Build your Metatype
In an effort to build a more fantastical world, you can instead choose to base metatypes off of predetermined abilities, creating the varied metatypes in game with different costs, or even giving slight variations to existing types (Such as an Elf with Thermographic instead of Low-Light vision).  Each race will have standard “abilities” represented by metagenic qualities.  These qualities do not count toward the 35 point maximum positive and negative qualities selected during character generation, but instead count as regular items to be purchased with build points.  Where appropriate, I have simply adopted abilities and their values from the books, and those are noted with page references to assist players and gamemasters with using them.

Realize that these rules make selecting a race potentially more time-consuming and complex, due to having to select what you want on your race.  There are predefined races, with predefined abilities.  A simple retooling of the existing core and variant races in Shadowrun to date, if you will.  You will also note that a race may now be more expensive before, given the vast abilities it possesses.  Others, by contrast, may be far less expensive, due to a lack of the “rarity” component, described below.
One component that the SR4 core rules include are a hit or bonus based on the relative rarity of a race in the Shadowrun universe.  This rarity is more a subjective thing, and thus much harder to quantify.  You will however find some rules below that will help you create or lessen that rare effect on a race.
First, the races available and their abilities, then I’ll the abilities themselves with either explanations or page references to those already in existence.  

Basic Races
	BP
	Metatype
	BOD
	AGI
	REA
	STR
	CHA
	INT
	LOG
	WIL
	INI
	EDG
	MAG*

	0
	Human
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	2/12(18)
	2/7(10)
	0/6

	Human Metatype Abilities:  Metagenic Improvement (Edge), Common

	35
	Ork
	4/9(13)
	1/6(9)
	1/6(9)
	3/8(12)
	1/5(7)
	1/6(9)
	1/6(9)
	1/5(7)
	2/12(18)
	1/6(9)
	0/6

	Ork Metatype Abilities:  Metagenic Improvement (Bodyx3, Strx2), Metagenic Deficiency (Cha, Log), Low Light Vision

	35
	Elf
	1/6(9)
	2/7(10)
	1/6(9)
	1/6(9)
	3/8(12)
	1/6(9)
	1/6(9)
	1/6(9)
	2/12(18)
	1/6(9)
	0/6

	Elf Metatype Abilities:  Metagenic Improvement (Agi, Chax2), Low-light Vision

	50
	Troll
	5/10(15)
	1/5(7)
	1/6(9)
	5/10(15)
	1/4(6)
	1/5(7)
	1/5(7)
	1/6(9)
	2/11(16)
	1/6(9)
	0/6

	Troll Metatype Abilities:  Metagenic Improvement (Bodx4, Strx4), Metagenic Deficiency (Agi, Chax2, Int, Log), Thermographic Vision, Dermal armor (1) , Improved Reach

	55
	Dwarf
	2/7(10)
	1/6(9)
	1/5(7)
	3/8(12)
	1/6(9)
	1/6(9)
	1/6(9)
	2/7(10)
	2/12(18)
	1/6(9)
	0/6

	Dwarf Metatype Abilities:  Metagenic Improvement (Body, Strx2, Will), Metagenic Deficiency (Rea), Thermographic Vision, Resistance to Pathogens/Toxins (2)


*Note:  Any non-magical creature will start with a magic rating of 0, unless they buy an appropriate magical quality granting them their first point.  Magical creatures start with a base 1 point which can be raised normally.  They do not get the bonus magic point from magical qualities, as it’s already included in the cost of the creature.

Metavariants

The Metavariant races all begin with the same basic stats as the basic race they’re spawned from, though there can be some difference as to the actual abilities possessed by the metavariant in question.

	BP
	Metatype
	BOD
	AGI
	REA
	STR
	CHA
	INT
	LOG
	WIL
	INI
	EDG
	MAG*

	20
	Nartaki
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	2/12(18)
	2/7(10)
	0/6

	Nartaki Metatype Abilities: Shiva Arms, Striking Skin Pigmentation, Metagenic Improvement (Edge)

	55
	Harumen
	2/7(10)
	2/7(10)
	1/5(7)
	3/8(12)
	1/6(9)
	1/6(9)
	1/6(9)
	2/7(10)
	2/12(18)
	1/6(9)
	0/6

	Harumen Metatype Abilities: Metagenic Improvement (Body, Strx2, Will, Agi), Metagenic Deficiency (Rea), Low-Light Vision, Monkey Paws, Prehensile Tail, Unusual Hair (Body Hair)

