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For Players: !
Expanded character creation rules allow yog@stomize your character’s background r

f with Edges and Flaws and play ghouls or % hifters. Also includes rules for run-
a

ning, jumping and even being an escape
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For Gamemasters:
Provides expanded contact rules a
Plus campaign and scenario creatt
for gas traps, trip wires and sen

oduces Enemies—the evil side of contacts.
prime runners, training rules and security rules
lates!

For New Campaigns:
Play a street gang or a government covert ops team, a DocWagon high-threat response
team or even the cops!
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The Shadowrun Companion offers advanced and alternate rules for players and gamemas-
ters. This indispensable book includes a guide to creating adventures and campaigns, and
suggests step-by step techniques to help gamemasters get the most out of the Shadowrun
universe. The Shadowrun Companion is revised for use with Shadowrun, Third Edition, i

and is compatible with all Shadowrun sourcebooks.

|
E.
:
|

WKGAMEJ

SHADOWRUNR® is a Registered Trademark of
WizKids Inc. SHADOWRUN COMPANION™ is a
Trademark of WizKids Inc. Copyright © 1999-2005
All Rights Reservgd. Printed in the USA.




S1&GEEE MR MUN
@@M{Pﬁwﬂ@w

PRNFRO



'S

Jal).

. A‘h«. i'y

P T e

— THBLEDF I][IHTEHTS

e t b 3 ‘;

INTRODUCTION
CHARACTER CREATION

The Concept
More than an Archetype
Start with the Story
The Sky’s the Limit
Something to Consider
Finishing Touches
Twenty Questions
Point-Based Character
Design System
Race
Magic
Attributes
Skills
Resources
Edges and Flaws
Purchasing Edges and Flaws
Limitations
Eliminating Flaws
Designing Edges and Flaws
Attribute Edges
Skill Edges and Flaws
Physical Edges and Flaws
Mental Edges and Flaws
Social Edges and Flaws
Magical Edges and Flaws
Matrix Edges and Flaws
Miscellaneous
Edges and Flaws

—
Coovwwaoaoawm

13
14
14
14
15
15
15
16
16
16
16
17
18
18
22
25
27
28

29

= Shadowrun Companion

New Characty \vyes
Ghouls
Shapes@ Characters
Metayawmn Variants
SKILLS/ANIL/RAINING
Us%thletics
Climbing
Escape Artist
Jumping
Lifting/Throwing
Running
Swimming
Optional Training Rules
Skill Training Time
Learning a New Skill
Training Days
Improving Attributes
HOW TO HIRE A
SHADOWRUNNER
CONTACTS AND ENEMIES
Maximizing Contacts
Contact Upkeep
Improving Contact Levels
Friends of a Friend
Using FOFs
Waiting for the Goods
The Walls Fave Ears
Special Contacts
Members of Clubs
and Organizations

32
32
34

&EEEY

47
47
47
48

49
50
51

Fixers
International Contacts
Shadowland

Contact Knowledge
Spilling the Beans

Enemies
Creating Enemies
Enemy Charactersistics
Using Enemies
Death at the Enemy’s Hand
Killing Enemies

New Contacts
Corporate Contacts
Government Contacts
Street Contacts
Underworld Contacts
Media Contacts
Amerindian Tribesperson
Arms Dealer
Bounty Hunter
Company Man
Corporate Wage Slave
Gang Leader
Mob Soldier
Paramedic
Plainclothes Cop
Reporter
Snitch
Street Cop
Street Doc

65
65
65
66

€883

70
71
72
72
73
73
73
73
74
74
74
75
75
75
76
76
76
77
77
77
78
78




ADVANCED RULES

Karma
Balancing Karma and Nuyen
Karma and the Amoral Campaign
Favors and Markers
Karma Pools
Team Karma
Creating Prime Runners
Inferior
Equal
Superior
Superhuman
Ultimate
State of the Art
How it Works
Determining the Field of
SOTA Advancement
SOTA Advancements
Falling Behind the SOTA Curve
Roleplaying the SOTA
Dead-end Tech Option
Retirement
Second Careers
Integrating New Team Members
Additional Security Systems
DocWagon
Contracts

