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Ammunition is one part of a firearm that Shadowrun writers have gone pretty far overboard with, in my
opinion. Good enough for fun | suppose, but not enough to satisfy my sense of reality. Weapon caliber,
functionality, and range of the ammunition itself have all been disregarded in the interest of simplicity.
Understandable. But as far as I'm concerned, I'd like a better, more realistic explanation for some of the
ammunition produced for the system.

Disspelling and Explaining

From page 276 of Shadowrun, Third Edition: ""Many weapons offer two versions, for standard loads
or for caseless ammunition.” This is not a very well researched statement. Offering a wide variety of

eapons using both principles would not be very cost-effective for the manufacturer of the weapon. The
entire system of operation between the two principles is very different. Not to mention the implied politics
involved with allowing the general public to have access to such weapons. For more information on
caseless ammunition, please click here.

Another disagreeable statement occurs on page 279: "...each kind of gun can trade ammunition with
another of its class.” If you're a GM and want to let your players get away with that purely for
simplicty's sake, that's fine. But it has no basis in reality and nullifies a great way for gamemasters to
screw their players! Firearms are designed for different uses. Even firearms of a specific class are
designed for different things. For instance, it wouldn't be a good idea to use a rifle chambered in .243
Winchester for hunting elk. There simply isn't enough bullet there to affect the animal reliably and
quickly. A .338 Winchester Magnum would be a much better choice. These cartridges, both found in rifles
of the Sport Rifle class, cannot be interchanged.

There are far more choices for ammunition than just APDS, Flechette, Explosive, Gel, Tracer, and
"Regular”. There are shaped bullets that use air pressure to produce more stopping power (such reverse
ogive), there are bullets designed to destabilize and tumble after they hit a certain medium (read: flesh)
in order to cause more damage (such as the 5.45x39mm Soviet's bullet), and bullets designed soley to
disrupt tissue while causing the least amount of collateral damage (such as the Glaser Safety Slug).

Most of FASA's published ammunition for small arms is based off of ammunition which is used on a much
larger scale, such as anti-materiel, anti-tank and artillery ammunition. Some of these types of
ammunition would be rather useless on a small arms scale simply because there isn't enough space to fit
the active materials into such a small bullet. Regardless, I'm going to try and explain these ammunition

types.

A Brief Explanation of Ammunition Types

APDS stands for Armor Piercing Discarding Sabot. (That's say-bow, French for "shoe".) The term
"Armor Piercing" is not synonymous with APDS. APDS was orginally designed as an anti-tank or anti-
armor munition. It is used today in the Phalanx Close-In Weapons Systems (CIWS) for ship-based missile
defense, and in the smallest form that I'm aware of, the 7.62mm Saboted Light Armor Penetrator, or
SLAP round (US M948), very similar to the .50 caliber BMG SLAP round (US M903) used in the US M2

heavy machine gun.

AN interesting fact for people who would use ballistic forensics to match a bullet to its gun, a discarding
sabot bullet does not show any rifling characteristics. The sabot itself is what comes in contact with the
barrel, and it discards from the bullet prior to impact.

For more information, click the SLAP/APDS link to your left.

Flechette is a broad term. Literally translated, it means "little arrow". It could mean a single, smaller
projectile is used in a larger casing (as in a discarding sabot load), or it could mean numerous small
projectiles in a single casing (similar to shot used in shotguns). It always means that one end of the
projectile is pointed and meant to pierce the target.

As flechettes are explained in Shadowrun, the ammunition would be nearly useless beyond a few meters.

There are two ideas which we can use to explain Explosive ammunition. The first is Explosive-tipped
bullets. Explosive-tipped bullets are essentially hollowpoint bullets with an explosive element designed to
dramatically and rapidly enhance bullet expansion upon impact. (I would say this covers standard
explosive ammo per Shadowrun rules.) The second are Explosive bullets. Explosive bullets are are
traditional micro-grenades that cause the whole bullet to be blown apart on impact. (EX explosive per
Shadowrun rules.)

Like most ammunition in Shadowrun, explosive ammunition is based off of real ammunition of a larger
scale than most small arms cartridges. The smallest caliber explosive round I'm aware of is the .50 caliber
(BMG) MK211 MOD 0 High Explosive Incendiary Armor Piercing (HEIAP) round used in the USMC M82A1A
Special Application Scoped Rifle. Explosive ammunition should only be available in large diameter small
arms bullets, such as .45-.50 caliber. The larger the bullet, the more explosive can be packed into it,
giving that load a greater explosive effect. In smaller caliber bullets, the overall wounding effect would be
no greater than using a much cheaper hollowpoint or frangible bullet, or a larger caliber round.

Incendiary ammunition is designed to ignite flammable materials after impact. The immense heat
created by friction at impact will ignite a slow-burning chemical incased inside of the bullet. The bullet
itself does not explode.

Gel rounds have a lot more potential to kill a person than is let on, as does anything coming out of the
business end of a gun. The gel is lighter than a bullet, so wind resistance slows it down considerably. This
also flattens it out, allowing it to smack against its target with relatively low kinetic energy.

These types of loads aren't usually available for anything but shotgun or grenade launcher-sized
cartridges due to the fact that range and power would be severely limited with a conventional-sized bullet
load. Range should be reduced by half for gel rounds.

Tracers are available for all kinds of ammuntion and are usually reserved for machine guns for the
purpose of aiming. Tracers are an exclusive category of ammunition. There are such things as Armor
Piercing Tracer munitions, Incendiary Tracer munitions, and Armor Piercing Incendiary Tracer munitions.

Rifle Velocity and Armor Penetration

Rifles are designed to fire a bullet over a much longer range than pistols. This is accomplished by a higher
powder weight to bullet weight ratio, with the end result being that the bullet leaves the rifle at a much
higher velocity. Rifle bullets are also shaped to better cut through the air, meaning that air resistance
doesn't affect a them as much it does a pistol bullet. This helps rifle bullets retain velocity. In addition to
providing a much longer effective range, these attributes also help in penetrating body armor.

