add +4 to all Target MNumbers,
in addition to any other penalties normally suffered. [F the
damage level exceeds Deadly in severity, the component is
considered “destroyed,” negating all penalties from the unit’s
adverse system feedback.
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Resolve damage to Interface units separately. The effects
are similar to those in specific system hits, but affect all compe-
nents connected to the damaged module. That is, if the sensory
interface suffers a Light wound, all the senseware augmenta-
tions would behave as if suffering a Light wound, Including the
+1 Target Number penalties for each connected system. How-
ever, damage inflicted in this manner is "virtual” damage (as
only the Interface suffers any real damage), It is not necessary to
repair systems affected by damage to the confrolling interface,
and penalties disappear as soon as the damaged module s
repaired or replaced. If a connected system Is already at the
same damage level or higher, it operates at the higher penalty.
For example, if a cybereye with Deadly damage Is connected o
a senseware Interface with Serious damage, the cybereye
operates at a +Z penalty rather than a +1.

Repair of cybemetic systems is relatively stralghtforward,
For all tests pertaining (o cyberware Implantation/removal/
repalr, use the attending characrer's Biotech (B/R) or Cybemet-
ics (B/R) Skill, whichever is lower. The Target Mumber for repairs
are 2 for Light damage, 3 for Moderate damage, 4 for Serious
damage, and 8 for Deadly damage. A destroyed component
may not be repaired. only remaved and replaced (with no return
of any Invested Essence), For repairs of custom Cyberware,
double the Target Number for alpha grade, and triple it for beta
grade systems. Base repalr time for Light damage is equal to
rwice the base (unmedified) Essence cost of the component in
hours. For Moderate damage, double the needed time, triple for
Serigus, and quadruple for Deadly. Each success resulting from
the Repair Test reduces the time required. To determine the
actual repair time, divide the base repalr time by the number of
successes, Repairs to cyberware components do not cost adidi-
tional Essence, and Magic loss is not possible.

Cost for repalr parts are determined from the original cost
of the component. To calculate cost for parts, multiply the
original cost by 0.05 if the damage Is Light. 0.1 If Moderate, 0.2
if Serious, and by 0.4 If the damage Is Deadly, Labor costs are
derived from the attending character's procedural skill. Base
labor rates are S50¥ for each skill level per hour, i.€., labor for a
three-hour job by a Skill Level & cybertechnician would cost
OO0, This rate Is further modified by the quality of facilities
available and by other market conditions.

In terms of repalr, reat interface modules as having an
Essencecost of 1, anuyen cost of 20,000¥, and as being of alpha
grade,
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“I'if have one of those, and two
Definitely two of those!”

—Bolt, Hermetic mage

Cyberware is the ultimate gestalt of man and machine. And
if technology is a representative index of the level of a clviliza-
tion. cybertechnology presents a disturbing picture, It reflects a
high level of knowledge and sophistication, harmessed to take

of those, and oh yeah! Two!

—Toymeister, Gadget aficlonado

“Sounds wiz...but Is it Essence-friendly?”

mankind to the edge of perfection—and a society that uses this
perfection to kill,

With the right cyberware, one could be the fastest, stron-
gest, and the deadliest. All it costs is humanity, and In 2033,
that's a falr rade to stay alive.

S i A
e ;
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sl BONE LACING

ty Raling: 6P-CA/
B/C
ty: 5/14 days
15

Bone lacing is a lengthy and expensive process in which the cellular structure of the subject’s bones is augmented with latfice
o chains of reinforcing plastics and metals fo improve the bone’s infegrity and lensile strength. There is some weight gain; weight added
this way counts loward calculated encumbrance (plastic, +5 kg; aluminum, +10 kg; titanium, +15 kg). Along with plastic derivatives,
aluminum and fitanium are the only metals that have proved suitable for the procedure to date (with fitanium obviously being the more
expensive). Plastic or aluminum lacing adds +1 to the character's Body Attribute; fitanium adds +2. Aluminum lacing also gives one
level of impact armor, while fitanium lacing adds one level of impact armor plus an addifional level of ballistic profection. Armor
gained in this fashion is cumulative with worn armor. P
Unarmed blows by persons with plastic bone lacing are af {Sir + 1]M2, (5t + 2)M2 for aluminum, and (Str + 3JM2 for filanium.
Lacing makes benes virtually unbreakable by conventional standards; loced bones can still be broken if a large enough deliberate
force is applied. The Barrier Rating for plastic is &, for aluminum 8, and for fitanium it is 10. Aluminum and fitanium lacings will show

up on conventional mekal datectors.
A character with bane lacing can also choose te have his unarmed blows do physical damage, but the Power Level of the attack

is halved (round up),
Material Bonus Unarmed Blow  Essence Cost  Price
Plastic +1 Bc-d}" (5tr + 1)M2 50 75008
Aluminum  +] Body, +1 Impact (Str + 2)M2 1.15 25,000%
Titanium +2 Body, +1 Impadt, +1 Ballistic [Str+ 3)M2 2.25 75,000%
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HYDRAULIC JACK

ORDER HERE

When installed in standard cyberleg replacements, o hydraulic jock dramatically increases leaping capability. A character
equipped with a hydraulic jack multiplies his normal maximum leaping distance or height by the jack's level to determine the new
fimits. A Level 3 hydraulic jock, for example, triples the distances and heights normally achieved. Hydraulic jacks can only ba installed
in a cyberleg.

‘R’ﬂ chligrudeq' con manage fo land on his feet, hydraulic jacks can also absorb some of the impact invelved in a fall. {Landing
on one's et needs a suecesshul Athletics {5) Test for o height of 5 meters or less, +1 to the Target Mumber for every odditional 4 maters.)
Reduce the Power Level of the fall by the jack’s level. Landing successfully on his feet ofter an BD2 fall, an individual with Level 2

hydraulic jacks only suffers the effects of o 4D2 fall.

Essence Cost Levels Prica
25 14 5,000 level

FALLING
All falls have a damage code of D2, with the Power Level of the fall's “attack” being one-half the number of meters follen (round

down). The character may use body dice in the Damage Resistance Test to reduce the damage. Subtract one-halfthe character's Impact
Armor Rating (round down) directly from the Power Level of the fall. Athlefics Skill may be also used. Make an Athlefics Skill Tast (or
appropriate Conceniration/Specialization) against a Torget Number equal to the number of meters fallen. Subtract each success
generated directty from the Power Level of the fall before the Damage Resistance Test. The player cannot make both this test and the
Athletics Test ko the hydraulic jack: he must choose one or the other.
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sl MEMORY

8

Advances in computer micratechnology and high-density optical chemistry have made internal memory more “Essence-friendly,”
: with a relafively small increase in its monetary cost. All memery is implemented in a first-in-first-Filed [FIFF) architecture that fills ol
i available space to ensure the fullest possible use of existing memory. As data accumulates, however, it takes longer to sift through
the memory banks fo retrieve requested information. System load delay (SLD) can be calculated using the simple formula: SLD = MpU/
250 (MpU is the number of megapulses used). System load delay is measured in turns. As internal memory is infrinsically faster than
the memory usad to produce skillsofts, it is generally recommended that skillsoft users upload them into internal memory fo reduce
the amount of delay time. Installation of an /O subprocessor unit can alsa reduce SLD.

Essence Cost Price
Mp/ 300 Mp x 150%
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DATAJACK

As cybertechnology and cyberware have grown in sophistication, so has the ubiquitous datajack. An improved datajack can
now increase performance levels by increasing iﬂ dato flow rate (DFR), measured in megapulses per turn, Once a datajack has been
installed, the user shill needs an Input/Output control device (an encephalon or |/ O subprocessor] implanted before he gains full access
to all infernal memory and headware peripherals. Information can be uploaded, downloaded, and otherwise manipulated ot a rate
equal to the datajack’s DFR. The jack’s DFR cannct be boosted by the addition of an 1/O subprocessor or by any other means except
Ihrougf-lh a direct datajock upgrade.

The deatajack listed in the Shadowrun rules has o DFR of 25 and comes with a level 0 I/O processor SPU.

Level DFR Essence Cost Price
1 25 A0 S00¢
2 50 15 1,000%¢
3 75 20 2,000%
4 100 25 4,000¢
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ORDER HERE

eqolity Raofing: Legal

Availabilite: 3/72 hours

Street lndex 9

\ S

Designed to replace the cutdated chipjack, a sofflink contains all the necessary hardware for the human brain fo interpret and
utilize skillsofts and datachips, theugh using Active skillsofts still requires the installation of skillwire systems. Becouse the softlink
adapter can handle up to four chips in any combination, it is no longer necessary fo install more than one port o benefit from fhe
use of multiple skillsofts. Like all systems, however, as the processing oad increases, so doas the system load delay (SLD). The more
megapulses the sollink must process, the slower becomes fhe response fime. Calculate softlink system load delay (SSLD] in urns with
the formula: SSLD = MpL/100 (MpL is the megapulse load, the total number of Mp of information stored in all the data,/ skillsofts
plugged info the softlink]. Because the softlink system is external to all other headware systems, SSLD is separate from headware system
delay (i.e., an individual can have two delay numbers, one for his soflink system and one for the rest of his headware). To decrease
SSLD requires the addition of an 1/O subprocessor unit. If desired, more than one softlink may be implanted.

Level Ports Essence Cost Price
1 1 5 1,000%
z . 20 2,000%
3 3 .25 4,000¥
4 4 30 B,000%

e
i

2
- CYRERWARE: HEADWARE R
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ORDER HERE

=\

ing: Legal
4/10 days/
12/20 days

The venerable skillwire system has recently been upgroded and enhanced to bring it on par with current technology. Required
for the use of Active skillsofts, the skillwire system translates the mnemonic coding on rﬁa <killsoft to real-time neurological impulses
and thus to physical activity. The lotal ratings of all the skillsofts in use ot any one time may not exceed the Tolal Ratings copability
otthe system. Skillsofts, regardless of whether inserted into o chipjack, sofflink, or uploaded into headware memory, can only be used
at the rafing for which they are coded. Use ot o reduced rating is not possible.

Skillwire Classic systems, like those listed in the Shadowrun rules, con only handle up to their level in total accessible skillsoht
ratings.

Level Essence Cost Total Ratings  Legality Availability Price

1-3 Level x .10 Level x 2 Legal 4/10 days Level x 15,000%
d-6 Level x .20 Level x 2 6P-CB 5/10 days Level x 125,000%
79 Level x .30 Llevel x 2 4P-CB 12/20 days  Level x 1,000,000%

......
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ORDER HERE

doys
Street Index: 1.25

J

Memories on & chip. When used in conjunction with the proper headware and bodyware, skillsofts allow users to knew and do
things they never learned themselves. Because a skillsoft's “memory imaging” encoding differs rodically from actual memories or
learned experiences the user may already have, the skillwire system must override the user's own reflexes, abilities, and memories,
forcing him fo rely on the encoded capabilifies. If a skillsoft duplicates a skill that a character already possesses naturally, only the
ski“s.o?r’s rating applies. The character loses his natural ability for the duration of the skillsoft access.

Skillsots come in three types. Aknowsoft replicates Knowledge Skills like Science or Mental Skills. A subclassification of knowsoft
are the linguasofts, which allow language use and replicate a Language Skill. Adatasoftis raw data, pure information like that found
in & textbook. Ne application or comprehension ability comes with the datasoft, just the data. Anoclivesoff replicates an Active Skill
like Combat, Physical, Technical, or Vehicle Skill.

To access a knowsoft requires a chipjack, sofflink, or uploading inte memory for access with an encephalen. Datasofts can be
accessed through a datajack, chipjack, or softlink to o display or datasoht link or info headware memory and out o a display link
or datasoft link/encephalon. Skillwire systems are required for the use of activesofts.

MEMORY REQUIRED
in Megapulses)
Skill Type Rating
1 2 3 4 5 . 7 8 9 10
General 10 20 30 200 250 300 700 BOD 00 2,000
Concenfration & 12 18 120 150 180 420 480 540 1,200
Speciglizafion 4 8 12 a0 00 120 280 320 380 800
Language 3 & © 24 30 3 70 80 S0 300
SKILLSOFT COSTS
Type Availability  Cost
Knowsoft 5/4 days Mp x 1.50%
Linguasaft &/ 34 hours Mp x 50%
Datascf 4/4 days Varies with value of data

Activesoft &/4 days Mp x 1008
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RATINGS

legality Rating: Legal

Availability: 6/12 days

Street Index: 2

An encephadlon is o combination microcomputer and expert system that permits the brain to access all infernal memory stores
and functions. It operates as both a buckground processor and an inferpreter/host system for skillsobt programs.

The microcomputer uses its processing power o augment the user's own information-processing abilities, providing bonuses fo
the owner’s Intelligence for certain Technical, Knowledge, and B/R Skills {Intelligence raised in this fashion can increase the character's
Reaction Rating). Levels from an encephalon’s Task Pool may be used as bonuses to the user’s skills (lemporarily adding to the number
of dice rolled for any Skill Test). The Task Pool is refreshed along with all other dice pools.

The encephalon also has a hardwired skillsaft host system similar to that of the softlink system, allowing use of both external and
uploaded skillsafts. An encephalon is needed to use uploaded skillsofts. The data contents will be present, but the “naked” brain is
unable fo comprehend Hm:j?:m in such a row form.

An encephalon precludes the need for a softlink to make use of datachips or skillsahts. Limits do exist for using the encephalon
in this way, however, A character can plug only ane datasalt or skillsoft into the datajack at any given time, and the additional data
lood adds to SLD rather than being considered separately, {To calculote the effect of o datasoht ar skillsoft' s use in this way, multiply
the chip’s Mp Rating by 2.5 and add the figure fo the MpU. } This being the case, persons who are contemplating heavy use of external
skillsahts or datachips are encouraged to purchase a softlink rather than relying purely on the limited chilifies of the encephalon to
process the load.

Improving the grade and quality of the encephalon will increase processing power, but will not improve upen expert system
performance.

Older chipjocks, such as those described in the Shodowrun rules, contain early versions of the encephalon. These perform the
same functions, but bestow no bonuses. Display links perform the same, nen-bonus function as an encephalon for datosafts.

The encephalon does not boost magical ability.

Level  Intelligence Bonus  Task Pool  Essence Cost Price

1 +1 Intelligence — S50 15,000%
2 +1 Intelligence 1 die i 40,000%
3 +2 Intelligence 2 dice 1.50 75,000%
4 +2 Intelligence 3 dice 175 115,000%

R o e i |k anlr] PRETR Lo e 0
owner s mandal 1s ||||_11 YO Con J
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ORDER HERE SPU (DATA MANAGEMENT)

--------

Once a data management subprocessor unit is installed in the cranial interface, it functions transparently fo normal functions.
That is, no special commonds or procedures are necessary ko activate the subprocessor, The subprocessor works in conjunction with
existing memory, and increases data-storage capacity by using advanced data-compression algorithms. Data to be stored is
compressed, and then uncompressed automatically when needed or accessed. While functionally transparent, this SPU shows a more
evident and pronounced time lag in system response as the compression ratio increases. The tighter the data is packed, the more fime
it takes to complete the process. Add the subprocessor’s Load Rating to the exisfing SLD (system load delay, see Memery, p. 44). To
determine the “aclual” amount of memery available for use (and for ease of calculation), increase the existing memory by the
subprocessor’s Compression Rating. This number becomes the “virtual" mamory rating, and represents the system’s effective storage
capacity. For example, a character with 100 Mp of real memory who alsa hos a Level 3 data management SPU has an effective 175

Mp of storage.
level Compression Lood Roting  Essence Cost Price
1 +25% = 10 9,500%
2 +50% +1 15 19,000¥
3 +75% +1 20 28,500%
4 +100% +2 25 38,000%
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SPU (INPUT/OUTPUT) e |

Internalized memory is not usable for any purpose by the brain alone. Either an encephalon or an Input/Output subprocessor
unit must be integrated into the cranial interface before the brain can access the additional storage capacity.

The /O subprocessor can be installed without the encephalon, but, an its awn, the 1/0 subprocessor pravides only limited access
o memory functions—merely the ability to siore and recall data_ In the case of computer files, the data can be stored and recalled,
but cannat be directly accessed. In other words, data stored in this manner is meaningless without an encephalon.

Only when installed in a person who also has an encaphalon is the true utility of the /O subprocessor apparent. Because the
encephalon has its own |/O circuitry, the subprocessor can spend its processing power and time speeding up the rate at which data
is moved about, drastically cutfing the system time tied up in deta access. The subprocessor’s |/O rating reduces both system load
delay (51D} and softlink system load deﬁy {SSLD). The delay time for o headware system with, sy, an SLD 5 drops o SID 1 with
the installation of a Level 3 1/0 SPU (the 1/0-3 SPU having an 1/Q Rating of 4).

The Level 01/O subprocessor system contained in the datajack listed in the Shadewrun rules has an effective |/O rating of 0.
See also Datajack, above,

Level 1/0 Rating Essence Cast Price
1 10 5,000

2 :
4 20 12, 500%
8

B a3 —
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Szl SPU (MATH)

When installed in the user's cranial interface, the math subprocesser can enhance the host's mathematical abilities in two ways.
The subprocessor’s rafing is applied os a bonus fo the subject’s Mathematics Skill {femporarily adding to the number of dice rolled
for any Success Test}. The base fime to solve @ problem is equal fo the question’s Target Number in seconds—reduced by the number
of extra successes. With the subprocessor installed, the character can accomplish all math functions as background tasks, requiring
no concentration and, thus, no actions fo perform. As a side benefit, the subprocessor alse functions as a timepiece, alarm clock, and
chronometer, with a second accuracy equal to the square of s rating in decimal places. A Level 3 Math SPU, for example, is accurate
up o nine decimal places.

The Math SPU also assists in certain aspects of other skills, such os Technical and Technical (B/R} and Sciences. For those skills,
the SPU adds half its level {round down)] as a bonus to the skill. Yes, this does mean that it increases the Hacking Pool by one-half

its level.
Level Essence Cost Price
o 1 J0 2,000%
..... 9 i E 5,000
3 .20 11,000%
4 25 23,000
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A ractical computer is a dedicated system designed fo keep track of all relevant combat datu. If the subject’s senses cannet provide
the appropriaie information, the computer may not be able to make correct decisions. For example, a charackerwithoutany compensating
*vision" ability may be operating in a dark room. Each individual exira sense (low-light, thermographic, hearing amplification, high-
frequency, and so on| type present increases the tactical computer’s level by 1. The presence of an orientation system (see p. xx) c:gds
2 o the tactical computer’s level.

A tactical computer can keep track of {or “mark”] and project the predicted movements of a number of targets equal to its level plus
the user's Intelligence Rating. For example, o subjectwithan Imigﬁlcad and alevel 2 toctical computer can mark and predict the motians
of up fo six fargets. To successhulty mark a farget, the factical computer must moke ¢ Success Test pitting its effective level against o Target
Number on the range fo the target as if it were a sholgun. All applicable Ranged Situation Modifiers apply. The extra successes
generated should be noted for each target. This is the system’s Success Level for each target.

The target con shake the marking by breaking out of the tactical computer’s line-of-sight. Doing so forces the tactical computer fo
attempt fo reacquire the farget when the target becomes visible again. To do so, roll dice equel Io the system’s effective level against
base Target Number 1, modified upward by 1 for every meter the target moved while out of line-of-sight and 1 for every full combat
wumn that has passed. If this test succeeds, the Success Level for that farget is now bosed on the extra successes generated from this test.
IF the test fails, the target can be re-marked on the characier's next Action. The presence of an accurate map of the area [gomemaster's
discration) in headware memory or inked througl'l o datajock reduces the Target Number of the Reacquisifion Test b}f 3 paints.

The targeting fecture and trajectory computation adeds an additional number of dice equal fo the previously generated Success Level
for that target fo all Combat Success Tests against that target. This modifier is applied only fo those targets marked by the tactical system,
and is valid for both melee ond r;r'-fed combat.

The computer also has an imbedded tactical expert system. The expert system is used as a bonus to, or in place of, any existing Tactics
Skill. This bonus odds to any already present Tactics Skill and does not override the skill rating, s skillwire systems do.

All system functions are background tasks, requiring no Actions to call up or perform. After a failed reacquisition, the computer can
attempt @ new marking, but only during the user’s Action, though it does not cost an Action.

Characters with a tactical computer add the computer’s rafing to their Inifiative. An Initiafive value calculated in this fashion cannot
exceed the normal Reaction maximum, however, That is, if @ subject has a Reaction 4 +1D6 and a Level 2 actical computer, he may
odd +2 when determining his Inifiative, but can never exceed o total Initiative of 10.

Tactical computer bonuses do not assist in rigging or decking.

level  Essence Cost Legality Price
4-CB

1 3.5 350,000%
2 4.0 4-CC $00,000¥
3 CLASSIFIED 2-CC CLASSIFIED
4 CLASSIFIED 1-CC CLASSIFIED
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As in regular cyberdecks, the master persona conirel program chip, or MPCP, as it is more commanky known, is the heart of
the cranial cyberdeck [colloquially referred o as a C7 deck, or just C¥). The MPCP controls all actions performed by the C? deck,
including persona appearance and the regulation of the two-way simsense/ cybemetic interface. Programs that are intended fo be
run within the C2 system cannot have a rating higher than the level of the internal MPCP unit.

The maximum raling of an installed MPCP cannot exceed 1.5 fimes the subject's Infelligence Attribute (rounded up). Anything
installed that is higher than the maximum rafing results in a farget number penalty for all actions of +4, across the board (i.e., all dice
rolls).

