


It was a dark and stormy night in Seattle, but isn’t it always? This night was different, though-it wasn't the
usual slot-and-run we're used to. Most of the time, we have no static-we just jander in and do the job. This time,
we had some company. Looks like Mr. Johnson hired a few other teams to do the same run. If we want to eat next
week, we're going to have to get some prets and kick our hoops into gear before the others beat us to the paydata.

The year is 2886. The world’'s megacorporations straddle the sprawls of the Sixth World; bloated giants wor-
shiping at the altar of the almighty nuyen. Between the cracks, shadowrunners carve out a living as deniable assets
in endless corporate shadow conflicts. Whether casting spells, riding the electrons of the world-wide Matrix bare-
brained, or carving a blade through targets at superhuman speeds enhanced by the latest in bioengineering. runners
live dangerously and hope their skills are good enough to let them survive another day.
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In the end, your teamis all you have to count on. Welcome to Shadowrun: Sprawl Ops!
IMPORTANT TERMS: The first time an important term appears. it is bolded.

OBJECTIVE OF THE GAME L

In Shadowrun: Sprawl Ops, players lead a team of
SHADOWRUNNERS (RUNNERS, for short) on the mean sprawl CONTENTS
streets of the Seattle Metroplex. working toward com-
pleting a FINAL MissioN against a megacorporation, for
victory.

During the PLACE RuNNERs phase of each Rounb. play- (1) Gameboard
ers take TURNS placing runners in various LOCATIONS on @ Rulebook
the gameboard. These locations increase the team’s ;
power and flexibility: hiring more seasoned runners; (3) 12 Starting Shadowrunner cards
equipping them with high-tech GEAR; enhancing minds @15 Shadowrunner.cards
and bodies with bleeding-edge biotechnology UPGRADES;
grabbing LooT that'll help in a pinch; and so on. (5) 28 Gear cards

Then players run the Missions they selected in the @ 15 Upgrade cards
Run Missions phase. This is done by selecting a number @ B A
of six-sided dice equal to their available icons-based on
the Shadowrunners, Gear, and Upgrade cards-and then 208 Mission cards
rolling dice to complete various STAces of a Mission. If a . N
Mission starts going sideways and a player pushes their (8) 5Final Mission cards ‘
luck too far, their Shadowrunners may be INJURED or Dice:
even killed. However, if they manage to push on through : 3
and succeed, a pAYouT will drop more NuYeN into their 18 Street Samurai (black) dice
coffers, aIIovyin_g bett_er ca.rds and leading to ever more 8 Decker (green) dice ‘
dangerous Missions with higher payouts. e (Bl

age (blue) dice

All of this leads to that one, big Final Mission as you
take on one of the world’s megacorporations. But don't 8 Rigger (purple) dice
wait too long to try it. or another team will steal victory! SR o) dice
@ 4 Runner boards
‘ @ 16 pawns for four unigue runner teams
@ Final Mission tracker and tokens

@ Tokens for nuyen, DocWagon, injuries, & more.

Shadowrun: Sprawl Ops contains everything
you need to play.

{ABUE{OEIEONTENTIS

APPENDIX C: KICKSTARTER ’BACKERS
» ApPPENDIX D: TERMINOLOGY
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Dice

Shadowrun: Sprawl! Ops includes the following

shadowrunner ROLES:

STREET SAMURAI: Weapons master; often
more machine than human.

Decker: Computer hacker extraordinaire;

Y the Matrix is life.

MaGE: Slinger of spells and incantations;
rare, precious, and dangerous.

RieGER: Drones and vehicles; a mind-
jockey for any mobile tech.

Face: Charismatic and silver-tongued:;
confidence artist for any deal.

These correspond-to the color-coded dice,
with various Shadowrunner cards able to gener-

ate multiple dice. '

Each die includes two “success” faces-the
role icons shown above-and one “INJURY” face-
g&? -while the rest of the faces are blank.

RoLes: Shadowrunner cards can fit multiple

roles, based on their skill sets and abilities. For
 example, Corium is pure Mage and so includes
- only Mage role icons, while Lazar can be either
ruthless or technical as the Mission needs. so he
has both Street Samurai and Rigger role icons.
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SHADOWRUNNER CARD

Each player will hire a variety
of Shadowrunners (ak.a. run-
ners) during the game-including
the three starting Shadowrun-
ners—that make up their team.

RoLe Icons: The large icons
at the top of a card indicate the
rRoLe of a Shadowrunner card;
these role icons provide the nec-

essary requirements to EqQuiP certain cards, allow for
placement on various portions of the gameboard, and

-
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so on, as described in those sections.

-

ﬂ Decker
v Mage

Dice CoLumns: The dice icons at the bottom of the
card-a mirror of those at the top-match up with the dice
icons at the bottom of Gear Cards, Upgrade Cards, and so
on. This allows players to see at a glance the total dice a
Shadowrunner contributes to the pool.

NuyeNn: The orange nuyen icon represents the cost to
hire a Shadowrunner card for the first time, while the gray
nuyen icon indicates how much the player earns when
they hire out the Shadowrunner during the game.

STARTING SHADOWRUNERS: Starting Shadowrunners do
not have an orange nuyen icon, since they start the game
as part of each Shadowrunner team.

FLAvor TexT: The flavor text immerses players in the
Shadowrun universe but has no gameplay effects.

GEAR CARD

Gear cards are EQUIPPED to a
specific runner, and are placed
behind that runner, with the dice
icons at the bottom of the cards
aligning in a column. Gear cards
are nearly identical to Shadowrun-
ner cards in presentation—-though
they lack icons at the top-with
one additional element:

e

REQUIREMENT: To equip a given
Gear card to a runner, a Shadow-
runner’'s role icon must match
the card’'s indicated require-
ment icon. IMporTANT: Dice icons
gained by an equipped Gear card
do not fulfill this requirement.
The Shadowrunner attempting
to equip the Gear card must have
the required role icon at the top.

. SLEDGE]
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= EquiP: A runner can equip any
number of Gear cards, as long as
they meet the role requirements
for each Gear card.
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UPGRADE
AND Loot CARDS

UpGrADE CARDS: Some Up-
grade cards include dice icons,
which are used in the same
fashion as Gear cards; i.e., placed
behind the runner, with the dice
icons aligning in columns at the
bottom. Other Upgrade cards
display text that details how
they are used in the game (see
Loot, p. 13).

= Equip: A runner can equip
a maximum number of three
Upgrades. as follows: one Der-
mal Plating. one Commlink, and
one "+ specific die;” these last
cards have various names, such
as Martial Arts, Datajack, and so
on (i.e.. for the purposes of this
rule, all of the “+] specific die”
Upgrades are counted as a sin-
gle category of Upgrades).

Loot CaRrps: Loot cards are
single-use items with rules text
detailing their effect when used.
You can hold them for as long
as you choose, but when one is
used, discard it to the Loot Deck
discard.

MissioN CARDS

Each Mission dis-
plays the details players
will need to complete it.

StAaces: Each row

of icons is known as a

Stage and represents a series of icons that corre-

sponds to the various dice icons (i.e.. runner dice).

Players must roll matching dice icons to clear each
Stage.

OpTioNAL LooT STAGE: Some Missions include a Loot
icon €% . along with an arrow indicator <{ to represent
this Stage is optional (see Running Missions, p. 9).
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Nuven PAyouT StAGe: Some Missions include a Nuyen
Payout Stage. represented by a small orange-nuyen icon
on that Stage’s row. If that Stage is cleared. the indicated
nuyen amount is paid out immediately.

NuyveN Pavour: If all Stages of a Mission are cleared,
the Mission is completed, and the indicated nuyen amount
is paid out (in the upper right-hand corner).

FINAL Mission: Final Missions are similar to Mission
cards but never have Loot icons, Nuyen Payout Stages, or
final nuyen payouts.

FLAvor Text: The flavor text immerses players in the
Shadowrun universe but has no gameplay effects.

FINAL R — ————y
MissioN k .
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LocATioNs (oN THE GAMEBOARD)

Each location displays the AcTions a runner can take
when placed there.

RunNNER LimiTs: The bottom of each location indicates
how many runners can be placed there.

Acrion: Via text and icons, each location provides a
brief reminder of the actions that can be taken there.
For example, Crime Mall allows you to purchase Gear
cards from the Gear Market. While Datasteal allows you
to run a Task (a simple, Mission-like action) for a poten-
tial ®¥ payout. and placing a runner there means they
cannot go on any Missions (the icon in the upper left-
hand corner).
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The full rules for all locations are found in the Appen-
dix: Locations, starting on page 16.

Lines 1o Epce oF GAMEBOARD: If there is a graphic line
to the edge of the board. it means the players interact
with the cards placed along that side of the gameboard
when they place a runner in that location.

FLavor TexT: The flavor text immerses players in
the Shadowrun universe but has no gameplay effects.

LiNes AND ARROWS ON INTERIOR OF GAMEBOARD: For ad-
ditional immersion into Shadowrun, these lines and ar-
rows show where the locations are found in the Seattle
Sprawl, and have no gameplay effect.

SETUP

Place the gameboard in the center of the table. Shuf-
fle the SHADowRUNNER Deck and place it face down next
to the gameboard in the indicated location. Do the same
with the GEAr Deck, the LooT Deck. and the Mission Deck.
Choose one Final Mission (either randomly or by player
vote) and place it next to the board., as indicated.

Each player selects a RuNNER BoARD and the corre-
sponding four runner pawns; the logo on the Runner
board and pawns represents a team of runners.

Each player also takes three starting Shadowrun-
ners-one Street Samurai, one Decker, and one Face-
then places them in whatever order they choose in the
first three slots on their Runner board. The number at
the top of each slot on the Runner board corresponds to
the pawn with the same number; for example, if a player
places the "2” runner pawn on the gameboard, it rep-
resents the corresponding Shadowrunner card in slot 2.

Any Runner boards, starting runners, and extra
pawns not being used can be returned to the box.

Give each player 28K nuyen using the nuyen tokens.

Randomly choose one player to be the starting play-
er and give them the first player token.

Place all of the extra nuyen tokens, the DocWagon
tokens, the injury tokens, generic tokens, and the dice
on the table where all players have access to them.

Separate the Upgrade cards into three piles. and
place them next to the board at the indicated location
face up. The three piles are for Commlink cards. Dermal
Plating cards, and the five unique Upgrades. Shuffle the
unique Upgrade cards together, and place them face up.

L SETUP
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Finally. reveal one card per player from the Gear
Deck. Shadowrunner Deck, and Mission Deck. Spread
these cards out along the edge of the board. Each of
these face-up areas is then known as a Market of their
specific type: GEAR MARKET, RUNNER MARKET, and Mis-
sioN MARKeT. No decks run out during the game unless
every single card has been purchased. If the draw deck
for a given card type is empty. simply shuffle the dis-
card to create a new draw deck.

HOW TO PLAY THE GAME

Shadowrun: Sprawl Ops is played across a number of
rounds. Each round is divided into four phases. with all
players taking turns as they participate in each phase
of around together:

1. PLACE RUNNERS PHASE

2. ATTEMPT FINAL MissioN PHASE

3. RuN MissioNs PHASE

4. Upkeer PHASE

These phases are described in detail below.

1. PLACE RUNNERS PHASE

Starting with the first player and moving left around
the table, each player places one of their runner pawns
on aviable location on the gameboard. A player can place
their runners in any order, but they may only place one
runner before play moves to the next player. As previ-
ously noted, each runner pawn corresponds to one of
the members of the shadowrunning team. Which runner
is placed on which location may have a special effect
based on the corresponding runner’s role icons; this is
especially true for the Face role, which applies a variety
of bonuses.

The following is a quick summary of the timing of ac-
tions for a given location.

= IMMEDIATE: Actions at the following locations occur
immediately: DeGear’s Lair, Crime Mall, Bodyguard Work.,
Datasteal, Max's Ironworks.

* IMMEDIATE & LATER: Some actions at the follow-
ing locations occur immediately, and some actions oc-
cur later in the round: Mr. Johnson, Hannibelle’s Host,
DocWagon, Dante’s Inferno, Final Mission.

All location actions are fully described in the Appen-
dix: Locations section (see p. 16).

Once all runners have been placed and all immediate
actions are dealt with, this phase ends.

J
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2. ATTEMPT FINAL MISSION PHASE

Any players attempting to complete the Final Mission
make the attempt using the Running Missions rules (see
p. 9). The first runner placed here gives that player the
first opportunity to complete the Final Mission. If they
succeed, they win the game. If they fail, the next player
with a runner placed here can attempt the Final Mission.
The same success or failure consequences apply to that
player. and the next, and so on.

If a player completes the Final Mission, the game is
immediately over. If no player completes the Final Mis-
sion this round, move on to the next phase.

FINAL Mission TRAckeR: Due to the size of the dice
pool and the number of icons to be defeated here, the
game includes a Final Mission Tracker and correspond-
ing tokens. Although some groups may not use it. others
will appreciate the ease of tracking successes across
so many dice icons during these big moments of play.

3. RUN MISSIONS PHASE

Starting with the first player, each player has the
opportunity to attempt any Missions they selected. A
player may always opt to abort and not attempt a Mis-
sion after selecting it: discard unattempted Mission
cards without penalty at the end of this phase.

For more details on running Missions, see Running
Missions, page 9.

Once all Missions have been run, failed, or aborted,.
move on to the final phase.

4. UPKEEP PHASE

Prepare the gameboard for the upcoming round by
performing the following actions.

= Return runner pawns to their owner’s Runner
boards.

* Remove any "RecoveriNg” tokens from all runners.

* Flip any “Injured” tokens to the “"Recovering” side.
Recovering runners cannot run Missions (see Choose
Runners, p. 9). Remove any injury tokens on Dermal Plat-
ing cards.

= Place Shadowrunner cards gained earlier this round
on their owner’s Runner board. For more information,
see Hannibelle’s Host, page 20.

= Return all DocWagon tokens to the supply. including
unused ones.