When a bullet is fired at body armor, the armor attempts to catch the bullet in a web of very strong
synthetic fibers, causing the bullet to deform and displace its energy over a much larger area than it
ould have otherwise. Compared to rifle bullets, pistol bullets are relatively slow, heavy, bluntly shaped,
and most often are designed to expand on impact with the target in the interest of producing a larger
ound cavity. These properties work against the bullet when it impacts body armor, allowing the armor
more surface area to catch the bullet and displace its energy.

When a rifle bullet impacts body armor, a relatively large amount of kinetic energy, derived through
velocity, is focused on a very small area at the point of the bullet. Focusing that energy on such a small
area helps the bullet defeat the individual fibers of the body armor material, causing it to tear, allowing
the bullet to pass through it. This effect is only magnified when the bullet is of a non-expanding type, or
even worse, an armor-piercing type.

For this reason, as a very simple rule, | recommend applying a flat Xx0.5 armor penetration modifier to
all rifle cartridges firing non-deforming bullets at a velocity above 2300 feet per second. The effects of AP
bullets are added to this modifier. More in-depth rules can be found in the Ammunition By Caliber section.

Adding Structure

I have devised a table used to determine ammunition "swappability” in current Shadowrun firearms. You
can check it out by following the link below, or clicking the link to your left. | also have a table designed
to show applicable Damage Codes per cartridge, instead of the weapon itself having its own Damage
Code. While this makes sense for melee weapons, it does not carry over well to firearms.

. Ammunition By Caliber (Advanced Rules)

. Cartridges and Damage Codes
. Current Shadowrun Firearm Cartridge Table

Additionally, here is a picture of a few pistol cartridges, shown as a size comparison.
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The Basics

kinetic energy n. 1. The energy possessed by a body because of its motion, equal to one half the mass of the
body times the square of its speed. KE=Y2mv?2

"A well-regulated militia, being necessary to the security of a free state, the right of the people to keep
and bear arms, shall not be infringed."
- Second Amendment of the Constitution of the United States of America

Definition
Sniper Country's Compendium of Terminology
Abbreviations and Acronyms

Shadowrun and Firearms Glossary

Firearm Safety Suppression Types of Operation

Ammunition
Bullet Types Cased Ammunition Construction

Caseless Ammunition Cased Ammunition Data
"Cop Killer" Teflon-coated Bullets

Ballistics
Patterns of Military Rifle Bullets How Do Bullets Fly? Terminal Ballistics
History
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Java Tools
Recoil Calculator Taylor Knockout Value English to Metric Conversion

Have a suggestion for this section of the site? Send it here!
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Firearms

Guns. Lots of Guns.

Guns. Lots of Guns.

# Handguns

# Submachine Guns
# Shotguns

# Assault Rifles

¥ Sport Rifles

# Sniper Rifles

# Anti-Matériel Rifles
# Machine Guns

# Grenade Launchers

"You're acting like a first year f***ing thief! I'm acting like a professional!”
-Mr. Pink, Reservoir Dogs

Throughout the years I've spent playing Shadowrun, I've come to realize something. The bulk of
Shadowrun players know next to nothing about how a firearm functions. That's understandable. Not
everyone wants or needs to take the time to learn about them just to play a game. That's why I've
created this site. To educate and inform those interested in firearms, and to create rules that come
closer to reflecting the reality of firearms.

Though Shadowrun takes place in a futuristic, Gibson-meets-Tolkien kind of world that resides in the
imaginations of its players, its story line is set in a near-future Earth. That means the laws of physics as
we know them still apply. While "realism" may be a word that inspires conniption fits from the occasional
gamer, the word "practicality” should not. Even in a fairly abstract role playing game system, anyone
should be able to understand that some things tend to be far more abstract than others, which makes
them impractical in terms of playability. With that in mind, statistics and ratings for firearms should be
consistent within the system.

I know that some people are bound to have a problem with some of these weapons. That basically
comes down to a difference in how we perceive the world of Shadowrun and how we like to have fun
playing within it. Different groups play the game differently. If your game is geared more toward a Hong-
Kong-Blood-Opera-Flying-Lead-And-Kung-Fu type thing, these rules probably aren't going to make you
very happy if your character ends up looking down the bore. Lethality is definitely enhanced.

I'll try to explain my view a little more thoroughly. Guns Kill, soldiers die, and good shadowrunners don't
do much shooting. It's not good for business. Loud noises and dead bodies tend to cause investigation.
Investigation draws attention to people who must live with a high degree of anonymity in order to keep
their clients happy so that they can get paid. Believe it or not, shadowrunning is a service industry. It
exists to circumvent the rules that a society has chosen to impose upon itself through a little thing called
government. If you get caught, you'll get punished. One of the better ways to keep from getting caught
Is to keep your face out of the spotlight and stay safely in the shadows. Tact. If you're dumb enough to
leave a trail of bodies and evidence in your wake, you're gonna find yourself in a little box, sitting on top
of a seventeen-inch cybercock in no time. And it will be about as straight and narrow as the choices you
made before you got yourself into that little predicament. It's just a matter of time. But if you can
manage to pull off jobs without drawing attention to yourself, that risk turns into reward.

Obviously, these ideas can conflict with the way that some people like to play the game. There's nothing
wrong with playing the game the way it is presented in published Shadowrun material. And there's
nothing wrong with playing it using your own rules, either. As long as you're having fun, you're doing it
right.

Issues

"Why do they cost so much?" Because firearms are expensive. Not normally because they're that difficult
to make, but because the corp making them wants their cut, and the politicians want to be well paid for
the crap they have to take from the people and committees fueled by the media that don't seem to really
know what they're talking about. The firearms presented in the plethora of official Shadowrun materials
are excessively cheap, assuming one Nuyen is equivalent to one US Dollar.

