HACK‘N'RUN  ©
r THE JOB
Getting into the mainframe room was the easy part and now you have to hack

into it. This would have been a piece of cake too if yui: hadn’t triggered the alarm
on floor 47..

Difficulty: Advanced (at least 5 points per runner in upgrades) Players: 2-4

"
MISSION GOAL

Your team will attempt to complete two Scenes: :
In the first Scene the Decker in your team willlhave to hack into the Mainframe
while the rest of the team needs to defeat all Ubstacles

In the second Scene you need to escape the curpurate facility with the dnwnluaded
data.

OBSTACLES & CROSSFIRE 2oy {T W]
Nk |

- -l

|

At the start of the first Scene place the Mainframe card faclng the Decker roleliThen

flip Normal obstacles and place the first flipped obstacle facing the runnerwhose

role color matches the obstacles's color. Distribute the rest clockwise. The first

round begins with the Decker. The other runners can't attack the Mainframe in their F:

turn, but can assist the Decker in his turn. - = .
-r

The hacking sequence shows the order and damange that need to be done to The

Mainframe. Once you complete all 4 steps of the hacking sequence thus defeating

The Mainframe) AND defeat all obstacles Scene 1ends. For every round you haven't

cleared at least one step in the hacking sequence The Mainframe deals damage

equal to the Crossfire level +1to ALL runners. g '

You're in! 753
Booting main drive...

Bypassing security algorithm... , _
Downloading data... T W i
13%... 40%... 67%... 85%... 100% LI i

It's time to run! . :




i HACK ‘N’ RUN @

At the start of the second Scene construct a Hard Obstacles deck from the following
cards: 43, 46, 48, 55, 61, 67, 68, 70, 71, 74. flip obstacles-from the Hard Obstacles

deck equal to the Crossfire level + the number of runners. Place the first Obstacle
facing the Decker and the rest in clockwise order. The Scene ends when thereareno
Obstacles facing any runner.

ENDING A SCENE

At the end of a turn, if there are no obstaclesiin play, each runner heals 1HP and the
starting runner removes the Crossfire event fram pla*,r (it goes to the bottomof thE
Crossfire deck instead of the discard). Then, 5tartm§1w1th the runner to the leftiof
the runner who defeated the last obstacle, each ruﬁ‘ﬁer, in order, can buy onelG:
from the Black Market. This Scene ends aﬁerthe‘é'last runner buys a card or passes.
Play continues in the next Scene with the runnerwho had the first choice to bl.l“‘l,l’ a
card. After the second Scene, the team wins the Mission! sy |

A_@....‘

PLAYING WITH FEWER THAN FOUR RUNNERS

If there are only 3 runners, do not flip a Crossfire card at the start of the first round. 0
If there are only 2 runners, do not flip a Crossfire cardat the start of the first or 4
second rounds. — ==

ST
KARMA AWARDS

[If the team wins: +3 Karma for each runner :
If the team aborts successfuly: +1 Karma for each runner

KARMA SCALING

? '.:.3 .
KARMA IN UPGRADES Aﬁ‘i;ﬁﬁDIPENALW" % ,
0-10 Full Karma award
1-30 -1 Karma penalty, - Taha)
31-50 -2 Karmap penalt\k
51-75 -3 Karma penait'._.r

Each additional +25 Adti_ltlnnal -1 penalty
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To determine 3 flip the hDﬂDmEdrd of the Black Marl:Et =
decks,=equals the type ufthat card. Discard that card.

OPTIONAL:
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@ cards frum the B!ackﬂarket cust +1 untill the end of thE game
Reveal the top Normal and Hard Obstacles. You may discard any of them.
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Difficutty: EnJrry Ploy with DemoKKit (Ru%r?ers wrrh (D Karmo only)
PlclyersW 25—4 . E

MISSION GOAL

(o | } per = |
e rnq'rr’!“rrlf'ﬂ

HE Tuge gue &

You@am wil o"rh’remp’rfro,overceme obsfoclgs,whlle nqwgq’rlng ’rhelr

‘

P

MISSION SET UP " T ‘

b T -1 =0
Each plqyer selects arole dnd chdrqc’rer card. The players decide
clmongs’r ’rhemselves who WI|| be the s’rcr’rlng runner. Thenflipupone |

—

. DIS'|TIbU‘|'e the rest clcackws'é Nex’r draw a Crossfire card cnd plc:ce |’r/""“""
race up in play. Follow the normal rules for Crossfire cards. ‘?