. How to PLAY
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' SIMULTANEOUS MISSIONS

Once players have a handle on the game, muI-W
tiple players can perform this step at the same *
time to speed up gameplay. However, if any
players are recruiting from Dante’s Inferno. the
turn.order becomes relevant. so resolving them
kin turn order will remain necessary (see Dante’s

Inferno, p.17).

= Give the first player token to the player who used
the Face power in The Eye of the Needle location. If
no player used that Face power, the first player token
rotates one player to the left.

= Discard any unclaimed Shadowrunner cards, and
reveal new Shadowrunner cards for the Shadowrunner
Market. equal to the number of players. If you need to
shuffle the deck because you've run out before reveal-
ing the number needed. do so. Repeat this step for the
Gear Deck and the Missions Deck.

= Cycle the unique Upgrade pile by placing the top
card of that deck on the bottom of the stack.

J
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RUNNING MISSIONS

The Run Missions phase starts with the first player
and then moves clockwise around the table. If a player
does not have a Mission to run, or they choose to not
run a Mission-even if they chose a Mission-they skip
this phase and discard their Mission cards, if any.

* EquipPED GEAR CARDS: Players can change Gear cards
between their runners as often as they wish, with one
exception: once a player has rolled dice for a Mission (or
Task). Gear cards cannot be changed on those runners
until the Mission is done (either completed or failed).

Running Missions is broken into the following steps.
which players implement in the following order.

1. CHooseE RUNNERS
2. BuiLp THE Dice PooL
3. RoLL THE DicE

1. CHoose RuNNERS

A player first chooses which runners will go on a Mis-
sion. Runners in the following conditions cannot be used
on a Mission in the current round:

= |f they're placed on the following locations: Dan-
te’s Inferno (see p. 17). Bodyguard Work (see p. 16). or
Datasteal (see p. 18). (Each displays: @&))

= If they have an injury token, either on the "Injured”
or "Recovering” side (see p. 12).

Outside of those restrictions. a player can choose
any of their other runners to go on the Mission.

DANTE's INFERNO: If another player’s runners are in
Dante’s Inferno, a player may hire them for a Mission.
To hire a runner from Dante’s Inferno, the player must
pay to the bank the total loan value of the runner: add
together all the gray nuyenicons on all cards associated
with the selected runner.

Any recovering runners in the Dante’s Inferno loca-
tion cannot be hired.

ONe MissioN PER Rounp: Once a runner is selected
for a Mission, it will be unavailable for a second Mission
during the same round. (An easy way to note this is to
lay the pawn on its side). While a player may attempt
multiple Missions in the same round. they will need to
use different runners for each Mission attempt.

-

Sue is choosing run-
ners to hit the Make
Some Noise Mission
she selected during the
Place Runners phase.
While she has four run-
ners, one of them is re-
covering, and she sent a —
different runner against Datasteal to try scoring an
extra Loot card to help her on this Mission. As such.
neither of those can be sent on a Mission.
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That leaves two runners: her starting runner
Tamsynn (Decker role) and Lazar (Street Samurai and
Riggerroles). After afinal perusal of those two runners’
roles versus the dice icons she’ll need for completing
the Make Some Noise Mission, she realizes she has
no choice but to either send both or not attempt the
Mission.

As it is, she’s feeling a little unsure about going
up against this Mission, especially since neither of
her runners contributes a Mage die. Luckily she’s got
an ace up her sleeve: the Aqua Fortis Loot card she
nabbed out of the Datasteal Task earlier in the round
will hopefully help do the trick
by providing one Mage success,
and she might be able to use
some extra successes as wilds
for the other Mage success
she’d need. Additionally, Tam-
synnis protected by a DocWag-
on token, which Sue snagged
earlier this round by placing one
of her runners on the DocWagon
location. Either way, she’s got
an Optional Loot Stage and a
Nuyen Payout Stage. so even if she cannot complete
the Mission, there’s multiple opportunities to walk
away with a little something in her pocket if things go
sideways.

———

RuNNING MisSIONS
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2. BuiLp THE Dice PooL

Once the runner(s) have been chosen for a Mission,
the player builds their dice pool. The player totals up all
dice icons on all the runners going on the Mission. As de-
tailed under Shadowrunner Card (see p. 4). each runner
starts with some dice and can receive more from Gear
and/or Upgrade cards.

Note that “dice pool” specifically refers to the total
dice generated by the specific runners sent on a Mis-
sion, which may or may not be the player’s entire team,
depending on runner availability and player choice.

AvrL Dice Appep: If a runner goes on a Mission, all of
that runner’s dice must be added to the dice pool. The
player may not roll only part of the available dice.

First Sue reviews Tamsynn, who is equipped with
the Datajack and Dermal Plating Upgrade cards.

Next she reviews Lazar. This runner is equipped
with a Chrysler Jack-Rabbit (equip to any runner) for
Gear, as well as Tailored Pheromones and Commlink
Upgrade cards.

As Sue’s about to start the Mission, she has to set
the Commlink die, which must be from Lazar's
available dice. Lazar, including the Chrysler Jack-
Rabbit and Tailored Pheromones,
will contribute BY (Street
Samurai), ¥ (Face) and B P
(Rigger). Since the Rigger and
Face dice aren’t even needed for
Make Some Noise, she decides to
make Commlink a 8. increasing
her chances on those Stages.

She grabs the following dice to \
build her dice pool for this Mission:

% ¥ ¥ (2 from Tamsynn and |
from Datajack). @BWY (2

from Lazar. 1 from Commlink). @
% (I from Lazar and 1 from
Chrysler Jack-Rabbit) and finally
¥ (1from Tailored Pheromones).

ASE 1 Lot
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3. RoLL THE Dice

Every Mission card lists several Stages that need
to be cleared. using a series of icons in rows that cor-
respond to the various Shadowrunner roles. Each icon
must be defeated by an appropriate matching success
from an appropriate die; i.e., only a Face (red) die include
a ;.; icon; only a Street Samurai (black) die includes a
G icon; and so on.

As prevu:luslg noted, each die includes two success
faces and one “injury” face g‘(\ while the rest of the
faces are blank.

For example. if a Mission’s Stage shows 2 G (.
That means to clear that Stage, the player will need two
Street Samurai successes and one Decker success.

As noted above, the player rolls their entire dice pool.
Only successes and injuries matter on any given die roll;
blank faces have no effect.

RoLLiNG THREE TIMES: The maximum number of rolls
allowed for a Stage is three. However, once a player
starts a Stage, they must stay in it until one of the fol-
lowing conditions is met:

= All runners participating in this Mission are injured.
= The player clears the Stage.

= The player has rolled three times and failed to clear
the Stage.
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If the runners are unsuccessful after three rolls,
they are forced to retreat and gain no rewards (beyond
any they may have already received) but suffer no ad-
ditional penalty.

RoLL ALL Dice: Players always roll all dice in their dice
pool for each roll attempt. regardless of the previous
roll's outcome. When an appropriate success is rolled.
the player simply needs to announce they are applying a
rolled success toward defeating a Stage’s icon, and the
die is included in the next roll.

Two Successes As "WiLp™: Two successes of the
same color on the same roll can be exchanged as a wild
to defeat any one other icon on a Stage.

CANCELING AN INJURY: Any single success, regardless
of color, can be used to cancel one injury ((;@ (see In-
juries, p. 12). In each instance, the player voluntarily de-
cides if they will either keep the success-and hence the
injury-or use the success to cancel the injury. A success
used to cancel an injury cannot be used for defeating an
icon on the current Stage.

Sue picks up all nine
dice and takes her first roll
to clear the first Stage of
Make Some Naise.

She rolls the dice and
ends up with the following
results:

@ @1 HHEEN

Not the best, but no injuries. so she’ll take it. She
doesn’t have any Mage dice. but since she has g
G . she can use that as a wild and exchange them
for a ¢/ . One §/ on Make Some Noise defeated, two
more to go to clear this stage.

She picks up all the dice and rolls again. for these
results:

GEEC OS5 ONEZ

Sue can use either the (g or the == to cancel
the @ She decides to use the = : the (@ is ig-
nored as that icon color is not needed on this Stage
and she doesn’t have two for a wild, as she did last
roll. However, she did get a pair of £} £ which lets
her defeat one §7 on the Stage. leaving just one last

-

icon-which she must defeat in this, her third and final
roll for this Stage.

She rolls all nine dice again and hopes for the best:
@OEHABOHH

As she review her results, her stomach drops:
there are three injuries. However, she quickly realizes
she has this in the bag. She uses the {g to cancel the
@ the €) to cancel the ’r@ , and one £ to cancel
the . (She could've used any of the successes to
cancel any of the injuries.) This leaves her no injuries
and the matched pair {} £ she needs tomakea ¥/7:;
the first Stage of Make Some Noise is cleared!

She could pull out right now, since it’s not in the
middle of a Stage. but why would she when the dice
are rolling her way? On she goes!

MissioN CARD DETAILS

The following additional details cover Mission cards,
which will affect how players run against them.

PuLLING ouT oF A Mission: A player can pull out of a
Mission between Stages. In that case, the player keeps
any acquired Loot or nuyen, and the Mission card is dis-
carded. There is no penalty for pulling out of a Mission.

OpTioNAL LooT StAGE: Some Missions include a Loot
icon €2 , along with an arrow indicator ( to represent
this Stage is optional. When a player reaches a Loot
Stage. they need to announce whether they are going to
attempt that Stage or skip it and go to the next Stage.

Completing the Stage immediately awards the player
one Loot card. (If the Loot Deck and discard is empty.
you do not receive a Loot card.) Loot cards provide one-
time in-game benefits and can be sold at the DeGear’s
Lair location for additional nuyen (see Loot, p. 13).

NuYeN PAyouT StAGE: Some Missions include a Nuy-
en Payout Stage. If that Stage is cleared, the indicated
nuyen is paid out immediately. regardless of whether
the full Mission is completed.

CompPLETING A Mission (Nuven Pavout): Once all
Stages of a Mission are cleared, the Mission is complet-
ed and the nuyen payout is made.

———

RuNNING MisSIONS .
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Part of the reason Sue initially grabbed Make Some
Noise, even though she felt a little underpowered.,
was for its Optional Loot Stage: 4 { . She announces
she’ll be tackling it. and she rolls her dice, netting the
following:

HEERA 800

No injuries to cancel, which is great. What’s more,
she has £} £} &) to clear those icons, and she can
use the &) €) as a wild to defeat the last {}. She
cleared the Stage in her first rolll She immediately
draws a Loot card. Evacuate, which will allow her to
leave a Mission instantly.

ADDITIONAL RULES

The following covers additional rules that may occur
during Running Missions.

INJURIES gr{@

~

Whenever a die face shows a (gﬁg\;,and the player
does not cancel it using another die’s success. then it
must be immediately assigned to a runner.

Use the following rules when assigning injuries:

= Injuries must be assigned to runners participating in
the current Mission.

= Injuries must be assigned to a runner that contrib-
uted a die of the color matching the injury. This die can
be located on the Shadowrunner card or any of that run-
ner’s equipped Gear or Upgrade cards. For example. if you
roll an injury on a black Street Samurai die. then it must
be assigned to a Shadowrunner card contributing that
same color die, either from itself or any equipped cards.

= |f an injured runner receives a second injury (or two
injuries are applied to an uninjured runner), that runner
suffers beaTH (see at right).

* You must distribute injuries among all eligible run-
ners before you can apply death to one. One character
cannot soak up all the available injuries.

= When you assign an injury, place an injury token-
“injured” side up—on that runner.

DOWRUN | =

RemovE INJURED RUNNERS: Injured runners can no lon-
ger contribute dice to the dice pool. This means that if a
player is in the middle of a Stage, they must immediate-
ly remove all of that runner’s corresponding dice before
making their next roll.

DeaTH: Dead runners and their Upgrades are dis-
carded unless protected by an appropriate Upgrade or
a DocWagon token (see Using DocWagon Tokens, p. 13).
Any equipped Gear cards are not discarded, but instead
can be assigned to other appropriate runners after the
current Mission or simply held for later in the game.

Sue carries on to the
Nuyen Payout Stage-
the third Stage-of Make
Some Noise. She starts
her series of three roll
attempts by tossing the
dice:

@@ ®SHENNNR

Ouch. A whole lot of nothing. with only two suc-
cesses and two injuries to deal with. She could use
both (@ G to cancel both injuries. but that would
leave her without a single success and only two re-
maining rolls to clear the Stage.

Instead. she decides to be tactical about it, as-
signing one injury to the Dermal Plating Upgrade on
Tamsynn, and placing an injury token there to track it
(she can assign it there, sinceit's a 5&5 and Tamsynn
is contributing £ dice to the Mission attempt).

The second injury is a little more problematic. Can
she make it to the final Stage? Instead of pushing.
she’s going to try clear this Stage and at least will
walk away with & . Since the (g G canbe used as
a wild to defeat one §/ she keeps them to do just
that. She then applies the € to Lazar (she cannot
assign it to Tamsynn, as that runner does not contrib-
ute any @ dice): she picks up an injury token and
places it on Lazar. This immediately removes @
W dice. ¥ W (Rigger) dice, and @ (Face) die from
her dice pool-she sets them aside-leaving her only
three green (Decker) dice, from Tamsynn.
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She rolls with the following result:
5WsY |

One more Mage icon defeated, only one to go. and
she rolls one last time!

S5

Drek! Now Sue could cancel one {g) with her Aqua
Fortis Loot card by providing a €/ success. That would
stop Tamsynn from dying, but she’d fail the Mission with
only a Loot card to show for it. However, Tamsynn has a
DocWagon token. She assigns both injuries to Tamsynn,

which kills Tamsynn, but she spends the Aqua Fortis
Loot card to defeat the last §/ . clearing the Stage!

As the last bit of cleanup for her run before her turn
is done, she claims the &, discards the DocWagon
token, and places an injury token on Tamsynn; the
DocWagon token changes the death into an injury
(no Upgrade cards need be discarded). She won’t be
able to use either of these runners on Missions next
round, but she got a Loot card and ¥, and there’s
still plenty of actions they can help with next round.