	55
	Koborokuru
	2/7(10)
	1/6(9)
	1/5(7)
	3/8(12)
	1/6(9)
	1/6(9)
	1/6(9)
	2/7(10)
	2/12(18)
	1/6(9)
	0/6

	Koborokuru Metatype Abilities: Metagenic Improvement (Body, Strx2, Will), Metagenic Deficiency (Rea), Thermographic Vision, Celerity, Resistance to Pathogens/Toxins (2), Unusual Hair

	60
	Gnome
	2/7(10)
	1/6(9)
	1/5(7)
	3/8(12)
	1/6(9)
	1/6(9)
	1/6(9)
	2/7(10)
	2/12(18)
	1/6(9)
	0/6

	Gnome Metatype Abilities: Metagenic Improvement (Body, Strx2, Will), Metagenic Deficiency (Rea), Thermographic Vision, Arcane Arrester, Neoteny

	60
	Menehune
	2/7(10)
	1/6(9)
	1/5(7)
	3/8(12)
	1/6(9)
	1/6(9)
	1/6(9)
	2/7(10)
	2/12(18)
	1/6(9)
	0/6

	Menehune Metatype Abilities: Metagenic Improvement (Body, Strx2, Will), Metagenic Deficiency (Rea), Thermographic Vision, Resistance to Pathogens/Toxins (2), Underwater Vision

	15
	Night One
	1/6(9)
	2/7(10)
	1/6(9)
	1/6(9)
	3/8(12)
	1/6(9)
	1/6(9)
	1/6(9)
	2/12(18)
	1/6(9)
	0/6

	Night One Metatype Abilities:  Metagenic Improvement (Agi, Chax2), Low-light Vision, Allergy (Sunlight, Mild), Keen-eared, Nocturnal, Unusual Hair (Colored fur)

	20
	Xapiri Thëpë
	1/6(9)
	2/7(10)
	1/6(9)
	1/6(9)
	3/8(12)
	1/6(9)
	1/6(9)
	1/6(9)
	2/12(18)
	1/6(9)
	0/6

	Xapiri Thëpë Metatype Abilities:  Allergy (choose pollutant, Mild), Allergy(choose 2nd pollutant, Mild), Low Light Vision, Photometabolism. 

	40
	Dryad
	1/6(9)
	2/7(10)
	1/6(9)
	1/6(9)
	3/8(12)
	1/6(9)
	1/6(9)
	1/6(9)
	2/12(18)
	1/6(9)
	0/6

	Dryad Metatype Abilities:  Metagenic Improvement (Agi, Chax2), Low-light Vision, Glamour, Symbiosis

	45
	Wakyambi
	1/6(9)
	2/7(10)
	1/6(9)
	1/6(9)
	3/8(12)
	1/6(9)
	1/6(9)
	1/6(9)
	2/12(18)
	1/6(9)
	0/6

	Wakyambi Metatype Abilities:  Metagenic Improvement (Agi, Chax2), Low-light Vision, Celerity, Elongated Limbs

	30
	Hobgoblin
	4/9(13)
	1/6(9)
	1/6(9)
	3/8(12)
	1/5(7)
	1/6(9)
	1/6(9)
	1/5(7)
	2/12(18)
	1/6(9)
	0/6

	Hobgoblin Metatype Abilities:  Metagenic Improvement (Bodyx3, Strx2), Metagenic Deficiency (Cha, Log), Low Light Vision, Fangs, Poor Self Control: Vindictive

	30
	Oni
	4/9(13)
	1/6(9)
	1/6(9)
	3/8(12)
	1/5(7)
	1/6(9)
	1/6(9)
	1/5(7)
	2/12(18)
	1/6(9)
	0/6

	Oni Metatype Abilities:  Metagenic Improvement (Bodyx3, Strx2), Metagenic Deficiency (Cha, Log), Low Light Vision, Striking Skin Pigmentation

	40
	Ogre
	4/9(13)
	1/6(9)
	1/6(9)
	3/8(12)
	1/5(7)
	1/6(9)
	1/6(9)
	1/5(7)
	2/12(18)
	1/6(9)
	0/6

	Ogre Metatype Abilities:  Metagenic Improvement (Bodyx3, Strx2), Metagenic Deficiency (Cha, Log), Low Light Vision, Ogre Stomach