(Since | wrote the above many years ago, I've had to correct myself...) According to Wordman's
excellent Sixth World site, one Nuyen is equivalent to five UCAS dollars. This is apparently stated on

page 84 of the Neo Anarchist’'s Guide to North America and | missed it back when | had access to a
copy. If you'd like, you can assume that the prices | have listed are in UCAS dollars rather than Nuyen
and divide by five to get the actual cost in Nuyen. If that has changed with the release of Shadows of
North America, please let me know, or if you're in the position to, send me a copy!

"Why do they generally weigh less than other Shadowun firearms?" Because the weights listed in
Shadowrun are notoriously screwy. What is listed under weight ratings is called a "kilogram". It should
actually be called a pound. Things are excessively heavy in Shadowrun because of this. If you'd like to be
a little more precise, one pound (Ibs) equals 453 grams (g). You do the math (kg/0.4536=Ibs). There's a
measurement converter here.

Another thing I've already heard is that the guns "aren't different enough."” The firearms presented here
have been designed more for player preference and an attempt at displaying a bit more practicality than
any big changes in game effect. For instance, many of the pistols available here are very similar to each
other as far as the game is concerned because the things that make them unique in reality (i.e. double
action or single action trigger mechanisms, etc...) do not make any difference in Shadowrun's system of
rules. However, if you're a gamemaster, once you've learned the details of how certain firearms function,
you can use certain limitations that every firearm possesses in a realistic manner to control situations
that might otherwise be argued against during game play. A deeper level of detail can also help players
emerse themselves into character.

The firearms listed here will also show you what the FCG can do for you. More information on the FCG
can be found below.

Firearm Ratings

On each firearm page, you will find a table of statistics that looks like this:

Model Caliber Range Conceal Ammo Mode Damage Weight Availability = Cost

Heavy Pistol 5 15clip SA/BF oM 1.9 12/18 days 3,000 ¥
P3 ERASe 10x24mm

Model: Designates the model name, number, or abbreviated name of the firearm.

Caliber: Adds a dimension to the Shadowrun system by designating the difference in calibers and
cartridges between firearms. Unless otherwise noted, the firearm may only use the cartridge stated in
this field. For example, a firearm using 9mm Parabellum ammunition may not use 9mm Kurz, 9mm
Makarov, 9x23mm, or any other cartridge but 9mm Parabellum.

Sometimes these cartridges are known by several different names, but are actually the same cartridge
(for example, 9mm Parabellum = 9x19mm Luger; 9mm Kurz = .380 Auto). More detailed information
about cartridges can be found in the Ammunition By Caliber section of this website.

Range: By canon Shadowrun rules, each firearm belongs to a larger class of firearms. Each class has its
own range table (SR3.111; i.e., Light Pistol, Heavy Pistol, Submachine Gun, etc...). In most cases, that
class also has a standard Damage Code (i.e., Light Pistol usually have a damage code of 6L). In rare
cases, the range tables and damage codes do not match. In the case of the Hammerli 610S (being a
target pistol), this has been done to simulate a weapon of class that has better range than other
weapons of its class (Heavy pistol range, Light Pistol damage).

Firearms on this website occasionally use the same method for the same purposes. For example, some
weapons found in the Assault Rifles section use the Sport Rifle or LMG range tables. This is done to
simulate that a given firearm may have better range than most of the others in its class. Also, this
website uses additional range tables for new "classes™ of firearms (Light Carbine, Carbine, Heavy Sniper
Rifle, etc...). The modified range tables can be found in the Rules section of this website. In the future,

each firearm may include its own range table.

Conceal: This rating represents a measurement of how difficult it may be to hide a particular firearm.
For more information, see SR3.270.

Ammo: This rating reresents the firearm's base ammunition capacity and the type of ammunition
storage device that is used. Some firearms may employ different magazines with different capacities.
Reduced capacity can result in an increase to the weapon's Conceal Rating. Conversely, increased
capacity can result in a decrease of Conceal Rating.

A (c) or clip is used to represent any type of detachable magazine that can be quickly removed from or
inserted into the firearm. In an effort to inform and enlighten, the term "clip" is a misnomer when used
in this context. The correct term is "magazine"” or more specifically, "detachable box magazine".

Cylinder or cyl represents a rotating, multi-chambered magazine from which cartridges are directly
fired, commonly found in revolvers. While modern revolvers include a cylinder that can be unlocked from
the frame in order to allow all of its chambers to be loaded or unloaded at once, there are a couple of
revolvers to be found on this site that only allow one chamber to be loaded/unloaded at a time. Special
rules for these revolvers are located in the applicable firearm's notes.

A (M), mag or magazine represents any type of internal magazine, into which cartridges are loaded or
unloaded individually. In reality, this is not necessarily the case.

A (b), break or breech represents any type of manually-operated firearm in which the action is opened
and one cartridge at a time is loaded directly into the chamber. This includes double-barreled shotguns,
break-action pistols and the like.

Mode: Designates the available modes that the weapon can fire in. Single Shot (SS), Semi-Automatic
(SA), Burst Fire (BF), and Fully Automatic (FA). Some weapons are selectable between different modes
(SA/BF/FA) while others can use only one mode (SS).

While the term behind the acronym does not technically fit, SA mode is used in conjunction with double-
action revolvers on this website. This is done in order to simulate that double-action revolvers can be
fired very quickly indeed, at the same speed or faster than many semi-automatic pistols, and as such
should not require a Complex Action to fire, as with SS mode.

Rules regarding modes can be found in SR3.114.

Damage: Represents basically how much damage the weapon is capable of dealing out proir to staging
and resistance. The number is the Power Rating (the higher it is, the more powerful the weapon), and
the letter reprents the Damage Level (Light, Moderate, Serious, or Deadly). Rules regarding damage
can be found in SR3.114.

Weight: Weight of the weapon, unloaded, in kilograms. Canon rules are notoriously faulty here, with the
number better representing pounds rather that kilograms. That issue is corrected on this site. Weights
actually are in kilograms.

Availability: This stat represents how difficult it is to aquire the weapon. Personally, | apply this rating
only to the North American continent. Other areas may have different availability ratings. Rules for
availability ratings can be found in SR3.114.

