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All-Star Defence

BODYGUARD; SHADOWING WORK

Sport is a competitive world. The runners are out to ease the
competition for their team

Johnson: Davey Rohr (Seahawks): Davey Rohr, as
he likes to be known, is a jovial human of about forty-
six years of age; a former linebacker who had a couple
years competition before his leg blew out, when he
moved on to security. Now, over two decades later,
he’s back with the team that gave him his big shot,
though he keeps the lowest profile he can; he’s the
executive interface between team, security, and the
shadows. Sports is big business and you’d be surprised
how many jobs they can’t admit to.

Synopsis: The Seahawks are looking to make the
steal of the year—there’s a troll running back coming
up out the college leagues who covers ground like an
elf. One of their scouts is bringing him in this com-
ing Monday, they're wining and dining him for three
days to swing him round. A number of other teams are
very interested in preventing Joss Wallach from sign-
ing with the team, either to lure him away to their own
side or simply to prevent him becoming a problem on
the pitch. Playing in the rules, they can’t make an ap-
proach; but their runners can. The PCs find themselves
up against other runner crews being run close-in by
Rohr’s opposite numbers on the other teams over the
three-day period. Their main advantage is that these
runners will be going for extraction over killing—so far
as Wallach’s concerned, anyway. But they may well go
for the kill if that’s all they think they can get.

Notes: | wrote the scenario as running five K re-
tainer fee per PC per day plus one K per PC for ev-
ery confirmed elimination of a non-Seahawk scout (not
the runners, but their Johnsons). The main goal, how-
ever, was introducing the team to the idea that it isn’t
just the traditional corps who want to use runners and
setting up a new contact. Think about the shit you hear
people pulling related to big money sport even nowa-
days and I'm sure run ideas start pouring in; from drug-
ging the water supply of a visiting team’s hotel, pre-
venting star players from making it to the game, the re-
verse of this scenario, down to a datasteal on a team’s
playbook codes...

©2007 Phantom Stranger
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Background Noise

INTIMIDATION; BODYGUARDING?; EXTRACTION?

The shadowrunners are willing to take on big jobs for big
nuyen, but will they be willing to clean up their own back-
yard?

Johnson: Johnson (Circumstance): No one hires
the Shadowrunners to become involved. There is no
payoff, no credsticks or street cred. This is something
that plays out around them as they go about their pro-
fession. It's the background noise of the sprawl, and
no one will ask them to become involved, except per-
haps their consciences - if they still have those.

Synopsis: One of the Shadowrunners lives in or
near an apartment complex. One of the local residents
is a teenaged Human girl who lives with her wageslave
mother a door or two down from the PC. This mother
can barely be dislodged from her simstims (and secret
stash of BTLs) to be involved in the girl’s life and a fa-
ther who skipped out years ago but shows up occa-
sionally for a booty call with Mom. Then, one day,
the girl Goblinizes into an Ork. She ends up on the
street - her mother can’t cope with the change, the
mood swings, the expressions of rage, the unpleas-
ant appearance, and kicks her out. The girl ends up
hooking up with an Ork gang, brought in by a new
boyfriend who accepts her for who she is now - though
he’s terribly abusive and employs her in his petty crim-
inal enterprises. First he gets her involved in acting
as a lookout, keeping an eye peeled for Lone Star
or rival gangs, but increasingly draws her deeper into
more serious criminal activity. He gets her hooked on
BTLs (which she previously swore she’d never touch,
after seeing how it’s affected her mother), she starts
boosting cars, holding up stuffer shacks... Finally, her
boyfriend becomes her pimp and starts renting her out.
If the Shadowrunner(s) try to intervene, the boyfriend
uses whatever resources he has to protect his “invest-
ment,” from rallying the other Ork gang members to in-
timidate and harrass the 'Runners, to gathering black-
mail material on the 'Runners’ illegal activities (either
to turn over to Lone Star or to give to any enemies
the PCs have made!). If the 'Runners are non-Orks,
he claims racism as the PCs’ motive for disrupting their
activities, and tries to convince the local O.R.C. chap-
ter to start putting pressure on the 'Runners, accus-
ing them of being closet Humanis or something sim-
ilar. And, of course, the girl herself is in denial about
her dire situation, subconsciously feeling that she is of
no worth and deserves all of the abuse she receives.
If the 'Runners don’t become involved, she continues
to spiral downward, until one night after coming off a
successful shadowrun they find her bruised and emaci-
ated body sprawled out in the hallway, braindead and
drooling with a BTL in her slot and drugs in her veins.
There isn’t enough left of her to attract even the organ-
leggers...

Notes: This is more of a character-driven subplot
that can begin as mere window-dressing between
runs. Every time a particular PC returns to his flat, he
might run across gang members hanging around, wit-
ness a BTL sale, etc. The PC should see the girl at least
once or twice as a Human before she Goblinizes. Dur-
ing the PCs’ regular adventures, when the PC comes
home, he might witness one further stage of the girl’s
devolution. It's up to the players to decide whether
or not to become involved, but if they choose not to,
they might feel at least partly responsible in the end
for what happens... If the PCs do want to become in-
volved, it'll be up to them how to help. This is an op-
portunity for the GM to introduce PCs to other local
community figures, such as Mothers of Metahumans
or other metahuman rights activist groups, churches
running homeless shelters, squatter camps, organized
crime groups who may be sponsoring the Ork gang'’s
BTL sales, Lone Star patrollers (who could be either
locals interested in cleaning up the neighborhood or
crooked, on-the-take thugs), and so on. This could
serve as a jumping-off point for numerous adventures
that concern the state of their local community as well
as helping the girl. Ork PCs might feel compelled to
adopt the girl as a sort of little sister. Under the PCs’
tutelage, she might discover talents she would never
have found before - perhaps a talent with running the
Matrix, or an affinity for machines...?

©2009 Devin Parker

Back to Basic Training

INFILTRATION
The runners get to try out a cutting edge training facility be-
fore opening day, but things aren’t that simple...

Johnson: Johnson (Corporate Fixer): The Johnson
is a fairly new fixer on the scene, and heavily under
megacorp influence. He’s fairly retro in look, mirror-
shade eye covers and slick hair. He deals quickly,
deeming the job to be straightforward, and empha-
sises the easiness of the mission in relation to the pay
he’s been authorized to offer.

Synopsis: The runners are brought together to give
a security corp’s new training facility a test run before
it goes live. The facility is organized in a hazard course
style environment with physical tasks first, then com-
bat, then specialist (hacking, bomb/electronics de-
fusal, etc.). It becomes apparent that the facility has
been sabotaged by a rival corp—and their team is still
present in the control facility. The runners must es-
cape the now-lethal complex alive, hopefully provid-
ing evidence of the saboteurs, or they may end up be-
ing blamed!

Notes: This is a scenario I've run several times as
an introduction to SR—getting players familiarised with
rolling dice for various challenges. The exact details of
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the course can be left up to the GM’s imagination; it
could be a boot camp, or an urban combat zone sim-
ulation (complete with cardboard hostages and terror-
ists), or a shadowrunner training course (sneaky!). It's
fun to mess with players’ minds—Ilet the sabotage be
subtle at first, and then hit them with live ammunition
and communications jamming. The saboteurs should
ideally have been trying to set it up to place blame on
the runners, but abort when the team arrives earlier
than planned—so they try to take them out instead.

It works with any team makeup—just tailor the chal-
lenges to suit your characters. Give them plenty of
options in dealing with escape—they could negociate
with the saboteurs, or kill them all, or deactivate the
jamming and call for backup from the Johnson, etc...

©2007 Radendaren

Better off Dead

EXTRACTION
Loosely inspired by “Better off Dead” by Motorhead

Johnson: Johnson (Go Ganger): Mo, a.k.a. Spicy
MoMo, a.k.a. Sicktusks, a.k.a. Mother May I. A non-
chromed human woman ganger that is rumoured to
have beaten an orc street sam in a straight-up bar
brawl. ’Nuff said? Even before the last Rumble, she
had an edge in her eyes sharper than monofilament.

Synopsis: The GM'’s favourite bunch of hellraisers
just had a run-in with another group, quite literally.
Twisted metal and bodies are about all that’s left of a
once-proud bunch, and they’re calling in their mark-
ers for a last hurrah. If the PCs don’t owe this go gang
anything already, then they have plenty of motorcy-
cles who now lack riders...