In almost ol cases C? decks operate exactly like regular cyberdecks. A decker may shift his MPCP Rating on the fly for purposes
of lowering the C's Load Rating. As with the regular cyberdeck, this fakes one Action to perform, and the MPCP Rafing may be
changed to any value less than or equal ta its “real” rafing. This may also entail o consequential change in the rafing of the C2's persona
module. A C? deck may also be run in any of the five modes available to o regular cyberdeck [normal running mode, bod mode,
evasion mode, masking mode, and sensor mode). See p. 35, Virtual Reality for more details.

Essence Cost: Construction:
{MPCP Rating,/10) + .1 MPCP Rating”3 x 200% + 1,250¥ (for malrixware simsense chip}
Base Time: [Rahng"2) = 12 Limits:
Build Time: Rating x 5 Max Rating = Average of designer's Computer Skill ond Cybernetics Skill
Appropriate Skills [Target] {reund down)
Design: Average of Computer and Cybernetics
Skill Rotings {round down) Upgrade:
Building: Average of Computer [B/R] and Design: [Mew — Old)
Cyberneics [B/R) Skills {round down) Build [Mew]

Tools Required: Microfranics Shop, Cybernetics Shop, Optical Chip Encoder, Personal Computer [minimum MP equal lo Raling™2 = &}
Ceat: (Rating™3) x 200¥

Note: Build Time replaces Cook Time. It incorporates Cook Time, plus the time for building the actual cybemetic systems.
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PERSONA MODULE

Streot Index See below

Persona modules are unique in C? construdiion because they may be removed and replaced without need for addifional surgery.
Housed in & recessed and covered external jack/ port, the module contains the persona programs essential to C2 operations: bod, evasion,
masking, and sensors,

Cranial cyberdeck “Body” is controlled by bod. Bod is used normally as the farget number for attacking Intrusion Countermecisures.

Evasian is the aliribute used when attempting to evade unouthorized programs and commands from IC. Itis analogous in some warys
to a node’s Security Rafing.

The ability ko blend in with the Malrix nodes is a function of masking, Masking helps the decker defeat various fracer and identification
programs.

Lastly, sensor mode gives the deck’s persona the ability fo detect things and evenis that happen within the Matrix,

A persana module's maximum rafing is equal to 75 percent of the C2's MPCP rating (rounded down). All programs contained within
the module function at levels equal o the module’s rating. For example, a persona module 4 operates as Bod 4, Evasion 4, Masking 4,
and Sensor 4.

Level  Essence Cost Conshruction Cost Street Availability* Street Price

1-3 30 Level2 x 1,000% Con. Cost/ 10,000 Con. Cost x Availability**
A4 30 Level*2 x 5,000% Con. Cost/ 10,000 Con. Cost x Availability**
7-9 .30 Levelr2 x 10,000% Con. Cost/ 10,000 Con. Cost x Availability**
10+ 30 Level®2 x 50,000% Con. Cost/ 10,000 Con. Cost x Availability™*

*Round up, minimum of 4.
“*Minimum mulkiple 5.5.

Row Code Size- [Rating”2 x 12 Mp)

Base Time; Size x 8 days Limits:
Build Time: Rating x 14 days Max Rofing equal to designer’s Computer Skill
Appropriate Skills [Target|

Computer (Rating x 1.5] Upgrads: Desired Rafing, Difference in Base Tima

Tools Required: Personal Computer or better {minumum memory equal to size); Persona Module part
Part Cost: {Persona Module] Rating®2 x 50%

Thmugh customization, each of the four separate programs (bod, evasion, rm:sl:ing, and sensor] may be set fo distinct levels.
The total levels within the module must remain equal fo [or less than) four times the module’s level, Within a Level 5 persona module,
for example, the tofal levels for funclions must remain equal fo, or less than, 20.

The base time to complate each customization is o number of days equal to twice the modified level; the Target Number for the
Computer B/R Success Test is equal to the modified level. To make a change to Bod 6, for example, requires a successhul Computer
B/R [6) Test and a base fime of 12 days. Any Success Test that results in failure destroys the persona module.
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: See below/
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Strest Index See below

Hardening is “armor” for the CZ deck. Hardening involves the application of a number of software and hardware techniques
o keep damage from penefrating fo the C2's MPCP. If the persona suffers damage, the C?s Hardening Rating is applied as automatic
successes in an effort to reduce the effect of the attack. Hardening is applied before the MPCP makes its Resistance Test.

The maximum rofing for Hardening is equal to ane-half the value of the MPCP (round down.

Essence Cost Construction Cost

3 MPCP rating”2 x Hardening Level®4 x 2¥
Street Availobility® Street Price

Con. Cost/ 10,000 Con. Cost x Availabiliy™

*Round up, minimum 4,
**Minimum multiple of 5.5.

Base Time: MPCP x [Rating®2] x 5 Limits:
Build Time: MFPCF x Raling Max Rating = One-half MPCP {reund down)
Approprigte Skills [Target] Upgrods:
Design: Avercige of Computer and Cybernatics Design— [Mew — Old]
Skills {round down) [Rating + MPCF] E»ui|£ [Mew]

Building: Average of Computer [B/R] and
Cybemnatics (B/R] Skills [round down) [Rating +MPCP]
Tools Required: Micratronics Shop, Cybernetics Shop, Oplical Chip Encoder, Personal Computer {minimum Mg equal fo MPCP x Rating = 5]

s .--\."" e e a1
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MEM["W[ STHMEE DRDER HERE

RATINGS

Legality Rating: Legal
Availability: 3/24 hours

Street Index: 8

In most circumstances, the cranial cyberdeck uses regular headware memory as C2active and storage memory. Because of its
custam-processing scheme, the C2 deck can anly access an amount of dedicated headware memory as active memory equa| fo ifs
MPCP Rating x 50 Mp. It is not possible o use this memory for any other purpose. Addifional headware memery, uploan accessible
maximum aqual to the MPCP Reting x 100 Mp, can be used as starage memory. Any remaining headware memery beyend this can
still be used for ather, more standard purposes. Active and storage headware memory operate exactly as standard octive and storage
memory,

D;Ytu storage is usually handled offline. It requires a datajack to use this kind of device, but the storage unit must be connected
vio the datajack in order o be occessed. Load Speed for offline storage is datermined by the Datajack’s DFR [fo a maximum rating
of MPCP = 10 Mp per turn).

Active and storoge memory use the Legality ond Availability Codes of headware memery and siandard optical chips,
respectively. Users need merely expend an Action to redistribute programs between active and storage memory atan equivalent Load
Speed equal to the MPCP x 50 Mp per Action.

Type Essence Cost Price
Headware Mp/300 Mp x 1508
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ORDER HERE

g. 4-CD

v. See below/
10 days

wox: See bElD‘ﬁ' k

A cranial cyberdeck's Transfer Rating is synonymous with a regular deck’s Input/Output speed. It is @ measure of how capable
the deck is at moving data around in the Net. Transfer is measured in megapulses per um. (For example, Transfer 50 indicates that
the CZ unit may manipulate data ot a rate of 50 Mp per tum. ) If the connection is made through the subject’s datajack (which is likely

L | in most cases), the “real” transfer speed will be limited to @ maximum rate equal o the Datajock’s DFR, and may never exceed the
e jock’s DFR, When interfacing through a Level 4 dalajock, for example, “real” transker is limited to a maximum rate of 100 Mp/tum
i regardless of “actual” 'rrunsir speed,
el
i Essence Cost Consiruction Cost Street Availability Street Cost
A MPCP x Transter x 75% Con, Cost/10,000" Con. Cost x Availability**

*Round up. Minimum 4.

**Minimum multiple of 5.5.

Baose Time: |MPCP x Tronsher)/5 Limits:

Build Time: [MPCP = Transter]/ 10 Max Transfer = MPCP x 10

Appropriate Skills [Target] Upgrode:

Lower of Computer or Cybernetics Skill Design: {New — Old)
EuilﬂNﬁﬂ

IMPCP x Transfer)/50] |
Tools Required: Microtronics Shop, Cybernetics Shop, Optical Chip Encader, Personal Computer [minimum Mp equal to (MPCP x Transer)/10]
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Street Index: See below

Response is the cyberdeck equivalent of wired reflexes (ougmenting the decker’s Reaction Atiribute while running the Malrix).
Response increases the reaction capability of the C? deck in which it is installed. Each level of Response adds +2 to Reaction and a
+1D6 to the Initiative Roll when the subject is in the Matrix.

Essence Cost Consiruction Cost Street Availability* Street Cost™
2 MPCPA2 x Response™2 x 100% Con. Cost/ 10,000 Con. Cost x Availability
*Round up. Minimum 4.
**Minimum multiple 5.5.

Base Time: {MPCP x Response®2 | = 10 Lirnits:
Buld Time: [MPCP = Resporsel/5 Max Response = MPCP/4 (round down)
Appropriate Skills [Target] Upgrode:
Design: Lower of Computer or Cybernetics Skills Design: Mew
[MPCP + Response] Build: Mew

Build: Lower of Computer (B/R] or
C}rbernedics [B/R] Skills [MPCF + Response|
Tools Required: Microtronics Shop, Cybernetics Shop, Optical Chip Encoder, Personal Computer [minimum Mp equal to [MPCP x Response x10]
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syl CHEMICAL ANALYZER

The chemical anelyzer is usually implanted in the tongue or in a fingertip. This device requires a small sample of the compou nd
o be analyzed in order fo determine its chemical composition. The sample may be in any solid or liquid form [powder, liquid, aqueous
salution, and so an). In mest instances the amount of sample required for analysis is not enaugh to inflict domage or harm to the
appendoge or user [subject fo gamemaster discretion). When used by itself, the chemical analyzer will provide only the raw chemical
breakdown or composition. n conjunction with a chemical reference program (50 Mp/7,500%), the analyzer also provides common
and/or industrial compound names, and will prepare a short précis on the application and properties of the material in question.
[Only one copy o this program is needed if the subject has both a chemical analyzer and a gas spectrometer). A display link or @
dotajack is required for output. For purposes of analysis, the analyzer lunctions at o Chemisiry Skill Level equal fo its rafing + 2. For
example, a Level 4 chemical analyzer performs ot Chemistry Skill 6 to defermine o compound’s compesition.

Essence Cost Price
2 2,500% /lavel [maximum &)
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GAS SPECTROMETER

Housed in the main sinus chambers, a gas spectrometer is used fo provide an analysis of the chemical compasition of gases.
Cnly a small sample is needed for analysis; usually a small sniff will suffice. Under most circumstances, the amount of gas required
for analysis will not be enough to inflict damage or harm on the user (subject to gamemaster discretion). For purposes of chemical
identification and analysis, the spectrometer functions at a Chemistry Skill Level equal fo its rating +2. By itself, the gas spectrometer
will provide anly the raw chemical breakdown of a gaseous mixture, When used in conjunction with a chemical reference progrom
(50 Mp/7,500%), the spectrometer provides commaon and/or industrial compound names, and also prepares a short précis on the
application and properties of the gas in question. [Only one copy of this program is required if the subject has both o gas spectrometer
and a chemical analyzer.} A display link or datajack is required for output.

Essence Cost Price
2 2,000% /level [maximum &)
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Se~l OLFACTORY BOOSTER

RATINGS

Rafing: Legal
sility: 6/6 days

An olfactory booster is actually a combination of a number of small recepiors set into the nasal passoges and ot the back of the
mouth. Each level of olfactory booster adds 1 die to any Perception Tests fo identify or detect a smell, Moreover, os faste is associated
with smell, evary three levels [round up) of alfactory booster will also add 1 die fo Perception Tests for taste. Olfactory boosters contain
high-level safety cut-offs fo prevent discomfort and distraction from infense odors. In effect, the olfuctory sense {and to some degree,
the sense of taste as well) can be shut off.

Essence Cost Price
2 1,000%/level {maximum &)
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ORIENTATION SYSTEM L |t
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n ¢ Rating: Legal
|-
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Streel Index: 1.5
\, J

Actually o wo-part syslem, a complete Orientation System consists of @ mapping unit connected to an inertial/magnetic
pasitioning system and a display link or a datajack for output, Data for the mapping unit is provided via a special integral chipjack
that accepts enly map datasofts. These are available ot varying pricas, depending an map completeness and complexity. A basic
city street mop costs 250¥, a city block map including sewage/gas/electricity/maintenance accessways, is 1,000%; a single,
intricately detailed building map costs 750% {subject to availability), and so on. When the appropriate softmap is interfaced, the user’s
exoct positioning and elevation relative to sea level can be displayed. Note that street level can also be used as a point of reference
when referring to elevation, as in 15 meters above street level, 5 meters below sireet level, and so forth. Becouse the softmop is o
dedicated system, its size does not affect 51D or 551D in any way.

The synergy between the orienfation system and the tactical computer is evident. With both installed, the host gets more accurate
tracking, and the tactical computer can provide more accurate trajectory predictions (heving the complete map available on which
lo make its projections).

Essence Cost Price
50 15,0008
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“Try not to focus on the purely physical potentials. Think of the
benefits to disease control, the aging problem, and to mankind in

general.”

—Dr. Kristine Martin, Director of Research, Universal Omnltech

“] just hope you have a large stockpile of kryptonite on hand.”
—Senator Padraic von Thom, UCAS Senafe Commiitee on

Corporate Affalrs

“As a matter of fact, we do.”

—S5t. John Smythe, Chief Executive Officer, Universal Omnitech

According to Websier's New World Dictionary, College
Edition, 2049, genetics is “the branch of biclogy that deals with
heredity and varlation In similar and related animals and plants.”
The same Websrer's defines eugenlcs as “the science dealing
with the improvement of races and breeds through the control
of hereditary factors.” In the year 2052 many corporations have
their own definitions of these same sclences, They might say
geneticsis “an investment in technological superority” and that
eugenics is “a method by which one can cash in on said
technological superiority.”

Whatever the definitions, both genetics and eugenics
involve the study of genes, and thus of life, DNA, or deoxyribo-
nucleic acid, is commonly referred to as the blueprint for life, A
self-replicating double helical structure, DNA carries the genes
upon which all terrestrial life is based. A being's genes are the
ultimate expression of what he or she is physicalty. To control’s
one's genes Is lierally ro take one's future Into hand.

el e hind -|'1||'
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THE STRANGER WITHIN

All living things (animals, plants, and all things in between)
are made of cells. In each cell is an enclave where the materials
necessary for cellular activity and reproduction reside, This en-
clave Is called the nucleus.

Within the nucleus are masses of genetic material called
chromosomes, the number varying from organism to organism,
Hurmans and metahumans have 23 pairs of chromosomes, fruit
fies have four palrs, and bacteria have but a single unpalred
length. Chromosomes are collections of genes, which are the
basic units of heredity. The genetc information for human/meta-
humnan physiology spreads out over 100,000 individual genes,
while the information for a virus may be contained in as few as six,
An organism's genetic repertolre contains genes that specify
various cellular and crganismic functions, 5ome code for protein
synthesls, biochemical conversions, or complex develapmental
processes (shaping and forming a developing embiryo, for example),
while others dictate the behavioral attributes of an organism. Genes
themsetves are located on double-standed molecules of DNA,
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which comprises the bulk of chromosomal material, The particular
ordering of chemicals in a segment of DNA determines the exact
content of information stored in a given gene.

DMNA controls heredity by controlling the chemilcal and
structural composition of the organism Iself. This [s generally
achieved by controlling the sequence of amino aclds that make up
Individual proteins. just as DNA may be termed the blueprint for
life, proteins can be viewed as the bullding blacks of life. Protelns,
which are the primary component of cells, are omnipresent
throughout the body. Halr, skin, bones, homones, antibodies,
and enzymes are all proteins, By altering the proteins present in
an organism, one inevitably alters the basic structure and opera-
tion of that being.

The key to DNA's control lies in its structural compaosition.
DNA exists as a long molecular chain of bonded nucleotides.
Nudleotides are themselves comprised of three smaller bonded
groups: a sugar group (deoxyribose), a phosphate group, and a
nifrogen-containing compaound referred to as a base. In DNA, the
base can be any one of the following: adenine (A), gytosine (C),
guanine (G}, or thymine (T). As there are only four different
nlirogencus bases, only four distinct types of nucleotides can Join
together to forrm DMA (each labeled and categorized as A, C, G,
or T, according to their nitrogenous base content).

These nuclectides are further grouped into units called
codons. Each codon consists of three sequential nucleotides, and,
as awhole, represent the smallest unit of recognizably “meaning-
ful” genetic iInformaton. With three nucleotides making up the
codon module, and with four distinct possibllities for each nucle-
ofide In the group, there exist a total of 64 unique combinations
for codon composition. OFf these 64, only 20 have a comesponc-
ing amino acid relation. The others are start/stop codes, buffers,
and other control segments.

Proteins are complex chains of amino acids, By varying the
length of the chain and the amino acids that constitute its
composition, different proteins are created. This production of a
protein from a gene is termed “expression of the gene.” As the
pattern of codons describes the sequence of events and amino
acids involved in protein synthesis, and as the structure of each
codon is in tum govemned by the sequence of the individual
nucleotides, changing the pattern of nucleotides that form the
basls of DNA will change the types of protelns produced by a
given cell. If the change |s system-wide, the alterations affect the
proteins generated by the organism as a whole.

Considering the enomnous role played by proteins In body
composition and chemlstry, a change In the protelns expressed
changes the entire nature and functioning of the arganism with it.

GENETIC ENGINEERING

Changing the DNA nuclectide sequence is the basis of
gengineering. Altering the commands for protein synthesis will
create new/different proteins. By changing the proteins that
constitute an organism, the organism is changed by default,
creating a new strain, or even, perhaps, an entirely different
species. This is the ultimate end of gengineering: the manipu-
lation of living organisms.

One method used to control the nucleotide sequence
imvolves the use of DNA-cleaving enzymes known as restriction
endonucleases (often referred to simply as restriction enzymes).
Restriction enzymes latch onto segments of the DNA chaln and
cut it open. This split produces a phenomenon called “sticky
ends,” breaks in the chain that are prone to bonding/closure.
This process makes 1t possible to add or remove segments of
codde, afterwhich the sticky ends are rebonded (thereby reunifying
the DNA chaln). Though the procedure was a powerful tool for
genetlc manlpulatlon ar the time of its discovery in 1973, its
drawbacks limit current usefulness. Restrictlon enzymes are
very precise and will cleave DNA only at very specific sites. For
example, the enzyme EcoRl cuts only where It encounters a
GAATTC fragment in the DNA chain, and Smal only cleaves ar
CCCGGG, and so forth. Though there are 400 known restriction
endonucleases, they splice DNA at only 100 different junctions.
Crearer access to the DNA must be achieved in order to facilitate
more serious and dedicared organismic changes.

Cenetlc rearrangement s now performed by means of
microscopic, single-celled “machines” called nanites. Manites
have themselves been genetlcally altered to seek out specific
sites and cleave the DNA open at these spots. Other types of
nanites are then used either (o Insert the desired segments or to
remove unwanted code before the sticky ends are resealed.
Because the cleaving nanites can be "programmed” to locate
any sequence desired, gengineering has become quite an exact
science.

Genotypic change begins at a subcellular level, starting
with one cell and spreading slowly to eventually encompass the
organism as a whole. The entire genetic component of an
arganism must be converted to the new sequence if the change
is to affect the subject as a slngle unlt. The larger and mare
intemally complex the structure of an organism, the lengthier
and more difficult it is to change on a base genetic level.
Optimally, the subject of a gengineering project would be a
single-celled, fast-gestating organism such as a bactera or
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virus, It is not always possible, prudent, or desirable to work
exclusively with such micro-organisms, however. The great
push at the moment Is for more work on gengineering multi-
celled {macroblological) organisms. Most of the work on com-
plex organisms has been performed on “lower” mammalian
species, however, because results are achieved at a faster rate
with smaller life forms. With lesser amounts of genetic material
to change over, the accompanying reproductive cycle s faster.
Even when working on these relatively “simple” complex
organisms, itis casler to perform changes when dealing with the
germ cells (sperm and egg cells), the mast elemental cells of life.
Germ-line Insertion involves specifically altering the germ cells
that transmit genetic information from parent to offspring. With
this method, it is only necessary to change one cell’s contents
in order for the modifications to become organism-wide. De-
pending on the complexities of the desired change, however,
it can still take several of the organism’s generatlons. many
years, and enormous amounts of capltal Investment to perfect
species gengineering.

Species gengineering for “higher” complex life forms
{specifically, humans and metahumans) Is hideously complex
and therefore a relatively long-term goal for both researchers
and corporations. This |s not to say, however, that there are
currently no genetic engineering techniques affecting such
organisms; methods for treating cellular and genetically linked
diseases and similarty manifesiing conditions do exist and fall
uncler the realm of gene therapy.

Gene therapy is not 50 much a radical genetic redefinition
as it is genetic comection. Its abllity to produce drastic change
is limited by the Bact that internal blochemistry has already been
set in organisms past the germ stage. To change the cellular
functions at such a late developmental phase would elther kill
the being outright or make it critically ill, with little chance of
recovery. Thus, alterations done by gene therapy must Fall
within the standard operational norms and boundaries of the
species In question.

Even with such limitations, gene therapy can be a very
powerful Instrurnent. By first making an initial genetic probe, the
geneticist can Isolate “problem” areas in the subject’s genetic
map. These “faulty” segments are then altered via nanite
surgery to eliminate the "detrimental” conditions. In conjunc-
tion with other treatments, gene therapy can be used to treat
any genetic “defects” and cellular anomalies, including cancer,
sickle cell anemia, damage caused by mutanegenic com-
pounds, and so on.

Theoretically, even the disruption caused by VITAS (Virally
induced Toxic Allergy Syndrome)} and the changes wrought
through UGE (Unexplained Genetic Expression) could be tack-
led by dedicated gene therapy. Depending on the extent and
complexity of change In the genetic condition (in relation to the
“normal” species base-line model), gene therapy can be a long
arduous, and expensive process, Correction of VITAS- and UGE-
related conditions, for instance, would be extremely extensive
and would, therefore, be protracted and difficult by definition.

