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lelds of Fire is 
a sourcebook 

for mercenary 
characters in the 

Shadowrun uni­
verse. Because 
the Shadowrun 

game is not just about 
mercs or purely merce­
nary operations, this 
sourcebook focuses on how 

merc characters think and """'C~~~~~~~~ 
behave in relation to the usual 
Shadowrun storyline. This sourcebook is -~~~~lf!s~ 
about attitude and purpose. 

The Field Pack section is devoted to weapons and equipment available mainly 
to mercenaries, but also to the most savvy street samurai. The Rules section in the 
back of this book expands and clarifies certain existing combat rules and offers new 
optional rules. 

Enjoy! 

FIELDS OF FIRE 

Sa
m

pl
e 

file


	Table of Contents
	Fields of Fire
	Introduction
	Fields of Fire
	Mercenary Operations
	What is a Mercenary?
	Being a Mercenary

	Basic Operatoins
	Personal Discipline
	Interpersonal Skills
	How to Speak
	How to Write
	How to Act
	How to Dress

	Preparedness
	Orientation and Exposure
	Types of Work
	Corporate Work
	Government and Related Work
	Indi Work

	Types of Operations
	Open Warfare
	Guerilla Warfare
	Displays
	Bug Hunts / "The Big Game"
	Security
	Personal Service
	Advisors
	Special Operations

	Organizations
	The League

	Magical Integration
	Hot Spots
	Aztlan
	Far East
	Australia
	Africa

	The End of the Mercenary

	Mercenary Equipment
	Walther PB-120
	Hammerli Model 610S
	Savalette Guardian
	Ingram Warrior-10
	Colt Cobra
	Ingram Super Mach 100
	Colt M-23 Assault Rifle
	Ares Alpha Combat Gun
	Ares High-Velocity Assault Rifle
	Barret Model 121 Heavy Sniper Rifle
	Remington 990 Shotgun
	Franchi SPAS-22
	Ares HV MP-LMG
	M79B1 Light Anti Armor Weapon
	Arbelast II Medium Anti Armor Weapon
	Great Dragon ATGM
	Ballista Multi-Role Missile Launcher
	Ballista Rocket & Missile Rounds
	M-12 Man-Portable Mortar
	Mortar Rounds
	Sentry Weapons
	Armitage MGL-12
	Grenades
	Ares MP Laser III
	Ares Firelance Vehicle Laser
	Ammunition
	Camoflage Clothing
	Gel-Pack Armor
	Military Grade Armor
	Cougar Fine Blade Knife
	Climbing Gear
	Smartlink Level II
	Tactical Communication System
	BattleTac Integration System
	Target Designators
	Global Positioning System
	Night Glider
	GMC MPUV
	LAV-98 "Devil Rat" APC
	LAV-103 "Striker" Light Tank
	C-60 Titan Medium Transport
	Aerodesign Condor II LD SD-41
	Steel Lynx Drone
	Ferret RPD-V1 Perimeter Drone
	Wasp/Yellowjacket "F" Series Upgrade
	Vehicle Smoke Generator
	Ablative Vehicle Armor

	Rules
	Developer Notes
	Choosing Optional Rules
	Expansions and Clarifications
	Armor Degradation
	Athletic Tests
	BattleTac System
	Camoflage and Perception
	Cased vs. Caseless Ammo
	Combat Accidents
	Cover Modifiers
	Covering/Supression Fire
	Custom Weapons
	Delayed Actions and Short Moves
	Delayed Grenade Rules
	Instant Death and Over-Damage
	Low-Light and Thermal Systems
	Maximum Rate of Fire
	Mercenary Contacts
	Off-Hand Training
	Physical and Stun Damage
	Pulling Punches
	Recoil and Strength
	Sensor Targeting of Humans
	Sentry Guns
	Shotgun Sound Suppression
	Small Unit Tactics
	Smartlink Level II
	Smoke Rules
	Target Designators
	Telecommunications Systems
	White Phosphorus


	Weapon Range Table
	Weapons
	Ammunition
	Firearms and Weapon Accessories
	Explosives
	Clothing and Amor
	Lifestyle
	Surveillance and Security
	Cybertech
	Cyberdecks and Programs
	Magical Equipment
	Vehicles

