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An opportunity for a payday!  Your fixer lets you know that a client is looking for a datasteal in a 
previously scouted location.  Get in, get the paydata, and get out, all without leaving a trace or a trail of 
destruction.  Know when to hold ‘em and know when to fold ‘em. 

 
The Gambler is the fourth in a series, the Rose Croix story arc. This adventure is for the Shadowrun game 
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Thunder shook the room and 
vibrated all the bones in Don Kukalakee’s 
body.  He could hardly contain the rising levels of 
adrenaline as the stampede headed straight for him.  He 
stood riveted in place, unable to dodge out of harm’s way.  
But it was nothing to fear – the horses, driven by the 
rainbow clad diminutive humanoid forms on their backs, 
rushed past him and continued on around the turn.  Don’s 
perspective drew back to allow him to view the rest of the 
race as his simfeed delivered all the sights, sounds, and 
smells of the racetrack in faraway Saratoga. 

When the race ended, Don could only unplug the 
simfeed from his datajack with a sense of despair – 
another “sure thing” he thought – another “sure thing” 
that he’d just bet close to his entire paycheck on, only to 
have it fall behind in the last few seconds of the race to 
come in fourth.  He almost cried to himself as he viewed 
the results of the race and the payoffs being displayed 
across the gambling parlor’s main screens. 

Dr. Donald Kukalakee knew he had a gambling 
problem, but he just couldn’t rid himself of it.  To him, it 
was more exciting than combat (which was just 
something else he could wager on the outcome of) or any 
other physical activity he’d tried.  He would bet on almost 
everything.  His employers at Griffin Biotechnology knew 
this, and tried to help him as best as they could.  Just the 
fact that he had the problem prevented him from rising 
too far in the corporation, as he was considered a security 
risk because of his “ailment.”  He had already been 
passed over for promotion twice, and now he had to 
endure the likes of Dr. Josario.   

Don knew deep down inside that he knew much more 
about the brain and cybernetic interface design than 
Renee, and that it should be him leading the team that 
worked so closely with Dr. Chontel.  He quickly forgot 
about the horses as he left the establishment – he would 
have to find a way to remove Josario and take her place. 

 
A content sigh escaped from Fredericks’ lips as he 

savored the rich flavor of the brandy, its fragrant aroma 
wafting up from the crystal tumbler in his hand.  There 
was nothing he liked better than being right about 
something, especially when it followed after months of 
careful planning and taking a few calculated risks.  Yet all 
those risks had paid off.  Dr. Fredericks was the president 
of Paladin Biomedical, and one of his recent “projects” 
has involved an increased interest in Griffin 
Biotechnologies, an upstart firm that had recently 
received some sizeable investments from companies such 
as DocWagon Seattle and Ares Macrotechnology.  This 

intrigued Fredericks, and he immediately started 
researching what Griffin could be developing that could 
attract the attention of such heavy hitters.  His instincts 
told him to keep tabs on Griffin, and that’s what has taken 
place.  He even hired mercenaries – those they call 
shadowrunners – to scope out their new facility in Everett 
and find out everything they could, in case future 
incursions would become necessary. 

All that homework paid off.  He took another sip of 
the brown liquid and let it burn his throat on the way 
down, smiling inwardly at his luck.  Other agents of his 
had been poking around Griffin, trying to discover what 
the company was working on.  Fredericks knew that the 
weakest part of any organization was the people, and 
Griffin was no different.  It took a few weeks, but after 
canvassing a few nearby bars, one of his agents finally 
befriended Don Kukalakee.  It turned out that Don liked 
to gamble – an opening that Fredericks could take 
advantage of.   

It wasn’t long until Kukalakee owed money, a lot of 
money – money that Fredericks’ agent was only too ready 
to give to Don, in return for a little information, of course.  
After a few weeks, Don was a bought man – and yet he 
didn’t seem to mind.  It seemed that he had high 
aspirations and few morals, something that Fredericks 
could work with.  Mr. Kukalakee finally approached his 
newfound friends with an offer.  In exchange for a little 
financial compensation, Don would pass along an 
opportunity for his benefactors to learn about Griffin’s 
latest cash cow – Dr. Indira Chontel and even more 
important, access to her research files.  His intent is to 
pass along the security codes and access badge for Renee 
Josario, his boss, implicating her in any fallout that may 
occur from the “liberation” of the research data.  It was, 
as the saying goes, a deal that Fredericks couldn’t refuse. 

Fredericks thought of this hand that he’d been dealt 
as he put the crystal tumbler down on his desk.  He was 
just like Kukalakee, but of course gambled on a bigger 
scale.  He had opened with the shadowrun to evaluate 
Griffin’s new facility in case an opportunity arose, and 
then he filled his inside straight with Don, the perfect 
blend of greed, a gambling addiction, a little ambition, 
and questionable morals.  His only risk now was to hope 
that it was not a setup, and that any operations could not 
be traced back to him and Paladin.  It was time once again 
to turn to the shadows.  He moved across to his wall safe 
and took out the large packet of data from the previous 
operations.  He then called a “specialist” on his staff that 
would procure the mercenaries needed to penetrate 
Griffin’s labs and extract the research datafiles. 
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INTRODUCTION 
The Gambler is a Shadowrun Missions campaign 
adventure. It is the fourth adventure in the Rose Croix 
story arc/campaign setting. This is only the adventure 
portion of The Gambler – the maps, player handouts, 
sample characters, and other playing aids are included in 
SRM01-04B, The Gambler Playing Aids. 
 

Preparing the Adventures 
The Gambler 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 the adventure once 
you are familiar with any gear or abilities which are used 
within. 
 

Adventure Structure 
The adventure 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. 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 Harvest Time (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 glance), 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. 

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. 
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Campaign Background 
The Gambler is the fourth adventure in the Rose 

Croix story arc. Hopefully, they have also played SRM01-
01 Double Cross and any other SRM01 series adventures 
prior to this.  