	45
	Satyr
	4/9(13)
	1/6(9)
	1/6(9)
	3/8(12)
	1/5(7)
	1/6(9)
	1/6(9)
	1/5(7)
	2/12(18)
	1/6(9)
	0/6

	Satyr Metatype Abilities:  Metagenic Improvement (Bodyx3, Strx2), Metagenic Deficiency (Cha, Log), Low Light Vision, Satyr Legs

	40
	Cyclops
	5/10(15)
	1/5(7)
	1/6(9)
	6/11(16)
	1/4(6)
	1/5(7)
	1/5(7)
	1/6(9)
	2/11(16)
	1/6(9)
	0/6

	Cyclops Metatype Abilities:  Metagenic Improvement (Bodx4, Strx5), Metagenic Deficiency (Agi, Chax2, Int, Log), Improved Reach, Cyclopean Eye

	50
	Giant
	5/10(15)
	1/5(7)
	1/6(9)
	5/10(15)
	1/4(6)
	1/5(7)
	1/5(7)
	1/6(9)
	2/11(16)
	1/6(9)
	0/6

	Troll Metatype Abilities:  Metagenic Improvement (Bodx4, Strx4), Metagenic Deficiency (Agi, Chax2, Int, Log), Thermographic Vision, Dermal Alteration (Bark) , Improved Reach

	55
	Minotaur
	6/11(16)
	1/5(7)
	1/6(9)
	5/10(15)
	1/4(6)
	1/5(7)
	1/5(7)
	1/6(9)
	2/11(16)
	1/6(9)
	0/6

	Troll Metatype Abilities:  Metagenic Improvement (Bodx5, Strx4), Metagenic Deficiency (Agi, Chax2, Int, Log), Thermographic Vision, Improved Reach, Goring Horns

	75
	Fomori
	6/11(16)
	1/5(7)
	1/6(9)
	5/10(15)
	1/4(6)
	1/5(7)
	1/5(7)
	1/6(9)
	2/11(16)
	1/6(9)
	0/6

	Troll Metatype Abilities:  Metagenic Improvement (Bodx5, Strx4), Metagenic Deficiency (Agi, Chax2, Int, Log), Thermographic Vision, Improved Reach, Arcane Arrester


Changed Characters
Drakes

Because of their unique abilities and traits, drakes can vary widely.  As an option, you can alter the price of the drake based on the resultant emergence of the drake form.  Not all forms are equal, so why should they have equal costs, after all?  Constructive Criticism is requested for improvements here.  You will note that Drakes are HORRIBLY expensive now, because of all the abilities their form grants them.  I may cut these costs in half due to the bonuses only applying in the actual Drake form.  Here is the breakdown of what every base Drake comes with:

Base Drake form

Cost  125 BP

Magical Creature, Dual Natured, Elemental Attack, Enhanced Senses (Hearing, Low-Light Vision, Smell, Thermographic Sense), Hardened Armor (4), Mystic Armor (4), Natural Weapon (Claws, Teeth)

The forms below include the above cost in their values.

	BP
	Metatype
	BOD
	AGI
	REA
	STR
	CHA
	INT
	LOG
	WIL
	INI
	EDG
	MAG*

	150
	Sea
	3/8(12)
	1/6(9)
	1/6(9)
	3/8(12)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	2/12(18)
	1/6(9)
	1/6

	Sea Drake Abilities:  Magical Creature, Dual Natured, Elemental Attack, Enhanced Senses (Hearing, Low-Light Vision, Smell, Thermographic Sense), Hardened Armor (4), Mystic Armor (4), Natural Weapon (Claws, Teeth), Metagenic Improvement (Bodx2, Strx2), Gills (Internal)

	155
	Oriental
	3/8(12)
	3/8(12)
	1/6(9)
	3/8(12)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	2/12(18)
	1/6(9)
	1/6

	Oriental Drake Abilities:  Magical Creature, Dual Natured, Elemental Attack, Enhanced Senses (Hearing, Low-Light Vision, Smell, Thermographic Sense), Hardened Armor (4), Mystic Armor (4), Natural Weapon (Claws, Teeth), Metagenic Improvement (Agix2, Bodx2, Strx2)

	160
	Feathered
	3/8(12)
	3/8(12)
	3/8(12)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	4/14(21)
	1/6(9)
	1/6

	Feathered Drake Abilities:  Magical Creature, Dual Natured, Elemental Attack, Enhanced Senses (Hearing, Low-Light Vision, Smell, Thermographic Sense), Hardened Armor (4), Mystic Armor (4), Natural Weapon (Claws, Teeth, Stinger), Metagenic Improvement (Agix2, Bodx2, Reax2), No Front Legs, Wings, Venom (stinger)