Gene therapy is usually only applied to repair damage or
comect a condition that Is still unmanifest. In certain clrcum-
stances, such as cancer, VITAS, or any other genetically volatiie
development, it can be used in conjunction with the specific
neutralization processes. With gene therapy, the alterations are
somatic, affecting the organism's entire genetic structure. in-
cluding the reproductive tssues. Thus, any changes made
through gene therapy are passed onto the subject’s successive
generations. Comection achleved through gene therapy is per-
manent, and, barring further exposure to mutanegenic com-
pounds or conditions, not sublect to reccCumence of any nature.
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THE GENOME INITIATIVE

To make changes in an organism, a blueprint of sorts must
exist In order 1o direct the "renovation”™ with any precision or
ACCUTACY.

Genome is the label used to describe a genetic blueprint.
It resfeers to the sequence of nitrogenous bases that comprise the
structure of genetic materlal In an organism. For humans and
metahumans this imvolves a sequence of more than three billion
base pairs. The two processes Involved in acquiring a complete
and useful genome are called mapping and sequencing.

A physical map of the genome consists of a collated list of
the DNA fragments that span the entire genome and whose
positions on the chromosomes are known. This data leads to
identifying which genes are associated with an organism's
particular features, such as protein synthesis, disease suscepti-
bility, and so forth. As for completeness and complexity,
mapping is akin to a software developer drawing up a flow chart
for a program; the processes and their results are known, but
lictle else.

Sequencing gives the exact order in which each of the
bases occur in the genome. This process provides much more
information about how genetic Information Is expressed and
how particular celis work. Using the computer-programming
metaphor once more, sequencing would be similar to the
developer writing the actual program, that Is, producing the
source code based on someone else’s Idea/plan.

Having a map and a sequence are not mutually indlusive
states, For example, it is entirely possible to have a map of the
genome and to know that a certain fragment of DNA codes for
a specific hereditary disease, yet still not be sure of the exact

sequence of nucleotides that make up the control codes.
Similarty, one can have a genome completely sequenced, but
not know what sections code for any glven tralt. In short,
krowing what segments code for speclfic features and how
those fragments are encoded are two separate functions.

Ever since James Watson and Francls Crick discovered the
structure of DNA In 1962, scentists have theordzed about the
benefits of genetic engineering. But it was not until complete
genomes of all the organisms in gquestion were available that
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any serious work could be accomplished. The year 1985 saw the
beginning of a period of sclentific research now known as the
“genome Inidative ™ At this time, geneticists the world over
began work acquiring the complete genomes of all the crea-
tures found In Earth’s ecosphere. Maost of the work inevitably
centered around the human genome,

With the introduction of the scanning tunneling micro-
scope (STM) in the early 1990s, sequencing genetic information
became a relathvely simple matter of using an 5TM probe to read
the three-dimensional shapes of DNA molecules into research
super-computers and then translating the resulting image into
achemical chain (each nuclectide having its own unique shape).
A single test-subject’s DNA could be scanned and sequenced
in its entirety in as little as ten to 48 hours, the time differing
proportionally depending on how much genetic material was
involved. Work on deciphering the blueprints for life continued
apace until the upheavals in world politics and economics took
its toll on the sdentific community. With the breakup and
collapse of several governments beginning In 2011, the ge-
nome initiative soon lost most of its major funding and support;
money and power were being diverted elsewhere In an effort to
stabilize the chaos that threatened to engulf the world,

The research was neither forgotten nor given up, however,
Several corporations bought up all the work they could find on
the current state of the genome initlative, continuing the
avenues of study in privately funded laboratories. Although the
pace of research slowed considerably, by 2046 three different
megacorporations (Aztechnology, Shiawase, and Universal
Ormnitech) had announced publicly that they had fully decoded
the mundane segments of the human/metahuman genome,

Qutside of the human species, 38 percent of the Earth's life
forms have now been fully mapped and sequenced. This
number consists mostly of bacteria, viruses, and other lower life
forms. Inaddition, the DNA of another 14 percent of the planet’s
life forms has been completely sequenced and catalogued,
though thelr genomes have yvet to be mapped and comelated.

Just having a full genome of an organism, however, is not
encugh. The genome must be translated and understood before
anyone can radically alter an existing organism or gengineer a
new life form from scratch.




THE METAGENE

Having a complete human/metahuman genome gives
insight into solving the questions surrounding the actual physi-
ological effects of LUIGE and the reasons why certaln individuals
can tap magical/astral energies directly. Full understanding of
the processes involves comprehension of current ragical theory
and the structure of DNA, as well as a working knowledge of
chiral chemistry (the science of chemical geometry).

In nature, shape is as important as actual chemlical compo-
sition—sometimes even more important, Most artificial sweet-
eners and sugar substitutes are, for example, not derived from
sugars at all. They are usually designer proteins that mimic
sugar's three-dimensional shape, To the taste receptors in the
tongue, these proteins are sweet because they “look” sweet.
The factors that determine a compound's physical shape in-
clude the constituent atoms and their electronegativity, bond
type, bond strength and angle, and s on. The longer and more
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complex a molecule is, the mane factors are Involved in amiving
at the molecule's final form. DMNA, a very complex molecule
with billions of constituent parts, can therefore have several
billlon unique shapes.

DMA’s three-dimensicnal form is mostly controlled by the
exact sequence of nuclectides that make up the whale chain. As
each person has a unlque genome, every individual has a unique
genetic shape, However, |ust as every member of homo saplens
has common corresponding code sequences, every genome has
similar “public domain” sections that take on the same physical
shapes. Mostof DNA's component nucleotdes were once thought
of as nonsense code; only a relatively small percentage of DNA
comesponded to control codes or expressive code. It Is now
understood that these “nonsense” nucleatides are what control
the ultimate shape of the complex molecule.

Magic Is essentlally the grounding of astral energy into the
physical plane. Its specific effects and the actual channeling of the
energy are accomplished with the aid of astral constructs, or spell
engines, The mage determines which effect manifests through




subtle alterations in the formula and construction of the spedific
astral engine (some segments manifest fire, others code for mind,
another funnels the energy, and so on). These engines have a
shape and form that are only perceptibie in their totality in the
dimension of magic. or astral space. A spell engine, like all other
multi-dimensional objects, can be represented in a “lower”
dimension by Its shadow. For example, a cube is a three-
dimensional shadow of a four-dimensional tessarect, just as a
square {s a two-dimensional shadow of a three-dimensional cube.,
In the case of metahumnanity, the genetic configurations precisely
match three-dimensional shadows of specific astral constructs.

Certain shapes within the DNA molecule code far
certaln corresponding metaeffects (also referred to as
metatraits). For example, 1t Is now known that a repeated
GITAATGGGATATAAGAATTGAGA fragment combined with a
sulphur bond, resulting in a back-folding of the chain at 17
percent, triggers a magically active genome and the formation
of scaly deposits on the dermis, Elves are homo sapiens whose
genomes contaln the correct sequence of astral shadows to
bestow the nobills traits. Trolls are homo sapiens who carry the

sequence of astral shadows that code for the ingentis tralts, and

so on. These three-dimenslonal structures within the genome
only activate In the presence of magic. That is, astral energy
must be funnelled through the gene to cause this effect.

The shape fragment that codes for the direction/grounding
| of astral energy is called the metatrigger. Thus, a subject miay

have any number of astral shadows within his genome, but
without an active metatrigger, he will remain completely mun-
dane. Altemately, an individual may have a metatrigger In his
structure but not the astral shadows. Such individuals develop
a sensitivity to magical phenomena, but remain otherwise
mundane, Although it is known that shape sequences are
responsible for the varlous metatralts, It is not generally known
at this time what patterns and what sequences of patterns
comespond 10 specific effects. [ As of 2052, only seven metatraits
have been isolated and deciphered.)

Belng encoded within the genome, metatralts can be
dlassified as genetlc, and thus hereditary. In the reproduction
cycle, however, crossover and natural mutation may displace
key spatlal segments that code for specific metarraits, making
the continuation of metatraits more complex than simple he-
redity. Therefore, metahumans do not necessarily breed true.
When displacement occurs, the offspring will not necessarily be
the same phenotype as its parents. Elven parents may, for
example, give birth to a troll child, mundanes may give birth to
| adwarf, a normal human may be the offspring of an ork line, and
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soon, However, the metarralts exist in such a way that they offer
na possibility for the existence of sub-races, i.e., no half-elves,
half-trolls, and so forth. The child of such a union should,
theoretically, be only one of the following: father's race, mother’s
race, other existing race, mundane, or mundane,/sensitive. it s
also Interesting to note that while reproduction does nat always
breed true, certain genetic results {although theoretically pos-
sible) have never been documented. There has never been a
properly documented case of a troll belng bormn to elven parents,
for example. The only documented relationships are as follows:
father's race or mother’'s race, or, in the case of the Ingentis and
robustus expresslons, the chance of a simple sdpien-sapien that
later expresses to Ingentis or robusts (as appropriate for parcnt
type) at puberty. Additionally, there continues to be a rare, very
small percentage of the sapien-saplen population that ex-
presses into ingentls or robustus forms at puberty, regardiess of
apparent heredity. Clearly. then, meore is at work here than
simple genetlcs.

As a person’s genes reside along with the Individual in
physical three-space, the metatrigger cannot access any of the
energies of astral space, but must rather draw Its energy from
ambient background magic. Thus, metatraits actively manifest
only when the vibratory cycles of the physical plane and the
astral plane achieve a harmenic point and energy flows fFeely
between the two. At all other times, the mechanisms may be
present, but there s no energy to fuel the shadow metaengines.
In this sense, the metatrigger is a pleiotroplc fragment, its state
affecting the entire gamut of metatraits within the individual,
Although the metatrigger is often referred to as the metagene,
the nemenclature Is incorrect, It[s not a gene, but rather a spatial
configuration. and Its presence Is not always indicative of
metahuman trales,

In a maglc-positive environment, an organism whose a2e-
nome has both astral shadows and a functional metatrigzer will
develop the physical manifestations of its metatralts as saon as it
can draw upon enough amblent energy to exceed the body's
repression factor (for most Individuals this occurs in the fetal
development stage). For reasons not yet explained, the systems
of certaln Individuals have proteins with the ability to slow down,
and, in rare cases, Inhlblt the accumulation of the energy neces-
sary to mgger UGE/ Awakening. Depending on the individual and
the specific repressor proteins present, UGE/Awakening may
occur unexpectedly ar any point during his/her lifedme, though
usually at puberty. Once the collected energy level reaches the
repression point and the metatrigger ls activated, the resulting
physical manifestations will remain until death,




THE MAGUS FACTOR

While the metahuman state is dependent on the presence
of overt conditions In the human genome, the magus factor, the
ability to wield magicks, Is a much more subtle trait. The magus
factor has only a tenuous link to hereditary genetics (in as much
as any mental predilection is hereditary). Studies show very
little quantified physical, chemical, or blological difference
between a subject who can consciously manipulate astral
energles and an individual who cannot. What the magus factor
grants is the ability to percefve and interact In an environment/
medium other than conventional three-space. fust as certaln
glfted mathematicians and physical theorists can visualize and
work in complex four-space. a person bearing the magus factor
can perceive and Interact in astral space. As with any other
mental trait, the way the gifted individual views his giftand how
he: trains himself to best use his talent have a direct corelation
an how useful the ability becomes. Individuals who can per-
celve the astral but who are otherwise weak-minded inevitably
goInsane. Others may achleve contact and then take on the role
as vessels for the astral, Still others have strong enough wills that
they can directly impose their own desires on the fabric of astral
reality.

Pinpointing the actual genetic elements involved In be-
stowing the magus factor is a difficult proposition. Because of
the nebulous genetic nature of the magus factor, most genet-
cists agree only that it exists at all. Current popular theory
sugsests that the magus factor is a genetic mélange, a combi-
nation of encoded mental traits (spread across the entire ge-
nome) operating in mysterious gestalt. Although geneticlsts
have decoded and deciphered the physiological elements of
man, many facets of the human mental condition (the ephem-
eral concepts) continue to elude identificatlon and classification.
Through gengineering, It ks possible to design a human with
long, delicate, and dextrous hands, perfect hearing, and excel-
lent cerebral ability, That creation can then be taught to play a
piano or any other instrument, but in almost every case the
music produced will pale In comparison to that produced by a
true maestro, an individual with an inbom genius for music. As
with all other ephemeral characteristics found in humans, the
magus factor continues to be the subject ofintense research and
curiosity. Every government and megacorporation in the world
covets the technology that would confer the ability to lsolate
and control the genetic keys for magery.
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APPLIED GENETICS

The application of genetic and eugenic technology for
gengineering, and gene therapy of higher life-form speclesis by
far the most glamorous and well-known, but hardly the most
comman, use of genetic technology. Eugenics has been put to
work far more than a century in various efforts to improve the
human condition. Since the earty 1980s, eugenic principles and
genetic technology have been directly applied to Increase the
quantity and quality of food production the world over. (Records
from as early as the 1930s Indicate that North American com
yields were increased through genetic manipulation resulting
from selective breeding.) To date, more direct genetic engi-
neering has permitted the alteration of livestock to use feed
more efficiently and to mature at a faster rate; produce has been
rendered Immune to various diseases and pests; crops have
been deslgned to mass more at harvest time; and gengineered
bacteria, algae, and protein derivatives have sustained those
who could no longer enjoy the luxury or expense of "real” food.

Modern medicine owes much of its effectiveness to devel-
opments in the field of genetics. Medicines previously expen-
sive and hard to refine are now produced In quantity by
gengineered microorganisms. The replacement organ and bodly-
part Industry exists because of “fallout” technology from ge-
netlc engineering research. Practically all bioware was devel-
oped through gengineering of one sort or another. Cenetcs is
also responsible for the viability of cybemetics. Without the
development of nanltes, the integratlon of man and machine
would have been a long time coming.

The Influence of genetic technology Is pervasive, touching
many aspects of soclety in 2052, In more ways than s readily
apparent, DNA has truly become the blueprint for life.

MONOCLONAL ANTIBEODIES

One of the more important advances In blotechnology was
the introduction of monoclonal antibodies. Antibodies are
strands/clumps of protein that can identify molecules or mi-
crobes and bind to them. They are not all anti-pathogenic
{disease-fighting) In nature, but that is the role most associated
with antibodies. By binding to Invading molecules and mi-
crobes, Immune system antibodies render the foreign particles
inert and mark them for destruction by the machinery of the
hurnan/metahuman iImmune system.

Antibodies are normally produced by white blood cells
known as lymphocytes. Monodlonal antibodies are produced
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from cells called hybridomas, which are cells created from the
genetic fusion of two types of cells: tailored lymphocytes and
mutated {cancerous) myeloma. Hybridomas can survive in
growth mediums lacking critical nutrients {a trait inherent in
their kymphocyte parents), and are effectively immortal (much
like their cancer cell forefathers). Each specific strain of hybri-
doma will produce the particular antibody that was designed
into the original tailored lymphocyte. Such antibodies are called
monocional because they are the progeny of a single cell.

Meonoclonal antibodies are highly specific, recognizing and
dble to react with only one type of molecule/microbe—the one
for which they were designed. Because of their controllable ane
specific nature, monoclonal antibodies are suited to many
diverse purposes: as anti-cancer agents and anticoagulants: for
typing blood and identifying//treating/causing pathogenic reac-
tions: as chemical purifiers. blological agents, for pregnancy
tests, and 50 on. The uses of monoclonal antibodies are limited
only by the imagination, and morality, of the gengineer or
protedn designer.

GENGINEERED BIOLOGICALS

Tallored biologicals can range In form from lowly viruses to
large mammals, and are equally diverse in function. All of these
“manmade” organisms have their roots in existing terrestrial
species. To date, no one has been successful in producing viable
life forms from genetic “scratch.”

Gengineering Is a formidable task. Extensive systemic
changes must be inroduced slowly into the existing “parent”
genome to allow the new design to adapt to its new form. For
that reason, radical departures from the base-line genetic model
of the parental unit Involve many years and several of the
intended straln’s fillal generations to come to frultion.

Bacterla and viruses are optimal subjects for gengineering.
Their extrernety fast reproductive rates and growth cycles allow
for numerous generational steps to occur in the course of a
relatively short perlod. Additionally, the small amount of ge-
netic material found within bacteria and viruses makes alter-
ation of thelr genomes far simpler than manipulating higher-
level organisms; there are simply fewer factors to conslder and
code for In single-celled life forms.
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Most varlant deslgns never get off the computer console;
few get past the Arst generation before succumbing to fatal
design flaws. Of the remaining viable creations, more than 90
percent are based on viral and bacterlal platforms, the “work-
horses™ of the genetic industry. The remaining share of the
marketable gengineered biologicals include all the other forms
of life: birds, fish, plants, reptiles, small and agricultural rmam-
mals, and so on.
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Because of the incredible complexity Involved In
gengineering macroblological species, several strains are
"boosted” In thelr development by using chimeric designs as
“seed stock.” A genetlc chimera is an organism with genetic
material from at least two genetically distinct “parents” (e.g., &
cat and a chicken). The new creature reproduces itself, and
carries out the genetic instructions encoded into all its inserted
genes. If the design is successful, chimeric genomes reduce
development time by up to 50 percent over similar genetic
designs built up from only one genetic donor.

Since the unilateral ban on the continued research Into
biological warfare agents was set into motion in 2041, micro-
blological designs have focused mainly on the industrial appli-
catlons of blotechnology (drug factories, proteln substitutes,
refuse recyclers, and so forth). With higher-level [ife forms, the
bulk of gengineering work involves agricultural gengineering,
that Is, producing better and more efiicient llvestock and
produce. Also high on the list, In terms of both number
produced and revenue from sales, are animals in the pet/
curlosity and functional/utility categories. Currently, human
gengineering Is only in Its vestigial stages.

>>>>>We interrupt your regularly scheduled reading
to bring you the following special report....

Human gengineering has gnr:g past the “vesti-
gial stages” of development. Thera's loo much pofen-
tial—and too much nuyen—involved for the big corps
not to have invested sericusly in this line of I,
chummers. You can bet your trigger fingers, though,
that the big boys ain’t gonna tell you drek about what's
really happening, how much they really know, and just
how Fraggin’ far along they actually are. Rest assured,
though, that some of us ARE waiching, and will keep
you posted on the latest developments in these most
interesting ventures, But, do speak up if y'all run info a
vat-job before the Bandit hears about it.

We now retum you to your reading—already in
progress. |<s<<<

—The Smiling Bandit <Strikes again!/Ha-Ha-Ha>

As time progresses and the levels of technology and
understanding improve, so will the number, variety, and appli-
cations of gengineered biclogicals. Species gengineering is the
final word in harmessing the vast potentials of modem eugenic
technology.
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“Tell me, Doctor. Why did you declde to go into gengineering research?”
—Alyn Vage, Reporter, Network 5 News

“To fulfill A dream mosty.”
—Dr. Terrance Clark, Gengineer, Genecraft Blodesigns

“Okay, I'll bite. What dream? A dream for a better, cleaner world? Peace
i on Earth? Food and care for the needy?”
\ —Alyn Vage, Reporter, Network 5 News

“Nope. Redhead, five-ten with green eyes, athletic build, and legs up to here.”
| —Dr. Terrance Clark, Gengineer, Genecraft Blodesigns

Marketable gene-tech products usually come In three Take note that whenever a physical or mental attribute
varieties: treatments, microbiologicals, and macrobiologicals, isuch as Body, Intelligence, and so on) is mentioned in this
Microblologicals are by far the most commeon and least expen- section, It always refers to the subject’s "natural™ rating (i.e.,
slve type of gene-tech avallable. including bloware but excluding cyberware modifiers), Any-

The nature of gene-tech, however, is such that gamemasters thing that refers to an attribute belng reduced to 0 also implies
will probably benefit more from the Inroduction of this technol- using the subject’s “natural” rating. In general, when making
ogy than will players. Whether for reasons of Legality/ Avallabil- Body Resistance Tests against pathogens and toxins, do not
Ity or for monetary reasons, most [tems are beyond the reach of factor in Body derived from cyberware. Cyberware enhance-
the average player character, Gene-tech Is more or less a tool for ments do little agalnst biclogical and chemical agents.
the gamemaster to manipulate the game, whether to make It This section contalns onky a small, representative listing of

more enjoyable, dangerous, or mysterious. the avallable applications of gengineering technology.
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i A catchall category that includes numerous specific procedures, gene therapy is primarily performed to comect genetic defects
i and problems; it can also be applied to repair body-wide cellular damage resulting from disease or foxin reaction. Depending on
the case, therapy may take o single day or up o several months fo complete. During the therapy process, the pafient is placed ina
coma-like trance while the is immersed in a nutrient solution that containg miiimd nanifes. These nanites do the actual work
of genetic manipulation, and differ from procedure to procedure. While in this bath, the subject cannot inferact with the physical world
in any way. In nen-neural therapy situations, however, o subject may communicate and inferact with the external world by means
of a datajack [if he or she has one),

Time factars and the costs involved in gene therapy vary, depending on the desired end (correction of recessive genelic diseases,
reconstructive healing, and so on). While some procedures are short and relatively inexpensive, others may be involved and costly.
Regardless of how cosmtic or trivial a freatment, however, no procedure fokes less than one week lo complete or costs less than
50,000% to perform (due to absclutes in preparation and material costs).

Below is a list of sample treatments. It is suggested that individual gomemasters design and implement treatments at their own

discretion.
Procedure Time Price
Cleansing 1 month 50,000%
Genetic Correction & months &0,000%

Reconstructive Healing 4 manths 100,000
Other Variable 50,0008+
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Immunization therapy extends a permanent immunity to a single disease or compound. This differs from standard menoclonal
ank treatment in that this procedure uses the actual hybridemas {the source of specific monoclonal antibodias) rather than just
the antibodies they produce.