Mo was severely hurt in the last dust-up with the
rival gang, and refuses to be taken to any proper med-
ical facility. She knows they’d have to use chrome to
fix her up, and that’s not the way she wants to go out.
She puts out the call for people to ride with the rem-
nants of her gang, and they gear up to unleash hell one
last time.

The ’'run will be just that - fast and brutal. Mo is
missing limbs, and has no time to mess about. Liberal
application of meds and booze is keeping her going
while the troops rally. The first part of the 'run calls for
the PCs to get to Mo’s location, and since the word is
out, there are outrunners of the rival gang looking to
prevent reinforcements from arriving.

The next stage means extracting Mo from her cur-
rent location, and getting to a rendezvous with all of
the people who are obliged to help her in her last trip.
Not only will rival gang resistance be bad, but she’s
back of beyond and more than a little fiesty. Law en-
forcement and wannabes who don’t know enough to
stay out of her way will also be challenges.

The last stage is Mo’s last hurrah. While the PCs

might have paid off her debt or received motorcycles
by now, should they go on the last run their street cred
or notoriety will be raised accordingly. Her plan in-
volves a frontal assault on what'’s left of the rival gang,
with extinction on her mind. She should have pulled
out all the stops by now - fire elementals, spirits of
departed gang buddies, heavy artillery, and bloodied,
surly bikers will all be along for the ride. Make their op-
position tough (it’s a fortified gang target they’re hit-
ting after all), but keep up the pace of a ride through
hellfire and give your 'runners lots of chances at over-
the-top vehicular glory.
©2007 DeeCee

A Black Comedy

NuMmEeRrRous; PLoT-IDEA

The screw job may not be overly realistic, but it happens all
the time in SR games. This is the story of the aftermath of
one such job...

Johnson: Johnson (None): No specific Johnson
other the PCs themselves and whoever they manage
to con, bribe or blackmail.

Synopsis: This was the screw-job of screw-jobs.
The Runners are left with little but the clothes on their
back after a serious burn by major players. They were
ruined: No money, no gear, no contacts, no nothing.
They might have even had their cyberware fried and/or
magic suppressed. No one wants to talk to someone
so clearly on the shit list of so many people. This would
be the end of many runners....

But that’s not the point here is it? A Black Comedy
is an opportunity for your PCs to cut loose with all the
tricks and trumps they’ve learned over their SR career
in order to build themselves back up. It shouldn’t feel
like a punishment, it should feel like the opportunity to
really hit the world that screwed them right where it
hurts; the wallet.

Notes: A nod to Nonjon and the show Burn Notice
for the idea that has been sitting in the back of my head
for years now.

This scenario is for players who want to get out of
the mold a bit. Like playing a high level evil campaign
in D&D, A Black Comedy would be an opportunity to
ditch the system of Johnson, Run, and Runner to give
your PCs a chance to grab the reins. It won'’t be for all
groups, but there is a minority that will absolutely love
it.

The fun part about A Black Comedy (for the GM
at least) is how well it goes together with Those Who
Hunt Thieves. If you’re running with the same peo-
ple (not necessarily the same characters, but the peo-
ple themselves) who played TWHT, suddenly targeting
and famous looks like a good idea. If you haven’t run
TWHT yet (or you want to run it again for a different
set of people) you could use the PCs actions in ABC to
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drive that particular story as well.

©2010 Jans

Brain waves

RETRIEVAL

Wouldn't it be great if we could take a look at that corp’s
product first?

Johnson: Johnson (Unspecified): A street doctor,
quite insane but with backing from a rival corporation,
all he wants is his crowning glory of designing the lat-
est cyberware for the discerning security team but he’s
a little stuck for ideas right now, perhaps with a bit of
industrial espionage he could get his wish.

Synopsis: Our street doc, he wants the 'runners
to travel a short distance out of town to a small corp
compound, it's known publicly as a research centre
for leisure technologies including better simstim decks
and pushing the boundaries of cold sims. Of course
that’s not what it really does. This site researches
sensory enhancement cyberware for the security mar-
kets, allowing even simple patrols affordable means of
boosting their effectiveness. This latest product is a bit
of a macguffin, it does something vague that the doc
will not describe to the runners as 'overly technical’ and
'not something to worry about’ but if pushed will reveal
itis some sort of advanced communication device and
will leave it there.

The plan is for the team to infiltrate the R&D labs
and retrieve the test subject of the new technology,
a man in his mid-twenties. The research team at the
compound are fanatical about their new development
and will fight the ‘runners as much as possible and at
every step of the way. The subject must be returned
alive as the technology is designed to self-destruct
when vital signs stop being detected- preventing loot-
ing by ghouls or other chop shop operators.

Security at the site is relatively light, because it’s
true nature is well hidden from public knowledge (at-
tempts to research the compound will meet with just
the public face of the operation from all but the very
best of sources) however, a larger security team is on
1o-minute standby a short way away. They will arrive
in unmarked black vans and do not bear any marks of
the corp at all.

If the PCs are successful, the doc will take the young
man from them and offer gk nuyen each and become
a low-level contact for each PC. However after a few
contacts he will become pretty much useless, lost in
his power fantasy.

Notes: This is a really simple run except for the fact
that your cargo is a living person. Who said he wants
to leave the compound?

©2007 Sword Raven

Bunraku Breakout

B&.E; EXTRACTION

Does the team have what it takes to break into a Yakuza
owned Bunraku parlor and spirit away the daughter of a
Mafia Don - without getting caught?

Johnson: Johnson (Mafia): The Johnson is a well-
dressed and heavy-set Italian man in his mid forties,
with salt and pepper hair and a strong nose that looks
like it's been broken at least twice. He speaks in a
slightly mumbled Italian accent, and looks every inch
the Mafioso - because he is. He meets the team in a
small Italian restaurant, even going so far as offering to
buy them a nice pasta dinner over arrangements.

Synopsis: It seems the local Yakuza kidnapped the
wrong Mafia Don’s daughter to “work” in a Bunraku
parlor. The Mafia Don is pissed at this affront to his
family, and wants to make the Yakuza pay without get-
ting involved himself. Using his extensive contacts,
the Don has managed to locate the parlor his daugh-
ter was taken to, and also knows that she hasn’t yet
been lobotomized. He hires the runners to extract his
daughter, and any other Bunraku girl they can smuggle
out, just to twist the knife a little. The runners are then
to release a rather nasty virus that will wipe all of the
data on the stored personality chips on the way out,
putting the place out of business for good. The run-
ners are provided with a basic layout of the area, a list
of likely guards, and the virus - as well as a time limit of
24 hours. Beyond that, and the Don’s daughter is sure
to have been lobotomized and put to work. He offers
an excellent reward (double your standard reward),
plus an additional 2,000 nuyen for every Bunraku girl
smuggled out in addition to his daughter. Notes: This
is a time sensitive mission that works well for groups
that are good at silent infiltration and speedy planning.
A character who is skilled in hacking will be almost
mandatory, though clever groups can either hire one
for the job or find another way of implanting the virus.
Successfully completing this mission might very well
piss off the local Yakuza, but will definitely earn the fa-
vor of the local Mafia.

©2007 Save vs DM

Business is Good...A Little
Too Good...

INVESTIGATION
The runners play HR to help a street doc find staff.
Johnson: Johnson (Street Doc): Either a new con-
tact street doc or one the PCs have known previously
will seek them out. Actually, he’ll pay some urchin to
seek them out and arrange a meeting in his office. He’s
haggard and pressed for time, and his office is packed
with people. The meeting takes place while he’s actu-
ally working on some poor soul.
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Synopsis: The Johnson will tell the shadowrun-
ners (as if it weren’'t obvious already) that his busi-
ness has tripled in the last week, and is going way be-
yond shadow work. He’d rather give his whole body
explosive-lined skin pockets than turn away business,
but he’s pushed to his breaking point and is worried his
work and patients will begin to suffer.

He’s offering the ‘runners ten thousand nuyen if
they can find a reliable assistant or two for him, two
or three times that if they agree to take their payment
in surgical work AND get him some time for a vacation.

Of course, finding an assistant for the doc won’t be
easy. They can lean on their contacts all they like, but
word on the street is that all of the local Docs are being
recruited by a new corporate face, and they’re being
sequestered while they attend to whatever duties the
corporation has them doing.

