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SHDOHLAD Y

“I have taken all knowledge to be my province,"—Francis Bacon
“Humankind cannot bear very much reality.”"—T. S. Eliot

A WORD FREM OUR SPONSOR:

Even o bed guys use shadowryneers. 1t seems (hat some unserapuigs fypes hroke inlo Galberstam Printing in Minneapalis and changed the peint run colars on e
Big s compaign pasiers, We all knaw him os dark blus and sibvor but (e posters came out with o gold and green deagan, Baivarstam gleads inocenl, Duaketzaim nughs
e whole ting off, amd sameone somepiace s sitling aeetty wilh @ pockst ful of UCAS bills (at leas, until he Big D desides he deesn’l wanl to bo  |anghingstock and sends
Saime: big et up Twin Ciies way).

THE BACK STOCK

MNew Magic Download [The Awakened Warld all spelled out)
Cybertech Download (Man, Machine and Magic ... )

Callforhia Free State (Flom the Tir to Azilan and everything in between)
Campaign 2057 (Vote early, vote oftenl)

GO TO COMPLETE LIBRARY ARCHIVES

THE DAILY SPECIAL
Threats [Paranoin. conspirches, snd secret stuff)

This one would be funny IF 1t wasn't so scary, Are these the scrawlings of paranoid conspiracy theorists with
chips on their shoulders the size of the Uite Nation, or 1& there some truth bured In the rantings of these nutcases?
A year or so back, when we got a post about the bugs infesting Chicago and the government's plan to geek them
with tactical nukes, we didn't belleve . Who knew . 7 Maybe this tme we'll be prepared—¥or whatever

GO TO COMPLETE LIBRARY ARCHIVES

COMING SOON

While the politicos are gerting thelr second wind, Shadowland is getting back in business ... non-election bi, that
Is. Here's & quick peek al some upcoming stuff (and quit salivating, it mucks up the screen).

Ohganlzed Crime (Mobsters and gangers and secret socletes, oh my ... )

Flashpoints (high-stales jobs fof high pay—get the skinny here Arst, and maybe you'll llve to spend it)

GO TO COMPLETE LIBRARY ARCHIVES




ABSENTEE
BALLOTS

The LICAS bigwigs are
UI'H‘H'EH t“u't_*rg..'um- [iCx "n."l'lh'.
And what better way to
wvote than by absentee
ballot—lsn ¢ It about tme
WOU ZOC S0me use out

of those extra 5N
numbers: Heck, you
might even win prizes!
Click here for the LICAS
press rehease,

POLL RESULTS

Brackhaven's “Do vou really
want one af thevr in the
White House?" speeches
arg turning Neads a5 s
Carmpaalan iml-'_l-. Up shear,
Prurikelzahn still leads at
22%, but Kenny-boy s
brreathing down his scaly
neck. Here's the stancings:
Brackhaven £1%, Yeats and
Vogel 200, Hernandez | 5%,
and Booth st at a
laughable 1% (tled with
Lindedded), Click here wo

get all thee brealiclows,

NEW UCAS
FLAG UNVEILED

It's been five years In the
malking. and it might be
the only thing all six
candidates agree on,

The new flag is finished,
it looks cool, and 1t's
giving the UCAS a reason
to stand proud as election
fever run amok fears our
cities apart. Click here (o
see |t waving In the wind

WEIRD STUFF

The powder keg of Austirn,
Texas has just gotten hotrer
The Big A has cordoned
off 4 fve-kllometer area
about 35 clicks south of
Austin for what looks like
an archaeologlcal dig
Rumor has it that mages,
scientists and the ever
elusive laguar Guards are
popping up regularly
on-slte. Whatever they re
looking lor must be impar-
tant ... Click here for blg
news south of the border

It's 07:19:28. Do You Know Where Your Meat Body Is?




ARTHUR VOGEL
Dermocratic

"One World™ Party

VP Gary Grey
Slogan: Save the Earth

A dwarfl eco-lawyer

and a troll Eagle
“shaman—now there s an
Image! Serlously, folks—
these two aren't your
ustial crackpot rree-hug-
y‘mﬂw'rﬂ Smart,
=awvy, articulate, and Just
might have a shot at the

Big Chalr—assuming no nasty :utﬂutninmme popping out of
Lawyer Vogel's closel.

DR. ROZILYN

HERNANDEZ

“New Centiry Darty

VP: Ramsay McMulkin
Slogam: Our Maglcal
Future

Ravenge of the nerds,

aryone? Magical goom-
bahs and techno-weenles
have a home jn'the New
Century Party, dedicated
ter better living throushy
elediing mage-o-crat Roz
and her gorgeous simstar

veep to be.owr Supreme Leaders, [He's pretty, but can he type?)

JAMES BOOTH
Technocratic Party
VP Brandon Ekimatsu
Slogan: The Status Cuo
Slick Jimmy and the
Sult—a ticket only thels
mothers could love,
Special message to Mr,-
former-Veep Booth: vour
starus is ZERD and®
pro} quo. Give up, go-
amanging. Just get off the
fragging stage, '.lfu'l'-ﬁf?

GENERAL
FRANKLIN YEATS
Republican Party
VI Anne Penchyk
Slogam Rebulld America
“Rebuiicd Amerca™ on
thie backs of the Native
Amenican Natlons, the
Confederate American
States, and the California
Free State, Mothing like a
hot war 1o prog up a sags
ging economy ... witha W
Savvy orl veep in in-

stiipes 10 make sure metahumans ged thelr slice of the ple, Wil
the LCAS'S faviorite hawk lead his troops t© the White House?

the mages and metahurnans out of the dubhouse. Race-balters-
R-Us goes o Washington?

feel comby, the Blg WEswerm might take the prl:.-_-r:—but‘ i

e dlellverd

KENNETH
BRACKHAVEN
Archconserative Party
VP Wl Larm
Slagan: A Holy War for
the Soul of the Nation
Respectable business-
meén ... of Monsters From
thie Id? Only their speech-
wrlters know for surel
Meet the new poster kids
for Traditional Values—
they mé fch, they re redc-
tonary, and they want all

DUNKELZAHN
Independent
VI Kyle Haelfner
Slogan: A New
Colden Age

A new-minted LCAS
citizen, and already he
wants 1o run the place?
We'd say more power to
him, except that a great
dragon doesh + need
any. With'a human
philanthropist veep 10
make nervous voters




Shadows of the Underworld |5 a collection of roleplaying
aclventures set in the Awakened world of Shadowrun during the
sumnmer just before the UCAS presidential election, The year is
2057, Advances In technology are astonishing, with humans
able 1o blend with computers and travel through the electronic
netherworld of data known as the Matrix. Even mare astonish-
ing I8 the return of maglc. Elves. dwarls. dragons, orks, and
trolls have reassumed thelr true forms, while megacorporations
frather than superpowers) mule much of the world. Moving
through this warld ke hushed whispers In the night are the
shadowrunners. No one admits thelr existence, DUt no one o se
can do their secret waork

Though government power |s giving way to megacorporate
money in 2057, politickans and national leaders remain a force
to be reckoned with in many places, The adventures in
Shadows of the Underworld focus an the effect of the presi
dential clection on the streers, Moliticians play the same games
48 the megacorporations. but using their own rules—power and
prestige. blood and tears, fear and panic. The streets ane erupt-
Ing in violence, from fanatical cults supporting Dunkelzabn to
various factions of ant-metahuman forces destroying every-
thing they can in the name of purity, All the rules have changed;
even the hottest shadowmunner can no longer control the shad
aws of the underworld!

GAMEMASTERING NOTES

Shadows of the Underworld is slightly different from the
standard Shadowrun acdventure, The five short adventures thar
make up the overall story line are not directly connected to each
other, but they all share a common backdrop—the strect-level
chaos caused by the tainted UCAS election of 2056, The streets
are a hotbed of fear and conflict bebween metahumans grasping
for power and those who oppose them “by any means neces-
sary. Each adventure contains a short fictional prologue and an
Intreduction that caprure the feel of the street during the long,
hot summer of 2057

Though the player characrers may fAnd themselves in
demand for "paolitical” shadowruns as the movers and shakers In
the public arena start to recognize the impartance of “control-
ling the streets,” the gamemaster may choose to run these
acdventures between events already planned for his of her
Shadowrun campaign

The adventures In Shadows of the Underworld combine
decision-tree and linear story formats. For each adventure, the
plaver characters may arrive at different locations In the story via
different paths, or follow one event In the story directly Into the
next. The gamemaster should think of each adventuie as the bare-
bones plot and should feel free to make any changes necessary to
Aesh it out and give his players more cholees. To ald the
gamemaster in this task, the individual sections of each adventure

NTRODUCTION

Include suggestions far gamemastering the varlous sltuations that
may arise. Shadows of the Underworld is designed for a team of
four to six shadowrunners with a wide variety of talents.

SHADOWRUN RULES

To run Shadows of the Underwordd, the gamemaster needs
a thorough familiarity with the materal in this book, as well as a
working knowledge of the Shadowrun, Second Editon (SRI)
rules. The gamemaster should also be familiar with the expanded
magic rules in the Grimolre, Second Edition (Grimolre 1), and the
revised Matrix rules ol Virtual Realities 1.0 (VR2), To run the
adventure Two Solltudes, the gamemaster should be familiar
with the Callfornla Free State sourcebook, All the Informartion
contained in Shadows of the Underworld i for the gamemaster s
eyes only.

All specific information, particulardy game statistics. appears
in SRI format. Gamemasters still wsing the [frst-edition
Shadowrun rules will need to make a few adjustments (o non-
player character, weapon and spell statistics.

MAKING SUCCESS TESTS

During the course of Shadows of the Underworld, the play-
ers wil make a number of Success Tests using a skill and a glven
target number, These Success Tests are indlcated by the name of
the skill, followed [y the rarger number in parentheses, For exam-
ple, a Sorcery (5) Test refers 1o a Sorcery Success Test agalnst a
Targer Mumber of 5,

SUCCESS TABLES

At times, the gamemaster will use success tables to deter-
mine how much Information the players receive rom Inquines
and investigations. Each success table lists different information
obtained for differing numbers of die roll successes, Rolling a
higher number of successes always reveals the Information for the
lowwer numbers of successes as well, For example, a character
rafling 3 successes would learn the information for 3 successes,
and also the Information for 1 and 2 successes,

HOW TO USE THIS BOOK

Aside from the SRHI rules and those in the sourcebooks listed
above, this book includes all the Information needed to run
Shadows of the Underworld. The gamemaster should read
througth each adventure before arrempling to run it Some impor-
tant plot developments do not become apparent until well into
each atventure, but the gamemaster must lay the groundwork for
these developments early on. He or she can only accomplish that
by belng famillar with each story line.

Though Shadows of the Underworld as written (rles o
cover all the llkely and even some of the unlikely Ideas that the
players might come up with, It Is Impassible to foresee every

1 SHANDODIDS OF THE unNnbDeERUUIORLD
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possible action the players might choose to take. Therefore, the
gamemaster must be prepared (o Improvise if necessary

Each adveniure begins with a fictional prologue. The pro-
logue gives the gamemaster a feel for the setting of the adven-
ture, The introduction following the protogue explains the nature
and specific background of each adventure. The sections within
each adventure follow standard Shadowrun format. Most of them
contain fouwr parts: Tell i to Them Stralght, Hooks, Behind the
Scenes, and Debugging.

Tell It to Them Stralght s read aloud to the players, It
describes where the player characters are and what is happening
to théem as though they were actually there. Depending on the
Payer characrers previous cholces and/or the point in the adven-
ture at which the encounter ocours, the gamemasier may need 1o
adapt the text 1o sult the sltuation.

I'he second section, Hooks, gives the gamemaster hints and
tips about imagery t© use In the scens, emotions (o convey,
sounds, sensations, textures, and so on, The Information provid
i In this section varies In form and content rom scene (o scene,
ranging from general themes (o specific emotions

v HAFRODUC TION

The next section, Behind the Scenes, tells the gamemaster
what Is really happening in each encounter and proposes a poten-
tial sequence of events. Any maps needed 1o play an encounter ane
included in this secton. Informaton the players can ciscover and
possible consequences of the player characters actions also appear
here. Non-player character statistics needed 10 roleplay the
encounter are usually included here as well. This section may also
contain hints and suggestions for handling a paricular encounter

The final section of each encounter, Debugging, offers sugges-
tions for getting the story back on track if things 2o (oo far wrong; for
example, if the player characters overlook a vital plece of data or if
half the team meets an untimely death. The gamemaster need not
use any of the suggestions glven in this section: if he or she has a bet-
ter method of redirecting the game, he shoukd feel free to use it As
always, the gamemaster may also let the chips fall where they may.

At the end of each adventure, Picking Up the Pleces pro-
vides tips on wrapping up the adventure and awarding Karma, as
well as offering suggestions for answering unresolved player of
plaver character guestions,

PREPARING THE ADVENTURES

It is iImpossible (o create a published adventure that provides
the appropriate opposition level for every group of player charac-
ters. Some groups are Inherently more powerful than others,

The gamemaster must ad|ust the game statistics and capabil-
(ties of the published opposition to provide an appropriate level
of difficulty for the group. IF an adventure does not sult the play.
er characters strengths and weaknesses, the gamemaster may
use the published version as an outline to develop an adventure
of his or her own. Or, if It works well except for a quitk here and
there, the gamemaster can change any part of the plot and story
events to make the adventure a better one for the players

Each adventure suggests Threat ancl Professional Ratings for
each of the NPCs. As explained in Shadowrun, Second Editlon,
use Threat Rating dice In place of Dice Mools for these characters
(p. 187, SRN). Gamemasters should adjust the actual Threat
Ratings to better reflect the level of oppositon presented by the
player characters, especially in those adventures where malntaln-
ing game balance promises to be exceptionally wicky, The
gamemaster should feel free o modify Threat Rating dice on the
fly during an encounter to provide the proper level of opposition
To that end, the text occasionally Includes notes on how wugh a
battle or encounter should be for the player characters.

The gamemaster will ind such manipulation crudial o keep-
ing some of the encounters In each adventure at a manageable
level. The fights in Shadows of the Underworld work best when
choreographed like an action movie. Though lead and magic Rles
everywhere, only a few of the bad guys actually get a cean shot
at the heroes at any one time, That limitarton, and the application
of the SR Professional Rating rules, should help keep large-scale
fights under control,

For gamemasters using the first-edition Shadowrun rules, the
Professional Rating system works as follows, Non-player charac
ters with a Professional Rating of | will withdraw from a fight after
taking a Light wound, those rated at 2 will withdraw after taking
a4 Moderate wound, those rated at 3 after a Serious wound, and
those rated at 4 will fight untll unconsclous or deac

SHHIDOWLNS OF THE UNDERIDORLD ﬂ




| sacren vision

i pained me 1o o what men and women had done 1o Her
and to the land that is Her body. And | went ino the wilderness
to better speak with Her, away from the blanket of smokie that
covers cities ke sweal. And | walked among the trees, secking
blue sky and clear watess, and | emptied my body and mind of all
that man’s evils had poliuted, | walked until | could breathe again,
until | could taste alr that She had kept clean, | did not find it

And | cried out, weeping for all the childien born into the
world, their innocence helpless o purify (L, thelr strength not
enough 1o cammy thidr fathers” sine. And | asked Her why, | asked
Her what | could do to change this injustice. It had not helped
10 fight for the whales and the forests or for the children who
starved o that corporations could grow. It had not helped o
work for my own salvation, my own purity of heart and soul and
oneness with the world, while others pulled themsehoes dally
fariher away from Her

And | asked Her tor & dign ... anything 1o tell me that She had
not abandonad us. that She would not let Her world die. And o
that moment. when my soul was emply of all but love of Her, |
raised my eyes upward and saw, abowve the trees, a blue that
stood out like purity against the smoke-stained sky. The beating
of his sitver and azure wings created the freshening air | breathed.
And | knew that this was Her sign, Her word. The Dragon, the one
we now know' as Dunkelzahn. s our only salvation.

—Excerpt hhom |asile Lester's Revelanion, 2012

[ InTRopuCTION

in Excelslor. the player characters receihve a job offer from
Martha Delaney, a member of Dunkelzahn's campalgn staff. She
WanIs them to help provvide security for a rally in Madison Square
Garden, scheduled in the next few days. The campaign has heard
ramors of potentiad rouble from Humanis:based hate groups in
the area. and Dunkelzahn wants some extra bodies on hamd. The
meet pikes place In Windows on the Workd, a ritey restaurant af
the top of the Empilie State Building, on the Lume “Roor™ as the
observation deck. It comcides with a gathering of yakuza and
Shirwate businessmen, and the restawrant also just happens to be
& wel-known hangout for Aztechnology and other nasty corpo-
rate types. Ordinarily. the munners could easily avoid trouble by
keeping a low profile— il they don't bother the yaks andd the comp
execs, he yaks and the exeds won t bother them. Unfortunately,
someone c¢lse on the scene has no intention of leaving anybody in
pesce—ithe Whale Earth Adventists, an offshoot of the Church of
the Whole Earth Inc.

LAGLLOIOR

The Chuich of the Whole Eanth Inc. is a hall-New Age, hall-
cvangelical relighous group that flest appeared in 2005, The group s
founder, Jaclie Lester, came close (o giving up hope Tor the world in
2012, Caught up in a crisds of Laith, she went into the wikderness on
a desperate search for the Caodidess and saw Dunkelzahin make hils
first appeasance in the Awakened world, Convinced that the drag-
on was a sign from the Goddess, Jaclie turned her tiny group of 1ol
lowers Into 4 much larger organization dedicated to redeeming the
workd, Owver the years, the Church of the Whole Earth has collect-
o a falr number of fervent believers, among them a few fanatics
who Call thomsehees the Whole Larth Adventists

When Dunkelzahn decided to run for UCAS Presikient, the
Whole Larth Adventists became convinged that thelr time had
arrtved]. The Adventists believe that Dunkelzahn is destined for the
presidency—and that anyone who disagrees with this notion does
nol deserve the privilege of living In the dragon’s utopla
Therelote, they will eliminate all such problems A a gestuie of
faith in their savior, Dunkelirahn does nol approve of the
Adventists’ attitude but believes they are all talk and no action

Unlortunately. this 4 one of those tare occasions when the
greatl dragon s wiong

The Adventists know that mob and compodate bosses requent
Windows on the World, The Adventists want (o purge the com:
ing utopda of organized cime and unfecling MegACOIPOrAtoNs,
and they'te planning 1o start early, On the night of the meet with
Delancy—while the runners are negotiating with her in a private
room-—a group of Adventists breaks into the bullding, kills most
of the complacent on-site security and preparces to carny out a
“purification.” The Adventists intend to call the lodal media and
tell them that they are striking 4 blow for Dunkelzahn by puritying
the woild of such hilth as crganiped-<rime syndicates and corpo-
ratiomns that deal with them. They will then blow the top fifteen
foors or 3o oll the bullding, escaping via blimp. However, the
Adventiits did not count on 4 dew of shadowrunners, &
Dunkelzahn representative with a headphone, and the abilities of
the dragon’s own agents,

The terrorists herd the unners into the main room of the
restaurant with the rest of the clientele and then contact thelr kool
letting him know of the purge they intend to undertake for the
greater glory of his name. The minute the Adventists make con-
tact, Dunkelzahn's deckers block all Matrix-based communica-
thons so that the Adventists cannot get the full network coverage
they demand. Meanwhile, the Big D himself maintains contact
with Delancy via her headphone. The dragon wants the situation
defused without the media finding out about i, and he will pay
well (o make sure that happens. As the experts on the scene, the
runners get this job by defauit. (Not many people sy no 0 a
dragon when he asks them for a favor)

g SHADOWVS OF THE UNDEARWIORLD




The unners must sneak oul of a well-guarded room, get all
the way downstalrs without working elevators and without being
spotted, and find the location of several bombs—as well as the
central irigger. They must then defuse the explosives and captuie
the terrorists belore the ferrorists” bDlimp arrives ., all withoul
endangering a single innocent life. Dunkelzahn does not want any
blood on his talons and is unforgiving if crossed.

This run works best set In New York Cloy, but it can be set In
any major LUCAS clty that contains a skyscraper and a large con-
vention hall. The Debugglng section of Ever Upward (p. 12)
explains how runnérs from “out of town™ might make the trip 1o
the Big Apple.

| Ever uPwARD

TELL IT TO THEM STRAIGHT

People say that the Empire State Building Is small compared
to Fuchi-town, but it sure looks big when you re righr under it
This tme of year, the smog hangs so low you can barely see the
top. It may be old, pitted. rusty, and patched with ferrocrete
shoring up some of the damage from the 2005 quake, but this
bulleting still looks pretry chill, Too bad the securlty thumpers
aren't,

A lew tourists blithely walk past you through the Knight
Errant Gateway weapon detectorn. The Gateway s festooned with
shazzy, hi-tech cdoohlckeys like some Kind of cyberpunk Chiristmas
tree; It looks like a plastic fork might ser it off. One of the bruls-
ers-with-a-badge returns your Innocent look with a what-the-frag-
you-leokin -at stare, Time to look at something more pleasant
You scan the crowd and spy someone holding a placard with the
name DELANEY printed on i, That's the name your fixer told you
1o look for,

The placard-holder Is ... Interesting, He ...7 she ...7 stands
about 1.7 meters tall, with bright blue eyes and a willowy figure,
and long blond halr pulled back in a pony tail

“Clad you showed up,” theé placard-holder says. “Are you all
here? I've rented a few lockers In case you'd like to store any. uh,
valuabies belore we go up.

After the characters pass through the metal detector, read the
following aloud:

Thee elevator's the high-speed kind, but a few minutes crawl by
betore the waytoo-smooth, simulated valce says, "Windows on
the Waorld Restaurant and Observation Deck, 101st lloor,” You step
out of the clevaror, and the view draws you right over to the near
est huge window. From this high up. you're practically staring down
the throat of the Vote-For-Dunkelzahn advert blimp that’s Deen fly-
ing over Seventh Avenue all evening. The blue-and-silver Carlca-
turesdl head smiles af you as i siosdy rolates away. You glance at the
well-stocked Dar, but the pony-tailed Dlond waves you over o a
smalier door to the left of the restaurant’s main entrance.

The little room s windowless (which kind of defeats the pur-
pose of coming up here, docsn't it7) and Is set up for a seminar.
with one large table in the middle and several chairs around it
Your guilde walks 1o the end ol the table and sits beside the

SHANDIUS OF THE UNDERIVDORLD m

woman waiting there. She's as nicely dressed as any corpornate MR
speclalist, but the confident set of her shoulders and no-nonsense
clothing suggest she might be equally comiortable on your end of
things. The door closes with a little alr pressure on your ecars.
Sound balfling In the walls, white-nolse generator and [ammer in
the table centerpiece—thls Is one slick setup

“Good evening.” the woman says, "My name s Martha
Delaney, and this Is Percy, We are here on behall of someone you
all probably know of—hopefully, you'll even vate for him,”

HOOKS

Make the beginning of this encaunter lulling In 18 normalcy,
The bewildering array of sights and sourkds In New York, which is
still one of the greatest metroplexes In the world, should make
locals and visitors a little antsy, bul once inside the Empire Stare
Building everything seems o proceed In slow motion. The cleva-
tor is slower than most, and the tourksts make the place feel as i
the runners have somehow stepped back Into one of those sim-
flicks from the 19%4)'s, The bullding even bends naturally in the
wind. The Windows on the Warld restaurant is a posh place, with
thick carpets, lots of brass, 4 jazz o and exotic plants—all of
which probably cost more LUICAS dollars than the average runner
dreams about. This place Is so upscale even the security Is hidden,
Now that's class,

BEHIND THE SCENES

The Empire State Bullding in 2057 15 a dinosaur of a structure,
but it carrbes prestige. Shiawase, Aztechnology, and Ares pack office
space lor several subsidiares Into the New York lancimark. When the
World Tracle Center went down in the blg earthquake of 2005, the
proprietons of the Windows on the Worlkd restaurant that had graced
the destroyed skyscraper pulled A few strings and licensed the name
o the restaurant |ust below the Emiphie Stale’s observation deck
Mhovos and plaques around the restaurant el the story

In the lobby are six Knight Errant security guards manning the
two Rating 8 magnetic anomaly detectons ([MADS; for more indor.
marion, see p. 92, The Neo-Anarchists’ Gulde to Real Life! For
good measure, KE's personnel are running a4 cheme-snitfer wand
(Rating 3} over everyone's bags. The Emipire State has a lat no-
weapons policy, and bullding securnity will slap taser restrainis on
anyone whose Class C cyberware tips the MADs. People with any
detected cyberwvare will be asked for their SIN numbers, so any run-
ner without a decent fake SIN Is in some serous ek, (The
gamemaster may want to mention this w any hard-core ganges
fypes n the player group. Faked identilication Is a wonderful way o
make player characters poorer bul wiser.) Any runner dumb enough
to carry a weapon with a Concealability of 2 or less will get to warch
one of the guards call for back-up while four others pull out thelr
guns andl the fifth policely suggests that the team not start anything.

The lockers in the lobby are made of steel (Barier Rating &),
have Rating 4 maglocks ready to encode onta a credstick and are
fairly roomy. UCAS gun-control laws are lax enough, and the KE |
guards are busy enough, that they won't bother anyone stashing
guns in a locker belore taking the elevatorn, Percy will pay for a
many lockers as needed and then give the credstick 1o a member |
of the runners’ team In a gesture of good falth
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Knight Errant Guard Squad (6)
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Initlative: 1 + 1DG

Threat/Professional Rating: 2/3

Skifts: Armed Combat 3 (Clubs 5), Car 2. Computer |, Etiquetto
(Comorate,/Street] 3, firearms 5, Molice Mrocedure 4, Stealth 2,
Unarmed Combat 2 {Jujitsu 4)

Cyberware: Smartlink

Gean Securetech Armored Jacket (5/3). Security Helmet with
Radlo, AZ-150 Stun Baton (105 stun}, Colt Manhunter [Heavy
Pistol, 16 (clip), SA, 9M, w/Smartgun Link and 2 extra clips],
Almost Donuts, Coffee, Mowsiuoes

Armor
6/5

The private reom that Ms, Delaney has rented |s soundproof
and equipped with a hermetic clrcle {Rating 4) around all but the
putermost edges. The circle |5 part of the security provided by the
restaurant, Once the runners sit down and shut the door, Delaney
eaplains that she Is in charge of Dunkelzahn s New York security
stall, Dunkelzahn has authorzed her to contagt freelancers in the
area with a rep for getting rid of trouble while keeping thelr clients
safe. She needs professionals tor crowd control at the Dunkelzahn

for President rally scheduled next weel at Madison Square
Carden; I the runners are New York natives, she's also Interested
in thelr advice. Delaney wanes to know who in the: metroplex
might want to wreck the rally, and she will ask the munners to
search through their contact networks. She will ask professional
bodyguards, street samurals, deckers, and the like for opinlons on
how someone might try 1o sabotage the set-up at the Garden, She
promises a flat fee of 25,000 UCAS dollars aplece for consulling
fees, and runners who negotlate for more can knock the price up
10 percent per success. Delaney intends to take them to the
Carden the following day for a walk-around. May this job offer
out—if the runners live through whal's coming next, Delaney will
hald them to their word. Then go ro All Chipped Up, p. 12,

Percy 1s Delaney’s personal secretary. He's wonderful if the
runnérs should happen to need someone to answer six phones al
ance while filing papers from the last six months’ backlog, but
he's not much use when looking down the smoking end of a gun
If statistics for him become necessary. use the Corporate Secretary
contact (p. 205, SRIN, If vou need 1o kill someone ar the begin-
ning of All Chipped Up 1o show that the Adventists mean busi-
pess, Perey has "cannon focder™ wiitten all over him

SHADODINS OF THE UNDERDORLD
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DEBUGGING

It the characters are not native New Yorkers, the gamemaster
can introduce them into the adventure in a variety of ways. If the
characters played Dry Run in the Super Tuesday acventure set,
Carla Brooks can recommend them for just this kind of work. And
IF the characters have already played C.O.D. in this adventure set,
thelr freshly galned reps as ends of dragonkind might prampt 4
call from Dunkelzahn's agents.

If the runners’ reps are hot, Delaney may offer ta Ay them out
because she has heard they are some of the best in the biz. IFtheir
reps are medium-warm, have someoane contact them in Seattle
for security consulting. From there they |join Dunkelzahn's cam
palgn road show, meet Ms, Delaney and go to dinner at the
Windows 1o talk biz while in MNew Yorl.

If the characters are stupld enough to start a firefight In the
first ten minutes, Delaney does not hire them and malies a note
not to listen to her Axer any more. If this happens, It may be time
for a lecture on when to let go of the guns. If the unners cannot
et up to the restaurant, then they cannot make the deal. IF they

SHANDNDDUS OF THE UNDERILMNORKLD |E

EXCELSIONR

already know that Dunkelzahn Is involved, the gamemaster can
tip his hand to keep the runners from making stupid Cholces—no
ane wanfs o anger a wyrm, especially one that might soon be
the president of the UCAS

| ALL cHIPPED UP

TELL IT TO THEM STRAIGHT

You hear a gentle knock on the door and the walter steps In
with a may lull of dessert—vanilla mousse lopped with whipped
cream and chocolate sprinkles, ollowed by yvour skie order of
autofire, blood. and nasty gurgling nolses

Ckh, drek, It's going 1o be one of those nights.

A woman with an M22AZ covers the left. An ork with steel
teeth and an HK covers the right. For the moment, at least, they
clon’t seem Inclined to yank the trigaers

“We're In charge!l” snaps the woman, Now that you ve got a
second to look at her, you notice that she's decked out In

Armante s latest “Effervescence” armored evening gown, The ork
looks quite dapper in his Boot Brothers suit: very macho, goes
well with the Gl 2 and the muscles. Were they In the restaurant/
How come the bad guys always get 1o keep thelr guns?!

"Hands up, slowly." says Miss Congenfality through her
teeth, "Throw a spell. move loo fast, and yvou're chunks, GOT IT?"
She looks like she's expecting an answer

HOOKS

H-ﬁ:'i:l- the ension .'I.LEII I thils encounter, Don't et the charac-
ters talk among themselves, Yell short commands; repeat “we ane
in charge™ a lot. Point out that the M2ZAZ has an underbame
grenade launcher and that the woman waving It looks psycho
enough o use It in the tiny room

When Allda (the psycho-woman) beglng her speech, the
player characiers should reallze that she |s a religious fanatic wha
belleves that her violent actions will help Dunkelzahn, This should
give them pause. Are these the sort of people who will come to
power iF the Big D is elected?

BEHIND THE SCENES

The Adventists have taken over the restaurant lobby (sound-
prool private rooms sometimes have their disadvantages). The
walter |s dead, and the desserts land via the scarter diagram (p, 97,
SRIN. Allcia Bayone and Noah Koh are the two gun-wielding ter-
rorises: they have the job of searching the private rooms and herd-
Ing rhelr occupants Into the main seating area where it s casier o
keep an eye on them, Statistics for Alida appear in Cast of
Shadows (p. 24). for Noah, use the statistics given for generic ork
termmorists in And No Mace to Go, . 14, The Adventists have never
triect amything on the scale ol this operation before, and S0 they are
rervous and trigger-happy, IF the runners try to fight back, Alicia will
shoot whoever is nearest, At the sound of any gunfire, another five
tefrorists will edme .00 relnloroe Allcla and Moah,

It the: runners cooperate with thelr captors, Moah leads them
Into the main restaurant with Alicta bringing up the rear. The run-
ners s&e eight more terrorists covenng the restaurant, most of them
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well-dressed, “fingers” McCGillls (see Cast of Shadows, p. 24) is
'l'.nmg them, scanning the crowd for maglc and removing any un-
masked spell locks and focl. Forty-one hostages in addition to the
funners are crowded into the center of the main seating area.

. When the runners have joined everyone eclse, Alicia starts
her spiel.

*Pay atientionl™ she yells. “We are the warriors of the Whole
“Earth Adventists. Comply with our demands and you will live. We
come to cleanse the earth of cormuption. hate, racism and pollu-
- tion. These will have no place in the coming Golden Age. They
_must be stopped now, of our children will learn evil from them.”

She steps up to a dignified-looking Asian man in a designer

gt and stares him diown.
: “lsn't that right. Mister Hsol of the Yamaguchi-gumil yakuza®
“She walks over to another executive type and gives him the gim-
et eye. “And Mister Nodalto of Saeder-Krupp?™ She shifts her
“hard stare to a woman standing nearby. “And Ms. Reilly of
Shirwase Atomics?”

Alicla steps back and surveys the room once more,

“Changes will be made. starting now. And they will continue
when the great wyrm leads us, his chosen people, 1o the futurel”

Following the ranting, Alicia reads from |aelle Lesters
Revelation, (Read Sacred Vislon, p. 9. aloud to the players ar this

point) Allcla contindes speaking for a while; gamemasters may
Improvise more ranting or summarize. depending on thelr play-
eis” tolerance level for melodrama,

Meanwhile, Delaney goes stiff and closes her eyes. Perceptive
unners notice that insteadt of sitting ke the other hostages. their

Ms. Johnson s almost underneath a rable, behind the largest run-
ner She ls mumbling to herself, clearly ralking on a cyberphone.

After Alicla shuts up and Noah heads to shut off and watch
over the elevators, Delaney murmurs unobtrusively to the run-
ners, “l called my boss. If this gets out, Brackhaven and all the
Humanis goons will splatter it through the press. You know whal
that means, People will blame him, He's got some of his mosl
trusted Trix watchdogs in the Grid, They can probably prevent
wortl getting out for the next hour or two, but we've got to stop
this before then. He'll pay you top cred.” She grins at the team,
“You want a new job?”

During her phone conversation with Dunkelzahn, the dragon
sthorized Delaney to offer the characters up to 100,000 LICAS
doliars each to “defuse the situation.” Most characters will realize
that this s not a great time to bargain, but if they try. she Is will-
Ing to raise the fee by 15 percent

DEBUGGING

The players can serfously derail this encounter by fighting the
terroeists rather than complying. If the players seem likely to do
0, tell them that the Adventists have a Held Action, which mwans
that they do something at least once before Initiative s even
rolled. If the players decide to have their characrers attack any-
way. make the characters expend Simple Actions to get out of
thelr chairs. Alsa, remind any runners with cyber-restrains that
thelr chrome won't work, [To release the restralnts, the runners
must reach the restraint “keys.” which are down at the security
desk In the bullding lobby. )
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If the runners attack anyway., A few three-round bursts shouled
shut them up. Alicia will back up and fire a grenade (F she has to.
It only one runner plays troublemaker, feel free to give him or her
4 Deadly wound. IF the runners néed o see just how mathiess the
Adventists are, Mercy is expendable. Make ceveryone else work
under a tight time limit.

if the runners do not accept Dunkelzahn's new offer. let
them walt around for a while and then overhear that the terror-
ists plan to blow the place up. The runners will have to stop the
Adventisis on thelr own to save their skins, and they won 't even
get any money out of it. They can always go back to Delaney and
say they've decided to help the dragon after giving it some
thought.

| AND NO PLACE TO GO

TELL IT TO THEM STRAIGHT

You can't remembaer the last time you ve Seen S0 many suits
in one place. Under other circumstances. you might even conski-
er laking a shot at the place yoursell. But not now. Right now, you
have to figure out some way oul of this box.

At least the crazy DIIT finally shul up, One more word from
her about how pure and sweet and wonderful the workd will be
when "the voice of the Goddess™ gers elecred, and you might
have taken a nose-dive out of one of the windows. Utopia has its
good points, of course—no corps. no yaks. SINs and legitimacy for
everyone. On the other hand. that'd pur you out of a job.

Time 1o boot up the brain, people. You need o get out of here,
aet your gear, stop these loons, collect your ared and hive one heck
of a party. Now If vou could |ust come up with a plan, ..

HOOKS

If the runners are accustomed o solving things with guns and
magic. the adventure could end with this encounter. Weaponless,
well-guarded and watched for signs of maglc use, the runners
need to “think sidewaya” to form a feasible escape plan.
Encourage creativity: accept cinematic solutions even if they seem
a liecke implausible.

Emphasize the sheer number of people involved. The charac-
ters may agree with the terrorists that corporate andd organizei:
crime Rgures are drekheads, but does thal justily wholesale
slaughter? Some of the player characters may like Dunkelzahn, but
this encounter pits them against people with a screw loose who
are supposeclly on the dragon's side. Feel free 1o stretch our the
roleplaying and be prepared 1o improvise. Introduce some pre
pared non-player characrers. Have people spill their life stories
Make people bond. Take things slowly but make sure the story
doesn t bog down,

BEHIND THE SCENES

The characters can get out al the room in a number ol diller
ent ways. Allow them to plan among themselves as long as they
speak quietly, If they talk too loudly or seem to be whispering
together for too long, Fingers comes over to break it up.
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A distraction |s the strategy most llkely to work, allowing the
characrers (o sneak past the remalning guarels while most of them
are occupled. If the runners pull a classic "medical emergency”
scam, Allcia and Fingers will check it out. These two are much
more likely ta act sympathetic toward a metahuman and won't
even bother look at anyone obviously corporate- or yakuza-affili-
ated, If the sick act Is convincing, several Adventists troop off to
find thelr leader and ask what to do, while Fingers and Alicla stay
with the “sick” person. This glves the runners far fewer guards to
ceal with, and they should easlly manage to slip past the two
remalning terrorists one by one. The runners may also start fights
among the other prisoners, lorcing several guarcds to break up the
fights. Distracting Fingers somehow will enable maglclan charac-
ters with Invisibllity, shapechange or other relevant spells w
escape without being noticed. The most effective strategy may be
to try several distractions in combination. Delaney and Percy (if he
I5 atlll alive) will do what they can to help out. IF the characters are
having trouble, feel free to make the other prisoners potentially
useful people—out-ol-woik Brosdway actors, media personali-
tles, members of the Hluminates of the New Dawn and so on.

If the runners try to negotiate with the terrorists, they find
some more sympathetic than others. Making a public speech will
not work, Alicia will cut them off and the terrorists will present a
united front against the player characters. If the characters talk o
any of the terrorists alone, have the player or players roll an
opposed Negotiation (Willpower} Test, Make themn put thelr argu-
ment into words. IF all the runners can say is that innocent people
will get hurt, the terrorsts are unlikely to listen. If the runners
point out that terrorist tactics might make people dislike
Dunkelzahn ... well, maybe the Adventists will listen after the
Kamikaze wears ofl.

Talking to Alicla will get the runners hurt. She wants her moment
of homicidal glory, and she’s going to get it no martter what,

The nunners might convince Noah, though this is unlikely, He
harbors grudges against comps and yaks and views this mission as
doing the world a favor. Fingers Is the most susceptible to manipula-
tlon, If the characters make successful Perception (6) Tests, they real-
lze thar he envies Alicla ber status, If the runners play on this envy by
suggesting that Alicia plans to pin all the blame on him i things go
wiong, they may convince Hngers 1o help sabotage the operation,

The seven backup terrorists are three humans, an elf, two
orks and a troll. Two of the humans have cyberware, as do the ell
and the troll. At least four other terrorists are wandering arounc
the stairwells and other foors looking lor trouble, and there may
be even more. (Create enough terrorlsis to be plausible and give
the runners a challenge. depending on the runner team’'s size and
experience.| Use the following terrorist stats. Numbers in paren-
theses lor Body, Quickness, Strength, Willpower and Reaction
apply while the temrorists are under the influence of Kamikaze, For
humans, Essence in parentheses reflects the presence of cyber-
ware, The Body statistics in parentheses for trolls indicates dermal
armon A dwarl terrorst has the same statistics as Fingers but lacks
magic abllitles (sece Cast of Shadows, p. 24) and carries the
gamemaster's choice of the gear listed in the terrorist stats. If
desired. provide the Adventist terrorists with additional mages,
adeprs of shamans,

All of the terrorists believe strongly In the Adventist cause, and
mast of them are on Kamikaze. If the characters delay anywhere
from 10 minutes to an hour before talking to them, the drug's
effects may wear off. The single dose listed under Gear is all they,
have left. Berween doses, they get Irfitable—under the influence,
they are twitchy as all hell.

Terrorists (7+)
B Q 5 C 1 W E R Armor
Human 4 [5) 415 3(5% 3 3 67 &i(52% 34y 3/
EIF 415 516/ 3{% 5 3 ai{fy 525 4 3/
Ok 7 18) 415 (M 21 3 5(6) 4] Jidy 3
| |

Troll D (10710) 34 B{ID) 34 5.4% 2 31
Initiattve: Reaction + 106 {+2D6 on Kamikaze)
Threat/Professional Rating: 3/4

Skllls: Car 2, Day Job Skill 2, Etiquerte (Srtreet) 4. Firearms 5,
Interrogation 3, Negotiation 4, Unarmed Combat 4

Cyberware: Level 4 Datajacks. Smartgun Links

Gear: Boot Brothers Armored Sult, Heckler & Koch Gl2A3:
[32/clip, SA/BF/FA, BM, w/lntegral Gas-Vent I, Shock Pacls, Laser
Sight and Smartgun Link {for cybered temorists)], Gags, Metal
Restraints, Micro-transceivers (unencrypted), | dose Kamikaze

DOWNSTAIRS
Once the unners get out of the restawant, they must figure
out how to stop the terrorists’ operation. But they'll probably need
o get o the ground floor and rescue thelr gear from the lockers.
first. Noah has control of the service elevator—the terrorists sent the
six regular elevators o the ground floor and then shut them off
manually (the switch is physically off. 50 no one can grab control va®
the Matrix). If the runners do not want to attract lots of unwanted:
artention by going through Noah, they have o take the stairs down.
However, the stalis are for emergency use only. Opening a doot
into the stalreell requires a successful Elecironics (4) Test; If the
character has no Micotronics Toolkit or similar gear, the target
number rses 1o B. Walking down all the stairs takes about an hout,
logeing takes half an hour, and whipping by takes fifteen minutes,
A conjured spirt with movement power will come In Incredibly |
handy. Characrers without two cyberlegs must make 3 successhal
Aghletics |5) Tests (o resist Light Stun Damage. Going up the stairs:
all the way to the top Roor causes three 55 Stun wounds, which
characters without cyberlegs must resist the same way.
Dunleelzalin's deckers have Intercepred the Adventists' every |
arempt al communication and control, dumping the Adventist's
decker from the bullding's system several times. After a few falled |
arternpts the decker will give up and rell one of his fellow terodsts
10 go outside and malke a call from a public terminal. This command |
will be relayed to all the Adventists, and so the runners have a
chance of overhearing It whether they are in the restaurant’s main
rocim or convenlently close to one of the terrorists, Whether or nal |
they do anything about this information is up to the players,
Feel free to invent any number of encounters for the runners:
on the way down to the lobby. Some of the terrorists may be
posted at random Intervals along the stairs, and the characters
must elther snealk past them or kill them without alerting any.
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ene, (Lise the four already mentioned as roaming the bullding o
add a few Adventists who are CANVASSING ea( l Ao, | Oinis af the
bullciing 5 [anitors may have hidden in the stalrway when the
attack began and (s still there: when he sees the characters. he
1.1-:‘51. them (o savie him and refuses o be left alone, Or perhaps
(e terrorsts citin t check (oo caretully when they shue the ele
Wators ol e runners may fingd a small Hrnup ol I:r._|11|;hr,'|,l |,'||_'|_'\-[|||,'
" one |:||i_"..,||_1||1.|..'; for resoyee, For a darker twise. ane aof (e cerror
55 may have taken a night secretary out of an office and
dr._\gﬁ-_'-d hed L0 an 1_'|'|'||‘-1 W FOOHT O Ravie his WLy wellh Misr, andl thie
fURRES Must savie hel

he Adventists sirike well altér regular business hours, so
el of the Pullding Is emply The gamemaster decldes exactly
what all of the rooms are used for, Most of them are uninberest
ing olfice space, but if the runners look through them they may
B evidence of kegal activithes or even some unidentified chips
of Imventions that could seme as A (Ui =00l ol for anoth
& adveniure.

Emphasize thal the lobly is a long way down. and that The
tharacters et D IIdea whatl Thoy may encounber whilke aeErring
hele. MHow many temonsis Are thered Where are thoews Whar are
they planning ! ARer the runners have gotten thelr weapons. back

(assuming that's what they wanted), go 1o Change of Art. p. 16

The restaurant kilchens yield a number of Improvised

WEADONS, as oo most Of the althoe Boors (e axes,. e exein-
:.;ull.lu_u'. Al S0 On The temmocists make a head count of the
CIovwol overy filteen milnuies and ol themselees oviery Paeniby flve
Lo fhe characters il b mdssedd I they dawdle for oo long The
windows are made of thick plastiglass (Barer Ranng 4). <0 knock
ing someone through them Is difficuli

Twes Bman Adventses luk in the laoblyw behlngd ohie cerametal
security desk (Barrier Rating 10). They have set up an Ares MP
LMG on a tripod, pointing toward the exit door. If these two get
wWord that runners arg on the loose; they will point the gun [oWwangd
the stalrs and will take thelr dose ol Kamikaze before the player
characters hit the lobbw. The outside door 8 closed and locked
and a handwritten sign posted on it says Closed for Extermination

Assuming the runners take oul the two ground-floor thugs
iy can Bnd a vital clue 1O the e orses ST Ui of thie hieaw-
e A Brulser nameecd Chunk-5Sivie,. has wrilien out the plans in sim
ple words (o help himsell keep things straight. In his pocker is &
sheel of paper Thal reads, “Lobby, Lock Doors (Very Importand
Security Central (3th oo, Guards, Check, Rool. Bombs Check
Restawrant, Check, Corm Call, Finad Check. 'Waot, Deck his shyouict
Qivee e chiaracTers neeoso nines Thal Dre AdChvEnnists have plantec
bombs. than “Securlty Central™ milght contain something useful

Aand that the obhsErvallon oli=ch is thie fnal STaARe In e [Hlan
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Ground Floor Heavies ("Chunk-5tyle” and “Napalm™}
B Q 5 1 w C E R Armor
5() 56 Si(7y 3 56 3 4.3 4 G4

Inltdative: 4 + 106 (+ 2D6 on Kamikaze)

Threat/Professional Rating: 3/4

Skills: Armed Combat 2, Athletics 3, Car 3, Demolitions 2 {Plastic
Explosives 4), Evquette (Street) 4. Etiquette (Underworld) 5,
Firearms 5, Gunnery 3, Rotorcraft 2. Unarmed Combat 2 {Boxing 3)
Cyberware; Cybereyes with Low-Light and flare Compensation,
Smarigun Links

Gear: Securetech Armor Jackets w/helmets (5/3). Ares MP with
“No Smoking” written on its side [LMG, 500 rounds of explod-
ing ammo (belt), BF/FA, 85, w/Tripod, Gas-Vent Il and Smartgun
Link]: Ares Predators [Heavy Pistols, 15 (clip)l. Sa, 9M,
wiSmangun Links], Ballistic-cloth Duffel Bag (adds
ballistic/impact Armor Ratings of 3/3 to anything inside): Micro-
transcelvers. Pocket Notebook, plus assorted gear taken from
the Knight Errant security guards

Note: Because of thelr Kamikaze addiction, these Acdventists
have only eight boxes of damage to be filled in on their
Condition Monitors, Additional Essence loss also comes from
acldiction to Kamikaze,

DEBUGGING

If the runners make no effort 1o escape, blow them up and
get them out of the gene pool. If they try bul screw up because of
lousy dice rolls, fudge things to let them succeed. In this adven-
ture, I1's the thought that counts. Feel free o make escaping as
hard or easy as you like, For players who like puzzle-solving. make
getting out the key. For die-hard roleplayers, allow time for inter-
action between the runners and the other characters, both prison-
ers and terrorists, May up the feeling that getting caught equals
death: it a runner tries something like Magic Fingering a gun his
way, the terrorisis have an obwious reason o kill the unner 1o
whom the gun flies. Subtlety keeps the runners alive,

If the unners let things drag on lorever, let the terrorises’
message get out to the media, No cops will come to help, as one
of the Adventists’ demands IS that no cops show their faces with-
In six blocks of the Emplre State, They have warned that IF any-
thing funny happens, hostages will start dying and furniture will
start plummeting out of seventieth-story windows Into traffic.

