
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 
 
 
 

Quick Introduction: 
 
I wanted to do a Shadowrun conversion to one of my favorite systems for the hell of it!  Thanks to all those who expressed 
interest in seeing it once it was done.  Hope you find it useful!   
 
I have to give a big thanks to this Shadowrun Savage Worlds website: http://swshadowrun.webs.com/.  It provided me with 
some good ideas and a great jumping off point.  You will see some of the sites stuff in this document as well.  Most of it has 
been hacked/changed to my tastes, but certain things, like the list of Spirits is straight from this site (however I did change 
many of the Spirits powers).   
 
You will need a copy of your favorite version of Shadowrun (while this document references 4th edition) and a copy of 
Savage Worlds Deluxe Edition (SWDX) to play. 
 
Have some fun and play some Savage Worlds of Shadowrun!  Remember my motto, “Grab some friends, grab some dice… 
keep rolling.” 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 

“This game references the Savage Worlds game system, available from Pinnacle Entertainment Group at 
www.peginc.com. Savage Worlds and all associated logos and trademarks are copyrights of Pinnacle Entertainment Group. 
Used with permission. Pinnacle makes no representation or warranty as to the quality, viability, or suitability for purpose of 

this product.” 
 

“This game references the Shadow game system, available from Catalyst Game Labs at 
http://www.shadowrun4.com/. Shadowrun and all associated logos and trademarks are copyrights of Catalyst Game Labs. 

Used without permission. Catalyst Game Labs makes no representation or warranty as to the quality, viability, or suitability 
for purpose of this product.” 

 
 
 
 

 
 



Chargen: 
The Savage Worlds of Shadowrun uses the standard 
SWDX rules for Character Creation with the added rule 
of Born a Hero (pg 94, SWDX).  Players may ignore rank 
requirements (except for Legendary Rank) when selecting 
Edges at chgargen. 
 
Remember about variations of setting rules in SWDX (pg 
94) and how you want to set your tone in Shadowrun.   
 
New Derived Statistic 
Essence- Essence represents a characters life force, or a 
person’s soul (if there is such a thing). Things like 
cyberware and bioware reduce a character’s essence.  
Also doing drugs for too long reduce a characters 
Essence.  Lost Essence can never be regained.  All 
characters begin play with 6 Essence.   
 
Races 
Humans 
Humans are the main race of Shadowrun, they receive one 
free edge at character creation. 
Humans also begin with four bennys each session (this 
can stack with Luck and Great Luck Edges). 
 
Dwarf 
Start with d6 Spirit 
Thermal Vision 
Resistant to Disease/Toxins (+2 to Vigor rolls to resist 
disease or poisons) 
Pace 5 
 
Elf 
Start with d6 Agility 
Gain Attractive Edge 
Low-Light Vision 
Gain Anemic Hindrance 
 
Ork 
Start with d6 Vigor 
Start with d6 Strength 
Low-Light Vision 
-2 Charisma 
 
Troll 
Start with d6 Vigor may be bought up to d12+2 at 
creation.   
Start with d6 Strength 
+1 Toughness; +1 reach 
Thermographic Vision 
Intelligence may not be advanced beyond a d6, even 
during play 
Gain Ugly hindrance 
Must pay 25% more for all weapons/clothing due to size 
requirements. 
 
[Optional Race]  
Synthetic 
Choose Synthetic Design: Combat (Start with Fighting or 
Shooting at d6); Labor (Start with Strength or Vigor at 
d6); Pleasure (Start with Attractive edge) 
Construct- +2 to attempts to recover from Shaken. 

Do not suffer additional damage from called shots. 
Never suffer from Wound modifiers. 
Do not suffer from disease or poison. 
Gain Outsider Hindrance 
Take additional d6 damage from electricity based attacks. 
Synthetics can never be Shamans or Magicians or take 
Bioware. 
 
Starting Cash: Characters start with 5,000 Nuyen.   
Starting Contact: Each player starts with either two 
Level 1 contacts or one Level 2 they can call for favors, 
info, and etc (see connections below).   
 
New Skills 
Build/Repair (Smarts)- Specify type; Guns, Blades, 
Armor, Ground Vehicles, Cyberware, etc.  You can work 
on anything not specified at a -2 to your roll (without 
proper tools and work space, suffer -2 as well). 
Disguise (Smarts)- Charisma modifies apply 
Equilibrium (Spirit)- Used for casting Adept abilities. 
Escape Artist (Agility) 
Etiquette (Smarts) 
Forgery (Smarts) 
Hacking (Smarts)- Used for hacking computers 
Sorcery (Spirit)- Used for casting Magician spells 
Shamanism (Spirit)- Used for casting Shaman spells 
 
Examples of Knowledge Skills- Corporate, Club Music, 
Security, Matrix, Metahumanity, etc.  Languages in 
Shadowrun use this skill.  Languages (Any Earth 
language as well as Sperethiel (Elven) and Or’Zet (Ork). 
 
Hindrances and Edges 
 
Hindrances Not Allowed 
The following Hindrances are not allowed in Shadowrun: 
Doubting Thomas 
 
Hindrances 
These are new Hindrances (or ones that have been 
altered) for Shadowrun. 
 