UsinG DocWAGoN TokENs

The DocWagon location (see p. 19) is designed to pro-
tect runners when they go on Missions, and this is han-
dled through DocWagon tokens.

PrReveNnTING DeaTH: When a runner is killed (due to
having two injuries assigned to them). a player can
spend one of their DocWagon tokens by placing it on
that runner’s card; this will prevent the death and leave
the runner with an injury token. That runner has been
rescued by DocWagon armed medical support and can
no longer be assigned future injuries on that Mission if
the player is still attempting to complete the Mission;
i.e., future injuries must be assigned elsewhere.

HeaLing AN INJuRY Token: After the Mission ends
(either successfully or not). a player may spend two
DocWagon tokens by placing them on aninjured runner’s
card to remove that runner’s injury token. This prevents
a runner from being unavailable for Missions on the fol-
lowing round because they are recovering. If the runner
card already has a DocWagon token on it because their
death was prevented during a Mission this round, the
player only needs to add one token to the card instead
of placing two.

-

Loor

Loot cards can be acquired on Missions (when clear-
ing an indicated Optional Loot Stage) or purchased from
the DeGear’s Lair location. Loot cards have two uses:

= They can be sold at the DeGear’s Lair location for
some nuyen (see DeGear’s Lair, p. 18).

= They can be used as a one-time bonus to complete
a Mission. These bonuses can be used at any time to
modify the results, either before or after a roll. After
using the Loot card in this way, discard it into the Loot
discard pile.

While there are a variety of different Loot cards with
unique names, the possible Loot card rules are expand-
ed on below.

LooT Bonus EFFECT

Abandon a Mission, even in the middle
of a Stage, and suffer no further pen-
alties. You can use this after rolling to
avoid applying injuries rolled.

EvAcuATE

leNore 1INJURY  Change one die’s injury to a blank die

face.

ReroLL 1DIE Any die can be picked up and rerolled,

but the second result must be kept.

GAIN 1 X DIE
THIS STAGE

The player gains a free X die-the Loot
cardin question will specify which die-
for all the rolls of the current Stage
only (not the whole Mission). This
bonus die cannot be removed from the
dice pool due to runners suffering
injuries. At the end of the Stage. it is
removed from the dice pool.

GAIN 1 X success The player gains one X success-the
Loot card in question will specify
which success-as if they rolled an
additional X die and got a success.
This can be used to clear a Stage or to

cancel an injury as per normal rules.

AutoMATIC Success (VETERAN TEAMS)

A very skilled and talented team always succeeds at
some level, even when it seems like everything is falling
apart. This comes from training. good gear, and assem-

bling a team that works well together.

———

ApDITIONAL RULES .

I.-.

13




l
|
: I'

J

WINNING THE GAME

DispPLAYING AUTOMATIC SUCCESSES The first player to complete the Final Mission imme-
3 ) diately wins! There are no ties and no second place on
G The easiest way to display an au-

tomatic success is to take the two L MRS ECE Gy TR =T gE
dice that you are setting aside, and place them
together, alongside the area you will be rolling
your. dice. One die should show a blank face.
while the other shows a success. That way, as
you're rolling dice, everyone knows you've got a
veteran team working. and you'll remember to
include that automatic success in your tallies

_ after eachroll.

To simulate this, players trade in dice for automatic
successes as follows. If you have at least five dice of a
single role, set two of those five dice aside-i.e., they are
not rolled-to have one guaranteed success.

b — e [(*

MuLTiPLE AuTOMATIC Success: You cannot have mul-
tiple automatic successes of the same die role. Howev-
er, you can have multiple automatic successes of dif-
ferent dice types.

INJurY: If & runner is injured during the Mission, re-
moving their dice from your dice pool might mean you no
longer qualify for automatic successes (see Injuries, p.
12). After applying an injury, verify whether you still have
enough dice for an automatic success.

If Sue was able to purchase and equip the Renraku
Tsurugi Cyberdeck Gear card to Tamsynn-who has
already equipped the Datajack and Dermal Plating
Upgrade cards-that would raise the total Decker
dice Tamsynn contributes to five. This means the
next time Sue runs a Mission, she would take two
of the green (Decker) dice and set them aside, one
showing a {? and the other a [} That'll power her
hacking attempts on any run!

. WINNING THE GAME
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APPENDIX A: LOCATIONS

This section provides the full rules about the individ-
ual locations found on the gameboard, describing the
actions that players take when placing a runner at the
location during the Place Runners phase.

The following is a quick summary of the timing of ac-
tions for a given location.

= IMMEDIATE: Actions at the following locations occur
immediately: DeGear’s Lair, Crime Mall, Bodyguard Work.
Datasteal, Max's Ironworks.

= IMMEDIATE & LATER: Some actions at the follow-
ing locations occur immediately, and some actions oc-
cur later in the round: Mr. Johnson. Hannibelle’s Host,
DocWagon, Dante’s Inferno. The Eye of the Needle. Final
Mission.

In this appendix, the word “immediate” is bolded to
help players understand which actions occur the mo-
ment a runner is placed in that location.

RunNEer LimiTs: This indicates the maximum number
of players and/or runners that can be in a location per
round.

AcTioN: The specific actions that a player can take
in this location.

RuN MissioN THis Rounp: A "Yes” means a runner
placed in this location can still be used in a Mission this
round; a “No” means it cannot. (These locations also in-
clude a crossed-out Mission icon in the upper left-hand
corner.)

RecoverING RuNNERs: This indicates whether recov-
ering runners can be placed in this location.

Face Bonus: Many locations provide a bonus if the
runner placed at the location is a Face.

BODYGUARD WORK (TASK)

RunNER LimiTs: 1 from each player

AcTion: The player IMMEDIATELY tries to complete
a single-Stage Task. (While a Task is accomplished as
though it were a Mission, it is not a Mission and thus
cannot be affected by actions or effects that specify
Missions.) The runner assigned to this location is the only
runner attempting the Task. (For more information about
how to complete a Mission, see Running Missions., p. 9).

For the purposes of this Task, the assigned runner
cannot die (ignore any injury that would cause death

. APPENDIX A: LocATioNs
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if assigned) and the player receives a free reroll. If the
player completes the Task, they gain & .

RuN Mission THis Rounb: No
RecoveriNGg RunNERs: Cannot be placed here.
FAce Bonus: None

CRIME MALL (GEAR SHOP)

RuNNER LimiTs: Unlimited

AcTioN: IMMEDIATELY buy a face-up Gear card from
the Gear Market.
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That card can be given to any runner who has the ap-
propriate requirement to use it (see Gear Cards, p. 4).
Gear cards do not need to be equipped when purchased.
An unequipped Gear card can be held for equipping later
in the game.

Before making the purchase. a player can refill the
empty Gear Market slots by paying ¥ to the bank. In
this case, draw cards from the Gear Deck to refill any
empty slots. As a reminder, the Gear Market has a hum-
ber of slots equal to the nhumber of players.

A runner may only buy one Gear card. even if the
player refills the Gear Market; cards added to the Gear
Market will be available for any players that place run-
ners here later in this phase.

RuN MissioN THis Rounb: Yes
RecoveRING RUNNERS: Yes

Face Bonus: A Face buys a Gear card at half the
printed cost.

Sue, John, and Alice are playing a game, so three
Gear cards are available in the Gear Market. A new
round has begun, and Sue takes her first turn in the
Place Runners phase, placing her first runner at the
Crime Mall, and buys arguably the best Gear card (of
course). John goes next. placing his first runner also
at the Crime Mall, and he purchases a Gear card. Then
it's Alice turn. She doesn’t have a lot of nuyen, but
there’s enough to purchase that third and final card.
so she also places her first runner at the Crime Mall-
she needs something-and purchases the third card.
It's gone around the table once, so it's Sue’'s turn
again. She places her second runner at Mr. Johnson
and selects a Mission card. Then it's John's turn. He
still has a pile of nuyen and is looking to further gear
up. so he places his second runner at the Crime Mall.
He then pays S¥ to the bank and flips over three Gear

cards to refill the entire Gear Market.

One of the cards is perfect for the

team he’s building, so he buys it

(and for half price too, since the

runner he placed there was a

Face!). If Alice or Sue place
another runner in the Crime
Mall, they would have the
opportunity to buy the other

Gear cards John revealed.

. \{Q
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Add a DocWagon token'to @ placed here.

May hi‘rer\;?@ for @
N

DANTE’S INFERNO (FREELANCER BAR)

RunNEer Limits: Unlimited

nllmlte

AcTioN: IMMEDIATELY place a DocWagon token on the
appropriate runner card to protect from runner death.

Additionally, the player IMMEDIATELY takes nuyen
from the bank equal to the loan value of the placed run-
ner. To determine the loan value for the runner, add up
all of the gray nuyenicon values W on each of that run-
ner’s cards. including any Upgrades and Gear.

However, the maximum value a player can get from
the bankis & .

Once a runner has been placed in this location, a
player cannot change the Gear cards for that runner as
long as they are in Dante’s Inferno.

RuN Mission THis Rounb: No. The runner is hiring out
their services, and is unavailable to undertake a Mission
with their regular team. Runners in Dante’s Inferno are
available for anyone to use during a Mission. (For more
information about how this works, see Running Mis-
sions section, page 9.)

RecoveriNGg RunNNERs: Can be placed here, but cannot
be hired. However, they stillimmediately take their nuy-
en from the bank, as noted above.

FAce Bonus: None

APPENDIX A: LocATioNs N
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Success: v OR reveal'two @ and
keep one; discard.the other.

DATASTEAL (TASK)

RunNER LimiTs: 1 from each player

AcTtioN: The player IMMEDIATELY tries to complete
a single-Stage Task. (While a Task is accomplished as
though it were a Mission, it is not a Mission and thus
cannot be affected by actions or effects that specify
Missions.) The runner assigned to this location is the
only runner attempting the Task. (For more information
about how to complete a Mission, see Running Missions,
p.9).

For the purposes of this Task, the assigned runner
cannot die (ignore any injury that would cause death
if assigned). If the player successfully completes the
task. they choose if they want to gain aloot card or %¥;
if they choose the Loot card, they draw two and discard
one.

Run MissioN THis Rounb: No
RecoveriNGg RunNNERs: Cannot be placed here.
Face Bonus: None

. APPENDIX A: LOCATIONS
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DEGEAR’S LAIR (FENCE)

RuNNER LimiTs: |
AcTioN: IMMEDIATELY buy or sell Loot cards.

A player can sell any number of Loot cards, but they
can only buy one Loot card. Buying or selling a Loot card
costs .If a player opts to buy a Loot card. they draw
the top Loot card and examine it. If they choose not to
buyit, discard it. and they don’t have to pay anything.

RuN MissioN THis Rounb: Yes
RecoveRING RUNNERS: Yes

Face Bonus: Placing a Face here enables a player to
look through the Gear discard pile and purchase any sin-
gle card for full price. If the player chooses to do this.
they cannot also buy Loot. They need
to decide between buying or
selling a Loot card or buying
something from the Gear dis-
card pile.

S
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Gam a DocWagnn tnken bug extras for

; @ Gain a bonus DocWagon token.
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DOCWAGON
(ARMED MEDICAL RESPONSE)

RuNNER LimiTs: Unlimited

AcTioN: IMMEDIATELY receive a DocWagon token from
the supply and place it next to the player's Runner
board. These tokens are used to help prevent deaths
and injuries while on a Mission.

When placing a runner here, a player can purchase
additional tokens at a cost of ¥ nuyen per token.

For more information about how to use DocWagon
tokens, see Using DocWagon Tokens, p. 13.

Run Mission THis Rounb: Yes
RecoverING RUNNERS: Yes

Face Bonus: Gain one additional DocWagon token
for free.

7##-;‘\

THE EYE OFATHE

THE EYE OF THE NEEDLE
(SOCIALITE BAR)

RunNEer LimiTs: Number of players -1.

AcTioN: When a runner is placed here, the player
takes the perk action for the option they cover. The
gameboard has five different options corresponding to
the runner role. For a player to place a runner on one of
the options, the corresponding Shadowrunner card’s
role icon must match the indicated icon on the action;
e.g.. aFace for the Face action, a Street Samurai for the
Street Samurai action, and so on.

A player cannot select an option that another player
has already chosen.

The five different options are described below.

] G STREET SAMURAI (RuN Mission PHAsE): The player
automatically clears the first Stage of a Mission. (This is not
usable on the Final Mission.)

* {} Decker (Run Mission PHase): The player gains a free
Loot card if they pass the first Stage of a Mission this round.
(This is not usable on the Final Mission.)

] s Face (Upkeep PHase): During Upkeep. this player re-
ceives the first player token rather than having it move clock-
wise around the table.

nﬂanunsﬁﬂq
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0 v MacE (PLAcE RuNNERS PHASE): The player IMMEDIATELY
moves one of their other runners located on the gameboard
and takes the action as if placing the moved runner from their
Runner board. The chosen runner must move-it cannot re-
main in the same location it started from.

* 6) Riseer (Run Mission PHase): The player automatically
clears the last Stage of a Mission. (This is not usable on the
Final Missian.)

RuN Mission THis Rounb: Yes

RecovEeRING RUNNERS: Yes mm 0

-' L — mmme

FINAL MISSION
s esawe) T

RunNEr LimiTs: 1 from each player

Acrion: This location does not have an immediate effect. Rather, it reserves a spot for the player to attempt
to complete the Final Mission and win the game. The first player to place a runner here has the first opportunity to
attempt to win the game. If they fail, the next player has an option. If no player completes the Final Mission, play
continues. Otherwise, the player who completed the Final Mission wins the game!

RuN Mission THis Rounp: Yes
RecoverING RuNNERS: No
FAce Bonus: None

HANNIBELLE'S HOST (RECRUITER)

RunNNER LimiTs: Number of players

AcTioN: IMMEDIATELY hires a face-up runner card
from the Shadowrunner Market.

However. the hired runner is placed next to the Run-
ner board and is not available until the following round.
It will be placed on the Runner board during the Upkeep
phase. At that point, if the player has four runners,
they must first discard of one of their runners.

If the discarded runner is a starting
Shadowrunner, simply put it under
the edge of the Runner board. It is
always available for the player to
hire for free.