RUNNING THE GAME

The Role of the Gamemaster
Breaking the Rules
Keys to a Good Adventure
The Premise
The Goal
The Opposition
Complications
Plotting a Shadowrun Adventure
Getting Started
Choosing the Cast
The Decision Tree
When the Drek Hits the Fan
Aftermath
Payment and Reward
Archetypal Adventure Plots
Assassination
Blackmail
Bodyguard
Courier/Smuggling
Datasteal
Distraction
Destruction
Encryption/Decryption
Enforcement
Hoax/Counterfeit
Investigation
Extraction (Kidnapping)
Plant
Retrieval of Object
Security

GRERES

100
100
100
100
100
100
100
101
101
101
101
101
101
101
101
101

-~

HMOVATEEH

Shadowrun Companion




Tailchaser
War
Wild Things
Campaign Considerations
Player Characters
Themes
Morality
Scope
Location, Location, Location
The First Run
Character Advancement
Keeping it Fresh
Bluebooking
Ending the Campaign
Solutions to Common Problems
Power-gaming
Obnoxious Characters
Maintaining Game Balance
Incorporating Deckers
Avoiding Information Overload
The Secrets of FASA
ALTERNATE CAMPAIGN CONCEPTS
Where Does it Hurt?
Smile, You’re on Camera!
Trained to be Ghosts
I am the Law
Double, Double, Toil and Trouble
This is our Turf, Meat
Gang Creation
Character Creation
Adventure Ideas
Campaigning with Gangs
Special Rules
Gangs in Shadowrun
The Halloweeners
The Spiders
The Spikes
The Red Hot Nukes
The Night Hunters
LIST OF ACTIONS
SHADOWRUN CHARACTER SHEETS
INDEX

SHADOWRUN COMPANION
(UPDATED FOR SHADOWRUN, THIRD EDITION)

Original SR Companion Authors
Zach Bush

Jennifer Brandes

Chris Hepler

Chris Hussey

Jonathan Jacobson

Steve Kenson

Michael Mulvihill

Linda Naughton

Brian Schoner

102
102
102
102
102
103
103
103
104
104
104
105
105
105
105
105
106
106
107
108
108
109
109
113
114
116
119
120
120
121
122
122
123
124
124
125
127
128
129
130
131
135

S
S

&

Revised Edition
Text compiled and produced
by Michael Mulvihill and Robert Boyle

Product Development
Michael Mulvihill

Editing
Robert Boyle
Sharon Turner Mulvihill

Shadowrun Line Developer
Michael Mulvihill

Editorial Staff
Editorial Director
Donna Ippolito
Managing Editor
Sharon Turner Mulvihill
Assistant Editor
Robert Boyle

Art &

*N.’ Director

s\\ Jim Nelson
Cover Design
Fred Hooper

Cover lllustration
John Zeleznik

Black and White lllustration
Doug Alexander, Janet Aulisio, Tom Baxa, Joel Biske,
Brian Despain, Fred Hooper, Mike Jackson, Larry
MacDougall, Jim Nelson, Mike Nielsen, Paolo
Parente, Matt Wilson, Mark Zug

Layout Design
Fred Hooper

roduction Staff

Copyright© 2006 WizKids Inc. All Rights Reserved. Shadowrun Companion,
Shadowrun and WK Games are registered trademarks and/or trademarks of
WizKids, Inc. in the United States and/or other countries. No part of this
work may be reproduced, stored in a retrieval system, or transmitted in
any form or by any means, without the prior permission in writing of the
Copyright Owner, nor be otherwise circulated in any form other than that
in which it is published.

Version 1.0 (January 2006) Based on Sixth Printing with corrections by
FanPro LLC, Chicago, Illinois, USA.

Find us online:
info@shadowrunrpg.com

(Shadowrun questions; please check the website FAQ first!)
http://www.shadowrunrpg.com

(official Shadowrun website)
http://www.fanprogames.com

(FanPro website)
http://www.wizkidsgames.com

(WizKids website)
http://studio2publishing.com

(online FanPro/Shadowrun orders)
http://del.ico.us/shadowrun

(cool links)

b Shadowrun Companion



mailto:info@shadowrunrpg.com
http://www.shadowrunrpg.com
http://www.fanprogames.com
http://www.wizkidsgames.com
http://studio2publishing.com
http://del.ico.us/shadowrun

DA
/N

/

(|
X

ITROBUCTION

he Shadowrun Companion is a universal rulebook—its

focus is greater than a single theme or topic. This book

covers multiple aspects of the Shadowrun game and uni-

verse, providing new and expanded information for both

gamemasters and players. In addition to offering more
flexibility in character creation and campaign design, it pro-
vides new optional rules and creative ideas and solutions to
common problems that plague game play.

