Shadowrun Play Aid & Quick Reference Sheets



The following pages are designed to be assembled into play aid and quick-reference sheets for Shadowrun players and gamemasters. To do this, print out each page onto a separate sheet of paper, and paste one sheet to each side of a stiff piece of cardboard, or print onto the cardboard directly if it fits into your printer (we’re not responsible if you break it, though…). Then put sticky plastic around it, or run it through one of those plastification-devices if you want to make it real neat.

—Gurth <gurth@xs4all.nl>



The following sheets are included:



Gamemaster’s Play Aid Sheet 1:	Has nothing but condition monitors

Condition Monitors	to keep track of damage NPCs have taken. Use a whiteboard marker on it and it’s completely reusable.

Gamemaster’s Play Aid Sheet 2:	Similar to the previous one, but for IC and vehicles.

Gamemaster’s Quick Reference	The tables that govern the time it takes

Sheet 1: DocWagon™ & Police	for medical aid or the cops to show up,

Response Times and Hassle Table	and how likely it is characters get hassled at Denver checkpoints.

Gamemaster’s Quick Reference	Self-explanatory, really.

Sheet 2: Die Roll Chances, Grenade

Scattering, & Legwork

Players’ Sheet 1: Ranged Combat,	Contains weapon ranges, a slightly

Visibility, and Barriers	modified visibility table (with thanks to Paul J. Adam <Paul@jrwlynch.demon. co.uk> for some of the thermographic modifiers), injury modifiers, ranged combat modifiers assembled from SRII and Fields of Fire, and the effects of attacking barriers.

Players’ Sheet 2: Medical	Most tables pertaining to healing damage, physical, stun, magically, and in the Matrix.

Players’ Sheet 3: Skill Web, Skill	A copy of the skill web, including the

Defaults, and Skill Mp Requirements	modifications outlined on the SRII errata sheet and in the Grimoire II.

Players’ Sheet 4: Skill Target	Base target numbers and common

Numbers and Vehicle Handling	modifiers, plus most tables used in

Tables	vehicle operations.
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�DOCWAGON VEHICLE RESPONSE TABLE

(p.101, NAGRL & p.53, Denver GM Book)

Vehicle	Standard	High-Threat

Type	Response Team	Response Team

Ground	1-4	1-3

Air	5-6	4-5 (Stallion)/6 (Osprey II)



DOCWAGON RESPONSE TIME TABLE

(p.101, NAGRL & p.53, Denver GM Book)

Base Time:	3D6 minutes

Situation	Modifier

Area (Denver):

Sector:

Aztlan	-4

CAS	—

Pueblo	-1

Sioux	-1

UCAS	+1

Ute	-2

Other areas:

Non-contiguous sector	+8

Denver metropolitan area	-2

Boulder or Colorado Springs	-2

Outlying or rural area	+3

Area (Seattle):

Aurburn	+1

Bellevue	—

Council Island	-1

Downtown	-1

Everett	+2

Fort Lewis	+2

Puyallup	+2

Redmond	+1

Renton	-1

Seattle proper	—

Snohomish	+1

Tacoma	+1

Corporate territory	+4D6*

Relative danger (Enforcement rating):

Heavily patrolled/very safe area (AAA-AA)	-2

Extensively patrolled/safe area (A-B)	-1

Patrolled/normal area (C)	—

Under-patrolled/slightly dangerous area (D)	+1

Minimal patrols/dangerous area (E)	+2

Unpatrolled/hazardous area (Z)**	+3

Type of response:

Standard Response Team	—

Critical Response Team	+1

High Threat Response Team	***

Ground Vehicle responding	—

Air Vehicle responding	-2



* Only if corporation in question allows DocWagon access.

** Ten-minute response clause is invalid in such an area

*** Only if HTR team is dispatched immediately. If called in by an SRT, ten-minute clause is invalid.

�DENVER LAW ENFORCEMENT VEHICLE TYPE TABLE (p.54, Denver GM Book)

Sector	Ground Vehicle	Air Vehicle

Aztlan	2-11	12

CAS	2-8	9-12

Pueblo	2-9	10-12

Sioux	2-7	8-12

UCAS	2-8	9-12

Ute	2-9	10-12

Situation	Modifier

Gunfire reported	+1

Outlying or rural area	+1

Denver metropolitan area	-4



DENVER LAW ENFORCEMENT RESPONSE TIMES (p.54, Denver GM book)

Base Time:	3D6+2 minutes

Situation	Modifier

Location:

Aztlan	-5

CAS	-3

Pueblo	—

Sioux	-2

UCAS	+1

Ute	-1

Non-contiguous sector or

Denver metropolitan area	-2

Boulder or Colorado Springs	-2

Outlying or rural area	+5

Relative danger (Enforcement rating):

Heavily patrolled/very safe area (AAA-AA)	-3

Extensively patrolled/safe area (A-B)	-1

Patrolled/normal area (C)	—

Under-patrolled/slightly dangerous area (D)	+2

Minimal patrols/dangerous area (E)	+4

Unpatrolled/hazardous area (Z)**	+6

Type of response:

Ground Vehicle responding	—

Air Vehicle responding	-2



HASSLE MODIFIERS TABLE (p.52, Denver GM Book)

Character rolls Charisma or Etiquette (Corporate) test against guard’s Intelligence. If no successes are rolled, roll Intelligence (6) test for the guard, applying appropriate modifiers from this table. Success means the character gets hassled.