Walter Broward (formerly known as Michael 
Davenport) has been called the next Damien Knight. His 
meteoric rise in DocWagon Seattle hit a glass ceiling 
when he became Chief Operations Officer – no matter 
what he proposed to grow the business, it seemed that the 
shortsightedness of the company’s CEO would overrule 
him. He decides that he can go it alone and hatches an 
elaborate plan. First, he hires two teams of shadowrunners 
– one to evacuate from the clutches of DocWagon, and 
one as a diversion that would make an “assassination” 
look believable. 

After returning from the Caribbean League with 
cosmetic surgery, he set about establishing his empire. He 
would compete directly against DocWagon as Rose 
Croix, a biomedical technology company that would 
provide medical services, as well as bid on those lucrative 
contracts that DocWagon would never touch. In order to 
speed along DocWagon’s weakening in the corporate 
arena, Broward planned a chess match of shadowruns that 
would help to weaken the de facto heavyweight in the 
sprawl while strengthening Rose Croix. 

The first move was against the vault, a secure facility 
where DocWagon stored tissue samples, full clonal 
bodies, and donor organs for their customers. The facility 
was also the main center for vat-grown tissue 
development. Shadowrunners acting on Broward’s behalf 
entered this facility and made off with some of the higher 
profile clones, and some tissue samples as well. The rest 
of the organs and tissues were destroyed, leaving 
DocWagon Seattle seriously crippled. Many of their 
Platinum contracts began shifting over to Rose Croix. 

Smaller runs were conducted against DocWagon, and 
then an opportunity dropped in Rose Croix’s lap. While 
doing reconnaissance for a shadowrun, a rigger happened 
to catch a group of dark figures murdering and harvesting 
a group of squatters for their organs. Information was 
leaked that they were hired by DocWagon. Runners were 
hired to follow up any leads, including recovering an 
eyewitness and helping his urban tribe learn the 
information they needed to help Rose Croix conduct a 
smear campaign against DocWagon. 
 

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 Special Note 
This adventure is not quite like traditional Shadowrun 

adventures. Yes, the format has been followed, but the 
scenarios are very different. Since the majority of the 
legwork has been provided to the player characters, the 
focus of this adventure is on the planning and execution 
of the run. There is a lot of information regarding the 
facility.  It is not intended that you memorize all the 
particulars. Rather, you should read through the adventure 
to become familiar with it and get a feel for how things 
work, and then make note of where you can find certain 
information when you need it. Most of the information is 
very detailed in order to aid you in running the facility 
from any aspect that the player characters will attempt – 
and we all know how creative they can be! 
 
 
You need to have SRM00-03 FORCEd RECON available 
for reference during this adventure.  As mentioned above, 
you should review it and become familiar with the various 
security aspects of the facility, along with the changes that 
are incorporated into this adventure. 
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The Gambler 
 
 

PLOT SYNOPSIS 
The runners are tasked to break into Griffin Biotech and 

steal some valuable paydata.  All they have to do is get in and 
out with the data, without leaving a trace, whether in the 
mainframe with the data, the facility, or in a toll of bodies. 

It all starts with a meet in Renton, at the club Crusher 495 
(p. 63 in the New Seattle sourcebook).  The Johnson directs 
the runners to the new Griffin Biotech facility in Everett, 
which they may have scouted in the adventure SRM00-03 
FORCEd Recon.  The deal is for a down payment and then a 
follow on representing a percentage of the value of the 
paydata. 

The runners will have to take what they know of the 
facility, plan the run, carry it out, and deliver the data to the 
Johnson.  What could be more straightforward, eh? 

This is intended as a datasteal with the stricture that there 
can be no bloodshed or trace left behind.  Additionally, it 
provides an opportunity for a character with the ability to deck 
to shine. Note however that a decker is NOT required to 
obtain the datafile. 
 

What’s really happening 
Griffin Biotech is a new company that has recently 

received venture capital from investment firms, including Ares 
and DocWagon Seattle, for developing new biotechnology.  
They have recently moved into a new facility in Everett 
(Lynnwood neighborhood, security class B) in order to expand 
their laboratories and other resources.  The runners may have 
already investigated the new facility in the adventure SRM00-
03 FORCEd Recon.  The security is described more in the 
More on the Run section below. 

The goal of the run is to infiltrate and obtain the paydata 
and then get out without getting caught.  The run is backed by 
Paladin Systems, a cyber/biotech company that has an interest 
in such data.  The runners should remain undetected and cause 
no harm to the facility or workers.  If all goes well, they can 
gain the Johnson as a contact.   

An ambitious underling employed by Griffin Biotech, 
Don Kukalakee, is trying to discredit his boss, Renee Josario.  
Once the data is out and Paladin makes use of it, Josario will 
probably be removed from her position.  To this end, he is 
prepared to feed sensitive security information to Paladin.  

Fitting into his plans, Josario is scheduled to attend a 
conference in Atlanta later this week.  On her last day before 
the conference, he invited her and some coworkers out for 
some drinks, where he was able to slip her ID badge out of her 
purse. He previously learned that she uses her birth year 
(2029) as her keycode. He passed on these two items to 
Paladin with the warning that Josario would be back by the 
end of the week.  

Don is too small a fish to be extracted at the current time, 
but he expects to capitalize on the situation to move up and 
gain more value to both companies, as well as make a little 
nuyen to support his gambling habit.  What he doesn’t realize 
is how deep Paladin’s hooks will then be in him….. 

Paladin has been paying off his gambling debts, to the 
point where they are actually paying him to gamble.  He 
favors the urban brawl and combat biking books at Stuck’s 
Carnival in Auburn, because that is where Paladin has been 
paying him, rather than having him doing business in his own 
backyard. He has since developed a taste for a girl there 
named Zoe.  Occasionally, though, he slips and gambles in 
Everett at Jason’s Bar and Grill, a local gambling den.  When 
he does win, he parties at the casino bar or restaurant (or in 
more sordid ways) and essentially blows it all immediately, 
starting the vicious cycle again. 
 
 

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

but not overwhelming, 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 The Gambler, and avoid situations 
where a group may be lacking. 
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The Hire 
 

What’s up, chummer? 
Each of the runners is called separately by their fixers and 

asked to take part in “a matter of discretion.”  If asked for 
further information they are tersely told that it is a grab and 
run job requiring a high amount of subtlety.  This is a good 
chance for the Game Master to drop hints to impulsive players 
to curb their enthusiasm.   