	180
	Common
	5/10(15)
	1/6(9)
	1/6(9)
	6/11(16)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	2/12(18)
	1/6(9)
	1/6

	Common Drake Abilities:  Dual Natured, Elemental Attack, Enhanced Senses (Hearing, Low-Light Vision, Smell, Thermographic Sense), Hardened Armor (4), Mystic Armor (4), Natural Weapon (Claws, Teeth), Metagenic Improvement (Bodyx4, Strx5), Improved Reach, Wings, Magical Creature, Common


The Infected

These poor sods have been infected with HMHVV and as a result have gained some benefits and problems.  All abilities listed are in addition to any listed abilities for the base metatype.  The Infected Quality for the type below does not count against the maximum positive or negative qualities for a character during character generation.
	BP
	Metatype
	BOD
	AGI
	REA
	STR
	CHA
	INT
	LOG
	WIL
	INI
	EDG
	MAG**

	10
	Loup-Garou
	N+1
	N
	N
	N+4
	N-2
	N
	N-1
	N+1
	N
	N
	N or 1

	Loup-Garou Abilities:  Magical Creature, Dual Natured, Metagenic Improvement (Bod, Strx4, Wil), Rare, Metagenic Deficiency (Chax2, Log), Allergy (Aconite, Moderate), Allergy (Horseradish, Moderate), Allergy (Sunlight, Moderate), Dietary Requirement (Metahuman Flesh) 

	20
	Bandersnatch
	N
	N
	N
	N
	N-2
	N
	N-1
	N+2
	N
	N
	N or 1

	Bandersnatch Abilities:  Magical Creature, Dual Natured, Metagenic Improvement (Wilx2), Metagenic Deficiency (Chax2, Log), Adaptive Coloration, Rare, Dietary Requirement (Sasquatch Flesh)

	35
	Fomóraig
	N+3
	N
	N+1
	N+3
	N-2
	N
	N
	N+1
	N+1
	N
	N or 1

	Fomóraig Abilities:  Magical Creature, Metagenic Improvement (Bodx3, Rea, Strx2, Wil), Corrosive Secretions, Magical Guard (Self only), Natural Weapons (Claws, Teeth), Metagenic Deficiency (Chax2), Allergy (Air Pollution, Moderate), Allergy (Sunlight, Mild), and Dietary Requirement (Metahuman Flesh)

	90
	Ghoul
	N+4
	N
	N+2
	N+3
	N-2
	N
	N-1
	N+2
	N+2
	N
	N or 1

	Ghoul Abilities:  Magical Creature, Dual Natured, Enhanced Senses (Hearing, Smell), Natural Weapon (Claws), Metagenic Improvement (Bodx4, Reax3, Strx3, Wilx2), Metagenic Deficiency (Chax2, Log), Allergy (Sunlight, Mild), Dietary Requirement (Metahuman Flesh), Reduced Sense (Blind)+

	100
	Banshee
	N
	N
	N
	N
	N
	N+1
	N
	N+1
	N+1*
	N
	N or 1

	Banshee Abilities:  Magical Creature, Enhanced Senses (Hearing, Smell), Metagenic Improvement (Int, Wil), Essence Drain, Fear, Immunity (Age, Pathogens, Toxins), Infection, Mist Form, Natural Weapon (Teeth), Regeneration, Increased Reflexes, Allergy (Sunlight, Moderate), Dietary Requirement (Metahuman Blood), Essence Loss, Vulnerability (Silver), Vulnerability (Wood) 

	105
	Goblin
	N+1
	N
	N+1
	N+1
	N-2
	N
	N-2
	N+2
	N+1*
	N
	N or 1

	Goblin Abilities:  Magical Creature, Enhanced Senses (Smell, Taste), Metagenic Improvement (Bod, Rea, Str, Wilx2), Essence Drain, Immunity (Fire Damage), Infection, Natural Weapons (Claws), Regeneration, Increased Reflexes, Metagenic Deficiency (Chax2, Logx2), Allergy (Sunlight, Mild)

	110
	Wendigo
	N
	N-1
	N
	N
	N+1
	N
	N
	N
	N*
	N
	N or 1

	Wendigo Abilities:  Magical Creature, Magician, Enhanced Senses (Hearing, Smell, Vision Magnification (1)), Metagenic Improvement (Cha), Essence Drain, Fear, Immunity (Age, Pathogens, Toxins), Infection, Influence, Natural Weapons (Claws, Teeth), Regeneration, Increased Reflexes, Metagenic Deficiency (Agi), Allergy (Ferrous Metals, Moderate), Allergy (Sunlight, Moderate), Dietary Requirement (Metahuman Flesh), Essence Loss