‘ s — "‘U’”“
(@8 CATCH YOUR BREATH il —
\ % .
v | When there are no. obs’rqcles in play, finish the current tum. Then remove
the current Crossfire even’r From play (put it on the bottom of the
Crossfire deck), and eqch runner heals THP. Finally, each runner may buy 1
card from the quck Mque’r

~ =y

ONCE MORE WITH FEELING o
Al Affer catching your breq’rh Fllp up obstacles equal to the number of
runners plus one. First: flipUp ¢ obstacles from the Hard Obstacle deck
\equql to the number of cqrds in the Crossfire discard. Then if you stil .
heed more obstacles, flip'c obs’rqcles from the Normal Obstacle deck For '
theremainder. ™ | ég" ~=
Place the first flipped obs’racle facing the runnen.whose role.color,

mq’rches the obstacle’s coIori Distribute the res’r&lockw&g» 3\‘

Ny




WINNING THE MISSION :

oF obs’rocles ond Ieors bo’rh bTo
I
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A = llaF . "
PLAYING WITH FEWER THAN FOUR RUNNERS
N = g | ~
IF ’rhere.ore-Fewen’rhon Four runners some oF..’rhe runners WI|| ’roke

morgqrnon onexrole Ina 3—p|oyer gome o:oF “the runners will take

’rwo’ro! les InG 2—p|oyer gome bo’rh runners wil ’roke two roles. If you
hove more than one role, choose a s’ror’rlng deck for one of thoseroles. | -
If you take morelthan one rolellni creose\your starting nuyen {)y 1 -

"
it _f.a If ’rhere are only 3ru *ners"d onot flip a Crossfire cord'o

—;:3%. at ’rhe start of ’rhe!Fllrls’r or second rounds.

D.,«a H:'i" —

KARMA AWARDS

r ge’rs 2 Karma. 4
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EXTRACTION CLIENT PROGRESS
4 RUNNERS

PIIHILS
(FRL LI

R ND PROGRESS i
14 Flip4 Norr‘ncl Obs’racls‘g:'grdﬂ | ]
2 "‘ Each runner dr@wél cord Fllp 2 Hard Obstacle cargs.
3 } The Client cngecch runner hec:ls 1HP. Flip 1Hard Obstaicle card
Normal Obstacle cards. This Scene ends. =
Each runner.draws 2 cards. Flip 2 Hard Obstacle cords cnd 1 N'é" a
Obstorcle card e
5 The Cllen’r ond eoch runner heals 2 HP. Hip 2 Hard OstchIe ccrds and?2
Normall Obs’rocle cords This Scene ends. =N
6 Each runner druws 3 cords Hip 3 Hard Obstacle cards clnd 3 Normol
o
Obstacle cordérﬂ - e
7 The team esccp% WI‘|'h the Clientl ti‘
3RUNNERS <~ ok _
0D FRoRE Bﬁ i
1 Flip 4 Normcll @bs"rgcle cclrds
2 Each runner druws 1'Eord Hlip 2 Hard Obstacle cards.
3 The Client ahd eacm;unner heals THP. Fip 1Hard Obstacle card and 2
Normal Obstacle coqrels‘]Thls Scene ends. .
4 Each runner draws écgrds Flip 2 Hard Obstacle cards and 1Normal ;i =

The team escapes with the Clientl”

Obstacle card. ir —
The Client and eoch runner heals 2HP.Flip 2Hard @bsk:cle cardsand 2 -
Normal Obstacle cords This Scene ends. - e '“a\
Eachrunner drq?v?-S cards.Flip3 glolie] Obs+oc|e cclrds clnd 3 Normol %
Obstacle cards. 3i -




