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Some people like to talk about the
peace and tranguility of nature.

Their eyes glaze over, and they rave about
coolbreezes, fresh air and flittering butterflies.

oooooooooooooooooooooooooooooooooooooooooooo

They're not paying attention, and that makes them easy pickings for any of the predators, including me. The Sisth World's 8
place of eating or being eaten. Sometimes the critters are waiting deep in the jungle; other times they're hiding in your bedroom closet.

Proving you're the fittest only ends when you aren't anymore. Know your prey—it's the only way to catch them.
But remember, you just might be something’s prey too.

Hunning Uil is & sourcebaok for Shadowrun, Fourth Edition. It presents a detailed overview of the animals, spirits, and
other non-metahuman entities that dwell in'the Sixth World: from mundane animals that have survived the incursions of mankind, to
paranormals that have Awakened, to emergent animals that have found their own ways to embrace the Matrix, to the spirits and feral
Als that may not even acknowledge metahumanity. Game rules and mechanics are provided for these beings and their unusual abilities,
but so are rules for characters ta interact with, ta augment, and to train the critters presented. Every living being is constantly in
search of its ecological niche, Hunning LUild can make & campaign home ta hundreds of them.
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Connecting Jackpoint VPN ...

... Matrix Access ID Spoofed.

... Encryption Keys Generated.
... Connected to Onion Routers.

> Login

> Enter Passcode

... Biometric Scan Confirmed.
Connected to <ERROR: NODE UNKNOWN>

“Every animal knows more than you do.”

JackPoint Stats___

38 users currently active in the
network

Latest News

* <051472> Last week, a major secu-
rity hole was found in the MoSoSo
software. Get security patch v12.5
immediately, and make sure any
SINs you're using aren't being used
by anyone else. — FastJack

Personal Alerts
*Your “xplOit3r” agent has an urgent
message foryou
*You have 12 new private messages
* You have 3 messages queued for
anonymous re-routing
*You have received 5 Metalink Friends
add requests
* You have 74 new responses to your
& JackPoint posts
* PDA: You have a meeting with Mr.
Johnson at Dante’s Inferno in 3
hours, 27 minutes, and 34 seconds

[map]

Your Current Rep Score: 55
(91% Positive)

Current Time: July 3, 2072,1532

| | PREEERENCES.

Welcome back to JackPoint, omae; your
last connection was severed: 5 hours,
13 minutes, 47 seconds ago

Today’s Heads Up

* Still wondering what that was
that tried to take a bite out of
you on the last job? Having a hard
time identifying some Matrix icons or
some astral signatures? This compilation
of files might save you from slotting a para-
zoology knowchip. [Tag: Running Wild]

Incoming
* Still clearing your head after the tempo high? Sorting through the fallout of the gangland wars? Want

to know what the underworld status quo loaks like now that the dust is settling? This file might be
just what you want. [Tag: Vice]

* Have you been wondering what our would-be lords and masters have been scheming of late in their
comfy ivory towers? Find out the latest buzz with our latest download. [Tag: Corporate Guide]

* Serious changes are afoot in the Emerald City. Brackhaven is governor, The Star has fallen. The
Shotozumi-gumi has taken a pounding. All this and more in our latest guide to the City on the Sound.

[Tag: Seattle 2072]

Top News Items
* Over the weekend, a Genetique lab in Calgary was badly damaged by subversives during a B&E. At

least 3 fatalities and dozens of injuries were reported when the animal containment systems were
deactivated. Conspiracy theorists are claiming that this incident is linked to a series of similar raids
on Aztechnology holdings in the area twenty years ago. Genetique representatives have refused to
comment. Seventeen different ecoterrorist groups have claimed responsibility for the attack. Link.

* The Corporate Court has issued a preliminary adjudication on the South China Sea territorial dis-
pute favaring the Pacific Prosperity Group, with the remaining contested areas due for further
arguments and adjudication later. Link.

* A unanimous vote by the CAS congress has caused the nation to adopt a new flag, after a long
grassroots campaign started by a Virginian school teacher. The flag is due to be unveiled to the
public at the North Georgia Military Academy in Dahlonega, Georgia, on the 4th of July. Link.
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Invited Guests
1 | Wyrm Watcher
Dr. Lucy Shapiro

; Posts/Files tagged with
“Running Wild™:

*Walk on the Wild Side
* Dragons
* Technocritters

* Animal Kingdom
* Infected

* Strange Spirits
* Protosapients
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With the taste ofbile hwvg on her tongme, Deepti could not bear to run any longer. Yet
to stop meant certain death. She could smell each ofthem, their odors as distinct as colors
ona palette. There were erning Wood and Cigar, two men whose smells mixed so thickly
in thejungle air you would think theg were lovers. Gun Oil scared her, for he carried the
scent of experience and death. The woman among the party stank ofa ﬂowery perfv\me,
the sort their kind dabbed behind each ear, the |ingerin9 kind. She was closest now, moving
cautiously through the underbrush. Deepti could hear her below, close enough to touch.
She could hide here, wrappeo{ in the twisting arms ofthis Banyan tree, but the lives inside
her would not stand that for long. They needed food, so she needed fooo{. Deepti wished she
could shift now, squeeze her slender brown bodﬂ deeper into the knotted limbs ofthe tree.
She wished she could cry for them, pvetend to be a human so the hunters would pass. They
would notﬁre ona pregnant woman. However, her true form had no human skin. She was
fmv, stripeo{ white and black, wiry whiskers, and blue eyes.

No, these fomr would not let her pass.

Deepti's nostrils ﬁared, and she lmptfvom the high Banyan branches with a piercing
roar. Perfmme spun mechanically, bringing her gun up an instant too slow to fwe. Deepti
was on her, teeth slicing through ﬂesh. Perfume’s scream died as a whimper between her
powerfmljaws.

“There!” Burning Wood shouted, raising a riﬂeto ﬁre. Deepti spun, trying to keep the
tree between her and her attackers. Wood splintered from the impact of bullets.

Cigar cried out, "Aim for the head, we need those cubs alive!”

Deepti froze in place. Hadn't she been the target? The Shapeshifter could smell Gun
oil far offto her ﬁank, circling in behind her. The two lovers approached fvom the front with
all appropviafz caution. She could not flghtthem all in her condition. Another moment, and
they would have her—have her offspring. Deepti would not let that happen. She reared up
on her hind legs and roared.

“Shoot now, shoot now!”

She shoved a set of claws and then a second into her own belly. The searing pain
buckled her knees and sent her to the ground. They would not have her young, not now.

“Shit.” She heard Burning Wood moan as her eyes fogged over. “Can we at least save
the fur?”
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THE LANGUAGE OF THE EARTH

Posted by: Ecotope

Permit me to begin at the end. Permit me to begin with you,
the reader, mutely scouring this document for information that
may be exploited for profit, never pausing to understand your role
in this super-organism we call biodiversity, never considering what
the Earth is saying to you. If this is you and you are looking for
the bottom line, here it is: black market fauna and environmental
goods account for 30 percent of the estimated trillion-plus nuyen
underground economy. Trash smuggling alone constitutes a 30 bil-
lion nuyen market, most of it flowing out of Japan and the UCAS
into puppet nations and corporate dumping grounds. There is
money to be made in capturing, killing, and cutting down what
the Earth has given us.

Perhaps we have Charles Darwin to thank for that. After all,
it was his Origin of Species that led to the survival-of-the-fittest
concept. Consequently, the world began operating under the
assumption that survival is a competition, picking winning and
losing species based on metahuman desires. Darwinism triggered
the idea that species can become endangered or destroyed out-
right, which instantly attached a price tag to fauna. His research
also led to the possibility of genetic superiority.

Over time, natural selection gave way to unnatural selec-
tion. We began to meddle in Mother Earth’s grand scheme. Some
species died while others, the ones corporations, philanthropists,
and sometimes governments had chosen, carried on despite what
nature had envisioned. This led many people, like myself, to believe
that the world needs saving from its self-aware inhabitants. Slowly,
we have fallen away from the natural world, from natural selec-
tion. In turn, the world has changed. Today’s world is cybered, it is
genetically enhanced, and the natural world—the great biodiver-
sity given to us by Creation—is responding in unpredictable and
sometimes dangerous ways. Some of us still believe that the Earth
speaks to us, though at times we choose not to listen. We should,
because Her language is that of survival. Her story is spoken in the
veins and leaves of that which sprang from the Awakening to prowl
the contours of our metahuman jungle, and it is cast in the bones
of what biodiversity is lost to history.

I speak for the bones.

Despite what the media has convinced you to believe, pres-
ervation of the Earth’s biodiversity remains the primary emphasis
behind so-called ecoterrorism. Because of what I do—who I've
killed—TI will always be seen as a terrorist, but the real terrorism
is what is happening to the natural world. Allow me to speak for
an Earth we no longer hear. Some of the information I provide
comes from my own experience. Some of it is research gathered
along the way. The data should offer insight into how the Earth
has responded to changes over the last century and warn you about
what changes may be waiting for us in the near future.

© Permit me to expose Ecotope for trying to cover his own ass. He's
just another terrorist trying to justify his actions by preaching the
gospel of the righteous. The truth is we are part of evolution. We
are part of ‘Mother Earth’s grand scheme.’ So all of this banter about
how metahumans are wrecking the garden is bullshit.

© Clockwork
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HORIZON MEDIA CLIP ::SEARCH::
EXTINCT SPECIES PROFILES FROM
2000-PRESENT

 African Gorilla

* Black-Footed Ferret

* Black Rhinoceros

- California Condor

+ Caspian Seal

» Cuban Crocodile

 European Eel

* Fishing Cat

« Gray Bat

» Grevy's Zebra

* Honey Bee (Africanized, Dwarf, Giant)

* Iberian Lynx

* Nine-Spotted Ladybug

» North American Panther

 Parachute Tarantula

* Polar Bear*

+ Rafflesia Magnifica

« Slender-Billed Vulture

« Striped Possum

» Sumatran Tiger

» Tasmanian Devil

« Tortoise (Ploughshare, Radiated)

Urgent Message...

*Reintroduced through the Doomsday Ark
Project

// upload Uniformat text file :: user Ecotope//
//add cut out //
// in-text references and bibliography removed //

BOOK OF THE DEAD
By Dr. Nerdal Ziusudra

It starts with a small loss, like the death of Coccinella novem-
notata, the nine-spotted ladybug. Such a loss might not seem
relevant on the surface, but in nature everything has a place and a
purpose. We are all connected. However, in 2071 there are fewer of
us to be connected than ever before. In what Ehran the Scribe calls
the ‘Sixth World, we are in the midst of an unprecedented sixth
extinction event. Science debates the triggers for this Holecene
extinction event, but the losses to Earth’s biodiversity have acceler-
ated over the past 60 years. There are now nearly half the number
of distinct species that existed prior to the turn of the century. The
Awakening had something to do with that, as did the sudden onset
of global industrialization and dependence on fossil fuels as carly as
the 1700s. Once we discovered that fuels deep beneath the surface
could power our cars and personal entertainment units, humanity
began searching in earnest wherever we suspected those fuels might
be. Science marched along, doggedly gaping at the wonder of all the
new species discovered in these previously unexplored terrains. We
saved most of what we found. What didn’t survive was any species
unknown and not cataloged before it was crushed under the wheels
of progress. Untold genetic diversity was lost to the slashing and
burning of rainforests in South America and Africa or poisoned by

strip-mining in Asia or North America.
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ANIMAL KINGDOM ...
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The losses are not limited to obscure insects or rare species
of frog. We have lost over 100 bird species that we know of. The
once thriving polar bear has been reduced to a zoo attraction
along with hundreds of other animals both known and unknown.
Honey bees are no different. The as-yet unexplained ‘Colony
Collapse Syndrome’ accelerated in 2012 and again in 2061. Albert
Einstein once posited, “If we were ever to see the extinction of the
honey bee, humankind would follow four years thereafter.” That
has not happened, but the food web collapse resulting from the
continued destruction of so many species has created conditions
for even more loss of life.

W are seeing an increase in hyper-disease conditions among
various species of plant, insect, and animal life. One such case is
the story of the cacao tree. Now only grown in scattered pockets
of Africa and Venezuela, cacao, the bean used to make chocolate, is
virtually extinct. The labor-intensive crop is meant to be harvested
only in fertile rainforests. Today, the few rainforests we have left are
battlegrounds and political footballs. What growers earn from their
sweat, states levy in taxes. The only economic solution is growing
cacao outside of its natural element. Despite scientific advances in
agriculture, cacao grown outside of its natural habitat faces extreme
risks of pathogenic fungal attack. On average, only ten percent
of any crop survives the season, which has made raw chocolate as
lauded an item as caviar.

Extinction events start with something insignificant but end
with the termination of at least half the species on the planet. Idon’t
claim to know how to stop it, but religions across the world point to
how we can survive it. We must collect living samples of everything
we can and preserve those samples until a time where the species can
thrive on their own again.

// End Uniformat text file :: user Ecotope//
//Timestamp: 02/11/72 //

o Following Dr. Ziusudra's 2067 article, a global diversity fund was
created with Draco Foundation funds to collect and store animal
specimens. Eco groups, zoos, and individuals brought genetic mate-
rial (bones, fur, etc.) as old as 200 years to be categorized and saved
in the chambers of what the media dubbed “The Doomsday Ark.”
Naturally, the mission to catalog the world’s remaining species was
led by Dr. Ziusudra, who then split his time between Oxford and the
Ark’'s home in Norway. In 2069, after receiving nearly a thousand
pieces of genetic material from Amazonia, Dr. Z announced a major
breakthrough. Unfortunately, we can only speculate on that break-
through. Dr. Z was extracted from Oxford hours before he was to
make his speech. No one has heard from him since then.

o Smiling Bandit

A GREEN (R)EVOLUTION

From the window of an airliner, metahuman cities look like
a surrealist’s interpretation of the earth into which they are cut.
Taillights run like red rivers between the blackened rooftops. People
march, tiny as ants, where our social super-organism leads them.
This metahuman jungle has eaten away at the natural world, de-
stroying habitats for all manner of species. However, not everything
on the planet is fumbling towards extinction. Left with no place
to live, nature adjusts to its surroundings. As a weed forces its way
through concrete, fauna evolves to survive in our metahuman spaces.
Arcologies and skyrakers contain spaces that can be inhabited by

e ——

Running

species that have adapted to exploit the available niches. The layers

of tunnels for sewage, utilities, transportation, and plumbing allow
animals to thrive and move beneath our feet. Rodents and insects
continue to develop the biological tools to create space in walls and
utility pipes and to find food and water in trash and storage.

© A lot of thisis accounted for by members of the species with ben-
eficial traits living longer and breeding more. They end up having
more offspring imbued with their protective traits. That's natural
survival, which is what Spencer’s concept of survival of the fittest
is all about.
o Nephrine

© Natural survival is a bit of a misnomer. For an endangered species
to survive it needs to do something completely unnatural. It might
be a small shift in diet or habitat. At times it takes genetic altera-
tion, either through evolution or metahuman interference.

© Snopes

Wildernesses have made a comeback within our cities.
In densely urban areas, tribal and religious groups often create
backyard habitats in respect for nature. Small mammals have long
found solace in groomed parks and golf courses. This continues
today as small wildlife—squirrels, fish, and birds—are brought in
to lend authenticity to the urban wilderness. While not the same
as the wild, it’s still similar enough to not disrupt breeding cycles.
Some corporate scientists are even working on ways to influence
migratory patterns to compel birds to migrate exclusively between
proprietary parks.

Interfacing with the metahuman world is only one way that
species survive. Others shunned evolution for revolution, migrat-
ing to extreme limits in order to survive. The key for these species’
survival is finding hostile or rugged environments far away from
metahumans. Diuca finches, for example, were once on the verge
of extinction, but now they survive on glacial ice.

Surprisingly, a handful of species survived through parthe-
nogenesis, or “virgin births.” Species of lizards and amphibians
that were believed to be extinct have been repopulating areas with
fewer numbers than thought possible. The parthenogenesis has
been happening largely in isolation throughout parts of Indonesia.
There is no evidence that either magic or genetic manipulation
played a role.

Not all species can adapt to the shifting habitat. Some
must rely on governmental protections or even magic to survive.
Everyone knows about the role magic has played in the restora-
tion of the Earth’s ecosystem. However, science has actually done
more to clean up pollution. Besides the reforestation of South
America, using magic to restore the ccosystem has had unpre-
dictable results. Instead, green-friendly nations such as Guatemala
turned to science, requisitioning genetically altered poplars, elder,
and bamboo trees to siphon up the toxic metals left behind from
years of illegal dumping.

The science worked in conjunction with governmental
protections. Governments, wealthy private citizens, and native
corporations all stepped forward to speak on the Earth’s behalf.
To protect biodiversity, no-hunting zones were established on
land and sea in the areas hardest hit by pollution, despeciation,
and other forms of biodegradation.
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© The private citizens Ecotope is referring to are dragons. Several
greats, including Lung and Ryumyo, have purchased land and set
it aside for wildlife. The Draco Foundation has been pouring money
into Iceland and Greenland to protect that part of the world from
industrial encroachment.

o \Winterhawk

© In the short term, the government protections are working—at
least in Australia. Economic studies have shown that limited com-
mercial fishing actually improved size and volume of fish caught by
twenty percent around these green zones.

o Kay St. Irregular

Science has prompted a green revolution in another way. We
have seen a slow reintroduction of species through cloning and
other techniques. Beginning with the foundation of the Native
American Nations, governments began to aggressively fund re-
search focused on eventually reintroducing species back into the
wild. On the North American continent, whole food chains were
reintroduced. Larger species such as the black and brown bear,
buffalo, elk, and moose have been reintroduced. These species
remain on the endangered list and are closely monitored by scien-
tists and eco-groups alike, but early indications suggest many will
eventually reach sustainable numbers.

Not all attempts at artificial restoration have been as suc-
cessful. In the early 2030s, a team of scientists working under
the direction of the Chinese government eradicated seventy-five
percent of the indigenous and non-indigenous species outside of
Wuyi Shan to combat a virulent strain of HIN9 avian flu. Their
intent was to replace the wildlife using samples collected prior
to the extermination. Unfortunately, only a small number of the
samples yielded growth. The international furor forced China to
discontinue its program.

A second controversial eradication happened in the 2040s
when scientists from what was then known as Yamatetsu lost track
of a bioengineered species of rabbit. The experimental species man-
aged to escape into the wild. Specimens were extremely invasive and
threatened to cause an imbalance to the ecosystem. The incident
garnered national media attention. The emperor reprimanded
Yamatetsu for failing to adhere to proper safety regulations.

In South America, doctors bioengineered once-extinct
cloud leopards and kept populations alive on private parks and
property. More recently, we have seen national parks exploited
by corporations as refuges and breeding grounds for their genetic
tests. Failures and questionable decisions will no doubt continue,
in spite of anyone’s best efforts at preservation.

THE FITTEST
There is no Yomi Island for storm dolphins. When the world

Awakened into a new age of magic, all manner of fauna faced
intrusion from novel species. With the natural order disrupted,
these paracritters found their ecological niches without regard
to metahuman restrictions and laws. The distinction between
mundane animals and paracritters arose out of the need for self-
preservation within the animal kingdom and our metahuman
desire to categorize what we fail to understand. Some metaspecies
exist within packs of normal creatures. Metaroos, for example, are
Awakened kangaroos that live within packs of mundane Australian

Word on the Street Interview

What'’s the difference between normal
and paranormal creatures?

“Paranormal creatures cast spells, right?”
—David, Seattle

“Paracritters are of the old world. They returned
to us during the Awakening like the unveiling of
a Tolkien fantasy.”

—Paris, Munich

“It's the next step in evolution. We live in a
new world, where you are required to adapt ei-
ther through magical or technological means.
Paranormal creatures are the ones best equipped
to deal with evolution.”

—Sarah, Boston

“Paranormal creatures, or metaspecies, possess

innate paranormal abilities, such as exceptional

resistance to diseases or poisons. Some even have

offensive or spell-based abilities that make them

extremely dangerous if allowed to roam free.”
—Constance, Hokkaido

kangaroos and often protect the pack from attack. Other species,
like the stormcrow, have separated from their progenitors because
of differences generated by their Awakening.

o By differences, Ecotope means legitimizing the term “murder of
crows.” Stormcrows are fiercely territorial, especially in regards to
their progenitors. The omnivares have been known to murder mun-
dane crows on sight.

© Glasswalker

Curiously, shapeshifters are seen as neither metahuman nor
beast, and they are generally treated as outcasts by both species.
This is the inherent problem of evolution. Often, the selected spe-
cies discovers that it has no place among its progenitors and must
find others like it to form a community. Unfortunately among
many of the Awakened species, they are so rare that they must find
a like-minded species with whom to coexist for survival.

Also working to find their place in the animal kingdom are
sapient races. Anyone with access to a trid knows about dragons,
but the average world citizen is barely aware that other non-
metahuman sapients exist. Though overlooked by metahuman
society, they are not without allies in their struggle for acceptance.
Several governments have created organizations to protect the few
rights granted to other sapients. Advocacy organizations also reach
out to metasapients. PETA and the World Wildlife Federation
are crucial to the drive for sapient rights. They provide sapients
with protected lands as well as the means to have a voice among
metahumanity. Finally, non-metahuman sapients have each other.
Sapient species and metaspecies often cooperate in recognition of
the threats they all face. Merrows, for example, work beside storm
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Aetherpedia Query:
Word on the Street Interview Database

Should sapient creatures have rights?

“What rights? Citizenship? Voting rights?
Marriage rights? Do you really want to see that
happen all over the world? They put a dragon in
the White House for fuck's sake.

—Stephan, UCAS

“I've heard the talk about sapients getting
rights, and | say why not? Sasquatch and centaurs
live among us with no difficulty. If these species
are willing to abide by the laws of our saciety, then
| have no problem welcoming them as equals.”

—Kelly, Tir Tairngire

“How do you define sapience? Is the orang-
utan who thinks to cover his head with leaves
to shield himself from the sun sapient? | think,
therefore | am? But how do you ascribe rights
to that? How do you force a separate species to
abide by metahuman law?”

—Tobias, Guatemala

dolphins to protect themselves from hunters as well as natural
predators, including krakens and megalodons.

///Begin Transcript///
Source: Interview with Badriya Yoruba
(Global Report, June 2071)

The laws of sapience vary globally, though the International Bill
of Meta-Human Rights (IBMHR) and the Corporate Court have
standards that signatory organizations are expected to heed. Western
culture acknowledges sapients but rarely extends us the courtesy of
metahuman law. There are exceptions. Sasquatches and dragons have
been made legal citizens. Yet naga are still considered pets in most
Western countries.

Recognition in Western nations often depends on how much
money or power your race commands. Acceptance only came for
castern centaurs once they had legal control of the Lake Louise
colony. Eastern cultures show a very different philosophy. Our cul-
tures still believe in the history that came before this Sixth World. In
Angkor, naga are worshipped as royalty. We Azanian Centaurs have
been treated as equals since the Awakening,

Some people fear that the rise of sapients will bring metahu-
man dominance to an end. Others see us as an interesting piece of
science to be caged, observed, and finally dissected. Bounty hunters
are paid top dollar to capture sapients so we may be domesticated.
Imagine a life lived from behind a cage where you perform tricks to
be rewarded with food. Far too many of us lead this life.

///End Transcript///

© The government of Yakut recognizes leshies as citizens. It's part of
their new social outlook. Give refuge to everyone who can help keep
your government afloat. The policy hasn't really worked. Despite

W A

having what's believed to be a sizable population, these beings
simply have no interest in interacting with other societies.
© Snopes

© Humanis is a major threat to non-metahuman sapients. They view
these people as an abomination that must be destroyed. They gen-
erate a lot of anti-sapient propaganda on the Matrix, riling up their
fringe members to go out there and bag a sapient for the cause.
Humanis strikes the young. They send in scouts to find out where
sapients are dwelling and then let the militants take action.

o Aufheben

® |sn't there anyone out there to stop Humanis from doing this?
© Baka Dabora

e Not really. The average person knows deep down that Humanis is
right. There are scattered support groups that tote animal rights but
most of them are hunt saboteurs like the Animal Rights Commission
(ARC) who are interested in preventing animal abuse but not putting
sapient beasts on the same footing as man.

© Marcos

EVERYDAY COMPANIONS

Animal life is an integral part of metahuman society. Every
kid has either owned or wanted a pet. We give them names like
Chopper or Sandy. We teach them to fetch. We feed and water
them. When they get too old, our parents tell us they went off to a
special farm where they can roam. We learn compassion for these
creatures that live alongside us. We engage in anthropomorphism,
expecting them to have the same ethical outlook on the world that
we do. If they die young, we flush them down the toilet or bury
them in a shoebox in the backyard.

But this is not our only daily interaction with animals.
Animals are our food, they protect our private spaces, and they
even help us make critical scientific advancements. In the 2070s,
animals are deeply integrated into our culture and belief systems.
In feral zones, where the death of a single goat could mean the
loss of food for a month, animal life is crucial to the survival of
metahuman life. PETA and their ilk have manned the battle lines
for years, reminding us that our survival depends on the animal
lives we so readily overlook. Here are just a few of the ways that
animals affect us every day.

HOUSE PETS

I grew up a cat person. Until university, I believed that dogs
were the genetic offspring of wolves, and everyone knows that wolves
are not meant for the metahuman world. It turns out that dogs are.
“Man’s best friend” is more accurately man’s best science experiment.
We have bred dogs the way high school kids breed fruit flies in sci-
ence class. Each successive generation bccoming more spccializcd, the
process more perfected.

Today, personalized pets are the norm. Be it dog, cat, snake,
gerbil, fish, or bird, you can tailor the breed that you want if you
have the cash. Have allergies? Go hairless. For a few nuyen more,
you can add extra genetic manipulations such as hypo-allergenic,
glow in the dark, stunted growth, and so on. Six to eight weeks
later, you can pick up your personalized pet security-tagged to
your SIN, inoculated, and spayed or neutered per the law.

Enm
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© Once upon a time, if you wanted a dog you'd go down to the local
Humane Society and browse the racks. That still happens from time
to time, but there are fewer and fewer such places. Unless the owner
is dead, the pound can check an RFID for owner info, and then send
the pet home along with a bill for the trouble.

© Sticks
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© Puppy mills have also been nearly eliminated, as traditional breed-
ing is no longer cost effective. Designer Genes and its competitors
have introduced dogs, cats, and custom pets engineered with popu-
lar features like hypoallergenic fur. They've priced many of them
cheap enough for the common man to buy.

® Pistons

House pets exist to please their metahuman companions. If
your little girl still wants a horse, you can order up a pony that stays
that way until the kid turns sixteen. But what happens when she turns
seventeen? Pet dumping is a global issue made worse by genetic engi-
neering. Most pets bred for indoor environments die quickly when
left to survive on their own. The ones that do make it turn feral, creat-
ing a dangerous problem, especially in suburban areas where there is
enough ground cover and prey for these creatures to thrive.

SECURITY CRITTERS

Guard dogs remain a key element in any security network.
Canines are cheaper than metahumans, they don’t go on strike, they
can’t be bought off, and usually they can’t be hacked. Other animals
have also become critical to the modern security network.

Today, biodrones take an increasing percentage of the secu-
rity responsibility. Rat and bird drones play an increased role in
providing covert protection in a discreet manner. Advancements
in cyberware have led to heavily armed attack dogs being net-
worked to a security hacker and upping the offensive power basic
security animals can provide.

Paranormal animals have been trained and added as expen-
sive options to security. The Barghest and Hellhound are the most
common, as dog trainers had a relatively short learning curve to
handling these beasts. However, the cockatrice, chimera, and oth-
ers have all been used effectively.

FOOD ANIMALS

Pollution and lack of working space challenged many animal
businesses in the first half of the 21st century. The introduction
of prion diseases stifled imports and exports, and by 2015 forty
percent of the world’s meat industry went bankrupt. This, along-
side increasing fungal problems with many of the world’s crops,
allowed the dominance of soy as food for over half a century. To
get back into the game, companies turned to smaller animals like
crickets, frogs, and krill for food production, as they are easier to
farm and process into larger imitation foodstuffs. Larger species
such as cows, sheep, and even chickens are now considered luxury
foods due to the high cost at which they must be sold in order
to sustainably farm them. We have science to thank for giving us
cheap substitutes cultured in living laboratories.

SCIENCE’S LITTLE DARLINGS
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physiological traits with metahumans that make them valuable for
studying diseases and treatments. Under different sets of corporate
laws, it varies to what extent animal testing is performed as opposed
to other solutions, including computer simulation. Most of the sci-
entific testing performed on these species has occurred for hundreds
of years. At the same time, new studies emerge daily—including
those tied to the interactions of modern science and magic.

From the scientific perspective, there has been an upswing in
cybernetic interface testing. Scientists use critters with physiologies
similar to metahumans before running metahuman function tests.
The belief that non-sapient fauna can be wired to the Matrix and
perform instinctually in that setting has led to a whole host of novel
tests. On the magic side, experimentation with spell formulas and
spirit hosting has led to a phenomenon of spirit life mimicking ani-
mal life. I will discuss each in turn.

Technocritters

Electronic pets have been around since the 20th century.
These were initially simple scripts or semi-autonomous know-
bots with a rudimentary level of understanding akin to that of
a common animal. Over the last few years, scientists have begun
investigating claims of electronic pets that have a physical form.
These “technocritters” are named for their similarity to the meta-
humans we call technomancers.

® VYes, kids, the word of the day is bullshit.
© Baka Dabora

© No, read my posting on technocritters. This is legitimate.
© Smiling Bandit

House pets, predators, and even insects have been identified
as technocritters. Some hackers have had limited success in com-
municating with these digital entities. Based on early analysis, these
personas do originate from host bodies. The electronic wolf wander-
ing across nodes has a meat body waiting for it somewhere in the
natural world. How this occurs is a matter of endless speculation.

Spirits

Magical phenomena are subject to endless research. As
our understanding of basic principles grows, thaumaturgists
work towards deeper revelations about the metaplanes, cycles
of magic, and interactions with various species. Spirit hosting
research gained notoriety during the Chicago Incident, when
we discovered that sapient spirits could aggressively invade a
metahuman host.

The Incident led many state and corporate entities to un-
dertake research to combat this phenomenon. Researchers began
experimenting with various types of spirit hosting, generally using
animals as hosts. Once released from binding, many of these spirits
were able to continue existing on our plane. Often, they chose to
retain their animal forms. Other free spirits have assumed animal
lives without being summoned. This animal mimicry lacks a scien-
tific basis, but it may be due to a spirit’s lifestyle choice.

THE HUNTERS’ WORLD

Today, several species are under threat of extinction because
of the metahuman element. There are species harvested for scien-
tific research and food or bred for so long in captivity that they are
no longer capable of surviving in the wild. Many value their parts
or hides, so we hunt them. In some instances, hunting these species

is legal sport designed to curb a burgeoning animal population.
In other instances, it is punishable by death. Subsistence hunting
has been allowed in most civilized nations as animal populations
have risen. Native tribes in the NAN, South America, Africa, and
China have reestablished wildlife refuges, returning the land to
the wild. Many also establish zones outside of these refuges for
subsistence hunting. With proper licensing, a tribal member can
hunt deer, elk, and others for food. The same types of licensing
requirements exist for fishing throughout most of the Sixth World.

This puts some governments directly in the crosshairs of po-
litically savvy animal rights groups like Save Our Seas and Sierra
Inc. Animal rights groups don’t agree with the population control
argument. They point to North and South America, where hunt-
ing an animal in one nation would be illegal over a border just a
few miles away. These groups suggest that animals should be safely
relocated to parts of the world where they are underpopulated as
opposed to letting them collect in small pockets only to be gunned
down under the guise of overpopulation.

The worst offenders, nations such as Aztlan, Japan, and the
UCAS as well as some members of the Corporate Court, attract
the militant attention of TerraFirst! These ecoterrorists repeatedly
spotlight the cruelties that these nations condone. Media atten-
tion intensifies the dispute between corporations and nations over
what is actually allowable. While they promote themselves as eco-
friendly, Japanese corporations continue to harvest whales in the
name of science, but we know the parts just end up as a delicacy
on some exec’s plate.

e Legal hunting isn't always fun and games. Predators get con-
cerned when hunters come nosing around their territory. But if
you're in a place that has regular hunting, then the predators will
usually leave you alone.

© Glasswalker

o Other times local predators will decide to come after you. That
happened to us on a recent trip. This corp stiff was playing with his
gun, pointing it at a pygmy goat that had wandered into our camp
and pretending to pull the trigger. Out of nowhere comes this lion-
ess, big as day. The thing was on him faster than my wires can move
me, biting and scratching until he couldn’t move any more. We had
to put her down and medevac the camper. Our guide figured she was
hunting that goat and felt a little angry about some weekend warrior
taking away her kill. After that | started putting up a perimeter and
keeping watch at night.

® Rigger X

o Even after you've dealt with the critters, the metahuman ele-
ment sneaks up on you. Preserve security guards are always circling
every dead carcass like some kind of four-wheeled fly. They won't let
you take the body off their land without you paying a species fee.
Depending on the breed, that could cost up to 3500 nuyen. The police
aren’t the only ones that you need to beware. Places like the NAN,




Azania, and Tasmania are filled with rogue tribes or rebels that just
don't agree with what the government says you can do on their land.
© Kane

I bring this up because the legal hunting of protected spe-
cies is the biggest problem that no one talks about. In some ways,
nations and corporations quietly support the hunt by providing
access to rare critters. The fine line is distinguishing between
awareness and spectacle. Many nations offer safaris and national
park tourism. The money made from these practices funds con-
servation projects to help preserve species on display.

Unfortunately, the more access people have to rare species, the
more likely that someone will want to own one. There is a high level of
prestige that comes with owning a rare pet, and there is no shortage of
buyers for exotic animals. Nor is there a shortage of people willing to
provide such rarities, for the right price. Wildlife trafficking and smug-
gling has blossomed into an 80 billion nuyen industry, which is enough
to make even high-level government officials avert their eyes. In 2068,
Japan’s speaker of the house, Yohei Eda, was arrested for his role in an
illegal whaling operation. Eda’s company had been selling whale parts
on the black market for close to 5 million nuyen a year. Black market
animal trading is very similar to organlegging. In some regions, the
cartels can profit more from illegal animal parts than from narcotics.

Moving fauna has gotten even easier lately thanks to govern-
ments muddying the waters with conflicting policies. With global
political instability, it has become difficult to keep up with what is
legal. There are different laws under different regimes, which make
it impossible to keep a species on the protected list long enough
to make a recovery. Even when the laws stay on the books, it only
takes a bribe to make law enforcement look the other way.

o | did a field trip to Amazonia last year. The toughest part of our job
wasn't bagging the prey, it was dodging local authorities as we made
our way back out. Cops down there believe in shoot first, shoot some
more, then file a report about the corpses they “found.”

© Glasswalker

o |llegal safaris are like shadowruns—your last job is your calling card.
If you want to build clients, you have to prove that you have what it
takes to go to the tough places. Places like Amazonia or the Ring of
Fire. The rich clients want to go where it's dangerous to travel, then
they want to successfully hunt there.

© Mika

The problem is more apparent in species that have not been
around long enough to have gained rights. A significant number of
Awakened species are sought after for live capture. In addition to the
highly coveted sapient races, seadraka and barghests have been gain-
ingalot of attention on the black market. Seadraka have a number of
unusual genetic rearrangements suggesting that they aren’t a naturally
occurring species, which has scientists curious. Barghests, though dif-
ficult to train, have become increasingly popular for security duties.

© | get a lot of requests to track down wodewaose for corp scientists.
The creatures have an unusual ability to carry metahuman diseases
without being affected by them. The people | work for think that
wodewose could be helpful in creating antibodies to modern diseases.
o DangerSensei

o Ditto for wild minotaur, but the bounty here is limited to females.
There are at least 27 parabiological institutes worldwide offering
better than 200K for a living female.

© Sticks

Any type of hunting is available if you're willing to take the risk
and spend the money to make it happen. From time to time, Mr.
Johnson may be looking for runners to escort a client who wants
to try low-tech hunting. It’s usually corporate bigwigs desperate to
put some miles on their bows, but it might be a street runner or
martial artist who has decided to go hand-to-hand with a bear on a
bet. There are organizations that specialize in this type of thing. A
group of former Jaguar Guards living in the Yucatan lead what they
call Sangre Cazar. The only rule for these types of activities is you
pay in advance.

© There's a BrightEdge offshoot down in Morocco that has been
running combat tours through Cambodia. The idea is you face off
against hostile native wildlife using only whatever implant weap-
onry you have. Turnout has been pretty high over the last two years.
Of course, so has the casualty rate.

© Kane

The guide fee is only one of the tithes expected from modern
hunters. With the increase of magic and spirits, religious beliefs
have hclpcd establish a culture of caring and respect for animals,
especially in tribal regions. Any hunter who took game without
thanking the spirits will need to be wary. Outsiders may pay double
or more because their presence tends to upset the spirits watching
over a flock.

The return of magic has also created a market for Awakened
species. Some animals are hunted just for the meat. Sources tell me
that peryton and wild satyr have both been used as special ingre-
dients by top chefs. While the killing of those particular animals
is often illegal, some of the new species can be hunted legally for
food. Devil jack diamond steaks sell for 100 nuyen a plate outside
of North America, making them the Kobe beef of the 21st century.

© Hunting sapients is no less obscene than hunting metahumans,
but it happens. Scientists, even collectors, pay top nuyen for sapient
creatures. The price goes up if you can bring it in alive.

® (lasswalker

© There are also people who just want to keep them as pets. The
ultra rich try to show off to each other by acquiring unique posses-
sions. Imagine bringing the CEO over to your mansion to show her
the storm dolphin you've been keeping in a private pool.

o Dr. Spin

o Metahumans will hunt anything that presents a challenge.
Sometimes we even hunt our neighbors—it pays the bills.
© Sticks

Sometimes parting out an animal is more profitable than sell-
ing the whole thing. Many ancient mystic remedies carry magical
healing properties. Some of those remedies require rare animal
parts that the sick party must wear or ingest. Stymphalian eggs and
a mermaidSs pituitary gland are both thought to be aphrodisiacs—
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both are sold separately on the black market for hundreds of nuyen.
Animal parts are also used as spell components in some magical tra-
ditions. Modernists frown on the practice because of the potential
confusion with blood magic.

o PETA takes particular exception to the use of newly Awakened
species as food. The organization has been known to boycott res-
taurants that sell dishes containing Awakened meat. Generally, the
boycotts lead to a health services investigation. When the boycotts
don’t work, they get dirty: harassing the chefs and threatening vio-
lence against them and their families. A chef at Seattle's Blue Room
had his car bombed last year when word leaked that his seafood
surprise was actually meistersinger meat.

® Riser

Ivory is still considered a symbol of wealth, much to the displea-
sure of the elephants assassinated yearly for their tusks. Ivory is joined
by saber-tooth cat tusks, wild satyr horns, and bandersnatch pelts as
the most widely hunted animal parts. Moving animal parts and furs
has been a long time staple of the Vory’s criminal empire. The crime
syndicate has built networks throughout the world dedicated to the
safe passage of their material. Vladivostok is known to be the heart
of the network, but it is unclear who actually runs the operation.

© Check the employee roster for Evo's shipping organization. I'm
sure you'll find someone who can point you towards the smugglers.
o Mihoshi Oni

o (olden boar tusks are highly regarded as ingredients for telesma.
Unfortunately there are no more than 800 of the species left in the
world, so acquiring a tusk is rare indeed.

® Lyran

POACHERS

The largest problem in wildlife preservation is poaching,
the theft of fish or game from protected areas. A poacher treats
a wildlife preserve like the neighbor’s farm. They take what they
want and don’t care what happens next. Poaching is dangerous
to the environment. Popular hunting targets such as wolves helps
curb the growth of less hunted breeds such as squirrels or raccoon.
Deer and their counterparts play a role in dispersing plant seeds
throughout their habitat. If the species are wiped out, then the
habitat can become unstable.

Hunting advocacy groups attempt to blame the problem on
hostile Awakened creatures. A few bush tribes have bought into
this philosophy. Under their jurisdictions, poachers are permitted
to hunt the Awakened breeds with the intent that mundane breeds
will prosper in their absence.

o |t would take a fool to believe a poacher. Someone high up in the
tribe must be getting paid by the poachers to smooth things out
with their people.

© Haze

o African tribes are not always driven by money. With the constant
struggle between the tribes, leaders often sacrifice their land in
exchange for military support and weapons.

® Kane

Poachers are hunters with one fundamental difference. A

hunter kills for sport, but a poacher kills for volume. Poachers are
paid based on the number of animals they bring to market, while
a hunter is paid for the quality or scarcity of his victims. Poachers
hunt everything from wolves to bison. These aren’t rare animals,
but they will become rare if poaching isn’t stopped. Except for
green countries like Amazonia or Tasmania, governmental wildlife
preserve agents don’t have the manpower to stop poachers. Not all
governments enforce their poaching laws.

e The government is part of the problem in Aztlan. High-ranked
officials head several of the country’s poaching rings. If the police
get too close to the operation, then the officials pull them off the
investigation. They have even been known to kill officers who do
not cooperate.

© Marcos

© The terrorist group La Venta used evidence of corruption in the
Department of Wildlife to justify the Cinco de Mayo massacre. Sixty-
eight government employees were killed in Tenochtitlan when a
Distrito Federal office building was bombed during an office party.
© Beaker

o | heard Cinco de Mayo was actually a professional hit on Aztech
Senior VP Carmelita Rocha. She was supposed to put in an appear-
ance at the party with members of the Wildlife Preservation Board,
but she didn't show up.

© Riser

Animals used to stand a chance of avoiding poachers, but
technology has made that impossible. Poachers have sophisticated
traps to capture the animals. At times, these devices include military-
grade weapons tested by poachers for various corporations. It’s a
sweetheart deal. The poachers get tougher weapons, while the corps
get field testing. Poachers also form alliances with local smuggling
syndicates, paying them off with weapons or corporate contacts to
move poached fauna out of the area.

o Don't overlook the role of the pirates, especially in minor nations
where we are what passes for law on the open seas. Poached goods
move through pirate waters, sometimes carried by the pirates them-
selves and sometimes by corporate vessels that leave port without
the poached goods and then make an exchange with one of our
ships on the open sea.