Immunization is a relatively simple and painless process of injecting specially tailored hybridomas into an individual's
bloodstream, After o one-month incubation period, that persan is immune fo the effecks of the particular disease or compound for
which he was treated. This immunity extends only to a standard (casual) exposura to the pathogen or chemical in question, hawaver.
Highl}r concenirated doses ldDuHe of higher smndurd-sfreng'rh, amount, or concentration) and mutated strains miry averwhelm the
largeted system fo a point where infection or damage may cccur. The required mulliple of standard exposure level is left to the
gamemaster’s discration.

A hull-spectrum immunization program is also availoble for these who can afford it; this renders the subject immune to the effects
of almost all standard-level pathogens and known toxic compounds. There has been little success in immunizing metabumans against
their specific racial allergies.

Type Price
Single 40,000% /ireatment
Full-spectrum 300,000¥

YOI FiEvEr naac suMer from the COmmaon
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MNamed after Ponce de Leén, the legendary sesker of the Fountain of Youth, Leénization reatment repairs the cellular damage
that secompanies the natural aging process. This gene therapy program involves making an initial genetic probe of the subject and
then preparing a nanite "bath” matched to the subject's genome. Once immersed in the nuirient solution, the bady is placed in a trance-
like state while the nonites go about their job of rejuvenating oged cells. This process usually takes four months to complete and is
relatively fast as far as system-wide gene therapy is concerned. This is because the task at hand is simply maintenance and not any
real change. Any potential (latent), genetically linked disease or condition that shows up in the initial probe of the subject may be
corrected at the same time at no ngiﬂﬂnﬂF cost. During therapy, the subject cannot physically interact with others in any way.
However, if he is equipped with o datajack, the subject con interact and go abaout his business by electronic proxy.

Lednization does not grant immrh:rily. It is possible to successhully carry out this process only a limited number of times before the
overwriting process friggers spontaneous and uncontrollable changes in the genetic code. The exact cause of this phenomenon is not yet
known. The exact number of times ds on the individual; use the average of the characier’s Body and Willpower Rafings (rounding
up) to calculate the number of fimes the therapy may be safely attempted. When properly administered, the treatment sirips away the
effects of physiological aging. For all infents and purposes, the subject's body will appear many years younger and will feel and behave
as if it were in the prime of health and youth [approximately age 21). Leénization may be inifiated at any fime (prior to death), as thers
is no change in the therapy’s effectiveness because of the subject's inifial age. The refreshing ncmmpfifshed through the process is a
macroscopic physical change. Mo gross genomic change occurs, nor is either Body Index or Essence affected in any way.

Characters whe have been treated with the Leénizalion process must submit to semi-annual maintenance sessions for four years
following the complefion of rejuvenation therapy. These maintenance sessions are mostly for fine-tuning and touch-up work, giving
attending physicians and geneticists a chance ko ensure that the patient has taken fully to the process. If the number of rejuvenation
attempts exceeds the subject’s maximum safe number of applications, the individual's cells will spontanecusly degenerate. Death [after

excrucialing pain) comes in six hours,

Essence Cost Price
10/ session 2,000, 000%/ session + 100,000%,/ maintenance session
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ANTIBAC

arycali by |-3:|Ii|'.|__; legul

Availabilite: 4/48 hours

Street Index: 1

Lintil the year 2041 the standard treatment for bacterial infections and disease were anfibicfics such as amexil, penicillin, and
so forth. Though anfibiotics kill the bacteria, they do not remove the endotoxins already released into the bloodstream by the bacteria.
Indeed, killing the bacteria may lead o the release of even more endotaxins as the dead bacteria break apart and release the toxins
contained within. A type of menoclonal antibody treatment called anti-bacteriological agent VIl (or simply antibac) is now used in
place of anfibiofics.

Anfibac protects the body from bacteremia (the presence of badteria in the bloedstream) and endotoxic shock (the poisoning
of the bloodstream by chemicals secreted by pathogenic bacteria). In the case of whole bacteria, the anfibodies bind to them and
mark them for destruction by the white blood cells. Antibac also binds to the secreted toxins, rendering them inert; the body then fillers
and expels the bonded bodies with other bodily waste.

Use of antibac will stop the progress of bocteriological disease and infection, but will not repair any da already inflicted
upen the subject’s body. For resisting damage, antibac temperarily reduces the pathogen's Strength Rating by its level. For example,
level 2 onfibac used againsta 5M2 bacteria would reduce the damage coda to 3M2, The day after antibac has been administered,
the subject is allowed another Body Resistance Test against the weakened microbe. The attacking arganism’s Strength Rating returns
to normal if the Resistance Test fails to destroy the agent.

Antibac may be administered at any fime. If introduced before exposure to bactericlogical agents, add half its level (round up)
to the subject’s Body for the appropriate Resistance Tests (i e., versus pathogens) instead of reducing the attack’s strength. Thus, Level
4antibac will odd +2 to any character’s Body Attribute when resisting bacterial agents if administered before actual exposure. Antibac
will remain effective in the bloodstream for only one hour after administration, and each dose is only effective for a single treatment
or exposure. If an initial treatment fails, however, further attempis with antibac may skill be made.

Success or failure of the antibac treatment cannot be determined immediately after administration. A period of 24 hours and
o successhul Biotech Success Test against o Target Number based on the bactericlagical agent's strength are necessary for
confirmation of anfibac action (whether positive or negative). (A 652 microbe, for axample, indicates a Target Number of 6, o 5M2
code indicates o Target Number of 5, and so on.)

Level Price

1-3 5008 x Lewel
4-6 1,000%¥ x Level
- 1,500% x Level
10+ 2, 500% x Level
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bloodsiream. Binder seeks out foxic compounds and attaches itself fo the chemicals, rendering them inert. Binder is not usually effective
against bactericlogical endetoxins; anfibac must be applied in such cases. Once the bonding has occurred, the body’s natural defense
system can either break down the “neutralized” compounds or else safely expel them through normal waste procedures.

Like all monoclonal antibody treatments, binder will halt the progress, but not help heal the domage done fo the farget. Unlike
antibae, however, binder is loxin-specific, and must be prepared separately for each compound. Binder temporarily reduces the
foxin's Strength Rafing by its level in Resistance Tests. For example, Level 3 binder used againsta SD2 foxin would reduce the damage
code o 202, Binder s fast-acting and, once administered, allows the subject an immediate Body Resistance Test against the weakened
joxin. If the Resistance Test fails to neutralize the toxin, the toxin's Sirength Rating retums to its normal level.
| Binder may be administered at any ime. If used prior fo exposure, add half ot binder's rating {round up) to the character's Body
r Aftribute to determine foxin resistance against the specified compound, instead of reducing the attack's strength. (Binder administered
| inthis fashion remains effective for only one hour.) Each dose nmunder is effective for only a single treatment or expasure. If an inifial
s ireatment of binder fails, however, addifional attempts may be mada.

Monoclonal ankibodies known as toxin binders are used to combat the effects of potentially dangerous chemicals in the I

o
o Level Price
1-3 300% x Level
4—4 SO0 x Level
- 7-9 900¥ x Level
*;;: 104 1,500% x Level
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IETA-INTERFERON -

RATINGS

Legality Rating: lF,gu'

Availabiline: 4/32 hours

In coses of viral i:m.aI{':u*e«:dn:sf mammalian cells will normal prnduca interfarans, the noma given o three types of proteins {each
with numerous variants). The three naturally occurring forms of interferon (olpha, beta, and gamma) are synthesized by lymphocytes
and fibroblasts (with o-inferferon being the most commonly encountered and produced). Interferons stimulate virally infected cells
o synthesize other proteins that inhibit viral replication, slowing down and sometimes stopping the spread of infection. Interferons
also moke the infected cells produce “Hag” proteins, which increase the chance that the body's immune system will recognize and
eliminate the offected cell.

Zeto-interferon is o gengineered derivative of naturally occurring interferons. Highly specific in noture, each z-interferon is
tailored to combat a single virus type or sirain. Z-interferon completely halts viral replication, and the infected cells are quickly
destroyed.

Similar in operafion to antibac, the use of z-inlerferon will halt the progress and desiroy the cause of viral infection, but will not
help heal the damage already dane to the subject's . The z-interfercn level temporarily reduces the Strength Rating of invading
virusas, [After the introduction of Level 4 z-interfaran, axnmp|&, a &L2 virus reduces its code 1o 212.) Tweni"_.r-['uur hours after
administration, the subject is allowed lo make another Body Resistance Test against the weakened virus. If the Resistance Test fails
o destroy the virus, however, the agent's damage code returns to its normal rating.

Zetg-interferon may be administered of any time. If used before exposure to a viral t, add half its level to the subject's Body
Rating for Resistance Tests instead of reducing the virus's Sirength Rating |effectiveness in the bloodsiream is anly maintained for one
hour). A single dose of z-interferon is effective for ane treatment of exposure. If an initial treatment of z-interferon is unsuccesshul,
odditional doses may be administered for further attemps.

Effectiveness of a z-interferon application cannct be determined immediately. A Biotech Skill Test against a Target Number equal
o the viral agent's actual strength may be attempied ofter o period of 24 hours from the ime of z-interferon administration. (In the
ohove exaomple of the 612 virus, the Target Mumber is &, taken from the actual code of 612, not the reduced code of 212.) If successhl,
this test informs the attending physician (or user of the Biotech Skill} of sither success or failure.

Mo form of zefo-interferon has yet been perfected that prolects against the Human-Metahuman Vampiric Virus (HMYY)] or the
mast recent form of VITAS (Virally Induced Toxic Allergy Syndrome. )

Level Price

1-3 400% x Level
45 BOC¥ x Level
72 1,200% x Level

10+ 2,000% x Level
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Strect Index: 5

Doom is an insidious example of how monoclonal antibody technology can be dangerously abused. Gengineered doom
unrilfmf:iies seek out and bond to body muscle tissue. Each doom unit has a radioactive isotope (Bismuth-212) attached to the antibody

vehicle.”

Bismuth-212 decays by alpha radiation, the emission of alpha particles {helium nuclei). The energy of alpha particles is high
enough to kill any call it passes through and has a penetration level of approximately ten cells. Doom destroys the surface layers of
muscle fissue, As soon as the dead fissue has been removed by the body’s own waste-disposal system, doom proceeds to attack and
destroy the layers underneath. This will, theoretically, confinue until there is no muscle left, but in most affected creatures death usually
occurs before that can hoppen.

Once infroduced info the body, and until it is destroyed and removed, doom removes one box from the subject’s maximum
Physical and Mental Condition Monitors. (After two days a subject may sustain only a maximum of eight baxes of physical and eight
boxes of mental damoge instead of the regular fen esach.) Furthermors, every two days, doom permanently removes 1 point from
the character’s Body Rafing, and one from his Strength Rafing. Death occurs when the individual's Body or Strength Rating folls to
0, when his condition meniter is reduced to 0, or if damage through trauma exceeds the new maximum condition rafing.

Doom is difficult to treat. Binder does not recognize doom as a foxin, and anfibac and z-interferon are equally useless because
doom is neither a bacteria nor a virus. Cybemetic blood filters and biclegical pathogenic defense systems do offer some assistance
in combating deom, but only operate ot half-effectiveness {round up). Al ough doom inflicts no conventional damage, doom resists
as if having o domage code of 6M2,

Diagnosing undgidenﬁ{'ying doam is a relatively simple tosk (especially if done with o radiation maler); lwo or more successes
on a Biokech (5) Test (or Biokech (3) Test if using o radiation meter) indicate correct andlysis. A cleansing gene therapy procedure
can stop the continuing effects of doom, I'I'H:\u;E any atiribute damage already done is permanent.

Rating Speed Vectors Price
*EM2" Special Air and contact 500%/dose

don't even wanl o hink
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GAMMA-ANTHRAX

4 ™

Gamma-anthrax is a mutated strain of the already deadly anthracosis bacillus, and is lethal if left untreated. Gamma-anthrax
delivers an initial damage of 652 Stun upen exposure; this damage was engineered into the disease in arder o disguise the bacterial
agent as a lesser foxin and hide ifs true nature. s incubation period is variable, depending on the character's hasl:?}rh and physique.
Make a Body Success Test against g-anthrax’'s r:ﬂin% of 652; the number of successes indicate the incubation period in days.

i

Alter incubation, g-anthrax manifests as cold-like symptoms, becoming @ fulmineting preumonia as the disease progresses.
Once the disease takes hold, the character begins fo weaken. Remove two boxes from the maximum of both his Physical and Mental
Condition Manitors every 12 hours the disease progresses beyond ifs incubation stage (i.e., after 24 hours the individual may sustain
only & maximum of six boxes of either physical or mental damage instead of the regular ten). Death occurs if the monitors are brought
to 0 or if dnmc:ge Io the characker exceeds the monitor's new maximum Hﬁrough externol means such as combat. In addilion, every
day the disease manifests, add +1 fo the bacteria’s Strength for purpeses of resisting any treatments (after two days, g-anthrax's
Resistance Code is effectively 852) and apply a +1 1o the target numbers for all tests made by the subject. Gamma-anthrax may be
delivered by cerosal, contact, or injection.

Unlike regular anthrax, the gamma strain is non-infectious. Both, however, are potentially deadly if medical attention is not
administered promptly. If treatments are successhul, recovery from g-anthrax infection is relatively simple, and proceeds as if the
subject had received wounds corresponding to the number of boxes remeved from the condition monitors. [For example, if the
| individual had five boxes removed from his/her maximum, recovery proceeds as if he/she had suffered five boxes of physical and

five baxes of mental damage. )
I To accurately diagnose g-anthrax, make a Biokech (4) Test. Laboratory conditions, or lack thereof, may increase or decrease
the Target Mumber. The Target Mumber with a good lab is 5, for @ poor lab or no lab, it is 8.

0 successes = No result/Inconelusive

1 = Bacteriological agent present

2-3 = Bacillus type, probably lethal

44+ = Any relevant data, including reatment.

ndhddi‘riunul Biotech Tests may be made every hour if initial results fail to deliver accepiable results, but only if further fests are
conducted.

Rating Speed Vechors Price
452 Stun Varies Air, contact, and injection 180%/dose




much harsher sort. Loss of such fertile <oil to industrial development put heavy pressure on the remaining arable land te produce far
beyond its capabilifies. The inability to meet the demands for food production on a global scale has driven food prices fo fheir highest
level ever, and has created a market for cheaper aliernate sources of consumable products. Today, most available food cameﬁrum
products derived from single-cell proteins.

in leavened bread, lactic acid bacteria in cheese, molds in fermented sausage, and so on) since ancient fimes. Modern techniques
for incorporating these erganisms into the human diet originated in Great Britain in 1879 with the introduction of Saccharomyces
cerevisiae, or baker's yeast. In Germany during Werld War ll, Candida ufilis {torula yeast) was cultured as a protein source for humans
and animals, using sulphite waste liquor (from pulp and paper manufacture) and wood sugar as its raw materials. Although several
microerganisms can provide an adequate source of feod energy, present-day preduction of “food-subsfitutes” for humans centers
almost exclusively on mold and fungi platforms.

fungi are a greater source of protein (72 percent by weight, as opposed o 35 percent). Cultured in cerated fermenters, and using
glucose as raw material, Fusarium graminearum has a generation fime of 5.5 hours and yields .8 kilograms dry weight of cells for
every kilogram of sugor consumed. Once harvested, the collected cells are then treated to reduce ribenucleic acid confent
{consumption of mare than 2 grams of untreated ribanucleic acid per day by humans may cause kidney stones or gout) The
filamentous mycelium cakes can then be flavored, formed, and textured info products resembling anything desired by the consumer
(chicken, beef, pork, and so forth).
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With the start of the Resource Rush more than 40 years ago, much of the world's arable lond fell prey to exploitation of a different,

The consumption of microorganisms for their food value is nothing new. People have eaten them in one form or another {yeast

Growth rates of mold and higher fungi {4 to 16 hours) are slower than these for bacteria and yeast (2 o 3 hours), but meld and

Price
25%¥/kilogram
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“Sticks and stones may break your bones, but drugs will really fry you.”

—iInner city graffiti

“Drugs! Drugs! Drugs! Why is everybody so preoccupied with drugs? I'm just alaw-
abiding chemical industrialist. Why should 1 know anything about drugs?”
—Abraham Costa, “Industrialist,” testifying before UCAS Supreme Court

Chernlstry is the study of matter. It deals with matter's
compaosition and properties, (ts reactons with other forms of
matter, and the application of the derived knowledge to a
specific subject or activity. Understanding the principles of
chemistry glves a chemnist much the same ability as giving a
pencil and a sketchbook to an artist—the ability to create.

Being able to create, control, and manipulate matter makes
passible many things. The quallty of life that most of us take for
granted, for instance. would never have reached present levels
without the help of chemical technology,

In the modern world, chemistry is the “Everyman” technal-
ogy—the great equalizer. Chemical technology s inexpensive,
readily available, and does not require a great deal of “personal”
time or investment, There's a chemical for every occasion, and
if there is no off-the-shelf chemical that fits someone's require-
ments, that person can always get one designed.

APPLIED INDUSTRIAL CHEMISTRY

Indlscussing the science of chemistry for use in Shadowrun,
itis necessary to differentiate the application of chemistry into
the unctional delineations: Industrial and pharmaceutical, Phar-
maceutical chemistry deals with medicines and compounds
that affect body chemistry, and industrial chemistry deals with
everything else.

Chemistry isa “feedback” science. It advances in directions
dictated by the current needs of the society it serves. Shadowrun
society is very much comporate-centric, and the corporations
themselves are bullt around a heavy commercial base.

Commerce, to put it most simply, consists of the buying,
selling, and trading of goods and services. These goods must
somehow be manufactured, and most manufacturing processes
involve a great deal of chemistry. This chemistry may Invelve
processes as minor as determining what kind of lubricant to use
in the machinery, or may, in fact, be the actual product Itself,

OPTICAL CHIPS

One chemically based industry thar dominates a large
share of the world market is the producton of optical chips.
Optcal technology (espedially In the form of chips and switches)
Is essential fior many of the aspects of modem day-to-day life.
The sale of devices based largely on optical technology is a
multi-billion nuyen industry. and accounts for a staggering 43
percent of Japan’s exports and for 26 percent of overall world
trade,

The maost widely sold product of optical technology is the
optical memory chip, At the heart of optcal memaory technol-
ogy is an organic pigment known as bacterlorhodopsin (part of
the photosynthetic system of the bacterium halobacterium
hatobium). Bacterlorhodopsin exists physically In two states:
one that absorbs green light and one thar absorbs red light. In

vistry con e
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its green-absorbing state, the bacterlorhodopsin molecule’'s
clectronle configuration changes to become red-absorbing, and
vice versa. This two-state {binary) characterstic Is what makes
the pigment useful as a memory-storage medium.

By using lasers of differing wavelengths (specifically attuned
to the red and green frequencies of light), Informatdon can be
stored in and retrieved from bacteriorhodopsin molecules in
miuch the same way as with magnetic memory, in the form of on/
off sequences. The simllaritles in the physical properties of optlcal
and electromagnetic media end with their shared binary nature,
however, Individual clusters of bacteriorhodopsin are much smaller
than magnetic sites, allowing for the creation of optical chips with
more storage sites than a solld state or magnetic companent of
the same surface area. Once its configuration has been set,

bacteriorhodopsin is much more stable than Its elecoromagnetic
counterpart. Shifts in emvironmental variables (high magrnetic
felds, temperature changes, shock. and so on) will not affect its
physical state. Only a pulse of light at the right wavelength can
change the molecule’s propertles. The cycle time of the optica
pigment Is less than five-trillionths of a second, making
bacteriothodopsin-based optical storage more than a thousand
times faster than conventional magnetic memaory.

When scanned by a low-power laser, the absorption feature
can also function as an optical gate or switch. If the laser is trained
on an oppositely colored cluster and cannot provide the molecule
with the level of energy necessary to change the pigments
current configuration, the molecule will simply block the beam
from continuing on Its path. If trained on a simllarty colored
cluster, the low-power beam will pass through, unimpeded in its
progress. In this way, Individual clusters operate as high-speed
polarizing gates for optical microcircuitry.

Combining the storage and switching functions of
bacteriorhodopsin within a single unit allows for the conseuc-
tlon of highly sophisticated Integrated packages much like the
sliicon-based chip deslgns using semiconductor chemlstry—
only smaller and faster.

SUPERCONDUCTORS

The fArst observed and most distinctive property of 2
superconductive body is the near total loss of electrical resis-
tance at a critical temperature {each specific material has its own
unique threshold point). Peripheral and secondary characteris-
tics include the levitation and suspension effects that accom-
pany superconductivity, Itis for the null-resistance property thal
superconductive materials are most prized.

When electrical energy passes through standard conduc-
tive material, a percentage of the transmitted energy s lostin
overcoming the substance’s natural resistance to the current
This resistance, though small, can account for massive amount
of power (and therefore money) lost when dealing with large
voltages and currents, such as those In power transmission
lines, large electrlc motors, and so on. The use of superconduc-
tive materials virtually eliminates the problem. Even low-volt-
age and low-current systems benefit from negated reslstance
{e.g.. clearer signals on wire ransmissions, improved recepion
from antennas, longer use from battery-based equipment, and
such). The low resistance of superconductors also alleviates
many of the temperature problems caused by standard elet
tronics. In standard equipment, an individual componenfs
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resistance can build up the unit’s heat level o an operating
temperature beyond its rated limits, causing component failure.