If the characters miss Chunk-Style’s paper but search the first-
floor directory, they will see that the bullding security office Is
located on the fourth floor. Possible other clues that the security
office Is the next place to go Include guard logs that list the secu-
rity cameras’ location, the security manual for the Emplire State
Bullding Matrix Log, and 50 on.

If the runners do not bother searching the Adventists and
simply walk out the door, the bullding goes boom half an hour
later and Dunkelzahn arranges for an investigation. His agents
already know the runners’ fixer, and his lackeys will make the run.
ners wish they had never been barm. Smart runners can anticipabe
this outcome. If the unners head back up and assault the restau-
rant without finding out about the bombs or the security center,
play it through. If the Adventists in the security center hear a scuf-
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fie over the transceivers, they send a lew folks 10 see what i
golng on. Il the runners are dolng too well, the Adventists try 12
bail, first via their adventising blimp and then by foot i all else fail
OCnce they are salely out of range, they will blow the bullding, and
woe betice any runners still inside.

| CHANGE OF ART

TELL IT TO THEM STRAIGHT

Next time you see one of those Stairs-O-5trength infomes
clals, you're going to shoot the wid. You pause and rub your
aching thighs. From now on, you re only going to insist on meets
ing potential cients in single-story bulldings. At least these freaks
left the lights on ... the better to spot trouble coming. you'd
quess. You wander down the well-lighted hallways, following the
enameled plagques thar point the way to the security center.
you get closer to your destination, you can't help remembering &
cliche from those old war trids—"It's quiet, Too quiet,”

At the end of the fourth-floor hallway looms a plasteel doot,
pocked with bullet holes, Bloodstains dot the floor, The securlty
camera stares at you like an unblinking eye as you approach,

HOOKS

How the characters get to the fourth Roor is unimportant.
they take an elevator, they must first swiltch it on: alternativel
they can take the stairs. On the way up they should un inlo mons
tense and even violent moments, resoained or nol. Wandering
terrorists make for a fun, action-packed stalrwell chase; the ten
sion of walking through an eerily empty building without knowing
whal may happen will also keep the characters on edge,

May Arthur with charlsma and conviction, He s an evangelst
of truth (his truth, at least), and believes so strongly In the rightness
of his cause that some runners may be tempted 1o join him.
Arthur 5 not the real power behind the Adventises, he i In charg
of this artack and knows it Arthur is the “volce™ of the team,
one assigned o make the blg speeches for the media. He Is on the
spot in the security center 5o that he can start talking the minuce by
decker reaches the trid networks. As the Adventists see it €
whaole venture is worthless without media coverage.

The unners” appearance will not blow Arthur's cool o
much. Don’t take too long with the combat in this encounter:
the big Aght for the end. The real moment of horror should ¢
when the runnérs realize that they are almaost too late already,

BEHIND THE SCENES

Inside the room s the heart of the operation RS
Arthur Quazach andd David “Pokerface™ Ryan, a decker who s
ing frantically to re-establsh communications with the outsk
workd. Arthur's statistles appear in Cast of Shadows, p. 25 Bload
andl Blagle, two hired street punks who think they 're samural, stang
witch at the door. They have been keeping an eye on the secud '
camera, and so if the characters bust in, Blood and Blade will bs
reacly for them. IF the runners knock on the door and bluster
way in or do anything other than burst In with guns blazing, Blood
ancl Blache will Fall for any line the characters feed them,




Pokerface Is concentrating on his [ob to the virtual exclusion
Il glse. He does not enjoy ldiling peaple hall as much as the
athers do, and Dunkelzahn's agents 10 the Matrlx have continual-
qu his efforts, They have crashed his deck a couple of
"‘----- and now the big D's filends have gone after him with

Haster-lilke attack programs. He wants out of here, bul e remalns
l.n'linr fire,

d “Pokerface™ Ryan
Q s I W E ]
4 3 5 5 3
nitlative: 4 + 106

ing Mool: 3

Armor
a2

Threat/Professional Rating: 2/2
Skills; Athletics 2, Car 2, Computer 5, Computer B/R 2. Computer
pory 4, Blectronics 3, Electronics B/R 2. Etquette (Matrix) 4,
e (Sueet) 3, Frearms 2
e: Datajack (Level 4), Headware Memory (150 Mp FIFF),
Skillwires (4), Softiink (4 ports)
.ﬁ'll Fuchi Cyber-4 [IMPCP 4/3/3/3/3), w/Response Increase |
a genetal array of programs (most of them bumed—
jl'l'lm'nﬂm s cholce}], Lined Coat {back leather with a dragon
mu!ﬁs and NEVER DEAL WITH A DRAGON emblazoned
- ith, Level 4 Skillsofis (Firearms, Unarmed Combat,
Demolitions), Ruger Super Warhawk [Heavy Pistol. 6 {cylinder),

o HIM, w/56 rounds belt-fed explosive ammo around Ryan's

| W C E R Armor
2 2 4 2.5 a4(6) 5/3
Rating: 3/2

_ Mml:d Combar 3 (Edged Weapons 5). Bike 2. Car 3,
igquette  (Street} 3. Frearms 5, Unarmed Combat 3

« 5)
mmeus w/Hearing Amplification and Sound

Jamper, Cybereyes w/Low-Light and Thermosgraphic, Datajack,
* Rewractable Hand Razors, Smartgun Link, Wired Reflexes |
ill: Armored facket (573, Ingram Smangun [SMG. 32 (dlip).
mﬂﬁ SM3). Knife [(STRIL Damage|. Micro-rranscéeivers, Sim
" Player w/Chip (The Dragon Warrion, Steel Knuckles (STR = 1/M
Tﬂndumge} 2 doses Kamikaze {which they won't touchi

: Though faken aback by the runners’ appearance (which indi-
,'_"i-r in unanticipated hole in his operdation), Arthur realizes that
abead-to-head fight will only ger everyone killed. He will remain
j_llhl, greeting (he characters as though he had planned on their
- Quote or adapt as much of the lollowing speech as
#ﬁm:l. of create a new speech along the same lines. Arthur (S
bglﬂrg on the fact thar most SiNIess types like shadowrunners
_ﬁnl most metahumans, assuming there are metahumans on the
hirn.I tend 0 be on Dunkelzahn's side, and so may be less
.,,h‘.'i'md o regard his words with skepticism.

~ "Hoi,” Arthur greets them, "Clacl 1o see you made it out, We
never intendec to hurt anyone excepl the soulless corporate types

vou usually run into up there, | gol pretty upsel when | reallzed
that we'd trapped some Innocent people up there with them, As
A matter of fact, 1 was going 1o tell Alicl to let the Innocents go
I Just a couple of minutes,”

Arthur is Iyving, but at the moment he has nothing against the
runners (unless they have already kllled some of the tenmorsts on
thelr way here) and 15 willing to let them go. The Adventists
Intended ta kill comporate and organlzed-crime VilPs—aoather casu-
altles are just collateral damage. He continues In 4 lowered volee,
trylng to make the runners feel Included v the conspliacy.

"I hate having to do this, bul you know how It 5. Sometimes
things just have 10 be done (o make a paint. When Dunkelzahn
becomes president, we re golng 10 see an Incredible change In
this world, The corporations will be run by real people, Interested
in something other than profits. The SINless will finally have a
volce again, Metahumans will be given the equality they deserve
The UCAS will finally remember Its promises to its crizens tha
they will always live In the freest natlon on Larth, where they can
trust thelr government and each other,” He shakes his head sadly,
“But some people just can't see this. They'te 100 blinded by years
spent in the comps, by the cold mechanistic values of modern
lile—work, profit. efficiency. These people will only drag the
future down. Good people can't et that happen. So today we're
striking a blow hor Dunkelzahn and all of our futures. We're show-
ing the world that the great dragon and the Whole Earth cannot
be beaten by the power of moncy.”

i the characters seem at all sympathetic (meaning that they
refrain from shooting himl, Arthur tells them that they are free (o
leave and asks if they would mind just making a few phone calls
to some of the local networks once they get outslde. If they hesi-
tate. he offers them 1,000 nuyen each “for their trouble.”

Al this point the unners must make a cholce. If they stick
with waorking lor Dunkelzahn, they are putting themselves a
greater risk. but for a greater payoll. If they take Arthur’s offer,
they turn a small profit. get out with thedr skins intact (sl beast for
nowl, and help a cause for which they may have some sympathiy.
If they do choose to leave. Arthur allows them o go. He knows
he canndt ensure that they will make the calls. but he is willing to
take that risk. The runners, of course. are taking a risk of their own:
double-crossing a dragon is never a good idea.

It the munners stick with their orginal job, they have several
options, If they shoot Arthur, the remaining three terrorists will
fight, but the runners should easily overcome them. IF all four ter-
rofists get killed, the runners can find aclditional clues to the ter-
rotists” plans by searching the room, They will find a shorthand
plan of operations, which notes that the bomb Is to be placed in
the maintenance room at the top of the bullding, but does not say
precisely where or how o detonate i, They may also find
Mokerface s Demaolitions skillsoft, which any runner with skillwires
can use, (This find will come in handy later, in Boom With a View,)

If the runners kill ar chase away MPokerface and the two samu-
ral ancl then interrogate Arthur, he stays quiet untll the unners
achieve 3 or more nel successes on an opposed Interrogation
(Willpower) Test, use a mind piobe spell or apply some other form
of pressure that the gamemaster deems workable. Arthur then
tells the runners the bomb s In the malntenance room, but he

|
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does not know how to disarm it. He tells them it is due to go off
any second (an exaggeration, but he hopes it will make them
leave him alone)

If the runners leave without killing Arthur, he alernts the rest of
the terrorisos that shadowrunners are loose In the bullding. He will
order his compatriots to get out and then start the countdown. It
Arthur Is killed, the other terrorists will set off the bomb the next
time they check with him and  get no answer (D6 + 15 minutes
dfter the characters leave the security center)

DEBUGGING

It the characters blow thelr way through everybody and do
nol hear Arthur s specech or search lor the plans, that s their loss
The remorists will Blow the place sky-high in D6 4 15 minutes, and
the munners will have to deal with the consequences,

If the runners accept Arthur's offer well, Dunkelzahn
already knows thelr names and thelr Rxers. As might be expected
of a teed-off dragon, he will take revenge. The runners better have
salid allases anc the safest of safe houses, or they e dead,

This scene can play out In several different ways, Don't sweal
it too much If the characters Kill Arthur belore he gets (o speak o
do something totally unexpected, The plot will go forward
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regarclless; as soon as the first terrorist gets no response
from a call to Arthur, things go boom.

If a decker among the runners wants o iry deck-
ing In to find out what the Adventists have been doing
of take control of the bullding security, the gamemas-
ter can handle it in a couple of ways. Delaney mdy
have warned the runners not (o try decking because
Dunkelzahn's deckers are waiting to dump anyone
who tries anything. Alternatively. the team decker can
do some fast talking. letting Dunkelzahn's ream know
that Mokerface is no longer a problem. Dunkelzahn s
ceckers will hang around in case the team cdeckers
communication is a ruse but will make no hosrile
moves unless the team decker does something to
arouse suspicion. If the ream decker decides o fight
give Dunkelzahn's deckers statistics at | © 3 poinfs
higher than the player character decker. The Big D's
deckers are equipped with Fairfight Excaliburs and
state of the art programs per Vintual Realities 2.0
{hey. Dunkelzahn only hires the best). The gamemaster
decides how many deckers are actually on patrol out
side the Emplre State Building node

I A BOOM WITH A VIEW

TELL IT TO THEM STRAIGHT

Watching the numbers on an elevator scroll up has
never been this gratifying. You don't know how much
longer you've got before the bomb's gonna blow—if
you had to walk all the way back up, you'd never have
made it in thime

You slide your linger onto the trigger of your gun

If these psychos have anyone posted upstalrs watching

rhe elevatorn, they re going 1o be ready for you. You're beginning

to teel like the rope in an all-troll tug-of-war. You' re still not sure

what 1 do when you linally find the thing, but you ll think ol
something. You have to.

When the runners reach Hloor 100 (Malrienance), read the fol-
lowing alouwd:

You exit the elevator and see a single metal door ajar in front
of you. A smell of burnt oll. and the grinding nolse of whirding
machinery pour out of the doorn grating on your ears, You
approach the doorway and see a massive tangle of plpes. gears
and turbines, Finding a bomb in that mess could lake hours——bat
you ve only gof minutes.

When the runners siep Inslde the malntenance room, read the
following aloud:

The whole floor Is just one big room. Great, This|ll be ke
searching for a simchip in a dragon hoard. Waltasec—did you just
see something mowve?

You did see something move, What the hell is that thing over
there? You have to look rwice before you realize (s a human
woman, bent over a couple of wires and fiddling with them. Her
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%II mottled gray with livid red lumps, some of which are ooe-
MEI'H.‘ has no halr, angd ber scalp has the same wasp-nest look
o the rest of her skin. One of her arms is dull metal; the other
Hhihd"-"elﬂﬂ and skeletal. She furns around as you come in, and
M in a volce that souncls like rusted metal cyberware being,
-|I:|ppl}d: from a flesh socket

“W-wewhat the F-F-f-frag do you want#!”™

HOOKS

Get out a stopwatch or an egg timer and srare it, This
encounter s the typical stop-the bomb-while-you-warch-the-
numbers countdown. The runners have seen it a million times in
action movies on the trid—now they have to five il

{ Danger. No time o think, Must acr quickly. Play up the fact
thit the runners have no idea how big the bomb Is or exactly
when It will go off, They only know that the Big Bang will hap-
pen soon, Everything hinges on this scene. If the runners don't
#mgmund zero in fime, they mighr as well have saved them-

plh'u that long walk downstalrs—theyre dead, along with
H!iyunt else in the bullding, Talk quickly and In short sen.

tences, Make the players understaned that rime Is their enemy
Al the enemy isn't stopping.

BEHIND THE SCENES

To reach the maintenance Aoor. the runners have three
aptions: the stalrs all the way from the lobby, the regular eleva-
tors of the maintenance elevator. The maintenance room s on
Moor 100—it's marked on the button consoles of the regular ele-
valors and the malntenance elevator, so the runners should have
na problem finding i, (The maintenance elevaror also goes up
to Floor 102—the roof, which contains various antennae and
satellite clishes. ) If the characters call the maintenance elevaror.
j!hl.h reacis right away, and the Adventists may start plugging
Innocents.

The maintenance roam confains various pipes. fuse boxes
#ﬁ:l machinery. Aslde from the door next to the elevator, the
only other exit in the maintenance room opens 1o AN emergency
Hairway.

The woman in the maintenance room fiddiing with the wires
i Eden Hamper, a treelance demolitions expert hired by the
Hmr:nﬂm for the occasion, For the purposes of this encounter,
hmn by the runners—attacking Harper, yvelling at her, and so
on—starts a combat round, Harper s job Is arming the bomb, so
she will take time to fire at the runners only if they fire on her first

If Harper survives mare than ane combat round, she will take 3
_ﬁmphz Actlons to activate the bomb's timed detonator, IF the rin

ners da not Inftate o combat round while she fiddies with the
ﬁnb. she needs only 2 Simple Actions to activate it. Mayver char-

ﬂhn can wrestle her away Irom the deronator controls using an
w Unarmed Combat ar Strength Test (Grappling-based
ﬂhﬁ:ﬂ‘ltmﬂms apply)

I Eden successfully starts the bomb countclown, one of the
- nunners must achleve 2 or more successes on a Demolitions (5) or
Hljl!l.'al Sclences/Electronics (9] Test to disarm it. Somewhere in
iﬂ mainienance room is the detonator lor several smaller charges

st at Intervals around the top foor, The maximum number of

charges Is thirty: the gamemaster determines exactly how many
there arc, depending on the power of the player group. These
charges plus the big bomb will blow the top off of the Empire
State Bullding. All of the explosives are C-13 Grade A military
Bang-bang. connected In a serles and hooked up 1@ a4 timer—no
sense having a radio detonator iF you plan o be several klicks
away when it goes off. The timed detonator is set for fifteen min-
utes. The runners should stam asking themselves just how long it
took them to run down all those stalrs—and how much longer It
will take with a crowd of people

It the characters take off immediately to save themselves.
they can get clear of the collapsing tons of rubble from the top fil-
teen Hoors o s0. Have them make Athletics Tests to Increase thelr
running multipllers, but any runner can escape lalling ferrocrete
aricd steel unless he or she has a Quickness of | and ne Athletics
Sk Trying to herd the people out of the restaurant and down the
stairs slows everything down. Some of the hostages are fast,
some slow: they get in each others’ way, have heart attacks. mip
and so on, Forty-one people can fit In the elevators, I the charac-
ters have tumed on all six. It takes three minutes for an elevatol
to go each way top to bottom, and about a minute and a hall to
get everyone out of the restaurant

I a runner is still near the building when it blows, he or she
takes 1 20 damage and gets pinned under rublde, Armor does not
mitigate this damage. Any runners still on the top lloor near the
bombs are dead, [When you're | 00-plus foors up af ground zero
of a huge explosion, do you really need 1o bother making that
dice roll?)

If shots are fired within earshol of the mallenance room (A
Eden, in a nearby stalrwell, and so on), Eden tips off the
Aclventists to rrouble via her comlink with the terrorists In the
restaurant. Noah will come 1o Investigate with a small group of
followers (whoover is left alive from the terrorists wandering the
Mocrs). The terrorists lett in the restaurant will notity the rgger sta-
doned on thelr getaway Blimp 1o get réacly for the pickup, Go to
Bullets Over Broadway, p, 20

DEBUGGING

It the runners searched the security center In A Change of Ant
ip. 10} and found Mokerlace's Demalitions skillsoft, any character
with skillwires can use It to defuse the bomb, If none of the run-
ners have skillwires, or Demolitions, Elecrronics or  Physical
achences Skills. they can ry defaulting 1o the skill web or try coerc-
ing Eden into disarming the bomb herseff, The latter will require
some convincing roleplaying or a successiul Negotiation Test
against a Target Number of |1 (Eden’s Willpower + Intelligence),
A bribe or the promise that Dunkelzahn might help her in some
way reduces the Target Number to 9

If Eden dies, the runnes must try 1o shut oft the bomb by
themselves, If they fall in thelr first attempt, tell them that the
timer speeds up, I they blow it badly again . well, it's time (o
run ang they have a dilemma on thelr hands. They can try to el
everyone out of the bullding, but the Big D will still be blamed o
blowing up the Empire State. That outcome won't make the drag

on very happy.
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| BULLETS OUER BRORDWAY

TELL IT TO THEM STRAIGHT

The night wind coming down the stairs hits you like the hol.
damp breath of something foul. Even up here it reeks of
petrochem fumes and dockyard poliution. The observation deck s
onc fight up. and you know those manlacs are up there

When the characters reach the roof, read the following aloud:

You're wired as high as it goes, readly to take on a Bock of tet-
rofists because it's the last chance yoi || get. Snll, the dragon that
floats into view from beneath the roof ledge ghves you a starl,

Waltasecond. The glant silver-and-blue head of Dunkelrahn ks
just the picture on the side of the monstrous adventising blimp,
rolling arcund n hi-res nuthenium-polymer display. As you deploy
actoss the rooftop and look down towand the observation dech, you
see what s going on, The 1enodsts have cut through the old steel
lencing around the edge of the deck—a big section of the fence is
lying fim on the deck. A thich strand of mooring cable leads up to
the back of the blimp; the web bels smapped to all the terrorsts”
walsts glve you the final clue about their chosen means of escape,

You see the scene with extra clarry, as IF you'd suddenly
developed super-vision, Terrorist goons all over, your budd|es
spreading out across the rooftop, the guy in the cockplt under-
rreath the Blimp pinning vou with his metal-blue eyes, As the clrek
storm hits, you hear a sound above the wind—a high-pliched,
clectric whine

HOOKS

This s the big shebang. Keep the action fast and furious anc
scare the living drek out of the runners. Make the combat flashy.
People who get hit go spinning off the rool and plurmmet o
messy deaths. May up how ungodly scary weaponas fire IS when
getting hit means splattering on the cold. concrete ground 100
floois below. Stieams of lracer ammo as brght as laser beama rip
across the sky, concrete gets blown apart, and the guns are firing
sa fast that individual shots get lost In one vast ripping sound.
Loty of explosions. Runners dimbing into the biimp and shoving
people out. This encounter should be one big rush of fear and
exhilaration fos players and their chalacters.

BEHIND THE SCENES

MNo malter how fast and quiet the runners have been up to
this polnt, Alicka knows by now that there is a problem. Any num-
ber of things may have tipped her off: the lobby crew of security-
center team not checking in, Arthur not responding to a call, Noah
spotting  the malntenance elevatod being called by perons
unknown, possibly even dead Adventists all over the bullding. i
nothing else. she will know for sure something’s up when Eden
SCTEAMS A4 warming into her headphone

As 3000 as Alicia realized that things were not going to go
caactly as planned. she radioed for the blimp. By the time the run-
ek reach the roohop or the observation deck, she is on the dech.
Belore leaving the restaurant, she will send one tenorist to find the
runners (und 1o belp Noah, i be is still alive), Use the statistics for a
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genenic human tertorst in And No Place to Go, p. |14, After deal-
ing with Noah, the chasacters have the following handhul of options.

RUNNING AWAY

Once the runners (or Eden) disaem the bomb, they may
decide to ball out. i they do, they get no big dollar payolf—that's
whatl happens when you leave youl contact in a room full of ter-
roisls. Sometimes, however, discretion 1S the better part of valor
oo a0l they did keep the Adventists’ acheme from succeeding lor
did they?)

GOING TO SEE THE WORLD (FLOOR 101)

It the runners decide 1o return (o the restavrant after disarm-
ing the bomb and detonators in the malntenance room, they must
go up one Hoor via the stalis of an clevator (regular of mainte-
nancel. Both the elevators and the stainway open into a small hall-
wiay, which contalns the entrance 16 the restauran! and the obser-
wvation-dleck door, The deck dodl OpeEns 1o 8 shoil stainvay hat
leads 1o the observation dech, The door has been projaped open
and a lone terrorist s covering the exit, (Use the statistics for a
genedc human terronst, . 14 of And No Mace to Go |

Il the runners enter the restaurant, Delaney will greet them
and tell them that the hostages are all okay aside from a few bruis
es, wielts and black eyes, She offers to escont the people out while
the runners go after the terrorists, The runners can decide 1o leave
with the hostages If they have taken too much damage, or If they
feel that the odds are too heavily agalnse them, If so, they will get
thelr Afteen minutes of fame, possibly o few contacts from among
the hostages (favors ke saving lives get rewarded), and (of
course) the usual questioning by local authoritles. Dunketzabin will
pay them in ull, but they will have earned themselves a promi-
nent place on the Adventisis’ hic lise

GOING TO THE ROOF (FLOOR 102)

I the unners enter the maintenance elevaror al any time,
cither 1o hide or to fde it somewhere, they will see & button for
Floos 102 (ROOF), If the munners select this Roor, the elevator opens
0o A amall room that contains the bullding s elevator machinery, as
well as an exit onto the rooftop. This exit 15 used by workers who
maintain the Emplre State's antennae and satéllitge dishes. The
antennae. satellite dishes, and small room on the rooftop give the
pliyers cover, &t wiell as a cear view of the erronsts on the obser-
vation deck. The Adventists” rigger. Mastic Boy, will notice them if
they fire on the rest of the Adventists. He will respond by opening
fire on the runners with the blimp s minigun

GOING TO THE OBSERVATION DECK (FLOOR 101A)

The unners can also head straight fod the observation deck
on Floor 101a. They can reach the deck via the obsenvation-deck
door and stairway (see Golng to See the World,) Afier dealing
with the lone temonst left 1o guard the deck dood, the MENNers can
take on the rost of the gang (however many ane left alive), Now
the real fun begins

The Adventises planned 1o escape via the Dunkelzahn-for-
Peesiclent Dlimp for several reasons, Advert bBlimps siay low
enough nol 1o nterlere with commercial and private flights, and
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s the Dlimp Is practically invisible o most anti-alrcraft sensars,
Also, the blimp can change its acvertising in a second and mix in
with other advertlsing blimps roaming over downtown New York,
Finally, no cop In his right mind will shoot a blimp aver the city, If
the Adventists get talled by a police chopper, they plan to blast it
io bits. Colng our by ground means they have to get through the
cops surrounding the area, and the Advenrisis want to avoic that
kind of complication

The blimp ngger Is nicknamed Plastic Boy (use the Rigger
atchetype, p. 59, SR W, A staunch Adventist, Mastic Boy does not
want to see his friends hurt, which can work to the runners’ advan
tage. Mastic Boy will fire a1 anyone firing on his friends or trying
to stop them. but he will not shoot Just anyone. He is especially
catedul to avold people dressed in sults or gowns unless he is cer
taln by their actions that they are the opposition—the ferrorists
are still all dressed up, and Plastic Boy does not want to plug any
ol them by accldent, Though he can plck his targets pretty well,
he will skip anyone In melee combat range of the Adventlsts, The
Bimp's center Is ten meters off the edge of the observation deck,
(Blimp statistics are provided at the end of this section]

The terrorlsts’ main goal |s o get away, Each takes a Simple
Actian to hook himselt up to the mooring cable, another Simple
Action to clamber up the stone lip around the edae of the roof,
and a4 Free Actlon plus a successiul Willpower (4) Test to throw
themselves aff the bullding and toward the blimp.

GCrabbing on to an Adventlst and going over the edge
requires a Strength (8] Test for anyone not hoolied o the moaring
cable. Fallure sends the runner on o long, skating drop down the
somewhat-steep ledge to the stone lip, IF the runner makes suc-
cessful Quickness {51 and Strength (4) Tests, he or she can stop the
roll-and-slide number before going over the edge. If not, the mun-
rier had better be able to fly, because only a miracle will save them
from a quick trip to the pavement

A character can hold on o an opponent with one hand per
success achleved on the Strength (8) Test. Three or more success
o5 means that the runner's legs ane locked around his opponent
and his hands are semi-free. Terrorists can try to shake a runner oft
with an apposed Strength or Unarmed Combat Test, throwing ol
one "hand”™ per net success. Runners on the end of a cable cannot
be hit by the minigun. Climbing up a cable takes two Complex
Actions and a successful Strength or Athletics (5) Test; normally it
would take more time. but the crank starts 1o reel in on PMastic
Bov's first action.

Shooting a cable requires a successful Firearms Test against a
base Target Number 1.2, The target number cdrops to 4 If a character
first takes a Simple Action to grab a cable and hold his gun up w i
One success or more on this test cuts the cable. Any attempt to shoot
sameone dangling off the end of a cable takes a Targer Number 16,
All maxchifiers except those for distance apply
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EXCELSIOR

the test yields 4 or moare successes, the cable s cut. IF ne
essary, runners can make multiple tests and combine the
successes from each rest o procluce the required 4 suc
CES5E
Shoating the minigun is a Called Shot ( +4 to target num
berl. The minigun has no effective armor but its rugaed
consfruction enables i o fesist damage—Iine
gamemaster rolls B dice for the Resistance Test. I the
minigun takes any “wounds,” apply the standard damage
modifiers © Mastik Boy s target numbsers wwhien he Bies
the gun. The gun falls apat when il has taken the equiv-
dlent of Deaddly damage
It the player characiers atiempt 10 bBoard and
commandeer the blimp, they must irst deal wath Plastc
Bay, Linless they pesusde him o iy the blimp o
them, one of the mnners must have a Vehicle Skill ghat
milht plausibly gihve theéim a snowball 5 chance in hell of
maneuverning the bDlimp and landing iF salely
Lltimately, this s the gamemaster s judgment call
Hiylng away in the terrorists getaway vehicle, however
Ay Lamnd the rannsis In moee troubbe Than thiry Antic-

pated {(see Moking Up the Pleces

Leppelinwerke Advertising Blimp

Handling Speed B/A Slgnature  Autopllot
3 00/ 250 B/G B{l2) £

Seating: Folding benches

Access: | + [ standard « | double-shped

Motes: Includes a 1,000-CF assault moclule modiflied o

hodid trclean ProEcing equipment and & ruthenium- ody-

T clisplay surkace (no Imaging scanner——the display B

hooked up 1o the tid (0 project 4 datachip of intefresting

images), plus two stadim amps and speakens. Dashe

thermal masking [+4), mechanical towing crank with S-

b Calnis altached, pop-up remote urfel with Vingicanod

Minigun {1 000 rounds of normal/tracer ammao)

DEBUGGING

It's gut check time. Once on the roal, the characters

can determine the ocdds and declde Tor themselves (o

L

[

Aght or leave, The temmoddsts don | really want to kil the

Liw
L&

L]
'||.|h

{ .-ll
"Il'
L]
[ ]

nmnen—_{hey Want 1o et owt ol here amd inform the

|
5.:.1'
L 'lu'.'llI

media of thelr stnke against the evil comps. This

50
ANy

e
oy

4

encountes s 41fr*.|_-.;n-:-.'! o provide some dramanic, fun

combat—nol (o leave the munners as  multl-oolonsa
splotches on the stréels of New Youk If the Hght stans
going against the runners, have Lone Star copters show
up, watcher splrits appear. or even a Doc Wagon copter

Arfive 1o take care of a wounded runner or & panicked

hostage. The gamemaster can also even the odds by
having Mastlc Boy accldentally shoot some of his team-

males of by ludging the rolls o thar the rigacr Bows
A runnes may also cut a cable with any cdged melee weapon away huge sections ol the roofl and antennac with the minigun
.  appe— : . . '
with a Power Rating ol © or higher, To cut a cable, the runnes This may prompt the other terrorises (o run away rather than gun
makes an unopposed Success Test against a Target Number 7. It il e A
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| PICRING UP THE PIECES

) lmuhr provides an excellent opportunity for gamemasters
r"-t dintroduce ongoing NPCs into their campaigns. The rich, the
| powerful, the hot-drek runners, the mobs, the policiubs ... anyone
an d everyone could be in the Windows on the World restaurant
Cwhen the terrodists attack and may well approach the runners
|, E.: they are all trapped together under the Adventists guns.
|+: RGeS may start talking to one another, stiike up conversitions
. 1 Inane topics. confess secrets Decause they expect 1o die and so
 NICs who survive can be well-disposed toward the runners
mmm of hate them for trying to play hero and getting
- e survivor s (fill-in-the-blank) killed. Excelsion can serve as a ple-
q wel fo many adventuics,
I any of the Adventises survive, they hate the unners’ guts.
~the are not particularly expert terrorists, but Aficia, Noah, Fingers
o Arthur all have a good chance of finding out where the runners
live and leaving something under the hoods of thelr vehicles, They
#’l care about percentage; revenge s one of thelr favorite pas-
fmes, particulary in Alicia’s case,
4 M the player characters duck out early (o save their hoops—
“ter they hil the lobby or talk with Arthur—they get no cash,
3 rewards and no peace for the rest of their days. The great
will exact revenge against the streer scum who falled him
m a lot of Innocent people killed, and dragons are notorl-
- ous for thelr patience. It may take time for Dunkelzahn o deal
th them, but the runnens” lives will not be worth an old-time
nickel.

-
i

o0
k

D&p!ndlllg on how the runners handled things, they may get
blamed for the terrorist attack, the destruction of the top fifteen
pors of the Empire State Bullding, and the deaths of several
azen Innocent people down In the Garment district of New York.
' -_ any event, the catastrophie will cerntainly make the news. If the
m pull everything off right and the crowd vouches for them,
Hﬂ' may temporarly be lionized as heroes (Rfteen minuies of
:.lﬁﬂ for everybodyl). Such notice may make future employers
Jbages to hire them of nervous about them,
B ¥ the runners really foul up and the terrotists get away clean,
Knight Emant will need sameone to blame ... and guess who
ﬂw’l pick? “Hey, hete's a cybered trog In the wieckage ... you
gota SIN. boy?”
1 The result of the attack will be the opposite of what the ter-
forists hoped to achieve. Dunkelzatin will look bad: the Inr_b:lcnt
.ﬂﬂ'npﬁr remind everyone forcibly that the dragon Is not .
of amything that resembles one. no matter how much time
rillt spends in human Jooking form. His stalf will go Into damage-
Cgontral modie. disowning the Adventists as a bunch of freaks who
housd be punished 1o the full extent of the law. VP candidate Kyle
will make more and more appearances on Dunkelzahn s
m and Dunkelrahn will appear only in human form until other
vents bump this incident off the evening news.

s

MONLELY

It Ms, Delaney lives, she will pay up as agreed. She will be
very impeessed iF all turned out well, and the runners” job at the
Mualison Square Garden rally Is practically suaranteecd.

If the runners ook off with the blimp. Lone Star, Knight
Errant, the LICAS military, and Dunkelzahn's agents will assume
they are connected with the Adventists no matter what actions
they took in the bullding. All four groups will be tracking that Dalyy
and are bound to catch up with the runners eventually, if the run-
ners @xplain that they simply intended o land it in a safe place
away from downtown NYC. Delaney will vouch for them [on her
boss's behall). They will also get a reward from the people from
whom the Adventists orginally rented the blimp—up to 10.000
LICAS dollars plus free rides ("Did you ever have an aerial view of
an Urban Brawl game?”)

If the players decide they want to keep the blimp, they won't
firkd It casy to hide. Its base price is the same as a Goodyear
Commuter-47 LTA (p. 58, Rigger Black Book) but fencing it is dif;
fcult. Delaney will deduct the price of the blimp from the total
Dunkelzahn owes the runners,

The Blg D's deckers have burned Pokerface s cyberdeck
beyond recognition, so it is useless 1o the runners. Il the runners
getl away with some of the C-13, the base price for fencing I is
1.000 nuyen per kilo, with a Street Index of 5. Il they sell it In New
York, there Is a 50 percent probabilicy that it will end up back in
the hands of the Adventists.

AWARDING KARMA

Aovard team Karma lor the adventure as listed below. Award
indivicual Karma according to standard rules (p. 199, SRIT.

Surviving, 1 point
Threat” £ points
Disarming the Bomb | point
Fewer than 2 innocents die I point
Terrorsts don't escape I point

“lgnore this award if the runners leave the bullding the first chance
they get

In addition, reward player characters for playing up the
drama. Il any runners get into long taunting conversations with
Alicia over micro-transcelvers, diop a penny out the window to
nall one of the heavies sixry Hoors below, or ask (o be beaten up
in place of the “innocent” folks, they should get Karma. Make
this your group's adventure, nol the stock action movie évery-
one thinks of when they hear “terrorist” and “skyscraper™ in the
FAME SENICTT,

CAST OF SHADOWS

Characters are listed in the order that they appear.

MARTHA DELANEY
A competent woman in her late thirties, Martha Delaney has
worked for Dunkelzahin only lor the past year of 5o, sinde he
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became a UCAS ctizen. She has grown to respect him immense-
hy. not just as a dragon but as a person and a sincere, caring boss,
Belore joining the dragon s stall on the organizational side of
things, she worked as a Knight Errant rent-a-cop and s at home
with the nuis and Dolts of security despite her somewhal comno-
rate appearance when the runners first meet her, She s a all
Amcan-Amefican woman with a pleasantly low: pitched voilce and
a commanding presence

Martha has two children, ages four and two. She “retired” to
an office job for their sakes and 15 very wormied about what will
happen to them if she is killed. Therefore, she will et the runners
do most of the dealing with the terrorists to avold drawing thelr
attentions, though she will help Il asked.

Attributes

ﬁﬂﬂ}f: 5

Duickness: 4

Strength: 4

Charisma: 4

Intelligence: 4

Willpower: 5

Lssence: 2.8

Keaction: 4 (O)
Inltlative: 4(0) + 1D6 (2D6)
Combat Pool: &
Threat/Professional Rating: 3/3
Skills

Armed Combat: 4

Athletics: 3

Car: 3

Computer: 3

Etlquette (Corporate): &

Etlquette (Street): 3

Flirearms: 5

MNegotation: 5

Unarmed Combwat: 4
Cyberware

Datajack

Smantlink

Telephone

Wired Reflexes (1)
Gear

Zod "Retrovision” sult

$5.000 credsticks (1 per runner)

ALICIA BAYONL

Ar 28 years olel, Alicla is the guts and guns of the Adventist
operation. She belleves that with the drekky lite she's led, utopia
has o be just around the corner, and she will kill o get it. A
Mafioso's daughter gone bad, she grew up materially comlortable
but emotionally starved and soon learmed that violence got her all
sarts of sympathetic nolses and reform schools rather than prison
She sees other people as [0ols—no one has yet gotten close (o
her, and probably no one ever will. She has channeled what lietke
reerialng of her vulnerable slele (R .'li:hh:-\rl.ng “spiricual fulflllment”

by helping 1o usher in the new Golden Age, The fact that her fule
fillment requires other people o die does not sirike her &
immoral or even iInappropriate

Tall andd musscular, she culs an Imposing and attractive Rigure
Her charisma, however, stems from her intimidating manner and
willingness (o lead by example because she has little else in her
.. not from any soltness or pleasaniness

Attributes

Boddy: 5 (6)
Quickness: 517
Swength: 4 {6)
Charlsma: 4
Intelligence: 4
Willpowern: G
Essence: 1.6
Reaction: 4 {9)

Body Index: | .G
Inldative: 409 + 106 13D06)
Combat Pool: B

Threat/Professional Ratings: 5/4

Skills

Armed Combag: 3

Athletics: 4 ([Cardiovascular 6)

Carn: 2

Demolitions: 2

Electronics: | [Hol-wiring Vehicles 5}
Etiquette (Underworld): 5

Etiquette (Street); 3

Firearms: &

Gunnery: 3

!.fl"id'l:'TEh]-p: i |

Unarmed Combat: 3 (Kyokushin:kal karate &)

Cyberware

Cybereyes w/flae Compensation, Low Light, Thermographi

Mastic Bone Lacing

Smartlink

Retractable Hand Razors w/lmproved Dikote Blades (5TR -
2/M)

Wired Reflexes (2]

Bloware

Muscle Augmentation (2)

Gear

Colt MIZAZ [Assault Rile, GasVent |, shock pad. 20 gl
SASBF/TA, 9, wismanlink and 3 extra clips of exploshe
ammo, underbamrel grenade launcher w/o offenshe
grenades (105}

Colt Manhunter [Heavy Mstol 16 (clip), SA. 9M, w/2 et
clips, silencer. concealed thigh hoalster)

“Effervescence” armored evening gown (3/1)

Micro-transceiver

DUFF "FINGERS"” MCGILLIS

A chwarf sorcery adept. Fingers is vain and mare than a ligle

disrrustful of Alicia angd Noah, His spell-locked Detect Enemiss
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and Detect Magic spells give him advance warning of just alsout
any move an oppoanent might pull. but his near constant use of
them has alse given him a paranold personality disordern. He
ASSUMBS SVErYDne IS oul o el him; he mumbles a 1or and seems
10 D& carrying on conversations with aboutl thirty different people
abance, His speech is hesitant because he always ties (o listen o
| evenvining people are saying. To Fingers, paranala is a way of lite,

Arribuies
Body: 6
Quickness: 3
Stength: 5
Chaisma: 3
imelligence: 5
Willpower: 6
Essence: &
Magic: 6
Reaction: 4
Initlative: 4 - 1DG
Combat Pool: /
Magic Pool: 4/6
Threat/Professional Rating: 4/ 3
Skills
Car: 2
Etiquette (Corporare): 2
Edquette (Street): 2
Firearms: 3
Magical Theory: 5
Sorcery; 4 (Spellcasting &)
Unarmed Combat: 3 [judo 5)
Spells
Combat
Manaboli: 6
Powerball: 5
Sleep: 5

Detection

Anabyze Truth; 4
Detect Enemies: 5°
Detect Magic: 6°

Gear
Health Sapphire nose ring (spell lock for Detect Magic spell)
Heal; 4 Sapphire earting spell ook for Detect Enemies spell)
Ares Predator [Heawy Pistol, 15 (clip), 5A, S\
hashosry Lined coat (4720
Chaotlc World: 4 Micro- transcelver

Mhysical Mask: 4
ARTHUR QUAZACH

Manipulation The oldest and by far the most sophisticated in this cell ol
Magic Fingers: 7 Adventists, Arthur BB the bralns and wvolce of the operation
Personal Physical Barrler: 6 Though attractive and charismatks, Arthur suffers from a sense of

E‘Tilllﬂlf'lt“‘n-"r s =earch bog FIEANIng s lead him o Bounce roim
"Spells. are locked At listed Force one extremnist group o another for most ol his lite
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As a young man he was an active member of the Humanis
Policlub, where he learnec most of what he knows about fighring
ancl motivating others, As he got older, he became Increasingly
disillusioned with the policluly's bigoted message. After being
forced to join In the slughter of a group ol elf children, he
underwent a complete change of heart, He broke wilh Humanis,
jolned the Church of the Whole Earth to atone fod his past sins and
has since turned his zeal towand cleansing the wotld, He ratlonal-
izes that people ke his racist, corporate-yes-man father taught
him rackem In the first place, and =0 all the “innately acist”™ cor-
porate types must be eliminated so that everyone can live togeth
e in harmony

Arthur s close (0 six feet tall, with graying brown hale and
green eyes, He dresses well and speaks with a slight upper-class
New England accent

Attributes
Body: 5
Quickiness: 4
Strengih: 4
Charlsma: &
Intelligence: S
Willpower: O
Lssence: O
Reaction: 4
Inktlative: 4 + 1DO
Combat Mool: /
Threat/Professional Ratings: 4/3
Skilts
Armed Combar: 2
Car: 3
Computern: 4
Computer Theory: 4
Lriquette (Comporate): 4
Ltiquette (Street): 3
Etiquette (Underworid): 5
Firearms: 4
Negotiation: 5
Leadership: &
Unarmed Combat: 5
Gear
Ares Predator w/llechette rounds [Heavy Mol 15 (clip), SA,
oM /05]
Form-fitting body armor (Level 3, 4/1)
MCTO- Transcetvie
sony pocket secrelary

EDEN HARPER

Though only 29, Eden sullers rom radiation sickiess that
makes her look wizened and anclent, She was living In Chicago
near Cermak when the Cermak Blast occurred and got caughe in
Its perphery. A shadowrunner by trade, she used her skills and
contacts o escape the clty, but her sickness and emotional trau-
ma have driven her over the edge

— ———

SHADDUES OF THE UNDEARIMORL D Eﬁ

Since escaping from Chicago, she has sold her services as
clemaolition expert o anyone who can afford her price. She cae
nothing for the rightness of any cause or who might get hut, :
only thing that makes her happy |s the knowledge that her
has caused others the sameé kKind of pain she feels. She has a
or 50 lelt before the sickness kills her amd she knows |,
makes her willing (o rake extreme risks.

Mwsically, she is repulsive. Her skin is dry and Raking off, ang
her body I8 covered with large, untreated tumaors. She replace
one of her arms with a steel oyberarm when it withered and lost
lunction, and the other one Is quickly deteriorating. She speaks
4 raspy stutter and s often difficult to understand. I any
seems 1o condescend 1o o feel sormy for her, she fies o A rige
andl atracks that character until she or the runner is dead,

Attributes
Bocty: 3
Quickness: 5
Strength: 3
Charisma: |
Intelligence: 5
Willpower: &
Essence: |
Reaction: 5 (9)
Initlative: 5 (D) « 1D6 13DG)
Combat Pool: 8
Threat/Trofessional Rating: 4/4
Skilis
Car: 3
Compuler: 4
Demolitions: 7
Demolitions (B/R): 6
Ltiquette (Street): 3
Firearms: 5
Stealih: O
Throwing Weapons: 4
Unarmed Combat: 3 [Cybenmplan 5)
Cyberware
Cyberarm w/ismarnlink and spars
Cyberears widampers
Cybereyes wiFlare Compensation. Low Light, Thermographis
Datajack (Level 4)
Wired Reflexes (2)
Gear
Armored jacker (5/3)
Ingram Smantgun [SMG, 32 (dipl. SA/BFTA, Gas-Ven Il
smanlink)
AdcdlPill painkillerns
4 offensive grenades (105)

Note: Because of severe nerve damage, Eden is insensitive 1o sk
face pain, She has | box af Pain Resistance on her Condlton Moo



L TWOSOLITUDES

L

| FApEOUT

~ The light of the full moon was [ust bright enough to see by,
Sho breathed a prayer of sllent thanks to whatever god of luck
" ;. still exist: turning on a light might well be his death war-
qant. If the corporate enforcers located him, they would kil him,
Then they would kill his parents. A lifetime of devoted service did-
o -_m'ﬂ'. for much when your offspring stole valuable data and
ihen vanished into the night.
_ Ehamwed around the small dorm room quickly and quiet-
||'_ .F.llhg shires, slacks and underwear out of drawers and stulf-
ng them into a small duffel bag. Dark clothes were best they
Awouldn't show dirt as fast, and heaven only knew when he'd gel
A chance to use a laundromat. Maybe Hiro'lf do my wash for me.
there 5 service. Sho suppressed a snot of laughter ac the
hought of Hiro in the local Duds-n-Suds, parking himself in a
I Sscreaming-orange plastic chair and reading a cheap paperback
 while keeping half an eye on Sho's wash to make sure nobody
Swiped anything. Some place for a free spirit. neh?
. There-wasn't much point in taking much, A week's worth ol
gothes, a few raw materials for fetishes that he'd pald good crec
&1 memento or two—mnot that he had many of those. Just the
~ Honorable Mention ribbon he o won at the freshman-class Spell
Y 'Design Open, and the photo of his parents that he'd tacked
~ above the cheap plywood desk where he could see it every time
tmlunked up from his homework. Carefully, Sho tucked the
m.hlu an envelope and placed it on top of the clothing. He
tipped the duffel bag shut, swung It over his shoulder and
tumed o leave.
I . A fiicker of movement caught his eye, and he froze, He
i “stared out the window, scanning the dim outlines of the elm trees
|II frﬂ:n[ lined the path to his dorm. Mavie it's nothing. fust some-

~ bedly coming Dack hite from the library. taking the shortcut across

he kawn. Then 4 shadow detached itself from the dark bulk of one
I|l free and fitted to the next,
~ 5ho swore silently. He was trapped. A single pursuer proba-
1 Lhymm they weren't sure he was here—if they knew for cer-
I ;ﬂh- they'd be sending in a team to take him, No, somebody at

HE was smart enough to figure he might come back 1o campus,
|" ﬂd‘lﬂrd senit 4 stringer to watch his dorm room. If he lelt now,
|d'll witcher would spot him. And If he didn't, someone else
*would figure out he was here, and sooner or later the corp
‘enforcers would hear about it Sho pressed his hands to his face in
L._l_'-_l'udk- atempt fo ward off panic. o way oul. No matrer what |
¢, there’s no wity our—

 *Sure there Is.” sald a soft volce behind him,

Sho spun around. Hiro was leaning against the closed cloor,

ﬁum-hldﬂt casually across his chest, The smile an hils face macle
Sho breathe & |itthe easier in spive of his fear

“Yeah? What'te you planning on dolng, Hire! Going oul
there and flaming the guy? That might attract a lttle unwanted
attention, don't you think?”

Hiro laughed. 1t was a beautitul sound, rich and deep.

“| could do that. If you want. Or we could Just confuse the
[poor fool, "

Hiro stralghtened and extended a hand toward Sho, palim ujs
and cupped slightly. He seemed to shimmer, lace and form Blur
ring ke a dampened watercodon, Then the shimmer laded, and
Sho stared In amazement al a carbon copy ol himself

I go first,” Hiro sald, "Our friend follows me, Then | pull
anothetr presto-change-o, leave him chasing his tall,. Meanwhile,
you slip out and find a sale hiding place across the Bridge, U1
catch up.” He walked over 1o Sho and took his hands, grinning.
“And then we're home free.”

“Home free,” echoed Sho. The thought made him giddy. He
gripped Hiro's hands hard, as if the spirit’s touch alone could turn

hope Into reality.