© Kane

ANIMAL CONTROL

Most animal rights groups believe that all bounty hunting
should be illegal, but you’'ll be glad that hunters are out there
when you spot a loup garou hustling down Madison Avenue.
Legal bounty hunting, or animal control, has made professions
like the ratcatcher crucial; only today it’s devil and demon rats that
exterminators chase through attics.

The Awakening blurred the lines between hunting and pest
control, as Awakened species often disrupted the food web, caus-
ing sudden overpopulation. Australia has the most problems with
wild population. Most countries offer a reward to track down
something that doesn’t belong. Corporations sometimes offer in-
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centives to exterminate pests from their buildings as quickly and
quietly as possible.

The more destructive paracritters can disrupt businesses
and pose a threat to customers. These creatures often hold a fixed
government bounty. In Australia, bounties are by the pound for
smaller animals such as rabbits and rats and for each individual kill
for larger predators. Quebec’s Ministry of Wildlife has a standing
bounty on all paranormal creatures from 50 nuyen for a devil rat
to 100,000 nuyen for a wyvern.

© | egal orillegal, bounty hunting is contract work. You have to go
to where the work is because there really isn’t that much of it. The
bounty hunter's holy grail is a steady job. When you find work, it
could be a little thing like helping the corps track down one of their
experiments that has gone missing. Other hunters are lucky enough
to be contracted by corporations to serve as wildlife consultants.

© Traveler Jones

Being a bounty hunter doesn’t necessarily mean you have
to kill things. You're just as likely to be contracted to capture
wildlife. Places like Korhogo along the Ivory Coast, Mumbai, and
Muscat in the Arabian Sea are havens for dealers in rare creatures.
Interested parties use live specimens for breeding, security, scien-
tific research, and private collections or zoos.

o The downside of live creatures is transporting them. Smuggling
a crate of guns is nothing like transporting a hostile creature. If you
can manage to keep it sedated, you still have to figure out how to
keep it healthy and hidden during what could be several days of
transportation. All this is before you even begin to consider border

patrols, rival hunters, or ecoterrorists, all of whom have a stake in
seeing that you don’t escape with your cargo.
© Turbo Bunny

© A majority of smugglers won't touch live cargo runs. There are
simply too many risk factors involved. Bounty hunters make a habit
of working with smuggler crews with whom they have an estab-
lished personal relationship.

® Rigger X

This area of bounty hunting is not limited to capturing danger-
ous animals. There is a demand for fertilized embryos, which can be
harvested in only one of two ways. Either you raid a facility breeding
the type of creature you've been contracted to capture or you capture
a pregnant creature in the wild. The latter is pretty tough to do, espe-
cially with highly sought after embryos like that of the lesser roc. A

roc’s nest is usually in a cliff face, far away from potential predators.

© | 3os is teeming with animal genetics |abs, especially near Salavan,
where the villages are mostly under corporate control. Corporations
lease the space from the Vietnamese protectorate in exchange for
economic relief.

© Nephrine

e Hunts happen a lot closer to home than you might think.
Corporations make a habit of housing specialized laboratories in the
run-down sections of cities. You're more likely to find a top secret
animal genetics lab in the heart of Redmond/Seattle than in the
Congo. That's why it's front page news when a creature escapes.

® Butch
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“Heel.”

The hound immediately stopped its chase and ran back to Saremae. It pao{o{ed softly toa sh)p and
sat to her left. Hot breath billowed out across the animal trainer's leg, mncomfortablﬂ warm. Saremae
kneeled down beside the dog and fed him a treat as she mfﬂed the fmr behind his ears. “Good bog.” She
stood back up and mpped a few buttons on the console. At the end ofthe 50\»’0(, a drone wheeled out from
the storage shed below. It was wmpped in ballistic gel and wearing a Kniglnt Errant uniform. From the
waist up, it resembled a patrol offlcer fairly accurately.

“Zeig!" she called out, and the hellhound tensed beside her. “Enfer!” It |oped forward, swinging
out in an arc, and flre began to build up around itsjaw. Saremae tapped another button on the console,
and sounds ofgmnﬁre echoed around them. The hound didn't stop; it continued the charge and belched
out a long gout ofﬁre at the mniform. Passing behind the drone offlcer, it belched again and turned
back toward Saremae.

This was the second week that they'd been working with simulated combat noise. He was getting
better. The ﬁrst time she had flred blanks at the drone, the hound had cowered down next to her, afmid
of the noise. Saremae worked with him fwst because he was the alpha in the pack. Once he was trained,
the others would follow him instinctivelg and learn fasbar. At least, she hoped so. Behavioral studies with
hellhounds were heavily biased, mostly because the authors liked their hounds and each pack had its
own personalitﬂ dynamics.

“Heel.” She disabled the noise generators and gave him another scratch behind the ears for completing
the task properly. Saremae looked down at the dog and smiled. “Good bog.” She petted him some more
until he barked twice, asking for the treat he was supposed to receive. The trainer held it out for him in
an open hand. “Good boy.”

Saremae walked the hound over to the side yard, where his pack was waiting for him, and then
went back inside the building. She picked up her AR glasses on her way through the veterinary clinic to
her oﬁ:lce. When tvaining her animals, it was always importomt that nothing come between her eyes and

theirs. It was a small price to pay, and this gave her a legitimate excuse to not answer every commcall

immediately. Scrolling through messages, Saremae stopped at one tagged from Clockwork and opened
the AR window.

“Hey Sare—I'm looking to take up a new hobby. Do you have any leads on where I can find a dog
that can sniff out technocritters?”

Even though she dealt with mostly paracritters, the call made sense. Saremae was much closer to
the critter market than her friend. She placed a few calls of her own and began trying to find a hound.
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ADVANCED CRITTERRULES................

RUNNING CRITTERS

Posted by DangerSensei

As long as we're talking about critters, I thought I'd give a
brief rundown on some training tips and tactics I picked up from
Eagle Security. As many of you may know, Eagle specializes in pro-
viding trained animals to their security clients. They’re best known
for paranormal critters, but they do a lot with normal critters and
they’re exploring the options for technocritters as well.

CORPORATE USE OF ANIMALS

All of the megas use animals to some extent. For the moment,
I’ll focus on security, since that’s where runners often encounter
animals (unless, of course, you're hired to extract a goldfish after a
nasty custody battle—and yes, I did, and no, it wasn’t fun). While
alot of attention gets paid to the paranormal critters, there is a
strong demand for normal animals in the realm of security. There
are three main varieties of animals used in mainstream corporate
security. More experimental, cutting-edge applications are being
explored, but for the moment the following are the ones you're
most likely to see.

MUNDANE CRITTERS

The basic, plain vanilla critters are the ones you're likely to
run into and by far the most common. Generally speaking, these
animals are placed in situations where their natural behaviors can
be exploited. Drug-sniffing dogs or horses used by mounted pa-
trols, for example.

The decreasing costs of drones, compared against the costs of
animal training, care, and handling, have made mechanical secu-
rity measures a more attractive option for many smaller companies
and the average homeowner. Drones have additional drawbacks,
however, such as software and hardware maintenance. While a
well-trained dog may provide up to ten years of security, a drone is
often obsolete within three to five years.

In some cases, critters can even provide a legacy system—the
first generation breeding and then training their own young in the
new behaviors, and so on. This is often seen in swarms, mischiefs,
and packs of animals that are more instinct-driven. Once a new
behavior is introduced, the adults pass the behavior on to their
offspring.

© The absolute weirdest example of this I've come across was a
place that had a flock of peacocks nesting on their grounds. The
birds screamed anytime something—a person, another large animal,
or a vehicle—entered their territory. Effective alarm system-and
damn near gave me a heart attack. The things sounded like women
screaming for help, | kid you not.

© Mika

There are other benefits to using normal critters. In today’s
urban centers, living pets have been replaced by drones and VR
companions. Those live pets that are still popular are often smaller
and designed for living in dense urban housing enclaves. At the same
time, the proliferation of drones—patrolling the streets, stocking
store shelves, delivering packages, etc.—has instilled in society a
familiarity with mechanical assistants. As such, casual thieves and
city dwellers are often more accustomed to seeing a drone than an
animal. That unfamiliarity makes critters more intimidating,

EAGLE SECURITY, DEPARTMENT OF
ANIMAL TRAINING AND DEPLOYMENT
Animals have been humanity's most loyal
companions and fierce protectors for millen-
nia. Thousands of years of selective breeding
developed creatures designed for human needs—
protection, companionship, labor, assistance.
With modern times come modern methods of
training, including the ability to customize a
creature from its genes up to perfectly fulfill the
desired role. At Eagle Security, we are leading the
field in the training and placement of animals de-
signed to complement our clients’ security needs.
\We believe in combining our patented training
methods with the appropriate use of biological,
genetic, or cybernetic enhancements. All clients
receive access to our comprehensive library of
animal care and training tutorials, and we provide
around-the-clock call-in support with any pur-
chase. Short-term and long-term leases are also
available. For those looking for a comprehensive
package, security consultations are available.
For more info, visit Eagle Security today!

Unaugmented critters also are immune to hacking or riggers’
tricks, and they are much less bribable than metahuman security
guards if properly trained.

© Hacking a home's CHN and turning off all the alarms, subverting
the drones, and unlocking the doors doesn't mean squat if there’s
a yappy little ball of fuzz inside barking its head off when you try
to tip-toe in.

o (litch

Finally, regular critters are easy to procure and (comparatively)
inexpensive. Many training programs have been around for decades,
even centuries in some cases, and there’s a large body of work de-
voted to critter care.

AUGMENTED CRITTERS

The next step is a logical progression, considering our obses-
sion with improving our own bodies with bioware, cyberware, and
genetweaks. Animals were the first testing ground for the technol-
ogies that metahumans take for granted today. Augmented critters
come in a variety of mix-and-match flavors to suit every taste.

Unfortunately, there are some serious drawbacks to augment-
ing critters. One is the common problem with cyberpsychosis.
Critters with cyberware tend to become more aggressive and
prone to a varicty of psychoses. This isn’t necessarily a bad thing
when you're talking security forces, but it can become a serious
issue with critters that need to interact with the public—such asa
drug-sniffing canine at a train station. A common side effect of the
increased aggression is the difficulty with breeding behaviors, in-
cluding savaging their own young. Augmented critters are almost
always single-generation creations; each new generation needs to
be augmented and trained anew.

Urgent Message...




Augmentations run the gamut from purely cosmetic to fully
functioning biodrones. The costs to create, train, and maintain
augmented critters make them much rarer, although they are often
correspondingly more useful.

Generally speaking, it takes a specialized veterinary facility to
service critters. Outside the larger corporations and the occasional
paranoid crime lord, most companies and people don’t have the re-
sources to support a full operation like that. Accordingly, a number
of corporations have sprung up to fill the niche, catering to mid-
sized companies and the security-conscious wealthy. Telestrian is
one example of an AA corp that provides full augmentation services,
including breeding, training, placement, and ongoing maintenance.

© \While normal animals are a threat to runners, augmented animals
are just nasty. Genetweaked dogs with quick-acting venom in their
saliva, biodrone tigers that can slice a troll open with one swipe of
their claws, or animals with bone-lacing and orthoskin that can take
a full shotgun burst and keep coming.

® Sticks

o |t's a dangerous field. Cyberpsychasis is a nice clean technical term,
but the reality is these creatures occasionally savage their handlers
or turn on one another. Play with fire, you're going to get burned.

o Nephrine

© The well-bred, well-designed critters don't have nearly the prob-
lems as those put out by the slip-shod mass-market outlets or the
black marketeers. Places like Telestrian and Parashield don't produce
the crazy, uncontrollable beasts the media portrays.

® Butch

o Morality aside, augmented critters present a large liability to
corporations. Insurance rates are through the roof if the corp uses
cyber-critters on its grounds, which is why you see them only on
extraterritorial property or places that don't exist “on paper.”

e Mr. Bonds

PARANORMAL CRITTERS

While much attention is on paranormal critters, the truth is
they make up only about a quarter of the critters out there. With
that being said, they are valued for their paranormal abilities,
many of which have been successfully integrated into security
(and other) applications. One very valuable aspect is their ability
to provide security against magical threats, but many of the more
common paracritters in the security field have abilities that are
effective deterrents against even mundane threats.

Paracritter training, medical care, and breeding are evolv-
ing fields. Several universities offer specialized programs, but the
cutting-edge work is done in corporate facilities.

o Successful paranormal animal trainers are highly valued commodi-
ties. But extracting them can be a real bitch. And as you can imagine,
their new employer has a lot on the line—Iast thing you want is your
barghest trainer to have a grudge against Mother Corp.

© Sticks

© Hey, the real fun starts when you snatch a handler who insists on
taking his critters with him. “l won’t go without all my hellhounds” is

— — —— — —— - - —

not what you want to hear in the middle of an extraction. Or worse,
critters that frantically defend their handlers when anything hap-
pens. Carps don't fire (or terminate) paracritter trainers, not unless
they want to throw away the investment in those critters, tao ...

© Stone

© Some paracritters just don't reproduce well in captivity, or captive-
bred ones are too expensive. Capturing live specimens in the wild
is profitable, but natural populations have been impacted by the
harvesting. The NAN all signed the Paranormal Species Protection
Agreement back in '48. PSPA means you can’t transport paranor-
mal critters across the border without the appropriate permits and
verification that they are from a captive-breeding program. It also
restricts metahumans from a variety of other things, like hunting
without a permit, intruding on breeding grounds, or harassing para-
normal animals in the wild.

o Mika

HOUSING AND CARE

Corporations that use animals in their daily operations must
provide adequate housing. This may be as simple as a couple of
kennels placed in a modified break room or a hundred acres of
landscaped grounds designed to imitate the animal’s natural
habitat. When coupled with built-in security measures, these
large compounds can provide effective protection. However, no
matter the size, they all must address specific issues: food storage
and handling, safe housing for the animals, waste disposal, facili-
ties for their equipment, drugs, or other supplies, and other “safety
measures.”

o Safety measures meaning that the corp has a place to lock up the
animals if there’s an issue. Like a soundproof kennel for barghests.
Just in case.

o Sticks

© There has been experimentation in reducing the size of critter
pens by providing “sensory overlays.” The idea was that animals
function better when they're less stressed, and that having fenced
pens instead of free-roam space causes stress. Some research is
attempting to plug the animals into specially designed simulations
in full VR for their “rest” periods. Other research is investigating
the options of sensory overlays for animals with cybereyes and ears.
Neither approach has had much success, but the research is ongoing.
© Smiling Bandit

Generally speaking, only the most self-sufficient compounds
or enclaves will have facilities designed for veterinary care, es-
pecially when working with paranormal or augmented critters.
Corporations that provide these specialized critters also have
facilities for providing veterinary care as an additional service to
their clients. Often, animal handlers have training in basic vet-
tech skills or access to an activesoft for rudimentary medical care.
Augmented critters require more specialized care, especially when
it comes to maintaining their implants.

o |f a place has cyber-critters or biodrones, the best time to hit it can
be when those critters have to be taken in for routine maintenance.
Especially for biodrones, that can happen fairly frequently. If there's

— ——

un lld

B0 | O

"S31N4 4311143 033uBnay




ADVANCED CRITTERRULES................

LU LR R

an upgrade or patch they need, chances are all of them will need it.
Unless they have on-site facilities—which is very rare—they'll have to
trang the critters and haul them off-site.

® Sticks

© \Why bother waiting? A clever hacker can fabricate a mandatory
service bulletin. Might not work for a megacorp that produces their
critters in house, but it can be an effective tactic against the smaller
corps who lease their critters ...

© Slamm-0!

Feeding can present certain challenges. Critters don’t subsist
on soy and other alternative food stuffs nearly as well as metahu-
mans. Paranormals often have special dietary needs that require
a certain amount of effort to fulfill. The corp needs a place for
storing the food, and the handlers need to have the know-how on
both feeding and food storage. Food is often incorporated into
ongoing training work.

DOG VS. ASSAULT RIFLE:
MAKING CRITTERS A VIABLE SECURITY TACTIC

When you've got drones and trolls that can mount full
auto-cannons, many corps don’t believe that a couple of critters
can really augment their security. From what I saw at Eagle, where
they use a lot of critters in their security plans, that’s just not true.
Critters can serve a variety of purposes and patch some security
holes that metahuman, technological, and even magical security
leave open.

One thing most security critters are trained in is evading gun-
fire and neutralizing targets with guns. For example, I observed
the training of a pack of barghests. The animals learned to identify
weapon-carrying metahumans, the sound of gunfire, or specific
cues from their handlers. When they saw one of these triggers,
rather than approaching directly, several of the pack would howl,
and the others would circle around and attack while their “targets”
were frozen. Likewise, their first attack almost always aimed for
the arms. Other training techniques I observed included teaching
the critters to run in unpredictable patterns, attack in groups, and
even use the element of surprise to disable a target.

o | et's face it. A single animal against my assault rifle doesn’t have
much chance. But ten of those critters together mean that while
I’'m attempting to hit one, there are nine more coming at me. Pretty
damn effective. And that's before you throw in some paracritters,
like those damn oversized chickens. | hate those things.

© Marcos

® Sure, but how expensive is a pack of ten critters?
® Pistons

© Expensive. But consider that, unlike metahuman employees, they
don’t need any benefits, life insurance, or death benefits for depen-
dents. There's no need for days off. No vacations. No complaining
about the increased workload, no worrying that the security guard
is watching AR porn instead of the front door. The critters don't ac-
cidentally tell their passwords to hookers, care about blackmail, or
argue with the boss. They don't see a guy with a gun and think, “This

jobisn't worth taking a bullet.” In fact, trained guard critters don't
generally know the meaning of “surrender”

Drones can be hacked and fooled with invisibility. Ever try
sneaking past a dog while invisible? Didn't work, did it?

And it's a lot cheaper to get a couple of paranormal critters
that will alert you to magic in the area than to pay for even one
wage mage.

o Mr. Bonds

© Magic is a very good point to bring up. Wage mages cost corpora-
tions a lot of nuyen: education, salaries, benefit packages, perks.
And they take a long time to mature—twenty or more years. Now, a
paranormal critter with the ability to sense mana changes and react
to them is far less expensive. Coupled with some Awakened ivy and
glow sticks for the mundane guards, you've got a passable security
setup that will stymie most mages.

© Kay St. Irregular

o Using critters for corporate functions like security has a practi-
cal limit. In the middle of downtown Seattle, it's not always wise.
That's not to say the Aztechnology Pyramid doesn’t have some
nasty critters inside. But when you have offices or factories full of
people, you have to balance the creature’s value against the danger
they present to your own employees and customers. Outside of the
sprawl, carporations can get away with a lot more. Like having a
pack of hellhounds running loose on the grounds during the night,
rather than a security animal handler patrolling the grounds with a
leashed barghest.

® Sticks

© The very things that make critters useful to corpsec also make
them useful to shadowrunners. A trained barghest (coupled with
cyberears on you and your crew) can freeze those security goons in
their tracks, preventing them from calling for backup. Going into the
barrens? Nothing makes an impression on gangers like a leashed
three-headed cerberus hound with corrosive saliva. A trained bandit
can provide invaluable assistance to a B&E specialist.

© Mika

© Somehow, Mika, | can totally see you relying on a fat raccoon to
do your work.
o Ma'fan

PUBLIC WORKS:
ANIMALS IN PUBLIC SERVICE

Critters continue to serve in public roles, although the preva-
lence of drones has decreased the numbers of critters visible to the
public. Technology has its limitations, however. Some countries,
like the Salish-Shidhe, actually prefer to use critters even when
technology can provide equivalent results.

The most notable public service from critters—at least in terms
of media coverage—is search and rescue, with military applications
a close second. Dogs and other search-and-rescue critters can ma-

neuver in rougher terrain than can drones and cost much less to
maintain and operate, especially considering the less-than-optimal
conditions where most search-and-rescue operations take place.

I've included a few examples, but there are hundreds of ways
that critters serve the public’s interest.
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Mounted Patrols (Portland, Tir Tairngire)

The Tir has a long tradition of using mounted police. These
officers ride horses as they patrol the streets of downtown Portland.
Enormously popular with tourists, the police officers and their
horses provide a variety of public services, from giving directions
to escorting pedestrians across busy streets. Beyond their public
face, however, the mounted patrol make efficient and formidable
use of their horses in riot control situations and apprehending
thieves. The horses are also trained to assist their metahuman
riders in confrontations, making them a fearsome combination.
The horses wear modified armor designed to provide protection
and resemble heraldic barding.

Search and Rescue (Salish-Shidhe)

Most nations with wilderness areas have some form of search-
and-rescue units. In the Salish-Shidhe, they have three dedicated
groups: Mountain, Aquatic, and All-Terrain. A large number of
mountain climbers have difficulties every year in the Salish-Shidhe
territory, and the Mountain Unit uses artnwerre and griffins in
addition to dogs to search for lost climbers and avalanche victims.
The Aquatic Unit is often deployed to search for survivors or the
remains of victims after boating accidents in Puget Sound. It has
had great success using trained dolphins and sea lions. The All-
Terrain Unit is called in for searches in both urban and wilderness
environments. It uses artnwerre, fenrir wolves, and mundane dogs.
The unit is also called in by Salish-Shidhe police to search for

criminals and missing persons.
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Bird Control (CAS Military)

Flocks of birds represent a common hazard on airport land-
ing strips. Drones can be somewhat effective, but not without
problems of their own—especially when dealing with storm
crows or other paranormals. It's common practice for falconers to
hire themselves and their birds out to hunt flocks of birds in and
around airfields. A few well-trained falcons or other birds of prey
can dispatch a nuisance flock in a day or two. Falconers primar-
ily use normal birds, although the CAS military (among others)
has been experimenting with training thunderbirds and greater
thunderbirds to hunt different kinds of airborne nuisances: t-bird
smugglers and unauthorized drones.

Pest Control (Seattle, UCAS)

Most urban sprawls have a significant vermin problem, espe-
cially with vermin that have no natural predators or carry diseases
transmittable to metahumanity. Examples include the devil rat, its
cousin the demon rat, and acrial vermin like pigeons and starlings,
which cause massive problems for air traffic and drones. Entire
departments have been created to deal with these vermin control
issues. Since many of these new breeds of vermin are resistant to the
pesticides once used and canny enough to avoid traps, public agencies
have fallen back on traditional methods of control. Government-
employed Pest Management Specialists (a.k.a. “Rat-Catchers”) are
deployed with service animals to exterminate infestations. These
animals range from specially bred “rat-dogs” to gomatia, which many
Rat-Catchers swear by since they are “too dumb to know better”
when catching vermin. Falconers are also in high demand in urban
centers to deal with flocks of pigeons and other pest bird species.
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Drug and Contraband Searches (Heathrow, London)

Airport security and customs inspectors frequently use
trained critters to search baggage and metahumans for contra-
band. While dogs continue to be the critter of choice, a variety
of paracritters have been successfully used, including bandits and
artnwerre. These critters are employed behind the scenes, while the
more “public-friendly” ones are taken through crowds to identify
metahumans with contraband. Typically, these critters are trained
to identify specific drugs through their highly sensitive sense of
smell. When going through security, every metahuman must pass
by one or more of these drug-sniffing critters.

© |'ve come across recent rumors about using technocritters at air-
ports and around sensitive, secured areas, both public and corporate.
Anyone know anything about that?

© Snopes

o |t's a very new field. The preliminary research suggests that
technocritters may be trained to identify technomancers or the pres-
ence of sprites or Resonance beings in nearby nodes. The issues, of
course, are that technocritters are extremely rare, and finding animal
trainers who are also technomancers is like the proverbial needle-in-
the-haystack. It also appears that cloning or using artificial wombs
or surrogate animals doesn’t reproduce the techno-abilities of the
animals, rather like in humans. However, given how quickly many
animals reproduce and mature, | believe that it will be viable tech-
nology within a matter of years.

® Smiling Bandit

© Civen how desperate many corporations and militaries are to iden-
tify technomancer and sprite threats to their systems, I'd bet there's
a lot of funding in this research.

© Marcos

o | raninto one of these animals. Even though | was running “silent,”
so to speak, it still caught my ... scent? | had to sever my connec-
tion to the Resonance completely. If they do manage to train these
animals and use them, traveling as a technomancer will get much,
much more dangerous.

© Netcat

o But it couldn’t find you once you'd severed your connection?
e Nephrine

o No. But as you know, it takes hours to re-establish the connection.
And the scary part was that | wasn't accessing the Matrix when it
spotted me, | was simply e-sensing the area. I'm not waorried for
myself, but | worry about all those technos who don’t know how to
‘hide, so to speak. If the corps figure this stuff out, their lives are
going to be much more dangerous.

© Netcat

PETS

Critters have been companions to metahumanity ever
since the first little cave-boy asked his mama and daddy for
that cute little wolf-puppy. Fast forward a few millennia, and
while things have changed, there is still a thriving market for
live pets. Sure, drones exist that mimic live critters and don’t
require daily walks or litter changes. But they are still drones
without the level of socialization, empathy, or comfort a live
companion can provide.

For the lower class, pets might be constrained to a free kitten
or puppy picked up from a humane society. The middle class can
afford many more options, including cloned pure-bred critters,
mass-produced genetweaked pets, or even some of the paranor-
mal pets that have become popular. For those with even more
discretionary nuyen, there are customized chimera critters, rare
and exotic paranormals, or even augmented critters.

Regulations and laws governing the breeding, sale, and
ownership of live critters vary by municipality. In the NAN, for
example, there are comprehensive laws that differentiate between
domestic versus wild critters as well as treaties between the dif-
ferent nations that govern the import and export of live animals.
In the UCAS, each jurisdiction is responsible for creating and
enforcing its own regulations. As a rule of thumb, domesticated
pets (birds, cats, dogs, etc.) and livestock (cows, horses, pigs, sheep,
etc.) can be kept in rural areas with little or no regulations, while
urban areas often require licenses and registration fees and even
restrict ownership. Many sprawls require additional licenses to
own fertile—or breeding stock—critters. Paranormals face even
more restrictions, especially those with harmful or dangerous abili-
ties. Keeping a paranormal critter, with a few exceptions, requires
significant licenses and handling certificates.

o In Aztlan, it's fairly common for the middle and upper classes to
give their children an animal they consider their nahualli; their ani-
mal-spirit twin. Learning to control your nahualliis a sign of strength
and self-cantrol, especially for Aztech magicians. The upper classes
tend to take their nahualli everywhere with them. Makes a plane ride
really fun when you're sharing the first-class cabin with a lady and
her leashed jaguar. Aztechnology caters to this custom as well, and
most Aztechnology housing enclaves and arcologies have extensive
veterinary facilities, animal day cares, and animal supply stores.

© Marcos

e Of course, if you're ever extracting an Azzie employee, double-
check that they don’t have one of these nahualli. They won't leave
without it. Probably for good reason; I've heard rumors that the
nahualli can be used to ritually track someone.

® Sticks

© In the PCC, you can buy some paracritters legally, but the list is
fairly short. Same with wild animals like wolves, eagles, or big cats.
Unless you're an adept or shaman, that is. Animal adepts can own
whatever they like, even in the heart of the sprawls. Seeing a person
walking down the street with a puma or wolf isn't uncommon.

® Lyran

o \Whereas in Seattle, you need to have a license to own anything
cat-sized or bigger, anything imported, or paranormal or augmented.




There are regulations on where those critters can go, and landlords
and housing communities have complete discretion on if they'll
allow any live critters in the complex or neighborhood. Most pets
are required to have a RFID tag in them, broadcasting their owner’s
information and their status for immunizations, being spayed/neu-
tered/sterile, and licensing. Most pet owners also use the tags to
keep track of their pets in case they escape. Traffic would probably
stop if a guy with a “wild” animal walked down the sidewalk, and
the police would be there in two heartbeats. Dogs are common, as
are some of the domesticated paranormals: the gomatia, the pretty
little African parrots, and the like. Of course, those rules are out the
window for the rich. It isn't uncommon to see some corp princess
with her designer glowing pink-feathered fluff-ball or a corp exec
with an augmented German Shepherd sitting in the members-only
restaurants or clubs.

o Kat o'Nine Tales

© This works both ways for runners. | know some runners who
keep pets simply for companionship—really; it's probably the only
relationship they can’t screw up. | know there are others who keep
them as tools because they're useful, whether as a guard critter for
a safehouse, surveillance (pigeon biodrones are amazing), or another
fang/claw/beak in a fight.

o Ma'fan

o And then there are those animals who keep you as a pet. Damn
blackberry cats.
e \Winterhawk

Buying a pet can be as simple as going to an online store,
entering your preferences, and paying the fees, and then depend-
ing on availability, your new little bundle of fur/feathers/scales
will be delivered to your doorstep. For those who like to impulse
buy, many shopping centers have pet stores where the selection is
limited to the most popular pets, but there is instant gratification.
More exotic creatures can be found in upper-class establishments
devoted to live critters. For those wanting a trained pet, companies
exist in most major cities that can provide basic critters pre-trained
or take orders and deliver a customized companion within a
matter of weeks or months.

Getting a critter that is restricted or flat-out illegal is
possible. Black markets cater to every need, from security-
trained hellhounds stolen from corporate property to illegally
imported paranormals.

Of course, that’s assuming you can find a landlord who will
let you have a live animal. Little ones, like fish or small birds, ro-
dents, and lizards—basically anything that can be kept in a small
cage—aren’t too big of a deal. Traditional pets, like cats, small dogs,
ferrets, and alufye, and the sort, often require a deposit or may be
banned altogether. You'll be hard pressed to find an apartment
that allows larger pets—you’re pretty much going to be looking
for homes in suburbia or a rural area. Ditto for livestock like sheep
or horses—that’s why there are farms and boarding stables. Some
paranormals are casy to find housing for, but the vast majority
aren’t going to be allowed in a rental property or by ahomeowners’
association. That goes for augmcnted critters too, espccially those
with dangerous augmentations. Easy rule of thumb: if you can buy
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it at the mall pet shop, it’ll probably be okay. If you're getting it at
a black market in the middle of the barrens, don’t take it to your
downtown apartment. The exceptions are those living in a luxury
neighborhood, where money buys anything, or those living in the
barrens, where no one cares what you do.

© The black market trade in live critters is a lucrative business. If
you're hitting a facility with trained hellhounds, you can make a huge
profit if you take one or more of those critters with you and know the
right places to unload them.

© Stone

o | knew a runner once who tried to keep a stolen hellhound. A few
skin grafts and new homes later, he wised up and sold it. Remember,
folks: animals are not drones. Keeping one isn't a matter of repro-
gramming it to accept a new Access ID.

® Pistons

GAME INFORMATION

There are three generic classes of critters: Paranormal,
Emergent, and Mundane. Similar to their metahuman coun-
terparts, Paranormal critters have a Magic attribute, Emergent
critters have a Resonance attribute, and Mundane critters have nei-
ther. These classifications limit what powers are available to them.
Just as a technomancer cannot have a Magic attribute, Emergent
critters cannot utilize Paranormal critter powers and vice versa.
Once acritter has expressed either Paranormal or Emergent quali-
ties, they may never utilize powers from the other category. This
includes critters which may have lost their Magic or Resonance
attributes due to implantation or Essence loss.

The Sixth World has also seen the rise of entities that go
beyond the separation of animal, vegetable, and mineral with tech-
nology-based critters such as Feral Als and mana-based critters like
Spirits. While Als and Spirits may exhibit similar characteristics
and share powers with their flesh-and-blood counterparts, they are
inherently different. Due to the lack of a central nervous system,
they are incapable of receiving AR feeds—though Als can over-
come this through VR.

SAPIENCE

Beyond these three basic classifications, critters can be divid-
ed into sapient and non-sapient. Beings with the Sapience power
have developed cognitive functions and self-awareness on par with
metahumanity. This level of consciousness allows critters to learn
and react at the same level as a metahuman. It is important to note
that Sapience does not grant a metahuman perspective unless the
being was raised in a metahuman culture. Sapient creatures may
not have learned to respond to threats the same way, and they can
have truly alien perspectives. Sprites and insect spirits are both
examples of sapient critters which do not respond with standard
metahuman reactions.

Critters without the Sapience power are still capable of
intelligent thought, but this intelligence works on a drastically
different scale. These creatures lack direct consciousness and are
incapable of independent skill improvement. Examples of non-
sapient intelligence are provided.

Non-sapient critters are considered Unaware of any skill that
they do not possess. They cannot default on skills. Gamemasters

-
NON-SAPIENT INTELLIGENCE LEVELS T}

Logic  Characteristics

0 Reacts entirely by instinct

1 Can discern between individuals or objects

2 Can lay simple traps or ambushes, can
navigate simple mazes “

3 Can open a door or mimic some other
physical action after seeing it

4 Simple tool use/problem solving

l 5 Able to learn and use limited languages to

communicate simple concepts

6 Complex tool use/problem solving

7 Highly developed pattern recognition and
analysis on a subconscious level

@
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are encouraged to raise or lower skill ratings for critters to reflect
the individual critter’s aptitude in comparison to others of its
species. Skills should not be reduced to zero. Critters may also be
trained to complete tasks or improve their natural skills (Animal

Training, p. 35).

CRITTER ATTRIBUTES

Critters are measured on the same scale as metahumans, which
means they can be perceived as amazingly fragile or vastly strong in
comparison. Critters with a Body attribute of 0 are unable to soak
damage and are immediately destroyed if successfully struck. (Note
that many insects with a Body of 0 act as Swarms. See Swarms, p. 25,
for details.) Likewise, critters with a Strength of 0 are able to move
their own body mass but do not approach the strength of even the
weakest infant. If a critter has an attribute of 0, it does not add dice
for the linked attribute in any tests or skills related to that attribute.

PARANORMAL CRITTERS

The animal kingdom was just as affected by the Awakening
as metahumanity. Breeds of critters believed to have been extinct
expressed side by side with their non-Awakened counterparts the
way that Goblinization led to orks and humans being born into
the same families. Awakened critters or paracritters have several
traits that are shared across every species. All paranormal critters
are able to utilize certain powers without higher-level cognitive
abilities. Only paracritters with the Sapience power are able to
select the Adept, Mystic Adept, or Magician qualities. Without
one of these qualities, the critter cannot initiate or increase its
Magic attribute. In-depth information about paranormal critters
can be found on p. 100.

EMERGENT CRITTERS

Emcrgcnt critters, sometimes known as technocritters, are

creatures which emerged alongside metahumanity and expressed
similar Resonant abilities as technomancers. All Emergent crit-
ters have a Resonance attribute, and many of them have Emergent
powers. Like technomancers, an Emergent critter’s Resonance
attribute is reduced by implants or gene therapy. When exposed




to Resonance wells, Emergent critters gain a positive dice pool
modifier to all tests related to their Matrix or Emergent abilities.
Conversely, there are negative dice pool modifiers when exposed
to Dissonance wells.

There are no known Emergent critters linked to the
Dissonance. Complete information about Emergent critters can
be found on p. 189.

MUNDANE CRITTERS

While classified as Mundane, these critters are just as deadly
as their Paranormal and Emergent counterparts. Mundane crit-
ters are animals which have evolved, cither naturally or through
metahuman influence, without expressing metagenic character-
istics in line with Awakened or Emergent beings. They are the
most common critters, and they are regularly used by scientists
for medtech augmentations. Many of the clinical trials for bio-
ware and genetic modification were implemented and perfected
on Mundane critters before metahuman trials.

Following these trials, scientists discovered that certain tech-
niques were simpler and faster to replicate on critters. The time
requirements for genetech and bioware growth are halved for
small mammals, reptiles, birds, and insects (smaller than a house
cat). Additionally, the nuyen cost is reduced by 20 percent.

SWARMS AND MISCHIEFS

Some animals naturally group together into social groups
for survival and hunting. Depending on the size of the individual
creature, the groups are referred to as Swarms or Mischiefs. The
population of the group will determine the Group Rating. If the
population falls beneath the threshold for a rating, the Group
Rating is reduced. If a Group Rating 5 Mischief has a population
of 52 and loses 6 members, it becomes a Group Rating 4 Mischief
with a population of 46.

Swarm Characteristics

All Swarms, independent of size or type, have similar
characteristics and limitations. The base population must
be non-sapient and have the Gestalt Consciousness power.
Individual wound modifiers are not assigned to the population
of the Swarm; see the descriptions of Swarms and Mischiefs for
rules on damaging Swarms. When attacking, the Group Rating
acts as a positive dice pool modifier to attack. Groups are able
to attack multiple targets, dividing their dice pools as normal.
The Damage Value of physical attacks is increased by the Group
Rating. The Group Rating also serves as a positive dice pool
modifier for all skill tests, and it substitutes for the ability to use
Teamwork Tests.

The Group Rating is capped by the Essence of the creature,

making biodrone Swarms non-viable for extensive implantations.

Swarms

Composed of insects and small arthropods, Swarms increase
their population geometrically. The base size of a Swarm is five
critters, and the population doubles for each point of rating. The
Body rating of a Swarm is equal to the Group Rating. This is used
for Damage Resistance Tests. Due to the size of the base critters,
Swarms cannot be targeted by most direct attacks.

SR dy
GROUP RATING ¥
Rating Swarm Mischief

1 b 3

2 10 6

3 20 12

4 40 24

5 80 48

'E; 6 160 96

Area of effect attacks such as explosions and spells reduce
the Group Rating, based on the final damage dealt after Damage
Resistance Tests.

When a Swarm attacks or uses a skill, it is treated as a
single creature. The Swarm does not provide a Friends in Melee
bonus. Against a melee attack, the defender may defend as usual.
Characters wearing environmentally sealed armor or clothing are
immune to normal attacks by Swarms. Every net hit by a Swarm
is counted as a single dose of venom or toxin (if applicable). At
the gamemaster’s discretion, characters wearing heavy clothing or
armor may gain 1 to 3 bonus dice on their Toxin Resistance Test.
For non-venom attacks, defenders use half their Impact armor
rating on their Damage Resistance Test.

Glasswalker is on safari with Marcos and his team
in Africa when he comes under attack by a Swarm of bees.
He detonates a fireball for 9P amidst a Group 6 Swarm of
bees. The Swarm rolls its Body to soak damage, reducing
the DV to S. The Group Rating is reduced from 6 ro 1 as
the population is devastated by the blast.

Mischiefs

Mischiefs are composed of critters larger than insects up
to the size of a house cat. Examples include bats, birds, rats, and
other rodents. Mischief populations begin with a base of three
and double in population with each increase in Group Rating.
The Body rating of a Mischief is equal to the Group Rating + 2.
Single-target attacks are viable, but they will not noticeably dimin-
ish the size of large Mischiefs.

Direct attacks diminish the population of the Mischief by
one-quarter (round down) of the modified DV after damage has
been soaked. Area-of-effect attacks reduce the Group Rating by
half the modified DV.

Marcos and his team are camped in the Sabaran
basin when a Mischief of bats flies through the camp look-
ing to feed. He opens fire with his pistol as he moves across
the camp towards shelter. The pistol’s modified DV is 7D,
which the Mischief reduces to 4P after the damage soak.
One of the bats falls to the ground, as the ex-ex rounds tear
through the cloud of fur and wings. Its going to be a long
night for Marcos.
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Mischiefs are treated as a single creature for skill use and at-
tacks. Like Swarms, they do not provide Friends in Melee bonuses.
Against a melee attack, the defender may defend as usual. Every
net hit by a Mischief is counted as a single dose of venom or toxin
(if applicable). At the gamemaster’s discretion, characters wearing
heavy clothing or armor may gain 1 to 3 bonus dice on their Toxin
Resistance Test. For non-venom attacks, defenders use their full
Impact armor rating on their Damage Resistance Test.

Paranormal Swarms

Just as a Swarm becomes more dangerous with a higher
population, Paranormal Swarms grow more powerful. The Magic
of a Paranormal Swarm is equal to the Group Rating + 1. Large
Swarms are able to exceed the normal limitation on Magic of 6.
Paranormal Swarms must remain within (Magic x 2) meters of
each other. If a group leaves this distance, they are treated as a
Swarm with a Group Rating based on their local population. The
modified Magic is used to determine the effect of all Paranormal
powers. Paranormal Mischiefs use the same rules as Paranormal
Swarms, except that their Magic attribute is equal to Group Rating
+ Magic of an individual creature.

Emerged Swarms and Mischiefs

Due to the rarity of Emergent beings (technomancers and tech-
nocritters alike), Swarms and Mischiefs consisting solely of Emergent
critters of the same species are extremely rare. Although rules are
given for completeness, gamemasters should keep this in mind when
confronting their players with such Resonance assemblies (especially
given the rarity of area weapons in cyberspace which are required to
combat Swarms or Mischiefs). Apart from its physical form, which
can operate like any Mundane Swarm (p. 25), a collective of Emergent
critters can interface with one another to form a digital Swarm
Network, which increases the Resonance of each individual by the
Swarm rating (p. 25). For rules purposes, each member of the Swarm
Network still counts as its own persona. Each member of the Swarm
must be targeted individually in cybercombat.

Swarms and Mischiefs of technocritters cooperate closely,
which grants all members an additional bonus equal to the Swarm
rating on all Matrix Tests (including cybercombat). They do not,
however, receive any additional Teamwork (p. 65, SR44) bonuses.

Swarms are not limited to a Resonance attribute of 6. Instead,
they are unable to maintain a Group Rating larger than (Intuition
+ Logic) x 2. When a Swarm’s population reaches this level, it
divides into multiple Swarms, each with a maximum Rating
of (Intuition + Logic) x 2. The Swarm generally splits into two
groups with equal Group Ratings, though at gamemaster discre-
tion it can divide into multiple groups with uneven distribution.

Optional Rule: More Powerful Swarms

As a Swarm develops, it begins to manifest additional powers.
For every three points of rating, the Swarm develops one additional
critter power. This power is determined by the gamemaster, and it
should be in line with the Swarm’s abilities and purpose. Powers must
be Mundane or the same classification as the base creature. Suggested
powers include Direction Sense or Energy Aura. Using this rule, it
is possible for a Swarm to be given Sapience. This would be a single
driving group consciousness rather than individual awareness.

SAMPLE EMERGENT SWARM

An Aztechnology researcher is working
with two Emergent Swarms to develop a larger
Swarm. She forces two Group 4 Swarms of wasps
into cohabitation. (The wasps have an Intuition
of 2 and Logic of 1.) The Swarms combine togeth-
er as their networks mesh, and she has a Group 5
Swarm with a Resonance attribute of 6.