They are given four hours notice, so they have some time 
to pack carefully and do some legwork.  They are told the 
meet location—the club Crusher 495 in Redmond, and the 
name of their Johnson – Alex… 
 

Tell it to them straight 
The meet is scheduled to occur at 9 p.m tonight - 

Tuesday.  Somewhat early for regulars, but early enough for 
gung-ho runners who want to plan and execute the run with all 
possible haste.   

9 p.m. at Crusher 495 is quiet – the crowd hasn’t really 
begun to arrive, the hardcore drinkers are wobbling out, and 
strangely everyone is getting along.  When your fixer called 
you and told you about the meet, a subtle snatch and grab, you 
figured you had the stones for it, so here you are. 

The generally known information on Crusher 495 is that it 
is located on the edge of the Touristville section of the 
Barrens.  It’s owned and operated by a group of orks.  In 
general, racial harmony prevails at Crusher 495.  Johnsons like 
it as “neutral ground.” 

As you enter the bar, you notice that it is indeed a racial 
mixing pot – orks, humans, and a few trolls and dwarves are 
all interacting together.  Only elves seem to be noticeably 
absent in the crowd. You try to fit in as you make your way 
around the room, asking here and there for “Alex.” 
Eventually, one of the bouncers directs you to a booth along 
the back wall – already seated is your Mr. Johnson, or more 
appropriately, Mizz Johnson, as Alex appears to be a female 
ork. 
 

Hooks 
Ms. Johnson is a professional.  She will offer them a 

chance to work with what she considers a real opportunity, a 
run on a location they may have already scouted, prove their 

moxie by performing without bloodshed or detection, and, if 
necessary, the chance for further work.  What runner wouldn’t 
want that?  If the runners are trigger happy morons, let them 
take the run but throw every possible curveball their way.  If 
the runners insist on tedious negotiating designed to eke out 
every last nuyen, have Ms. Johnson stand up, insult their 
professionalism, say something about it being too bad because 
there was follow-on work to be had, and head for the door.  If 
this doesn’t call their bluff, go immediately to the racist attack 
encounter in the Extra Cards section.  
 

Behind the scenes 
Once they get to the meet, the runners will be sent to a 

back booth to meet Mr. Johnson, who in this case, is a Ms. 
Johnson, and an ork to boot!  While the Paladin Ms. Johnson 
tries to be as professional as possible, she does have a bias 
against what she terms “freaks:” Runners who feel the need to 
have alligator-like orthoskin, obvious cyberlimbs, balance 
tails, cyber skulls.  These runners will be ignored at best, or 
asked to wait outside the meet if they are in any way rude or 
obnoxious.  Ms. Johnson has a low tolerance for insufferable 
weirdos. 

The characters either take the job or they don’t.  Some of 
the characters may know each other, some might not.  Be that 
as it may, they have been offered the run as a group, although 
individuals may choose to decline the run, getting zero nuyen 
and karma for their time.  Runners who decline the run should 
have it noted on their log sheet so that the next game master 
can have their fixer role play accordingly. 

They will initially be offered a 1,000 nuyen down 
payment when they accept the run, and then 10% of the value 
of the paydata, which can then be negotiated up to 20%, 
yielding somewhere between 10,000-20,000 nuyen apiece (per 
tier) more.  For the purpose of Negotiation rolls, Ms. Johnson 
has a Negotiation skill of (3 + tier) of the character group (i.e. 
4 for Green runners, 9 for Prime runners).   

Once they have accepted the contract to do the run, they 
are told that the job is to get into Griffin Biotechnology, obtain 
the paydata off of a stand-alone workstation belonging to Dr. 
Chontel, and get out.  They are to leave no trace, body, or 
damage behind them.  If the team does not have anyone with a 
Computer skill, she will also give the team a small device 
(about the size of a Pocket Secretary) – this device only needs 
to be hooked into the computer where the file is kept and the 
internal programming will download the file for the runners.  
In addition, Ms. Johnson will provide them with data obtained 
from previous shadowruns, outlining all the security and 
procedures of the facility, along with an employee’s passcard 
and keycode.  These last items are one of the reasons the run 
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must be completed within the time allotted – after that, the 
badge will be discovered missing, and badge and code will be 
reported as such and locked out of the system.  The card and 
code will provide access to the private lab and the workstation.  
After the team has achieved their objective, they should leave 
the security badge in Josario’s office. 

 
 

Prep-work and Legwork 
The characters may want to do some legwork pertaining to 
Crusher 495 before the meet, or on Griffin Biotech shortly 
thereafter.   
 
Crusher 495 
Appropriate contacts: Any Barrens contact, Fixer, Data 
Broker, Any ork 
Appropriate Knowledge Skills: Ork Bars, Barrens Bars, 
Barrens Meet Spots, Barrens Runner Hang Outs (4) 
 
Successes Result 
 0 “Yeah, he’s that wrestler, The Crusher, and 495 is 

his weight.” 
 1 “That’s a bar over in the Barrens.  Touristville 

section.” 
 2 “Owned by orks, but pretty much everyone can go 

there.  A taste of the Barrens for the mundanes.” 
 3 “I’ve heard that occasionally Humanis likes to do 

a drive-by, try to scare off the metas.  Hasn’t 
worked yet.” 

 4+ “Janus Koskey, the manager knows everything 
worth knowing in Redmond, and sells information 
for a fee.” 

 
Griffin Biotech 
Appropriate contacts: Street doc, Any corporate contact, 
Any Everett contact, Data Broker, Fixer, Mr. Johnson 
Appropriate Knowledge Skills: Biotech, (Mega)corporate 
security, Data Brokerage, Everett corporations (4) 
 
Successes Result 
 0 “Yeah, they’re turning metahumans into 

griffins.” 
 1 “They’re a biotech firm with a new facility in 

Everett.” 
 2 “Word is they have security drones on patrol, but 

no rigger on duty.” 
 3 “I’ve heard that they don’t have mages on duty 

but there are some spirits and maybe some other 

passive magical protections.  I also heard they’re 
on the verge of a major breakthrough.” 