Nils Hammarand didn’t ke whal the volce In his ear was
telling him

“"What do you mean, you fost him?”™ Hammarand asked
"How could you lose him? Wet-behind-the-cars suitboy whelp,
knows as much about the real world as a baby rabbit, probably
never been outside the corp compound or campus walls in his
fragging life. and he gives you the slip? He gives a pro—excuse
me, alfeged pro—the slip? Explain to me how this happens. On
second thought, don’t. | don't want 1o hear iL”

The voice on the radio voice squawked and crackled in reply.

“Bag the jetwash.” Hammarand snapped. “First off. 1 don't
believe in disappearing acts. Second off. it doesn't matter. What
matters is that we find him—tast. Belore Daddy s corporate goons
do. Because if they get to him first. then all my hard work will
have been for nothing. And | don'l appreciate having my work
spiked by someone else’s fragging Incompetence. You find that
kid or you'll live just long enough to regret it.”

Hammarand reached up and pressed a small button on the
edge of his datajack, cutting off the answering volce In mid
sauawk.

“Trouble, Nils?” asked a cool, cultured volce from the door-
way,

Hammarand satr up straight, wiping the scowl off his face
Instinctively, he smoothed his halr and stralghtened his jacker.

“No trouble, sir. Nothing | can't handle,”

“Excellent,”

Hammarand s boss favored him with a srall smile that might
have macke him look like & kindly old uncle, except that the smile
dicn’t reach his eyes.

“You' ve always gotten results in the past—| expect this aper-
ation to be no different.”
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“Yes, sir. We'll have him in a day or two, sin, if not before.”

Hammarand walled until his boss turned the corner, then let
out a long breath, The boss would get Sho and his data, all right—
though In somewhat damaged condition. No little comporare
mdima % oy would Giuse trouble for Mils Hammsiang—not with-
out paying for it

| InTRoDUCTION

In Two Solltudes, the player characters are hited by a
Yamatetsu executive and his wile (o find thelr son, who has mys
teriously disappeared. The characters’ investigation turns up a
portrait of a talented and intelligent young man who Is socially
withdrvwn and undler a4 @reat deal of pressure from his parenis
dndl peers (o succeed academically and professionally.

The young man, Sho Kojlma, has been hiding the fact that
he is gay from his friends and family for fear of the shame It will
tring them, The “homosexual lifestyle” is one of the many “pro-
tected cultures™ under the laws of Japanese-occupled San
Francisco, and openly gay people are not allowed to live within
the city limits or hold high-ranking positions in the city's corpo-
rate offices. Like members of other persecuted gioups, they are
forced o live in enclaves (read "slums ) in the Oakland/Berkeloy
area pulsicle the city proper

Sha's life began to untavel when Nils Hammarand, a corpo-
rate walchman, discovered his secrel. The position of ¢comporate
watchman s a Drainchild of the great dragon Lobwyr's;
Hammarand and those like him keep watch over Lofwyt's ene
mies, looking for exploitable weaknesses In people working for
other corporations of anyone else who might get In Lofwyr's way,
From his headquarters at Angelic Ententainment (Sacder-Kiupp's
subsidiary in Los Angeles), Hammarand monitors the activites of
Lofwyr s competition through a sophisticated network of contacts,
runneérs and plain old sples. When Hammarand's Inlormants dis-
covered that Sho Kojima was gay, Hammarand used that infor-
matlon In an attempt o blackmall Sho Inte providing him with
information putloined from Yamatetsu, (As a high-level accoun.
tant. Sho's father has access o spréadsheets that never show up
in Yamatetsu's corporate reports. Hammarand forced Sho to steal
his father's access codes so that he could pass secret Information
on to Hammarand.)

Sho took some valuable data from the Yamatetsu mainframe
in San Francisco but balked at passing it on. Afrald and angry, with
no one 1o urn to, Sho atempled 10 conjure a powerful elemen-
tal to kill Hammarand, The spinit, however, proved oo poweilul
for Sho's limited magical training. It escaped his control and
became a type ol hee spift known as an ariimuous, limpressed with
sho's own needs and desires. The spirit—which adopred the
rame Hiro—and the young mage eventually lell in love and ran
off together to the Qakland/Berkeley sprawl (o hide under the
pratection of the October 45 Alllance, a memhuman resistance
group to which Sho has tenuous connections,

When the adventure begins, Yamatetsu and Saeder-Kropp
both want o recover the data thal Sho stole. Sho's parents are ¢on
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cerned abour thelr son's satety, The runners miust And the runa
Before the corporate hunters do, while avolding the wrath of Hi
who will kil to protect Sho, The runners muse also win over resl
tance members unwllling to tust strangers but more than willing ;
shoot them al the slightest hint of a threat to the cause.

Two Solltudes is set in japanese-occupled San Francisco,
described in the Californla Free State sourcebook. If the
gamemaster wishes to relocate the adventure in another city, the
setting and background must meet the following requirements
First, the clry should have an active underground or “resistance
movement of some kind, Second, anti-government leeling a -'
general distrust of everyone should run high: the runners she
feel like fish out of warer, as If they must “prove” themselves i
suspiclous underground members, Keep in mind that even (il :
runners have hot reps in the city, they are free agents waiking o
cash. That fact alone will make them suspect In the eyes of (he
who peide themselves on ighting for ideals rather than nuyen, '

I MEETING THE PARENTS

TELL IT TO THEM STRAIGHT

The fixer 1old you he had a missing-persons job, just some
simple derective work. You re meering the johnson at a small clol
called the Katana, just southeast of the Presidio. ar 900 pm
Fraggin® early for a meet, but maybe your ohnson has 1o get 1g
bed before he wms into a pumpkin—or something.

You know a little about the Karana. The suits from Sanfran’
various |apanacorps hang there, along with the occasional offs
duty Imperial Marine. [t s intmare enough for & meet=—just-—
you d still prefer to talk biz some place a limle less public. S, you
need the work, so you decikie 1o scope things oul first, worry laes
Diess o fit in, chums—designes rags if you can manage it, qualis
ty knock-offs if you can't. No sense bormowing trouble, neh?

You reach the place in plenty of time. The dragon lacly at he
door gives you a Bad moment; her painted smile slips a Dit whe
she sees you, despite your best efforts 1o make a good impres
sion, When you infarm her you ré with the |Johnson party, she puts
the smile back on straight and escorns you (o 4 large booth in th
back of the restaurant, well away from the other tables, A middle
aged lapanese couple Is sitting there, looking for all the world ke
fresh-off-the-boat tourists from Tokyo, You start to turn toward
retreating hostess to tell her there's been some mistake, when
seatedd man gestures toward the table

“Thank you for being so prompt,” he says, in a smooth volce
with a heavy accent. "Mease sit down.™

AS you lake your seats al the wable, he looks at the woman
next to him and covers her hand with his. From the 111-;11:h1r1j
rings. you guess they're marrled, The wike stares dawn al the table
while her husband nervously clears his throat,

"Mease excuse my awkwardness,” he says, " have never
been Invalved with any .. activiey like this before. | want you o
find my son. He Is a student at the University of Callfornla, jus
outsicle the city. He disappeared a week ago, My company
looking Inta the maner, but as far as | know they have no leads.




ve been ... less than forthcoming,. ™
pauses a moment, his face tightening as he struggles for
'1 am A leyal employee, | trust that my company will do all ic
But | fear for my son. | wish to employ you 1o find him, dis-
lﬂ.l'l ofler you the sum of 10,000 nuyen for his safe return,
iﬁm&ﬂm that leads o "
Mﬁ your laces, then asks, “Is this agreeable?” in a
":| munﬁ:d tone,  His wife glances pleadingly up al you,
huyu before looking back down at the tabletop.

the runners have accepted the Job, read the following:
My pame is Kojima. My son Sho s a studenr ar the
iivessity of Callfornia at Berkeley, In the Oceult Studies program.
ha mﬂhﬂ there for theee years and will gracuate nexe year.
D wals st seen leaving his magical theory class at 8 pom,
ys ago. He apparently went back o his darm room—his
’ ate left school earlier in the semester, so he lives alone,
hen he did not appear for classes the nexe day. people simply
L" he was Bl He rarely missed his classes, but a mild Tu had
ng around, and 0 no one thought much of his absence
he missed class again the following day, the school
minstration checked on him, Other students sald they had not
; '.-f;‘ 0 for more than a day. Campus security reported that his
' s emply and he was apparently nowhere on campus. No
e seeing him leave, and there has been no tace of him
s Huim.u breaks off for a moment, blinking. then looks
hhl‘: continues.
'\*ﬂmﬁmkﬂ about what might have happened to him,”

iIC 0

“Tug on the runners’ heartstrings In this scene. Make it clear
ﬂn Kojimas are way out of their element In dealing with
they are simply desperate enough to do what
m would have consicheded unthinkable. The runners ae
‘.I" wotld totally allen to this straightforward couple. Mr,
ma will do his best to maintain his composure and negotiate
ﬁ runners, while his wile provides a counterpoint of silent

and hope.
JIND THE SCENES

runners learn aboui this job from a fixer who has heard
-'.__mpm.nm contact that someone is looking for shadow 1al:
BT 1o take & missing - persons case. I's not exactly a shadowrun-
'_“ mll fare, bul a paying |ob is a paying job. The lixer iells the
,'__-'j__L About the assignment and the initial meet as described in
T o Them Stralght {p. 30) and says he will pass word on o
e fohnson If the tunners feel like showing up.

fl.'hr nners doe not normally work in San Francisco, they
o hmcer: on ather business when this job oppartunity comes
' They might even know a contact from Yamatetsu who s a
' .. d of the Kojimas. and who might call upon the characters o
ke this job as a favor,

!!men the runners meet the Kojimas at the Katana. i1 should
-. par that this s not a typical job. These people have proba-

bly never seen a real shadowrunner in their lives before and nor-
mally would not dream of speaking to one, let alone hiring a
shadowrunning ream. Bul they are rantlkc about theti son and
will go to great lengths to find out what has happened to him
It the Kojlmas need statistics, reat them both as Pedeéstrians (p.
45, Contacts).

When the runners arrive at the meet, metabuman characrers
{and non-lapanese humans to a lesser dedres) Invite stares ang
whispers from the Katana's patrons, The Kojimas do thelr best to
disgulse thelr discombort at deallng with metabwmian iunners. Mr
Kajima will automatically assume that the fiest human male 1o pre-
sent himself—or a human male of [apanese extractlon, || the team
Inclucles one—Is the leader of the group and will acddress him as
such unless comected. If any of the tunners speak [apanese andl
offer 1o carry out the negotiations in that language, Kojima looks
relieved and switches to it Otherwise he sticks 1o English, occa-
slonally speaking It slowly and clearly as IF he §s having difficulty
or is not sure the runners can understand him

If the runners want o try some hard-edged bargaining ror
malie money. Mr, Kojima tells them that 10,000 nuyen is all he
has to offer. He has not bothered with the street tradition of mak-
ing an Insulting first offer to the runners; he has little kKlea of whal
he s daing and IS worklng mostly from what he has seen on ok
shows such as Shadowbreakers

If the runners agree to take the job, Kofima tells them all he
knows about his son's disappearance and offers whatever other
reasonable help he can

DEBUGGING

The only real problem with this encounter occurs i the char-
acters refuse the job outright. If the runners need some addition-
al Incentive, one of the characters might know S5ho Kojima or his
family and thus have a personal reason for helping out.

Feel free 1o push all of the runners emotional buttons to gt
thewn o tike this job. Some ol the unners must have parents.
right? If noehing else, a tearful plea from Mes. Kojlma in somewhal
woken English, begging the munners to find her child, should
move even the most cold-hearted mercenary. Remind metahu-
man characters that this is their chance, however small, to con-
vince ar least a lew people in S5an Francisco that metahumans do
nol lack compassion or decency

If the runners suggest that Sho's disappearance would be
Better handled by San Francisco's comporate or military authoritles
Mr. Kojima will tell them that he has never questioned the prop-
et authoritles, but that he fears there Is something they are nol
telling him, He is conceimed and wants someone who answers
directly to him concentrating thelr efforts on finding Sho.

If the runners are simply oo mercenary 1o take the joby, the
gamemaster has a couple of other aptions. The unners may be
hired by Yamatersu or Nils Hammarand, (See Pleking Up the
Pleces, p. 40, for background on Yamatetsu. IF a larger role is
desired for Hammarand, create his statistics from scratch or use
the Company Man contact an p. 204, SRIL) Both of these par-
tles are in much better positions to pay the runners but aré also
far more likely to double-cross them once they have récovered
the young man and his valuable stolen data. This arrangement
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fequites a variation on the meet described in Tell & To Them
Stralght, with & Yamatetsu [ohnson or Hammarand contacting
the runners about the job, Hammarand or the Yamatetsu stooge
will palnt Sho Kojima as a thief who stole valuable corporate
information that must be recovered before it ends up In the
hands ol some “undesiralle” underground group in Berkeley or
Oakland,

Maturally, a runner team that includes metahumans or out-
lancfish street-types 18 already on thin ke in a place like the
Katana, BEemind any violence-prone players that threatening the
Kojimas of anyohe else In the establishment 15 likely to biing a
sgpuaciion of Imperal Marines down on thelr heads before they
can blink, The authortes in San Francisco prize order and take a
dim view of metahumans and shadowrunners causing trouble
Such characters are likely 1o disappear Into the Presidio and never
De weeh Agaln.

EXTRACURRICULAR
ACTIVITIES

TELL IT TO THEM STRAIGHT

Looking over the information the Kojimas gave you about
thelr son, you can see you ve gol your work cul oul for you. The
dossler’s pretty thin for 4 missing-persons investigation—maosily
stuff out of thelr family photo-files and the son of drek Sho's mom
probaldy hung on the refrigerator. From the look of the profile
you've got, the Kojlma kid either had no friends o his parents did
n't know of any. Either way. it's going (o take some legwork to
track down the kid or figure out who would have wanted to
wnatch him—or find out why he would ve stepped into the shad-
ows In the first place.

HOOKS

In this free-Jomm encounter, iImprovise the runners Investiga
tions based around the Information presented in the following
sections, Additional material rom Hot Time In the Old Town
(. 33) andd Golng Underground (p. 35) can e worked In and
around the investigation to liven things up, along with other
wwenes in which the runners deal with thelr contacts and work
around the problems of asking questons in a place as paranoid as
occupled San Francisco.

BEHIND THE SCENES

This parnt ol the adventure is pretty much left up 1o the play-
ers: where they go from here depends on what they intend o
limvestigate first, as well as how and where they do it The follow-
Ing sections describe in general terms what and how the Chatac-
ters can learn about varlous facets of the case, Il the characiers
pursue a line of investigation not discussed in these sections, sim-
ply Improvise the information they learn and appropriate con
tacts, based on the supplied material
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Roleplay Interactions with the various contacts and persg
alittes described In this encounter to give the unners 4 !ﬁﬂ.
the problems of conducting an investigation in San Francisco!
the game starnts o lag. modulate these interactions with a
Etiquette skill rolls,

SHO'S DORM ROOM

Sho Kojlma's dotm room at Berkeley is the frst logical ple
to start looking (or clues. It is a typical college dorm room: 408
tangular cubicle with a bunk bed, a closet. a bureau and a de
Sho decorated his room In Spartan style, predominantly japans
with a few other touches best described as “early magic gesit
While searching the room, the characters may uncover the
lowing clues:

‘There are no signs of a struggle. Several changes of dot
are missing, along with some chips, a porable chip-reacer and
couple of books. These signs indicate that Sho left voluntarfily
MO0k the missing possessions with him

*Like every other dorm room on campus, Sho's 1oom
telecomm/computer system installed. The telecomm logs ha
been erased, which is unusual, If a decker character tries 10 e
the local telecomm swilching system for the phone recornds,
she must make a Computer (6} Test or perdonm a mini-run agas
the telecomm system Host if the gamemaster wants 1o play oul
clatarun, (The Host's design is up (0 the gamemaster)

The elecomm records reveal that Sho Kojima called his p
ents every few days before he disappeared, The last call from
telecomm in his room was placed 10 an LTG number in L
Angeles, listed in the LA directory as “Angelic Entertainment
one of the runners calls this number, he gets the office’s
makl System, which asks him If he wants 1o leave a n‘mﬁﬂ#
Mr. Hammarand. The runners may leave a message. but theird
will not be returned, Additonally, leaving 4 message &
Hammarand ofl 1o the runners Investigation, and
will contact Schreck. Schreck will try to disrupt the runners’ inve
tigation by killing their contacts and fends and attempting o
the runners one by one, untll the Rnal confrontation in Getting [
Word Out (p. 38). However, Schreck will be careful to Lmt.i'
identity while harassing the iunners, and they should not
see him untll Golng Underground (p. 15)

‘A successiul Perception (6) Test will reveal small traces)
colored chalk dust on the wooden floor. A successhl N
Theory (4] Test will reveal that the dust is the remalng of & .
hermetic circle, Too much of the chalk has been brushed m-.:q"
any character to be cortaln what the clicke was for, but s sm
size suggests that the operation could not have been major, Iif
runners check with campus officials or other students, they .
that such magical operations are forbldden anywheire on )
oulside of the laly rooms,

A magiclan who assenses the room can obtaln the follow
intormation:
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the runners don' @ already know: they show that BEojima was a
H’d FEI"‘EEP“IH'I nll_Sﬂ Mumber 4) "-H..IJ"I.:'IlII A student with no apparent problems academically
All of Sho's professors praise his work, saying that he shows
hl'.ﬂlﬂ- Resulis a lot of talent. IF the runners queston Sho's fellow students, how
! There Is a strong feeling of loneliness. Within ever they learn that he has no real frdends on campus and never
the past week Of 50, there was a powerful does anything fun. Sho's classmates describe him as bright but
surge of magical energy In the room bookish, shy and difficult to get to know
. Someone has conducted several minor magical
riluals In this room during the past ew SHO'S ROOMMATE
months The runners might want 1o check on 5ho s lormer roommate,
3 Underying the leeling of loneliness 15 a biriel mentioned in Meeting the Parents. Lollege records list the room
surge of hope and happiness that occurred a mate as Hal Conway, also in the Occult Studies program. Hal
short time ago. The traces of this are just dropped out of school live months ago, Linknown (o the univers
beginning to fade ty. the Kojimas or the unnets. Conway joined the underground
establishmenr known as the MPeople s University

It the manners iy oo rack Conway down, they fingd his tradl

UC BERKELEY hard to follow. Apparently he has no family in the area. IF the run
I the runners want to access Berkeley s computer system (o ners put our the word among rhelr contaces thar they are looking
tfp:hm Sha's staclent records they Can oo so with hittle difficul far Comway, allow them (o make a Streel Efquetie Test o L
ih’.“’!‘i}rﬂﬂ'ﬂ Host Is Green-4 with Rating B for all of the subsys some information on his whereabouts, IF the runners Iollow up on
s, lunning Trace-4 IC. The records contain fittle of interest thar A lead o the underground, go 1o Golng Underground (p. 35)
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Hal Conway (Street Etiquette, Target Number 4)

Successes Resulis
Oor | “Who! Is this guy worth something '

Fi “Looks like whoever this Comway kid is. he
did a pretty good disappeanng job
Maybe even stepped o the shadows, [F
he's stll in Berkeley, hé's got to be
involved with the underground; one way
or anoiher,

3 “Heard from a friend that the Berkeley undler-
ground does a lot of recrulting ar LIC
Berkeley. | think some of the faculty and
students are symparhetic o groups like
the Oorober 25th Alllance and the drek
they're doing to get the lapanese corps
out of the ciry,”

4 “You need to talk to someone In the under
ground, Talk to a guy called the Mof—
yiau can gel a hold of him at a local hang-
out called the Whire Horse, just off the
CAMPUS.

. TS OLITU
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YAMATETSLU

Once the runners know that Mr. Kojima works for Yamartetsw,
they might try to find our about any curmrent events within the cor
poration that might be connected to Sho s disappearance

Yamatetsu (Corporate EHquette, Target Number 6)

Successes Resulis

0 “Yamatetsu? Nothin® going on with them.
chummer. Just leave it at that, okay/
| “From what 1 hear, there s an eruption build-

ing up inside the old steel mountain. |ust
some little rumbles now. but it could tum
into a big one real fast.”

Fd “MNobody knows exactly what it Is. Some
kinc of inside shake-up, something that's
attracted the attentlon of the corp's intes-
nal security people.”

3 "Harel to say. but If what |'ve heard s true,
It sounds like the corp’s got an Internal
security problem it's trying to fix before
anyone else gers wise to "

THE KOJIMAS
It the runners bother to check M Kojlma's background, they
can learn the following Infermation

Kojima 5r. (Computer or Corporate Etiquette,
Target Number 4)

Successes  Resulis
Oor "Who!”

2 "Kojima-san's a4 middle manager with
Yamatetsu North Amerlca in San Francisco
He's been a trusted employee of the com-
pany lor some time. His wife's originally
from Osaka: | think he met her there on
business. Very traditional japanese lady,”

3 Funny, you're not the first o ask about
Kojima. A bew obther lolks have shown an
interest in him recently—and belore you
ask. | clon’'t know their names and | don't
wani 1o.

a “This Kojima skag s in trouble. His company
record s been red-flagged by internal
security, Souncds like 150 has a bone (o pick
with: Kojima.
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THE UNDERGROUND IN BERKELEY

It the runners make some discreet Inquirles about Berkeley's
unclerground resistance movement and the People’s Unlversity,
they can learn the following information.

Berkeley Underground (Street Etiquette, Target Number 4)

Successes HResulis

o "“Don't know about them and | don’t want 1o,
chummer.”
! “The underground’s divided Into factions, and

they disagree on just aboul everything
except getting the Japanese oul of the ciry
They do what they can about that, but it s nol
enough o budge the |[apanacomps,”

' “The underground makes the occasional amrack
on the corps to get them to loosen their hold
on the Bay. but every hib just makes them
squeeze that much tighter.”

3 “Word has it that some resistance group’s got-
ten a hold of something that'll let them hit
one of the |apanacomps where it hurts—right
in their bottom line. Don t know how they re
planning ro pull it off, though.”

4 “You need to talk to someone In the under-
ground, Talk o a guy called the Prof—you
can get a hold of him through a place called
the While Horse just oulside campus. Big
local hangout, that place.”




NILS HAMMARAND

¥ the runners turn up Hammarand's name during thels
Ivestigation, they can learn the following information from thels
LTS,

Nils Hammarand (Street or Corporate Etiquette, Target

Number 6}
Seccesses Results
0 “Whao?"
| Yeah, vée heard ol him, He £ a recnoltér o

something who works lor Angelic
Entemalnment in LA

ki “Everyone knows .-'||.11g_l_|,~li[ Enremnalnmen’ s

" just a shell comp Sacder-Krupp uses 10 oper

ate in the CFS. Hammarand may do the

L.A. com scene, but he s Saeder-Krupp all

i the way. Word has it he s looking 1o ger a
leg up and out of California and into one of
the corp’'s European branches.”

3 ‘Hammarand's an 5-K warchman, He gathers
little bits of Information on anyone  and
everyone who might ever gert in Lobawyi's
wiay=information that the dragon can use
to get such people our of his way, I you
scan, Hamm's got snitches and informants
all over the Free State. | think he's looking
fof a score big enough to catch the wyrm s
atfention and get himsell booted up the
5K corporate ladder.”

DEBUGGING

The investigation may hit a dead end. bog down or simply
become boring for the players during this encounter. It any of
those possibiliies occur, feel free (o spice things up with some
events from the later encounters of a random encounter or wo.
Throw the players some red hemings and add a few unrelated
encounters in San Francisco or the Oakland/Betkeley sprawl 1o
maintain the pace of the story

If the runners are coming up completely empty. fudge a few
of the Etquette Tests or provide the runners with some other
means of getting the information they need. For example, the run
ners may do o favor for someone in the underground who might
have seen or heand about She Kojima's appearance in Berkebey

l HOT TIME IN THE OLD TOWN

TELL IT TO THEM STRAIGHT

You sit in your San Francisco doss. walching the drizzle drip
clown the cracked windowpane. Your latest contact just signed off
the commi—no decent leads from him, elther, [t's been that way
Al dlay—-u0one disappointment after another. 5o far, it looks like this
Kojima kid s managed (o pull a real disappeanng act. Somehow
you didn’t Agure It would 1% so tough to track down a lost college
kid., In fact, this assignment s been so tough that you re starting (o
wonder why Sho H{,‘I-'Il'l"m disappearcsd—and il he might have had
a lintle help. The question s, from whom?

[t"s getting awfully warm in here .., unusually so, even for the
Bay Aréea. You're even starting (o sweal a litthe, Nearby, you see a
faint shimmering in the air, Just as you recognize i, the shimmer
explodes into an eye-searing burst of heat and light
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HOOKS

The rinners know that things are definitely not what théy
seem when an angry free fire elemental manifests right in front of
them. The spinit—Sho’s animus, Hiro—only wants 1o frighten the
runners off In this encounter, and s0 he will not attack them out
I"|E,|'1I: However, he will Imply—quite itrnnsly—rhﬂl thesy should
stop looking for Shoe. Make the scene tense but don 1 murn it into
a drawn-out combat. Treat Hiro's Intervention at this point more
A% 4 natural disaster than a bartle scene,

BEHIND THE SCENES

At some point during the runners investigation into Sho's
disappearance, Hiro locates the runners and tries (o dissuade
them from continuing thelr search for Sho, The spirt visits the run-
ners at a time and place when they are sultably vulnerable, possi-
by while they are asleep in their San Francisco doss (the spirit
does not sleep and can walt as long as necessary for the perfect
moament o make his appearance). If the runners’ doss Is oo well
protected by wards or other magical safeguards, the spirit walts
untll they are elsewhere, such as talking to a contact on the street
of In a seedy bar. (IFf necessary, adapt Tell it To Them Straight (o
reflect the place where Hiro chooses to manifest.)

Hiro manifests In a fiery blast to scare the runners. Lsing his
flame projection power, he ignites the room or bullding around
the runners, which quickly becomes blistering hot and fill with
choking blaclk smoke (the smoke does suffocation damage each
turn that the characrers remain in the area). If the runners  are
indoors. they should ry to get outside as quickly as possible. If
they are outside when Hiro appears, a wall of flame will spring up
out of nowhere and surround them

Onoe the nunners scrambile to salety, the lames die out, leaving
Behind only chamed wreckage and the words, "LEAVE SHO KOJIMA
ALONE.” burned Into the nearest clean surface. The nunners should
get the message loud and dear: someone with plenty of mojo G sling
around does not want them loaking info Kofima s disappearance,

Hiro gives the runners virtually no opportunity to attack him.
The free spirit will appear, leave his "message and depart with
the quicksilver speed ryplcal of free spirits. IF the ranners have any
sense ar all, they will sprint for rhe nearest exit the minute the
room bursts into Names. I & mundane runner tries to engage the
spirit in melee combat (a bad move against an enemy sheathed In
Names). Inflict damage from minor burns or smoke inhalation on
the character. Such a runner might et lucky and hit the spirit, nor
hard enough o disrupt it, but enough o surprise @ so that an
astrally perceiving character can get a good look at Hiro.

Magically active characters will probably suspect some kind
of magical attack and may attempt some kind of defense, Spell
defense provides no protection from Hiro's elemental powers,
burt a suitable spell or two might put out the flames he sets (sav-
ing Hiro the rouble of extinguishing them himselfl. A magiclan
must move very quickly to take any action against the spirit. Keep
in mind thar Hiro is a free spinil. so he cannot be banished by any-
one who does not know his true name

A runner who Is astrally percelving or who shifts to astral per-
ception immediately on Hiro's manifestation might catch a

glimpse of the animus before Hiro disappears into astral space
The character should make an Astral Perception (O] Test and con-
sult the following table.

Astral Perception

Successes  Results

| You see a spirlt-form In the midst of the Hames,
It Is a falrdy powerful spirit, a fire elemental.
2 The spirlt has a strongly masculine aspect and

it Is very angry, much more so than any
common elemental,

3 You sense powerful anger from the spirt—
anger mixed with fear, concern, compassion
and curlosity. The spirit Is almaost cettainly a
free being, with its own personality and
clesires.

4 You get the impression that this free spirit is
fairly young for one of ts kind, perhaps only
recently free

Once Hiro has left his warning and departed, the unners will
likety want to search for clues about who or whal was behind the
attack, They can do so by examining the physical evidenoe lelt behind
by thee spirit, as well as traces that its actions have left in astral space

Physical Examination (Perception Test, Target Number 4)

Successes  Results

| The fames appeared and disappeared so
guickly rhat magic must have been involved
Also, the heat that cut the writing into the
surface must have been intense

2 The flames wenl out for no apparent reason.
The speed with which the fire appeared and
vanished seems 10 indicare that whoewver or
whatever did it wasn't looking to hurt any
one.

L The pattern of the writing looks familiar to you;
it Is very simlilar to Sho Kojima's handwriting
iThe character learns this information only if
he or she has seen a sample of Sho's wrir-
ing—say, from homework left in his dorm
raom or from something glven w the run
ners by his parents. IF not, the runner does
not notice the similarity unless he or she
encounters a sample of Sho's handwriting
later in the adventure.)
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~ Astral Examination (Astral Perception Test,
- Target Number 4)

|
1l. Successes  Resuls
! | The flames were magical—they came from a
spirit that appeared in astral space

| /4 The spirit was a powerful fire elemental.
, 3 Strangely enough, you sense anger and con-
1 cern connected 1o the lingerng traces
. left by the spirlt. This is unusual, because
| bound elementals tend to lack emotions,

The presence of strong feclings suggests
that the spirit might be independent.

R

ASTRAL QUESTING
Once the unners figure oul that they are dealing with a lree
hh‘lﬂmﬂ an initiate character might decide 10 go on an astral
F:H to the metaplanes to learn more about the spirt. Such a
“Hluu Quest Rating of 7 (Hiro's Force plus Splrt Energy). (For
ﬂ:ﬂﬂlﬁ. see Quest For The True Name, p. /8, Grimolre .}
The runners can learn Hito's true name In this way, but keep
i mind that the astral quest will take several hours at least, This
‘Wil provide an ideal opportunity for someone like Hammarand's
‘pet thug, Schreck (see Cast of Shadows, p. 42), to attack the
_In. (Camemasters who are roleplaying the astral quest can
e such an attack to occupy non-magician players during the

.'q.:u.:-
DEBUGGING

H the runners are not smart enough to try 1o get out of a bum-
g room. don t kill them ocutright. Have the flames lick menac-
mmd them, perhaps trapping them in a corner or drawing
o A tightening ring around them. The flames come perilously
oose to the runners and then vanish into thin air, leaving the run
ness untouched.

M a magician character wants 1o use astral projection to attack
of pursue Hiro, remind the player that his or her character must
gilher come Into contact with the spirit’s lame aura {while the
ot s manifest and the character is astrally perceiving) or leave
B8 body o the tender mercies of the flames to follow the spirit
Befoce It can vanish. Neither option should be tenibly appealing.
#ihe player wants to try anyway, his or her character might be
e o get one lick in before Hiro takes off but will probably suf-
1 some minor injury in refurn, In any case, the spirt gets away

K the runners glean little information about the attack from
e available clues, don't worry. This encounter Is mainly intend-
gih:lm that this run is more than a “simple derective job™ and
give the players some hints about Hiro

| GonG unereroUND

TELL IT TO THEM STRAIGHT

The White Horse Tavern s |ust a few blocks from the UC
Berkeley campus. A nondescript brkck bullding with namow win
cdows, the tavern looks like a holdover from the early twenlieth
century. The interion Is nice and cory—Ilots of dak wood and
brass, with freestanding round tables spaced along the windows
and across the hardwood floor, Several patrons are sitting at a
lunch counter along one side of the room. and small groups of
other people—mostly college students—are scattered al the
tables talking and eating. A waltfess breezes by with a tray, head
ing for one of the tables. She calls over her shoulder, *Sit wherev
er you wanl—Dpbe with you In a minute.”

You find a table near the back and sit down, taking In every
thing. As you make yourselves comifornable, an old white-haired
ork gets up fram the counter and walks toward you. He |anders
right up 1o your table and checks all of you out. You can’t read the
expression (n his beady biack eyes.

“Lood evening,  he says. “Mind if | join you?
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HOOKS

This encounter propels the runners Into some fast action as

they hook up with

meet Schrech
Hamimaramnl = r'-l_"rh.-'lzldl Agent in San Francisco, Schreck € also

the underground and

.’-."l-c'l'r-'1'|_|.‘; o Sha h-l:lill'l'h! Al the stolen data, and e Il use any
methods necessary o 2ei the job done The scone shoulcd (3

ceed quickly rom delicate probing and negotiations 1o mayhem

BEHIND THE SCENES

Use this encounter if the runners declde o investigate Sho
Ohakland /Berkeley

l:.':“-l..ﬂ'l.,‘ QLIS The runners best et o iﬂu!llu‘; ey esre= 15 19

H|_1;ll:l.'|..1. 5 |:-|:-5-'.:|_"E-|,'- connecCioOns  with AN
meet wilth the Ociobser 250 Alllance contact known as the Prod,

who hangs at the White Horse Tavern

SHRARDOLS o

I HE

The runners can arrange a meeting with the Prof il they miseg
some discreet Inquires, The Mol agrees to see them al the taw
later that evening. When the runners show up, an elderly ok wil
join theim at a sultably secluded fable, He will infroduce himsell
the Mol and inform anyone who asks that the tifke dares back |

his days as a member of the faculty at LIC Berkeley belore he go

ended up joining the underground

The Prof knows that Sho Kojima Is hiding out with
October 25th Alllance, but hie has no reason at the moment 10 g
the runners that, They must convince him that they are working
for 5ho's parenis betore hée will even consider amanging for ihes
runners o meet with the young man, The Prol knows that Shss

stode informaticon from Yamatetsu, and he owl
dassume that the runners are really looking for ‘.h:r‘:
data. i the runners display genuine IgNoance of
e slolen Inflormation. (e okl ok Wil e A ".i".!'E
moine III-H:'h_'..I (o trust them

May oul the shadownunners attempts [o Wil
the Prod & rust, The runness nesed not e greag
AC TS Just sincore If ey wWin him over, the l‘rﬂ:
el the characiers that Sho 5 with the unoess
ground and has no desire 1o return home
S hiech
the room

The Mool will

nofice this, 4% will any ennes Wit mMases a Sods

At this polnt i the comversation
White Horse

obviously looking Ior someone

enlers the ANC SCAMNS

cesshul Perception (3) Test, The okl ork will geg
FhEfoUS Al e ~.|H1|1' ol Sehiteck and e 1 el [hc:
FUnnmeErs sy Can -:r:lth[a.’l'hr [ COomversation
aoxmewhere else, Then e will leave the table
and slowwhy head towarg the taver s ack dood
Schreck will catch the movement and 2ero In o
the Prof right away. Unless the runners inter-
vene, Schreck will catch up to the Prol In the
back alley behind the restaurant and interrogane
him about Sho's whereabouts

IF the runnert intervone, Schieck will do his
Dest (O El'! them out of his way 20 that he can
Ll'r"|r '.-.-Iq_lr'lulll.?_.'I oy the Mrod, IF the ehadlossrunney
put up oo much of & NeEht or Schreck, he will
withdraw but won't hesltate to use the Prof of
wOmenne else a5 4 hostage o ensure his gef-
awiay IF necessary, (I the Prof needs game sta-
tistics, use the Dwarl Technlclan (p. 206, SRIE
modified as approprate for an ok )

It ethe runners save the Prof rom Schreck
they will earn the old ork s aratliude and coop-
eratlon, The Prof will offer to tallk to sorme of his
own street contacts and meat with the runnes
at the White Horse tomonrow. Go to Enemy of
My Enemy, p. 3/




This encounter loreshadows the action in Getting the Word
3381, Don't let this first meeting with Schreck trn Into the
pontrontation with him. The adept assassin will do his best 1o
pe the runners If things wirn against him in this encounter and
e hiette prepared for them the next time they meet, IF the
wers are loaded for bear and expecting trouble, Schreck's
ance can be just a quick glimpse before he ducks around
By and disappears.
Kthe runners threaten or attack the Prof, they pretty much kil
bpe of getting the underground’s help in finding Sho Kojima.
By deal with the ork in a civil and honest way, they get resulrs,
grwise. they are on their own and will have to use other
‘liblnd Sho—other contacts, say, or ritual magic to track
hh true name, An attack against the Prof will also trash
» reps with the entire Qakland/Berkeley underground;
'h Word Out, members of the October 25th Alllance
e them as no different from any other parties invelved in the
the resistance hideout

NEMY OF MY ENEMY

'*'n TO THEM STRAIGHT

 White Horse Tavern looks exactly the same as It did yes-
ilh:t quite a few of the customers look like they never
il see the Prof walk in the front door and scan the crowd,
:;:.  to some of the kids hanging around. He goes up 1o the
$ counter and says something to the waltress there, then
8 through the kitchen door. You wonder why he doesn’t just
B Up 1o you ... but then, after last night, you can’t blame a
okl college professor who probably never saw the smoke
of a gun before for being nervous. Before you can decide on
. the waitress comes by and says, “I'm a lirtle busy right
, but you can just go into the kitchen and tell Bobby the cook
o want wﬂ [m_"
L..'- is definitely weird. Restaurants don’t usually let paying
mers into the kitchen ... and besides, you didn’t aorder any
k. You thank the disappearing waitress and stroll causally into
iichen, where one chef is making sandwiches. When you ask
, he nods. "I'm looking for my food,” you say.
i 5 in the managers office.” Bobly answers, pointing
o a wooden door with the word MANAGER on . Well,
INGER. actually, but you get the idea. You walk up and knock
e door. keeping your eyes peeled for anything unexpected.
“Come in,” says a voice you recognize—it's the Prof.
Al smiles, the Prof apologizes for all the back-room antics.
S35 he's met with a few of his conraces. who want to confirm
: pod intentions before letting you see Sho.
We want you 1o do a liltle something for us—call it “estab-
AR your credentials,  the Prof says. "I you don't mind?”

HOOKS

Use this encounter 1o immerse the characters in the para-
nold, prove-you re-my-riend-by-striking-my-enemy world of
Oakland /Berkeley s militant underground organizations, These
aroups trust only themselves and those few others who have
earned their rrust, By saving the Prof's life, the runners have
passed one test. But they need (o pass another,

BEHIND THE SCENES

The Mrof has a job for the runners—a test 1o prove that they do
not work for Yamatelsu and that they intend Sho no harm,
Specifically, the Prol wants the runners to aid the October 25th
Alliance in an assaull—possibly mote than one—against a
Yamatetsu target. This attack should be straightforward, with no
tricks or traps set by the Alllance. OFf course, the defenses at the cho-
sen corp installation can be as tough as the gamemaster wants,

An underground-sponsored attack dilfers rom a typical
shadowrun In a significant way. Most such attacks are temrorist
strikes—they produce no financial reward. The people who per-
form them are ldealists fghting for causes, not runners working
for nuyen, In fact, Oakland/Berkeley's guerrlla groups are usually
quite susplclous of shadowrtunners. But if the runners pass the test
with flying colors, the Alllance will treat them as trusted ends.

The gamemaster determines the number and type of attacks as
he or she sees fit. Keep things simple: the object of the attack is to
scare the corps and the public, not to pull off the perfect datasteal,
The Alllance tends to stay away from kidnapping: the corps rarely
deal with kidnappers, and snalching people brings too much heat
down on the organization. The Alllance also avoids all-out assaulls,
preferring to keep as many people as possible alive ro fight anoth-
er day. Possible “test jobs™ for the runners Include:

* bombing a Yamatetsu warehouse In Oakland

« tossing a fireball cocktall in the entryway of Yamateisu's
San Francisco HQ and spray-painting resistance slogans on the
outside walls

* hijacking a shipment of Yamatetsu property and distributing
it around the poorer sections of Oakland

= ambushing & slew of Yamatetsu securlty personnel on one
of thelr regular forays into Oakland

* hitting Yamatetsu from the Matrix and from the real world
{if the group Includes a decker)

The latter option may especially appeal to this cell of the
Alllance, as they have very little sophisticated decking equipment.
The presence of a decker among the runners gives this Alllance
cell a chance to hit the Japancoms in a way that they never have
before.

If the munners do the Prol’s bidding and acquit themselves
well, the Prof takes them to the Alllance cell's hideout 10 meet
Sho. i they refuse, they will still end up at the hideout—under
much different circumstances (see Debugging).
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DEBUGGING

Make it clear that the runners cannot sleaze out of perform-
ing the required misslon. Il the runners want 1o reach Sho Kojlma,
they must prove thelr trustworthiness lirst, and the only way to do
It Is to go along with the Mol's request. I the players still refuse,
play up this tenific chance 1o hil a corp for kicks. Tell them they
get 1o keep whatever they find of value—no questions will be
asked. and no johnson will spoll their fun

This asgault should be a light workout for a group that up w
now has been doing legwork, legwork and more legwork. Il the
characters will ondy do It for money. the Prof says coldly that he
has clearly misjudged them. The Alllance will consicler the runners
enemies and will most likely keep tabs on them. This will make it
easy tor Alllance members 1o capture the runners when they final-
ly track down Sho and approach his hideout (Getting the Word
Out. below)

W the runners point-blank refuse o hit the corp, even for
money, the Alllance will become convinced that they work for
Yamatetsu, Many of the runners’ contacts with connecdons in the
underground will dry up, and denlzens of the local shadows will
react to the runners as If they are comporate goons, If necessary,
turn up the hostility toward the runners untll they decide 1o go
back to the Mrof and ask for a mission or the October 25th Alllance
captures them. Go to Getting the Word Out.

| 6eTTING THE WORD DUT

TELL IT TO THEM STRAIGHT

As you look out over the Gauntlet, you realize that the local
underground and the Sanfran comps take thelr little war very serl-
ously. The namow cormidor, where the monorall system enters and
exits San Francisco, Is a flavorite site for terrodist artacks against the
japanese occupation forces. The burned out bulldings along both
sides of the elevated monorall track look deserted, but every time
4 fraln passes you hedar shots ring out from them.

The Alllance’s sale house |5 an old brownsione just a few
blocks from the track, one of a small ring of reasonably Intact bulld-
ings left in the area. The lower floors and basement have been
cleared out and renovated with whatever modern equipment the
underground members could wCavenge, mostly second-hand and
kit-bashed computers and communications equipment. All the tech
drek is hooked up to a concealed satellite dish on the roof that links
the brownstone Into the greater Free State matrix. Not a bad set-up
for & bunch of decadent Western subhuman rabble, eh?

HOOKS

This encounter Is the big wrap-up scene where all the forces
in the adventure come together In an explosive conlrontation.
Time for the runners to get out Al the aggressions they've built up
over the course of thelr frustrating Investigation. Blow the special-
effects budget on this scene.

SHHDOWSS OF THE UNDERIDORLD

BEHIND THE SCENES

The mnners can locate and reach the Alllance hided
several different ways, Depending on how they get t
gamemaster may need to adapt the read-aloud text in Tellk
Them Stralght. I the runners have passed the Alllance’s st
MProf or another Alllance representative leads them to the \
oul; they will have fairly free run of the place and will
things described above. Il they track the place down magh
of via legwork, they must approach the hideout care
Resistance members will assume that the runners are sphes:
corporate agents unless they can prove otherwise and will iy
capture them for Intertogation, I they can't nab the
they will gladly shoot them

IF THE RUNNERS ARE FRIENDS

If the Mrol brings the runners (o the hideout 1o talk with 3
they find him and Hire in one ol the basemen! rooms, AN
techniclans are setting up some equipment in the room that
allow them 1o decode the encrypted data stored in Sho's b
ware memony and ransmili it over the local Matnix

Sho tells the runners his story (see the advent
Introduction, p, 28} while Hiro keeps a wary éye on them.: r
Sho has said his piece, Hiro confesses thal he tried to frghtes
runners Into dropping thelr investigation. Sho has no desig
return 16 his family: he believes he will only disgrace them, B
that he remain missing and the truth never be known. He in
it will be hared on them, especially his mother, but Sho has i
a new life and a new purpose with Hiro and the Alllance. He R
ly bedieves that the occupation of San Francisco is wrong and
be ended by any means necessary.,

IF THE RUNNERS ARE CAPTURED

If the Alllance capture the unnces, they will be rel '
thelt weapons and any obvious magical focl. Thelr capte 3
then take them to meet Sharon Greenfeld. the commandet ol
Alllance cell. Greenfeld is an elf and former citizen of}
Francisco, whom the Japanese Imperals drove out along wil
the other metahumans. Greenleld will question the runners &
their identities and their purpose. If they tell her the truth, Sl
allvw them 1o speak with Sho Kojima but will not let them)
force to persuade him o go with them, For Greenfokd’s game
tistics. use the Former Wage Mage archetype (p. 56, SRI
the appropriate elven racial modifiers,

Once the runners have had a chance (o talk with Sho, 8

breaks loose, as described in The Factions Attack.

IF THE RUNNERS FIGHT

if the runners end up lighting the Alllance cel yth
break Into the hideout o to break Sho out of it—they will ke
opposltion. The Alllance members are not all thae tough, b {
devotion o thelr cause gives them each a Professional Rl
4. The runners will also face magical opposition from o
Greenteld, Sho Kojima and Mito; the free spirit will fAight &
death to stop the unners from taking Sho. For the Alllance :
bers’ statistics, use the Corporate Security Guard (p. 2058
arme! with Lizi s and Lined Coars or the equivalent. '




sSoLiTuDes

Onee the runners have gallen into a good munning fight with
;"I‘HMILM members, company shows up, as described in The
Factlons Attack.

THE FACTIONS ATTACK

Meanwhile, Yamatetsu agents have tracked the information
Nihelk back to Mr. Kojima 5r.'s access codes. A thorough and fair-
i.h'.mﬂll Interrogation of Kojima revealed that he knew nothing
-':'Mﬂ!tdlmlrlpcﬂr.m:r ol thee data, but his r'|1i':.h-|r|:._"; SO WS Jn
__tm patential culprit. Corporate agents have concluded that
8o Kofima took the data and Intends o hanc It over to his
"M in the resistance movement, They have discovered the
Secation of the Alliance cell and belleve (comrectly) that Sho has
aken the data there

At the same time, Nils Hammarand has been pursuing the
L-J.lllhn data through Schreck. After his Inltlal encounter with the
Smnners at the White Horse Tavern (Golng Underground, p. 35
}Hlm:k has tracked the Prof and Sho Kojima to the I:mwmmm'
_thut

B Both corpocate factions happen to pick the same tdme (o make

'l_“‘ﬁ;! for Sho and his data. and the runners get caught in the mid
e The attack comes at night (if possible). Schreck severs the
ﬁm‘ﬂlﬁ 1o the building. and so the power goes oul. Schreck s
!lnhl o enter the bullding. using stealth and his adept powers (o
;mm:.r obstacles between him and Sho Kojima. At about the
hm that the runners suspect Schireck s presence angl come
r'!u em, a Tamatetsu assault team his the hideout, Treat the
"m soldiers as Corporate Security Guards (p. 205, SRIl)
m parial heavy armor and armed with AK-975. They are
mrq:unleﬂ by a Combat Mage (p. 50, SRHN). Set the otal number
_:I_dﬁl'“l:l.ﬂl and Alllance personnel at twice the number of run-
h N dedied, Increase oFf decrease the Yamatetsu and Alllance
w based on the size and expertise of the runners” group and
hl‘u‘rh'r of Alllance members in the bullding

The attack quickly degencrates into a melee, ghing the run
"ﬁl.. Sho and Hiro an opportunity (o overcome both Schreck and
ﬁfmlcl&u goans. Surround the runncrs part of the fight with
m between the comporate soldiers and the Alllance members,
Tﬂlhﬂ. of Incidental damage and explosions

DEBUGGING
1 The munners are faced with a bit of a quandary In this
Fmiﬂ' Ihey have lound Sho, but he does nol want 1o réturn
h‘l‘! He possesses stolen Information that has gotlen 4 couple
‘ﬂpuwedulmm-. hacked off at K, and he s working with the
,’Mﬂﬂglnuncl. The runners might simply want to wash thelr hands
F'Hﬁﬂmlf mess and be done with it or they might try to force-
LR return Sho back to his family
i the runners want 10 pack it in, they must ight thelr way out
#:I the Yamatelsu goont and Schreck. Both the goons and
Shieck will assume that the runners are on the Alllance's side, I
E.ﬂmnm:& warked [or the Alllance in Enemy of My Enemy, they
:.';hb'ﬁ some allles and therelore a better chance of eetting oul
.L‘ht. Assuming they survive the climactic battle, Mr. Kofima will
j”h:m the full agreed-upon fee, as it was not the runners job
88 orce Sho to return home

If the runners try to take Sho by force, Hiro and the members
ol the Alllance will try to stop them. When Schreck and the cor
porare soldiers attack the hideout, the fight will become a free-for
all in which everyone s after Sho and the data. The runners will
have a hard time holding on (o Sho, who will resist them o the
pest of his ability. Returning She Kojima o his family will effec
tively deliver him into Yamatetsu's less-than-gentle hands, a fate
the runners oughl not (o wish on anyone

SHADNDOINS OF THEE UNDEARUIORLD



| PICRING UP THE PIECES

After the attack on the Alliance hideout. the surviving mem
bers of the resistance cell (which should include Sharon Greenfeld)
will make arrangements to download Sho's stolen data and send
it out over the Matrix, where it will do the greatest damage (o
Yamatetsu operations [0 San Franclsco. The Alllance will appreci-
ate any help the runners offered during the assault and will owe
therm a future favor.