Cost: This is a rating of how cute the firearm is, in nuyen (¥). Just kidding. This value represents the
manufacturer's suggested retail price, in a freely exchangeable currency known as "nuyen. On the
streets, the weapon may be marked up or down, at GM discretion.

As you have probably noticed, my site does not include ratings for Street Index or Legality on this
website. That may change in the future, but previously I have felt that GMs should be given discretion in
controlling these variables during game play. Street Indexes can be used as leverage, in order to help
the GM guide players into a choice of weapons for a particular job. In my own opinion, the Legality
codes used for many of the firearms in canon are not as well thought-out as they should be. Also,
legality will differ from country to country (even region to region), so having one table to handle it all
isn't necessarily the right thing to do. So I've opted to exclude those variables on this site and leave
them to the GM. May s/he be wise and fair to you.

However, all of that is just my opinion about the matter. Ultimately, by leaving those factors out, players

and GMs are free to choose any method or statistic they find reasonable in their own games.

The Firearms Creation Guide

The FCG is the system | used to create a lot of the guns when | originally wrote this site around five
years ago, long before the release of Cannon Companion. The FCG was designed by Peter Millholland,
and it works kind of like the Vehicle Creation Guide from the Rigger 2 sourcebook. | used a slightly
modified version of Pete's FCG to create a lot of the guns on this site, so if things don't come out the
same for you, that's why.

To check it out, click here: Firearms Creation Guide

Anyway...

Use the frame to your left to navigate through the list of firearms. The weapon you're looking for will be
displayed in the frame that this page is in.

If there are any questions, comments, complaints, heads-up's, whatever, you can e-mail me by clicking
here.

Enjoy!!
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" Accessories Bigger. Better. Faster.

Bigger. Better. Faster. Let's face it. A gun right out of the box will usually get the job done. But maybe it could do that job a lot

¥ Bipods/Tripods better. If only someone made...
# Compensators

# Holsters

# Magazines

# Mounting Devices

# Sighting Devices

» Silencers and Suppressors
# Stocks and Recoil Pads

# Targeting Devices

Odds are, someone does make it. And this is where you'll find it.

Le menu to your left.

For Specific Firearms
# Colt M-23 Components
# Desert Eagle Components
# Glock Components
# Heckler & Koch MP5
# Heckler & Koch P7
# Heckler & Koch USP
# Heckler & Koch Trigger Groups
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Body Armor

Introduction to Body Armor

The National Institute of Justice document titled the Selection and Application Guide to Police Body Armor

IS an extremely good resource for anyone who would like in-depth information on body armor
technologies, including history, construction, threat assessment... It's all in this file. Here's a link to the
full file, with an exerpt below.

Ballistic Resistance of Personal Body Armor updates information regarding the NI1J 0101.04 standard,
effective as of June 2001.

. Selection and Application Guide to Police Body Armor (PDF, 378k)
. Ballistic Resistance of Personal Body Armor, NIJ Standard 0101.04 (PDF, 933k)

And here are a few more interesting links for your edification.

. How Body Armor Works (howstuffworks.com)

. Body Armor 101 (pointblankarmor.com)

. Surviving a Shooting: Your Guide to Personal Body Armor (RAM, streaming)
. The NIJ Armor Rating System and Shadowrun

Selection and Application Guide to Police Body Armor

A History of Body Armor

Humans throughout recorded history have used various types of materials to protect themselves from
injury in combat and other dangerous situations. At first, protective clothing and shields were made from
animal skins. As civilizations became more advanced, wooden shields and then metal shields came into
use. Eventually, metal was also used as “clothing,” what we now refer to as the suit of armor associated
with the knights of the Middle Ages. However, with the advent of firearms (c.1500), most of the
traditional protective devices were no longer effective. In fact, the only real protection available against
firearms were man-made barriers, such as stone or masonry walls, or natural barriers, such as rocks,
trees, and ditches.

One of the first recorded instances of the use of soft armor was by the medieval Japanese, who used
armor manufactured from silk. Although the first U.S. law enforcement officer to lose his life in the line of
duty, U.S. Marshall Robert Forsyth, was shot and killed in 1794, it was not until the late 19th century
that the first use of soft armor in the United States was recorded. At that time, the military explored the
possibility of using soft armor manufactured from silk. The project even attracted congressional attention
after the assassination of President William McKinley in 1901. But while the garments were shown to be
effective against low-velocity bullets (traveling at 400 feet per second (ft/s) or less), they did not offer
protection against the new generation of handgun ammunition being introduced at that time that
traveled at velocities of more than 600 feet per second. This, along with the prohibitive cost of
manufacturing the garment ($80 each, which amounts to approximately $1,400 in 1998 dollars) made
the concept unacceptable. Armor of this type was said to have been worn by Archduke Francis Ferdinand
of Austria when he was killed by a shot to the head, thereby precipitating World War 1.

The U.S. Patent and Trademark Office lists records dating back to 1919 for various designs of bullet-
resistant garments. One of the first documented instances where such a vest was demonstrated for use
by law enforcement officers is detailed in the April 2, 1931 edition of the Washington, D.C., Evening Star,
where a vest was demonstrated to members of the Metropolitan Police Department. However, none of
these designs proved entirely effective or feasible for law enforcement or corrections use.

The next generation of ballistic vests was introduced during World War Il. The “flak jacket,” constructed
of ballistic nylon, provided protection primarily from munitions fragments and was ineffective against
most pistol and rifle threats. These vests were also very cumbersome and bulky, and were restricted
primarily to military use. It would not be until the late 1960s that new fibers were discovered that made
today’s modern generation of concealable body armor possible.

How Does Body Armor Work?

When a handgun bullet strikes body armor, it is caught in a “web” of very strong fibers. These fibers
absorb and disperse the impact energy that is transmitted to the vest from the bullet, causing the bullet
to deform or “mushroom.” Additional energy is absorbed by each successive layer of material in the vest,
until such time as the bullet has been stopped.