	110
	Dzoo-Noo-Qua
	N+2
	N
	N+2
	N+1
	N-1
	N
	N
	N+1
	N+2*
	N
	N or 1

	Dzoo-Noo-Qua Abilities:  Magical Creature, Metagenic Improvement (Bodx2, Reax2, Str, Wil), Essence Drain, Infection, Magical Guard (Self Only), Natural Weapon (Claws, Teeth), Regeneration, Increased Reflexes, Metagenic Deficiency (Cha), Allergy (Sunlight, Mild), Dietary Requirement (Metahuman Flesh), Essence Loss

	165
	Vampire
	N
	N+2
	N+2
	N
	N+2
	N+1
	N
	N+1
	N+3*
	N
	N or 1

	Vampire Abilities:  Magical Creature, Enhanced Senses (Hearing, Smell, Thermographic Vision), Metagenic Improvement (Agix2, Reax2, Chax2, Int, Will), Essence Drain, Immunity (Age, Pathogens, Toxins), Infection, Mist Form, Natural Weapon (Teeth), Regeneration, Increased Reflexes, Allergy (Sunlight, Moderate), Allergy (Wood, Severe), Dietary Requirement (Metahuman Blood), Essence Loss, Induced Dormacy (Lack of Air)

	220
	Nosferatu
	N+1
	N+1
	N+1
	N+1
	N+2
	N+2
	N+2
	N+2
	N+3*
	N
	N or 1

	Nosferatu Abilities:  Magical Creature, Enhanced Senses (Hearing, Low-Light Vision, Thermographic Vision), Metagenic Improvement (Bod, Agi, Rea, Str, Chax2, Intx2, Logx2, Wilx2), Essence Drain, Fear, Immunity (Age, Pathogens, Toxins), Infection, Influence, Natural Weapon (Teeth), Regeneration, Increased Reflexes, Allergy (Sunlight, Severe), Dietary Requirement (Metahuman Blood), Essence Loss (Every 6 months)


N = Natural minimum, maximum and augmented maximum attribute; the adjusted minimum is never less than 1
* = +1 IP; this is not cumulative with any other form of IP augmentation; only the highest number of IPs apply

** Magic rating of an infected character is either 1 or the original character’s natural rating, whichever is higher.

+ If a ghoul buys off the blind flaw with cybereyes, they must spend the karma to remove the flaw as well

Critter Characters

Sapient Critters

Some creatures are not of the normal stock humanoid variety.  Below are the Sapient Critter stats and abilities.  The Sapience power is free to all sapient critters.
	BP
	Metatype
	BOD
	AGI
	REA
	STR
	CHA
	INT
	LOG
	WIL
	INI
	EDG
	MAG

	10
	Centaur
	2/7(10)
	1/6(9)
	1/6(9)
	2/7(10)
	1/6(9)
	1/5(7)
	1/5(7)
	1/6(9)
	2/11(16)
	1/5(7)
	1/6

	Centaur Abilities:  Magical Creature, Enhanced Senses (Low-Light Vision, Thermographic Vision), Metagenic Improvement (Bod, Str), Magic Sense, Natural Weapon (Kick), Sapience, Search, Metagenic Deficiency (Int, Log, Edge), Uneducated, Uncouth

	35
	Pixie
	1/3 (5)
	3/8(12)
	3/8(12)
	1/3(5)
	3/8(12)
	2/7(10)
	2/7(10)
	3/8(12)
	5/15(22)
	2/7(10)
	1/6

	Pixie Abilities:  Magical Creature, Enhanced Senses (Astral Perception), Metagenic Improvement (Agix2, Reax2, Chax2, Int, Log, Willx2, Edge), Concealment (Self Only), Sapience, Metagenic Deficiency (Bodx3, Strx3), Vanishing, Uneducated

	55
	Naga
	3/8(12)
	1/4(6)
	2/7(9)
	4/9(13)
	2/7(10)
	1/6(9)
	1/6(9)
	2/7(10)
	4/14(19)
	1/5(7)
	1/6

	Naga Abilities:  Magical Creature, Armor (2/3), Dual natured, Metagenic Improvement (Bodx2, Rea, Strx3, Cha, Will), Guard, Natural Weapon (Bite), Sapience, Venom, Metagenic Deficiency (Agix2), No Arms, No Legs, Uneducated

	95
	Sasquatch
	6/11(16)
	1/6(9)
	1/6(9)
	5/10(15)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	2/12(18)
	1/5(7)
	1/6

	Sasquatch Abilities:  Magical Creature, Dual Natured, Metagenic Improvement (Bodx5, Strx4), Mimicry, Sapience, Uneducated


Shifters

The shifters start as an animal and can assume a (meta)human form at will.  They possess the Shift power, but unlike Drakes, their attributes are the same in both forms.