She Kollma and Hiro will remain with the Alllance. Sho will
ask the runners (o tell his family that he is safe and will contact
them when he feels the time is right. Once the stolen data is
publicized, Yamatetsu will lose all interest in the Kojima family
If elther Sho or Hiro dies in the fighting, the other will be griel-
stricken at the death of his partner and will want réevenge on
those responsible, which could lead to another adventure for the
player charachers

IF the gamemaster is feeling kind and wanis to offer the run-
ners some addilional compensation for thelr rrouble, Hirg can use
his wealth power o give them gems and preclous metals worth
several thousand nuyen, The exact amount depencls on how
much additional cash the gamemaster wants to glve the charac
ters—preferably no more than an additional 10,000 nuyen

schreck will try to escape if things go badly agalnst him in the
final fight, and he may return to plague the unners In a future
adventure, Nils Hammarand takes note of the player characters
and may deal with them In the future. He may offer them a job
invalving other Saeder-Krupp Interests in California, which may be
elther stralghtforward (il their talent impressed him) or a set-up (il
he wants payback because the runners spolled his plans)

Yamatersu will not look kindly on anyone connected with
the loss of thelr sensitive data and may blacklist the nunners, {(MNo
more Yamatetsu-sponsored jobs, chummers—too bad.) The
corp might also use an Intermediary to hire the shadowrunners
o & sulc Il’!{" missicon

THE YAMATETSU DATA

The stolen Yamatetsu data—called “The Little Red
Schoolhouse™ —Is a set of undoctored spreadsheets that blow a
huge hole In Yamatetsu's metahuman-friendly public Image
Yarmatetsu has supposedly been offering metahumans places In
top-rolch corp-run schools, but the documents show that the
“schools” are actually clearinghouses from which metahuman
chiledren and thelr parents are taken to labs in the rural Central
Valley for “testing, ™ The spreadsheets trash Yamatetsu's pose as
A friend aof metahumaniey and prove to the entre resistance
movement that Yamatetsu s no better than any ather corpom
tlon In San Franclsco.

Yamatelsu responds to the release of the data by announcing
A round of fiings. Top executives will claim that a rogue mid-level
manages diverted the funds intended for the schools and ser up
the whole deal with the Central Valley labs, They will further claim
that Sho s father discovered the Incriminating spreadsheers and
posted them at greal personal risk (o expose the bad seed at
Yamatetsu, They will not mention Sho or any resistance group

SHALNDIUS OF THE UNDEHRHILDORL D l-lu

Ay, 5N
" :._":I'-'i___'-r.- ; 1 =
W, TIDSODLITUBES
A= Wi 0¥ R

sho's father, heralded as a hero, will geét a4 promotion, and
Yamatersu will “make amends by funneling nuyen and products
[Yamatetsu 5. of course) Into some of the poorer sections of
Oakland (untl the spotlight |s off)

AWARDING KARMA

Sossarel team Karma for the achventurns as lsteol below, Aswarel
individual Karma per standard rules (p. 1[99, SRIN

Survival I ok
Thireat I ot
Finding Sho Kojima 1 palng
Helping rhe Alllance against Yamateisu 1 poing

CAST OF SHADOWS

)

F s 7ON

SHO KOJIMA

Sho Kojlma comes from a well-off corporate family and has
the potential o be a capable mage someday, but he |s not &
happy young man. For years he has concealed his homosexuality
fram his parents and friends for fear of hurting them and damag:
ing his career, and the effort has left him (solated and lonely. By
throwing himselt Into his studies he has earned considerabs
praise from his instructors and his parents, but his outward)
achievements have only worsened his inner turmaoll

During the past few months, Sho occasionally snuck our o
clandestine gay establishments in San Francisco. Nils Hammanang
discovered these indiscrefions and made Sho's worst nighmmane
come true by bDlackmailing him. Desperate 1o escape a teml
cholce between dishonor and betrayal, Sho summoned an el
mental to kill Hammarand.




MO SOLITUDES

That elemental, Hiro, proved 1o e the literal embodiment of
ho's dicams, Eventually the two decided to flee. Concemed
about his familly and confused about what to do next, Sho hooks
up with the anti-corp resistance because he can think of nowhere
e 1o hicke, Al Hrst he simply wants ©o be left aloame, bat be 51.\:1
pally comes 1o belicve In the underground’'s cause

Antributes

Bochy: 3
Chilckness: 3
strengeh: 2
intelligence: 4
Willpowwer: 4
Charlsma: 5
Ersenie: 5
Reaction: 4
Magic: 5

Skills
Conjuring: 4
[|'||'.I'|..|r'.'||r'|1,: &
Etiquetic (Comporate): 2
l'l'rlile-"il.-'ll Thisosry: 4
Sorcery: 4

Ursimed Combat: 2

Initlative: 5 + 100
Threat/Mrofesslonal Rating: 2//

Cyberware
D-.”!'-I\'l'- I'\-
Headware Memory (B0 M)

Gear
Armor Clothing 12/0)
Yamatetsu Ronin™ Laptop Computer {250 Mp)
Hermetic Libvary (Rating 2) on optical chips

Spells
Detectlon

Analyze Magic: £
Health

Trear: 3

Hluslon

iviask: 3
Manlpulation
Lighe: &

HIRO

Hira (s a Kamd, a spectal type of animus spirit. Like every othet
iaml, Hirg' s torm and llle sprang directly from the innermost
disires and hopes of his summaoner—Iin this case, Sha Kojima, The
newly free spirt has awakened to a world of sensations and emo
tions whose existence he never suspected, and he is passionately
in love with his summoner, As suils his fiery nature. Hiro is dash-
ng and hicroe, He is utterly loyal (o Sho and wants 1o protect him

boam B gl all codis. Uinlortunately. Hirg s nob well cerseo i thie

nuances of the mundane woild and knows liitle about © O 0

tlons or human values. This makes him a poor plannes
Shadowrunners who appear to have Sho's Dest interests at heart
will e able oo win Hiro over o thelr side

Attributes
B 0 5 ] L C E R Armor
B La] 2 xd ) T J 3 5{A) Special
Inktlative: 15 (25 « 1DG
Force: 5

Spirit Energy: [

Threat/Professlonal Rating: 5/4

Attacks: 5 dice, /M damage

Powers: Engull, Flame Aura, Flame Projection, Guard, Human
Form, Immunity to Normal Weapons, Manltestation, Movement
Wealth

Weaknesses: Vulnesabillty [Warter)

Mote: The Afiributes lsoed apply o Hirg in manifest lorm, In

astral form. all Attributes are equal o Force + Spirit Energy (7

l-" SHADODIIDS OF THE UNDERIDODORLD
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SCHRECK

Schreck is Nils Hammarand's prinelpal agent In Twe
Solltudes. A physical adept who follows the Twisted Way (p. 54
Awakenings), Schreck |5 a glant of a man, as tall as most orks and
with muscles like bunches of steel cable, He has rough, chiseled
features and a wild mane of white hair. He typically wears dark
leather clothing studded with chrome spikes and chains and
speaks with a slight German accent, He lives In Los Angeles and
works as a “special securty assodiate” for Angelic Entertainment,
saeder-Krupp s LA, subsidliary

Schreck is mentally unstable By almost anvone's definltlon
His magical path Is locused solely on improving his ablliny as a
killer. He clalms o possess empathic abilicy thal lets him craw
strength and pleasure from the pain and fear of his victims. IF he
was an his own rather than working for Saeder-Kmupp, Schreck
would probalbily be a sedal killer, As it Is, his work for Hammarand
gives him plenty of opportunities (o Indulge his addiction to
inflicting paln on athers

Schreck prefers 1o fight opponents barehanded and crush the
lite out of them, but he is wily and capable enough to use what
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ever means are at his disposal. IF he is cearly outclassed by
superior opponent, Schreck withdraws and begins plotting a
means of attack. Once unleashed on a target, he never gives u
he keeps coming back until he linlshes the job or his corpos
rmasters call him off,

The gamemaster should play Schreck as a shrewd charac
rather than a loose cannon. He B a4 master assassin and a prol
sional, which means he is more valuable to his superiors alive i
dead and he knows (. If the fight looks bad. he bails out and i
again at a better time

Atributes

Body: 6 [9)
Strength: 6 (10)
Quickness: 4
|r1Er:'1I1_u_;1>1u e Al
Willpower: 5
Charisma; 2
Essence O
Magtic: 10
Reaction: 4

Intddative: 4 « 200
Threat/Professional Ratlng: G/3
Initiate Grade: 4

Skills
Armed Combai: 6
Athletics: G
Etiquette (Street): 4
Fircarms: O
Stealth (Urban): 5
Unarmed Combar: 8 ¢ 10]

Adept Powers
Empathic Sense
Improved Body +3
Iimproved Unarmisd Combat (2)
Killing Hands (Moderate) (geas: only at night)
Low Light Vislon
Maln Reslstance {3)
Strength Boost +4 (geas: only while a vicom is frightened
or in palng

Gear
Armor Jacket over form-ficting Dody armor (total armor
raging: /40
Colt Manhunter [Heavy Pistol, 16 (clip), SA, 9M|
2 IR-smoke grenades

Notes: In adkdition 1o his adept powers, Schreck has the ollowing
spells Quickened on his person by a Saeder-Krupp mage
Enhance Alm (Force 2. Personal Spell Bamrier (Force 6) and
Increase Reflexes +1 (Force 4), The spell bamier adds +3 to

the targel numbers of all spells cast on or agalnst him
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OCTOBER 25TH ALLIANCE

The Ocrober 25th Alllance Is one of the rwo largest anti-ocou:
‘pation. metahuman-rights groups in the Oakland/Berkeiey area.
i many smaller groups are loosely affillated with it. The Alliance
.m its efforts on politdcal action and non-violent resistance as
el a8 temorist-style amtacks, In the belief that violence alone will
mtmh'q ihe " Japanacoip problem. As the Alllance sees i, Juer-
_I'h'ﬁ'ﬂ may ensuie the end of the occupation, bul It won | do a
g oward buliding a just and equitable soclety once the
hm coms and Imperal troops are gone

Aliance members do a varlety of things to annoy the San
.IH'I'J!I{I COHPOrAIIonsS, much of it withoui resormng o BiE-foer-ran
Widence. They send experts crawling through the Bay Area tax
godes looking for loopholes that local businesses can explolt, so
that residents of the Oakland/Berkeley sprawl will not have to
Work for the corps to keep eating They also finance and min health
ﬁh co-op tenements and schools. The Alllance uses its money
il manpower to supply all the social services once provided by
h Callfornia state government

The Alllance was the driving force behind the formarion of the
People’s University in Berkeley, where people learn everything
Bom vita job skills ro effective ways 1o Aght corporate power in the
By Area. The university runs a medical clinic and several fooc
Hmr‘u [these are the only parts of the university that actually have
IHI atldresses), The clinic provides medical care free of charge, no
mﬁm& asked, to anyone who needs it, The food pantries provide
slaple food Items to anyone who requests them. Both of these ser
'.IEH have gone a long way toward alleviating the chronlc poverty
ol the Oakland/Berkeley metroplex,

The university's classes “float” between varous locations In
the ‘plex to protect both students and Instruciors, who are
P et targets Ior couporale ermor '-.-I'!\I..II_':'. Thie univ ety oflers 2
wiltle AN ol courses  Incho hrl.].': clastesy In basle lieracy skills
compater e h1|:1!ulu_',' metahuman histarny . radical rl-ll-llllu. el
cine, aw, anid sociology. For interested students, the Alllance
o fiers ,IH'|]1!I1 A Torumes arscl oliee ussionn Qrouys ﬂ'lhurﬂlk thes Liribver
sity. where potential recruits to the movement can learn every
thing they need to know about the Alliance and like-minded pofit-
cal action groups. Workshop classes run by the Neo-Anarchists
are perennlal favorites—ihese offering include classes on how (o
run & successhul political campalgn, publishing political journals
and pamphlets, getting around libel laws, making extraterritorial-
Ity laws waork for yvou, and writing effective public specches
Studlents can also take classe< In such speclallied subjects as
weapon handling and technology, demaolitions. hand-to-hand
combat, tactical magic. decking, rgaing, intelligence-gathernng
espionage, and wban guertilia-warlare techniques, In Race, the
university olten arranges lodgings for runners, deckers, and g
gers willing to teach such classes

In addition o providing clity sendces, the Alllance and s fel
lovww  resistance BEOuUps art as law enforcement in the
Cakland/Berkeley sprawl, Their people’'s tribunals can be hard on
|._'|,w|_1h;'.=lh1;'|"-., S0 '..-':|*-||I:Ir'|_l.!r FUiners Are 1I1,|'|.'I'-.r'|,| %] Ir"’.l..|II| PR ITiess
Ing with the locals, However, operations directed against corps o
other San Franclsco authorities aren’t really considered criimes

barcavibe bl [ApAnACOMRSs are the epemy
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| PLAYING WITH FIRE

"Once, betore decades of weak liberal leadership pushed our
once-great country to the brink of destruction, a proud and fear-
less America stood lforemost among the nations of the world,
Now the people of the United Canadian and American States
stark! at the brink. gazing down into the abyss. One more step in
the direction we have been golng, and the unnatural forces that
have manipulated us for years will cast this country over the edge
into anarchy and destruction. One moment of weakness, and the
abominations that lurk in the depths of our cities will rise up to
tear us apart, One push from unfriendly hands, and the greedy
watchers that stare hungrily across our borders will swarm into
our lands like locusts and consume every trace of our country's
greatness. We can go no coser 10 the edge without falling, my
fellow Amerncans, and it is this very election that will determine
whether we fall forward or step back,

"W you will support me—if you, and thousands of normal
Americans like you, are willing to dely those who would send us
rushing headlong Into damnation under the guise of “progress™—
then we can step back from that abyss. We can take our streets
and our schools back from those who are using the weakness and
fear of our so-called leaders against us, It will be a long and diffi-
cult road, but together, we can restore o this country the great-
ness that has always been, and will always be, its birthright, Will
vou take that first step with me?”

The responsive roar from the trid set was deafening ot the
Iraction of a second before the dampers throttied it back to a dull
murmur, Carroll smiled at the screen for a moment, watching as
Kenneth Brackhaven made his way from the podium to his wait-
ing imo, then tapped the OFF button on the desk-mounted con-
trol console. Turning from the screen, Camroll settled back into his
chalr and turned to lace his guest.

“Your M, Brackhaven seems a very popular man, Mr
Carroll,” his visitor sakl. The middie-aged Japanese gentleman
smiled faintly, his white teeth barely visible between thin, papery
lips. “His campalgn must be going well,”

Carroll grinned In return

“Yes, Mr. Yamazakl, I'd say it's going very well, Every day,
more and moie people reallze that he's the country’s best bet lor
gelting out of the mess we're in. And with metahuman violence
on the fse the way It is, it's no suiprise that he's galning momen-
tum.” Carroll shook his head with a chuckle. “The stupld trogs
don't realize they re digging their own graves.

Impatient with Carroll s small talk, Yamazakl put on his “busl-
ness lace” and let his amile fade, As lucrative as the business
arrangement with Carroll was, Yamazakl had never liked fanatics
ol any stripe. and the yakuza lound dealing with the man person-
Ally distasiehl,
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“One would think the violence woulkd have died down by
now—the gangs must have a strong motivation indeed to contin
we thelr destruction at such a pace.”

Carroll’s smile tightened a notch,

“Strong motivation, eh? How strong do you think it
have to be?”

“I believe that a twenty-percent Increase In funding would be
sufficient for the next month, Mr. Carroll, After that, who can syl
Such individuals are easily distracted, and holding their artention
can be quite difficult.” '

“Twenry percent?” Cantoll barked, “1'd be surpeised if the go-
gangs sce a quarter of that, You're just looking to Increase yoo
clan’'s profit margin,®

Yamazakl merely walted Impassively, He was sure th
Carroll was too pleased with himsell to haggle over details,

"Well, hell, you people have eamed your money so far, and
the results are worth it. All right, you can have your twenty pes-
cenl—but don't expect another Increase next month,”

Wordlessly, Yamazakl extended a platinum-ringed credstic
over the desk. Carroll took it with a grunt, then slipped it in the
readler and began tapping the keypad with his thick fingers, con-
tinuing o boast as he worked,

“We may not need o continue this particular project for o
much longer anyway, We've gort a lot more stuff in the works,
including a dragon Incident that's gonna blow Dunkelzahn right
out of the fragging water.” Yamazaki stiffened slightly, but Carrall
didn’t notice.

“We're gonna have this whole country so terrified of amything
magical that they won't dare vote for anyone but Brackhaven.”

" Dragon inchdent?” Yamazakl carefully kept his voice neutral,
expressing idle interest and no moee. I this had anything 1o do with
recent rumors among his people, Camroll and his associates were
even bigger fools than he had thought. “Street rabbie are one thing.
but | can't believe you'll be able 1o hire a dragon to cause pablic
mayhem. particularly with one of their own running for president.”

Carrall laughed out loud this time, a crude cackle that rurned
Yamazakl's stomach.

“Well, hire is probably the wrong word. Let's just say that
those boys you sent over last week are redlly gonna come
through for us. We've gotten hokd ol something that's gonma
bring a dragon to town, mad enough to shake the walls down.”

He pulled the credstick from its slot, rolling it in his palm
momentarily before handing it back o Yamazaki

“And when he does, the swpld worm Is gonna send
Dunkelzahn’'s campaign right down the drekker where it
belongs.

Returning the credstick (o his pocket. Yamazaki rose and
bonwend,

“A very clever plan, no doubl, | look lorward (o seeing ii
implemented.”




Yamazaki wanbed (o press or more infonmation but dicn «
dire arouse Carroll's suspicions. The man was a braggart and a
fool, but he was not blind

“WNow, If vou will excuse me, | will begin putting your gener
ous donations to work for Mr Brackhaven, Konbor-wa, M
Carroll.”

Yamazakl returned o his Hmousine without a word, pulling
his cefl-phone rom his pocket only whén the car was well clear of
the MCT parking garage, He dialed swiltly, punching in the appro-
e secunty codes. As the call wound its way through a com-
plex web of connections toward IS destination, Yamazakl tried to
geerming the best way (o présent his news. Speaking 1o the
oyabun always made him nervous, particularly when his call might
interrupt important business. But this news could not wait, for
even oyabuns hear the anger of great dragons,

| InTRODUCTION

In CO.D., a johnson hires the runners to pick up a large,
mystefious package ar a smugelers way station just outside
Seartle, keep it protected at a sale house for a day or two, then
deliver it to a downoown Seattle address, When members of
several gangs and a yakuza hit squad attempr to snatch the
package from the runners, a paramilitary group helps the team
lend off the attackers but the strangers refuse to dentify
themselves or explain thelr interest in the matter. When the run-
ners attempt to deliver the package, they encounter 4 very upset
greal eastern dragon, who is intent on reclalming the package—
which contains a dragon egg!

C.O0, Is set in Seartle but can be moved to anather clty that
could plausibly have yakuza operating within [t

WHICH CAME FIRST?

The Human Natlon works hard 1o get what it wants—and at
the moment, it wants Kenneth Brackhaven 1o become the next
UCAS president. So far, Brackhaven has gained popular support
by exploiting people’s fears of miagic and metahumanicy, and the
Natton has been helping thelr candidate by stirring up as much
metahuman gang viclence as it can. (Apparently, Human Nation
members igure that John Q. Public will grow more susplcious and
afipld of metahumans—and more susceptible to Brackhaven's
bigoted message—aevery fime he sees meta-gang violenoe on the
trideo news. )

In Seattle. the efforr 10 stir up such violence is led by
Lawrence Carroll, a mid-level manager at MCT, Camroll has been
performing his mission by paying melahuman gangs to cause as
much public mayhem as possible. To prevent the gangs—and
aryone else—from leaming of the Human Mation/Brackhaven
connection to the whole business, Camoll has been using local
yakuzra as middiemen (o contract and negotiate with the gangs

Recently, in response 1o the aréeat dragon Dunkelzahn's slow
but steacly rise in the polls, Carroll hatched a new plor designed
o stoke peoples bears of dragons. Using money from other
Human Mation members as well as a considerable amount from

his personal lunds, Carroll had his yvakuza middlemen conmmact 4
Inp-ﬂ'rghl team of runmers o sieal a Lingle u;lr..:._q.;gnn oo lrom the
lalr o Masamu, a young grear eastern dragon dwelling on
Vancouver Island, Then Canoll hired some less expensive, more
expendable shadowrunners (guess whal) to keep an eye on the
eag until Masary wakes up and seeks it out. (Camroll has no doulxd
that a being with the magical power of a dragon will be able to
track clown the egg, and he is comect. )

Knowing that the dragon will zere In on the stolen ega, Camoll
directs the unners o deliver it 1o a Dusy downtown area—Iihereby
ensunng that Masaru s attempt o reclam his property will appeas
as an “unprovoked attack”™ and attract as much public aention as
possible. Members of the Human Nation s paramilitary wing, the
Flaming Sword. will be on hand to make cerain thar Masaru, the
ege and the unners are all destroyed during the battle. rhus remmaow
ing any evidence of Camroll’s plot, The incident will provide Kenneth
Brackhaven with a wonderful opporunity o rall about the clanges
ous and unstable nature of dragons, and Dunkelzahn's poll numibsers
will drop faster than a penny off a skyscraper
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At Carroll's last meeting with his yakuza contact, he Inad-
vertenily dropped a few hints about the operation, The contact,
Isao Yamazakl, had arranged the Inifial meet between Camroll anc
the egg-stealing runners, but Yamazaki had no Idea at the fime
what Carroll was planning. Realizing that Masars might very well
trace the theft of Its egg back to him, Yamazakl immediately
began trying 10 recover the egg. However, Carmoll's Flaming
Sword troops are on alert to make sure that everything goes
according to the pilan,

Masaru, of course, wants his egg back, come hell or high
water, If the dragon has to make a public attack o get |t
Brackhaven's campalgn will recelve a major boost (and
Dunkelzabn's will take a massive hit), The runners can prevent
this—and perhaps avold Masanu's wrath—Dby returning the egg to
the dragon. However, the runners will also make themselves
some very dangerous enemies among the Human Nation,

SETTING THINGS Uur

Before running C.O.0,, try 1o make the characters aware of an
increase in metahuman gang violence over the course of the elec-
tion season. Maying the adventures in Shadows ol the
Undersorld, as well as the oneés In Super Tuesday, should accom-
plish this goal. The gamemasier may also involve them in attacks
by metahuman street gangs or describe the increasingly Irequent
trid news stories about such violence. Gamemasters may also
mention that Kenneth Brackhaven is talking about the gang
attacks in his campalgn speeches, but should take care not to
expose the connection berween Brackhaven and the attacks

| PICH uP AND DELIVER

TELL IT TO THEM STRAIGHT

The telecom s beep gets you out of bed at the crack of noon,
which doesn't do much for your mood, You stumble over to the
terminal and tap the ACCEPT key with a bleary, "Walchuwant?”
The screen brightens to show your fixer's smiling face, and the
day begins looking up as you hear him say the six magic words—
I've got a job for you.” You could definitely use the cred rght
about now, and besides, it's been o long since anyone's shot at
you that you re starting to miss It

The meet's going down at a bar In Snohomish called the
Elght-Sixteen, a4 charming little nightspot where honest, hard-
working folks can toss back a few pints of soy-beer while the |uke-
box plays the Latest rwang country hits, Not the kind of place
you're used to meeting a Johnson, but then, most of the Johnsons
you meet in other kinds of places tend to frag you over, anyway,
Maybe, |ust maybe, this one will be an exception.

Afrer sulting up In your best honest-hardworking-folks
clothes, you roll up to the bar a few minutes early to scan the
place over, Seems like the whole crowd has a "Detect Strangers”
spell on, ‘cause the minute you step through the door, almost
every eye in the place swivels toward you. The customers don't
ook exactly hostile. but they sure aren’t about to buy you a
drink. The looks don't bother you much—not after the drek
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you've been through In your line of work—so you motion the
bartender over and ask If your good buddy [ohnson has been in
tonight, "Back room,” he says, waving his bar rag toward the
rear of the place. “First door on the left, past the kitchen.” The
customers drift back 1o thelr own business as you make your way
to the designated door,

Still, you can't quite shake the feeling that the patrons are
walching [Insernt name(s) of metahuman runner(s)] with a little
extra caution, You get the feeling that metahumans aren't exactly
regular customers here at the Eight-Sixreen, Then again, maybe
they re just nervous because of all the metahuman gang violence
that's been dominating the local news lately.

The back room is an unremarkable cinder-block cube, with a
well-worn set of chalrs and a battered old tabde that looks Hke s
made out of real wood. A gaunt, fortyish human with graying
brown halr and pale blue eyes sits ar the far end of the table. On
first glance, he looks like most of the patrons out ront. Then you
notice his hideously expensive boots—looks 1o you like a typical
cofper trying to blend In with the locals,

“You're prompt,” he says. “like that.” Haullng his feet off the
table, he motions to the chairs, “Sit down, and let’s talk business,
My name's Lowery, and | need somebody reliable 1o take care of
4 package for me.”

HOOKS

The beginning of this scene may make the runners, especial
ly any metahumans, slightly uncomfontable—they are clearly
strangers in this section of town and not particularly welcome
strangers at that. By comparison, the meeting with “Lowery”
(actually Lawrence Camoll) should seem friendly and straightfor-
ward, Carroll is trying hard to present an honest and open
demeanar to the unners, and he s a good enough actor to con-
ceal his ulterior motives. He doesn’t act arrogant of superior but
he will make it clear that he's the boss at the moment, and he
won't take any drek from the runners.

BEHIND THE SCENES

Carroll tries to make the runners feel at ease, offering to
spring for drinks if the runners want them. However, he has no
real desire to get to know the runners and will keep chit-chat to
& minlmum,

Carroll explains that he has a luge and valuable package
ammiving In Seattle the following evening. He needs the runners to
plck It up from the transport team and take [t 1o a certaln safe
house In Redmond, The runners are (o keep the package at the
safe house, unopened and undisturbed, until Carroll tells them
where (o dellver It. Within 48 hours, he will contact the runners
and give them a downtown address to which they must deliver
the box. That done. they can return 1o the Eight-Sixteen to pick up
the remainder of their fees,

If the runners push for more information, Carroll explains that
he Is an arl collector, and he's adding a new plece to his collec-
tion, Unfortunately, the import and export dutles on such objects
are rather high, so he's using “non-standard methods™—l|.e.,
shadowrunners—to deliver the ltem, He doesn’t expect any trou-
ble but can't alford to leave the package unguarded. He refuses
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.myma detall, saying that the runners don't need to
_' However, he assures them (truthfully) that they will
. wting bombs, diugs, BTLs, weapons or anything else
legal or dangerous,

*Carn:-ll affers each runnet a fee of 10,000¥ In certl-
z,mm'l each up front and the remainder once the
1 ,a s delivered. If the runners haggle, Carroll seems sur-
';nnly asking the runners to sit on a box for a day or
j.l'l {In fact, Cammoll Isn’ rexpectlng any trouble untll the

Camoll's Negotlation Skill is 5). Carroll does not expect the
$10 live long enough to collect most of thelr pay, but he

't want to arouse thelr suspiclons, so he bargains as If
gen was coming out of his own pocket, If the runners
,. # vehicle large enough to transport the package (at
sized), Carroll arranges access to a no-frills VW
_' van (p. 31, Rigger Black Book). but warns them
dum-g: to the vehicle will be deducted from their pay.

:'--i

than that, he expects the runners to be responsible for

mnm likely 1o reject the job, Carroll appears to
- ' 88 for words. To him It seems like easy money, and he's
plenty of other runners will take the job if the team turns him
(iake the mission seem llke a milk run and let the players
fqr re “wimping out” if they won't take |t

s in the bar Is the anly other potential problem in Pick
-“ll The customers out front are harchworking blue-
types. and they know they can’t stand up to shadowrunners.
funners cause trouble, the bartender immediately hits the
'E DN under the bar, and the pations flee. Lone Star will
” pomptly. and the runiners lose any chance of being hired
e run, (If the runners are professionals. they should know
than 1o cause trouble at a meet )

[6N HERE. PLEASE

L IT TO THEM STRAIGHT

he stars are just starting to penetrate the evening smog as
: thiough the gates of Flat City, & tiny airstrip in Redmond
peclalizes In, shall we say, unscheduled Nights, You check
teen-thirty hours, which means your package
il be arriving any minute now.

1 & resounding tchonk, high-intensity arc lights pop to
il over the airfield, uminating the large, open stretch of
B that serves as the Flat City runway. As your eyes adjust
e sucl brighiness, you see the rounded outline of a
s=Krupp Komet swooping in from the narth for a perfect
_:'-- ncing. Whatever this package s, It's arriving In Seattle

ol

oon as the Komet comes to a stop. the airfield lights shut
dewn, leaving the area dark except for your headlights and

-“‘r ---._

the LAV s running lights. The T-birdl's rear hatch hisses open, and
two elves and a troll perform a military-style exit. The troll scans
the area for trouble, assault 1ifle at the ready, while one of the
elves scans the northern sky with a palr of night-vision binoculars
The other elf looks in your direction and then approaches, a SMG
slung over his back,

“You the plckup team?” he asks, When you respond atfirma-
tively, he motlons you toward the Komet. "Bring your van up.” he
says, "let’s get this thing transferred.”

As you approach, you see the troll rromping down the T-
blred’s loading ramp with what you assume must be yvour package.
It's a black, reinforced plastic case about a meter and a half tall by
a4 meter square, and looks falrly heavy from the way the trodll's
handling it.

"Olay, chummers,” says the ell in charge, "it's all yours now.
Happy tralls.” The troll plunks the case down at the bottom of the
ramp, and the transport team promptly heads back toward the
illing Komet. Doesn't look like these three plan on hanging
around (o answer any questions

HOOKS

“Lowery” has aranged some high-quality transpon and
experienced escons for a "harmless art object —which should
make the runners a bit suspicious, If they are not already, Play the
transport team as skilled, savvy unners who want o hand off
their cargo and be on thelr way. These runners are trying to make
it a simple, businesslike transfer, but they re worrled that Masan
might be pursuing them and want 1o put some serious distance
between themselves and the egg as rapidly as possible,

BEHIND THE SCENES

The transport team has just armived from Masaru's ladr, where
they managed to steal one of the dragon’s eggs after knocking the
dragon unconscious. (How? Don't ask—it involved a specially
designed Stun Masaru spell. some very expensive fetishes, sever-
al elementals, precise timing, massive amounts of Karma and a
generous dollop of luck.) They caved In the entrance to Masaiu's
lalr to buy themselves more escape time, then raced (o Flar Cliry
to drop off thelr package.

As soon as the chatacters have taken the package, the trans-
port team members head back to thelr LAV and 1ift off, They're not
sure Just how far behind Masaru s, and they want to get far away
from the ege belore the dragon shows up. Additlonally, their
mage was badly wounded during the snatch, and they re anxious
te get her some medical attention. Any character who makes a
successhul Perception [5) Test can see the banged-up mage In the
LAV, Any astrally projecting magician can see the Injured mage
from astral space and recognize that she recently engaged In
some powerful astral combat,

The transport team members are not sure who the characters
are of what they're going (o do with the egg. and frankly, they
cdon't want to know, The characters can ask the transport team any
questions they like, but they re not going to get much In the way
of answers, Twiggs, the brusque elf samural who acts as the
ream’s spokesman, responds to any Inquiries with comments like,

|
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“Somry, chummers, but If Mr. Johnson wanted you 1o know, he
would ve told ya.”

HOT PURSUIT

Once the characters have loaded the egg into thelr vehl
cle—along with the case, It weighs about forty kilos—they can
sei off for the sale house, a former flechouse located about ten
kilometers away In the Hollywood area of the Barrens. On the
wily, have the driver (or any other character who says he s
watching for pursultl make a Perception (5) Test. On a success-
ful vest. the character notices a pack of about a dozen motorcy-
cle riders following at a distance. It the character achieves 3 or
mofe successes on the test, he can see that cthe tiders are all
human and are all wearing distinctive red and orange leathers
under their heavy coats, Any character who makes a successiul
Street Edquette (4) Test identifies the bikers as the notorous 405
Hellhounds go-gang and realizes that the Hellhounds are some
distance outsicde their wusual turf—which might explan why
they re concealing their colors,

lwao Yamazaki has hired the Hellhounds to follow the run-
ners and the egg. Yamazakl was responsible for hiring the trans-
port team in the first place and knew that it would be using a
Komet, so he simply hired several gangs to watch Seattle's
secrel T-bird landing sites, The Hellhounds are not looking for a
fight: they are simply lollowing the egg to its destination so that
they can Inform Yamazakl of Its whercabouts, IF the characrers try
o outrun of engage the gangers, use the standard vehicle com-
bat and pursuit rules (pp. 104-107, SRH). The gangers drop
back, take cover or scatter If fired on. They will not return fire
because Yamazaki has threatened them with slow, painful death
if the van's cargo is damaged. and the Hellhounds don’t want to
tisk It.

I the runners manage to capture one of the Hellhounds, the
biker knows nothing about the runners cargo. The Hellhounds
boss simply told them to look for 4 Komet coming in 1o Seattle,
find out where the Komef s cargo was taken, then come back and
report in, Any biker caught by the players will not know where the
Helthounds are to meet thelr contact,

DEBUGGING

Il the runners get into a sculfle with the ranspont team,
they re In irouble. Twiggs s experienced team members have just
returned from a run against a great dragon, so they re armed for
bear. Use the EIl Street Samural archetype (p, 7, Contacts) ol
Twiggs but glve him an Intelligence of 5, {that increase makes his
Reaction & (10) and his Initative 10 + 3DG6). The rest of his team
Includes an Elven Hitman (p. 206, SRHI packing a Mossberg SM-
CAMDT, a Troll Street Samural (p. 13, Contacts), a hurman Rigger (p,
59, SRHI with Vectored Thrust: 4, and an unconsclous €lf mage,
Every team member wears Light Security Armor and Security
Helmets (total armor 7/6), and each has a Professional Rating 4
and Threat Rating 5. For combat purposes, treat the Komer as a
Banshee (p. 264, SRIL)

Twiggs team does (s best to protect the egg If the runners
attack for same reason, but the team s not willing 1o dlie for It and will
retreat without the ege if that becomes the best option. Additonally,

any scrap enrages Camoll, who will send a team of Fluning
commandos to kill the player characters and recover the ege.
If the players notice the Hellhounds, they may declde o
lgnore thelr assigned safe house and head somewhere e
Wherever they go, the Yamazakl will be able to track them do
betore oo long. Furthermare, Carroll has hidden a tracking devic
Inside the egg case and will be able to track lts whereabouts eas 8
iy, And Masaru's magical abllitles enable the dragon o trac
down the egg wherever the runners take it -
If the runners proceed to a location other than the pred
arranged safe house. modify the description in | Hear Youl
Knocking to match the new location, !

| 1HEAR YOU KNOCKING

TELL IT TO THEM STRAIGHT

Through the driving rain on your @rimy windshield, you
headlights finally pick out the bullding you've been looking for—
a two-story brick monstrosity that looks as old as Seartle itself. The
bullding s in falily good shape for its age, though, particularty con-
sidering the neighborhood. ARer opening one of the massive
garage coors In the ront wall, you roll inside and seal the place;
up behind you. The main room s 4 huge, emply concrete Box
with an oil-stained foor. a battered sofa, a cheap card table and
chalrs, an old trid set and an antique phone on one wall. Except’
for the rusty metal pole that extends through a hole In the ceiling
to the second story, the place looks just like every other safe)
house you've ever been in.

You make a quick sweep around the place o make sure It's
clear. It might not be much, but it's gonna be home for a while, sa
you make yourselves comfy and start walting for the phone call

Read the following If/when the characters open the crate:

Finally, you get past the lock and Bip the latches. Nolsclessly,
you raise one side of the crate, Under the thick gray packaging
foam you see a smooth. oval shape. aboul a meter long and half
as big around. I's a pale yellow color, lightly mottied with mossy
green patches and flecks. It looks almost like plastc at first, bt
then you realize what you're looking ar

Only a tew things can lay an eg@ that big, and none of them
are the Kind of thing vou'd want (o run info

HOOKS

Keep everything as quiet and calim as possible at the start of
this scene. No trouble s In sight; even if the junners got into 4
skirmish with the Hellhounds on thelr way o the safe house. the
gangers aré nowhere to be seen now, Give the players a chance
to roleplay a little, as they balance the need (o guard their pack-
age with the insufferable boredom of an empty sabe house. Maybe
they'll get Inte an argument ovel whether or not 1o open the
crate, If they start going off on wild tangents or showing signs of
gerting bored, hit ‘em with the Red Hot Nukes attack (see Bang
Bang on the Door, p. 50). Alternatively, the runners may open
the crate and discover the egg during this scene. If they do. give
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hem a good long moment to redlize what deep drek they re in,
then hit them with the gang attack.

When the Nukes attack, start the combat like an Old West
bughwhack, The gangers take potshots at the runners from behine
tover but scrupulously avoid shooting anywhere near the egg
tase, However, the mood Pecomes much more up clase and per-
sonal when the yakuza team starts miking it up with the plaver
characters. Use the quirks of the fire station setting to add favor
fo the combar [heck, where else can you have a physical adepr
sdide down a fire pole to attack an ocpponent?),

BEHIND THE SCENES

The safe house that Carroll has arranged is a converted fire-
house (see map, abovel. s an old but sturdy bullding (Barrier
Rating 123, with few windows but good visibility and lines of fire;
any tacticlans among the ranners should find It nlcely defensible.
The main room can be encered through two large vehicle doors
[Barrier Rating G). which can be secured with heavy metal chains.
The third, normal-sized door Is secured with a Level 6 magiock
it credsticks Carroll gave the team contain the comect pass-
cade). The surrounding rooms are empty, and the phone is set up
i accept mcoming calls only, In short, the sale house 15 a really
boring place to spend a few days,

Outsicle, a team of elght Flaming Sword snipers. led by
Captain” Rob Sewall (see Cast of Shadows, p. 55) are carefully
hidden on the surrounding rooftops, Two snipers are hiding on
each of the tour buildings surrounding the firehouse {front. back
and each sidel. The snipers have two purposes: o keep the egg

safe until it's time for the runners to deliver it downtown, and to
make sure that the runners don t screw anything up. The snipers
will remain carefully concealed unless they need (o defend the
ege of take down renegade runners. Sewall cardes a signal loca-
tar, which Is locked on the rracking device inside the ega case; if
the runners decide o take the egg somewhere else, he sets up his
sqjuad wherever the runners hole up, IF the unners spot and con-
front Sewall or his snipers, see Friends Like These (p. 51).

The runners will probably take this opportunity to examine
their package. As described earlier, It is a large blaclk case made of
reinforced plastic (Barrier Rating 8), the kind of foam-lined case
used for shipping fragile electronic equipment or, presumably. art
objects. The two halves ol the crate are hinged together on one
side and locked on the other with a Rating 8 maglock (the runners
do not have the passcode]. Several tape seals are set across the
lock, so any physical tamipering will leave obwious traces, Astral
examination reveals nothing unusual albout the crate from the out-
sicle. However any astrally projecting character who attempts to
reach into or pass through the crate will bump inte something
solic (the egg, though the character will not know this). Magician
characters should reallze this means that something in the crate is
either magical, heavily warded or alive

If the munners manage to open the crate, they find the egg
wrapped in heavy packaging foam. Assensing the ega now will
roveal that it is alive and strongly magical, Any character who
makes a successful Perception (8) Test also notlces a tiny pair of
wires leading from the case s larch into the toam padding. The
wires lead ro a small transmitter buried (n the foam, The fransmit-
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ter sends a signal to Sewall if the seals on the case are broken. If
thatl happens, Sewall Immediately phones the runners (o express
his disapproval (see Friends Llke These, . 511 Gamemasters
may give particularly careful or skilled characters a4 chance to
notice the wiring before they break the seals completely, perhaps
enabling them to avold triggering the alanm.

The packaging foam also conceals the tracking device that
Sewall is using to keep track of the egg. If the wunners use a bug
scanne! o similar equipment to scan the case, they notice the
tracking device even betore they open the case,

BANG BANG ON THE DOOR

H the unners do not provoke a reaction from Sewall and his
team of open the crate, let the rest of the night pass uneventiul-
ly. Then, shortly belore dawn, have the Red Hot Nukes attack
them. The Nukes number about two dozen dwail gangers, They
take cover behind varnous rubbish and wrecked cars around the
front of the bullding and opén fire: thelr inltial volleys break some
windows and wake any sleeping runners but don’t do much dam-
age. The dwarfs do not attempt to sneak around to the rear of the
bullding or storm the firchouse, The gangers are content merely
to stay under cover, fire at targets of opportunily and diaw the
runners’ attention to the front of the bullding.

The Nukes attack is really a decoy for the three-man yakuza
strike ream that s sneaking In through the back of the sale house
to recover the egg, After slipping in through a second-story rear
window, the three yaks do their best to get to the egg and spirit
it away unseen. They will ight if the runners spot them, but they
will not kill the runners if they can avold it.

Meanwhile. Sewall's snipers will be trying to take oul as
many gangers as possible. (The gang attack also distracis the
snipers. who don't spot the yakuza sncaking in.} The runnérs may
not notice the snipers silenced weapons. but they will probably
notice that the dwarls are dying faster than the runners can shoot
them. ARlter the combat ends, the runners will certainly wonder
just what the frag is going on and may poke around and spot
Sewall's snipers. If so. handle the conversation between Sewall
and the runners as outlined in Friends Like These (p. 51)

Statistics for Sewall, his snipers, and the yvakuza team are pro-
vided in Cast of Shadows (p. 54). Lise the lollowing stats for the
Red Hot Nukes:

Nukes Gang Members (12}
B Q S | w C Armor
5 5 3 3 a 2 3 & a
Inktiative: 1 + | DG
Threat/PMrofesslonal Ratings: 2/2
Skills: Armed Combat 3, Firearms 3
Gearn: 5ix gangers have Uzl s [SMG, 24 (clip), BF. 6M|: the rest
camy Ares Mredators |[Heavy Plstol, 15 (cip), SA, 9M]: and all wear
Lined Coars (4/2)

sl
=

Don't worry (o0 much about rolling Attack and Resistance
Tests for each individual dwarf. The gangers aren’t picking thelr
shaots too carefully, so the runners shouldn'e be In any real danger
is long as they keep their heads down, Furthermore, Sewall's

— S— ——————
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snipers pick off any available ganger targels.
The yaluza team, on the other hand, will not pull any pu
e4 In s efforts to reclalm the egg.

ENTER THE DRAGON

Masaru escapes from his caved-in lalr at approximately
hours on the morning of the gang attack and immediately malies
a beeline for Seattle. Shortly after the dragon leaves. Canol
receives word of the dragon's departure. (Carroll has a ship in the
areqa. walching the dragon s lair) After phoning In some anom'
mous tips to the newsrooms at local trid stations, Carroll phons
the runners and tells them o make the delivery. (IF the runnen
have holed up somewhere other than the firehouse, Carroll cally
one of them directly—he's abtained the phone number from the
fixer who arranged the meer,)

At this point, procesd 1o You Can't Make An Omelet (p. 51!
Even if the runners have escaped with the egg and are on the e,
proceed 1 thal section, because Masaru will find the egg and the
runners wherever they go.

DEBUGGING

I the yakuza team members manage (o get away with the
egg, Sewall sends hall of his team o follow them (remember the
tracking device!) while the other hall accompanies him to confront
the runners (see Friends Like These, p. 51). If the players can con
vince Sewall that they weren't party (0 the yakuza action, Sewall
will Insist that the runners join forces with his troops to get the
egg back. If the runners agree. proceed to You Can’t Make An
Omelet (p. 521 but stage the slam-bang finale at the yakuza's
headduarters. with Masaru sweeping in at a climactic moment in
the battle (o take back the egg and kill anyone who tries to stop
him.

It the runners catch one of mote of the yakuza eam mem-
bers, the prisoner(s) tells the unners about the theft of the egg (1
the unners don't already know what they were guarding), The
prisoner points oul that Masar |s sure to come looking fos his ege
and will probably kill whoever he finds around It unless they
Immediately return it to the dragon. The yakuza member will try
to convince the runners to return the egg of help the yakuza do
that before it is too late. (Sometimes even the hated yakuza can
be right.) However, Sewall and his troops will try to block any
attempt 1o return the ege,

Of course, the runners may decide (o simply abandon the
egg and make a run for it. Sewall's snipers will still try to kill them.
but Masaru will no longer be interested in them. In this case, go
to PMicking Up The Pleces (p. 53] 1o determine the consequences
of this decision,

Finally, If the runners damage or destroy the egg, everyone
turns agalnse them. Canroll and the Human Natlon will be enraged
that the runners spolled Carroll’'s plan, Yamazaki will be enraged
because the runners denled him the opportunity to cear his rep
utatlon with the dragon. And Masaru will be enraged because the
runnérs damaged or destroyed his egg. In a nutshell, the runners
are pretty well ragged If they choose this option, so do your best
1o discourage them If they seem (o be leaning toward (L.




[FRIENDS LIKE THESE

TELL IT TO THEM STRAIGHT
kead the following If the characters spot Sewall's snlpers after
the gang attack:

ik doesn't take a genius to figure cut that you weren't the
only ones shooting at those gang-bangers. Clearly, there's some-
body else involved here, and you'd better find out who,

As you survey the bartleground, you spot a flicker of motion
out of the corner of your eye. Spinning Into a crouch, you turn,
readly to fire or dodge at a moment's notice. A silhouetted fgure
fises from the rool of a nearby bullding, long rifle held low but
feady, and calls down from the rooltop In a hard, stern volce,

“Calm down,” the figure says, “Just think of us as backup,”

Us? How many people are up there?

“Alittle extra secuiity, courtesy of Mi. Lowery, You people just
20 on with your job. We'll make sure that nothing goes wrong.”

From the way the mystery man is holding that snlper rifle,
you realize that last sentence could be interpreted In two possible
wiys, and you don’t like one of them at all.

Read the following If the characters have opened the crate:

Abruptly, the phone on the fire station wall rings, startling
you out of your thoughts, Maybe this is your cue to deliver the
- g and be done with this frageing run once and for all. You
answer the phone with a simple, businesslike “Hello?”

A righe. angry volce comes back across the phone line.