Arcane Beacon (Minor)-  
You stick out like a sore thumb on the Astral Plane.  
Mages and Adepts gain +2 to their roll when attempting 
to detect your aura.    
 
All Thumbs (Major)- 
Functions just as rules in SWDX (pg 28), but is now a 
Major Hindrance. 
 
Bad Liar (Minor)- 
You just plain suck at lying.  Whenever you attempt to lie 
you suffer -2 to Intimidation and Persuasion rolls.  This 
also applies to things like gambling. 
 
Crappy Spam Filters (Minor)-  
No matter how hard you try your Comlink gets swarmed 
with Spam.  When you try to hack or use your comlink 
for a search you suffer -2 to your rolls.   
 



Cyber Intolerance (Major/Minor for Shamans and 
Magicians)- 
Mechanical stuff in your body just doesn’t function like it 
should.  Double the amount of Essence lost from 
Cyberware.  This does not affect Bioware. 
 
Cyber Failure (Major- Minor for Shamans and 
Magicians)- 
You cannot put any Cyberware in your body.  Your body 
outright rejects it and you die a horribly painful death full 
of infection, squealing, and crying if left in.  You cannot 
take Cyber Failure and Cyber Intolerance. 
 
Dead Weight (Major)-  
You have an Extra that is a loved one that you care deeply 
for.  Problem is, they somehow always land themselves in 
trouble.  Build the character as a normal Novice except 
the ally must take a Major Hindrance and only get one 
Edge.  If the Extra is killed, the player gains the Vengeful 
(Major) Hindrance and must exact a terrible retribution on 
those who killed their loved one. . The character also 
gains a Minor Phobia related to how the Dead Weight 
died and are absolutely paranoid that it will happen again.   
 
Debt (Minor/Major)- 
You’ve taken out money from a disreputable person.  The 
good news is you start with more money.  If it is a minor 
hindrance you start out with 3 times the starting Nuyen, 
but owe 6 times as much.  The good news is that you are 
current on your payments as well.  If you take this as a 
Major hindrance you start out with 5 times the normal 
Nuyen, but owe 10 times as much.  You have not paid 
your debt in a long while and the pleasant times have 
passed.  The loan shark has sent rather unpleasant 
chummers to collect in way of broken bones, missing 
digits, and spilt blood.  If you take Debt you cannot take 
Rich or Very Rich. 
 
Elf Poser (Minor)- 
You are a human who wants to be an Elf so badly that 
they wear fake ears, try to talk like Elves, walk like Elves, 
and hang out at Elf clubs and neighborhoods.  Most 
people feel sorry for these poor chummers and ignore 
them.  They suffer -2 to Charisma.  An Elf poser who 
pays for good cosmetic surgery for Elf ears and eyes gets 
+2 to a disguise roll to avoid being detected.   
 
Freeze Up (Major)- 
You’re character tends to get scared/nervous when 
combat starts.  They start the first round of combat 
Shaken, which can be removed through the normal 
methods. 
 
Low Pain Tolerance (Major)- 
When wounded you suffer an additional -1 modifier.   
 
Nightmares (Minor)- 
You have suffered a traumatic event that haunts you, even 
into your dreams.  Every night you relive this horror.  
Every time the character sleeps a spirit check is rolled.  
Failure means the character did not rest well and starts off 
with a level of Fatigue.  This caps at -2 Fatigue and 

lessens by one each day when/if you successfully get a 
restful night of sleep. 
 
Ork Poser (Minor)- 
You are a human or Elf who wants to be an Ork so bad 
that they wear fake ears, grumbles like an Ork, and tries 
to be hardcore like an Ork.  Most people feel sorry for 
these poor chummers and ignore them.  They suffer -2 to 
Charisma.  An Ork poser who pays for good cosmetic 
surgery for Ork ears, tusk, and muscle mods gets +2 to a 
disguise roll to avoid being detected.   
 
Secret (Minor/Major)-  
You have a dirty little secret.  Maybe it isn’t so little.  
You’ve done something terrible and are deathly afraid 
that the truth will come out and ruin you.   
The severity of the secret and consequences if the secret 
be brought out into the open should be discussed between 
player and GM. 
 
SINner (Minor/Major)- 
You’ve got a record.  And for a Shadowrunner nothing 
could be more of a pain in the ass.  This means all your 
bank info, biometric readings, medical history, credit, 
travel history, personal history, etc are all stored on 
several highly secure data bases.  As a minor hindrance 
you are a legal citizen of a nation or extraterritorial 
corporation of your choice.  As a Major hindrance you 
have been arrested for a crime and most likely served time 
for it.  This means it is easier for you to be identified.   
 
Spirit Bane (Minor)- 
When a Magician or Shaman attempts to summon an 
Elemental or Spirit they suffer -2 to their roll.   
 
Uneducated (Major)-  
You grew up far from the Sprawl and as such have not 
gotten a formal education.  You suffer -2 to all Smarts 
based rolls and any Knowledge, Technology, Academic, 
or Professional skill costs you double the amount of 
points to raise.   
 
Wanted (Minor/Major)- 
You did something to piss someone off good.  If it is 
minor the price on your head is 1d6 x 200 Nuyen.  If it is 
Major the bounty is 1d6 X 2000 Nuyen. 
 