	BP
	Metatype
	BOD
	AGI
	REA
	STR
	CHA
	INT
	LOG
	WIL
	INI
	EDG
	MAG

	30
	Fox
	1/5(7)
	2/7(10)
	2/7(10)
	1/4(6)
	1/6(9)
	2/7(10)
	1/6(9)
	1/6(9)
	4/14(20)
	1/6(9)
	1/6

	Fox Abilities:  Shift (Human), Magical Creature, Dual Natured, Enhanced Senses (Hearing, Low-Light Vision, Smell, Taste), Metagenic Improvement (Agi, Rea, Int), Natural Weapon (Bite), Sapience, Metagenic Deficiency (Bod, Strx2), Allergy (Silver, Severe), Vulnerability (Silver)

	30
	Wolf
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	2/12(18)
	1/6(9)
	1/6

	Centaur Abilities:  Shift (Human), Magical Creature, Dual Natured, Enhanced Senses (Hearing, Low-Light Vision, Smell, Taste), Natural Weapon (Bite), Sapience, Allergy (Silver, Severe), Vulnerability (Silver)

	10
	Eagle
	1/6(9)
	1/6(9)
	1/6(9)
	1/6(9)
	2/7(10)
	1/6(9)
	1/6(9)
	2/7(10)
	2/11(16)
	1/5(7)
	1/6

	Centaur Abilities:  Shift (Human), Magical Creature, Dual Natured, Enhanced Senses (), Metagenic Improvement (), Natural Weapon (), Sapience, Metagenic Deficiency(), Allergy (Silver, Severe), Vulnerability (Silver)

	10
	Fox
	2/7(10)
	1/6(9)
	1/6(9)
	2/7(10)
	1/6(9)
	1/5(7)
	1/5(7)
	1/6(9)
	2/11(16)
	1/5(7)
	1/6

	Centaur Abilities:  Shift (Human), Magical Creature, Dual Natured, Enhanced Senses (), Metagenic Improvement (), Natural Weapon (), Sapience, Metagenic Deficiency(), Allergy (Silver, Severe), Vulnerability (Silver)

	10
	Fox
	2/7(10)
	1/6(9)
	1/6(9)
	2/7(10)
	1/6(9)
	1/5(7)
	1/5(7)
	1/6(9)
	2/11(16)
	1/5(7)
	1/6

	Centaur Abilities:  Shift (Human), Magical Creature, Dual Natured, Enhanced Senses (), Metagenic Improvement (), Natural Weapon (), Sapience, Metagenic Deficiency(), Allergy (Silver, Severe), Vulnerability (Silver)

	10
	Fox
	2/7(10)
	1/6(9)
	1/6(9)
	2/7(10)
	1/6(9)
	1/5(7)
	1/5(7)
	1/6(9)
	2/11(16)
	1/5(7)
	1/6

	Centaur Abilities:  Shift (Human), Magical Creature, Dual Natured, Enhanced Senses (), Metagenic Improvement (), Natural Weapon (), Sapience, Metagenic Deficiency(), Allergy (Silver, Severe), Vulnerability (Silver)

	10
	Fox
	2/7(10)
	1/6(9)
	1/6(9)
	2/7(10)
	1/6(9)
	1/5(7)
	1/5(7)
	1/6(9)
	2/11(16)
	1/5(7)
	1/6

	Centaur Abilities:  Magical Creature, Dual Natured, Enhanced Senses (), Metagenic Improvement (), Natural Weapon (), Sapience, Metagenic Deficiency(), Allergy (Silver, Severe), Vulnerability (Silver)


New Qualities

With this version of racial generation, Metagenic qualities of all types are now available to any and all metatypes, including humans, as well as any manner of changed metahuman or critter, such as Changelings, Drakes, and Sapient Critters.  This method of racial generation has introduced several new qualities.