RuN MissioN THis Rounb: Yes
RecoveRING RUNNERS: Yes

Face Bonus: A Face hires a
runner card at half the printed
cost.
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MAX'S IRONWORKS (UPGRADE)
RunNER Limits: Number of players -I.

AcTioN: IMMEDIATELY buy an Upgrade card for the run-
ner placed here.

Upgrade cards are non-transferrable. If a runner with
Upgrades dies, those Upgrades are discarded to the ap-
propriate decks.

The three possible Upgrades described in more de-
tails are as follows:

= DermAL PLATING: Dermal Plating enables a runner to
ignore one injury per Mission. When assigning an injury to
this runner, place an injury token on the runner’s Dermal
Plating card (see p. 12) to indicate the Dermal Plating has
been used for that Mission. If another injury is applied to
the runner, then they must suffer the injury as normal.

—=\SRRAWLYBRS

MR. JOHNSON (MISSIONS)

RunNEer LimiTs: Unlimited

AcTioN: IMMEDIATELY select one face-up Mission
card from the Mission Market.

However, the player will not interact with that
Mission until the Run Missions phase of the round
(seep.8).

Run Mission THis Rounbp: Yes
RecoveRING RuNNERS: Yes

Face Bonus: When running the Mission, the play-
er has one free reraoll.

WQ"’!&

@ Gain one reroll.

" uniimited) =g

= ComMLINK: This Upgrade lets a runner gain an additional die when build-
ing the dice pool. It can be any die on that runner card or through the run-
ner’s equipped Gear or Upgrade cards. Once the player selects which bonus

die to use, that choice is locked for the duration
of the Mission.

= +] SpeciFic Die: Five unique Upgrades each
provide +l die to one of the five possible dice op-
tions. These Upgrade cards are shuffled togeth-
er to form one category of Upgrades.

Run Mission THis Rounb: Yes
RecovERING RUNNERS: Yes
FAce Bonus: None

¥
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AN INsTANT GUIDE TO

THE SIXTH WORLD

The first thing that you need to now about the Sixth World is that
what you don’t know absolutely will kill you. So will what you do know.
In fact, it's safe to assume that anything and anyone you see has
both the potential and the desire to kill you.

That’s good info to know, but not enough to keep you alive. So
here’s a rundown of what the Sixth World is. how it got there, and
some of the power players who make sure a few people stay on top
while the vast majority of the people wriggle uncomfortably under
their mighty thumbs.

EVERYTHING HAS A PRICE

Read the sentence in the header there. Read it again. Got it?
Good. Because if that’s the only thing you take away from this, if
that’s the only thing you learn, then you’ll still be getting something
valuable about the world you live in. You walk around this world, you’ll
see a lot of heaps. and each one of them’s got someone perched on
top of it. Every megacorporation has its CEQ. governments have their
chief executive, gangs have their lieutenant or head man of chief
head basher or whatever the hell they decide to call it. Even that one
block in the barrens that has nothing more than a rusty dumpster, an
abandoned car, and a shed whose roof has caved in has a scary-eyed
guy named Rastool who has scared of f all the other scary-eyed guys
so he can claim that spot as his own. Each of them figured out what
they would have to pay to get to the top of that particular heap. and
each one of them ponied up when the time came and paid it.

So this is what you need to know. If we're going to talk about
payments, we need to talk about currency. What | mean is, we need
to look at the things you might need to give up in order to get ahead.

MAGIC: PAYING WITH YOUR MIND

V ‘ 1 When magic came back
A& ﬁ - ,‘ i[f into the world in 201, it
i © | . didn’t take toolong for peo-

L) e

ple to start trying to get a

handle on how to use all the

new mana floating around

’ 7~ for themselves. Turned out
; some people had a knack

for it. While the rest of us
were wondering what they
were looking at with glazed
eyes and weird expres-
sions, they were figuring
out how to channel and
shape streams of mana-a sort of magic energy that seems to be
just about everywhere. Turns out, if you can suss how it’s done, you
can use mana to set the air on fire, make people do things they'd
never do, or other truly esoteric and/or insane things. And mana
wasn’'t just for the spells and stuff we think of as magic. It gave
some people the strength to punch through walls, others can shame
a cobra with their reflexes, and there are some who can outrun a
cheetah; and that’s just scratching the surface. And you know all
those magic goodies from legends and fairytales and myths? We got
‘em all. Enchanted swords. magic rings. wands, amulets, mojo bags.
every potion you can think of all exist. Not that they always work
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the way they did in the stories. Don’t just grab up the sword of a leg-
endary warrior and expect to slice and dice like she did. for example.
The point is, magic is out there, and people are usingit. It's not easy-
it can be draining. physically and mentally. and some people push
themselves to the point where their sanity drips out of their earsin a
nice steady trickle. That’s the price, and it’s often gladly paid.

CORPORATIONS: PAYING WITH YOUR SELF

The way corporations ' Y
work in the Sixth World isn’t N
really anything new. It's just

the latest iteration of the
might-makes-right way of

doing things. There's a lot of

legal history we could cover

to help you see how we got

to this point, but in the end it

boils down to one word: extra-
territoriality. That’s the word

that allows corporations to

say that whatever happens

in their holdings. on the build-

ings and lands they own, is subject to their laws-and no one else’s.
Gaining extraterritorial status was a long-held dream of many if the
world’s largest corporations, and when judicial decisions in nations
across the world gave it to them, they spent several years pissing on
themselves and each other in utter delirium. Then they figured out
their infighting was cutting into their bottom line, so they stopped
fighting each other so much and concentrated on pissing on the rest
of us.

Not every corporation in the world has extraterritorial status. To
understand who does, you have to know about the Corporate Court,
the body the megacorporations created when they realized they were
spending too much time solving their disputes by ravaging entire small
countries. The Corporate Court is sometimes mocked as a toothless
entity, a puppet of the world’s largest megacorps, but it manages-
usually-to keep open warfare between the corps from breaking out,
and that’'s at least worth something.

As part of its duties. the Court has created a ranking system
to tell you how big and powerful a particular corp is. At the top is
the Big Ten, the most powerful megacorps in the world. The main
thing you need to understand is that these guys are bigger than big.
Think of the world’s largest manufacturer of computer equipment.
Then add in a powerful magic supplies broker. Throw in a few banks,
an insurance firm, and entertainment conglomerate, and a snack-
food giant, and you're still not a tenth of the way to forming one
of the Big Ten. They employ millions and contral trillions of nuyen.
Each and every one of them owns a piece of land within one hundred
kilometers of you, unless you're in the Sahara, the Amazon, or at the
bottom of the ocean. And maybe even then. These are the people in
the world who have the nuyen, and we want it, which means they
determine what the rules of the game are. We just play it.
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AUGMENTATIONS:
PAYING WITH YOUR SOUL

s\ Every bit of who you are can
be improved with the right piece
| of gear. Think you've got quick
\! )\‘ reflexes? You can be quicker.
- | An artificial neural network’ll

o “\5, make you faster than a nervous
jackrabbit. Think you're strong?
Switch out the muscles you
were born with for a set that's
been custom grown for brawn
. and efficiency and you’ll take
VAL e Bl strong to a whole new level.
\ > j \ Think you're charming? Implant
’ « a few sets of specialized pher-

N
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f omone dispensers and people
2188 ” will swoon when you walk by
ae and nod enthusiastically when
; you talk.
‘ And that’s just for starters.
You can put actual plates
of armor on your skin, or lace your bones with metal so that your
fists and legs deliver crushing blows. You can make your senses
sharper, your brain faster, and you can implant knowledge that you
never learned in school. You can replace entire pieces of your body
with artificial replicas full of extra strength, nimble agility, secret
compartments, and hidden weapons that provide very unpleasant
surprises at just the right time.

Butit’'snot free. And we're notjust talking money; there’s ahigher
price to pay. All this stuff is useful and great, but it’s artificial. and
your body knows it. Each time you get one of these augmentations.
you give up a piece of yourself. You lose something inside of you,
the essence of metahumanity. We don’t quite understand what this
“it" is, but we know this much-the more artificial you make yourself,
the farther you get from actual life. If you get too far, whatever
animated you is going to disappear, until all the gear you bought
just collapses and becomes indistinguishable from any other pile of
silicon, steel, and chrome. So go ahead and get yourself augmented
up. but understand that each time you do this, another piece of your
metahumanity slides away.

LIFE IN THE SHADOWS:
PAYING WITH YOUR BLOOD

The megacorporations of the
world prefer a docile population, a
world of people who do whatever
work they're told. build anything.
carry anything, sacrifice anything
for the mega, then spend all their
money in the company store and
be glad they got it so good. Sheep.
That’s how megacorps see meta-
humanity: a flock of sheep they
have to keep in line to serve their
purposes.

Which means the rest of us
face a stark choice: Accept their
shit. Or not.

For some of us. corp life is
not a life. The megacorps own
enough in the world. They don't
need to own us. So we drop out
and find another way. We do the
jobs corps don’t want their reg-
ular employees to do. the things
they don’t want connected back
to them. Espionage missions; mis-
sions of theft, sabotage. and as-
sault-maybe assassination if you

swing that way That's how we survive. We still have to dance to the
corporate tune to some degree, but if we live right and build up our
skills, we can become the best at what we do and get paid what we
deserve. Then, maybe, instead of being one of us, scrambling under
the heels of the powerful, we can be one of them, and remake a small
part of the world in our image.

If we're going to survive, we have to find work. There are dozens,
hundreds, thousands of jobs out there. You can make money off of
them, but each one will cost you something. You'll get a scar from
a bullet that should have killed you. A leg that aches in the cold
‘cause you broke it crashing your motorcycle on one of your less
stylish getaways. A missing arm because you were standing just a
bit too close to a bomb going of f and a working cyber model is pricy.
A fried brain lobe from lingering in the Matrix a second too long with
security closing in on you. And that’s just what will happen to your
body. You'll be double-crossed, betrayed. and abandoned. You'll
see trusted friends turn on you and watch others die. You'll have
every last bit of you tested in ways you can’t imagine just to see
how much you can endure.

And if you succeed? If you stay alive? Money. first of all, but
more. You become a legend. You join the ranks of the people we tell
stories about, the shadowrunners whose names we all know. Dirk
Montgomery. FastJack. Sally Tsung. The Smiling Bandit. You'll have
lived your own life, survived. and even thrived. You'll have stuck it to
every man the Sixth World has to offer.

As long as you can pay the price.

DAYS THAT SHOOK THE WORLD

You know how when you meet some piece-of-drek punk ganger
in an alley, and he’s all full of mouthy attitudes and sucker punches,
and you find yourself thinking how if you looked into that little
dirtball’s past and learned more about his parents and upbringing.
you'd understand how he became such a bastard? Well, our world is
like that. I'll give you some of the highlights from the past that made
the world into the snot-nosed asshole we all know.

© 208080: The infamous Shiawase Decision in the United States
Supreme Court gives multinational corporations the same
rights and privileges as sovereign governments. The era of
national governments as the drivers of global events comes
to an end.

© 2001: Realizing they had only been half-heartedly exploiting
Native Americans for the past century or so, the U.S. govern-
ment puts their whole heart back in the job and lets corpora-
tions run roughshod over the resources found in Native Amer-
ican reservations during the so-called Resource Rush. This
leads to unrest and resistance with serious consequences
further down the road.

© 2010: Virally Induced Toxic Allergy Syndrome (VITAS) appears
in New Delhi, India. Eventually it kills a quarter of the world’s
population.

© 2011: The Awakening. or at least the beginning of it. Dragons
appear, people develop talents and abilities that can only
be described as magic, babies are born in ways that exactly
resemble elves and dwarfs of legend, and the world reveals
itself to generally be much weirder than anyone suspected.

© 2018: After the Great Ghost Dance of the previous year. in
which Native American shamans spurred natural disasters
such as earthquakes and volcanic eruptions across the globe,
the United States and Canada agree to the Treaty of Denver.
in which large portions of both nations are given to aboriginal
populations to become the various states that make up the
Native American Nations of the Western Hemisphere.
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© 2021 In a process known as Goblinization, some adults
spontaneously mutate into creatures that become known as
orks and trolls (a wider range of forms emerge as time passes).
People react with fear and loathing. which. after more than
half a century, has generally eased to fear and extreme
distaste. Though some people prefer to stick with loathing.
Dwarfs, elves, trolls, orks, and the like are collectively labeled
“metahumanity.”

© 20829: The Matrix, the interconnected wonder of the
computer world, crashes, and crashes hard. The virus that
caused the crash takes years to eradicate, and the whole
dynamic sets the stage for cyberwarfare in the years to come.

© 2038: After losing so much territory to the Native American
Nations, the remnants of the United States and Canada
merge to form the United Canadian and American States
(UCAS). In subsequent years, the Free State of California,
the Confederation of American States, and the Caribbean
League claim parts of what used to be the United States.
This mirrors political fracturing and re-alignment occurring
across the world.

© 2839: The fear and loathing against elves. dwarfs, orks, and
trolls (particularly the latter two groups) comes to a head
in the Night of Rage, a worldwide series of riots targeting
metahumans and their families. The pain and scars inflicted
that night still linger, nearly forty years later.

© 2855: After a cult known as the Universal Brotherhood in-
troduces the vile creepies known as bug spirits to the world.
Chicago became the most infested city on the planet. When
containment did not seem to be solving the problem, the
Ares Corporation set off a nuke in the city. an event known
as the Cermak Blast. The combined infestation of bugs, re-
moval of anything resembling law and order, and destruction
levied by the nuke made central Chicago the blasted wonder-
land it is today.

© 2B857: The citizens of the UCAS collectively throw their hands
in the air, say "What the hell?”, and elect a dragon named
Dunkelzahn as president. Dunkelzahn serves for just under ten
and a half hours before being blown to kingdom come. A huge
astral rift hovers at the scene of the assassination for years.