Once satisfied that the network is stable,
she doubles the size again, introducing a Group
5 Swarm. Again the Swarm grows, increasing to
a Group 6 Swarm with a Resonance attribute of
7. This is the maximum size that the Swarm can
hold its network together (Intuition 2 + Logic
1 doubled = 6). If the researcher introduced
another Swarm, they would be incapable of suc-
cessfully merging.

Optional Rule: Dealing With Packs

Packs of wolves and similar-sized non-sapient critters are best
managed as Grunts with the alpha as the Licutenant. Gamemasters
who want to demonstrate the “pack mind” can apply the Gestalt
Consciousness power to the group. Treat the pack as havinga +1
dice pool modifier to all tests for every three members, up to a
maximum of +4. Packs traditionally work together to take down
prey, and they can use Teamwork Tests to provide bonus dice in
combat. Trained packs have additional bonuses (see p. 37).

CRITTER AUGMENTATIONS

Technology has developed ways to make critters more useful
to metahumanity and, in some cases, more deadly. Augmented
Critters are simply critters with implants. The implant depends
on the expected service of the critter, and they can range from
senseware to cyberweapons. Chimeric Critters and Warforms are
genetically engineered through splicing DNA from multiple spe-
cies or selective breeding, respectively, and they serve as pinnacles
of science for further augmentation. Biodrones are augmented
critters with the necessary implants for a rigger to jump in directly
and control the critter as a flesh-and-blood drone.

Due to the harmful nature of implants on Magic and
Resonance abilities, most critters that have cybernetic or bioware
implants are Mundane. In addition to this self-imposed restric-
tion, researchers have discovered that non-sapient critters cannot
adapt to changes in their bodies and neurochemistry, resulting
in acute psychological scarring. To limit the mental trauma, it is
common to utilize simsense conditioning techniques and mini-
mally invasive implants.

CRITTER IMPLANTS

Extensive experimentation has been done on critters for bio-
compatibility and usefulness. Due to limitations in awareness and
intelligence, many cybernetic implants are non-viable because the
critter does not have the cognitive ability to utilize the implant.
Other implants—such as orientation goads—are implanted to
make controlling a biodrone easier. Despite the ability to add

enhanced senses through warform and chimeric modifications,
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certain cyber and bioware options are cheaper for single
biodrones that need a specific sense to be viable for mission
parameters. Except where noted, the Essence and nuyen costs
for implants are identical to metahuman augmentations.

CRITTER PSYCHOSES

Because non-sapient critter psychology is limited, critters
suffer from psychoses and violent behavior with implantation.
For every full point of Essence loss due to implants or gene
therapy, apply a -2 dice pool modifier to any attempts to train
or handle the critter. The simsense conditioning used in the
VGI process will reduce these penalties to —1 per full point of
Essence loss. Critters with more than 3 points of Essence loss
cannot be trained beyond instinctive commands.

An alternative that has been discovered for critters that
are overcome with critter psychoses is to upload an Agent into
the biodrone. The Agent monitors the critter’s neurochem-
istry for rage indicators. If the biodrone becomes enraged or
deviates from its instructions, the Agent takes control of the
stirrup interface. This solution is not 100 percent effective, as it
requires the Agent to recognize the problem, but it does allow
the biodrone to function using the critter’s instincts and senses.
If the biodrone does not have a stirrup interface implant, the
Agent is incapable of overriding the biodrone.

The invasive nature of cyber and bioware implantation
and scarring can destroy the connections between social
animals and break pack and Swarm bonds. VGI must be used
for implantation in Swarms and Mischiefs to avoid losing the
Gestalt Consciousness power from these critters. The Group
Rating can never exceed the Essence of the critter population.
Additionally, all members of the Swarm must have identical
implants to function collectively.

WARFORMS

Genetically engineered creatures, Warforms are
the product of selective breeding and genetic cleansing.
Warforms are the product of critter eugenics programs.
Unlike Chimerics, they are a single creature without DNA
or genetic coding from other species. When bred with other
Warforms that have been modified the same way, there is
roughly a 50 percent success rate in passing on the positive
genetic traits. Crossbreeding Warforms bred for different
traits has been successful, and this leads to a broader genetic
base for further pairings.

Warforms are capable of accepting up to six major genetic
modifications. As genetically perfected versions of baseline
critters, Warforms are capable of accepting standard bioware,
though cultured is more often used. Corporate rescarch facili-
ties usually store the genetic sequences for finished Warforms to
allow for cloning rather than continued breeding. After success-
ful cloning, many Warforms are further augmented through
implantation and training.

Costs for Warforms are equal to double the base creature’s
cost plus 30 percent per genetic modification. These costs
presume a standard genetic model which has already been pro-
duced. The research and development of a brand new Warform
is astronomically higher. As with any critter, a Warform must
still be trained per normal rules.
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EXAMPLE WARFORM

From a grizzly bear (p. 92), apply Attri-bute
Enhancement (Body), Attribute Enhancement
(Agility), Attribute Enhance-ment (Reaction),
Attribute Enhancement (Strength),
Skill Enhancement (Climbing), and Skill
Enhancement (Unarmed Combat).

Urgent Message...

Warform Grizzly Bear

(28,500 nuyen Untrained)

B ARS CILW EDG ESS Init IP
4 6 615 3 32 3 0 6 9 1
Movement: 15/45

Skills: Climbing 4, Intimidation 2, Perception 3,
Running 2, Tracking 3, Unarmed Combat 5
Powers: Enhanced Senses (Smell), Natural
Weapon (Claws/Bite: DV 8P, AP 0)

CHIMERIC CRITTERS

Genetically modified to have traits inconsistent with their
species, Chimerics are produced by splicing genetic code from
multiple species together. Modifications of an existing characteris-
tic are simpler and have fewer permanent side effects. Introducing
new traits can have additional side effects and an increased Essence
cost. The genetic tampering in Chimerics makes them unsuitable
for Swarms or Mischiefs.

All Chimerics are sterile. They are able to accept three
transgenic modifications and two phenotype adjustments before
becoming non-viable. Like Warforms, the DNA sequence for
Chimerics is stored in labs to permit the cloning of effective crit-
ters. Because each Chimeric is a unique strain, all bioware must be
cultured before implantation. This increases the cost of bioware
implants, but Chimerics do not receive the standard Essence re-
ductions for cultured bioware.

Costs for Chimerics are triple the base creature cost plus 30
percent for each type of genetic modification and 50 percent for
each Chimeric ability. These costs presume that a viable sample
has already been produced. The research and development of an
untested new Chimeric is much higher.

GENETIC MODIFICATIONS

Below is a list of standard genetic modifications used for
Warforms and Chimerics. Unless specifically mentioned, a power
cannot be chosen more than once. These modifications are all in
addition to any augmentations that can be applied to metahumans.
For example, a spider cat (see sidebar) can be further modified
with genetic optimization and muscle toner.

Attribute Enhancement (Mundane)

Bred or engineered for specific traits, the creature is remark-
ably stronger or faster than an average specimen of its species.
Increase one of the base critter’s attributes by 50 percent (round
up). This modification can be selected multiple times but only
once per attribute.

SAMPLE CHIMERIC

Begin with a great cat (p. 299, SR4A) and
then apply Chimeric Ability (Venom), Chimeric
Ability (Spidersilk), Potent Venom, Skill
Enhancement (Unarmed Combat), and Attribute
Enhancement (Agility).

Spider Cat (24,500 nuyen Untrained)
B A RS C I L W EDG ESS Init IP

6 8 4 5 3 3 2 3 4 6 7 2
Movement: 10/60

Skills: Infiltration 3, Perception 2, Tracking 3,
Unarmed Combat 6

Powers: Natural Weapon (Claws/Bite: DV 5P, AP 0),
Spidersilk, Venom (DV 9)

Skill Enhancement (Mundane)

The creature’s temperament reinforces a specific ability in the
creature. Increase a natural skill of the critter by 2. This modifica-
tion can be selected multiple times but only once per skill.

Thicker Hide (Mundane)

The creature’s hide is substantially thicker and more durable
than others of its species. Increase the Armor Value of the crit-
ter’s armor by 50 percent (round up). This modification may be
selected only once and applied only to critters with natural armor.
Critters with Hardened Armor may not have this modification.

Pheromone Coding (Mundane)

Critters with this ability have been genetically programmed
to be more receptive to a particular scent and to include that in-
dividual into the social unit. The handler or trainer of the critter
must have enhanced pheromones to ensure a unique scent, but all
Training and Handling tests receive a dice pool modifier equal to
the rating of the enhanced pheromones.

Potent Venom (Mundane)

Whether it’s a bite or a stinger, the venom of the creature is
more lethal. Increase the Power of the critter’s venom by 50 per-
cent (round up). This modification may be selected only once and
applied only to critters with natural venom.

Chimeric Ability (Mundane)

Due to DNA splicing, the Chimeric has abilities that its
species does not normally possess. The creature becomes sterile.
Choose one Mundane power for the Chimeric to gain. Sapience
and Gestalt Consciousness cannot be granted to a critter through
this modification. If the Mundane power has a rating, it is equal to
the most relevant attribute. This modification cannot be applied
to Warforms.
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BIODRONES

The next generation of augmented critters, biodrones are fully
rigger-enabled and capable of independent, instinctive responses or
directed control. Most biodrones are equipped with senseware or
a CAST system so that sensory information can be fed to security
systems. As with most cyberware, a biodrone’s implants are all wire-
less, though many companies opt to disable the feature and use an
implanted commlink for added security. The primary setback to
biodrones is the time it takes to grow rather than build a drone.
Researchers have developed techniques to streamline the process.

Vat Growth Integration (VGI)

Using a combination of nanosurgery for implantation and
simsense technology to aid in brain development, VGI acceler-
ates the biodrone cloning process. Similar to Warform DNA
sequences, the exact schema for a set of implants must be carefully
laid out before the VGI process begins. Further modification and
implantation after the VGI process is terminal to the creature.
Developing a VGI process is expensive both in the terms of com-
puter and human resources and in the amount of genetic material
and time wasted through failure (dead critters).

A creature undergoing VGI receives a 10 percent discount on
the Essence cost of all implants and suffers diminished cyberpsy-
choses effects due to the simsense conditioning it receives during
gestation and development. The VGI process also enables the
development of Swarm populations at a linear cost, despite the
geometric population increases for higher-rating Swarms.

The cost for a Swarm or Mischief is equal to the cost of a
single critter multiplied by the Group Rating and then multiplied
by the base population of the group.

Standard cyberware clinics cannot perform VGI processes.
Beta and delta clinics are needed for the nanotech. The base cost
for developing a VGI formula for implantation is 50,000 nuyen
and higher for more complex designs. Developing VGI formulas
for Swarms and Mischiefs increases the cost by a factor of 10.
These formulas are highly guarded corporate secrets and not gen-
erally available on the open market.

The Hive (see sample biodrone below) is implanted
with an Auto-Injector (one-shot), Cybergland, and
Orientation Goad for a total cost of 1,700 nuyen plus the
contents of the gland and injector. Swarms have a base
population of S, so purchasing a Group 1 Swarm costs
8,500 nuyen in addition to the contents of the gland. A
Group 6 Swarm would cost 51,000 nuyen (1,700 nuyen
x 6x 5) before filling the glands.

An identical Swarm developed without using VGl wonld
cost 8,500 nuyen fbra Group 1 Swarm or 272,000 nuyen fbra
Group 6 Swarm. (1,700 nuyen x 160 population)

Rigging Biodrones

The process of rigging a biodrone requires extensive training
in order to gain the full benefits of the biological interface. Often
riggers who are untrained in dealing with biodrones treat the ani-
mals as living, breathing robots. This diminishes the usefulness of a
biodrone and turns it into a very expensive drone that needs to eat.

The Pilot Anthroform skill is used when a rigger wants to
jump into the stirrup interface of a biodrone and take complete

. individual biodrone of the same critter.

Note: Mischiefs and Swarms each require their own

specialization and are operated very differently than an
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PILOT ANTHROFORM SPECIALIZATIONS (i'r
Type Example
Canine Razorhounds, Patroller
Insect Roach Drones, Fly Relays
Rodent Rat Eye
Avian Kamikaze, ReCondor
Swarm Bio-bombs, the Hive
Mischiefs Port Authority

control. Riggers who are unfamiliar with a specific biodrone in-
terface take dice pool penalties to all tests made to control the
drone or utilize its sensors. The penalties begin at —4 for foreign
interfaces and are reduced based on the amount of time and corol-
lary senses of the rigger. To offset penalties for utilizing a biodrone,
there are specializations available for biodrones. Beyond special-
izations, the penalties can be offset through simsense training. Full
training on a new biodrone model takes forty hours of simsense
training with a strict regimen for the rigger and biodrone to ensure
full interface familiarity. Riggers who complete this training are
only at a -2 for piloting the drone.
Sensor Suites

The other issue that riggers face when working with bio-
drones is managing the sensor suites and information processed
through the critter’s enhanced senses. A critter’s senses can over-
load the metahuman brain with information it is incapable of
processing, so these senses are translated to ease comprehension.
For example, a dog’s smell exceeds a metahuman’s. The scents
and pheromones are instead interpreted by a computer to show
as colors with variations in hue to demonstrate the nature of the
scent and saturation to indicate intensity. This way, a standard
sidewalk in the Seattle metroplex will be overlaid with vibrant
blues, soft greens, and bright yellows to show the standard body
odors of people walking along the street. Key fragrances that the
critter has been trained to detect can be identified. Through train-
ing, a rigger might recognize a blue marker with an intense purple
as several doses of novacoke. Similar systems are implemented for
nearly all of a biodrone’s senses, save astral ones. In cases where a
biodrone naturally suffers from diminished senses, cyberware may
be implanted to provide accurate sensor feeds for the rigger.

Obviously, learning to identify and understand the informa-
tion calls for intensive training. Recent discoveries have mapped
biodrone enhanced senses to a rigger’s enhanced senses. Riggers
with natural thermographic vision automatically understand
the heat variations shown by the sensor interface. Whenever
a rigger has a senseware implant or natural sense to match the
critter’s enhanced sense, there are no Perception Test modifiers
for unfamiliarity. If the rigger has the base sense but not an en-
hanced version, the rigger suffers a -2 dice pool modifier for all
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Perception-related Tests based on that sense. For senses that the
rigger has no corollary for, such as the thermosense organs of a pit
viper for a normal human, she suffers a —4 dice pool modifier to
all Perception-related Tests.

Agents/Als

As mentioned above, Agents can be used to assist in control-
ling biodrones suffering from acute cyberpsychoses. Drones with
a stirrup interface can be mounted by Agents or Als and used to
pilot as if the biodrone was a standard inorganic model. Sensory
information is processed through the computer interface, which
can conflict with the natural enhanced senses of the critter. Apply
a -2 dice pool modifier to the Agent’s Sensor tests when using a
biodrone’s enhanced senses. Sensory enhancements provided by
cyberware do not cause the dice pool modifier.

Combating Biodrones

As with standard drones, hacking provides the ability to
override commands and subvert biodrones. Because of this
vulnerability, biodrone implants generally have their wireless con-
nections disabled, and implanted commlinks are run in hidden
mode with IC and heightened Firewalls. Biodrones can be run
as slaved devices to the security networks, but their usefulness is
greatly diminished by this.

Jamming can disrupt the cohesion of a Swarm and will
reduce the effective Group Rating by the Jammer’s rating. While
disrupted, the Swarm is disoriented and tries to reassociate.

SAMPLE BIODRONES

This list expands the options presented previously (p. 154,
Augmentation). Other models are at the gamemaster’s discretion.

The Hive (Swarm)

An Aztechnology modification of the bio-bomb, the Hive
carries an organic payload rather than an explosive one. The origi-
nal design parameters for the Hive were to develop a Swarm of
bees which could spread fertilizer and more effectively pollinate
their vertical farms. Following a raid on an Aztechnology research
facility, Alamos 20K stole the plans for the Hive and developed an
identical version that released a bio-contagion instead of fertilizer.
B A R § C I L W EDG ESS Init IP
R 1 1 0 1 2 2 1 0 5.75 3 1
Movement: 2/5 (flying)

Skills: Flying 2, Infiltration 3, Perception 4, Tracking 1

Powers: Gestalt Consciousness

Cyberware: Auto-Injector (one-shot), Cybergland, Orientation
Goad

Notes: As a Swarm, the Hive’s Body attribute is determined by
the Group Rating.

Cost: 2,000 nuyen per rating for the Aztechnology version with
fertilizer in the Injector; 5,250 nuyen per rating for the Alamos
20K version which releases Bedlam (p. 133, Augmentation).

House Cat Mk 2

Following the success of fully robotic pets, researchers began
modifying traditional house cats for surveillance and recon. Sold
to corporate citizens as a way to monitor their homes while away,
they quickly became subverted for use by the corporations them-
selves to watch their wageslaves.

B A R § C I L W EDG ESS Init IP

1 3 3 1 3 3 1 3 0 5.6 6 1
Movement: 10/20

Skills: Athletics 2, Infiltration 3, Perception 4

Powers: Enhanced Senses (Hearing, Low-Light Vision)
Cyberware: Commlink, Eye Recording Unit, Select Sound Filter 3
Cost: 7,050 nuyen + Commlink price (based on model)

Hunter Seekers (Warform)

Early model biodrones, Hunter Seckers were genetically
engineered to be combatants. Crossbreeding dogs with wolves
developed a socialized dynamic but also made Hunter Seckers
much more feral than expected and harder to train. They are used
as security by many Northern NAN groups such as the Algonquin
and Manitou. Tribal riggers use the orientation goad to point the
pack in the right direction and let instinct take over from there.
B A R § C I L W EDG ESS Init IP
35 5 3 3 1 2 3 0 39 8 1
Movement: 10/45
Skills: Perception 4, Unarmed Combat 4, Tracking 2
Warform Modifications: Artribute Enhancement (Agi, Bod, Rea, Str)
Cyberware: CAST, Orientation Goad, SEIES, TRACES
Powers: Natural Weapon (Bite: DV 1P, AP 0), Enhanced Senses
(Low-Light Vision, Scent)

Notes: Treat the Hunter Seekers as feral adults for training
purposes.

Optional: Gestalt Consciousness

Cost: 73,700 nuyen

Kamikaze

Developed by CAS Central Intelligence, the Kamikaze is an
assassination drone built as a bird, though other models have been
used. When it closes within range of its target, the integral cranial
bomb detonates. Fach is built with a biomonitor to allow for deto-
nation near secondary targets if the biodrone comes under attack.
B A R S C I L W EDG ESS Init IP
o 2 2 0 1 1 it 1 0 5.6 2 1
Movement: 20/40 (flying)
Skills: Flight 2, Perception 2
Powers: Natural Weapon (Bite: 1P, AP—)
Cyberware: Biomonitor, Cranial Bomb (Area Bomb),
Orientation Goad
Cost: 12,000 nuyen (costs for clones of specific animals may be higher)

Patroller (Warform)

Though not as heavily augmented as the Razorhound, the
Patroller is deadlier. Through full integration into the security
network, this gen-engineered Hyena was designed to be a smarter
and faster combatant. Allowed to roam freely across the perimeter
of a facility, the Patroller has full threat assessment capabilities and
a few surprises for unwary shadowrunners.
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B A R § C 1 L W EDG ESS Init IP
S S 3 S 3 3 4 3 0 3.8 6 1
Movement: 10/50

Skills: Infiltration 2, Perception 2, Tracking 2, Unarmed Combat 5
Cyberware: CAST, Commlink (DR: 6), SEIES, TRACES
Powers: Natural Weapon (Bite: DV 4P, AP -1), Enhanced Senses
(Low—Light Vision, Smell), Attribute Enhancement (Agi, Bod,
Str, Log), Skill Enhancement (Unarmed)

Cost: 85,500 nuyen

Port Authority (Mischief)

Vat-grown and developed, the Port Authority model is built
into flocks of seagulls, which circle the docks and behave similarly
to their unaugmented counterparts. The Mischief’s prime respon-
sibility is surveillance; reporting hostile and suspicious activities.
B A R S C I L W EDG ESS Init IP
R+2 3 2 0 1 3 1 1 1 5.2 4 1
Movement: 20/60 (flying)

Skills: Flight 2, Perception 2
Cyberware: CAST, Commlink, Orientation Goad
Cost: Group Rating x (79,500 + commlink cost) nuyen

Rat Eye

A common rat with additional sensory equipment, the Rat
Eye takes advantage of the ubiquitous presence of rats in urban
habitats. The basic version is self-sustaining and forages for food
without attention from the security rigger. Other models, includ-
ing rabbits and squirrels, are available based on environmental
conditions. Rat Eyes are often used by shadowrunners to investi-
gate the air ducts of a building and pull fiberoptic cabling.

B A R § C 1
0o 3 2 0 1 1
Movement: 5/15

Skills: Climbing 2, Infiltration 2, Perception 2, Unarmed Combat 1
Cyberware: Cybereyes Rating 1 (with Vision Magnification),
Orientation Goad, TRACES (add CAST implant for enhanced version)
Powers: Enhanced Senses (Smell)

Note: -1 Reach

Cost: 27,000 nuyen for basic version, 52,000 nuyen for CAST version

L W EDG ESS Init IP
1 1 0 495 3 1

Razorhound

Developed by Parashield, the Razorhound is a fully func-
tional attack drone designed for area denial and interdiction.
Generally released into unpopulated areas, the Razorhound is
highly aggressive and nearly impossible to train. When the drone
needs to operate in a populated area or near other security person-
nel, Agents and riggers are used to control the drone’s operations.
B A R § C I L W EDG ESS Inic IP
2 3302 3 3 1 3 3 092 6(10)1(3)
Movement: 10/45
Skills: Dodge 2, Intimidation 2, Perception 2, Tracking 2,
Unarmed Combat 3
Cyberware: (all Alpha-grade) CAST, Flare Compensation,
Hand-Razors, SEIES, Stirrup Interface 2, Submachine Gun, Taser
Powers: Natural Weapon (Bite: 2P, AP 0), Enhanced Senses
(Low-Light Vision)
Autosofts: Automatics 4, Pistols 4
Weapons: Handrazors (3P, AP -1), Submachine Gun (DV 5P,
AP —,SA/BE,RC 2,24 (c)), Taser (DV 6S(e), AP —half, SA, 4(m))
Cost: 275,000 nuyen
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Roach Drone

Designed for reconnaissance and infiltration, the Roach
drone is fully vat-grown and capable of entering a location through
very small holes. With the Roach’s sight, hearing, and smell trans-
mitted back to the rigger, it is easy to get a full understanding of
the activity in a building before breaching. Security specialists
release them in large warchouses where insects are expected and
ignored to provide additional surveillance.
B A R § C I L W EDG ESS Inic IP
0 1 3 0 1 2 0 1 0 5.4 S 1
Movement: 2/5
Skills: Dodge 3, Infiltration 3, Perception 2
Powers: Gestalt Consciousness, Wall Walking
Cyberware: Orientation Goad, Eye Recording Unit, Cyber Ears
Rating 1, Olfactory Booster 4
Notes: —1 Reach
Cost: 7,000 nuyen each or 35,000 nuyen per Group Rating

as Swarm

ReCondor

A high-flying reconnaissance drone, the ReCondor is tra-
ditionally built into a locally available non-migratory bird type.
Popular models include seagulls, falcons, and owls. The bird
follows normal nesting behaviors, though it never mates due to
inherent sterility.
B A R S C I L W EDG ESS Init IP
1 4 3 1 2 4 2 2 0 4.25 7 1
Movement: 20/60 (flying)
Skills: Flight 3, Perception 3, Tracking 2, Unarmed Combat 2
Cyberware: CAST, Commlink, Orientation Goad,
Thermographic Vision, TRACES, Vision Enhancement 2
Powers: Natural Weapon (Bite: 2P, AP 0), Enhanced Senses
(Low-Light Vision)
Cost: 60,500 nuyen plus Commlink

Sensor Swarm VI (Swarm)

Using the olfactory booster as a chemsniffer to identify spe-
cific compounds, the insect Sensor Swarm is designed for scouting
a building or large shipment for explosives, chemical warfare, and
biological agents. The Swarm is available only to accredited secu-
rity agencies, though a civilian model is being developed.

B A R S C I L W EDG ESS Init IP
R 1 1 0 1 2 2 1 0 5.5 3 1
Movement: 10/20 (flying)

Skills: Flying 2, Infiltration 3, Perception 4, Tracking 1

Powers: Gestalt Consciousness, Natural Weapon (Sting: DV 2P,
AP -2), Wall Walking

Cyberware: Olfactory Booster 4, Commlink (DR 3), Orientation Goad
Notes: As a Swarm, the Sensor Swarm VI’s Body attribute is
determined by the Group Rating. The Signal rating for the Swarm
is equal to (Group Rating + 4).

Cost: Rating x 7,500 nuyen

e

Smart-Connect (Swarm)

Recently discovered in Atlanta, the Smart-Connect is a
Swarm of flies designed to bridge communications gaps between
secure systems. The integral commlink is modified to accept only
subscriptions from a specific list of devices and then retransmit
the information across the Swarm. CDC officials discovered them
near a research facility but were unable to trace the manufacturer.
B A R § C I L W EDG ESS Init IP
R 1 3 0 1 1 0 1 0 5.7 4 1
Movement: 10/20 (flying)

Skills: Dodge 1, Flight 1, Infiltration 3, Perception 2

Powers: Gestalt Consciousness

Cyberware: Commlink (DR 6), Orientation Goad

Notes: As a Swarm, the Smart-Connect’s Body attribute is
determined by the Group Rating. The Signal rating for the Swarm
is equal to (Group Rating + 6). Since the Smart-Connect is a
retrans unit (p. 142, Arsenal), if two devices are in its range, they
are treated as being in range of each other.

Cost: Rating x 12,500 nuyen

Stalker (Chimeric)

Developed by the Sioux to be used alongside the Wildcats,
the Stalker is a Chimeric mountain lion. Trained from a young age
using simsense and shamanic abilities, the mountain lions are used
as soldiers. Each Stalker is equipped for mission parameters with
gear harnesses and combat drugs.

B AR S C I L W EDG ESS Init IP
9(11)84(6) 8 3 3 2 3 4 29 709 1
Movement: 10/60

Armor: 6/6

Skills: Infiltration 3, Perception 2, Tracking 3, Unarmed Combat 4
Powers: Attribute Enhancement (Agi, Bod, Str), Chimeric
Ability (Armor), Natural Weapon (Claws/Bite: DV 8P, AP 0),
Pheromone Coding, Thicker Hide

Bioware: Bone Density 2, Damage Compensators 3
Cyberware: Auto-Injector (Reusable, K-10), Blood Circuit
Control, CAST, Reaction Enhancers 2

Cost: 185,000 nuyen

INTEGRATING CRITTERS
INTO YOUR GAME

Critters can enhance a game for both players and gamemas-
ters. They can provide challenging obstacles for runners when used
as security devices. They can be equally useful for runners, comple-
menting their abilities or providing some very loyal extra muscle.
Additionally, some players may choose a pet to add depth and
dimension to their characters. Rules for buying animals, training
and handling animals, incorporating animals into lifestyles, and
using them in a security setting are detailed below.

PROCURING CRITTERS

Getting a critter can be very easy or very difficult, depend-
ing on the critter, the location, and the player characters” access to
either SINs or a black market contact.

The majority of traditional pets are legal and readily available
at the local mall or specialty pet shop. Critters from mass-market
pet shops are never considered “trained.” The critters will always be
sterile (even the fish). Frequently, they are lab-created, cloned en




masse from the most popular and bestselling strains. (Paranormals
cannot be cloned, so mass-market pet shops generally do not carry
them.) A valid SIN is required to purchase any critter (cat-sized
or larger) from a legal pet shop. Most pet shops can assist a new
owner with procuring the appropriate licenses for a pet with a
small fee at the time of purchase. Augmented and gene-tweaked
critters are not available at most pet shops.

Online retailers sell 2 much broader selection of critters,
including gene-tweaked or customized critters and Paranormals.
Legitimate retailers will not ship critters to an address where
they are restricted or outlawed. Purchasing a critter from an
online retailer requires a valid SIN and proof of appropriate
licenses prior to delivery. Due to the high cost of shipping live
critters, the price of critters purchased online is increased by 25
percent. If the critter must be imported from another country,
the total price increase including shipping is 50 percent. Animals
that are “exotic,” or not native to the region where they are being
purchased, may have an additional markup at gamemaster’s
discretion (10-25 percent is reccommended). Online retailers
can offer critters with basic training, although with decreased
availability and significant time and cost increases. Legitimate
online retailers will sell only sterile critters.

Specialized breeders and trainers (corporate or independent)
sell rarer critters. These may be sold highly trained. They may also
sell purebreds and fertile critters. Purchasing a fertile critter, when
possible, increases the base price by 50 percent or more, depending
upon the critter.

Licenses cost 10 percent of the base (untrained) cost for
legal critters and 20 percent for restricted critters. Licenses must
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be renewed annually. Forbidden critters cannot be licensed for
private ownership. Critters that are cat-sized and larger require
licenses, as will all Paranormals. Fake licenses can be procured
(Fake License, p. 332, SR4A).

The basic prices for sample animals are included below. For
animals not listed, it is recommended that the gamemaster find
a similar animal and use that as a baseline to establish a price. Of
course, different nations will have varying costs associated with
different animals as well as variations in what animals are legal, re-
stricted, or forbidden. All the animals listed are regular, sterilized
specimens; entries for purebred or rare animals list the suggested
beginning price, and costs can go much higher. Note that tech-
nocritters are still rare enough that they are not available on the
open market, and they require specialized black market contacts to
acquire. Accordingly, prices for these critters are not listed below,
and acquiring one (to keep or sell) may require one or more runs.

Some animals require a minimum lifestyle. If using the
Advanced Lifestyle rules (p. 149, Runner’s Companion), the
minimum lifestyle refers to Necessities. For more on lifestyle
adjustments, see p. 39. There is also an additional monthly cost
associated with each animal, which covers food and basic supplies.

NEW SKILLS

A variety of skills come into play when training and using
animals in game play. While purchasing a trained animal is pos-
sible, some characters may wish to save money by training an
animal themselves. This also allows runners to customize their
animal’s training. Pre-trained animals are unlikely to come with
the variety of tricks that are useful to a runner (such as training a
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Bandit to pick locks on command). Animal Training is the skill a
character would use to train their own animal or to train animals
for sale. Other skills related to critters include Animal Handling,
VetTech, and Riding. These four skills are grouped in the Animal
Husbandry skill group. Animal-specific knowledge skills can be
created for any discipline of study or background.

The Animal Empathy positive quality (p. 90, SR44), the
Critter Spook negative quality (p. 117, Runner’s Companion), and
the Animal Empathy Adept power (p. 175, Street Magic) affect the
training and handling of critters, and bonuses from these qualities/
powers apply to all four skills in the Animal Husbandry skill group.

Animal Handling (Intuition)

The Animal Handling skill represents the understanding of
animal behavior and the practical application of that knowledge to
safely and humanely interact with animals. It includes the ability
to read animal body language and cues, knowledge of typical and
atypical behavior, and appropriate responses to animals that are

fearful, hostile, injured, or panicked. Use this skill to befriend a
hostile guard animal, soothe a frightened wild animal, or pacify
an agitated paracritter.

Default: Yes

Skill Group: Animal Husbandry

Specialization: By animal type or situation (Veterinary,
Security, Wildlife)

Animal Training (Intuition)

The Animal Training skill represents a character’s ability to
teach an animal to respond to specific stimuli or conditions. This
skill includes identifying the appropriate motivators for training
and how to best apply training techniques and methods to achieve
the desired end result.

Default: Yes

Skill Group: Animal Husbandry

Specialization: By animal type (Canine, Avian, Equine,
Paranormal, Emerged, etc.)

ANIMAL AVAILABILITY AND COST CHART

Lifestyle
(Necessities)

Cost Minimum/
Animal Availability (Untrained) Monthly Cost
Pet/Livestock
Goldfish - 2¥ Squatter/S¥
Small Bird* - 25¥ Squatter/S¥
Bonzo 6 1,000¥ Low/25¥
Hawk (Redtail)* 6 500¥ Middle/100¥
Falcon (Peregrine)* 12 5,000¥ Middle/150¥
Small Rodent - 25¥ Squatter/S¥
Ferret - 250¥ Middle/25¥
Caty - S0¥ Squatter/25¥
Dog (cloned)* - 100¥+ Middle/100¥
Sheep 4 500¥ High/150¥
Pig 4 250¥ High/150¥
Cow 4 2,000¥ Luxury/250¥
Horse* 4* 2,000¥ Luxury/250¥
Snake (non-venomous) - 100¥ Low/25¥
Tarantula - 100¥ Squatter/25¥
Paranormals/Exotics
Aardwolf 6R 5,000¥ Middle/100¥
Artnwerre 6R 800¥ Middle/100¥
Baboon 8R 25,000¥ Luxury/400¥
Bandit 8R 2,000¥ Low/100¥
Barghest 1SR 11,000¥ High/500¥
Bear, Grizzly 16F 6,500¥ Luxury/500¥
Basilisk 14R 40,000¥ Middle/200¥
Blackberry Cat 6F 1,000¥ Street/25¥
Cerberus Hound 20F 80,000¥ Luxury/500¥
Chimera 12F 37,000¥ High/200¥

Lifestyle
(Necessities)

Cost Minimum/
Animal Availability (Untrained) Monthly Cost
Cougar/Great Cat 12R 5,000¥ High/500¥
Dog Asp 10F 3,500¥ Middle/100¥
Dolphin 12R 10,000¥ n/a**
Elephant 12F 55,000¥ Luxury/500¥
Fenrir Wolf 10F 14,000¥ Middle/250¥
Gabriel Hound 8R 2,000¥ Middle/250¥
Gomatia 8 5,000¥ Middle/100¥
Hell Hound 15R 10,000¥ High/500¥
Icedrakon 2SF 2,000,000¥ n/a**
Juggernaut 18F 1,500,000¥ n/a*
Merlin Hawk 10 8,000¥ Middle/100¥
Nimue’s Salamander 15R 40,000¥ Middle/100¥
Ostrich 6 2,500¥ High/200¥
Pegasus 12F 5,000¥ Luxury/500¥
Penguin 12 2,000¥ High/250¥
Piranha 8R 250¥ Middle/100¥
Piasma 18F 80,000¥ Luxury/500¥
Saber-Tooth Cat 18R 25,000¥ Luxury/500¥
Sea Lion 12R 6,000¥ Luxury/500¥
Shark (Great White) 18F 100,000¥ n/a™
Shark (Mako) 12R 9,000¥ n/a**
Unicorn 12R 8,000¥ Luxury/250¥
Wolf 12R 1,000¥ Middle/250¥

* Purebred, non-cloned, luxury, or exotic varieties are available.
Costs for these are much higher than the standard or cloned variety.

** These critters require special accommodations or cannot be kept
in captivity, so they require a large land preserve, a large aquatic
environment, a zoo, or similar habitat.




Riding (Reaction)
The Riding skill is used to effectively ride a mount. A charac-

ter would use the Riding skill to anticipate a mount’s actions and
to control a mount even in stressful situations. This skill is used
for all land- and air-based riding situations with mounts ranging
from horses to dragons.

Default: Yes

Skill Group: Animal Husbandry

Specialization: By animal (Horse, Camel, Dragons, etc.) or riding
style (Western, Huntseat, Racing, etc.)

VetTech (Logic)

The VetTech skill is used to provide medical care for critters.
This includes first aid and surgery as well as preventative care such
as immunizations. The skill also includes knowledge of specific
drugs and therapies for use with non-metahuman patients. This
skill can be used to provide first aid and medical care for non-me-
tahuman sapient critters such as centaurs, naga, and shapeshifters.
Aswith Awakened metahumans, treating Awakened or Emergent
creatures has a -2 dice pool modifier when using modern medi-
cal knowledge, which can be negated by specializing in treating
Awakened animals. This skill also covers handling injured and sick
creatures safely and with empathy towards the critter.
Default: No
Skill Group: Animal Husbandry
Specialization: By animal type (Paranormal, Awakened,
Emergent, Mammal, Aquatic, etc.)

TRAINING AND HANDLING CRITTERS

Training your own animal is a challenging and time-consum-
ing task, but one with many rewards. For characters who wish to
train an animal, the following rules detail the process. Swarms and
Mischiefs can also be trained, although it is a much more difficult
process that is generally performed by specialists. Note that sapient
critters cannot be trained by the following rules; they learn new
skills using the Improving Skills and Skill Groups rules (p. 270,
SR4A). Training is the only way for non-sapient critters to increase
their natural skills or learn new skills (however, the skills they can
learn are subject to gamemaster discretion).

In addition, trained animals need periodic reinforcement of
training. Rules for keeping their training up are included below.

Animal Training

Animal Training is an Extended Test that is opposed by the
animal. The time interval for training is based on the complex-
ity of the learned behavior. Training which reinforces instinctive
behavior takes less time than training which forces the animal to
go against instinct.

To train a critter, the player first picks the training desired
and then determines the interval based on the complexity of the
training. The threshold for the test is based on the complexity of
the training. The player then rolls Animal Training + Intuition
versus the critter’s Willpower. The character’s net hits are applied
to the threshold. When the threshold has been met, the critter has
been successfully trained in the desired behavior.

Wild critters are inherently more resistant to training. A
wild-born critter rolls Willpower x 2 to resist training, while an
adult wild-caught (or feral) critter uses Willpower x 3 to resist

TRAINED ANIMALS

Purchasing pre-trained critters is possible via legal
or black market channels. The chart below is a
guideline for the cost multiplier of a trained critter.
Not all critters are available trained. Gamemasters
have the final say on if a character can find a trained
specimen. To calculate the trained price, multiply
the base cost of the critter by the training level
multiplier and then by the Willpower multiplier.
Note that combat training automatically changes
normal critters to Availability R and Paranormal
critters to Availability F.

TRAINING MULTIPLIER TABLE

Willpower
Training Level Multiplier Rating Multiplier
Instinctive 1.25 1-2 1
Basic 2 3-4 2
Moderate 5 5-6 5

Advanced 7 7 10

Against Instincts 10 8+ 15

A Seeing Eye Dog (cloned) has a base cost of 100
nuyen, multiplied by 7 (Advanced Training) for 7
nuyen, then multiplied by 2 (Willpower 3) for a total
price of 1,400 nuyen.

A trained Security Hellhound has a base
cost of 10,000 nuyen, multiplied by 10 (Combat
Training/Against Instincts), and then multiplied by

2 (Willpower 3) for a total price of 200,000 nuyen.

training efforts. If a critter achieves more hits than the trainer, it
remain “untamed.” Gamemasters may optionally choose to substi-
tute Resonance or Magic for Willpower in these tests as applicable.

Training critters can be hazardous, especially if the critter is
wild or dangerous. If a wild or dangerous critter gets greater than
4 net hits more than the trainer when resisting training, the critter
will attack the trainer.

During the training period, daily training is required. The
amount of time spent daily is based on the complexity of the task.
Training time does not need to be done in one sitting, and general-
ly the critter will learn faster if the daily training is broken up into
multiple sessions over the course of the day. A day is considered a
24-hour period. Training needs to be continuous. If the character
takes a break from training, the training must be restarted. For
Advanced and Against Instincts training, a character may take pe-
riodic breaks (no more than 1 week of time per interval) without
restarting the training.

Because critters learn at their own pace and training strongly
relies on consistent reinforcement, increasing the daily training

time has no effect on the overall training time. It is not possible to
Rush the Job (p. 65, SR4A4) when training critters.
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A glitch during the training period results in increasing the
training period by one interval. A critical glitch results in a crit-
ter with a permanent bad habit, such as a guard dog becoming
extremely gun-shy.

Increasing a natural skill (one listed in the critter’s stat block)
by +1 is considered Moderate complexity. A critter can be trained
to increase a natural skill multiple times, but each time requires a
new training task. A critter may be trained to increase a natural
skill up to 1.5 times its original rating (to a maximum of 6). A
critter may be trained in a new skill, but the complexity is up to
the gamemaster, and the skill should be appropriate to the critter
(e.g., training a Newfoundland dog for a Swimming skill at rating
1 would be Basic complexity; training a cat for a Swimming 1 skill
would be Against Instincts).

An Emergent cat has moved in with Netcat. She
wants to train her new houseguest—starting with using
the litter box. The gamemaster rules that this will be an
Instinctive bebavior that has an interval of 1 day and
a threshold of 6. Netcat has an Animal Training skill
of 1 and an Intuition of S. Netcat rolls her Intuition S
+ Animal Training 1 and gets 2 hits. The cat rolls his
I/Villpower 3 and gets 1 hit, giving Netcat a total 0f 1 net
hit towards her threshold of 6. The next day, Netcat re-
peats the test and gets 3 net hits. On the third a'ﬂy, Netcat
gets 2 more net hits and reaches the threshold of 6. It takes
her three days to teach her new friend to use the litter box
... smart kitty!

KEEPING UP THE TRAINING

It is necessary to periodically refresh the animal’s training.
Reinforcing desired behaviors and discouraging undesirable be-
haviors depends on the complexity of the behavior. The Training
Reinforcement Table shows the frequency needed to keep an
animal performing at its best.

The Training Reinforcement Test is an Opposed Test be-
tween the trainer’s Animal Training + Intuition and the animal’s
Willpower. Because wild animals are never truly tamed, wild-born
animals roll Willpower x 2 and adult-captured wild animals roll
Willpower x 3 for the test.

TRAINING TIME TABLE ¥
Daily
Training

Complexity Interval Time Threshold
Instinctive 1 day 10 minutes 6
Basic 1 week 30 minutes 6
| Moderate 1 week 1 hour 12
‘ Advanced 1 month 2 hours 18
Against 1 month 3 hours 24

(\".‘3* Instincts

REALISTIC TRAINING TIMES

While the training times presented are short-
ened to enhance gameplay, groups that desire more
realistic training times may opt to use these alterna-
tive intervals:

Instinctive: 1 day

Basic: 1 week

Moderate: 2 weeks
Advanced: 2 months
Against Instincts: 3 months

The reinforcement training time is equal to the critter’s total
hits x 1 hour. If the critter gets at least 1 net hit in the opposed
test or if the trainer glitches, some aspect of the animal’s training
needs more in-depth reinforcement. The trainer will need to work
with the critter on a daily basis (using the time guidelines from the
Training Interval Table) for a number of days equal to the critter’s
hits before the critter can once again be considered well-trained.
A critical glitch causes the animal to permanently learn an undesir-
able behavior. If a wild or dangerous critter gets more than 4 net
hits in the opposed test, it may attack its handler or be considered
dangerous until it is well-trained again (e.g., a horse may start

bucking when ridden).
TRAINING THE AWAKENED/EMERGED

Training Awakened and Emerged critters is more compli-
cated than training animals with only normal senses.

