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A Fork in Fate’s Path 

 
A runner’s gotta do what a runner has to do. Or does s/he? For once, you get a choice of two different 
runs. Time limits your choice to one or the other, but not both. But remember chummer that looks can be 
deceiving, and that all that glitters is not gold--like the hyper velocity gel round of an angry Lone Star 
Cop, just as an example… 
 
A Fork in Fate’s Path is intended as an introduction/demonstration game for the Shadowrun game system and 
the Shadowrun Missions campaign setting in particular. It may also be used for players and characters of all 
experience levels. For use with Shadowrun, Third Edition ™ 
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A Deal You Can’t Refuse 
 

The party was just how Rolando pictured it – 
beautiful people, beautiful clothes, and beautiful table 
settings. The conversation, however, was quite boring. 
Rolando moved about the room, Betty and Betsy, his two 
female ork bodyguards, trailing close behind. They were 
ecstatic about coming to the party, and both had gone out 
and purchased new Heracles matching designer cocktail 
dresses. Both dresses were fitted for their over large 
frames, and had a little extra sway here and there that 
helped to conceal their weapons holstered on their upper 
thighs. Rolando sighed again as he listened in on another 
boring conversation about the latest terrorist attacks 
against DocWagon. It was clear to Rolando that the 
attacks were not the work of terrorists, but the start of 
some kind of shadow war being waged against the 
medical conglomerate. Rolando was sure there would be 
opportunities for him in the future, as soon as the conflict 
reached critical mass – eventually DocWagon would have 
to respond without drawing the public’s notice, and that 
meant using shadowrunners. 

Rolando paused as a waiter passed by with a tray of 
champagne flutes. Taking one of the slender glasses from 
the tray, he dismissed the waiter with a wave of his hand 
as if he was an afterthought. But then something caught 
his attention – a new topic of conversation had started, but 
he couldn’t see what was going on; everyone seemed to 
be focused on someone or some thing in the middle of the 
throng, but from his vantage point, Rolando couldn’t see 
the center of attention. Throwing etiquette and caution to 
wind, Rolando handed his glass behind him for Betty to 
take, and began to concentrate. After a moment, his body 
began to rise slowly, his arms slightly spread from his 
sides. The higher vantage point allowed him to see what 
was going on – there appeared to be an elf, albeit very 
short, standing in the center of a ring of people. He was 
signing autographs while simultaneously answering 
questions. Rolando knew instantly who the elf was – the 
short frame and larger than normal elfish ears helped 
identify the man as Kevin Kirkpatrick. Kirkpatrick was 
the owner and main producer for HotSpot 
Communications, a small trideo film firm here in Seattle. 
They produced a lot of the local trideo shows such as Eye 
on Seattle, Good Morning, Seattle, and Puget Sound 
Nightlife . Rolando, of course, had dreams of appearing in 
a trideo feature, especially a remake of the original 
gangster films from the late 20th and early 21st centuries. 

Rolando lowered himself back to the ground and 
motioned for his “girls” to watch his back as he pushed 
his way forward into the small crowd around Kirkpatrick. 
Eventually, he was part of the “inner circle,” and learned 
that the trideo mogul was launching a new project which 
he hoped would skyrocket in the ratings – earning him 
millions of cred and reputation in the process. His project 
was a new reality based program that would feature those 
elusive individuals known as shadowrunners. Some 
people romanticized the role these shadowy figures 
played in the struggles of the streets, and they were often 
blamed for the attacks and damage against both 
government and corporate entities. They were seen on the 
reality cop shows from time to time – almost like a “super 
gang.” Kirkpatrick hoped that the show, RealRunners!, 
would show more of the behind the scenes aspects from 
the runners point of view, and find out if they are the 
“Robin Hoods” of the day as many believe, or just scum 
and “public enemy #1” as others did. 

 
While talking to the small group, Kirkpatrick noticed 

one of the men making subdued movements with his 
hands. He shifted his perceptions slightly, noticing the 
swirling energies of the astral gathering about the strange 
Italian looking gentleman. The man wove the energies 
about the small group, causing them to continue to see 
and hear Kirkpatrick drone on about whatever their minds 
wanted to hear as he guided Kevin through the crowd to a 
remote corner. Kirkpatrick was intrigued – he was, after 
all, no stranger to magic. A “spike baby,” born as an elf 
during the early 1990s, he had endured ridicule and 
prejudice about his large, floppy pointed ears and his 
strange mannerisms. When magic returned to the world, 
he was able to embrace it, and could perform small 
prestidigitations himself. Large mental illusions of the 
type the man had just performed, however, were out of his 
range. What was also a surprise was when Rolando, as the 
man with the olive skin and tacky gold chains had 
introduced himself, proposed that they become partners in 
his new venture. It seemed that Rolando not only wished 
to invest funds into making the show, hoping for profits 
on the back end, but styled himself as something called a 
“fixer,” someone who evidently arranged connecting the 
shadowrunners with those that wished to hire them. 
Rolando said that he knew just who to contact… 
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A Fork in Fate’s Path 
 

Dr. Hamilton walked into the research lab to check 
on Finger’s progress. “How is the new sonic disruptor 
coming along?”  

Finger turned away from the prototype weapon 
laying on the workbench in front of him. “Ah, Dr. 
Hamilton, I have heard some disturbing things about our 
weapons testing program here in Seattle. Is it true that you 
have been using the initial production run of the new 
Ravener submachine guns on homeless people in the 
Barrens??”  

Hamilton scowled, “Our field trials are none of your 
concern – I believe the question I asked you dealt with 
your progress on the sonic rifle!”  

Finger pursed his lips and responded in a low voice, 
“The SCREECH will be ready soon – I’ve solved the 
power problem by modifying the power coupling to the 
battery unit. The emitter should have enough power from 
a standard MK-III battery for over a dozen uses. I just 
need to clean up the wave pulse regulator.”  

“Excellent – I’ll inform my superiors that work is 
progressing as scheduled. Remember, we’re paying you a 
substantial rate for your services, not your politics – finish 
the prototype and get it to testing, we need to debut it to 
the Defense Department on the 15th.”  

And with that, Hamilton turned and left the room. 
 
“I’m worried about the completion of the SCREECH 

program. Our lead engineer, that freelancer that you 
brought in, seems to have had an attack of consciousness 
concerning our testing procedures.” Hamilton stood 
before the large oak desk of his supervisor, Dr. 
Murakami, and endured the old man’s stare.  

“I suggest you take matters to ensure that he does 
finish, and on time. Find the motivation.”  

“Yes sir,” responded Hamilton, but he had no idea 
how to proceed – he would have to find something that he 
could use to blackmail or otherwise convince their top 
weapons designer to finish the project. 

 
It only took a few short days to find the answer Dr. 

Hamilton was looking for. It was amazing how much 
information one could discover by hiring outside 
operatives to shadow a subject and otherwise dig up his 
past.  

With Murakami’s blessing, however, the funds for 
these “black ops” had been approved, and three days later, 
he had the answer.  

Jessica Ravenwing had been found residing in a 
halfway house in the sprawl. The paths had led to her – it 
was only a matter of time before they confirmed that she 
was the daughter of their rebellious engineer. There 
would be no mistake – a team of professionals were 
contracted with the kidnapping of the girl. Known as The 
Eliminators, they would pick up the girl from the home 
and keep her somewhere safely “on ice” until “Finger” 
finished his project. Hamilton was sure that this would 
motivate the man to complete his modifications on the 
sonic rifle. After that, well, perhaps they were both 
expendable… 
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INTRODUCTION 
A Fork in Fate’s Path is a Shadowrun Missions campaign 
adventure that serves as an introduction to the campaign 
setting. This is only the adventure portion of A Fork in 
Fate’s Path – the maps, player handouts, sample 
characters, and other playing aids are included in SRM00-
04B, A Fork in Fate’s Path Playing Aids. 
 

Preparing the Adventures 
A Fork in Fate’s Path is intended for use with 

Shadowrun, Third Edition, and all character and rules 
information refers to the third edition of the Shadowrun 
rules. The Shadowrun Gamemaster Screen is a 
recommended resource, since it contains all of the 
necessary tables organized for easy reference and is 
accompanied by the Critters book, which provides more 
detailed information on the abilities of various paranormal 
creatures and spirits. Also, Mr. Johnson’s Little Black 
Book  contains quick resolution rules for matrix runs and 
vehicle combat, as well as rules for reputation. 

Other books that gamemasters may find useful in 
running the adventure including the following: 

• Magic in the Shadows, which presents advanced 
magic rules for Shadowrun . A number of the encounters 
in this scenario involve powerful magic, so these rules 
may be useful. 

• New Seattle provides an overview of the Seattle 
Metroplex during the 2060s, including the downtown area 
where this scenario takes place. Gamemasters may find 
this a useful reference for background information on this 
area. 

• The Sprawl Survival Guide contains valuable 
background information about daily life in the 2060s, as 
well as information about service drones, of which one is 
featured in this adventure. 

Gamemasters may also want access to the other 
advanced rulebooks of Shadowrun: Man & Machine 
(cyberware, bioware and other implants), Matrix (decking 
and computers), Rigger 3 (vehicles and drones) and 
Cannon Companion  (weapons and gear). These books are 
useful, but not necessary, for running A Fork in Fate’s 
Path once you are familiar with any gear or abilities 
which are used within this adventure. 
 

Adventure Structure 
A Fork in Fate’s Path consists of several scenarios, 

or encounters. Some of these scenarios form the basis of 
the adventure, which should be completed in 
approximately two hours. If you are running short on 
time, you should streamline each scenario and be a little 
more generous with clues, target numbers, and other 
requirements to aid in guiding the players through the 
adventure. 

Each scenario outlines the most likely sequence of 
events, as well as how to handle unexpected twists and 
turns that inevitably crop up. Each one contains the 
following subsections, providing gamemasters with all the 
information necessary to run it. 

What’s up, chummer?  provides a quick synopsis of 
the scenario’s action, allowing you to get a feel for the 
encounter at a glance. 

Tell it to them straight is generally written to be read 
out loud to the players, describing what their characters 
experience upon entering the scenario. You should feel 
free to modify the narrative as much as desired to suit the 
group and the situation, since the characters may arrive at 
the scenario by different means or under different 
circumstances than the text assumes. 

Hooks describes the mood and helps set the stage for 
the encounter, pointing out different “staging tips” for the 
gamemaster to help make the scene come alive for the 
players. It also points out different plot twists or hidden 
things in the encounter the character might not notice 
right away. 

Behind the scenes covers the bulk of the scenario, 
describing what’s happening, what the non-player 
characters are doing, how they will react to the player 
characters’ actions and so forth. It also covers s the setting 
of the  encounter, going over environmental conditions 
and other properties of the location as well as providing 
any necessary maps, descriptions of important items, and 
so on. 

Pushing the envelope looks at ways to make the 
encounter more challenging for experienced or powerful 
characters and other ways you can add some “extra spice” 
to the scenario to liven it up, if need be. 

Debugging  offers solutions to potential problems that 
may crop up during the encounter. While it’s impossible 
to foresee everything that a group of player characters 
might do, this section tries to anticipate any major 
problems and offer suggestions for dealing with them. 
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Gamemastering the Adventure 
Gamemastering is more of an art than a science, and 

every gamemaster does things a bit differently. Follow 
your own personal style when it comes to preparing and 
running the adventure and do whatever you feel is best to 
provide the best Shadowrun game you can for your 
players. Most Shadowrun Missions adventures are 
designed to run in a standard four to five hour convention 
time slot. A Fork in Fate’s Path  has been written to run in 
as little as two hours if need be, to allow you to spend 
some time explaining the game rules and universe to new 
players. As you will see, optional scenarios have been 
added to allow for longer playing times for those that do 
not need this initial instruction. Please keep this in mind 
when running the adventure. You should leave at least 15-
20 minutes at the end of the time slot to complete any 
necessary paperwork and pass out the players’ 
“Debriefing Logs” (see below). This section offers some 
guidelines you may find useful in preparing to run A Fork 
in Fate’s Path (or any Shadowrun Missions adventure). 
 

Step One: Read The Adventure 
Carefully read the adventure from beginning to end. 

In the case of a multi-part adventure, you may want to 
read all the parts from start to finish before you run the 
first part. This gives you a complete overview of the 
whole series and how events in the early adventures flow 
in to the later ones on up to the finale. Get a feel for the 
overall plot and what happens in each adventure. That 
way, if something different happens, you won’t be caught 
off guard and you can adapt things smoothly. 
 

