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Compatibility: Requires Shadowrun, Twentieth Anniversary Edition; offers the character statistics,

setting information, and plot points needed for gamemasters to build on the story line introduced in

the Dawn of the Artifacts series. â€¢ Continues the plot strands introduced in the Dawn of the

Artifacts series of adventures. â€¢ Explores the hidden powers of the artifacts gathered in the

previous adventures and shows the effects they are having in the Sixth World, as well as revealing

how they have affected past history. â€¢ Provides a fl exible plot structure that allows players to

follow the parts of the campaign that are most interesting to them; gamemasters may also explore

locations in the Sixth World that they fi nd compelling for a campaign setting. â€¢ Advances the

overall Sixth World plot as the worldâ€™s powers continue to vie with each other for dominance. â€¢

Introduces a new form of campaign book that provides the concrete information gamemasters need

to run a game while also providing fl exibility to design the campaign in a way that suits them.
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I didn't buy any of the Dawn of the Artifacts modules, but I like a good Shadowrun book, so picked it

up when I found a sale.This is a collection of 18 adventure ideas, and as noted in the other review, it

is not a book that you can just run gaming from. It will take a lot of fleshing out to be used, but that

isn't the worse thing as that encourages the GM to put their own spin on things. I do appreciate that

Shadowrun does encourage the GM to decide their own reasons for things happening, but at times

you do wish to know the real reason, heh. There are many NPC stats provided, such as Frosty who

makes a good fixer or opponent.A few examples of ideas:A Time of Frost - a good story about an



old Shadowrunner. I'll have to throw SEATEC Sweetie at my wife. I read on a review, that one of the

developers really likes writing her dialogue.The Phaistos Killer - what would you do for immortality?

Has it been done before?A Tale of Two Princes - Do you really want to steal from Lofwyr?

Excellent book. Version is celebrating 20 years of Shadowrun is the best.Very complete book.

Highly recommend.This supplement Shadowrun comes complete some small details that are

missing in the basic book.The Work of the publisher is impeccable.

I once had a conversation with a developer of books for Shadowrun. I asked him what ever

happened to designing modules that gave stats for character and a plot that was easy to follow that

allowed the GM to run a game without having to design it all himself from scratch. Well when I saw

the dawn of the artifacts series I was pleasantly surprised to see he listened to me. Those books did

just what I needed them to do. Allow me to run a game without having to spend who knows how

long designing it myself. I can open it read it and play it. This book was not along those lines. Once

again we have a source book that is filled with ALOT of words and no substance. Hearsay and

rumors and what ifs and maybes...it is annoying. They dont even tell you what the artifacts actually

do or what powers they have. They hint at them. They also make the ending totally a cliffhanger

where you have no idea what happened why it happened or what is going to happen next. I wish I

had never spent the money on it.But it reminds me not to buy any more sourcebooks.
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