SHADOWPUNK FIRST RUN

WOKE UP THIS MORNING

“It’s 8:30 this warm Wednesday morning on June 18th, 2062, with an expected high of 86 degrees, and partly cloudy skies.

“There is no new information regarding the attempted assassination of the President of Mitsuhama Computer Technologies, Incorporated.  Suffering two shots to the chest, Toshiro Mitsuhama survived the assassination attempt and is recovering at an undisclosed location.  Vice President, Tamatsu Sakura, has vowed that he will not rest, nor will the security forces of MCT, until those responsible for the attempt are brought to justice.  The assassin slipped into the compound alone and was able to get two shots off at close range before President Toshiro Mitsuhama’s bodyguards opened fire upon him, driving off the assassin and saving their employer’s life.  In an official statement from a Mitsuhama spokesperson, the President of the Mega-corp is alive but in critical condition.

“And once again shadowrunners have hit the sprawl in a big way, as another explosion in the skies is evidence of their terrorism.”

<Cut to video feed (name at the bottom reads Captain Shane West, Lone Star>

“We are looking into these acts and we assure the corporations of Seattle that these terrorists will be brought to justice, thank you.”

<Cut back to the reporter>

“Lone Star investigators were dispatched to the Tacoma area to look for any clues regarding the explosion.”

“And in other news today, Sick Fantasy releases its second record, Fairies in Bondage, in an attempt to follow up their Super-Platinum self-titled debut…”
THE INTRODUCTION

Going on the assumption that the PCs do not know each other, a mutual acquaintance of the group (or perhaps someone they do not know) decides to gather them all together for a run.

The man responsible is known as Minstrel, and he will explain that he was asked to bring together a team that had no prior team experience upon request of his employer.  He also explains that the group will be expected to meet with his employer to begin their job, which will be a courier job.  He seems to pass it off as a simple job, but he doesn’t know the specifics (i.e. where they take whatever it is they are taking).  He will give them a time and a place to meet his employer and a certified credstick worth 25,000¥ that will be cleared upon their meet.  He will also give them a golden coin imprinted with a lute on one side and a seven-pointed star on the other.  He tells them to show it to the guards and they will be let in.  Should the PCs ask the name of his employer, he will tell them that he cannot divulge that information.

A possible extra entanglement at this time could include an altercation with a ganger group that saw the certified credstick being passed over.  It should be a fairly easy battle that allows the PCs to flex their muscles once before being in a fight for their lives.  At most it should include about twice the number of runners in gangers.  See Gang Members below.

THE JOB DESCRIPTION

The meet is set up in an abandoned warehouse in Tacoma, just south of Seattle Downtown.  When the PCs arrive, they will find two human guards outside, dressed in gray suits with armored long coats over them.  They are armed with submachine guns and are obviously wired.  The guards will check them over and after the PCs show them the coin, the guards will speak into their collars and the garage doors will be opened.

The warehouse is pretty much the archetypical one, with concrete walls, and a lot of windows that are so dirty that it’s near impossible to see through them.  The building is two stories, and is located in near the Sound, but not on a pier.  The block is dark but if the PCs are very perceptive, they could notice several drones hovering around the area (an Aerodesign Systems Condor LDSD-41 and a MCT-Nissan Roto-Drone)

Once inside, two more guard will greet the PCs, dressed exactly like those outside, a Leyland-Rover Transport (Gas) already parked inside, and a rigger plugged into a remote control deck.  They are encouraged to park their vehicles and get out.  The guards will pat them down, calling out each weapon and its location to a camera set up near the rigger, but will not take any weapons away.

After being checked over for weapons, the guards will show the PCs upstairs to where they will meet with the man who will be hiring them.  They’ll see a folding table set up, several light stands illuminating a middle-aged man sitting at the table behind a portable computer terminal (laptop).  Alongside his laptop is an armored briefcase with a combination lock.  On the other side from the man are several folding chairs.  If anyone has a chance to see the laptop, they’ll see several windows, one with their images, and a layout of all their weapons, one with the view from the camera downstairs, and two with views from cameras apparently flying outside (upon the drones).

The man introduces himself as “Silverwing”.  He’s an older man, dressed in a business suit with his jacket draped over the back of his chair.  He is balding with gray hair, glasses that reflect the images on his laptop.  He is haggard looking, and appears to have not slept in several days.  He will stand to greet the PCs even shaking hands should they offer them, and seems relieved, almost happy to see them.  Unfortunately, his part isn’t going to last long.

Silverwing sits down shortly after greeting the PCs and encourages them to do the same.  He tells the PCs that inside the case is a certified credstick worth 25,000¥ and an optical computer chip.  He tells them he will call them after they leave with the combination to the briefcase.  He also says that he will meet the team after delivery with another 50,000¥.  He will then say, “Now, I need you to take this case to…”—but before he can finish the sentence, his forehead erupts in a shower of blood as a .50 caliber bullet takes off his face.

In the next instant the skylights shatter and several smoke grenades are dropped into the room.  A battle begins, and the PCs are assaulted by a well-organized strike team consisting of 15 soldiers and 3 mages (see below).  The battle should be exciting, but mostly push them toward getting to their vehicles and getting out of the building and away (preferably with the brief case in tow).  In the floor below, they will find the rigger dead (apparently the victim of a monofilament garrote), though his deck is still running (should a rigger decide he wants to grab a hold of it (and the drones it controls).  After the PCs get into their vehicles and out onto the road, it should be a road-race/battle to shake an armored car and several motorcycles in pursuit.

Should the PCs decide to stand and fight, they will eventually come face to face with the leader of the strike team.  He is a tall, thin human with pale skin and long wispy black hair that falls across one of his eyes.  He is dressed much the same as the rest of his team: black, non-reflective armor clothing, combat boots, gloves, a harness with several pieces of equipment and a combat knife.  Also upon his back is a two-handed sword, criss-crossed with an Ares-Alpha Combat Gun.  He is known as Tsunami, and is a true to life bad-ass.  Also, one of the mages of his squad is maintaining a full-powered Armor spell upon him.  Tsunami is a calm exterior and will wait to see what the PCs have to say, but basically no matter what happens, he is going to order his team to kill them, because “they know too much”.  There’s no way for the PCs to negotiate their way out of this situation, and they’re going to have to run.

Hopefully in their escape, the PCs took the briefcase with them, because it’s the only way for them to get the hit squad off their back.  If not, they are going to have a very hard time figuring out who’s behind their troubles.  Assuming the PCs have taken the briefcase and made their way to a safe location, they of course will never get the call with the combination to open it, so will more than likely have to resort to breaking it open to get at its contents.  Once they get at the contents they will find it almost exactly as Silverwing described: a Certified Credstick worth 25,000¥, a single optical chip, and a black passcard with a Japanese character in silver on the outside (meaning Shepherd).