Awakened Critters

Dual-natured critters and critters with the ability to perceive
Astral space can be trained to use their Astral skills on command.
Since training hinges on rewarding the critter promptly when pre-
sented with the target stimulus and desired behavior, trainers who
are unable to astrally perceive are also unable to successfully train
the critter to use its abilities. If the trainer has the ability to astrally
perceive, the training follows the normal rules and intervals.

Teaching an animal to use an innate spell on command does
not require an Awakened trainer. It may, however, require a trainer
who doesn’t mind getting targeted by the innate spell during train-
ing. Because many Awakened powers are inherently dangerous for
trainers, successful Paranormal animal trainers are a valuable com-
modity to both corporations and private security managers.

' = G5R

TRAINING REINFORCEMENT TABLE (\{@
Complexity Refreshment Period

Instinctive Negligible

Basic Negligible
Moderate Quarterly
Advanced Monthly
' Against Instincts Weekly
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Training an Emergent critter to use innate abilities on com-
mand requires a trainer with access to the Matrix, either via AR or
VR. To teach the critter to respond to or interact with Resonance-
based stimuli, however, the trainer must have the ability to access
the Resonance. In some instances, critters may be trained to react
to Resonance-based entities by presenting them with such stimuli
and rewarding them, although it will take longer if done by a non-
Emerged trainer. In game terms, this is reflected by doubling the
training interval and shifting the Complexity of the training
task to a minimum of Advanced. An Emergent critter cannot be
trained to use Resonance abilities actively (i.c. engaging in Matrix
combat, hacking a node, ctc.) except by an Emerged trainer.

Max is an animal trainer for Renraku. Renraku
acquires a Mongrel (an Emerged beagle) and gives it to
Max to train, telling him they want it to identify hidden
technomancers.

Max is not a technomancer himself, so he needs ro
find another way to train the dog. Renraku provides him
with access to several research labs and test subjects. He
notices that the beagle seems naturally drawn to the tech-
nomancers in the labs when they are forced to access the
Resonance. Aﬁer that, Max fomses on training the bmgle
to use its natural abilities ro identify people accessing the
Resonance. He decides he wants the beagle to go to any
technomancer it senses and drop a small red ball ar their
feet. Unfortunately, because he cannot control the stimuli,
the training takes much longer.

Because Max is unable to access the Resonance
himself; the training will be Advanced, increasing the
threshold to 18, and the normal 1 month interval will be
doubled. He will have to train the dog for two hours each
day, seven days a week, to see any results.

Max rolls his Animal Training 4 + Intuition 4
against the beagle’s Willpower of 3. He gets 2 net hits. Two
months later, he rolls again, getting another 2 net bits.
Two months aﬁer that, he gets 3 more hits. Evmtual[y,
nine tests later (18 montbs), heﬁmzlly achieves the
threshold of 18 and has trained the beagle to approach
technomancers actively accessing the Resonance and drop
a small red ball at their feet.

If Max had been a technomancer himself, the
Complexity would have been Basic with an interval of 1
week and a threshold of 6. It would have taken Max only
three weeks to successfully train the beagle.

SWARMS/MISCHIEFS

Training groups of animals is more challenging. When train-
ing a group of animals, use one base critter’s stats to establish the
base training interval and threshold. Then multiply the training
interval by the group size (Swarm/Mischief Group Rating x
Interval). Additionally, the training threshold is increased by the
Group Rating. When rolling the Extended Test, the animals add
their Swarm rating to their Willpower attribute to resist training.

Two groups that have equal training can be combined to
make one larger group.

ATTUNEMENT (ANIMAL)
ADEPT METAMAGIC

The Attunement (Animal) metamagic tech-
nique gives an adept a low-level telepathic
link to an attuned Mundane critter, so that the
adept can issue simple telepathic commands
to the critter. Those commands may or may not
be obeyed (especially if the command puts the
critter in danger or goes against its instincts).
Training the critter allows an adept to give much
more complicated commands to the critter and
encounter far less resistance to the commands.

When an adept has Attuned to a critter, the
empathic link between the two of them provides
the adept with a clear advantage in training. The
adept may add her Initiate grade as a positive
dice pool modifier for all tests involving Training
or Handling the Attuned critter. The adept'’s
Initiate grade also affects the Training Test
thresholds, decreasing the threshold by (Initiate
Grade =+ 2, round up). In addition, training inter-
vals are halved, and the adept does not need to
make any Training Reinforcement tests.

Note that insects (individually or in Swarms) cannot be
trained beyond Instinctive behaviors.

Max wants to train a Mischief of crows to watch
over his home and press panic buttons to alert him if any
metahumans enter his property. This will be a Basic task.

Crows have Willpower 3. Because Max hatched the
crows and hand-raised them, they are considered domes-
ticated (were he to attempt to do this with a wild ﬂack
of crows, the task would be much more challenging). The
Mischief consists of six crows for a Group 2 Mischief-

Max's threshold for training the crows is 6 (Basic
Task) + 2 (Mischief rating), or 8. The base interval is
1 week, multiplied by the Mischief's rating of 2 for an
interval of 2 weeks. Max rolls his Animal Training 4 +
Intuition 4 for a total of 8, against the crows’ Willpower 3
+ Mischief rating 2, or S.

ADVANCED PACK TRAINING

Larger critters can be trained to function as a group, giving
them a distinct strategic advantage over single critters. This is
generally effective only for critters that naturally form Packs. For
critters that naturally function as a group, such as a Pack of wolves,
there are two levels of Pack Training: Basic and Advanced. Critters
that are naturally solitary or hostile to other members of their spe-
cies can only have Basic Pack Training.

A Pack has at least three members.

Basic Pack Training allows the critters to effectively operate
as a group. Basic Pack Training is considered Basic for natural pack
animals (wolves, horses), Moderate for critters that are neutral to-
wards others of their species (raccoons), and Against Instincts for
critters that are naturally solitary or hostile to other members of
their species (jaguars). For each critter in the group, add +1 to the
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threshold. The training intervals remain the same, but the daily
training time is increased by one-quarter per critter.

Advanced Pack Training gives the critters a further advantage.
This training mimics a tacnet (p. 126, Unwired) for the critters with
bonuses applying to tests (i.e. Shadowing, Maneuvering, Close
Combat, Surprise, etc.) for which the critters have been trained. For
every trained critter working on the same task, apply a +1 dice pool
modifier for tactical tests or initiative tests, up to a maximum of +8.
Modifiers stack with those from the Gestalt Consciousness power,
Teamwork Tests, and Friends in Melee bonuses.

By focusing the training on the Alpha of the Pack, Advanced
Pack Training is significantly easier than training each critter in-
dividually. The trainer first picks the desired behavior, setting the
base training threshold and interval for the Alpha. Each additional
critter trained in the behavior via Advanced Pack Training increas-
es the daily time necessary for training by one-quarter (round up)
per critter. The intervals are also increased by one-quarter (round
up) per critter. For every additional two critters, add +1 (round
down) to the Alpha’s Willpower when rolling the Training Test.
When the threshold has been met, all critters in the pack are con-
sidered trained in that behavior and receive the Advanced Pack
Training bonus for tests falling under that training.

Trager is training a group of four guard dogs ro
protect a facility against intruders. He wants them to
attack any intruders without any handlers nearby. The
gamemaster rules this will be an Advanced Complexity

with a threshold of 18.

Trager spends 2 hours a day working with the
Alpha dog. He spends another 1.5 hours working with
all the dogs together. The interval would normally be 1
month, but because of the additional three dogs, it is 1
month, 3 weeks. At each interval, Trager rolls his Animal
Training 3 (Canines +2) + Intuition 4 versus the Alpha’s
Willpower 3 + 1 for the additional three dogs.

Later, Trager’s pack of dogs are trained and roam-
ing the compound when they detect a group of trespassers.
When they attack the trespassers, each dog rolls an in-
dividual attack test (Unarmed Combat 3 + Agility 3).
However, they each receive a + 4 dice pool bonus for
Advanced Pack Training, giving each dog a rotal dice pool
of 10 for their attacks. If two of the dogs attack one target,
they can also use Friends in Melee or a Teamwork Test to

further increase their dice pools.

SAMPLES OF TRAINING LEVELS

Dog

Instinctive: Sit, Lay Down, Crate Training, Bark on Command
Basic: Shake, Recall, Heel, Stay

Moderate: Attack or Defend on Command, Jump Through
Hoop, Follow Obstacle Course (off-leash, verbal/visual
commands), Dodge

Advanced: Drug-Sniffing, Search and Rescue, Tracking,
Directed Bite Placement (e.g. bite gun-arm), Guide Dogs for
Disabled, Attacking to Disable, Attack (general or non-identified
metahumans) Without Handler Present
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Against Instincts: Combat Training (with loud gunfire), Not
Chasing a Running Target, Not Attacking a Threat

Bandit

Instinctive: Come when Called, Open Lock on Command,
Investigate Area on Command

Basic: Housetraining, Bite/Don’t Bite on Command, Simple
One-word commands (Up, Swim, Climb, Retrieve, No!)
Moderate: Retrieve (Multi-step: Find Box, Unlock Box, Take
Item, Return Item), Make Noise, Throw Item, Identify Item by
Word (i.e. “Gun” or “Link”)

Advanced: Follow Obstacle Course with Verbal/Visual
Command, Stealth, Multi-Step Commands (“Retrieve Gun and
Find Clip,” “Push Button and Enter Door,” or “Open Fridge,
Retrieve Beer”)

Against Instincts: Attack, Perform Any Command While in
Danger/Under Attack/Injured

Techno-Ferret

Instinctive: Pick Up Object, Investigate Area/Node on
Command,* Bite on Command

Basic: Housetraining, Don’t Bite on Command, Hack Node,t
Retrieve (physical/AR*) Object, Use Stealth on Command+t
Moderate: Basic Active Skills (Locksmith, Unarmed Combat,
Dodge, Infiltration),t Track Resonance Entities,t Identify
Resonance Entities, Carry or Place Datapacket,* Follow Verbal,
Visual, or Resonance* Commands to Navigate Maze/Path, Simple
Multi-Step Commands (“Press Button”)

Advanced: Use Matrix Perception (for specific object, such as
databomb),* Use Matrix Perception (for specific Resonance item/
entity, such as Watermark),t Navigate via AROs, Multi-Step
Commands (“Follow AROs, Open Screen, Press Button”)
Against Instincts: Attack Resonance-Based Critterst

*Only AR-enabled trainers can train this task

tOnly technomancers can train this task

Vervet Monkey

Instinctive: Alert to Danger (vocally), Alert to Astral/Mana
Effects (vocally),* Come when Called, Trigger Alarm

Basic: Open/Close Door on Command, Retrieve, Throw, Identify
Simple One-Word Objects (Gun, Link, Apple, Button, Switch)
Moderate: Housetraining, Alert to Danger/Astral Presence* via
Non-Vocal Signal, Multi-Step Commands (“Retrieve Gun” or
“Trip Switch”)

Advanced: Be Quiet, Pinpoint Astral Presence*

Against Instincts: Multi-Step Reaction to Danger (Sense
Astral Presence,* Be Silent, Go to Box, Press Button), Attack on
Command

*Only Astrally Perceiving trainers can train this task

Kitteh*

Instinctive: Seck Programs, Stay in a Node, Do Something Cute
Basic: Search a Node, Come to Another Node (when called),
Munge on Command

Moderate: Attack or Disarm on Command, Heel

Advanced: Perform Specific Matrix Actions, Avoid Munging
Specific Programs

Against Instincts: Use Non-Inherent Programs, Not Munging
when Hungry, Interact with Physical World

*Only AR/VR trainers can train a Kitteh

Daemon*

Instinctive: Seek Als in Node, Attack Al

Basic: Stay in a Node

Moderate: Fight Non-Al, Attack Non-AlI, Heel

Advanced: Stay in a Fight when Hurt, Refrain from Hunting
when Hungry

Against Instincts: Use Non-Inherent Programs, Refrain from
Attacking Al

*Only AR/VR trainers can train a Daemon

INCORPORATING CRITTERS INTO LIFESTYLES

Keeping a critter requires some adjustments in a character’s
lifestyle. Many critters require specialized diets, and some re-
quire foods that are not readily available. They also require some
amount of space, from a small goldfish bowl to several acres of
grazing land. Some critters will require a warm living area, like
reptiles from tropical locales, which means the character must
have a way to maintain power to a home at all times. Finally,
many landlords will be extremely reluctant to rent a home to
a tenant with a restricted pet, a Paranormal critter, or an aug-
mented critter. Those that do may charge a premium.

Feeding critters can also be challenging. Some critters must
have specific ingredients in their diets, like fresh fruits, insects,
or real meat. On the Animal Availability and Cost Chart, the
additional premium per month includes the cost for providing
these special food items. If using the Advanced Lifestyle rules (p.
149, Runner’s Companion), the Homegrown Farming Lifestyle
%ality may substitute for this monthly cost, with animals
requiring fresh fruits and vegetables. Critters that require a meat-
based diet may also be provided for by hunting on a daily basis.
(Note that many sprawl critters such as devil rats carry toxins
and diseases from exposure to pollutants and are not suitable for
many critters as a food source.)

If using the basic lifestyle rules presented on p. 267, SR44,
use the minimum from the Animal Availability and Cost Chare,
p- 34, to establish the minimum lifestyle necessary to support
the animal. To represent the additional surcharge a landlord
may require for a “pet-friendly” rental, add 10 percent to the
base lifestyle cost. In addition to the base lifestyle monthly cost,
there is a separate surcharge listed that incorporates the critter’s
monthly needs for food, supplies, and routine veterinary care.

If using Advanced Lifestyle rules, the minimum lifestyle
listed in the Animal Availability and Cost Chart applies to
the Necessities category. In addition, there are several lifestyle
qualities that allow a character to have a pet in their home.
These may be mandatory or optional for those using the
Advanced Lifestyle rules at gamemaster discretion. Keep in
mind, however, that most landlords in the Sixth World are
hesitant about or outright against having augmented, exotic,
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or Paranormal animals as tenants. Lifestyle qualities that are
particularly well suited towards having animals include Easy-
Going Landlord, Homegrown Farming, No Neighbors, and
Workplace. Workplace specifically increases the space aspects
of Necessities by two levels, and it could be used to have a large
fenced yard, a mini-acre, an aviary, or small barn on the prop-
erty. Note that the Astral Repellant quality is incompatible
with Paranormal animals.

Animal Lover One +1

This Lifestyle quality allows a tenant to have a legal, licensed
pet up to 10 kilograms. This is restricted to common pets avail-
able at general pet stores, such as birds, rodents, caged reptiles,
cats, and small dogs. Common popular Paranormal pets such as
the alufye or bonzo are included. This quality allows any small
animal with legal availability.

Animal Lover Two +3

Your landlord or neighborhood allows larger pets up to 55
kilograms or multiple smaller pets. Harmless legal Paranormal
pets are allowed, including gomatia or bandits. If the home is in
arural area, this quality would allow one large livestock animal.
This quality allows any legal animal or any animal up to an 8R.

Animal Lover Three +5

Your landlord doesn’t mind whatever pets you have aslong
as they don’t burn down the property. Exotic and wild animals
are included, such as a vervet monkey, a domesticated wolf; or
a hunting falcon. This quality cannot be taken with any of the
Neighbors qualities (except No Neighbors). This quality allows
any animal, including those with an availability of F. This quality
can only be taken in a Street, Squatter, or Luxury Neighborhood
or in combination with Rural Home.

Rural Home +2

You live outside the city in a rural neighborhood where lot
sizes are at least ten acres or larger. You may have a well and a
large garden area for fresh, organic foods. Your neighbors keep
to themselves, and privacy is ensured by fences, wooded areas,
and hedges. On the downside, roads are poorly maintained,
police and emergency services have a response time of twenty
minutes or longer, and utilities can suffer outages in bad weath-
er. This quality is incompatible with the Neighbors qualities
(except No Neighbors). If taken, this allows a character to have
an animal with a Necessities category two levels lower than
required on the Animal Costs and Availability Table (to a
minimum of Squatter).

Outbuildings +1/+2

Your home has one or more outbuildings. At the first level,
this may be a small aviary, dog kennel, or small animal house.
At the second level, it may be a multi-stall barn, large kennel, or
even indoor riding arena.

Reinforced Housing +1/+3

Your home and furnishings have been designed to with-
stand the destructive forces of animals and small children. From
scaled tile floors to heavy fireproofing on the walls and ceilings,
your home can survive the worst a pet can dish out. Your home
may also have enhanced soundproofing, so your neighbors aren’t
bothered by the various vocal performances of your pets. If taken
in combination with Outbuildings, the outbuildings share the
same reinforced construction. At 1 LP, this quality is suitable
for normal animals and less dangerous Paranormals. At 3 LP, this
quality is suitable for more dangerous Paranormals, augmented
critters, or technocritters, and it includes measures designed for a
particular animal (soundproofing for barghests, fireproofing for
hell hounds, appliances with increased firewalls for technocrit-
ters, etc.).
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Rocks and dirt shif(:ed under her fomr hooves and rained down the mountainside below her. The smell offvesh-
turned earth, wet stone, and torn foliaﬂe was overlaid bg the spicy sweet fmgmnce of fallen evergreens. Threaded
thromgh the aﬁ:er-storm smell ofthe mountain was the mmskﬂ scent of wolf. Kawai-i looked up the steep slope.

The grey wolf was at the top. His amber eyes glowed. His teeth were bared.

“Are you laughinﬂ at me, asshole?” she shouted.

Below her feet, she felt the earth shift again. Gritting her teeth, she resumed the climb, carefu“g feelinﬂ for the
most secure route. Any steeper, and this would be called mountain climbing. Treacherous for her, yes, but impossible
for metahuman vehicles, which is why they'd sent her to search this area for the downed plane. Above her, the wolf
waited and watched. Her muscles strained and bunched, and she pushed off, leaping the fmal few meters. She landed,
scrambled fov a secure foothold, and almost fell ... but didwn't.

The wolf came up to her waist, teeth scant inches from her belly. The hot scent of her sweat ﬁowed over the smell
offorest loam. The wolfgrowled low and deep enough that she felt the damp earth vibrate as he crouched, muscles
bunching.

Their eyes met. He sprang, sailed over her shoulder, and disappeareo{ like mist into the dense forest.

“Showoff! " she shouted.

Ahead of her, she heard howling.

Ignoring the cuts and scrapes, she galloped through the dense forest. The howls faded, but she knew where the
wolf was.

She knew she'd found him before she saw him. The stench ofoil, ofbmmt plastics, of death flﬂed the forest a mo-
ment before she leapt over a hill-sized fallen tree and saw it.

The small plane was a mangled mess. One wing was torn away, leaving a gaping black hole in the side. Overhead,
giant ﬁrs swept the sky, hiding the crash site from aerial view.

Kawai-i hung her head as the sorrow washed over her. She fmmbled with the commlink at her waist, sending their
location to the other search crews.

The wolf was sniffmg at the wreckage. He heard the sound before she did. A faint mewling, a cry more animal
than human. She sprang fovward, tearing at the jagged hole in the side ofthe wrecked plane. It was too small to flt
through. Beside her, the wolfshifbed, his grey form ﬂowing like smoke into a long, lean, and shivering naked human.

“Hurry," she panteo{, and he scrambled onto her back, sfano{ing to reach the hole. He climbed inside, his bare
skin tearing on the jagged metal. A second later, he passed a weeping armfml of battered human out to her. Hejmmped
out, landing on Kawai-i's back and clamping his |egs around her. She turned and handed the limp human back to him.

“Chopper pilot says he can land a half—k north,” she said, taking offin a smooth canter and mindfml of his

sensitive human skin. “And any riding jokes and we'll be seeing how well you regenerate.”

She could feel her partner laughing, although he wisely remained silent.
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o | know most of these files deal with critters—mundane, para-
normal, or (heaven help me) emergent—I thought it would be
appropriate to include some information on the non-metahuman
sapients out there. Dr. Lucy Shapiro is a prominent xenoanthropolo-
gist who worked on the UNESCO racial diversity and sapience review
a few months back. She’s also one of the few metahumans who has
done field research on a variety of non-meta sapient species, earn-
ing her international recognition as an expert on xenoanthropology.
(Any human who can spend eighteen months living in Angkor Wat
certainly deserves the title of expert, in my opinion.) Fastjack has
given her access to Jackpoint as my guest.

o Smiling Bandit

o |'ll post a brief document I'd written for a Popular Xenoanthropology
report on sapients and their challenges interacting with the meta-
human world first, then I'll upload some of my journal notes from
various field studies on different sapient cultures. Despite Bandit's
glowing recommendation, | am not sufficiently familiar with digital
sapients and free spirits to comment on those groups, and so they
will be excluded from my report here. Also, while dragons are most
certainly sapient, to date none have granted my many requests to
study their culture—although | remain convinced there is an underly-
ing cultural bond shared by the Great Dragons (but apparently only
with each other).

o Dr. Lucy Shapiro

SAPIENT NON-METAHUMANS
IN THE METAHUMAN WORLD

In April, the UN voted on the Recognition of Sapience
accord, which would have granted a variety of sapient non-me-
tahumans and digital constructs equal coverage under the UN’s
International Bill of Meta-Human Rights (IBMHR). While it
passed on the floor, something happened during a closed-door
session of the Security Council, and it was sent back for further
review. A similar measure was placed in front of the Corporate
Court, although it excluded digital constructs and was passed
with a bare majority vote. I'll summarize what happened and then
discuss what exactly this means for non-metahumans.

The failure to pass a measure in the UN means that the
majority of sapient non-metahumans (I'll call them “sapients”
for short) have no civil rights beyond what individual countries
choose to grant. Sasquatches are the notable exception; in 2042
they were given full coverage under the IBMHR. This includes the
right to a SIN in their country of origin, the abolishment of slave
trade, hunting, and “harvesting” of sapient creatures, the right to
own property, and the right to education, work, health care, and
social services.

While some nations already provide protection to sapients
within their borders, recognition from the UN would make it
safe for sapients to travel outside those borders or integrate into
metahuman society in countries that do not offer any protection.
Without consistent global rights and recognition, sapients remain
in a dangerous limbo. This is one reason, perhaps the largest, why
sapients remain so isolated from metahumanity.

© Amazonia was one of the major backers of the Recognition of
Sapience accord. With the revelation that the Amazonian govern-
ment was harboring the Ghost Cartels responsible for tempo, its

political name turned to mud. It's no surprise that the accord failed.
| heard that a strong Humanis bloc lobbied hard against the accord,
using tempo as a rallying point. “Look at what one nation of non-
metas did to humanity. Spreading drugs, disease, and death without
regard to the value of human life,” was the keynote of their lobby:.
Apparently it worked.

® Kia

o And | heard that it was the Japanese vote on the Security Council
that overruled the accord. Word is they didn't like the inclusion of
Als, and they've vowed to block any measure that comes through
that contains protections for Als ...

® Fianchetto

GOING MAINSTREAM:
INTEGRATING INTO METAHUMAN SOCIETY

For the time being, sapients continue to encounter some
major obstacles when integrating into metahuman society. These
range from physical barriers to social prejudices. Despite the
danger, some make the choice to leave their native cultures and
experience metahuman society.

SINs/IDs

The most challenging aspect for many sapients is the
requirement for SINs and IDs. For example, in the UCAS
non-metahumans can be cligible for a SIN only by act of
Congress. Even sasquatches, who are eligible for a SIN, receive
one automatically only if they are born to a parent with a SIN
and their birth is recorded via traditional government channels.
Otherwise, sasquatches born outside of metahuman channels
(i.e., a hospital) must request a SIN like any other non-registered
metahuman. Up until that point, they are considered “proba-
tionary citizens” and protected by basic metahuman rights.

Since many sapients are not aware of the need for IDs,
they often have issues as soon as they enter metahuman society.
Countries that recognize sapients generally have an office dedi-
cated to assisting sapients as they adjust to metahuman society.
In the NAN, for example, the PCC has a Non-Metahuman
Liaison Officer stationed in every major city who is on call to
help sapients with whatever issues they encounter. In countries
without an outreach effort, the death rate among sapients en-
tering metahuman society averages forty percent. This is only
compounded by the technological ignorance of many sapients
who do not have the basic knowledge (taken for granted by
most sprawl residents) to operate wireless systems, commlinks,
or RFID tags that are most commonly used to provide proof
of ID.

® A quirk of many automated security systems: drones and surveil-
lance systems are generally programmed with software and sensor
suites designed to recognize metahumans only. The body language,
heat patterns, facial recognition points, etc., from non-metas tend
to throw those automated systems for a loop. Some will report a
system anomaly and call the security spider. Others will call animal
control officers with reports of a “lost pet.” Still others will do noth-
ing; their programming doesn’t include what to do if a “horse” walks
down the street.

o (litch
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Social

Another major issue for many sapients is the unfamiliar
structure of metahuman society. Many sapients rely on social cues
that are foreign to metahumanity, such as pheromones. Other so-
cial cues, such as metahuman body language, are difficult for many
sapients to mimic, much less understand. Language is another sig-
nificant barrier. While many sapients are capable of metahuman
speech, few can incorporate the nuances of metahuman commu-
nication, which is a large hurdle without a lifetime of exposure to
metahuman culture. Sapients I've worked with have universally
expressed their difficulty with metahuman communication, and
misreading body language is the primary complaint. Each sapi-
ent culture is unique, but some have common aspects—like wolf
shapeshifters taking a simple metahuman smile as a prelude to
an attack, or a naga mistaking open-mouth breathing as a signal
of danger rather than a stuffed nose. Centaurs generally dislike
crowds, and they are unnerved by the densely populated and con-
fining spaces of many metahuman sprawls.

The difficulty goes both ways. While naga can speak verbally,
they do not have a facial structure that lends expression to their
speech. Many metahumans find the nuances of a naga’s speech dif-
ficult to understand without the familiar facial expressions that
normally indicate meaning such as sarcasm, humor, or puzzlement.
In addition, the lack of eyelids on a naga means that they cannot
blink, and staring is not an issue in naga culture. In metahuman
society, an unblinking stare is often a show of aggression, a chal-
lenge, or an outright insult.

e Um, or it could simply be, you know, talking to a snake big enough
to swallow me whole ...
© /dev/grrl

© Ophidiophobia (a fear of snakes) is one of the top metahuman
phobias. Some studies have shown as many as fifty percent of me-
tahumans have a mild-to-severe fear of snakes, with around eight
percent having a full phobia, including panic attacks. Makes life as
a naga pretty tough ...

® Sticks

o On the other side, every little (or big) girl who's ever dreamed of
having a horse generally flocks to a centaur. They're babe magnets.
Which works great if you've got a centaur on your crew and you're
out trolling for a date. Not so great if you're actually trying to work
and get swarmed by a flock of kids.

© Stane

Public Perception

Public perception of sapients is frequently the largest hurdle
that a sapient encounters in metahuman society. Metahumans
can view sapients with fear, prejudice, and outright hostility or
with admiration, curiosity, and even avarice. Less extreme, but
just as insulting, is the disregard for sapients’ intelligence or self-
awareness. This obviously differs by culture, even within the same
national borders. In the UCAS, for example, the view among the
Hindu population towards naga is generally quite positive, while
in the same city Chinese apothecaries may sell naga bile, skin, and
gallbladders as cures.

SAPIENT-FRIENDLY NATIONS
The Native American Nations
INUEVAIE!

Asamando
Azania
The Awakened Yakut

Greece

India

Mongolia
Naga Kingdom
Tir Tairngire
TirnanOg

The public perception of sapients differs depending on the
specific species. Sasquatches are fairly iconic and portrayed by the
media in an overall positive light. On the other side, merrow are
rarely encountered by sprawl citizens and hardly ever seen outside
their own environment; scientific circles even debate their level
of intelligence. All too frequently, public opinion is influenced
by media images and propaganda. Metahumans often continue
to think of sapients as dangerous animals. This view is one main
reason why sapients and metahumanity clash.

However, there are nations where sapients are involved in
both public life and the government. For example, Amazonia
has integrated sapients and metahumans in their cities with very
positive results. Metropole has a population that is estimated to
be almost twenty percent sapients. This large population center
has been purposely designed to integrate a variety of sapients,
catering to their unique physiological needs while remaining a
metahuman-friendly city. Kinshasa-Brazzaville is another large
sprawl where sapients and metahumans successfully cohabitate. In
these sprawls and others like them, the key seems to be the promi-
nence of sapients in the government or ruling class, the purposeful
education systems that place children of all species together for
learning and socialization, and the large numbers of sapients as a
stable population.

Adaptive Technology

One key aspect that both hinders and facilitates sapient
integration into metahuman society is technology. Despite the
numerous differences in sapient cultures, they all seem to share
a low-tech lifestyle. Metahumanity is distinguished by our ob-
session with technology. From advanced health care knowledge
to the wireless Matrix, it attracts numerous sapients who wish
to learn (or simply observe or experience) the positive sides of
scientific advancement.

But to interact with high-tech gear, some adaptations must
be made to accommodate sapients” differing physiology. Naga,
as an extreme example, have no hands or fingers to manipulate
metahuman objects. Pixies and centaurs are both sized far outside
of metahuman norms. Merrow and dolphins require equipment
that can withstand an aquatic environment.

The wireless Matrix and advances in AR/VR technology have
proved an overall boon to sapients. Trodes are much less intrusive
than implanted datajacks, and there are several types of trodes
on the market that are adaptable to sapient physiology. With
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many modern conveniences wirelessly enabled, a sapient can use
AR to manipulate common metahuman technology that might
otherwise prove difficult. Doors, vehicles, communication tools,
electronics, and home appliances are all examples of devices that
can be used through AR commands.

The drawback to this is that the wireless Matrix and asso-
ciated technology are designed to be intuitive to metahumans.
Images and interfaces are designed with metahuman psychology
in mind. Since metahumans are primarily visually oriented, sapi-
ents who have other dominant senses can have issues dealing with
the visual orientation of AR interfaces. Even simple things such
as color choices can be difficult for sapients who do not see in
metahuman color spectrums.

® Spirits are unable to view AR or experience simsense. The perva-
siveness of the wireless Matrix is a growing problem for free spirits
who wish to integrate into metahuman society or to disguise their
nature from mundane metahumans. Itis almost impossible for them
to function at a “normal metahuman” level in modern sprawls.

© Man-of-Many-Names

e Evo manufactures trodes and electronics designed for some
sapients, such as the naga and centaurs. NeoNET supposedly has
designed special interfaces for pixies. Megacorps, and smaller corps
with the budget and resources, often “customize” interfaces for
their non-metahuman employees. There are dozens of corps in
Amazonia that cater to non-metas, either adapting current gear
and tech for them or creating new tech to assist them. They export
as well ...

© Smiling Bandit

o | hear NeoNET has also made customized armor for their pixie em-
ployees and that SK has a line of armor designed for centaurs. But
no one has yet figured out how to make usable armor for naga that
doesn’t impede their movement ... Ditto with guns for pixies; the
little buggers are too small to use conventional firearms, and min-
iaturized guns don't pack enough of a punch to do much damage.
© Clockwork

© Wanna know how to piss off a pixie? Ask them if they shop in the
doll-clothes aisle.
e /dev/grrl

Travel

Travel can be an issue for many sapients. Because different
nations have different laws regarding sapient rights, not to men-
tion the requirement for SINs and IDs, travel is especially perilous
for sapients. Most international airlines are corporate-owned, so
they follow their own internal policies for allowing sapients on
board. Even sapients planning to travel from one safe country to
another have ended up in danger after having weather or malfunc-
tions require an unscheduled stop in a country that does not
recognize that sapient species. Additionally, standard aircraft are
designed for metahuman-sized passengers, and larger sapients,
such as naga or centaurs, are often forced to ride in cargo holds
or animal holding pens. The comfort of metahuman passengers is
also a large factor in where sapients travel; not many metahumans
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43 Subscribers

So, | lost a bet and my wager was to post a daily
blog to pito for a full month. For starters, as my profile
says, I'm a Pueblo cop. Because of some recent events—
which I'm not going to discuss—I've been “temporarily
reassigned” to the PR department in LA. Real fun. |
went to ASU—go Sun Devils!—and majored in criminal
justice. And | graduated in the top 7% of my class. I'm
23, single, female, and I'm currently training for my
fifth marathon. | hear the San Rafael Mountain run is a
real killer; can't wait. I'm also a centaur. Which is not a
talking horse, thank you very much.

Anyway. That's it. There's my post for the day. I'll be
back tomorrow.

05.04.72, 6:45 PM
1,209 Subscribers

Okay, lots of questions from those of you tuning in.
And some of you are really quite sick. You realize I'm a
cop, right? Maybe you should think before posting? So,
Maurisa asked, “How do you get around LA?”

Well, there’s always walking. Seriously, I've never
met so many people who'd rather drive than walk a
single block. Especially in this LA traffic, | can move
much faster than you can in your little subcompact
wedged into traffic. Pueblo law is a bit grey on centaurs
and streets/sidewalks. | can use either, although | have
to obey speed limits when on a public street. Not so on
the sidewalks. Amazing how fast people move out of
the way when | come barreling down a sidewalk at full-
gallop. You pop your motorcycle up on a public sidewalk
and just see how fast a Pueblo drone will be on your
two-legged ass.

On the not-so-positive side, I've discovered a deep
and abiding hatred of boats. Had to ride in one for the
first time last week, and the stupid stairs down to the
cabin were way too narrow for me to fit. | had to ride
on the deck. Could barely keep my feet. Not fun. They
don’t make protective suits for the toxic water in cen-
taur size either, so falling overboard would have been
seriously nasty. Although | can swim pretty well.

Cars are a bit more problematic. Put it this way: If
you can fit two trolls in it, side-by-side, | can probably
manage. Can't ride a public bus, though—I can't ma-
neuver through those narrow aisleways. Pueblo’s got a
couple of Citymasters modified to fit the squads with
centaur officers though, and while it's unpleasant, it
waorks for short trips. | do not ride in the back of trucks
or in horse trailers. Do you? | have a retrofitted Bulldog
van that | can drive just fine using AR commands.
Flying is another pain-in-the-ass. Despite being a full
PCC citizen, most commercial flights aren’t capable of
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“seating” someone of my size. A couple of airlines have
some aircraft that can remove a few of their first-class
seats, but | have to remain lying down for the entire
trip. Talk about being sore. And flying out of the PCC is
a nightmare. The CAS doesn't even recognize centaurs
for civil rights. Their backwards laws require that “live-
stock” travel by cargo hold. Real fun to fly into Atlanta
by first class and out by cargo hold. Although, being an
“animal” meant no one could complain when | kicked
that idiot baggage handler—jose, remember me?—
square in the chest for slapping me on the ass. Broke
a few of his ribs. Nice thing about criminal justice. |
do know the law. (In Pueblo, I'd have arrested him for
striking an officer. But there was some satisfaction in
hearing his ribs crack.) And, bay, | should probably stop
right here for the night.

05.06.72 12:01 PM
28,084 Subscribers

So, best place to visit if you're a centaur? Amazonia.
Actual enclaves in Metropole that are designed for
centaur living. Houses built to scale. Elevators that you
can fit in. Public access designed for a variety of non-
metas. (Of course, | complain sometimes, but | don't
have it bad at all compared to a naga. At least | have
opposable thumbs.) Worst place to visit? Quebec. They
still pay bounties on shapeshifters. On my first—and
last—trip there, | saw a woman wearing boots made of
naga-skin. | almost vomited. It was a three-day confer-
ence on metahuman trafficking. Attendees from police
agencies—public and private—all across NorthAm. My
partner and | were registered, but we were turned away
by the hotel, despite our reservations. Not a single res-
taurant would let me in. Ended up sleeping and eating
at the PCC embassy, traveling to the conference via
a borrowed van. The conference was the worst; the
guards at the door turned me away. Took a dozen other
Pueblo cops to convince them otherwise.

At least | didn't have it as bad as my partner at
the time. Wolf shapeshifter. Great at tracking things
through the high country. Not so great at being polite
when a Quebec cop tries to shoot you in the middle of a
conference full of two hundred armed cops ...

05.10.729:00 PM
438,374 Subscribers

So, a little rant on non-meta rights. UN passed their
Accord #139-X28 in April. Went to the Security Council.
Closed door session, and suddenly Accord #139-X28 is
back to the drawing board. | wasn't there, but | sure
as hell was watching; me and a few hundred thousand
other non-metas. | know some of you folks have posted
replies to my blog, saying you know how | feel, saying
you were SINless before the PCC came in, that you had
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no rights. Well, bullshit. You were still a metahuman.
Sure, with less rights. But you had rights. The UN says
that all metahumans must be treated with a minimum
of civil rights, and all UN participants must abide by
those minimums. You were at least recognized by your
fellow metahumans as a sentient being, as having a
soul, as having the ability to speak and act. Try being a
shapeshifter in Quebec. Try being a centaur in the CAS.
Try being a naga in the UCAS. You can legally buy naga
skin products in several countries in North America. Try
buying an ork skin suitcase lately? The UN accord would
have meant that it would be illegal to pay bounties on
the listed non-meta species. No more “shoot-on-sight”
commands. No more having to ride in the cargo hold
of a plane. No more being required to be “restrained”
while in public. Six-foot leash my ass.

It passed, then one (or more) of the members of
the Security Council vetoed it. It pisses me off. Not for

me, not so much. The PCC, heck, all the NAN, are great
places to live if you're a non-meta. But for the others.
The kids who were like me. Taken from their families
by poachers, sold on the open market; it isn't even con-
sidered against international law. Selling elf children is
against international law. Why not centaur children?
Because we have four hooves and a tail? Bullshit.

05.14.72 12:03 AM
1,034,933 Subscribers

So, Bob? Yeah, you. The guy who is about to hear
someone knocking at his front door? See those two
Pueblo cops? That's because soliciting a cop is against
the freaking law!

For the record, | do not give “pony rides.” Not even
for the amount of nuyen Bob was offering.

are comfortable sharing an airplane cabin with a naga. Sapients
that appear less “foreign” to metahumans, such as sasquatches and
pixies, are less likely to encounter this trouble.

© On the bright side, | know a naga who's shipped himself via cargo
plane as “live animal, handle with caution” without having to worry
about travel visas and SINs and other hassles the rest of the team
dealt with.

© Stone

o A seal shapeshifter whom I've worked with in the past liked to
brag about the time she shipped herself to a zoo in a highly secured
corporate enclave, then shapeshifted in the middle of the night and
walked out of the quarantine tanks. | can only imagine the looks on
the faces of the staff when they got to work and were missing a seal.
® Lyran

e And on the other side, some countries (like Quebec) require a
six-to-twelve week quarantine period for some types of imported

And, no, really. | don't find metahuman males (or
females) particularly attractive. | don't understand this
metahuman obsession with sex. You two-leggers will
screw anything that holds still long enough, | swear. |
grew up in a metahuman community. I've dealt with
the innuendos and the harassment. You'd think that
fragile creatures like metahumans would stop and think
before mouthing off to a creature who can unman you
with one well-aimed kick from a hoof.

On a related note, I've got thousands of you asking
me what dating is like for a centaur. | guess it's pretty
much like it is for any non-meta in a meta city. Not like
there are a lot of centaurs running around LA. | think
I've met all three of them. And yeah, it can get pretty
lonely. Be nice to have a real running partner, you know
what | mean? But actual dates. Metas generally, what,
go out to dinner, maybe catch a sim, go clubbing, go to
the theatre, maybe a sporting event? Well, think about
it. What restaurant am | going to comfortably fit in?
Tables so close together | can’t even swish my tail with-
out getting some Duck a'la orange on it. Sims? Getting
the “human” viewpoint and emotions and physical
feelings is just creepy. Clubbing? Right. You ever see a
centaur dance? It isn't pretty. Not to mention | have to
constantly worry about stepping on someone in those
crowded places, and | really hate crowds. Most centaurs
hate crowds. And while | love sports, most stadiums
are designed for metas. | can't even maneuver up the
stairs in those places. And courtside seats aren't really
in the budget for someone living on cop wages.

So, for the time being, I'm concentrating on my ca-
reer. Not that | don't want kids, some day. But as for a
partner? Or partners? Yeah, | don't see that happening.
Not while I'm living in LA, at least. Maybe if | moved to
Metropole ... they do have nice beaches in Metropole ...

animals. Talk about screwing up travel plans. Just another reason it
always pays to do your research. (And to know who to bribe.)
© Sticks

CORPORATE CITIZENS OR CORPORATE PETS

While the public rights of sapients are still being determined,
the Corporate Court recently passed a resolution recognizing the
sapience of seven species. These species were nagas, centaurs, sas-
quatches, drakes, free spirits, ghouls, and pixies. (Although ghouls
are not technically a different “species,” they were included in the
resolution.) Dragons, of course, have had full rights under the
Corporate Court for decades. This means, for example, that the
common practice of “capturing” nagas in the wild and enslaving
them as “guard critters” is now banned for all corporations under
the jurisdiction of the Corporate Court. Nagas currently held by
a corporation must be given corporate citizenship or allowed to
leave the corporation.

Individual corporations have full discretion on whether
they wish to employ a sapient or offer them corporate citizenship.
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However, the resolution is a landmark in sapient rights, and hope-
tully pressure on the UN will have a similar measure follow shortly.

© The doc is an idealist, or just very, very naive. Like having the CC
say “you can't do this"” is going to stop a corp?
© Beaker

© Oh, believe me. The CC has ways of enforcing its will.
o Kay St. Irregular

NON-METAHUMAN SOCIETIES

Most sapients live within their own societies rather than
metahuman society. Understanding sapients begins with un-
derstanding their cultures and world views, including their
spirituality, their use (or non-use) of technology, their conflict
resolution methods, and their leadership or political organiza-
tional systems.

Many non-meta societies are insular. They are often isolated
geographically from other similar groups, although some com-
munication, trade, and individuals do travel between the groups
to share ideas and to ensure ethnic and genetic diversity. One of
the largest issues facing sapient societies is the isolation from other
similar groups. The other large issue is the encroachment of me-
tahumanity into the territory necessary to maintain the sapient
society, causing stress within the society and conflicts between
metahumans and sapients.