New Positive Qualities

Adaptive Coloration

Cost: 15 BP

     As the critter power, (RC, pg 85)
Corrosive Secretions

Cost: 5 BP

     As per the critter power, (RC, pg 85)
Dual Natured

Cost: 10 BP
     The character is now a dual natured creature.  Refer to SR4, PG 287 for details.  This cost is reduced to 5 BP if you possess the Magical Creature quality
Elemental Attack

Cost: 15 BP, 10 BP for Drake characters
     See SR pg 287 for description.  This ability is almost exclusively seen on Drake characters, and manifests as a fire attack.  Optionally, the GM may allow the character to choose the type of elemental attack at character creation.  You must possess a Magic Attribute greater than 0 to use take and continue to use this ability. This quality requires the Magical Creature quality.
Enhanced Senses (Type)

Cost: 5 per sense

     You are gifted with an extra or enhanced sense above the normal.  This is identical to the critter power Enhanced Senses (SR4, pg 288).  This quality may be taken multiple times, each time applying to a different sense.

Essence Drain

Cost: 10 BP

     As the critter power. (SR4, pg 288).  This quality requires the Magical Creature quality.
Fear

Cost: 10 BP

     As the critter power (SR4, pg 288). This quality requires the Magical Creature quality.

Hardened Armor

Cost: 15 BP/level (Max 4), 10 BP for Drake characters)
     You have an especially tough hide, and have gained the same benefits as the Hardened Armor critter power (SR4, pg 288).

Immunity (Type)

Cost:  10 BP/type

     For some reason, you are able to withstand certain things in their entirety.  Examples include Pathogens, Fire, Age, and the like.  This quality requires the Magical Creature quality.

Improved Reach

Cost: 5 BP

     Due to their large size, or possibly their longer limbs, the character has a reach advantage when interacting with anything, including melee combat.  As such the character now has a +1 reach modifier.

Increased Reflexes

Cost: 10 BP

     You are naturally faster than the average being, and as such gain an extra initiative pass.  This is not cumulative with any other form of IP augmentations.  This ability requires you to possess the Magical Creature quality.

Infection

Cost: 5 BP

     You have the ability to pass on the virus you carry in your body.  This quality can only be taken by Infected characters.

Magical Creature

Cost: 5 BP

     Most awakened critters can tap into the ambient mana of the world, and you are no different.  This grants the character a base Magic attribute of 1, which can be raised normally through build points in character generation, or karma during character advancement.  Some natural abilities require a magic rating to function, and will require this ability as a prerequisite.
Magical Guard

Cost: 5 or 10 BP

     As the power Magical Guard (SM, pg 101).  For 5 BP, you can only affect yourself.  For 10 BP, you can affect others as well.  This quality requires the Magical Creature quality.

Metagenic Improvement (Attribute)

Cost: 10 BP/level or less
    This is similar to the metagenic quality listed on pg 114 of Runners Companion.  The cost has been lowered (to keep races basically the same cost as they were in the original sourcebooks) and it has now been made a quality that can be taken multiple times per attribute.  Understandably, this can make a race very expensive, should you select this quality multiple times.  The cost of this ability is further reduced to 5 BP/level if you only gain benefits in one form (such as a Drake character).
Mist Form

Cost: 15 BP

     As the critter power (SR4, pg 289)

Mystic Armor

Cost: 15 BP/level (Max 4), 10 BP/Level for Drakes
     Your astral form is especially durable, giving you the same benefit as the Mystic Armor critter power (SR4, pg 289).  Because Drakes can only access this in one form, they get a reduced cost on it.  This quality requires the Magical Creature quality.
Natural Weapon (Type)

Cost: 5 BP per type

     You have been granted natural weapons through evolution.  These could be claws, sharp teeth, a tail stinger, or other adaptations.  Each time this quality is selected, determine the type of natural weapon you possess.  If you choose claws, you may select this twice to make your claws retractable like a cat.

Rare

Cost: 10 BP

     You are of a rare or unknown species, and as such, people don’t really know what to expect from you.  It may be easier to fool those who are unaware of your abilities.  At GM discretion, this could provide a bonus to intimidation or con checks when trying to convince someone of your capabilities.

Regeneration

Cost: 40 BP

     Per the critter power (SR4, pg 290)

Shift (Form)

Cost: Varies

     You can assume another form from your natural one.  Examples of this are a drake character being able to assume their dracoform, or a wolf shapeshifter being able to assume a metahuman form.  The cost will vary based on the type of shift you are performing.  A character may only have this quality once.  This quality requires the Magical Creature quality.
Shift (Human): 20 BP  You can assume a Human form.  This cost is included in the cost of a shapeshifter metatype.
Shift (Drake): See Drakes table for cost.  This power is included in the cost of the Drake quality.