Edges Not Allowed 
The following Edges are not allowed in Shadowrun: 
Soul Drain 
Champion 
Gadgeteer 
Holy/Unholy Warrior 
Mentalist 
Wizard 
 
 
 
 
 
 
 



Edges 
These are new Edges( or ones that have been altered) for 
Shadowrun. 
 
Blandness-  
Requirements- Novice 
You look average and normal.  People who try to describe 
you have a hard time clearly remembering what you look 
like, because you seem to look like everyone else.  
Anyone attempting to shadow or case you (or point you 
out in a lineup) suffers -2 to their Notice rolls.   
 
Connections-  
Requirements- Novice 
Instead of being tied to an organization as in the SWDX 
rules (pg 41), when a Shadowrunner purchases this edge 
they either gain one level 1 contact or can raise an 
existing contact a level, to a max of level 3.  A contact 
could be a whore, a hacker, a bouncer at a local bar, a 
fixer, a fencer, etc.  It’s up to the player to decide who 
they are.   
 
Level 1 Contacts- Standard contact.  You use sometimes 
and they may remember you, but then again they might 
not.  They could have information you need, but they also 
might not know a Hacker from a shoebox.  They have no 
loyalty to you and would rat you out the first sign of 
trouble. 
 
Level 2 Contacts- You see them on a semi-regular basis.  
You may have done a few favors for them, or passed 
enough Nuyen their way that they’ve become more 
endeared to you and you’ve become buddies.  You 
receive +1 to Charisma checks when attempting to get a 
Level 2 contact to do something for you.   
 
Level 3 Contacts- These are more than buddies to you.  
They are stout friends who will stand by you.  You may 
have grown up with this person, or saved their life.  You 
see this person on a regular basis and really don’t even 
think of them as a contact anymore.  You receive +2 to 
Charisma checks when attempting to get a Level 3 contact 
to do something for you.  You can also burn a benny for 
an automatic success here.   
 
Cyber Up!- You start with 25,000 Nuyen at character 
creation to purchase Cyberware/Bioware.  Any money not 
used at the end will be lost.   
 
Double Jointed- 
Requirements- Agility d6, Escape Artist d6 
You can bend and your pop bones in a way that is 
dangerous and painful for others.  You receive +2 to 
Escape Artist checks. 
 
Hacker- 
Requirements- Novice, Smarts d8, Hacking d8 
When you hack or any other computer you receive an 
additional +2 to your roll.   
 
 
 

Mr. Fix It-  
Requirements- Novice, Smarts d10, Repair d10, Two 
Technical Knowledge Skills at d6 
Functions the same as specified in the SWDX rules (pg 
40), but no longer considered part of Weird Science.   
 
Rich- 
Requirements- Novice 
Player starts off with 150,000 Nuyen.  There is no annual 
salary here. 
 
Filthy Rich- 
Requirements- Novice and rich 
Player starts off with 250,000 Nuyen.  There is no annual 
salary here. 
 
Quick Reload- 
Requirements- Seasoned, Agility d8, Shooting d6 
You are able to reload your gun and shoot in the same 
round without suffering the normal -2 to your action. 
 
Seasoned Runner 
Requirements- Wild Card, Novice 
You’ve been running the shadows for a bit or possibly 
just had to grow out of your fledging runner pants 
quickly.  You start off the game as Seasoned and begin 
with 20 Experience points.  Level up your character 
appropriately.   
 
The downside is during this time you’ve been rattled 
around a bit and something unpleasant has happened to 
you.  Roll a d10 to see what has befallen your hero: 1) 
Bad Luck Hindrance; 2) Wanted (1) Minor; 2) Major); 3) 
Secret (1) Minor; 2) Major); 4) Debt (1) Minor; 2) 
Major); 5) Maimed (1) One Eye; 2) Lame; 3) One Arm; 
4) One Leg; 6) Ugly Hindrance; 7) Enemy (1) Minor; 2) 
Major); 8) Phobia (1) Minor; 2) Major); 9) Freeze Up; 10) 
Nightmares 
 
Sprawlsman- 
Requirements- Novice, Spirit d6, Survival d8, Tracking d8 
You are at home in the chaotic throng that is the Sprawl.  
You’ve learned to use that to your advantage.  You 
receive +2 to any common knowledge rolls when dealing 
with the Sprawl (as long as it isn’t specific/intimate 
knowledge) and +2 to Stealth, Survival, and Tracking 
rolls while in the city.  This does not function in ruins, the 
wastelands, or nature. 
 
Magical Edges 
 
Arcane Background (Adept) 
Adepts are characters that use magic to improve their 
physical body.  He gains the powers listed below. 
Starting Power Points -10 
Starting Powrs- 3; Also receive the Martial Arts Edge. 
 
Adepts are characters that use magic to improve their 
physical body.  To cast a spell the Adept must roll an 
Equilibrium (Spirit) Skill check- TN 4 (with modifiers for 
any Cyberware they have equal to the amount subtracted 
from their Essence) plus a modifier for each spell rank 



above their own: Novice 0; Seasoned +4; Veteran +8; 
Heroic +12; Legendary +16.  This lessens as the Adept 
becomes more skillful (IE- A Seasoned Adept modifiers 
would look like this: Novice 0; Seasoned +0; Veteran +4; 
Heroic +8; Legendary +12).   
 
