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InTRODUCTion 

If the only thing that comes to mind when you think of a rigger is the "car chick" or­

even worse--the "getaway guy," then this book is for you. For those of you who always 

wished the rigger character could fulfill its potential as a vital element of the Shadowrun 
team-from commanding drones, to taking control of a security-rigged building or even using 

a vehicle as a weapon to hit stuff that gets in the way (including those pesky pedestrians)­

well , you've found a home, chummer. Rigger 2 includes everything you want to know about 

rigging and riggers in a single volume, from character creation to vehicle creation, from vehi­

cle combat to drone use to rigging a security system. 

The rules contained in this volume replace the rigger rules published in Shadowrun, 
Second Edition and the Rigger Black Book. 

Rigger 2 begins with The Rigger, which talks about the rigger from the perspective of 

dice pools, skills and concentrations, cyberware/bioware and even Edges and Flaws. This sec­

tion also covers what it takes to be a rigger, including insights into the mind and emotions of 

someone jacked into a vehicle. 

From there we go straight into Standard Vehicle Operations, which covers everything 

from the basic Driving Test to vehicle statistics and attributes. This section describes what a 

vehicle can and can't do, and introduces the concept of Stress-the idea that a vehicle will 

wear down if not cared for properly. That's right, we've given the game master even more 

options for parting a rigger from his hard-earned nuyen. 

Now, what good is becoming your vehicle if you can't see what's going on around you? 

The Sensors chapter is devoted entirely to explaining how a rigger uses the sensors of his 
vehicle to observe and affect his world. This section also includes the basics of Electronic 
Countermeasures (ECM) and Electronic Deception (ED). The chapter on Special Vehicle 

Operations offers rules for operating everything from VTOLs and other airborne vehicles to 

hovercraft and vehicles with arms, and even pulling and towing vehicles. 

Now that your rigger is fully constructed and knows his vehicles inside and out, it's time 

to test his abilities on the street. The chapter on Vehicle Combat provides rules to cover every 

situation, from auto chases to running down pedestrians. An expanded turn sequence incor-
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