Step Two: Take Notes 
Take notes for yourself while reading through the 

adventure that you can refer to later on. Possible things to 
note include: major plot points (so you can see them all at 
a glace), the names of various non-player characters, 
possible problems you notice, situations where you think 
a particular character can shine and other things you’ll 
want to keep in mind while running the adventure. 
 

Step Three: Know The Characters 
Prior to the start of the adventure, examine the 

characters’ record sheets and Debriefing Logs for your 
reference and have basic information about their 

important abilities handy so you can refer to it during 
play. Also go over the characters and keep their previous 
events listed on the Debriefing Logs in mind when 
determining non-player character actions in various 
scenarios if such a dynamic has been included. 
 

Step Four: Don’t Panic! 
Gamemastering involves juggling a lot of different 

things. Sometimes you drop the ball and forget something 
or you just make a mistake. It happens, don’t worry about 
it. Nobody is perfect all of the time and everybody makes 
mistakes. Just pick up from there and move on. Your 
players will understand and forget about it once you get 
back into the action. 
 

General Adventure Rules 
Shadowrun Missions adventures use the rules 

presented in Shadowrun, Third Edition (SR3)  and various 
sourcebooks for the game. In addition, there are some 
“house rules” which the campaign uses to govern various 
aspects of the game, accounting for character 
advancement, and metagaming activities. Standard rules 
such as success tests, the Rules of One and Six, 
Perception Tests, Negotiation Tests and other common 
mechanics are described in SR3 and are not repeated in 
this adventure. Special rules regarding the Shadowrun 
Missions campaign can be found online and downloaded 
for your convenience. 
 

Non-Player Characters 
Non-player characters (NPCs) are essential to any 

adventure. They are the allies, antagonists and 
background characters in the adventure that interact with 
the player characters. NPCs in this adventure have already 
been created and can be found in the Cast of Shadows 
section. 

The NPCs in this adventure should generally stand up 
to the average player character, but may need some 
adjustment to suit a particular group of characters, 
especially a more experienced and powerful group. The 
scenarios and NPC descriptions offer tips on adjusting the 
NPCs to suit the abilities of the characters in your group. 
Take the player characters’ abilities into consideration 
when assessing the NPCs in this adventure and modify 
them accordingly. 
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All NPCs are given Karma Pool (p. 246, SR3) and 
Professional Rating (p. 248, SR3) to help level them out 
against player characters. Note that some NPCs may have 
a variable Karma Pool or other attributes or abilities based 
on the composition of the team. 
 

Campaign Background 
A Fork in Fate’s Path is intended to be one of the 

first adventures that is played by new players coming into 
the campaign. Hopefully, they have also played SRM00-
01 Mission Briefing, SRM00-02 Demolition Run, and/or 
SRM00-03 FORCEd RECON  prior to this . This adventure 
sees the return of Rolando from the first adventure, who 
will set up the runners for his own gain – alternatively, 
they can decide to cross Rolando and accept a different 
mission from another fixer, one that is more reputable and 
offers a more traditional shadowrun. It is up to the 
characters to decide which path they will take. . 
 

Campaign Synopsis 
Shadowrun Missions allows players in remote areas 

as well as those that participate in convention events to be 
part of a world wide Shadowrun campaign setting. Each 
player can use their character in any approved Shadowrun 
Missions adventure and earn karma and nuyen, just as if 
they were participating in a “home game”. The campaign 
runs on a two year story arc, which will also include 
various sub-plots and other story lines on a limited basis. 
While it is not important that a character participate in 
every single adventure, an attempt should be made to play 
them in chronological order. At the conclusion of each 
adventure, the character receives a “Debriefing Log” 
which outlines the actions that were taken by the 
character – some of these actions and their consequences 
are included in future adventures to create a more vibrant 
setting where a character can affect future results. 

A Fork in Fate’s Path is the fourth of five adventures 
which will give new characters an introduction to the 
Shadowrun Missions campaign and the Shadowrun 
universe in general. These five scenarios are not included 
in the main timeline of the campaign setting, and 
therefore can be played at any time. At the conclusion of 
A Fork in Fate’s Path, most players should have a general 
understanding of the Shadowrun universe and rules 
system, and their characters should have the basic tools 
and contacts necessary to enter the shadows. 
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A FORK IN FATE’S PATH 
 
 

PLOT SYNOPSIS 
Rolando-You know him, you love him. If you played or 

ran Mission Briefing you probably wanted to shoot him. He’s 
got a sweet deal (for him) that involves major media exposure 
to the characters if they succeed, though on the surface it pays 
quite well. 

He’s arranged a deal with HotSpot Communications to 
have the characters go through and test the course of a new 
reality TV show called RealRunners! It will be a dungeon-
esque crawl that involves something very, very nasty at the 
end of it. They need to kill everything on the set if they want 
to get paid in the end. 

Finally, (if they survive) they have a chance to learn that 
Rolando plans to sell their images and experiences as the first 
episode of the show. He’s getting a million, and the SINless 
shadowrunners have no legal recourse about it. No legal 
recourse that is -but perhaps a more violent one might get 
interesting results. 

 
On the other hand, shortly after they get the first offer 

from Rolando, they get a second offer from “Joey”, a former 
rigger-turned-fixer. The pay is a lot less, but it’s a lot more 
like a real shadow run, and in the end might end up giving 
them a rarer reward. 

Finger, a highly watched contract employee for Ares 
Macrotechnology, wants his daughter rescued. He has recently 
expressed some…dissatisfaction with his employer’s method 
of doing things, so his Director ordered that his daughter be 
placed under ‘protective custody’ in case Finger got any ideas. 
Finger could easily get out himself, but he’s very worried 
about his daughter, and wants to hire the runners to get her out 
of harm’s way when he makes his move. 

If they rescue her (no easy task, but not one that will get 
them plastered all over the Trid screens), they will have the 
gratitude of one very talented weapons specialist. 
 
 

RUNNING THE ADVENTURE 
The adventure is written with the intent of challenging, 

but not overwhelming, new Shadowrun  players. The basic 
main fields of expertise – combat, negotiation, magic, rigging 
and the Matrix – are all covered to some degree. 

Because Shadowrun Missions covers a wide range of 
players, there is a good chance of having teams lacking in 
some of those areas of expertise. You should take this into 
account when running A Fork in Fate’s Path, and avoid 
situations where a group may be lacking. This game is aimed 
at shadowrunners just starting out in their careers and it would 
be overly cruel to destroy them at such an early stage. 
 
 

A Choice Is Made 
 

What’s up, chummer? 
The opening scenario, of course. This adventure is a little 

different, however, because it sets the stage for having the 
runners actually choose which shadowrun they would like to 
accomplish, based on their needs and desires. The first run is 
offered by Rolando, a fixer that does not have quite the 
reputation of most in the sprawl. He got his start mostly 
through “family” connections, and to this day will handle the 
more disreputable jobs in the shadows of Seattle. His ego is 
only exceeded by his greed for money and power. The Cast of 
Characters has a more detailed breakdown of Rolando. 

Rolando’s mission is simple – meet with the Johnson and 
help him test out the security systems on a new facility he has 
built. Simple job, neh? Well, this “new facility” is actually a 
warehouse that has been converted to a sound stage – a place 
where trideo shows are made. This one happens to be called 
“Real Runners!” and Rolando has bought in as one of the 
major investors of the show, which showcases shadowrunners 
doing all their dirty deeds for the public eye. The Good Karma 
earned for this run is small, but is offset by the financial 
arrangements offered by Rolando and the Johnson. However, 
money is not everything – the runners could end up with their 
careers all but ruined as they find themselves recognized 
across the sprawl. 

This is followed up by a call from Joey, a more reputable 
fixer and one known for fair dealings. She has a job that 
requires some top talent to locate and rescue the daughter of 
one of her friends. The friend is an “independent contractor” 
for hire that is currently working for Ares Macrotechnology. 
In order to ensure his compliance and cooperation in the 
development of some new weapons technology, Ares has 
learned of his ties to a young teenage girl who happens to be 
his only daughter – they have secured the services of another 
shadowrunner team to extract the daughter and place her “on 
ice” until the project is finished. This mission does not pay as 
much, but the intrinsic rewards are much higher. Of course, 
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this means turning down their previous agreement with 
Rolando as well, which may damage their reps. 

Either way, fate is fickle, and the characters must decide 
how to split their deck – honor the original job and take the 
cash and run, or duck out and do the more “noble” job for less 
money. The decision is theirs… 

Start by asking the players if their characters played 
Mission Briefing (SRM00-01). If so, they need to show you 
their Mission Log Sheets for that adventure. Check to see if 
they gained Rolando as a contact. Then, either split the group 
up, or take the majority, and pick the most suitable beginning 
below. 
 
 

Tell it to them straight 
Option 1: Runners have not played Mission Briefing and 
do not know who Rolando is: 

It’s just another day in Seattle, a light mist, but not too 
much acid. The smell of the new wonderful Tuna Taco soy 
sauce wafts in from the local Stuffer Shack, to the point that it 
now permeates the clothing of everyone who goes in the 
stores. Random gunfire erupts into the night, followed by the 
scream of Lone Star sirens in the distance. 

In that wonderful contemplative time, you get a phone 
call. You hope it is one of your fixers – one with the promise 
of work…but you know, deep down, that it isn’t. You hear 
someone with a thick Mediterranean accent on the other end 
of the line: 

“Hello Chummer. My name is Rolando! How’s it 
hanging? Listen- I’ve been checking around, and my sources 
keep leading to you. I’ve got a job that’s right up your alley. It 
pays 10,000, 1,000 up front, no questions asked. Here’s the 
catch, the job is in 2 hours. Bring your gear—your heavy 
gear.” 
 
Option 2: Runners played Mission Briefing and do not 
have Rolando as a contact: 

It’s just another day in Seattle, a light mist, but not too 
much acid. The smell of the new wonderful Tuna Taco soy 
sauce wafts in from the local Stuffer Shack, to the point that it 
now permeates the clothing of everyone who goes in the 
stores. Random gunfire erupts into the night as the scream of 
Lone Star sirens chases down the offender. 

In that wonderful contemplative time, you get a phone 
call. You hope it is one of your fixers – one with the promise 
of work…but you know, deep down, that it isn’t. 

“Hello Chummer. It’s me, Rolando! How’s it hanging? 
Listen-I’ve had time to think things over, and I understand that 
you and your team were just doing your job. No hard feelings, 

eh, chummer? Great – I’ve been checking around, and my 
sources keep leading to you. I’ve got a job that’s right up your 
alley. It pays 10,000, 1,000 up front, no questions asked. 
Here’s the catch, the job is in 2 hours. Bring your gear—your 
heavy gear.” 
 
Option 3: Runners played Mission Briefing and have 
Rolando as a contact: 

It’s just another day in Seattle, a light mist, but not too 
much acid. The smell of the new wonderful Tuna Taco soy 
sauce wafts in from the local Stuffer Shack, to the point that it 
now permeates the clothing of everyone who goes in the 
stores. Random gunfire erupts into the night as the scream of 
Lone Star sirens chases down the offender. 

In that wonderful contemplative time, you get a phone 
call. You hope it is one of your fixers – one with the promise 
of work…but you know, deep down, that it isn’t. 

“Hello Chummer. It’s me, Rolando! How’s it hanging? 
Listen- I’ve got a job that’s right up your alley and I thought 
of you first! It pays 10,000, 1,000 up front, no questions 
asked. Here’s the catch, the job is in 2 hours. Bring your 
gear—your heavy gear.” 
 

Behind the scenes 
If pressed for information, Roland will concede the 

following, “I’ve got a client who wants to test out his new 
facility. He wants to make sure that it has the best security that 
security can offer. So he wants to test it against a real team of 
Shadowrunners to make sure that the thing works properly.” 

He won’t reveal any more information than that. He is 
open to a limited amount of negotiation. For each net success, 
the Johnson will pay an additional 1,000 nuyen up front, to a 
limit of 5,000 total (half the full amount). The Johnson will 
not renegotiate the overall fee – it will remain 10,000 nuyen 
per person. 