PIIHILS
(FRL LI

EXTRACTION CLIENT PROGRESS

2 RUNNERS
R ND PROGRESS i
14 Fip2 Non;ncrl Ostchlshc'cgrdsq v
2 "‘ Each runner dr@wgl cord Fllp IHard Obstaclecard”
3 } The Cllen’rgngecch runner hec:ls 1HP.Flip 2 Normal OF Obstacle cards: This
Scene ends. 2= e — ﬁ
Each runner.draws 2 cards. Flip 1Hard Obstacle card and Normell @bstacles
card ok H—”
5 The Cllen’r ond eoch runner heals 2HP. Hip 1Hard Obs’rocle cord andl+ T—
Normall Obs’rocle cord This Scene ends. =N
6 Each runner draws 3 cords Flip 2 Hard Obstacle cards. crnd 1 Normcll

Obstacle (?Erd‘}‘ﬂ - ] i‘

7 The team escclpgs with the Client!
{RUNNER X %ﬁ o
ROUND  PROGRESS, u@ E Pl
1 | FipINomdlC Obsh“a‘e card

2 Draw 2 cards' Fllp 1 Hard OstrocIe card. <
3 Youand the Client eggb heal 1HP. Flio 1Hard Obstacle card, You gain 2 —
nuyenandcan buy 1 card from the Black Market. ThisSceneends... =
Draw 3 cardS:Fip | Hgir._d Obstacle card.
Youand the Client eoch heal 2HP. Flip 2 Normal Of @bs’rcrcle cards. Yougain 2
nuyen and canbuy I card from the Black Marke’r }ThIS Scene)e\n‘ds %\

Draw 4 cards. F|I|C?? Herrd@bs’rocle cords ond 1 Normcll (-:)?Dgfocle cord -

/"




~ CLOSE, THE |

Spirits? Why,does it have fo be spirits? At Ieasf fhe payts good
Difficuity.  Nomnal (NoUpgrades needed)#_ | IE?, e
Players:. 4 __'!‘ oy D

MISSION GOAL S ;
i B '
Your:’re@_m Wil face groups of obstacles |nErwo scenes In ’rhe firstscene, +he opposmon
slowlﬁecelves relnfg_rcemenrs strhey aftempt ’ro |mpede your progress to the porial.
The: se‘c_:_cgnd scene begins when the runners c:rrlve G‘l‘ the por’rcll or when the obsfacles
gu’rherlng Ghthe portfalstrike at the runners The ’ream‘wms if they survive the
cllmoc’rlc quIe and close the portal. There ISno ophon ’ro crbor’r the runin this mission.

| el q'rr,r'rru-l

MISSION SET UP
"‘-

Create the CrossFlre deck by shuffling ’roge’rher ’rhep;ollowmg Crossfire event card

numbers: 01,03,04, 08 09,12,13 15,16,18,28, 29/31:32"33 36, 40, 41, and 50. Set

Harlequin's Shadow GISIde (Hc:rlequm séhadow isa promohonal Crossfire event card. If \

youdon'thave it avaiable, you can! S'|'I|| plciy this scenario:instead, set aside an unused .

CrossFlre event card): g

" 1“‘ =
| % Creo’reﬁrhe Normal Obstacle deck by shuffling fogether the Followmg obstacle ccrd/"“'—
 Wnumbers: 01,05,06,07,08,09,10,18, 20,23, 24, 25, 26, 32,33 and 355 N T i?

1 ""‘"‘5 1

Create theHard OstrocIe'dec' kibyishuf-fling together the following ostrocIe card ‘»
numbers: 44, 45, 49, 53 56 58 63,66,69,70,73,74,76,77,79,and 805 v il

\ | Aftertherunners have' drawn Their starting hands, the mission begins by placing
Harlequin's Shadow intothe Crossfire discardand resolwng its effect. (Tf youdon't
have Harlequin's Shadow, plclce the card you set aside instead into the Crossfire
discard with no additional eFFec’r ) Then flip aNormal Obstacle in front of each runner.

Place the first flipped ostrocIe Fomng the runner whose role color matches the

obstacle’s color. Distribtte therestclockwise. Place the portal (represented by this

mission card) between the s’ror’rlng runner and the runner to their right. The portdl
takesatumnat the s’rc:r’r oF eech round before the “Draw anew Crossfire card’ step.