Many of the ideas presented in the first edition of the
Shadowrun Companion were incorporated into Shadowrun, Third
Edition. It was thus necessary to revise the Shadowrun
Companion to reflect the new rules and to include fresh material.

The Shadowrun Companion takes players through the life
of a shadowrunner, from character creation to character retire-
ment. The Character Creation section helps you create more
well-rounded characters by offering hints and help for creating
a complete background story. We also include a point-based
approach to character generation, with options for creating
otaku, ghoul, shapeshifter and metahuman-variant characters.
This section also introduces Edges and Flaws, a mechanic that

offers a wide variety of personality traits to help players make\

each character unique.
The Skills and Training chapter focuses on using the

i ini i Ath exl‘sz
Skill and many of its specializations, including swimmingNuryp-

ing, running and even being an escape artist. Rules for ’(@bﬁg to
improve both Attributes and skills are also include.

Player character contacts have always been%ﬂportant
but under-used part of the Shadowrun universe. Contacts and
Enemies suggests ways to expand the role of these non-play-
er characters (NPCs), from creating NPC personalities to explor-
ing the distinction between what a contact knows and what
he’s willing to reveal, to staying on a contact’s good side and
maintaining confidentiality. Players also can network their con-
tacts through Friends of Friends, an option that adds new depth
to characters’ sources for information. This section also
describes several non-traditional contacts, including the
Shadowland BBS. Contacts and Enemies provides rules for cre-
ating enemies, non-player characters with a more sinister rea-
son for interacting with player characters, and tips for how to
effectively present such NPCs in the game.

The Advanced Rules section offers optional rules for
Karma. These variations include favors and markers, and guide-
lines for character advancement in an amoral (Karma-less) cam-
paign. This section also offers a system for creating workable
statistics for famous NPCs, threats and other opponents of
shadowrunners. Following this material are state-of-the-art
rules, which allow gamemasters to control the technology
curve in their campaigns; rules for DocWagon; and more secu-
rity systems to use against runners on a run.

Running the Game offers gamemasters a framework and
outline to use in designing their own scenarios, adventures and
campaigns, including baseline payments for various shadowrun-
ning activities. Alternate Campaign Concepts shows gamemas-
ters how to develop and run alternative campaigns and includes
examples of player character groups such as DocWagon EMTs
and Lone Star teams. This section also provides rules for creat-
ing street gangs and designing gang-member characters, sug-
gests campaign hooks for drawing street gangs into a
Shadowrun game, and describes five Seattle gangs in detail to
demonstrate the possibilities of running gang story lines.

DEVELOPER’S SAY

The Shadowrun Companion is one of my favorite books.

When this book was first introduced, it created options for
an(@ﬂrest in areas that no one really thought existed, such as

+ AN 4te campaigns and metavariants. It introduced one of my
faNrite characters—Lord Torgo—and it included Edges and
Fldws and Enemies; each of which have made the games I run
much more fun and exciting as a gamemaster. It also appealed
to those fans who asked me all kinds of questions regarding
rules, theory, gamemastering and problem-solving.

The Shadowrun Companion was the first salvo in my quest
to invigorate Shadowrun by opening up new horizons for the
game world. Thankfully, it succeeded. It satisfied both new
players who were presented with a number of new options for
their characters, their gamemasters and their campaigns, and
long-time fans who were provided with rules and revisions
that they had been requesting for years. As | stated in the orig-
inal Introduction, the Shadowrun Companion was not intended
to be Shadowrun, Third Edition, but rather a way to provide
answers for all the fans in a quick and efficient manner.

In retrospect, we did an even better job than | had expect-
ed. When it came time to create an actual Shadowrun, Third
Edition, we ended up using about a third of the information
presented in the original version of this book. Luckily, we are
working with a vibrant universe and receive continuous input
and opinions, so there are always new ideas to include and old
rules to be refined. In other words, this revision of The
Shadowrun Companion contains even more of these options
than its previous incarnation. Instead of “fixing rules” (which
was the point of SR3), we were able to incorporate and update
information that had previously appeared in sourcebooks that
are now out-of-print.

So, as it stands, the Shadowrun Companion is now updat-
ed and ready for action in the shadows ... .

As always ... Have Fun! Play Shadowrun!
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