When choosing spells ignore rank for requirements 
purposes.  Rank factors into the casting modifier (see 
above). 
 
Adepts are able to project themselves to the Astral plane, 
TN 6 (plus any modifiers for Cyberware).  They can see 
things and gain certain info (see in magic section) by 
rolling again on a target.  They can remain in the astral 
plane a number of hours equal to their Equilibrium die 
type divided in half (IE- A Magician with a d6 in 
Equilibrium can stay on the Astral plane for 3 hours). 
 
Adept Powers 
Adepts have the following powers that can only be used 
on themselves (unless noted with *): 
 
Armor 
Blinding Fist (as Spell Blind on successful Unarmed 
attack)* 
Boost/Lower Trait 
Boost/Lower Physical Skills- use Boost/Lower Trait 
Spell, but just raise skills instead. 
Detect/Conceal Aura   
Deflection 
Healing 
Quickness 
Slow- Spell must be cast and delivered through successful 
unarmed attack. 
Smite- As spell, but fist only.  
Speed 
Stun- As spell, but single target after successful unarmed 
attack. 
Succor- Self only.   
Warrior’s Gift 
 
Arcane Background Magician-  
Requirements- Novice 
Power Points- 10 
Starting Powers: 2; Also receive: Summon Elemental, and 
Detect Conceal Arcana 
Magicians are capable of wielding amazing powers.  To 
cast a spell the Magician must roll a Sorcery (Spirit) Skill 
check- TN 4 (with modifiers for any Cyberware they have 
equal to the amount subtracted from their Essence) plus a 
modifier for each spell rank above their own: Novice 0; 
Seasoned +4; Veteran +8; Heroic +12; Legendary +16.  
This lessens as the Magician becomes more powerful (IE- 
A Seasoned Magician modifiers would look like this: 
Novice 0; Seasoned +0; Veteran +4; Heroic +8; 
Legendary +12).   
 
Whether the spell succeeded or not they must make a 
Spirit check (TN the same as the spell and incurring any 
modifiers for any Cyberware they have equal to the 
amount subtracted from their Essence).  On a failure the 
caster takes 1 level of fatigue and is Shaken.  Snakes eyes 

(regardless of Wild Die) means the caster takes 1 wound 
and falls unconscious for 1d6 hours.  Success they suffer 
one level of fatigue, but are not shaken.  A raise means no 
adverse affects.  Two or more raises means that the 
Magician can attempt to cast another spell at the end of 
the round at a -2 to all rolls (plus any other modifiers).   
When choosing spells ignore rank for requirements 
purposes.  Rank factors into the casting modifier (see 
above). 
  
Magicians are able to project themselves to the Astral 
plane, TN 6 (plus any modifiers for Cyberware).  They 
can see things and gain certain info (see in magic section) 
by rolling again on a target.  They can remain in the astral 
plane a number of hours equal to their Sorcery die type 
divided in half (IE- A Magician with a d6 in Sorcery can 
stay on the Astral plane for 3 hours). 
 
Arcane Background Shaman-  
Requirements- Novice 
Power Points- 10 
Starting Powers: 2; Also receive: Choose Totem, and 
Summon Spirit 
Shamans are able to use magical power by manipulating 
nature and drawing strength from the spirit world.  To 
cast a spell the Shaman must roll a Shamanism (Spirit) 
Skill check- TN 4 (with modifiers for any Cyberware they 
have equal to the amount subtracted from their Essence) 
plus a modifier for each spell rank above their own: 
Novice 0; Seasoned +4; Veteran +8; Heroic +12; 
Legendary +16.  This lessens as the Shaman becomes 
more skillful (IE- A Seasoned Shaman modifiers would 
look like this: Novice 0; Seasoned +0; Veteran +4; Heroic 
+8; Legendary +12).     
 
Whether the spell succeeded or not they must make a 
Spirit check (TN the same as the spell and incurring any 
modifiers for any Cyberware they have equal to the 
amount subtracted from their Essence).  On a failure the 
caster takes 1 level of fatigue and is Shaken.  Snakes eyes 
(regardless of Wild Die) means the caster takes 1 wound 
and falls unconscious for 1d6 hours.  Success they suffer 
one level of fatigue, but are not shaken.  A raise means no 
adverse affects.  Two or more raises means that the 
Shaman can attempt to cast another spell at the end of the 
round at a -2 to all rolls (plus any other modifiers) 
 
When choosing spells ignore rank for requirements 
purposes.  Rank factors into the casting modifier  (see 
above). 
 
Magical Endurance-  
Requirements- Novice, Casting d6 
Gives a Caster a +2 for resisting Drain. 
 
Ritual Caster 
Requirements- Seasoned, Sorcery d8 
When you cast a ritual you receive +2 to your roll.   
 
Spell Focus-  
Requirements- Novice- Arcane Background Magician or 
Shaman 



Gives caster a +2 to casting a specific spell. 
 
Improved Spell Focus 
Requirements- Seasoned, Sorcery d6, Spell Focus 
Gives caster +2 to casting all spells.  
 