Because the fibers work together both in the individual layer and with other layers of material in the
vest, a large area of the garment becomes involved in preventing the bullet from penetrating. This also
helps in dissipating the forces which can cause nonpenetrating injuries (what is commonly referred to as
“blunt trauma”) to internal organs. Unfortunately, at this time no material exists that would allow a vest
to be constructed from a single ply of material.

Currently, today’s modern generation of concealable body armor can provide protection in a variety of
levels designed to defeat most common low- and medium-energy handgun rounds. Body armor designed
to defeat rifle fire is of either semirigid or rigid construction, typically incorporating hard materials such
as ceramics and metals. Because of its weight and bulkiness, it is impractical for routine use by
uniformed patrol officers and is reserved for use in tactical situations where it is worn externally for short
periods of time when confronted with higher level threats.

Materials Used

Note: The following information has been prepared from product literature supplied by the manufacturer.
All product descriptions and performance claims are the manufacturer’s and do not represent findings or
endorsement of these claims by the National Institute of Justice, U.S. Department of Justice; Office of
Law Enforcement Standards, U.S. Department of Commerce; or Aspen Systems Corporation.

Several manufacturers have been involved in developing and refining materials used in body armor.
DuPont has developed law enforcement protection products for more than 25 years. Its Kevlar ® brand
fiber, first developed in 1965, was the first material identified for use in the modern generation of
concealable body armor. Kevlar ® is a manmade organic fiber, with a combination of properties allowing
for high strength with low weight, high chemical resistance, and high cut resistance. Kevlar ® is also
flame resistant; does not melt, soften, or flow; and the fiber is unaffected by immersion in water (see
the wet testing discussion in chapter 5).

Kevlar ® 29, introduced in the early 1970s, was the first generation of bullet-resistant fibers developed
by DuPont and helped to make the production of flexible, concealable body armor practical for the first
time. In 1988, DuPont introduced the second generation of Kevlar ® fiber, known as Kevlar ® 129.
According to DuPont, this fabric offered increased ballistic protection capabilities against high-energy
rounds such as the 9mm FMJ. In 1995, Kevlar ® Correctional™ was introduced, which provides
puncture-resistant technology to both law enforcement and cor-rectional officers against puncture-type
threats.

The newest addition to the Kevlar ® line is Kevlar ® Protera, which DuPont made available in 1996.
DuPont contends that the Kevlar ® Protera is a high-performance fabric that allows lighter weight, more
flexibility, and greater ballistic protection in a vest design due to the molecular structure of the fiber. Its
tensile strength and energy-absorbing capabilities have been increased by the development of a new
spinning process.

Spectra ® fiber, manufactured by AlliedSignal, is an ultra-high-strength polyethylene fiber. Ultra high
molecular weight polyethylene is dissolved in a solvent and spun through a series of small orifices, called
spinnerets. This solution is solidified by cooling, and the cooled fiber has a gel-like appearance. The
Spectra ® fiber is then used to make Spectra Shield ® composite. A layer of Spectra Shield ®
composite consists of two unidirectional layers of Spectra ® fiber, arranged to cross each other at O- and
90-degree angles and held in place by a flexible resin. Both the fiber and resin layers are sealed between
two thin sheets of polyethylene film, which is similar in appearance to plastic food wrap. According to
AlliedSignal, the resulting nonwoven fabric is incredibly strong, lightweight, and has excellent ballistic
protection capabilities. Spectra Shield ® is made in a variety of styles for use in both concealable and
hard armor applications.

AlliedSignal also uses the Shield Technology process to manufacture another type of shield composite
called Gold Shield ® . Gold Shield ® is manufactured using aramid fibers in place of the Spectra fiber.
Gold Shield ® is currently made in three types: Gold Shield ® LCR and Gold-Flex ® , which are used in
concealable body armor; and Gold Shield ® PCR, which is used in the manufacture of hard armor, such
as plates and helmets.

Another manufacturer, Akzo Nobel, has developed various forms of its aramid fiber TWARON ® for
body armor. According to Akzo Nobel, this fiber uses 1,000 or more finely spun single fila-ments that act
as an energy sponge, absorbing a bullet’s impact and quickly dissipating its ener-gy through engaged
and adjacent fibers. Because more filaments are used, the impact is dis-persed more quickly. Akzo
claims their patented Microfilament technology allows maximum energy absorption at minimum weights
while enhancing comfort and flexibility.

Akzo Nobel maintains that the use of TWARON ® in body armor significantly reduces the over-all weight
of the finished product, thus making vests more comfortable. Akzo also contends that stitching panels
made from layers of TWARON ® is largely unnecessary, and that the lack of stitching contributes to a
lighter weight and softer feel while affording the same protection.

Another fiber used to manufacture body armor is Dyneema ® . Originated in the Netherlands, Dyneema
® has an extremely high strength-to-weight ratio (a 1-mm-diameter rope of Dyneema can bear up to a
240-kg load), is light enough that it can float on water, and has high energy absorption characteristics.

All fibers and materials noted in this chapter have a wide variety of uses in addition to ballistic garments.
They are used for other types of protective clothing and equipment (e.g., bicycle and skateboarding
helmets), marine and aircraft components, industrial cables, and recreational equipment such as fishing
rods and tennis rackets. The materials described are some of the most commonly used; other materials
(e.g., ballistic nylon) can also be used.

The introduction of newer, high-performance fibers has dramatically decreased the weight and bulk of
today’s body armor and increased its comfort and wearability. It can be anticipated that newer materials
will be developed and in conjunction with further advances in ballistic vest design, technology will
continue to enhance the performance and comfort of tomorrow’s body armor.

Wanna see more? Download the PDF.




http://www.ojp.usdoj.gov/nij
http://www.ncjrs.org/pdffiles/169587.pdf
http://www.nlectc.org/pdffiles/0101.04RevA.pdf
http://people.howstuffworks.com/body-armor.htm
http://www.pointblankarmor.com/101.asp
http://streaming.simworld.com/nlectc/surviving128.ram
http://www.ncjrs.org/pdffiles/169587.pdf

(Forme)

Hit Location

Please don't send me any e-mail about these rules. | know everyone has their own house rules for
Shadowrun, and that's exactly what these are. These are the rules that work best for me and my gaming
group. Maybe you'll like them too.