CATCH YOUR BREATH_ "“-“

On the portdl's turn, draw | Hord Obs’rocle and 1Normal Obstacle and place them . =
at the portal, out of play. Thenihc there is an obstacle of each of the four colors
o’r the portadl, the portatepens: (see below). If thereisn't, flio up TNormal Obstacles -
Foc:|ng the runner whose role color matches the obstacle’s color-If, before the

porJrgl opens, there areno obs’recles facingrunners, o’r-’rhe endc of ony runner S
lurn, Then remove the currentGrossfire-event from play (pu’r iton thebottom ofi
the Crossfire deck) and each ranner heals THP. Edch runner can buy 1 cord From"’

’rl'qe BlockxMorke’r Then the porial opens (see below)

‘L i"’




THE PORTAL OPENS J O e

| Putal obstacles Frem ’rhe elelgfe lpifeYelolY Fctcmé; the :runneererh”"
| matching role/colors, resolving resolwng any F FLIPPED'e'FFec’rs Scene | ends dnd

Scene ;be\glns The ger ’rokes a ’rum For “the res’r oF ’rh. .

| gcam’é"-':-f :

| N =" I!m -
THE SHADOW MOVES i _ "; -7 Y

| Vo P B 2 if" : ""1'" Al 171

-5 @nc?ea pe_r_gcme |mmed|c|’rely beFore ’rhe p@r’ral stum, the runners con

ren?ove.one obstacle at the pOl"|'C|| of ’rhelr ch0|ce from the game.

— "? M‘"

i

GAME ENDS

The m|SS|on endsii |n a Ioss if any;

nner goes critical-
(’ you defeat both gr@ups oF’J:' g

obstacles, YOU WINI

KARMA AWARDS

If the team wins, ecic' h‘ru' nmeRgets 3 Karma (and don T Forge’r the
bbonus from qulequm s Shadow if it is in the Crossfire dlsccrd) —

Yh,.“ b

KARMA SCALING

-

v
u
. |

Each runner gains the | l<35II‘<5 :ng Karma oword or penalty based on how

e |
much Karma they b; ve. 1B
KARMA EARNED ':* i\ﬁ{]\'fARD/ PENALTY
0-10 ‘\3;._ klitﬂleAqumq award
11-30 =1k qumq penalty
31-50 B 24Kormc1 penatty
ol-75 NS 31Karmc| penalty

EGICh addftional +25 Addl‘|'l0nd| 1Karma penol’ry,

— < _‘_‘) L




CROS s’r IRE _ |
THE JOB M ue . il
Gefttingin was easy, just like Mr. Johnson promrssed But you ve go'r.
heavy company on the wayout. |
Difficulty: NormGJI (Vo upgrodes needed)
PlclyersW 2 G\ ]|

MISSION GOAL g a’;'a"? |

i
2
!‘.!

Your ’reelm wil Fece‘o'ﬁ{: egelns’r obs’rocles |n ’rhree Scenes. Each Scene
ends”vT/hen you hGIV@ defeated al clbs’rqcles Fecmg runners. Once ’rhe

’rhwdf_gene ends, ’rhe ’reclm\wms ’rh‘e m|SS|onl .'.‘.'. " - \_
. | ! |

f -

, ‘, " aiuk

MISSION SET UP

b T

At the start of e‘ech Scene, Fllp up obs’recles as |nd|cc:’red an the chart ‘
below. When Fllpplng obs’rqcles first Fllp obstacle from the Hard \
Obs’rocles deck equol To ’rhe C.r;gssﬂre level. Thenifiyou stilneedmore =

\| obstacles. flip obstacles Frorn"rhe Normal Obstacle deck forthe

o remcunder Place ’rheflrsﬁ’Fllpped obstacle facing rhe‘ﬂunner whose/""“""
" Wrole Color matches the obstacle's color. Distribute theirestclockwise. ™ ‘?
\ The first round begInSMI_ITh fhe starting runner. Lw

j - .'-">_-'_ 9{:

i J ¢

LEL ”“_..'_-f :

SCEN _FLIP OBSTACLES EQUAL TO
1 ; Number of Runners
2 1 Numlber of Runners +1
3 14 Number of Runners +2