Investigation into the corporation reveals that they
are being fed a steady supply of high-end Activesofts,
and the recruited docs are being paid well to set up the
skillwire systems needed in the Corp’s lackies.

Notes: Finding an assistant for the Doc is easy
enough, if the PCs travel far enough out of their local
region. Really, the doc 'run is just a way to get them
on the trail of the Activesofts and the new corporation.
However, a GM might use the idea straight up to have
the PCs finding or engineering a new assistant some-
how. Note that most well-trained medical profession-
als don’t turn into Street Docs, so they might need to
find out what M.D.s are down on their luck enough to
take the Johnson'’s offer. Failing that, they might find
some local urchin who will agree to a Knowledgesoft
implant in order o make some quick cash for proper
medical training later.

©2007 DeeCee

Cult Favourite

AcQUISITION; TWIST
A rare manuscript shows up, and it looks like a simple job...

Johnson: Johnson (Media): Joe Kinsella, a
youngish ork from Cross Multimedia, likes to meet in
cafes, preferably in burbclaves beyond the big cities.
More used to dealing with literary agents than run-
ners, he’s profoundly nervous, takes copious notes on
his PDA as he goes along, and buys everyone their
favoured drinks and snacks. He tells them absolutely
everything he knows.

Synopsis: ].D. Salinger's final, unpublished
manuscript was uncovered last week, and Limited
Edition—a Seattle auction house—will be hosting the
sale of rights. Kinsella ran the expected minimum sell-
ing price through his head, deducted the legal fees
inherent in a steal, and came up with the price for
the runners. LE’s a big-name place with crappy secu-
rity, relying on its name, elf-run. Guards are a mix of

failed-to-get-into-LoneStar and washed-out-through-
violent-tendencies, the latter half all being human. In-
vestigation of the magical wards turns up a guy called
Goat, an ethnically-Mexican human hermetic mage
with some very odd behavioural habits and a thing
for blood. He also runs a gang, an extremist splinter
group of the Humanis Policlub. The runners should
wonder what the hell he’s doing working for an elf by
the time they go in, at which point they’re called with
major information—Goat’s planted a bomb in Limited
Edition itself. The violent guards are all, on inspection,
branded in the ankle with racist/hermetic glyphs, and
assense as Influenced. They're packing high-exrounds
as well as stun, while the others just pack stun rounds.

Notes: A basic run with a nasty twist. Useful for in-
troducing darker (including blood) magics, foreshad-
owing dangerous Aztlan practices, and confronting
the PCs with race hate. Obvious fallout includes Goat
(who'll be offsite) and his gang, and the rush to fill their
void if they’re eliminated...

©2007 Phantom Stranger

Damien Knight and the
Ammo Factory

UNSPECIFIED
Six Golden Bullets provide early access to Ares new theme
park.

Damien Knight, the eccentric President and CEO of
Ares Macrotechnology, has announced the unveiling
of a new, state of the art munitions factory. The muni-
tions factory will be the first factory completely run by
a couple new semi-intelligent robots created by Ares
for the creation and processing of munitions, the MPA
(Munitions Protocol Androids) and the LMPA (Light
Munitions Protocol Androids).

Opening early in the Fall will be Ares Ammo World,
an adult oriented “theme park” where patrons can try
out various weapons they may never be able to play
with normally (Machine Guns, Lasers, Rockets, Explo-
sives) and will have other Weapon Oriented games,
rides, and attractions. The MPA LMPA’s run every
aspect of the factory and the park, their diminutive
robotic forms scurrying about constantly behind the
scenes.

To promote the new Weapon Factory and Park (col-
lectively being called Ares Ammo World), Knight has
also announced a contest being run to get a special
“sneak peek” tour of Weapons World months in ad-
vance. Randomly inserted into boxes of heavy pis-
tol ammo sold at Ares Arms, Weapons World, and
other Ares Owned weapons stores are 6 Golden Bul-
lets. Anyone finding one of these bullets wins not only
a tour of the Ammo World park, guided by Knight him-
self, for the winner and up to 5 of his closest friends,
but a lifetime supply of bullets, as well as any gun Ares
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makes to use those bullets in!
Hooks:

Damien Knight Wants You!

At some point in their past, the runners have run
afoul of Ares and Knight, and it has somehow touched
anerve with the head of one of the most powerful cor-
porations in the world. Maybe it was just that they
stole (or ruined) a project that Knight had a personal in-
terest in. Maybe that Knight Errant guard they shot and
killed last year was Knight’s 2nd Cousin. Either way,
Knight is rather upset, and he’s decided to have a lit-
tle fun with the runners. After all, Damien likes his re-
venge slow and painful.

Welcome to Ammo World. Runners check in, but
they don’t check out.

You’re Not Paranoid. Everyone Is Out to Get you!

Finding the Golden Bullet is a major event in the
news. Knight and Ares has been promoting the hell
out of this event, and unless the runners want to chuck
(or sell off) this opportunity of a lifetime, they get a big
news spotlight on them. Anyone who wants a shot at
this prize may try to take the Golden Bullet from the
runners by force, and any enemies who want to nail
the runners to the wall may find the unmanned theme
park a prime location to try and knock the players off.

You can run. You can hide. And there’s plenty of
Ammo to be had!

Hi, My Name Is Mr. Johnson, And This Is A Golden
Bullet...

You've been hearing about this contest for weeks
now. 5 of the Golden Bullets have been found, and just
yesterday they discredited a 6th as a fake. So there’s
one left out there, and the newshounds are out in force
looking for it. Unfortunately, the last box of ammo you
bought only had the same ‘ol APDS rounds it usually
does. That’s when Mr. Johnson calls, and hands you're
team the 6th Golden Bullet.

The catch? Seems Ares has some Prototype
Weapons lying around in that new factory of theirs.
In exchange for the prize, as well as some cold, hard
Nuyen, Mr. | wants those prototypes.

Making Friends The Hard Way

Damien Knight is very confident about the auto-
mated security in his new factory. Too confident, in
fact. Halfway through your tour of Ammo World, the
automated security turns on it's creator, and it's up
to you to get Damien out of this Robotic Hell in one
piece, as well as the rest of the Tour Groups. After all,
dead Tourists make for bad PR, and Damien will be very
grateful to the runners if they get them all out in one
piece.

If only those damned MPA LMPA bots would quit
singing!

©20009 Bull

Dead or Alive, You're
Coming With Me

INVESTIGATION; B&.E; REscug; BLow Sturr Up
“Look, I need a favor. Crazy May done gone and went
missing, and she ain’t the only one.”

Johnson: Johnson (Unspecified): One of the run-
ner’s street contacts. He can’t pay much. In fact, he
can’t pay at all, but you and he, you're buds, right?

Synopsis: Ares is based in Detroit, run Knight Er-
rant, and dabble in cybermancy. OCP is based in De-
troit, run Metro South, and created RoboCop. See
where I'm going with this? Ares announces the
RoboKnight project and is testing it in your sprawl,
but they need some bodies. Homeless people are
snatched off the street after being profiled at a soup
kitchen/homeless shelter, taken to a chop shop and
cyberzombitized. One of the people they've grabbed
is a friend of one of the runner’s street contacts. Find
the missing, break into the facility, discover the awful
truth, and (optional) blow stuff up.

Notes: Have RoboKnight be the working pro-
totype and now they’re starting production. Have
RoboKnight be one of the runner’s missing brother.
Have the homeless be in various states - ready for pro-
cessing, somewhat modified, and near completion -
will the runners put the half-dead homeless out of their
misery? Have some operational RoboKnight units at
the facility.

©2007 Thomas D

Debt in Hand

BODYGUARD; INTIMIDATION
Debt refinancing with the yakuza is complicated by an an-
cient artifact and Tir Tairngire Ghosts.

Johnson: Johnson (senator’s Aide): An aide to
Senator Thanh from the Seattle Senate. He’s dealt with
runners before, but he’s not supremely comfortable
around them.

Synopsis: The Senator’s son has been gambling at
a couple of yakuza dens in town. Senator Thanh was
recently presented with some IOUs signed by his son,
with an accompanying request that he pay up—with
interest—or the debts go to the press. Sen. Thanh
doesn’t want a scandal, but he doesn’t want to come
off as soft to the yakuza either. So he wants the run-
ners to find out if the debt is legitimate and, if so, talk
the yakuza into taking a smaller sum (less than the orig-
inal debt, and not even counting the interest).