At this point, Rolando will tell them to meet their Johnson 
down at the southern end of the dock district and the runners 
should then head to the meeting.  Pick a character and follow 
one of the passages below: 

If the character played Mission Briefing: 
Your phone rings again, it is a sing-song voice of a 

female. “Hoi chummer. This is Joey, remember? From the 
pavilion?? I know it’s been a while since we talked, but I’ve 
got a job for you. It doesn’t pay much, but I’d really 
appreciate it. I need a rescue job-straight up snatch and grab. 
The client can only pay 2,000 for each of you, and only 500 of 
that up front. If you’re interested, meet me at Pier 37 tonight.” 
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If the character did not play Mission Briefing: 
Your phone rings again, it is a sing-song voice of a 

female. “Hey chummer. You don’t know me, but I was given 
your contact info by a mutual friend – the name’s Joey, and if 
you’re interested, I’ve got a job for you. It doesn’t pay much, 
but I’d really appreciate it – my sources tell me that you’re the 
type that helps out the underdog. I need a rescue job-straight 
up snatch and grab. The client can only pay 2,000 for each of 
you, and only 500 of that up front. If you’re interested, meet 
me at Pier 37 tonight, in about 20 minutes.” 

 
An important thing to note here-the characters may 

choose one, and only one job. In essence, this adventure 
contains two entirely separate adventures within one. Both 
might lead to eventual long-term benefits and problems. You 
should let them make the choice, but once they do, the other 
should become unavailable to them. 

The method of choosing is simply majority. Whichever 
group wants to go on the adventure wins. In the event of a tie, 
add the Total Karma earned on each side voting, and have the 
group move with that adventure. Do not try to run both 
adventures simultaneously at the same table. 

 
If a split in the party occurs, but they end up favoring 

Rolando’s job, Joey will call them and apologize; “Sorry-you 
took too long getting back to me. Thanks anyway, maybe we 
can work together another time.” Allow any of the players 
who dissented to take a different character at this point (if the 
character is already made) who truly wants to. 
If they end up favoring Joey’s job, Rolando will call them and 
rant, “YOU USELESS FRAGGERS! YOU’LL NEVER 
WORK IN THIS TOWN AGAIN! I SWEAR BY MY 
ALMIGHTY POWER FOCUS THAT EACH AND EVERY 
ONE OF YOU WILL HAVE HIS HEAD ON A PIKE 
BEFORE I’M THROUGH WITH YOU!.” Allow any of the 
players who dissented to take a different character at this point 
(if the character is already made) who truly wants to. 
 
 

Debugging 
Note that in either instance, the players are allowed to 

choose a different character to play if they have serious 
reservations about taking either assignment. This is to help 
facilitate the idea that runners sometimes walk away from an 
offer, no matter what is on the table – maybe they just have a 
bad feeling about the whole thing. It also allows the player to 
decide what kind of character they may want to play after 
hearing the basics of both missions.  

Either way, the player is allowed to swap out characters at 
this point. They are NOT, however, allowed to create a new 
character on the spot – they must either already have a 
Shadowrun Missions character, or choose a new character 
from one of the standard template archetypes. In this latter 
case, character amnesty applies and they may apply any 
Karma, monetary, or special awards AND PENALTIES to the 
new character they create. 

Note that while this adventure does have two different 
paths, it does not mean that the players may play this 
adventure a second time in order to do the other path – please 
point this out to the players. 
 
 

Note 
If you are running this event at a convention or other 

event where you have more than one gamemaster, you can 
have one main game master give everyone the initial offer, and 
then hand them each a piece of paper with the phone call from 
Joey as required.  After the players have read their papers, 
they can be instructed to go to the proper table to either do 
Rolando’s Foray Into Showbiz or Cruisin’ With Joey. 
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Rolando’s Foray Into Showbiz 
 

Enter the Johnson 
 

What’s up, chummer? 
Note that beyond this point they may not select Cruisin’ 

With Joey. This scenario is where the runners first get together 
and meet the Johnson. Kevin Kirkpatric k is a media mogul. 
He has slowly built up his empire over the last fifty years or 
so. Now he is ready for his next big production, a reality based 
trideo show called “Real Runners!” – for this, he obviously 
needs a group of real shadowrunners. Coming across Rolando 
at a social function, he discovers that not only is Rolando a 
fixer, but also has a desire to get into show business. Rolando 
buys in immediately with the concept, and tells Kirkpatrick 
that he knows just the group of runners he can dupe into doing 
the show – the two of them decide to go into this business 
venture together. 

Kirkpatrick has the runners meet him by the docks, and 
then has them taken to the target warehouse for the scene 
filming. 
 

Tell it to them straight 
The wet dripping sound of music oozes through the waves 

lapping at the docks. Whoever is playing it has the volume up 
to the maximum level, and it makes it rather difficult to think, 
much less pay attention to what the heck is going on. 

You arrive one by one as a slow low fog rolls in from 
Elliot Bay, the chill causing your breath to frost. The moon is 
full tonight, and you see a tiny shooting star off in the 
distance. A good omen or an omen of doom? Hard to decide 
chummer. Hard to decide. 
 

Behind the scenes 
Let the characters get to know each other at this point 

while they wait for the meet. The Johnson will be 15 minutes 
late, which is always a bad sign (and it only gets worse from 
here folks). After they have described themselves to each 
other, a large black Mitsubishi Nightsky, with numerous 
hidden weapons ports and a very heavy astral presence, arrives 
at the scene. 

The driver, a tall elf, at least 2 meters (over 7 feet) tall and 
very skinny, steps out and opens the door for a very short one, 
only about 1.5 meters (5 foot) tall. They will readily recognize 
the short one as the Johnson based on the differential attitude 
paid by the taller elf. The Johnson’s ears are the largest and 
longest they have ever seen on an elf, almost six inches long, 
and very floppy-almost comic in appearance. He looks to be 
the twin brother of Ross Perot, but with pointed ears, of 
course. His name is Kevin Kirkpatrick, and he is one of the 
precursor elves from the Age Before (a “spike baby”)-but, due 
to a genetic abnormality, and a highly persistent curse, he is 
doomed to look a complete freak…and is very sensitive about 
his appearance. 

Pay close attention to the in-character reactions of the 
characters. If one of them looks like they make fun of his 
looks, he will take it out on them later, rather severely. For the 
moment, however, he will be all smiles and hugs. They are 
about to make him and Rolando a considerable amount of 
money after all. 

At this point, the Johnson will explain the following to the 
characters: 

“I am testing a new state-of-the-art entertainment facility. 
It is highly realistic, and I’ve gone to considerable expense to 
make sure that it so. However, it lacks something-and I’ve 
come to the conclusion that what it lacks is the real thing. I 
want to pay each of you 10,000 to go in and take down 
anything you find there. There will be tests of cunning, 
courage and combat. Are you up for the job?” 

Unlike Rolando, his price is non-negotiable. He doesn’t 
care about what Rolando negotiated for pay up-front, and will 
pay whatever portion of the 10,000 Rolando agreed to the 
runners. He will not, however, raise the price, no matter how 
successful their negotiations. If the characters accept, he will 
have it presented to each of them, on the spot. If they refuse, 
well –that’s pretty much the end of the adventure. 

If they accept, the Johnson provides them with the 
following details, “Excellent. My van will take you to the 
facility. No details of its layout will be presented to you. I 
want this to be as authentic a test as possible. The remainder 
of your mo ney will be paid to you upon completion of the 
course. A full medical team of specialist mages will be 
standing by to recuperate anyone who becomes seriously 
wounded. If there are no questions, let us proceed.” 

If asked further questions, he will be very hesitant to 
answer. He wants to give them as little information about what 
they are facing inside as possible to make it a ‘genuine’ test. 
Furthermore, he wants it to be as realistic as possible, since 
believes this will sell better to his audience. The one type of 
question he won’t hesitate to answer is anything regarding 
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firepower. The bigger, nastier and more explosive it is, the 
better for him. 

A large black van drives up and opens the doors for the 
characters. A rigger named Stick, who knows where the 
characters are supposed to go, is driving it. 

If the characters have brought more gear than can fit 
inside of the van, Stick will drive slow enough for them to 
follow. A short while later, he takes them to a large abandoned 
warehouse in the middle of the Puyallup Barrens. He then 
stops the van and points, “The entrance is inside the 
warehouse boys. Good luck.” 

Stick himself doesn’t know much. He won’t volunteer 
information, but if Mind Probed  he does know that something 
really weird is going on. This is definitely not a normal 
shadowrun, and he doesn’t trust Rolando as far as he could 
throw him. He was paid 1,000 nY to drive a bunch of 
shadowrunners from point A to point B in a large unmarked 
black van that Mr. Johnson provided. 
 
 

The Doors 
 

What’s up, chummer? 
This scene takes the runners inside the warehouse and 

down into the “dungeon” to start filming the show. They 
basically have little or no security to bypass to get into the 
center of the warehouse. This may even make the runners a 
little bit uncomfortable. You can even increase this feeling of 
unease by describing the wind whistling through the walls, the 
creak of the aluminum siding, etc. 

Once they reach the center, they will find the stairs 
leading down. This brings them to the first corridor, and their 
first obstacle.  
 

Tell it to them straight 
The warehouse lies before you inside the chain link fence. 

It doesn’t appear that there is anyone around – no security, no 
workers, nothing. Just the moon and your team moving across 
the flat, open terrain between the fence and the warehouse 
walls… 
 

Behind the scenes 
The warehouse itself is featureless. It’s relatively small, 

only about 40 meters long by 30 wide, with aluminum walls  of 

6 meters high. A large chain link metal fence surrounds it with 
an old-fashioned pad lock at the gate of the fence. Indulge 
player paranoia as long as you desire while they poke, prod 
and generally sweep the facility for unseen traps. It has none. 
However, smack in the middle of the warehouse, a set of 
archaic stone steps descend 6 meters to an ornate sunken 
wooden door, about 4 meters (12 feet) tall. 

One of the beams has an ultrasound detector (Rating 8), 
hidden to look like one of the support structures. Another 
beam has a passive IR motion detector, but is primarily 
designed to detect when the characters enter the building. 
These two systems may get used as backup should the 
characters bypass the defenses in the hall (see below) 

The door itself is locked with a complex mechanical 
apparatus. Anyone with Lockpicking, Security Systems  B/R, 
or some other knowledge related to hand crafting items has a 
shot at disarming the trap with a Target Number of 7. A +4 is 
applied to the Target Number for Security Systems or any 
modern-related skill because of the simplicity of the 
technology yet the complexity of the mechanics. Brute force 
will probably not open the reinforced door (Barrier Rating 15). 
If multiple people attempt it, lower by one for every extra 
person trying to ram it down. Demolitions are, of course, 
possible, assuming that they brought explosives. 

The door opens into a dark and narrow corridor. Anyone 
with knowledge of Chemistry or high tech materials that 
carefully examines the walls may learn the following: 
 
Chemistry, Security Systems, or other appropriate skill (8) 
Successes Result 
 0 The wall is made of brick and mortar stone – 

it appears to be of fairly new construction. 
 1 The wall seems to be some sort of metal 

frame around a plastic wall. 
 2 While the metal frame is cool, the plastic 

wall seems to feel slightly warm, and you 
detect a slight static electric charge running 
through it. 

 3 The material is memory plastic – it can 
change its shape based upon an electrical 
charge.  

 
Perception (10) 
Successes Result 
 0 The wall is made of brick and mortar stone – 

it appears to be of fairly new construction. 
 1 The bricks seem uncommonly smooth when 

you pass your hands over them 
 2 The brick wall is actually made of 

something else, but you cannot tell what it is  
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Debugging 
If for some reason they are unable to achieve the target 

numbers necessary to open the door, allow them to have two 
of the strongest characters in the team break down the door by 
ramming it. This will cause each character to take 10S Impact 
damage as they force their way through the door. They may 
reduce this with Impact armor, as usual, and then must make a 
Body test to reduce the damage, if possible. 

Also, if the runners have someone scout the facility from 
astral space, they will be disappointed. Astral scouts can freely 
travel in and around the warehouse proper, and easily discover 
the entry to the lower complex. However, they are prevented 
from passing through the floor.  Going outside and passing 
through the earth will prove equally daunting – even if they 
spend the time to do so, they will eventually meet with a 
“living wall” that prevents their passage. Note that if Stick 
notices the runners delaying their entry into the warehouse, he 
will mention that Kirkpatrick is expecting them to report back 
soon. Once below, their astral travel will also be restricted. 
 