Situation	Modifier

Character has a Charisma of 2 or less	-1

Character is of the appropriate sexual orientation	-1

for the guard and has Charisma a of 5 or higher

Guard harbors a predudice toward the character’s

race	- Racism Points

Encounter occurs between 1:30-3:30 a.m.	-1

Encounter occurs during shift change	+2
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Roll 1D6 to find the direction of scatter. Scatter distance is dependant upon the grenade being thrown, and is reduced for the number of successes rolled; see the Scatter Table.



SCATTER TABLE

Grenade Type	Scatter	Scatter Reduction

Aerodynamic	2D6 meters	4 meters per success

Non-Aerodynamic	1D6 meters	2 meters per success

Launched	3D6 meters	4 meters per success



�REVISED SCATTER DIAGRAM (p24, DMZ)
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Roll 2D6 to find the direction of scatter. Scatter distance is dependant upon the grenade being thrown, and is reduced for the number of successes rolled; see the Scatter Table.



TALKING TO CONTACTS (p.202, SRII)

Time Required To Speak To Contact: 2D6 x 30 minutes. The players can trade off Etiquette test successes for time, getting less information but also in less time.

Finding Information In The Matrix: base time is 2D6 hours, using Etiquette (Matrix) skill. Etiquette successes can be traded off against time to reduce the search time needed. The maximum number of subjects a decker can research is equal to one-half his or her Intelligence, rounding up.

Typical Fee For Information: multiply contact’s appropriate Etiquette skill level by the number of  successes rolled by the character, then multiply that by the contact’s (Charisma + Intelligence), and then by 10¥.
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�WEAPON RANGE TABLE (p.88, SRII)

Target Number	4	5	6	9

	Range In Meters

	Short	Medium	Long	Extreme

Firearms

Hold-Out Pistol	0-5	6-15	16-30	31-50

Light Pistol	0-5	6-15	16-30	31-50

Heavy Pistol	0-5	6-20	21-40	41-60

Submachine Gun	0-10	11-40	41-80	81-150

Taser	0-5	6-10	11-12	13-15

Shotgun	0-10	11-20	21-50	51-100

Sporting Rifle	0-30	31-60	61-150	151-300

Sniper Rifle	0-40	41-80	81-200	201-400

Assault Rifle	0-15	16-40	41-100	101-250

Light Machine Gun	0-20	21-40	41-80	81-150

Heavy Weapons

Medium Machine Gun	0-40	41-150	151-300	301-500

Heavy Machine Gun	0-40	41-150	151-400	401-800

Assault Cannon	0-50	51-150	151-400	401-1,300

Grenade Launcher	*5-50	51-100	101-150	151-300

Missile Launcher	*20-70	71-150	151-450	451-1,500

Impact Weapons

Bow	Str	Str x 10	Str x 30	Str x 60

Light Crossbow	Str x 2	Str x 8	Str x 20	Str x 40

Medium Crossbow	Str x 3	Str x 12	Str x 30	Str x 50

Heavy Crossbow	Str x 5	Str x 15	Str x 40	Str x 60

Thrown Knife	Str	Str x 2	Str x 3	Str x 5

Shuriken	Str	Str x 2	Str x 5	Str x 7

Grenades (Scatter)

Standard (1D6 m)	Str x 3	Str x 5	Str x 10	Str x 20

Aerodynamic (2D6 m)	Str x 3	Str x 5	Str x 20	Str x 30

Launched (3D6 m)	*5-50	51-100	101-150	151-300



VISIBILITY TABLE (p.89, SRII)

Condition	Type of Vision

	Normal	Low-Light	Thernographic

Full Darkness	+8	+8/+8	+2/+1

Minimal Light	+6	+4/+2	+2/+1

Partial Light	+2	+1/0	+2/+1

Glare	+2	+4/+2	0

Mist	+2	+2/0	+1/0

Light Smoke	+4	+4/+2	+2/+1

Heavy Smoke	+6	+6/+4	+4/+2

Light Fog/Rain	+4	+4/+2	+4/+2

Heavy Fog/Rain	+6	+6/+4	+6/+4



INJURY MODIFIERS (p.112, SRII)