Spirit Affinity-  
Requirements- Novice- Arcane Background Magician or 
Shaman   
When a Magician or Shaman attempts to summon an 
Elemental or Spirit they gain +2 to their roll.   
 
Gear 
For all gear use the names in Shadowrun 4e, but find 
equivalent in SWDX, or you can just make life easier if 
the flavor of the guns and etc, doesn’t matter and just go 
with what is in SWDX.   
 
Cyberware 
 
Cyberware is a major piece of what makes Shadowrun 
what it is.  People are trading off pieces of their life and 
flesh to become faster, stronger or smarter; anything that 
will give them an edge over the competition. 
 
For Nuyen cost, Essence cost, capacity, etc just consult 
Shadowrun 4e (or whatever version of Shadowrun 
timeline/edition that you prefer to play).  If the Cyberware 
or Bioware doesn’t really have a mechanical part, it will 
not be mentioned in this document, instead go off of what 
the Shadowrun book says.  If it does have a mechanical 
component, then the conversion will be here.   
 
Cyber, Alpha, Beta, and Deltaware cost multipliers are 
listed on page 303 of the 4e Shadowrun book.   
 
Headware 
 
Control Rig- +2 to Driving tests when the Rigger is 
hacked into the vehicle.   
Cranial Bomb- Use description from book Shadowrun, 
but grenade stats from SWDX (pg 55).   
Olfactory Booster- +2 to Notice rolls when smelling. 
Taste Booster- Same as Olfactory Booster but when 
using taste. 
 
Eyeware 
 
Protective Covers- Can be used with cyber and normal 
eyes.  Gives a +1/+1 Toughness bonus to eyes. 
Retinal Duplication- Add +2 to your roll against Retinal 
identification software.   
Smartlink- Implanted version of Smartlink system.  
Gives +2 to shooting with linked gun. 
 
Earware 
 
Hearing Enhancement- +2 to Notice rolls when 
listening. 
Balance Augmenter- +1 to rolls involving balancing. 
Dampener- +2 to saves against sonic type damage.   

Spatial Recognizer- +2 to Notice when pinpointing a 
specific sound. 
 
Bodyware 
 
Bone Lacing- 
 Plastic- Add +1 to toughness to resist damage 
from falling.  Unarmed Damage Str+2. 
 Aluminum- Add +2 to toughness resist damage 
from falling and +1 against gun damage. Unarmed 
Damage Str+d4. 
 Titanium- Add +3 to toughness resist damage 
from falling and +2 against gun damage. Unarmed 
damage Str+d6. 
Dermal Plating- +1 to Toughness equal to rating. 
Muscle Replacement- (can only have one rating in body 
at a time) 
 Rating 1- +1 to Agility/Strength rolls. 

Rating 2- +2 to Agility/Strength rolls. 
Rating 3- Up Agility/Strength dice to next level. 
Rating 4- Up Agility/Strength dice to next level 

and add +1 to rolls.  
Reaction Enhancers- +1 to initiative rolls per rating 
level. 
Skillwires- You can have a number of skillsoft programs 
running equal to Skillwires rating x 2.  Each Skillsoft 
program gives +2 to a skill roll.  There is Activesoft (for 
active skills) and Knowsoft (knowledge skills). 
Wired Reflexes- (Cannot be combined with any other 
form of initiative enhancement).  Each rank give +1 to 
initiative and one additional action per rating (this can be 
movement or attack. 
 
Cyberlimbs- 
 
Cyberlimbs have a strength equal to the normal user.  
Obvious cyberlimbs are easy to spot and look artificial.  
Synthetic cyberlimbs are made with realistic synthflesh.  
People attempting to spot synthetic cyberlimbs suffer -4 
their Notice rolls.   
 
Cyberlimb Enhancements- 
Armor- Add +1 toughness to particular limb (up to a 
rating of 4). 
Strength (Arms)- Add +1 to Strength rolls (up to a rating 
of 4). 
Pace- Add +1 to Pace (up to a rating of 4). 
 
Cyberlimb Accessories- 
 
Hydraulic Jacks- +1 to jump tests per rating. 
 
Bioware- 
 
Adrenaline Pump- While active the character ignores all 
Fatigue modifiers and cannot fall unconscious from 
exhaustion.  Also gain modifier equal to rating to Agility, 
Strength, and Vigor rolls.  Pump is active for rating x 1d6 
rounds.   
Bone Density Augmentations- Ignore an amount of 
damage equal to rating.  Increase weight of character by 
10 lbs x rating as well.  Unarmed damage: Rating 1- 



Str+2; Rating 2- Str+d4; Rating 3- Str+d4+1; Rating 4- 
Str+d6. 
Digestive Expansion- Lifestyle cost reduced by 20% and 
+2 to Vigor checks to resist digested poisons. 
Enhanced Articulation- +1 to all Physical based skills. 
Muscle Augmentation- Add rating to Strength rolls.  
Cannot be used with other muscle augmentations (or 
cyberlimbs). 
Muscle Toner- Add rating to Agility rolls.  Cannot be 
used with other muscle augmentations. 
Orthoskin- Almost indistinguishable from normal skin.  
This adds +1/+1 to toughness.  Cannot be combined with 
Dermal plating. 
Pathogenic Defense- Add rating to Vigor rolls against 
natural toxins and diseases.   
Platelet Factories- When more than one wound is taken 
immediately roll Vigor check, if successful lessen by one. 
Suprathyroid Gland- You are jittery and hyperactive.  
You gain +1 Vigor rolls and +2 to avoid exhaustion 
effects, but you eat way more.  Increase life style costs by 
10%. 
Symbiotes- Aids in quick healing.  For all natural healing 
tests, add +2.  However you need to eat more, increase 
life style costs by 20%. 
Tailored Pheromones- Add +1 to charisma based rolls.   
Toxin Extractor- Add rating to Vigor roll to resist toxins. 
Tracheal Filter- Add rating to Vigor tests to resist 
inhaled toxins. 
 