Your Instructions were to leave that case unopened, You
fagged that up. You people had better finish this operation
according to the plan—exactly according to the plan—or you
won t wallk away from this one, understand? We're watching you,
ahd we'te not golng to tolerate any more mistakes, Do | make

mysell chear?”
HOOKS

In this encounter, the munners meet Rob Sewall and his
Heman Natkon goon squail. While they won't know exaclly who
e HN troops are, make it clear that these guys are tough cus-
lomers who Intend o make sure that the runners folfill thelr con-
Eact to the letter, The appearance of Sewall and his toops should
350 raise the runners suspicions. After all, if Lowery can aflord
wuch high-gracle security, why did he need (o hire the runners! If
mey haven't alreacly, the runners should now begin to realize that
By have gotten Into something pretty deep. and it smells more
ke fertlizer than Mowers,

BEHIND THE SCENES

Rob Sewall leads the Flaming Sword, the newly formed
Human Nation military wing. Under orders from Lawrence Carroll,
‘Captaln” Sewall has set up a squad of eight crack snipers around
the safe house to make sure that the runners get the egg where |t
needs to go at the appropriate time, That means the snipers will
help the runners fight off the Red Hot Nukes™ anack and may even

pursue the yakuza team if it seems necessany, On the other hand,
the snipers are also walching the runners lor the dightest hint of
treachery, Finally, once the runners take the egg downtown and
Masaru attacks them, the snipers have orders to destroy Masanu,
the egg and the runners {as well as anyone elwe who might be
aAble to expose the plot)

Sewadll tries to keep himself, his squad and Its mission con-
cealed, Nguring that the runners are more likely to do their jobs
if they think everything is going as planned. However, Sewall
certainly takes action If anything seems to threaten the egg (like
the Red Hot Nukes attack) or If the runners make an obvious
deviation from the plan (like trying to leave without the egg)
Even if the runners detect the squad or the squad reveals itsell
to the runners, Sewall will not disclose any Information abour
the sejuad o lts misslon.

Sewall views the runners (especlally any melahuman runners)
as lgnorant pawns in a war they cannot possibly understand, He
has confidence In his troops and thelr abllity to carry oul thelr mis-
sion, especially because they have good cover and the advantage
of high ground. Sewall igures that the runners won | dare disobey
his orders if they know that they are surmrounded by expert marks-
men, 0 he'll have his squad make a show of lorce If the runners
try anything stupid {in Sewall’s mind, anything not part of the
ofiginal plan constitures something stupid)l. However, It the run-
ners die, his troops will have to dellver the egg and expose them-
welves o considerable risk in the process. To avold this outcome,
he orders his troops nod o harm any of the runners unless
absolutely necessary.

DEBUGGING

The biggest danger here Is that the runners will draw Sewall s
shipers Into a fire fight. Sewall will not stant a light—he doesn't
want to kil the runners untll they have done thelr job and he cer-
talnly doesn't want to damage the egg—bui he's (00 macho (o
back down If fired on. At first he will order his men to shoot near
but not at the unners. tying 1o scare them into submission. If this
faile o i the runners wound one of the snipers, Sewall tries (o
shool oie ol the unners (he alms for any magiclans in the group)
in the leg. If this fails, he orders an all-out attack. Like most other
Human Nation members, Sewall fears and hates anything magical,
10 he orders his troops to concentrate fire on any obwvious magi-
clan runners first (the Flaming Sword squad has no maglclans of its
own), The Flaming Sword tcoops are also fercely anti-metahu-
man, 0 any metahuman runners will be rargets of cholce for the
troops as well. However. the snipers will attempt to kill all of the
runners in the end.

If the runners kill Sewall and his squad, Carroll will not know
abxaut It until Sewall Fails to make his hourly report. When Carroll
does smell trouble, he sends another squad over to investigate
and (If necessary) take over. but the mnners may have time
escape or make another plan for dealing with the egg betore the
replacement goons arrve.
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| vou can'T mAKE AN omeLET

TELL IT TO THEM STRAIGHT

I:ll' call comes |LIST Ili_'r-lll_' (R[a i) ||_|| IS |||,.|- | '-:'"J'\'""l_\' Was .||_||.|-
¥ complete his arr iNEEments sooner than he |||.;,||:,;||| Your des
tination is an office In the |-.'r.'{'|'.||' eyt |':||i|._|||'|:,.::l_ ':."-'.I'l ar Minth
AN ETILE the heart of downtown. You're not used to gainge o
uch public places durineg che lunch howr, but the prospect of get-
ting this fragging package off yvour hands Is enough o overcome

Ky | ITTeErs

Fraffic' s no worse than usual for a downtown lunch rush hour
'-\."-\.'i: Chomeans it takes :|||' Oertees fart ol fafever 1o :,.':|| where Wil T
going. Finding a legal parking space would tale the rest of forew
Br, 50 you aouble-park the van outside the jefferson building and

SEATT OO LA &

L3 |""'|'-":-1-'.". Yol et a tew odd looks, but no one

LS 1o De taking any |.'I"-';.!I noflce untll a WOLINE, -l}'lll-\.ll‘i'l.l'll:ll il
HE SArariman '.||'|_l'. U D voll
||I_Ii |:-:||'i-.1'.‘_‘-l,-_ Y S'S, DOInting Lo th I3lack |‘-|.I.'1|!- Case
Its contents belong to me.” He has a strong accent that you can
not pace, “You will give Tt to me.” he continues. "MNow'
He pulls oft his mirrorshades, revealing catlike eves the colo
of molten gold. They might be the newest trend In oyvbereves. bul
SOmMEncW You don tihink 5o, The pupils narrow to barely visible

SHES 45 Ne awaills your answel

HOOKS

his Is it, the @rand finale. Pull out all the SCops, starting wich
Masaru's torceful confrontation with the characters and swiftly
mowving on with the action, Add one element after another frst

Masaru, then the F!.|I||III'.:, Sawiord] SMIPEers, then Masaru s trans

ormation, then the yakuza, then Lone Star and so forth, Make
the players feel like everything is hapy ENINg at once. and make
sure thesy know they ' re in the middle of it all. Nearly EVETVOE
an e street seems to have a gun or a spell panicking
Bystanclers are s reaming and frantically frying o @el out of the
Wl —make he scene s fast and frenzied that the runners hardly

ENOW Wihio (0 shoOt.

BEHIND THE SCENES

i.:!l.' .':.'_||.|||".| SAFAMNTAN 15 Wiasan NuUuman form The -|I.c|l,:|'-||

has racked the egg (o the characters and has declded to give them
ane chance  surrendes [ eurd o .1-:_-_||_||'-|.' MWlasaru does ol
dssurme his true form immediately, but his eves andd demeanon
shiculc make il [ :I_ that he is more than [ust an upset micdle man
2er Ay character who assenses Masary immet liately recognizes
e dragon s rue nature—and his barely controlled fury, Smart
prayer characters will turn the ege over immediately
OF course, the Human Natlon has no desire to see thic eo

rontation end peacehully. Unless the runners have either killed ar
evaced Sewall s squad (by artaching the tracking device ro a pass
Ing City bus, for example), the snipers will have taken I positions
arcund the letterson building, If they see any sign that the runners
ire Eoinss b hose HNES W Dy hand Al CIW T the "'_":!.:-'.- Lhey OeEn
nre on the &gg crate

Thue reinforced |:|_|'\-.'_|- 15 =||,|||_!-,.- tBarrier
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|"-'.'.|:!'-.1.=I &1, but it won tstand up ro s Iper rifle fire fow lcne, Th ey
Isell Nas 4 Body Kating of 4 and 2 points of Hardened Armoi-

it's tough, bul will likely sustaln some da age before long
: .

Once that happens, Masaru blows up Reuratively and ibers
Iy, The drason expels his Moxious Breath Into the surrounding
area and assumes his true form, taking a full round to do so, 1 the
egg is still Intact afer that, Masaru grabs the case In his talons and
dttempts to escape, The Flan ingE >Worcl snipers take a fesw shod
at Masaru but concentrate most of their fire on the egs, The shosy
prompt Masar to place a Barrier spell around the egd behore he
aunches an all-ourt arcack 12ainst the snipers
Mot surprisingly, a dozen diseuised vakuza soldlers are als
in the area, waiting for something ad o ao down. Yarmazaki [sn
sure that atcar kins the snipers will keen Wasara from Killing him

for his pare in the ege-napping, bul he feures

t' s the st chance
he s got. Once the snipers open fire, the yaks pull thelr uns a
well and start blasting away at the snipers (and the runners a
welll IF the characters seam acty ta harm e BT AT LU
ng members of the yvakuza team from the safe house are on the
scene as well, All the yakura members attempt to protect the eqg
tand, if possible. the dragon) from harm. Use the following statls

tecs o the soldiers:

Yakura Soldiers (12)
B Q 5 | W i E R

Armior
4 '-.l Fi} 4 ] 3 1 -I i

Initiatihve: 4 | 35
Threat/Trofessional Rating: //3
Skills: Armed Combat 4, Firearms 5. Stealth 3, Unarmed Combat 4
Gear: Form I"|II,||;.'.'_ Bocty Armor-3 (45911 Ares '._.-'|||.-: '-:.I:-,-u,-|!.ll|||.
IHeavy Pistol, 30 (clipl, SASBE, 950

T and when the egg takes Deadly damage, Masaru goes
completely berserl. The dragon begins attacking any avaliable
enemies, starting with the most obwious—which may well mean
the runners, unless any of Sewall's men have been exposed, Hell
hath no fury ke & dragon peeved, and Masaru wrealks maior dam
age on downtown Seattle, The runners’ smartest course of action
1= ounning ke hell and lecing the dragon, the snipers and the
".-'-\.lll.llr"u": ouke It owl unnl Lone ':'.[_|| -||.._:.-_ﬂ_ S Ut how often da
shaclonwrrunners oo the smart th ne !

Speaking ot Lone Star, this is downtown Seattle we're talk ng
about. %o the frst cops arrve within ten Combat Rounds

However, a pair of beat cops in a Chrysler-Missan Datrol-1 1t

1
unlikely to have much impact an a fight this size, so screaming for
backup Will be the cops ArsC-achion. Within a few minutes, seve
al High Threat Response teams begin arriving, not to mention
hurmerous patrol helicopters, a few LAVS, and a large contingent
af the .r"."'li'|li:-|'l:l.'.r: wdared, It asary s still around. the cragon wil
nave a8 hard fime escaping rom that kind of force. The SN [ers
wakuza and any rema Ning runners may be able to slip away an
oot in the confusion, howewe

Mo one is waiting tor the package in the |efferson building
Carraoll -.|_|'l|‘-||-'-:| the mnunners with the ACQOress of & suite that does
not exist. He picked the jefferson building and s emvirons as

Clensaely acoupied MigEhly visible locatlion for a dragon attack
] P
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o determine the aftermath of this chaos, go to Picking Up
The Pleces, below

DEBUGGING

['!r--;|-|||'- all the NreEowel :I"h"'."“-_'. Around 1N this soene, the run
ners actually have a decent chance to survlive I they avoaild attack
ing Masaru or the egs. The dragon concentrates his attacks on
nyone shooting at the egg; the snipers divide their attention
berwren the 24 ||I.1I'.';.-I'| and vakuza and the vakuza concern
themselves with eliminating the snipers, L course, Sewall s men
trd o [l the runpers iF they see them -'a-'.i;‘uin.-_.'; and anyane the
funners shool al will most certainly shoot back. Additionally., any
vakuza operative who survived the safe house raid may bear a
personal grudge agalnst the characters, depending on how that

counter turned out

It the players do attack the egg or Masaru, they are [n very
deep drek. IF Masaru vents all his anger directly on the runners,
your players had better start creating some new characters. If you
would rather give the runners a chance to escape, have Masaru go
crazy with rage and toss a tew cars around., caw apen a tew build
ngs, bite the heads off a few snipers and so forth, Just make sure
e runners know that the dragon is after their blood

Finally, IF the: charactess turn the ego over to Wlasans and help

pratect it once the attacks eain (by returning it to the van, for
examplel, the dragon alds them any way he can, OF course, the
van may not be able o move, because drivers will abandon thel
ciars and |oln pedestrians in a mad scramble oo gEr our of harm =
way, If the EFE remalns unfiarmed. Masaru limirs his attacks o
those attacking him or his egg. I the ega is destroved, Its

Lodzila timee for downroswm Seattie

|I]I[:Hlﬂ[i UP THE PILCES

a number of ways, In

e runners can dispose of the egg
urn, thelr decislon may affect whether other parties artempt o
QIApose of therm. A e possibie resolutions dre described in the
nllorair £ [Paragrapns "I'-"':"1. Wt SUR ZEstions for  Follow up

ylventures

OVER EASY

Fehe runners turn the ege over to Masara without 4 !'lﬂlul thie
Human MNation attempts to geel them for spoiling Carroll's plan
The Flaming Swoard troops attack the runners during the final bat
1B o renadi - Il |_||4_-. FUMMERS Sigivive |!'I-|.:: I-"'“'“'. they &arn a [.l|| e
an the Human Mation's top ten mosi-santed st Camemasiars
gan stage future, unexpected Faming Sword attacks during any
swbseguent runs

Masaru will not be particularly friendly toward the runners—
after all, they were |.|II".,-iI|_:.-1_ th =4 arcund in ehe Rrst place—Dbut
the dragon will not attack them outright unless the runners attack
st On the arher hand IF the runners return the eag o Masaru
an their cown Inftlative or help defend the egg, the dragon may

dpareciate thelr assistance and migng even Frant e & Tawol,

FPOACHED

If Yamazakl's operatives manage (o siea

the esa from the

runners cduring thelr raid on the safe house, they return it to
Masaru as quickly as possible, As described in 1| Hear You
Knocking (p. 48), Sewall will try to persuade the runners to join
forces with the FHaming Sword squad in a rald on the vakuza base
to reclaim the -:_::_":Il.‘I IF the runners [RArtiClrare in this assault, they
incur the wrath of Yamazaki s entire clan (and stlll wind up with
Masaru breathing down their necks), IF they decline to take part
deciding to quit while they re behind, Haming 5word hit men
came aler them within a few weeks in an effort to tie up the loose

s TRNEY repards St

BENEDICT (ARNOLD)

If the runners simply abandon the egg at the safe house,
Sewall and his men take it downtown and proceed as planned
Masaru makes a big, public assault, doing immense amaounts of
damage before Lone Star and Metroplex Guard unbts manage o
kill the dragon. This course of action lets the runners avoid the
massive combat downtown, but also sets them up for some heawy
Hurman Mation and yvakuza retaliation, Abandoning a run halhway

[REOUEn worn Too Ehelr reps any aoad, @ither

SCRAMBLED

IF the ega is destroyed, Masaru goes berserl. Carroll will have
won, whether or not the dragon survives, Masamu's attack makes
front page news -across the UCAS, and Brackhaven makes the
most of this golden PR opportunity. He gains several poings in the
|l-::-||'._ Wil f]lll'-:-.l.'l.‘_'.|||l- 5 '--.|=*.~||I.'-|ir-., |_|I|-| 15 '-||.|I|'-|'-.' r.I:'l'||-:|'i.-'.:'||'|l
i turn, sends some hand-picked investigators 1o probe around in
search of the real reason behind Masaru s apparently senseless
attack, In fact, the runners may come under Close scruting from
the Blg Vs security forces, headed by the very competent Carla
Brooks {see the Super Tuesday adventure set) When the Hurman
Mation gets wind of the investigation, It sends a Flaming Sword hit
tedarm ta make sure the ranners don © talk, (Those darn Human

Mation guys, they ALWAYS gotta send out hit squads.}

AWARDING KARMA

Soward team Karma as outlined below, Award  Incdividua

Karma according to the standard rules (p. 199, SRIT

Lurvival

Thireat

| ol
2 polnts
| point

Returning the egg o Masaru

Keeping the egg from being destroyed | poind

LEGWORK

The runners will have to let their ingers do the walking for
most of this adventure, because they cannot really mvite thelr
cantacts back to the safe house. In truth, the ysual channels won't
provide much Iinformation anyway

If the runners ask around aboul an an collector named Loweny,

roll some dice but tell them that no one seems to have heard ol

him. That in itselt may make them -.l_|'-|"-i: oS, [aartic ularky iF one ol
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hesrm has contacts in the arr saaorlol, [ Hes U Conglet i|.|5'.i":-|'
i HTI 1L LiIaeir ] 2%k ok i o e | |.|.\, [ |.| It I...:|.|.\_ LA AL
| whure o 1wy the ITas should [ Enow what a drago
=
I . g 1
Egg o] o indd Ul don t know what you ' ve @otten your
i o | 1L |3 eawve me out of AR ICAl CONLACTS, 1N particu
espond 0 such questions with 1 cegrese of reverence [order
o RN h | y " 1 lv: mrpex 1 - T i E
15 01 o LT A PArTiCularlty @areseChy tTallsman @8l O Al st
Heht offer o buy the o O Tor an ExXordtant amount af money
I, ' i
JeEedlEss Toosay, selling the g would e a spectacularly bacl
[ [ | orh mor the buver and e sellers, bweentually Masarg will
2A4rm Wwhat has aoni 1T and take apnronoriate actiorn
1 ' ST | ik (TR | i i IR
Handle guestions about the Red Hot Mulies in the uswal mannes

RED HOT NUKES

Appropriate Contacts (Target Number 4}

Ay Gang, Molice or Street contact
Successes Result
(B} ‘¥ oveah, them little hot candies thesy sell
ar the Stuffer Shack, What abour 'erm ?
"Some Buncha dwarl gang-bangers up in
e . Could el 1 much
ear ey re malor player In th
Harre T all therris thie it
Ll e gang (e Sprael, G !
| ey re ofweart
| | s have a hancol in everdning up
il I frugs BTL: EMTortlon 2
uTie L. They do a ot of muscle wiorl
e yakuza and the Mafa, o
CAST OF SHADOWS
The: followadng MIPCs are listed in the order they appear in the story
LAWRENCE CARROLL {LARRY LOWERY)
Lawrence Carrall was seven years old when an unthinking
ol of orks and trolls buried down his facther's electremloe e
Hiding a dumpster behind the store, Larry couldn't help but
Ear the crash o bre |I-|||---'..-- ha the screams of hils mother dned
il 15 TRy W, Iy, ;-:... leol For rhesle |we he media would later
culy the tragic riots the Might of Rage, but to Larmy it was a night
i aneuish -
1M [he wWise| 1Fa 1 e e Iy wWwas acli pted by a wealthy
elidesrly co ple who had lost a4 so i the same violence, As the
ears passed. Larry s osaclimess el bear turned o hales anc .
lesire ko revenge, Eventually, e came o believe thar humans
vare dectined o rule the world and that he would pplay a mmajer
[0 realizing na EsCiny, Larmy Carme (6 re i TE thart he was
Lo & dnarter, and more cunning than others, and he vowed
[0 LSE [dovs KiIHS tey . rid the world af all metabumans EL
2 O Mo tried (o stop b

SHHUODINS OF THE UNDERWORLD Sl-l

cC.onDF «
¥

Carrall s easvyeoing, sood-old-boy demeanor hides a touel
ruel man wh | orcis wmans killed as thouahtlesshy & WA
e wirees olird roew 5] [wis. Indesd. he  wieiwes GOl ACT IO al
having much the same result—lkeeping the world clean for e in|
people.” Camroll’s experience in corporate negotiations has mad P
hir [T oF Peline Fus troes Feses| 1 FOWEWET. anc] thik 0 Ll :lll
probably not even cat 4 limpse of the man's blaclk heare hi
W5 A Member af the ant-metahuman organization called i IT1
Human MNation, Carroll has prossed juite cresative and determine I
| 19 ROt o eradicate metanumans and ensure the huture
Trure humaniby. He views the Kenpneth Brackhawv andidacy @ A
e porfect opportuntty to put varlous antl-metabuman plans ing Cle

wClion -andd urber the cause of human purlty, For sesceral mmcanth "

e as e wsiineg mioicl lemen such as Yamarak! oo hire metali |
-
MMan Faree: ':'-;u':ll-!=--l-I--|:-l|| enseless violence, Such viokence e
ne bhellewes w el [oster anti-metahuman fervor amang LCA be
| I
i o
FOTers And X0 B I e I# ten closer to the Wulhiie Hovise
e feels so0me remorse far the pure humans who et cauaht o At

. — I - i I i [
N the bioocshed . but hée eliesses That thi Human ~ation s AR

(For more information on the Humain Mation. see the Threat
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MASARU

Masar 15 a areal caster _._|;_.::|_.. DUt Just barely, Wiasan of
came of age Dy Ara@on standards about Gfeen years ago and

i
till rather insecure about hils placs Hhe ;;.:||i-.|. v SOCiery of dag

ons, Masaru moved ta hls current AN EXTRAMEYE LMo rgroe
| o
complex an vancouver |slan shortly atter reachineg maturity aF
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unding warld, By nabure Mlasar 15 ol |'-l vACenul EI::!!' "-:";"l'l.-.
creature, which makes his anger over the unprovoked assauls g
NMis AGime A e more terrible 1o beholod
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Masaru was resting at home, conternplating the new |ife
within his egg, when Carroll's runners broke into the lair and
attacked. Fighting in self-defense, Masamu managed o severely
Injure the group’s mage betore being knocked unconscious by a
powerful spell. When the dragon awoke, part of his home had col
lapsed and the ST Wwas Fone, As soon as Masard hully awakened,
he began breaking through the caved-in areas, intent on recover-
Ing the ege and avenging himself on whoever had committed this
foul deed,

Ihe egg represents many things to Masaru. As the source of
a new like, it provides the dragon with spirtual solace and a won
derful basis tor contemplation, It also serves as physical prool of
Masaru's adulthood and represents a responsibility that will large
Iy dictate the dragon s huture. Most importantly, however, @ Is
Aesh of Masaru's Resh, and the dragon will let nothing come

between him and the egg s sale return

Attributes (values In parentheses apply in human form)
Body: 20
Cilckness: [0 x 3
Strength: 40 (12}
Charisma: & [5)
Intelligence: &8
Willpower; 10
Essence; |J
Rieactlon: W

Armer ||

Inltative: @ + 2006

Threat/Professional Rating: © (7 when directly defending or
avenging Its egq) /4

Attacks: 3 Reach, 150 Damage

Skills

Sarcery: 9

Mowers
Enhanced Senses (Low-Light Vision, Thermal Sense
Wide-Band Hearling)
Hardened Armaor
Human Form

Moxious Breath

Spells {all at Force 10)
Combat
Barrier
Powerlball
Eam
Detection
Analyze Truth
Health
Heal
Manipulation

lana Barrier

ROB SEWALL

Rob Sewall Is a walking poster child for the Flaming Sword
Since childhood, he has always enjoved Beating anyone wealer
than him. He soon learned that his Brutallby eliched ample encr
agement and rewards when he targeted socially undesirable
metahumans, Politics don't mean much to Sewall; to him,
metahumans cdeserve (o get stomped on because they re not like
him and his Friends, which means that they must be inferio

Formery a member of the Humanis policlub, the "Captain
[an honorary ttle that he uses as iF he was in the real military) has
lound a home in the Flaming Sword, the military arm of the
Human MNation, He is a good soldier who truses his superlors utter
1%, BeEcause obeving thelr orders usdally allows him to kil metabu
mans. Homicldal psychopath though he is, Sewall 1s not srupid
and is perfectly willing to hold his fire In the interest of advancing

the anti-metahuman causs

Atftributes
Bocy: 5
Quickness: 5 (G)
Strength: 5 (6)
Charisma: 3
Intelligence: 3
Willpower: 5
Essence: 3.25

Reaction: 4 G5
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Inktlathve: 4 (&) + F0S

Threat/Mrofessional Rating: 4/3

Skills
Athletics: 4
A i

Firearms: &

Leadership: 2
villitary: 4
Tacrics: &

Stedlth: 4

Unarmed Combat: 5

Gear
Colt Manhunter [Heavy Pistal. 16 | ip), SA, 9M] with
martgun Link
Walther WA-2100 [Sniper Rifie, 10 imagazine), 54, 145] with
Smartgun Link
Portable Phone
Secure Llltra-Vest [y 40

slgnal Locator (5)

Cyberware
Boosted Reflexes (2}
A 15C]e r"*-'[:'-"“: ecment ol

smartlink

THE FLAMING SWORD

The Flaming Sword |s the paramifitary arm of the Human
Mation, a wide-ranging fraternity of powerful individuals united by
their desire to eventually exterminate all metahumans Lrar a fall
b [l riprlon of the Human Mation, see the Threats sourcebook)
Though the Flaming Sword began as a group of wealthy dilel
lantes wino never outgrew their desire to play soldler, the Swored
Is led and rtrained by milltary professionals recrulted From the
world s best security services and private armies. Additionally. the
group has augmented its forces |y hiring professional mercenar
ies and other highly trained military specialists. In fact the Flaming
Sword commonly draws on this ool of professionals Fon Tantplels
ANt missions, such as Carroll's pian. and Sewall’s snlpers are all
Crack marksmen

All of the snipers carry 2 clips of explosive ammunition for
their sniper rifles, which they are saving for their confrontation

with Masaru. These rounds raise the rifles’ [ image Codes to 1 5%

LA E R

Haming Sword Snipers (7)

B ] 5 | W L E R Armor
Fi i} i | i Pt ' 5 5 Fi

Inttiative: 3 + DG

Threat/Professional Rating: 3/3

Skills: Firearms &, Stealth 3

Gear: Secure Lltra-Vest 4/ 3y Browning Max-Power [} ieawy Pistal,
10 (clip), SA, 9671, Ranger Arms SM-3 [Sniper Rifle, & imagazine),

P

AT N il .
v, 4SS, wiRecol| '|'_|‘-r|![.n.'|'|"--|rI|:-I'| Foand Magnificatlon 3 plus

Thermio|

SHHADOWS OF THE UMNMDERWORLD Sﬁ

YAKUZA STRIKE TEAM

This tric of human proressionals  works directly for [san

ramazakl, who has been Carroll’'s. main concact Iin the Al

yakuza community, Yamazaki has sent the team to recovet the

e85 preferably unnotced, and the team will attempt to do so
cHiclently as possible. The rtearm members are | hly tralned, dis
Ciplined professionals, so they should be able to steal the eao ang
1 II'.'|'|'||'-|I'I";" LT o i 3 i % ?
] LW TN T Or at lease e the characoers a SO
Hor L . " " 5

lght. If necessary, adjust the team members” statistics and oear &

that I|II"'..' can achiewe thiose o 108

EICHI

Eichl is the strike team s leader and he |« VDY serious about

his team™s performance, He deals with any mistakes harshly alfe

the run. His team mav not ke him much but theyw respect him
o { ]

HMe, in wrn, respects their skills and defers

i The Uoigment in

areas where thelr expertlse exceeds his own. IF caprured ani
nterragared, Eichi gives nothing away
=
S bl | : By i i
Lichi is a skilled phvsical ACEE and an extremely dangerois
= L

SwWwordsman.

Attributes

Body: 4
I:.2'-.Il.|-I|1'*-\.'-- 4
Strength: 5
Charisma; 4
Intelligence: &
Willpower: 5
}_ S5EEMCE: O
Magic: 9

Feaction: &

Inkiative: & + 3D86
Threat/Professional Rating: 4,4
Initlate Grade: 3

Skills
Armed Combat: 79
Athletics: 5
Firearms:
Lead "':"'\.||:|I- 3
Stealth: 6

Wnarmed Comlbsat: 5

Giear
Forearm Guards [-/=11
Form-Fitting Body Armor-3 (4/1)
katana [treated with Dikote™ , OM Damage|
SCK Maodel 100 [SMG, 20 iclip), SA/BE 7M. w/Saund
Suppressor)

Adept Powers
Combat Sense (1
Improved Abllity: Armed Combar {29
Improved Physical Senses: Lowe-Light Vision, Tetesconic Vision (1!
Increased Refexes (29

Pain Resistance (33

SAT(
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SATO

Satc is the team maee, While he respects Eichi, he s ewin
ing to feel a Dif stiftegd By his subordinate position and would like
o lead a team of his o, On this run, however, he will be as pro
Esslonal as possible, rying to improve his standing by impress

1T 1A miazalki with his perfiormance,

2410 feels very strongly about the thelt of the dragon ega,
and it the runners capture the vakuza eam, he s the member
mast likely to speak up. He will attempt to convinee the ranners
that the eoa should e returned o Masaru and cthart they should
wrn away froim the ice-hearted does who hired them

During this run, Sato keeps a Force 5 air elemental and a
Force 5 earth elermental standing by, Their primary purpose is to
protect and [ransorm the egd; one tusually the earth elemental)

will carmy It while the alr elemental guards the first elemental

Aftributes
Bty o
Cluickness; &
:'-'\.II-I'||_',"'I|| :
Charisma: 5
Intelligence; &
Willposwwer: &

!__'.|-|||.e (]

Magic: 7

Reaction: &

Inktlathve: O | O (3D

Threat/Professional Rating: 4/4
Inltiate Grade: |

Skills
Conjuring: 4
Flrearmes: 3

i S AL il

HOTCEryY: O

Srealch: 4

Gear
Farm-Fitting Body Armor-3 (4/1)
SCKE Model 100 ISMG, 20 iclin). SASBF, 7M] with Sound
CUAO s e

Silver ring inlald with jade {Power Foous 1)

spells
Lombat IHusion

ana Dart: & _haos: 4
sleep: 3 Improved Invisibility: 5
Detection flask: 4

Combat Sense: 4 Manipulation

Detect Enemies: 4 Magic Fingers: 4
Detect Life: 4 Shadow: 4
Health

Increase lefeses +40 4 [(Quickened at Force 1)

Trasar: 4

Reslloo |15 a Fermale warrior ina male-dominated organization and
15 Wy aware of the exira scrutity Per @encer eficits. She ends o
play things very much by the book but will sometimes oo out of her

v Ay O D rowve her ablllioy IF cod I S0 WL POT Snoanaer 4 mission

Attributes

Bty 4
gickness: & (F)
Strength: 4 (5)
Charlsma; 4
Intelligence: 6
Willpower: 4
Essence: (1.58]

Feaction: &1 1O

Initiative: & (101 1Mo

Threat/Professional Rating: 4/4

Skills
Armedd Combat: 5
Athletlcs: 4
Biorech: 4
Car: &
Firearms: &
Stealth; 5

LUnarmed Combat; 5

Gear
Farm-Fitting Body Armaor-3 (4/1)
Ares Predator 1 [Heawy Pistol, 15 (€lip), $A. 9
Wwlamargun Link|
Ingram Smarteun [5G, 32 (clip), SA/BRFA, T
wiSmanteun Link]

lowota Ellge

Lyberware (all alpha-grade}
Cybereyes || ectronic Magnibcation (3), Hare Compensation
Lovw-Lisht, Thermographi
Muscle Replacement (1)
Retractable Spu 158 Dam. =l
Srartlink

Wired Reflexes (2}

S'I SHADOWS OF THE UNDERIMORLD




JOUBLE DIPPING

| PATRIOT GAMES

T spark lit the Searctle ”:."-.I'I Hlge thes liehl of a fArefly ina rural
field in surmimer, It Aared to life at the end of small wooden match
which Burt Aronson held to the end of his wnlit cigarette, Burt

haled deeply, savor ";h-'. the smell and tasce of the tobacco ”'ll'_'
gno rom the match triggered a distant memaory of chasing fire-
fies In a feid. He was voung back then just a child, so long ago
he could hardly cound the tme, He sucked al 'I""'-'Z".!' e iga
rette, making it burn like a miniature sun

His thoughts drifted back to those vounger days. Life was so
much easier then, He had Family and neighbors, FO0 oo
rlencs—all 1The same Kind of people, with the same beliefs and
values, And miost imporiant, the saimie [HIeArANCe Burt's Father
had faught him that Meople who looked different were exactly
|i'|-" ol erent. It vwds one |":I'|:."_ oo D= |_‘|l:|-|_'!|_":: "'Ll.ll_ll:'rr.il.i RN Fal
ar thin, tall or short, that kind ol thing. Whar mattered was that
at the core, you all shared the same kind of Fface and oty , A
human face and booy

Burt s father had never understood metahumans ., what they
wiere, where they came from, what they wanted, As Burt Brew

alcler, he couldn t understand them cithern, Elves and dhwarfs were all

1 HE SRR sosed—rthey didn't ook foo ditterent from normal
peaple, ks and tralls, though no, Burt just couldn't et his
rmind around them. How could anything that looked so bizarre pos
nerson, no different froinm o humas :.'.-I'!II:-:'I-"

sibdy D= called a

Monsters, Burt' s father called them. Once upon a time, Burt thought
monster was toe strong a word, [hen he learned different.

Burt also learned that other people thought the same way
and wanred o do something about it. One day, Burt jolned them
He was tired of sitting on the sicdelines he wanted o make a
lifterence for people—his people, So he did all he could to make
things right, make the world a good and safe place ke it was back
when he was a child, He d been safe back then, too

Mow Burt had come into his own, in charge of his own coer
ation, He had found others who thought like him, right here in
FEAle. Action was dangerous, of course. [t attracted attencion
soime of It o peaple who couldn t or wouldn't understand that
SOITETIMeEs Narsh acons WwWere N esS4ArY 100 a greate] O w1, Burt
ana his friencs nigEht have een oise CHLITA S 3 [ fRe -:,I.-1||-._1_|,'|, "”.'!'.?"
Nave kept themselves to talle, untll the unbelievable happened

[."II-.-L'|.-'.1"II & 1 |:.1_| i, NOT e rermsoles|y ||,.||!,_.|I i‘--,l.|| |:|,l_|
sen o run for president of the UCAS

For days after the announcement hic the rid nebworks, Burr
coatcin © belleve (6 It had o be some newsle s icea of a sick joke
right? Dunkelzahn didn't really think the people of the LCAS
WO hand over (he highest otfice in the land—frag, In the whole
WO Iy a4 Creature ol --II||'4"'I".I'I;;-. [FOWET '.'.'|I|| .-||'|';-:‘-|I|'1'!-|.' (RN

annection o human wants or needs! How could anvihing that

SHADOIUS OF THE UNDERIIBORL D EH

looked so monstrous possibly know or care about human beings?

In the months since, as Dunkelzahn's campalgn clicked into
high sear, things had anly gotten worse, All over Seattle, all owver
the LICAS, metahumans started acting up. They went (o rallies
(hey marched, they started demancding riehts and respect. Some
of them even started turning up in positions of power likke that
Ofl Wwioerman IiJIIIIiI'l_'.'!_ on Leneral Years s clokest, Burt knesee it wasn'l
right. The world was going crazy, The metas wouldn't stay whene
|.|H"-|.' | '|l::l'!:|.'||!"r‘. ANy maore and it was all the |'.'._|.'._'.';Ili'.‘_ |,||,._-,'[_| w5 fal
Burt and his Friends had o stoD it and théey knew exacthy hiow

Burt leaned against the street lamp and slowly exhaled
long. gray stream of smoke. He gazed at the office complex ip
romt of him, his eyes tracing the lines of the glowling leyarey that
read “Landras Shipping,”

An ork worman walked aut throush the

i 1
1A QIODSs, SHNS N
u el

ner purse jadntily owver her shoulder as she crossed the strest

toward her Westwind. 5he's frving to act human, Burt thoush
Can't she see what she 57 Just ook at her

The ork woman slipped into her sports car and the enging
silently hummed o like, She pulled cur ef the parking space and
headed northward, her passage down the Seattle streets marked
only by two swiftly vanishing red tail-lights

Burt smiled as he watched the car speed away. See yvou soon
Kinsey, he thought. You Il be the spark thar sets Seartle affame

burt took a long, final drag from his smoke and then ficked
It T il :.'l: I|||-

street, just missing anather passing car

Landras logo one last glance, he turned away and vanished ink

the &
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| InTRoODUCTION

In Double Dipping. the

rowing evening crowd

runners take on what looks ke a
'-Ll..ﬂl'.::l|rI-.~|w.|u| |k|l.|!'..=:'||:-lll_:.‘__ then suddenly And thermriselves Publl
Enemy Number One when securlty footage showing the snatch
[ARODEFESS LN e tedly [Urns uny, Unknown ta the runners. el
simple kidnapping” is actually a move in a much lareer politicl
chess game, inowhich they are pawns of a local Humanis policlb
Branch
Race relations between humans and metahumans have never
been good, and the chaotic election campaign of 2057 has onl
macle things worse., New policubs. gangs, cults and crime boss
25 are appeanng every day. many tied directly (o political mach
surreunding the presidential campaign Stancling  hesd
and shoulders above these upstarts is the Humanis Policlub, a vel
eran Haver on the LICAS political scene, Ta ensure the electon ol
(s favored candicdare, Kenneth Brackhaven, Humanis has decided
dlestroy

"1'l|'|'-"-."|.' |'"

Humanls and its like-minded supporters need o win the PR came

(o do “whatewver it takes ™ o eliminate the competition

ing thelr reputations, their allies, even their lives
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they must so thoroughly discredit metahumans in the public mind
that the averade human will vote tor Brackhawven as the "savior™ of
embattled human beings against the "innately viclent” metahu
man horcies

A local chapter of the Humanis policlub, run by a man named
Burt Aronson. has actively and successfully pitted different races
of metahumans against each other as well as against humans,
With the election drawing ever nearer, Aronson has decided o
step up Ris Al l:|!'-". activirties, He concocts a [1i|,|| (1) :-,|-:|||,||:- Kinsey
Landras, the daughter of one of Seattle’s few prominent ork busi
messmen, and pin the blame on other metahumans—shacdowrun
ners, o be precise, This, he believes, will blow the lid off sim
menng racial tensions between different groups in the metahu
man commumty, provoking them to acts of retaliatory violence
At wwill drive ardinary humans into Brackhaven s camp in droves
It will also allow him 1o advance another pet scheme- smugeling
weapons o Humanis sympathilzers in the Salish-Shidhe Council
Lands. Kinsey s father owns Landras Shipping, a firm with exclu
SveE rights over cerain shipping routes into Salish terricony;
Aronson intends to blackmall Malcolm Zandras into using  his
trucks to run guns for the policlub

Aronson contacts the mnners and hires them for what he pre
NS s 4 Hmple snaicnN-and-grab—Iake a well-ofT ork woiman
Iram her horme i the middle of a ATy and turnt her over fa Wi
[ehnson. Simple in and simple out. The run goes well; the suc
cesstul team takes their pay and gets on with thelr lives, belleving
the kidnapping safely bured from public view

Lnfortunarely I‘ll"-:_- re wron

As planned, Aronsan's people recover passive-security trideo
footage at Kinsey's townhouse that shows the runners in action
Aronson s group sends coples anonymously to various media out
lets, and the trid networks have a field day. The blured images of a
mixed bag of shadowrninners shooting their way into a rich ork’s
ouse and kidnapping a helpless woman, repeated endlessly on
countiess tndeo sets, spark a surge In the metahuman-against-
metahurman Yiolence already present in the sprawl. Luckily for the
munners, the ioctage is not clear enough o 1D them beyvond doulbi
Lnforunacely, they know that it s on v a4 matter of time belore
someone lgures out that they pulled the snatch. Once that hap
pens, they are quite llkely to become victims of vigilante justice. To
nave any hope of surdval and to rehabllitate their compromised
reputations on the street, the unners must discover thelr employ
Brs real nature and expose the whole tnith—namely, that they
were unwitting pawns In the Humanis policlub’'s game, They may
also have to rescue thelr kidnap victim from Aronson’s clutches to
prove eyond cdoubt that they are not his allies,

Learning more about Aronson IS a4 tougher proposition than
ne runners might expect. As suspicion of them grows In the
shadows, ewer and lewer of thelr ¢ OnNtacts are WI||||'|:.'_J,\I 00 ASS0
are or even spealk with them, They are getting far too hot, and no
contact wants to deal with the marked team. The more questions
I|I-'_'..I ask, the more attentlon they arttract, Before lone. a radical
metahuman group known as the New Weathermen pays them a
visit. The Weathermen have been watching Aronson for some
ime, and they suspect Aronson 15 behind the kidnapping

Lonvineed that the runners are Arconson s willing stooges, e
: .

aroup decides o make 2xAmpies ol thermi

The nunners get a break when a reporter named Gilly Rellets
contacts them and offers to tell their side of the story. In exchange
far exclusive Ii:.'|||'-. it that s CH D, by Fromises oo ||-'-l|'- the rumn
ners find out where Aronson is holing up. IFthe runners can get to
Aronson and fiind hard evidence of his mastermind role, they may
be able to repalr their shattered imaee. Aronson, however, sends
his own hand-picked thuss after them to give them a lesson in
keeping quiet. Hunted, hurt and paranold. the runners have no
choice but to fight back in the only way they can, They must undo
what they did—Dby rescuing Kinsey Zandras and then taking down
Aronson and his Humanis eoons

Double Dipping is set in Seattle, but can be relocated o any
UCAS City with a vibrant metahuman community and 1'|1.'_'||_|_L_'!|!|

Humanis activity (o Aesh out the back eround

| SEEH AND TAKE

TELL IT TO THEM STRAIGHT

You're just about to dive onto the futon when the comm

Deens. You consioler not answerng, but it might just be your Bxe

and frankly, your cred's gerting low—again, Deciding that
shut-eyve can come later, vou hit the button, Your fixer's face Rick
ers to like on the screer

‘Rough night, eh?” your fixer says, as Iritatingly cheerful as
usual. b m eiing you, dhow down a few palnkillers before yvou go
out. You'll feel better the next morning, churm. \Warks every time
But enough about thart, Fwve got a real simple |job for you. The
[ohnson s looking for someone with your experience, and | told
him | knew just who to call, Mo details over this link, but if you're
interested,. he wants to meet you at the Seward Club—the
Heflernan Koom, at 2100 howrs. Easy cred, chumminskl, You ll
love this one, Don't et me down, eh?
The com Nickers off, Nine p.m., this Johnson wants to meet

that's a few hours away. One nap time, coming up. Gotta look
vour best, and bloodshot eves don't usually convince people o
send blz your way. You flop backward onto the futon, creating a
cloud of dust large enoush o Dur your vision Dear ob dear, 1t's
been awhile since you've had the cleaning lady In. The dust bun
nies are probably blg encush to Are your FN-HAR by now

Ihe Seward Ulub, hubf Bettad -:|I_'.'-'. ot the :ﬂll"\-l'-:'| ST

HOOKS

The Seward reelks of money and class, Aronson is at home In

this element, and looks it

BEHIND THE SCENES

Aronson s looking for a group of all or mostly metahurman
runners to set up as patsies with this “simple” kidnapping, A team
of any composition will work, however, as long as it includes
SOIMe metahumans.,

Aransan is waiting for the runners in the Heffernan Room

when they arrive at the Seward Club, He is expertly disgulsed a:

Eg SHADOIWS OF THE UNDERIWORLD
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Concealability

Armanté

Venarian dreacg | 4
‘r".llll'..'_lll CAress 13
Ancien  shawl | 4
Emecutive Suite tweedo 12

Closalk ] 2

Mortimer of London

London bog

reaccoat 11

Vashon Island

Houndstooth™ sull jacket |
‘Houndsiooth™ pants | 4
Houndstooth™ sull vest |3
Houndstooth [ HOFES |:Il.|w.l"l | 2
Hunt Ball™ jacket 13

Hurnt Ball
Hunt Ball

shirt | 4
clacks !

Loe

‘Hetrowvision  skirt suif | &
"Country Club” Dlarer |3
"Highlamd Lairad™ kil | 4

Ballistic

The "Houndstooth” collection is avallable as a package only and costs 2, 000%

"The "Hunt Ball” collection is available as a package only and costs 3,000%

ARMOR CLOTHING TABLE

Impact Weight Cost
] 3, 500
5 &4 500%
0 3 TS0
] | | DOy
Fi | 0y
; ] | D00y
5 |
LS I
| Fls
1.5 .25

2 BO0Y
£ D00
2.000%

an elf, a ploy he has used successfully in the past o lull metabu-

man marks into 4 [alse sense of securty. He looks lesic and plays

his rofe =0 well that only the most observant characters can spot
the deception, If desired, allow a character to make a Perception

115 Test he oF she

- It the i II-1|.:|I LT .,'|1'|| eves a1 least g" SUCCESSES

detects Aronson's elf disguise
THE SEWARD CLUB

The Seward Cluly (s one of Seattle’s finer casinos, and [ts dress
code reflects this status, Runners who wish to purchase Aine cloth-
ing for the meet can take their pick from the Armor Clothing Table
or buy what they want for 250 nuyen per point of Body the char
acter possesses, All tems In the Armor Clothing Table have a
Street Index of .75, targer numbers for Availability are equal 1o the
combined Balllstic and Impact ratings of garments, and the base
time s 48 hours
The meet takes place on a Saturday night, ancl the Seward is

jumping. Kunners wearnng obvious armor will not be allowed in, and

the: casing secunby stalt will use Hating 4 MAL wands and chemsnif-
ers o Checls all patrons for concealed weapons, Kunners with poden-
tially dangerous cybersare will be slapped with restraings

The maln area of the Seward Cluly is vast, arnate and nolsy
Patrons afre plaving a wide variety of card sames, both trideo and
“"Hesh .'I|I-C'| e )i

versions, at vanous tables. Crap tables and other

dice FAMES ATE scatterad I'|'|r|_'-l._|:.‘:'ln,-|_|r the |||,|_'._":|" room. and trideo

SHHIDOOILES OF THE UNDERIBORL D ﬁ“

sl machines e the walls, Alse present are virtual-reallty polker

areas, These VR poker setups allow a person to don a VR helmet
o jack In and play poker with any other patron In the club, The
cash bar and attached buffet are doing a brisk business (particu
larly the hormer). If the runners arrive early and take time to enjoy
themselves or case the Seward, an escort of security Zuard will
comduct them to the Heffernan Room upon their request

The Hetrernan Room is one of many plastielass-walled and
action, he

Aoored rooms that overlook the casino and all the

Heffernan contains a dining table, plenty of Chairs and a couch o

twir, A wel Bar, a telecom center, 4 few irideo sof machines and a
private carc table, The sole occupant of the room is M johnson,

alka Burt Aronson

THE PITCH

Aronscn will exchange pleasantries with the runners, expert
I"." |-:|:--|'_'r'_|II'|IF: his reviglsion ar the Preseroe of metahumans in check
that he has

Alter concluding the small {alk, Aronson will mention

heardl about the runners  Impressive success rate [n estraction
and kidnapping [obs. He wants (o hear therm brag a bir and will
encourage them to talk about thelr exploits, ARer a bit of this,
Aronson will get around to the job at hand. He wants the runners
to kidnap Kinsey Zandras, the daughrer of Malcolm Landras, pres-
ident of Zanclras f‘_-.?:i['|:||||_'._‘ A ronson will not discuss the reason for

the Kidnapping; he says only that the runners must fake Kinsey
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alive and deliver her safely to him. If the runners press Aronson
about the reason behind the snatch, he says it involves a family
dispute In which he Is acting as an intermediary. He claims not to
know any of the detalls

In reality, Kinsey's kidnapping serves a dual purpose
Aronson intends to use the incident to stir up metahurman
agalnst-metahuman violence in the sprawl and also to blackmail
Malcolm Zandras, Zandras Shipplng travels several established
routes from Sedttle to the Salish-Shidhe council lands, and
Aronson wants to use Zandras trucks to smuggle weapons and
other lllegal ftems to his allles In Salish territory. Such an
schievement will enhance his standing in the policlub. And the
Idea of using a metahuman-owned company to ald Humanis's
Wil agdainst metahumans also appeals to Aronson's sense of
many,

Aronson will offer the team 20,000 nuyen total for the run,
plus 5,000 nuyen up front for expenses. Aronson will also offer a
1,000 nuyen bonus If the runners bring Kinsey to him within two
days, If the runners want (o bargain with Aronson, he will ralse the
fee by SUU nuyen per net success achieved by a runner on an
opposed Negotiation (Willpower) Test. Aronson's statistics Appear
n Cast of Shadows, p. 75 of Picking Up the Pleces.

MOVING ON

If the: runners accept the job, Aronson will hand them a chip
containing schematics of Kinsey's horme and all the details of jts
wecurity. Aronson also informs them that In two days Kinsey will
be having a party. He prefers the extraction to take place then, as
security will be stretched to its limit and the runners may be able
0 steaze In as guests. IF all goes well, the presence of a crowd of
partygoers may keep anyone from realizing that Kinsey Is missing
il sevieral howrs.