 

Demon Rat Stew 
 

What’s up, chummer? 
In this scenario, the runners enter the first real trap, and 

begin their famous careers. Once they have turned the corner 
and entered the narrow corridor, the walls, ceiling, and floor 
all open up to release dozens of devil rats. These serve to 
attack the runners and soften them up for later encounters. 

 

Tell it to them straight 
As you move down the narrow hall, you notice that it 

narrows to the point where only two (one in the case of a very 
large troll) can comfortably walk along the corridor. 
Navigation for larger drones is difficult (though not 
impossible) as well. Continuing forward, after about 10 meters 
(forty feet) you notice a sharp turn in the corridor. As you look 
around the corner to the left, you see a large, authentic oak 
door bound in iron, with two larger pieces of wood to 
reinforce it. 
 

Behind the scenes 
A successful Perception (10) test will reveal a hidden 

camera at the very far end of the corridor. Furthermore, those 
who are astrally perceiving will notice three watchers 
hovering in the area just barely perceptible (Astral Perception 
(5) test), and ready to act as soon as the characters have begun 
entering the corridor. 

Examinations on the astral plane will reveal a definite 
“psychic distress” in the area, but not strong enough to elicit a 
Background Count. Attempting to astrally project through any 
of the walls proves impossible – as they attempt to do so, they 
find their way barred by magical wards. As soon as someone 
heads towards the door, a switch is remotely activated (see 
below). There is a loud audible “click,” giving the characters 
one free combat phase to react, though nothing visibly 
happens. They can, however hear an intense chitterling 
coming from all around them. 

After the first phase, have the runners roll for Initiative as 
the stones turn “transparent” – the floor panels drop away, 
leaving just the metal latticework as hoards of devil rats come 
pouring out of the walls, up from the floor and down from the 
ceiling. These insidious beasties will climb all over the 
characters, looking for exposed flesh to attack. While they 
might be able to get enough actions to get a lot of them, 
getting them all before they get a nip in will be highly 
difficult.  Remember that for each devil rat that attacks, the 
character receives a +1 penalty to all melee combat tests. 

The characters need to make an Athletics (5) roll each 
Combat Turn. One success indicates that they have no 
problems if they stand perfectly still (this increases all melee 
combat numbers and spellcasting by +1, and prevents them 
from Dodging). Two successes indicate that they can freely 
move about the lattice of metal wires through which the rats 
have come without falling (they have no modifiers to combat 
and can Dodge as normal). Failure indicates that one or more 
of the character’s limbs have slipped through a hole in the 
latticework. Anyone so falling only takes 6L damage (Impact 
armor applies), but the problem now is that they become far 
more vulnerable to attack and will find it harder to 
counterattack (cannot Dodge, imposes a +2 to all melee target 
numbers or spellcasting). 

A man on the other side of the wall, specifically waiting 
to get as many characters to enter the corridor as possible, can 
manually activate the trap. If the characters are invisible, or 
otherwise concealed, he still knows when they have entered 
the corridor because the watchers have been instructed to 
materialize , their visible presence in the passage informing 
him of the runners’ location. If all three watchers are 
destroyed before they are able to report, and the man is not 
informed, then the trap is not triggered. It is designed for the 
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best show possible, as well as an attempt to “soften them up” 
before they move on to the next room beyond the door. 
 
Devil Rat (36) 
Completely hairless, the nocturnal devil rat grows up to a 
meter in length and can weigh up to four kilos. Their prolific 
breeding rate, along with their innate immunities to pathogens 
and poisons, makes them virtually impossible to exterminate. 
B Q S C I W E R 
2 5x3 1 5 2/5 3 4Z 5 
Initiative : 5 + 1D6 
Combat Pool: 6    Karma Pool: 2 
Attack: 4L, -1 Reach 
Powers: Concealment (Personal), Immunity (Pathogens, 
Poisons) 
Weaknesses : Sunlight (note that any bright light, such as from 
a flash grenade, flash pack, or use of the Nova spell, will scare 
away all the rats) 
Notes: Roll 2D6 for each rat that successfully bites a character 
– a result of 11 or 12 indicates it carries the VITAS-3 plague. 
The runner must make a Body (4) test and achieve 3 or more 
successes. Failure indicates that the runner will develop the 
VITAS-3 disease overnight, suffering 6D damage and 
enduring fever, chills, and vomiting until the damage is 
reduced to Light. Magically active characters will have to 
check for magic loss, as normal. There is no known treatment 
for VITAS-3 at this time – the runner must endure it and ride 
it out. 
 

Debugging 
There is a slight chance that the team will be able to sneak 

past this trap. In this case, the trap will spring as soon as they 
open the door to the next room, thus forcing them to deal with 
both the devil rats and the gangers as well as the curtain in the 
next scenario, Gang Bangers, is dropped. It won’t be quite 
what Kirkpatrick and Rolando were hoping for, but it still 
makes for good trideo… 
 

Pushing the envelope 
Increase the rats’ power to a Karma Pool of 2 + TR.  You 

can also follow the instructions in Debugging above to hold 
back on the rats until the characters have progressed halfway 
into the next room. 
 
 

Gang Bangers 
 

What’s up, chummer? 
This scenario pits the skills of the runners against some 

gangers that have been paid, forced, or otherwise tricked into 
fighting the runners. What the runners don’t know is that 
through the use of digital manipulation techniques, the gang 
members are going to be later altered to look like Lone Star 
patrol officers, innocent corporate wage slaves, and others. 
Thus, the encounter will make the shadowrunners look like 
public enemy number one. Whether it is true or not is 
immaterial – public perception is what counts. 
 

Tell it to them straight 
The door (which is quite easy to open) reveals a moderate 

sized chamber, twenty-one meters (seventy feet) wide by (one 
hundred) feet long. A large red velvet curtain covers the 
opposite wall.  
 

Behind the scenes 
The stone in this room actually is stone to any nervous 

enough to check. Astral perception will reveal the room to be 
a normal room, though they will get a bizarre chilling feeling. 

No other exit is evident, but sooner or later someone is 
going to attempt to lift the curtain. If you get a significant 
number of runners in the room, someone in the control booth 
(more hidden cameras as in the hall above), will manually 
drop the curtain and initiate the encounter. 

Once the curtain drops or is moved by the runners, the 
gangers on the other side will attack. They have been waiting 
to ambush the runners. Rolando has helped set the stage in this 
encounter by having some gang members brutally murdered 
through his various underworld contacts. Evidence has been 
planted and witnesses located that testified to the rest of the 
gang that the runners were the ones that did the evil deed. 
They have been told that the runners will be coming into this 
facility later tonight, and that the gangers are free to do with 
them as they wish. 
 

Pushing the envelope 
Not all gangers, or gangs, are created equal. See below for 
your table’s ranking and opposition notes. 
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Green 
They might have all the toys, but they don't have the moves. 
They will not employ any strategy whatsoever, and generally 
will attack whichever runner is closest to them. If they manage 
to dispatch their runner, they will head back through the exit, 
ending their combat as long as they are not attacked – they 
feel that they have gotten the revenge they sought. Even if 
attacked, they will deliberately do all they can to leave, as they 
know how powerful the runners truly are now, and surprise 
has been lost. 
 
Gangers (14) 
B Q S C I W E R 
4 4 4 3 3 3 6 3 
Initiative : 3 + 1D6 Pools: Combat 5    Karma 1 
Pro Rating: 2/Semi Trained 
Attack: 6L (Colt American L36 Light Pistol), 4S (Chain, 
Reach 1) 
Armor : Synth-leathers (1/1) 
Skills : Pistols 4, Whips 3, Unarmed Combat 3 
 
Streetwise/Professional 
They will go for the closest runner first, but once they have 
successfully dispatched their target, they will work with their 
fellow gang members to wrap up other members of the team. 
 
Gangers (14) 
B Q S C I W E R 
4 4 4 3 3 3 6 3 
Initiative : 3 + 1D6  Pools: Combat 5    Karma 3 
Pro Rating: 3/Trained 
Attack: 6L (Colt American L36 Light Pistol), 4S (Chain, 
Reach 1) 
Armor : Synth-leathers (1/1) 
Skills : Pistols 4, Whips 3, Unarmed Combat 3 
 
Veteran 
The gangers are well organized and coordinate their attacks. 
They will try to pair off on each runner and work together to 
disorient the runner and protect themselves. They will als o 
have better equipment and overall skill levels. 
 
Gangers (21) 
B Q S C I W E R 
5 4 5 3 4 3 6 4 
Initiative : 4 + 1D6 Pools: Combat 5    Karma 5 
Pro Rating: 3/Trained 
Attack: 9M (Browning Max-Power Heavy Pistol), 5S (Chain, 
Reach 2) 
Armor : Synth-leathers w/ plates (3/3) 

Skills : Pistols 6, Whips 4, Unarmed Combat 4 
 
 
Elite/Prime Runner 
They will work as a team, and focus on the most dangerous 
threat (person) first, concentrating their actions on that person 
and then move to the next; though they will not do this 
stupidly and will conserve their power to defend themselves if 
need be. 
 
Gangers (28) 
B Q S C I W E R 
5 6 5 4 4 4 6 5 
Initiative : 5 + 2D6 Pools: Combat 6    Karma 5 
Pro Rating: 4/Professional 
Attack: 9M (Browning Max-Power Heavy Pistol), 5S (Chain, 
Reach 2) 
Armor : Synth-leathers w/ plates (3/3) 
Skills : Pistols 6, Whips 4, Unarmed Combat 4 
Notes: Gangers have taken Jazz to boost their combat 
effectiveness prior to runners’ entrance. 
 

Debugging 
The purpose of this encounter is to once again overwhelm 

the runners with relatively low level opponents, while also 
using them later to superimpose appropriate digital imagery on 
top of the gangers to make them look like someone else. They 
are also supposed to weaken down the runners (little by little) 
for the final spectacular encounter. 

If it seems that the runners are dropping too quickly 
however, then the gangers will start falling as well, in order to 
maintain the proper balance. In other words, the encounter 
should not be so difficult that all the runners drop – one is ok, 
but past that, they would start to look like the heroes in the 
end, fighting for their lives, and that just doesn’t make for 
good television. If need be, have a drone (one commonly 
known to be used by shadowrunners) to come in from “off 
stage” and begin to mow the gangers down. Once finished, it 
will zip through the exit door, pursuing any remaining gangers 
– thus it will look like the runners are pressing the attack and 
pursuing the “helpless innocents who were only trying to 
defend themselves.” 
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The Grand Finale 
 

What’s up, chummer? 
Once the last of the opposing foes have been dealt with, a 

vehicle-size door in the far wall will lift and reveal a giant 
robotic humanoid over ten feet tall with an incredibly large 
gun and malevolent, glowing red eyes. It seems to straighten 
its back more and shrug its arms and shoulders into a battle 
position as it takes a step forward, shaking the floor beneath 
the runners’ feet. It looks similar to the robotic cops used in 
the movie Judge Dredd. As it moves forward into the room, 
the Johnson addresses them over the loudspeaker. 

Once the combat has finished, the Johnson will appear 
down in the room, and congratulate them. He walks them out, 
and they have a chance to notice the marketing efforts that 
have been in the works. From there, the runners have to decide 
how to deal with the situation. 
 

Tell it to them straight 
“Well, my new friends; here it is, the big finale. Take this 

guy out, and you’ve earned your chops!” Mr. Johnson’s voice 
comes over a loudspeaker, “Medical teams will be standing 
by, so you need not worry about your health. I wish you luck, 
champions!” 
 

Behind the scenes 
At this point, the Golem comes to life and proceeds to try 

to waste the characters. This is, amazingly enough, a rather 
straight fight although designed that it will be rather difficult 
for them to win. They might consider retreating; there is 
certainly no shame in that, especially if they negotiated a good 
rate up front with Rolando. 

A character carefully scanning the room should make a 
Perception (6) test. Not only are there hidden cameras in the 
room, but there is also a very well concealed door off to one 
side (TN 10). The door has an electronic lock (Rating 5) with 
a concealed palm-print reader on the surface of the wall, 
though obviously the characters may attempt to simply blow it 
open. 
 