TECHNOLOGY USAGE

Most sapients live in low-tech societies. While many define
these societies as “primitive,” it is more correct to say they are
not reliant upon technology in their daily lifestyles. All sapients
have shown an ability to use metahuman technology to their
advantage, regardless of its complexity. For decades, many within
corporate (and even scientific) circles have argued that the lack of
technological sophistication was proof that the various non-meta
beings were non-sapient. One of the largest and most widespread
examples of this willful ignorance and abuse of non-metas is the
(continuing) capture and sale of naga as “security critters.” Despite
the fact that kidnapped naga were quickly able to learn to use me-
tahuman technology, even to the point of becoming able security
hackers and software programmers, corporations continued to
label naga as “animals” and buy and sell them. Even their facil-
ity with metahuman languages was not enough to dissuade their
corporate masters.

By and large, sapients eschew metahuman technology for a
more basic lifestyle. This desire to live in tune with nature is not
a sign of lower intelligence but a purposeful choice that fits their
culture and society.

Sapients also frequently have a much higher percentage of
their population that are Awakened, and they frequently rely on
magical means to accomplish many of the tasks for which meta-
humans rely upon technology.

A society is a population of metahumans
(sentient beings) characterized by patterns of re-
lationships between individuals that share similar
and defining culture, behaviors, institutions, and

traditions. A society may be made up of people
with similar ethnic heritages or a broader cultural/
national group. A society is generally made of
people who share economic, political, social, and
industrial infrastructure.

Defining Primitive

Among some schools of thought, the lack of major signs of
economic, technological, or modern development is a mark of a
“primitive society.” While many xenoanthropologists refuse to use
the “primitive” label—and it has fallen out of favor among many
academic circles, if not corporate—most metahumans still refer to
non-meta cultures as primitive.

However, while these societies have not developed technologi-
cal sophistication, they have generally developed other areas of their
society. Rather than developing their economic and technological
aspects, the non-meta cultures are generally more innovative and
highly developed in areas of artistic expression, spiritual beliefs,
rituals, traditions, ceremonies, magical knowledge and practical
experience, and other non-tangible facets of their culture.

This lack of materialism is often one jarring cultural divide
between sapients and metahumanity.

SPIRITUALITY

Sweeping generalizations on sapient spirituality are difficult to
make and generally inaccurate. However, one very clear difference
between metahumanity and sapients is the overall importance of
spirituality. The Awakening brought a renewed interest in religion
and spirituality to metahumanity. Still, few metahumans would
place religion as the most important aspect of their lives; work and
corporate loyalties generally hold the premiere place in metahuman
daily life. Not so for sapients. Spirituality—which encompasses
religious views—is woven into the daily fabric of their lives and into
every aspect of their social interactions. I would strongly recom-
mend reading any of the Wilkenset’s Essays on sapient spirituality if
you ever interact with a sapient or plan to travel to their territories.

Many sapient societies tie their spirituality in with their
viewpoint on magic. Indeed, many have remarkable parallels to
shamanism.

© Shamanism in non-meta cultures is pretty common, at least in
my experience. | follow Wolf, many of you know that. | know a wolf
shapeshifter shaman, who also follows Wolf-as | understand it, a
fairly common occurrence among shapeshifter magicians. He and
| have had remarkably similar experiences in our magical journeys,
and we both understand each other when discussing our magic (if
nothing else). | actually envy him; his spirituality and connection to
Wolf seems completely unshakable, without any of the questioning,
soul-searching, or doubt that plague us metahumans on our own
spiritual journey.

® Lyran




THE ORIGIN OF SAPIENT CULTURE

One of the driving questions of xenoanthropol-
ogy is just how sapient culture formed. While some
are obvious extensions of mundane animal socializa-
tion patterns, imposed by metahumans, or adapted
by observation of metahuman society, a mysterious
few are inexplicably more elaborate and constructed.
Numerous studies have shown that the Kerrigan,
the naga of Angkor Wat, and dragons seem to have
cultures with the same rich contextual aspects as
a culture that has developed over centuries. Since
sapients first appeared approximately sixty years
ago; this is a true puzzle.

These limited groups appear to have a fairly con-
tinuous culture. Theories on this range from fringe
to fairly well-respected, and all have some groups
who support them. A few theories are:

Cultural Continuity: The sapients may actually
have a culture that stretches back to a previous age
of magic, with the “downcycle” not interfering with
the members either because they were in @ magi-
cal hibernation or because they managed to stay
secluded in an area that retained its potency during
the downcycle.

Spirit Mentors: Guidance from spirits (seen as
their “gods”) assisted the saciety with establishing
their mythology, cultural behaviors, and rituals. In
this theory, researchers believe that the elevation
of Awakened members of the society—who often
follow shamanistic belief patterns—to positions of
leadership helps facilitate the communication be-
tween the spirits and the sapients.

Preserved Memories: Some research by fringe
groups postulates that some Awakened species
retain memories and societal behaviors from a previ-
ous age of magic. These memaries were embedded
in their DNA and passed down through the gen-
erations during the “downcycle.” When the sapients
Awakened (which they suggest occurred much like
the goblinization of orks and trolls from humans),
their memories awakened with them.

Metahuman Cultural Influences (theory 1)
Metahumans interacting with the sapients enforced
their beliefs on them, raising the sapients with a set
of expectations and cultural guidance that the sapi-
ents, knowing nothing else, adapted and embraced.

Metahuman Cultural Influences (theory 2): The
strength of belief of metahuman mythology and
religion somehow “formed” sapient creatures,
complete with ancient cultures, out of shared me-
tahuman consciousness.

© Hey, she forgot the “Dragon Conspiracy,” where dragons
created the critters out of the mists of time and use them
as their earthbound minions ...

o Plan9
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IN-DEPTH WITH ...

o | thought you might enjoy seeing some of my field journal entries
from my field work with a variety of sapient societies.
© Dr. Lucy Shapiro

NAGA

Naga culture seems to flow from Angkor Wat, the naga
kingdom. While there are colonies and family groups of naga
who live spread around the globe—cither from their own appear-
ance in an area, importation by metahumans, or by colonization
by the naga from another area—most naga acknowledge Angkor
Wat as their “homeland.” The Nagaraja—king of Angkor Wat—
is considered the king of all naga, and many naga, even those
living on different continents or behind corporate walls, follow
the decrees he issues from Angkor Wat. The king is also seen as
the spokesperson for all naga to the “higher” spirits (although
in their highly ritualized religion, any shaman can communicate
directly with the “lower” spirits). Naga culture is also highly ritu-
alized, with a rigid class system, intricate laws and cultural mores,
and an extremely well-developed appreciation for the arts.

Like other reptiles, naga are cold-blooded, so they natu-
rally tend to inhabit temperate or tropical regions. Naga live
in large family groups, often with thirty or more members of a
family sharing living arrangements. Conservation of their body
heat may be one reason that family groups tend to sleep en-
twined in one area—indeed, it is considered highly unnatural
to a naga to sleep alone.

Of course, naga raised separately from their families—often
victims of metahuman enslavement—tend to have more “meta-
human” views on many of these issues and have a difficult time
acclimating to naga culture when they are reunited with their
families.

// upload Uniformat text file :: user Dr. Lucy Shapiro //
Field Journal
[July 17, 2068]

Arrived at Angkor Wat today. Traveled with the Atlantean
crew. Must say they are the most competent crew I've ever
worked with. Apparently the Atlantean Foundation has some
ties to the monarchy in Angkor Wat. They’ll stay for two days,
then leave me here—assuming I can negotiate with the naga for
the privilege of remaining here with them.

The first sign we had entered the naga nation was the sud-
den appearance of two large naga, backed by several large spirits. I
assume they were using magic to hide themselves. The prevalence
of metahuman hunters and corporate “harvesting” teams mean
that metahumans are viewed with suspicion or hostility in naga
territory. We each submitted to a magical mind probe by the
larger naga—a highly trained magician, obviously—and was that
astrange feeling! Very alien. Just another reminder that the naga
rely on magic, so I better get used to it. The AF crew leader said
that mind probes are common among the naga of Angkor Wat
and considered a quick and easy way to communicate. Willing
or not. (He also informed me that influence magics are strictly
taboo.) Luckily, the leader of the AF crew was recognized, and
we were allowed to proceed. When we arrived in the city, I was
barely able to contain my excitement. Not knowing the nagas
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views on photography, I did some quick sketches of the city. Drew
a crowd of young naga who were apparently fascinated by my artis-
tic ability (such as it is). In the nature of youths everywhere, they
were curious and outgoing. I did several sketches of them, using
colored ink to capture the vivid rainbow hues of their scales. The
young all spoke Khmer Naga. I have a full set of linguasofts, but
unfortunately that isn’t commercially available. Still, by the time
the AF crew returned from their meeting, I had picked up the
basics: hello, my name is, please, thank you. I'd also learned that
naga apparently do not like human laughter. I'll have to discover
if it is the sound or the facial expression ...

Wias invited to stay with several naga families. Angkor Wat
has buildings—primarily stone—which the naga use for their
homes. They sleep in family groups, all together. I assume this has
evolved from a need to conserve heat. I declined, preferring my
solo tent. Not that I am afraid of snakes, but I would worry about
being crushed ... I can already tell this may be an issue; I may have
to discover a way to safely sleep with the naga if I wish to avoid
insulting my hosts. [note to self: have several doses of antivenom
with me; must ask if the naga healers have any natural remedies?]

Field Journal
[July 23, 2068]

On my own for four days. Today I met with the Nagaraja.
He’s an extraordinarily beautiful naga with deep blue scales (and
at 17 meters long, he’s also extraordinarily large). I was invited
to dinner with the royal family, which included the Nagaraja, his
three mates, and a dozen of his grown offspring. The Nagaraja is by
all accounts a clever and skilled diplomat, multilingual, and well-
versed in metahuman culture. He seemed pleased that I'd already
begun to master rudimentary Khmer Naga; good thing, since that
was the primary language at dinner.

He did honor me by presenting me with the choice offering
at dinner. Which happened to be a live rabbit. Thank goodness I
invested in that digestive ware. Had a few bad moments when I
first bit in.

Naga have the most expressive faces, although they cannot
blink. Maintaining eye contact is difficult, but glancing away ends
a conversation. [note to self: eye drops would be useful.] Naga
appear unusually interested in my ability to blink. I've had a
dozen of them “finger” my eyelids, which is, ah, uncomfortable.
Also had a few strange moments when a pair of youths decided to
“experience” my senses. Magic use on other beings is considered
permissible, within limits. T have yet to see a naga use magic against
another naga in a manipulative or hostile way. Where I find mind
probes intrusive, they have evolved to sce them as efficient com-
munication methods. [note to self: is the presence of so many
magically active an effective policing method to prevent magical
abuse? More research needed.]

Magic is pervasive in Angkor Wat, although from my obser-
vation only about a third of the naga are magically active. Their
external economy (trade goods with metahumans) is based on
mined emeralds and gathered telesma. With no hands, the work
falls on those naga who are able to manipulate their surroundings
with magic. The non-magical appear to rely upon the magical for
many functions, from building living structures to magical heal-
ing. I've seen dozens of examples where a magician casts a spell

for (or on) a non-magician naga without being asked. [note to

self: must work harder not to put human feelings onto my obser-
vations; my view of the magical naga viewing the non-magician
naga as “handicapped” is anthropomorphic.] There is a distinct
dichotomy within their society, with the magically active blatantly
favored in politics and customs.

After dinner were music, story recitation, and dancing. The
music and stories were accompanied by elaborate illusions. I as-
sume portions of the display were visible on the astral plane; naga
are dual-natured. Unfortunately, I am not; I wonder how much of
the display I was missing.

Remembered not to laugh or smile with open mouth. No
yawning!!! Makes naga nervous; open mouth is sign of danger.
Had several naga mind-probe me when I yawned on accident, try-
ing to learn what I was afraid of. No more yawning!

Field Journal
[September 8,2068]

Attended a hatching ceremony today. Only females attended;
the males are not allowed in the hatching grounds (apparently for
ceremonial reasons only; I've seen evidence that both male and
female naga are equally responsible for caring for the young). Naga
are ovoviviparous. The mother gestates the eggs for six months,
then lays the eggs. They hatch within twenty four hours of being
laid. Apparently the time of day they hatch is culturally significant.
This clutch hatched at moon-rise, and the mother was extremely
proud [note to self: discover if mothers have control over laying
time?] The ceremony lasted from when the eggs were laid until the
last one hatched, and several dozen females stayed in attendance
for the entire period. They sang in shifts; it was eerily beautiful and
very evocative. When the first egg began to hatch, all the females
began singing. Each infant was fed immediately upon hatching, a
chosen female providing a live mouse. I gather that the feeding was
another part of the ritual. 'm told that the infant bonds closely to
the first naga to feed it, and that the chosen female will become the
infant’s mentor. Perhaps “godmother” would be a closer transla-
tion? That female gives the infant their childhood name; upon
adulthood the naga will choose its own adult name. T also was told
that the infants will be fully grown and sexually mature within
three to four years, although they are still considered minors until
six to eight years of age—which apparently is when naga magi-
cians Awaken. After hatching, the mother will remain with the
infants in the hatching cave for another seven days, and then the
mother and the “godmothers” will escort the infants out to meet
their father and the rest of their extended family. At that point
there will be a large party. [note to self: need to bring appropriate
hatching-party gift. Naga appreciate music; maybe lullabies?]

Field Journal
[February 10, 2069]

Courtship among naga appears to be almost non-existent,
with marriages arranged by fathers or male elders. Among the
higher-ranking naga, betrothals can occur shortly after hatching.
Marriages can occur any time after the eighth year, unless the youth
Awakens. Awakened youth enter an apprenticeship program and
do not marry until they complete it. Naga marriages appear to be

life-long, from my observations, although widowed spouses can




negotiate a new marriage. A fairly high fatality rate makes this
pretty common. The Awakened naga of both genders generally
have multiple spouses, while the mundane appear limited to a
single spouse. (Another example of the favoritism experienced
by the Awakened.) I haven't seen or heard of any illegitimate off-
spring; the naga I've asked don’t seem to understand the concept.
Could this be cultural?

I bring this up because last night, a young naga left Angkor
Wat, presumably to escape an unwanted marriage. He left with
a pouch of emeralds. Rangsey tells me that the young naga will
probably attempt to make it to a metahuman city and enroll in a
university. He wasn’t from a high-ranking family, so the Nagaraja
won’t pursue him. I’s fairly dangerous beyond Angkor Wat; meta-
human hunters lurk beyond the borders, hoping to capture or kill
lone naga for slavery or for the lucrative Chinese medicine trade.
Poor kid. I hope he makes it.

//end Uniformat text attachment//

CENTAURS

Centaur culture varies depending on the particular location
and family groups (called tribes, communities, or herds), perhaps
more so than any other related sapients. (Note that I'll use the term
“tribe” here, although it is only one of many appropriate descrip-
tors.) Where one tribe may be monogamous and raise children in
small family units, another tribe may have multiple relationships
among adults and raise all children communally. For all their dif-
ferences, however, centaur tribes share some specific aspects. These
include a strong shamanistic spiritual outlook, a preference for a
hunter/gatherer lifestyle, and a strong sense of self-sufficiency.
Centaur tribes also share many specific cultural and communica-
tion cues, such as body language—this is despite a broad diversity
of spoken languages and a broad geographical separation.

Housing—whether permanent, like the Lake Louise commu-
nity, or temporary, like that of the nomadic Mongolian tribes—is
generally hand-crafted and built with care. Structures are single-
story, and stairs are extremely rare.

Leadership

Most centaur tribes have a strict hierarchical structure, with
a strong leader and a clear understanding of rank among all adult
members. The leader of the tribe can be either male or female.
However, one thing I've noted is that in tribes led by a male, the
second-in-command is always female. Tribes led by a female have
roughly even numbers of male and female second-in-commands.
Rank in the tribe seems to be established by force of personality;
from my observations, actual physical challenges are rare. Perhaps
surprisingly, having magical talents does not seem to have a direct
correlation to rank.

// upload Uniformat text file :: user Dr. Lucy Shapiro //
Field Journal: Mongolia
[July 14, 2065]

After attending the Naadam festivals in Ulaanbaatar, I have
secured permission to travel the remainder of the summer with
Swiftly Climbs Mountains, a nomadic centaur tribe. Their tribe
won several honors in the festival, and a team of four young

women took home honors in the archery contest, each winning a

title of National Markswoman. [note: general agreement among
metahuman researchers use mare/stallion/foal for gender assign-
ments, but I've learned the centaurs refer to themselves as woman/
man/infant—using equine equivalents is a particular insult.] I
gather this is a significant honor for the tribe—they celebrated
all night. I can only imagine how they are all up and moving at
this early hour. I've secured a sturdy pony for the trip, knowing
I cannot walk to keep up with them and was firmly discouraged
from using a motorized vehicle. Well, little White-Foot and I will
get along just fine—he seems content to follow the (much larger)
lead centaurs. I have loaded up a Khalkha Mongolian linguasoft
and tutorsoft; I will endeavor to learn the language as quickly as
possible under these conditions.

Field Journal
[July 15,2065]

I've never been so sore in my life. Sings-While-Running, the
tribe’s healer, took pity on me and gave me a strongly brewed tea,
which helped a bit, but I slipped out a few of my emergency stash
of aspirin. Sings-While-Running assures me that I will become ac-
customed to the pace in a few days. I've already seen that physical
stamina is highly valued. Despite what must have been massive
hangovers from the all-night party, there was not a single whimper
or complaint when the headwoman ordered the camp struck atan
hour before dawn. And they moved at a quick pace for the entire
day, not bothering to set up camp that night, and struck out again
this morning before dawn. Even the young baby kept up.

The tribe consists of eighteen adults, five juveniles (ages 3 to
17), and a three-month old baby. The baby is the daughter of the
headwoman, as is one of the juveniles—one of the teenagers who
won the archery contest. I've already learned the ranks of each
adult member. Interesting, and easy to pick up from observation.
At the evening camp, the communal meal was served in what must
have been an order of rank. I was served near the end. I noted
that the children were served when their mothers were—other
observations during the day seemed to confirm that children hold
the same rank as their mothers. The lower-ranked members were
tolerant of the children’s games. When a game of tag (or chase—it
must be a universal game that crosses species) ran into a man, he
began to scold the children. A look from one mother—apparently
higher ranked—was enough to make him back down. Interesting.

The hierarchy appears very rigid. Body language and verbal
language seem to reinforce the hierarchy. [note: I hope while I'm
here I'll observe the centaurs resolve a leadership challenge. ]

Daily chores and life seem to run smoothly, however, with
every person secure in their place in the tribe. Even the lower-
ranked members seem content with their place. [note to self: bring
up “ambition” to Sings-While-Running,]

Field Journal
[July 31, 2065]

We entered the mountains a few days ago. Every morning,
outlying scouts leave the primary tribe. Since they return in
the evening with game, I had assumed they were hunting; the
centaurs live on a primarily meat diet, supplemented with goat
milk from their herds. Milk is drunk at almost every meal or
turned into hearty soups. Swiftly Climbs Mountains survive in
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the otherwise rugged mountains through the scouts’ ability to
hunt and track prey. The metahuman tribes tend to be sparse
in the rugged mountains; Mongolia as a whole has a very low
population. According to Sings-While-Running, the tribe will
spend the summer months crossing the mountains and collecting
Awakened plants, which they turn into potions or trade. The
centaurs’ ability to find even small amounts of game and locate
specific Awakened plants means they have a distinct advantage
over the metahuman nomads.

It is startling to see just how much the centaurs consume.
I can only wonder how centaur tribes that don’t subsist on such
a high-fat, high-protein diet can possibly manage. [note to self:
research centaur physiology and digestive systems.]

Field Journal
[August 18,2065]

Note the absence of journal entries. Discovered interesting
facet of centaur community and personal boundaries. Centaurs,
with their magical ability to find—well, find just about anything,
it seems—have a very different sense of personal property. My elec-
tronic journal was missing from my packs when I returned to camp
four days ago after traveling with the scouts. Although I asked,
no one seemed interested in answering me. Miscommunication.
I hesitated to accuse anyone of theft. Finally today, Sunlight-In-
Snow asked me why I was not writing in my “human speaking
machine.” Sunlight-In-Snow is a blunt young male, with no tact,
ranked eighth in the tribe. [note: T have labeled each person in the
tribe by rank, including the children; the baby has the rank of her
mother (1).] I told him someone had taken it, but I did not know
who. He quickly told me that White-Dapple (rank: 5) had it; the
teenage daughter of the headwoman. Apparently everyone had
assumed I knew where it was and was fine with the girl using it.

Within the Swiftly Climbs Mountains tribe, there is appar-
ently no concept of “stealing” or “theft” How can it be theft if the
owner knows where their property is?

Field Journal
[Sept 8,2065]

Left the tribe today with a group of five females. They will be
hunting and camping nearby, but separate from, the tribe.

Normally the scouting groups are of mixed gender, and they
always return to the security of the main tribe for the night. I am
puzzled by this gender split. White-Dapple is leading the group;
at seventeen, she is the oldest. The youngest is nine; all the young
women in this group are considered adolescents. We traveled a few
kilometers away from the tribe and set up the ger (yurt-like tents).
I assume we will be here for several days. Interesting to note that as
they unpacked their gear, I saw the first evidence of metahuman rifles
and guns. Normally the centaurs use traditional bows and arrows.

Field Journal
[Sept9,2065]

I learned the reason for the split group. Several of the young
women are entering puberty. While the tribe does not consider a
centaur an adult until between sixteen and eighteen, the young be-
come sexually mature around the age of nine or ten. Like equines,
the estrus cycle is pronounced. [link to equine ovulation cycles]

While the girls are young, they will separate from the main tribe

during their cycles. White-Dapple tells me this “keeps the peace”
in the tribe.

It is also apparently dangerous, due to poachers and metahu-
mans in the mountains—who, White-Dapple tells me, cross over
from Russia and look for small groups of centaurs to prey upon.
Hence the powerful firearms. I gather that the Swiftly Climbs
Mountain tribe has lost several members of their tribe in the past.

White-Dapple, when asked, simply says that the risks are
preferable to the alternative. [note to self: research effect of phero-
mones on male centaurs.]

Because of the harsh environment here, the tribe consciously
limits themselves to one child per season. This appears to be a cul-
tural trait speciﬁc to this region; I have not heard of the centaur
communities in Greece or the NAN doing this.

However, I also know that in the NAN, at least, there exist
medications to inhibit the centaur cycles. I wonder if these medi-
cations help the communities of centaurs in larger metropolitan
areas such as Metropole “keep the peace”?

Field Journal
[October 1, 2065]

Swiftly Climbs Mountains has arrived at a camp outside
Ulaanbaatar. They plan to trade their summer harvest of telesma
and potions for supplies to get through the winter. I will be leaving
the tribe here.

White-Dapple has informed her mother that she will also
be leaving the tribe. She wishes to join a mercenary company
and “see the world.” With her title of National Markswoman,
the merc company will accept her. The headwoman reluctantly
agreed. White-Dapple is a talented young woman, intelligent, and
a natural born leader. From knowing her, I could tell that she was
struggling with wanting to lead her own tribe and not wanting to
challenge her mother for leadership.

The tribe sent her off with a pack of supplies, her own bow
and arrows, and a number of good-luck charms fashioned by the
tribe shaman.

//end Uniformat text attachment//

SHAPESHIFTERS

More than any other sapient species, shapeshifters are firmly
tied to their base species’ social cues and structure. Jaguars, for
example, are predominantly solitary and defend their territory
again other jaguars (shapeshifters or mundane). A male’s terri-
tory is often two to three times the size of a female’s, and while
a male and female’s territory might overlap, a male will not allow
any other males within his territory. Jaguars socialize for mating
purposes only, and the only social structure is between a female
and her dependent offspring. With this natural tendency, Jaguar
shapeshifters often have a difficult time with metahuman society.

© Amazonia has its share of jaguar shifters, and some of them even
enter the intelligence service, operating as independent and solitary
agents ... which is about the only place a jaguar shifter ends up, con-
sidering their general antisocial behaviors. I've met two who don't
fit the stereotype, but both were female.

© Glasswalker
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Lions and wolves are opposite, forming complex social Other species reflect their parent species to a similar degree.
groups and integrating with metahumanity with (more or less) While some species have well-documented instances of shapeshift-
success when they choose. Many lion and wolf shapeshifters in- ers, theoretically any animal species could give rise to a shapeshifter
termingle with their non-shapeshifting kin, although it has been variant. The best known shapeshifters are those that interact with
frequently noted that, in packs and prides with one or more shape- metahumanity to some degree.

shifter members, a shapeshifter is generally the dominant member

of the group. Shapeshifters also are believed to interbreed with e And while the doctor doesn’t say it, those countries that are
their mundane kin. Although shapeshifters generally mature at friendly to shapeshifters tend to have a larger population of shift-
the same rate as their non-shapeshifting kin, shapeshifter parents ers that openly interact with metahumanity. The NAN, Aztlan,

have been observed nursing and nurturing their shapeshifting off- Amazonia, Azania, and of course, the Awakened Yakut have the
spring longer than their non-shapeshifting offspring. My personal largest known populations. ;
theory is that this extended nurturing is necessary for the full de- o Lyran ==
velopment of cognitive functions. Biologically, sapient brains need g
higher caloric content during infancy to develop to full potential; © Perhaps because of this, many NAN citizens don't blink when they =
numerous studies on the correlation between early malnutrition see a giant bear lumbering down a city sidewalk. Of course, the Sioux c_:F|:>
and lower IQs has proven this for metahumans. In addition, in require mandatary “cross-species understanding” classes starting in =
metahumanity there is an imperative need for physical contactand ~ primary school. Helps when metahuman citizens encounter sentient =
nurturing during infancy, without which infants can and do fail critters (or paracritters, or even mundane critters). (%)
to develop normal brain functions. (At the extreme, examples of ~ © DangerSensei o=
infant deaths have been recorded.) Research has not proven that :
sapient creatures share these same needs, but there seems to be  // upload Uniformat text file :: user Dr. Lucy Shapiro //
anecdotal evidence that supports my theory. Field Journal

Preferential treatment not only ensures the survival of their [April 1,2071]
offspring but seems to provide an advantage to the shapeshifters. Started my one-month trip to a wolf shapeshifter’s territory
This advantage could also be attributed to the parent’s place in the in the Sioux. I've been invited (for once) for a specific purpose.
pack/pride, which ensures their offspring get more resources or When the Sioux government heard I was doing my research for
that they are the only ones who reproduce (as is frequently seen the UN report on sapients, they extended an invitation to observe
within wolf packs). a shapeshifter pack firsthand. Akecheta, the wolf in question, is a <= T

member of the Sioux Wildcats. He has a mate and several young
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offspring. He had planned on bringing a human into their den
to “familiarize my children with human scents,” and I guess I'm
the lucky human. From what I've been told, his mate, Eyota, is
the leader of a mixed pack of shapeshifters and mundane wolves.
He seems confident she’ll accept me, but he hasn’t told her of my
arrival. I wonder if female shapeshifters are as likely to be offended
at unexpected guests as female metahumans would be?

Field Journal
[April 2,2071]

Met the pack last night. Eyota is an impressive-sized female
who was not pleased with the unexpected guest, but I gather they
resolved the issue. The “argument” seemed violent to me, but there
were no lasting injuries, so I guess it went well. There are five other
shapeshifter wolves, Akecheta and Eyota’s two older sons, Enapay
and Hanska (both of whom are three years old but appear to be full
grown metahumans). There are also three young offspring, each of
whom is a shapeshifter. Akecheta told his mate that I would teach
the young ones to speak English. Apparently my time here will be
well spent. There are also several mundane wolves in the pack, but
they shied away from meeting me. Akecheta said they’ll listen to
Eyota’s commands.

I did ask how they communicate with the mundane wolves
and how they learned to speak a metahuman language. Akecheta
told me that he was born knowing how to communicate with the
wolves and that while they did not speak a complex language,
they had body language as well as a variety of vocalizations.
We spoke at some length on the concept, which I find fascinat-
ing. As for metahuman language, his own father taught him to
speak Sioux, as he and his mate have taught their own young.
The young are only a few months old but already half grown.
They were eager to show off their transformation into and out of
metahuman form. While Akecheta said they were born around
the New Year, they appeared to be children around eight years of
age in metahuman form. Interestingly, in metahuman form they
spoke in a mixture of broken Sioux interspersed with whines,
growls, and yips.

Another quirk. Enapay was in wolf form when I arrived,
and he sniffed me carefully all over, rather like a (very, very) large
dog. Hanska did the same, but in metahuman form. Which was
a bit disconcerting. I can easily see how a shapeshifter could get
into trouble in metahuman society (since many jurisdictions
would consider that behavior, ah, inappropriate for a man to do
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toawoman in public, if not outright illegal). [note to self: despite
metahuman appearance, the wolf shapeshifters retain their highly
developed sense of smell. Structural differences in their physiol-
ogy? Or magic-based senses? Needs further research.]

Field Journal
[April 18,2071]

I have been finally accepted by Eyota, and the mundane
wolves (three of them) are more and more relaxed in my pres-
ence. I know that the wolves rub their scent against me (rather
like reverse petting when in wolf form; I've firmly discouraged
it in human form, mostly with Hanska) daily, and this has
helped the mundane wolves feel more comfortable. The young
have grown immensely since I've been here. In metahuman
form, they appear to have aged a full year. They are quickly
picking up English and speaking Sioux much more fluently.
Learning rates appear to be accelerated similar to growth rates.
As I suspected, Eyota spends far more time with them than a
mundane wolf would spend with offspring of similar age. I note
that they are also still nursing heavily, while normal wolf pups
would be weaned at this age. [note: I asked Eyota for a sample
of milk to compare caloric content to normal wolf milk; the
caloric content was three times that of normal wolf milk, with
a much higher ratio of fats.]

The pups are very subservient to their parents. The two older
offspring, although only three years old chronologically, are fully
grown and mature; it is interesting to note that while they are
physically mature, mentally they appear to still be in their mid-
teens. (I've brought a variety of “mental” tests, which Hanska has
cagerly taken.) Akecheta plans to take Hanska back with him
when he returns to the Sioux forces and enroll him in the military.
Apparently both boys are old enough that they are considering
dispersing to their own territory. Enapay seems likely to leave
and find his own territory; he, like his mother, is less interested
in metahumanity.

Like normal wolves, Eyota has strong body language and is
quick to react violently when off-balance or in danger. Akecheta
is much less instinctual, more mellow. I’m not sure if this is due to
his nature or to extensive exposure to metahuman culture, forcing
him to check his natural instincts. Likely some of both. Akecheta
is in his twenties, while Eyota is only six. Age brings some wisdom,
regardless of the species.

//end Uniformat text attachment//
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You wanted to know what it’s like. I'm not sure I'm the right one to tell you, but 1 guess I'm the
only one you've got connections with. Lucky me.

It's not like whatgou see on the trid. There, they sex it up something ﬁerce, make it look like the
best fmcking orgasm anybodﬂ's ever had. It's quick, too. A little nip, some moaning, a few o{rops of red
paint here and there, and boom! There's a new vampire standing there beside the one who made him.

That's so much bullshit, | can't begin to tell you.

First ofa“, it's not qmick. It takes a long damn time to die like that, bleeding to death, cold and
alovie and scared, with some monster smcking out your soul. It hurts, too, like bathing your nerve
endings in acid. You want to scream, but the feav and the pain makeyov\ silent, and even ifgom could
make a sound, you're too weak from loss of blood. When the darkness comes for you, it's a blessing,
but then you wake up again, and you know the blessing has turned to damnation.

You Msmally wake up alone; the monster who turned you doesn'ttypicaﬂﬂ stick around to show
you the ropes. Worse than waking up alowe, thomgh . You wake up hmngrg. It's notyomr beﬂﬂ that's
empty, Tommy, it's your soul, and whatgom feel when you flrst wake up like that isjmst like dﬂing all
over again, onlﬂ worse. You'll do angthing to make it stop, and the fwsttime you kill someone so that
you don't die 3ourse|f, it's almost alwaﬂs messy. That's another thing the trid gets wrong.

You chase them down and you drink their blood and their soul and their fear, and you don'tgive
a damn what you're doing because satisfging the hunger is all you care about. Afl:cv you come back
to 3omvse|f, you remember what it was like to die that waﬂ.Yom couldn't scream then ,Just like they
couldn't scream as you killed them, so when it’s fma“y over you scream for the both ofﬂou.

It leaves a scar. Not on your boo{y ... no, that wound has long since healed. But it leaves a scar
on your soul. Aftcr a while, it becomes so calloused that you can't feel what 50(4';’6 doing anymore;
it's hard to say sometimes ifthat’s a blessing or a curse, though | personallﬂ lean towards the latter.
Some vampives revel in what they are, while others are so repmlsed b5 what they've become that the}j
end their own lives. For most of us, though, survival is so much a part ofow new instincts that we
let our consciences fall away piece by piece, let ourselves maim and kill other peoplejust S0 we can
draw breath for another night.

I'll write some more later, Tommy. Supper's here ... and for what we've about to receive, may

God forgive me.
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© Despite our accumulated knowledge to date, we still tend to clas-
sify victims of HMHVV as “critters” rather than “beings,” something
this document probably won't do much to carrect. As | was putting
all this together, | found a transcript of a popular seminar for laymen
given at Texas AGM&M by Thomas McAllister, M.D., Th.D., one of
the leading experts in the CAS on the Human-Metahuman Vampiric
Virus. | did some poking around, and it seems that Dr. McAllister has
played a significant part in a lot of cutting-edge research into this
disease over the last 15 years or so. He's also a highly sought-after
speaker because he can put some of the complexities of HMHVV
into terms that the average person can understand.

© Fast]ack

It’s difficult calling HMHVYV a plague sometimes, at least in
the modern sense of the word. It’s a remarkably rare disease, certainly
nowhere near as widespread as AIDS at the end of the 20th century
or VITAS earlier in this one. Taken in the more classical sense of the
word, however, if the Human-Metahuman Vampiric Virus doesn’t
qualify as a plague, then nothing does.

It’s been with us since the Awakening some sixty years ago,
although it wasn’t actually identified as a disease until 2034. Since
2011, HMHVYV has Infected, worldwide, hundreds of thousands of
individuals from six sapient species; that number rises into the tens
of millions when you count ghouls. Countless more have died at the
hands of the victims of the disease, which turns even the gentlest of
souls into ruthless, predatory killers. It has shown us that magic can,
and often does, trump medical science when it comes to vicious-
ness of purpose. HMHVYV seems to exist to give those who study
it gray hair, stomach ulcers, and unending lessons in humility. Each
discovery we’ve made has led us to more questions than we started
with, and we are no closer now to curing this disease than we were
forty years ago.

When all is said and done, here’s what the scientific community
knows for certain about HMHVV: it’s a magical disease, and as such
it lives by its own logic, which frequently defies our own. The mali-
cious little bastard does what it damn well pleases, when it damn well
pleases, to whom it damn well pleases. All the rest is details.

o Such comforting, rock-solid certainty.
© Haze

o Hey, if we were certain about things, it wouldn't be science any-
more. It would be reference.
© Nephrine

o \Waitaminnit. Six sapient species? There were only five metahu-
man species last time | checked.
© Hard Exit

© | eave it to you to restrict sentience to homo sapiens. Sasquatches
are also susceptible to the ghilani retroviruses, specifically the mon-
eriviridae subgenus. There's also new evidence which shows that
other potentially sapient species may be susceptible, but there's
nothing concrete on that front at the moment.

© Hannibelle

© Maybe “plague” isn't such a bad word after all.
© Haze
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HMHVYV I: GHILANI VRYKOLAKIVIRIDAE
Isolated 2034 by Dr. Emil Harz and Dr. Carla
Greenbaum

Dwarves become goblins
Elves become banshees
Humans become vampires
Orks become wendigos
Trolls become dzoo-noo-gua

HMHVV IA: GHILANI VRYKOLAKIVIRI-
DAE SANGUISUGA
Isolated 2046 by Dr. Wilhelm Bruckner and Dr.
Glnther Langer
«  Humans become nosferatu

HMHVV II: GHILANI MONERIVIRIDAE
Isolated 2039 by Dr. John Russell Jarka and Dr.
Michelle Criscione

Dwarves become gnawers

Elves become harvesters

Humans become loup-garous

Orks become grendels

Sasquatches become bandersnatchii
Trolls become fomaraig

HMHVV Ill: GHILANI WICHTIVIRIDAE
Isolated 2051 by Dr. Jeffrey Krieger
» All metahumans become ghouls

HMHVV |

What is referred to as Human-Metahuman Vampiric Virus is
actually a small but rapidly growing family of viruses of the genus
Ghilani. The virus most commonly called HMHVYV is Ghilani
vrykolakiviridae, first isolated at Johns Hopkins University. Nearly
forty years have passed, and we don’t know much more about it than
Drs. Harz and Greenbaum did.

At first, it was believed that it affected only humans and that
all the various forms of the disease were in fact different diseases
altogether. This mutability of expression confounded Harz and
Greenbaum for the better part of ten years after their initial dis-
covery before they were able to isolate the same RNA sequence
in samples from other HMHVYV expressions. Another confusing
factor at the time was the inconsistency of the RNA expression;
humans always expressed as vampires, but on occasion so did elves.
It never worked the other way around, though; humans never
transformed into banshees, even when Infected by a banshee. It was
thought that no other species would express as a vampire, but every
now and again the disease throws us a curve ball. I am personally
acquainted with a vampire dwarf, for example, so the notion of other
metahumans expressing as vampires can’t be ruled out.

The metamorphosis appears to be based solely upon the base
metaspecies of the victim, not the infecting creature. The transfor-
mations shown in this Aetherpedia ARO are the norm, although
the disease frequently does things that we can’t predict. To date,
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none of the metavariant subspecies have expressed in a manner
inconsistent with their basic stock. This seems to indicate that dif-
ferent expressions depend upon gross metaspecies expression and
not on some of the finer distinctions found in the metavariants. In
plain English, this means that a minotaur Infected with HMHVV
L, for instance, will turn into a dzoo-noo-qua just like your basic
garden-variety troll will. At least, he will if he doesn’t turn into a
vampire minotaur.

Yes, L know. It’s a very confusing state of affairs. Welcome to my
world. It gets weirder.

Research into the “why” of these different expressions con-
tinues, and there is considerable disagreement between different
research teams. The wheel of consensus seems to have rolled back
to where it was in the beginning, when Harz and Greenbaum were
trying to figure things out. That is, there appear to be at least a dozen
strains of HMHVV I out there, each strain affecting a single me-
tahuman species, and ne'er the twain shall meet. This notion and
those who hold with it clashes sharply with the opinions of the
other major group in HMHVYV research, which holds that there is
only one form of the virus which acts upon all metahuman species.
Personally, I tend to fall somewhere in between. Both sides of the
argument have convincing points in their favor, but neither one fully
accounts for some of the anomalies I mentioned before or those I'll
be talking about later.

Despite the variety, all HMHVYV I expressions have a number
of common characteristics. For instance, all expressions have en-
hanced perceptive abilities to one degree or another. Some of these
increases are simply the sharpening of existing senses, but many
expressions gain entirely new senses along the way. Vampires, for
instance, gain the ability to see into the infrared spectrum.

The host’s nervous system is also rewired to be more efficient in
passing signals from the brain to the body. Asa result, all expressions
of the disease show a measurable increase in reaction speed over
their non-Infected counterparts. Most exhibit a significant increase
in raw running speed and stamina as well. Some can even magically
augment their speed at will, making them terrifyingly quick.

All expressions also show an increase in raw physical strength.
For most, this is a magical condition akin to a permanent spell,
though for some it simply represents a significant increase in overall
muscle mass. No matter the cause, however, such increased strength
can make dealing with their prey a much easier task than it might be
otherwise; the typical vampire, for instance, can physically take on
the typical troll and reasonably expect to hold its own.

The most frightening change to the body as a whole is the
ability of all HMHVYV I Infected to regenerate physical damage
at what can only be described as a phenomenal rate. The virus can
reconstruct the genetic template it affixes itself to with incredible
speed, restoring the vampire from near-death to complete health
in a matter of minutes. Given a little time, it can even restore lost
limbs and organs.

One side effect of this regeneration is that you'll never find a
cybernetic vampire. The Infected’s regenerative abilities don’t allow
the long hours of surgery required for implanting a cybernetic
device. It also rejects any existing cyberware in the host’s body,
forcing it out in an extremely grotesque and painful fashion.

o Not entirely true. There are surgical techniques the Infected can
invest in to get some pieces of cyber installed, but they're hellishly

e ———
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expensive and it's harder than hell to find a doc who'll do them (as-
suming they're equipped to do so in the first place). The Infected
aren't exactly welcome in most hospitals or clinics, though the medi-
cal system in Asamando is a notable exception. Most of their clinics,
not surprisingly, are properly equipped.

Regeneration also restricts the cyberware that an Infected
patient can receive; their systems are so sensitive that they can
tolerate only delta-grade ‘ware. This is another reason you'll seldom
find a cybered-up vampire but don't assume that they don't exist.
© Hannibelle

While you won't find cybernetic vampires, you will find many
who use magic. The virus frequently unlocks previously unknown or
untapped magical ability in many of its victims, who also generally
keep any such ability they had in life. I speak from personal experi-
ence when I say that there are few things more frightening than a
vampiric adept at the height of her power.

One physiological change evidenced in some, but not all,
expressions is the halting of the aging process and heightened
immune responses to poisons and diseases. We don’t know why
not all expressions of HMHVYV display these abilities or what
triggers them.

One common weakness that all expressions of HMHVV share
is an allergy to sunlight. The body’s cells become extremely sensitive
to the ultraviolet band of frequencies in natural sunlight. Typically,
these frequencies are not found in most artificial light sources. You
won’t find many vampires or banshees at nightclubs with a lot of
black lights in use, however.

HMHVYV Iis notable among the various Ghilani retroviruses
for having multiple expressions for a particular species, in this case
humans. What we don’t know about the Bruckner-Langer strain
could fill entire libraries. What we do know about it is somewhat
more limited. It is the most enigmatic form of an already enigmatic
disease. It is also, fortunately for the world, exceptionally rare, affect-
ing perhaps one in 10,000 of the Infected by most estimates.