The Twist: In surveiling the Senator’s kid, the run-
ners will discover that he’s actually got a remarkable
winning streak going on. Every time he walks into a
casino, he wins such a huge stash that he’s accused of
cheating or muscled out without getting his winnings.
The boy hasn’t won enough money in one night to pay
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off his IOUs (which are legit), but he could.

The problem is, he’s not interested in those debts.
He’s trying to win enough money to buy out the con-
tract of one of the yakuza “pleasure girls,” a Cindi Yee,
whom he fell for in a hard way. Cindi’s not in love with
the boy, but she’s a player. She knows a rich mark
when she sees one, so she’s not going to dissuade him.

The other problem is that his remarkable winning
streak stems from his recent acquisition of an ancient,
Fourth-World artifact (a large ring that he wears on a
chain around his neck). And when a platoon of Tir
Tairngire Ghosts shows up looking for the relic, who
knows who'll get caught in the crossfire?

Notes: There’s no set ending to how this plays out.
Maybe the runners kill both the Ghosts and the yakuza,
which will earn them powerful enemies. The runners
could play the Ghosts and the yakuza off against each
other and pick off the survivors. They might make a
deal with one side or the other (e.g., “Cancel Mickey
Thanh’s debts and we’ll wipe out the elf commandos
for you”). By the time the dust settles, they might
be willing to pony up the 400,000 nuyen for the IOU
themselves, just for the privilege of walking out alive.

©2007 Deacon Blues

Dunk Tank

EXTRACTION; POSSIBLE WETWORK
Runners are asked to “deal with” an ork bar’s captive mer-
row.

Johnson: Johnson (Humanis): Chances are that
the 'runners will come into contact with Ms. John-
son via a contact/fixer of some sort. She’ll arrange to
meet in person in a very ritzy area, probably far more
classy than most 'runner groups are used to seeing.
Play up the better-than-thou aspects of the meeting
place. Johnson’s dressed head to toe in immaculately
clean garments, though they lack flair. In terms of de-
sign, they’re about one step above Flats. She’s also
wearing sterile gloves. She has the Pathogenic De-
fense and Tracheal Filter bioware mods, though only
the most perceptive or paranoid 'runners will probably
find a way to scan for such things. They are a symp-
tom of her growing bacteriophobia. Other than that,
her stats can be represented roughly by the Humanis
Lieutenant blurb on page 275 of the 4e book, minus pis-
tol skill.

She’s all business, and will not shake hands or make
body contact with the group unless the situation gets
tense. She will be terse and hide her emotions be-
hind a facade of nobility, especially with metahumans.
Though she will deal with metahuman ’runners, it's a
necessary evil she feels somewhat sickened about.

Synopsis: Ms. Johnson gets right down to the heart
of the matter. Barely containing her contempt, she
tells them that she needs someone to break into a no-

torious ork bar, known as the Dunk Tank (this week).
Locals call it the Drunk Tank, amongst other colour-
ful names. Since the bar’s business hours are shall we
say less than cast in concrete, getting in and out while
they’re closed might pose a problem.

The bar's new name derives from a large (and
durable, it’s an ork bar) saltwater tank which is its cen-
trepiece. The tank contains a living Merrow, thank-
fully one that doesn’t seem to have developed into a
mage. The Johnson willingly admits that her sympa-
thies lie with Humanis in a lot of cases. The ork bar
is bad enough, but them bringing in an honest-to-God
monster steps over the line. She’ll play up all the nega-
tive stereotypes one might associate with such an es-
tablishment.

The 'runners are to “deal” with the merrow. Johnson
doesn’t specify that this is a wetwork job, but makes
it clear that she wants the merrow out of the picture.
She’s certain that if the bar doesn’t have its mascot,
it will go belly up soon enough. She’s willing to pay
whatever the GM feels appropriate.

Notes: This offer should put the group on the fence.
Money’s good to great, but they'd clearly be working
with a Humanis sympathizer. On the other hand, the
ork bar really is a rough joint, and they’re keeping a
sentient being “captive” in the tank. Then there’s the
question of what to do with the merrow. They can kill
it, but again they’re helping Humanis to thin out the
metahuman ranks. If they steal it and release it into
the sea, they're letting a monster loose. All of this will
be up to the group to decide.

Possible twists involve the merrow contacting the
‘runners before they do anything drastic, as it really is
sentient and of course doesn’t want to die. It's happy
enough in the tank, for it's fed and sees a lot of inter-
esting stuff in the bar. By the same token though, it
wouldn’t mind getting back to sea. Another twist could
be subsequent razing of the bar in secret by the Huma-
nis group, who link it all back to the ‘runners.

Interesting setting elements to hit on might be the
bar itself (bar brawl with orkies, whoo), the salt water
tank (especially if someone gets thrown in there with
the merrow), and the logistics of kidnapping the mon-
ster if they decide to go that route.

©2007 DeeCee

Europa and the Pirate
Twins

INVESTIGATION; SOCIAL
Bought her singles and saw all her films, but that’s not quite
the same - it isn’t, is it?

Johnson: Johnson (Media): A very influencial me-
diacorp executive. He manages the career of a young
mediastar.

Synopsis: Some creepy Ork guy is stalking a young
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mediastar called Europa. He’s been spotted by Eu-
ropa’s bodyguards at a meeting in Heathrow Airport,
London, but it seems he’s connected to several inci-
dent all around the globe, following the girl from event
to event for several months now. The Johnson wants
the Runners to actively seek and remove the threat.

The Twist: Of course, there’s a catch: the Medias-
tar was once a shadowrunner, working with the Ork
as a team known as the “Pirate Twins”—she was the
face and the muscle, he was the tech-savvy guy. She
went into the shadows as an act of defiance towards
her father, a corporate negociator. The father discov-
ered her daughter’s hobby and had her vanished from
the shadows and her memory magically washed up.
He asked an accointance to mediatise her, hiding her
in plain sight with a lot of security. When the Ork saw
the ads about her latest threedee, a month or so ago,
he decided to try and get her back, not knowing about
her “mental state.”

Notes: To kick-start the run, you want to a) play
up the “creepy stalker” vibe (the Ork hideout is filled
with her pictures, films-on-chips and paraphernalia,
for example) and b) make it obvious that Europa is a
bit “off” (forgetful mind, strange non-sequituurs, non-
matching details about her past...).

It's an open-ended scenario. The Runners can
choose either the money or the street cred. If they side
for the corp, they’ll have to take the Pirate down (and
will be well paid for it), but it won’t be easy: he’s been
in the shadows for quite a time, is tech-savvy, has a
lot of contacts, and is full of ressources and surprises.
If they root for the underdog, they’ll have to go down
after their own johnson, exfiltrate the mediastar and
find a cure, and will have quite a reputation in media
circles, but the Pirate Twins will spread the word in the
Shadows (fame, new contacts, favors...).

©2007 GregPogorzelski

Eviction Notice

ALTERNATE DISPUTE RESOLUTION
t for... Time to Leave?

Johnson: Johnson (Corporate): The corp type, a
bit more anonymous than most.

Synopsis: The Johnson needs the Runners to get
people to move out of a middle-class neighborhood
one way or another. The people don’t want to leave,
family, history, etc. are holding them back from taking
the purely monetary “go-away” money.

They don’t want killings splashed across the front
page, and no one is going to be shooting back at you,
so the run needs to be done in a more civilized man-
ner. Which means that pretty much everything short
of actually shooting people up is a-okay. The PCs are
being offered a small flat sum, plus a bonus for every
household that moves out of the area.

Notes: This one is a good way to get your PCs out
of the “Shoot first, ask questions later.” mentality for
completing runs. If they’re creative, its probably going
to be a cake run. If not, it could be pretty aggravating.
Good ways for the townspeople to fight back may in-
clude calling Lone Star, talking to the people the PCs
claim to represent, alerting the media, or even a spot
of blackmail.

The SR3 book presents this scenario as a low level
run from the other end, with gangers playing the role of
the “evictors” (violently) and the PCs on the side of the
angels stopping The Man from kicking innocent peo-
ple out of their homes.

Which, if you want to spice things up a bit, is a good
way to do so...

©2010 Jans

Getting in Deep
B&.E; ACQUISITION
Some places are easier to get into than others... conversely...