 
 

 
 
 
Anthropomorph Combat Drone 
B Q S C I W E R 
15 6x5 15 - 4/8 - - 5 
Initiative : 5 + 2D6 Pools: Combat 6 
Pro Rating: 4/Professional 
Attack: 7S (Ingram Valiant LMG), 15M (Spur) 
Armor : Reinforced (Hardened) Steel Plating (9/9) 
Gear : Sensors 4, Redundant Control Systems 3 (acts as Pain 
Resistance 3), Gyroscopic Inertial Regulators (provides 
benefits of gyro mount for firing LMG) 
Skills : Gunnery 6, Unarmed Combat 6 
Notes: Combat stats have been converted to “critter/normal” 
stats instead of vehicle stats to make the combat flow more 
easily instead of having to rely on vehicle combat rules. 

• Note that this is a robot – not a living creature – and 
is therefore immune to mana based spells and 
weapons which cause Stun damage. Only physical 
attacks harm this opponent. Anti-vehicle weapons 
work as normal. If a weapon is not designed to be 
anti-vehicle, it will have little or no effect. Melee 
weapons are all but worthless unless they are dikoted 
or simi larly treated to be anti-vehicle. 

• It is not a rigged system, and therefore a rigger 
cannot attempt to control it via a remote deck. 

• The weapons and other systems have been modified 
for vehicles. They may not be used by runners 
without modification back to normal weapons. 

• The drone has been programmed to self destruct 
when it exceeds a Deadly wound. It will take one full 
combat turn to initiate the device, ending on its last 
initiative pass / combat phase with an explosion 
doing 10D damage, -2 / meter. 

• For Veteran tables and above, add 1D6 to Initiative, 
and use APDS rounds in LMG. 

 
If the characters successfully defeat the thing (either 

incapacitate or kill it) then the concealed door opens up and 
the Johnson comes out. He says the following to them: 

"Glad you made it out successfully. You guys sure are 
something to look at; it was worth every penny just to watch 
the show."  

True to his word, he then has the snake shamans heal 
them for all of their damage (using GM fiat, if necessary). He 
then pays them the remainder of their money.  
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Debugging 
This scenario is meant to be very cinematic, and therefore 

will require generous use of GM fiat rather than strict 
adherence to the rules or dice rolls.  The combat drone should 
be able to drop at least one character. Since there will be 
shamans prepared to heal the characters afterwards, there 
should be little chance of any of the runners dying. Feel free to 
drop them all down with a Deadly wound, maybe leaving one 
runner left to make the heroic final blow to stop the machine. 
Be careful though not to accidentally kill the runners. If they 
do something stupid such as launch an area of effect attack 
while one of their teammates is already on the ground with a 
Deadly wound, then so be it.  Note, however, that the drone 
will ignore any runners it “thinks” has fallen unconscious from 
taking a Deadly wound, physical or stun – if the character 
stays down and does not press the attack, the drone will ignore 
him/her. 

For magically active characters, they do NOT need to 
make any tests for magic loss due to taking a Deadly wound.  
Remember, this is meant as a show, and the combat is being 
monitored under controlled conditions.  Similarly, characters 
do NOT need to make tests for damage/stress to cyber/bioware 
or any other equipment.  The intent, other than to get 
something dramatic on film, is to put the “fear of god” into the 
characters/players to prepare them for future encounters with 
the real combat drones.  Therefore, you can even have them 
make their rolls, or make them for the characters, but ignore 
the results. 

 

Pushing the envelope 
For higher ranked tables and/or more powerful characters, 

feel free to use actual dice rolls rather than GM fiat and if you 
happen to deliver any characters a legitimate Deadly wound, 
then they must make any tests for magic loss, cyber/bioware 
damage, or other consequences as normal. 
 
 
 
 
 
 
 
 
 
 
 
 

 

Shooting Stars 
 

What’s up, chummer? 
The runners are leaving the facility and have a chance to 

notice that they have been used.  What follows is up to them,  
and can range from immediate reprisal attacks against the 
Johnson to carefully laid plans of returning later to destroy the 
fruits of the Johnson’s labors and possibly extracting a little 
revenge. 

 

Tell it to them straight 
Rolando appears once you’ve licked your wounds, a 

beaming smile on his face.  “Brilliant!  You guys were just 
terrific!!” 

Mr. Johnson agrees.  “Yes, their fees were certainly 
justified!  Now, gentleman (and ladies), if you’ll follow me, 
I’ll take you back to your transportation.  My driver can take 
you where ever you’d like to go.” 

The Johnson leads you out through the door and into a 
brightly lit hallway.  Various doors open to either side of the 
hall before ending at a set of double doors. 

 

Behind the scenes 
The characters are lead through the concealed door of the 

studio and up an inclined hallway (Area F).  The double doors 
lead out to the street level a block over from where they were 
dropped off.  Stick, the rigger, is waiting here again in the van, 
and will take the team where ever they specify. 

As they are leaving, have them make a Perception (8) test. 
Anyone getting a success will notice, through a slightly 

open door off to the side in a storage room (Area J),  an “action 
figure” that looks remarkably like one of the characters. 
Anyone examining that room further will notice that an entire 
marketing plan (prototypes of posters, action figures, comics, 
lunch boxes, fake weapons that look like the characters, etc.) 
is  being created with the characters as models.  Kirkpatrick 
and Rolando will of course attempt to stop them from entering 
the room. 

If they go back and confront the Johnson about this, he 
explains, “No SIN means no rights to your image, chummer. 
Shame you found out about it, since I could really have used 
you guys for future events...unless of course you plan on 
leaving peacefully. You guys don't strike me as the leaving 
peacefully type though...” 
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If the characters simply leave, they suffer from the effects 
of becoming minor celebrities, this both makes it easier to get 
jobs as a shadowrunner, and much more difficult at the same 
time. If they decided to fight it out, then Kirkpatrick has no 
intention of letting them leave alive. The snake shamans will 
immediately enhance Kirkpatrick, and attempt to get him out, 
while his security forces “take care” of the characters. This 
time, though, there is no holding back… 

 
Note that if the characters leave peacefully, but decide to 

come back later on, they will gain surprise, but the combat 
drones will be released and the scenario will be modified 
based on when the characters attack.  Kirkpatrick and Rolando 
will not be around, nor will the Snake shamans.  Only a few 
technicians will be in Areas F-I working on the prototypes for 
the marketing efforts, repairing the damaged drones or other 
stunt equipment, and working on the final edit cuts of the 
trideo they just participated in.  The technicians are normal 
metahumans and have no combat abilities – they will 
capitulate to the runners under any show of force or power. 

The drones are restricted to outside the facility or in Areas 
F and J and cannot pursue the characters through single hung 
doors. 

Note that Area H is where all the computers and trideo 
processing equipment is located.  A Computer (5) test with a 
Threshold of 3 (Hacking Pool may be used for this test) is all 
that is required to locate and delete (or remove, if they wish to 
keep it) any footage and copies of themselves in the 
warehouse.  A Threshold of 5 or more will also allow them to 
purge the computer of any records on the runners, including 
things like the types of weapons used, suspected cyberware, 
spells used, etc. 

Note that if they ask about it, and have any appropriate 
skills, they can identify that the trideo production equipment is 
probably worth some money (all Sony brand equipment; fence 
value of 25,000 nuyen).  The computer system (Sony 
TridMaster 4000) is specifically designed to process digital 
video signals and computer generated animations.  It is NOT a 
cyberdeck, but it is still valuable (fence value 14,000 nuyen). 
The digital processing/animation software is the Sony 
TrideoMax suite (equivalent to a Spoof 5/Read-Write 2 
program) and can be used to manipulate visual video/trideo 
camera feeds or recordings.  It is treated as a Rating 5 / 
Multiplier 2 program for those that wish to copy it to their 
cyberdecks (requires 50 Mp of active memory, plus 10 Mp 
active memory per minute for manipulating the data) 
(although retail value is 10,000 nuyen, fence value is only 500 
nuyen, no source code). 
 
 

Anthropomorph Combat Drone (4) 
B Q S C I W E R 
15 6x5 15 - 4/8 - - 5 
Initiative : 5 + 2D6 Pools: Combat 6 
Pro Rating: 4/Professional 
Attack: 7S (Ingram Valiant LMG), 15M (Spur) 
Armor : Reinforced (Hardened) Steel Plating (9/9) 
Gear : Sensors 4, Redundant Control Systems 3 (acts as Pain 
Resistance 3), Gyroscopic Inertial Regulators (provides 
benefits of gyro mount for firing LMG) 
Skills : Gunnery 6, Unarmed Combat 6 
Notes: Combat stats have been converted to “critter/normal” 
stats instead of vehicle stats to make the combat flow more 
easily instead of having to rely on vehicle combat rules. 

• Note that this is a robot – not a living creature – and 
is therefore immune to mana based spells and 
weapons which cause Stun damage. Only physical 
attacks harm this opponent. Anti-vehicle weapons 
work as normal. If a weapon is not designed to be 
anti-vehicle, it will have little or no effect. Melee 
weapons are all but worthless unless they are dikoted 
or similarly treated to be anti-vehicle. 

• It is not a rigged system, and therefore a rigger 
cannot attempt to control it via a remote deck. 

• The weapons and other systems have been modified 
for vehicles. They may not be used by runners 
without modification back to normal weapons. 

• The drone has been programmed to self destruct 
when it exceeds a Deadly wound. It will take one full 
combat turn to initiate the device, ending on its last 
initiative pass / combat phase with an explosion 
doing 10D damage, -2 / meter. 

• For Veteran tables and above, add 1D6 to Initiative, 
and use APDS rounds in LMG. 
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Snake Shaman (3) 
B Q S C I W E R 
4 5 3 5 5 6 6 5 
Initiative : 5 + 1D6  Pools: Combat 6   Spell 6 
Magic: 7 (Grade 1 Initiate) Metamagic: Shielding 
Pro Rating: 4/Professional 
Attack: Spells, see below 
Armor : Secure clothing (3/0) 
Gear : none 
Skills : Sorcery 6, Conjuring 6 
Spells: Chaotic World 8, Heal 8, Treat 8, Improved 
Invisibility 6, Trid Phantasm 8, Stealth 8, Increase Willpower 
8 
Notes: +2 dice for Detection, Health, and Illusion spells; +2 
dice for conjuring City Spirits; -1 die for all spells cast during 
combat 

The Snake shamans have allocated 2 dice each for 
Shielding before combat even starts. They will first cast Trid 
Phantasm to have the illusion of the area filling with security 
guards from various doors, etc. Another will cast Increase 
Willpower on Kirkpatrick to help him resist mana based 
spells. The third will summon the City Spirit (Force 6, 2 
Services) it had on standby and command it to use its 
Concealment power on Kirkpatrick against the runners. Next, 
they will use Chaotic World to confuse the runners, Improved 
Invisibility on Kirkpatrick to aid in hiding him, and 
commanding the spirit to take him to their safehouse. If they 
still have time, they will cast Stealth and Improved Invisibility 
on themselves in order to escape. 
 

Debugging 
The combat drones will attack as in the previous scenario, 

and will only continue the combat if pressed by the runners 
(i.e. they stop attacking a target once it is down). Once 
Kirkpatrick has made his escape, the shamans and the drones 
will follow after – if the runners try follow, then the 
opposition will stand and fight. 
 

Pushing the envelope 
For Veteran tables or higher, add one drone for each 

runner in the scenario. Add one additional Snake Shaman as 
well, and all shamans are Grade 3 Initiates with Shielding, 
Reflecting, and Quickening. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

Shadowrun Missions A Fork in Fate’s Path  20 

Picking Up The Pieces 
 

If the characters kill the Johnson, and/or successfully 
eliminate all trace of their recorded data, then obviously they 
don't gain any additional Reputation beyond that gained 
through normal Street Cred / Karma.  

 
If they fail to take out any of the evidence of the 

'marketing plan' they end up becoming minor celebrities. First, 
immediately add +10 to their Street Cred. Second, for anyone 
on the team that used lethal means to overcome the “thugs” 
(disguised as innocent corporate types and Lone Star 
patrolmen), they each receive +2 to their Notoriety. If a runner 
did not use violent force, but at least one of his/her associates 
did, then even they will receive at least +1 to their Notoriety 
for associating with such violent runners. Guilt by association 
really sucks, eh omae? 
 