© 20861: Halley's comet passes by and shakes up the world. It
initiates the Sudden Unexplained Recessive Genetic Expres-
sion (SURGE) event, bringing changelings to the world as some
people take on animal characteristics. A new dragon named
Ghostwalker emerges from the rift left by Dunkelzahn's as-
sassination and decides to take up resident as the tyrant of
Denver. For good measure, storms, earthquakes, and volca-
noes keep the entire population of the world on their toes.

© 20864: The combination of a massive corporate IPO, the
machinations of a crazed artificial intelligence, and an assault
by a terrorist group known as Winternight bring about the
Second Matrix Crash, or Crash 2.8. A new Matrix emerges in
its wake, bringing wireless accessibility to all. Also emerging:
technomancers. who can access the Matrix with nothing
more than their mind. This causes many to freak out.

© 2075: After campaigning for years about the lack of security
in the wireless Matrix. activist and philanthropist Danielle
de la Mar convinces the corporations of the world to revamp
Matrix protocols to be stricter, less open, and more subject
to corporate control. Because that was something they really
needed to be talked into.

© 2876: A new condition known as cognitive fragmentation
disorder (CFD) is spotted, where people suddenly and abruptly
completely change their personalities. or become a battle-
ground for warring personalities. A hybrid technological/bio-
logical virus is suspected as the source, but questions remain
about its origins and how it was created.
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THE BIG TEN

Since these are going to be the guys paying you a lot of the time. you should know who they are.

ARES MACROTECHNOLOGY
CorporATE CourT RANKING (2877): 7
CorPORATE SLOGAN: "Making the World a Safer Place”

U3

M CorporATE STATUS: AAA, public corporation
- 4  WorLp HQ: Detroit, UCAS
Presipent/CEO: Damien Knight
You Know THeM For: Making your favorite gun,
arresting you for using your favorite gun.
AZTECHNOLOGY
CorporATE CourT RANKING (2077): 4
e DT CorPORATE SL0GAN: “The Way to a Better
@"C‘? Tomorrow”
= " CorPoRATE STATUS: AAA, private corporation
} EIW f‘§ WoRrLb HEADQUARTERS: Tenochtiltlan, Aztlan
Z\aammm®'.  PRESIDENT/CEO: Flavia de la Rosa

(AzrecHnorocy.  You KNow THem For: Great PR, selling microwave
burritos at thousands of worldwide locations.
Also, ruthlessness and blood magic, but they

keep those under wraps.

EVO CORPORATION
CorporATE CourT RANKING (2077): 6
CorPORATE SLOGAN: “Changing Life”

1L L gt CorPoRATE STATUS: AAA, public corporation
}_E_I_;_’ "-I;F’ !'iu:i'{ WorLb HEADQUARTERS: Vladivostok, Russia

PRESIDENT: Yuri Shibanokuji

You KNow THEm FoRr: A billion commercials
pitying you for not being awesome enough to
sport their entire line of enhancements and
augmentations

evo corporation

HORIZON GROUP

CorporATE CourT RANKING (2877): 18
CorpPORATE SLOGAN: “We Know What You Think”
CorPoRATE STATUS: AAA, private corporation
WorLb HEADQUARTERS: Los Angeles, PCC
Presipent/CEO: Gary Cline

You Know THeM For: Your favorite trid shows.
your favorite music, and your favorite of f-
book bunraku parlors offering the services of

LSTEITAINLNDN\

people who look like your favarite performers.

MITSUHAMA COMPUTER TECHNOLOGIES
CorpPoRATE CourT RANKING (2877): 3

CorPORATE SLOGAN: “The Future is Mitsuhama”
CorPoRATE STATUS: AAA, public corporation
World Headquarters: Kyoto, Japanese Imperial
State

Presipent /CEO: Toshiro Mitsuhama

You Know THeM For: The cold feeling of fear

in your heart whenever you hear the words
“Mitsuhama Zero-Zone.”
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RENRAKU

SARDER-TRIRER

@

NEONET

CorpPorATE CourT RANKING (2877): 2

CorPORATE SLOGAN: “Tomorrow Runs on NeoNET”
CorPoRATE STATUS: AAA, public corporation
WorLb HEADQUARTERS: Boston, UCAS

CEO: Richard Villiers

You KNnow THeM FoRr: Rising and falling more times
than a phoenix.

RENRAKU COMPUTER SYSTEMS

CorporATE CourT RANKING (2077): 5

CorPORATE SLOGAN: “Today's Solutions to Today's
Problems”

CorPoRATE STATUS: AAA, public corporation

WoRrLb HEADQUARTERS: Chiba, Japanese Imperial State
CEO: Inazo Aneki (Honorary)

You KNow THem For: That big flat-topped pyramid
downtown that sends a chill through your heart every
time you seeit. Also, computers.

SAEDER-KRUPP HEAVY INDUSTRIES
CorporATE CourT RANKING (2077): |

CorPORATE SLOGAN: “One Step Ahead”

CorPoRATE STATUS: AAA, private corporation
WorLb HEADQUARTERS: Essen, Allied German States
Presipent/CEO: Lofwyr

You KNnow THem For: Perhaps being single-
handedly responsible for the adage to never cut a
deal with a dragon.

SHIAWASE CORPORATION

CorporATE CourT RANKING (2077): 8

CorPORATE SLOGAN: “Advancing Life”

CorPoRATE STATUS: AAA, public corporation
WorLb HEADQUARTERS: Osaka, Japanese Imperial
State

Presipent/CEO: Korin Yamana

You KNow THem For: Their desperate attempt to
get as cozy with the Japanese Imperial State as
Aztechnology is with Aztlan.

WUXING INCORPORATED

CorporATE CourT RANKING (2077): 9
CorPoRATE SLOGAN: “We're Behind Everything
You Do”

CorPoRATE STATUS: AAA, public corporation
WorLb HEADQUARTERS: Hong Kong. Free Enterprise
Enclave

PRESIDENT: Wu Lung-Wei

You KNow THEM For: Making you move several
times during your meet-ups so that you don’t
mess up the feng shui of that particular room.



vl |l

. 26

Shadowrunowes its longlife to the people who keep playing in the shadows of the Sixth World. Whether
you’'ve been involved with the game for decades, years. months, or just weeks, you keep the Shadowrun
universe growing and expanding. In particular, the backers listed below were critical in bringing this game
to life and getting it into the hands of everyone who wants to play. We at Catalyst thank you all. and we
hope you have a ton of fun with this (and any other) way to play Shadowrun.
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Meerkerk
David VanSell
David Villa
David Waldron
David Wangen
David Warrilow
David Yell
Dean McQuay
Dean Thomas
Debra Pollak
Deives Michellis
Denis J. Gaty
Denis Skornik
Dennis Heitz
Dennis Lee
Dennis Luk
Dennis Naehrig
Dennis R. Foster
Dennis Steinfeld
Dennis Wissman
Deon Beswick
Derek Armstrong
Derek Carnell
Derek Keltgen
Derek Kuper
Derek Voels
Derek Williams
Derian R. Reuss
Derrick Lamm
Derrick Seabrook
Derrick Smutek
Devin Nash
Devitt Upkins
Diana Quinn
Dietrich Getz
Dimitri Callens
Dirk Leber
Dirk Reichel
Dirk Rothe
Dom Simmons
Dominic Chambers
Dominic Corner
Dominic Loya
Dominic Morin
Dominik Gayer
Dominik Holzmann
Dominik Pich
Don Tordilla
Don Zimmerman
Donald Gable Hervey Il
Donald Kresch
Donald Plummer
Donald Poynter
Donald Tabb
Donavon Boyd
Doug Kieselbach
Doug Yount
Douglas Almeida
Silveira
Douglas B. Hirt
Douglas Clarke
Douglas E. Hottinger
Dr Franco Guarasci
Dr. Arnd Felten
Dr. German Erlenkamp
Dr. Michael Biini
Dr. Thomas Schmid
Draxon Bailo
Duley Crabbe

Duncan Forster

Duncan Harrison

Duncan Waugh

Duncan Wilson

Dwight Gawehn

Dylan Grozdanich

Dylan Richardson

Dylan Schouten

Eduardo J. Caldera

Edward A.
Kowalczewski

Edward Chang

Edward Dixon Jr.

Edward Entwisle

Edward Pichon

Edward Sagritalo

Edwin D. Lucas

Elaina Graff

Elan Pavlov

Eli Tuttle

Elliot Marrogquin

Elliot Morrison-Reed

Elnath Rubio Lozano

Emi Natvig

Emil Fagerstriim

Emma-Johanna
Henriksson

Emmanuel Guerin

Emmanuelle Nadin
Usselmann

EPS Paket-Shop

Erdal Gencer

Eric Buehler

Eric Carpenter

Eric Collins

Eric Denise

Eric Gwaltney

Eric Horbinski

Eric Hutchison

Eric Lemay

Eric Ma

Eric Mak

Eric R. Hall

Eric Sands

Eric Savadian

Eric Scallion

Eric Shaffer

Eric Smith

Eric Spuur

Eric Vanskike

Eric W. Lehmann

Erica Pettit

Erick S. Geil

Erik Hornebrant

Erik K. Damm

Erik Merickel

Erik Prasantha
Petersen

Erik Uriarte

Erik Volkert

Erskine L. Widemaon

Ethan Chun

Etienne Bahadur

Eugenio Jose Hurtado
de Mendoza Garcia

Evan Hoadley

Evan Orthober

Evan Roth

Eve Crockett

Even Tomte

F. Houston

Fabian Henigin

Fabian Stiller

Fabien Morisson

Falk Hofmann

Falko Ripsas

Federico Turner

Felipe Pérez Palencia

Felix Bloeck

Felix Grothkopp

Felix Jager

Felix Steffen

Ferdinand Bellissime

Fernando Pedraza
Perez

Fernando Veiga
Flavio Campana
Florent Hartmann
Florian Labat
Florian May
Florian Meyer
Florian Pommerening
Florian Schabacker
Florian Tappe
Florian Urbanek
Forrest Rossen
Francis Feytout
Francis Meher Traver
Francisco
Frangois-Xavier
Thomas
Frank Aben
Frank Armenante
Frank Benke
Frank Forte
Frank Gerolstein
Frank Kergil
Frank Pudritzki
Frank Quick
Frank Schmidt-
Radefeldt
Frank Taubert
Fraser Stanton
Frédéric Monot
Frederic Viallet
Fredrik Arne Rikheim
Fredrik Engstriim
Fredrik Moen
Fredrik Sivertsson
Freerk Wiarda
Gabor Telekesi
Gabriel Preston
Gabriel Ramirez
Galen Monticue
Gambis Sylvain
Games Unlimited
Gareth Brede
Garrett Sampson
Garry Burgess
Garth Thompson
Gary Okuma
Gary Shelton
Gary Skinner
Gary Stevenson
Gary Williams
Gary Wooldridge
Gene G. Davis
Gene Radebaugh
Geoff Raye
Geoffrey Brown
Geoffrey Burrell
Geoffrey Delmee
Geoffrey Ford
Geoffrey Parsons
George Campbell
George Fisher
Gerald Ross
Gerard Kraus
Gerardo Arriola
Bolado
Gerry Kroezen
Ghislain Masson
Giovanni Di Giorgio
Giovanni Smith-
Jovanovic
Glen Bucher
Glenn Mochon
Glenn Pirozzi
Giikmen Bahadir
Gord Peng
Gordon Decker
Gordon Hatt
Gordon West
Gorret André
Gouget Steph

Granotier Alexandre

Gras Cedric

Greg Berry

Greg Ciallella

Greg Door

Greg S. Mueller

Greg Zuvich

Gregor Graue

Gregor Haenggi

Gregory A. Petryk

Gregory Hammond

Gregory Hazelwood

Gregory McDowall

Gregory Perry

Gudberg Ellert
Haraldsson

Gustavo Enrigue
Mariano

Gustavo Pereira

Guy Thompson

Gwynneth Davidoff

H. D. C. de Water

Habert Bruno

Hal J. Neat

Han Ng

Hans Ashman

Hans House

Harald Bildspe

Harald Drawitsch

Harald Jazdziewski

Harley Klein

Harold Bierbach

Harrison Lee

Harrison Steel
(wade3)

Harry Mace

Harvey Hurley

Hauke Thomas

Heather Rasinski

Heather Walters

Hector Heaviside

Heinz Peter Frottier

Hendrik Plagmann

Hendrik Tete

Henrik Vilsner

Henry Kuah

Henry Moore

Henry Tjon

Herbert Seifert

Herwig Georg
Spornberger

Holly MacEwen

Horst Klinkenborg

Hua Low

Huang, Jing-Yuan

Hugh Thompson

Hugo Lemay-Proulx

Huicong Loi

Huy Le

lain Davidson

lain Sinclair

lan Atrill

lan Belcher

lan Dunbar

lan Kirby

lan Gent

lan Hamilton

lan Kile

lan ONeil

lan Saxby

lan Simpson

Isaac Elliott

Isak Karlsson

Isle of Games

Ivan de Neymet Franco

Ivan Parramore

J. Hansen

J. Morgan Rowe-
Mourris

Graeme Gillies
Graham Edge

Graham Hobson
Graham Michael Bridge
Graham Prothro

Jack F. Gulick
Jack Kearney
Jack Young
Jackson
Grzegorzewski

Jacob Kerr
Jacob Kraus
Jacob Kriegisch
Jacob Spadt
Jacob Thomas Clark
Jade L. Jones
Jaime Rivera
Jaime Robertson
Jais Ree
Jakob Mayfield
Jakub Koral
Jakub Nemec
James A. Hutton
James Adam Brittain
James Armstrong-
Wood
James Autry
James Ballard
James Brazeal
James Brazell
James Brown
James Candalino
James Dammers
James E. Power
James Gogarty
James Hamilton
James Hawkins
James Irwin
James Joiner
James Kilbride
James Kirtley
James Knight
James Kurella
James Larochelle
James Lawler
James McDonough
James McKendrew
James Montgomery
James P. Walker
James Puckett
James Richey
James Saunders
James Scott Spaid
James Todd
James Turnbull
James Valko
James Vesper
James Waddell
James Wade
James Walter
James Williams
James Williamson
James Yoho
James York
Jamie DeRudder
Jamie Johnson
Jamie Winkler
Jamiee Yzermans
Jamieson Mockel
Jan Bielecki
Jan Dotzlaw
Jan Kapellen
Jan Roginski
Jan Schlepper
Jan Verhagen
Jan Wagner
Jani Kontra
Janus Rasmussen
Jared Larsen
Jared Lasiter
Jared MacAdam
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Jared Staub
Jarno Deroeck
Jarod Werbick
Jarrett Heale
Jason B. Smith
Jason Brouillard
Jason Chen
Jason Colombetti
Jason Craig Spencer
Jason Cross
Jason D. Bryan
Jason D. Smith
Jason Davis
Jason Dickman
Jason DuVall
Jason Filer
Jason Foss
Jason Frisvold
Jason Gifford
Jason Gottweis
Jason Gunter
Jason Haefner
Jason Hawks
Jason Isaak
Jason J. Guy
Jason Jerome Chapa
Jason Kellett
Jason Korber
Jason Krol
Jason Lowe
Jason Lowry
Jason M. Fitzgerald
Jason M. Garwacki
Jason Mallory
Jason Marchand
Jason Marlor
Jason Meserve
Jason Pries
Jason Pruitt
Jason Rasso
Jason Rivkowich
Jason Schmidt
Jason Singleton
Jason Sylvester
Jason Trippet
Jason Trott
Jason Tuttle
Jason Unck
Jason Watson
Jason Williamson
Jasper Kaempf
Javier Girona
Anteportamlatinam
Jay Davis
Jay Vanderwood
Jayson Deare
Jayson Stevens
Jean Pesant
Jean-Philippe
Theriault
Jean-Pierre Garner
Jeff Byrd
Jeff Deason
Jeff Ferris
Jeff Gerber
Jeff Hartsell
Jeff Haynes
Jeff Holt
Jeff Howell
Jeff Hubbard
Jeff Martin