Wound Category	Target Numbers	Initiative

Uninjured	None	None

Light	+1	-1

Moderate	+2	-2

Serious	+3	-3

Deadly	—Unconcious or Near Death—



�RANGED COMBAT MODIFIERS TABLE (p.89, SRII)

Situation	Modifier

Recoil, Semi-automatic	+1 for secondshot that Combat Phase

Recoil, Burst-fire	+3 per burst that Combat Phase

Recoil, Full-auto	+1 per previous round that Combat Phase

Recoil Heavy weapon	2 x uncompensated recoil

76-100% Of Target Visible	+0

51-75% Of Target Visible	+2

26-50% Of Target Visible	+4

1-25% Of Target Visible	+6

0% Of Target Visible (Blind Fire)	+8

Visibility Impaired	See Visibility Table

Multiple Targets	+2 per additional target that Combat Phase

Target Running	+2

Target Stationary	-1

Attacker In Melee Combat	+2 per opponent

Attacker Running	+4

Attacker Running (difficult

	ground)	+6

Attacker Walking	+1

Attacker Walking (difficult

	ground)	+2

Attacker Wounded	See Injury Modifier Table

Smartlink (with smartgun)	-2

Smart Goggles (with smartgun)	-1

Laser Sight	-1

Using a Second Firearm	+2

Aimed Shot	-1 per Simple Action

Image Magnification	Special

Recoil Compensation	Reduces recoil modifier

	Strength 1-4	None

	Strength 5-6	-1

	Strength 7-8	-2

	Strength 9-10	-3

	Strength 11-12	-4

Gyro Stabilization	Reduces recoil or movement modifier



BARRIER EFFECT TABLE (p.98, SRII)

Power of Attack	Effect

Power less than ½	No effect, barrier holds.

	adjusted Barrier Rating	Minor cosmetic damage.

Power equal to or greater than	Barrier damaged; reduce

	½ adjusted Barrier Rating, up	Barrier Rating by 1.

	to the rating

Power greater than adjusted	For every increment equal to

	Barrier Rating	half the Barrier Rating that the Power exceeds that rating, a one-half meter hole is opened and the Barrier Rating reduced by 1.
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�WOUND TABLE (p.113, SRII)

Wound Level	Target Number To Heal Naturally

Light	2

Moderate	4

Serious	6

Deadly	—



MUNDANE HEALING TABLE (p.113, SRII)

Damage	Base	Min.	Target	Minimum

Level	Time	Time	Number	Lifestyle

Deadly	30 days	3 days	10	Hospitalized

Serious	20 days	2 days	8	High

Moderate	10 days	1 day	6	Middle

Light	24 hours	2 hours	4	Low



DOCTORING TABLE (p.113, SRII)

Situation	Modifier

Intensive care (hospital only)	-2

Long-term magical care	-2

Conditions (only one applies)

	Not in hospital or clinic	+2

	Bad conditions	+3

	Terrible conditions	+4

Patient is magician	+2

Patient’s natural Body Attribute is

	1-3	+0

	4-6	-1

	7-9	-2

	10 or more	-3

Patient’s natural Willpower Attribute is

	1-3	+0

	4-6	-1

	7-9	-2

	10 or more	-3



FIRST AID TABLE (p.115, SRII)

Condition	Target	Treatment

Level	Number	Time

Light	4	10 minutes

Moderate	6	20 minutes

Serious	8	30 minutes

Deadly	10	Special



	Target Number Modifiers

	Situation	Modifier

	Patient is a magician	+2

	Bad conditions	+1

	Terrible conditions	+3

	Patient’s Body Attribute

	1-3	+0

	4-6	-1

	7-9	-2

	10+	-3

	No medkit available	+4



MEDICAL COSTS TABLE (p.113, SRII & p.43, NAGRL)

Service	Cost

Paramedic first aid for:

	Deadly Wound	400¥

	Serious Wound	200¥

	Moderate Wound	100¥

	Light Wound	50¥

Doctor’s services for:

	Deadly Wound	400¥ per day

	Serious Wound	200¥ per day

	Moderate Wound	100¥ per day

	Light Wound	50¥ per day

Hospitalization Lifestyle

	(Including doctor’s services)	500¥ per day

	Intensive Care (Deadly wounds only)	1,000¥ per day

DocWagon™ services for:

	High Threat Response*	5,000¥

	Employee Death Benefit	20,000¥

	On-Site Resuscitation	8,000¥

	Acute Care**

	Basic	500¥ per day

	Intensive Care	1,000¥ per day

	Extended care (3+ weeks)	2,500¥ per week



	* This is the base charge. The client is liable for any extra expenses accrued during the response call. These include, but are not limited to, ammunition expended, damage sustained by DocWagon equipment and vehicles, health-care costs for injured employees, and/or death benefits for innocent civilians killed during the pick-up.