The chip also contains the location of the drop point. For spe
diic detalls, see Getting Kinsey, below

DEBUGGING

This encounter |s pretty stralghtforward, but If the runners
make good dice rolls they may get suspiclous, If they confront
Aronson about the fact that he Is not what he appears, he B -
tumared|y confesses that he (s a slave to current trends, and the
elf look” is one of them. If the runners appear skeptical of his
arse explanation for the kidnapping, Aronson reminds them
hal “family business s family business, not vour business—or
e *

If the players accept the deal but do not want to expose
emsetves to a crowd at a party, they can invade the townhouse
ahany time using the setup described in Getting Kinsey. Aronsan,
wever, demands that Kinsey be taken within four days of the
meet. After that deadline, the deal Is off

If the characters seem ambivalent toward the [ob, sploe it
up with whatever will hit the runners where they live., Toss In
Bitfa nuyen, have Aronson make up storles about the Zandras
family that might get the runners to see things Aronson's way
ur have Aronson mention “family business” again, and explain

it & certain powerful persan specifically wants the runners for

ﬁl SHADOWIULS OF

the job—and will be very disappointed IF they refuse It, Aronson
i5 an accomplished liar and con man and has no compunctlon
about doing anything necessary to get the expendable patsies
he needs

| GETTING HINSEY

TELL IT TO THEM STRAIGHT

Locks like Kinsey Zandras Is doing OK for herself. Having a
rich daddy will do that, You've passed through this nelghborhood
before but never stopped here, Street grunge ke vou tends to

o notice |:|:-,-' the WIrons |,|-:'u|:-||_' In ritE areas like this.

The well-groomed lawn stretches before you like a areen car
pet. leading right up to the front entrance of Kinsey's elegant
townhouse. The place and lts surroundings seem peaceful
enough. The night Is quiet, so vou need to be quiet as well. You'd

Best hope Kinsey doesn't raise too big a ruckus




HOOKS

Repending on what the runners co, this encounter Cam turn

into a fun night out at a party of oversexed, bored. rich young
adults all hanging out and having a good time, The runners should
chat people up, then @radually make for the victim and sneak her
out, Make it feel businesslike but very loose, with unexpected
Pevisbs amgd turns o every room. IF the runners decide o hit the
LA TONLSE®  ak |||IIZI|||I'_'| Clme !'.'..".il:,l_' 1T a4 ".'.-l_'._:llrll |'||"'—"|.-'|"_'|":,Il |"|||-.|:'|: N
heavy-handed gun play. IF the unners have ever wanted {o play

soy, this encounter gives them an excellent chance

BEHIND THE SCENES

hinsey s townhouse is located in the Maplewoaod nelghbo
hood of Reptan, Kinsey lives here with one of her best filends,
Emily Daly. Tonight the two young women are throwing a little
party for about twenty of thelr privileged metahuman friends, plus
iy number of friends-of-frlends, When the runners strike, the

rarty Is in full swing and nearly all the lights are on

SECURITY

If the characters cecide to "crash™ the party, they won't have
foo much trouble, The six secunty quards checking out the arrivals
are oo busy to call upstairs and verify every single guest, though
they will react harshly toward munners carrying unconcealed
weapons or any concealed weapon with a Concealment Ratlng
lower than 6. The gamemaster determines how the guarcls react to
abviously cybered Characiers they may act susplcious. call
upstairs, check SINs and passes or even alert Lone 5tar, Two of
these guarcs remaln In the garehouse at all times (see the
Towmhouse Map and key, p. 63); two more stand at the front door
af the townhouse, and another tbevo at the far end of the driveway

[he runners will fingd it much harder to speak onto the
grounds and into the house. Four attack dogs roam the grounds,
and these animals will head for the runners as soon as they spot
them, six additionals security guards—three feams of fwo each
are also patroling the @grounds, and they will stop and harass any
ane not in the hoose or on the back dech

Use the Streel op contact (o 211, SRV For the Il."||_.|.’|r|‘-*-\. &
bwebve guards carry Ares Predators, wear armor jackets (5/3) and
have transcelvers. Cne of the patrollers (s a mage; kor her statls-
tics. use the Lombat r'v’l.hl:.-lll_' '|Il_||1_'!'-..'[:-|' (p. 50, SHN) without the boc)
ind spell locks but with an Ares Predator, Though the guards may
occasionally e distracted by the attentions of vanous beautiiul
young things having a good tme, theéy are professionals more
than capable of hurting careless or cocky runners. If desired. adjust
the guards” gear o make them a bewer match for powerful play
er groups and also adjust the guards statistics to reflect various
metahuman members of the security team. The guards will hesi
tate o shoot into a crowd

The attack dogs are beered-up Dobermans bred oo Kl and
modified with boosted reflexes, which glve them extra edse In
combat, [heir teeth have been sharpened and steel-hpped o ghve
them viclous Bltes, Thelr larynxes have also been removed (o pre

vent them from giving away their presence by barking

SHHADDOINS OOF THE UNMNDERIUIOARL I BE

DOUBLE DIPPING

Attack Dogs (4)

B L8] 5 i W [ | R
4 g o g 3 - P! 5 & e |
Inktlative: 4 + 100 [+ 204)
Aftacks: BN as Unarmed Combat
Threat/Professional Rating: 3/4
Cyberware: Boosted Hellexes (1)

Keaction

WHERE THE GUESTS ARE

The guests have filled the rownhouse o overtlowing. Al the
rooms confaln al least five people, unless otherwise noted In the
lownhouse Map key. Emily s with a group of friends out on the
back deck. listening to music and having 4 Sooc Dme Kolrsey i
upstairs In the Party Room., indulging in a lictle llegal chip actior

with another group of miends

Living Area (1)
This room contains several couches, chairs and a trid cente
Jameson, head of the security team for the Landras househaold, is

present (for statistics, see Cast of Shadows, p. /5)

Dining Room (2)
Almost Alled by a massive pseudo-oak table, this room con

nects to the kitchen (3), deck (4), and garage (5)

Kitchen (3)
Well-stocked cupboards, the latest in appliances and a oo

necting pantry fll out this room

Deck (4)

[his deck is packed with people jJamming to loud funes
Emily Daly, another well-off voung ork, Is here along with Fred
and Mandy, twoa mare members of the house securlty (eam (Sed

Cast of Shadows, 3. 7o-77, for statistics). The deck holds a hew

pleces of furniture and a spare refrigerator filled with beer

Garage [5)
The garage confains a small wall-mounted tool rack and wo

E

matching, deep red 57 Eurocar Wesbwinds, Thoush the Sarage 15

not a party spot, the FArmemaster may B a0 ey amioroiuls [Ty

guests mMaking use of the back seat of one of The vwesniwind:

Upper Hoor Hallway (G}
Counterweight, anather security eam member, Is siccing on a
stool near the top of the stalrs (for statistics, see Cast of Shadows,

p. 78)

Bathroom (/1)
This well-designed bathroom containg evenyibing one could
ask for and more. More than one person may De oCoudians 1t inter

milttenthy, as the MDY BUESES USE Up everny' Ing ol avallalbde SMAICE

Bedrooms (B and 9)

Emilv's bedroom |15 room #8. Kinsey s is #4, [housh both are

rechnically off [imits to guests, partygoers looking for amorous

encounters may ind their way into these rooms
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KINSEY'S HOUSE

I. Living Area
. Dinine Koom
. Kt hen

. Deck

. Lipper Floor Hallway

i
3
q
3. Carage
[+
7

- Bathroom 3

LARGE VIEL =

SECOND FLOOR

arty Room,” All the guests call it by that name, and they all seem
pinow where |t is, The Party Room is where Kinsey endaies in
er llegal BTL habit, along with her fellow addicts. IF the runners
5% (00 many quesiions about where It is or how it 2ol s narme
ey will glve themselves away as not part of the usual crowd, ||
ey ask about the Party Room within earshot of lameson, he will
make a note of thelr presence and tip off the rest of the security
Bam 1o thie APArent Pariy - rasers

when the runners enter the Party Room, they will find sever

il peaple sprawled around the couches and the fAoor with chip
ayers wired into thelr heacs. All except Kinsey are in a near

HionIc stale and pay little heed to the runners. Kinsey is using
i warped relssue of Nedl, the Ork Barbardan, and is pumped up
winging her arms and falling around. At this moment she s
nel, kicking hoop and takine no names. IF the runners {ry 10 miake

Kinsey will scream with rage and attack them in

4 quich snatch
#corclance with her BTL-Induced dreams Kinsey s savage,
yped-up bevond rational thought, and she will hghnt hard, She
slll try i Incapacitate the runners, possibly even [aking one of
Eir wedpons ancl using |t against them. {The Threat/Trofessional
fatngs in parentheses reflect Kinsey's chipped-up state.] A
woderate wound {Stun or Physical) will snap her out of her delu

N, however

8., 9. Bedrooms — R o L/ 3
[ [
[ 8 Parlty Room - | | | . I
11. Storage Closet 4
s, - [ —
y MAIN FLODR
1 { 4
e ] < |
Sialrs — | f_l'. 3 g
— | o1 B 1
i | = oy }
Window Door B | | £ : . 5
Farty Room (10) Kinsey Zandras
Ernily and |':.||I"-\.I_",- nave dubbed this upstairs II"'II:.':LI. room Cthe B ﬂ 5 | W C E i Armor

5 4 5 K 5 | LR | 0
Inltlative: 4 + 1D6

Threat/Professional Rating: 1(4)/1(2)

Skills: Etiquette (Corporate) 4, Etiquette (Street] 3, Firearms 2
Megotlation 4. Unarmed Combat 3

Cyberware: Datajack

Gear: None to speak of, If the gamemaster wishes, he can have
Kinsey dressed llke Neal, the Ork Barbarian—synth-leather

IToUSsers, fur falte [T 8! ana so on

Storage Closet (11)
This reom holds cleaning supplles and a plle of dirty laundry

that Kinsey threw In just before the guests arrived

MINGLING

A cross between a college frat party and a wealthy debauch
this party brims over with the young, neo-rich and shallew, By
virtue of age and hard experience, the runners should feel com
pletely out of place, Having to conduct business In this armos
|_|'r'||_'1||;" 15 I:|I'-|:1!-I'|-.'!"IrI||'._:! O course, the fact that most of the runners
dare likely a bit older than the crowd will make them appear even

sexier to party@oers interested 10 a really eood time
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The unofficial "unikorm ™ o WL T rich kids at occasions like
this is mid- to high-level casual chic. [F the runners come in wear-
Ing something different, they will attract attention, IF they weal
chic streetwear—ieather coats, pants and bBoots that ook just a
touch dangerous—itheir fellow guests will 1ag them as chill posers
rather than actual runners, That may make them sexier or laugh
able, depending on who is looking. Let the runners make all types
aof contacts, from casual conversation o firting 1o sexual encoun
fers, Play up the “anythine eoes” feel of a party full of youngsters
who hawve no worres

The runners should also come away with the feeling that none
of these Kids seem to notice or care how many ditferent kinds ol
metahumans are there, Despite their ditberences, they all seem 1o

be friends, Mavhbe there s hopo for the Sikth YWaorld atter all

SECURITY TACTICS

Jamieson s all business, He swill give a running comimentan
an everyone and everything to his fellow guards via transcelver. It
Is his job e make sure Daddy's "little darding” is safe. and he takes
that |job serously

The: other guarcs are new 10 the biz and somewhat disorent-
ed by all the people. If the runners attempt (o distract the security
team by making plays for them, let them succeed. IF contict erupts
jor threatens to), Fred and Mandy act first before calling for help
They tend to show off, trying ta impress the rich kids without real-
iZing the extent o which they may e endangenng those they are
supposed to protect. Fred's hyperacute wires malke him edgy and
hard to control once he starts Aghting, and Mandy cares too much
for Fred to leave him behind, Both guards fighe hard from the waord
o, attacking with intent to kill, They use their lash grenades first (o
disorlent opponents, then move In fo finish the job

Counterwelght is bored. No one spends much time in the
upstalrs hallway, so he will make conversation with anyvone who
approaches him. He can tell the runners who (iF anyone) is in
which bedroom. and if anyone mentions going to the Party Room
he looks shocked, He s new enough (o this job that he has not
viot herard Kinsey soream under the influence of Neal, the Ok
Barbadan, When he hears that sound, he will brefly notlby
Jarmeson of troulle and then break Into the Pary Room

More than likely, once the runners ralse the hackles of any-
one on the house security team, the others will hear of trouble
i~.|-'".ﬂ.-|||_'.'-!_ ancl come to thelr tellow Il:";l_l.-_'lln.'_|:'.' ald. The A kew indi-
cates the guards locations at the time the runners arrlve, Unce
frouble starts, the suards can be anywhere the Samemastes
wants them to e

he townhouse |5 wired with a passive trideo-camera system,
used malnly for quick scans of the perimeter and grounds. The
cameras are local and cannot be controlled via the Matrix. They
ire also not visible to the runners, and Aronson has carefully railed

fo menticn them in the runners briefing

DEBUGGING

As written, this encounter assumes that the runners crash the
prarty or sneak in while the Restivitles are in full swing. strategies

for dealing with other approaches are glven below

SHADNDDIIUS OF THE UNDEARUWMODRLI ﬁq

DOUEBLE DIPPRPING

IF the runners o0 inowith guns blazing, they will creare chaos
Mhir sights and sounds of screaming people running each othes
cowwn, falling over the furniture and even jumping out the win
cdows to escape gunfire will disturb the neighbors (they re accus:
tomed to Zinsey's and Emily s parties, but this will be a bit mud
for them). Someone will immediately call Lone Star, and the cops
will arrive between £ and 12 Combat Rounds after the ronnes
launch their assault. The gamemaster can choose the exact num
ber of rounds or roll L2026 and add the results (o@ethe

It che munners decide fo make thesr mose alter the rarty, mak
the lllowing changes. The outside security staft will drop rom
tevelve to six, one of whom will be the mase, and the doss will be
o1 the arounds, At least Ave people will e in the ownhouse, mor
if the gamemaster wants, One of the occupants will be Jameson; thi
other three named members of the security team are checking the
grounds and will turn up immediately if Jameson calls them., Emilg
will be downstairs “cleaning up,.” picking up assormed bottles arg
plastic cups and paper plates with the help of a couple of riends &
the accompaniment of loud music. Kinsey will still be in the Pary
Roorm with ar least two others, chipping out on Meal

It the runners botch the jab, Kinsey s father earns of 10 an
beefs up his daughter's security. Triple the number of guard
insice the townhouse, using any appropriate archelypes or ¢of
tacts desired. The outside guard lorce goes from six fo twele
The insicle team will not let Kinsey leave the townhouse until the
feel the heat has died down, well after Aronson & four-day dead
lime. This means that the runners are extremely unlikely o he ali
to snatch Kinsey, but their attermpt will still be recorded, Go &
And Mck Up, p. GG,

If the characters somehow discover the cameras and disaf
them. have one of the party guests |ust happen to catch the kig
napping on a cybereye camera for 10 or 15 seconds—|ust long
enough to get footage that brings the heat down on the runnems
If desired, the “guest” can be a plant by Aronson. I the playes
dieclde to have thelr characters observe Kinsey s routine ant
snatch her while on a dally outing or shopping trip. reming ther
about the four-day deadline; they do not have the luxury of taking
too much time to get Kinsey's routine down. If they persist (n i
course of action, have one of Aronson’s people (who has bee
spying on the runners for his boss all this time) just happen 1o il
the snatch on a cvbereye camera,

Once the runners take Kinsey, go to Drop OFf

| DROP OFF

TELL IT TO THEM STRAIGHT

Everything s set. You ve called Aronson, gotten the expecia

congrats on a job well done and headed off for the drop-ofT poir
Mow all you have to do is deliver the merchandise and plck &
vour pay, For once, your fixer was right about easy money
You pull up a Few hundred meters from the designated spe
and survey the concrete lot where Aronson should be. The kil
deserted; the only thing on the Hat asphalt is the cracked found

tion of a razed building. You kill the engine and wait
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DOUBLE DIPPING

4
¥

Five minutes or so later, a car pulls into the ot
ancl shuts off Its ultra-hals. Nice car—Ford
Executive. This must be Aronson, You let a couple
af your fellow runners out of your wheels for cover
n case there s a double-cross. Then you fire up the
engine again and drive slowly toward the Ford.

Aronson gets out as you pull up, smiling as
vou approach him with Kinsey in fow. "Well done,”
he says, producing a small case. "Your credsticks
are here. | see you made an effort not to damage
the merchandise ... good, good,” He smiles at you
ke all the Johnsons do. You've never liked that
smile, But what the hell—he's paying you, isn't he?
You take the box of credsticks, give It a once-over
o make sure they're leglt, then hand over Kinsey,
lust for a moment you wonder what's going to
happen to her ... but runners who have o make a
Iving don't have the luxury of too many scruples,

Aronson grins wider as a Aunky steps out of
the Ford and bundles Kinsey into the back seat

“The family appreciates what vou've done,
more than you know," he says, "There's just one
more thing—rmake sure this stays quiet.” Incredibly,
be winks at you. ~ARer all, we know what happens
to prople with loose lips, don't we?”

HOOKS

Aronson comes off as trustworthy, IF a it
strange. His odd manner should make the runners
a little nervous, setting therm up for a full-blown
tase of paranoia during subsequent encounters,

BEHIND THE SCENES

Aronson is playing the runners like well-tuned
mstruments, Kidnapping Kinsey Landras is just the
first step in his plan; though the runners do not
knoow it they are about o become pawns in a

deadly game to inflame racial hatreds within the

Aromson has lackeys everywhere, One of them
5 a Lone 5tar detective assigned to Kinsey's nelghborhood.
bung the initlal Investdgatlon of the kidnapping, the cop
removed the security-camera tapes and duplicared therm using

apulpment stored in the trunk of his car. Aronson plans to leak this
botage to the network news as an “exposé of metahuman-on-
merahuman violence in Seattle,  He believes the publicity and the

sreminence of the victim will prompt the ork community to riot
igainst other metahuman races in retaliation for the involvement
o elves/dwarfsMtrolls in the crime, He also knows that Lone Star
Wil come down hard on the metahuman community at large in its
warch for suspects because the Zandras money will talk, The
mckdown by a predominately human police force will only add
el to the fire and may prompt rotous orks o target humans as
well, The fact that Kinsey and her roommate are owo members of
the small, privileged group of metahumans allowed to live In
wealty human neghborhoods does not help matters, either,

In this partcular scene, Aronson s completely straight with
the runners, paying them the agreed-upon fee plus applicable
bonuses. The briefcase contains unregistered credsticks, and a
team decker can test them in less than five minutes. Aronson will
wall around until the decker is safished that the sticks are legiti
mate (which they are). Once the runners have handed over Kinsey
and left, Aronson will secretly contact Malcolm Zandras and begin
the blackmail part of his scheme,

DEBUGGING

Mot much can go wrong here. If the runners disabled the
cameras in the Zandras house, the tape can come from a cybereye
camera belonging to a planted party guest or (0 Aronson’s pet
cop, who made a point of patrolling Kinsey's street on the night

slated for the kidnapping so that he could get footage of the run
ners “for insurance.”

ﬁs SHHAODDINS OF THE UNDERWUID LD




| Anb pick up

TELL IT TO THEM STRAIGHT

You ease voursell back down on the futon, looking forward to

catching a few days rest after a job well done, As you bring a
spoonful of soy sherbet o your lips, vou tell voursell you deserve
a little vacation

You nit the remote and the trid pops (o life, You Rip to chan-
nel 237 to see what's making the news today.

suddenly you shoot to your feet, spilling your snack across
the futon and the floor, That's vouw on the trid, taking out a securi-
ty guard at Kinsey Zandras's townhouse! The Images show you
struggling with kinsey, then hauling her away. [he foorage s
Zralny not good enough to I you for sure, but good enough
to make people ask questions. More than good enough to make
you queasy watching it. Someone, somehow, caught you in the
act, With all the emphasis vour Johnson placed on keeping the job
hush-hush, you never Agured it would come to light., Looks like
you Agured wrong

"This exclusive ||'u'.-i.".:.:!'t'; Ir:lrl'_'\-'.-'l-'|{"‘-'. vel more evidence of the
rsing tidle of violence within the metahuman community, Y intones
the reporter, In her very best 'm-shocked-shocked volce=over

[he "-I"II-"|_1._'.1' CAMe oM SeCunty cameras in the victim's towen

house In Maplewood, Kinsey Zandras, daughrer of prominent
businessman Malcolm Zandras, has been kidnapped by person o
|'l|"r'-.-:'ll'.'-. :.||I|=I'u'l'-.'-.-I|

“Little information is available at this time regarcing the trag
Ic crime. Lone Star Security Services is Investigating, The Zandras
family has declined to comment, NewsAllMie will offer round
the-clock updates of this fast-breaking story to our viewers as we
recelve them stay tuned for complete details,

"In other news

You hit the remote. cutting off the anchor's volce In mid
word, Suddenly you're having trouble breathing. It won't be long
before someone you know figures it out and 10s you, Then you'll
be in serlous drek. You ve got to find out what the frag is going

o while vou still can

HOOKS

Paranola and mistrust are the kevs (o this encounter. The run
ners have inadvertently staned -.-'I|1'|:":|III1_:.‘I that could set the
eattle sprawl on fire, They should feel betrayed and on the WEerse
of panic. Once they start Investgaing the bac Karound of thedr
":.|||I|:-|" shaten .'.-':ni_:.'_r.-ll' " they will feel Frowing discrust from
their contacts and frlends, who gracdually come to hate the runners

a5 they discover thelr role in the kidnapping

BEHIND THE SCENES

aronson has released the |||-:.'|r|||II.|IiI|_:."_ SECUrity footase o
the media, which is having a field day with it. Aronson hopes that
this attaclk, clearky r:-l"|'|'|1=_'1:."u‘r=|_'| Dy A Tixec !:.l__|.lI ol metahumans
and humans against a prominent metahuman's only child, will be
thee '--[:l.'..'|': thuad Ignites the tnderDox of censians within Seattle

METANUTTIAN COMmirmLunity

SHADOWUUS OF THE UNDERIWIORL D ﬁﬁ

DOUBLE DIFPIDG

Play up the Imporfance of this event, The ootage does not
show the runners faces clearly, but it does show their metatypes.
The local ark community, all too ready (o aistrust elves and dwarks
and trolls at the best of times, will see the presence of non-ork
runners as proof that other mefahumans are just as bad as
humans—maybe worse, because they are in a sense betraying
thelr own.” Human munners in the group will not be spared: the
ofles will liale them too, In addition, many of thelr fellow hurmans
will regard them as scum simply for assoclating with metahu
mans, let alone engaging In criminal acthvities with them, Non-ork
metahumans, for thelr part, will Rercely resent local orks calling
them [lthy racists because of the actions of a few street grunge
shadowrunners. A lot of anger will boll up on all sides, and some

oF i owelll '-.:"II|| Ut into '~.|_‘-|'-|.n||- L] o [

RUNNING THE COURSE

Crhver the next few davs, the runners masy swant o fnd ol
maoare about who Aronson really is and what he is doing. Keep the
[AressUre on; 'l'III|'l:".I.*-.I.’-" that it is only a matter of time before
some friend or acqualntance of the runners Hgures out that they
are the kidnappers. Throw out periodic news reports of hate
crimes and mini-riots; play up the panic sweeping through the
Barrens and spreading throughout the entire sprawl, Anyone in
the shadows asking about the Zandras affair will get the cold
whoulcer, and stoolies will have a field day, The more the runners
ask, the greater suspicion they arouse. Metahumans in the group
get even maore hatehul glares than usual, plenty from people who
I'|'||:._’.|I| normelly give them a smile and a wave. Drive home the
point that the runners need o do something dramatlc £o turn
thines around

IF the uanneis did any legwork on Aronson aler thelr frse
encounter with him, they will not have learned verny much [(see
Legwork. p. 73 of Picking Up the Pleces). Digging deeper in this
encounter pays o somewnat DBetter; (his time, characters can
learn the much more useful Information contained in the
Additional Legwork table for Burt Aronson {(p, 74), Leswork will
also reveal that the runners contacts are deciding not o talk
about the Zlandras affair. The more the runners press, the more
tight-lipped their contacts get. If the runners splll the goods to
someone, the gamemaster decides whether or not this contact ar
friend reveals what he or she knows o the authorities or to the

Mew Weathermen (see Meeting the Radicals, p. &7)

DEBUGGING

Little can go wrong in this encounter, The gamemaster has
wide latitude to manipulate events to make the runners go in the
':.IL-':|I| direction, but the runners may feel that they have done noth-
ng wrong and decide w take no actlon. In that case, have
l".'lll:'|l"\-l M sl a runner £ name (o the |-.-.--.-. ||||_- _-.'-,||||a-|||.|--||'| T
declde (o do this anyway just to ratchet o P the pressure. Needless
o say, the unlucky runner s contacts will defnitely refuse to alh
to him or her IF the runpers SO refuse 1o ace, have Gilly conract
them (see Meet the Press, p. 68) In search of "the real story;”
Meanwhile, Arcnson will send goons out to kill the runners—stan
with l:-I'n:_'||_':.-' and her !r!l_]:|_:':"'\- on O and continuge WwWithh the odhel

bad guys, including Vander and Kandle {(p, 72)
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DOUBLE DIPPING

Eventually. the runners ouestions shoold pique oo much

imterest. Depending on which best fits the developing story line,
g0 10 Meeting the Radicals, p. oF, or Meet The Press, p. G2

| meeTInG THE RADICALS

TELL IT TO THEM STRAIGHT

Tou don t usually trust calls from totdl strangers. bul you
aven't gotten many leads on Aronson, The skag on the comm
sald he had what you needed
scrap of Information you can get. The whole thing screams setup,
but you can't afford not o check it out. IFics legit and you bag it,
you might just blow your only chance to find out anything useful,
Besides. vou ve shot vour way out of S2lUps before. As |'¢"-“|'I_‘-'-! 15
vou keep your eves open, how badly can if g0 wrong/

»0 here you are in a strip-mall parking lot, watching a bat-
pered wvan with its headlights off pull up in front of the ChipWaorld
Cutlet Store, Two elves and a troll climb out of the van and strice
toward you, Nobody's painting any guns—yet, A good sign; they
sl want to talk, or they'd have Blown vour heads off by now

The troll stops abour four feet away rom you, The elves move
o flank him, All of them nail yvou with grim, don't-make-me-hurt
wald |ooks that raises your hackles

You ve been asking a lot of questions about the Zandras kid
napping, says the troll in a fat, cold voice. "We d like o know
wiy, You give us the stone truth and we just might let you walk
gway—maybe, But don't lie. | can smell lies. You play any kind of
supid game with us, we |l break every bone In your motherlrae-
gin bodies, Doowe have an understanding here /!

Suddenly four more vans come screaming out of the dark
ress and stop dead in frone of ChipWarld, Orks, dwarfs, trolls and
a handful of elves and humans pile out of them and move toward
you, spreading out to encircle you as they advance. ARer number
L5, you stop counting

Berrer tallkk quick, chummers

HOOKS

Mour on the pressure. The runners have fo say exactly the
nght thing, and they don t have much time to think abouwt it How
much of the truth should they tell, and what will be the Conse-

¥
||III'I|-. =5

BEHIND THE SCENES

After a few days of poking around. the runners receive an
inenymous call from someone who clalms o know what they
have been up o lately. He wants to meet with them, clalming he
135 the information they need, IF the runners agree o meet, the
galler tells them to be in the parking lof of a strip mall on the edoe
of kedmond at || p.m

The trall, named Derrick, does have information about
Araraan fhar che runners feed o know, However, he wants
information from the runners first, Specifically, he wanes (o know
how they know Aronson, whether of not Aronson hired them to

gmatch Kinsey, and whether or not they are Aronson's willing

and rfght new, you need any

allies. It he bhelieves that the answer o the last question is

ves, he

will take out his fury at the kidnapping on them. If the runners
want to get out of this encounter alive, they hao best convinoe
Derrick that Aronson used them, IF one of the nners has been
publichy identifed as a suspedct the kidrmapping, the team sill
fre it that much harder to win Derfick’s trust

Derrick and his frends belong to a violent group of radical
metahuman-rights activists called the New Weathermen, The
Weathermen targer racist groups and leaders in remrorlst attacks
Derrlcl. the leader of this nartlcular Weathermen cell, has taken a
|':-|_"|'l.|_‘:-|'|.|| interest in Aronson or some time. Based on rumors anc
his knowledge of Aronson s factics and operations. Dernick sus
pects that Aronson is the mastermind behind the Landras kid
napping, and he believes that the runners can confirm this

If the runners confess to the kidnapping but convince Desrrich
that they are Aronson s pawns, he tells them the olowing:

Aronson s no ell. He's a fragsin raclst pinkskin, He's in with
Fumanis real deep. He sees us melds gelling together, and If
scares the living drek out of him, He s been trying for years (o frag
it-all up-—Kinsey Zandras (s |ust his latest effort. You ask me, he's
K = =0 -:I|,:-||'|.'.'!| way oo rl._|_l:?h'._"ll|| Wil 50 FAT

If anything happens to Kinsey thee streets are gonna
explode. They're close o that now, thanks to Aronson and his
SOOnNs You want to do some good and getf a 11Eglee |!-.|'-.'|'-.|- %, w0
SN Kinsey anc "lrlll:-'_ s some |"I-.ll.l| that Aronsc el nils
Humanis reaks were behind the whole |:'III|_:.-'. Wie dlon | Rave the
resources to And her and aet her out, DUt vou oo

IF the runners ask Derrick where Aronson s at the moment
he does not know, He tells them that according 1o street Buzz
Aronson seems (O have dlisappeearec], Derrick will not ofter the
FUNNErs money or any other compensation for the run agalnst
Aransan, If they refuse (o rescue Kinsey, he will simply walk
AW

But if the runners malntain thelr innocence of the kidnapping
ol _H':'-,i'l-:_:-l'p:’l to Derrick's -'_|||1'--.|i: s with hostility, let the blood fAow
Thirty-six MNew Weathermen have shown up at the meet, antici
pating a rollicking sood tfime thumping some buddies of thelr
favorite human-supremacist. For statistics, use the Gang Member
(. 57, SR, Street Shaman (p. 63, SRH) and Street Mage (p. G
S5RIN archetypes, modified by race in any appropriate combina
lons desired. For Derfck’s statistlos, use the Street Samural arche

type (p, 62, SR modified for a troll

DEBUGGING

The munners may see the meeting with Lrerrick as a setup and
refuse to 20, IF that happens, consider having the characters talk
to Lillly first (see Meet The Press, p, 08), Both this scenario and
Meet The Press can be run simultanecusly to kee the action
Aowling and the runners a little off balance. Gilly Is an associate of
the Mew Weathermien and can assure the runners safety for the
meet. I they have not yel met Gilly, have a known contact call
them to "approve” the meet. As a last resort, the Mew
".".'-:_' .'|_r_|'|F'!I'|'|i_-"I| Al |'=-|'|_".||- 1Nt Z|'|l_ IFUTiners cafehause and SIrons
arm them into talking

If the runners attack the radicals. the Weathermen il

assume that the runners are actively worli 1o har Arcnson anct sl

ﬁI] SHADDIUS OF THE UNDERIDORL I




L CHAYY B :|.|| [ 1O Wl Elue Cralfors N e @i sid1e], 1 o et
the runners is a troll or an ork, howewver, Derrick will try 1o appeal
iy that character before Bloodshed begins, For the [irst tlme n
e v, R runrers can |-._I...I||'-|-' W D '_l_-||||'|_'.T__ |||-e'= WGl Truth
The Wieathermen will try to beat the runners o death. bur a PAsS
ng Lone Star patrol may send the Weathermen fleeing before this
happens, In this case, Lone Star will arrest the runners and swiftly
pin the kdnapping on them, Otherwise, the runners become just
a e maore statistics an Seatile's annual orime repEort

It the runners defeal rthe Mew Weathermen ane e away, i e
news media will be flooded wich stardes of metahuman violence
which will make the heat that much highern Mo one will believe
the runners story atber this, and Aronson may well get the explo
Sion e wdnts

IF thes runivers have imet I.||||-,- =0 1O Thh}\'i;:_'s. l-l.lll'lii‘l.l "1.‘[-;_11."'._
. 700 not, a0 o Meet the Press

| meeT THE PRESS

TELL IT TO THEM STRAIGHT

If the group has not met the New Weathermen, read the fol-
lowing aloud:

The comm call comes late—so late il startles you, Why the
frag co these cold-call pitchmen always cial in when narmal [P
|=|l' ire tnying oo -|1'l'|:-' You decide to tEmOne the call, when the
Hrst words make You sit up and fake notice,

TLisben up, chum, You don b knosay e bt ovol wd il | kmesae
WO v Deen asking around about the Landras snatch, and |'wve gol
A hunch thal vou e gt a story to tell, | d like to hear that STy,
its all right with you, Let me |ust say that | don’t think yvou're the

-

Dach @uys ere, et me 5o faed Al swant |1s the real stony, and | car

promise you a lalr hearing, | can also get you the help you need and
o omaybe the info vou re atter. But nothing 16 this life is free
¥ know? You ve gor to talk to me first, Chip-straight, understand?
3 ot 5 talk somewshere Cjuiet Mere's a bar I Bedmond called the

Last Urrap, H even bay the Arst round, Sess you inoan hour”

Head the hrllq:winﬂ aloud when the runners meet with the
caller in the preceding paragraphs, or if the group has met
with the New Weathermen:

wWell, thanlk Goel, I there s one, someone believes thar
Aronson ser you up. lMarsies, that's you, Nothing stings worse than
that, LM course;, now vou've bought yourselves a fresh load of
trouble, Undoing what Aronson made yvou do aln’t gonna be no
Heric, You o e fermprec to forget the wihole ||"'::'-f.- ExCErE

WE [ ees AN [T :.'_I I wour ool |i'-\.-'-:-- Ii 14 l\- III_:' "1'I (] slakes andl

ATl WOV SO0 where lep |5 o i i _|'i|||¢| | ik ||'|r'-|.;||l.:'|'.'

T

12 FOoes Petleer thee Clewil woud Koo
i':l'-'_lll (B[R T LN el A crinkld, sormetd I::,l_ ey cle=ar sl i||_-.L'|{|
cf cabm vour nerves, You know what yvou have to do, but how o
sart :||II|_'.=. I|-I||||_l.' I=a g I'-'.'-’..'::f”l.":' (BB R, Yoiu neesc! o el ot
wHere Aronson s sone 1o .".'::"-“"I Bl fram the way Ehe (A%l

ey Ay s g 2one, IT seems [ne Poywers 1.l f'rl' aree Iresshy ot 6l

mracles. Yup, It s drek ta be vou taday

SHADDIUS OF THE UNDEARIMORL D ﬁH

DOUBLE DIPPLING

Yo |-|il-1-,' inte the nearest ar a lleele place called the Lasl
Drop. it s mostly empry, which suits you fne. You kick back a few
bresws, (rving o decide on vour next course of action, Gracually
o reallze that the skinny ell at the corner table a few feet awn

watching you. In fact, he's been keeping his eye on you fof
abut fen rminuies

You re aboul to Zive him Lesson HEK-247 on Minding Youl
Own Fraggin Biz when he gets up and walks toward you. Leaning
on your table, he looks at you with fire in his eyves, "l know wha
yErL «llE he says s Ly 1 can ||r‘||" wiiald 13t 1t covst o, Mbng 1l

| sit down

HOOKS

Once agaln, keep the pressure |_l||.|-'||||_l.-'. It the runners Bave
confessed to the Mew Wearhermen, the encounter with Gilly can
e the big break. IFchey haven , Gilly should look ke a potentil
Sl | But can they really trust him/ Play up the high-stakes
gamble, This skag in the Bar may be the runners last hope of el
fng out of the mess, or he may be out to get them. The runnes
Nave 1o make a split-second decision whether to trust Gilly ar nat
For his part, Gilly Is trying his best (o force the runners (o g@ive him

a good story, and he thinks he as the right balt to et i

BEHIND THE SCENES

Ihe runners have een feeling the heat for days, knowing thi
I|'|-"-..' were the -::.’-r.'||"..-‘.‘. B r|'|1' [ ] .'|_|.'|_!||'|:._'!l 'n.||'-!|'|'.-_|- N Seattle “'-I_"Il
have spent the past few days frantcally =_.|'.'|Il'|'|||||l:‘_ for Informanon,
Bath o Clear thelr names and (hopehully) to somehow fix the sis
uaticmn '|I|.~||:.1:_I| they do not yet know It, their snooping has attrac
e some swanted as well as unwanted attention Cilly Eellets, an
elven reporter for the street-level news bureau Underground
Mews, has heard abowt cthe runners and declded that thelr story &
WwWorth aetti ng

Lilly covers the metahuman beat. The Zandras kidnapping
and resulting surge in violence have him humping night and
day, covering the story from all angles. Some of his bits have
been picked up recently by the big trid stations and newsfaxes
He s becoming the "voice of metahumanity” in Seattle, and he
WaAants (o keep the noe going The runners’ story §5 1s best shaor
it a real scoop

Through persistent legworlk, he has found out who the run
ners are and where they will e, Gilly has done more than a few
favors in the past for the MNew Weathermen; iF the runners agres

o meet with Dermrick (Meeting the Radlcals, . 67) before this
encounter, Derrick or someone else from the radical group may
Nawe ||!||:.|:-.;| Ly aoft to 1. Alternatively, he mayv have !-|_l.._1_|,|||-|,| It
aut on his own, depending on how tght the gamemasier wWanes
ta make the relationship between Gilly and the Mew Weathermen
IF the runners have not encountered the New Weathermen before
Meet the Press, Gilly will call one of the runners (see Tell k To
Them Stralght. abowve) If a runner's name has gotten Into the
news . that rdnner receives Ly -,.-'\. Call

LUnlike some of the New Weathermen, Gllly does not assume
that the runners are Aronson s allles, He thinks there's more 1o
e |':II"-r'.I['l||iI|_'.‘__ than rmeets the eyve, and he thinks It could tum

into a Digger story than it already is. And he has a hunch that che

IBRL
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runners are the key o what's really going on, He |s prepared
to offer the runners two Incentives to give him the scoop:
the current location of Aronson’s safe house and a chance
to clear their names by exposing Humanis's involvement,
ICilly's reporting has earned him a cansiderable amount of
respect among the clty’s metahumans, and he promises to
vouch for the runners if they're stralght with him. ) Cilly has
been watching Aronson for some time and pulled in a
bunch of favers to get the |location of the safe hiotse
However. he has no idea that Aronson |s holding Kinsey at
the safe house

Gilly offers the deal straight out, promising anonymiry
to the runners as well. He will tell their story but change
the names "to protect the lnnocent.” Only after the runners
nave told their side of the story will he give the location of
Aronson’s safe house

Once Gilly gets the story, he will ask the team to Bive
nim - any evidence they have or might find (o Implicate
Aronson n the kidnapping or any other cime AZalrst
metahumans. He will affer to acr as a future contact for the
unners in exchange for this infarmation. IF the runners have
not yet met the Mew Weathermen Cillly will vouch for them
iIFand when the Weathermen show up looking for blood

Once they have told Gilly theis stony, the runners
should feel overwhelming relief, During the interview, the
bar's few other patrons gradually leave; by the time the
runners wind down, they and Gilly are the only ones |eft
Because the runners and Gilly are caught up in the story,
naicing the emptiness of the bar requires a successhul
Perception {117 Test., Send In shelly and her fellow
Humanis thugs any time after the bar Emipties,

Aronson has gotten word of the runners: SNOoRing
around and has decided to tie up all the aperation’s loose
ends. He sencds Shelly and her goons out to search the
streets tor the runners and to dispatch them USING ANy means
necessary. shelly recognizes Gilly—he 15 al the top of Humanis's
Most Wanted list. She marks him for death personally,

Ihe Humanls gaons can either slowly surround the characrers
or launch an all-out hit on the establishment, In either case, the
iunners should protect Gilly above all olse They need him to
spreadt the truth, clear their names and tell them where Aronson
5. Base the style of attack and the speciiic makeup of the Humanis
farces on the size and abilities of the runner team

Shelly
B Q 5 I W iC E R Armor
58 5 4q F 5 g Fi 5 5/3

Inltlative: 5 (7| + 2D6

Threat/Professlonal Rating: 4/4

Skllls: Armed Combat &, Firearms & Stealth 4

Lyberware: Dermal Armor 3 smartlink, Wired Reflexes |

Gear: Armor Jacket (5/3), Colt Cobra [SMC, 32 iclip), SA/BF/FA,
oM, w/2 extra clips, integral Smartlink, Integral Gas Vent 1l (1)
APDS Ammao), Colt Manhunter [Heawvy Pistol, 16 (clip), SA, 9mM,
w3 extra clips, Integral Smartlink]

Humanlis Goons (5)

B Q 5 [ W C E R Armor
45 4 4 i 4 4 4.5 d 5/3
Inithative: 4 + 206
Threat/Professional Rating: 3/4
Skills: Armed Combar 5, Firearms 6. Stealth 4
Cyberware: Boosted Reflexes |, Dermal Armor | Smartlink
Gear: Armaor Jacket (5/3), Colt Cobra [SMG. 32 iclip), SA/BF/FA.
BM, w2 extra clips, integral Smartlink, integral Gas Vent 11 (1), EX
explosive ammao], Colt Manhunter [Heavy Pistol. 16 (clip), SA,
DM, w3 extra clips. integral Smartlink]

DEBUGGING

Present Gllly as a person who will do what is right for metahu
mans, He sincerely believes that doing his job right will help
metahumanity In the long run, and he knows how things work In
the streets better than most, He wants to pUr Aronson in jall Lo
much that the runners’ story both thrills and scares him. He has

hever been sa close to achleving his goal, If the characters seem

ﬁg SHHODINS OF THE HINMNDERIVORLD




disinclined ta deal with him, Gilly tells them what the Humanls
Policluly has done fo people in this area; the violence Humanis has
sTmed up, the rear It nas caused, the innocents it has harmed. May
on the heartstrings of every runner on the team

It Gilly ends up dead, the runners lose their best chance at
clearing their names, and they have no idea where to find
Aronson. This problem can be resolved [n one of three ways, Most
simply, a Humanls goon can escape from the fight and the min-
ners can ollow him back to the sate house, Alternatively, Derrick
iMeeting The Radicals, p, &7) can contact the runners later and
el them thal he recelved a package from Gilly containing all the
informatton the reporter had on Aronson. (IF desired, fill this pack
age with game hooks for ongoing adventures involving the
Humanis Pollclub.t As a third "'["|-"1"". I:-,|||':,‘.' has rends who will
step In to Bl his place and contact the runners. One of these
friends may have some notes Gilly left on Aronson's whereabouts
ar may have his own Ideas as to where Aronson might be

[F it looks like the Humanis goons are pounding the runners
inta the Moor, have Derrick and some af the Mew Wearhermen
show up 1o help

If the characters have not met Derrick ang the Mew
Weathermen. go o Meeting The Radlcals, p. 67, Depending on
how the runners have dealt with Gilly, the gamemaster may wanit
to omit that encounter s opening confrontation and begin at the
paint where Derrick decides whether or not to trust the runners,
Gilly will vouch tor the runners If they have played things stralght
with him, but they will still have to tell Derrek thelr tale

It the runners have met Gilly and Derrick, go to Thleves
Turned Heroes

| THIEUES TURNED HERDES

TELL IT TO THEM STRAIGHT

The squat. crumbling brownstone looms over the empty
street. Unce upon a time It had neighbors, but they've long since
been razed. From the look of it, this place should have been. too
vou dicn ¢ realize Fort Lewis had such bagl areas, Aranson and his
group of bigot-boys must move around a loty chis building and
this neighborhood don't look like anyplace you'd want to call
home for long

Eveballing from the outside doesn't tell you much. Seill, if
Aronson s hanging out here, ten to one he's got Kinsey with him
she s quite a prize for a siug lilke him; he'll want to keep his own
personal mitts o fer, rest hand e off o some funky o watch. You
still can t quite believe how deep in drek yvou've gotten yourself, but

JUSE now -::|I_".'-ri||l.f WOUT PEps 1S mone iImpanant than saheny.