Cultured Bioware 
 
Cerebral Booster- Add rating to Smarts rolls. 
Damage Compensators- Rank 1- Ignore 1 modifier of 
wounds.  Rank 2- Ignore up to 2 wounds.   
Mnemonic Enhancer- Add +1 to Knowledge based rolls 
per rank. 
Pain Editor- Very dangerous.  Ignore all wound 
modifiers, but is not told or know how much damage one 
has until it is too late or if one looks at readings in a 
biomonitor.  While activated no soak rolls allowed.  
While active reduce Initiative by 4 due to feeling drugged. 
Reflex Recorder- Adds +1 to a specific active skill. Treat 
as Skill Group cost for Nuyen and Essence.    
Sleep Regulator- You can stay up longer than others.  
You can go 48 hours without sleep before you start 
suffering adverse effects. 
Synaptic Booster- You receive +1 to initiative per rating. 
 
Magic 
 
Spells- 
All Spells in SWDX are available for Shamans and 
Magicians to choose from, except Summon Ally (use 
instead Summon Elemental/Spirit below).  The player 
chooses Trappings that fits the setting and how they want 
to represent their caster.  SWDX has many suggestions 
for Trappings (pg 106-107).   
 
The only spell that bares warning is Zombie.  Creating an 
undead is a terrible and corrupted act.  Those that engage 
in such activities are generally hunted down and 
slaughtered if discovered.  The spell functions better for a 

big bad and doesn’t really work for the “heroes of the 
shadows, devil may care attitude” of the game.  However 
if a player wants to take the spell (and the GM allows it) 
there is only one piece of info that is different from the 
rules:  If the caster rolls a 1 on the casting roll, regardless 
of Wild Die, they lose 1 Essence permanently.   
 
Summon Elemental/Spirit 
Rank: Veteran 
Power Points: 5 
Range: Smarts 
Duration: Until two jobs given are accomplished or 
Sunset/Sunrise (which ever comes first).  With a raise 
three jobs can be given. 
Trappings: Choose an Elemental for a Magician and a 
Spirit for the Shaman.  A Magician must have some of 
that element handy to do the summoning.  The element or 
natural surrounding must be present for the Shaman to 
summon a Spirit.  The Spirit will not leave that particular 
area (IE- A forest spirit will not leave a park, etc).   
 
Ritual Casting- Takes 1 hour, but can affect anyone 
anywhere...  TN is per spell +2. 
 
Shaman Totems- 
 
Bear 
Bear is a Totem found in cultures wherever bears are 
known, from North America to Europe and Asia. He is 
powerful, but gentle and wise. He tends to be slow-
moving and easygoing unless urgency requires speed. 
Bear is slow to anger, but terrible in battle. Bear tends to 
be calm, cool, and collected. He is the healer and 
protector of the natural world. Bear cannot turn down 
someone who needs healing without good reason. 
 
Advantages: +2 Health spells, +2 forest spirits. 
Disadvantages: Bear magicians can go berserk when 
wounded (taking Physical damage) in combat or if 
someone under their care is badly injured. Make a Spirit 
Roll. The character goes berserk for 3 turns, minus 1 turn 
success and raise. A berserk Shaman will go after the 
nearest person without regard for her own safety. If the 
shaman incapacitates a target before the time is up, the 
berserk fury dissipates. 
 
Cat 
Cat is honored in cultures around the world. Cat is oft en 
seen as the guardian of mystical secrets, often involving 
the afterlife. She certainly knows many secrets, but rarely 
decides to share them, and never with anyone less than 
worthy. She is stealthy, sly, and arrogant. Cat toys with 
her prey—threatening, taunting, and confusing—rather 
than going directly for the kill. 
 
Advantages: +2 Illusion spells, +1 die type to either 
Climbing or Stealth (character must choose one). 
Disadvantages: Cat shamans toy with their prey. Unless 
the Cat shaman makes a Spirit roll -2, she cannot make an 
attack that will incapacitate her target. If the shaman is 
wounded by the target he can then bring the pain. 
 



Dog 
Dog is a loyal friend. He fights ferociously to defend his 
home and those under his protection. Dog protects people 
from harmful magic and dangerous spirits. Dog is loyal, 
generous and helpful to those who show him kindness. He 
is single-minded, often to the point of stubbornness. 
 
Advantages: +2 For Detection spells, +2 for spirits of 
man. 
Disadvantages: A Dog Shaman is stubbornly loyal. She 
can never leave someone behind, betray her comrades, or 
let another sacrifice themselves in her place without 
making a successful Spirit -2 roll. 
 