THE CHIP


The chip is encrypted at Rating 10 and will require that either a decker use the Decrypt Utility to break it, or that someone use a Data Codebreaker.  Either way, once the encryption is broken, the PCs will be able to access the single file on it titled “Whisper06142062.vid”.  What they will find is a video file dated and timed that begins recording at 00:00:23 pm PST on 06.14.2062.  The video that is shown is thus:


<Apparently shot from a head mounted camera or cybercamera, the wielder is on the roof of a building, looking over the side at the street level about 3 floors down.  A limousine pulls up across the street in front of the Dante’s Inferno nightclub.  A business-suited bodyguard gets out of the front passenger side, comes to the back of the vehicle, and scours the area for a moment behind his shades.>


A male voice says (in Japanese) quietly, “Late as usual…”


<The video continues as the bodyguard opens the rear door, and out step two more bodyguards dressed in exactly the same style as the first, and finally the one they’re guarding gets out.  A Japanese man dressed in the finest tres chic available, with slightly graying hair but very trim for a man of his apparent age.>


The male voice says (in Japanese) quietly, “Welcome to the party, Vice President Sakura.”


<The video continues to roll as the three bodyguards surround the Vice President and walk him up the red carpet into Dante’s Inferno.>


<The wielder of the camera runs very quickly over to the alley side of the building and seems to just jump off to the alley below.  As he lands, the audible sound of hydraulic jacks releasing pressure goes off.  The cameraman then runs to the edge of the building, peers around the corner toward Dante’s Inferno.  After a few moments, he walks slowly across the street, and down the alleyway behind the nightclub.  After climbing a short flight of metal stairs he comes to a metal security door.  He looks away as he enters the passcode into the keypad.  The door unlocks and he goes inside.  He takes a stairway directly on his right and goes up several flights of stairs.>


The voice says again (in Japanese), “For a club that goes down, it sure is tall.”


<The cameraman comes to a stop on the 4th floor, when audio starts picking up, apparently from a microphone placed elsewhere.>


“Hikaru,” the smooth, whispery voice says quietly over the sounds of the music in the nightclub, “are we online?”

“Hai,” says the cameraman.


“He approaches,” the whispery voice says.


“Hai,” says the cameraman.


A more distant voice says (in Japanese), “Mister “Nakata” I presume?”


The whispery voice is different now, lighter and higher pitched, speaking in perfect Japanese, “Vice President Sakura, how pleasant to see you.”

<Sounds of people sitting in a booth, as the cameraman walks down a hallway and slips into a room.>


“Interesting look,” says the VP.


“Would you like to be seen speaking with a known killer?”


“I would not have liked to be here speaking to you at all!” says the VP, a bit impatiently.


<The cameraman looks around the room seeing a corporate meeting table surrounded by chairs.  Other than that and a few decorations it is empty.  He sits in one of the chairs and faces the right wall.>


“But you wanted the best, correct?” says the whispery man.


“Yes.”


“And I wanted to speak to you face to face.  So we both get what we want.”


“Yes, yes,” the VP says more impatiently, “but you know not how much I risk coming here.”


“But it is obviously worth the risk, since you are here…”


“Your reputation makes it worth the risk,” the VP says slowly.


“Then let us do business,” says the whispery man.  “I assume you have secured a private room?”

“Genjuro, lead us.”


<Sounds of several men walking almost drowned out by the sound of dance music.  Shortly afterwards, the ding of an elevator door.>


A pleasant female voice says (in English), “Floor?”


“Four,” says the VP (in slightly accented English).


“Authorization Pass?” says the pleasant voice.


“Of course.”


<Sounds of sliding a pass card, followed by an affirmative sounding beep>


“Accepted,” says the female voice.


<Sounds of the elevator, followed shortly by a ding.>

“Floor four,” says the woman cheerily, “enjoy your visit.”


<Sounds of walking followed by the sound of sliding a passcard, followed shortly by an affirmative beep.  The cameraman blinks once and the feed changes from normal to thermographic, showing 5 figures directly outside the room next door.  The five men walk into the room, but only two take seats.  One of the sitting figures speaks.>


“Now we can do business,” says the VP.


“Indeed,” says the whispery man.


“The bastard has—“ begins the VP.


“I don’t care what your reasons are,” interrupts the whispery man.  “Give me the intel, timeframe, and my fee, and it will be done.”

<A tense moment passes.>


“Very well.  I see you are a professional, Mister Whisper.”  He says the next through clenched teeth, “Kill Toshiro Mitsuhama in 3 days.”


“I see,” says Whisper.


“He sees his mistress every Tuesday night.  Here are the plans to her apartment building.  I trust you will know what to do.”


“And my fee?”

<The figure of the VP rolls something across the table.  The other sitting figure picks up the item and checks the side.>


“Perfect.  Consider him dead as of Wednesday.”


<The figure of Whisper stands up from the table.>


“Make sure it is done.  There will be no second chances.”


“I never need a second chance.  Farewell, Vice President, I trust we will not see each other again.”

“Goodbye, Mister Whisper.”


<End of File.>

THE CAMERAMAN


The cameraman in the video is Hikaru, a top-notch cybersnoop and good friend to the elven assassin Whisper.  The video was commissioned by Whisper in the name of covering his own ass.  A deal from a mega-corp executive could end up as hell in so many ways that the assassin was leaving nothing to chance.  Should he succeed and then be hunted down by his former employer, he had the dirt to prove who hired him and take the heat off of him.  Should he fail, which he thought unlikely, he still had the ace in the hole, but he never thought he’d need it.


Hikaru is as good of a snoop as Whisper is an assassin, but when dealing with someone with as much power as the Vice President of Mitsuhama, even the best can be found.  After the failure of Whisper in killing President Toshiro Mitsuhama, the VP and his goons started looking to clean up the loose ends.  Through some of the best deckers the VP can buy, the footage of the VP and Whisper became known, and with that, Hikaru became a target.


The MCT hit squad hit Hikaru’s residence the day before the PCs enter the scene, and just before they snuffed him, he sent a copy of the footage to Silverwing, a fixer with a bit of clout.  Unfortunately, the deckers from MCT were able to trace the data trail and set up the attack at the warehouse where the PCs entered the scene.


An option for the PCs would be to visit Hikaru’s home looking for clues as to where this file would have been sent, other video files, or just checking to see if he’s alive and able to give some sort of direction.  Tsunami has set up a squad of 4 soldiers and 1 mage watching over Hikaru’s home just in case anyone decides to come looking for him.