Jeff Timmerman
Jeff Waltersdorf
Jeff Wessel
Jeffery Horn
jeffrey babbs
Jeffrey Cheng
Jeffrey Dieterle
Jeffrey Drury-Stewart
Jeffrey Graham
Jeffrey Inks
Jeffrey J. Horton
Jeffrey Lee
Jeffrey Levine
Jeffrey Lind
Jeffrey Mantell
Jeffrey Olsen
Jeffrey Shabel
Jeffrey Wessel
Jeffry Rinkel
Jenna Silva

Jens Bischoff
Jens Groh

Jens Kihler
Jens Kopp

Jens Ogniewski
Jens Schonberg
Jens Wester
Jered Greishaw
Jered Meyers
Jeremiah Halstead
Jeremiah Schwennen
Jeremy Barkley
Jérémy Bensadon
Jeremy Brown
Jeremy Clark
Jeremy Goede
Jeremy Greene
Jeremy Lash
Jeremy Port
Jeremy Price
Jeremy Wightman
Jeroen van Delft
Jérame Blanc
Jerral Eugene Yin
Jerry Wise
Jesper Kjzrsig
Jess Jones

Jess Males
Jesse Christian
Jesse Drenters
Jesse Fox

Jesse Rosen
Jessica Tan
Jessie Dixon

Jim Howard

Jim Jones

Jim Sephton

Jim Smart
Jimmy Caadium
Jin-Ping Lim

Jiri Kinsky

Jiri Skypala

Jiri Vesely

Jme Morales
Joachim Dauenhauer
Joao Caxaria
Jocelyn Pilon
Jody Wells

Joe Apodaca

Joe Carvalho
Joe Flanik

Joe Hatfield

Joe M. Emmert
Joe Saint

Joe Souto

Joel Colombo
Joel Dyer

Joel Heath

Joel Velez

Joerg Dacher
Joerg Haarmann
Joerg Nellen
Joey Villa
Johanna Slotte
Johannes Feddern

John Alexander

John Aloy

John Barry

John Boeck

John Carrington

John D'Emic

John David Tsang

John Dean

John Devino

John Edward Kenneally

John Foster

John Genoni

John Glindeman

John Haynie

John Hutchinson

John Hutton

John James Beatty

John Johnson

John Ketchum

John Kincaid

John Maier

John Matthews

John Medany

John Meyer

John Mullens

John Niessen

John P. Gardler

John R. Cook

John Roberts

John Rogers

John Rollins

John Rudd

John Russell

John Sanchez

John Stocks

John Surette

John Tan

John Tyler

John Willey

Johnathan Dilar

Jon C. Zimmerman Jr.

Jon Kimmich

Jon Murdock

Jon Ritts

Jon Tangvald

Jon Terry

Jonas Dorn

Jonas Hiineke-
Damhijell

Jonas Karlsson

Jonas Kortsen

Jonas Lee

Jonatan Otavio Korello

Jonathan A. Gillett

Jonathan A. Grady

Jonathan Carl Robb

Jonathan Dixon

Jonathan Everard

Jonathan Gilmour

Jonathan Haller

Jonathan Hobbs

Jonathan Hurley

Jonathan Morris

Jonathan Poisson

Jonathan Potts

Jonathan Richards

Jonathan Riedel

Jonathon Bartholomew

Jonathon Cormack

Joni Herkola

Jonny Karlsson

Joost Vermeulen

Jordan Burrous

Jordan Carey

Jordan Hubbard

Jordan Tucker

Jordan William Booth

Jose Antonio Sanz
Diez

Jose Escobedo

Jose Manuel
Delgado-Gomez

Jose Palma Gil

Joseph Bouchard

Joseph Croner

Joseph Feliu
Joseph Kadisak
Joseph Ly
Joseph Muniz Jr.
Joseph Plagge
Joseph Schmidt
Joseph Strickland
Joseph Thompson
Joseph Watson
Joseph Wyant
Josh Boys
Josh Bugeja
Josh Elliott
Josh Porter
Josh Thompson
Josh Thomson
Joshua Bartlett
Joshua Brownfield
Joshua Chafin
Joshua Cupp
Joshua Ferguson
Joshua Hamby
Joshua Heman
Joshua Horsman
Joshua Howard
Joshua Klessig
Joshua Krell
Joshua L. Rose
Joshua Lowry
Joshua M. Richardson
Joshua Plautz
Joshua Spurgin
Joshua Tompkins
Joshua Witkop
Jozef Kools
Jozef Pala
Juan Jose
Caballero Novella
Judith Haber
Juergen Lechner
Juergen Waldschmidt
Julian Ossent
Jiirgen Brock
Jiirgen
Matzner-Volfing
Jussi Niskanen
Justin Alexander
Justin Baker
Justin Binns
Justin Boehm
Justin Carter
Justin D Saunders
Justin Glave
Justin Gleason
Justin Klein
Justin Kloth
Justin Martin
Justin Masai
Justin Moe
Justin Panarin
Justin Parker
Justin Phillips
Justin Ragan
Justin Romijn
Justin Sandock
Justin Simon
Justin T. Cole
Kael Hollowell
Kai Bauer
Kai Broszeit
Kai de Haan
Kai Windmiiller
Kalle Kamotskin
Kamal Coker
Kami Ford
Kamran Zaffar
Kane Danger
Karel Mazzaolini
Kari Furness
Kari McEntire
Karim Dhambri
Karin Isabell
Karl Pienkoss
Karsten S. Chu
Karun Chandran
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Kasim Shake

Kate Huggins

Kathryn Rennie

Kaylee Jung

Keegan Cooke

Keith Fleming

Keith Fuller

Keith Hartman

Keith Kegler

Keith Lakoduk

Keith Mackay

Keith Matejka

Keith McNeil

Keith Mutch

Keith Preston

Kele N. Mendell

Ken Kowalczyk

Ken Marquetecken

Ken Swails

Ken Turner

Ken Weigel

Kenneth Klatt

Kenny Huy Hoang

Kent Clegg

Kese Chartier

Kevan Stack

Kevin Brown

Kevin Claytor

Kevin Fowler

Kevin Gerl

Kevin Gwyther

Kevin Innarelli

Kevin Kren

Kevin Lyons

Kevin Martin

Kevin Pohl

Kevin Ross Rogers

Kevin Roths

Kevin Rube

Kevin Silverman

Kevin Staoll

Kevin Stoner

Kevin Tagami

Khy Perryman

Kilian Schmidt

Kim Wright

Kimmo Vesala

Kirst Kahler

Kirston L. Otis

Kit Burke

Knight Moves Cafe

Koan Briggs

Kody W. Stinson

Koen T'Jaeckx

Kris Carsten Peters

Kris Thompson

Kristin Morin

Kristoffer Nortun

Kristopher Akers

Kristopher Krajewski

Krystof MacBryghde

Kurt Goedjen

Kurt Patterson

Kurt Wieber

Kyal Brandt

Kyle Brazell

Kyle Gleason

Kyle Nielsen

Kyle Prete

Kyle Russell

Kyle Thorson

Lance Holt

Lance J. Rome

Lara Sozer

Larre Michel-
Alexandre

Larry Bierworth

Larry Grant

Larry Lawrence

Larry Stanton

Lars Blumenstein

Lars Link

Lars Martin Franke

Lars Michael Hoffmann

Lars Wagner Hansen

Larson Mandeville

Laszlo Lesko

Laura Hall

Laurence Emms

Lauri Sankari

Lawrence Franchini

Lawrence Srutkowski

Le Carrour Guilhem

Le Faoll Stephane

Leandro Lacerda
Guimaraes

Leandro Miana Telles

Lee Engelhardt

Lee Fickenscher

Lee J. Griffiths

Leevi Rasila

Leif Olvéng

Lelgouarch Sébastien

Leonardo Marcato

Leonhard Pammer

Leroy Kruis

Leszek Szczepanski

Leung Ming Yiu

Levente Domonkos

Levi Fay

Levin Dmirty Olegovich

Liam Garvo

Lindsey Brown

Lisa Lyons

Lisarte M. Barbosa

Logan Graves

Logan Hallfin

Logan Wittmaier

Loig Roumpis

Lola Gomez Pidal

Lorcan Nagle

Louis Angelli

Louis Kwan

Louis Ray

Loyd Case

Luca Mazzoleni

Lucas A. Hansen

Lucas Moyer

Ludvig Carleson

Ludwig Ogata

Lukas Erlach

Lukas Rose

Lukasz Milewski

Lukasz Wieloch

Luke Baden

Luke Johnson

Luke Passingham

Luke Phillips

Lynne Lewellen

M. Alexander Jurkat

M. Sean Molley

M. Wessels

Maciej Sowirnski

Magdalena Burjak

Magdy Mamdouh
Soliman

Maik Dietzek

Maik Nogens

Malte Wessel

Manuel Pinar Vicente

Manuela Klages

Marc Franzen

Marc Laliberte

Marc Porta

Marc Silverman

Marc Tetlow

Marc von Canal

Marc-Alexander
Schmitz

Marc-André Laurence

Marc-Antoine Caté

Marcel Knopf

Marcel Schwarz

Marcel Torz

Marcin Dudo

Marcin Janiszewski

Marcin Klaudel

Marco Bignami

Marco Gaspari

Marco Schmitt

Marcos Salinas
Marcus C. Webb
Marcus Rehm
Margaret Findley
Marie-Josee Leblond
Marillesse Laurent
Mario Aerni
Mario Furlan
Mario Janu

Mario Sanchez Perez
Marion Brink
Mark Astin

Mark Berkley
Mark Bradley
Mark Breitenbach
Mark Cockerham
Mark Dern

Mark Fairbrother
Mark Greenwood
Mark Gutierrez
Mark Hayes

Mark Hendrix
Mark Hillengass
Mark Innerebner
Mark Karasek
Mark Kupfer
Mark Laramore
Mark Matthews
Mark Meyer

Mark Montgomery
Mark Pfeiffer
Mark Schiavo
Mark Shevlin
Mark Shieh

Mark Smith

Mark Sponholtz
Mark Tassin

Mark Thomas
Mark Walker
Mark Zebehazy
Marko Hilzendegen
Markus Dietzsch
Markus Geyer
Markus Grewe
Markus Henzka
Markus Hoereth
Markus Kinnaslampi
Markus Kohlh&ufl
Markus Menge
Markus Pischl
Markus Schlicht
Markus Siko
Markus Sprock
Markus Wahl
Markus Zeiler
Marli Viok
Marloun Halabaso
Martin Bezdigek
Martin Brabec
Martin Gallo
Martin Garreis
Martin Hieronymus
Martin Jager
Martin Jung
Martin Lerchner
Martin Montreuil
Martin Munke
Martin Pollard
Martin Scheuring
Martin Schulz
Martin Trouman
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Matthijs Schaap
Mattias Widén

Max Glick

Maxfield Stewart
Maxime Gravel
Maximilian Zikulnig
Maximillian Tompkins
Mazyar Fallah

Megan Lynne Boing

B Meik Abe

Mary Post
Mason Hart
Mason Rouser

Mate Toth

Mateusz Midura
Mathew Hill

Mathias Vikene
Mathieu J.S. Martin
Mathieu Lepage

Matt Brownell

Matt Eakins

Matt Gilbank

Matt Leveque

Matt Newble

Matt Paxton

Matt Peterson

Matt Polack

Matt Rock

Matthew A. Wester
Matthew Bair
Matthew Bancroft
Matthew Bates
Matthew Boshis
Matthew Buell
Matthew C. Jenison
Matthew Carmichael
Matthew Cieslukowski
Matthew D. Egee
Matthew D. Tt

Melissa E. Bollen
Micah B. Shapiro
Micah Morgan
Micah Schloesser
Micah VanGilder
Michael

Michael A. Evans
Michael A. Wenski
Michael Ayling
Michael Benningfield
Michael Bilan
Michael Blommaert
Michael Broadwater
Michael Buchanan
Michael Buonagurio
Michael Carmona
Michael Chalmers
Michael Chandra
Michael Clinton
Michael Cortez
Michael Daley
Michael Douglas
Michael Doyle
Michael Drueen
Michael Elkins
Michael Elliott
Michael Gunn
Michael Haley
Michael Halverson
Michael Hanson
Michael Houser
Michael J. Casavant