Components constructed from superconducting materlals have
\ virtually no reslstance and therefore generate almaost no heat;

because they cannot suffer breakdown due to high internal heat,
superconducting electronics can be run faster and with a far
greater load on thelr components.

A strange by-product of the superconductive phenom-
enon is the Schwartz effect (better known as the suspension
effect). The basic result of the Schwartz effect is that supercon-
ductors can cause magnetized objects to levitate above them.
‘ A varlatlon on the effect is that a magnetized object can cause

a superconductor to be suspended In space under it. An
example of this is the near-frictlonless, energy-effident, levitat-
ing/suspended, high-speed mass transit system.

Although still hotly debated after more than 50 years, the
Goddard theorem has become the de facto definition behind
the superconductivity phenomenon, Essentally, the theory
|| explains that certain elements within superconductive com-
pounds force some of the component oxygen atoms to lose a
single electron and develop a spin. This spinning causes the
atoms on either side of the oxygen atorms ta line up In the same
direction, creating pockets of magnetism. The oxygen atoms
that have been deprived of electrons act as “holes,” attracting
electrons from other nearby cxygen atoms, which, in tum, lose
their electrons and thus form new holes, These holes moving In
sequential pattermns create trails of magnetic pockets that faclll-
tate the Aow of electrons. This smooth Aow of electrons repre-
sents superconductivity,
| The Goddard theorem precludes superconductivity at room
temperature, However, certain famllles of superconducting
alloys have high enough threshold temperatures that standard
refigerants can be used to achieve the materal’s superconduc-
tive state. Blsmuth compounds have critical temperatures hov-
ering around —163° C., while thallium alloys achleve supercon-
ductivity as high as —148° C. Either liquid oxygen (-182.9° C.)
ot liquid nitrogen (-195.8° C.} can be used to refrigerate these
potentlal superconductors to well bellow their critical polnts.

While the problems of maintaining critical temperatures with
refrigeration systemns hamper the application of superconductive
matedals on a grand scale, superconductors can still play a
|| sumrisingly large number of roles within today's technology. The
|| search continues, however, for disproof of the Goddard theorem
and the ever-elusive room-temperature superconductor,

PHARMACEUTICALS

In the modem vocabulary there has developed a moral and
ethical gap between the concepts of “medicine” and "drugs.”
The term medicine Is used to refer to a chemical of beneficial
nature and effect, while the term drug is assigned to compounds
used primarily in self-indulgence and self-destruction. The
difference between a medicine and a poison is mastly only a
matter of dosage. When used In low concentrations. many
polsons are useful in treating certain conditions, and any medi-
clne can become toxic when administered in excess. In fact,
anything can become toxic if taken in extreme amounts, even
water and oxygen.

Pharmaceuticals work by acting on receptors, speciallzed
protelns that form part of the surface membrane of cells. This
action varles with each chemical and Includes stimulating,
recducing, Inhibiting, and initiating. Pharmaceutical chemicals
may be further differentiated inte the following categories:
stimulants, depressants/tranqulllzers, hallucinogens/
psychedelics, and utility compounds (a catchall category for
everything that does not fit into one of the preceding dassifica-
tions). All medicines and drugs fall under one of these headings
{and some fall under more than one), the important factor being
the degree and level of chemical action.

STIMULANTS

A stimulant may be broadly defined as any substance that
quickens the rate of physical or mental activity. Stimulants vary
from broad-spectrum (adrenalin} to specific, narrow-focused
types (digitalis, which stimulares the heart muscles, or diuretics,
which stimulate action In the kidneys). For a stimulant to be
effective, there must be a certaln amount of reserve energy In
the argan to be stimulated. To use a stimulant in the absence of
such a reserve is akin to whipping an exhausted horse.

The overuse of stimulants leads to massive overexhaustion
as the body exerts itself to the point where all its reserves are
drained and depleted. Further use of stimulants at this point
invites death and accomplishes litHe else. If an additional dose
of a stimulant is administered before the effects of the first
application have wormn off, or before the subject has recovered
from using up his bodily reserves, he/she takes an immediate
Light wound on the Mental Condition Monitor. Moreowver, the
addltlonal application (and any subsequent doses) operates at
only 50 percent efficiency. Divide bonuses in half, rounding
down; penalties are not correspondingly altered.
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Stimulants are an example of chemical technology being
used to equalize the odds arvery little monetary expense. Many
smaller companies (and some larger corporations) do not have
the resources (or won't spend the money) to equip and train a
large security force. As an alternative, several such firms have
turmned to using tallored amphetamines to glve their men the
extra edge to keep them competitive with thelr cybemetically
enhanced and/or biologically augmented opponents. It is a
matter of simple economy. How much more economical to
throw hordes of “pumped-up” men (doped up at very little
financial cost) at a problem, than to amm each indlvidual security
guard In compensating bioware/cyberware (costing thousands
of nuyen per person), even taking into consideration the high
casualty figures of actual unit confrontation. Though the draw-
backs inherent in repeated use of such stimulants are widely
kniovwn, there has never been a shortage of volunteers (both real
and forced). There are just not enough jobs to go around in the
first place, For the companles involved, it Is a cost-effective and
adequate, though not quite ethical or moral, solution to their
problems. And very few guards employed in this fashion last
long enough to apply for the medical severance made available
by their employers,

TRANQUILIZERS

Tranquilizers ane chemicals that reduce mental and phiysical
activity. In modem vemacular, however, they have become
identified with their effects on a sublect’s mental state. In that
respect, a tranquilizer ideally becomes a drug capable of allay-
ing tension, worry, anxiety, and panic, without impairing the
nomial mental capacity of a given individual. This Is rarely the
case, however. Although tranguilizers are physically and chemi-
cally able to perform their functions, the mental fallout from the
effects of such blissful calm, restfulness, and pleasure quickly
fosters the strong desire to experience such states at all fimes.

Tranqullizing drugs exist in a wide range of strength and
effects, including narcotics, sedatives, hypnotics, and tranqull-
izers. A sedative reduces overactivity of the nervous system
(diminlshing excrement and Imitability), hypnotics aim to pro-
duce sleep, and tranqullizers attemnpt to quell states of mental
stress, Narcotics fall on the borderline between sedatives and
hypnotics, relieving pain while Inducing sleep.

The results of substance-abuse research show tranquiliz-
ing-type drugs as the most commonly encountered group of
misused chemicals, far more even than hallucinogens.
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Part of the problem with tranquilizer misuse stems from
their relatively low purchase price and wide avallability. Barbi-
turates, for example, are sold on the street at less than 40% a
“hit,” Another problem far more difficult to correct arises from
society itself. For iIndividuals who have fallen through the cracks
in the system, there is very little hope. Many turn to tranguillzer
use to alleviate the depresslon accompanying their situation.

On the corporate slde, tranquilizers of some fom o
another are often the first physical line of defense. If indlviduals
manage to penetrate a corporate complex’s perimeter de-
fenses, it is simpler, far more cost-effective, and much mare
efficient to remove the threat by neutralizing the invader with
chemical tranquilizers than by mobllizing a security team and
risking employee injury or loss and property damage.

HALLUCINOGENS

These chemicals alter the mental and emotional processes
of thelr users, producing visual and,/or auditory hallucinations,
Although they have been used throughout history as mind-and
sensory-enhancing drugs, they are potentially the most danger-
ous of all drugs. The nature of their chemical acton promaotes
high Instances of neural and brain disorders stemming from
their use, Many hallucinogenic drugs carmy additional side
effects, psychotomimetlc action being among the most dis-
tressing. Psychotomimetlc drugs stimulate mental illness, even-
tually causing permanent mental trauma, brain dysfunction, and
neurosis. Several hallucinogenic compounds such as Ecstagy
and Zen are, unfortunately, avallable on the street, With haliu-
cinogens ranging from BO¥ to | 20¥ a dose, however, they ae
relatively expensive when compared to other avallable drugs.
That is the main reason they are rarely chosen over the less-
expensive tranquilizing compounds or the repeat-use BTL chip,

Hallucinogens and psychedelics are commaonly refemed o
as “escapist” drugs, allowing the user to flee into a world of
sensory splendor. In actuality, they are deadly substances,
letting their advocates “escape” only into neurological ablivion,

De<pite the dangers involved with their use, hallucinogens
have applications where the user's continued health is not 2
primary concern. Because of the disorienting nature of hallucl-
nogens and psychedelics, several unscrupulous organizations
and individuals have found them useful as tuth drugs and
interrogation compounds,
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SUBSTANCE USE/ABUSE

Alldrugs have an Addiction Rating, a Tolerance Rating, and
4 Strength Rating. Together, these three attributes define the
compound’s Danger Profile.

Addiction to a substance may be either physical (P} or
rmental (M), Mental dependence usually stems from the emo-
tional gratification derived from use of a drug, Tesrs for mental
addiction are made against the drug-user's Willpower Ar-
tribute., Physical addiction is a much “harder” addictlon and
results from the boady becoming dependent on the presence of
the used substance for its continued “survival.” The damage
dane to the subject’s metabolism makes such a condition much
maore difficult to overcome. Tests for physical dependence are
made against the drug-user's Body Attribute. To determine
whether or not a subject becomes addicted to a compound,
make a standard Resistance Test using the drug's Addiction
Rating as a Target Number against the appropriate attribute, It
takes only one success to remain unaddicted {if the substance
is both physically and mentally addictive, make a separate test
for each one). If the test fails, the character becomes addicted to
the substance.

Once addicted, he or she requires at least one dose of the
substance every Body x 4 hours for physical addictions and
every Willpower x4 hours for mental dependencles. The perfod
between doses may be extended only once by an additonal
Body/Willpower number of hours; this Is accomplished by
making a successful Body/Willpower Test against the current
Addiction Rating. Failing to acquire and administer a dose in the
required time results in the character going into immediate
withdrawal. Dosages required by the addict begin to increase,
as the addict desires more and more of the substance in
question (eventually hitting a toxic level, which varies from drug
to drug). In addition to experiencing substance cravings, a
character who is addicted loses one-half point of Essence (a
permanent loss) and one box from both his Physical and Mental
Condition Monitors (starting from the top and working down)
for every week he remains addicted. The user will eventually die
when his Essence reaches O or if damage to his Condition
Manitor{s) exceeds his new maximum. That |s, after bwo weels
of substance addiction, a character will have lost 1 point of
Essence, and have a maximum physical and mental condition of
only elght boxes Instead of the regular ten.

Tolerance Is a measure of how easy It Is to become
“immunized” to the effects of the chemical, To determine

acquired immunity, make a Body Reslstance Test against 4
Target Number equal to the drug’s Tolerance Rating. If the
character fails to roll any successes In this test, he has become
permanently immune to the substance’'s effect. Individuals who
undergo certain "cleansing” forms of gene therapy lose this
tolerance in the process and may use the drug once again if they
wish. Characters who are addicted and who acquire immunity
go into immediate withdrawal,

The tests to determine Tolerance and Addiction are made
after the drug has been administered and Its effects have wom
off.

The drug's Strength Rating indicates the ease with which
dependency and immunity are acquired in the long-term use of
the drug. Every time the number of applications taken/admin
istered equals a multiple of the compound’s Strength Rating.
add +1 to both the Addiction and Tolerance Rating. For ex-
ampile, if the drug's Strength Rating is 5, every fifth dose adds
+1 to both the drug's Addiction and Tolerance Ratings. The new
ratings become the drug's Addiction and Tolerance Ratings fior
that partlcular character, and further use by the character will
continue 1o Increase these ratings. Glven enough time, Addic-
tion and Tolerance Ratings will drop, but never below their
"base” ratings. Every 30 minus the drug's Strength days of
uninterrupted non-drug use (for that partcular drug). Addiction
and Tolerance Ratings are reduced by 1. This period is the drug's
“clean period.”

At some point, an addicted character may wish to “kick the
habit.” To quit an addiction is difficult and the effort can begin
only after the character makes a successful Willpower Test
against the addictive substance’s current Addlction Rating + 1.
This roll may be modified by mitigating external drcurmnstances,
such as strong peer support, a long stay at the New Betty Ford
clinic, and so on. For a physical addiction, roll agalnst the current
Addiction Rating + 3, If the subject has both a mental and a
physical dependency to the drug, the Target Number increases
to the current Addiction Rating + 4. Only if all the rests succeed
may the character continue with the recovery process (remenm-
ber that successes may be purchased with eamed Kamma).
Addictlon recovery attempts may only be made if the
gamemaster feels that they are warranted (a player may not
decide that his character Is cured without cause}. A character
may deal with only one substance at a dme.

During the recovery process, all losses from substance
abuse are temporarily halted, but not removed. In addition, the
individual suffers a +2 to all his target numbers (+4 for concen-
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tration tasks, including spellcasting). This is because of the
combined ordeal of withdrawal pains and mental/physical
shock, The penalties and effects of withdrawal vanish immedi-
ately if a dose of the “required” drug is administered. In that
case, however, the recovering character is automnatically con-
sidered addlcted once agaln, and the drug's current Addiction
Rating Increases +1. If the character has the strength and
courage to weather the recovery process, the drug's Addiction
Raring drops 1 point every three days. Once the rating drops to
its base level (it may never drop below Its starting level), the
character is no longer addicted to the partlcular substance. At
this point, Essence loss is “permanently” halted, but lost Es-
sence can never be regalned. The subject must then rest an
additlonal length of time equal to the drug’s Addiction Rating
in order o restore his physlcal and mental health. During this
tirme, his shock penaltles drop to +1 for all his targer numbers
(+2 for cancentration-based activities), The character recovers
the damage on his Condition Monitors at a rate of one physical

and one mental box every three days of rest; once the rest cycle
has elapsed, all performance penalties are removed. The char-
acter must rest for the full perdod in order to eliminate the
penalties and restore his mental/physical health. Only at the
end of this process is he fully “cured.”

Alternately, in other cdrcumstances (e.g., the character
cannot obtain the addictive drug on time}, a character may suffer
forced withdrawal. This is not a recovery process, but a failure
to satisfy artificially induced substance cravings. Losses due to
addiction continue to accrue throughout a forced withdrawal
period, During forced withdrawal, the character may feel physi-
cally and emotionally almost waorse than death. All his target
nurmbers suffer a +3 perfformance penalty (+6 to Concentration
skills, Including spellcasting}. Also, the individual is in a state of
constant pain and will behave as if suffering from the effects of
a persistent Moderate mental wound, This status is his/her
minimum Damage Level while undergoing forced withdrawal;
apply appropriate damage penalties to Initiative and target
numbers, [n addition to the withdrawal penalties, The effects
and penaltles assoclated with the withdrawal process are im-
mediately removed once a dose of the “required” drug is
administered. However, easing away the rauma of forced
withdrawal by taking in the abused drug only reinforces the
addiction; the drug's current Addiction Rating Immediately
increases + |, Characters undergoing forced withdrawal will do
[ust about anything to get a "hit" of their desired substance. If
a period of 24 hours passes without the character recelving a
dose, the drug's current Addiction Rating drops by 1 point (but
never lower than its starting base). The individual is still consid-
ered addicted, however, and will continue to experience forced
withdrawal untll he/she |s administered a dose.

Magic cannot be used to aid directty in recovering from
substance addlction (as such dependency is not, technically,
either a toxin, a disease, or a wound). A spell such as Resist
Moderate Pain can allevlate the paln assodated with forced
withdrawal., however. Similarly, the character may undertake
certain cleansing therapies (If he has the necessary resources
and can locate the facilities) to remaove physlcal addictions (and
return lost mental and physical condition boxes), although
these can provide no assistance In recovering from mental
dependencies. The body may no longer need the drug, but the
mind stll craves its presence.

Drug addiction Is a very debilitating experience, The best
solutlon s preventdon—not to become dependent in the first
place.

500 IgE more ||| 11Ty
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“Better living through chemisiry—that's what I always say.”
— D. I. Grelg, Emtrepreneur

“If you can call it living! You ever see what this stuff does to you?”
—Mark Ferguson, Officer, Metroplex 23 Division

“Whaddya think | am? Crazy? | don’t use lt...just sell it.”
—=D. I. Greig, Entrepreneur

Science is, among other things, a tool. In ltself it is neither Manmade compounds can be creative or destructive, 4
right nor wrong, good nor bad. And yet It can be any of these protective or threatening, healing or destroying. From among ff;;
things, depending on whose hand wields the technology. the countless compounds [n existence, Shadowtech presents

Chemistry, llke genetics, is a field of science with vast only a minute fFaction, but this Facton Is representative of
potental. Elernental in nature, chemistry affects the basic “stuff” chemistry’s potentlals to build, heal, protect, and destroy.

of physical creation, making it a force of nature that can be
channeled by man.
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Dikote™ is o process that deposits a thin diamond film on any solid surface. Small volumes of methene gas are mixed with large
volumes of hydrogen gas, then subjected to powerful beams of microwave energy. This creates o plasma, a super-hot gas in which all
atoms are ionized. The plasma is then passed over the cooler solid target, forming a diamond film as the gases condense on the surfoce.

The diamend film imparts much mere structural strength and resilience o conventional materials, adding +2 fo the Struchural/
Barrier Rating, and +1 ko any ballistic and +1 to any impact armor present. When Dikeote is used o coat a meles weopon, the Strength
Rating for an attack made with the reated weapon increases by +1 (e.g., 5M2 becomes 6M2). If applied to an edged instrument
the weapon's petential wounding increases by one level. A sword's normal Damage Code is (StriM2, for example, but o sword with
Dikote inflicts damoge ond is resisted as ifitwere [Sir}52. A similarly reated projectile weapon has the effective Strength of the thrower
raised by +1. Parrying with a Dikole-treated object adds an additional die for defensive purposes anly.

Treated producis alsa find use in the construction of high-speed bearings. Bearings treated with Dikote™ lastin high-temperature
environments where conventional lubricants break dewn, permitting the dwe|npmenl of faster, more efficient, more pc:rwerﬁ.n| engines
ond turbines.

Application of Dikote technology has also benefited the electronics industry. Conventional silicon chips generate large amounts
of heat while operating, which requires that individual components be relatively far apart o prevent overheating, As the diamond
film sheds more heat much faster than silican, electronic components layered on a Dikote Film may be pocked in denser formations
(resulting in smaller and lighter products) and can alse function in such super-hot environments as jet engines or nuclear reactors,
where silicon would fail regularly. Diamend film semiconductors can alse withstand higher voltages, permitting their use in various
focets of microwaove communication technology. In contrast to silicon, which will not function for a period of days to weeks after
exposure to radiafion, Dikete components will also continue operating after such exposure.

A Dikote-treated jocket contains roughly 1.5m? of material, a hull suit 2.25m2, and o long coat 2.75m? meters.

Edged weapons with Dikate can inflict damage against “hardened” {i.e., vehicular] targets, When so used, these weapens reduce
| their normal (unmedilied) Domage Code by one level. Against o man, o glazed sword, for example, would be (Sir}52; ogainsta car,
the same sward would be [StriM2.

Price
1,000%/100 cm? (1,000% minimum)
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Though dimethyl sulfoxide (DMSO) is a ulility chemical with a number of applications, its most common use is os o carrier thet
forcas the skin to absorb delivered chemicals. DMSO is soluble in acetone, alcohol, ether, and water; it is liquid at room femperature
and is nan-reactive with most other compounds. Upan contact with skin, DMSO, and whatever elsa is dissolved in solution with it,
is instanfly absorbed into the body. DMSO is used to deliver many chemical and biclogical agents.

Porous armor (such as armor clothing and Keviar™ weaves) offers no protection against DMSO. Any atiock successes not
negated by a Dodge Testindicate “flesh” contact, and will allow the “carried” solution to enter and affectthe body. Rigid armor {higher
than 5, or plated) applies half its Defensive Rafing (rounded up) against DMSO atacks (some attucks penetrate at the articulation
points). Only individuals in fully sealed rigid armer or in protective suits specifically designed to protect against chemical/biclogical
ogents are immune o the penetrating 1 of DMSO.

Price
10% + Agent cost/unit

ARES SQUIRT

For all those times you want to keep the shooting friendly, Ares Arms infroduces the squirt. Lood up the botiom reservoir with
the special gel (250% per refill), lock in a vial of your kvorite chemical rounds, and you're ready to go. Armored targets don't present
a problem. With Ares’ patented DMSO gelling agent, a solid hit is all that is needed. Accuracy is ancther added feature. The gel's
in-air shot stability offers superb accuracy even ot extended ranges.

Best of all, the squirt uses compressed air, which makes it completely silent and totally recoilless.

Type  Concealment Ammo Domage Weight Price

Light 7 10/20" [cartridge) Special 1.75 750%
*Chemical cartridge holds 10 shots, gel reservoir holds encugh for 20 shots (reservair must be reloaded once for every 2 cartridge
reloads).
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(OXYGENATED FLUOROCARBONS

Street [ndesx: 1

Oxygenated Auorocarbon is a compound used as a blood substitute. Fluorocarbons are a group of organic molecules whose
hydrogen atoms have been replaced with fluorine atoms. Because their siruchure is so different from hemoglobin, they would not
appear fo be likely replacements for hemoglobin as a vehicle for gaseous exchange, yet fluorocarbons actually exceed the capabilities
ot hemoglobin by a wide margin.

Whale blood (containing hemoglobin) dissolves 20 percentoxygen by velume; fluorocarbans dissolve 40 percent and up, plus
the ability o dissolve wice as much carbon dioxide by volume than their iron-based counterpart,

Fluorocarbons were discovered as a medium for gaseous exchange in 1966, and their first practical use came in 1973; there
were, however, problems. Fluorocarbons are naturally immiscible in water, and, ifintroduced untreated, would soon lead to death
by embolism. Tﬁaugh researchers solved this problem by emulsifying the fluorocarbon solution as a mixture of 75 percent
perflurodecalin and 25 percent perfluropropylamine, another problem was created. The emulsified fluorocarbons had o tendency
to cancentrate in the liver and spleen, creafing the potential for damage o those organs. The half-life (fime required for halfa substance
to dissipate or disappear} for the emulsion was 45 days, long enaugh for substantial fluerocarbon deposits to form.