HOOKS

This is the final showdown. The runners make or break their
feputations here, The brownstone is a dive of a hotel, at least on
the first two floars. The top Aoor is where all the fun takes place:

up there the runners will face serious trouble. Go for (¢

SHADDIIUS OF THE LINMDERIWMORL D rlﬂ

BB LE DIPPHIIG

BEHIND THE SCENES

Aronson and his cell use this seedy hotel as a temporany safe
house. They are holding Kinsey here, and Aronson plans to keep
her for as long as possible. In addition to sparking riots amaong
Seattle’s metahumans, he 1s using Kinsey as a trump card to get
her father to smuggle weapons and other resources into and out
af Seattle for the Humanis Pollclub

Aronsan and his men are o amateurs. Even thi LIS thesy arg
nat expecting the runners to turn up—assuming that the hig tean
will take care of that little problemi—they have set up observatlan
paoints all around the safe house as 4 precaution. They are always
on the loakaut for trouble, which means that the runners wan't
find it easy to take them by surprise

[he Safe House Map and key describe the rooms and indicare

the location of vartous Humanls thuss

LOWER LEVEL
In addition to being a Humanls safe house, the three-story
Brownstone is a4 real hotel. The first two Aoors contaln guest

rooms; Aranson and his friends occupy the top Roor

Entrance/Lobby (1)

The small lobby boasts a few chairs covered In torn, dirty Zrey
fabric that smells faintly peculiar, A narrow counter opposite the
door serves as the check-in area, complete with a half-drunken
clerle. The clerk has no idea who or where Aronson is. IF the run
ners ask, he just works here: the manager knows verything Qf
course, the manager is out for the day on "business

A bum in L'-.l:u!l_-:::-._. Wrans sits on one ar the chairs, clutch ne

liqquor bottle, The man sits silently In A stupor unless spoken

! i _m d F ]
The "o s karl, one of Aronson’'s lookouts keeping an eye out

8], '1IJ'-|'lil.I|III'~ characters., From the miinute the runners walk i
Karl will watch them closely but unobtrusively. IF they hea
upstalrs, he will alert Aronson and then follow the team. Karl 8
alsc Shelly's hovirlend and will want the mannes dead f e finds

out the runners kKilled e

Karl

i Q
o (E) 4
Inktiative: & 4

Threat/Trofessional Rating: 3/49
Skills: Armed Combat 5. Firearms & Stealth 4

¥

| w C | i Armor

{&) 4.4

L5
I
=%
ol
%

Mo
=

Ny

Cyberware: Dermial Armor 3, Smartlink, Wired Reflexes |

Gear: Colt Cobra [SMOG, 32 [« ip), 5ASBERA, BM, wid exira clips
integral Smartlink. integral Gas Vent || {1]. APDS ammo], Col
MManhunter [Heavy Pistol, 16 -|I['-' SA L OM. WS extra e lips, inte
eral smartlink], Lined Coat, Monofilament Whip 1108, +2 Reach|,

lransceiver

Manager's Office (2)
the hotel manager lives in this too-small room. It contains an
archaic trided set and a sagging ed, and the walls are papensd

with pornoeraphic pictures
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SAFEHOUSE

1. Wialn Loblny

Managers (Mlice
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4
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LOWER [ MAIN) FLOOA

LA

Vander's Room

—-__
Window
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Chaor

SECOND FLODR THIRD FLODR

SECOND FLOOR

his area Is o dpiead Dy paying auests Oine af the tooms
ARl 1S '-\.!'-I'I I Sl TOLEE )l L] |'!l.' TLET] :||_I-"' I..II"|I' ":I'..II_ !.I.ILE"'I." |I"I| ell'l
assault by the cops, he sits tight in his room clutchine his Col

MZZAZ which s filled to the brim with APDS amime

THIRD FLOOR
Aronson and the rest of his fang are hiding ocut on this Roor
Lhenend B the runmers actions in the lobhby, Aronson may be

walting for then
Al the: top of the stalrs 1s a simple electrnc-eve sensor that wil
dlesrt Surcenscn and the crew in Boom 7 1. A character who makes
& successful Perceptlon (8) Test will spot the device, and the run
ners can avoid It by stepplng over . In addition o the sensor
ree Force 3 watchers are flitting around. One Wwill report any vis
tors o Vander in Room #3. The remalning bwo act as artack dogs
el wlll close In an any astral presence they sense. These watch
BIS ATe &1 |;::'|! i 110 H_l.:l'-.llll'_. TN .'1||-_| Carmy '-'i-:_'i-.||_|-! "":'“'."1'-
tidents. When attacking. their weapons enlarge to four times
their normal size. Finally, two Humanis troops are lecking out the

WHNCEDW il q._l’||1'! end of the hall

force 3 Watchers (3)

B Q 5 | W [ E "
i 3 } 3 3 23

Initlative: /3 1 a5

Threat/Professional Rating: 2/4

Main Room (1)

Several eds and footlockers an arraneed 1n this room, which
serves as bunkhouse, meeting place, kitchen and dining room
Aronson s 0 here with most of s men, ncluding Bis entorcer
kancle, SAronson looRs cditferent than wiwen the runners 1ast sae
Firer: fee i clesarly human, N elyen, anc e s loacted for Desar, [n this
encounter he wears an Armor Jacket (5730 and carrles a Coly M22A2
|Assault Rifle, 40 (clip), SABEFA, 90, w/il extra clips, explosive
ammo, Gas Vent Il Recoll Compensation, integral Smartlink]

This room also holds all of Arcnson s mportant records
CONTACTS. SUCCessndl miissions and thelr efrrecrs, detalls of |'-=.|I'|- it
WET Heshed our. and so o Aronson uses this extensive dooy
mentatnon aof his 4acthvities O exXtract &vel greate AMOUNTs ol
money and power from those above him on the Humanis ood
chain, The records are his sarety net as well as his proar of lowvalty
and effectiveness, They also contain the proot the runners neesd (o
back up their story and rehabilitate thelr reputations. The informa
tion about the Landas kKidnapping 15 on a chip labeled dinban
Braw! Scores. Hard coples of vanous files are lving around the
roomm, and IF the runners search the place they can @uess thal a
-||||- VESION may De there as we Aronson 1s no deckher, and a
feam decker can easily break the codes on the . ||||'\-

The Humanils traoops with Aronson are devotesd fo the ok

cluly's cause. Like him, they see violence as the only way oo promect

- | [ . . - 1 -
e IIII--'|||"'\. of humans In the Awakened world, To this end, they have

gone under the knite and cybered themselves up o make them
more proficient soldiers. Kandle, especially, 15 a chromed-to-the
T80 l\._'\:l'l_'-l'"'h."".ll'lu.:l" his Bocy s -so crammed bl ol Parts nod His £
that he can barely Keen hilmsel| I-:-_:.'_l':|ll" Kandle is unshakealihy

leveal te Aronscor anc will !I',=Ii|l toy the dleall 1o |l'.||l'- I 1T

"ll SHEADINIANS IDF T HE LRI LA




Humanis Troops (3)
B 0 5 i W | E R Armor
g5 | | 4 } 4.5 | 5/3

Inklative: 4 + D6

Threat/Professional Rating: 3/4

Skills: Armed Combat 5, Flrearms 6. Stealth 4

Cyberware: Boosted Reflexes |, Dermal Armor | Srmartlink
Gear: Armor Jacket (5/3), Colt Cobra [SMIG, 32 (clip), SA/BF/FA
BM. w/l extra clips, integral Smartlink integral Gas Vent 1l (1], EX
explosive ammol. Colt Manhumie (Heavy Pistol, 16 (clip), SA

UL wed' 3 extra lips, Integral Smartlingk|

Kandle
B Q 5 I W L E R Armor
o8 ol 6{l0) 2 9 & s 2 (13 Gi(B)/a (5

Initiative: [3 + 306
Threat/Professional Rating: /4

Body Index: &

Skills: Armed Combat 6, Athletics 4, Firearms 8, Stealth =}
Linarmed Combat &

Cyberware': Bone Lacing (Titanium)}, Cybereyes (Flare
Lompensation, Low Light, Thermographic), Move-by-Wire
System 2, Retractable Spur, Smartlink ||

Bloware: Damage Compensator 2, Enhanced Artic ulation, Muscle
"'.II'.‘.In-. ntation 4, Orthoslidn #

Gean Partlal Heavy Armor, Colt M22A2 [Assault Rifle. 40 tclipl,
SA/BF/FA, BM, w/3 extra clips, Gas Vent [V Recoll Compensation,
integral  Smartlink | i'”".';'."" Grenade Launcher {7 mini IrE
Concussion 16M Stun -1 /meter. and two minl flash grenacles, 5L
special], Colt Manhunter [Heavy Pistol, 16 [clip), 54, 9M, w/3 extra

Clips intesral smartlink], Katana wiDikowe [135 +1 Reach|, Trarnscehse
Al g L I""'-'-.'.ll' B |;I-|| T |.'|'|-' wire sysiemn is beta :|-|I|-_ |'i||'

Spare Room (2)

This room Is used (o store supplies, and alsoe for bed sprce
when additienal Humanis members need to hide our, At present,
thres Humanis thugs are bunking In this room, rwo of whom are

achng as spotrters in the hallway when the runners arrive

Humanis Troops (3)
B L8] 5 I W L E R Armor
R i . 4 4 5/3
Initdative: 4 - 2D6
Threat/Professional Rating: /4

o
i

Skills: Armed Combat 5. Firearms 6. Stealth 4

Cyberware: Boosted Reflexes | Smartlink

Gean: Armor Jacket (5/3). Colr Cobra [SMG, 32 (clip), SA/BF/FA
S0, w/d extra clips, integral Smartlink, Intesral Gas Vent I (1), EX
expplosive amma], Calt Manhunrer [Heawy Pistol, 16 | lip), 5A,

Cui ¥ ; R i
V1wl a extra o s 1 I""-':_I.II srnartiink], Transceiver

Vander's Room (3)
kKinsey Zandras (s in this room along with Vander Meterson,
Aronsan s resident magiclan, Vander is an elemental aclept with

an atfinity for earth who works hard at keeping Aronson happy

SHRAEDOIUS OF THE UNDERWIORLD ]B

DOUBLE DIPPING

And expanding his own power. Vander has placed a Rating 4 warg
iround (e room to secure it dgains! outsiders and hide Kinsey
from astral scans

Candies and lamps illuminate the room. « asting shifting shad
ows throughou!, Vander lives 1n this room and has Attuned It to
alel him In working magic. The room has a Bac karound Count of
|. For more information about using background count In zame
play. see p. 89, Gimolire I

Vander has devoted much time to his craft and has set up his
room o defend himself IF necessary, He has anchored Do spells in
the room. an Acld Bomb & spell and a Bind 5 spell, The acld bamb
spell Is anchored to the tile Aoor just Inside the door way and can be
activared by a simple spoken word from Vander. The Bind spell s
anchored to another Aloor tile just a few meters further in: this spell
15 also activared by a simple verbal command. In addition Yancer

nas conjured two Force 5 earth elementals to come to his defense

Vander
B 0 5 | W [ E R Armor
445] i 5 . { 5] i 5 5 (a3

Initiatlve: 5 + DG

Threat/Professional Rating: 5,3

Initiate Grade: |

Skills: Conjuring &, Firearms 4, Magical Theory 4, Sorcery 6
Special Centering Skill: Reciting Poetry (I dgar Allan Moe) 4
Gear: Elemental Spell Focus 3, Fetish Focus (3), Spell Lock
iPersonal Bullet Barrier) 4, Spell Lock (Shadow! 3. Calt Colara
MG, 32 (clip), SA/BF/FA, BM, w/2 extra clips integral Gas Vent
H {1}, EX explosive amma]

Spells: Acid Bomb 4 (61", Acld Stream 5, Barrier 5 (71, Bind 5, lce
Sheer 3, Mob Mood 6, Personal Bullet Barrier 4 Shapechange 4

“apetl can be cast with an expendable fetish at two Force levelds Righer.

torce 5 Earth Elementals (2)
B Q 5 I w C E R
0 Ix? O 5 5 5 (51 A 13
Inktiative: 13 (23) + 1DG°
+1U Bonus o initiative when physically manifest, «20 while |
Astral Space
Threat Rating: 5/4
Attacks: 55 as Unarmed Combat 13, +1 Reach
Powers: Engulf, Manifestation, Movement
Weaknesses: Vulnerability (Aln
Services: 3

FINDING KINSEY

Kinsey s in Vander's room, resting comfortalily inside the
hermetic crcle against the room’s far wall Linfortunately, it may
nat appear that way to the runners. When Vander placed Kinsey
insicle the circle, he set a quickened shapec hange spell on her that
nas given her the appearance of a small lizard. In this form. she s
leashed 1o 4 splhe in the floor, A magtclan in astral space can
determine who the lizard really is; if the team does not Include 3
magiclan character, the runners can deduce that the lizard Is
Kinsey by spotting such clues as her « lothing scattered around the

room, a plare of some half-eaten food particularly relished by arks.
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DOUBLE DIPPING

or anything else plausible that the gamemaster can dream up
Luckily kor the runners, Vander has just finished casting the
shapechange spell when they arrive and is still engaged in sus
taining it. If the runners manage o knock him out before the sus-
taining period is over (see Quickening, p. 44, Grimoire Hl), the
spell collapses and Kinsey appears as herself,

fander also placed a quickened Barier 7 spell just inside the
clrcle to prevent Rinsey from escaping. He will reverse the spell
only IF rarced. A magiclan may try to dispel either of the quick
ened spells, using dispelling or any other means he or she can
come up with (see p. 45, Grimolre 11, for more information on
breaking quickened spells)

DEBUGGING

It the oppositon seems oo tough for the player characters,
bring In Derrick and his New Weathermen buddies as reserves
The number of Weathermen should not exceed twice the number
of runners. The samemaster can decide which of the MNew
Weathermen will show up, or the runners can ask for specific
members as backup. If Gilly is still alive, he will want to come [ust
to @et the story, The gamemaster can decide how to play this—
Gilly may try to sneak in aklter the rald has begun or may arrive
with the main group of New Weathermen, Just to add to the
chaos, the gamemaster can have the Zandras security team from
the townhouse show up: they have presumably discovered
Aronson s hideout from grilling his contacts

When
because of her BIL addiction. Luckier than many Humanis wvictims
she has not been tortured or brutalized; Aronson wanted her in

good condition to make £andras more amendle to striking a deal

returned to normal, Kinsey s the worse for wear

| PICHING UP THE PIECES

It all goes well, the runners will rescue Kinsey Landras and
return her safely ro her family. Gilly Rellets” exposure of Aronson's
role as mastermind, along with a sympathetic portrayal of the run-
ners as ordinary people hard up for money who were duped by
an evil man, will largely qulet the anger and distrust that Seattle’s
rmetahuman communities feel toward the runners and each other.
Instead, thelr fury will turn toward the Humanis Policluly. The run-
ners will also have learned a lesson in manipulation and the
deceltfulness of potentlal employers

The Fandras !.:||'|'|i|':.- will e :.;rfu:-:'lul to the runners for their
daughter's return. especially if she 1s unharmed. How this meel
ing goes is up to the gamemaster and the players. Keep in mind
that Gilly Rellets' story does not identify the runners by name; It
merely speaks of them as “a group of shadowrunners cruelly and
unwittingly used by a bigot to further an evil scheme of whose
true intent they knew nathing,

Even though Kinsey was high on BTLs at the tme of the kid-
napping, she may vaguely remember the unners. IF so, she will
wonder about thelr true motives when they attempt to rescue her
ahe may mention the runners” involvement o her father or keep
It to hersell, depending on how the runners treat her after getting
fer out of the Humanis safehouse

Malcolm Landras may want to reward the runners, but they
must decide whether or not to accept anything he offers. Malcolm
willl affer each team member 8000 nuyen for Kinsey s sabe return;
truly tactless runners can attempt (o bargain up the reward, but
will et nowhere

IF Aronsan dies in the final battle, his death 15 a major blow to
the Humanis movernent In Seatile, particularly at the sireet level.
Aronson was one of the policlub’'s primary organizers for local
"direct action” (read: terrorist operations), and so Seatile’s gener
al level of racist wviolence temporarily ebbs. If he lives, the
gamemaster can easily make him a powertul and vengehul villain
for future adventures and campalgns (and of course, he will
become even more powertul it Brackhaven makes it to the White
House), Because the runners Blew his aperation, set his cause
Back several months and finished off some of his best-tralned fol

lerwers, Aranson will be chafing for revenge

AWARDING KARMA

Award team Karma as follows. Award Iindividual Karma per
the standard rules (p. 1599, SR, with the exceptions listed below

TEAM KARMA

Survival |
Threat |
Resculng Kinsey 3
Mresenting Cilly with evidence of Humanis
Imvolvement In Kidnapping |
Refusing to rescue Kinsey b,
INDIVIDUAL KARMA
Refusing reward from Malcolm Zandras |
Bargaining for higher resward 2

LEGWORK

This sectlon provides the information the onners are [ikely 1o
get from thelr contacts and investigations. Each of the following suc
cess tables lists contacts likely to know certaln information, the tar
et number for obtaining it and the number of successes necessany

Crce news of the kidnapping and the invalverment ol shad-
owrunners hits the streets, the runners will Aind It increasingly dif
ficult to get information, Many contacts will refuse to discuss the
affalr with anyone, lest they stick their necks out too far and pay
the price. In addition, some contacts may suspect that the runners
are the people shown in the security footage. No one should fin
ger them for sure right off the bat. but some of the people they
knaw best are likely to be thinking that the mystarious culprits A

the news shows look more than a little familiar. To reflect the
atmosphere of fear and mistrust, increase the listed targer num
bers for all contacts by | for every 24 hours that elapse after the
broadcast of the Incriminating footage. If Aronson has released a
runner's name to the networks, fargel numbers for that character
should InCrease by £ every 24 hours

Burt Aronson has two success tables, because the runners
may want to investigate him both before and after the fun begins
Use Aronson’s Additional Legwork table after the characters have

gone through Drop Off, p. 64, or And Pick Up. p. 66
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BURT ARONSON (PRELIMINARY LEGWORK)

Appropriate Contacts (Target Number 6}
Any Media, Street, or Corporate contact

Shadowland: Target Number 5/Search Time 18 hours

Successes Resulis
-1 “Sells furniture or something, rdght?”

i "He's a plavbow, Likes ] l|.|||_l._". GOUl al casinGs
and rllay il nisht scene. Don't Kknow much
about what he does or where he gets his
IMONEey

} Snothy rich-boyw elf, goes for the club scene
Sometimes | hear about an Aronson working
the street, but | dan't know who hie works
tor or where—or even If he's the same guy
Could e

g - “You  asking about the el of the human?

here's twio guys with the same name. The
ells a party, party, party fvpe, The human's

a ahnson o '--_|||;r_-||||||ll.{ | thitrle. Resal lowar-tio-

fhe-groind, IF you know what 1 mean,”

BURT ARONSON (ADDITIONAL LEGWORK)
Appropriate Contacts (Target Number 8)
Any Streer or Media contact

Shadowland: Target Number 6/Search Time 18 hours

successes Resulis
| "His name’s been poppin' up a lot lately. Mot
sure why. He owe people money?”

F; The elf s dropped out of sight—no one's seen

him at his usual hangouts, He must owe

somebody a stack of cred,’

3 “We talkin the human or the aif? The human
Argnson 1s stll in town— heard a rumor
some Diz of his went down wrong recently
Does the elf owe vou money?’

] "Funny you should- ask about Aronson, | hear
e g WO into |'|i|:|i|::."_ Lo e re arcunic!
Fort Lewis. What else did | hear about Bim

on, yeEah, Anyone asking questions about
him 15 supposedly too hot o Uh, S0y
churm [ Urgent business elsewhere

1 "Aronson ain't no elf, He's human, omae

From what | hear, he owes someone a ol ol

MOoNey=—anc ANyone asking about him 15 as

Food as dead. 50 what color Howers should
| send to ver funeral #'

{5+ | shouldn t even

De talking to vouw, let alone

S I, what I'm aboul (o, You didn't hear
this from me, ‘kay/! Aronson’'s in tight with
fumanis, | also heard he's been U CO SO
drek-hot ops lately. Don't ask me what—I

con § know, and [ don t want to”

S HRADODOWS OF THE UNDERIMORL D

14

DOoOUBLE DIFPPING

KINSEY ZANDRAS
Appropriate Contacts (Target Number 5)

Any Corporate Official, Corporate Secretary, Metahurman

Rights Activist, or Reparter

Shadowlang -I"l;"'."': M e OYS%earch Time H el

Successes Resulis

| She's a rare sight: the well-to-do daughter of
a successtul ork businessman.

Fa A s Malcolm Landras' s kld=—he owne
Zandras =hipping, S5polled rotten, of course

3 "|"l'|i=:!3'. In money, that chica. Lives v a rltr
tewnhouse with a airlifdend, all pald lor by
daddy dearest, | hear he's even hired a spe
Cial security tearm just o watch his baby

£+ ‘Daddy’'s little @irl Ioves to party. Parcies all the
time. Rumor has it she's 4 serious chiphead
Burt hey, who cares how the rich kill them
ooy e,

MALCOLM ZANDRAS
Appropriate Contacts (Target Number 4)
Ay Corporate OFfficial, Corporate Secretany, or Reporter

shadowland: Targer Number 4/5earch Time 12 hours

.

Successes  Resulis

| |-|. LS ?.. :||I.|'. I‘:\.||||.-| -||'|:.l__ ane ol r||.- TI05] I
successiul metahuman-owneo businesses In
the Seattle sprawl.’

& He makes a lot of cred off deals with the Salish
ribal Councll. He's got shipping routes
|'-.';?|,|_l.2:_|1 Sallsh that a lot ol bigeer companles I
wish !hl:"." I'l 1l

34 He s done a ot to make things better for
metanumans i Ferneral and oirlks In partici- |
lar. Buns a clean business, loves ks family—
sa much that he lets his daughter soueeze Ii
fim or all the nuyen she can gralb

LZANDRAS SHIPPING

Appropriate Contacts (Target Number 4)
Any Lorporate Officlal or blue-collar worker

shadowland: Tareet Mumber 4/Search Time |6 hours
— ——
Successes  Results
| "“Landras s one of the bigoest metahuman:
owned companles around the Seattle area
(hey do good work, and there's npothing
shady about them as far as | know
F) “They do a lot of business with the Coungl
Irilees
34 They dont like smugglers much, and thel
trucks have security ||_"_'_|||"= than a tck of'a
doa, They use In-house sedur Ry—-ex-runners,
| think ]

At

Iniel
Con
Thir




| DOUBLE DIPPING
CAST OF SHADOWS —
Characters are listed In order of their appearance Etiquette (Lorporate): 4
gl Lriquette (Street): 3
BURT ARONSON Firearms: 4 (Pistols: G
A tall and slender hurman in his late thirties, Burt Aronson Japanese; 3
— finds it easy to pass for a slightly-burlier-than-average elf. He Negotiation: 4
wears his whitish-blond hair at collarbone length, most often in a Sperethiel: 3
braid or pony tail. He moves gracefully and has a Rair for style Unarmed Lombat: 5
whether corporate or street. He is highly intelligent, but funda-
mentally cold and unfeeling: though he can project warmth and Cyberware
charm convincingly when necessary. the warmth is never gen Cybereyes (Low Light, Thermographic
uine, He maintains a cool facade at all times, hiding his feelings Datajack
and thoughts, Extremely sensitive people find him creepy, though smartlink
they can rarely put their finger on the reason why.
Gear
Beretta 101T [Light Piseol, 12 (clipd, SA, BL, w/1 extra clip,
integral Smartlink, EX explosive ammao|
Mocker Secretary
i Mote: For Aronson's gear In Thieves, Turned Heroes, see p. /U
|
= Attributes
Bocty: 4
Cuickness; 5
i Strength: 5
F, . Charlsma: ©
I Intelligence: 5
1l | Willpower: & JAMESON
_ | Essence: 5. | [armeson and the rest of the Zandras securicy team were hired
o Reacticn: 5 by Malcolm Zandras to guard Kinsey after some "undesirables
a || hktlative: 5 + | D6 ot oo close to his little darling. All of them know of her Bl
5 Combat Pool: B prablerm and see their main task as keeping others rom using: of
Threat/Professional Rating: 5/3 abusing her while she Is under the influence

ol t -
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lameson s an-adept; a street veteran turped I""."r.i'-- |"’lfl'.4'ﬂi".
relatively new to this kind of security work, his experience and
capabllities make him exceptionally good at his job, He has honed
s spelicasting ability ro & fine art over the years and has also
pecome proficient at dispelling magical threats. Because he can
only percelve but not travel astrally, he is wary of keeping his focl
activated oo long. Usually, he activates them at the first sign of

trouble. He thinks fast on his feet and is hard to ratcle.

Attributes
Body: &
Chulckness: 4
strength: 6
L-!'.':'I";\.illu'l B )
intellizence: 4
Willpovwer: 508
Esserice; O
Magic ; 6

Reaction: 4

Initiative: 4 + DG {(+30a)
Combat Pool: &

Magic Mool: B
Threat/Professional Rating: 3/3
Magical Threat Rating: 4

Skills

Conjuring: 3

L

Flrearms: 4
Magical Thearny: 4

SOFCEMY: &

S5pells
Combat
Slay EIF 5
Slay Human: 4°
Spirit Bolt: 4°
Stun Bolt: 6°
Stunblast; &°
Health
Increase Refleses (+2); 2
Increase Willpower {+3); 2

[reat: 3
Musion
Contuslon: 5

Improved Invisibility; 3
Manipulation
Personal Bullet Barrler: 3

Personal Spell Barrler: 4

apell uses an expendable fetish, allowing the spell to be cast 2

rarce levels highe

Gear
SCK M100 [SMG, 30 (clip), SA/BF, 8M, w/3 extra clips, Gas
vent lll, Laser Sight, explosive ammo

Combat Spell Focus (2)

SHANDNDWIS OF THE UNDERWORL D rlﬁ

DOUBLE DIPPINDG

spell Lock (Increase Reflexes +2)
Spell Lock (Increase Willpower +3)
Transcelver

4 Fetish Foci (4)

Expendable fetishes for the spells indicated by an asterisk |n

spells listing.

FRED

Fred is an ork from a rough neighborhood and belligerently
prowd of it. A bit of a loose cannon, he packs more cyberware than
anyone else on the security team, He prefers to take targers down
with full-aute bursts from his HK227 because he likes the noise. He
15 unexpectedly shy around actractive women and s skittish about
guarding some of the party girds, but he will do his best to keep

them safe. He considers Mandy his best filend despite her being

human: in his mind, she is "different” from other humans

Attributes
|'|-!|-:'|':,-'; Bl
Qulckness: 4 (7]
Strength: 7 (10)
Charlsma; 2
Intelligence: 4
Willpower: 4
Essence: . |
Reactlon: 4 (13)




DOUBLE DDIPPING

Intidatlve: |13 + 306
Cambat Poal: B
Threat/Professional Rating: 5/3

Body Index: 3 1

Skills
Firearms: 5 iSubmachine Guns: 7 [B]}
Stealth: 4
Throwing Weapons: 4

Unarmed Combat: 5 (Eetractable Spurs: 8)

Cyberware
Dermal Plating 3
Reaction Enhancer +3
Smartlink |l

Wired Eeflexes 2

Bioware
Enhanced Articulation
Muscle Augmentation 3

Refex Recorder (SMM0s)

Gear
Armor Jacket (5/3)
Colt Manhunter [Heawvy Pistal, 16 (clip), SA. 9M, w/3 exima
clips, integral Smartlink 1]
HEZZ? [SMG, 28 (clip), SA/BFFA, 7M, w/3 extra clips, Gas
vent |V Recoil Compensation, integral Smartlink 1l
Y AFR-S Flash Grenades [5L« special]

[rariseewie

MANDY

Short, stocky and powerfully built, Mandy is a tough fighter
and a loyal friend. She and Fred have been partners and buddies
or several years, ancd she tends to keep her over-wired friend
from getting too crazy. She prefers non-invasive bioware over
other forms of cyberware. A close-combat specialist, she wields
her katana with deadly force.

Attributes
Body: &
ulckness: 6 (9
Strength: 5 (8)
Charisma: 5
Intelligence: 5
"J"l."i||[.'ll'l'n"n"1.'!. i
bEssence: 5.1

Feaction: 5 (1)

Inttlative: 10 + 3006

Combat Pool: 10
Threat/Professlonal Rating: 5/3
Body Index: 575

Skills
Armed Combat: 4 (5) (Katana: 7 [8])
Etlquette (Street): 4
Firearms: &
Stealth: 4
Throwing Weapons: 4

Cyberware
Reaction Enhancer +3

Bloware
Muscle Augrmentation 3
Oirthoskin 3
Eeflex Recorder (Armed Combat)
Synaptic Accelerator 2

Gear
Armaor Jacket (5/3)
Colt Manhunter [Heavy Pistol, 16 (clip), SA, T1M, w/3
extra clips of EX explosive ammao, laser sight|
3 AFR-7 Flash Grenades [SL + special]
Forearm Guards (O/1)
katana w/ Dikore [115]
Iransceiver
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COUNTERWEIGHT G
A young ork, Counterwelght s new to the securty team, a raw
recrult from  Fred's run-down  nelghborhood,  Fred  knew e
Counterweight as a kid and recommended him for this |ob %
Counterwelght idolizes Fred and does his best to emulate him h.
even Installing oyberware similar to Fred's. What Counterwelght -~
lacks in street experence, he almose makes up for with enthuslasm .
W
Atiributes th
Beoecty: 8 er
Quickness: 4
Strength: 8 Ai
Charisma; 3
Intelligence: 4
Willpower: 4
Essence: 3.2
Reaction: 4 (8)
Initlative: 85 + 306
Combat Mool: G
Threat/Trofessional Rating: 3/2
Imi
Skills Co
Armed Combat: 4 (Spurs: 6) Th
Flrearms: 5
Sitealth: 3 ok
|
Cyberware '
B Retractable Spurs
‘%3: 1 Smartlink
8% :
T Wired Reflexes |
3
i
-% Gear
o Armor Jacket (5/3)
Ares Predator [Heavy Pistol, 15 (clip), 5A, @M, w/2 extra Cyl
clips, integral Smartlink)
HKZ227 [SMG, 28 (clip), SA/BF/FA, TM, w/3 extra clips, Inte
gral Smartlink]
Transcelver
|
' Gea
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GILLY RELLETS

Gilly Rellets loves his job, especially the chance it gives him
to prove that the keyboard is mighrier than the assault canneon (in
some respects, anywayl, He gets drunk on woras, and F given
half a chance v talk the feg off a fabie; howevern Ne s aiso dn
eicellent listener, This skinny, scruffy-looking, intense elfl has
spent years working for the Underground Mews bureau anc has a
well-developed arsenal of contacts and plenty of influence within
the metahuman communley, He can make a usehul ally or a bacd

CITETTTY

Attributes

Bodcly: 3
Quickness; 5
Strength: 3
Charisma: 6
Intelligence: &
Willpower: 5
Essence: 3.4

Reaction: 5

Inltladdve: 5 + |G
Combat Mool: B
Threat/Professional Rating: 2/2

Skills
Athletics: 3
Compuber: 4
Eflquetie (Street}: 4
Flrearms: 3
Megotiation: 4
Reporting: 5

Stealth (Lirban): 4

Cyberware
Cwvberears {Recorder)
Cybereyes (Camera, Low Light, Thermographic)
Chipjack

I.:'r.'||r'|ll|.|.l. I'\-
Headware Memory {100 Mp)

Gear
Armor Clothing
Beretta 101T [Light Pistol, 12 iclip), 5A, 6L, w/1 extra ¢lip]

Pocket Secretany

]g SHADODLS

HIMDERLLDORL D




JHD RUI

| sPinconTRoL

Ceneral Franklin Yeats stared for several seconds at the flar,
black screen of the telecomm, Then he walked aver to the bullt-in
mini-bar and poured himself two fingers of scotch. He tossed half
of It down, then strode back to the telecomm and punched three
nurnbers into the keypad

Agent Harris,” a crisp volce answered. "What can | do for
you, sird’
Just a moment of your time, Mz, | larrls—privately,”

amiling for the camera, Yeats watched Harrls nod: then the
screen went dark, Yeats opened the connecting door before Harris
nad time o knock. He ushered the Secret Lendice agent Info e
roam andl shut the doar behind him

“Some kind of trouble, sir?” Harris askec

“Possibly. | received an Interesting call a few minutes ago
very Intérestin=, Years sipped his drink, then locked eyes with
Harris. "Sameone knows "

Harris ralsed an eyebrow, For him, that reaction equalled
shiock

"How much?

“Enough to raise questions—not enough to prove anything
But questions are the last thing we need In the middle of a [ArEs) -
dential campalgn-—especially the kind of questions likely to be
raised If these people take their allegations public,”

Harris shifted his welght, subtly adepting a socidier-like
‘paracle rest” stance

How do vou want me o handle it, sir?"

“I'll handle it mysell.” Yeats finished his drink and set the
glass down, "My caller wants a face-to-face meeting at the Plaza
Hotel—tonight. It's best | go alone: frighten him off now, and
there's no telling who he'll spill his story to Keep your colleagues
bottled up here, Harrls—I| don't want some overzealous 1-._2_|er€|1*:1
security guard seeing or hearing something he shouldn't.”

Harris frowned

& Sir, | don't chinl
You're not supposed to think,” Yeats snapped. "You're here
to follow my orders and those of our superiors, We cannot risk
ExXpOsSUre.”

He stared at Harris until the agent nodded his head. Then he
srmiled

“Eelax, Mr. Harrls, How much of a threat can one black

mallef possibly be?”

The Maza was less than three blocks away from Yeats's own
hotel. Silently, the general congratulated his enemy on the

choice of |

ocation—so much easier to slip out unnoticed on foot
than in a car, and no cabby who might remember a face at an

mconvenient tme, |just a two-and-a-half block strall on a Ane
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seattle night. The desk clerk might be a bit of a problem, but
Yeats's caller had helpfully provided him with the room num
ber—no need to speall to the desk clerk or even look In that
direction. Just walk in, head upstairs. and deal quickly and qui
etly with this unexpected problem

Yeats took a deep breath enjaying the soft night alr, Seattle
was getting on toward summer, and the wind held the scent of
flowers from the carefully sculpred gardens in front of the posh
downtown hotels. Amazing that It wasn't raining—and conve
nent,. He wouldn™t have to explain wet clothes or damp halr
should he be unlucky enough (o run Inte anyone when he
returned. Yeats smiled, reflecting on the rightness of a universe In
which things could worll out so nicely.

He stopped for a moment In front of the Maza, aclmiring the
delicate play of ights across the hotel's elegant facade. Just a jaunt
across the lobby and a short elevator ride, then scratch one fool
blackmaller, Then stroll out and home again, to the comforting
attention of his Secret Service detall—all of whom wouls (AP
that he d never lefl his own hotel that night. And the
reats/ Penchyl ticket would 2o rolling on its merry way, all the
wiay to Washington D.C.

| InTRoDUCTION

In Dead Run, the runners arrive at what seems like a straight

torward meet anly to stumble over the body of presidential candl-
date Franklin Years, who has been killed by an unknown assassin
Moments after the runners turn up, the FBI arrives and spots them
standing over the body. As the FBI agents are inclined to shoo
first and ask questlons later, the runners are forced o flee,
Unfortunately, bolting away from the crime scene at top speed
makes the runners look gullty of the killing.

The characters work against time to prove their innocence
while agents of the LUCAS government try to track them down and
simultaneously keep a lid on the explosive aftereffects of Yeats's
assassination. The political Implications of the event rock the
UCAS, as all the other candidates scramble to take advantage of
the situation and shift blame away from themselves In the process

When the runners try to contact the Axer who hired them
they discover the real Killers—a group of mantls spirits called the
Empowerment Coalition. The coalltion killed Yeats because he was
possessed by a wasp spirt; his own vice-presidential candidate,
Anne Penchyk (who helped “rescue™ mantids from Chicago In
Casualties of War, a Super Tuesday adventure), did the coali-
tion = dirty wark, Unfortunately for the runiners. the Federal agents
are hot on their heels—and who are the Feds more llkely i
believe—a well-known public figure or a bunch of scroffy shad

owrunners who fed the scene of their alleged crime?




DERLID RUII

When the Feds arrive on thi coene Al el biress losease 1l T1d I I T i faly Mave resunmes (hat I
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; therm, |6 W Ul ol rhe slfuation with thelr ndes [ntact, the run Lono ! bl gELs I ediia ol £ £
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i ADDING CASUALTIES sant things kept al
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a1 Casualties of War, Though some of the events and characters from lock LED tu he door alic pen to revedl a plush hotel
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o acters in the plot line of Dead Run 10 several different ways vides a wview of the ity skiyliing

i If the characters made a falely successful run Into the Chicas Youd el e and stan (o ook around, e Jonnson mus
" i Concainment fone and escapecd with Snne Penchyk, thesy .,-;:_:I"' f |14 |-: WnIng o arrive 1asm Ust to make sure the place |5 Secure
1Lk dlready suspect Penchylk' s Involyvement with the mantis spints, In Tou clecigle 1o @i verything a once-owe whlle voil can. [T payes
ol thils case. Penchyvk |l-|||.--|||||r'i-. the runners Frovmi that imiission i ) L] lace ot IETLE LITTIM SE AN réeally rul L] "
* wiieh g er acicled Incentive to use them as fall LIS 1o L [he suit main sitting room seems clean enough 1 CI
iR EHITinaALSn ol T."-l". herely Niceny DVINE up Ay 100548 b [ Y closets and the rmiall kiteheret i [ Pl ATOLINEL, SO e
he if the runners falled their mission n |'-'|_:.=I'f 1ty and poLil] irap el tarnts to bother you. You can't put wour fimser on it Dt sormehiom
FAS there as a result of Penchyk's "death” or some other disaster VOHL EATT ST wryethulig wrong . Something about the atr, that
T Penchyk and the Empowerment Coalltion ammanae ior a Lt AL mil it e air dosesn { smell gl It smel st st ano metallls
T ltary tearm to rescue the runnes rear the Zone, At a site somi AL T AMe T Yo kno whial it i WO W SITEE 1T sorms
pil yhere outsice Bus City, the runmers [earn about the meet Thal where before. I you HE L BT W TTIEER

s turns ot to e (e St |I_'|'.-C:| e Irame oD T o th i It 1 [FE0 |UST 4 CTACK, TO

£y IF the characters did not take part in Casualties of War, they HENIY [PUSN I O3 WL fl the sickly sweet smeil comes oo

: & : La t [ b T | S | | T ! Aty [ i i | p
5 A imply a nesw team of runners chosen By Penchyie and The I O LRI Woall cARLF 2 S SITell O LOeoid, Tkl [HOE
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A man In a dark suit is lving on the neatly made bed. Unde;
the man. a large, dark red patch stains the white coverlet. You
swallow hard and move closer to get a betrer look at him, being
careful not to touch anything. Something ripped clean through
Nis throat, you can see the whitish ridge of his torn windpipe
ana the pale gleam of his spine. His face is Intact: he's dark
skinned, looks maybe fifty or sixty. Haven't you seen this poor
slot somewhere before?

Suddenly you recognize the face, The corpse staring blind-
ly up at you is the body of General Franklin Yeats, LICAS presi-
dential candldate

HOOKS

this scene wastes no time droppRing the runners Into hot
water, They show up for what they think is going to be a Pyrical
business meet and end up finding the body of a leading presi
dentlal contender, The runners should immediately realize that
SOMEnne |5 rying o st them up to take the rap for the killing. If
they don't, drop a hint or two to indicare that they will be the
prime suspects I someone discovers them in the hotel room.
Therefore, discovery of the body sho®d shoot the tension level
through the roof and get the players thinking frantically about how

they can possibly get out of this predlcament

BEHIND THE SCENES

The hotel-room meeting s a set up. The Empowerment
Codlition and Anne Penchyk orchestrated Yeats's death, and they
have chosen the runners as the fall guys for the assassination, The
coalition murdered Yeats because he was a member of the Secre
||I'.-'I"_ d Bronip of oug r:ll'tu‘-ﬂ.l_:_-u_'-..-[-r‘_ |'_-|§=--_'_|IJ||¢' "-"irrlli'.”'-." ||-|.;‘|i-:.,|_'i:_-:,_cll|l||n..|1,.||_j||r'_-

mom mormal humans, The Secret Hive originally pulled the strings

SHADDIUS OF THE HNODERWORLD HE

DERD KRisn

af the Universal Brotherhood: when that orga-
nization was shattered, the Hive members
looked for new and less CONSPICUOUS Avenues
o power. The Hive hit on the idea of infittrat
ing all levels of saciety with “good merges"-

Insect spirits whose metahuman and human
forms enable them to pass unnoticed am Mg
metahurmans and humans

'he Empowerment Coalition, a group of
Powertul mantis splrits, is dedicared to sS[op
ping the Secret Hive. They need scapegoats
for Yeats's death who will distract the Hive's
dttention and allow the mantids to continue
destroying the Hive's operatives: The fixer
Lonovan is a dupe of the coalition and knew
nothing about the double-cross. The FUNers
might try to contact Donovan to find out
mare about who set them up, but they must
do 50 before the mantids sllence Donovan
for good (see The Fix Is In. p. BS)

Though a political disaster, the assassina
ton Is not as terfble an event as the runners
might initially think, General Yeats was pos
sessed Dy a wasp spirit on his last visit home
te Lhicago before the Bug City incident
Because of his exceptional willpower, the merge was an amazing

Iy good one; Yeats showed no outward signs of possession, and
the spirit gained access to encugh of Yeats' memorles and expe-
rences o convincingly masquerade as the general. On the com-
mand of their queen, this spirit and several others of Its kind
began infilrating the UCAS government

When Knight Errant attacked and partially destroyed the
Chicago Hive with a small nuclear device [see the Shadowrun
novel Burning Bright), many other hives were thrown Into chaos,
The lesser worker and warrior spirits could not function without
Buidance, but the good merges discovered that the |ntellect of
their human and metahuman hosts provided them with greater
reasoning capabilities and allowed them to cantinue their work In
secret, The 2057 special presidential election gave the spirts an
ideal opportunity to take control of the UCAS: 3 victorious cam
paign by “General Yeats” would allow them to regroup  and
spread their influence through channels other than the disbanded
cult of the Universal Brotherhood

The mantids contacted General Yeats privately and Informed
him that they knew his secrer. They tald him to meet a repre-
sentative at the Maza Hotel to arrange for thelir sllence on the
matter. Yeats believed he was dealing with a simple blackmail
artempt. so he agreed to attend the meeting alone, confident
that he could deal with the blackmaller. To his surprise and dis
may. the “blackmailer™ turned out to be Anne Penchyk, his own
running mate and an agent of the Empowerment Coalltlon, As

11

saon as the general walked into the hotel bedroom. Menchyk
surmmoned a true-form mantis spirit to kill the wasp splirit pas
sessing the general while she killed the body that used to be
Franklin Yeats, The deed done, Peng hyk slipped out of the room.

leaving the runners to take the rap
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[he runners ammive minutes after the kKilling, The roam s quiet

and they have the opportunity o look around a Bic. Apart from
discovenng Years 3 body In the bedroom, they hind nothing o
discovernng 155 body in th I they findl nothing of
Interest, Years brought falrhy fittle with him, and Penchyk left noth

ing behind

EXAMINING THE BODY
If the runners want to hang around and look for clues after
discovernng the eeneral s body, have them make Perception (4)

Tests and consult the Physical Evicdence calle

FHYSICAL EVIDENCE
Successes Hesults
| Teals obviously died rom the ragsed gashes
i s thiroat, The Blood is509]] warm and lic
uied, whidch means that he  prodaally cheol
WLETTET The st Rl
P The weapon thar inflicted the wounds must
have been fairdy large and wielded by
SOMeone very ST N
4 Mo signs of a strugele are visible in the room
which means that Yeats was probabhy taken
vy surprise and died instantly, There
afaprears to e nooway in or out of the sulte
Anart froam the dor throush swhilch the run
ners entered. The windows are armored
ll.',:|.¢l‘.". and o not open
4 The wouncs ook oo rageed hawve been

macte by a smeoth-bladed  weapon

Whatever caused them had splkes or a ser

rabeo) edae
1.

Il a magician attempts (o examine the scene astrally, have
him ar her make an Astral Perception (7] Test and consult the
Asiral Evidence table. The extreme and allen wviolence of the
dssassination has given the hotel suite a Temporary Background
Count of 3, which affects any astral tests that magiclan characters
attempt. An initiate with the deansing metamagical ability (p
[EEY, Awakenlngs) can atftempt to dear away the background
count,

bt any such attempt will erase any astral traces of the

killing as well

ASTRAL EVIDENCE
Successes HResulis

| The powertul aura of death In the room
almost overshelms yvouw, The Killing swas
viery recent and so violent that it has talnt
ed the ether all around

£ The viclent, intense emotions associated with
this |-i||||'|'.'_ fee| SFANME (N 4 way You cannaot
qquite place. This room feels like no other
death-scene you have ever assensed. The
vibes are sfrangely warped, almost alien

] A powerhul spirit presence was in this room
veny recently. Its energies still linger on the
astral palane, Dol they are oo faint For you 1o
clerermine more, You can fell that the spir
It was hiding lts presence

iy In face, you think two spirits may have been In
the room, one more powerbul than the
other, Both were caretully masked, so you
can sense only a faing, lingering echo of
their power on the asiral

H:] SHADODWS OF THE UNDEROLIORLD




DEBUGGING

IF thy noers are suspicious of the meeting R L aff the [l
congratulations—you've got a really paranoid sroup of players. i
th don 1 want o show U for the meet in the hHrst [PERCE, Ve

itional incentiy

. such-asthe promise of big nuyven

i % { F £ 'S L - 3 ™
OF & fEmincer of some favors the runners mient owe Lanovan
5 1Ay Bave Deon a litte slim For the runners latelsy, anc hoss
)
I ] . LIS AR il yhboare] o {

the plaver characters have een throwueh Casvalties ol

‘.\u';ll e LMo AN O !! LEe r'.-.;- YRS TTATTIES A% el | 150 [E"LIl1 |l:'|

T the runng interested . IF the runners 0 willecd our of the
_ hi ':.‘_--" ontainment Zone at Menchvlk' s orders. the they shiowlol
cdehinitely attend the meet, Penchyk will request It, and they owe
e s-leme for aeetins their fat out of the A
IF the pupners decide fo Bolt fom the hotel room without look

(§1: 25 any of the esiadence, no proldlem. They lose out on a fess
early clues about what s redlly Soine an. But this aecision doses Nt
it the stony either way, Qo straight (o On the Run, below, IF th

LUNNers S8y Inclinsss oo i

THERE O O events In the next encounter o '.'I|'| FRrTE s SO0kl W AN

_————

| on THE RUN

TELL IT TO THEM STRAIGHT

1Ter at the soerne of theE crme o I:':r!-.-l_

irrae® ey vagl oul ot Bere andc .'I.' [ oy [Aar dway, Where woll
11 NI Wlial T !!..:|.'.'I i B 1 TR |||'|u' (=] =.||I.'I'| i3t

[ E0EL Gk Neve s s DBsoctsy OF This rocoays—aor this [ovtel
[ Mmial e

[aking care o leave l'.r'l'-_.'||||II'-" LT LG II".|. VIO R sEe T

T
W R LIt o The T, YO v Nalciiy ;\.:'Il'lll'll|l.l".|l: _I'-II::-'l.'-\.-ll e
hall when 1sical chime sounds from the elevator at the Fal
ena. Fhe doors slide open to reveal a small knot of people in
1arke: st IO Cosl el shacles: standardd unitorm  tor LI AS

Feds. The guy In the leacl ||..|.:k|'--'-.|..! Cranats. e Spts VoL s ]

vells "Freezel FBIY The aother sulte fatte

HOOKS

themselves against the

g thelr own WEAONS TRl el TRTRINE e

Is encounter Kicks off the action. The runmners must esCape

I 1 the Fet garher (il wWils ardct faure aul swhal 1o oo alboat
thie whole na Oy SITEATTCENT a this sCen: I\.'!'.\,l,lll'll':"'illl'.'_ II|I:| 2w |
Ing tor the players, ke an action-movie chase. Keep things hop

[HOE CIENT Uy tox Che el
|

BEHIND THE SCENES

IENeral Yeal Mraciesct & Ntles attencicsn, B

|
SR Rl WL
ihe Secret Hive loval to the eene ||||.I'.--'I!|II|.|'.'I|'-!'--!-\.|'-' 1 1071%
DA BTN o |!-i|:_‘.'llu tentially inconvenieni ACTIN The P l=l.'.EI|'.-|
5o For thie FBL s swasilt iPpEArdnce af rthe Plaza Hotel is a

Empowerment Coalltion that General Year:

SHHININLINS: IDFE THE UUITNDERIMIOER LD H

P they

DEAD Hun

| i 1 .
Ihe team ol .i;."_l nts dispatched o checls EIMmMEEs ol ik
dlfIWE JUIST % TIEe FLINIME ire |le3vine T i | wEiiEE EITHET 17T
v
n .i|"'|"'.-' O arter spencing 4 v minuties Ches (T ] luie=s. |1 thi

runners lnaer foo long . e rival ot thiee Fedds can g 11|36 1em
' ]

1AL ACHOnN _-'.'Illlll-\. he FE Tearrm ard ".-El'l ek -'I'.-_:I-'|I|'-\.l--ll-:"'II'-|
Al e el el O Rourke (seve Cast of Shadows P WL Backing

thien s are a number of FBl age {5 equ ity Pwdice the nuimber ol

[ N 4 il ] + ™ 1 !
runners presenl, Four agents rema he hotel oy whille the
. 5 2ol P4 b s : . i i i 3 i
FeEfma e | 1 | Sl Iml LAY MNEAims [ L OYED Ani

¥ . F

U Bourlke, Statistics tor the FB avent ippear elow

i 1 ik Ly Y I 1R | L 1 3

mlnl: = TEAIM AR T PEIEV AT W L] LK s EES _||
=

the stalreeell, Ioeally, the runners shouled see thi leseator at the
eel G the hall open L A The A L e |LsE A5 TRey a
i LT
% o Yeals s 3T LEorlEal oo, O Kowriie 5 Tesarm 11|
ey U e slalnael TRE LI TR AR[ I Vi Ol f [
el Puay the stalrwell: €3 i | € il renth

Moar In l_-'||.|-|.-|||||i--|.- 1t |20 Comibat tur

GETTING PAST THE AGENTS

The munners immediate problem gettine  past the FR

. . . I T r
agents in the corridor and the stairew ey cannot get o the

elevator without conteonting Cohen :,'_ FLATF 1Y 41 Byt - i ||l,'l|':

Thes misht e able to reach the stammeeell Dol muast then aed past

O Rowurke  angd  her team coming  toward  them. Cobhen a
O Rk sl wse e rachos Eoy cooreiiitale thedr actions, <o [hie

: .
inners are unlilkely s o il = rheEr ol Te

L BOrUrEe 1% us 12 A sustalned astral sense spell as 4 precad

- - 1 H i [} . "
] T AINST a |.-|'-'.--:||:-: MaZical threal, re [ g raciiiu TVore
I L f= I - I} r . 1
than Covers the area of the stainveell. RUnners tnylnse oo sheaze pasl

O Rourke  usine Invisibility or the concealment power of the

ofel s hearth spirt will And doing so a toush proposition. The

° S 1 1 » I 1] | . a
second anything trigeers he Tl sense spell, O Bouirke swild

o4 {0 astral perception to check the area

i I
Mhe agenls” primary @aal 5 oo capture the rinners alive for

er interrogalion ey W 100 eS| faie 1O useE Aeadly ronce m
defend them=elves. however, The runne hauld be cautio

ADOUt Using 1orce 1o @8t ast the || s i thiewy WAl D any Crarde o

edring themselves {(see Debugeing

GETTING OUT OF THE BUILDING

IF the runners make il to the |labbyy, they must S [ast 1o
imicire FBI Asdents [ el Theres | i_-:---|- weatrch, I hesse aaents are 16
CONSLANT FACHO CORGAct WArly the Sther G Teais. And so THe fdn
ners have little chance to surpelse (he I especially errerprisin
players come up with a workable plan (o sneak throush the lobby
consicler how likely itis to succeed in llght of the
Agents in the labby are all mundanes, so the runners may be ahle
tor bamboszle them by using invisibiliby, concealment, or some

| =l
GOrhel imagecal alsih
=

FBI Agents
B Q 5 1 W C i R

i f ] | il al ¥ | L%

Armaor
Infdative: 5 + 26
Threat/Professional Rating: 3/3
Skills: Armed Combar 4. Can

Hoovernment! 3. Firearms 5 L

Etiquetts

WA

LFLTE
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DEHI RUN

Lyvberware: Boosted Refexec (17 Culwers ves swith Low Lighit
Iaci, smartlink Lewea| Fi
Gear: Browning Max-Power [Heavy Pistol. 10 {clip), SA, 9M], FBI

Identifcation, Lined Coar

STREET CHASE

IF the runners 2ot out of the Plaza and Into thelr wwwheels (o
some dlfernative mode of transport), the Feds are hot on thelr trall
within minutes. Play this part of the encounter like a classic chase
scene; give the runners a B of a hiad start betore the FBI team
comes rushing out of the PMlaza o glve chase, The runners can take
thie chase anvwhere they please, but feel free to Improvise suir
dable dangers (preferably requiring lots of Crash Tests, vehicle skill
ialls o avoid colllsions, and the likel. Consult the VYehlcle Combat
Rules (pr, 104-105 SRID for more Information on Rans {lirs vkl
e chases and combat scenes. Sugeested obstacles for spi e R
thie ||.:'-'.' inciucte thie Foll l'l\."'.'lll:r'l
“Adrone tanker camying alcohol-based tuel, llquid nitrogen
ar some other type of highly Rammable liquid Is crossing a busy
ntersection when the runners blow through the red light, The ru

1S kst 1aleE Ve il |-" [ess 16 AWCAC] 4 .'|I||-_||||l..'_ withn the r_|||._|._ it

they or any of thelr pursuers slam Into the tanker, che Yo ocreate a
spectacular « *-|=|="--I--l|

() Rourke sends an elemental or two o attack the runners
danel slaw them down, Larch elementals can use thelr movemaent
WweEr against the runners aor form barricades In front of them
Fire elemenia MiEnl Arce it 1 lgnite rthe Has LAk 1 thes run
ners wvehicle |-i_-=li|I|||'.=_ otk rhese s[aLrits in make a magician
characrer s life |noeresg ng, especially it he or she is rying to
o rivwe Al e ATE e

c4 local - TAne decides e [ ihe Cchase Fbor Kicks when il
passes throuwsh their turf. The aar gers all ride Yamaha Rapiers; use
the Gang Member archeoype (p. 57, SR for stacistics

*AL the runners head oward (or over] a bidse, It starts rising
o lel a large boat pass under It Alternatively, the _'-r||'i_:.:-:- as [3eeen
damaged by a terronst atfack or a collection of rockworms (see
132, Paranormal Animals of Morth Amerdca). The runners midst
nake Vehicle Tests o jump the Eap or make a sudden derour

T . ¥ B
the chase goes throueh a road construction site ull of heawy

equlprment, ditches, barficacdes and detoues, Think lots of innocent
bystanders in the way, and lors of platforms and s« itfolding Alled
With construction materlals for the ranners o slam Into, swenee
around or knock ower,

The samemaster can improvise other obstacles and encoun-
fers as cesiredd, The runners can only esd A2 the [AUrSLINE beecte=g al
agents by making a successhal | LA[DE Test [see p 107, SR o
treating an obstruction or distraction that the gamemaster judees
substantlal enouah o Foll the Feds, Kes @i ringd that the runners
may also have to evade or fight off astral pursuit from Meagan
D' ourke and/or any spirts shé has summoned, O'Rourke will
withdraw from astral combal after taking a Moderate or greater

wWound, but may attermnpt to send a watcher spirlt after the runners

DEBUGGING

[Eather than a major battle, this encounter shoulol plas, woare e
A seres of .ll::ll fast sikirmieshes Al the Fedds as the runner: I o
escape with their skins intact, They should concentrate on gerting
SOImesw hert safe ano as far awsey froays the Mlaza a« s il v ACIne
off against the LCAS government s craclk lawimen is a bad idea, Try
{8 |-l'l.‘| y (R FUnNers mi "IN 1Lt EE (e alal Aton Just ey sl
bBefind therm all the way until they Anally set away dear

Ficking off lederal agents is a definite no-no. Slain federal
I_"'"-E'Iln.l':.'l'l'"'-\. COrUle] S I_:"-:"r- COmpilCate T unners  chan
proving their innocence later in the adventure and will cert
2arn them no ooints with ".-’|1'.l_:|.-l.|:. L Kourke or Scort Cohen
Indeed, the DD [ENNCia FRI AFenLs Wil e any violenc
I'I!I!ll1'-_.-1'-'_| by the runners as clear evidence of their guilt, Bunners
who 2o out of their way o avold killing the Feds in their escaps
rowse O Bourke s suspicions abour the whole case, making her a
possible ally later on down the lin

Malke the escape and the chase scene ch

cdifficult, This scene s only the besinning of the fun. and so I
. = ]
should be tense and Fast-pacedt It ot deadly. The runners

should teel ke they wve &g A ol by the skin of thelr teeth

| HIDING ouT

TELL IT TO THEM STRAIGHT

You've managed to lose the Feds—for now. But the UCAS
O e rrment s o to et this on ide, Thi Y ININKE 01
gecked a major presicdential candidate, and by now the word
most NEely gone oul o every badee in the metroplex, You can ses
It now—your mu@s plastered on WANTED S posters all owve
town, |ust @rearl for biz, And while yvou sit here tak 19 up air, the

|
Feds are |'|'|:'.-|_'.-|i|_-"|||l'.5' SEFIOWUS Mianpmover 1o [unt e vowd, el o
even worse when the public finds out about it The Pesers-That
Be can t keep the assassination under wraps for long, and when |
gets ot the anery pulilic w want someone s head on the block
for the crime. The Feds won't be too choosy about whose head
they pick—considerdng they made yvou coming out of the dead
general’s hotel suite, yvour heads will do just fine

S50 you ve BO1 DWW cholees: And the cred for some seriou
PECONSIIUCTIVE SUrgeny and COonsioier movineg 10 anoiier oo
or dig up the dirt on who really cacked General Yeats, Mot a diff

cult choice., Is Qt?