It is essentially a more potent version of the basic retrovirus,
and it creates the “super-vampires” commonly referred to as nosfera-
tu. All known nosferatu have been powerful magicians, so it can be
inferred that victims must either already be Awakened before their
transformation or that Bruckner-Langer automatically Awakens its
victims as a part of their transformation. Considering their power,
neither option is particularly appealing.

It is widely believed that Bruckner-Langer is lethal to all non-
human metaspecies. Given the rarity of this particular strain of the
virus, however, and the persistent rumors of non-human BL victims,
the possibility of this strain expressing in another metahuman spe-
cies cannot be ruled out.

© |s he actually suggesting that there might be super-banshees or
super-wendigos out there?
® Sticks

o |t might have already happened. There have been stories of
Infected trolls living in London's sewers for more than a decade,
though reports varied as to what they might have been. For a while,
mutaqua were simply thought to be trolls mutated by the chemical
cocktail found in those sewers. Someone later suggested that they
might be foméraig. Another someone said they ran into bleached-




Also called “lgors” or “Renfields,” depending
upon local vernacular. A term used to describe a
metahuman addicted to an alchemical compound
derived from the blood of HMHVV I-Infected
individuals. Primarily created by vampires and
nosferatu, this drug (referred to on the street
as “Renfield”) can be produced by any HMHVV |
expression with the proper equipment and ritual
knowledge. It is reportedly becoming more popu-
lar amongst wendigos.

While popular culture portrays vampiric pawns
as deformed and pitiable manservants, the truth
is that they are all but indistinguishable from
other metahumans. They are used to perform
services that the creating vampire cannot and to
act as intermediaries for the vampire.

white dzoo-noo-qua who burst into flame with a light spell. There
have been scattered sightings since then, but recently someone |
know came back with a piece of one of these things big enough to be
analyzed. While there’s nothing positively confirmed that I've seen,
preliminary reports from that analysis show that it had HMHVV la
inits genome.

© Stone

o | wonder what our dear friend Martin de Vries would have to say
about this. Anybody know what's happened to old Marty? It's been
quite a while since his last book tour.

© Hannibelle

We are talking about vampires here, so it’s probably about time
I talked about vampirism. By “vampirism,” by the way, I don’t mean
sucking someone’s blood in some near-orgasmic trance. No, I mean
draining the life out of a person, sapping their aura bit by bit until
the person’s soul gives up on the body and leaves it as a lifeless husk
in a monster’s arms.

They don’t all drink blood, incidentally. Certainly, vampires
do, and in fact they can’t ingest anything else, nor can banshees.
‘Wendigos, dzoo-noo-qua, and goblins all dine on the raw flesh of
their victims. But no matter what they eat as part of their diet, they
don’t really live on the food; that is only a token of what keeps them
alive. They exist from one night to another by draining away the life
energy of their victims.

You and I, all living things, have a certain amount of energy in
our auras, and this energy stays more or less constant throughout
our lives. It can be dimmed when we install cyberware, for instance,
but once the damage is done, the level remains constant from that
point. Vampires and their kind, though, face a constantly ebbing
tide. Viewed in the astral plane, their astral form is unstable, dis-
rupted by the virus. It grows stronger when they feed, and it fades
away as they go through their nightly rituals. But it does fade away.

To live as a vampire is to constantly die.

© He lays it on a little thick, but his sister was turned into a vampire
about fifteen years ago and he's been studying the disease ever

since, trying to find a cure. I'm inclined to cut him a little slack.
© Hannibelle

So they feed on those more fortunate than they are. Sometimes
they find volunteers, though more often they hunt down innocent
victims. They steal life itself from them, sometimes in small amounts
and sometimes all at once. There are limits, of course, that we all
have. The energy they drain from their victims is gone forever, never
to be replaced. Our bodies might heal, but our auras do not. They
are finite. Even a willing victim undergoes permanent and irrepa-
rable harm every time they submit.

The actual act of stealing the victim’s life force varies from indi-
vidual to individual, but in all cases it involves an intense emotional
response to some stimulus provided by the creature. Usually, this
emotion is fear, but it can also be hatred or anger or even passion
and love. Whatever the emotion, however, it has to be personal to
both predator and prey. That emotion creates a psychic bond and
aligns the auras of the two individuals involved. Once so aligned, the
Infected can begin to draw the life energy from his victim.

Some have called this draining the greatest ecstasy they have
ever known; others have called it the most intense agony they have
ever known. This is usually dependent upon how the emotional con-
nection was made in the first place. It’s one thing to have your life
stolen by force at the rending claws of a goblin, and quite another
to have it stolen away while making love to a beautiful monster that
might once have been your wife.

The infection can be passed in a number of ways. There is often
a sufficient concentration of the virus in the saliva of a vampire, but
it’s usually tainted blood or flesh that infects the victim. In some
cases, the victim is given the blood or flesh as part of some ritual;
other times, in their sheer terror, they bite their attacker and doom
themselves. There is at least one documented case of the virus pass-
ing from host to victim during sexual intercourse. In any case, the
passing of the virus is usually a deliberate act. It is the vampiric means
of procreation and seldom carried out randomly.

HMHVV I can express and begin its work only once the vic-
tim has been drained of energy. Once drained, the body goes into a
coma and appears to be dead. During this coma-like state, the virus
is busily recoding the body’s DNA in its own image. This usually
takes about 24 hours, at which point metabolic processes resume
and the victim rises again.

o [f it's spread so many ways, why aren't we neck-deep in dzoo-noo-
gua and wendigos?
o /dev/grrl

e There are several forces at work in the transformation. Many
victims, for instance, don't die from having their life drained away;
they die of shock or blood loss first. The virus doesn't activate just
because you flatline; you have to flatline by being drained. Many
of the Infected make an “ethical” choice to kill their victims before
draining away that last bit of their aura specifically to keep from
spawning another victim of Infection.

® Ethernaut

HMHVV II

HMHVYV I is an exceptionally rare disease; it takes con-
siderable effort to pass it along to someone. On the other hand,
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HMHVVI, or Ghilani moneriviridae, is substantially more com-

mon as well as much more easily communicable.

It was once referred to as the Jarka-Criscione strain because
for along time there were only two known metahuman expressions
of the disease: trolls with Jarka’s Syndrome, known as foméraig,
and humans with Criscione’s Syndrome, known as loup-garou.
This usage has largely gone out of style over the last couple of
years.

HMHVV Il is unique in that it can infect a non-metahuman
species. Sasquatches with HMHVYV I are called bandersnatchii,
and for nearly two decades they were the only other known expres-
sion of HMHVV I

However, in 2069 a new expression of HMHVV II called
the harvester was discovered down in Houston. It had been an
elf before becoming Infected. Grendels, which are orks with
HMHVYV II, were first discovered in Pittsburgh in the spring of
2070. Ferocious as they look, they’re actually quite docile unless
you directly threaten them. Finally, in the summer of 2071, the
gnawer was discovered in the Cabrini Green district in Chicago.
No one knows, or seems willing to say, how long these Infected
dwarfs have been coexisting with the ghoul population there.

This form of the disease is much more easily spread than
vrykolakiviridae. The latter requires a deliberate infection of the
victim and the consumption of the victimss life energy. HMHVV
II, on the other hand, does not require the victim’s aura to be
drained, and it can be spread with a simple bite or scratch.

HMHVYV II starts working its way into the victim’s genetic
code almost immediately upon infection. This, of course, makes
dealing with moneriviridae even worse than vrykolakiviridae in

many ways. The initial rewriting of the victim’s genetic code and
the initial metamorphosis takes place relatively quickly, in about
24 hours, with the victim mercifully comatose. The physical trans-
formation, though, is not complete upon the victim’s awakening.
It continues with the victim fully conscious and aware as its body
is changed.

How long the complete metamorphosis takes varies consider-
ably; a sasquatch takes approximately ten days to fully become a
bandersnatch, while a human can take nearly three weeks to be-
come a loup-garou. The average seems to be about fourteen days.
The process is also agonizingly painful. Many believe that it is this
prolonged agony, which no analgesic or anesthetic seems able to
treat, which results in the shattered intellects and feral behavior so

common to victims of HMHVV I

© There is some debate over this. While it's true that almost every
expression of HMHVV Il is feral at best, it's not clear whether it's
the pain that drives them mad or if it's something inherent in the
virus itself. Given that gnawers aren't feral death machines in spite
of the same kind of metamorphosis, there might be something a
little larger at work.

e Nephrine

Like HMHVYV I victims, HMHVV II victims are sterile,
with one glaring exception. That exception is bandersnatchii, and
they breed like horny college students. It’s only their horrendous
parenting skills that save us from being overrun by the things. Few

infant bandersnatchii live to adolescence, let alone adulthood.
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Bandersnatch

Fomaraig
Gnawer
Grendel
Harvester
Loup-garou

HMHVV I

Ghouls began appearing in 2011, just like elves and dwarfs
but in far smaller numbers. First appearing in Sub-Saharan Africa,
little was known about them, and with the general chaos breaking
loose that year, nobody bothered to learn any more for quite some
time. That all changed, of course, in 2021 when the first wave of
goblinization hit ... and ghouls began appearing by the hundreds
in city after city across the entire globe. We know now that the
same ebb in mana that triggered goblinization activated the latent
RNA of the Ghilani wichtiviridae retrovirus in the genes of all
those poor unfortunates fifty years ago.

It looked like a form of goblinization. Imagine the shock felt
in 2051 when HMHVYV involvement was discovered. One of the
first scientific teams to study the ghoul phenomenon, Drs. Jeffrey
and Samantha Krieger began their work in 2022. They suspected
the possibility of contagion, of course, but most of the evidence
pointed away from it, and Harz and Greenbaum hadn’t even
begun the research that would identify HMHVV. Figuring it all
out ... well, it took a little while.

HMHVYV Il is the most virulent form of the virus, and it can
be spread with a bite, a scratch, even a mere touch if you're unlucky
enough to have an open wound. To date, the virus is not known to
be spread acrobically, but with a disease as pernicious as this one can
be, it’s hard to rule out the possibility that it could happen.

o | feel so much better now.
© Riser

The virus exists in the ghoul’s saliva and other bodily fluids;
given the typical sanitary conditions most ghouls live in, they’re
walking biohazards. The Kriegers would learn this fact the hard
way, as they both fell victim to the disease that would bear their
names, Samantha in 2049 and Jeff three years later. They continued
their search for a cure for Krieger’s Syndrome until their deaths.
They weren’t successful, I'm sorry to say. HMHVV III is almost
completely resistant to healing magic, and it barely slows down for
antiviral drugs and other medical treatments, making infection an
almost certain condemnation to becominga ghoul.

This form of the virus has a number of slight differences
from both the vrykolakiviridae and moneriviridae subgenera, but
they’re very minor. One major difference is that, unlike its cousins,
it doesn’t express differently in different metaspecies. A human
Infected with Krieger’s Syndrome becomes a ghoul, just like a troll
Infected with it becomes a ghoul.

Like victims of HMHVYV 11, the victims of HMHVV III
are transformed without having to be drained of their life energy
first. Like those of its cousins, the ghoul transformation is a slow
one, taking nearly two weeks to complete, none of which is spent
in a comatose state. Like the transformations associated with
HMHVV Il infection, the ghoul transformation is accompanied
by agonizing pain; while debate lingers about whether this pain
causes the mental degradation all too common to ghouls, it’s cer-
tain that it can’t help.

NEW EXPRESSIONS

Popular literature is rife with tales of most of the Infected.
Vampires and banshees, for instance, have been with us since the
Awakening in 2011, with stories about similar creatures going
back centuries. Most of the expressions of the various forms of
HMHVYV are well-known, having been featured in any number
of trid specials and field guides. Some of the Infected I've dis-
cussed today, though, are fairly new phenomena that deserve a
bit of an introduction.

HARVESTER

These horrors began to appear only in late 2069. Postmortem
examination showed them to be elves Infected with Ghilani mon-
eriviridae. Initially encountered in Houston, Texas, documented
sightings have been recorded in several cities across North America
since then.

The primary changes wrought by the virus in this case are the
muscular appearance, a toughening of the hide, and the scythe-like
talons from which it derives its name. They’re carnivorous and can-
nibalistic, though they don’t appear to require metahuman flesh
to survive; they just seem to like it. They’re about as dumb as a box
of hammers. They're also solitary territorial hunters, ferocious in
combat and afraid of nothing.

© So that's what that was.

| was on my way back from a job in Houston a few weeks ago
and made a wrong turn downtown. Yeah, | know, that tends to be
fatal, but I can hold my own. Anyway, | walk into this alley and find
one of these things crouched over what turns out to be a woman'’s
body. It caught sight of me and started snarling and growling; the
good doctor appears to be right about their territorial instincts. |
took a step to see if there was anything to be done for its dinner,
and it charged me. I've been doing this for a while, and I've seldom
seen anything that wasn't wired move so fast. Seeing that double-
handful of extremely sharp claws coming at me at that speed did
nothing to make me any happier about the situation.

Fortunately, I'm pretty fast myself; | managed to dodge out
of its way and then empty my pistol into the thing. It kept coming
at me until it fell over from blood loss. | called the law to report the
body and then high-tailed it out of there.
® Stone

© The good doctor forgot to mention the teeth. Lots and lots and
lots of sharp, pointy teeth.
e Butch
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GRENDEL

This is what you get when you infect an otk with moneriviridae.
The ork’s already profuse body hair becomes a matted pelt, and their
tusks become more pronounced. Most strikingly, though, their arms
are noticeably elongated. Like the sasobonsam ghouls of Asamando,
grendels can move with remarkable speed on all fours.

Grendels are nocturnal scavengers. They exist for the most
part on carrion, though they’ll eat anything even remotely edible
and arent above eating metahuman flesh. They typically make their
lairs in underground locales far from the light of day, such as sewers
and abandoned subway tunnels. They’re usually encountered alone,
occasionally in mated pairs. It’s also not uncommon for them to be
surrounded in their lairs by a variety of subterranean vermin such as
rats, devil rats, and other similar creatures.

e Qut of idle curiosity, why can't we ever discover critters that are
cute and fluffy?
© /dev/grrl

o 0h, | don't know. These are furry, travel on all fours, and they keep
pets. Doesn’t that score any points with you?
® Pistons

© They're not cute. And do swarms of devil rats really count as pets?
o /dev/grrl

GNAWER

Asitwas with HMHVV, the dwarf expression of HMHVV
IT was the last one to be discovered in metahumanity. And as
it does with goblins, it goes out of its way to be contrary with
gnawers. Goblins typically exhibit the feral nature common to

moneriviridae infections, while other Vrykolakiviridae expressions
maintain at least a modicum of intelligence. Gnawers reverse that
trend. Every other expression of HMHVV Il is typically feral and
none too intelligent, but a gnawer is at least as intelligent as it was
before contracting the disease.

While intelligent, most gnawers are poorly socialized at
best. Many border on sociopathic behavior, likely driven by their
somewhat grotesque dietary requirement of eating metahuman
bones. Nevertheless, they are social creatures, after a fashion, and
are seldom encountered alone.

© Gnawers and ghouls have become very tight in the short time
since gnawers were discovered. Quite a few have been seen lately
in Ghoultown in Chicago, forinstance, and there are rumors about a
colony that appears to have sprung up in Asamando. Their diets and
their conditions aren't that dissimilar, so | guess it really shouldn't
be a big surprise that this is taking place. If you're both shunned for
something beyond your control, sometimes it's not a bad idea to
band together.

© Hannibelle

ANOMALIES
AND OTHER WEIRDNESS

Remember when I said earlier that it gets weirder? Well, here
we go.

The first thing we should consider is the sheer variety of
vampires out there. There are at least four different vampire sub-
types out there, not counting the nosferatu, and possibly more.
The abat and the amanalahig are variants of the vampire found in
the Philippines, while the penanggalan hails from Southeast Asia.
Closer to home, the Caribbean League is home to the sukuyan.

R




INFECTED-FRIENDLY NATIONS
INUEVAIIE]
Asamando

Aztlan

California Free State
Czech Republic
Euskal Herria

France

Philippines
Salish-Shidhe Council
Yakut

To date, no other Infected type shows this sort of wild variety
with the exception of ghouls, of which at least three subtypes exist.
The sasabonsam hail from Africa and even have their own nation,
Asamando. The Japanese archipelago gives us the gaki, and the
Philippines have the busaw.

It’s worth mentioning again that none of the other Infected
have multiple varieties. It’s also worth mentioning that no one has
any idea whatsoever why this happens or what triggers the differ-
ences in these subtypes; it could be either specific genetic markers
or certain cultural traits in the victim’s psyche. Don’t laugh; it is a
magically active virus, after all, and the occurrences of the subtypes
do appear to be geographically related. Of course, these variations
could be the result of specific sub-strains of the disease. It could be
a mix of all of the above or something we haven’t even considered
yet. Research into this, as into most facets of HMHVYV; is ongoing.

Another thing that drives researchers in this field mad is that
the disease sometimes misbehaves. Time was, if you contracted
HMHVY, you cither lived or you died. A lucky few managed to
fight off the infection, but for the most part, you either turned
into a vampire or the virus killed you. It appears that it’s not that
simple any more.

These days, you might find yourself a carrier, with the disease
sitting dormant in your bloodstream waiting for you to pass it on to
someone ... or for something to set it off. It might decide to express
if you pass through a particularly mana-rich (or mana-poor) area,
scorching your aura away in the process.

There are other possible mutations of the virus as well, some
of which might be manmade. So far, the virus itself seems to at-
tack only sapient beings that are mammals. We know that the five
metahuman species and sasquatches are vulnerable; we don’t know
what the chances are of that list cxpanding. Thereis already concern
over genetics research using HMHVYV as a vector for DNA modi-
fication, and there are famous stories about secret cabals secking to
“improve” the virus for their own fiendish purposes.

What this might mean, however, is that varieties of the virus
that infect other sapient or potentially sapient species, such as
centaurs, chimpanzees, troglodytes, or dours, might exist—either
deliberately or accidentally. There haven’t been any reports of any of
these species being Infected, but I'm afraid it wouldn’t surprise me
in the least for it to happen. Another thing that worries me about all
this monkeying around with the Ghilani retroviruses is the notion
that they might jump species into reptilian or ichthyoidal forms of
intelligence. The prospect of vampiric merrow or naga does nothing
to help me sleep at night.

© Speaking of weirdness, the Infected population in DeeCee has
been dwindling for a while now. Necks snapped, throats torn out ...
and not a drop of blood in any of them. The remaining Infected are
all just a tad nervous, as you might imagine, and whispers on the
street are saying that some new kind of vampire that has to feed on
the blood and auras of the Infected themselves is roaming the city
and clearing them out one by one.

o Kay St. Irregular

o Okay, somebody stop the world and let me off.
® Slamm-0!

And finally, there are the critters. Two “Infected” creatures in
particular are worth noting. The chupacabras, found mostly in the
Caribbean League, carries the HMHVYV virus and feeds on blood
and stolen life energy from its victims. It’s also clearly man-made,
as recent research has shown us. Chimeric splicing of the genetic
material of a mandrill, a green iguana, and our old friend Ghilani
vrykolakiviridae has been noted in recent studies of the creature’s
genome. Why someone would create a creature such as the chupa-
cabras is a mystery for someone else to solve, however.

My personal favorite is the Australian drop bear. Awakened
koalas with really rotten tempers and a taste for raw meat, these
beasts have long had the reputation of being vampiric. Some old
research even suggested that it carried the moneriviridae virus in
its genetic structure. More recent studies have shown us that this is
quite incorrect. They are not Infected koalas. They are, however, car-
riers of multiple strains of HMHVV IL. Nearly every drop bear ever
studied has had at least one strain floating around in its bloodstream,
and more than a few have had every known strain. There have been
a few reported cases of them Infecting their surviving victims, but
they aren’t considered a major risk for HMHVV. At least, not at
the moment.

Considering that most of the Infected are solitary hunters, it’s
somewhat surprising that they have any sort of a culture at all. They
do, though, and it’s attracting attention.

There are 35 countries in the world that recognize the
Infected as something other than wild animals which need to be
controlled. Ours is not one of those countries, and neither is the
UCAS. Both still carry laws on the books establishing bounties for
the Infected, though those laws are seldom enforced these days.
Many Infected are eligible to acquire criminal SINs and live as
second-class citizens, at the expense of being monitored 24 hours a
day. Ghouls have made enormous headway in the UCAS in search
of their civil rights, but technically they could still be killed for the
bounty. This is beginning to change, as some groundbreaking leg-
islation has been introduced in the UCAS Senate to strike down
the bounties on ghouls and loup-garou and offer them a path to
citizenship. Similar legislation is expected in the CAS sometime
this year.

The African nation of Asamando is a nation of ghouls, and
while very few non-ghoul Infected live there, all Infected are rec-
ognized as sapient beings. Asamando is rich in natural resources,
and it has lucrative contracts with the likes of Horizon, Saeder-
Krupp, and DeBeers-Omnitech. Each of these corps has agreed to
recognize Asamando as a legitimate nation, as has the Corporate
Court; this is not lost on the UN, which is still shuffling its feet
before offering them its recognition.

Running Wild/ g1t
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INFECTED-FRIENDLY CORPS
Aztechnology

Cavalier Arms

DeBeers-Omnitech

Draco Foundation

Evo
Saeder-Krupp
Wuxing
ZetalmpChem

Most megacorps officially ignore the Infected, but some allow
them full corporate citizenship. Others, such as Aztechnology, al-
legedly use them as covert operatives. With the Corporate Court
recognizing Asamando, though, it’s thought that the attitudes of
several of the corps will change in due course.

o Aztechnology employing the Infected is hardly a surprise. What
is a surprise is that they're covert about it. If there’s anything they
know, it's PR, and with Infected rights being a rising cause célebre,
it might help their image a bit. Of course, it could also do just the
opposite, but considering how tarnished they are at the moment,
one would think they'd try to clean it up a little.

© Hannibelle

As I noted carlier, most of the Infected are solitary hunters
and guard their hunting grounds jealously. That said, some of them
are better than others at social interaction. Ghouls, for instance,
are noted for their communities in a number of major cities in
both the CAS and the UCAS. We've already noted Asamando.
Other Infected who buck the skulking loner trend are some of the
HMHVV Il species, specifically the loup-garou and the grendels.
Both form tightly knit packs, though neither is known to create
communities of their own the way ghouls have.

Also of interest are the non-Infected hangers-on who try to
emulate the Infected. Vampires in particular seem to spawn these
strange cliques. Some of them become willing pawns for the vam-
pires, while others are just junkies and weak-willed losers secking
to clevate their own station in life by being seen with the monster
they choose to follow. Some offer themselves as willing blood do-
nors, and some even allow the vampire to tap into their auras and
truly feed. A few of these benighted fools actually seck to become
Infected themselves, willing to condemn themselves in the name
of “immortal beauty.”

GAME INFORMATION
BANDERSNATCH

A sasquatch Infected with HMHVV II, a bandersnatch has
a pelt which is thicker and shabbier than it was pre-Infection. Its
canine teeth become more pronounced and its arms somewhat
clongated, giving the bandersnatch a more animalistic appear-
ance than a sasquatch. The bandersnatch’s fur helps it refract light
around its body, so its true form is rarely seen. When using this
power, the bandersnatch appears as a shifting, humanoid-shaped
image of the surrounding terrain.

Natural Habitat: Mountainous and evergreen regions in
the northern reaches of both North America and Asia.

BOUNTIES ON INFECTED (IN NUVEN)
CAS

Bandersnatchii
Banshees 5,000
Dzoo-noo-qua 3,000
Fomoraig 1,500
Ghouls 1,500
Goblins 4,000

5,000

Loup-garou 3,500
Nosferatu

15,000
6,000
15,000

Vampires
Wendigos

UCAS

Bandersnatchii 7,500
Banshees 5,000
Dzoo-noo-qua 2,500
Fomoraig 1,500
Ghouls 1,500
Coblins 4,000
Loup-garou 2,500
Nosferatu 15,000
Vampires 7,500
Wendigos 15,000

B A R S C I L W EDG ESS M InitIP
8§ 3 3 7 1 4 2 4 3 b 3 71
Movement: 15/35

Skills: Animal Calls (Trade Knowledge) 5, Assensing 3, Athletics
skill group 2, Infiltration 4, Perception 4, Shadowing 4, Unarmed
Combat 3

Powers: Adaptive Coloration, Dual Natured, Mimicry, Natural
Weapon (Bite/Claw: (Str + 2) + 1P, AP 0), Sapience
Weaknesses: Dictary Requirement (Sasquatch Flesh)

Notes: Bandersnatchii have +1 Reach. Some bandersnatchii may
have the Adept, Magician, or Mystic Adept qualities.

BANSHEE

A banshee is an elf Infected with HMHVYV 1. Like other
Infected, they prey on sapient beings. Solitary and reclusive
hunters, banshees prefer to lair in desolate places near human
habitation. They stalk their prey, which they terrify into flight
with their haunting wail and pursue until the victim drops from
exhaustion. The banshee then closes in for the kill, completely
draining its prey of blood and life essence.

Transformation into a banshee is barely noticeable to many
observers. In outward appearance, a banshee resembles a gaunt elf
with very pale skin. As time passes, a banshee’s natural skin and
hair color tend to fade, and their epidermis becomes slightly trans-
lucent, with veins easily visible on the skin’s surface.

Banshees are hemovores, subsisting solely on the blood of
their victims. Like vampires, they cannot hold down normal food,
and alcohol induces nausea (see Nausea, p. 254, SR44).

Natural Habitat: Inhabited areas worldwide.




INCOMING FEED.......

B A R S C I L W EDG ESS M InitlIP
3 4 3 3 5 4 3 4 3 2D6-1 3 7 2
Movement: 10/25

Skills: Infiltration 2, Perception 3, Shadowing 4, Unarmed
Combat 3

Powers: Enhanced Senses (Hearing, Low-Light Vision, Smell),
Essence Drain, Fear, Inmunity (Age, Pathogens, Toxins),
Infection, Mist Form, Natural Weapon (Bite: (Str+2) + 1P, AP 0,
—1 Reach), Regeneration, Sapience

Weaknesses: Allergy (Sunlight, Moderate), Dietary Requirement
(Metahuman Blood), Essence Loss, Vulnerability (Silver),
Vulnerability (Wood)

Notes: Some banshees may have the Adept, Magician, or Mystic
Adept qualities.

CHUPACABRAS

The chupacabras is a reptilian biped standing approximately
1.2 meters in height. Appearing to be a cross between an iguana
and a monkey, it is covered in both green scales and dark, coarse
hair. It possesses an iguana’s spiky head crest, large red eyes, a short
tail, and opposable thumbs. This elusive creature feeds on blood,
preferring goats and cattle (though it has also been known to at-
tack metahumans on occasion).

The chupacabras is believed by many to be an engineered
creature because its genome has both reptilian and mammalian
traits. Genetic testing also shows a variant of HMHVV integrated
into the genome, though the creatures are not able to infect vic-
tims with that disease.

Natural Habitat: Tropical forests in the Caribbean.

B A RS C I L W EDG ESS M Inict IP
5 3 4 3 1 5 3 6 2 2D6 4 9 1
Movement: 10/20

Skills: Climbing 3, Perception 4, Unarmed Combat 3

Powers: Concealment (Self Only), Essence Drain, Immunity
(Pathogens, Toxins), Natural Weapon (Claw/Bite: DV (Str+2)P,
AP -1, -1 Reach), Paralyzing Touch

Weaknesses: Allergy (Sunlight, Mild), Dietary Requirement
(Blood), Essence Loss, Vulnerability (Fire)

DROP BEAR

An Awakened version of the koala, the drop bear is dis-
tinguished from its mundane cousin by its jet-black fur and
razor-sharp teeth and claws. They are omnivorous, eating eucalyp-
tus like ordinary koalas but also the flesh of animals. They don’t
hunt their prey, but they wait for it to come to them. Once a suit-
able victim appears underneath the branches of the tree the drop
bear inhabits, it drops down and attacks with its claws.

Testing has shown that the drop bear carries HMHVV IJ,
though it is not Infected. Worse, however, is the increasing number
of cases in which surviving victims have contracted the discase.

Natural Habitat: Forested areas of Australia.

B A R S C I L W EDG ESS Init IP

3 3 3 S 1 4 2 5 2 6 7 1
Movement: 8/20

Qualities: Carrier (HMHVV II)

Skills: Climbing 2, Perception 3, Shadowing 3, Unarmed
Combat 2
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Powers: Adaptive Coloration, Immunity (Pathogcns, Toxins),
Natural Weapons (Claw/Bite: DV (Str+2)P, AP -1, -1 Reach)
Weaknesses: Dictary Requirement (Eucalyptus)

DZ00-NOO-QUA
A troll Infected with HMHVV I, the dzoo-noo-qua is a gro-
tesque and frightening figure. The disease causes the troll’s dermal
deposits to become grossly irregular, spiky, and nodular. Muscle
mass is also increased, and skin color typically fades, though it’s
not certain whether this is a condition brought on by the disease
or by the dzoo-noo-qua’s nocturnal habits. Transformation from
troll to dzoo-noo-qua is usually extremely traumatic; this often,
but not always, radically diminishes intellectual capacities.
Natural Habitat: Inhabited areas worldwide, often in sewers
or abandoned buildings.
B A R S C I L W EDG ESS M InitIP
9 2 S 8 1 3 2 4 3 2D6-1 3 8 2
Movement: 15/35
Skills: Athletics skill group 2, Counterspelling 3, Intimidation 3,
Perception 4, Unarmed Combat 4
Powers: Armor (4/4), Enhanced Senses (Thermographic Vision),
Essence Drain, Infection, Magical Guard (self only), Natural
Weapon (Bite/Claw: DV (Str+2) + 2P, AP 0), Regeneration,
Sapience
Weaknesses: Allergy (Sunlight, Mild), Dietary Requirement
(Metahuman Flesh), Essence Loss
Notes: Dzoo-noo-qua have +1 Reach. Some dzoo-noo-qua may
have the Adept, Magician, or Mystic Adept qualities.

FOMORAIG

The foméraig is a troll Infected with HMHVV II. Changes
include enlarged limbs and increased dermal bone formation.
Much of the latter takes the form of bony “chestnuts” surrounded
by acid-secreting glands. Nails on both hands and feet harden
into claws. Foméraig also have rudimentary gills on the neck and
a shaggy mane of dark brown or black hair. Primarily nocturnal,
fomoéraig will hunt anytime if sufficiently hungry. As with other
Infected, a fomoraig’s level of intelligence can vary from barely
above bestial to intellectual brilliance.

Natural Habitat: Marshes and woodlands, primarily in Tir
na nOg.
B A R § C I
10 2 4 10 1 3
Movement: 15/35
Skills: Achletics skill group 2, Counterspelling 3, Intimidation 3,
Perception 4, Unarmed Combat 4
Powers: Armor (3/3), Corrosive Secretions, Magical Guard
(Self Only), Natural Weapon (Claws/Bite: (Str + 2) + 1P, AP 0),
Sapience
Weaknesses: Allergy (Air Pollution, Moderate), Allergy
(Sunlight, Mild), Dietary Requirement (Metahuman Flesh).
Cooked meat makes them sick and causes nausea (p. 254, SR44).
Notes: Foméraig have +1 Reach. Some fomdéraig may have the

L W EDG ESS M Init IP
2 4 3 5—=3 7 1

Adept, Magician, or Mystic Adept qualities.
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CARRIER

Bonus: 5 BP

The character is HMHVV-positive but not
Infected, or the character is Infected but carry-
ing multiple strains. Her bodily fluids carry a virus
that she cannot express—such as a human car-
rying the retrovirus that creates foméraig—which
the character can pass on to others. Only an
Infected with the Infection power can become a
carrier for a retrovirus that is spread only via the
Infection power. Any Infected the character cre-
ates becomes a carrier for all species of HMHVV
for which the character is a carrier. The charac-
ter receives a -2 negative dice pool modifier to
all Social Tests against other metahumans and
sasquatches that know she is HMHVV-positive.

This quality may be taken more than once,
each for a different strain. The dice pool modi-
fier is cumulative. A character cannot carry the
strains for both vampires and nosferatu.

GNAWER

The gnawer is a dwarf with HMHVV IL It resembles a mo-
bile statue of a normal dwarf; its skin is a rough, gray, stone-like
surface. This bony layer offers it some natural armor. Their condi-
tion tends to isolate them, causing them to live on the outskirts of
human society. Their dietary requirement frequently causes them
to form partnerships of convenience with organleggers and ghoul
communities to share resources.

Gnawers will tend to form small communities of their own,
often side-by-side with ghouls. With their similar diseases and
complementary diets, the two interact well together.

Natural Habitat: Inhabited areas worldwide.

B A R § C I L W EDG ESS Init IP

5 3 4 6 3 S 3 5 3 S 9 E
Movement: 8/20

Skills: Infiltration 2, Perception 3, Shadowing 4, Unarmed
Combat 3

Powers: Armor (1/1), Immunity (Toxins), Noxious Breath,
Paralyzing Touch, Sapience

Weaknesses: Allergy (Sunlight, Mild), Dietary Requirement
(Metahuman Bone)

GOBLIN

Goblins are HMHVV I-Infected dwarfs. The virus wreaks
tremendous change in the victim, including the loss of all body hair
and fat. This makes the goblin a skeletal figure, its skin stretched
taut over its wiry muscles. Goblin ears are large, long, and slightly
pointed. A goblin’s favorite food is raw meat. Goblins often pos-
sess a sickening[y sweet body odor which devclops with time.

As with many of the other Infected, the trauma of becoming
a goblin frequently induces severe intellectual degradation. This
is not universal, however, and goblins run the intellectual gamut
from feral monster to calculating genius.

Natural Habitat: Inhabited areas worldwide, usually under-
ground or in abandoned buildings.
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L W EDG ESS M Init IP
5 3 4 6 1 5 3 2D6-13 8 2
Movement: 8/20
Skills: Infiltration 2, Perception 3, Shadowing 4, Unarmed
Combat 3
Powers: Enhanced Senses (Smell, Taste), Essence Drain, Inmunity
(Fire), Infection, Natural Weapon (Claws: DV (Str+2) + 1P, AP
0), Regeneration, Sapience
Weaknesses: Allergy (Sunlight, Mild), Dietary Requirement
(Metahuman Flesh), Essence Loss, Vulnerability (Iron). Goblins
cannot digest heavily processed foods, and they suffer nausea
(p- 254, SR4A) when they eat them.
Notes: Some goblins may have the Adept, Magician, or Mystic
Adept qualities.

GRENDEL

The grendel is an ork Infected with HMHVV I1. It is typi-
cally a quiet, though brutal-looking, beast. Usually scavengers, they
will hunt if necessary. While the disease has rendered the creature
virtually non-sapient, the grendel does display great cunning when
necessary. They set simple traps to protect their lairs, for instance.
They can also send small swarms of vermin to attack those creatures
or characters it sees as a threat, allowing the smaller creatures to
soften up its foe before engaging battle itself.

Natural Habitat: Tunnels in most inhabited areas worldwide.
B A R S C I L W EDG ESS Init IP
8 4 4 8 1 4 1 4 1 S 8 1
Movement: 10/25
Skills: Climbing 2, Perception 4, Shadowing 4, Unarmed
Combat 3
Powers: Animal Control (Subterranean Critters), Enhanced
Senses (Low-Light Vision, Smell, Thermographic Vision),
Sapience
Weaknesses: Allergy (Sunlight, Mild)
Notes: Charisma score for its Animal Control power is 4. Grendels
have +1 Reach.

HARVESTER

The result of HMHVYV Il in elves, the harvester appears as
a heavy-set elf with hands ending in long blade-like claws that are
similar to cyberspurs, which it can use with devastating effect.
Their mouths are terrifying maws filled with razor-sharp teeth.
Harvesters are carnivorous hunters and very protective of their
territory. If challenged, these creatures will attempt to scare off an
intruder for one or two rounds and then attack with total savage
fury. It almost always fights to the death. Its exceptional speed in
combat often takes opponents by surprise.

Natural Habitat: Inhabited arcas worldwide.
B A R § C I L W EDGESS M Init IP
5 3 6 6 1 5 1 4 2 S 2 11 2
Movement: 15/35
Skills: Athletics skill group 3, Intimidation 2, Perception 4,
Shadowing 3, Unarmed Combat 4
Powers: Armor (1/1), Enhanced Senses (Low-Light and
Thermographic Vision), Movement (self only), Natural Weapon
(Claws: DV (Str+2) + 1P, AP 0), Sapience
Weaknesses: Allergy (Silver, Moderate), Allergy (Sunlight, Mild).

LOUP-GAROU

The loup-garou is a human Infected with HMHVV IL After
the virus has run its course, the host is considerably changed. His
body is covered in short, gray-black fur. The lips are drawn back,
revealing sharper teeth with pronounced canines. The fingernails
lengthen and harden into claws. Transformation into a loup-garou
is particularly brutal; the trauma often but not always causes sig-
nificant reduction in intellectual ability. It lives as a scavenger most
of the time, save for a peak period of four to six days out of every
twenty-cight when it becomes a ravening monster, attacking and
killing any creature it can.

Natural Habitat: Inhabited areas worldwide.

B A R S C I L W EDG ESS M Init IP
4 3 3 7 1 4 2 4 2 S 3 7 1
Movement: 10/25

Skills: Assensing 3, Athletics skill group 2, Perception 4,
Shadowing 4, Unarmed Combat 3

Powers: Dual Natured, Enhanced Senses (Thermographic Vision),
Natural Weapon (Claw/Bite: DV (Str+2) + 1P, AP 0), Sapience
Weaknesses: Allergy (Aconite, Moderate), Allergy (Horseradish,
Moderate), Allergy (Sunlight, Moderate), Dietary Requirement
(Metahuman Flesh)

Notes: During the 4-6 day peak of its 28-day cycle, a loup-garou
will become savage and go berserk as a Bear shaman (p. 200,
SR4A) that fights as if it had a rating 2 adrenaline pump (p. 345,
SR4A).

MUTAQUA

Whether victims of the natural progression of viral mutation
or ghastly genetic experimentation, mutaqua are trolls successfully
Infected with the Bruckner-Langer strain of HMHVV 1. Like
their lesser cousins, the dzoo-noo-qua, mutaqua are grotesquely
deformed, with stark white skin over their asymmetrical dermal
bone deposits.

Natural Habitat: Tunnels systems, usually in the British Isles.
B A R § C I L W EDG ESS M InitIP
9 3 5 10 1 4 2 5 3 2D6+3 4 9 2
Movement: 15/35
Qualities: Adept
Skills: Assensing 3, Athletics skill group 2, Counterspelling
4, Infiltration 4, Intimidation 3, Perception 4, Shadowing 4,
Unarmed Combat 3
Powers: Armor (4/4), Dual Natured, Enhanced Senses (Hearing,
Low-light Vision, Thermographic Vision), Essence Drain, Fear,
Infection, Magical Guard (Self Only), Natural Weapon (Bite/
Claw: (Str+2) + 2P, AP 0), Regeneration, Sapience. In addition,
the maximum Essence that a mutaqua can obtain at a time through
Essence Drain is equal to 18.
Weaknesses: Allergy (Sunlight, Severe), Dietary Requirement
(Metahuman Flesh), Essence Loss (every 2 months).
Notes: Mutaqua have +1 Reach. Gamemasters should assign
additional Adept Powers to a mutaqua.
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NOSFERATU

Nosferatu are humans Infected with the extremely rare
Bruckner-Langer strain of HMHVYV L Like vampires, they con-
sume blood to live, but unlike vampires, they can eat other food
if they so desire. Also unlike vampires, they have a harder time
blending in with humanity. They lose all of their body and facial
hair, their incisors and canines grow sharper and much more
pronounced, and their skin becomes very pale. They also appear
emaciated and gaunt.

They are all but exclusively nocturnal. They are highly in-
telligent, cunning, and patient. Nosferatu are generally able to
outthink and outwait their enemies.

Natural Habitat: Inhabited areas worldwide.

B A R S C I L W EDG ESS M InitIP
4 4 4 4 5 S S S 3 2D6+5 4 9 2
Movement: 10/25

Qualities: Magician

Skills: Conjuring skill group 3, Infiltration 3, Influence skill group
3, Perception 4, Shadowing 4, Sorcery skill group 4, Unarmed
Combat 3

Powers: Compulsion, Enhanced Senses (Hearing, Low-light
Vision, Thermographic Vision), Essence Drain, Fear, Immunity
(Age, Pathogens, Toxins), Infection, Influence, Natural Weapon
(Bitc: (Str+2) + 1P, AP 0, -1 Reach), Regeneration, Sapience. In
addition, the maximum Essence that a nosferatu can drain is equal
to three times its natural maximum Essence.

Weaknesses: Allergy (Sunlight, Severe), Dietary Requirement
(Metahuman Blood), Essence Loss (every 6 months).

HMHVV I (GHILANI VRYKOLAKIVIRIDAE)
Vector: Infection power (p. 295, SR4A)

Speed: 1 minute (1)

Penetration: -6

Power: 13

Nature: Retroviral

Effect: Coma, transformation

HMHVV Lis responsible for the creation of banshees, dzoo-
noo-qua, goblins, nosferatu, vampires, and wendigo and can only
be spread by the Infection power. Once Infected, the character
has very little chance to escape the disease; if they do somehow
manage to reduce its Power to 0, the character simply dies. A char-
acter may burn a point of Edge to either guarantee they pass the
test—and die in peace—or to deliberately fail the test and gain a
shot at life again as one of the Infected.

If the test fails, the character falls into a coma for (30 — Body)
hours as his body transforms. When the character awakens, he has
lost all Resonance and technomancer abilities, has acquired the ap-
propriate Infected (Banshee, Dzo00-noo-qua, Goblin, Nosferatu,
Vampire, or chdigo) Ql/ality (see Positive Infected Qlialitics,
p-79, Runner’s Cvm]mnion), and has an Essence of 1 and Magic of
1 (or retains her own Magic attribute, if higher) .

HMHVV Il (GHILANI MONERIVIRIDAE)
Vector: Contact

Speed: 1 hour (3)

Penetration: —6

Power: 13

Nature: Retroviral

Effect: Coma, Essence loss, transformation

HMHVYV ILis responsible for the creation of bandersnatchii,
fomdraig, and loup-garou, and is typically spread by unprotected
contact with those creatures or their bodily fluids. If a charac-
ter succumbs to the virus, she loses 1 point of Essence—if this
brings her Essence to 0 or below, the character dies. Otherwise,
the character falls into a coma for (30 - Body) hours as her
body transforms. When the character awakens, she has lost all
Resonance and technomancer abilities, has acquired the appropri-
ate Infected (Bandersnatch, Fomoraig, or Loup-Garou) Q{ality
(see Positive Infected %alitics, p- 79, Runner’s Companion), and
has a Magic attribute of 1 (or retains her own Magic attribute, if
higher). Revitalization gene therapy cannot recover Essence lost
to HMHVV Il infection.