Perfluare-4-methyl-ociahydroquinalidine (PAMO), developed in 1998, was deemed safe for use by the FDA in 2001 and hed
become quite comman by 2009, It is stoble in emulsion and, therefore, will not settle out ks form deposits; PAMO is removed from the
system by exthalation or perspiration without being metabolized. PAMO is used as a blood substifute {preventing type mismatch in the
field and during operations) and can be introduced infoa healthy subjectio promote higher levels of exerfion. When used in such a manner
(in 5-liter trectments), PAMO adds 2 dice to all Athletics Success Tests and effectively doubles the amount of fime a person may hold his
breath (i.e., 0 seconds instead of 45). Tha benefits remain in effect as long as the level of PAMO remains constant in the individual,

The half-life of PAMO is one week. Afer the inifial week, all benefits are lost until PAMO levels are replaced. Replacing the PAMO
lost due to half-life deterioration is not recommended until fluorocarbon levels in the blood drop below 25 percent, which occurs about
three weeks afer initial opplication. If replaced too early the PAMO dromatically increases the chance of death by “bubble embolism.”

Price
750 /Titer
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The existence of chemicals that change colors under mutable physical condifions has been known for some time. Many have,
in foct, been used in modem industrial chemistry as indicators, chemical “clocks,” and the basis for optical chip technology. Ruthenium
polymers are exceptional cases because of their wide spectrum of colors, which can be altered easily by changing the polymer’s
chemical compasition.

These polymers underge color change with the application of @ small voltaic charge, and they are very durable. Even after fen
million color cycles, 90 percent of the material remains infact ond its appearance and properties unchanged. Also, the fact that
polymers can be applied in layers of less than about .1 micron thick makes it pessible to apply a polymer to virtually any surface without
any appreciable loss of lexibility or function. Once a current is applied, the respense is almaost immediate, with a delay of less than
one-hundredth of o second.

Optical displays utilizing ruthenium polymers long age replaced the outdated liquid-crystal and gas-plasma scraen units and
have been o key factor in increasing the portability of computing power. With the recent wedding of ruthenium-polymer technology
to modem imaging technology has come about the “chameleon cloaking technology.”

Chameleon technology involves scanning environmental conditions and processing the data through an imaging processor. The
processed data is then fed to the ruthenium pr;?ymer surface and results in @ “corrected” image of the environment—minus the clooked
obiect. For stealth purpases, the farget numbers needed to perceive such a cloaked obiject are increased by +4 (e.g., o fask thot would
normally be routine with a Target Number 4, now becomes fairly difficult ot 8). At least four imaging scanners, strategically placed
in order fo receive hull surround information, are required for the effect. More scanners give cleaner and more “correct” images. For
each extra scanner beyond four, add +1 to the final target number for defection. Movement rates are not restricted because the coler
E::E Dcu:F;.r;dFusfenough fo prevent image refention and optical bleeding. Radar, thermographic, and ultrosonic systems are unaffected

e effect.

Although the polymer can be applied to virtually any surface, the nature of the support electronics involved with chameleon
cloaking limit the amount of armer that can be layered vnderneath. Any armor modified fo include a ruthenium polymer surfoce
reduces its Ballistic and Impact Rating by half [round down).

Price
10,000%/m? + 5,000% for the imaging scanner
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Adrenocorticotrophic hormene [ACTH), or carticotraphin, as it is mare commenly known, is a naturally occurring hormene
produced in the frontal lobes of the pituitary gland. Simulating other glands of the endocrine system to praduce hormones, it primarily i
affect: the adrenal glands and causes the production of adrenalin and corticosteroids (which govern the body's use of carbohydrates). |

ACTH has no real medical benefits o offer to 2052 medicine and is used primarily as a trigger for voluntary activation of the
adrenal pump. Packaged in inhalers with six doses, once administered, it instantly achivates the adrenal pump, Though ACTH is not =
oddictive, o tolerance builds up over time, rendering it ineffective as an external trigger. ;

Addiction  Tolerance Strength Price
0 2 25 100% for & doses and inhaler
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Atropine is a distilled alkaloid and the active companent of the medicinal agent bellodonna, which is derived from the deadly
nightshade plant. Exireme in its action, itis a franquilizer that relaxes the involuntary muscle system. Powerhul and poisonous, atropine
is effective in doses measuring .3 to & milligrams. It works internally by acting on the vagus nerve, inhibiting the actions of the argans.

Initial application results in 5D2 damage, and a +1 medifier to all Active Skill Target Numbers. The subject continues fo fake
damage every 15 minutes until the atropine has either been neutralized or fillered out of the system. Victims of atropine poisaning
experience the following symptoms: increased pulse rate, dryness of mouth, inability to focus on near objects (raising target numbers
by an additional +1 for melee and close range firearms combat), mental confusion (+2 io all Knowledge, Technical, Build/Repair,
Language, and Magic skills), hallucinations, hat, dry skin, and hyperpyrexia (high fever because of the inability to sweat). Some
subjects may also develop a rosh.

Rating Speed Vector Price
502 Special Injection &S00 /dose
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C egality Rating: Legal
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A salt {a compound made by replacing an acid's hydrogen, wholly or partly, with @ metal) of prussic acid, cyanide is one of
the mast rapid-octing of all peisons. I inhaled, the effedts are instantaneous; if ingested by other means, cyanide's effect occurs ane
minute after exposure. s presence is nofed by o momentary burning sensation in the mouth region (if the cyanide is swollowed or
inhaled), the smell of bitter almonds, and an almest instant lapse into spasmedic breathing.

Cyanide werks by inhibiting and blocking the action of the enzyme that contrals the release of oxygen from red blood cells. The
result is death by cellular asphyxiafion. Oxidizing agents, such as hydrogen permanganate or potassium permanganate, can
transfarm cyanide info o harmless oxamine, but must be applied immediately for any effect to be achieved.

I

Rating Vecdhor Price
4D2 Immediate/ 1 minute Air, ingestion, injection 340% dose
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Hyper is o direct neural stimulator, acting on the nerves connected fo the temporal and occipital lobes of the brain. These sactions
of the brain inferpret most nervous sensations, including taste, smell, sound, and sight. The drug known as hyper artificially produces
the effects of hyperaesthesia, a condifion of excessive sensifivity o sensory stimuli, resulting in pain from even the most minor
sensations. A tap, for example, feels like a sharp blow, a whisper becomes a shout, and <o on. |

Upen initial exposure, the victim suffers a 452 Stun attack and mild vertigo {apply a +1 toall targetnumbers). Following exposure,
the victim makes & Body Success Test; sach success sublracts 5 minutes from the drug’s normal 60-minute effect. During this period,
the individual is bombarded with infensely magnified sensctions. All concentration tasks attemped in this period add +4 to their Target
Numbers {including spellcasting); any damage taken [whether physical or mental} will resultin additional damage because of sensary
overload. This additional damage is applied o the character’s Mental Condition Monitor and is mlculurediy halving the actual
inflicted damage, rounding up. Thus, a Serious physical wound taken during the affected period would result in an additional three
boxes of domage on the cic:mcler’ s Mental Condition Monitor).

Rating Speed Vachor Price
AS2 Stun Immediake Air and injection 1 80%/dose
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Komikaze is a loilored anhalnmine, and isucombﬂfdrug. thasheen used asa batte drug in its various forms since the 1990s,
despite knowledge of its addictive and destructive nature.

In moderate doses, kamikaze can give users on edge, somewhat equalizing the odds when unaugmented (either biol ically
or cybernefically) individuals face augmented opponents in combat, As use continues and addiction grows, the user uirac:ﬁlﬂ rger
doses and adverse side effects begin lo manifest. Large doses can cause excitement, Iremors, momentary evphoria, and dilated pupils.
Excess doses [bordaring on overdose level) couse anxiety, hallucinations, and uncontrolled muscular movemeants. Even higi'ler
dosages lead quickly to death.

Used as a battle stimulant, kamikaze adds +1 Body, +1 Quickness, +2 Strength, +1 Willpower, and +1D6 to calculated Inifitive.
Itwill alse negate the first four boxes of domage received |either physical or mental} after it is administered. For example, three physical
boxes and one mental box, or four mn::j‘imr ar two ph}'sil:ui and two mental boxes, and so on. The effects of kamikaze last
anywhere from 10 to 60 minutes (10 x 1D4), depending on body chemistry.

The repeated use of kamikaze has o destructive effect on the user’s metabolism. On top of the regular effects of overuse, every
four applications of the drug permanantly subtract sne box from the maximum of both the Physical and Mental Condition Monitors.
Ahter eight uses, the maximum damage an individual can withstand is eight boxes of physical and eight boxes of mental damage.
This physical and mental “wasting” will eventually kill a character who intends long-term use of kamikaze. In addition, kamikaze
permanently alters the bioneurological functions of the subject's body. Aker a number of uses equal o half the character’s Body (round
down), the character’s bicware and cyberwure will no lnngar funclion,

Despite kamikeze's many drawbacks, several institutions and companies in various parts of the warld siill use it as o cheap
alternative o mass roop biclogical or cybernetic augmentation.

Atiribute Bonus
+1 Body, +1 Quick, +2 Strength, +1 Willpawer, +1Dé Inifiative
Addiction  Tolerance  Strength Price

4P 2 4 50%/dose
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Monoamine oxidase (MAO) is an enzyme that facilitates the rapid exidation of adrenalin, thus removing the effects of adrenalin.

Upon ifs injection, MAO delivers a 102 Stun atack. It also automatically lowers o targef's Reaction Atiribute by —1 and reduces
the individual’s Inifiative by —1D6. Because MAQ is a naturally occurring enzyme, there is no defense from ifs effects on Reaction
and Inifiative, although the Stun attack may be resisted normally.

On targets with an active adrenal pump, MAQ further inhibits some of the pump's benefits to the character's physical attributes.
An individual with a Level 1 adrenal pump receives only the Reaction bonus (his total Reaction is then modified as above). A charecter
with o Level 2 adrenal pump recsives his normal Reaction bonus (+6, but with the total Reaction moedified as above), but all ather
attributes are modified as if he/she had only a Level 1 pump (i.e., only +1 Quickness, +1 Strength, and +1 Willpower).

MAO effects dissipate af rates dependent on situational body chemistry. To determine MAQO duration, the subject makes Body
Success Test. The effects last for ten turns minus the number of resulting successes. Any further applications of MAD have no effect
until the current dose has been flushed out of the subject’s system.

Injectors with mare controlled dosages are available to help counter the effects of the random activation of adrenal pump systems.
Applications from the injector reduce the effect normally, but inflict ne Stun damage. The price for injectors is 320% for a unit with
six doses.

Rating Speed Vector Price
1012 Swun Irmmediate Injection  280%/dose
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“Lone Star. Your friends in law enforcement; the official license-holders of
the 2052 downtown Seattle contract. At Lone Star, we work hard so you

can rest easy.”
—Trideo ad, 2052

“Aw, skirtin’ the law ain’t so hard. It's like a game, see, You Just gotia know

how ta play.”

—Debra Quinn, Collections agent, Mother’s and Fathers’ Ethnic Asso-

clation

“Go to jall. Go directly to jall. Do not pass go. Do not collect $200.”

—Game card

It Is without doubt that the rapid proliferation of high-tech
hardware has created a major potential for misuse of such
equipment and technology. To reduce the potential for misuse
and ta minimize the fallout In all other situations, laws have been
enacted restricting the availabllity and goveming the control
and development of sensitive technolomy.

Laws, and the regulated enforcement of laws, are neces-
sary to promote a strong and stable soclety. Only a strong and
stable society, however, can hope to maintain a falr and
|udicious legal system in any form. Although the legal frame-
work for govemning technological proliferation exlsts in many
areas of the world, several governments have suffered (and
some still do) from economic, political, and blological turmodl,
Recovery is slow and incomplete in many communities, making
It difficult to Impose conslstent legal restrictions on anything, [t
Is not unheard of for laws and the level of enforcement to differ
slightly from county to county, or even from sector to sector
within the same city.

AVAILABILITY

The first way a government can place a check and balance
on technologlcal proliferation is to place restrictlons on who
may manufacture, sell, and possess such equipment. The
Shadowrun rules reflect this restriction by assigning an Awvail-
ability Code to each plece of equipment,

Avallablllty |s a two-part rating, representing a combina-
tion of several factors, all of them relating to how difficultltIs to
obtain the itermn. The first nurnber in the code is an index of the
iterm’s raw availability—the higher the number, the harder it is
to find the equipment.

Any time a character wishes to purchase restricted or high-
tech goods, he must first locate a source and then make a Success
Test against an appropriate Social Skill such as Bribery, Edquette,
Negotation, and so on, The exact skill used depends on the
situation, with the first number of the Availability Code as the
Target Number. The second part of the Availability Code repre-
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sents the base dme |t takes for the character to actually get the
itern into his possession. If the character attempting the purchase
makes a successful Sodal Skill Success Test, he may apply any
extra successes to reduce the base tme for acquisition. For
Instance, a character with Megotation 4 wants to purchase an
itern with an Availability Code of 5/10 days, His Soclal Skill Test
yields two successes, which indicates that his source has located
the item, but will need five days to get it in stock,

Permits for possession and transport can be obtained in a
similar manner for any items that require them, that is, If the
Individual can justify his need for such a license, A "F” In the
Avallabllity Code indicates that a permit for the object is
obtainable (e.g., 4P/6 hours). To represent the inherent difficul-
ties imvolved in oldaining perrmils for restricted eguipment, add
+2 to the Availability Target Number when making the neces-
sary Success Test for purchasing permits, Thatis, ifthe item code
is 4P/1 week, use a Target Number & to calculate permit
availability and a Target Number 4 to calculate the availability of
the item itself, Unless otherwise noted, the price for most
permits is usually 5 percent of the sale price of the item for
permission to possess, and 10 percent of the sale price for
penmission to possess and transport (in both cases, round up to
the nearest nuyen).

Purchase of restricted items through legitimate channels
usually requires the presentation of a valld license or permit.
Without a permit, the only source for restricted equipment Is the
street or the shadow market. It is possible 1o obtain permits
through street channels {albelt at the higher street prices).

Permits are annual and renewable (IF renewal can be
Justified) without need for an Availability Test if the permit fee
is paid before the expiration of the initial license. In many cases,
govemment agencles, certain government licensees, and reg-
istered security and law-enforcement agencies are exempt from
the need to purchase permits. They must, however, present
their credentials whenever asked to do so. ltems that are fully
legal do not require a permit, though registered agencies may
acquire licenses for equipment for which no standard license is
available.

ltermns are generally easier to get on the street and from the
gray market. When purchasing from such sources, apply the
Street Index multiple, but subtract -2 from the Awvallabilicy
Code. Spending extra money may further reduce the difficulty
of acquisition and the required walting time. For every addl-
tional +25 percent of the purchase price {l.e., price after factor-
ing in the Street Index) spent, reduce the Avallabllity Target
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Murmber by —1 (but never less than a Target Number 2) and
reduce the required time by —20 percent (this reduction |s made
before the actual Availability Test).

Axailability Tests are only made if the source is willing to
carry or fence the requested item. Most fixers and street sources
will shy away fromn itemns whose Availability Code is too high or
that are blatantly and grossly lllegal (e.g., bacterial weapons.
tactical military weapons, and so on).
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LEGALITY

The abrupt introducton of new technologies has spurred
recent changes and ratificatlons to the existing legal structure
relating to equipment and unlawful behavior, These changes
generally expand the list of items considered restricted access
and revise the list of resulting fines and jail terms.

To summarize the legal ramifications of being found guilty
of possession of a restricted ltem, Shadowrun uses the Legality
Rating. The Legality Rating s a two-part code. The first number
represents the severity of restriction; the lower the number. the
higher the level of restriction. In any casual encounter with law
enforcement officlals or with security personnel empowered to
act as law enforcemnent officials, use this number as a Target
Number agalnst the officer's Security or Police Procedures Skill.
{In any pursuit encounter, it is assumed that the officers will
automatically consider the offenders to be dangerous unless
otherwise motivated orinformed. ) In most cases, this testis only
necessary if the attending officer elther suspects the presence of
restricted iterns or visually recognizes/identifies restricted items
ithe officer must make a Perception Test if the ltems are
concealed). If the Securlty or Police Procedures Success Test
fails, the officer does not notice any improprieties, With one
success, the officer is aware of the situation, but will not make
the effort to arrest the offender (although he will probably lssue
a warning). Any additional successes indicate that the officer
will press the issue, i.c., ask the Individual to present a permit
{if one is available) or attempt to ammest him, Severity of restric-
tion is Aexible and very relatve, fluctuating from sector to
sector, depending on the level of enforcement. In low-enforce-
ment areas, the Restriction Target Number may be increased by
up to +3 {almost everyone locks the other way). Conversely, in
highly enforced areas. the Target Number may drop by as much
as —3 (but never less than a Target Number 2,

The second part of the Legallty Rating lists the restriction
category under which the object falls (see below for more
details).

Cenerally, the Legallty Rating refers to the normal Seattle/
LICAS standard. Some varlation in the item’s legality may exist
among the wvarlous multinational, extraterritorial

megacorporations. What s illegal in UCAS may simply be
controlled at Mitsuhama. Sec Jurtsdiction, page 106, for more
information.

RESTRICTED ITEMS

All restricted items are divided into categories represent-
ing similar types of items. Each category Is represented by a
letter code, Following is a list of categories and examples of
Icerns Included in each,

Category A: Small Bladed Weapon

This includes any sharp-edged, hand-held weapon {includ-
Ing impromptu weapons} with a cutting edge under 18 centl-
meters long.

Category B: Large Bladed Weapon

This includes any sharp-edged, hand-held weapon (includ-
ing impromptu weapons) with a cutting edge more than 18
centimeters long. This category also includes axes, polearms,
and cybemetic blade weapons (hand razors and spurs), Permits
fior weapons in this category cost 100¥ for possession. 250¥ for
(ransport.,

Category C: Blunt Weapon

This includes any non-edged hand-held weapon {including
imprompiu weapons), This category includes clubs, batons, and
all shock weapons (shock gloves and shock batons).

Category D: Projectile Weapon

This Includes any weapon specifically designed for throw-
ing, and any muscle-powered or mechanically powered ran ged
weapon (spears, bows, and crossbows). Permits for weapons of
this category cost | 25% for possession, 300¥ for transport.

Category E: Pistol

This includes any revolver or semi-automatc pistol, re-
gardless of caliber. Permits for weapons of this category cost
2007 for possession, S00¥ for ransport.

Category F: Rifle

This includes any single-action rifle or manual-action shot-
gun (regardless of barrel length). Permits for weapons of this
category cost 300¥ for possession, 600¥ for rransport.

Category G: Automatic Weapon

This includes any weapon whose rate of fire exceeds one
per pull (Includes all assault rifles, machine pistols. and
submachine guns). Special licenses are available to legitimate.,
registered security and law-enforcement agencies.

= (]
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Caregory H: Heavy Weapon

This Includes all cannons, machine guns, and other heavy-
caliber weapons. Special licenses are available to legitimate,
registered security and law-enforcement agencies.

Category I: Explosives

Thisincludes all explosives, incuding propelled {HE rounds)
ar demolition charges. Spedial licenses are avallable to legitl-
mate, registered security and law-enforcement agencies.

Category |: Military Weapon

This Includes ary military-grade/lssued weapon not specifi-
cally covered by other caregories. Speclal llcenses are avallabile to
legitimate, reglstered security and law-enforcement agencies,

Category K: Milltary Armor

This includes any armor (whether partlal or full) intended for
law enforcement, millitary, or security work. Speclal licenses are
avallable to legltimate, registered security and law-enforce-
ment agencies.

Category L: Milltary Ammunition

This Includes any special-purpose ammunition (APDS, FL,
and such) designated for law enforcement, military, or security
use. Speclal llcenses are available to legitimate, registered
security and law-enforcement agencies.

Class A Bloware {(BA)

This includes all bioware of a paralegal nature, including
damage compensators, orthoskin, pain editors, and trauma
dampers. Permits are avallable (only possession required).

Class B Bloware (BB}

This Includes all bioware designated for law enforcement,
millltary, or security work. This includes adrenal pump, muscle
augmentatlon, suprathyroids, synaptic accelerators, and toxin
exhalers. Permits are available (only possession required, but
cost s 10 percent of sale price).

Class C Bloware (BC)

This includes all military-grade bioware, including adrenal
pump-2, muscle augmentation-3 {and higher), and synaptic
accelerator-2, Special licenses are available to legitimate, reg-
istered security and law-enforcement agencies.

Category CA: Class A Cyberware
This includes all cyberware of a paralegal nature. This
Inclucies bone lacing (plastic), crypto drouit HD, dermal plating,

internal voice masks, smartgun links, and vehicle control rigs.
Permits are available (only possession required).

Category CB: Class B Cyberware

This includes all cyberware designated for law enforce-
ment, military, or security work, This includes bone lacing
(aluminum), boosted refiexes, muscle replacement, program
carrier, scramble breaker HD, Level 1 tactical computer, and
wired reflexes. Permits are avallable (only possession required,
but cost Is 10 percent of sale price).

Category CC: Class C Cyberware

This covers all military-grade cyberware, including bone lacing
{titanium), cortex bornbs, cranial cybercecks, cyberweapaons, Level 3
muscle replacement (and higher), Level 2 tactical computer (and
higher), and Level 3 wired reflexes, Speclal licenses are avallable
to legitimate, registered security and law-enforcement agencles.

