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Shadowmn roleplaying game to play the
Shadowmn Trading Card Game. However,
you will need the following:

= A deck of the SRTCG

+ A six-sided die

+ Tokens (for example, pennies, poker chips,
buttons—you get the idea)

OBJECT OF THE GAME

The object of the SRTCG is to earn enough
Reputation points to become the King of the
Sprawl. You earn Reputation points by taking
your crack team of Runners on shadowruns
against Objectives, operations such as blowing
up a building or saving a species. Other players
will try to stop your team with Challenges in
order to win the Objectives and Reputation
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eople want to play a

person who is currently taking

play his card first. If neither player is in

the middle of his turn, the players should roll D¢
 determine who goes first. - ]
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Runner and Challenge cards, and some Gear -

| cards, have Threat Ratings. The Threat Rating -

‘represents the card's ability to inflict and take |\

damage, indicated by two numbers separated by
a slash (for example, 2/3). The number to the left
of the slash represents the base Attack Value of
the card. This Is the amount of damage the card
can inflict. The number to the right of the slash
represents the Body of the card. This is how
much damage a card can take before being
“killed.” These numbers can be modified by
other cards.
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_';: Players deploy Run"ﬂ"' |
uses and use them tﬂ buiid

'52 ~ Skills repr&sent the primary distinction
between Runners, making each Runner different

.....

_Athluﬂcs: Athletics allows a Runner to

‘push his or her body beyond normal levefs
of endurance.
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ﬁ: e Vehic "-on a shadowrun.\The sh&dowrunnii‘.lg
ﬂ]ﬁyer must. décfa:e which Vehlcie is betng useél
bf.p‘fore "he*beg:ins the shadowrun.
- Weapons: Weapon cards are the toolsofﬂm
..... trade for Runners, and they. include a variety clf it .. ]
i i_'-F.Ireanns and Hand-to-Hand weapons. All h
" Weapon cards have a Threat Rating that is added ! e
| to the Threat Rating of the user. In most cases, a _

' Weapon will modify only the user’'s Attack Value. {1l
' Weapons may be used by any Runner unless the
card indicates a special requirement or limitation.

A Runner may hold any number of Weapon cards
but may use only one Weapon per Challenge or | !
combat.
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{-f. ;Sllenced Weapon

If the alarm on a Cha!lenge is tnggered and

: the, shadowrunning team defeats the Challenge

i usmg only Silenced Weapons, the team may

* continue the shadowrun as though the aiarm
was never triggered.

OBJECTIVES

Objective cards
are the target of
shadowruns and
the primary source
of the Reputation
points required to
win the game.
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CHAI.I.F.NGES
Challenges represent
all the things that get in
the way of a successful
shadowrun. They cover
the spectrum of obstacles
a team of Runners might
encounter on the way to
winning an Objective, from
nasty critters to security to
bad traffic. Each category of Challenge card has
a keyword (see Challenge Keywords, p. 40)
that defines certain rules or limitations associated
with the card.
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| Shadowrun. Each

‘card has a :deploy-: :

e

‘ment costand a

£ unique function, whlch is described on the card

";.:Some Location cards require the player to pay

" nuyen (¥ each time his Runners use the card.

Unless otherwise stated, Location cards may only
be used during the Legwork phase (see p. 51).

CONTACTS

Contact cards represent
the people who live in the
shadows, and who will help
Runners—for a price. Cards
that target or affect a spe-
cific race can affect Contacts
(a Contact's race appears on
each card). Each Contact
card has a deployment cost
and a unique function. Some Contacts require the
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. Special cards are the
- wild cards of the game. 'Ihey
represent unique events and
occurrences in the world of
Shadowrun, from food poi-
soning to rampaging mutants.
Some Special cards,
called Stingers (see picture
below), can be played at any time in the game,
allowing players to mimic the
unpredictability of life. Stinger
cards have an exclamation
point icon in the upper right
corner of the card (as shown
here). Like other cards, the
deployment cost of Stinger
cards must be paid before
the card can be put into play.
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. Separate your Objective cards from the rest
of your deck. Shuffle them and place them face

 down on the table (see Card Setup, p. 45).

This is your Objective pile.

Credstlck H
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y 4 CREDSTICI( PHASE.' PAYDAY
Add - 4%: your Credstick (your pile of tokens)
Players hegln the game with 4¥ AND receive 4¥

during the first Credstick phase. Also during this
phase, add any additional nuyen allowed by spe-
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Requlrements If the last or only Runner dies on
the final Ghallenge or In the attempt to fufﬁll the
requlrements on the Objective, you cannot take
the Objective.

At the end of the Shadowrun phase
(regardless of success or failure), the player
must Immediately move on to the End phase.
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'You may play Special cards at any time during
the Legwork phase. Special cards take effect
Iimmedlately
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: _e Challenge is. not s!eazed But if one R.unner
~on the team has Piloting 1 and another has

'i:. 'Pllotmg 2. then the Runners' combined Piloting

' of 3 allows the team to sleaze the Challenge. .
' Each time a Challenge is sleazed, the shad-.
owrunning player must choose whether or not
to continue the shadowrun before the next
Challenge is revealed. If he chooses to pull out,
the Runners return to the safehouse and the
Shadowrun phase is over. If he chooses to
continue, the next Challenge on the stack is

revealed and play continues as described above.

If a team of Runners fails to sleaze a

Challenge, they trigger the alarm and must face
the Challenge card.
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Facing Challenge Cards LA
Once a Runner team triggers the alarm, all ..

Challenges are alerted to the Runners’ presence '

The Runners cannot sleaze Challenges for the
remainder of the shadowrun and they must face

the Challenge on which they triggered the alarm.

If that Challenge has a Threat Rating, the Runners
must fight the threat (see Combat, p. 62) and
deal with any special abilities of the Challenge.

If that Challenge does not have a Threat Rating,
follow the instructions on the card. For example,
the Challenge card Hellish Traffic has no Threat
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b.“fs | ability to perform duﬁng a shadowrun
the Runner suffers from Fatigue. To represent I
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sh e'.Dl;ones or Spirits along with the Runner.
. When all of the individual fights have been
an:a.nged compare the Threat Ratings of the
Rulme:s involved to deterrmne the autcome of

e[r:.'rto ﬁght (You may want to physicail}fl i |
c:i}ds opposite each other to avoid -
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the battles. If multiple Runners are fighting a
single opponent, add their Threat Ratings
together to determine damage.

If a single Runner is fighting against several
opponents, the single Runner's owner chooses
where to allocate the damage.

Once combat is resolved, trash any defeated
Runners and any Gear cards they are holding.
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INTERCEPTING A SHADOWRUN

na opponents’ Challenges guarding it), the
@b]ecttve s owner may choose to intercept | the

‘shadowrun with one or more of his unturned =

‘Runners. If the Objective’s owner chooses not o I
Jintercept the shadowrun, another player may do.
so. The option to intercept proceeds clockwise
around the table until a player chooses to
intercept or until each player has declined to
defend the Objective. Only one player may
intercept the shadowrun.

Note that only one shadowrun on each
revealed Objective may be intercepted per
game.

To intercept a shadowrun, a player must turn
a Runner (or team of Runners) and engage the
shadowrunning team in combat. Combat is
resolved as described in Combat Between
Runners.

Intercepting a shadowrun automatically ends
the shadowrun. The Runner team is considered
to have pulled out of the shadowrun even if the
team defeats the intercepting Runner(s).
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