 4+ “They keep all their important data in a stand 
alone workstations.  To get at it someone’s going 
to have to get physical access.  Word is that 
Paladin Systems is interested in that data.” 

 
 

More on the Run 
Ms. Johnson will be able to provide the following 

information for the characters if they ask: 
What exactly do we have to do?  Starting at the 

conclusion of the meet they have 48 hours (until 9PM 
Thursday) to enter Griffin Biotech, get to the stand-alone 
workstation, download their paydata, and get out.  They are 
not to kill/harm anyone, leave any trace whatsoever, or 
damage any property. The target workstation itself is in a 
small room off of Dr. Chontel’s private lab. 

What is the paydata?  Inconsequential.  The size of the 
paydata is 1,000 Mp per tier of the group of runners (i.e. 1,000 
Mp for a Green group, 6,000 Mp for a Prime Runner group).  
It is located in Dr. Chantel’s lab’s personal computer system, 
tagged as Project 27. 

Why no bloodshed, trace, or damage?  Ms. Johnson’s 
sponsors have assets inside Griffin they do not want 
compromised at this time. 

What level of threat can be expected?  Security consists 
of mostly technical systems - no rigger system, but there are 
drones and stationary, as well as mobile, cameras.  The 
security system is software driven - all maglocks, doors, 
elevators, HVAC, passcodes, alarms, panic buttons, and some 
of the cameras are computer controlled, most from the inside.  
Magical security is low.   

What resources are available?  Ms. Johnson is able to 
provide the runners with a passkey and code for the maglocks, 
as well as a floor plan and security details of the facility.  
These should suffice to get them to the workstation.  The 
badge belongs to Dr. Renee Josario, one of Dr. Chontel’s 
assistants and a team leader. Renee is out of town for a few 
days, and therefore her badge will not be missed until she 
returns. For anything else they are on their own, but she’s 
hoping that they will not waste too much time on legwork, as 
her employer has gone to great lengths to obtain the 
information for them. 
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Griffin Biotechnology Update 
 

What’s up, chummer? 
This is the same facility that first appeared in SRM00-03 

FORCEd RECON.  During that adventure, the runners were 
hired to discover as much information as possible about the 
new facility that had been constructed in Everett.  More teams 
of runners were sent back to the facility in order to fill in any 
holes in the information needed for this run.  Should a player 
character possess more information, either in hard copy format 
or from sheer memory, they are certainly allowed to use it 
during this run. 

This run, however, occurs at least two weeks after the 
initial legwork runs.  By now, the facility has gone into full 
operation – all personnel are now working onsite and their old 
offices have been shut down.  All security measures are up 
and fully operational.  In some cases, some last minute 
additions and/or changes have been made in the building’s 
security posture.  This is the challenge for the runners – do 
they accept the information that has been given to them by the 
Johnson, or do they do some preliminary legwork to ascertain 
the completeness and currency of the information.  Provided 
in this section are notes that cover any of the changes from the 
original run.  

As always, players may be able to discover any of these 
changes through the appropriate contacts through normal 
interaction tests. 
 

Behind the scenes 
 

Physical Security 
First, additional funds were allocated to installing 

monowire along the north perimeter wall (thus covering three 
sides of the compound). This monowire is very difficult to 
spot (Perception (10) test to notice, 10S damage) and has been 
installed along the top of the wall.  All three sides are also 
wired into the security system – breaking the monowire breaks 
the slight electrical circuit and sets off an alarm.  Characters 
can attempt to bypass this security feature with a successful 
Electronics (5) test and the proper equipment (insulated 
cutters, electronics toolkit).  Note that characters should not be 
able to steal monowire from this facility. 

 

 
This information can be obtained through a Security 

Systems Technician type contact (someone who installs/tests 
security systems) with a base target number of 6, with normal 
modifiers applied. If the contact in question did not perform 
the work (i.e. does not live and/or work in the Everett area), 
apply a +2 target modifier to a second roll for “Friend of a 
Friend” information. 
 
 

Technical Security 
Note that all external and internal sensors are now online 

and fully operational. 
 
All of this technical security information can be obtained 

through an Electrician or Security Systems Technician with a 
base target number of 4, with normal modifiers applied. If the 
contact in question did not perform the work, apply a +2 target 
modifier to a second roll for “Friend of a Friend” information. 
 
 

Matrix Access 
There has been no changes or updates to the matrix 

systems of the facility. 
 
 

Astral/Magical Security 
First, there is no longer a residual background count 

surrounding the perimeter wall.  While it can still be viewed in 
astral space and discerned that it was constructed from the 
earth itself, by earth elementals, there is nothing else 
remarkable about the wall. 

In order to better protect some of the labs and sensitive 
work areas, the inner walls, floors, and ceilings have been 
lined with biofiber material.  This includes Dr. Chontel’s 
private lab, which has also had the windows covered over with 
biofiber panels as well.  From the exterior of the building, 
however, all that can be seen is the same darkened plexiglass 
window. 
 

This information can be obtained through any magically 
active contact or Security Systems Technician with a base 
target number of 4, with normal modifiers applied. If the 
contact in question did not perform the work, apply a +2 
modifier to a second roll for “Friend of a Friend” information. 
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Knight Errant security periodically provides a barghest 

and handler for patrolling the grounds, usually sticking to 
within 20 meters of the building.  As luck would have it, the 
barghest and his handler will be on duty the SECOND day 
following the meeting.  Therefore, if the runners hit the 
facility within the first 36 hours after the meeting (before 8 
AM of the second day), they will NOT encounter this team. 
 

This information can be obtained through a Knight Errant 
contact of some sort with a base target number of 6, with 
normal modifiers applied. If the contact in question did not 
perform the work, apply a +2 target modifier to a second roll 
for “Friend of a Friend” information. If the runner would like 
to know when the next scheduled patrol is at Griffin, it will 
require a minimum bribe of 2,000 nuyen. 
 
 

Guard Activity and Procedures 
Each shift is now fully staffed and consists of 38 guards, 

distributed as follows:  one shift commander/corporate liaison; 
two guards at the main gate; three guards in the control room; 
four guards in the main lobby; four guards on each floor (two 
floors and one basement level) and two two-man teams 
patrolling in each exterior quadrant (four total quadrants). 
 