The PCs can also attempt to ride the Matrix into Hikaru’s computer to see what else can be dug up about either him or Whisper.  Tsunami has a decker watching over the Hikaru’s host.

Hikaru’s Host: Blue-12/10/8/8/10/9

Security Sheaf

	Trigger Step
	Effect

	5
	Probe-5

	8
	Probe-7

	14
	Tar Pit-Browse-8, Passive Alert

	20
	Killer-8, Active Alert


Scramble-6 on several Files relating to Whisper

Scramble-6 on the File for Silverwing’s Host address

Scramble-8 on any data that could be used as paydata

Paydata

· 3 files relating to past jobs performed by Whisper (5,000¥ each)

· 3 files with sensitive data on several underworld figures (10,000¥ each)

· 1 file with a dossier on Whisper (15,000¥)

Other Files

· An email from Whisper (see below)

Whisper’s Email

Subject: Execute Plan “Donkey Blanket” ASAP

Body:

Hikaru,


I’m not sure how he lived through it, since Mist nearly decapitated him, but he’s alive, and thus, my ass is in a sling.  Send the file where it needs to go and I’m going to hole up with a couple of close friends until this blows over or we’re all dead.  I suggest you get your ass out of the house and find somewhere to hide as well.  With the data you have and the colossal frag-up I’m in, there’s nothing I can do to protect you.  See you when the fallout clears.

--Whisper

THE ASSASSIN


The assassin in the video is an elf named Whisper.  He is the quintessential professional and he had never failed.  Until now.  He knew the price for failure but never thought he would have to pay that price.  For now, he has gone into hiding and takes seriously any attempt to find him.  He knows that a price is going to be put on his head that is almost as much as he was paid for this job—and that price will bring out every bounty hunter in the sprawl, possibly even those from around the world.


If the PCs attempt to contact Whisper, they are going to have a very tough time of it.  He has disappeared and has no intention of coming out of hiding until the threat of vengeance by Vice President Tamatsu Sakura is behind him, which means delivery of Hikaru’s video to the right hands.


Looking too hard for Whisper has its own problems as well, since the assassin has a few close, powerful friends who would do anything to keep him well.  They owe him much and he owes them as much as well.  Should word spread that the team is looking for Whisper, they might get a visit from some very protective friends.

THE SHEPHERD


The identicard is a passcard to enter a compound owned by Mitsuhama Computer Technologies.  It is the residence of a Mr. Johnson loyal to President Toshiro Mitsuhama known only as The Shepherd.  The Shepherd has no knowledge of the chip or its contents, and is not expecting company, but anyone who finds him and is in possession of the passcard is welcome to at least a quick audience.  The shepherd can be sure that the video gets to the right hands, and that the PCs gain protection from the VP’s retribution.  The real problem lies in finding the residence and with that done, getting past the VP’s hit squad lying in wait.  The Shepherd’s Roost is watched by 10 Tsunami soldiers and 2 mages.


The least obvious option is to find out where the Shepherd lives, and then plan a shadowrun on it.  They will sneak past the goons outside, past the Shepherd’s own defenses, and only when caught present the passcard as their protection.  It’s so crazy it just might work.


The first issue is finding where the Shepherd lives, and the most obvious way to do that is to search the Matrix, which will turn out likely giving more false leads than true ones.  The best place to look would be at the source of the job by checking into Silverwing’s home system.  Finding Silverwing’s system shouldn’t be too hard for the PCs, and it allows them an easy shadowrun to practice up for the difficulty of getting into the Shepherd’s compound.


The second and most important issue of getting into the Shepherd’s Roost is convincing the guards and the Shepherd of the validity of their visit and their need to be heard and escape with their lives.

SILVERWING’S NEST


Finding Silverwing’s host shouldn’t be too difficult for most deckers.  A Matrix Persuasion or Conversation skill roll at –5, or an AK: Matrix skill roll at –8 will probably do the trick.  A way for the PCs to determine his home location is from the van that was parked in the warehouse.  The onboard computer contains data on his home location so that it could drive itself while the rigger ran overwatch.  It is also possible for PCs to determine his place of business through contacts or Knowledge Skills.  His business front is an electronics store called Tronica, located in Everett in the Lynwood area.  It is a corner store that is 2 stories (see below).

Silverwing was a fixer and fence of some repute, and many people depended upon him for gear and info, so finding his place of business shouldn’t be too hard.  Going into his system through the Matrix is probably the safest way to go, as a squad of 5 Tsunami soldiers and 1 mage watch his home.  A physical visitation by the PCs will most certainly result in a battle for their lives, but going in through the Matrix should be much easier.  His home system is tough, but nothing a skilled decker can’t overcome.

Silverwing’s Host: Orange-16/12/10/10/12/10

Scramble-8 on the SAN

Security Sheaf

	Trigger Step
	Effect

	2
	Probe-5

	5
	Probe-7

	7
	Crippler (Marker)-6, Passive Alert

	10
	Killer-8, Active Alert

	13
	Sparky-8


Scramble-6 on the File for the Shepherd’s address.

Scramble-6 on the File for Hikaru’s Host address

Scramble-8 on any data that could be used as paydata

Paydata

· 5 files with various shadowrunner dossiers (5,000¥ each)

· 3 files with sensitive data on suppliers for illegal equipment (10,000¥ each)

· 1 file with specifics on an upcoming shadowrun (time sensitive-1 week, 30,000¥)

SILVERWING’S NEST KEY

1. Store Entrance

A double-double door entryway made of bulletproof plexiglass leading into a pentagonal shaped foyer.  Inside is an oversized plexiglass double door leading into the store proper.  The front doors are locked with a rating 6 card-style maglock.  The inner door is locked with a rating 10 keypad maglock.  All windows are ballistic glass (DEF 6, BODY 5).  All doors and windows are equipped with rating 4 security system (-4 to Security Systems skill rolls).

Also in the entrance is a rack storing electronics catalogs.  It is a steel case (DEF 4, BODY 6) that can provide some cover, but otherwise serves very little purpose to shadowrunners.

Housed within the inner door is a cyberware scanner and magnetic-anomaly detector both rated at 5.

2. Checkout Counter

A counter with a pair of credstick readers and price scanners.  The stand itself is wooden (DEF 3, BODY 4) and provides cover.

3. Store Floor

A typical electronics store sales floor with several shelves holding all manner of electronics software, hardware, gadgets, toys, and other commonly available items.  If a character is looking for a fairly common electronics piece (-2 or better Availability), a short search of both Store Floors should turn such an item up.