HOOKS

This encounter gives the runners a chance to regroup and
decice what to do about the mess they're In. Use the runners
caontacts to show them just how deep the drek s the runners an
one very hot potato that no one wants to touch. Have everyone
except their most trusted contacts hang up on them or duck ous
of sight when they see the runners coming; make the mnners
roleplay and call in every favor they have just to aet a little Infol

nallon Oul of pecre

HS SHADDOWIMS ODF THE UNNDERIDOR LD




DEAD KUN

BEHIND THE SCENES

Cnce the runners have evaded the FBI, they will want to hide
ot somewhere while they plan their next move, Encourage play-
e paranola in the choice of a hiding place. The UCAS government
has substantlal resources, and the Feds will be able to find mosi
RMicles-holes i falrly shorr order unless the runners are very care
ful. If the runners have a super-secure safehouse they ve been sav
Ing for a rainy day, tell them it's pouring buckers; this would be a
ﬂu_‘u_'u_'l fime {o use the place

Cnce the runners have gotten (o a sake location, they should
start iguring out what exactly happened and what to do about |t
IF the runners want (o dry contacting the fixer who .||'r.1|15_{|5'-:'| thie ill-
fated meet right away, 20 1o The Fix Is In (p. 88). IF the runners
waant to pursue ofher lines of Investigation, use the inkormation
given on the following Success Tables as a guldeline for legwaork
The final entry under Anne Penchvk is optlonal, Intended for play
er characters who went through the Super Tuesday adventure,
Casualtles of War, or for gamemasrers who want to add more
tug Lity threads to their campaigns

In general, the runners should have a tough time gecing
infocrmation ouwt of their contacts. Having been accused of a seri
ous federal crime, the runners are quickly becoming foo hot w
handle for most people In the metroplex. Only the runners’ very
best frlends and closest contacts will consider talking to. them in
these circumstances, Most other people will refuse to talk to the
runners; some might even turn them over to the Feds if they dis-
cover where the runners are. The player characters should be cau
tious about who they falk to and how. Encourage the players to
get parancid about their characters security: make them call in all
the favors they' ve got to make sure their contacts don't stab them
in the back

ey up the ante, consider having the hotel securty cameras
carch the runners “in action.” Mastering the runners” mugs all over
the media allows the gamemaster to have everyvone from the
oimple-faced kid Nipping Stuffer Shack burgers o the local Lone

Star beat patrol on the lookout for the “criminals.” Someone might

SHADOINS OF THE UNpDERILORL D Hﬁ

even offer a reward for information—ithe Republican Party, Yeass

or Anne Penchyk s family, or the LUCAS government—which

should ratchet up the players parmnola that much more

YEATS'S ENEMIES
Appropriate Contacts (Target Number 6)

Ay Covernment, Politlcal of Corporare contact

Successes Results

o “Sorry, churmmer, can'© talk right now. Call me
back in thirty to Hee,

| Years made himself some enemies in
DeelCee. | mean, who doesntd IF youre
looking for suspects, check out one of the
other candicates

Z “mome of Years' s more hawkish policies made
him some apponents In DeeCee, bur Fcan'l
see any of them arranging a hit, He's got
more friends than enemies in the Caplio
and the Pentason, Try looking ar some of
the corps he s worlked with

3 “Yeats turned down a big contract with
Artechnolosy a couple years agoe, The Blg

A might want him out of the way for some

reason, Maybe they re atrald of him Decom
Ing presicdent, }

4 SWay | hear 1t veats has oqulte a collecton ol
supporters In Deelee and elsewhere, A
||"._'|| Fanatical :":-'.":"-'f:' ||||' ::;II;'_I-:|-:'| _l.‘_'lq'-'l'll_"l.ll Can
||1'._1||':.-' rally his roops, ko swhar | mean!
I'd bet someone from one of the other
camps tried o send a mole or two Nt

Yeats s campalan
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DEAD KU

EVE DONOVAN
Appropriate Contacts (Target Number 4)

Ay Street Or Comporate contact

Successes Resufis
) Mever heard of him
| '‘Danovan's a Axer with a real rep She Bull
I the old-fashioned way, |y EATNING &very
bit, She weon' frag wou over,”
) Donovan was hot drek in the Seattle shacl
ows about ten years ago. She dropped out

of sight for awhile after one shadowrun, [t

then she started making a comeback, She
Nas Connectons withh the |-Z|||;,|I t CHm=Enn
II.'..'.II'..'I il |||'::'II| 21 I'i.:':. Favior when she il
Back Inta biz. They ook out for her nowe. "
§ ‘Donovan's 10 percent devoted o whatew
el cause she s being pald for this weel
She stays bought, know what | mean? She
redally loales out for her client's intereses
a4 tve Donovan has been rebullding her shad
oW Ccareer [rom scratch since she aat bacl:
in the biz about six or seven years ago
She’s had some setlacks our she's [seen
ruthlessly effickent In clawing her way to
the top of the heap, She doesn't take
sharcuts; she does whalever it takes to

ger the job done

COHEN AND O'ROURKE
Appropriate Contacts (Target Number 8)

Any Government or Street contacts who might have run int

the FBI in the past

Successes  Results
it What, are the WOLAWAETS OF SO -r|'|||'|_-.7E '
| "Fecl FBl, They investigate political drelk, ter

rorst threats, that kind of thins."

i [hey ve been work N Eether about a vear
OF S0 A0 60 (0 make a precty good team
Lohen Is one afl the best In the investlEatlon
biz and O'Rourke 15 a real go-aetter,”

i I hear the partnership s a little scrained
D' Raurke’s real ‘In tune with the universe'
amd wses a lot of forensie Mmagic Cohen
.;|:'\-e"'.|'.| irust that drep hed rather do
|||'!I:.".| IFe ol .'.|-\.||i-:_:||g_-|" Wiy

7 From what | hear, Cohen's on the edae, All

those years Investigating wackos and head
cases are finally Zetting to hirrs ["-,-u'-['nln- G

e 5 gotten moody and withdrawn

coesn't love the job like he used to

ANNE PENCHYK
Appropriate Contacts (Target Number 4)

."'-I':-,- OO rare, I'-: 1TIE Al O l'-.-".l_'-:il.l COMTACE

Successes  Results
| Penchvie? Yeats's runn ng mate, She's an ork
And from what | hear a ey sanoyy Bilsi
NESSWOITIAN

|"I|.|-I“|.' e |..l_l:. 1% A reeal cio-it VOUSEIT Ranos

P

on type, She bullt her business on her own
and she likes o stay involved in things
4 e vk & 4 stra ."Iulll SHooler. Homnest and fair
but mo pushowver. She's real vocal abowr
metahurman rights, In fact, she's real vocal
AUt most anwvth 1Z she belleves In, She's
been big on taking care of business in Bug
Lity since she got inside and saw what kind
af a hell it was ||'-|'\l|- A 10t ol :_1.||: T LT T s 9
Ti
4.4 Annle Fenchvlk st what she used to e
I'\.||||'_ she 5 A5 ||||i.l.'ll. ETETS LAWY A5 BVEE [ILE
a lot of !"-l_'-.'l|'|l' G RT LAlMpalEn nas
{ ||.1!'-_i.=|‘-'l' her, | think she's lear NINs [ust how
Futhiless e wy gof o De when wou re
_'l:.."\'“"'_l. for the Culp. i i
++ Lot ol I'viee hedrd talk—and Jt's just talk
mind vou—that Penchyk 2ol Involved in a
N In Lhiicags a W monchs Ja K whier s
WAAS SLID S0 WSS | S qv sHe PIac sOrme
Kind of |-|j-'.-'- WO AT A SLANE GF S0 'Z|I iI'.:
| clunnc "I="'l_| A5 147N Wal oMty reason (O L%

Into Bus City |s to ot LIS L

DEBUGGING

The gamemaster will need to improvise a lot of the legworl
in this encounter, The runners should e do 19 more than just
mMaking skill ralls to track down this Information thiey shoiuld 1
out fatking to contacts and looking aver their shoulders a lot to
make =ure the law hasp't spotted them

Ihis encounter allows the runners to take a quick breache
and gather information about what's really going on. Feel free o
play around with the results of the Etiquette Tests IF it looks like
the munners may miss some vital clue, but for the most Part kel
them fgure things out on thelr own. If the Investlgation starts 1o
bog down or become boring, go ahead and jump to The Fix Is In
P oty or introcduce some side encounters. The runners might

have trouble with Lone Star ar a local sang, or they might be

attacked by a bounty hunter out to collect the reward money (for
the bounty hunter, use the Elven Hitman. p, 206, SRIL. or some

sultable MG mom WICHLIT C1WW I ;_||'|'_:|_||:.':|||

B"l SHHIODIUS OF THE UNOECAIORLD




DEAHD KU T

| THE FIK 1S 1N |

TELL IT TO THEM STRAIGHT

For once '-I,--;ru'rl_*- i luck on this un—mayhbe. Donovan s

e i
By

agreed to a meer—or so says the King's Crimson gang leader
who s watching Donovan s back these days Too bad the [aw ses-
slon's in the depths of the Barrens. Hell's Kitchen, no less—the
perfect place for your luck o run out, But f Danovan didn't set
you up In the first place. and if the gang wasn t In on the deal,
then this meet just might show You 4 Way out af this mess, For the
moment. you try to forget that “if” |s one of the scarlest words in

the English language. You're taking a gamble, hoping that you're

not walking right into another trap

When the rmunners get to Donovan's safehouse, read the fol-

craann i

lowing:

The King's Crimson gangers guide you to Donovan s doss, a

stonie’s throw fom Hell's Kitchen in Puvallugp, Fine gray ash lies

aver everything like dust coating a forgotten place and time. Maost

of the buildings are in terrible shape—filthy. crumbling, some half-
collapsing. Faint light from the single lunctioning street lamp
glints off the jagged edges of broken windows. Most of the tene-
ments are dbandoned—nobody lives here except for the redl
down-anc-outers and the MlEs who want (o make sure (hat no
one ever finds them. The heavy smell of damp ash makes it seem
like the Cascade wolcanoes could erupt again at any moment,
burying this whole place under another cloud ol ashlall

You jander up the cracked cement steps of an old apartment

bullding, long since left to rot along with the rest of the area,

Somebody shot out the glass that used o be In the heawvy front
doors, and the mildew-eaten tiles on the lobby floor are litteréd
with dust-covered shards angd other trash. The elevator is-an
emphy shaft filled with rusting and roting debris, so you start up
the stairs, Sucdenly, vou hear the crack of a gunshol from abowe
Your ganger escorts stop dead for a split second, then dash up the

stairs double-time. Sounds like trouble got here first

HOOKS

In this encounter, events take a decidedly strange turn as the
runners discover that there 15 far more to General Yeats's death
than they had imagined, Make this scene scary and slightly sur |

real, with a strong edge of menace (o it The runners must neges

tiare with mantis spirits to discover the truth and use It o Cler '
thermselves of complicity In the crime '
q

BEHIND THE SCENES
Soon after arranging the Maza Hotel meet lor the runnems, :
Donovan found out that it was a set-up. She immediately went i |
ground and sent out feelers to find out what was really going o s
Donovan does not appreciate belng used as a pawn in Someons ;
else’'s scheme, especially when it could cost her the solid rep tht F
she has spent years bullding. So far, she has had no becter kK =
than the player characters; few of her contaces are willing to pass 5
on Infarmation to anyone connected with Yeats' s assassination. A8 2
n

far as the shadows are concerned, s everyone hor himselt,

CHADOWS OF THE UNOERILDORRLD HH
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The runners will find it easiest to get in touch with Donowvan
through the King s Crimson gang (lor all ganger statistics, use fhe
Cang Member archetype, p. 57. SRHl), The gang leader, Alan
Corliss, owes Donovan a debt of honor that makes him loyal to her
interests. If the runners can convince him that they mean Donovan
o harm and actually want o help her out of trouble jassuming
they don't think she set them up), Corliss agrees (o contact
Donowan and request & meeting

Ii the runners’ investigation seems to be lagging, or I the
players have shown no interest in talking to Donovan, the Rxel
might send one of the King's Cimson gang to ask for a meet with
them, The runners should be justifiably parancid about a meeting
wilth Diosmovean B |_|||'-1-' I Thiey a1 she "".il"IIIiI'II'Iu'I”:..' st thein
L. The gangers will vouch o Donovan (whatever that's worth)
and Donovan will give the runners whatever assurances she can
that she s on the lewyel

Donovan agrees (o meet the runners at her doss in Puyallup.
one of the most dangerous and godforsaken corners of the
Barrens, The mostly abandoned neighborbhood provides AMONYETI
by and a certaln securlty for outsiders, The doss s on the third Hoor
of a virtwally empty apartment building; no ane lives there bul 4
few scuatters and some urban tribals. When Donovan set up her
doss, she installed a new maglock on the door and a small secu
ey camera just above the entrance, The camera is hooked into the
apartment’s telecormm sa that Donovan can monitar anyone who
approaches. Two members of the King's Crimson gang are always
in the apartment, acting as bodyguards

Corliss and two other gang members take the runners to
Donovan's doss. Al about the same time that the runners arrve,
the fixer recelves some  other visitors as  well—some
Empowerment Coalition folks who intend to tie up this loose end
by making the fixer a host for a4 new mantis spirit, Anne Penchyk
and two mantls spirits reach the doss just before the runners show
up. The 3._1.=_|||:.I1c'|l that the runners hear on their way up the stalrs
comes from one of the ganger bodyguards, who tries to shool
ane of the mantis spirits when they assume their true form in front
of him. (If the munners ook part in Casualtles of War, the two
mantids with Penchyk should be the "survivors” that the runners
rescued from Bug Clty)

IF the runners hueey, they reach the apartment o Hme o see
Penchylk and another woman menacing Donovan. When the
runners enter, the woman assumes her true mantis form and
turns toward them. The second mantis appears in the hallway
forcing the gangers and the runners into the doss, The runners
must decide whether to fight the powerful. deadly insect spirits

ar surrender

LIVE TO FIGHT ANOTHER DAY!

f the runners attack, the mantids defend themselves. They will

not stay and fight for long, however, It it looks like they may lose
ithe batte, one of the spirts will grab Penchylk and use its hopping
power to escape, The other will stay behind long enough to make
sure no one follows: then it will assume astral form and attempt 1o
leave. The mantids have no particular need to kill the player char-
acters: In facr, letting them live will serve the mantids plans, as the

runimers will stll e Blamed for the death of General Yeats

}q,|i|||'|-;||I '||\ Mmian s Ol S0 T PUniErs o '\.'.:ﬂlll I||'IIIII-'III |=|.'|I'
i , L

'.-I-,|-..,-:|.\:|||.||:'.|||-~\.'I {14 MYSiENGLIS ek th alf AN |1|-I|-|I-_-|- n a Hxer s Nice
L

i

avvay may mikdly inconvenience [he UCAS sovermment), I anything,

it will @et them into even deeper trouble with the Feds; Deing first on
thie scene at the deaths of 4 malor presl fential ang wice-p esiclential
canclicdate certainly makes the runners ook euilty of something

If the runners surrencle Menchyk oroders one of the manticls
{0 take Donovan elsewhers and prepane Der [or 4 merge Penchyk
Al ':||-' manticls ten .'.!|1||||-i o leawe, Dul the Feds show up

before they can do so. Go to Exposing Bugs, below

Female Mantid Spirits
B ] 5 | W L E R A rmaoT
5 20 5 : ! ] 'S5
Intlative: 25 - 1DG (35 + 1DG in astral form)
Threat/Professional Ratlng: 5/3
Attacks: Skill 15, 85 Damage
Powers: Animal Contral (Mantids), Compulsion, Enhanced Senses
fSmelll, Fear, Summoning
Weaknesses: Vulnerability [Insecticices)
Mote: These statistics represent the physically manitest spirit, In

astral form. all statistics are equal to the spirit's Force

DEBUGGING

The runners should try o avold a light with the mantids, |
only Because they cannol be sure of winning, Also, the mantids
and Anne Penchyl might e cheir only hope of avolding arrest for
Yeats's murder (see Exposing Bugs!. It the runners decide (o of|
Tiae a.|:.|||r.-:, ”HI'.} dwwiay with 1o q_':l_-l_"-\.':ll JL .|'|!':I.'i| Aand no concern ko
Donovan's orf Penchyle’s life, oo o0 Exposing Bugs or simply let
the chips fall where they may. The arrival of the FBl agents waill
touch off another Raht, and In the contusion Anne Penchyk will
have a chance to talk to the runners. Only by listening to what she
has to say can [he runners give themsebyes the option of getting
out of this mess, If the gamemaster decides to lef the runners ry
tes kill the mantids (and/or Menchyk). the Feds arrest the runners
immedlately when they arfive at the doss, If the mantics are st
alive, they escape via the astral plane: Penchyk, intent on keeping
her connection to the mantids a secret, does some fast talking and
convinoes the agents that she came to the doss in an attempt [o

salve Yeats s murder on her own

| exp0SING BUGS

TELL IT TO THEM STRAIGHT

A goungd from the hall cacches your attention & heartheas

later, the door blows In and armed men and women pour in 1o
cover the room while a famillar volee shouts, "Freeze! FBI
Leveral of the newcomers stare 1 open mouthed horror at the
two huge mantis spirit—or maybe they're horror-struck at the
sight of a respectable VI candidate in the same room with a pal
of insect spirits and a band ol shadoswrunners that they think mu

dered General Yeats, O Both, With politics invalved, who P o

SHHAHNDIUS OF THE LULNDEARILORLD




- DEAD RUN

liﬂDKS Promises o use  eveny means at my disposal” to et them ofF thi

s encounter is thi e wrap-up, Within seconds of the hook in return Far their ald fow
AEENTS ATl il el breaks [oose, and the runners will have to Meanwhlle, the remn AR eceral dEENLs hdave reacted o
nake a tough choice. Do they help a band of insect spirits that set the shock of Cohen’s transformation by opening fire on him
em up for a supposedly ereater good, shoot at every |:||_:.; in ittacking -all three spirdis or balling out of the doss The
Eght. or ball out and lose their only chance of getting their faces gamemaster decides which agents do what, but must make sure
off the "WANTED" posters all over town? that the battle Is ultimately decided v the runners. [f they lain

forces with Penchylk and the mantids, their intervention should

BEHIND THE ELENEE put Cohen In deep trouble; if they ball out, they leave behind a

i Redalel i | ke [fkea 3 PO | ah iy Hhaay i ¥
ISINS helr own resources (anc AN ARDYIMouSs “I-hl from the I _'l,l'“. that looks [iks d (055G For a I||| Wl PHEY TGy i
= .

i:..:--.'.'.: rment Loallolon the FR) ATeri managed o track ”'-"'"!",';" 141 F':"I-"-||.-'|i'-:-'1!- VP candidate to be frled bv Cohen and
aowwn Ranovan. [They know she am inged the tateful meet at the any allies he manages to call up. If nothing else. refusi 210 help
ara, and I!----.- have discovered rhe QCAClan of Her |'Il-:||'|'\".|=: H, Perr II\“I.I-' means that she will not it o Iill:'1.'l-| O reverse the S ITL
(s | W aderl 1eTalLY U oo o ke Llonavan indo ustocy but find alion s IIIIII“'-"‘ credrs the runners will sl = 'I-I,|:,'_|'| tar and

. AIEIe &5 » AL ACLIrE 3 [ W g 4
nuch more than they bargained for at the doss. Agents Cohen WIS a5t the assass| ol General Yeat

L P i i | E TAREICIS - ek ke i = Miay win Hhe - i e hm
o LY Ko e are leading a team with four other agents (use the It the mantl look like they Ay WwWin the battle belore the
=
: ; 3 s ners get a chance o join have a lew 6of Coben's Frlemde ehima
gen tarstics supplied in On the Run, p. 84). O'Rourke also Liners get a chance (o join in W ew of Coh friencls show
iy The € ' : 2 I )

T 1 . oeTE — % =T s 14 L e i I 5 i [l

145 a Force S alr elemental nearby 0 astral SPACE 1N CASe OF amy up. The Secret Hive has be tively searching for Yeat killer [
magical trowulsl since the moment of the general's death, and Cohen has ordered

T : ; } ] q atriors o mese! [in I Danevan's doss |
he FBI agents amrfve at the apartment bullding and head some of his compatriots to meet him at Donovan's doss In cas
L )

tralght for Donovan's doss, Characters who declare that they are the fixer turned out to be an unexpectedly powerful Cpponent
observing the security-camera display on the apartment's ~everal male true-form wasp spirits show up after Anne Penchyk
telecomm spot the agents [ust befare they kick the doors In: oth finishes her spiel; the number of spirits and the exact time of thels
CrISE, EVernyfone [N the apartment 15 (oo busy :""|"'|'.:-", an eve o irrival 1s up to the gamemaster. Statistics for the SlHFits A
[T ther to inotice anviiine else (] oy ”‘ll" SIS mMay Nave a I“:'|'." I'Iul:irll'l': from 4 o B I'irll"l'l 1
Lince the agents Bust in, chings set inters sting, Cohen |5 the ing an how powerful the gamemaster wants (o make them
last one 4 enter the doss, and the mantis spirits artack Bim the 'I".'-:.'l”l. Keep In mind that the runners should play a declslve role |
moment they see Rim. Cohen has no cholce but to Aght back in in the outcome of the .‘i=.‘_||| Lohben should e backed b by
the anly wiay that gbves him a chance of sursival—he revedls Him ROV Wwasp spints oo keep the mantids Fom winning Fams |
s2lF as a wasp spiric and uses his Ppowers against the manticls, This down, but not so many that the runners (or the mantids! welll be |
developrment should shock the runners and the rest of the Fecls overwhelmed.
into momentary immaobility; the only one not taken by SUrprise s If aclditional wasps show up. they will naht savadely and des [
Anne Penchyle. She immediately @rabs the nearest runner and perately to keep the runners and those with them from X IO
CH s enino the closest available cover gesturing to the orher the Secret Hive's existence, At this [roint, the FTAMemaster may
runners (o join her. When she has the runners’ attention. Penchvk tecicle o turn the battle into a glorious free-for-all, with O Rourke
reveals the true story behind Yeats's assassination—she and het anc the FBl agents, Donovan, the King's Crimson gangers and the

3 i L ETRIA e alonosidls thi mere (1R L | ¢ imiis wp
ITELTTL S SbeSs Killed [he feneral ecause they lound oul be was miantcs ighting al nEsicle the runme L Rourke will keep th

- B % . i . i
aciually a wasp spirtt and a member of a Universal Bratherhood runners from escaping If she can—she works lw the bool, and as |
affshool Krown as the Secret Fiwv far as she s concerned the runners are still criminals, | Pem Rl i

} e, T a VETEE i o w2} - " y . o i
% the Secrat | 1% 15 araciius wornitealing I .I'lllr NE W [ ¥ SOIMEore LIES NEr a LAl s wwosulcl | ks il |,|I||,'
1 ]

|.|'| s Al y - LI YOI ’ S e ie ol
(O eovernments and corporations Lo ohen alive and find out more about the ecret Hive but is will

L I TO S5 el ¥ } " T
LRI B St onomic Intuencs T‘ P mantics |||-.\_| T I”-:':- ! settle for hl””"-"l hi
4 = tle can range raue e thie st (il
rrieg] PR i eral & rrue ature Fom Iinformation e '\.'llll.Tl up in IThe bactle can | |||I.\_{ T ._|.'_||. LIT & arartment il Ing;
! ' - . i 1 1 i n | e & § |y 3 1 e yal 1 5 # AT L i
Lhicago, tnen arrandged with Anne Penchyll for a mantis spirit o wluding the empty elevator shaft and othe apartments, Both

; . | . e bues and the runiers can use the h 5 the fing
ger close enough 10 Yeats to eliminate him, The runners are the the bugs and the runner in use the hazards of the crumbling

I 410 1] T I 1 e TEL N For § ey o A+ N

cmpowerment Coalition’s plausible diversion: thelr arrest Ffar old building to their advantages. If the gamemaster can finish

i P I v, o F owl the r ] ST 16 7 3 ' .

redals 5 aeath was intenced o distract the Secret Hive's attention hings off with the place collapsing in flames. so much the bet

. T LT R g o o [P i ¢ Ff E « |
mom the real culprits, allowing the mantlds to contnue thein ter. As soon as Lohen dles, Penchyk will try to take off. She has
erhorts to destroy the Hive ol Ll I\.-".--_';Illll:,ll anod will lEave [ |ir.|-!|}'..=:| o thoge 1.‘.:”.'-"-”.". T8
| i i 1 - i = B :hlll-”" 1§

enchyk hinishes her story by asking for the runners” help in
Eilling Lohen, whom she identifies as a Hive operative. IF he sur

es this fight and tells his superiors what happened here, she Male Wasp Spirits (True Form)

Ays, the Empowerment Coalition will be exposad and s efforts B ) % | W s i R AFmo!
F lf. ! I'I.I q -Ir F Il 1 0 L | | "'l'.". E ;_| I

o destray the Hive will come o nothing, She apologizes [Ard

I (- =1 [ W " 1§ i - I LY i} . - % . -
| Y or Involving  the INMers  |ir TEHS 5 ASSASSINALGN and

=HADDIUES OF THE UNDERIVVORLD g[l |




NDNEAD RUIll

Intdathve: (Keaction | £} | s [[Reaction + A0 + 1LE In astral]
Threat/Professional Rating: F/d

Attacks: Skl = Eeaction, Damagi STRIMVY or as Mowvier
Fowers: Lohanced Senses (Smell), Paralvzing Touch, vYenom
Weaknesses: Reduced Senses (Siaht), Vulnerability (Insecticides)
MMote: e tAlIStlcs represent e DAyYsICAany  Manifest sl
Wbiern 1 astrad iy, all statistics are ecjuat (o the s t's Forci

WWALE SRS are WwWinaeo

DEBUGGING

[ Fummers Ball ool rather ehan 'Ii'.i-|:\.' !.I.'=|'.\.i-\. .;'.l! e

.-.'!.!-__ L) Kovurkeee il o send mst oof e FE &L N ) T ]

A RTLaR LY [ SOy Sl It A e e "-l..'l Gle o ||||' El..l!l'!'-_.'I el
lest the spiries duke i ot Faming the plavers that alcling Penckhvi

i W '] 1 ] T F =1
a1 her atlies Offers e thel est Chance o Clear theslr names

I3 I chiey =i COE TR T wall, ler them. Subsequent adventures
it involve the runners tracking down the agenis of the Secret
Hive | (e ones aof Clearine themselves 1% % [23 F [Ne il
onspiracy to the ULAS government. Linless thdt happens, how
ever, the anners will make permanent enemies of the Feos Daehio
suspect therm of murdering Years), the Empowesment
Coalition (the runners know tao dami much) and the Secret Hive
thee runners may reveal that Yeats was a wasp spiric. amd the Hive
can't rlsk that}. Also, the reward for the runners’ capture (IF any)
ake them prime targets for every bounty hunter in need of
quick credl
PICHING UP THE PIECES
It the munners hedp ight Cohen, Anne Penchylk will keep her

promise to ot them off the hook (assuming she survives the il
mactic Arefiaht), She will tell COFRourke-a carefully edited version
i hi ith, revealing the "fragedy” of Yeats s possession by a
waso spirit but leaving oul her pivotal role In Yeats's death as
wiegll as her connecton o the mantls spirits. She will also reveal
e exXIsience ol |||' HeCrel |'|ll il '-I '-._I': 2N s Cconnecrisn oIl
3 Rourke will b 12 e STory 1o Ner suf eriors in the FBIL who will

ar the runners of all suspicion in Yeats s death. The UCAS goy
ernment pins the blame for the assassination on Cohen, painting
a5 a lone gunman under the control of an insect spirit, A
s days later, Penchyll will #ive d tearful televised specch eula
gizing General Yeats and announcing her determination ta con
tinue the presiclential race 15 the candiclate tar the top siot, As
for a new vice-presidental candicate, Menchvk leaves the seleg
Clen up to the Kepublican Mational Comimities

Meanwhils the sovernment will guiethy investigate the

Secret Hive, appointing Measan O Bourke o head up the team
LY Bourke might well call on the runners for freelance help if she

i!a_-_;l_' 15 hey [elieve Fhat somie ol e .::|u,'li:'|' hawve been compro-
rrrised] by the Hive, Slowly but surely, the CAS SO Errment will
i-u-_;.: 1 ECY Focl Sul the vsect Inferators i [0S mricist

I !'I vk Aoes Aol sSUrdide . e runners can el e Ty S =g

| 7 [ I i
Ut of rroulFe IF rhesy chdn toe el O o ke alcur the Secred Hive

T Tl I T T A S s Fhie ] il e P Flely il s
| 1 1
L= ey LAl ] =11 WL 1 ||| 13l i & | i L& Wi
| i
(=T CLAITIINS that g 2 Kliiel 1 crwl i | I 1 T
RSN | 1% Yeal A 1 his FIT T F
1
0 [PEry i} i th i | |
an 1'eng rll LabArent a AN NN i |
([l 1} wothing about the Hi ] LITKHS | CTHH 1

events of Exposing Bugs o her superiors exactly as she
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with them in the uture iF they are w g, The runners will al
Zain the King s LrAmson gans as contadct
AWARDING KARM

Sowvard team Earma for the acdventure as shown befosw, Sward
inclividual Karma according o the standard rules (o, 15959 SR

LU TR T Y | 13

| hireat | 13

FEr [ e trut LE Yeal |

Infarmingg th LICAS SOVErTITEn T bkl

thee Secrer =i | st

] i1 it fhve trutl WO D AT oo | el
CAST OF SHADOWS

The following section describe OrEAMEATons  ana
impartant o Dead Run.

THE SECRET HIVE

Thee Seecrel Hive is a aplinter eroun of the now-disbance
Unlversal Brotherhood, L r deen-cov contaces within the
LICAS FOVENNTEN! Hhe Hive survived the government s Dwurss:
the Brotherhood just before the events that turned Chicago Into
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novweser, claim to have humanity's interescs at hean o win sun
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Dacking of Anne Menchyk

SCOTT COHEN

Lince a -|.-I"'-C al ANt Tor FE] with e viraAls il exper|

ence uncler his- b il LOEN recently DEcame a wictm of the Secret

Hive, A capable agent known for alwavs getting his man, |

LICAS with

ANy the Fesaed

WL
Marncied numercus cases or e Buread all owver ch

| i
consideralle stvle. which earnesd B sroimetions
" H

» COolleagues, He came o know and admire General Yeats dui

inz the general’s sting in the District of Columla, and agreed with

" F i | i
miany ol TEAls W EYNS - OO TN A, ana] FOveriment ol oy wuen

Years became a presicential candidate, Cohen was ane of the frst

I3 |:-||"q.!'.!|" o wote 1oF 1iim

Unfortunately for Cohen, the general wanted maore from him

[han his vote. Early on in his campaisn, Yeais a ANEEd A meatindg

with the arent to see | e w Hy o make a suitable hose for an nseet

sSpiric. strong-willed, capable and cood at his sensitive [ol, Cohen
.

meche an 10eal candidar S5hie Ty altesr che e efina., .c!l_ll-l_-:l'.'|-|.\. |

od Lohen and Invested hin

the Secret Hive abduct wWILH & wasp

spirit. The merge was excellent, and Special Agent Cohen

returned o his duties with no one the wiser, The only clue to his

transbor MAatlm 15 A& '-.::.'.|.| tenclen WODD IO |||;q 9SS And oocasional
h

froulle sleeping

Atiributes
B 4] 5 | W i E R

L] E} w '_ _|.; -._'l |_:- |:. I_I L '" 1 'I -I'i

A rmon

Initdative: 17{27) - 106

borce: 5

Threat/Professlonal Rating: 4/4
Cvberware: Radio, Smartlink Level 2

Skills: Armed Combat 5, Car 3, Etiguette (Corporate)] 3, | fiuette

Csover ment) Etiquette (Street) 7. Firearms 5, Unarmed

Combar &

Gear: Browning Max-Fower [Heavy Pistol. 10 {clip). SA. 9M]

Linec) Lasat

MEAGAN O'ROURKE
L the major NMCs tha

runnmers will meet In this adventure,

LY " "I F & s
-.|||"'..' |'.-'1|l:_'||'."l.'_! |:'I'II:_'|-\.I' 15 WAl she LAeEars iy g I'||_-'\-||||-||'

cdrned a Iasier 5 I|-|".'I|-'-: In Ll Sclences rom (s CH Lo

LI versity '--i.:|!'-..|||-.: oF a4 Hime uncer |~\._-.:'-i|--.--. i = LUl ey |'!---,|-,|. n
s

A Rter

decided o apply her talents o detective
1

tial-candidate Rozilyn Hermnandesz aracduation, O Rourke

weoarle anel AW ENRorOE
ment and attended the FBI iraining Acacemy’ at Luantloo, viost o

e '-."'.l"ll': wWITH the Bure AL I||I_I- lar Iias Overt m =d [ Al M ESrEa

fon anc arens Intellisent and capable he has earnedd con

siderable praise from her sUperiors at the Bureay
.
A dynamic woman with an Irish temper, Meagan is all busi

ness on the job and expects the same Fom the cple she works

with. Bhe and Cohen have e partners for the past vear, They

seemed to hit it off initally, but Meagan is a bit disappointed that

they haven't become be ther Iteenols since, She s unaware that et

y
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pariner Is possessed by an insect spirt and has no cause to sus
pect him of any wrongdoing, However, the chance that Meagan
might somehow penetrate Cohen's masking and discover his true

nature has made him cautious around e

Atiributes

By 3
Oulckness- 4
Strength: 3
Charisma: 5
Intelligence: &
Wwillpower: 5
Ecserce; 5
Reactlon: 5

Magic: o (8)

Skills
Conjuring; &
I"Il.|l-".':'lll_:.-[ I
Etiguette {Covernment): d
[I.I||l.i4'5‘.-" Srreet) &
Firearms: 5
"!tL'I!-.l_q._1r|:>|| i
Magical Theory: 4
SOFCEe s &

Linarmed Combat: 3

Inltiative: 5 & | D6
Threat/Professional Rating: 4/3
Inkate Grade: |

Cvberware
Datajach

Display Link
Data Management SPU

Headware Mermar v (50 ."'-.-'|| 1]

Gear
Brawning Max-Powwer [He poy PMiscol. 10 (clip). SA . 9]
g X 1 | ] VIsiC LCHEl 34, W) H
L ealth
FBI Identificaticn Heal: 4
: g Lot
Lire LAl I"lln-. Erve: 5

Pocket-size 2 way radio w/iearplug uni

.- . i !"r'\.'ll-““."'.'. -':-'
fortable phone wiearplug unit

i
simall erystal ball (reusable clalpvos “& et
11 i dlfviyvance fetish) in
usion

Carved ash wand (health spell fetis) . ;
_Arved] ag Fues: el ehsh and Fatne 4 Health Spell Foous! il
i [ ' Imiprosved [Invisibility: 4

ailver and garnet ring (Rating 2 Power Focus)
Manipulation
Bind: 5

Light: 3

Spelis
Combai

Redirect: 5

Maao I TEfG e 4
Sleep: 4 lagic Fingers: 3

';}I.'l l l":

Munderclap: &
Detection I
"1'|". ral Can LA
tral Senso: 3 : ish re
fetish required
Lidimvoyance: 4°

Mind Probe: 4
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ANNE PENCHYK

Anne Penchyk bas bullt her career and her life on not taking
no ™ o an answer, When she soblinlzed unexpectedly In her twen
tles, she refused o accep! the disdain of her lormer friends and col
eagues, refused w belleve that her once-promising career in mar
keting and advertising was over, and refused to believe thar her
metamorphosis had changed her self-worth, Instead, she ploked
herself up and began all over again, moving back to her native
Miclwest and starting up her own marketing-consulting firm

While bullding her new busingess, Anne also Decame active in

local politics as a spokesworman for metahuman rights, She donal

SHADODOIUS OF THE UnNoDpeERMORLD gll
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ed hundreds of hours of time (o political candidates and causes

that she saw as Denefiting (he metahuman community  and
became very outspoken on the lssue of metahuman rights. Her ad
campalgns put several state officials In the Midwest into office,
and her business practices reflected her ethical stance on egualicy
for metahumans. To continue using her Hrm, several of her clients
eventually changed their company policies to be more metahu
rman-friendly.

Penchyl’s activism eventually led her (o run for office. She
served several terms as a LICAS Representative for the state of
Wisconsin, becoming a strong voice in Congress for comprehen
sivee metahuman rights, The debate over greateér integration of
metahumans intoe the UCAS military led Anne (o meet often with
Ceeneral Franklin Yeats, a human who sympathized with her cause
The two became good ends, and when Yeats chose to throw his
hat in the ring for the presidental race, he tapped Anne Penchyk
as his muinning mate

Following the events of Casualties of War, Anne Pepchyk
has become more concerned with helping out the Empowerment
Coalition than with General Years's political agenda. Some people
around her areg noticing that she has become colel and distant, and

many are chalking it up o the straln of the campalgn. Though

Penchyk remains her own person, she s becoming more and
more deeply enmeshed in the Empowerment Coalition s mysten

ous plans

Attributes
Body: &
Quickness: 3
Strensth: 4
Charisma; 4
Intelligence; 4
Willpower: 4
Essence: 5

Reaction: 3

Initiative: 4 « DG
Threat/Professional Rating: .

Lo

Skills
AScministration: 4
Car: 2

Etlquette (Corporate): &
Eflguette (Media): 4
Etiquette (Politlcal): &
Leadership (Political): 4
Marketing: 8
Meaatiation: G

Cyberware
Chipjack
Datajack
Display Link
Headware Memory (50 Mp)

———— .
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DEAD BuUun

EVE DONOVAN

fall and athletic, Eve Donovan shows few signs of the rough
ife she has led, Her midnight-bBlack hair s cropped short and I'|-|_~|
eyes are a natural deep blue. Everything about Donovan speaks of
a cultured upbringing, a testament to her carefully tallored facade

Born in Switzerland prior to the worldwide wave of goblin-
ization, Donovan was raised in a Europe that rarely saw peace
Orphaned ar ten when her parents were crushed to death by a
mob, she grew up an the streets of Bern and Stuttgart, honing he
bocly and mind to razor sharpness. Scenting greater opportunity
in the New Warld than in the Old, Donovan moved to Seactle In
her early twenties and set up shop in the shadows, Within a short
tme, she had built a reputation as one of the ciry's best fixers.

During & run in Aztlan almost ten years ago, Eve was nearly
killed while riding in a helicopter struck by a heat-seeking missile.
A long-owed corporate debt bought her rejuvenation In Seattle’s
blackest cybershops, including full cyber replacements for her lefi
arm and leg. The cyberdimbs have no enhancements because
Donovan refuses (o use them

LDonovan wasted no time getting back on the horse and has
palistakingly rebullt her reputation as one of the best fixers in the
biz. Donovan is all business during a run, but not 1o the detriment
of the job, She pushes runners working for her to perform flaw
lessly. but asks nothing of them that she does not ask of herself
first. Some of her associates call Donovan a “chrome-hearted
bitch, but that is not the case. Donovan s extremely loval to her

current emplover and the runners working with her.

Attributes Cyberware

Body: 3 Blood Filtration (3)
Cyberarm, Left (Delta)
Cyberleg, Left {Delta)

Cluickness; 4
Strenath: £
Charisma; 6 Datajacl
Intelllgence: 5 Datasof Link

Willpower: 5 Display Link

cssence: 0.5 Telephone
reaction: 4 Skl safts
|Apanese; 3
Skills Spanish: 3
Armesd Combar: 3
Car: 3

Etiquette (Corporatel: 5
Etiquette (Street): &
Firearms: 4

Megatiation: &

Unarmed Combar: 3
vectored Thrust Vehlcles; 2
Winged Manes: 3

Initlative: 4 + DG
Threat/Professional Rating: 3/3

Gear
In this adventure, Donovan is on the run. She wears an Armaoi
lacker and carries a Colt Manhunter, plus any minor gear
with which the samemaster wishes o equip her Bammens

Ricteout
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'S FIGHT BACK OR GET OUT OF THE WAY!
“Once upon a time the shadows were home |

ground, y'know? If you belonged there, you knew what ;

- was what and you liked it that way. If you didn’t belong,
: ‘ you got out fast—or you got hurt. Bad. Folks like me,
we knew what to do, where to go, and where not to
poke your nose. But all that's changed now.
“It's the fraggin' election, that's what it [s.
Everybody wants the Big Chalr, and all that jockeying
__ for power has brought everybody out of the
b woodwork. All looking for their piece
of the datastore, know what |
mean? And they'll do anything
" they can to get it. It's a fraggin' .
war zone In the shadows now. We've
got Humanis stirring up riots among metahumans, freaks
.+ who think Dunkelzahn' s the Second Coming and want to elect him at
; gunpnlnt the Feds tracking an assassin through the streets of the
. Barrens ... I'm telling vou, it's getting crazy out here,
Ilunners like me, we've got a cholce—fight back or get out of the way.
Because anyone In the way is expendable.”

- Shadows of the Underworld is a collection of five Shadowrun adventures,
set against the chaos of the United Canadian and American States Presidential €lection
of 2057. The' rlinners get entangled with everything from political agents to fanatical
_cults, from a gun fight on the top of New York City's most famous building to the secret
" world of Qakland's metahuman underground. Shadows of the

Underworld is intended for gamemasters and players of all qusq
~ experience levels. For use with Shadowrun, . | [eemronarion
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