AWARDING KARMA 

Award individual Karma according to the guidelines on p. 
244, SR3. No more than THREE points of individual Karma 
should be awarded. Team Karma is awarded as follows: 
 
Stopping / Destroying Kirkpatrick’s plan  2 
 
Completing the mission    1 
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You have reached the end of the section 
 

Rolando’s Foray into Showbiz 
 

and have finished this adventure! 
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Cruisin’ With Joey 
 

The Meet 
 

What’s up, chummer? 
Once they begin this portion of the adventure, they may 

not return to Roland’s Foray Into Showbiz. This part of the 
adventure starts with a meeting on Joey’s private yacht at Pier 
37. They will get to hear about the mission and start on their 
way. 
 

Tell it to them straight 
Joey sits in a plush leather arm chair and nods to each of 

you as you come in, her legs straddled over the edge. “Glad to 
see you decided to do the job chummers. I heard about your 
recent offer from Rolando, and you made the right decision; I 
always got a really bad feeling about him. He’s a dangerous 
guy; always talking about his power focus and how big it is, 
and how powerful it is and how much he can do with it. I did a 
run with him once a while ago; it was pretty ridiculous.  

I’ve got a message from the Johnson, who wants to 
remain rather anonymous. He’s a good friend though; this 
isn’t one of those ‘I get stabbed on the back because I took my 
fixer’s word for it’ jobs. I admit I’ve fallen for that trick in the 
past and I’ve used it myself from time to time in order to get 
what I’ve wanted, but not this time – this time the job is for an 
old friend of mine, that’s why I’m only taking 1000 nY for my 
cut to cover expenses. Frankly, I’d do it as a favor to him in 
the normal course of events, but I do have to make ends meet.  

Because of the sensitive nature of the situation, I can’t get 
messages back to him; and let me assure you, negotiation on 
this is pretty much out the window. Five hundred each up 
front, with another 1,500 upon completion of the entire job. 
On the other hand, let me tell you that I have a pretty long 
memory and I take care of people who take care of me. All I’ll 
tell you for now is that it’s an extraction, and that it involves a 
bit of legwork-nothing I don’t think you can’t handle. Are you 
in or out? 
 
 

Behind the scenes 
If the characters accept the job, she fills them in on the 

details. The girl’s name is Jessica Ravenwing – that’s the 
name her father gave her to keep their connection a secret. 
She’s been kidnapped to prevent him from leaving the 
company he works for—as a bit of insurance. The girl doesn’t 
know her father, since he has kept their relationship secret 
since she was two years old for precisely the possibility of this 
occurring. As an “independent contractor,” he doesn’t trust the 
corporations, and so he’s taken steps to ensure her safety. But 
now he suspects that his preparations have not been enough. 
He wants the characters to find her, and take her to a 
predetermined spot he will give them once they obtain her. 
 
Additional Things She Knows (if they ask for further 
information) 
 
1. She highly recommends against doing a Matrix search on 
the girl, or spreading word around too much that they’re 
looking into her. Ares has a very good decker by the name of 
Hammer-Slammer out there making sure that people don’t ask 
too many questions. Searching could be dangerous. 
 
2. The last known place the girl was seen was at the Church of 
the Undying Light’s Half-Way shelter here in Seattle. The 
thugs took her from there. 
 
3. The Johnson attempted to have a divination cast to find the 
girl, and she wasn’t found. Wherever they are keeping her, it’s 
warded. Furthermore, the mages he had hired to try to find her 
through divination and ritual tracking methods ended up 
getting whacked. They were found dead in an apartment. 
 
4. Because of some of the close ties between Ares and Lone 
Star, she recommends only asking contacts there for 
information if they REALLY know that they can trust the 
contact. 
 
5. She had managed to do a little footwork herself on the case 
before deciding that she should call in some heavier backup 
and found that a Halloweener by the name of “Burpie” might 
have seen something. 
 
6. She really wants to get the job done within 48 hours. The 
Johnson did not tell her why, but indicated that there was a 
window of opportunity to make it easier for him to get away if 
they get her out sooner rather than later. 
 
7. She isn’t a cream puff on the shadow scene, but she does 
have a thing about the taking of innocent life. If they ask ‘is it 



 

Shadowrun Missions A Fork in Fate’s Path  23 

ok to kill people’ Joey would actually prefer that they don’t, 
but she’s not stupid either. “Sometimes its just part of the job 
chummer.” 
 
 

Working the Streets 
 

What’s up, chummer? 
The characters have their work cut out for them. Jessica’s 

‘disappearance’ has been subcontracted out by Ares to the 
Eliminators, an infamous group of professional shadowrunners 
that specialize in wetwork and extraction assignments. They 
excel at making people disappear and keeping them on ice 
until a Johnson needs them again. The characters can get more 
information through contacts, as well as following up on 
various leads. 
 

Behind the scenes 
 
Word on the street 
The Eliminators (Anyone, Etiquette (8)) 
Successes Result 

0 Isn’t that the new cleaning company down on Denny 
Street? Yeah, they claim they’ll get any stain out of a 
carpet in 30 minutes or less… 

1 That’s a team of shadowrunners – I’ve heard they 
work here in Seattle. If you’ve got a problem, they’ll 
ELIMINATE  it, if you know what I mean… 

2 They’re a crack team of runners that have been 
working the Seattle shadows for years. They do the 
jobs no one like to touch, like wetwork and high 
profile extractions. 

3 Their leader is a former corp security director who 
knows all the tricks. They also have some former 
special ops guys, Lone Star SWAT, and others that 
know the routines of their targets and get the job 
done. 

 

Church of the Undying Light - Halfway 
House 

Sister Miriam has worked with many people before, and 
she really liked Jessica. She let Jessica help out with various 
chores around the house, but now that she’s gone, Sister 
Miriam has to find another little helper. She needs help 

repairing various things around the house, such as electrical 
outlets, leaks in the roof, etc. Sister Miriam is baking cookies 
for a donation drive when the runners arrive. She will be 
cooperative with the runners in any reasonable way, including 
letting them have access to the quarters where Jessica slept. 
While showing them to Jessica’s room and her things, she’ll 
comment about the needed repairs and how it gets harder each 
day without girls like Jessica around to help with the upkeep 
of the house. 

No one needs to donate anything to the house to get into 
her good graces if they mention that they are investigating 
Jessica’s abduction. She allows them access to all of Jessica’s 
things (as collected in the box). If the characters go through 
the boxes, they discover samples of her DNA (strands of hair 
in the hairbrush, etc) and other treasured objects (a locket, a 
small doll, an old blanket from when she was young) which 
should allow them to try ritual sorcery on their own if they 
desire, though she is warded (see The Warehouse).  

No one in the area got a very good look at the abductors, 
and accounts among the children vary widely in number and 
description. They’re an imaginative lot. Feel free to put in any 
descriptions that might horrify your players to no end; 
especially since a few of the children follow the most state-of-
the-art gear quite readily and can mention things like ‘Panter 
Canins’ or anything else that might get their attention. The 
children want to impress ‘the real shadowrunners.’ The truth 
of the matter is that, sadly, they know very little. 
 

On the Matrix 
Characters searching on the matrix will find themselves 

being shadowed depending on what they do. Hammer 
Slammer has put out smart frames / tracers on key areas, 
specifically the Ares site, the girl’s SIN records, and the 
shelter. Anyone coming into any of those areas on the matrix 
must make an Opposed Sleaze roll against his Sensors (Rating 
9). If they get detected, Hammer-Slammer comes after them, 
and attempts to find out their name, identity and location. His 
tactics do not use much subtlety and he’ll go for blood. Any 
character in the matrix will find themselves in Matrix combat. 
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Hammer-Slammer, Decker (Matrix Statistics) 
B Q S C I W E R 
3 5 2 2 6 4 2.5 5 
Initiative : 9 + 3D6 / 12 + 4D6 (pure DNI) 
Pools: Hacking 4 (9), Karma 2, Task 2 
Pro Rating: 3/Trained 
Skills : Computer 6 (Decking 8, Programming 7), Etiquette 3 
(Corporate 4, Matrix 5) 
Attack: Attack-8; Black IC (Killer 8S) 
Cyber: Datajack, Encephalon 2, Math SPU 3 
Gear : Renraku Kraftwerk-8 (MPCP-8, Hardening 4, Response 
Increase 2), appropriate programs Rating 4-8 
Notes: Only encountered in Matrix, so no other gear/info 
needed 
 

Any Decker contact that gets sent to do the character’s 
dirty work automatically runs into Hammer-Slammer. If the 
decker simply has a ‘generic’ template from the book and/or is 
a Level 1 Contact, roll off two quick contests, Rating 6 vs 
Rating 9 with a target number of 4. If the character’s contact 
wins, they get some useful information, but if they loose, the 
character looses the contact due to cybercombat and having 
Hammer-Slammer download some deadly Black IC onto the 
rival’s deck. 

 
Regardless, the following information exists on the matrix 

for the characters to obtain, based on the number of successes 
from a quick resolution matrix run (see Mr. Johnson’s Little 
Black Book). 
 
Matrix Paydata (Computer (5) Test) 
Successes Result 

0 Well, you don’t find anything worthwhile, but you 
don’t get mauled by Mr. HS either. 

2 Word is that Ares has hired a group of 
shadowrunners called the Eliminators – they 
specialize in wetwork and extractions/kidnapping 
missions. 

4 One of the Eliminators has been spotted in Tacoma, 
by the warehouse district and the docks. 

6 (Also costs 100 nY) Word is that a Halloweener by 
the name of “Burpie” may know something. 

 
If the characters search the shelter’s computer records (a 

trivial task – they have little to no security), they discover that 
someone has wiped all traces of the girl from the system. No 
other data was touched or mangled while her data was being 
deleted – a Computer (4) test will allow the character to 
determine that the datafiles were manipulated by a 
professional  

Searching the Divination Chamber 
If the characters desire to know who the Johnson hired to 

cast the divination, Joey directs them to the former habitat 
known as the Snake Lodge. Quiet inquiries (Appropriate 
Contact TN4) reveal that they had a reputation as a small but 
highly useful divination and enhancer service. They had tried 
to find the location of the girl, but all met their untimely 
demise. Anyone attempting to go to Lone Star for details on 
the case-will discover that there were no signs of entry, no 
reported disturbances in the area, and yet every member of the 
group had been brutally murdered, their blood flung along the 
walls, ceiling, and floor, almost as if some rabid beast had 
attacked. They have no leads at this time. 
 

Anyone attempting to examine the area will note the 
following on a successful Perception (5) test or Astral 
Perception (4) test. Give the information up to the highest roll 
they get. 
 
Normal Perception 
Successes Result 
1 Even with the bodies gone, you can see where they 

died from all the pooled blood. 
2 You find bits of blood and bone. Whatever did them 

in did it rather thoroughly.  
3 You find a tiny lock of hair tucked in a plastic case, 

hidden in the dust of the room. [Jessica Ravenwing’s]  
5  Accidentally dropped behind one of the floor boards 

is what appears to be a single page flyer that seems to 
be complete and utter gibberish. The statement is 
written in Or’zet, the language of the Orks (See 
SOTA:2064 for more information). Anyone with 
Or’zet can attempt to read it – see below. 

In the margin of the paper is handwritten 
“Ravenwing” followed by an elaborate series of 
numbers. Careful examination by an expert 
(Knowledge Skill: Cryptography or any Computer 
skill would work for this) reveals that it is an encoded 
address. Decrypting it requires a mapsoft of the 
greater Seattle area (or bigger) and a Decrypt 
program. Have the computer or decker analyze the 
address with the Decrypt program against a target 
number of 6. At least one success will reveal the 
address of a warehouse in Tacoma. 
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Astral Perception 
Successes Result 
3  The entire area has a distinctively…odd taste to it. 

You have never encountered this style of magic 
before. You know it is definitely NOT shamanic or 
hermetic.  

5  The astral signature of the attack seems to be closely 
related to that of Psychic Manifestation.  

 
The Flyer (requires Or’zet, TN 5) 
Successes Result 

0 What the heck is this crap?? It sure ain’t 
Sperethiel!! 

1 It seems to be talking about the Ork 
Underground 

2 You are also able to pick up something about a 
Unified or Universal Brotherhood in the 
Underground and killing mankind. 

3 The flyer is talking about uniting the Ork 
Underground and rising up against their 
oppressors and the Humanis Policlub. It contains 
a password to gain entry into a new secret part of 
the Underground, where a new militant policlub 
for orks and trolls is forming. If the character is 
an Ork or Troll, they may opt to join this secret 
organization after the adventure. 