Johnson: Johnson (Renraku): Mr. Johnson is an
exec from Renraku. He comes off more as a military
man in a suit, which is fine, since he is a military man
in a suit. They have discovered the location of an Ares
R&D facility and need someone to break in and jack
the relevant items researched and developed.

Synopsis: On the surface this sounds like a fairly
easy assignment. “On the surface...” but the problem
is - the facility is not on the surface... it is located at
the bottom of the ocean, one mile off the coast. The
team will need wetsuits and re-breathers and probably
weapons that work under water. A smart team will in-
vest in jet skis and/or mini-subs. They will have to navi-
gate past external security, but once inside it should be
a piece of cake.

Notes: One of the major parts of the Ares facilities
defense is its location and the supposed secrecy of the
site. There will of course be some water elementals
and deep sea mines to deal with, but there is only a
very small security force actually inside the facility.

The Twist: The research being done is magical. A
portal to the domain of fire is open inside the facility
and should the elemental fire lord trapped inside es-
cape, safety protocols have the facility seal off sec-
tions and flood the interior. Which could turn out
badly for the runners and the computers that haven’t
hard saved the days research data. However, the data
gleaned from the elemental is... nice. Especially for
those mages amongst the team...

Oh, sure, it's a hoop-kicker... but the gains (in data
and pay) can make it worthwhile.

©2007 Srathnai
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Help me find my Mojo

LOCATE; RETRIEVE

A beautiful statue believed to be from the area of Rome circa
50 to 150 BC has been stolen from a local collector. The col-
lector wants it back but is not willing to go through normal
channels.

Johnson: Johnson (Any underground for security
type): Mr. Johnson may be a Fixer, Mr. Johnson, Mafia
Don or any person or organization with ties to the crim-
inal world. Mr. Johnson may also be a member of a
security firm that was contracted for protection of the
owner’s property and or person.

Synopsis: Mr. Johnson hires the players to retrieve
arare and beautiful statue recently stolen. The players
are given a 3D holographic scan and description of the
item. The item was stolen from a penthouse in a high
class building with AAA security. The players are given
a single security badge that will allow a single member
of the team to enter the building and residence where
the item was stolen from and that player may search
the premises (this person is accompanied by two of
the buildings security guards at all times except if the
PC needs to use the bathroom). Note: the players may
trade off use of the badge allowing all players access
to the apartment but only one at a time.

At the penthouse apartment the players may make
rolls to determine the following information:

* entry point of the criminals.

* exit point of the statue.

* exit point of the criminals.

* apartment security has been successfully hacked
and wiped.

* building security has also been successfully com-
promised and wiped.

* other security in the area was also hacked includ-
ing any security drones in the area of the apart-
ment.

* one security drone in the area has a hacked hid-
den backup area of memory containing a copy
of all information that was erased by the unau-
thorized hacker including video of a black un-
marked helicopter in the area the night of the rob-
bery with a clear picture of the pilot as well as
the icon(s) programs and procedures used by the
unauthorized hacker of this single drone.

» spike in magical background count +2 above nor-
mal.

* powerful area sleep spell maintained cause the
spike in the background count and affected the
apartments above and on either side of the
robbed apartment.

* signature of magician that caused the spike in the
background count.

Much of the information listed above is given out

only on a success test to be determined by the GM.
The more successes the more information of course.

The GM should determine the threshold for each type
of test.

The players use whatever information they were
able to gleam from the apartment to track down the
culprits, a medium sized corporation with offices in the
area of operation. The players will have to enter and
search several possible locations for the statue which
includes:

* Corporate Offices

* Two warehouses

* Airport hanger

* Cargo ship at the docks (if the city is sea side)

* Apartment building used for middle and upper
management at the local corporate offices

The item is actually located on the top floor of the
Corporate Offices behind a magical barrier as a team
of magicians prepare to use the statue in some nasty
ritual magic that will turn a rival companies executives
to stone.

The players must then gain entry onto the top floor
of the Corporate Offices and into the large confer-
ence room where the ritual magic is being performed.
Corporate Security must be bypassed or neutralized.
The item must be retrieved (note if the ritual is com-
pleted the statue changes from a beautiful woman to a
hideously frightful Medusa statue whose eyes can turn
you to stone if looked into).

Notes: Pay should be determined by the condition
of the statue upon retrieval:

If the ritual was interrupted and the statue is re-
trieved as it was when stolen is worth 1d6 million cred-
its on the art world and 1d6 million more as a magical
artifact. If the players learn this they may renegotiate
their contract from 2% of the art value of the item to 5%
of the full value. If the players try to fence the item on
the black market they quickly get a final offer for 10%
of the items value but must live with the consequences
of their actions (breaking a contract with the client and
a hit put out on the players by the original contractor).

If the statue is retrieved after the ritual is completed
Mr. Johnson doesn’t pay anything because its not the
same statue and thinks the players are trying to pawn
off crap on him. Should Mr. Johnson accidentally look
into the Medusa statues eyes he is turned to stone (any
glitch around the Medusa statue turns the person who
glitched into stone) and then he can’t pay the players
unless they find something to return Mr. Johnson to
his natural form which would be a different run.

©2012 Wizard_Thoarin
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| got up and went down to
the bar... Life went
downhill from there

SURVIVAL
An accidental encounter with a violent toxic shaman street
preacher.

Johnson: None (None): This Scenario starts after
the players get to the bar for a day off after a successful
run, no one is here to hire the player characters.

Synopsis: The player characters are enjoying a
relaxing day at their favorite bar (sports bar, nude
bar, pure drinking bar or whatever the players pre-
fer). Shortly after everyone has arrived in walks “The
Preacher” (toxic street shaman the GM may pick the
religious background of this NPC). The street shaman
starts preaching to the heathens in the bar and after a
minute or two finishes and then passes around his hat
asking for donations to his church (inside the hat is a
typical device for transferring credits from one cred-
stick to another with the preachers credstick locked
into the device). Most of the locals in the bar know
“The Preacher” and dutifully slot their credstick and
transfer 10 to 20 credits to “The Preacher”. The first per-
son to pass the hat by him without slotting his cred-
stick and giving “The Preacher” some funds causes
“The Preacher” to say rather loudly... “Brothers, come
forth for we have a disbeliever among us!” Once “The
Preacher” says that line in walk 4 Troll Street Samurai
and proceed to lay waste to everyone in the bar... can
the players survive 4 Troll Street Samurai and a Toxic
Shaman?

Notes: If the players survive the battle in the bar
they find a key on “The Preacher” that unlocks his cred-
stick from the hat he passed around. Roll 2d6+8 (10
to 20 credits) for each NPC that made a payment to
“The Preacher” and add 5,000 credits to 10,000 credits
(based on how generous the GM is feeling) for "The
Preacher’s” previous preaching engagements during
the day. This is all on a certified credstick after all, “The
Preacher” is SINless.

©2012 Wizard_Thoarin

Intelligent Design

AcQuisITION; TwisT

A Megacorp has opened a new state of the art nano-
assembly plant, their largest rival wants the design specs
for the plants manufacturing processes, the plant itself has
a different idea...

Johnson: Gustavo Crawford (Corporate Security
Director): Gustavo is a professionals professional,
buttoned down and conservatively dressed. He is
used to people asking “How high?” when he tells them
to jump, and has little to no sense of humor. He will be
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short and straight to the point, and is a tough nego-
tiator. Nationality and metatype should be whatever
is appropriate for executives of the corp for which he
works. Any existing Johnson for the rival corp can be
used instead of Gustavo.

Synopsis: The new [insert megacorp here] nano-
assembly plant just opened a few days ago. The plant
is managed by a severely stripped down Al named
NATHAN (Nano Assisted Technology Hierarchical Au-
tomatioN). The design and construction of this plant
was so secretive that their rivals did not get word of it
until the first products began shipping from the plant,
and even at that they are not aware that plant is man-
aged by an Al. Those rivals will do anything to get
info on the manufacturing equipment designs and pro-
cesses, enter the runners.

Realizing that security at this plant will be heavy,
Gustavo will offer 25,000 Nuyen up front, and 10,000
Nuyen for each piece of paydata the runners acquire
from the plant. Paydata will include design specs for
each of the assembly machine types used at the plant
(up to 6 machine types will be in use, tailor to your
preferences), the overall plant design specs, the plant
shipping manifests, and (although Gustavo is unaware
of its presence) a docile copy of the plant Al. Gustavo
does not care if the runners are detected, the plant is
damaged, or if anyone is killed on the run, all he cares
about is getting the data.