Eagle 
Eagle is the highest-flying bird in the sky, considered the 
most noble by cultures in North America, Central 
America, and Europe. He is proud and solitary, and sees 
everything happening in the world below. Eagles are 
noble defenders of the purity of nature. They are 
intolerant of those who do not share their views and have 
a strong distrust of technology and its tools. Those who 
damage nature are Eagle’s enemies, and Eagle will brave 
great danger to defeat polluters and other evildoers. 
 
Advantages: +2 to Charisma, +2 for air spirits. 
Disadvantages: Eagle Shamans receive the Arrogant 
Hindrance 
 
Rat 
Rat is found wherever humans are, for whom else’s 
bounty can sustain him? Rat is a scavenger, a stealthy 
thief who takes what he needs to survive. He dislikes 
working out in the open, preferring to stick to the 
shadows. Rat avoids fights whenever he can—when he 
must fight, he fights to kill. 
 
Advantages: +1 die type for Stealth, +2 vigor for 
resisting disease and poisons 
Disadvantages: A Rat Shaman must make a Spirit -2 Test 
to not immediately flee or seek cover whenever caught in 
a combat situation. If there is nowhere to flee, then she is 
forced to fight. 
 
Raven 
Raven is a harbinger of trouble in cultures worldwide. He 
is a trickster and a transformer, dark and devious. Raven 
thrives off the bounty of carnage and chaos, but does not 
cause them— he merely knows an opportunity when he 
sees one. Raven loves to eat and rarely refuses an offer of 
food. 
 
Advantages: +2 for Puppet spells, +2 for air spirits. 
Disadvantages: A Raven Shaman must make a Spirit -2 
Test to avoid exploiting someone else’s misfortune to her 
own advantage. 
 
Shark 
Shark is a cold and relentless hunter. His power is known 
to all who live near the sea. When Shark strikes, he does 
so without mercy, driven into a frenzy by the blood of his 
prey. Shark magicians tend to be wanderers, always on 

the move. They are fierce and deadly warriors. A Shark 
magician believes the only good enemy is a dead enemy. 
If challenged, he does not waste time with threats or 
boasts but strikes to kill. 
 
Advantages: +2 for Combat spells, +2 for water spirits. 
Disadvantages: Shark shamans can go berserk in combat 
(similar to Bear Shaman) when they are wounded or when 
they wound an opponent. A berserk Shark character may 
continue to attack the body of her last victim instead of 
moving on to attack a new target, if the player chooses. 
 
Snake 
Snake is wise and knows many secrets. She is a good 
counselor, but always exacts a price for her advice. Snake 
characters fight only to protect themselves and others. 
They are obsessed with learning secrets and take great 
risks in order to do so. They trade their knowledge to 
others for whatever they can get in exchange. 
 
Advantages: +2 for Detection spells, +2 to Agility tests. 
Disadvantages: Snake Shamans gain the Cautious 
Hindrance. 
 
Wolf 
Wolf is recognized as a hunter and warrior worldwide. He 
is devoted to the other members of his pack. As the 
ancient saying goes, Wolf wins every fight but one, and in 
that one, he dies. Wolf magicians are loyal to friends and 
family unto death. They do not show cowardice in battle 
and their word is their bond. 
 
Advantages: +2 for Combat spells, +2 for beast spirits. 
Disadvantages: A Wolf magician must succeed in a Sprit 
-2 Test to retreat from a fight. 
 
Elementals (Magician) 
Use Elementals (Air, Earth, Fire, and Water) in the 
SWDX bestiary (pg 136-137) for stats. 
 
A Magician can summon one an Elemental of one of the 
four elements to assist them.   
 
Nature Spirits (Shaman) 
All Spirits have a d8 in stats and in Spirit’s listed skills.  
Spirits take full damage from magic and ½ damage from 
blades, clubs, etc, but no damage from bullets, etc.  
Toughness: 6. Parry: 6.  
 
Sprits of Man 
City Spirits- Usually appear as trash or garbage, but may 
appear as almost anything. 
Skills: Fighting, Sorcery, Notice, Throwing, Sorcery 
Powers: Accident, Concealment, Confusion, Fear, Guard, 
Materialization, Search 
 
Field Spirit- Appear as miniature farm hands 
Skills: Fighting, Sorcery, Notice, Throwing, Sorcery 
Powers: Accident, Concealment, Guard, Materialization, 
Search 
 



Hearth Spirit- Appears as humanoid wearing antique 
clothes 
Skills: Fighting, Notice, Throwing, Sorcery 
Powers: Accident, Concealment, Confusion, Guard, 
Materialization, Search 
 
Spirits of the Land 
Desert Spirit - Appear as dust devils 
Skills: Fighting, Notice, Throwing, Sorcery 
Powers: Concealment, Guard, Materialization, 
Movement, Search 
 
Forest Spirit- Rarely materialize, but look like Walking 
trees 
Skills: Fighting, Notice, Throwing, Sorcery 
Powers: Accident, Concealment, Confusion, Fear, Guard, 
Materialization 
 
Mountain Spirit- Rarely materializes, looks similar to 
Earth Elemental 
Skills: Fighting, Notice, Throwing, Sorcery 
Powers: Accident, Concealment, Guard, Materialization, 
Movement, Search 
Special: Borrow, Toughness +2 
 