This information can be obtained through a Security 
Guard or Knight Errant contact of some sort with a base target 
number of 6, with normal modifiers applied. If the contact in 
question is not a Knight Errant employee, apply a +4 modifier 
to a second roll for “Friend of a Friend” information. Note the 
target modifiers above for any attempts to get Knight Errant to 
divulge any information or compromise their corporate 
contracts/customers. 
 
 

Personnel Actions 
All personnel are now on the premises.  Everyone except 

for the janitorial and maintenance staff work from 8AM until 
6PM, Monday through Friday.  Occasional technical staff and 
researchers will work later hours and on Saturdays.  This run 
will be held on Wednesday and Thursday.  Janitorial and 
maintenance staff work around the clock as needed to 
complete their duties. 
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GETTING IN 
 
One of the keys to this run is gaining access into the 
compound and facility.  Depending on how the runners 
attempt this, it could be very easy or very difficult.  This 
section outlines some of the possibilities for gaining access for 
the characters.  They are by no means to be restricted to these 
methods, but you should be able to use them as a guide for any 
unusual tactics taken by the characters. 
 
 

Smooth Talker 
 

What’s up, chummer? 
Those with “Face” type characters or with high Charisma 

may want to try this approach. Odds are, this scenario will 
occur at the main gate, as the runner(s) attempt to talk to the 
guards and get information or gain entrance to the facility.  
This also covers any attempts at making “unscheduled 
deliveries” or other similar deceptions. 

 

Behind the scenes 
 Unfortunately for the runner(s), Knight Errant has been 
instructed that there are no expected deliveries for the day the 
runners arrive, nor is anyone supposed to be arriving (other 
than the normal personnel). There are no “surprise 
inspections” of any sort – anything like this would have the 
Security Director accompanying the inspection team. 
 Any requests for entry into the facility or questions about 
anything will be met with a stony stare and a response to move 
along. 
 Note also that previous successful methods such as school 
orientation trips, hiring interviews, and the like will not work 
this time around – the school is no longer granted tours and all 
positions have been filled. 
 However, if the runners can somehow find a way inside 
the facility, this method has an increased chance of working – 
the security systems are designed to keep people out of the 
facility.  If you are already inside, then you must belong there.  
The guards will be more inclined to believe any reasonable 
story given them. 
 

Debugging: 
 There is a chance that the runner(s) will use magical 
means to overpower the minds of the front gate guards. If so, 
note that the main gate opening will alert the control station 
and the guards on duty there. They will contact the guards via 
radio and telecom in the security station to confirm the access 
of the visitors, and upon learning the that the guards are 
apparently not in control of their own minds, will sound a 
silent alarm and redistribute the guards in order to capture and 
interrogate the runner. 
 
 

Stealth Approach 
 

What’s up, chummer? 
 Most runners will probably try to attempt a more stealthy 
solution to gain access to the grounds and the facility itself. 
This is certainly commendable, and possible, although 
challenging. As mentioned in the various legwork sections, the 
combination of physical and technical security measures about 
the facility will make it very difficult for runners to 
successfully stealth their way in and/or out of the facility. 
Certainly, a well balanced team with magical support will 
have a better chance in doing so. 
 

Behind the scenes 
 Traversing the grounds is much easier than inside the 
facility. First, the only (normal) entry ways into the facility are 
the front doors, loading dock, and the emergency exits. Two of 
these accesses are guarded, while the third is alarmed. Only 
the common areas have no active systems during normal 
business hours – although after hours, of course, the systems 
are activated. 
 As mentioned in other scenarios, this approach may work 
best when coupled with another scenario as a distraction in 
order to pull guards away from their posts so that a small 
drone, smart frame, or single runner can slip into the facility to 
gather information. 
 One of the best kept secrets at the facility is that all of this 
security does have a weak point.  All of the external sensors, 
cameras, and other devices are connected directly to slave 
nodes in the security system.  This oversight means that any 
runners that are able to stealth into the compound may have 
the ability to place a dataline tap and hack into the security 
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computer.  While the system is difficult, it is much easier than 
trying to deck in from the public address SAN.  Inside the 
security computer, the runners would be able to modify the 
biometrics database, get guard schedules, etc. This is really the 
best way to infiltrate the facility. 
 

Debugging 
 Coming in over the wall and moving through the forest 
will require the guards and the security systems to attempt to 
spot the runners. If they are spotted, then the silent alarm will 
be triggered and the guards mustered appropriately to meet the 
perceived threat. With the extra time the runners will be taking 
to stealth towards the facility, the guards will have ample 
opportunity to upgrade to heavier weapons at the armory, as 
well as contact Knight Errant for backup support.  
 
 
 

Astral Reconnaissance 
 

Use the section on Astral/Magical Security above to guide 
this avenue of investigation. 
 
 

Divination, Scrying, or Other 
Magical Means 
 

Use the section on Astral/Magical Security above to guide 
this avenue of investigation. 
 
 

Distraction Response 
 

What’s up, chummer? 
 One of the methods that the runners may attempt to use 
would be to set up some sort of distraction or ruse to either: a) 
gauge the reaction of the guards or b) to commit their forces in 
one place so that the runners can insert someone, or 
something, somewhere else. The runners don’t even have to 
do this themselves. They may hire a gang or even other 

shadowrunners to cause the distraction for them. Also, timed 
explosions, drones, spirits, or other forces can be used as well. 
 

