
Shadow Run is a Table Top RPG where players can create characters that will live 
in a fantasy world set in the future.  Technology and equipment is a big part of 
the game, characters can have an array of equipment from pistols to grenade 
launchers to night vision goggles.  Each piece of equipment (weapons included) 
have a specific set of rules and damage values.  Essentially, actions involving any 
ŜǉǳƛǇƳŜƴǘ ŀǊŜ ōŀǎŜŘ ƻƴ ŀ ǇƭŀȅŜǊΩǎ ŀǘǘǊƛōǳǘŜ Ǉƭǳǎ ǎƻƳŜ ƪƛƴŘ ƻŦ ǎƪƛƭƭ ǊŀǘƛƴƎΦ  .ƻǘƘ 
the attribute level and the skill rating are set by the character during character 
creation.  Shadow Run is designed around relationships between the skill rating 
and the attribute level of the character, and as such it can get confusing keeping 
track of all of the rules.  The ShaRC Tracker can help streamline game play.  
Stopping game play to look up a rule can drag the game out longer than it needs 
to be and really interrupts the flow of game play.  Using a system like this can 
prevent unnecessary game stoppage. 

When the system starts for the first time, a blank 
character is created with zero attributes, skills, 
ƛƴǾŜƴǘƻǊȅΣ ŜǘŎΧ !ŦǘŜǊ ǎƻƳŜ ŎƘŀƴƎŜǎ ŀǊŜ ƳŀŘŜ ǘƘŜ 
user has the option to save their character to a 
character file.  This way they can save their 
character information in a safe place or on their 
computer to edit later.  Once a character is saved 
they can easily be opened again by going to the 
ά/ƘŀǊŀŎǘŜǊέ ƳŜƴǳ ƻǇǘƛƻƴ ŀƴŘ ǎŜƭŜŎǘƛƴƎ άhǇŜƴέΦ  
Every time a user begins a game session they can 
load up their character or any other character 
created with this system.  This second option is 
ŜǎǇŜŎƛŀƭƭȅ ƎƻƻŘ ŦƻǊ DŀƳŜ aŀǎǘŜǊǎ ǿƘƻ ŘƻƴΩǘ ǿŀƴǘ 
to keep track of multiple enemies facing the 
ǇƭŀȅŜǊΩǎ ǇŀǊǘȅΦ

! tƭŀȅŜǊΩǎ ƘŜŀƭǘƘ ƛǎ ƻƴŜ ƻŦ ǘƘŜ Ƴƻǎǘ ƛƳǇƻǊǘŀƴǘ ǎǘŀǘǎ ǘƘŜȅ Ŏŀƴ 
know, as such the health stat is displayed on the lower left hand 
screen at all times.  Right below it is the stun stat, which is also 
very important considering an unconscious player is only a step 
away from being a dead player. Both Health and stun are 
calculated based on their appropriate character attribute.  For 
ƘŜŀƭǘƘ ƛǘ ƛǎ ōŀǎŜŘ ƻƴ ǘƘŜ ŀǘǘǊƛōǳǘŜ άōƻŘȅέ ŀƴŘ ǎǘǳƴ ƛǎ ōŀǎŜŘ ƻƴ ǘƘŜ 
ŀǘǘǊƛōǳǘŜ άǿƛƭƭǇƻǿŜǊέΦ  LŦ ȅƻǳ ŀǊŜ ƘŜŀƭŜŘ ƻǊ ƘǳǊǘΣ ȅƻǳ Ŏŀƴ ŎƘŀƴƎŜ 
ǘƘŜ ƘŜŀƭǘƘ ǎǘŀǘ ōȅ ƎƻƛƴƎ ǘƻ ǘƘŜ ά/ŀƭŎǳƭŀǘƛƻƴǎέ ǘŀōΦ  ¸ƻǳ Ŏŀƴ ŀƭǎƻ 
ǊŜǎŜǘ ǘƘŜ ōƻǘƘ ǎǘŀǘǎ ŦǊƻƳ ǘƘŜ ά!Ŏǘƛƻƴέ ƳŜƴǳ ŀǘ ǘƘŜ ǘƻǇ ƻŦ ǘƘŜ 
screen.

Next to the health status area is the wound modifier 
notification box.  This box lets you know if you have taken enough 
damage to require a wound modifier to your rolls (this is a 
negative number).  This is all calculated and updated 
automatically when your health or stun changes.

¢ƘŜ ŦƛǊǎǘ ǘŀō ƛǎ ǘƘŜ ά!ǘǘǊƛōǳǘŜǎέ ǘŀōΦ  ¢Ƙƛǎ ƛǎ ǿƘŜǊŜ ǘƘŜ ŎƻǊŜ 
ƻŦ ŀ ǇƭŀȅŜǊΩǎ ŎƘŀǊŀŎǘŜǊ ƛǎ ŘŜŎƛŘŜŘΦ  {ŜǘǘƛƴƎ ǘƘŜǎŜ ŀǘǘǊƛōǳǘŜǎ 
changes every action a player can make in the game from 
firing a weapon to the amount of health you start with.  
Certain attributes are calculated based on other attributes 
and the system takes care of that for you when changes are 
ƳŀŘŜΦ  CƻǊ ŜȄŀƳǇƭŜ ǘƘŜ άLƴƛǘƛŀǘƛǾŜέ ŀǘǘǊƛōǳǘŜ ƛǎ ōŀǎŜŘ ƻƴ 
ǘƘŜ άwŜŀŎǘƛƻƴέ Ǉƭǳǎ ǘƘŜ άLƴǘǳƛǘƛƻƴέ ŀǘǘǊƛōǳǘŜǎΦ