Shift (Metahuman/Metavariant): Racial BP cost + 10 BP.  This allows you to assume the form of another type of metahuman, instead of just plain human.  If you do not already possess them, you gain the abilities of the metahuman or metavariant in question.  Metagentic Improvements and Metagenic deficiencies are not cumulative, and you simply select the highest of the values available with the following exception.  If the base and shifted forms of the being have conflicting Improvements and Deficiencies, add them together and take the new value as an Improvement or Deficiency, depending on the final result.

Example: Arthur wishes to make a Fox Shapeshifter that shifts into a Dwarf instead of a human.  He pays the appropriate build point costs, and figures out his base stats.  The Dwarf has an improvement to Body and Willpower, and two to Strength but suffers a penalty on Reaction.  The fox shifter takes a hit on Body and two on Strength, but gains benefits in Agility, Reaction and Intuition.  Because the hit and benefit from Body, Strength and Reaction balance out, they are all reset to the human standard of 1/6(9).  The final stats still retain the Metagenic Improvements to Agility, Reaction, Intuition and Willpower.

Venom

Cost: 5 BP

    As the critter power Venom (SR4, pg 290).  This requires a method of injecting the venom, either through fangs or a stinger.

Wings

Cost: 5 or 10 BP

     The character possesses wings sprouting from the back near the shoulder blades.  They can be leathery like a bat, feathered like a bird, or any other reasonable description. For 5 points, these wings are barely functional, and allow a character the ability to glide for short distances.  For 10 points, the wings are fully functional and will allow you flight for some time.  To use this flight ability, a character must invest in the Flight skill (RC, Pg 88)

New Negative Qualities

Common

Bonus: 10 BP

     You are part of an exceptionally common race or variation for your metatype, and as such, everyone knows precisely what you are and what your capabilities are.  While this trait is almost exclusive to Humans, it can also appear on other races, based on their location and the game setting.  For example, with GM approval, this quality could be taken on an Oni in Japan, or a Fomori in the British Isles.

Dietary Requirement

Bonus: 5BP

     The opposite of Ogre Stomach, this quality restricts what you can ingest to a single substance.  Examples include metahuman flesh, blood or similar types of limitations.

Essence Loss

Bonus: 10 BP

     As the critter weakness (SR4, pg 291).  This ability only grants a 5 BP bonus for a Nosferatu character.

Induced Dormancy (Cause)

Bonus: 20 BP per cause

     As per the critter weakness, (RC, pg 85)  

Inferior Reach

Bonus: 5 or 10 BP

     Due to your smaller stature or shorter limbs, you have a shorter reach than most other people.  If this applies in all your forms (or if you only have 1 form), then this is a 10 BP quality.  If this only applies in one of your forms (such as a fox shifter) then it is a 5 BP quality.

Metagenic Deficiency (Attribute)
Bonus: 10 BP/level

     This is the inverse to Metagenic Improvement.  For whatever reason, the character is predisposed to having a weaker attribute than normal.  This may be taken multiple times per attribute, and each time it reduces the maximum and minimum values of an attribute by 1, to a minimum of 1.  This penalty is reduce to 5 BP per level if you only suffer the penalty in one form.
No arms/Front Legs

Bonus: 20 BP, 15 BP for a Feathered Drake character
     For whatever reason, you lack arms or front legs.  As a result, you cannot perform any activity that would require the manual dexterity of hands.  Your body does not possess the appropriate nerve clusters, brain functions or muscle groups to make an arm work, and as such, this cannot be counteracted with the simple attachment of a cyber arm or cybertorso.  If a character wishes to undergo extensive cybersurgery to resolve this, they must buy off this flaw with karma equal to twice its build point cost as well as spending an additional 1 point of essence if they are just getting cyberarms, or 0.5 essence if they are also replacing their torso.  Due to the augmentation limitations of Drake characters, the Feathered Drake is unable to buy off this flaw regardless, but only gets a bonus of 15 BP due to it only restricting one form.
Reduced Sense (Type)

Bonus: 5 or 10 BP

    One of your senses is damaged or underdeveloped.  For 5 BP, your senses are just dampened, causing a -2 die penalty when using that sense for Perception Tests or any other test requiring that sense.  For 10 BP, the sense fails you completely, such as being blind or deaf.  Unless stated otherwise, this cannot be corrected through augmentation or corrective surgery.