Behind the scenes 
 While this may sound like a good plan, it will probably 
only serve to frustrate the runners. As mentioned, the Knight 
Errant forces are professionals – when a “ruckus” is caused on 
the grounds, the closest team is sent to investigate as the 
sensors in the area are brought into play. The shift supervisor 
will announce the disturbance as appropriate and begin to 
deploy the guards as required. As shown in other sections, this 
usually means that some will report to the armory and others 
will make their way back to the facility. In fact, standard 
tactical procedure would be to deploy some assets to the 
opposite side of the disturbance, in order to defeat any 
attempts of distraction tactics. After all, protecting the facility 
and containing the security breach is the goal, not engaging 
unknown foes in a pitched battle.  
 Instead, they will do exactly as the runners are doing – 
staying back and observing the attack of the intruders via 
various sensors, contact with the first wave of guards, or other 
sources. They will use this information to formulate a defense, 
as well as providing the data to incoming Knight Errant forces 
en route for backup. 
 Obviously, if the runners attempt to enter the facility, they 
will have an even more difficult time than if the disruption had 
not been caused. Alarms will have been raised, and all security 
aspects, including matrix security postures, will have been 
increased. Shortly after the start of the attack, the various 
spirits and elementals will appear – some will be directed 
towards the incoming threat, while some will be directed to 
assist in “holding the fort,” or helping to guard the facility and 
inner perimeter. Along with these will be an astral mage or 
two, which will scout out the situation and materialize before 
the shift supervisor to supply him with the latest intelligence. 
Within a few more minutes, the support teams will begin to 
arrive, and the facility will be locked down, with an enhanced 
security posture. 
 

Debugging 
 Should the runners somehow successfully pull off a 
distraction (maybe they arranged for multiple events to occur), 
they will only have to deal with a limited number of guards in 
their immediate area (unless, of course, they are attempting to 
storm the main entry). They will probably overpower these 
guards and be able to work their way forward. Eventually, 
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they will have to deal with the elementals, controlled by an 
astral mage. 
 At this point, the goal of the guards will be containment – 
they will try to keep the runners fighting in order to redeploy 
forces and to wait for the coming backup forces. If the runners 
only stay long enough to get what they came for, or drop off 
something else, then they stand a good chance of getting 
away. Otherwise, if they continue to hold their ground and 
fight, or try to work their way deeper into the facility, then 
they will eventually find themselves in a pickle. The runners 
will probably eventually be captured, injured or killed. Those 
that are captured will eventually find themselves in the Stuffer 
Shack parking lot, as described in the other scenarios. 
 
 

Interrogating Personnel 
 

What’s up, chummer? 
 Ok, we all know it will happen at some time or another. 
One of the runners will want to capture one of the employees 
of Griffin Biotech and interrogate them, replace them, steal 
their credentials, et cetera. This scenario covers those 
eventualities. 
 

Behind the scenes 
 Under the Personnel section of the Griffin Biotech 
breakdown, it explains the expected actions that various 
people will perform if they are interrogated or otherwise 
compromised. For the most part, employees from the lowest 
janitor on up will cooperate with their captors and divulge any 
information that they know. As soon as possible, they are to 
contact the corporation and inform them of the happenings so 
that any arrangements can be made. 
 Mid level managers, prominent scientists and doctors, and 
other staff positions are a little more difficult. They have 
received basic resistance training from Knight Errant and have 
at least three dice for resisting interrogation or intimidation 
(Interrogation [Resist Verbal]: 1 [3]). This will not, of course, 
help against any magical truth detection. These individuals 
will still play along with any captors, but will use stalling 
tactics to try to stretch out the process, change the path of 
inquiry, or even misdirect their captors. They have confidence 
that the corporation will find and protect them. Those with a 
Professional Rating will even hold out under physical torture, 
and will not begin to divulge information until they have 

sustained physical wounds of a level commensurate with their 
rating. 
 Employees can be captured anywhere, and quite easily, as 
long as the runners have a half decent plan. Only the highest 
staff, lead scientists, or other important personnel will have 
any kind of protection, including bodyguards. Most also have 
some sort of PanicButton™ arrangement that will send out a 
signal that can be picked up and tracked by radio detection and 
ranging equipment. As long as the runners have a well-thought 
out plan, they can successfully capture their subject – but 
unless they have deactivated or isolated all the devices on a 
VIP, they will have uninvited company (four Knight Errant 
response teams, with close air support) come and surprise 
them soon afterwards. 
 Griffin employees are encouraged to use public 
transportation and travel within car/van pools. There are still a 
number though, including most senior staff, which travel via 
their own private vehicles. These can easily be stopped at any 
point between their homes and work – either downtown at the 
old facility or in Everett’s new compound. 
 With the opening of the new facility only a week away, 
many of the scientists and other lab personnel may decide to 
show up to check out and tour their new spaces and labs, or 
even start moving over personal items. 
 

Debugging 
 Griffin Biotech has an understanding of how the real 
world works, and is not blind to industrial espionage and 
similar tactics. Therefore, they have decided to institute 
policies to protect their personnel as much as possible. One of 
these policies is to cooperate with captors and give them the 
information and resources for which they ask. 
 Should the runners kill their captives, they will certainly 
anger the corporation. For the most part though, any damage 
that can be healed naturally is not considered foul play. 
Anything that requires cybernetic replacement, expensive 
healing techniques or magics will incur the wrath of the 
corporation. Any runner with Etiquette (Corporate) can 
certainly recognize this with a simple test (target number 2). 
 If the runners insist on proceeding, then let them – 
annotate as such on their Mission Log Sheet (that they killed 
innocent wage slaves) in the appropriate area, increase their 
Notoriety by 1, and let them know that the shadows are 
watching. 
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Duplicating Credentials 
 

What’s up, chummer? 
 Following along the logical path of capturing an 
employee for interrogation would be to obtain that employee’s 
keycard/photo identification card, or other credentials so that 
the runners could attempt to forge their own set of IDs and/or 
modify the one they have. This scene covers some of the 
issues with this plan of accessing the facility. 
 

Behind the scenes 
 As mentioned in the last scenario, employees will not 
withhold their passcodes or passkeys. The passkeys are rated 
the same as the highest maglock to which they are encoded, so 
a card designed to be used in a Rating 6 maglock would be 
considered a Rating 6 passkey for purposes of defeating the 
encryption and other protective features of the unit. If the 
runners (or more likely, one of their contacts) have the proper 
equipment for creating fake passkeys, they must achieve at 
least one success on an opposed test with the passkey. Of 
course, if the runners wish to just use that passkey, they may 
do so without any tests – but be forewarned that having Hank 
the Troll passing through a security checkpoint with Mary the 
Elf’s passkey may cause some suspicions among the guards. 
 Keycards/security badges do NOT contain any biometric 
data, only a photo on one side and swipe bar on the other – 
that data is stored in the security network computers. 
Therefore, attempting to use a keycard on a maglock system 
that also requires palm-print identification may cause some 
issues for the runner attempting to do so! Also, even though 
the runners may be able to create convincing forgeries of the 
passkeys, they will need to somehow have the access data files 
in the security network updated to recognize the card’s code 
and match it to any PIN codes or biometric data. In other 
words, gaining the passkey from an employee is not going to 
be much help to the average runner. 
 