	** These figures do not include additional costs for specific medical procedures



MAGICAL HEALING TABLE (p.155, SRII)

Damage Level	Time Spell Must Be Sustained

Deadly	20 turns

Serious	15 turns

Moderate	10 turns

Light	5 turns



HEALING STUN DAMAGE (p.112, SRII)

Roll a Body or Willpower Test against a Target Number of 2 plus injury modifiers. Divide 60 minutes by the number of successes to find the time required to recover one box of Stun damage. The character must be resting completely.



PROGRAM REPAIR TABLE (p.175, SRII)

Condition Level	Target Number for Medic Program

Light	4

Moderate	5

Serious	6
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�� OBJECTINSLUITEN CDraw5  ���

�

SKILL DEFAULTS (p.7, SB)

These skills do not appear on the Skill Web, but can be used by substituting an Attribute for them. Add +4 to the target number when substituting an Attribute for one of these skills.



Skill	Attribute

Dance	Quickness

Musical Instrument*	Intelligence

Singing	Charisma



	* The character must choose a specific instrument

�� OBJECTINSLUITEN CDraw5  ���



�� OBJECTINSLUITEN CDraw5  ���

�

Skill Memory Table (p.248, SRII)

Skill Type	Rating (in Mp)

	1	2	3	4	5

General	10	20	30	200	250

Concentration	6	12	18	120	150

Specialization	4	8	12	80	100

Lanuage	3	6	9	24	30



Skill Type	Rating (in Mp)

	6	7	8	9	10

General	300	700	800	900	2,000

Concentration	180	420	480	540	1,200

Specialization	120	280	320	360	800

Language	36	70	80	90	300
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�SKILL SUCCESS TABLE (p.68, SRII)

Difficulty	Target Number

Simple	2

Routine	3

Average	4

Challenging	5

Difficult	6-7

Strenuous	8

Extreme	9

Nearly Impossible	10+



OBJECT RESISTANCE TABLE (p.130, SRII)

Category	Target Number

Natural objects	3

	(trees, soil, unprocessed water)

Manufactured low-tech objects and materials	5

	(brick, leather, simple plastics)

Manufactured high0tech objects and materials	8

	(advanced plastics, alloys, electronics)

Highly processed objects	10 or more

	(computers, complex toxic wastes)



BUILD/REPAIR TABLE (p.183, SRII)

Situation	Target Number

Working Conditions:

	Bad	+2

	Terrible	+4

	Superior	-1

Tools are:

	Unavailable	Usually not allowed

	Inadequate	+2

Reference material available	0

Working from memory	+(5 - Intelligence)



VEHICLE OPERATIONS TABLE (p.183, SRII)

Situation	Target Number Modifier

Complex	+1

Unfamiliar vehicle

	Nonstressful situation	+1

	Stressful situation	+3

Large vehicle of type	+2

Very large vehicle of type	+3

Bad conditions	+2

Terrible conditions	+4

Rigger in control	-(VCR Level x 2)



REMOTE HANDLING MODIFIERS (p.103, RBB)

Situation	Modifier

Urban Environment	+1

Direct LOS	0

Interrupted LOS	+1

Electrical Storm	+2

Drone/RPV Damage	As per damage

ECM in Use	See ECM rules, p.126, RBB

POSITION TEST MODIFIERS (p.106, SRII)

Terrain	Modifier

Open	0

Normal	+1

Restricted	+2

Tight	+4



ESCAPE TEST MODIFIERS (p.107, SRII)

Terrain	Modifier

Open	-4

Normal	-2

Restricted	0

Tight	+2



CRASH TEST TABLE (p.107, SRII)

Terrain	Modifier

Open	-1

Normal	0

Restricted	+2

Tight	+4



IMPACT TABLE (p.107, SRII)

Speed	Damage Category

1-20	Light (L)

21-60	Moderate (M)

61-200	Serious (S)

201+	Deadly (D)

Power Level: Speed ÷ 10 (round down)



VEHICLE DAMAGE MODIFIERS (p.109, SRII)

Vehicle	Target	Initiative	Speed

Damage	Numbers

Light	+1	-1	No change

Moderate	+2	-2	75%

Serious	+3	-3	50%



RAMMING TABLE (p.107, SRII)

Terrain	Modifier

Open	0

Normal	-2

Restricted	-3

Tight	-4



MOVING TARGET TABLE (p.108, SRII)

Relative Speeds	Modifier

Target’s speed less than or equal to Attacker’s	0

Target’s speed up to twice Attacker’s	+2

Twice to three times higher	+4

More than three times higher	+6



�

Duplicate these sheets all you like, just leave the file intact and all credits in it.	©((((
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