4. Alley Door

Similar to the front doors, this door is often used to admit the “important” customers (read Shadowrunners) who prefer covert meetings.  The door code is often handed out to shadowrunners whom Silverwing trusted, and could be persuaded out of someone should the PCs attempt to track one down.  Should the PCs attempt to crack this door it is locked with a rating 10 keypad maglock and a rating 4 security system.  The doors are made of steel as well (DEF 10, BODY 8).

5. Men’s Restroom

The door cannot be locked and the room holds 3 urinals and 2 stalls.

6. Women’s Restroom

The door cannot be locked and the room holds 4 stalls.

7. Store Room

This room holds more of the same as what can be found on the Store Floor (Area 3).

8. Manager’s Office

A typical office for the store manager to run the day-to-day happenings of the electronics store front.  There is a table-top computer on a separate host than that for Silverwing’s illegal fixer operation.  There’s very little of interest to shadowrunners, but this host controls the security systems for the building (as does the one in Silverwing’s office) should the PCs need to access it.  The office is locked by a rating 3 card maglock system.

Manager’s Host: Green-12/8/10/6/8/10

Scramble 6 on the SAN

Security Sheaf

	Trigger Step
	Effect

	5
	Probe-5

	8
	Probe-7

	14
	Tar Pit-Browse-8, Passive Alert

	20
	Killer-8, Active Alert


Scramble-8 on all slave systems (door locks, cameras, etc.)

9. Vending Machine

10. Meeting Room

A typical boardroom style meeting room with a real wood table and chairs, several cabinets with wine glasses, wine, a few stashed weapons (light pistols).  The room is protected with a white-noise generator and vibration-proof walls (-8 to PER Rolls with a Laser Microphone).  In each of the corners, there are real plants in potted containers.

11. VIP Storeroom

This is the storeroom for the “important” customers, where their orders are stored until they come to pick it up.  The double doors are reinforced steel doors (DEF 12, BODY 12).  The doors are locked by a Rating 10 Biometric Maglock, and protected by a Rating 10 Security System.  The room holds all manner of –3 Availability items in it.  The characters may look for an item with a higher Availability they may look for a specific item, and treat the room as having a contact roll of 14-.  The PCs can look for 10 items.


12. Silverwing’s Office

Silverwing’s personal office with a desk, computer, 3 chairs, bookshelf, a bed and nightstand.  If the characters access his computer from this location, they may ignore the Scramble IC on the SAN.  They may also look through his files and find a printed map and address for the Shepherd.  The search will take 30 minutes.

THE SHEPHERD’S ROOST

The final area of this run but by no means the easiest to enter.  The elusive Mr. Johnson known only as the Shepherd makes his home here and has been secluded since the assassination attempt on Mitsuhama President Toshiro Mitsuhama.  His grounds have been on full alert for the past several days but they have been waiting on word from their sources on who is behind the assassination attempt.  Which is why the PCs will have a chance at getting past the Shepherd’s guards.  Should the PCs attempt to start a dialog with the guards by presenting the passcard, they will be stripped of weapons and taken before the Shepherd himself.  Should the PCs kill any of the Shepherd’s guards, they will be given no quarter and will be forced into hostile negotiations with the Shepherd to bargain for their lives.


Before they can get that far, they must get past the Tsunami hit squad lying in wait around the complex.  The squad is the largest one by far besides the one that assaulted the warehouse in the beginning.  The squad watching the compound is comprised of 10 Soldiers, 2 Mages (one of which is watching the compound astrally), and a rigger with 1 mini-blimp and 2 roto-attack-drones.  See the stats at the end of the adventure for information on the rigger and his drones.


The following gives some information on common features of the compound.

Shepherd’s Host: The host for the Shepherd’s Roost an isolated system that runs through Mitsuhama’s Corporate Host.  Hopefully that should be enough to discourage deckers from trying to break in knowing that the full security of Mitsuhama stands between them and their destination.

Streetlights: Several streetlights surround the compound outside the walls.  They shed light around their base out to 5” (10” diameter), but do not penetrate the walls of the compound.

Compound Walls: The outer walls of the compound are 2” (4 meters) tall, made of ½ meter thick stone (DEF 8, BODY 25).  It is fairly easy to climb (+1 to Climbing), but it is topped with monowire, which is stretched between stands about 6 inches above the stone.  The stands are spaced about 3” apart along the top of the wall.  The monowire will always slice through rope should the PCs attempt to throw a grapple over.  The monowire requires a PER Roll at –10 to notice (though the stands only require a PER Roll at –4), does 2d6 AP Killing damage to anyone or anything that comes in rapid contact with it.  The monowire can be clipped by wire cutters and has DEF 1, BODY 1 (-10 OCV to hit).

Reinforced Camera Mounts: In the structure pillars of the wall at the top are mounts for cameras, mounted about ½ meter down from the top of the wall, facing inward.  The cameras slowly scan back and forth and are synchronized to scan the same direction at the same time (e.g. all facing to their right at the same time, etc.).  The cameras have an effective PER Roll of 14-.  The cameras have a blind spot directly beneath them and out to about a 2” radius from the mounting.  Should the camera operators spot the PCs, the cameras can be controlled directly to keep an “eye” on the intruders.  Guards will be dispatched to the area, and an alarm will sound.

Motion Detectors: Vibrational motion detectors are set throughout the compound and armed after sundown.  The motion detectors are set up as an Ultrasound Motion Detector with a 16- PER Roll.

SHEPHERD’S ROOST KEY

There are no less than 4 guards patrolling the grounds at any time and each patrols a specific quadrant.  They are instructed to detain intruders, but not to fire unless fired upon.

1. Front Gates

Cameras are mounted on all four pillars in this area and focus into the center.  The gates can only be unlocked from the guards inside or by a single special remote possessed only by the Shepherd himself.  The gates themselves are easy to climb (+3 to Climbing Skill), but are difficult to break (DEF 8, BODY 10).  Any attempt to get though the gates unauthorized will bring the brunt of the guard force down on them.  

Merely showing the passcard to the cameras will allow the PCs to gain entry, but going in the front gates is a sure way to bring the Tsunami squad down in full force.

2. Guard Station and Driveway

A small guard shack that houses several security monitors that flip through the available cameras at regular intervals as well as 4 dedicated monitors that show the front gate area at all times.  Two Shepherd guards are stationed here at all times.

The driveway is smoothly paved and surrounded by scenic trees right out of ancient Japan.  A single guard walks patrol along each of the northern and southern paths of the driveway.  They walk on the outside and keep in the shadows so tend not to attract attention.

3. Inner Driveway and Garages

A pair of guards is stationed here between the two garages.  They are here mostly just to greet visitors and do not carry weaponry openly, though each sports a heavy pistol under their jackets.