 

Debugging 
 There really isn’t much to go wrong here. Either the 
runners make a convincing forgery, or they don’t. Obviously, 
if they fail horrendously on their forgery attempt, they may not 
know that the card is bad, and attempt to use it. This, of 
course, would set off alarms as soon as it is used. Also keep in 

mind that if runners capture an employee and take that 
person’s keycard, and that person is allowed to go or is left 
behind, they will call Griffin as soon as possible to relay the 
fact that someone has stolen their passcard and may/may not 
have a passcode / PIN also. In this instance, Griffin may allow 
the card to be used to gain entry into the building, only to trap 
the runners in a room later on after their card has been 
deactivated. 
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PICKING UP THE PIECES 
 
 The wrap-up for this adventure is fairly cut and dry. Once 
the runners have decided to contact Ms. Johnson and turn over 
the information, she will arrange for them to meet her again in 
the bar. This time, she is also accompanied by a large 
muscular ork – obviously a bodyguard. The characters will be 
invited to be seated once again and allowed a chance to pass 
along the data.  She will pull out a small cyberdeck and slot 
the chip/datadrive in order to verify its contents.  Once this is 
out of the way, she will pay them for the data (a percentage as 
negotiated during the first meeting). Of course, monetary 
rewards are only part of the outcome for this adventure – there 
is also Good Karma! 
 
KARMA 
 
Killed only in self defense    1 
OR 
Killed no one     2 
 
Minimal exposure    1 
OR 
The “Perfect Run”, no evidence whatsoever  2 
 

There is therefore an opportunity for a maximum of 4 
Good Karma. To this you can add the additional personal 
karma as per the SR3 rules. No character should be able to 
earn more than six points of karma for this adventure. 

 
In addition, if the runners were especially effective, 

creative, or otherwise professional in their dealings and 
completion of the shadowrun, they may opt to receive Alex as 
a Level 1 Contact.  This would be of great benefit to those 
with technological “enhancements”, as she can provide access 
to a Beta Clinic (owned by Paladin, of course), which they can 
take advantage of immediately – future access is detailed on 
her contact card.  Also, she would be interested in having 
some “field testing” performed on the new cyberware that is 
detailed on the chip she now possesses – any character that has 
wired reflexes and 0.5 remaining Essence may opt to have the 
cyberware installed as outlined in the playing aids.  This is a 
one-time offer, as they need to get it to market quickly.  It is 
NOT available as Beta or Deltaware, but can be obtained as 
Alphaware in order to match existing wired systems. 



 

Shadowrun Missions The Gambler 17 

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 + 
 
 
ALEXANDRA DETWILER, MS. JOHNSON 
 

Alex is a female ork.  She works as a professional 
Johnson for Paladin Medical Services.  Alex is very 
professional – well dressed, well groomed, and well 
mannered.  She is quite capable of handling herself around 
shadowrunners, and is not intimidated by them.  She is, 
however, prejudiced against “freaks” – those affected by 
SURGE, or even those that voluntarily undergo drastic 
changes such as visible cyberarms and skulls, reptilian like 
orthoskin, or anything else that doesn’t look “normal.”  She 
will be less than courteous to such individuals and may even 
ask them to leave her presence until she concludes a deal with 
their associates. 

Stats are not provided as she is as good as she needs to be 
based on the tier of the table. 
 
 
 
 
 

 
REBECCA OWLS-BREATH, SECURITY DIRECTOR 
 
B Q S C I W E M R 
4 (6) 5 (6) 5 (6) 4 4 (6) 5 0.6 0 5 (14) 
Initiative:   5 (14)+1d6 (4d6) 
Pools:  Karma: TR+4 Combat: 9 
Prof Rating:  4/Professional 
Cyberware: Smartlink, Hearing Damper Modification, 

Datajack, Wired Reflexes 3, Reaction Enhancer (+2), 
Muscle Replacement 1, Dermal Plating 2, 
Encephalon 2, Headware Radio w/ Comlink-IV and 
Crypto-3, Tactical Computer 1  

 (All cyberware is DELTA grade) 
Bioware: Cerebral Booster 2, Enhanced Articulation* 
Skills: Assault Rifles 5*, Shotguns 5*, Unarmed Combat 6*, 

Athletics 3*, Stealth 4*, Etiquette 2, Intimidation 4, 
Electronics 3, Computers 3, Biotech 3 

Knowledge: Security Procedures 6, Shadowrun Tactics 5 
Armor: Armor Jacket (5/3) 
Weapons: Enfield AS-7 Shotgun (Conc. 3, Ammo 10(c), 

Mode SA/BF, Damage 8S) with internal Smartgun 
System; 4 clips slug ammo; (2,000¥ value) 
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KNIGHT ERRANT SECURITY GUARD 
 
B Q S C I W E M R 
5 6 6 3 5 5 0.9 0 5 (9) 
Initiative:   5+1d6 [9+3d6] 
Pools:  Karma: TR Combat: 8 
Prof Rating:  4/Professional 
Cyberware: Smartlink, Hearing Damper Modification, 

Datajack, Cybereyes (Flare Compensation, 
Rangefinder, Thermographic), Headware Radio w/ 
Comlink-IV and Crypto-3, Wired Reflexes 2 

Skills: Assault Rifles 3, Pistols 5, Unarmed Combat 3, Armed 
Combat (Club) 2 (4), Throwing Weapons 4, Launch 
Weapons (Launchers) 2 (4), Submachine Guns 5, 
Athletics 3, Stealth 4, Etiquette 2, Intimidation 4, 
Interrogation 4, Electronics 3 

Knowledge: Knight Errant Operational Procedures 4, Security 
Procedures 4, Shadowrunner Tactics 3 

Armor: Light Security Armor w/ Helmet (7/6) OR secure 
clothing with secure ultra vest (5/1) 

Weapons: Ares Predator II heavy pistol (7M Stun, gel), Ares 
Ravener SMG (7M, normal ammo), AZ-150 Stun 
Baton (8S Stun), 2 * flash-bang grenades (12S Stun, 
flash) 

Other Gear: Security passcard, flashlight 
 
This is the “average” security guard for duty at Griffin 
Biotechnologies. All guards serving at this location have been 
with the company for at least two years with combat 
experience. Most have seen action against shadowrunners at 
other major facilities. They are professional, dedicated 
members of the Knight Errant team. Note that internal guards 
do not normally wear the armor and only carry a pistol and 
stun baton. 
 