Category CD: Class D Matrix Technology

This includes all unregistered cyberdecks and Matrix pro-
gram software, Special licenses are available to legitimate,
registered security and law-enforcement agencies,

Category E1: Class A Equipment

This includes all equipment of a paralegal nature, including
jammers and laser microphones. Permits are available (only
possession required).

Category EZ: Class B Equipment

This covers all equipment designated for law enforcement,
rilitary, or securlty work, including data codebreakers, dataline
taps, maglock passkeys, and volce |dentifiers. Mermits are
avallable (only possession required, but cost Is 10 percent of
sale price).

Category E3: Class C Equipment

This includes all military-grade equipment. Special licenses
are available to legitimate, registered security and law-enforce-
ment agencies,

Category M1: Class A Controlled
This includes controlled chemicals and pharmaceuticals,

Caregory M2: Class B Controlied
This Includes controlled neural electronics (BTLs and hyper-
slm).

Category M3: Class C Controlled
This Includes microblological-warfare agents,




CRIMINAL OFFENSES

Weapons and equipment-related offenses vary from simple
possesslon to use with intent. These offenses carry a number
rating, When an individual Is charged with a weapons/equip-
ment offense, the code used to designate the offense Is the
weapon classificaton followed by the weapon offense number,
For example, use of an assault rifle would be a G4 offense,
Weapon/equipment offenses are listed below:,

Possesslon (1)
The owning or camying of equipment or weapons desig-
nated as restricted access.

Transport (2)
The act of carmying or transporting sald Items, elther on
one's person or in a vehicle.

Threat (3)

The act of brandishing a weapon In public, regardless of
whether the weapon is used intentionally to threaten (camying
an externally visible weapon, such as a gun stuck through a beit,
is considered a threat).

Use (3]

Use of any weapon against living targets, public or private
property, and any usage In the general vicinity of Iving targets,
public or private property. This offense is concemed only with
actual usage, not any harm {or intent to harm) resulting from the
WEAPON's UsSe,

Imtent (5)

Use of any weapon against living targets, public or private
property, and any usage in the general vicinity of living targets,
public or private property Intended explicitly to cause physical
injury or property damage (regardless of whether injury or
damage actually occurred).

CRIMINAL CHARGES

Weapon and equipment-related offenses are rarely filed
dlone. They are usually submitted along with other, more
serlous criminal charges. This Is not to say, however, that they
are never filed independently, Law enforcement officers will not
hesitate to take the dme o charge an individual armed with an
assault cannon.

Following Is a list of sorme of the varlous criminal charges.
Other charges do exist, but these are the most commaon,
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Arson
The intentional setting on fire of a building or property.

Assault
Any threat to cause physical harm or an unsuccessful
attemnpt to do so.

Battery
Any lllegal beating or touching of another person, elther
directty or with an object.

Extortion
The use of threats or violence to acquire goods, money, or
services.

Forcible Confinement
The Imprisonment of restraint of an individual against his will.

Fraud
Any use of Intentional deception to cause a person to give

up property or some legal right.

Hiegal Entry
Any intrusion into property, without fghtful access, whether
overt or clandestine {includes the lesser charge of trespassing).

Kldnapping
Using force or fraud to selze and hold or camy off an

individual against his will.

Larceny

Theft: the unlawful taking away of another's property
without consent, and with the intention of depriving him of It.
Larceny may be broken down into two categories: petty (1,000%
or less}, and grand (more than 1,000%),

Murder 1

First-cegree murder. A charge of premeditated murder is
difficult to prove, and is thus rarely filed. To be charged with
Murder 1, it must be proved that the suspect planned and
conspired to kill his victim.

Murder 2

Homicide. Second-degree murder is the charge filed when
direct intent to kil Is provable, but when it is not possible to
prove premeditation. For example, if a bar patron suddenly gets
angry, pulls cut a gun and shoots the man sitting next te him,
the charge Is homiclde, Intent to kill is obvious, but there Is no
indication of premeditation.
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Manslaughter. Any action that results in the accidental

death of an individual. In cases where death occurs but the
intent ta kil ls not provable, the charge usually drops to
rmanslaughter.

MNegligence

MNegligence is the failure to exercise a reasonable amount

of care, resulting in the injury or death of another,

Rape

Any forced act of sexual intercourse. Statutory rape In-

volves violation of a minor,

Reckless Endangerment

Any action, deliberate or accidental, where Injury or death

Is averted only by sheer luck.

Sollckation

The act of ternpting or enticing another individual into

wrongdoing.
Trafficking

The buying or selling of lllegal or restricted goods.

Treason

Any act that results in the betrayal of allegiance, including

the levying of war, adhering to the enemy, and providing the
enemy with aid and “comfore.”

Vandallsm

The malicious or ignorant, willful destruction of property.
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REDUCED CHARGES

In some cases, the criminal charge may be tempered by
events or plea-bargaining, In which case the charge may be
altered by the following conditions.

Accessory

The accessory charge applles In any case where the indi-
vidual may not be directly involved In the commisslon of a
crime, but may have given aid to the perpetrators.

Conspiracy

Conspiracy Involves individuals acting or planning to-
gether for an unlawful purpose (e.g.. conspiracy to commit
fraud, conspiracy to commit murder, and so on).

JURISDHCTION

The boundarles that separate the legal jurisdiction of vari-
ous prosecuting bodles has blurred somewhat since their inltlal
establishment more than 275 years ago. Crimes today generally
fall under three classifications: federal, corporate, and local.

Federal law enforcement agencles tend to hold the greatest
power and are the most free to exerclse that power, In most
countries federal jurisdiction covers: computer crime, Congres-
sional laws, controlled or restricted-access equipment and
materlals, corporate crime, cfimes committed In federally con-
trolled areas, crimes crossing state lines, crimes Involving
forelgn natlonals, crimes Involving govemment offices, kidnap-
ping, termorism, and treason.

When the multinational megacorporations were granted
partlal extraterritorial status In 2001, several laws were altered
to give these new "micro-natlons” a measure of semi-indepen-
dence. The megacorporations do not have the same spectrum
of power that federal agencles enjoy, but their legal reach does
stretch beyond national borders. Corporate jurisdiction covers
crimes Involving the corporate body and crimes Involving
corporate assets or employees. Punishment for violation of
corporate laws Is wholly the responsibility of the “governing”
corporate board of directors, and thus varies from company to
COMmpany.

|urisdiction on the local level Is the most vague. For
Instance, although a lecal law enforcement department may
have a vice squad, the enforcement of controlled substances
technically falls under federal jurisdiction. Baslcally, local law
enforcernent handles most minor criminal infractions and at-
tempts to keep the peace. Major crimes involving large-scale
operations and restricted-access equipment are usually tackled
in cooperation with federal authorities or simply handed over to
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the federal agencies outright. Cities with understaffed police
forces usually subcontract out to licensed security companies
for essential services. In such cases, employees of the security
companles are considerad deputized officers of the law for the
term of the contract.

Several problems exist within the current three-tiered
system of legal jurisdiction, the most obvious being the partial
extraterttodrial status of megacorporations. Within the actual
grounds of a corporation’s compound, the laws of the
regacorporation are paramount, as long as no crime Is commit-
ted on or against a federal body. For example, within the Ares
Weapons complex it would be no offense to cammy a military
weapon, even though UCAS conslders such possessiona crime.
Possession is completely legal under Ares’ employee/position-
based legal code as long as the weapon Is not used to commit
a crime against a federal body or representative, e.g., shooting
an FBI agent.

Although this distinction in jurisdiction is relatively straight-
forward within the corporate complex, Jurlsdiction becomes a
dicey situation outside those bounds. That is why the results of
confrontation with law enforcement officlals will vary within the
same sector, depending on whose law enforcement depart-
ment is encountered. For example, the above Ares "citizen,” if
stopped by a member of Knight Errant, the Ares enforcement
arm, would just be motioned on his way. A UCAS officer oreven
a Seattle officer, on the other hand, would have him behind bars
as 300N as possible. Then again, the reverse might occur if the
law enforcement officlal were from Lone Star. This jurisdictional
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overiap becomes even maore complicated when several compa-
nies have major operations within the same area (as happens in
most metropolitan centers). Generally, the federal authorities
exerclse the greatest amount of influence in these “buffer .
zones,” with local authorities coming a close second. (In many
Instances local authorities are the corporate authorities, espe-
clally in dormitory communities.) However, it is not unknown
for megacorporations to press for release of their “citizens” or to
file for extradition/deportation if it is to their benefit.

SENTENCING AND PUNISHMENT

Sentencing and punishment vary on the local and federal
levels (corporate justice is usually sentenced according to local
jurisprudence).

Federal agencies will generally prosecute weapon, injury,
and death offenses only if the crime occurmed in connection with
another crime falling under federal jurisdiction. Even so, weap-
ons offenses for possession and transport are almost never
pursued on a federal level.

The following list of fines and Imprisonment terms are the
typical judicial call. Mitigating circumstances may reduce or
increase sentences (e.g., first-time offense versus repeat of-
fender). as might plea-bargaining.

Unless otherwlse noted. most sentences include the po-
tential for parole after the offender has served at least 30 percent
of the prison term. If parole is granted, the individual must
remaln on parole for at least another 20 percent of his total
sentence.

LOCAL FINES AND PUNISHMENT (SEATTLE)

| 2
Category Possession Transport
{A} Small Blade 1008¢ 5008
{B) Large Blade 2008 800%
{C} Blunt Weapon 150% 650%
(D} Projectile 300 1,000
{E} Plstol 500% {,500%
{F} Rifle 1.000% 3,000%
(G Automatic Weapon 5,000% 10,000%
tH) Heavy Weapon 10,000% 20.000%
(I} Explosives 10,000% 40, 0¥
]} Military Weapon 10,000%/6 mths  10.000%/1 yr
(K} Milltary Armor 1, 200%
(L} Military Ammunition 3,000%
(BA) Class A Bioware 4,000%
(BB) Class B Bioware 12,000%
{BC) Class C Bioware 12,000%/3 yrs
{CA) Class A Cyberware 5.000%/3 yrs
{CB) Class B Cyberware 15.000%
{CC} Class C Cyberware 15,000%/3 yre
{CD) Class D Matrix Tech  B,000%/Z yrs
{EA} Class A Equipment 2,000¥
{EB) Class B Equipment 4,000%
{EC) Class C Equipment B.000%/2 yrs
(MA) Class A Controlled S00%/1 mth
(MB) Class B Controlled 2,000%/1 mth
(MIC) Class C Controlled federal

3 4 5

Threat Use Intent

1,000¥ 2.000%/2 mths  5.000%/6 mths
2,000% S.000%/4 mths  10.000%/8 mths
1,500% 3,000%/3 mths  7,000%/8 mths
2,000% 3.000%/4 mths 9.000%/8 mths
5,000% 10,000%/1 yr 10,000%/2 yrs
8,000% 8,000%/18 mths  8,000%/3 yrs
10,000%/6 mths  10,000%/2 yrs 10,000%/4 yrs
20,000%/1 yr 20,000%/4 yis  20,000%/10 yrs
40,000%/1 yr 40,000%/4 yrs  40,000%/10 yrs
10,000%/2 yrs 10,000%/8 yrs 10,000%/20 yrs
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Category

(A) Small Blade

(B} Large Blade

{C) Blunt Weapon

(D) Projectile

(E) Pistol

(F) Rific

(0} Automatic Weapon
(H) Heawvy Weapon

i) Explosives

i) Military Weapon

(K} Military Armor

(L} Military Ammunition
{BA) Class A Bioware
{BB) Class B Bioware
(BC) Class C Bioware
(CA) Class A Cyberware
(CB} Class B Cyberware
(CC) Class C Cyberware
(CD) Class D Matrix Tech
(EA) Class A Equipment
{EB) Class B Equipment
(EC) Class C Equipment
{MA) Class A Controlled
{MB) Class B Controlied
{MC) Class C Controlled

Type

Arson

Assault

Battery

Extortion

Forcible Confinement
Fraud

Illegal Entry
Kidnapping
Larceny (petty)
Larceny (grand})
Murder 1
Murder 2
Murder 3
Negligence
Rape

Rape (statutony)
Reckless Endangerment
Solicitation
Trafficking
Treason
Vandalism

Accessory
Conspiracy

FEDERAL FINES AND PUNISHMENT (LICAS)
| 2 3
Possession Transport Threat

5.000%
10,000%/ 2 yrs
S00¥
10,000%/2 yrs

10,000%/3 mths
20,000%/2 yre
2 .500%/3 mths
20,000%/2 yrs

2,500%/3 mths
Z,500%/3 mths
2,.500%/3 mths
2,500%/3 mths
5.000%/1 yr
5.000%/1 yr
25,000%/2 yrs
30.000%/5 yrs
2,500%/3 yrs
20,000%/5 yrs

5.000%

1,000

4 000¥

8,000%
12,000%/3 yrs
5,000%
10,000%
15.000%/6 mths
6, 000%/6 mths
1, 500%
3,000%/3 mths
&,000%/0 mths
SO0%

1,000%
25,000%/10 yrs

CRIMINAL CHARGES
Sentence
5.000%/ | yr
Z.000%! 1 yr
2 500%/1 yr
2=3 yrs
2-5yrs
2-5 yrs
1-5 yrs
510 yrs
2-5 yrs
2—10 yrs
30 yrsife (no parole}”
10 yrs—life
2-5 yrs
1-5 yrs
2=5 yrs
2=10 yrs
5,000%/100 yrs
2,000%
25,000%/2-5 yrs
10 yrs—life
2.000¢

20 percent nomal
50 percent nomial

*Some jurisdictions maintaln the Death Penalty for Murder One. Seattle does not.

4

Use

5,000%/6 mths
5.000%/6 mths
5,000%/6 mths
5,000%/6 mths
10,000%/2 yrs

10,000%/Z yrs

25,000%/4 yrs

30,0009/ 7 yrs

2,500%/10 yrs

20,000%/7 yrs

5

Intemt
10,000%/1 yr
10,000%/ 1 yr
10,0008/ 1 vr
10,000%/1 vr
25,000%/3 yrs
25,000%/3 yrs
50,000%/5 yrs
30,000%/10 yrs
2.500%/15 yrs
20,0004/ 10 yrs
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This table Is a complete list of all personal equipment B

described [n this book and previous Shadowrun products. A

Legality Rating, Availability Code, and Street Index have now

been asslgned to each of these items, e

WEAPONS
Type Concealabliity Base Price Legality Avallabllity Sireet Index

PISTOLS
Streetline Special Hold-out 8 100¥ 10P-E 2/12 hrs .75
Tiffani Self-Defender Hold-out 8 450% 10P-E 2/12 hrs .75
Walther Palm Pistol Hold-gut 9 200% 10P-E 3712 hrs B
Ares Light Fire 70 Light 5 475¥% BP-E 3/12 hrs #]
Beretta 2005T Light 4 T50¥ 5-G 3/24 hrs 1.5
Beretta Model 101T Light 5 350¥ BP-E 3/12 hrs 8]
Ceska vz/120 Light 7 S00¥ 8P-E 3/12 hrs B
Colt Amerlca L36 Light 6 350¥ 8P-E 3/12 hrs g
Fichett! Security S00 Light 7 A0C¥ 8P-E 3/12 hrs B
Fichetti Security 500a Light <] 450% 8P-E 312 hrs B
Seco LD-120 Light 5 400 BP-E 3/12 hrs B
Ares Crusader M Light (MF) & O50¥ 5-G 5/36 hrs 2
Ceska Black Scorplon Light (MP) 6 750% 5-G 5/36 hrs 2
Ares Predator Heawvy 5 4508 6P-E 3/24 hrs .5
Ares Predator 1l Heavy 4 S50% Gl'-E 4/24 hrs 1.25
Ares Viper Slivergun Heawy G GO0 aP-E 3/48 hrs 1
Browning Max-Power Heavy L+ 4504 &P-E 3/24 hrs 1
Browning Ultra-Power Heavy 6 525% &P-E 4/24 hrs 1.5
Colt Manhunter Heawvy 5 4215% aP-E 4724 hrs 1
Remington Roomsweeper Heawy 8 500 &P-E 3/24 hrs 1
Ruger Super Warhawk Heawy 4 300%¥ &P-E 3/24 hrs I
SPECIAL WEAPONS
Ares Squirt Light 7 750 4-E 8/3 days 2
MNarcoject Plstol Light 7 00 4P-E 6/2 days 2
Narcoject Rifie Shotgun 4 1,700% 4P-F 8/2 days 2
Deflance Super Shock “Light" 4 1,000% aP-E 5/24 hrs 1
Momnal Net Gun "SMGT 4 750% aP-E B/36 hrs 2
Large Net Gun “SMGT 3 1,150% 6P-E 8/36 hrs 2
SUBMACHIME GLUNS
AK-97 SMG/Carbine SMIG 4 BOOY 4-G 5/3 days |
Beretta Model 70 SMG 3 o00¥ 4G 5/3 days [
Heckler B. Koch HE227 SMOG 4 1.500% 4-0 4/24 hrs 75
HKZ227-5 SMG 5 1. 200% 3G 10/7 days 2
Heckler & Koch MP-5TX SMG 5 B50¥ 4G 3/36 hrs 1
Ingram Smartgun SMG 5 950% 4-G 4/24 hrs 1
Sandler TMP SMG 4 SO0 4-G 5/36 hrs 1
SCK Mode| 100 SMG SMG 4 1,000 4-G 5/36 hrs 1
Streyr ALG-CSL SMG 5 “See note 3G 10/4 days 3
Uzt SMG 5 GO0 4-G 4/24 hrs J5

SHADOWTECH: EQUIPMENT
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Type Concealablllty Base Price Legallty  Avallability Street Index
RIFLES
Remington 750 Sporting 3 SO0 s5P-F 3/24 hrs 1
Remington 950 Sparting z BOOH 5P-F 3/24 hrs 1
Ruger 100 Sporting 2 1.300% 5P-F 3/24 hrs 1
Steyr AUG-CSL Carbine Sporting 3 *See note 3-F 10/4 days 3
Ranger Arms 5M-3 Sniper —_ 4,000 2- 12/7 days 4
Walther WA 2100 Sniper —_ 6, 500% 24 12/7 days 4
Enfield AS-7 Shotgun 3 1.,.000% 5P-F 3/24 hrs 1
Defiance T-250 Shotgun 4 SO0¥ 5P-F 3724 hrs 1
Maossherg CMDT Shotgun 2 1. 400% 5-F 4/48 hrs 1
Maossberg CMDT/SM Shotgun 2 1.900% 3-F 8/4 days 2
AK-97 Assault 3 TO0¥ -G 3/36 hrs 2
AK-a8 Assault/GR. — 2,500% 1-G B/4 days 4
Colt M22a2 Assault 3 1,600% 2-G 4/3 days 2
FN HAR Assault 2 1,200% 2-G &4/48 hrs 2
H&K G12A3z Assault Fi 2.200% 2-G B/4 cays 3
Samopal vz BBV Assault Z 1,800% 2-G 5/36 hrs z
Steyr AUG-CSL AR Assault 2 *See note 2-G 10/4 days 3
GRENADE LAUNCHER
Ceneric Under-Barrel GR -3 1, 700% i 8/4 days 3
LIGHT MACHINE GUNS
Ares MP-LMG Light —_ 2.200% Z-H &/5 days 2
GE Vindicator Minigun Light —_ 12.500% i 24/14 days 2
Ingram Valiant Light — 1.500% 1-H &/5 days 2
Steyr AUG CSL Light - "See note 2-H 10/4 days 3
*The entire Steyr ALIG-CSL package with all listed accessories cosis 4,500¥. The weapon also comes with Gas-Vent 1 recoll
reduction.
LASER WEAPONS
Ares MP Laser “Sniper” — 2.5 million ¥ 1-] NA NA
HEAVY WEAPFONS
FN MAG-5 MMG MMG — 3,200% 2-H 18/14 days 3
Generic MMG MMG - 2.500% Z-H 14/14 days 2
Ceneric HMG HMG _— 4,000% Z-H 18/14 days 2
Stoner-Ares MI107 HMG — 5.200% 2-H 18/14 days 3
Assault Cannon Cannon e &6.500% 2-H 16/14 days 2
Panther Assault Cannon Cannon — 7.200% 2-H 16/14 days 2
MISSILE LAUNCHERS
High-Explosive (HEM) Missile - 1,500% 1-K 12/14 days 3
Anti-Personnel (APM) Missile — 1,000% 1-K 12/14 days 3
Antl-Vehicle [AVM) Missile — 2.000% 1-K 12/14 days 3
Surface-to-Alr (SAM) Missile — 2.200% 1-K 18/21 days 4
Multd-Launcher (4-break) 12/14 days .
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Concealability Base Price Legallty Avallabilkty Street Index
MELEE WEAPONS
Edged Weapons
Ares Monosword 3 2,500 4-B 424 hrs 1
Centurion Laser Axe 2 3,500 4-B 3/24 hrs 5
Combat Axe 2 T50% 3-B 3/24 hrs i
Katana 3 1,000% 5-B 4/48 hrs z
Knife 8 30% B-A 2/4 hrs 75
Survival Knife 6 450% B-A 3/6 hrs 1
Sword 4 S00% 4-B 3/24 hrs 1
Fole Arms,/Staffs
Pole Arm 2 S00% 3-B 4/48 hrs 2
Staff ¥ S0% B-L 3/24 hrs 1
Clubs
Club 5 10% &-C 2/6 hrs |
AF-150 Stun Baton 5 1,500% 5-C 3/36 hrs 2
Sap 8 10% 5-C 2/6 hrs i
Stun Baton a T50¥ 5-C 3/36 hrs |
Other
Forearm Snap Blades T B50¥ 4-B 4/48 hrs z
Hand Razors, Extended NA 4,500 3-B 3/72 hrs I
Hand Razors, Retractable 10 2,000 3-B 372 hrs I
Improved Blade As razor +8,500% 3-B 6/72 hrs |
Shock Glove = Q50% 5-B 5/48 hrs 2
Spurs NA 7.,000% 3-B 3/72 hrs 1
Spurs, Retractable =4 11,500% 3-B 3/72 hrs i
Whips/Halls
Monofllament Whip 10 3,000% 1-] 24/14 days 3
PROJECTILE WEAPFONS
Bows
B 3 300% 5-D 3/36 hrs i
Arrows 3 10% 10-D 3/36 hrs 1
Ranger-X Compound Bow 4 550% 5D 4/36 hrs z
Ranger-X Precislon Arrows 3 18% 10-D 4/36 hrs z
Crossbows
Light 2 3I00% &-D 4/36 hrs 1
Medium 2 400% &-D 5/36 hrs 1
Heawy NA S00% 5-D &/36 hrs 1
Bolts 4 5% 10-D 5/36 hrs 1
THROWING WEAPONS
MNon-Asrodynamic
Throwing Knife 9 20% 8-D 2/24 hrs |
Aerodynamic
Shuriken ] 30¥ &6-D 2724 hrs 2
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Concealabllity Base Price Legalbty Avallabiltty Street Index