Hit Location

When a character is hit by any attack that is not a Called Shot, his player or the game master can
determine the location at which contact occurs by rolling 2D6. This will allow a more accurate
representation of possible Armor Code modifiers for Body Resistance Tests. Obviously, this rule is
designed to enhance lethality by allowing body armor modifiers to be bypassed, as the part of the body
that is hit may not be covered by armor.

Below is a table explaining what the number rolled means.

Sulimleretr Reliee General Location
(2D6)

1 Clean miss! Happy day!
Head
Left Arm
Left Leg
Chest/upper back, right side
Chest/upper back, left side
Abdomen/lower back, right side
Abdomen/lower back, left side
Right Leg
Right Arm
Groin/Buttocks
Roll Again
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A more detailed set of rules involving hit locations and armor can be found here. These pages were
hijacked from tricade.de (Andy's Shadowrun Page), which no longer hosts them.

Physiological Shock

This rule was created to reflect the fact that a character might freeze up and not be able to react in a
rational manner as fast as normal due to the phenomena known as shock: A potentially fatal
physiological reaction to a variety of conditions, including illness, injury, hemorrhage, and dehydration,
usually characterized by marked loss of blood pressure, diminished blood circulation, and inadequate
blood flow to the tissues.

In game terms, shock can occur only after receiving a physical wound. This test should be rolled after
each wound received above Moderate that has already been resisted.

The character rolls his Willpower Attribute against a Target Number of 3, plus Wound Penalties (+2 for
Moderate, +3 for Serious, etc...). Applying this rule to a Light Wound is the GM's option. Obviously, this
rule does not apply to Deadly Wounds because after you take the damage, your character is, at the very
least, unconscious.

If no successes are generated, the character is not allowed to act on her next available Action, due to
overwhelming shock. (Also see Knockdown, SR3 p.124.) She can however, react on her Action on the
next Initiative Pass. Only one success is needed to bypass Sudden Shock.

Tailchaser, a Feathered Serpent shaman, gets smacked in the face with a chain
by Tango, a Street Samurai. She resists the attack normally. Unfortunately for
Tailchaser, Tango rolled really well, and Tailchaser's player, well, she didn't.
Tailchaser takes a Moderate Wound.

Tailchaser's player then rolls Tailchaser's Willpower (6) against a Target Number
of 5 (3, plus her Moderate Wound Penalty). She comes up with 2, 3, 3, 4, 5,
and 5. 2 successes. Woo hoo! Tailchaser is so bad ass, the chain to the noggin
doesn't phase her one bit. She prepares to cast Slay Punk Bitch at poor Tango
on her next Action.

However, Tango's buddy, Ram, goes before she does. He also desides to lay
down the smack on Tailchaser, with a lead pipe. She again resists the attack
normally. Ram didn't roll quite as good, inflicting only a Light Wound, kicking up
Tailchaser's damage slightly to Moderate, with 4 boxes filled.

Parlez vous "ass whoopin'™? Tailchaser's player again rolls Tailchaser's Willpower
against a Target Number of 5. This time she gets 1, 1, 2, 2, 3, and 4. No
successes. Uh oh. Tailchaser feels the brunt of the lead pipe, and the attack
dazes her momentarily. She can't snap out of it quick enough to act on her next
Action. Good thing Tailchaser's pal Jan is coming around the corner with an
HK227!

Certain Bioware, such as Damage Compensators and Trauma Dampers can reduce if not completely
bypass the Wound Penalties, dependent on their level. Pain Editors bypass Wound Penalties entirely.
(See the Shadowtech Sourcebook, pages 24, 26, and 29 respectively for more information and rules on
these Bioware enhancements.)

Also, characters may purchase a new Edge called Combat Experience. This edge was created to

demonstrate a character's uncanny coolheadedness and ability to think things through under extreme
fire. It also balances the fact that someone who has been trained to deal with being physically attacked
or shot at may react better to being injured.

Dodging with Reaction

Dodging a bullet should be almost impossible. No matter what your Quickness Attribute is, or how much
cyberware you have, a bullet will always be faster than you, no matter what.

First, in order for a character to dodge a ranged ballistic attack, he must fill two criteria: He must be
aware that the attack is coming, and he must have space available to dodge into.

A Perception Test should be applied if the attack is not apparent. If he fails the Perception Test, he is not
allowed to dodge. If there is no space available to dodge, the character obviously is not allowed to
dodge at all.

If he has passed the Perception Test and has space to dodge into, his Reaction Attribute is used to apply
modifiers to the attacker's Succcess Test. Use the table below to apply the appropriate modifier.

Dodging Character's Reaction Attribute Attacker's Target Number Modifier

1-3 +2
4-6 +3
7-12 +4
12+ +5

-1 per 3 rounds fired from a burst-fire or fully-automatic weapon.
-1 per meter of shotgun spread at the target's position (see Shotguns, SR3 p.117).
-The target's Damage Modifiers.

Jan looks around the corner on her Action, and sees Tango and Ram beating up
on her friend, Tailchaser. She decides to pump a burst into each of them. Her
first target is Ram, who doesn’'t notice a thing except that he just beaned poor
Tailchaser on the head with a lead pipe. Jan dumps a burst into Ram, who
doesn't stand much of a chance, being unarmored and all. Vaya con Dios, Ram.

Considering that Jan just whacked Ram, the GM decides to allow Tango to make
a Perception Test. Tango rolls his Intelligence Attribute (3) against a Target
Number of 4. (Base of 4, +2 perciever is distracted (his buddy just got shot a
lot), +2 Jan is partially hidden, -4 he hears the burst-fire). He comes up with 4,
4, and 5. Boy does he ever notice! He decides to get the hell out of the way.