HMHVV 11l (GHILANI WICHTIVIRIDAE)
Vector: Contact

Speed: 1 day (10)

Penetration: -6

Power: 8

Nature: Retroviral

Effect: Pain, nausea, Essence loss, transformation

HMHVV Il is responsible for the creation of ghouls, and
is typically spread by unprotected contact with those creatures or
their bodily fluids. Unlike the cases of other retroviruses in this
genus, the subject is usually awake and aware during the metamor-
phosis. Every time the character fails the Disease Resistance Test,
he loses 0.1 points of Essence. If his Essence falls to 0 or below,
he dies.

The character should keep track of how many points of
Essence he loses every time he is Infected with HMHVV IIIL.
After losing 1.0 points of Essence in this fashion, the disease
halts (if still ongoing). The character loses all Resonance and
technomancer abilities and gains the Infected (Ghoul) Quality
(see Positive Infected Qualities, p. 79, Runner’s Companion)
and a Magic attribute of 1 (or retains his own Magic attribute, if
higher). Revitalization gene therapy cannot recover Essence lost
to HMHVV Il infection.

“RENFIELD”

Duration: 7 days

Effect: Agility +1, Intuition +1, Strength +1, Euphoria, Inmunity
(Age), +1 Initiative Pass

“Renfield” is an alchemical compound made from the blood of
someone Infected with HMHVV I, and it is used by these creatures
to create vampiric pawns. The creator draws some of his own blood
and performs certain enchantments on it; this costs him a point of
his own Essence. He then injects this druginto his chosen pawn (who
may or may not be a willing volunteer).

Once the pawn has become addicted to the drug, he gains
the Carrier (HMHVYV I) Quality (p. 66) and the Dietary
Requirement (“Renfield”) and Essence Loss weaknesses. Once
transformed, the pawn is dependent upon the drug for his own
Essence. Each dose gives him 1D6 points of Essence. “Renfield’
has a threshold of 3 for the Addiction Test, and it is both mentally
and physically addictive.




The ice shelfthey had been tmveling on for o{aﬂs gave out to sea ice that was thinner and pock—
marked with holes where seals broke through to come up fov air. Perhaps three hundred meters out
on the ice was Kiu, the bear shapeshifbar theg had brought along, who was sti“—hunting, waiting
patienﬂy bg a hole in the ice for a seal to come up. Polar bears were extinct in the wild, but Kiu was
a half—bveed and could look the part. She was the bait.

The twins had packed up their AKs and taken out their hvmting bows, the matte black ofthe
compound mechanisms paintzd over in arctic camo. For their part, the sled dogs were qmiet, huddled
\‘pgether in their traces—the Siberian had insisted the dogs be mute so their barking would not scare
their prey.

The Siberian circled around slowlg to the shapeshiszr’s right, not watching the hole in the ice,
where the bear's attention was, or even the bear itself. He swppedjmst short offlfty meters from the
bear and knelt on the ice, his snow-cape helpinﬂ him blend in with the ice and snow. Eventua”y, a
small black shape appeared in the hole, and with a sudden movement, Kiu's paw lungeo{ down and
up, dragging the seal onto the ice.

Almost as soon as the bear begom feasting on the dying critter, the seal’s wet skin became
rimed, and the bear's breath steamed in front of it, her shaggy pelt becominﬂ covered with fvost.
A great, sinuous dmcoform skittered forward from where it had lain undetected on the ice; the
slightly silvery cast of its scales shone as its jaws tried to close on the bear's neck. Kiu gvowled
and wrestled with the thing. Dark blood welled up around the fmr on her neck and froze almost
instantly, forming dark crysfals.

The Siberian was alrmdﬂ running forward, harpoon in hand, |eapiv15 over the sweeping tail as
Kiu held the thing steady for the hunter to p[ant the spear flrmlﬂ in the back ofthe icedrakon's neck,
where the spinal cord exited the skull. Scale and muscles pavteo{ beneath the blow as it fomnd its
mark, and the hunter put all his weight against it as he drove the harpoon in further into the brain.

BU the time the twins came up, arrows knocked and readﬂ to fmish offanything still living, the
Siberian had his knife out and was skinning the icedrakon while Kiu finished the seal. The twins put
down their bows and bent to help the hunter at his work.

The twins drained its blood into empty canteens, and the Siberian turned its skin inside out to
form a bag for the butchered corpse. Kiu fmisheo{ with the seal and sniffed at the icedrakon's offal, but
it was alreadg cold-burned. Using the harpoon as a pole to carry the bag between them, the twins
carried the butchered drakon back to the sleds.
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DRACOFORMS AND DRACOMORPHS
Posted by Wyrm Watcher

Though I'm no longer actively involved in freelancing, I con-
tinue to appreciate the great dracosaurians. After his first choice
failed to deliver the requested article, FastJack saw fit to request my
assistance. In light of that, I'm here to briefly share a bit of insight
into their culture and recent activities. I hope that all will find my

small offering enlightening.

o Originally | asked Frosty for this heads up on draconic life, but
apparently she's busy globetrotting. Wyrm Watcher is an old friend
... well, he owes me money. The terms of our reconciliation include
infodumps like this one.

© Fast]ack

© Oh give me a break! Jack, | told you | had and continue to have
other ... responsibilities. | hoped you of all people would understand.
© Frosty

© You choose your own priorities; | do understand that. When you
joined this network, you agreed to be a contributing member. |
expect more than innuendo and sly intimation of conspiracy theories
from you.
© Fast]ack

I am a dracobiologist by training, a wyrm watcher by nature,
and a shadowrunner by necessity. All of which qualifies me to say
that dracoforms and dracomorphs are very, very weird.

DRACOFORMS

At the time of this writing, there are an even dozen species of
dragons and closely related dragon-like creatures, which together
are called dracoforms. When I say closely related, I mean that from
agenetic standpoint the nearest non-dracoform relatives to draco-
forms are dinosaurs; among dracoforms themselves there exists
some substantial genetic disparity. Dragons have about as much
in common with the rest of the dracoforms as we metahumans do
with various primates.

All dracoforms are of the class Reptilia, the subclass
Herpetavia, and from there are divided into four distinct orders:
Tetrasauria (everything of the draco genus), Alatophidia (aleuto-
serpens genus), Magnavaranus (neovaranus genus), and Hydras
(both the hydras)—not that you'll ever need to know that.

© You'd be surprised. Some customers are very specific. It pays to
know your business.
® Lyran

What you really need to know is that dracoforms are uni-
formly large, predacious reptiles with highly potent innate magical
abilities—and intelligent (the least intelligent among them are on
the order of the great apes; the most intelligent are sapient and
equal or exceed metahumans in cognitive abilities). Precise details
on their anatomy aren’t generally available because these critters
are relatively rare, dangerous, and in some cases sapient and openly
disagreeable to poking and prodding. What we do know about
dracobiology is patched together from what we’ve observed over
the last sixty years studying specimens in the wild and the few

corpses we can find before the talismongers get to them. The rest is
extrapolation and theory based on what we know of other reptiles.

Physical Characteristics

Dracoforms are omnivorous critters. They prefer meat as the
primary staple of their diet, but they can and will eat nearly any-
thing, and they’re not above scavenging for carrion. Dracoforms
are very active and require a lot of food to keep going—the energy
deficit on the larger ones, particularly the flyers, is astounding.
As such, most dracoforms are very lean and almost continually
hungry. Dracoforms can maintain thermal homeostasis without
much trouble, and their enzymatic processes are very heat efficient,
but from all that we've seen of their behavior their thermal regula-
tion is complicated.

© \What he means to say is that “warm-blooded” and “cold-blooded”
are outmoded scientific terms, and you can’t count on cold weather
to slow them down or force them to slow down to conserve body
heat, but they do seem to appreciate warmth. | know dragons and
drakes like to sun themselves, because I've seen them do it. | also
know that feathered serpents don't shiver to warm up. They sort of
puff up, trapping little pockets of air beneath their feather-scales to
keep warm. It makes them look ... fluffy.

© Sticks

Dracoforms include the biggest saurians still alive. The
smallest ones are usually the size of an adult komodo dragon (non-
Awakened lizards, two to three meters in length, with a venomous
bite, not actual dracomorphs), and the biggest ones—by which I
mean great dragons and hydras—are twenty meters long or longer
with another twenty meters of tail. Just for comparison, most
T-rexes topped out at thirteen meters.

© Hey, where are dragons in the fossil record?
® Slamm-0!

© Missing, mostly. The paleontologists I've spoken to have all agreed
that dragons, or pre-draconic dracoforms, should have shown up
around sixty-five million years ago when dinosaurs started develop-
ing avian characteristics, but no one has publicly announced finding
verifiable dracoform bones older than sixty thousand years. However,
I have seen physical proof of a fossilized dracoform femur tested at

NI

Recent searches suggest you might be interested in:
The Dissection of Dzitbalchén

Carried out by a joint University of Azatlan-
Quetzacoatl Institute surgical team, this trideo
documentary contains answers to many questions
puzzling the scientific community about draconic
biology, such as the mystery of why western drag-
ons have six limbs and feathered serpents have four.
This trideo feed is packed with extras, including a
commentary track by the lead surgeons and the
director. Download Now!
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over a million years old—unfortunately, the Draco Foundation didn't
let me keep it.
o Elijah

Part of the reason dracoforms get so big s that they continue
to grow throughout their lives—and as no known dracoform has
yet died of old age, they could (like some species of tortoise or
crocodile) grow very large indeed. It is no surprise that the largest
dragons claim to have lived for thousands of years.

One of the defining characteristics of dracoforms is their hide,
which is covered by scales and scutes of keratinous fiber which also
forms their talons. Depending on the species—and in some cases
the individual—these scales can form hard, bony knobs and plates,
delicate and brightly-colored scale-feathers, and even horn-like
structures. A dracoform’s hide and talons are continually grow-
ing, allowing dracoforms to quickly replace scales lost in battle or
chipped talons—only significant scar tissue will prevent scales from
regrowing. Excess scales or scale-feathers will shed on their own,
though many dracoforms prefer to scratch or rub them off.

o The more intelligent dracoforms take care to bury, burn, or eat any
shed scales around their lairs, possibly to prevent themselves from
being targeted with ritual magic. Dragons, of course, generally don't
do as much hunting in cities and have to clip their talons regularly to
prevent them from becoming overgrown.

® Sticks

o Of course, dragon telesma is worth quite a bit of nuyen ... if you
can persuade the wyrm to part with it. Dragons are smart enough
not to leave material links lying around, and even non-sapients like
draka and hydras are known to bury or eat their shed scales, possibly
for the same reason.

© Lyran

o \What have | told you about dealing with dragons?
© Fast]ack

© Yeah, but you should see my commission.
© Lyran

Studies of the most trideogenic dragons and wilderness stud-
ies have shown that dracoform individuals can exhibit small but
significant changes to their personal appearance, such as the color
of their scales, the angle of their horns, scale pattern, etc. Theorized
to be at least partially attributable to dracoforms’ innate magical
nature, this effect is most pronounced in sapient dracoforms, who
are believed to be able to consciously or subconsciously influence
the process.

Paranormal Characteristics

All dracoforms possess powerful innate magical abilities such
as the unconscious magical levitation that enables wyverns and
other flying dracoforms to remain in the air. Beyond this, studies
have shown that dracoforms—presumably from the time they are
hatched (and according to anecdotes, even earlier)—are all dual-
natured. This direct access to astral space is thought to be a key
development for dracoforms. It may explain their unusual talent

for manipulating magic. Indeed, all sapient dracoforms are known

to be magically active.

Besides flight, dracoforms are well-known for their offen-
sive magical abilities, and many can actually “breathe fire” as the
legends have it—though this is actually a form of innate spell or
elemental attack. Most dracoforms have at least one such offensive
power, while others have several.

© Dragons can alter or refine their natural paranormal powers, par-
ticularly their breath weapon. That fiery blast you were expecting
could be a bolt of lightning or a gout of acid. Always keep your mind
open when dealing with dragons.

® Lyran

Draconic Lifecycle

As reptiles, dracoforms lay eggs. This much we know from
studies of non-sapient dracoforms in the wild, and it probably
applies to dragons as well—that said, the only dracoform eggs we’ve
found belong to the various species of draka and hydras. Dracoform
eggshells are leathery in texture, composed of a keratinized fiber
similar to dracoform scales. Most dracoforms build a nest of some
kind to keep the eggs warm, and draka have been observed to con-
sume any that do not hatch. Details of mating are extremely sketchy,
particularly for dragons—so far they refuse to talk about it.

There are no external signs of a dracoform’s sex, though para-
biologists at the University of Berlin are working on a pheromone
sensor to differentiate sex in hydras and dragons.

© (Casual observers might note that there seems to be a larger
number of male dragons than female dragons. The sex ratio for
dragons is completely unknown because we have no way to tell
them apart except for autopsy. Hestaby and a couple of other greats
have come forward with their sex, but we really have to take their
word on it.

© Sticks

© \Wait ... you mean Lofwyr might be a queen?
© Cosmo

® |t's shapechange magic. Gender is not inherently conserved. That
said, Lofwyr has never (to my knowledge) shown up as a female
metahuman, and most of the others all seem to have their strict
gender preferences in metahuman form as well (except Damon).

e \Wyrm Watcher

Young dracoforms are exceptionally rare—indeed, no imma-
ture examples of many dracoform species have been found in the
wild. Anecdotal reports from the interviews with the late President
Dunkelzahn suggest that dracoforms take a long time to mature,
which is supported by evidence of draka lifecycles in the wild—
young draka can take several years to reach their adult biomass and
learn from their parents and group-mates. There is a growing body
of evidence that dragons (and possibly other sapient dracoforms)
undergo a magical metamorphosis at some point, but this informa-
tion is completely absent from academic publications.

When they reach a certain age—and possibly size or magical

proficiency—dragons make a transition to become great dragons.



WJ The Draco Foundation

Founded as the executors of the great dragon
Dunkelzahn's will, the Draco Foundation has
become the largest non-profit organization in
the world. Still ostensibly chaired by former
UCAS Vice President Nadja Daviar, the organiza-
tion publicly works to enhance metahumanity's
ability to interact effectively with the Awakened
world. While it's been fifteen years since the First
Wyrm'’s death, many of the will's terms have yet
to be fulfilled. Others, such as the bounty offered
on blood mages, are ongoing tasks.

The full nature of the Foundation's vast
resources and diverse objectives remains shrouded
in secrecy. Some facets have been publicly dis-
closed: the Foundation has brokered agreements
between great dragons and a number of metahu-
man agencies, as they did when Ghostwalker took
control of Denver. The Foundation often conducts
archeological digs and research, sometimes in
direct competition with the Atlantean Foundation.
The Draco Foundation also issues grants to
promising academic and non-profit pioneers in
metamagical and scientific research and sponsors
an annual competition in these fields.

Rumors continue to circulate that the Draco
Foundation dabbles in the shadows; however,
its motivations for such actions remain unclear.
A number of known shadowrunners have been
linked with the organization. Other groups,
including the Illuminates of the New Dawn
and the Children of the Dragon, have publicly
denounced the Foundation and initiated repeated
legal proceedings against them.

This stage of their lifecycle—based on recordings of the dragon
Masaru both before and after he made the transition—appears to
combine a social promotion, physical metamorphosis, mental and
emotional catharsis, and magical initiation. While we only have
a dataset of one to go by, Masaru was observed to become sig-
nificantly larger (11.3% by some estimates) than he was previously
(he was already twice the size of an average adult eastern dragon
before the transformation) and to display several paranormal
abilities that he was not previously known to have had before the
transition. How and why dragons undergo this metamorphosis is
not understood.

© Dunkelzahn left documents with the Draco Foundation stating he
believed Ryumyo was attempting a metamorphosis into something
greater than a great dragon. Just what we need, a wyrm going to
super-saiyajin 2.

© Baka Dabora

Dracoforms appear to be biologically immortal—their
chances of mortality do not appear to increase as they get older,
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and given sufficient time, dracoforms can recover from nearly any
disease or injury, including completely regenerating lost limbs in a
manner of years—but they can and do die, usually by violence or
starvation. Even great dragons have been observed to die. Dragons
appear to have certain social norms, protocols, and ceremonies sur-
rounding their deaths.

e Some of you will take comfort in the fact that these monsters
can be killed. Others will mourn the passing of something unique
and magical.

© Sticks

o \What about you?
o /dev/grrl

® |'ll know when survival comes down to me or a dragon.
® Sticks

DRAKA, DRAKES, AND OTHER ODDITIES

Draka, gorgons, and hydras have a chimerical genetic
nature—many of their gene sequences are identical to those
in dragons and other dracoforms (as you'd expect from closely-
related critters), but the organization is substantially changed.
Inverted sequences and inconsistent chromosomal relocations are
reminiscent of hybrid species and genetically engineered entities.
The analyses remain inconclusive and hotly debated within the
academic community.

Drakes are even weirder because, while undeniably metahu-
man, their genetic code contains some of the exact same sequences
as draka, dragons, and other dracoforms. Again, their mapping is
very odd. Dracobiologists are hesitant to classify drakes as draco-
forms or dracomorphs at this time, but most are at least leaning
toward labeling them as dracoforms because drakes create proteins
and enzymes that are otherwise unique to dracoforms as products
of their normal biology, even while in metahuman form.

© Some dragons are willing to pay good money for their proteins,
but harvesting them can be a bitch if the subject isn't cooperative.
© Lyran

DRACOMORPHS

A dracomorph is a paranimal that looks like a dragon but
isn’t. Convergent evolution, biological mimicry, and expression
of mythological archetypes are just the most popular theories
as to why. Genetic studies have proven that despite looking like
dracoforms and possessing paranormal powers, these critters are
not closely related to dragons. The most populous (and popular!)
of these is the chimera, or false dragon, which can be found in
zoos around the world. Rarer are the lindworms, which are sapient
paranormal serpents that share many traits with dracoforms and
are often mistaken for them, even by parabiologists.

© Are these related to those “great anacondas” down in Amazonia?
© Picador

e Anacondas are primitive but powerful serpents; the Snake That
Walks is something else.
© Marcos
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Technically speaking, dracomorphs include spirits that mani-
fest to look like dragons or other dracoforms—wujen are especially
known for this, but it is far from uncommon for spirits in many
traditions to take on a draconic appearance, given their positions
in mythology and magical symbolism. These spiritual dracomorphs
generally bear as much resemblance to actual dracoforms as pre-
Awakening artistic depictions of dragons do to the real thing.

© There was a study by some UCLA grad students showing that
dracomorph spirits have gradually become more “realistic” over the
years since the Awakening, presumably because magicians are more
aware of what dracoforms look like and subconsciously influencing
their conjuration. Of course, that's a purely hermetic point of view.
o \Winterhawk

DRACONIC CULTURE

Dragons have a highly developed culture that metahumans
have only caught a glimpse of. There are tantalizing hints of eti-
quette and ritual in how they address each other, challenge and
fight each other, and express their dominance or respect for a given
territory. Still, there is much that we do not, cannot know. Most
dragons appear to communicate using a form of telepathy known
as Dragonspeech, along with ritual gestures, posture, and in cer-
tain cases aerial dances. If they have a unique written language,
no example of it has ever been found. Even draconic names and
titles—such as Gold Master, Loremaster, and Night Master—are
opaque to metahuman interpretation. That said, some aspects of
dragon psychology and sociology have become apparent, thanks
in no small part to documents released by the Draco Foundation.

DRAGON RELATIONS

For the most part, interactions between dragons remain
a mystery to metahumanity. Those metahumans who are most
closely tied to dragonkind have been unwilling to share their
secrets, and interviews with dragons yield few substantive answers.
As a consequence, this section is regrettably briefer than I would
prefer. Nonetheless, a review of newsfeeds can provide at least a
limited number of inferences.

© Dunkelzahn's and Masaru's revelations during Wyrm Talk episodes
are a sharp contrast to the draconic secrecy described here. Much of
our knowledge comes from their open discussion.

© Sunshine

Among those inferences is the clear fact that dragons, par-
ticularly the greats, do not stand in philosophical solidarity. One
of the most graphic examples was the well-documented battle
between Lofwyr and Nachtmeister in June 2062. The two physi-
cal and corporate powerhouses met in a duel to the death over the
city of Frankfurt. Lofwyr ultimately triumphed in the epic battle,
killing his opponent. Similarly, Schwartzkopf’s direct involvement
in metahuman education is a stark contrast to Sirrurg’s ongoing
propensity for devastation.

In spite of this, it’s clear that many dragons do show a great
deal of respect for one another. This includes those believed to
be otherwise at odds. The reports of the extensive acrial dance
ritual performed over DeeCee shortly after Dunkelzahn’s death is
a graphic example. While conspiracists speak of “dragon council”
meetings, there’s no evidence to support such a fantastic notion.

il e —————— .

@@7@




Those who have the keenest insight into draconic society
are, no doubt, those granted an opportunity to work for or study
under a dragon. The selection criteria for such positions are
unclear, and they most likely vary from dragon to dragon. What
is clear is that those who have worked in such environments are
invariably changed by their experiences. Though metahumans
might not always describe the personality shifts as positive ones,
it's irrefutable that working closely with a dragon can trigger a level
of intellectual and philosophical maturation.

Many dragons have also assumed pivotal roles within pri-
marily metahuman organizations. There are countless instances of
dragons playing the part of a mover or shaker in the corporate,
spiritual, academic, political, and even social aspects of society.
Though the motivations for these actions are mysterious, our
modern world is often redefined by them.

Adult Dragons

The most common apprentice to a dragon is, unsurprisingly,
ayounger dragon. Great dragons commonly take younger dragons
under their tutelage. Clearly the younger dragon benefits from the
relationship—they garner a tremendous educational opportunity.
It’s unclear how the elder dragon is compensated for these efforts,
as they clearly accept a level of risk by allowing another dragon
into their inner circle.

Drakes

Metahumans who possess the innate ability to assume a
draconic form are highly sought by dragons to serve as aides.
It’s unclear what their duties entail, but no drake I know of who
is employed by a dragon has ever successfully terminated that
employment. A number of drakes have accepted asylum with the
Draco Foundation, but it’s unknown why they have chosen to
make that decision.

o The drakes I've met don't want to talk about why they're hiding.
The most | could get was the comment from one that it was “more
of acommitment than I'm willing to make.”

o Elijah

Paranormal Animals

Many dragons include sapient and near-sapient Awakened
animals in their entourage. This may be due to their inherent lack
of a cultural bias in favor of metahumans or their typically greater
interest in the environmental causes that so many dragons espouse.
In any case, dragons often provide employment or establish pro-
tectorates for beings such as sasquatches, centaurs, merrow, and
even draka. The latter in particular are about as intelligent as chim-
panzees or gorillas, and dragons appear to be able to communicate
with them somewhat.

Spirits

Some dragons become closely affiliated with the astral
world and with free spirits in particular. These entities have
the ability to establish longer-term working relationships with
a dragon, which may be well-suited to the species’ longer-term
goals. Presumably, the terms of employment are beneficial to
both the dragon and the free spirit, but it’s unclear how the spirit
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benefits from the relationship. It’s likely that some of the beings
identified as drakes may, in fact, be a variant ally spirit unique to
draconic magical traditions.

Metahumans

A number of metahumans that are not believed to be drakes
have entered careers in the service of dragons. The duties and
career fields can vary substantially, but one thing is consistent.
While many such employees prosper for an extended period,
invariably metahumans do make mistakes that often lead to a bad
end. The old proverb exists for a reason.

DRAGON MAGIC

Interviews with dragons regarding the nature of magic are
generally met with stony silence. While it’s clear that dragons are
inherently magical, it’s unclear if there is a consistent metaphysi-
cal doctrine behind their practice of magic. Anecdotal reports
indicate that metahuman magicians can learn magical techniques
from dragons, implying that their use of magic is more than an
instinctive behavior.

ﬂ AETHERPEDIA ENTRY:
The Children of the Dragon

This is a religious sect that sprang up follow-
ing the assassination of President Dunkelzahn.
The Children of the Dragon (CotD) were founded
after their leader David Dragonson, who wit-
nessed Dunkelzahn's death, had an ecstatic vision
experience that Awakened his latent magical abil-
ities. The CotD pursues peace and understanding
between metahumans and other entities, includ-
ing free spirits, sapient critters, and synthetic
intelligences, and promotes the worship of the
Creat Dragon Spirit, whose mortal avatar was
Dunkelzahn. Most of the Sixth World believes
that the CotD, and their founder David Dragonson
in particular, are self-deluded dragon worshippers,
but their charitable efforts to appease the plight
of the SINless and accept every kind of sapient
have grown the church.

The emergence of Ghostwalker from
Dunkelzahn’s Rift during the Year of the Comet
was witnessed by longtime CotD member Joshua
Morningstar. The experience triggered an ecstatic
vision for him similar to that of Dragonson.
Already a magician, Morningstar Awakened as a
drake. The difference between Morningstar and
Dragonson'’s visions sparked an internal conflict
for the CotD, and the Denver congregations split
off to become their own sect: the Church of the
Dragon Reborn. Morningstar espouses the belief
that Ghostwalker is the new avatar of the Great
Dragon Spirit. Ghostwalker himself has not
publicly interacted with the church but is said to
quietly support its efforts.
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In spite of this, the nature of draconic magic is clearly dif-
ferent from traditions practiced by metahumans. Whereas an
Awakened metahuman’s interaction with spirits is defined by
their tradition, observation has shown that dragons have a broader
interpretation. This understanding allows them to summon any
known type of spirit and, in several cases, spirits that experienced
metahuman magicians were completely unable to identify.

Further, dragons are capable of channeling dramatically more
mana than even the most experienced metahumans. This may be
a direct consequence of their Awakened nature or their unique
tradition and metamagical techniques.

THE GREAT DRAGONS

There are seventeen confirmed living great dragons at this
time. There may be others—particularly ones that don’t want to be
found. These creatures are among the most powerful and knowl-
edgeable entities known. Crossing any one of them is an extremely
perilous undertaking. Keep in mind that working for one of them
most likely means crossing another one.

ADEN

Aden is best known for destroying the city of Tehran in 2020.
His actions were arguably provoked—the Ayatollah had declared a
jihad against all Awakened. Nonetheless, the destruction was truly
eye-opening, as most metahumans had severely underestimated
the power of a great dragon prior to the event. Until Ghostwalker’s
descent upon Denver, Aden’s attack was the most brutal interac-
tion between metahumanity and dragonkind.

o | think your pronouns are off here. Aden’s a female, or at least
her preferred metahuman form is female. I'm sure she finds that as

useful as | do when trying to remain inconspicuous when working
within Muslim society.
© (oat Foot

Since that time, Aden has shown his hand on very few occa-
sions. Though there is strong evidence that he has worked to
influence Middle Eastern politics, all of these actions have been
through metahuman intermediaries. Aden is clearly opposed to
Islamic unification efforts, but it remains unclear if this is due to
philosophical beliefs or merely a power play against Lofwyr’s hold-

ings in the region.

ALAMAIS

Generally identified as Lofwyr’s brother, Alamais appears
to suffer from a strong sibling rivalry. Clearly, this wyrm has not
enjoyed the same level of success within metahuman society that
Lofwyr has attained. At the same time, any measurement based
upon metahuman standards is largely irrelevant to a great dragon.

Reliable reports indicate that this wyrm prefers to work with
disenfranchised members of society—particularly policlubbers,
terrorists, and syndicates—rather than to affect metahumans from
agovernment or corporate approach. This hasn't always gone well.

© Alamais was deeply involved with a racist policlub in the late for-
ties and early fifties. From what I've heard, that led to him getting
shot out of the sky by orbital lasers back in '53. Not even dragons
always learn from their mistakes

o Aufheben

More recently, Alamais’ name has come up in association
with donations to the Ulster Resistance in Tir na nOg. There have

KNOWN GREAT DRAGONS L

Name Subspecies Sex Coloring Primary Lair L‘
Aden Eastern (Sirrush) Male Sandy/Bronze Mount Ararat, Kurdish Autonomous Zone ‘
Alamais Western Male Golden/Red Spitsbergen, Scandinavian Union
Arleesh Feathered Serpent Female Dark Green Unknown
Celedyr Western Male Silver/Brass Caerleon, Wales, United Kingdom
Ghostwalker Western Male Ivory/Blue Denver, Front Range Free Zone ]
Hestaby Western Female Bronze/Copper Mount Shasta, California Free State
Hualpa Feathered Serpent Male Bright Green Kuelap, Amazonia
Kaltenstein Western Male Grey/Blue Unknown
Lofwyr Western Male Golden Essen, Allied German States
Lung Eastern Male Red/Gold T’ai Shan Mountain, China Coastal Provinces
Masaru Eastern Male Black/Blue Visayan island, Philippines
Mujaji Feathered Serpent Female Blue/Green Table Mountain, Azanian Confederation
Rhonabwy Western Male Scarlet Llandovery, Wales, United Kingdom

¥ Ryumyo Eastern Male Silver/Red Mount Mihara, Japan

v Schwartzkopf Western Male Dark Green Marienbad, Czech Republic

,’ The Sea Dragon Leviathan Female Silver/Green Cardigan Bay, Wales, United Kingdom

\"' Sirrurg Western Male Green Santos, Amazonia




PROMININENT ADULT DRAGONS

Great dragons are certainly the best known and most
powerful, but they are a substantial minority of drag-
onkind. There are dozens of adult dragons in the world,
many of whom are very well-known regionally and others
who prefer to live their lives more quietly. A few of the
dragons who have repeatedly found their way into the
shadows follow.

Damon—Western Dragon

Damon is one alias of an adult dragon that has become
an urban legend. Stories tell of a violet-eyed beauty—the
gender varies—who appears in nightclubs, parties hard,
spends freely, seduces a mate, and then reveals that s/he
is a dragon. Most sightings have been in North America,
but s/he likely spent most of 2069 traveling through
Europe and Asia. Tabloids have published countless stories
of Damon’s love children, and more than one company has

sighting had Damon visiting former Truman Technologies
in and around Chicago—though it's unclear what drew the
wyrm there.

Perianwyr—Western Dragon

Most first heard of Perianwyr when Dunkelzahn
bequeathed him his music collection. Today, he is best
known for operating the Weekday Eclipse dance club
and music label in Denver. His contacts in the recording
industry have become extensive, and a number of recent
successes, including the technomancer-fronted Virtual
Youth and Tribal Anglo, signed deals with major labels
after performing there.

o As with all dragons, Peri’s history is shadowy and complicated.
Prior to becoming a club owner, Perianwyr worked for years as a
contract assassin with a human partner. Most of their assign-

ments came from Aztlan, but they did accept contracts from a
number of other sponsors. Peri appeared to retire after his partner
died, but recent rumors suggest that he’s still active performing
wetwork, exclusively taking assignments from Ghostwalker—pos-
sibly why Peri is allowed to dwell in Denver.

© Hard Exit

started aggressively marketing violet contacts.

A few images of this wyrm in its natural form bear
a striking resemblance to Dunkelzahn's profile, though
the coloration is silver and purple. Based upon recorded
snatches of conversations, it seems likely that Damon
has holdings in NeoNET or its subsidiaries. A recent

success with Transys Neuronet, which later merged with Erika
and Novatech to become NeoNET. As director of research and

also been several reported sightings of a great dragon matching
his description in the Ukraine and the Allied German state of

Pomoyra. development at NeoNET, Celedyr is second only to Lofwyr in
terms of corporate investment (as far as we know).
ARLEESH Perpetually obsessed with developments in Matrixtech,

Anecdotal reports of Arleesh’s activities regularly surface linguistics, and neural interfaces—particularly those associated

on shadow nexi. She was a bit late to the party—she’s believed ~ with technomancers and opportunities for Awakened creatures
to have first appeared in 2049—but her presence in the shadows  to better use the Matrix— Celedyr is always willing to use shadow
has been more “hands on” than any of the other great dragons.  resources to further his research. His operatives are drawn from
Dunkelzahn’s directive of support for her efforts in his will sug- the Knights of Rage organization. This former British street gang
gests that she is “one of the good guys.” First-hand accounts, is characterized by a belief in a connection between the ancient
however, are not always consistent with that belief. Nubian and Celtic cultures. New members are often recruited
It’s clear that Arleesh has a particular interest in arcanoarcheo- from active gangs and prized for their street knowledge, but
logical specimens, specifically pre-Awakening magical artifacts. It operatives undergo education and training until they are extremely
also seems that she has less of a support network than most of the capable in both technological and magical areas.
great dragons. Rather, Arleesh seems to spend all of her time in
pursuit of these specific artifacts. The anecdotal reports do little to
offer an archeological basis for what draws her interest. These stories
traced her involvement in acquisitions—legal and otherwise—from

public and private collections in search of an enormous variety of

GHOSTWALKER

When Ghostwalker emerged from Dunkelzahn’s Rift in
DeeCee, onlookers were stunned. Many believed that the great
dragon was nothing less than the second coming of the First
Wyrm. Doubts soon surfaced when the newly emerged great
dragon flew directly to Denver and began to systematically
destroy the city and all who opposed him—particularly Aztlan
and Aztechnology.

items from a broad range of civilizations. While the items sought
are all ancient, they do not appear to be linked.

© She's almost certainly tracking down imps—check the spirits file.
I've heard of them surfacing on ancient artifacts, and they are dan-
gerous enough that a great dragon might find them interesting.

Since then, Ghostwalker’s politics, philosophy, and dedica-
tion to the Front Range Free Zone have clearly distinguished

© Axis Mundi him from the dragon posited to be his brother. While Denver
remains a divided city, it does now have a single draconic ruler.
CELEDYR Ghostwalker has made it clear that metahumans dwell within the

city only with his permission. It has been more than a decade since
he began to consolidate his holdings and banish virtually anyone

Celedyr’s corporate interests have always been closely tied
to Matrix development and innovation. His insights led to fiscal
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Yat Gwan—Eastern Dragon
The guardian of Zhurong Peak, Yat Gwan is believed
to be a vassal to Lung who is assigned to protect the
sacred mountain. Local metahumans treat him with
great reverence. In return, he has consistently acted
as a protector of the communities near the mountain.
Uncharacteristically for a dragon, Yat Gwan has

shown an intense interest in nuclear power and weap-
ons. He owns the majority of Nucor Energy, a Chinese
national corporation which makes equipment for
many applications in nuclear engineering. Yat Gwan
also funds nuclear research programs, in particular Dr.
Dawn Crowfeather’s work in determining the relation-
ship between mana and nuclear energy. It's unclear
how these interests can integrate with the typically
eco-friendly beliefs of most dragons.

affiliated with another dragon from his domain, but Ghostwalker’s
future plans remain unclear.

HESTABY

Since Dunkelzahn’s death, Hestaby has embraced the
public role as the “metahuman-friendly” great dragon. While
that may seem a contradiction in terms, her media presence has
certainly worked to give her an air of approachability. From her
first appearance to stop the Tir invasion of California Free State
in 2053, Hestaby has been dedicated to preserving the lives and
rights of metahumans, Awakened animals, and the environment.
In conjunction with her willingness to speak to the press, this com-
bination led to a very positive view of this wyrm in society at large.

Her role in opening the borders of Tir Tairngire and institut-
ing free elections there only enhanced this view, but it may have
alienated a few of her kind. Hestaby is one of the very few former
Tir Princes who is still involved with that nation’s governance. As
the Tir has begun to recover from its economic crisis, many have
credited Hestaby’s decisions in the turnaround.

HUALPA

Hualpa was first observed flying over the Yucatan in January
2012, but little was known of this great dragon until he led the rebel-
lion against Brazil in late 2034. Over the course of a three-month
campaign, Hualpa and two other great dragons led their forces—
including shapeshifters, sapient paranormals, and metahumans—to
overthrow the Brazilian government and established a new nation
that was far friendlier to the Awakened and the environment.

Hualpa continues to hold an authoritative role in Amazonian
politics. Since the cessation of the Yucatan conflict, Hualpa has
kept his nation’s troops on active duty and executed frequent
training exercises on the Aztlan-Amazonia border. The dragon has
made several speeches and released several pointed letters to the
UN and the ICC denouncing Aztlan’s environmentally irrespon-
sible practices and infringement on Amazonia’s sovereign soil. It
may be just a matter of time before drastic action is taken.

Zacaultipan—Feathered Serpent

Once employed by Aztechnology as an instructor in
combat thaumaturgy, Zacaultipan made it abundantly
clear that she is no longer associated with them by
destroying the Leopard Guard training facility where
she was working and then leaving to establish a new
lair in Denver. Zacaultipan is the only known feathered
serpent to have stayed in Denver after Ghostwalker's
arrival, and she may be Ghostwalker's vassal.

Physical sightings of Zacaultipan have been rare,
though there are a number of astral sightings that sug-
gests she is doing a great deal of work with Ghostwalker’s
spirit allies. In 2064, the feathered serpent Dzitbalchén,
reportedly Zacaultipan's sibling, was executed for ter-
rorist actions following the Yucatan peace summit.
Zacaultipan failed in an attempt to rescue him. While
she was seen returning to Denver, there have been few
confirmed sightings since that time.

© That situation has stayed a powder keg longer than anyone
expected. It's amazing that tempo smuggling hasn't set this off. If
you have to cross that border, use a boat.

© Marcos

KALTENSTEIN

Most metahumans thought that Kaltenstein was slain in an
encounter with Lofwyr and Nebelherr back in 2012. However,
this great dragon appears to have remained active in the shadows
since that time. While public appearances have been only anecdot-
ally confirmed, it’s believed that Kaltenstein played a critical role in
the founding and governance of the Black Forest Troll Kingdom.
In fact, a dragon’s lair uncovered shortly after King Berthold’s
2061 disappearance is generally credited to Kaltenstein. Rumors
circulate that Kaltenstein may have been the king, but no one who
might know the truth has stepped forward to confirm or deny this.

Since then, Kaltenstein’s name has continued to surface in
avariety of shadow discussions. He’s generally credited as having
strong interests in securing metahuman rights and eliminating
toxic threats. Some rumors associate this wyrm with a continued
interest in the polluted SOX region. While this does fit with his
concern about toxic magic, the number of instances seems to
exceed those typically credited to Kaltenstein. The basis for this
remains unclear, but it may date back to the 2012 incident that
resulted in his initial disappearance.

LOFWYR

It’s difficult to address the issue of Lofwyr without also touch-
ing on Saeder-Krupp Enterprises. The golden wyrm is by far best
known for his megacorporate success. Though he first appeared
in Mauserberg in 2012, he seemed to become rapidly active in the
corporate world. In 2036, he stunned the world with his revelation
that he was the majority sharcholder of BMW/Krupp. In the fol-
lowing years, Lofwyr moved quickly to consolidate his holdings
in a variety of corporations into the massive entity that became
Saeder-Krupp.




Since that time, Lofwyr has constantly worked to expand his
already extensive holdings. While a number of other great dragons
seem averse to this, it’s clear that the majority of his maneuvers
have been successful. Saeder-Krupp has extensive interests on
every continent and in nearly every nation.

This dragon masterfully maneuvers corporations, nations,
and individual metahumans like simple chess pieces. Lofwyr’s
specific goals are too vast to address, but it’s reasonable to assume
that Lofwyr is focused on owning everything. While many have
stymied his plans in the short-term, he clearly plays a game that
spans far beyond a single metahuman lifetime. The years since the
Awakening are little more than a start.

LUNG

Lung appeared over the Great Wall of China in 2012 and
spent the next fifty years out of the public eye. Some of this
time was, most likely, spent seizing control of the Red Dragon
Triad—though neither the dragon nor the triad will admit to
this involvement. Then, in 2062, Lung descended upon T’ai Shan
Mountain on Chinese New Year and seized it as his lair.

Since that time, Lung appears to have entered an ongo-
ing competition with Ryumyo to seize control of mystical sites
throughout Asia and the Pacific Rim. The ultimate purpose for
these holdings remains unclear, but both seem highly motivated
and, by draconic standards, impatient. In spite of this conflict, the
two seem to maintain a cordial relationship with regular visits in
metahuman form.

© Lung has a strong interest in acquiring three of the four
legendary Coins of Luck. The first coin, Lu (Wealth) went to a pre-
viously unknown fisherman who died moments after receiving it.
Dunkelzahn left the second cain, Shou (Longevity) to Lung in his will.
The third coin, Feng (Fertility) went to Sharon Chang-Wu, famed
mother of the Wuxing quintuplets. The fourth and final coin, Fu
(Happiness/general good fortune) has only surfaced in rumors.

o Elijah

MASARU

The youngest of the great dragons, yet still ancient by meta-
human standards, Masaru apparently only garnered that status in
2042. Since that time, Masaru has been particularly active in the
Philippines. In 2059, he published a manifesto detailing his plans
to liberate the islands from Imperial Japanese rule and to establish
an independent democracy.

The rebellion has since proven successful, but the cost in
metahuman lives and property damage was substantial—espe-
cially when compared to the maneuverings of other great dragons.
It wasn’t until late 2067 that martial law was repealed in the
Philippines. In the five years since, the elected government has
attained a level of stability, and Masaru has maintained a role as
an advisor to President Mendoza.

While Masaru is clearly interested in maintaining his home-
land’s independence, it’s unclear what his other priorities might be.
Repeated sightings over mainland China seem to support rumors
that Masaru may be working in conjunction with Lung. The
nature of this relationship, and the probable outcome, remains
very much in question.
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MUJAJI

The Rain Queen is dedicated to protecting South Africa
and all of its inhabitants. These include the metahuman Xhosa
people, but also mundane and Awakened animals. From her lair
atop Table Mountain, overlooking Cape Town, Mujaji seems to
be aware of any intrusions within the region. She takes her role
as guardian quite seriously and is seemingly ever-vigilant in pro-
tecting her “children.” Poachers, pirates, slavers, and any polluting
intruders are dealt with in the most severe way possible.

Mujaji clearly has a love-hate relationship with the elves of
the Zulu nation. She cooperates with them, in an effort to preserve
the nation, its resources, Awakened species, and sacred sites from
exploitation, but, at the same time, her cadre of shamans scems
every bit as interested in preventing the Zulu from gaining politi-
cal ascendancy in the Azanian Confederation. In spite of a strong
working relationship, it’s clear that there are long-standing issues
that have not been resolved.