Prairie Spirit- Appear as tumbleweeds or dust devils 
Skills: Fighting, Notice, Throwing, Sorcery 
Powers: Accident, Concealment, Guard, Materialization, 
Movement, Search 
Special: Borrow 
 
Sprits of The Sky 
Mist Spirit- Appears as a cloud of dense fog 
Skills: Fighting, Notice, Throwing, Sorcery 
Powers: Accident, Concealment, Confusion, Engulf, 
Guard, Materialization, Movement 
Special: Fly 
 
Storm Spirit- Appears as a Thundercloud 
Skills: Fighting, Notice, Sorcery 
Powers: Bolt (Lightning) Concealment, Confusion, Fear, 
Materialization 
Special: Fly 
 
Wind Spirit- Appear as Swirling Clouds, or Gusts of 
strong wind 
Skills: Fighting, Notice, Throwing, Sorcery 
Powers: Accident, Confusion, Guard, Materialization, 
Movement, Search 
 
Sprits of the Waters 
 
Lake Spirit - Appear as Small Waterspouts, humanoids 
with blue skin, or made of water 
Skills: Fighting, Notice, Throwing, Sorcery 
Powers: Accident, Engulf, Fear, Guard, Materialization, 
Movement, Search 
 
River Spirit- Appear as Small Whirlpools, or frog-like 
humanoids 
Skills: Fighting, Notice, Throwing, Sorcery 

Powers: Accident, Concealment, Engulf, Fear, Guard, 
Materialization, Movement, Search 
 
Sea Spirit- Appear as Merfolk 
Skills: Fighting, Notice, Throwing, Sorcery 
Powers: Accident, Concealment, Confusion, Engulf, 
Fear, Guard, Materialization, Movement, Search 
 
Swamp Spirit- Appear as will-o-wisps, alligators, 
vegetation, etc. 
Skills: Fighting, Notice, Throwing, Sorcery 
Powers: Accident, Concealment, Confusion, Engulf, 
Entangle, Fear, Guard, Materialization, Movement, 
Search 
 
Spirit Powers 
Accident- The spirit does an Agility trick against an 
opponent or group of opponents. This will always result 
in a shaken status, and will cause a wound if successful. 
Bolt- As per the Spell 
Burst- As per the spell 
Concealment- +4 to Stealth rolls when attempting to 
hide.   
Confusion- As Spell 
Engulf- Spirit makes a fighting attack to grapple. Each 
round after, the character and spirit make opposed 
fighting checks, if the character wins, they escape, if the 
spirit wins, the engulfed character suffers Str+d4 Damage. 
Entangle- As per the spell, Causes the Spirit Drain 
Fear- As Spell, but can focus on single target, in which 
case they suffer -2 to roll (which could mean a total of -4 
if the Spirit gets a raise). 
Guard- The Spirit will guard the caster and if a hit is 
successful (not from area affect spells) will take the 
damage instead.  
Materialization- Appear on the physical plane. 
Movement- Grant a character(s) a bonus to their pace 
while moving through their territory (double pace). It may 
also be used to decrease a characters movement. (Divide 
Pace in half). May also be used on vehicles as well.   
Noxious Breath- Cone Template, Characters must make 
a Vigor roll (-1 modifier) or be shaken. Respirators 
negate.  
Search- The spirit may make a Notice Check to find 
something within its terrain at a +4. This is opposed by 
character stealth checks, and the concealment power. 
 
Binding  
A Magician or Shaman is able to bind a spirit to become 
their servant.  They must make an opposed test of their 
magic skill VS the Elementals/Spirits Spirit die.  If they 
win they can call on the Elemental any time without 
needing to roll to see if it is successful. 
 
The Shaman/Magician can only have one Spirit/Elemental 
active at a time.  They can summon others as per the 
normal spell.   
 
 
 
 
 



Assensing  
Information gained from examining a target through 
the Astral Plane 
 
Failure- No information gained. 
 
Success- You can tell the health of the target in general 
terms.  You get an impression of the targets emotions and 
whether they are mundane or Awakened. 
 
Raise- You know the if the target has cyberware implants 
and their locations.  You also know what type of magical 

ability is being used.  You also recognize the subjects 
aura if you’ve seen it before (regardless of disguises or 
surgeries). 
 
Two Raises- You know whether their magical aptitude 
and Essence is lower, equal, or higher than yours.  You 
can also gain a general knowledge of afflictions to the 
target (diseases, poisons, etc).   
 
Three Raises- You know if the target has any bioware 
implants, their exact Essence amount and the actual skill 
level of their magical ability.  You also gain acute 

knowledge of any sickness, disease, or poisons in the 
target.   
 
Optional Rules 
 
Initiative- Instead of using cards have each player roll a 
d20 plus their Agility die (the Agility die can Ace).  If the 
player has the Quick Edge any d20 roll under 7 can be 
rerolled. 
 
Bennies- Functions the same as the SWDX rules, but 
added: 
Only a Flesh Wound- Once per session the player can 
burn a benny to lower the damage they have taken by 1 
degree.  This must be used immediately after being 
injured. 
 