Jan decides to shoot him for doing that. He has space to dodge into (behind a
pillar), and a Reaction Attribute of 5, giving Jan a +3 Target Number modifier in
order to hit Tango. Tango is 10 meters away from Jan, Short Range for her
HK227 (Base Target Number of 4). It's not particularly well-lit in here (Partial
Light, +2), but that just makes it easier for Jan to see the little red dot from her
Laser Sight (-1). However, Tango is trying really hard to get out of the way (+3
for his Reaction Attribute), but Jan's got a "3" on her 227's trigger group, and a
gas-vent 3 (Burst fire, -1, no TN modifiers due to gas venting). So, the Target
Number ends up being 7. (Whew.) Jan's player rolls 8 dice (4 for her SMG Skill,
plus 4 from her Combat Pool), getting 2,4,4,5,5,6,6, and 6. Three successes,
making the Damage Code 10D. Ouch.

Tango then rolls 8 dice for his Body Resistance Test (Body of 5, plus 3 from his
Combat Pool) normally, subtracting his Ballistic Armor Code (Armored Jacket, 5)
from the Power of the attack, making the Target Number to resist damage 5,
and needing 8 successes to stage it down to nothing. He gets 1,2,3,3,5,5,6, and
6. Four successes. Tango takes a Moderate Wound.

New Weapon Class Ranges
Short (4) Medium (5) Long (6)
0-3

Hold-out 4-10 11-20 21-35

Medium Pistol 0-5 6-20 21-40 40-60

Heavy Pistol 0-10 11-20 21-50 50-100
Light Carbine 0-20 21-50 51-100 101-250
Carbine 0-50 51-150 151-250 251-350
Heavy Sniper Rifle 0-150 151-350 351-800 801-1500
Anti-Materiel Rifle 0-100 101-300 301-900 901-2400

Click here to view complete range tables.

Suppression and Velocity Control

Please follow this link to Rules for Suppression.

Conceal Ratings

The Conceal Rating system in Shadowrun is a bit screwy. Here's some general guidelines you can use to
clear things up.

Base Conceal Rating for weapon type Additional weapons covered

Full-sized rifles or shotguns with non-

& folding or open folding stocks. Aifpee sttt
3 Submachine guns and carbines with open Combat shotguns with stock folded.
stocks.
4 Compact carbines and submachine guns, Submachine guns and carbines with stocks
very large pistols. folded.
5 Large—frame_heav_y pistols and Competition pistols.
machine pistols.
6 Most heavy, medium, and light pistols. Some not-so-compact pistols.
7 Compact pistols. Some subcompact pistols.
8 Low-capacity subcompact pistols. Clip or magazine-fed Hold-Outs.
9 Light-caliber Hold-Outs. Breech-loaded Hold-Outs.

Overpenetration (By Rain, edited by Raygun)

The desired effect for any small arm bullet hitting a living target is for the bullet itself to stop inside of
the target, thereby expending all of its energy disrupting tissue, and inflicting the most possible amount
of damage. If a bullet is moving too fast, friction may not slow it fast enough, or the bullet may not yaw
or fragment substantially inside of the target giving it time to expend that energy. If the bullet doesn't
stop inside of the body, it overpenetrates, meaning it moves through the target until something else
causes it to stop. On to the rule...

Anytime a character receives a Serious wound (but not Light, Moderate or Deadly) from a single
firearm attack, they must roll a D6. On a roll of 3 or less, the round overpenetrates.

Anytime a weapon's Power Rating exceeds the defender's Body + Ballistic Armor Rating (or Body X
2 if the target is unarmored), the bullet automatically overpenetrates. This rule only applies if the
projectile is of a type capable of overpenetrating the target, i.e. regular, hollowpoint, explosive, armor
piercing, or armor piercing discarding sabot bullets. Gel rounds would be exempt, as would arrows and
shot rounds. (Alternately, this rule could be modified so that any 1's rolled by the attacker would be
added to the weapon's Power Rating for determining overpenetration.)

For simplicity's sake, when a round overpenetrates, it is considered to exit the defender's body in the
same direction it was travelling originally. Anyone or anything standing within a meter of the defender
and directly in the bullet's path will automatically be hit. Reduce the Power Rating of the second attack
by half the weapon's unmodified Damage Code (rounded down), and reduce the Damage Level by 1 (For
instance, 9M becomes 4L after overpenetration), -1 each additional meter.

If the target is not wearing armor and the attacker rolls beyond Deadly damage (which would normally
serve to ignore 1 point or Armor Rating), each staging level (two successes) beyond Deadly adds 1 point
to the power of the second attack.

Ralfie the Lizard is a member of the Halloweeners who has recently pissed off a
rival gang leader by having some rather intimate relations with said gang
leader's girlfriend. Vinnie, the leader of the Stillettos, has decided to have one
of his boys take out Ralfie real sneaky-like. (To Ralfie, that is.)

Vinnie's boy Klack is the guy for the job. He's found out that Ralfie is at a local
club, so Klack grabs his Remington 900 and finds a spot to snipe from across
the street. Ralfie comes swaggering out of the front door with... with Vinnie's
girl, Sheila! Damn shame. This is gonna hurt, Ralfie.

Klack is about 200 meters away, which is Medium Range (base Target Number
of 5) for Klack's Remington 900. But he's got a scope (range drops to Short, TN
= 4), and he decides to spend a little time aiming at Ralfie's chest (Simple
Action, -1 TN, final Target Number is 3). Klack rolls 6 dice (3 for his Skill Rating,
plus 3 for Combat Pool) getting 2, 3, 5, 5, 5 and 11. 5 successes, staging
damage up to 9D, and ignoring a point of armor.

Ralfie, being the stud that he is, has opted to go armor-less on tonight's outing.
Too bad for Ralfie. Ralfie's player rolls 3 dice (for his Body Attribute, but since
Ralfie won't be aware of the attack, he gets no help from his Combat Pool). He
rolls 4, 5, and 11! Ralfie takes a Deadly wound. Good bye, Ralfie. The bullet has
a Power Rating of 9, which is 3 times Ralfie's body rating. The round
automatically overpenetrates. Uh oh.