The only recent reports of her travels outside of her home
region implicate Mujaji in meetings with Hualpa and Arleesh. This
suggests that she might have an interest in Amazonia or that there
might be an issue of particular concern to the three great feathered
serpents. The nature of such a concern remains unclear but the
notion of these three working in concert is surely unsettling.

® The Rain Queen is traditionally the matrilineal heir of the
Mujaji royal family, but the dynasty lapsed around the time of the
Awakening as the last Rain Queen died without a suitable heir. The
dragon was confirmed as the reincarnation of the first Rain Queen
after performing a series of “miracles” for the Xhosa peoples and
leading to the creation of a Xhosa-dominated state in what would
be the Azanian Confederation.

© Goat Foot

RHONABWY

In 2012, Rhonabwy Awakened in a bestial rage which devas-
tated the town of Caerfyrddin in Wales. Shockingly, a few days later
he appeared to regain his senses, apologized, and made restitution
to the families of those he killed. Shortly thereafter, he established
anew underground lair in Llandovery. Since that move, his public
appearances have been relatively uncommon.

According to a file that circulated through the shadows a few
years back, the scarlet dragon of Wales became entranced by the
song of the Sea Dragon. Through guile and magic, they mated, but
his deception caused them to part badly. The Draco Foundation
believes that Rhonabwy later stole the eggs and entrusted them
with Hestaby.

A thorough search of his holdings indicates that Rhonabwy
is an adept businessman with resources that are surprising by
even great dragon standards. This wyrm has substantial corporate
holdings and minority positions in numerous megacorporations,
including several of the Big Ten. While he does use these resources
to provide support to the musical arts, he’s also been implicated in
funding a number of political organizations that are opposed to elf-
supremacist governance.

RYUMYO
Many consider Ryumyo to be the herald of the Awakening. His
appearance on December 24, 2011 near Mount Fuji stunned the

world. Since then, he has become an archetypical symbol of Japan,
where many followers of Shinto worship him as a kami manifestation.

Ryumyo has been quick to take advantage of this belief. Since
that time, he has used the respect that others grant him to assume

government advisory roles and to recruit the Watada-Rengo as
his soldiers. Rumors suggest that this wyrm has been using his
powers in competition with Lung for control of the Ring of Fire.
These rumors also imply that the 2061 Unzen Volcano eruption
was caused by Ryumyo’s manipulation of the dragon lines linked
to the Ring of Fire. If this were true, then this patron kami would
have been responsible for the largest loss of life in Japan’s history.

Since that time, things have not gone as well for the wyrm.
Masaru’s association with Lung may have turned the tide against
him. A large portion of the Neo-Tokyo Watada-Rengo switched
over to the Wanibuchi-Rengo, away from Ryumyo’s influence and
including the free spirit Jurojin who had served as Ryumyo’s aide
for many years.

SCHWARTZKOPF

While Schwartzkopf has dabbled in metahuman politics,
particularly near his home lair in Marienbad, this great dragon
gives the impression that his primary love is research. For fifty
years, Schwartzkopf has held a faculty position at the University
of Prague. There, he teaches advanced magical theory courses and
serves as a mentor to exceptional graduate students.

Schwartzkopt’s students have been critically involved in pio-
neering much of the work involved in the Unified Magic Theory.
To expound upon this, the dragon often sponsors scholarships for
practitioners of traditions that are foreign to Prague. This gives
Schwartzkopf and his students an opportunity to study the prac-
tices of a different tradition and a chance for the visitor to learn the
hermetic and Wiccan traditions that are more common in Prague.

Another of Schwartzkopf’s academic pursuits is the field
of arcanoarcheology. In pursuing this, he has sponsored the
assembly of a vast magical library at the University of Prague.
In addition to a complete collection of every credible text pub-
lished since the Awakening, the library also has a far-reaching
range of ancient and historic volumes. In some cases, these texts
have been secured from private collections or museums at great
expense. In other cases, Schwartzkopf has obtained them after
sponsoring a successful field study.

© Masaru is working on a library project at Alexandria that competes
with Schwartzkopf’s. | was involved in a strained situation when
their respective agents were both seeking the same tome.

® Lyran

THE SEA DRAGON

Believed to be the only living great leviathan, the Sea Dragon
has had no public interaction with metahumans. The available
information is compiled exclusively from anecdotal reports. As
such, it all needs to be very carefully considered. None of the other
dragons have ever mentioned her in public statements, and all of
the other usual sources have remained silent.

Aside from the information mentioned in the earlier entry
on Rhonabwy, most reports on the Sea Dragon come from
ocean-based sapient critters and ecoterrorists. In several cases,

terrorists have proudly claimed that their strikes against oceanic



polluters were sponsored by the Sea Dragon. In a few rare inter-

views, merrow have mentioned the Sea Dragon and her court.

This lack of information makes it extremely hard to guess at
her goals. The terrorist activity suggests that she is willing to take
extreme actions to remove polluting surface dwellers from her
domain. If the Rhonabwy story is accurate, then it’s likely that she
may also be willing to go to extreme lengths to obtain dragon eggs.
Beyond that, any other motivations remain unknown.

SIRRURG

Sirrurg’s first appearance was when he helped Hualpa create
the nation of Amazonia. Surviving footage from these battles shows
this dragon viciously attacking any metahuman in sight, includ-
ing some of his own troops. His actions, particularly those taken
against non-combatants and children, very nearly prevented the
UN acknowledgement of Amazonia. Sirrurg clearly revels in battle.

Since then, his public appearances have all been described
as incidents. Throughout the thirties, Sirrurg made unprovoked
attacks on a number of corporate enclaves and production facili-
ties. In 2041, he attacked EuroAir Flight 329, a passenger plane
on a routine flight. There were no survivors. Shortly after that,
sightings of this wyrm ceased. He never attempted to make any
sort of public statement to metahumanity to explain his actions
or issue an ultimatum.

While he is believed to still lair in Amazonia, his current
activities remain a mystery. Various ecoterrorist cells have reported
that they receive sponsorship from Sirrurg, but there has been no
confirmation or denial of these reports. As a founding member of
Amazonia, it’s reasonable to assume that Sirrurg has strong envi-
ronmental beliefs. It’s consistent with his militant nature to think
that he might fund such activities, but it’s surprising that he would
stay away from the frontlines for over thirty years.

DRACONIC LEGENDS

As has probably become evident, much of the information about
dragonkind comes second- or third-hand. Sources are rarely reliable,
and direct confirmation is virtually impossible to obtain. In spite of all
that, there are a few rumors that are even more questionable.

DRACONIC INFORMATION
VIRTUAL EXCHANGE (DIVE)

Before I get into the rumors, I'd appreciate FastJack’s indul-
gence in allowing me to plug my own VPN and data haven. DIVE
is focused on compiling any information—first-hand accounts,
trid footage, legends, or even crazy rumors—about dragons. We're
a friendly bunch, and membership is cheap. If you're interested in
finding out more about dragons, please stop by. I'll be happy to
offer a three-month free trial to any JackPoint members.

oA few years back, there was a cabal of assassins using information
from DIVE to track down dragons. | have it on very good authority
that they don't exist anymore.

© Ecotope

FANANY

According to local legends, a massive seven-headed snake
creature inhabits Madagascar. There are no surviving locals to give

it a name, but Madagascar legend has supplied the name Fanany,

which pirates and other itinerants have adopted to refer to this
creature. I've heard enough rumors to think the stories just might
be true. The gist of the stories is that Madagascar houses a massive
cave network filled with incubating dracoform eggs, guarded by an
enormous seven-headed dragon that warms the sands that the eggs
are buried in with its fiery breath—and eats intruders.

o A “Great Hydra?”
© Stone

Madagascar has been largely uninhabited since VITAS
cleared it out in 2010; aside from a few ramshackle pirate enclaves,
the place doesn’t receive a whole lot of visitors. So if Fanany does
exist, ’'m not counting on anyone surviving to verify it soon.

© Those pirate enclaves have gotten a lot quieter over the last few
years. Fewer and fewer people are willing to leave the towns or even
visit the island.
© Traveler Jones

M’BOI

Ever since the army of the Amazon Awakened began their
attacks in South America, dragon watchers have sought the
identity of the second great feathered serpent. While its identity
and philosophical outlook remain a mystery, a name has recently
surfaced. A few postings on DIVE—from guest accounts traced
back to Amazonia—mentioned sightings of a blue-green great
dragon named M’Boi. Unfortunately, that’s simply the Guarani
word for snake.

It’s also possible that M’Boi is not in fact a dragon. Rather,
he might be an elder lindworm. I've seen some reports that a
high-ranking member of Amazonian Intelligence falls into that
category. Regardless of his ancestry, M’boi certainly has a vested
interest in the environment and little interest in metahumanity.

© There is at least one lindworm working for Amazonian
Intelligence—I suspect it may even be in charge of their counter-
espionage services. | do not know its name, but its handiwork is
suitably subtle and draconian.

® Fianchetto

GAME INFORMATION

Individual dracoforms and dracomorphs have been known to
exhibit unusual paranormal powers; these additional powers and
abilities are represented as “Optional Powers,” and they may be added
to a critter at the gamemaster’s discretion. Sapient dracoforms and
dracomorphs should always be treated as Prime Runners (p. 284,
SR4A), and most dracoform/dracomorph magicians are initiates.

While not all dracoforms and dracomorphs are sapient,
many possess a high degree of animal intelligence. Dragons (and
potentially drakes) can use the Dragonspeech power to communi-
cate with these critters to a limited degree and, in some cases, train
or condition them to respond to simple commands.

CHIMERA
Iguana chimera

The chimera, or false dragon, is a 3.7-meter lizard with heavy
dun-and-brown scales that pale to tan along its belly. It bears a
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EXPANDED DRAGONSPEECH

Dragonspeech (p. 210) is a key ability for
dragons and other dracoforms that lack the
ability to speak on their own. What few know
is that dracoforms can further develop this
ability to mimic certain spells, though most
dragons are magicians in their own right and
do not need to do so. In practice, any draco-
form with the Dragonspeech power can have
any Detection spell with the psychic descrip-
tor as an Innate Spell.

At the gamemaster’s discretion, any
drake character with the Dragonspeech
power may also learn any Detection spell
with the psychic descriptor as an Innate
Spell for 5 Karma each. The character must
be instructed by a dragon or other draco-
form with the Dragonspeech power and the
appropriate Innate Spell, and this uses the
same mechanics as learning a spell (Learning
Spells, p. 182, SR4A).

Urgent Message...

remarkable resemblance to a small, wingless western dragon in the
shape of both its head and body, and it is often mistaken as such—
besides the lack of wings, the best tell-tale of the chimera is the ruff
of skin around its neck. When the chimera feels threatened—usu-
ally by any creature over troll-sized or bigger—the ruft is raised
as part of an elaborate threat display accompanied by hissing and
mock charges. If the creature flees, the chimera generally tries to
run it down and kill it—when one stands its ground, the chimera
may eventually back off and attempt to avoid it.

A carnivore, the chimera is a solitary hunter that will eat
whatever it can catch, particularly snakes. Native to the hot deserts
of southwestern North America and Latin America, the chimera
has become a popular denizen of Awakened zoos across the planet.
It has also been accidentally introduced to the deserts of the
Australian outback, where its immunity to poisons has given it a
considerable advantage over some of the native wildlife.

B A R § C I L W EDG ESS M Init IP
5 6 5 5 4 3 2 4 3 6 5 8 1
Movement: 10/45

Skills: Assensing 3, Astral Combat 4, Intimidation 2, Perception
3, Stealth group 4, Tracking 3, Unarmed Combat 4

Powers: Armor (6/6), Concealment (Self), Dual Natured,
Immunity (Toxins), Natural Weapon (Claws/Bite: SP, AP -1),
Venom (see Komodo Dragon Venom, p. 92)

Optional Powers: Elemental Attack (Fire)

Weaknesses: Vulnerability (Ferrous Metals)

FIREDRAKON

Neovaranus ignis

A distant relative to dragons, firedraka are 1.25-meter-long
wingless dracoforms that are strongly reminiscent of western
dragons and drakes with reddish-brown scales. Firedrakon tend to

inhabit areas with strong volcanic activity, particularly the volcanic
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islands and mountain ranges that make up the Ring of Fire, and near
areas of strong dragon activity such as the Welsh Dragon Lands.
They are fast, aggressive hunters who will hunt and kill intruders in
their territory even when not hungry. Firedraka live in small family
groups of up to eight adults that are led by a dominant female.
Younger females will eventually challenge the matriarch; though
such matches are rarely fatal, the loser is forced out of the group.
Firedraka have an innate intelligence comparable to orang-
utans, and dragons have been known to utilize firedraka as
guardian paranimals near their lairs, leaving food animals nearby
to restrict their hunting range. Dragons accomplish this with a
combination of body language, Dragonspeech, and behavioral
conditioning; drakes in the employ of dragons are usually taught
the simple commands and correct draconic body language to
bypass firedraka unharmed or set them hunting.
B A R S C I L W EDG ESS M Init IP
4 3 4 4 2 4 4 3 4 6 6 8 2
Movement: 15/50
Skills: Assensing 5, Astral Combat 5, Exotic Ranged Weapon
(Elemental Attack) 6, Perception 5, Stealth group 5, Unarmed
Combat 5
Powers: Dual Natured, Elemental Attack (Fire), Enhanced Senses
(Enhanced Smell, Low-Light Vision, Wide-Band Hearing),
Hardened Armor (4), Inmunity (Fire), Mystic Armor (4), Natural
Weapon (Claws/Bite: 4P, AP 0)
Weaknesses: Allergy (Cold, Mild)

GORGON

Draco odiosus

Extremely rare and dangerous, the gorgon is an 8-meter-
long, wingless dracoform native to the Mediterranean. Gorgons
have grayish-black scales (sometimes with a bluish mottling along
the belly), webbed feet, a ridge of spines down their back, and a
double row of serrated teeth that are mostly pointed backwards.
Primarily a water dweller with well-concealed gills on its long
neck, the gorgon possesses vestigial lungs that allow it to operate
on the surface indefinitely. The most easily recognizable feature of
the gorgon is the ring of fleshy tendrils, each 45-60 centimeters
long, that project from the crown ofits skull, tipped by pendulous
knobs of flesh.

Gorgons are predacious hunters, often rampaging against oil
tankers from the Middle East, small fishing boats, and in some
cases fishing villages with emergency diesel-fueled power gen-
erators or gasoline-powered cars. When attacking on the surface,
gorgons prefer to use their Weather Control power to cause rain.
They show no fear of metahumans—indeed, they secem to prefer
preying on them.

B A R S C I L W EDG ESS M Init IP
11 6 6 20 3 S 2 8 4 6 8 11 2
Movement: 15/50 (30/60 swimming)

Skills: Assensing 6, Astral Combat 6, Exotic Ranged Weapon
(Elemental Attack) 6, Perception 6, Stealth group 6, Swimming
6, Unarmed Combat 6

Powers: Dual Natured, Elemental Attack (Electricity), Enhanced
Senses (Enhanced Smell, Low-Light Vision, Thermographic
Vision, Wide-Band Hearing), Hardened Armor (6), Mystic
Armor (6), Natural Weapon (Claws/Bite: 8P, AP -2), Noxious
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GORGON VENOM
Vector: Contact
Speed: 1 Combat Turn
Penetration: -2
Power: 8
Effect: Petrification, Physical Damage
Gorgon venom quickly calcifies its
victims, starting with the outer layers of
exposed tissue and working down toward
vital organs. For every box of damage dealt
by the venom, the target takes a temporary
-1to Agility and Reaction. When a target's
Agility and Reaction are both reduced to
zero, the target is covered in stone and
need no longer make Toxin Resistance Tests
against the venom, as there is no exposed
flesh for it to make contact with; however,
the target also loses contact with outside air
(Holding Your Breath, p. 137, SR4A).
A victim encased in stone has an Armor
rating of 4.

Urgent Message...

Breath, Paralyzing Touch, Petrification, Venom, Weather Control
Optional Powers: Dragonspeech, Sapience

Weaknesses: Dictary Requirement (Petroleum)

Notes: Gorgons with the Sapience power also have the Magician
or Mystic Adept quality. Gorgons have +2 Reach.

HYDRA
Hydyas ploycaput

The hydra is one of the very few polyencephalous animals
in the Sixth World, and it can sport seven or nine heads. Their
bodies are large and squat, commonly massing around 1.4 metric
tons, and their heavy scales vary from a mottled olive-green to a
green-gray, often with a paler belly and forming heavy blue-black
or blue-green bony plates. The necks emerge from the torso, each
ending in a small head—the flattened, crested skulls contain little
more than sensory organs and a complex of nerve ganglia. The
hydra’s central neural complex resides in its trunk at the base of the
spine, and a secondary neural complex in the solar plexus controls
its autonomic functions.

Almost exclusive to Greece, the hydra is solitary, dwelling
in or near substantial freshwater pools or lakes. They are rarely
aggressive except when hungry, frightened, disturbed, or in the
presence of other dracoforms—dragons are known to be very
aggressive towards hydras, and only the effort of conservationists
keeps the species from extinction. Still, hydras require large ter-
ritories to sustain themselves, and they have been known to prey
on cows and metahumans that they can catch.

An aquatic version of the hydra, the hydra-wyrm, also exists.
This species possesses gills and paddle-like webbed hind limbs that
allow it to move well through the water but only ponderously on
land, in a manner similar to a walrus.

B A R S C I L W EDG ESS M Init IP
12 4 4 30 1 6 = 6 5 6 8 10 2
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Movement: 10/30 (5/15 and 15/30 swimming for hydra-wyrm)
Skills: Assensing 6, Astral Combat 6, Perception 6, Swimming 6,
Unarmed Combat 6

Powers: Dual Natured, Enhanced Senses (Enhanced Smell,
Low-Light Vision, Thermographic Vision, Wide-Band Hearing),
Hardened Armor (6), Mystic Armor (6), Natural Weapon (Bite:
10P, AP -2)

Optional Powers: Dragonspeech, Elemental Attack (Fire), Fear,
Regeneration, Sapience, Venom (Added Effect: Disorientation,
until damage healed)

Notes: Hydras with the Sapience power will also have the Adept,
Magician, or Mystic Adept quality. Hydras have +4 Reach. With
asingle Complex Action, each of a hydra’s heads can make a melee
attack. The hydra’s dice pool is not split between each attack, and
cach attack is handled separately. No more than four heads can
attack the same target. The hydra can benefit from the “Friends in
Melee” modifier (Multiple Opponents and Friends in Melee, p.
157, SR4A) if two or more of its heads attack the same target, and
a single melee attack can have multiple targets (Multiple Targets,
p- 158, SR44).

ICEDRAKON

Neovaranus articus

A distant relative to dragons, icedraka are 1.5-meter-long
wingless dracoforms that are strongly reminiscent of western drag-
ons and drakes with white and grey, blue-tinged scales. Icedraka
prefer subarctic and arctic environments, though rare colonies
exist in Welsh Dragon Lands and snow-capped mountain val-
leys. They are patient and stealthy hunters, often burrowing into
snowdrifts with only their nostrils uncovered, waiting for prey.
Icedraka live in small family groups of up to six adults that are led
by a dominant male. Younger males will eventually challenge the
patriarch, which normally leads to a fight to the death. Like fire-
draka, icedraka may be used by dragons as a paranormal security
critter, but they are somewhat rarer.

Icedraka and firedraka sometimes inhabit the same territo-
ries, most notably on Kamchatka Island, Thule, and in certain
zoos and parasecurity habitats where housing space becomes an
issue. Such rare cohabitation can and does lead to cross-breeding
between the two species. Most offspring generally show a mixture
of both parents” appearances but express the paranormal abilities
of only the mother. Rarely, however, a novadrakon is born with
gestalt abilities; these draka almost always become matriarchs or
patriarchs of their group.

B A R § C I L W EDG ESS M Init IP
4 4 4 4 2 4 4 3 4 6 6 8 2
Movement: 15/50

Skills: Assensing 5, Astral Combat 5, Perception 5, Stealth group
S, Unarmed Combat S

Powers: Dual Natured, Energy Aura (Cold), Enhanced Senses
(Enhanced Smell, Low-Light Vision, Wide-Band Hearing),
Hardened Armor (4), Immunity (Cold), Mystic Armor (4),
Natural Weapon (Claws/Bite: 4P, AP 0)

Weaknesses: Allergy (Fire, Mild)

Note: Novadraka are identical to icedraka, but they also possess
the Energy Aura (Fire) and Immunity (Fire) powers and lack the
icedrakon’s Allergy (Fire).
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LINDWORM

Neoophidae magus
Lindworms, known variously as dreki, aitavaras, grandfather

snakes, and great anacondas, are large Awakened serpents that can
be found in any temperate or tropical climate. These dracomorphs
have a distinctive “third eye” structure in the center of their fore-
heads—though whether this structure is actually photosensitive
remains a matter of some debate. Their scales are small, soft, and
very fine compared to other dracomorphs, and they vary from
green to slate grey and olive brown. Mature specimens are eight
meters long, but lindworms continue to shed their skin and grow
throughout their lives, and the oldest lindworms are said to be
twenty-five meters long or longer, and able to constrict their prey.
Unlike nagas, to whom they are distantly related, lindworms do
not have the vocal apparatus to speak directly with metahumans.
Like Eastern dragons, lindworms are capable of flight despite the
absence of wings.

Considerably rarer than other dracomorphs and unable to
casily communicate with metahumanity and most other non-
metahuman sapients, lindworms remain on the outskirts of
civilization. Many cultures, such as Amazonia and the druidic
cults of Great Britain, make no distinction between lindworms
and dracoforms or mistakenly identify the limbless serpents as
another breed of dragon. For their part, lindworms seem to deal
with dragons and great dragons as go-betweens and vassals for
these powerful dracoforms, perhaps in exchange for teaching
lindworms how to communicate using Dragonspeech.

B A R § C I L WEDGESS M Inic IP
4 6 6 8 5 4 6 5 5 6 7 10 2
Movement: 20/60 (30/60 flight)

Skills: Assensing 5, Astral Combat 6, Counterspelling 6, Flight 5,
Perception 6, Stealth group 6, Swimming 3, Unarmed Combat 5
Powers: Animal Control (Domesticated Animals, Reptiles),
Compulsion, Concealment (Self), Dual Natured, Empathy,
Immunity (Normal Weapons), Magical Guard (Self), Natural
Weapon (Bite: 6P, AP -1), Sapience, Venom

Optional Powers: Dragonspeech

Note: Lindworms always have the Mystic Adept quality.
Lindworms have +1 Reach.

ELDER LINDWORMS

As lindworms get older, they undergo a subtle metamorpho-
sis, becoming ever longer with thicker scales, a distinctly draconic
head, and a pair of legs that allow bipedal motion. In this manner,
they greatly resemble a wingless wyvern or feathered serpent.
Depending on how much time they have spent around dragons
of a particular species, elder lindworms might develop other
characteristics mimicking dragons, such as a coat of multicolored
feathers, golden whiskers, or prominent horns.

B A R S C I L W EDG ESS M Init IP
+10+1 +1 +10 42 +3 43 +4 6 6 9 +4 +2
Movement: x 1.5

Skills: Conjuring group 6, Enchanting 6, Sorcery group 6
Additional Innate Powers: Dragonspeech, Engulf, Hardened
Armor (12), Metahuman Form, Mystic Armor (12)
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Optional Powers: Influence, Innate Spells (any Health spells),
Noxious Breath

Note: Elder lindworms always have the Mystic Adept quality. The
elder lindworm’s Engulf power represents when it crushes a victim
in its coils.

SEADRAKON

Neovaranus oceanus

Closely related to firedraka and icedraka, the seadrakon is a
grey-green aquatic dracoform with paddle-like limbs. It can grow
from 1.3 to 13 meters long—the larger specimens are sometimes
mistaken for sea serpents or leviathans, but they can be differen-
tiated by their short necks. Seadraka may be found in any ocean,
and they are known to dive very deep. Despite this, seadraka
do not have gills, and they must come up for air at least every
twenty minutes.
B A R S C I L W EDG ESS M Init IP
4 4 5 4 2 3 2 3 4 6 6 8 2
Movement: 30/60 swimming
Skills: Assensing 5, Astral Combat 5, Perception 5, Stealth group
5, Swimming 6, Unarmed Combat 5
Powers: Dual Natured, Enhanced Senses (Enhanced Smell,
Low-Light Vision, Thermographic Vision, Wide-Band Hearing),
Hardened Armor (4), Inmunity (Cold), Movement (Self),
Mystic Armor (4), Natural Weapon (Claws/Bite: 4P, AP 0)

SEA SERPENT
Draco aquaticus minor

Sea serpents are some of the most common dracoforms,
found in many large freshwater lakes as well as oceans. Strongly
reminiscent of plesiosaurs with their long, serpentine necks and
paddle-limbs adapted for swimming, sea serpents differ in several
important respects. An innate ability of sea serpents to support
their bulk even when mostly removed from water is similar to the
ability of other dracoforms to fly. Sea serpents come in a variety
of colors, from pale grey to a dark blue-black with green mottling.
Sea serpents are air breathers that are capable of holding their
breaths for up to three hours at a time.

Freshwater sea serpents, which dwell in inland lakes or river
deltas, are herbivorous and rarely longer than 18 meters. They
are not usually aggressive unless someone threatens their eggs or
young. Apparently due to the limited constraints of the lake envi-
ronment, female sea serpents lay only a single egg every other year,
which helps keep the population low but stable—some experts
have even seen females lay more eggs if aggressive predation takes
its toll on the pod. The most well-known freshwater sea serpents
are the pod that dwells in Scotland’s Loch Ness.

Saltwater sea serpents, by contrast, may grow up to 25 meters
long. They are highly aggressive, often attacking small whales
and dolphins, and their females lay up to twenty eggs every year.

However, the violent lives of saltwater sea serpents also ensure that

few of the young survive, keeping the population relatively stable.
Despite the distinction in size and habits, the two subspecies

can operate equally well in fresh or salt water. Indeed, it has been

known for both kinds of sea serpents to travel from ocean to lake

or lake to ocean in search of a mate.

B A R § C I L W EDGESS M InitlIP

12 4 4 18 3 4 3 5 4 6 6 8 2

Movement: 30/75 swimming

Skills: Assensing 6, Astral Combat 6, Perception 6, Stealth group

6, Swimming 6, Unarmed Combat 6

Powers: Dual Natured, Enhanced Senses (Enhanced Smell,

Low-Light Vision, Thermographic Vision, Wide-Band Hearing),

Hardened Armor (6), Movement (Self), Mystic Armor (6),

Natural Weapon (Bite: 8P, AP 1), Venom

Optional Powers: Dragonspeech, Elemental Attack (Water or

Sound), Sapience

Notes: Sea Serpents with the Sapience power also have the

Magician quality. Sea Serpents have +1 Reach.

WYVERN

Aleutoserpens pili melior

Wyverns are highly aggressive dracoforms resembling little
more than a denuded feathered serpent that is up to 15 meters long
and typically dark brown in color. A wyvern’s skull is much more
sharply sloped than a dragon’s, and the wyvern has been shown to
have significantly less brain mass. A wyvern’s tail contains a poi-
sonous stinger similar to those found in feathered serpents. While
wyverns are assumed like other dracoforms to be oviparous, no
eggs have ever been found or mating behavior observed.

Most wyverns dwell in desolate locations far from metahu-
manity, where there are plenty of perches to wait and spot prey.
Once the prey is in sight, the wyvern dives down on it, picks up
velocity and swoops off with it (if small enough for the wyvern to
grasp and carry) or slashes into it with its clawed hind limbs, and
then (if the animal is still alive) stabs with its stinger and injects
its venom. Rarely, these solitary dracoforms will gather in packs to
tackle large prey such as a roc or dragon.

B A R S C I L W EDG ESS M Init IP
9 4 4 16 3 4 4 4 5 6 6 8 2
Movement: 15/50 (30/100 flight)

Skills: Assensing 6, Astral Combat 6, Dodge 3, Flight 6,
Perception 6, Stealth group 6, Unarmed Combat 6

Powers: Dual Natured, Enhanced Senses (Enhanced Smell, Low-
Light Vision, Thermographic Vision, Wide-Band Hearing), Fear,
Hardened Armor (6), Immunity (Poisons), Mystic Armor (6),
Natural Weapon (Claws/Bite/ Stinger: 8P, AP -2), Venom
Optional Powers: Dragonspeech, Elemental Attack (Fire), Sapience
Notes: Wyverns with the Sapience power also have the Magician
quality. Wyverns have +1 Reach.
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Two men plodded through the slush that remained from the morning's storm. Theg’d concealed their ar-
rival from any drones or sensors under the morning's cloud cover, but the 5eotherma| properties ofthe area had
tmnsformed the taiga into a warm marshland. The occasional crunch fvom crusty snow sharply contrasted with
the endless squelchinﬂ sounds.

“You don't stand a chance,” Windwalker barked conﬁdentlﬂ. Featherbone smiled and kept silent. The rabbit
foot on the end ofhis |on3 braid swung wilo“y as Windwalker steppeo{ forward to block Featherbone's progress.

He attempted to flx Featherbone with a 3lave as he asked, “How come 5om've so calm all the time?”

Featherbone sidestepped and bmmped Windwalker. Featherbone's tortoise-shell shoulder plates clanked
together fvom the impact. Windwalker let loose a 5rvmt offrustmtion, then said, “Whatever! I'll see you at the
lab, and you can send me the 5K when you catch up."

Featherbone smirked, checked his GPS, and continued along the path he'd plothad towards the lab.

Windwalker checked his compass and set off at a quick lope on a beeline through the undergrowth towards
the enclave. Featherbone watched him 90 shook his head, and continued a[ong the path. His shades prqjecbed
the planned path in AR as well as the names of the species detected by the nature guide agent he had running.
A half hour later, he pamsed on a hill and found Windwalker's compass and a footprint in bear shit. “Lost?” he
sent as he admired the ptarmigans crossing his projected path.

“Stupid nature,” came the reply.

An hour later, Featherbone saw birds burst forth from the woods ahead. He squatted in monkeg ﬂowers and
butterwort to pmll his pistol. A moment later, Featherbone got a message on his commlink. “I'll still win,” it said.

Featherbone smirked and continued on. The landscape became wetter as he closed in on his destination. The
well-known Liard Hot Springs surrounded the lab. Featherbone circled the larger lakes to where he figured there
would be less security. As he moved quietly, he saw Windwalker swimming lazily in the springs. The shaman was
oblivious to Featherbone’s observation. Featherbone also noticed that Windwalker was not swimming towards the
lab but was lost in the low fog. He took advantage ofthis and moved qmicklﬂ ahead along a drier path.

Featherbonegrinned as he pondereo{ how he'd spend the extra 5,000 nuyen for winning the bet. He reached
the perimeter of the lab—bordered by a thermal pool—and waded onto the foggy marsh. Waist-deep in the
water, Featherbone moved with some debris as camomﬁaﬂe when he spotted a ﬂicker on his commlink. Forjust a
moment, a raccoon ARO poppeo{ up and ﬂipped him the bird.

His shoulders slouched as he sent, “Damn you, Mika!”

Moral ofthe story: while the tortoise beats the hare, the raccoon steals the prize.
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MUNDANE CRITTERS

Posted by Ecotope

Normal animals are just that: normal. They don’t run
corporations, they don’t mobilize for a revolution, and they certainly
don’t care how a person makes a living. While pollution has wiped
more of them off the face of the earth, they still follow basic instincts
to survive:

¢ Food: Most domestics are dependent on their metahuman owner
for food. Those in the wild either forage for their meals or be-
come another’s meal. Metahumans generate a lot of waste that
scavengers can pick and choose from for scraps. Herbivores dwell
outside of cities where greenery isn’t limited to AR. Carnivores
don’t care where and what they eat as long as it’s slower than
them. It’s a gomatia-eats-devil rat kind of world.

o Shelter: All animals have some sort of territory that they will
defend if they see a threat, whether it’s a nest, a metahuman
home, or several square kilometers of woods. Within that space
they have a nest, den, or bed to keep them out of the elements as
much as possible. If their shelter isn’t sufficient to meet their in-
stinctive territorial requirements, they tend to develop repetitive
stress-related habits. The most common cases are animals pacing
in cages that are too small. Without shelter, they will get sick.

e Reproduction: Except for some invertebrates, animals need
the opposite sex to perpetuate the species. Even solitary animals
congregate during a breeding period. Most domestics don’t expe-
rience this drive, as they’ve been surgically neutered or genetically
modified to prevent fertility before delivery.

o Society: Many species have social requirements. Domestics often
adopt the metahuman as part of that social clique; someone to
play with, eat with, or just provide companionship. Without
some social interaction, an animal can go through stress and de-
pression similar to a metahuman, and eventually die.

© Four Legs Good! Two Legs Bad!
o NetCat

Animals that we deal with in our daily urban lives are
domesticated companions or vermin. Only rarely would a person
meet a cow before it became hamburger (or meet a real hamburger
for that matter) or encounter a cheery woodland creature unless
they'd left the confines of the city for nefarious purposes. Vermin
have thrived in the 2070s with large areas of urban blight in which
to proliferate and feed. They find the most seemingly secure hiding
places for sugary snacks and greasy chips, all for the low price of
nothing. They also leave presents around the house or apartment,
spreading discase all the while.

What is legal as a pet varies from country to country.
California Free State does not allow transgenic pets, nor does it
allow the transport of animals from the weasel or rodent family due
to health concerns. PCC and Sioux allow wolf hybrids and hawks
with proper licensing. CAS will not allow any transport of birds
without a border quarantine of two weeks, also due to pandemic
health concerns. UCAS has different licensing regulations than the
CAS, etc. This makes living in Denver with pets both difficult and
potentially lucrative.

Farm animals (cows, pigs, chickens) are strictly regulated and
tagged. They have value as commodities, and shipping them is
highly regulated, even banned, along some borders since the hell-
cow incident in 2061. As an example, no corporation involved in
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bovines is going to allow any cow shipped from or through India
into the herd because of the possibility of hellcow. The same is
true with British beef but for different reasons. Those shipped are
quarantined several times as well as sterilized and tested before
being moved.

Metahumans are still on top of the food chain, so unless
normal animals are very hungry or someone’s small enough to not
be considered a threat, they are not on their menu. Other than that,
animals attack only if they feel threatened (C.g., an animal being
cornered or attacked, or a mother defending her young). What they
think is a threat is not the same as what a metahuman considers a
threat. A smile is considered a baring of teeth, standing with arms
raised is considered a challenge to a bear, and so forth. When they
do attack, it’s direct and obvious that they want to hurt their target.
While one bee might be nothing, a swarm of them is something to
worry about. Only a few larger species cooperate in combat, such as
wolves and chimps. Those kinds of attacks are the most dangerous,
as while a person defends his head against one animal, another is
going for the groin. Regardless, animals don’t continue attacking if
badly injured and able to flee. Unlike metahumans, animals behave
as if living were more important than winning.

AQUATIC

Two-thirds of the Earth’s surface is covered in water. Water
also sustains life in the form of rain falling from clouds into rivers
and then flowing into the sea. From the Amazon and Mississippi
to the Great Barrier Reef, life abounds in the water.

CEPHALOPODS

Cephalopods are mollusks with prominent heads and long
arms. There are three subclasses of cephalopods: cuttlefish, octo-

pus, and squid.

Octopus

B A R § C I
2 3 2 3 1 3
Frequency: Uncommon
Movement: 15/25 (swimming)

Skills: Escape Artist 3, Perception 3, Swimming 3, Unarmed
Combat 3

Powers: Gills, Substance Extrusion (Ink)

Note: +2 Reach

Similar Animals: Squid

Giant Squid (North Pacific Giant Octopus): Body S, Strength
8, Reach +3

Cuttlefish: Body 0, Strength 1, +1 Reach

L W EDG ESS Init IP
4 3 0 6 S 1

T

Octopi are boneless, and they can squeeze into
cracks and holes as small as their beak; the anly
hard thing in their body.

JELLYFISH

Jellyfish is an all-encompassing term for gelatinous zooplank-
ton. Jellyfish usually have an umbrella-shaped, gelatinous body and
trailing tentacles.
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MAN O’ WAR VENOM
Vector: Contact

Speed: 1 Combat Turn
Penetration: 0

Power: 3

Effect: Physical Damage

The man o' war's stingers are clustered to-
gether and very small, easily allowing penetration
into the skin. Touching a tentacle leaves a red
rash from release of toxin into the skin. Some
people have a severe painful reaction to jellyfish
that can trigger anaphylactic shock.

Box Jellyfish

B A R S C 1
0o 2 1 0 1 1
Frequency: Common

L W EDG ESS Init IP
0 1 0 6 2 1

Movement: 1/1 (swimming)

Skills: Unarmed Combat 1

Powers: Gills, Venom

Similar Animals: Portuguese Man O’ War

MARINE MAMMALS

Some land mammals have returned to the oceans. While they
lost their legs in exchange for flippers and fins, they still have the
same gymnastic grace.

Bottlenose Dolphin
B A R § C 1
8§ 5 5 8 3 4

Frequency: Uncommon

L W EDG ESS Init IP
4 4 0 6 9 1

Movement: 20/80 (swimming)

Skills: Diving 2, Gymnastics 4, Perception 3, Swimming 4,
Unarmed Combat 2

Powers: Enhanced Senses (Sonar)

Similar Animals: Pilot Whale, Porpoise, River Dolphin

Orca: Body 12, Strength 11, Natural Weapon (Bite: DV 6P, AP
0), Unarmed Combat 3

T

T

The blue whale is the largest animal, weighing
up to 200 tons.

The fin whale uses its powerful tail flukes to de-
fend against sharks and other whales. It also used
them to smash early whaling boats.

The sperm whale has the largest brain, weighing
in at 10 kilograms.

Elephant Seal: Body 9, Strength 6, Armor (1/2)
Right: Body 20, Strength 20, Speed 10/20
Walrus: Body 8, Strength 6, Natural Weapon (Tusk: DV 4P, AP 0)

Penguin

B A R § C I L W EDG ESS Init IP
1 3 2 0 1 2 2 1 1 6 4 1
Frequency: Uncommon

Movement: 10/30 (swimming)

Skills: Swimming 3, Perception 2

Weaknesses: Fragile 2

Sea Lion

B A R S C I
7 5 4 6 3 4
Frequency: Uncommon
Movement: 10/30 (swimming)

Skills: Diving 2, Gymnastics 3, Perception 2, Swimming 4,
Unarmed Combat 4

Powers: Natural Weapon (Bite: DV 4P, AP 0)

Similar Animals: Seal: Body 5, Gymnastics 2, Unarmed
Combat 2, Natural Weapon (Bite: DV 2P, AP 0)

Sea Otter: Body 1, Strength 2, Fragile 1, Unarmed Combat 1,
Natural Weapon (Bite: DV 2P, AP 0)
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Strange things have been noted in the oceans in
recent years. Drones and networked buoys have been
mysteriously hacked. It is rumored that dolphins
have learned or have been taught a new trick.

Blue Whale
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Movement: 20/30 (swimming)

Skills: Diving 2, Perception 2, Swimming 3, Unarmed Combat 2
Powers: Armor (2/4), Enhanced Senses (Sonar)

Similar Animals:Bowhead (Fin, Grey, Humpback): Body 20,
Strength 23

Narwhal (Beaked Whale, Bottlenose Whale): Body 11, Strength
12, Armor (1/2)

Sea lions are quick and agile in the water, and
they can leap up to 4 meters out of the water. They

have been trained as aquatic security dogs to detain
divers or pull people from boats.

PREDATORY FISH

Electric Eel
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Frequency: Uncommon

Movement: 10/20 (swimming)

Skills: Perception 2, Infiltration 2, Swimming 4, Unarmed
Combat 2

Powers: Gills, Enhanced Senses (Electrolocation), Natural
Weapon (Electric Shock: DV 3P, AP 0)

Note: The electric eel’s shock has a range of 3 meters, and is
resisted by half impact armor.
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|-|J Aetherpedia Query: Electrolocation

The biological ability to perceive electrical im-
pulses, including those from living creatures.

Piranha
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Frequency: Uncommon

Movement: 10/20 (swimming)

Skills: Perception 2, Swimming 4, Unarmed Combat 2

Powers: Enhanced Senses (Smell), Gestalt Consciousness, Gills,
Natural Weapon (Bite DV 2P, AP 0)

Barracuda
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Frequency: Common

Movement: 20/60 (swimming)

Skills: Perception 2, Swimming 4, Unarmed Combat 3

Powers: Enhanced Senses (Smell), Gills, Natural Weapon (Bite:
DV 3P, AP 0)

Similar Animals: Moray Eel: Swimming 3, Unarmed Combat 2,
Movement 10/20 (swimming)

SHARKS

Sharks are a type of fish with a streamlined body and cartilage
skeleton. They also have several sets of teeth and dermal denticles
that cover their skin.

L Aetherpedia Query: Denticles

Body structure similar to teeth found on the
outside of the skin.

Great White
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Frequency: Common

Movement: 20/50 (swimming)

Skills: Perception 2, Swimming 4, Unarmed Combat 4

Powers: Enhanced Senses (Smell), Gills, Natural Weapon (Bite:
DV 7P, AP 1)

Similar Animals: Hammerhead (Mako, Tiger Shark): Body 7,
Strength 7, Natural Weapon (Bite: DV 4P, AP 0)

Pike (Salmon Shark): Body 1, Strength 1, Natural Weapon (Bite
DV 2P, AP 0)
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Manta Ray
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Frequency: Uncommon

Movement: 15/20 (swimming)

Skills: Infiltration 2, Perception 2, Unarmed Combat 2, Swimming 2
Powers: Gills

Similar Animals: Mega Mouth Shark, Whale Shark

Sturgeon: Body 6, Strength 5

Manta rays are the largest rays, with a width of
7.6 meters, and they have the largest brain-to-body
ratio for any ray or shark. This gives them a theoreti-
cal advantage as a rigged biodrone platform.

AQUATIC VERMIN

This category includes many small bony fish that live in both
freshwater and oceans.

Goldfish
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Frequency: Common

Movement: 1/1 (swimming)

Skills: Swimming 1

Powers: Gills

Similar Animals: Any small pet store fish, Betas, Sardine