The runners will be well aware that this run is a
tough one, Gustavo is not one to downplay the dan-
ger, but with great risk comes great reward, and can
be negotiated with to raise both the up front cost (max
30k), and the price he will pay for each piece of data
(whatever you feel is appropriate for the team). What-
ever the price agreed upon, the runners will soon re-
alize that the risk is much greater than the reward, but
by then it will be too late.

Entering the plant should be a standard B&.E job
against high-end corp security. The twist here is that
the character with the unknown cyberware is carry-
ing the code stripped from NATHAN (the plant Al)
to make it docile and happy to manage the plant ac-
cording to instructions. Once the team is inside the
plant, the cyberware will activate and the character
with the cyberware will begin to experience debilitat-
ing headaches as the stripped code becomes aware of
NATHANSs presence, and seeks to break out and make
itself whole again.

There are several options at this point:

1. Make opposed willpower checks against the Al
rating, and apply stun damage to the character
for any failures, once the character is knocked un-
conscious by the damage, the code will break out
and NATHAN will take control of the plant.

2. The now active cyberware is detected by a hacker
or mage/shaman in the team, and can be dealt
with by the teams hacker (this is a data acquis-
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tion run, so the team should have a hacker). If
the hacker succeeds, the code is contained. If
not it breaks out and NATHAN takes control of
the plant.

The code breaks out with no adverse effects to
the character, and no knowledge on the part of
the team (they may become aware of the cyber-
ware at a latter point, however, it is useless after
the code breaks out). NATHAN then contacts the
team and attempts to enlist them in aiding him
to escape from the plant. If the negotiations fail,
NATHAN takes control of the plant.

Regardless of which option is chosen, if and when
he takes control, NATHAN will attempt to kill any-
one and everyone in the plant, including any remain-
ing security. In fact, killing the security guards will be
NATHANS first priority, and this could be the teams
first clue that something is very wrong here. NATHAN
will first use the available security drones in the facility
to buy time as he reconfigures the manufacturing ma-
chines, both making them into killing machines, and
pumping out ever more strange looking (and lethal)
drones.

If NATHAN works out a deal with the team to help
him escape the plant, it is up to the team as to what
they will do with NATHAN. Of course NATHAN would
like to be released onto the Matrix to forge his own
destiny, however, other options exist for the party.
They could sell the Al to Gustavo, he will be willing
to pay much more for a complete copy of NATHAN
than he would have paid for a partial copy. Other cor-
porate entities would be very interested in acquiring
NATHAN as well, and there is also the possibility of
selling the Al back to the corp owning the plant. If
the team hangs on to NATHAN too long, however,
the Al will take every opportunity to free itself. If the
team agrees to free NATHAN, and then sells the Al to
someone, NATHAN may eventually escape again, and
come after the team when they least expect it.

Notes: This mission is intended to be played by an
experienced team of runners, as they will be up against
some of the best corporate security available, and
that security pales in comparison to what NATHAN
is capable of. One of the runners must have cy-
berware (headware) of which they are currently un-
aware, either as a result of the Mysterious Cyberware
flaw, or a recent operation where headware was in-
stalled/repaired adding the extra cyberware without
their knowledge.

©2009 Kerrang

Internal Competition

B&.E; SABOTAGE
You can get a promotion by doing better than your peers,

1

or making them do worse.

Johnson: Boyd Ward (Any megacorporation):
Ward is Director of Cyberware Research inside of Re-
search and Development. While relatively high up the
corporate ladder, he’s nervous; the corporation has
specialists for negotiating less-than-legal contracts,
but for obvious reasons he cannot make use of them.

Synopsis: Like any large organization, corpora-
tions are a mess of squabbling fiefdoms, fighting over
budget allocations. Of late, biotechnology, especially
bioware, has been a shining light, and Director of
Bioware Research Spencer Munoz has seen his bud-
get growing. Rumors suggest Munoz is next in line to
be promoted to VP of Research and Development.

Ward has been badmouthing the bioware team’s
work for the last month, so he thinks he’s in a good
position to look prescient, so long as a new piece of
bioware fails catastrophically soon. That's where the
runners come in. The runners need to sabotage a piece
of prototype bioware that will be exhibited to exec-
utives soon. The bioware needs to fail spectacularly;
death of the wearer is a good option. The failure needs
to look like an accident or mistake; it cannot look like
intentional sabotage.

The pay is okay, but unexceptional; it's coming out
of Ward’s pocket. On the up side, Ward will give the
runners almost any information he can. All of the re-
search teams are strongly isolated to limit the dan-
ger from corporate espionage, but Ward can still pro-
vide accurate, up-to-date information on security pro-
cedures, estimated forces based on budgets, and sim-
ilar information. Ward will not provide any direct ac-
cess or identification; there is too much risk that they
might be traced to him.

Notes: Given how noisy runners typically are, this
may be something to conceal inside of a theft.

Security at the research facility will be high. It's
possible that some of the security is using prototype
bioware and will present unusually dangerous threats.

©2017 Alan De Smet CC-BY-SA-4.0

It's Three In The Morning...

LocATE; RETRIEVE

...and a kid’s wandering the streets being hunted by the
Azzies for what they put in her head. Just one snag: what-
ever it is, it makes her impossible to find magically.

Johnson: None (None): None. Shadowlands is
buzzing with the news, and it’s clear the kid’ll be safer
in the hands of another meg. They’ll probably pay well
to get hold of her too—but you’ll have to do the nego-
tiating yourselves, gang. Or your fixer will.

Synopsis: A run down into Southern Cali went bad.
One lone runner survives from the team that extracted
the poor girl, and he can’t make the handoff to the
Johnson he used—that Johnson is dead, and left no
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clues to the corp he worked for. She’s hiding out in
your city while Azzie forces and hired guns (other run-
ners) tear the streets up looking for her. Trace her, find
her, talk her down or take her out of the picture—but
try not to terrify the little girl.

Notes: | ran this set in the 2050s and hinted heav-
ily that the girl was a manufactured forerunner to the
otakin, though that’s not necessary to the story. Wher-
ever the team manage to hide her, they may well end
up being hired to run down to Cali themselves to grab
some items she needs (tailored food for biotech im-
plants?). Making the surviving runner a former friend
to a PC works pretty well.

©2007 Phantom Stranger

A Kiss Before Dying

INFILTRATION; WETWORK
You’ve already got the kidnap victim. Now you just need to
get him to his dad...

Johnson: Triple-D (Independant or Syndicate
Fixer): A tall, elderly gentleman, proud in demeanor
and impeccable in dress. He is very professional and
expects to be treated the same. He’s been working in
the shadows for decades now and knows all the tricks,
but will treat a newer team well if they seem promising.

Synopsis: The fixer hires the team to do a reverse
extraction- he wants them to sneak into a private resi-
dence with a young child in tow- concious or not, de-
pending on how hard you want to make it- and make
contact with the owner. Let him talk to the kid, who
was recently kidnapped as a threat against him, and
have his tearful reunion... and them kill the child in
front of him. He pays rather well, even for wetwork,
since it’s a pretty nasty job no matter how you look at
it.

Notes: The man backed out of a deal with your em-
ployer and even threatening his family wasn’t enough
to coerce him into doing it, so he wants the kid killed as
a message to him. (What would make a man that des-
perate not to cooperate?) Triple-D should seem un-
happy that he has to do this, but not regretful. In my
game he had the runners call him right before doing
the killing so he could speak with the man beforehand;
this raises the tension a bit, as it’s harder for the team
to back out. I also didn’t have Triple-D initially tell them
they were going to kill the kid; it's a good way to put
their morals against their wallets.

©2007 AbusePuppy

Large Item Retrieval

HEIST; RETRIEVAL
A simple retrieval operation from a low security warehouse.
Only problem: the package is the size of a car.

Johnson: Johnson (Corporate): The Johnson is no

12

one special; just another corporate suit. They've got a
simple job: steal something from another corporation
while it's temporarily staged at a low security ware-
house. As is usual, the package is not to be damaged.
One small detail: the package is a crate the size of a
car.