Inside the garages there are several vehicles all first class and well-maintained.

4. Mansion Entryway

If the runners have made it here without being detected, they have made a perfect run.  A cardreader is stationed outside the double doors, and should the PCs run the card through, they doors will be unlocked and they will be granted entrance into the mansion.

The entryway has two sets of 2 pillars in the Japanese style as well as several cameras focused on the double doors.

If the PCs manage to unlock the double doors, they will be greeted by a contingent of Shepherd guards and detained until the Shepherd himself arrives.  See “The Shepherd Meet” below.

5. Shepherd’s Mansion

A large, four-story Japanese style mansion with all the trappings of traditional Japanese flavor: winding scrollwork, curled roof corners and rooftop decoration.  The pillars in the Entryway are styled like Oriental dragons standing on their tail to hold the ceiling in place.  An elegant mansion for an important member of Mitsuhama.

Inside the mansion it is incredibly modern with all the latest in security gear, furniture, entertainment, and electronics.  The Shepherd has several attendants, both male and female, and all are dressed in the latest tres chic styles, and all are extremely attractive (though not necessarily naturally so).

6. Backyard Deck, Patio, Pool

A large paved area covered with patio furniture, poolside chairs and other similar trappings.  The pool is very large with a diving board at one end.  The pool is split into 3 different depths: the northern is 1 meter, the middle is 2 meters (1”), and the southern is 3 meters (1.5”).  The pool is filled, lighted, but not covered.  The patio itself has sparse lighting, but enough to notice movement.

7. Pagoda

A raised pagoda with a raised dias in the center.  Typically used for entertaining guests.

8. Japanese Style Rock Garden

An ornate and beautifully designed and manicured Rock Garden.

9. Dojo

This is a well-furnished dojo where the Shepherd practices and trains others in Jujitsu and other martial arts.

10. Guards Quarters

This is a 3 story building that houses all of the Shepherd’s guards comfortably when they need to stay on the grounds in times like this.  The building has at least 6 resting guards at all times.

ALARMS

Should the PCs sound an alarm while trying to infiltrate the Shepherd’s Roost, the rigger with Tsunami’s team will also be alerted and key into their location using his drones.  He will then alert the on-call team who will try to rush in and intercept the runners in a last ditch attempt to prevent their worst-case scenario.

They will use a heavy transport to smash through the wall at the closest point they can, dispatch smoke grenades from mounted launchers and deploy in an attempt to kill the PCs and take the chip.  The overwatch rigger will also bring his to roto-attack-drones to bear in a fight to the finish.  Keep in mind that the runners will have the help of the Shepherd’s guards.

THE SHEPHERD MEET

No matter how the players finally meet up with the Shepherd, it should definitely be a dramatic scene.  Read the following:


Stepping into the mansion, you find yourself in the presence of a half-dozen guards dressed in the best tres-chic clothing.  Their submachine guns hang from slings and though their stares are intense, they are making no threatening movements.


You have the chance to glance around at the interior of this mansion, and though the outside is styled very much in feudal Japan, the inside is built with the latest technology.  Color changing walls shift through soothing meditative patterns as the floor displays the images of a grassy field.  The lighting is subdued but is easily enough to discern the details of the foyer.  Classy, yet at the height of the latest tech, the inner mansion is almost like a dream.


Your attention is drawn to the top of the double staircase where a man enters from beyond.  He is a tall, middle-aged Japanese man with long silver hair worn loose.  He is dressed in the most ornately embroidered robe you have ever seen, and seems to carry with him a presence beyond compare.  As he descends the staircase he says softly, but loud enough for you to hear, “I hope you have brought a light to extinguish this darkness.”

The PCs will now have their chance to speak with and make a deal with the Shepherd for the chip they carry.  The negotiation should go thusly:

50,000 base

+25,000 per battle

+50,000 per runner death

+25,000 if the GM deems the run of exceptional difficulty.

KARMA

The Karma (CP) Award should go like this:

3 points for completing the run

+1 per extra session the adventure takes

+1 to any character for good roleplaying, humor, drama, bravery

+1 for visiting Hikaru’s apartment (via Matrix or physically)

+2 for a perfect run (setting no alarms in the Shepherd’s Roost)

TSUNAMI SQUAD SOLDIER
	Val
	Char
	Cost
	Roll
	Notes

	15
	STR
	5
	12-
	Lift:  200 Kg; 3d6

	15
	DEX
	15
	12-
	OCV/DCV: 5/5

	13
	CON
	6
	12-
	

	13
	BODY
	6
	12-
	

	10
	INT
	0
	11-
	PER Roll 11-

	10
	EGO
	0
	11-
	ECV: 3

	10
	PRE
	0
	11-
	PRE Attack: 2d6

	10
	COM
	0
	11-
	

	--
	MAG
	--
	--
	

	50.2
	ESS
	--
	--
	-0 to Interaction/Magic

	

	8
	PD
	5
	

	3
	ED
	0
	

	8
	MD
	6
	

	3 (5)
	SPD
	5
	Phases: 3, 5, 8, 10, 12

	6
	REC
	0
	

	28
	END
	0
	

	30
	STUN
	2
	

	

	Movement
	Running
	6”/12”

	
	Leaping
	3”/1.5”