ENDING A SCENE

At theendof a ’rum |F ’rhere qre no obstacles in play, each runner heqls
1HP and the starting runnenremoves the Crossfire event fromplay <=
(|’r goes to the bottom of Crossﬂre deck instead of the discard). Then.
s’rqrhng with the runner to: ’rhe left of the runner who defeated the last 3
obstacle, each runner, in order canbuy one cqrd Frem the Black Mdrke’r.
Thls\Scene ends affer the Ies’r runner buys a cqrd or pm?e‘s Play Wk Ty
con’rlnues inthe nex’r Scene WI'|'h runner, who hcrd ’rhe first ch0|ce’robUy

¢ ' 1,4"!5-:_“ 3
N




KARMA SCALING

Addl’rloﬁtil 1 Kar'r'n

i

PLAYING WITH FEWER THAN FOUR RUNNERS 1 \ _
" .—-—&

i If there are only 3 runne‘r‘s"do no’r flip a Crossfire cardat the sfartof—==—__

w0 Wathe first round. If there are only 2 runners, do not Fllp a Crossfire card..

| athe start of thefirst.or second rounds. Py i

2P Ree .
™ e

I'-_'_' i . _?3'5:':_-
—~— ; L <=

KARMA AWARDS IR e
1 Q t- 7.. '

If the team wins, each runner gets 3Karma: 'm'IF the team aborts, and

has a successfull crb@nL run round each runner gets 1Karma. The team

can also choose the'l Followmg Challenge options:

BRING IT ONIFlip up'or?e%gddl’rlonol obstacle at the start of each
Scene: + 1Karma 1..:1 S E

o
1 &

ai

DANGER ZONE Start ’rhe {gﬁg}é\e with one card in the Crossfire discard:+ =
Z\Kcrmc: (Inthe some gclme ~the tfeam can chose '|'hIS op’rlon up ’ro ——

once for each runner.) ‘?E

T




Difficulty:
Players:

MISSION GOAL

S RUBIEISTRINISIRTEIRT |
A bt 2 0 | o | '} |SSREE g At g~ ] TR
W 1 il E e .

I

—in-u
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; :
Sunvi |ve-Your\’re<w\encoun’re Fsome oF me‘ Iocol color’ina s’rondord f
run’ @nce.you ve def-eo’red them ico’rch your breo’rh as youll qulckly 1
encourjrer«ono’rher Shcldowrun welcomlng comml’r’ree -\

o L
MISSION SET UP |

—--_...‘.— t,

Each ployer selec’rs arole ond choroc’rer card. Then flip aNormal
Obs’rocle in Fron’r‘oF each runr.jgr,15 The ployer with the highest HP \

(as noted on their choroc’rer‘cord) is the starting funner. |
)

»

@' CATCH YOUR BREATH

=

{ When there are nemore obstacles in play, finish the curren’r ’rum Then“"'-v

w#| remove the current;Crossfire'event from play (put it on ’rhe__tggj_r’rom of “
w| the Crossfire deck) and each runner hedls 1HP. Finally, éachirunner may
| buylcardfrom theB Block Marke’r Then..

\ *!
\u h|

ONCE MORE WITH FEELING .

Flip up one obs’rqcle o Foce each runner, but draw from the Hard

Obstacle deck for ’rhe obs’rclcles facing the second and fourth runners.
(In a2-3 player gqme you Iﬂonly get 1Hard Obstacle)) Play continues as
normal with the runner whose turn is next. .

W

GAME END

mmr‘edlo’rely ends: re’rum ond ’rry the run ngln/iﬁ“ :
IF you defeat both groups oF..obs’rocIes YOU WINI il




INTO. T Hrr.(i ORK® |

Air. Everyone needs fo breathe. It's fime for the venhloﬁon systems in asection
of Seattle’s Ork Jrk Underground tfohave a change inmanagement. The feam
neeas fo move qurckly to prevent the local gang dnd pdrdmmrary Force rhe 2
Skraacha, from narrivingin force ]] | "

Difficulty: “ Normal (Noupgrades needed) ’
PICIyers -""'2 4 i&i " :

| MISSION GOAL e i /,.' ] o :
. l & 5 wvr

Your ’redm will attempt to find their woy through the Ork Underground over ’rhe
| course of three Scenes. Each Scene ends when the feam has defeated dl
obs’rcrcles Fddng the runners. Once the third Scene ends the feam wins the

m|SS|onl =

=
0 | 5]