CLOTHING AND ARMOR
Armmor Clathing 10 S00¥ Legal 2/36 hrs 1
Armor Jacket 7 S00¥ Legal 3/36 hrs 5
Armaor Vest 12 200¥ Legal 2/36 hrs ]
Vest With Mates 10 S00¥ Legal 3/36 hrs 1
Secure Clothing 12 450% Legal 3/36 hrs 9
Secure Jacket 9 B50¥ Legal 4/36 hre 8
Secure Vest 15 179¥% Legal 3/36 hrs 9
Secure Ultra-Vest 14 350% Legal 4136 hrs 9
Secure Long Coat 10 G50¥ Legal 3/36 hrs i)
Lined Coat 8 700¥% Legal 2/24 hrs 75
Form-Fitting Body Armor

Level | — 150% Legal 3/48 hrs 1

Level 2 15 250% Legal A4/48 hrs 1

Level 3 12 S00% Legal 4/48 hrs 1
Forearm Guards 12 250 Legal 5/36 hrs 75
Heavy Armor
Partial Suit — 10,000% 4P-K B/10 days 2
Full Suit - 20,000 r-K 16/14 days 3
Light Security — 7,500% 4P-K 12/10 days 2
Medlum Security — 9,000% ar-K 14/10 days 2.5
Heavy Security - 12,000% 2P-K 16/14 days 3
Security Helmet — 250% (—1}P-K 12/14 days 2
Helmet — 2000¥ =1r-K 12/14 days 1.5
Small Rlot Shield =t 1,500% Legal 8/14 days z
Large Rlot Shield = 3,200¥% Legal B/14 days 2
Leather
Real — T50% Legal Always 75
Synthetic — 2504 Legal Abways B
AMMUNITION, per 10 shots
Regular Ammo - 20% As weapon  2/24 hre ]
Explosive Round 8 S50¥ Asweapon  3/36 hrs B
Flechette Round 8 100 Asweapon  3/36 hrs B
Firepower™ Round 8 5% Asweapon  3/36 hrs T3
APDS Rounds 8 TOM 3L 14/14 days 4
Cel Round a8 30¥ As weapon  4/48 hrs I
Stun Round & 100 As weapon 4748 hrs I
Assault Cannon Ammo 3 4504 As weapon  5/3 days F

Belt 100 Yeah, right 4,250% As weapon B3 days 2
Taser Dart 3 S0% As weapon  6/36 hrs 1.5
Taser Cartridge 4 100% As weapon  6/36 hrs 1.5
Marcoject Rounds 8 200 As weapon  As weapon As weapon

* —| Concealability per extra 10 rounds normal ammo
= Belted Ammo: Add rounds/ 100 to Availability, subtract same from first Legality number,
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Concealability Base Price Legality Avallability Street Index

FIREARM and WEAFON ACCESSORIES
Concealable Holster +2 to weapon 100% Legal 2/24 hrs T35
Grenade Launcher =3 1. 700% 2-] B/5 days 3
Laser Sights =1 S00% Legal 6/36 hrs e
Rangefinder - 150% Legal 2/24 hrs B

Grenade Link — T50% G- B/48 hrs 2
Ultrasound Sight -2 1.300% Legal 8/4 days 8
Imaging Scopes
Low-Light -1 1,500 Legal 3/36 hrs 8
Thermographic -2 1,500% Legal 3/36 hrs 8
Magnification | = 500¥ Legal 3/36 hrs B
Magnification 2 -1 BOO¥ Legal 3/36 hrs 9
Magnification 3 -1 1.200% Legal 3/36 hrs |
Recoll Compensators and Gyros
Shock Pads — 200 Legal 2/24 hrs 75
CasVent 2 -1 450 Legal 2/24 hrs 8
Improved Gas Vent 2 — S50% Legal 2/24 hrs g
Gas Vent 3 -2 TOON Lezal 2/24 hrs 1
Improved Gas Vent 3 -1 B00¥ Legal 2/24 hrs 9
Improved Gas Vent 4 -2 1.000% Legal 2/24 hrs 1
Gyro Mount -5 2.500% Legal 4/48 hrs 1
Improved Gyro Mount 6 3,500% Legal 6/48 hrs 1
Deluxe Gyro Mount -G 6,000% Legal 4/48 hrs 1
Improved Deluxe Gyro Mount -7 7.800¥ Legal /48 hrs 1
Other Accessories
B Accessory Mount ~1 100 Legal 2/24 hrs 9
Spare Clips/Magazines — 12% Legal 2/24 hrs 75
Improved Clips/Magazines e See SSC* Legal 2/24 hrs A5
Silencer -1 S00¥ Az weapon  4/48 hrs 2
Smart Goggles — 3,000% 4P-CA 3736 hrs 1
Smartgun Adapter -2 1.5 x Gun Cost a4Pr-CA 4748 hrs |
Smartgun Varant — 2 x Gun Cost — 1 1/as listed +.5 to weapon
Ultrasound Goggles — 1, 100% Legal 3/36 hrs i
‘See p. 34, Street Samural Catalog
EXPLOSIVES
Grenades
Offensive & 30¥ 31 4/4 days 2
IPE Offensive & 0¥ 3-1 5/4 days 2
Defensive 5] 30¥% 3-1 414 days z
IPE Defensive = S0P 3 5/4 days 2
Concussion o 0¥ 3 5/4 days 2
IPE Concussion 6 SO0¥ 3 5/4 days 2
Gas (Meuro-Stun VI 5 60¥ 3 8/4 days 2
Mini-grenade 8 S0% - B/4 days 2
IPE Minl-grenade B BO¥ 2-l B/4 days z
Alr-timed Minl-grenade 8 150% 2-1 10/4 days 2
Smoke 5 A0¥ Lesal 3/36 hrs 1
Flash Grenade G A0¥ 2- 4748 hrs 1
Flash-Pak 12 250% Legal 3/36 hrs 1
Explosives, Per Kilo
Commerclal G G0 AP-] 5/48 hrs 1
Mastic, Compound 4 & B0y 4- B/48 hrs 1
Mastic, Compound 12 6 200% 3-1 10/48 hrs .
Accessorles

Timer & 100¥ o 4/48 hrs 2

Fadio Detonator 8 250% &1 4/48 hrs F




HEADWARE
Communlcations
Chipjack
Softlink (Level 1)
Level 2
Level 3
Level 4
Datajack (SR rules}
Datajack
Level |
Level 2
Level 3
Level 4
Commilink Il
Commilink [V
Commlink VI
Commlink X
Crypto Circuit HD
Level 1—4
Level 5-7
Level B-0
Level 10
Scramble Breaker HD
Lewvel 1-4
Level 57
Level 8
Radio
Radio Receiver
Telephone
Ears
Cyber Replacement
Modificatlon
Cosmetic Modification
Hearing Amplification
Damper
High Frequency
Low Frequency
Select Sound Fllter
{Levels 1-5)
Recorder
Eyes
Cyber Replacement
Camera
Cosmetic Madifcation
Vision Magnification
Optical |
Optical 2
Optical 3
Electronic 1
Electronic 2
Electronic 3
Rangefinder
Flare Compensation
Low-Light
Retinal Duplication
Thermographic

Essence Cost

O ey | ase bk gL
LR =N B
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CYBERTECH
Price Legallty
1,000% Legal
1,000Y Legal
2,000% Legal
4,000% Legal
8,000¥ Legal
1.000% Legal
500% Legal
1,000% Legal
2,000¥ Legal
4,000% Legal
8,000¥ Legal
18,000 Legal
40,000 Legal
G0, 000% Legal
Level x 10,000¥% 4P-CA
Level x 20,000% 4P-CA
Lewvel x 30.000% 3IP-CA
Level x 50,000 3P-CA
Level » 20,000 3-CB
Level x 40,000% 3-CB
G00,000% 3CB
4,000% Legal
2,000% Legal
3,700% Legal
4,000% Legal
2.000% Legal
1,000 Legal
3,500¥% Legal
3,500¥% Legal
3,000% Legal
3,000¥ Legal
Level x 10,000% Legal
7.000¥% 12P-CA
5.000% Legal
5,000% Legal
1,000% Legal
2,500% Legal
4,000% Legal
6,000% Legal
3,500% Legal
7.500¥% Legal
11.,000¥% Legal
2,000% Legal
2,000% Legal
3,000% Legal
50,000+¥ 3-CA
3.000¥% Legal

Avallablltty

3/72 hrs
3/72 hrs
3/72 hrs
3/72 hrs
3/72 hrs
Always

Always
Always
Always
Always
2/48 hrs
3/48 hrs
4/48 hrs
3/48 hrs

/36 hrs
G/36 hrs
B/306 hrs
Of36 hrs

6/48 hrs
/48 hrs
10/48 hrs
2/24 hrs
2724 hrs
3724 hrs

2724 hrs
2/24 hrs
2/24 hrs
4/48 hrs
4/48 hrs
4/48 hrs
A4/48 hrs

&/48 hrs
B/48 hrs

2/24 hrs
6/24 hrs
2/24 hrs

4/48 hrs
A4/48 hrs
A4/48 hrs
5/48 hrs
5/48 hrs
5/48 hrs
B/48 hrs
5/48 hrs
4/35 hrs
12/7 days
4736 hrs
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INTERNALS
Chemnlcal Analyzer
Cortex Bomb
Memorny
Memory (FIFF)
Datasoft Link
Display Link
Data Lock
Data Filter
Encephalon

Level |

Level 2

Level 3

Level 4
Cas Spectrometer
Internal Volce Mask
Olfactory Booster
Orientation System
Sense Link

Internal Transmitter
5PU: Data Management

Level |

Level 2

Level 3

Level 4
aPLL: Input/Cutput

Level 1

Level 2

Level 3

Lewel 4
SPL: Math

Level |

Level 2

Level 3

Level 4
Tactical Computer

Level |

Level 2

Level 3-4
Video Link

Internal Transmitter

MATRIXWARE
MPCP

Persona Module
Hardening
Memory/Storage
Transfer
Response

1.75

Y T T

Price

2,500%/Level
500,000%
Mp x 100D%
Mp x 150¥%
1,000%
1,000%
1.000¥
5.000¥%

15,000%
40,000%
75,000%
115,000%
2,000%/Level
7 .000%

1 D00¥/Level
15.000¥
300,000%
BO.000¥

9, 500%
19,000
28,500¢
38,000¢

5.000%
7.500%
12, 500%
22 500%

2,000
5,000
11,000
23,000%

350,000%
00, 000%
2-CC

22 000¥
4,500%

See Text
See Text
See Text
Mp x 150%
See Text
See Text

Legality

Legal
2-CC
Legal
Legal
Legal
Legal
Legal
Legal

Legal
Legal
Legal
Legal
Legal
6-CA
Legal
Legal
10P-CA
8P-CA

Legal
Legal
Legal
Legal

Legal
Legal

Legal

Legal
Legal
Legal
Legal

4-CB
4-CC

Legal
Legal

4-CD
4-CD

Legal
4-CD
4-CD

Avallability

4/6 days
20414 days
2/24 hrs
3/24 hrs
3/24 hrs
4/36 hrs
&/36 hrs
6/36 hrs

&/12 days
6/12 days
G6/12 days
6/12 days
45 days
6/48 hrs
6/8 days
5/G days
2/5 days
3/5 days

6/60 hrs
6/60 hrs
6/60 hrs
6/60 hrs

5/4 days
5/4 days
5/4 days
5/4 days

6760 hrs
6/60 hrs
6/60 hrs
6,/60 hrs

12/60 days
12/60 days

4/48 hrs
/48 hrs

12/60 days
Varles/12 days
Waries/8 days
3/24 hrs
Varles/ 10 days
Varles/14 days

Varles
Varles

Varies
Varies
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BODYWARE
Hydraulic Jack
{Levels1-6]
Muscle Replacement
(Maximum Lewvel 4)
Program Carrier
Smartgun Link
Bone Lacing
Plastic
Aluminum
Titanlum
Dermal Plating
Level 1
Level 2
Level 3

Blood

Ingested Toxin

Limbs

Simple Replacement

Cyber Limb

Increased Strength

Bullt-In Smartgun Link

Bullt-In Device

Cyber Guns
Hold-Owt Pistol
Light Pistol
Machine Pistol
Submachine Gun
Heavy Pistol
Shotgun

Skill Hardwires

Level | -4

Level 58

Level 910

Skillwires

Level 1-3

Level 4-6

Level 7-9

Skiliwire Plus

Level 1-3

Lewvel 46

Level 7-2

Vehicle Control Rig

Level |

Level 2

Level 3

Boosted Reflexes

Level |

Level 2

Level 3

Wired Reflexes

Level |

Level 2

Level 3

Essence Cost Price
25 Level x §5,000¥%
Level Level o 20,000%
p 25,000%
5 2,500%
3 7.500%
1,15 25,000%
2.25 75.000%
5 6,000%
1 15,000%
1.5 45 000¥
Level/ 10 Level x 15,000%
Level/5 Level x 10,000%¥
Level/5 Level x 10,000%
1 50,000%
I 100,000%
— Level x 150,000%
.25 2.500%
—_ 4 x Normal Cost
A5 250%
= G50¥
4 S00%
G 1,.BO0¥
| BOOY
1.1 1,200%
Level x .2 Level x 5,000%¥
Level x .25 Level x 50,000¥
Level x .3 Level x S00.000%
Level x .1 Level x 10,000%
Level x .2 Level x 100,000%
Level x .3 Level x 1,000,000 %
Level x .1 Level x 15,000
Lewvel x 2 Level x 125,000%
Level x .3 Level x 1,000,000 ¥
i 12,000%
3 &0, 000%
5 300, 000%
5 15,000%
1.25 A40,000%
2.8 90,000%
2 55,000%
3 1 65,000%
5 S00,000%

Legality

Legal

5P-CB
3-CD
5P-CA

6r-CA
&r-CB
6-CC

G6P-CA
6P-CA
SP-CA

Legal
Legal
Legal

Legal
Legal

6P-CA
S5P-CA
Varies

8P-CB + E
6P-CB + E
4-CB + G
3B+ G
4P-CB + E
4P-CB + E

Legal
6P-CB
4P-CB

Legal
6p-CB
AP-CB

Legal
&P-CB
4P-CB

aP-CA
6P-CA
5P-CA

8P-CB
ar-Ch
5P-CB

SP-CB
AP-CB
3-CC

Avallability

2/6 days

4/4 days
4/48 hrs
3/36 hrs

5/14 days
5/14 days
5714 days

412 days
4712 days
A4/12 days

6/4 days
6/4 days
6/4 days

4748 hrs
a/4 days
6/4 days
/4 days
Varies

8/7 days
8/7 days
8/7 days
8/7 days
8&/7 days
8/7 days

/10 days
12/14 days
12/14 days

4710 days
5/10 days
12/20 days

4710 days
5/10 days
12/20 days

G/48 hrs
8/48 hrs
B/48 hrs

3724 hrs
3724 hrs
3724 hrs

4/8 days
4/8 days
8/14 days
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BIOWARE
Platelet Factory
Symbiotes

Level 1

Level 2

Level 3
Synthacardium

Level |

Level 2
Orthoskin

Level |

Lewvel 2

Level 3
Taillored Pheromones

Level 1

Leve] 2
Adrenal Pump

Level 1

Level 2
Suprathyrold Gland
Toxin Extractor
Pathogenic Defense
Cerebral Booster

Level 1

Level 2
Damage Compensator

Level 1-2

Level 3=5

Level 6-9
Mnemonlc Enhancer
Main Editor
Reflex Recorder

Concentration

Ceeneral
Synaptlc Accelerator

Level 1

Level 2
Trauma Damper
Mephrirlc Screen
Extended Volume

Level 1

Level 2

Level 3
Toxin Exhaler
Tracheal Filter
Enhanced Articulation
Muscle Augmentation

1.25
25
1.4

2/ Level
2 Lewel

v
8

2iLlevel

2iLevel

Ziflevel

ZiLeve|
5]

ity
25"

BB W

z
3
A
&
2{Level
&

B/Level

* More valuable data will cost more.

Base Price

30,000%

15,000%
35,000¥
60, 000%

6,000%
15,000¥%

25,000%
60,000¥
100,000%

20,000%
45,000%

G0, 000%

1 00, 000y
50.000%
24.000%/ Level
24,000%/Level

50.000%
1 10,000%

25,000%Level
50.000%/Level
100,000%/ Level
1 5,000, Lewvel
B0,000%

10,000
25,000

75,000%
200,000%
40, 0¥
20,000%

8,000%
15,000%
25,000%

30,0008
30,000¥/Level
40,000%
45,000¥/Level

Legality
Legal

Legal
Legal
Legal

Legal
Legal

S5P-BA
SP-BA
SP-BA

Legal
Legal

5P-BB
5P-BB
GP-BB
Legal
Legal

aP-BA
ar-BA
ar-BA

Legal
GP-BA

Legal
Legal

5r-BB
5P-BB
Gr-BA
Legal

Legal
Legal
Legal
5-BB
Legal

Lesal
4P-BC/D

Avallability
5/8 days

5/10 days
5/10 days
5/10 days

4/10 days
A4/10 days

B/8 days
B/8 days
B/B days

12/14 days
12/14 days

10416 days
10/16 days
8/12 days
4/4 days
4/4 days

/14 days
6/14 days

6/6 days
10/6 days
12/6 days
6/7 days
6/6 days

5/6 days
8/6 days

0/12 days
6/12 days
6/8 days
4/4 days

4/4 days
4/4 days
474 days
10/4 days
44 days
5/6 days
&/6 days
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Skillsofts

Knowsolt
Activesoft
Linguasoft
Datasoft

Concealabilhy
24

24
24
24

*Maore valuable data will cost more,

GENE-TECH

Cene Therapy
Cleansing
Genetlc Correction
Reconstruct/Healing
Other

Imrmunization
Single
Full Spectrum

Ledanization

Antibac
Lewvel 1-3
Level 46
Level 7-9
Level 10+

Binder
Level 1-3
Level 46
Level 75
Level 104

Zeta-Interpheron
Level 1-3
Level 45
Level 7-O
Level 10+

Doom

Gamma-Anthrax

Myco-Protein

COMPOUNDS
Carcerands

Dikote™

DMSC

OCreygenated Flourocarbons
Ruthenium Polymers
ACTH

Atropine

Cyanide

Hyper

Kamikaze

MAD

Baze Price

50,000%
&0,000%
100,000y
50,000%+

A40,000% per rreatment

300, 000%

2,000,000% + 100,000

Lewvel x 500%
Level x 1,000%
Level x 1,500%
Level x 2,500%¥

Lewvel x 300%
Level x 600¥
Level x 200%
Level x 1,500%

Lewel x 4009
Level x 800¥
Level x 1,200%
Level x 2,000%
500%/dose
180%/dose
25%/kg

See Text

1, 000%/ 100cm?

10%¥+

T50% per liter
10,000%/m2 +
100%/6 doses
600%/dose
360%/dose
180¥/dose
50%/dose
2B0¥/dose

Base Price
Mp x 150%
Mp x 100¥
Mp x 50¥
Mp x 100¥*

Legality

Legal
Legal
Legal
Legal

Legal
Lezal
Legal

Legal
Legal
Legal
Legal

Legal
Legal
Legal
Legal

Legal
Legal
Legal
Legal
1-M3
2-M3
Legal

Legal
Legal
Legal
Legal
Legal
Legal
Legal
Legal
4-Mi
3-Mi
4-Mi

CHEMISTRY  LAW

Legality
Legal
Legal
Legal
Legal

PAGE 118

Avallablitity Street Index

5/4 days 1.25

6/4 days .25

6/36 hrs 1.25

4/4 days 1.25

Availabllity Street Index

6/30 days 1.5

6/30 days 2.5

0/ 30 days 2.5

6/30 days 2.5
6/20 days z
&6/20 days 2

6/30 days 25
4/48 hrs 1
4/48 hrs 1
&4/48 hrs 1
4/48 hrs ]
4/32 hrs Z
4732 hrs 2
4/32 hrs 2
4/32 hrs 2
4/32 hrs 2
4/32 hrs 2
4/32 hrs 2
4/32 hrs 2
14/30 days 5
14430 days G
1

It's everywhere

4/10 days z
6/14 days 10
2712 hrs 1.5
4748 hrs 1
5/14 days 1.5
5/12 hrs I
5/12 hrs I
3/48 hrs 5
4/24 hrs 9
5/4 days 5
5/36 hrs Z
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