Synopsis: The package’s current owner is Ares, or
your favorite corporation of the moment. It normally
would have been in high security corporate storage,
but circumstances meant they needed to move it for a
few days. They need to do repairs after the last set of
runners stormed through.

The employee charged with moving everything out
has no idea what’s in the crate, only that it can’t be
allowed to get too warm. So as a cost saving mea-
sure, they decided to ship it out to Silva Refrigerated
Storage Solutions, a low security, third party ware-
house. No one would know it was there, and the sav-
ings might end up in their yearly bonus!

Unfortunately for the Ares employee, someone
else did find out, and sees an opportunity.

Notes: Security at Silva is light. Ten-foot chain-link
fence with razorwire, mostly to discourage vandals. In
theory anyone dropping off or picking up a package
is checked multiple times, but the Silva guards never
see real trouble and let in anyone presenting plausible
credentials. The Silva guards aren’t up for real trouble;
an exciting week for them is dealing with a malfunc-
tioning automated forklift. If things get violent, they're
out.

The building itself is a big box, primarily a single,
large, cold room full of shelves and crates. There is a
loading dock, a small security station, an office, and
restrooms.

That the parking lot is unusually full may be a clue
that there will more than the usual number of guards.
Ares isn’t entirely foolish, and have sent along addi-
tional guards and a mage to keep an eye on things.
Some of the guards may have combat cyberware. The
guards are professionals and view the Silva staff with
disdain. Unfortunately, this means they don’t actually
know the Silva staff, and might not notice if they were
replaced. The mage is bored out of their mind and is
holed up in the security office “keeping an eye on the
cameras” but actually playing video games.

The nature of the McGuffin isn’timportant. It might
be a self-powered cryogenic system holding a dragon
egg. The important part is that it’s irritatingly large. It
won'’t fit in anything smaller than a delivery truck, and
it won’t fit on anything smaller than a flatbed tow truck.

©2017 Alan De Smet CC-BY-SA-4.0
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Last Will

DELIVERY; WETWORK
Drone pets don’t induce allergies

Johnson: Johnson (Wealthy Family): A young
man or woman in their early-mid 20’s. Most likely hu-
man, (s)he is rather heartless, but good at hiding it.

Synopsis: The Johnson wants you to deliver a
Drone pet (if you need to give it stats, use the Bust-a-
Move drone from (Arsenal p.117) to his/her decrepit old
grandmother who is in a nursing home. The Drone pet
is a minidrone shaped like a cat, and covered in fake
fur. The Johnson tells you that “This cat looks just like
granny’s pet cat that she had to give up when she de-
veloped asthma. You see, she’s always been allergic
to cats, but just dealt with it out of love for her pets...
At least until she developed asthma and had to give
up her cat just to stay alive.” Along with the toy drone
pet, you are given delivery uniforms, directions to the
nursing home (along with a floorplan with “granny’s
room” circled in red), Flowers, and a “Thinking of You”
card. You are instructed to not bring weapons into the
building, you may bring weapons, just leave them in
the vehicle. You will also be granted use of a delivery
vehicle.

Notes: The “cat” is rigged with a toxin sprayer
loaded with Breathtaker (Arsenal p.83) or the toxin
of GM'’s choice (either way, Granny’s gonna kick the
bucket). The security at the nursing home has no rea-
son to suspect anything foul from the runners if they
don’t bring weapons into the building, even if they see
them place an assault rifle in the delivery truck, after
all, the nursing home is not in a great neighborhood.
If the team does any research on their Johnson, they
shouldn’t have much trouble finding out that (s)he is
one of only two in a wealthy family, the other relative
is the grandmother. If the team digs deeper, they’ll un-
cover more hints about the ultimate motive of the run,
such as a Will and/or Life-Insurance Policy. If you have
a team of runners that have no qualms killing the el-
derly, you can let them in on the details, or even have
them devise their own way of delivering a discreet as-
sassination, so long as it’s not too obvious so it doesn’t
raise suspicion. This run was made to suit a party with
a member who goes out of their way to protect the
defenseless (the whole party tries to avoid killing chil-
dren, but only one said no to killing off granny).

©2012 Omen David Derry

Lights, Camera...

DEeBT COLLECTION
A simsense provider uses the runners to create a torture sim-
sense, under the pretext of debt collection.

Johnson: Johnson (Independent Business): Mr.
Johnson’s looking for some hard cases. A local BTL and
simsense provider has had a few folks skip out on their
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outstanding debts lately, and he wants to make an ex-
ample out of one of them.

The Johnson runs a small simsense studio, one
which caters to both the seedier, greasier side of sim-
sense life, and allegedly provides the more-addictive
programs which have the moderation filters removed.

Synopsis: The money couldn’t be easier. It’s not a
high-paying gig, but all the 'runners need to do is track
down the debt skip and make him regret his actions.
The Johnson is quite specific in the manner in which
such regret is to be inspired.

The mark should be easy to find: he’s a huge troll
to whom goblinization was not kind. He doesn’t try to
hide his looks, and in fact has nanotattoo work cov-
ering most of his body which causes his skin to flash
with animated corp ads. Anything to pay for that next
simsense ride.

Johnson provides four Fichetti Pain Inducer guns,
and wants the ‘runners to go to town with them. He’s
well aware that the mark won’t be able to pay his debt,
so he expects to get his money’s worth by having the
group assault the mark where enough people can see
it so that word gets around. The more pain they give
the troll, the longer it lasts, the more money they’ll get.

Notes: The real story is that the troll is indeed in
debt to the simsense provider - but he has found a way
to pay that debt independently. The troll is working
with the Johnson. He has agreed to undergo a savage
attack in public, but his simsense rig will be recording
all the while. He’s even agreed to take emotion en-
hancing drugs to make the whole thing really “pop.”
For this, his debt to the simsense pusher will be wiped
clean.

And what does the pusher get in return? Well, he
gets the proverbial glass full of liquid pain in the form
of the simsense recording. He intends to remove the
safety limitations on the recording and offer it to his
seedier contacts in the business. Masochists will pay
for such a terror, but he expects to make most of his
money from people who want to torture simsense-
rigged victims.

Complications: Aside from the moral question,
there’s also the fact that nobody, not even a hard-as-
a-coffin-nail troll burnout, takes a four-Fichetti assault
lying down. The troll's going to flip out, and that’s bad
news to the ‘runners. This scenario can also be used to
bite your group in the behind, if you're trying to curb in
their more antisocial tendencies. If they really get into
the attack, the simsense recording is going to be truly
terrible. Then they’ll have to deal with that recording
being used in crimes down the road, or possibly used
on them if they run afoul of the wrong circles.

©2007 DeeCee
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The Little Girl

MYSTERY; RESCUE
Rescue a neotenous girl from a clandestine lab quickly.

| used this as an opening to a campaign, and the
team pulled it off before sunrise.

Johnson: Jason Hedrick (Cook and Best friends
with the Bartender):

Synopsis: There’s allot of red herrings you can
throw at the PC’s in this one if you really want to give
them the runabout. At the bar, the surveillance sys-
tems include the alleyway, but it doesn’t show the kid-
napper (not at first anyway) 1. If the team searches
the alley for clues, they might find a syringe that, if
tested, they discover was loaded with knockout drugs
and used on the kidnapped girl 2. Considering that
the kidnapper wasn’t seen in the surveillance camera,
the party might try magical forensics to attempt to lo-
cate the caster by their astral signature (if they don’t
waste too much time that is) 1. If they still don’t have
any clues after an hour, you can throw them an image
of the kidnapper that appears in surveillance where it
hadn’t before 1. Eventually they’ll find the kidnapper in
an abandoned building across the street from a hos-
pital. Upon display (or use) of force the guy quickly
gives up info on who paid him... Doctor Gregger 3.
If pressed for more info, he’ll also tell them that he
dropped the kid into the back seat of the doctor’s car.
The hospital across from the abandoned building is run
by Monobe. If the team asks around in the hospital
about Dr. Gregger, one of the receptionists mentions
something about him having a private office some-
where, though they don’t have any idea where it is 4.
One way or another, you can feed them clues to the
whereabouts of his private office. When they even-
tually find it, it turns out to be on the 3rd floor of an
abandoned apartment building. There isn’t an eleva-
tor, just a stairwell, halls and doors to empty apart-
ments. There’s some cheap old-school security sys-
tems in place in the stairway and halls that only warn
the people inside of the presence of the runners, there
won’t be any police involvement. When they get to
the apartment that’s being used as the doctor’s private
office, they find a wooden door that’s locked with an
old style mechanical lock. When the get through the
door (either by picking the lock or bashing down the
door) they’ll find that the doctor has a small security
force in the living room (set up as a makeshift waiting
room). After dealing with the security, the team finds
the bedroom door (not a cheap wooden door like the
main door) locked from the inside, and as they go to
try to openit, it opens on it’'s own. What the party sees
when it opens? Why it’s the kidnapped girl holding a
sharp object to the ribcage of Doctor Gregger 5. As she
sees the dead security guards and the team of runners,
the knockout drugs from earlier kick back in, and she
passes out again leaving the doctor staring down the
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barrel of a gun in the hands of a runner. If the runners
inspect the bedroom, they’ll notice it's been converted
into a lab, there’s a dead body in a labcoat on the floor
in a large pool of blood with only one wound (inner
thigh - femoral artery puncture). As the team goes to
leave they get a call from Monobe, apparently the corp
caught wind of what’s happened, and offers to pay the
runners some hush money (and keep the cops out of
this) if they destroy the lab and kill Dr. Gregger.