Total Characteristics Cost: 51

	Cost
	Skill/Talent/Perk
	Roll

	0
	Acting (PRE)
	8-

	0
	Climbing (DEX)
	8-

	0
	Concealment (INT)
	8-

	0
	Conversation (PRE)
	8-

	10
	CSL: +2 with All Ranged Combat
	

	0
	Deduction (INT)
	8-

	0
	Paramedics (INT)
	8-

	0
	Persuasion (PRE)
	8-

	0
	Shadowing (INT)
	8-

	10
	Stealth (DEX)
	16-

	0
	TF: Car or Bike
	

	2
	WF: Blades
	

	0
	WF: Clubs
	

	2
	WF: Pistols
	

	2
	WF: Submachine Guns
	

	0
	WF: Unarmed Combat
	


	Cost
	Background Skills
	Roll

	0
	AK: Seattle (INT)
	8-

	0
	Language: Japanese (Fluent-4, Literacy)
	

	0
	PS: Soldier
	11-


Total Skills Cost: 26

Total Points: 77

	Ess
	Cyberware
	

	3.0
	SmartLink (Alphaware) (CSL: +2 with Ranged)
	

	6.8
	Boosted Reflexes 3 (Alphaware) (SPD +2, LR +3)
	

	9.8
	Total
	





	Wt.
	Equipment
	Nuyen

	3.1
	Armor Jacket (Urban Camo)
	2105

	0.9
	Armor Gloves (Urban Camo)
	1110

	3.1
	Armor Pants (Urban Camo)
	1630

	1.3
	Armor Low Boots (Urban Camo)
	1260

	2.5
	SCK Gyodo Heavy Pistol (+Internal Smartgun Link)
	1550

	2.25
	3 Spare Clips for SCK Gyodo
	15

	4.5
	SCK Model 100 SMG (+Gas Vent)
	2375

	2.25
	3 Spare Clips for SCK Model 100
	15

	.75
	Cougar Fine Blade Long Combat Knife
	500

	2
	Climbing Gear
	500

	2
	100m Rope
	50

	0.5
	Low-Light Goggles
	2200

	2
	Micro-Transceiver (ECCM 10, Encryption 5, Decryption 5)
	37000

	--
	Adrenaline Patch
	100

	--
	Stim Patch
	150

	--
	Tranq Patch
	250

	--
	Trauma Patch
	500

	0.5
	2 Smoke Grenades
	

	27.65
	Total (Penalties: -1 DCV/DEX Based Skills)
	


Armor By Location Table

	Roll
	Location
	STUNx
	N STUN
	BODYx
	To Hit
	Armor

	3-5
	Head
	x5
	x2
	x2
	-8
	0/0

	6
	Hands
	x1
	x½
	x½
	-6
	6/4

	7-8
	Arms
	x2
	x½
	x½
	-5
	6/4

	9
	Shoulders
	x3
	x1
	x1
	-5
	6/4

	10-11
	Chest
	x3
	x1
	x1
	-3
	6/4

	12
	Stomach
	x4
	x1½
	x1
	-7
	6/4

	13
	Vitals
	x4
	x1½
	x2
	-8
	6/4

	14
	Thighs
	x2
	x1
	x1
	-4
	6/4

	15-16
	Legs
	x2
	x½
	x½
	-6
	6/4

	17-18
	Feet
	x1
	x½
	x½
	-8
	6/4


Combat Skill Levels

+2 with All Ranged Combat

+2 with Smartguns

Effective DEX: 20

OCV: 5

DCV: 4

ECV: 3

	Weapon
	Standard Accessories/Notes
	OCV
	RMod
	Damage
	STUNx
	STR Min.
	Ammo
	Range
	Con
	Mode
	Wt.

	SCK Gyodo (12mm)
	Internal Smartgun Link
	+1
	0
	2½d6
	0
	13
	16 (c)
	200
	-2
	SA
	2.5

	SCK Model 100 (.45 Cal)
	Internal Smartgun Link, Folding Stock, Very Reliable, Gas Vent
	+2
	+1
	2d6+1
	0
	7
	30 (c)
	175
	-5
	AF-10
	4.5

	Cougar Fine Blade Long Combat Knife
	1-h Weapon, Thrown Weapon
	+2
	0
	1d6
	0
	8
	--
	S
	-2
	--
	.75


TSUNAMI SQUAD MAGE
	Val
	Char
	Cost
	Roll
	Notes

	15
	STR
	5
	11-
	Lift:  200 Kg; 3d6

	15
	DEX
	15
	12-
	OCV/DCV: 5/5

	13
	CON
	6
	12-
	

	13
	BODY
	6
	12-
	

	10
	INT
	0
	11-
	PER Roll 11-

	18
	EGO
	16
	13-
	ECV: 6

	10
	PRE
	0
	11-
	PRE Attack: 2d6

	10
	COM
	0
	11-
	

	60
	MAG
	--
	--
	

	60
	ESS
	--
	--
	

	

	8
	PD
	6
	

	3
	ED
	0
	

	8
	MD
	6
	

	4
	SPD
	15
	Phases: 3, 6, 9, 12

	6
	REC
	0
	

	36
	END
	5
	

	30
	STUN
	5
	

	

	Movement
	Running
	6”/12”

	
	Leaping
	3”/1.5”


Total Characteristics Cost: 85

	Cost
	Skill/Talent/Perk
	Roll

	0
	Acting (PRE)
	8-

	3
	Aura Reading (INT)
	11-

	0
	Climbing (DEX)
	8-

	0
	Concealment (INT)
	8-

	3
	Conjuring (EGO)
	13-

	0
	Conversation (PRE)
	8-

	5
	CSL: +1 with All Ranged Combat
	

	0
	Deduction (INT)
	8-

	0
	Paramedics (INT)
	8-

	0
	Persuasion (PRE)
	8-

	0
	Shadowing (INT)
	8-

	18
	SL: +6 to Aura Reading, Conjuring, Sorcery
	

	3
	Sorcery (EGO)
	13-

	10
	Stealth (DEX)
	16-

	0
	TF: Car or Bike
	

	2
	WF: Blades
	

	0
	WF: Clubs
	

	2
	WF: Pistols
	

	2
	WF: Submachine Guns
	

	0
	WF: Unarmed Combat
	

	30
	Talent: Full Mage
	


	Cost
	Background Skills
	Roll

	0
	AK: Seattle (INT)
	8-

	0
	Language: Japanese (Fluent-4, Literacy)
	

	0
	PS: Soldier
	11-


Total Skills Cost: 78

	Cost
	Magical Abilities
	END

	0
	Astral Projection
	3

	0
	Astral Perception
	0

	0
	Dispelling 20d6
	10

	0
	Banishing 20d6
	10

	0
	Conjure Elementals
	14

	0
	Sorcery
	By spell

	0
	Spell Defense
	0

	0
	Total
	


	Cost
	Spells
	AP
	END

	7
	Manabolt 2d6
	60
	6

	4
	Clairvoyance 1600”
	45
	5

	3
	Combat Sense +4
	32
	3

	4
	Heal 4d6
	40
	4

	5
	Increase Reflexes 9d6
	45
	5

	6
	Silence 9” Radius
	50
	5

	2
	Armor +10 rPD/+10 rED
	20
	2

	
	1 Summoned Fire Elemental
	
	