 

Contacting the Star (or Ares) 
If anyone attempts to use a Lone Star or Ares contact, 

there is  a 1 in 3 chance of the contact’s superiors or overwatch 
group being notified of a special alert for any activity or 
questions regarding Ares employees. Specifically anyone 
related to Lone Star/Corporate Relations will automatically be 
very wary of such. Any mention of the girl's name, or any of 
the following subjects: the Church of the Undying Light Half 
Way House, Hammer-Slammer or the Eliminators, will cause 
the contact to become very quiet, and inform the runner that 
now is not a good time to be talking to them. 

“Tapped” Level 1 contacts will not give the characters 
any information at all, and will in fact be discovered by 
Internal Affairs or another regulatory body and either 
dismissed from the company or transferred to another 
department or agency (GM fiat). Thus, the contact has been 
“neutralized” (not killed, just cannot locate or otherwise 
contact) for the rest of this run. 

Level 1 contacts that are not “tapped” (did not make the 1 
in 3 chance) and Level 2 contacts and above will only be 
willing to release information if the runner calls in a favor or 
volunteers to give a marker to the contact for them to use later. 

They will ask the runner to meet with them in some new, 
unusual location and warn them of being followed. Only then 
will they release any information, and indicate to the runner 
that this is the last time they can contact them on this matter. 

The Lone Star or Ares contact will be able to tell the 
runners that another group of shadowrunners, known as the 
Eliminators, has  been hired to kidnap and keep Ravenwing on 
ice until her father, known only as “Finger” (a weapons 
specialist) has completed his work on some of Ares new 
prototypes. 

Debugging 
Obviously, they need to do enough legwork here to find the 
warehouse, either through ritual sorcery or through finding the 
coordinates on the ork flyer. They could also find out 
information that leads them to Burpie, the Halloweener. Either 
way, the runners should have at least one of these leads after 
the first half of playtime (approximately two hours). This 
leaves enough time for the final scenario. 
 
 

Eddie’s Coffee Shop 
 

What’s up, chummer? 
Word on the street is that a Halloweener named “Burpie” 

saw something concerning Ravenwing. By checking around or 
using their contacts, especially those with gang or street 
smarts, they can eventually find that “Burpie” has been hiding 
out at Eddie’s Coffee Shop, which is owned by his older 
brother and former Halloweener. The runners can show up and 
attempt to question “Burpie”, but need to be careful how they 
approach the situation. “Burpie” is a little high strung as it is, 
because he knows that he is in over his head after seeing 
something that he shouldn’t have seen. He knows it is only a 
matter of time before someone (i.e. from the Eliminators) 
comes looking to “shut him up permanently.” 

Eddie, his older brother, is also watching out for him, and 
has enough problems of his own with the local authorities. 
Therefore, depending on how the runners play this out, they 
could end up in a firefight and/or have “Burpie” slip through 
their fingers. If they play their cards right, though, the ganger 
will be able to lead them straight to the warehouse and 
confirm a lot of information about the Eliminators and what 
they are up to. 
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Tell it to them straight 
Eddie’s Coffee Shop is a hole-in-the-wall that serves 

simple sandwiches, donuts, and coffee. It’s definitely no 
Starbucks, and it serves a much rougher clientele. The soycaf 
is hot though, and fairly good for a greasy spoon in Renton. 

As you pass through the front door, a little bell rings – 
about a dozen grizzled, unshaven, and otherwise rough 
looking characters, mostly human, look at you as if you were 
some kind of sewer spirit just summoned to torment them. 

A man with a cigar and a long scar along his left cheek 
draws your attention, “Hey, the street’s free but a cup of 
coffee is five nuyen – drink or scram!” 

 

Behind the scenes 
Ah, nothing has the social graces of a former 

Halloweener-turned-coffee shop owner. Eddie hates everyone 
equally, and will verbally abuse anyone that comes in that 
looks out of place. He has a distinct dislike for metahumans of 
any metatype, and pretty-boy Face type characters. Anyone 
that is a former Halloweener will know and be known by 
Eddie, and will be treated as family. If the character has a 
Charisma of 3 or less, looks like a fighter, and has a 
Halloweener contact, he’s also welcomed. Others that have the 
proper street etiquette are tolerated. 

Once any introductions and small talk are out of the way, 
Eddie will try to figure out just what the runners are up to. If 
there are more than three runners in the store, he is initially 
very wary about telling them anything – they are obviously a 
team and probably the shadowrunners “Burpie” told him 
about. 

If the runners can somehow gain his trust (and 200 nY 
goes a long way to do that), then he will show them to the 
back office where “Burpie” has been hiding. 

Otherwise, Eddie, along with four of the patrons, will 
attempt to thump the runners and take all their gear, 
credsticks, clothing, etc. to take to the local fence, or keep for 
themselves – thus is the law of the underbelly of Seattle! 

 
If the runners are able to talk to “Burpie,” he can tell them 

the following through the course of normal conversation: 
 

1. He was casing the warehouse for a possible hit by the 
Halloweeners. 

2. The warehouse is owned by a company called PRC – 
Puget Recycling Cooperative – they recycle various 
materials and sell them for profit. 

3. The Halloweeners want to hit the place because Lone 
Star has contracted them to melt down/destroy old 

firearms that have been removed from the street. The 
Halloweeners hope to get some SMGs and Assault 
Rifles that they can fix up – since they have been 
marked as destroyed, Lone Star will not have the 
ballistics records on file any more. 

4. While he was scouting the place out, hiding up in the 
catwalks, he saw a group of large men come in 
carrying a large blue sack. 

5. They dumped the sack on the ground after closing the 
warehouse doors behind them, and opened it up to 
reveal an attractive Native American girl with jet 
black hair. She was bound and gagged. 

6. Two men took the girl by the arms and half 
dragged/carried her into the ladies locker room.  

7. After they came out without her, another of the group 
went into the locker room and Burpie heard chanting. 
This was when he decided it was time to leave. 

8. Burpie accidentally knocked over a bin of used parts 
slated for recycling, alerting the men to his presence. 
He managed to get out the door just as gunfire 
exploded behind him. He could feel the splinters of 
wood off the framing of the warehouse strike him in 
the back. 

9. He luckily reached his bike and hot-tailed it out of 
there – he was pretty sure he got away, but now 
worries that they may have seen him or at least saw 
his gang colors. 

 
Finally, he can draw out the layout of the warehouse and 

indicate where the runners were while he was watching from 
his spot on the catwalks. 
 

Debugging 
Well, they either gain “Burpie’s” help or they don’t – it is 

up to the runners. If they blow this encounter, they need to be 
steered to the location of the warehouse, maybe through other 
street level contacts. Of course, if they have the coordinates, 
then they have everything they need – they just won’t have the 
benefit of “Burpie’s” information about the Eliminators and 
their gear, timetables, etc. 
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The Warehouse 
 

What’s up, chummer? 
This is the final scenario for this portion of the adventure. 

The runners have found the warehouse, and now only need to 
go inside and get the girl. They can do it  the easy, quiet way, 
or they can do it the noisy, hard way – the choice is all theirs. 
 

Tell it to them straight 
A long cracked sidewalk stretches from the street to the 

yard inside the three meter high chain fence. Dark blue painted 
slats are woven into the fence and run from top to bottom on 
all four sides of the complex. Each corner of the fence is 
anchored to the side of a concrete tower which rises five 
meters high and about two meters in diameter. The gate itself 
has a large metal chain with a standard key padlock. 

The yard is bathed in light and contains several large 
plastic and metal containers of varying sizes. The strong 
halogen lights emanate from well-shielded Plexiglas lamps 
atop the platforms, leaving very few shadows or places to 
hide. It is  almost as if it was deliberately designed that way. 
Indeed, even the containers lie down in tight knit piles which 
provide little that cannot be seen from atop the towers. 

The area just inside the fence contains many 55-gallon 
steel drums. Occasional piles of unusual debris are spread 
about the yard, seemingly grouped by type of material. The 
ground is mostly dirt, but a few concrete slabs stick up here 
and there. Oddly enough, nothing grows in this area. 

The warehouse itself is largely featureless. Forty meters 
long by twenty meters wide, it has recently been painted a 
dark blue. The thick pollution and acid rains have already 
worn a few scratches like some kind of atmospheric sand 
paper. There is no graffiti. Large sliding doors, large enough 
for a truck, lie in the front with a smaller man sized door 
existing on the side. 
 

Behind the scenes 
This warehouse is a small recycling facility for PRC – the 

Puget Recycling Cooperative. They specialize in metals, 
separating it by type and crushing it down into cubes like 
those from a used car crushing machine. These cubes are then 
taken by truck to a smelting facility deeper in Tacoma. They 
have a lot of customers from the shipyards and the occasional 
construction job. As the Halloweeners discovered, the 
company recently secured a contract with Lone Star to destroy 

small arms that have been recovered from the street and 
released after processing  – evidence lockers are only so large. 
Unfortunately, the Halloweeners received a bad tip – the guns 
are not slated for this center, as they are too small to simply 
crush – they go to the smelting plants directly. 

The Eliminators often use this warehouse for a more 
nefarious purpose. They know the layout of the warehouse and 
have installed extra security cameras for monitoring the 
facility (Burpie luckily bypassed their systems and was able to 
sneak in undetected). In addition, they know the area and have 
all the supplies, food, and other necessities they need to stay 
here for a week if need be. During this time, the company is 
“compensated” to suspend operations. The worst thing though 
is that the Eliminators are sometimes instructed to dispense 
with their charges – for this they use the crusher inside the 
warehouse, sending along the unfortunate victim with the next 
load to the smelters. 

 
Once inside: 

The inside of the warehouse contains multiple catwalks in 
the upper level, which allow viewing all areas. A single metal 
staircase winds its way at the front of the warehouse toward an 
upper level office where light can be seen making its way 
through. 

In the back left corner a heavy amount of machinery 
shows where the garbage gets processed and several dark blue 
containers ring the edges where the machines move it on in 
piled crates. A bit farther down, a large truck sits with a small 
tool section to service as needed. The tools are only capable of 
minor service, since this is by no means a garage. Beyond that, 
two separated locker rooms contain bathroom facilities and 
showers. 

Four cameras are just barely visible in the upper shadows 
of the room. The doors themselves are thick reinforced steel, 
six inches thick that slide along wheeled steel lines in the 
floor. A company logo is present on all the uniforms, 
containers, and widely used on all the trucks (but not 
displayed on the outside of the otherwise featureless 
warehouse.). The design consists of a three prong ‘recycle’ 
symbol with arrows of royal gold, dark blue and metallic gray 
going around the letters ‘PRC’. 

 
Right now, Jessica is being held in the female shower 

facility, tied to a chair. The entire bathroom and shower area 
have been warded to prevent scrying. The Eliminators are 
stationed throughout the warehouse to provide security while 
they wait for the telecom call from their Johnson – they will 
either turn over the girl as directed or get rid of her by 
throwing her body into the processing machines. Occasionally, 
one of them will come downstairs and check on the girl, but 
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otherwise they maintain their patrols. Two of them walk about 
the catwalks, two are in the main office, watching the feeds of 
the cameras on security monitors, and two are on the main 
floor, patrolling the perimeter and around the machines. 
 

The Eliminators 
 
White-out, Former Corporate Security Specialist (Human 
Male) 
B Q S C I W E R 
6 (7)4 (6) 5 (7) 4 5 4 0.42 4 (8) 
Initiative : 8 + 3D6  Pools: Combat 7, Karma 4 
Pro Rating: 4/Professional 
Attack: 8M (Colt M-23 Assault Rifle), 7S (Ingram Valiant 
LMG), 9L (Survival Knife) 
Armor : Armor Jacket (5/3) 
Gear : Survival Kit, Low-Light Goggles, Microtransceiver w/ 
Encryption 4 
Skills : Athletics 5, Assault Rifles 5; Etiquette 3 (Corporate 5, 
Street 4), Heavy Weapons 5, Intimidation 3, Stealth 4, 
Unarmed Combat 5, Edged Weapons 3 (Knife 5) 
Cyber: (All Alphaware) Bone Lacing (Plastic), Cybereyes 
(Thermo, Flare Comp), Muscle Replacement 2, Smartlink II, 
Wired Reflexes 2 
Notes: Leader of the group – normally stationed in office 
watching cameras. 
 