MISSION SET UP Ay

Create the Normal Obstacle deck For three or four runnersby removingand i -
setting aside the cards Bonelaced Adept, Troll Enforcer, Ork Bounty Hunter,and

| Troll Mage For two runners, instead set aside Ork Fixer, Bonelaced Adept, Gang—7"
™ Leader, and Troll Enforcer. Remove all other Ork and Troll obstacles from the "=+ 57
' deck. Shuffle the remainaer,of the deck. Take 10 cards from the top of the deck ™ &
V] andshuffle the Ork and Troll cards (other than the four set aside obstacles) INfo ™

] them.Place those cards on top of the Normal Obstacle deck. Shuffle the four se’r

\ aside obstacles to create the Skraacha deck.

Rl s ol
Create the Hard Obstacle deck by removing each Ork and Troll obstacle from
the deck. Shuffle the renldmder of the deck. Take 10 cards from the top of the
deck and shuffle the Ork and Trollcards into them. Place those cards on top of

the Hard Obstacle deck cﬂ]
ENDING A SCENE . ‘_g

\A’r the end of atum,if ’rhere drie no obstacles inplay, the starting runner removes
the Crossfire event from play (it goes to the bottom of the Crossfiredeck - Z
instead of the discard). Then each runner heals 1THP. Then, startingwiththe . =
runner to the left of the runnerwho defeated the last obstacle, each runner., in
order, can buy one card from the Black Market. This Scene ends after thelast g
runner buys a card or passes. Play continues in the next-Scene with the runner _
who had the first choice to buy a ¢ard. After the third Scene, the ’redm W|ns 1'he

nnission! ] PSS
\ '§ B
2 .

=




OBSTACLES & CROSSFIRE

ik =
At the start of each Scene, flip up obstacles as |nd|cc|+ed in +he chor+ below When
flipping obstacles, first flip obstacles from the Hard Obstacle deck equalfo the .|
Crossfire level. Then if you stil need more obstacles, Fllp obstacles from the Normal
Obs’rclcle deck For the remainder. Place the first Fllpped obstacle facing the runner :
whose role color matches the obstacle’s color. D|s+r|bu’re the rest clockwise. Then flip up
one obstacle from the Skraacha deck and place it chng the runner following the Ics’r

obs’rclcle n the normcll cIockW|se roJro’rlon The first r%\d begins with the s+cr+|ng
Bk | - LR T L

r:r;r\we;::_ %) ESCENE ~ % FLIPOBSTACLESEQUAL TO

| | 2 s Number"cnc Rgnnelj_sl_(+Skroocho obstacle) -
; Numbe[ of Rgnners +1 (+Skraacha obstacle)
Number of Runners +2 (+Skraacha obstacle)

q
KARMA SCALING . :
- \ &

Each runner gains the FoIIOW|ng Kermo award or penalty based on how much b
Karma they have eamnedt By | - -
. % KARMA EARNED AWARD/ PENALTY’_M - I
' 0-50" Full Karma award & e 2
e :i

51- 75 g - - 1Karma penalty W“"b
76 - 10h - 2Karmapenalty = *

Each additional +25 Additional - 1Karma per penalty =" e ——

<
PLAYING WITH FEWER THAN FOUR RUNNERS

i -‘ -t
If there are only 3 runners, - do no’r flip a Crossfire card at the start of the first round.
If there are only 2 runners, .do no’r flip a Crossfire card at the start of the first or

second rounds. e

KARMA AWARDS LR

If the team wins, each runne;' ge’rs 3 Karma. If the team aborts,andhasa .
successful abort run round, each runner gets 1Karmaregardless of any bonusesor 4%

pencll’ries The feam can diso cnobse the following bonus challenge options:
S

BRING IT ONIFlip up one Clddl'|'|0h0| obstacle at the start of each Scene: +1 Kormo ~—
(Pleclse note that the Skrc:clcho obstacle remains the final obs’rocle plclced each

Scene i S
\ : ~<E i @ \‘ 4}?
DANGER ZONE Start the game with one cardin the Crossﬂre dlscord +2 Kormo (In
the same game, the team can choose this option Vo) to once for each runner) R
\ N\ o 7 wZ ﬁ. .

H‘.
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