Matthew Dimalanta
Matthew Elliott
Matthew Foucault
Matthew Fritz
Matthew Giddings
Matthew Gilliland
Matthew Hendrickson
Matthew Huber
Matthew J.
Deutschman
Matthew J. Hudson
Matthew Johnson
Matthew Justin
Matthew L. Escher
Matthew Ledgerwood
Matthew Leines
Matthew
Lichtenberger
Matthew Long
Matthew Marsh
Matthew Meznarsic
Matthew Newsome
Matthew Nutt
Matthew P. Staley
Matthew Powell
Matthew Purse
Matthew Reba
Matthew Samuel
Matthew T. Van Wie
Matthew Vanek
Matthew W. Huff
Matthew Wilshin
Matthew Young
Matthias Erfmann
Matthias Heitmann
Matthias Kiisslich
Matthias Van
Rensbergen
Matthias Will
Matthieu Guernec
Matthieu Walraet
Matthijs Corpeleijn

Michael Jaksa
Michael Jewson
Michael Jones
Michael Josten
Michael Kilduff
Michael Kindt Dalzen
Michael Klein
Michael Koerbis
Michael Krzak
Michael Kullmann
Michael L. Bedke
Michael La Fleur
Michael Lay
Michael Lindung
Michael Lowman
Michael Mair
Michael Majcan
Michael McCarthy
Michael McCutcheon
Michael Morgan
Michael Netting
Michael O'Brien
Michael Pace
Michael Palmer
Michael Parkinson
Michael Peters
Michael Ransbottom
Michael Red|
Michael Roberts
Michael S. Helms
Michael Scheurer
Michael Schrader
Michael Schwerin
Michael Six
Michael Spaar
Michael Staley
Michael Stiehl
Michael Summers
Michael T. Stein
Michael Thorn
Michael Vojnovic
Michael Waldmann
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Michael Walker
Michael Watson
Michael Weiss
Michael Wilkins
Michael William
Bendzak
Michael Wilson
Michael Woo
Michael Wood
Michael Woodcock
Michael Zenke
Michal Michalowski
Michal Misztal
Michal Veselovsky
Michel Méric
Michelle Moss-Daniels
Mickey Nuttall
Micky Jensen
Mihalovics Péter
Mika Flinkman
Mika Koverola
Mikael Farstrand
Mikael Rydfalk
Mikael Thomas
Mikael Vesterlund
Mike Allen
Mike Bannwart
Mike Collins
Mike Darcy
Mike Geist
Mike Gokel
Mike Harsch
Mike Keegan
Mike McMains
Mike Pierce
Mike Salundi
Mike Yellin
Mikel Bauer
Mikhail A. Karas
Mikhail Mekler
Mikheev Denis
Igorevich
Milan Bogicevic
Milan Farkas
Milan Janosik
Milan Maly
Miro Capka
Misty Kuryliw
Mitchell Im
Molly Reed
Monbrun Gilles
Morgan Davis
Morten Krog
Morten Trier
Taasti Bejstrup
Muff Darren
Mychal Capozzi
Mykal Merrill
Myles Johnston
Nader Greenly
Nadji Camille
Namit Kaura
Nan-Chang Chiu
Natalie Jaran
Natascha Brodt
Nathan J. Dowey
Nathan Lax
Nathan Mezel
Nathan Rogers
Nathan Sapp
Nathan Turner
Nathaniel Bowers
Nathaniel Fields
Nathaniel Walker
Neal Maloney
Neil Erdeljohn
Neil Siddons-Smith
Ng Wen Xi
Nicholas Bouguet
Nicholas Burgard
Nicholas Butta
Nicholas Canu
Nicholas Dougherty
Nicholas Drozda
Nicholas Hardgrave

Nicholas J.
Vandenbush
Nichaolas Lessing
Nicholas Manka
Nicholas Peterson
Nicholas Phillips
Nicholas Rowe
Nichaolas Selkirk
Nicholas Tremblay
Nick Ashman
Nick Davies
Nick Detweiler
Nick Dianatkhah
Nick McDonald
Nick Olive
Nick Plantz
Nick stewart
Nick Zurovec
Nicki Stevens
Nicklas Liiw Hoff
Nicklaus Lacle
Nicolai Thorning
Frandsen
Nicolas Pauluhn
Nicolas St-Francois
Niels Soenderborg
Nikki Lemon
Nikolaus Piinisch
Nils Beimforde
Nils Demary
Noah Bast
Noah Klosinski
Norberto Molina
Dlivera
Norman Ehmer
Norman Zinner
Notker KirchgéBner
Ogienko Aleksey
Ojiki Augustine
Oliver Bjornp
Dliver Kuhles
Oliver Paulick
Dliver Rassenhoevel
Oliver Steckmeier
Oliver Zimpasser
Dlivier Deschambault
Olivier Giguere-
Durand
Olivier Trudel-St-Jean
Dlof Palme
Omni Adams
Ondrej Malek
DOon Yong Siong
Orion Mcclelland
Orion Pobursky
Oscar Carlsson
Oscar Casas
Oscar Chen
Ota Ule
fyen Arne Petter
Pablo Herrero
Gonzalez
Palle Frostholm
Pamela Lampe
Pamela Thomas Smith
Paris Conte
Pascal Gollin
Pascal Martin
Pat Eshghy
Patric Schenke
Patrick Ambrose
Patrick Anderson
Patrick Barrett
Patrick Berndt
Patrick Bristol
Patrick David Wallen
Patrick Dwyer
Patrick Fleischmann
Patrick Garcia
Patrick Liebi
Patrick M Halpin
Patrick McKeon
Patrick Menard
Patrick Morgan
Patrick O0'Malley
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Patrick Pilote
Patrick Sayet
Patrick Sennhauser
Patrick Watts
Patrizio Pastore
Paul Aceto

Paul Ambrose
Paul Bahler

Paul Batulis

Paul Beck

Paul Buss

Paul Case

Paul Chamberlain
Paul Crane

Paul Downs

Paul Jarman
Paul Kanter

Paul Kensler
Paul Kramer
Paul Marshall
Paul N. Wise

Paul Nowak

Paul Oliver

Paul Olson

Paul Roberts
Paul Shipman
Paul Silaghi

Paul Smithson
Paul Thompson
Paul Watson

Paul Wilson

Pauli Vinni

Pavel Hausen
Pavlo Hladkyi
Pawel Sowizral
Peder Swendsrud
Pelton Douglas
Peter Brall
Peter Dean
Peter E. Steedman
Peter Edmonds
Peter Hire

Peter Holthaus
Peter llegems
Peter Kageyama
Peter Knebel
Peter Mayer
Peter Molnar
Peter Newman
Peter Peretti
Peter Schott
Peter Stiirmer
Peter Vandorffy
Peter Wilson
Petit-Etienne Germinal
Petr Srutka

Phil Nicholls

Phil Stone

Philip Adler
Philip Bolger
Philip Carrotta
Philip Dalbeck
Philip Gumpl
Philip Reed

Philip Stein
Philipp Biczysko
Philipp Billing
Philipp Meininger
Philipp Winter
Philippe Champagne
Pierre Dumas
Piotr Konieczny
Pol Canales Rossell
Duentin Falgas
Quentin P. Antrim
R. L. King

R.A.S Cavazzana
R.J. Wilson

R.T. Falimirski
Radek Sprta
Rafael Vaillant
Rafal Baginski
Rafal Kalinowski
Raimund Ruppel
Ralf Krusat

Ralf Stauder
Ralph Lacy

Ralph Mazza
Rami Silverman
Ramin Azimi-Tabrizi
Ramon Jaimez
Randall Burke
Randall Cobb
Randall McBirr
Randolph Streich
Randy Bias
Randy Eng

Randy Giese
Randy Koeneke
Randy Lahaise
Rasmus Bode
Raun Sedlock
Raven Cornelius
Ray Lord
Raymond Heatherly
Raymond Lee
Raymond Rechtin
Reed K. Dawley
Reginald Rink
Reiner Schaefer
Reinhard Auer
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Robert Medeiros
Robert Miller
Robert Millward
Robert Moore
Robert Mull
Robert Sayman
Robert Schiewe
Robert Scott Clark
Robert Sewell
Robert Silge
Robert Smith
Robert Stokes
Robert Uccello
Robert Van Natter
Robert von Estorff
Robert Walker
Robert Wall
Roberto Lorite
Navarro
Robin Hagendorn
Robin Hau
Robin Hormel
Robin Lane
Robin Mercer
Robrecht De Nul
Robyn P. Goodfellow

Rémi Bertrand
Remi Ouellette
René Daszenies
Rene Engelhardt
Rene Poyyayil
René Schultze
Réouven Tenenbaum
Rex Peralta
Reynold Chen
Rhianne Stevens
Ricardo/Enrigque
Martinez
Ricardo Walther
Richard Blanc
Richard Carter
Richard Christian
Richard Despas
Richard Gough
Richard Gropp
Richard Hagen
Richard Lavigne
Richard Luebbers
Richard M. Mathis
Richard Morgan
Richard Petska
Richard Riessen
Richard Smith
Richard Steph

Rod Hold th
Rodney Douglas
Rodrigo Helder
Rodrigo M. Fagundes
Roger Campbell
Roger Handt

Rolf Boehm

Romain Francois
Roman Lewis

Ron James

Ron Musial

Ron Reamey

Ronald Cole

Ronald Hanna llI
Ronald Schanlaub
Ronan Abbott
Ronnakorn Chukaew
Roscoe Rice

Ross Richards

Ross Tribe

Roy Miller

Royne Borrud
Rueben Larson
Rudie McSka

Rui Ramalho

Rune Nielsen
Russell Lambert
Eusse!! ;dalu

Richard White
Rick Bosley

Rick Green

Rick Pufky

Ricky Weidner
Rob Bickford
Rob Clancy

Rob Crowther
Rob Floyd

Rob McDavitt
Rob McHarg

Rob Monaco
Robby Clark
Robby Harris
Robert Cross
Robert Davis
Robert Drake
Robert Ford
Robert Frey
Robert Greathouse
Robert Huss
Robert Koch
Robert Kohnen
Robert Kranz
Robert Longtin
Robert Lord
Robert Malmgren
Robert Mason
Robert Maxwell
Robert McKittrick

man
Rusty Brown

Rutger Bazen

Ryan Cary

Ryan deGroot

Ryan Glessner

Ryan Howe-Veenstra
Ryan Keyte

Ryan McCabe

Ryan McDonald

Ryan McKay

Ryan Munro

Ryan Parris

Ryan Percival

Ryan Pilz

Ryan Templeton
Ryan Two
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Ryan Yeh
Ryan Zimmerman
Sal Vador Cloak
Sam Wong
Samuel 0'Rear
Samuel Schrimsher
Sandy harvey
Sara Novak
Sascha Meier
Saul Thomas
Scott Andrew
Strachan
Scott Cobbs
Scott Drake
Scott Ehm
Scott Elderkin
Scott Eric Owen
Scott French
Scott Freyburger
Scott Jakubowski
Scott Kunian
Scott McQuillan
Scott Sauer
Scott Sylvester
Scott Wedeking
Seamas Dore
Sean Cook
Sean Gorman
Sean Haley
Sean McDonough
Sean Minafar
Sean Overton
Sean Poindexter
Sean Poynter
Sean Wickman
Sean Wiseman
Sebastian Andexer
Sebastian Dean
Sebastian Kemmer
Sebastian Knoke
Sebastian
Niederhammer
Sebastian Schlund
Sebastian Solkrona

Sebastiano Fernandez
del Campo

Sebastien Carvalho

Sebastien Macaire

Sébastien Marion

Sebastien Remillard

Selby Gouldstone

Seth Opitz

Severin Rytz

Shabir Satya

Shane Barnbrook

Shane Barrett

Shane Eckert

Shane Haggard

Shane Knysh

Shaun Baker

Shaun Boyke

Shaun Keck

Shaun Pagels

Shawn Durington

Shawn Hindman

Shawn Marcil

Shawn Thill

Shawn White

Shay Moore

Shiro Ono

Sidney Chow

Sigrid Depke

Simon Etwell

Simon Gauthier

Simon Jones

Simon Laroque

Simon Pallett

Simon Patterson

Sinan Eczacibasi

Song Dong Hyuk

Soren Bracher
Rasmussen

Siiren Koch

Soren Walther

Spike Murphy

Spyros Bogdanos

Steeve Laplante

Stefan Blickensdiirfer

Stefan Ehret

Stefan Hargasser

Stefan Koppenhiifer

Stefan Meier

Stefan Moser

Stefan Poggenpohl

Steffen Glock

Stephan Szabo

Stéphane Zuckerman

Stephanie Palmatier

Stephanie Tennison

Stephen A. Priester

Stephen Allison

Stephen Atkins
Stephen Bryan
Adkins Il
Stephen Cartwright
Stephen Eccles
Stephen Gill
Stephen Malia
Stephen Martin
Stephen McFadden
Stephen Paltrineri
Stephen R. Darcy
Stephen Rosia
Stephen Saunders
Stephen T.
VanWambeck
Stephen White
Stephen Young
Stephen Zera
Steve Billups
Steve Booth
Steve Ducasse
Steve Harvey
Steve Kingston
Steve Moore
Steve Morris
Steven Cox
Steven Crane
Steven Ferrante
Steven Ghillany
Steven Heleski
Steven Lau
Steven Lindsay
Steven Lord
Steven Lueders
Steven M. Langan
Steven Mack
Steven Markley
Steven Paul
Steven Rauch
Steven Schroeder
Steven Shotwell
Steven Smith
Steven Somers
Stewart Falconer
Stian Molvik
Stig Martin Eriksen
Stuart Al d