 
 
 
 
KNIGHT ERRANT K-9 HANDLER 
 
As per regular guard, with the addition of skill in Animal 
Handling 4. 
 
 
 
 
 
 
 

BARGHEST 
 
B Q S C I W E R 
7 6x4 5 - 3/6 3 6Z 6 
Initiative:   6+2d6 
Attacks:  9S 
Prof Rating:  3/Trained 
Powers:  Enhanced Senses (Sonar), Fear, Paralyzing Howl 
 
 The barghest resembles an oversized solid black mastiff. 
Its short fur lies flat on its body, creating the impression that 
its hide is naked, and spines protruding the length of its back. 
Its eyes shine red and its teeth glow slightly in the dark 
because of luminescent bacteria in its saliva. This creature has 
been trained to follow the commands of its handler, including 
the use of its powers, and therefore warrants the Professional 
Rating. 
 This is a dual natured being, and can use its senses and 
powers on the astral plane. The howl requires an opposed 
Essence (Willpower) test. One net success results in paralysis. 
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KNIGHT ERRANT SHIFT SUPERVISOR (1), Human 
 
B Q S C I W E M R 
5 6 [8] 6 [8] 4 4 5 0.4 0 6 (11) 
Initiative:   11+3d6 
Pools:  Karma: TR+2 Combat: 8 
Prof Rating:  4/Professional 
Cyberware: (All Alpha) Smartlink, Cyberears (Hearing 

Damper / Amplification), Datajack, Cybereyes (Flare 
Compensation, Rangefinder, Thermographic), 
Headware Radio w/ Comlink-IV and Crypto-3, 
Wired Reflexes 2, Muscle Replacement 2 

Bioware: Enhanced Articulation, Orthoskin 3, Trauma 
Damper 

Skills: Assault Rifles 7, Pistols 5, Unarmed Combat 4, Armed 
Combat (Club) 2 (4), Throwing Weapons 4, Heavy 
Weapons (Launchers) 2 (4), Submachine Guns 5, 
Athletics 3, Stealth 4, Etiquette 2, Intimidation 4, 
Interrogation 4, Electronics 3, Leadership 4 

Knowledge: Knight Errant Operational Procedures 6, Security 
Procedures 6, Shadowrunner Tactics 5 

Armor: Light Security Armor w/ Helmet (7/6) OR secure 
clothing with secure ultra vest (5/1) 

Weapons: Ares Predator II heavy pistol (7M Stun, gel), AZ-
150 Stun Baton (8S Stun)  

Other Gear: Security passcard, flashlight 
 

KNIGHT ERRANT RAPID RESPONSE TEAM 
 
B Q S C I W E M R 
5 6 [8] 6 [8] 4 4 5 0.4 0 6 (11) 
Initiative:   11+3d6 
Pools:  Karma: TR+2 Combat: 8 
Prof Rating:  4/Professional 
Cyberware: (All Alpha) Smartlink, Cyberears (Hearing 

Damper / Amplification), Datajack, Cybereyes (Flare 
Compensation, Rangefinder, Thermographic), 
Headware Radio w/ Comlink-IV and Crypto-3, 
Wired Reflexes 2, Muscle Replacement 2, 

Bioware: Enhanced Articulation, Orthoskin 3, Trauma 
Damper 

Skills: Assault Rifles 7, Pistols 5, Unarmed Combat 4, Armed 
Combat (Club) 2 (4), Throwing Weapons 4, Heavy 
Weapons (Launchers) 2 (4), Submachine Guns 5, 
Athletics 3, Stealth 4, Etiquette 2, Intimidation 4, 
Interrogation 4, Electronics 3, Leadership 4 

Knowledge: Knight Errant Operational Procedures 6, Security 
Procedures 6, Shadowrunner Tactics 5 

Armor: Full Heavy Security Armor with helmet (8/7) and 
EnviroSeal, Fire Resistant (-4 to Power of fire based 
attacks) 

Weapons: Ares Alpha Combat Gun (Assault Rifle, 42(c), 
SA/BF/FA, 8M, smartlinked, grenade link, Recoil 2) 
with offensive air-timed mini-grenades (10S) 
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ARMORY UPGRADES 
 

Should the situation warrant, the Knight Errant guards can 
access an armory to obtain special equipment. The following 
is a list that guards may draw from the armory if so ordered: 

 
• Light Security Armor w/Helmet (7/6) 
• Ares Predator II heavy pistol (9M) 
• Ares Ravener SMG (7M, same as HK-227) 
• Ares Alpha Combat Gun (8M, smartlinked, grenade link, 

APDS ammo standard) w/ Offensive air-timed mini-
grenades (10S) (CC pg 22) 

• Ares MP-LMG (7S, APDS ammo standard) (CC pg 26) 
• Ares Raptor rocket launcher (same as Aztech Lasher) (CC 

pg 27) 
• Zapper Static Discharge Rocket (CC pg 44) [Int - Dmg 

16D Blast -10/m Scatter 2d6 Fence 1,250 nY] 
• Anti vehicle rocket [Int - Dmg 16D Blast -8/m Scatter 

2d6 Fence 1,000 nY] 
• APDS Ammunition, various sizes for Pistol, SMG, 

Assault Rifle 
• Flash-Bang grenades (12S Stun / Flash) 
 
 
 
 