Total Spells Cost: 31

Total Points: 194

	Wt.
	Equipment
	Nuyen

	3.8
	Armor Long Coat (Urban Camo)
	2920

	0.9
	Armor Gloves (Urban Camo)
	1110

	1.3
	Armor Low Boots (Urban Camo)
	1260

	2.5
	SCK Gyodo Heavy Pistol (+Internal Smartgun Link)
	2050

	1.5
	2 Spare Clips for SCK Gyodo
	15

	4.5
	SCK Model 100 SMG (+Gas Vent)
	2375

	1.5
	2 Spare Clips for SCK Model 100
	15

	.75
	Cougar Fine Blade Long Combat Knife
	500

	2
	Climbing Gear
	500

	2
	100m Rope
	50

	0.5
	Low-Light Smart Goggles
	2200

	2
	Micro-Transceiver (ECCM 10, Encryption 5, Decryption 5)
	37000

	23.25
	Total (Penalties: -1 DCV/DEX-Based Skills)
	


Armor By Location Table

	Roll
	Location
	STUNx
	N STUN
	BODYx
	To Hit
	Armor

	3-5
	Head
	x5
	x2
	x2
	-8
	0/0

	6
	Hands
	x1
	x½
	x½
	-6
	6/4

	7-8
	Arms
	x2
	x½
	x½
	-5
	6/4

	9
	Shoulders
	x3
	x1
	x1
	-5
	6/4

	10-11
	Chest
	x3
	x1
	x1
	-3
	6/4

	12
	Stomach
	x4
	x1½
	x1
	-7
	6/4

	13
	Vitals
	x4
	x1½
	x2
	-8
	6/4

	14
	Thighs
	x2
	x1
	x1
	-4
	6/4

	15-16
	Legs
	x2
	x½
	x½
	-6
	6/4

	17-18
	Feet
	x1
	x½
	x½
	-8
	6/4


Combat Skill Levels

+1 with All Ranged Combat

+1 with Smartguns

Effective DEX: 15

OCV: 5

DCV: 4

ECV: 6

	Weapon
	Standard Accessories/Notes
	OCV
	RMod
	Damage
	STUNx
	STR Min.
	Ammo
	Range
	Con
	Mode
	Wt.

	SCK Gyodo (12mm)
	Internal Smartgun Link
	+1
	0
	2½d6
	0
	13
	16 (c)
	200
	-2
	SA
	2.5

	SCK Model 100 (.45 Cal)
	Internal Smartgun Link, Folding Stock, Very Reliable, Gas Vent
	+2
	+1
	2d6+1
	0
	7
	30 (c)
	175
	-5
	AF-10
	4.5

	Cougar Fine Blade Long Combat Knife
	1-h Weapon, Thrown Weapon
	+2
	0
	1d6
	0
	8
	--
	S
	-2
	--
	.75


SHEPHERD’S GUARDS

	Val
	Char
	Cost
	Roll
	Notes

	18
	STR
	8
	13-
	Lift:  300 Kg; 4d6

	18
	DEX
	24
	13-
	OCV/DCV: 6/6

	15
	CON
	10
	12-
	

	15
	BODY
	10
	12-
	

	13
	INT
	3
	12-
	PER Roll 12-

	13
	EGO
	6
	12-
	ECV: 4

	10
	PRE
	0
	11-
	PRE Attack: 2d6

	10
	COM
	0
	11-
	

	--
	MAG
	--
	--
	

	47.8
	ESS
	--
	--
	-1 to Interaction/Magic

	

	8
	PD
	4
	

	3
	ED
	0
	

	8
	MD
	5
	

	4 (7)
	SPD
	12
	Phases: 2, 4, 6, 7, 9, 11, 12

	6
	REC
	0
	

	36
	END
	3
	

	32
	STUN
	0
	

	

	Movement
	Running
	8”/16”

	
	Leaping
	3.5”/1.75”


Total Characteristics Cost: 85

	Cost
	Skill/Talent/Perk
	Roll

	0
	Acting (PRE)
	8-

	3
	Climbing (DEX)
	13-

	3
	Concealment (INT)
	12-

	0
	Conversation (PRE)
	8-

	16
	CSL: +2 Overall
	

	0
	Deduction (INT)
	8-

	3
	Paramedics (INT)
	11-

	0
	Persuasion (PRE)
	8-

	0
	Shadowing (INT)
	8-

	10
	Stealth (DEX)
	16-

	0
	TF: Car or Bike
	

	2
	WF: Blades
	

	0
	WF: Clubs
	

	2
	WF: Pistols
	

	2
	WF: Submachine Guns
	

	0
	WF: Unarmed Combat
	


	Cost
	Background Skills
	Roll

	0
	AK: Seattle (INT)
	8-

	0
	Language: Japanese (Fluent-4, Literacy)
	

	0
	PS: Soldier
	11-


Total Skills Cost: 41

Total Points: 126

	Ess
	Cyberware
	

	1.3
	Cybereyes (Alphaware) (+2 rPD vs. Cyber-Optic Damage)
	

	--
	Image Enhancement 3 (Alphaware) (+3 PER Rolls)
	

	--
	Low-Light Vision (Alphaware) (UV Vision)
	

	.7
	Thermographic Vision (Alphaware) (IR Vision)
	

	3.6
	SmartLink II (Alphaware) (CSL: +2 with Ranged)
	

	6.6
	Wired Reflexes 1 (Alphaware) (SPD +3, LR +4)
	

	12.2
	Total
	





	Wt.
	Equipment
	Nuyen

	3.1
	Armor Jacket
	2105

	0.9
	Armor Gloves
	1110

	3.1
	Armor Pants
	1630

	1.3
	Armor Low Boots
	1260

	2.5
	SCK Gyodo Heavy Pistol (+Internal Smartgun Link)
	1550

	2.25
	3 Spare Clips for SCK Gyodo
	15

	4.5
	SCK Model 100 SMG
	2375

	2.25
	3 Spare Clips for SCK Model 100
	15

	.75
	Cougar Fine Blade Long Combat Knife
	500

	2
	Micro-Transceiver (ECCM 10, Encryption 5, Decryption 5)
	37000

	--
	Adrenaline Patch
	100

	--
	Stim Patch
	150

	--
	Tranq Patch
	250

	--
	Trauma Patch
	500

	27.65
	Total (Penalties: -1 DCV/DEX Based Skills)
	


Armor By Location Table

	Roll
	Location
	STUNx
	N STUN
	BODYx
	To Hit
	Armor

	3-5
	Head
	x5
	x2
	x2
	-8
	0/0

	6
	Hands
	x1
	x½
	x½
	-6
	6/4

	7-8
	Arms
	x2
	x½
	x½
	-5
	6/4

	9
	Shoulders
	x3
	x1
	x1
	-5
	6/4

	10-11
	Chest
	x3
	x1
	x1
	-3
	6/4

	12
	Stomach
	x4
	x1½
	x1
	-7
	6/4

	13
	Vitals
	x4
	x1½
	x2
	-8
	6/4

	14
	Thighs
	x2
	x1
	x1
	-4
	6/4

	15-16
	Legs
	x2
	x½
	x½
	-6
	6/4

	17-18
	Feet
	x1
	x½
	x½
	-8
	6/4


Combat Skill Levels

+2 Overall

+2

Effective DEX: 22

OCV: 6

DCV: 6

ECV: 4

	Weapon
	Standard Accessories/Notes
	OCV
	RMod
	Damage
	STUNx
	STR Min.
	Ammo
	Range
	Con
	Mode
	Wt.