¢ƘŜ άvǳŀƭƛǘƛŜǎέ ǘŀō ƪŜŜǇǎ ǘǊŀŎƪ ƻŦ ŀƭƭ ƻŦ ǘƘŜ ǉǳŀƭƛǘƛŜǎ ŀ 
ŎƘŀǊŀŎǘŜǊ Ƴŀȅ ƘŀǾŜ ŀƴŘ ǘƘŀǘ ǉǳŀƭƛǘȅΩǎ ǇƻǎƛǘƛǾŜǎ ŀƴŘκƻǊ 
negatives.  Qualities are outlined in the game manual and 
can do anything from allow characters to run further to 
seeing in the dark.  This system keeps track of qualities but 
does not enforce their rules during other calculations.

Version 2 of this system will attempt to enforce 
qualities.

¢ƘŜ ǘƘƛǊŘ ǘŀō ƛǎ ǘƘŜ ά{ƪƛƭƭǎέ ǘŀōΦ  ¢ƘŜ 
system keeps track of the skill a 
character possesses and also its 
rating.  The highest rating a skill can 
have is six.  These skill ratings factor 
into calculations elsewhere on the 
system.  For example, if a character 
Ƙŀǎ ŀ άǇƛǎǘƻƭǎέ ǎƪƛƭƭ пΣ ŀƴŘ ǘƘŜȅ ǿŜƴǘ 
to fire a pistol, that skill rating would 
get added to their dice pool because 
they know how to use that type of 
equipment.

¢ƘŜ ŦƻǳǊǘƘ ǘŀō ƛǎ ǘƘŜ άLƴǾŜƴǘƻǊȅέ ǘŀōΦ  ¢Ƙƛǎ ƛǎ ŀ ǊǳƴƴƛƴƎ 
list of everything the character owns.  This can range 
from vehicles to weapons to apartments.  It has the 
various ratings for that piece of equipment and 
whether or not the character has the item equipped, 
or on his person.  

¢ƘŜ ά/ŀƭŎǳƭŀǘƛƻƴǎέ ǘŀō Ƙŀǎ ǘƘŜ Ƴƻǎǘ ǳǎŜŦǳƭ ŦŜŀǘǳǊŜǎ ŦƻǊ ŀ ǳǎŜǊΦ  Lƴ 
this tab are buttons which activate the various forms based on the type of 
situation the user may find himself in.  

¢ƘŜ άwŀƴƎŜŘ !ǘǘŀŎƪέ ōǳǘǘƻƴ ŀŎǘƛǾŀǘŜǎ ǘƘŜ άwŀƴƎŜŘ !ǘǘŀŎƪέ ŦƻǊƳΤ 
inside this form are various information boxes and controls which let the 
user set just how he will perform a ranged attack.  The user can select from a 
medley of weapons and fire modes and types of ammo.  The lists of 
equipment available are based on what is in the inventory, so if no ranged 
weapons are in the inventory, then none appears as viable.  This also applies 
to ammunition types.  Information boxes keep the user informed of his 
ammo count in the magazine, damage power, armor piercing rating, etc.

¢ƘŜ άaŜƭŜŜ !ǘǘŀŎƪέ ŀƴŘ ά¢ƘǊƻǿƛƴƎ !ǘǘŀŎƪέ ōǳǘǘƻƴǎ ǇǊƻǾƛŘŜǎ ŀ 
ŦƻǊƳ ǎƛƳƛƭŀǊ ǘƻ ǘƘŜ άwŀƴƎŜŘ !ǘǘŀŎƪέ ŦƻǊƳΦ  ¢ƘŜȅ ƘŀǾŜ ǾŀǊƛƻǳǎ ƛƴŦƻǊƳŀǘƛƻƴ 
boxes regarding which weapons you can select and their ratings.

¢ƘŜ ά9ȄǇƭƻǎƛǾŜ !ǘǘŀŎƪέ ōǳǘǘƻƴ Ŧƻƭƭƻǿǎ ǘƘŜ ǎŀƳŜ ŦƻǊƳŀǘ ŀǎ ǿŜƭƭΤ 
however it also factors the amount of splash damage which a damage rating 
system based on how far an enemy is from the point of impact.

Cƛƴŀƭƭȅ ǘƘŜ ά!ǊƳƻǊ /ƘŜŎƪέ ōǳǘǘƻƴ ǘŜƭƭǎ ǘƘŜ ǳǎŜǊ ǿƘŀǘ ŀǊƳƻǊ ǘƘŜȅ 
are wearing and how it may be affecting their performance.  Too much 
armor creates an over encumbrance negative dice pool modifier.

Healing and taking damage are also handled in this tab.  Entering 
a positive number to either the stun or health text box will add health/stun 
ōǳǘ ǇǳǘǘƛƴƎ ŀ ƴŜƎŀǘƛǾŜ ƴǳƳōŜǊ ǿƛƭƭ ŎŀǳǎŜ ŘŀƳŀƎŜ ǘƻ ǘƘŜ ǳǎŜǊΩǎ ŎƘŀǊŀŎǘŜǊΦ