Klack was a little too intent on whacking Ralfie that he didn't think at all about
the bullet actually going through him. The bullet passes through Ralfie, and hits
Sheila with a Damage Code of 5M (half the Remington 900's Power Rating
rounded down, -1 Damage Level because the bullet passed through an
unarmored Ralfie first, +1 power because Klack rolled beyond Deadly).

Boy is Vinnie gonna be pissed. He sure does love that Sheila...

Extended Rules for Overpenetration

Rules for angle of deflection. Drawing a blank here. Anyone interested in helping? Talk to me.

Explosive Ammunition Through Barriers

Firing explosive ammunition through barriers is not something you'd really want to do, but there could
be occasions where this is unavoidable. Generally, explosive ammunition for small arms is
pyrotechnically initiated. This means that when the bullet impacts a medium of a specific rigidity, heat
caused by the friction of impact causes the explosive mixture to ignite.

As a general rule, if the barrier's rating is equal to half the weapon's base Power Level, the bullet
explodes on impact with the barrier.

Extended Rules

Pistols, submachine guns, and light rifle bullets aren't going to be able to contain a fuse to selectively
ignite the explosive. In this case the explosion will be initiated by the friction of impact with the target.
(This is called PIE; Pyrotechnically Initiated Explosive.) Use the above rule for explosive and EX
explosive ammunition in all pistols, submachine guns, assault rifles, sport rifles sniper rifles, light
machine guns and medium machine guns.

Heavy ammunition such as the kind fired by heavy machine guns, heavy sniper rifles and assault
cannons would fire a projectile large enough to have a fuse attached to a highly stable explosive which
can be set (either at manufacture, or user-adjustable in the case of assault cannon shells) to explode in
pretty much any fashion you want. The fuse could be set to initate the explosion slightly after impact, or
at graze... In which case that barrier you're firing through has less of a chance of causing the explosive
to ignite.

In this case, if the barrier's rating is equal to the weapon's base Power Level, the round explodes on
impact with the barrier.

Rate of Fire (ROF)

Rate of fire for automatic weapons are pretty generalized in Shadowrun canon rules. Here's how you can
make them a little more realistic.

Since characters must expend a Complex Action to fire in fully automatic mode, take an average weapon
of type, use it's average full-auto rate of fire (usually expressed in rounds-per-minute), divide that by
60, then multiply that number by however long you think a Complex Action should be, in seconds.
What's left is the rate of fire, in rounds per Complex Action.

In the firearms section of this site, there is an entry labeled Cyclic Rate for weapons that have a fully

automatic mode. You can use this number to determine ROF for similar weapons in your campaign. If
you don't want to go to the trouble, there are some averaged suggestions in the table below.

: Complex Action = | Complex Action = Complex Action =
800 20 27 40

Assault Rifles

Machine Guns 850 21 28 42

Submachine Guns 700 17 23 35

Automatic Shotguns 240 6 8 12
Miniguns 2000-6000 50-150 66-200 100-300

Rounds per Minute Rounds per Complex Action

Don't forget about recaoil...

Movement Modifiers and Scopes

Using a scope to aim at a target is generally not too difficult if the target is stationary. When the target
IS moving, it's a completely different story. Especially at long and extreme ranges.

To simulate the difficulty in acquiring and shooting a moving target at close range while using a scoped
rifle, reverse scope bonuses per level of magnification (+2 modifier with a level 2 scope) and
add it to the movement modifier if the target is less than 20 meters from the attacker.

Apply x3 modifier at long range and a x4 modifier at extreme range. There is no additional
modifier from 21 meters to medium range. Apply scope bonuses normally at these ranges.

Manual Operation

All forms of manually operated firearms are Single Shot Mode within the scope of the game, meaning

that they can only be fired once per Combat Phase. This is because the weapon must be cocked before it
can be fired, so requiring a "ready weapon" Simple Action. Thus, one Simple Action is required to cock
the weapon and another Simple Action is required to fire it. Most manual actions cock the weapon while
chambering a fresh round.

Single action revolvers such as the Ruger Super Warhawk and the Colt Single Action Army also fall

under this definition. Alterately, some single action revolver designs can be fired rapidly through the use
of a technique called "fanning.” In this technique, the trigger is held down while the hammer is swiped
with the free hand. Fanning requires a Complex Action. A character may fan a number of rounds equal
to their Quickness rating. Apply recoil modifiers normally. Obviously, handling a gun like this does
nothing for accuracy. Apply an additional +2 modifier per shot to simulate the effects of slapping the top
of the revolver. This can technique can be used as suppressive fire.

Single action pistols such as the M1911 must be cocked manually before the first shot can be fired. The
reciprocation of the slide automatically cocks the hammer for successive shots. Alternately, the M1911
can be carried "cocked and locked", meaning that the hammer is cocked and the safety is on. Because
of the position of the safety in relation to the natural firing position of the hands, disengaging the safety
on the M1911 prior to firing is a Free Action.

Recoil and Reaction

This rule is essentially the same as the Recoil and Strength rule found in FOF.83, but the more
appropriate Reaction attribute is applied to the rule.

Quick reflexes far more important than strength when it comes to controlling recoil. Quickness is
required to control the recoiling pistol and realign the sights for the next shot as fast as possible.
Intelligence is required to keep from over-cor

recting. Thus, Reaction is the ideal attribute to apply to this rule.

Another advantage in controlling recoil is the sheer mass of the person pulling the trigger. People with
heavier bodies can absorb more energy from recoil with the benefit of less motion. Add both the Body
and Reaction attribute ratings together, then divide them by two. Take the total and apply it to
the table below.

Recoil Reduction

1-4 None
5-6 -1
7-8 -2
9-10 -3
11-12+ -4

As we all know, gun bunnies in Shadowrun tend to be loaded to the gills with reaction-enhancing
cyberware like Wired Reflexes and Reaction Enhancers. This gives them a distinct advantage over other
types of characters when it comes to using firearms. Trolls, with their rather large Body attribute
ratings, will also benefit from this rule, as they should.

Shotguns and Chokes

Most shotguns are designed to fire multiple-projectile loads, commonly known as shot. After exiting the
m