 
 
 
 
Shredder, former Lone Star SWAT member (Ork Male) 
B Q S C I W E R 
6 5 7 3 4 5 4.96 4 (6) 
Initiative : 6 + 3D6  Pools: Combat 7, Karma 4 
Pro Rating: 4/Professional 
Attack: 9M (Colt Manhunter Heavy Pistol), 14S (Ranger-
Arms SM -3 Sniper Rifle) 
Armor : Armor Jacket (5/3) 
Gear : Microtransceiver w/ Encryption 4 
Skills : Athletics 6, Clubs 4, Demolitions 2, Pistols 4, Rifles 7, 
Small Unit Tactics 6, Stealth 4 (Sneaking 6), Unarmed 
Combat 5 
Cyber: (all Alphaware) Cybereyes (E-mag 3, Low Light, 
Thermo), Smartlink II, Reaction Enhancers 2 
Bioware: Synaptic Accelerator 
Notes: Usually stationed on the upper catwalks near corner to 
act as sniper 
 

 
 
 
 
 
 
 
 
 
Eraser, former Covert Ops Specialist (Elf Male) 
B Q S C I W E R 
3 5 3 6 4 3 3.22 4 
Initiative : 5 + 1D6 (2D6)  Pools: Hacking 6 
Pro Rating: 4/Professional 
Attack: 9M (Ares Predator III) 
Armor : Armor Jacket (5/3) 
Gear : None 
Skills : Athletics 6, Clubs 3 (Stun Baton 5), Etiquette 5 
(Government 7), Negotiations 5 (Fast Talking 7), Pistols 4, 
Stealth 6, Unarmed Combat 4 (Kick Attacks 6) 
Cyber: Boosted Reflexes 1, Cyberears (alpha) (Hearing 
Dampener, Hearing Amplification, Recorder), Cybereyes 
(alpha) (Camera, Flare Comp, Low Light, Thermo), Headware 
Radio (alpha) (Rating 6, Encryption 4), Smartlink II (alpha) 
 
 
 
 
 
 
 
 
Burn-bag, former UCAS Army Green Beret (Human 
Male) 
B Q S C I W E R 
6 (7)4 (6) 5 (7) 4 5 4 0.42 4 (8) 
Initiative : 8 + 3D6  Pools: Combat 7, Karma 4 
Pro Rating: 4/Professional 
Attack: 8M (Colt M-23 Assault Rifle), 7S (Ingram Valiant 
LMG), 9L (Survival Knife) 
Armor : Armor Jacket (5/3) 
Gear : Survival Kit, Ultrasound Goggles, Microtransceiver w/ 
Encryption 4 
Skills : Athletics 5, Assault Rifles 5; Etiquette 3 (Corporate 5, 
Street 4), Heavy Weapons 5, Intimidation 3, Stealth 4, 
Unarmed Combat 5, Edged Weapons 3 (Knife 5) 
Cyber: (All Alphaware) Bone Lacing (Plastic), Cybereyes 
(Thermo, Flare Comp), Muscle Replacement 2, Smartlink II, 
Wired Reflexes 2 
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Degauss, former Corporate Security Decker (Ork Male) 
B Q S C I W E R 
6 4 5 (7) 2 5 5 1.54 4 (6) 
Initiative : 4 + 1D6 (6 + 2D6) Pools: Combat 7, Karma 4 
Pro Rating: 4/Professional 
Attack: 9M (Ares Predator III) 
Armor : Armor Jacket (5/3) 
Gear : Microtransceiver w/ Encryption 4 
Skills : Cyber Implant Combat 5 (Spurs 7), Pistols 5, Stealth 4, 
Unarmed Combat 4 
Cyber: Headware Radio (alpha) (Rating 5 w/ Encryption 4), 
Obvious Cyberlimb (arm, Smartlink II, Strength Enhancement 
2, Cyberspurs), Wired Reflexes 1 (a lpha) (Reflex trigger) 
Note: Degauss does NOT currently have his cyberdeck with 
him and is not encountered in the Matrix during this 
adventure, so no Matrix stats are needed. 
 
 
 
 
 
 
 
 
 
 
 
 
 
Vaporize, former Counter Intelligence Magician (Human 
Male) 
B Q S C I W E R 
4 5 3 5 5 6 6 5 
Initiative : 5 + 1D6  Pools: Spellcasting 6 
Magic: 7 (Initiate Grade 1) Metamagic: Shielding 
Pro Rating: 4/Professional 
Attack: Spells, see below 
Armor : Armor Jacket (5/3) 
Gear : Microtransceiver w/ Encryption 4 
Skills : Sorcery 6, Conjuring 6 
Spells: Chaotic World 7, Heal 6, Improved Invisibility 6, 
Increase Reflexes +2 5, Stealth 6, Decrease Charisma 7 
Notes: Hermetic Magician, has Fire Elemental (Force 4, 3 
services), Earth Elemental (Force 5, 3 services) and Air 
Elemental (Force 6, 2 services) on call. He will attempt to use 
the Decrease Charisma spell to neutralize any non-charismatic 
runners in the party. 
 
 

Debugging 
This is the last scenario in the adventure – it is go for 

broke time. The runners should ideally escape with Jessica in 
tow, and hopefully not wounded. If they were discovered by 
the Eliminators, then they probably had a little combat. If the 
whole team is killed or subdued, you can have them attempt 
an escape, as they are tied up and their cyberware is 
neutralized through the normal methods; mages will be put in 
mage masks. 

If they made a good impression on Burpie, you can have 
him and Eddie round up the Halloweeners to attack as a 
diversion to assist the runners in getting out, or if after the fact 
as described above, help to rescue them. 
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Picking Up The Pieces 
 

Once they have rescued Jessica, they can contact Joey. 
She will tell them to meet her and the Johnson at the yacht as 
soon as possible. By the time the runners arrive with their 
“guest,” they will find a tall and muscular Native American 
male waiting with Joey. He will introduce himself as “Finger,” 
and will explain that he has tired of the recent practices he has 
learned of Ares – he will not go into it further. 

If Jessica is unharmed and has taken no wounds, or has 
been healed of them so that no trace of harm exists (clothes 
mended, etc.), Finger will be most gracious. In addition to 
paying the runners a bonus of 500 nuyen each, he promises 
that they can call him should they need his services – Joey will 
know how to get in touch with him. He won’t be able to 
answer many questions, but if they need any weapon 
modifications, or special weapons constructed, or even 
something fenced, he will be at their service. 

With that, Joey will ask the runners to leave as she begins 
disengaging her yacht from the pier – after a few short 
moments, they begin to move out into the Sound, where she 
will rig in and take them to their new home. 

If anyone in the party is so crass as to follow them, via 
astral, drones, or whatever, have a random encounter with 
something that will hold them up short – their drones happen 
to run across a Lone Star reconnaissance drone, which 
interrogates their responder chip, those in the astral run across 
a free spirit that stops them for questioning, etc. 
 
 
AWARDING KARMA 
 Award individual Karma according to the guidelines 
on p. 244, SR3. No more than THREE points of individual 
Karma should be awarded. Team Karma is awarded as 
follows: 
 
Saving Jessica without injury   2 
 
Helping Sister Miriam*    1 
 
Defeating all The Eliminators  1 
 
Tipping off PRC’s illegal activities  
(allowing The Eliminators to kill  
their victims at the warehouse)**  1 
 
 
 

* Characters that state they will return after the run and 
annotate as such on their calendars, and who spend at least one 
week helping with repairs around the shelter are eligible for 
this Karma award. 
** If a character(s) tip off Lone Star, a news service, or other 
public service about the doings of The Eliminators and their 
connection with PRC and the grisly details  of what has 
happened there, then they can receive another point of Karma. 
Within a few short days, Lone Star will have impounded the 
warehouse and found evidence from previous activities to 
substantiate the runners’ story, allowing them to bring PRC 
offic ials to justice. 
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CAST OF CHARACTERS 
 
Some NPCs may be adjusted based on the composition of the 
player characters at the table. To reflect this adjustment, a 
value known as the Table Rating (TR) is used. The TR value 
can be used to increase the number of opponents, various 
attributes, skills, or pools, or whatever else is necessary to 
pose a challenge to the player characters.  
 
The TR value can be determined by the predominate makeup 
of the table’s characters, or by finding the average of all the 
characters by adding up their Total Career Good Karma and 
dividing by the number of players. Then consult the chart 
below to determine the class of the table based on where the 
average Karma fits. 
 
The TR value is based on the following: 
 
TR Class  Karma Range 
1 Green  0 - 19 
2 Streetwise  20 - 49 
3 Professional  50 - 89 
4 Veteran  90 - 149 
5 Elite  150 - 249 
6 Prime Runner  250 + 
 
 

“Rolando” (Ray Marcello) 
 
Attributes 
    B    Q    S    I    W    C       E       R 
    ?      ?     ?    5     6     5        ?       ? 
Initiative: Unknown 
Karma Pool/Pro Rating:  6/2 
Magic: 8 (9) Initiate Grade 3 
Active Skills (Relevant): 
Etiquette 5 (Corp 7), Negotiation 6, Sorcery 5, Conjuring 5, 
Cyber Combat 4, Pistols 3 
Knowledge Skills (Relevant): 
Acquire Gear 2 (Magic Gear 5), Corp Background 4, Mafia 3, 
Magic Background 5, Italian 5, Fashion 6, Talismongering 4, 
Shadowrunners 3, Street Background 4 
Cyber/Bioware (Known): 
Datajack, Retractable Hand Blade; Trauma Damper, Clean 
Metabolism, Skin Pigment 
Talents/Abilities/Spells (Relevant): 
Anchoring, Masking, Shielding; 

Armor 5, Detect Enemies (ER) 3, Fashion 2, Fireball 5, Heal 
6, Ice Sheet 2, Increased Reflexes +3, Imp Invis 4, Manaball 4 
Gear : 
Armband (Sustaining Focus 1 w/ Inc Reflex +3), Ornate gold 
medallion (Spell Focus 3, Manipulation), Fetishes, Armor 
Clothing (3/0), Ceska vz120 w/ silencer, Weapon Focus 2 
(retractable hand blade) 
 

Rolando is a hermetic mage. He has clearly had extensive 
cosmetic surgery done and visibly has a few implants. He 
appears to be of Mediterranean extraction and acts so much 
like a poor trid stereotype that most people think that he's 
simply watched too many repeats of Godfather IX. He has all 
of the accent, all of the clothes, gaudy jewelry (including a 
gold medallion on gold chain dangling about his neck), but 
none of the class. He is boorish, tactless, and generally only 
cares about himself. He is festooned with various magical 
fetishes and other paraphernalia, though one small pin is not 
magic related, but identifies him as a member of the Puget 
Sound Sports Fishing Club. 

Rolando always Masks himself as an ordinary magician. 
Further, with his Initiation Grade he is able to Mask two of his 
foci – his retractable hand blade weapon focus and his 
Increased Reflexes armband sustaining focus. He always has 2 
Sorcery and 2 Spell Pool dice allocated to Shielding himself 
(for a total of 4), plus two bodyguards.  
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“Joey” (Joeli Gibson) 
 
Attributes 
    B    Q    S    I    W    C       E       R 
    ?      ?     ?    4     5     2        ?       ? 
Initiative: Unknown 
Karma Pool/Pro Rating:  12/4 
Active Skills (Relevant): 
Etiquette 4 (Street 6)(Mercenary 8)(Smugglers 8), Negotiation 
8 
Knowledge Skills (Relevant): 
Smugglers 3, Fences 4, Gear Value 4, Shadowrunners 4, 
Mercenary Groups 5, Puget Sound 8, Smuggler Networks 6, 
Acquiring Vehicles/Drones and Support Gear 6 
Cyber/Bioware (Known): 
Vehicle Control Rig 
Talents/Abilities/Spells (Relevant): 
Mercenary Contacts, Oversees Contacts (Pacific Rim), 
Smuggler Network Contacts,  
Gear (Relevant): 
Private yacht 
 

Joeli Gibson is a dwarf born and raised in Fiji. She has 
been a successful Seattle fixer for a few years now. Joeli has 
an extensive trid and simsense collection and loves attending 
the Seattle trid festivals.  

Joeli is quiet and undemonstrative, sometimes mistakenly 
interpreted as cold. She has many contacts amongst smugglers 
and within Seattle nautical circles. She knows many fences, 
and many suppliers of serious technical hardware. Anyone 
wishing to move, buy or sell hardware should speak with 
Joeli. 

 