Tamas Kozik
Tandy Jones
Tanya Seward
Tarron Wheeler
Tate Brotemarkle
Tavis Ford
Taylor Ekena
Ted Heim
Ted Johnson
Teemu Kemppainen
Tegan Thompson
Teppo Koivukangas
Terence Burnard
Teri Solow
Tero Likonen
Terrence R. Huston Jr.
Terry Dano
Thaddeus Croyle
The Glass Die
The Round Table -
Lynnvander Studios
Thimo Wilke
Thom Cuddihy
Thomas Bauer
Thomas Brown
Thomas C. Phillis
Thomas Covert
Thomas Ebert
Thomas FaBinacht
Thomas Gordon
Thomas Buillois
Thomas Heuer
Thomas Hollis
Thomas J. Mahaney Il
Thomas Jorgensen
Thomas Kestemont
Thomas Kiisch
Thomas Leutgoeb
Thomas Mckinney
Thomas Moeller
Thomas Maolloy
Thomas Moss
Thomas Murphy
Thomas Steininger
Thomas Stockdale
Thomas Vossel
Tt Walter Maund

Stuart Dean
Stuart Doust
Surzur Thomas
Suzi Rondot
Sven Howard
Sven Siemen
Sylvain Dabriou
Sylvain Giraud
T3 Terminal
Entertainment

Thomas White

Thomas Withuhn

Thor Stiderlund

Thorsten Miinz

Tiago Alves Almeida

Tiago Mendonga
Marinho

Till Streckwaldt

Tim Aldridge

Tim Ehrlich

Tim Foeller

Tim Hennigar
Tim Hershey

Tim Jiirgens

Tim Kiser

Tim Soholt

Tim Swift

Tim Tranto

Tim Troxel

Tim Wenclawiak
Tim White

Timo Montalto
Timo Wiesemann
Timothy Barton
Timothy Berens
Timothy Burgess
Timothy Callahan
Timothy Carpenter
Timothy Dewberry
Timothy Gray
Timothy Holden
Timothy J. Roberge
Timothy K. Schmidt
Timothy Medlin
Timothy Sherry
Timothy Stambek
Timothy Talbert
Tin Tucman
Tobias Becher
Tobias Haggquist
Tobias Omland
Tobin Bruner
Toby Freeman
Toby Knotts

Tod Sistrunk
Todd Boettcher
Tolga Kurt

Tom Ambre

Tom Cnudde

Tom Combs

Tom Geraghty
Tom Harrison
Tom Pettigrew
Tom Redding
Tomas Swift
Tommie Lifgren
Toni Reese

Toni Serradesanferm

Pala
Tony & Becky Glinka
Tony C Ewing
Tony Chriscoe
Tony Godin
Tony Mastrangeli
Tony Scott
Tony Vodicka
Tor Harald Brenne

Toussaint Pigeon
Traci Charles
Travis Fuller
Travis Graham
Travis McBGeathy
Travis Sobeck
Trent Garton
Trent Takeyasu
Trevor Peterson
Trevor Reeve-Newson
Trey McKnight
Tristan Collard
Troy Ashley
Troy George
Troy Lenze
Tuomas Nurmela
Ty Wangsness
Tyler Mixson
Tyler Sellon
Tyler Swofford
Tyler Williams
Tyrendian Loremaster
Ulrich Zehntner
Ulrike Luedtke
Uriah Blatherwick
Ursula Maria Brand
Uwe Schlegel
Uwe Wissmann
Val Cassotta
Vance Walsh
Vicent Carpintero
Vicki Maxfield
Victor Paolites
Vin Sarmiento
Vincent Autry
Vincent Bedard
Vincent Bouatou
Vincent Boulanger
Vincent Chevalier
Vincent Lee Metal
Vincent Salamon
Vincent Vignola
Vinian Kao
Vinneas W. Verde
Vitor Bruno Morais
Nobrega
Vlastimil Musil
Volker Sonnenberg
Walter Croft
Walter Sheldon
Warren Schader
Warren Seychell
Wendy Cheairs
Wes Divin
Wes Hillman
Wesley B. Brower
Wesley Beary

Whayne M. Sebrey
Whitford Bates
Wilfried Bosson
Will Culbertson
Will Halfhide
Will Keeler
Will Minor
Willem Goethals
William Gifford
William Henry Johnson
William Hom
William J. Henker
William Joering
William Lee Sims
William Leo Jones
William M. Scott
William McGalliard
William Mead
William Meltzer
William Netterville
William Parr
William Phillips
William Power
William Raillon
William Stilson
William Thaller
William VanderGiesen
Wishes Toy Store
Wjekoslaw Beljo
Wolf-Jaromir
Hartusch
Wolfgang Machert
Xavier Priour
Yadin Flammer
Yannick Barral
Yannick Montagne
Yen Poh
Yonatan Tepperberg
Yu Long Pao
Yulay Devlet
Yuri Mikhalin
Yvan Jezegou
Zach Bertram
Zach Davis
Zach Hendrickson
Zachariah Shuman
Zachary Cross
Zachary Walter
Zachary Waxman
Zack Adamson
Zak Baxter Kennedy
Zak Stansall
Zane Roy Smith
Zoe Royle
Zsombor Cserny
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Sprawl Ops has a lot of original art, but it also draws on the incredibly deep reservoir of art that the Shadowrun
art corps has built up over the years. It seemed like every time we needed an image for the game, we could find a
half-dozen good contenders, because there are so manyillustrations in the archive that we love. The artists below
made these images, and we're grateful that their talents are part of this great art library that we like to gaze at in
our free moments.

Aaron Riley
Alessandra Pissano
Alex Stone

Alex Williamsaon

Alvaro Calvo Escudero

Alyssa Menold
Andre Garcia
André Rogers
Andrea Radeck

Andreas “AAS” Schroth

Ben Maier

Ben McSweeney
Benjamin Giletti
Brent Chumley
Brent Elliot White
Brian McCranie

Bruno Balixa

Bryan Syme
Celeste Hansen
Chris Knight

Chris Peuler
Christophe Swal
Damon Westenhofer
Dan Masso

Daniel Comerci
David Kegg

David Kerber

David Lecossu
David Nash

David Robert Hovey
David Sondered
Derek Poole

Donald Crank
Echo Chernik
Eric Williams
Erich Schreiner
Erich Vasburg
Fergus Duggan
Gordon Bennetto
Homeraos Gilani
lan King

lan Llanas

Igor Fiorentini
Igor Kieryluk
Iwo Widulinski

James ‘Cory’ Webster

James Maosingo
Jason Juta

Jason Metcalf
Jeff Laubenstein
Jeremy McHugh
Joel Biske

John Petersen
John Zeleznik
Jonas Andreassen
Justin Mayhew
Kat Hardy

Katy Grierson
Kenneth Fairclough
Kim Van Deun
Klaus Scherwinski
Kristen Plescow
Kuba Witowski
Laura Diaz Cubas
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Lawrence

Van Der Merwe
Lee Moyer
Levi Hoffmeier
Lucas Durham
Marc Sasso

Marc Sintes Guardia

Marcos Mimura
Mark Maolnar
Mark Nelson
Mark Poole

Matt Hansen

Matt Heerdt

Matt Wilson
Matthew Sweeney
Mauro Peroni

-Jason M. Hardy

Melvin Chan
Michael Komark
Michael Shinde
Michal Rookard
Michele Giorgi
Mike Perry

Mike Sutfin

Nate Abell

Nate Furman
Nolan Nasser

Phil Hilliker

Piotr Arendzikowski
Preston Stone
Randall Mackey
Raven Mimura
Richard Livingston

Rick Dtey

Rob Stilwell

Robert Ruffolo

Sean MacDonald

Seth Rutledge

Shane Hartley

Takashi Tan

Tim Kings-Lynne

Tony Shasteen

Tyler Clark

Victor Manuel Leza
Moreno

Victor Mosquera

Victor Perez Corbella
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APPENDIX D: TERMINOLOGY

AcTioN (p. 16): An action is when a single runner placed
at a location performs whatever that location en-
ables that runner to do.

AppRress Icon: The unique icon in the bottom, right-
hand corner of every location; will be used in future
expansions.

CLear (p. 18): A player clears the Stage of a Mission
if they match all of the icons on that Stage within
three rolls of their dice pool.

CompLeTE (p. 11): If a player clears all the Stages of a
Mission, they complete it and it pays out its nuyen.

DereATING AN IcoN (p. 18): A player defeats aniconon a
Stage by rolling a success icon on an appropriate die
and applying it towards that Stage’s icon.

Dice PooL (p. 18): The total dice generated by all of a
player's runners (and their equipped cards) being
sent on a Mission (or Task). This never refers to the
total dice generated by a player’s entire runner team,
only the specific runners sent on a Mission (which
can be the entire player’s runner team, if desired).

Eouie (p. 4): A player equips Gear and Upgrade cards
by placing them beneath appropriate Shadowrunner
cards, lining up any dice columns at the bottom for
ease of reference during play.

GeAr (p. 4): Gear cards represent weapons and other
gear that improve your runners.

INJuRY (P. 12): Aninjury is a ?{@ icon result on a die roll. It
must be either negated with a success from another
die or assigned as aninjury to a runner.

INJURED RUNNER (P. 12): Injured runners suffered an injury
while on a Mission or Task. They no longer contribute
dice toward completing a Mission and will die if they
receive a second injury.

Loort (p. 5): Loot cards represent one-time bonuses.

Nuven (p. 2): The money of Shadowrun, used to buy/
hire cards throughout the game.

RoLe Icons (p. 4): These large icons at the top of a card
indicate the role of a Shadowrunner card; these role
icons provide the necessary requirements to equip
certain cards, allow for placement on various por-
tions of the gameboard, and so on, as described in
those sections.

Rounb (p. 6): Shadowrun: Sprawl Ops is played across
multiple rounds. All four phases (Place Runners,

Attempt Final Mission, Run Missions. and Upkeep)
make up a single round.

Runner (p. 4): Runner (short for Shadowrunner) refers
both to the Shadowrunner card and the pawn that
represents the corresponding Shadowrunner card on
the player’s Runner board.

Runner Boarb (p. 3): Each player has their own Runner
board, a place where they track their runner team.

PHaske (p. 6): One of the four phases that makes up a
single game round.

Recovering RunNer (p. 12): After being injured on a
Mission, a runner is recovering. Recovering runners
can’t go on Missions, but they can still take actions
at most locations during a round (see Appendix A:
Locations, p. 16).

ReroLL: A reroll allows the player to reroll some or all of
their dice on a single roll. The second roll result must
be kept.

SHADOWRUNNER: See Runner, above.

STARTING SHADOWRUNNER (p. 4): Each player begins the
game with three starting Shadowrunners; these
cards do not have an orange nuyen icon in their bot-
tom right-hand corner.

Stace (p. 5): Every Mission card lists several Stages
that need to be completed, using a series of icons in
rows that correspond to the various Shadowrunner
roles. At each Stage, a player has three die-roll at-
tempts to clear it. An individual Stage indicates how
many successes of each type are needed to defeat
the icons, clear the Stage. and move on to the next
Stage. Clearing the last Stage of a Mission completes
the Mission and earns a nuyen payout.

Successes (p. 18): Any icon on a die that is not an injury
or a blank face. These are used to defeat icons on a
Stage (or cancel an injury).

Task: This refers specifically to the Datasteal (see p.
18) and Bodyguard Work (see p. 16) locations, which
are Mission-like single Stages that use the same
Running Missionrules (see p.9). but are not Missions.

Team: All of the Shadowrunner cards on your Runner
board.

Turn (p. 6): Each player takes their turn during the var-
ious phases of a round.

UperApEs (p. 5): Upgrade cards represent advanced cy-
berware and bioware tech implanted in your runner’s
body to increase their chances of success.

AprPENDIX D: TERMINOLOGY, &
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GAMEPLAY REFERENCE ' -o->oF ARDUND

A__.__j 2. ATTEMPT FINAL MissioN PHASE

DicE 3. RuN Missions PHASE

G STREET SAMURAI: Weapons master; often B T
more machine than man. 1. PLACE RUNNERS PHASE (P. 6)

Decker: Computer hacker extraordinaire; Starting with the first player and moving left around
the Matrix is life. the table, each player places one of their runners on a vi-

(8

«

v Magk: Slinger of spells and incantations; . <RlsspRER SHaliatatenn theganeboarc
rare, precious. and dangerous. 2. ATTEMPT FINAL MISSION PHASE (P. 8)

o RieeER: Drones and vehicles; a mind- Any players attempting to complete the Final Mission
7aY jockey for any mobile tech. undertake it using the Running Missions rules (see p. 9).

Ll — [(*

L

#== Face: Charismatic and silver-tongued; 3. RUN MISSIONS PHASE (P. 8)
W confidence artist for any deal.

Starting with the first player, each player has the op-
Each die includes two “success” faces-the portunity to attempt any Missions they selected.

role icons shown above-and one “INJURY" face-

r(@ ~while the rest of the faces are blank. 4. UPKEEP PHASE (P. 8)
Prepare the gameboard for the upcoming round by

r———v performing the following actions.

= Return runner pawns to their owner’s Runner boards.
= Remove any “Recovering” tokens from all runners.

(P.5.20)
, STARTING = Flip any “Injured” tokens to the “Recovering” side.
SHADOWRUNNER & Recovering runners cannot run Missions (see Choose

w SHADOWRUNNER Runners, p. 9). Remove any injury tokens on Dermal Plat-
(P.4.20) ing cards.

FINAL MissioN

MissioN . " ;
(P.5.21) * Place Shadowrunner cards gained earlier this round

on their owner’s Runner board. For more information. see
Hannibelle’s Host, page 28.

= Return all DocWagon tokens to the supply. including
No Missions unused ones.

ALLoOWED
(P.9)

\ Gear (P. 4)

= Give the first player token to the player who used the

Face power in The Eye of the Needle location. If no player

UPGRADE used that Face power, the first player token rotates one
(P.5.21) player to the left.

= Discard any unclaimed Shadowrunner cards, and
Nuven (P. 2) reveal new Shadowrunner cards for the Shadowrunner
Market. equal to the number of players. If you need to
shuffle the deck because you've run out before revealing
the number needed, do so. Repeat this step for the Gear
Deck and the Missions Deck.

)\ Loor (P.13)

’ Hire CosT

(P.9.17) = Cycle the unique Upgrade pile by placing the top card
- of that deck on the bottom of the stack.

')
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