	SCK Gyodo (12mm)
	Internal Smartgun Link
	+1
	0
	2½d6
	0
	13
	16 (c)
	200
	-2
	SA
	2.5

	SCK Model 100 (.45 Cal)
	Internal Smartgun Link, Folding Stock, Very Reliable
	+2
	+1
	2d6+1
	0
	12
	30 (c)
	175
	-5
	AF-10
	4.5

	Cougar Fine Blade Long Combat Knife
	1-h Weapon, Thrown Weapon
	+2
	0
	1d6
	0
	8
	--
	S
	-2
	--
	.75


TSUNAMI DECKERS

Computers 18-

CSL: +3 with Cybercombat

Renraku Kraftwerk-8 Cyberdeck

	MPCP
	8

	Bod
	6

	Evasion
	6

	Masking
	6

	Sensor
	6

	Hardening
	4

	Active Memory
	1000

	Storage Memory
	2000

	I/O Speed
	360

	Response Increase
	2


	Program
	Size
	Active

	Analyze 6
	108
	*

	Browse 6
	36
	

	Deception 6
	72
	*

	Scanner 8
	192
	*

	Sleaze 6
	108
	*

	Track 6
	288
	

	Attack (2d6) 6
	144
	*

	Armor 6
	108
	*

	Cloak 4
	48
	*

	Lock-On 5
	75
	*

	Medic 6
	144
	*


THE WAREHOUSE ESCAPE

THE RIGGER’S VAN

Leyland-Rover Transport (Gas)

	STR
	BODY
	Size
	DEF
	DEX
	SPD
	Move
	Top Speed
	DCV
	Sensors
	AutoNav
	Pilot

	35
	19
	3.2 x 1.6
	10
	12 (17)
	3 (4)
	21” (x4)
	125 mph
	3
	0
	2
	--

	

	Entry Points
	Seating
	Drivetrain
	Engine
	Availability
	Cost

	2-dr/1 sliding side/rear double dr
	2 Bucket + 1 Bench
	FWD
	Combustion
	-2/72 hrs
	51,000

	

	Options
	Folding Bench Seat, Concealed Armor, Remote-Control Interface, Rigger Adaptation, Improved Suspension 5, Drive-By-Wire 1, SmartLink Integration Kit, Pop-Up Turret (Stoner-Ares M107 GP HMG)

	Weapon
	Standard Accessories/Notes
	OCV
	RMod
	Damage
	STUNx
	STR Min.
	Ammo
	Range
	Con
	Mode

	.50 Cal Machine Gun
	
	+1
	+2
	3d6
	+1
	19
	Belt
	1125
	
	AF-10


THE PURSUERS

GMC Bulldog Step Van

Rigger Skills:

Combat Driving 18-

+2 with all Ranged

SmartLink II

Effective DEX: 36

OCV: 8

SPD: 8

Phases: 2, 3, 5, 6, 8, 9, 11, 12

	STR
	BODY
	Size
	DEF
	DEX
	SPD
	Move
	Top Speed
	DCV
	Sensors
	AutoNav
	Pilot

	35
	19
	3.2 x 1.6
	10
	12 (22)
	7
	17” (x4)
	177 mph
	4
	0
	2
	--

	

	Entry Points
	Seating
	Drivetrain
	Engine
	Availability
	Cost

	2-dr/rear double dr
	1 Bucket + 1 Bench
	FWD
	Combustion
	-1/48 hrs
	32,600

	

	Options
	Folding Bench Seat, Vehicle Armor, Rigger Adaptation, Improved Suspension 10, Drive-By-Wire 4, SmartLink Integration Kit, Fixed Mount (Stoner Ares M107 GP HMG), Pop-Up Turret (Vanquisher Minigun)

	Weapon
	Standard Accessories/Notes
	OCV
	RMod
	Damage
	STUNx
	STR Min.
	Ammo
	Range
	Con
	Mode

	.50 Cal Machine Gun
	
	+1
	+2
	3d6
	+1
	19
	Belt
	1125
	
	AF-10

	.50 Cal Minigun
	
	+0
	+1
	3d6
	+1
	19
	Belt
	1125
	
	AF-20


Yamaha Rapier (x4)

Driver Skills:

Combat Driving 14-

+2 with All Ranged

SmartLink II

Effective DEX: 18

OCV: 5

SPD: 4

Phases: 3, 6, 9, 12

	STR
	BODY
	Size
	DEF
	DEX
	SPD
	Move
	Top Speed
	DCV
	Sensors
	AutoNav
	Pilot

	15
	13
	1.25 x .64
	3 (4)
	15
	4
	24” (x4)
	146 mph
	5
	0
	1
	--

	

	Entry Points
	Seating
	Drivetrain
	Engine
	Availability
	Cost

	--
	2 motorcycle seats
	Motorcycle
	Combustion
	-1/24 hrs
	12,700

	

	Options
	Drive-By-Wire 1


SHEPHERD’S ROOST

Rigger Skills:

Combat Piloting 18-

+2 with all Ranged

SmartLink II

Effective DEX: 36

OCV: 8

SPD: 8

Phases: 2, 3, 5, 6, 8, 9, 11, 12

Mitsuhama Computer Technologies-Nissan Roto-Drone

Pilot Computer Skills

Combat Piloting 17-

+4 DCV

+4 All Ranged

Effective DEX: 21

OCV: 7

SPD: 6

Phases: 2, 4, 6, 8, 10, 12

	STR
	BODY
	Size
	DEF
	DEX
	SPD
	Move
	Top Speed
	DCV
	Sensors
	AutoNav
	Pilot

	10
	12
	.5 x .5
	3 (12)
	15 (25)
	4 (6)
	9” (x4)
	80 mph
	8 (12)
	1
	--
	4

	

	Entry Points
	Seating
	Drivetrain
	Engine
	Availability
	Cost

	--
	--
	Rotorcraft
	Combustion
	-1/24 hrs
	9,000

	

	Options
	Drive-By-Wire 2, Fixed Mount (x2), Vehicle Gyroscopic Stabilizers, Improved Handling 10, Vehicle Armor 9, SmartLink Integration Kit

	Weapon
	Standard Accessories/Notes
	OCV
	RMod
	Damage
	STUNx
	STR Min.
	Ammo
	Range
	Con
	Mode

	14mm Submachine Gun (forward)
	
	+1
	0
	3d6
	+1
	19
	Belt
	225
	
	AF-10

	14mm Submachine Gun (rear)
	
	+1
	0
	3d6
	+1
	19
	Belt
	225
	
	AF-10