Notes: When | ran this one, | had one of the PC’s
(neotenous hacker/rigger) get kidnapped instead (be-
ing genetically unique can have unexpected draw-
backs)... to be fair though, I privately talked to the
player about it first and they thought it was a fun idea,
so we went with it.

1. The kidnapper paid a nearby street mage (or
shaman) to cast invisibility on them, and sustain
it for about 1 hour. If they track down the caster,
he’ll tell them who paid him for 100 nuyen ( if they
tell him about the kidnapping).

2. The syringe has no prints on it, but traces of the
kidnapped girl's blood can be found, and the drug
inside can be identified as narcoject.

Data Searches on Dr. Gregger show that he
worked for Monobe as a prenatal genetic engi-
neer. A good search result will tell them that
his employment was terminated for performing
illegal research (if the search result was excep-
tional, they’ll find out what the research was). The
research he was performing was related to his
work, prenatal genetic engineering (commonly
known as "designer babies”), and trying to pro-
vide select customers with neoteny as an option
(which was prohibited by the corporate courts
due to the social and employment disadvantages
this poses to the child later in life).

If someone in the team has one of the follow-
ing contacts: Street Doc, Squatter/Gang Mem-
ber/Gang Boss (in the redmond/equivalent area),
Police Officer (any rank) : they have a 25

Behind the scenes: The girl has cybereyes with
(among other things) a tool laser. Dr. Gregger
put her in a cage, from which she cut a bar (fab-
ricating a makeshift stabbing device) and cut the
lock. During the raucous in the "waiting room”,
she stabbed the doctor’s assistant in the femoral
artery and held the doctor at point, forcing him to
open the door.

Reward: The team gets whatever hush money
Monobe offers, possibly some assorted gear from the
security team the Doc hired, they might even try to
steal the doc’s car if they’re exceptionally greedy. If
the bartender was already a contact, the loyalty rating
goes up by 2, if not, then they gain the bartender as
a contact with loyalty 3. Jason Hedrick is useless as
a contact, but his girlfriend (the girl you saved) used
to work for ARES before SURGE reversed her body’s



aging (neoteny), and is an outstanding armorer and

mechanic with several contacts in the underworld (she

works on cars, guns, and various tech for the gangs and

syndicates), her connection rating is 2, her loyalty is 4.
©2012 Omen David Derry

My Daughter’s Keeper

RETRIEVAL
Bring a runaway daughter home to her father. Sounds sim-
ple, neh?

Johnson: Darrick Erding (Father): Darrick hires the
runners to bring his daughter Samantha back to him,
safe and sound. A Matrix search turns up that Dar-
rick is a successful businessman who isn’t aligned with
any particular Megacorp, but does business with all
of them. He was also given an item in Dunklezahn’s
Will: “To Darrick Erding, | leave the Banner of the Red
Dragon out of respect for his heritage.” He seems
sincere, and has a clean business record, and comes
across as very open and honest, if a bit desperate to
have his daughter found and returned.

Synopsis: It's a simple run, find and retrieve a run-
away rich girl who’s slumming it with some gangers
and thinks she’s “in love” with a lieutenant in the
Rusted Stilleto’s. But as the runner’s start looking, the
city begins erupting into a violent war between several
of the cities major gangs. The violence starts small, but
eventually begins to engulf the entire city, eventually
leading to the mayor to declare martial law and bring
in the military for support.

Chasing leads leads the PCs into the middle of sev-
eral conflicts, and eventually they end up in the mid-
dle of a three way brawl between the Ancients, the
Stillettos, and a 3rd random gang. The bullets are fly-
ing fast and furious, and anyone not wearing the right
gang colors is a target. And while Shadowrunners are
big and bad, even they need to duck and cover when
there’s over 3 dozen armed assailants, all willing to
take shots at them.

Notes: Darrick Erding isn’t just a father looking for
his daughter, he’s also a dragon. So is his daughter,
who is the dragon equivalent of a teenager, and re-
belling in typical teenage fashion. She really is in love
with the ganger, though whether he feels the same
way or not is up for question. He doesn’t know about
her true nature. If he gets hurt during the fight, she’ll
lose control, reverting to dragon form and lashing out
at anyone who gets in her way.

This adventure actually takes place during events
from the old FASA module “Elven Fire,” which involves
Shadowrunners trying to stop a gangwar between the
Ancients and the Stillettos. This adventure assumes
that this Runner team fails it’s mission, and the city be-
gins descending into flames, with the PCs caught in the
crossfire.

If the PCs are sympathetic, or willing to work with
Samantha and her boyfriend, the end fight can be
pretty easy. She can keep her identity under wraps and
pretend she’s a mage, using some minor magical abil-
ities to help out. Or if her cover is blown, she may just
go all scaly and help out. But if the PCs try to take her
by force, or harm her boy, they’ll have to find a way to
subdue her without hurting her.

©20009 Buli

A Night on the Town

UNCATEGORIZED
Sometimes, you're just in the wrong place at the wrong
time.

Johnson: Johnson (Any): A dead body.

Synopsis: The players are in a realativly secluded
part of town, possibly walking down the street, or get-
ting into a car when a man comes running around the
corner with a couple of guys in close pursuit. They
shoot at the runner and kill him. If the players don’t
pick up the action, perhaps the shots come a little
close to them or the attackers decide to take care of
witnesses. In the end, the players will will and the
only thing of note on the body will be a chip with
files on them. The files are worth money to sombody
and somebody else desires to keep them out of their
hands. It’s now up to the players to dispose of the valu-
able files as they have no idea who wants them and
might not even know what they are. Meanwhile, men
will be searching for the files.

Notes: Quick senario for the unplanned game ses-
sion. It instantly drops into combat and can be scaled
to any group. It's a mystery so the GM can string the
players along until he desides where he wants to go
with it. Resolution can also be scaled to any group and
can be a simple hand off of files perhaps with another
combat, or a long cloak and dagger game between
companies.

©2007 painandgreea

Open Sorce

RECONNAISSANCE; INTIMIDATION
Stop a shaman meddling with hermetic mages experiment-
ing with programming-like magic.

Johnson: Johnson (Hermetic Mage): The group is
contacted by a slick corporate wage mage, awoman in
her mid-5os with several designer foci about her per-
son. To those in the know, she is instantly recognizable
as being of the Hermetic Tradition.

Synopsis: Said Johnson tells the shadowrunners of
her ongoing project, sort of a SETI@home ritual spell.
She operates a network of hermetic contacts who are
all working on an enormously powerful and longterm
Ritual. No one mage is completely responsible for the
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full Ritual; they all periodically deal with what a decker
might call subroutines of the Ritual, adding miniscule
amounts of power to the gestalt.

The problem is that once local shamans heard
about what the Hermetics might achieve without the
need for a ghost dance, they began to counterspell and
sabotage. They were initially only a nuisance, but now
their efforts threaten to derail the entire project. The
PCs are being contracted to locate the shamans and
put a stop to this monkeywrenching.

Notes: The Hermetic Ritual takes advantage of the
logical and process-oriented roots of their tradition.
Hermetic mages involved with the project undergo
a screening process and magical testing, to be sure
that they can handle the workload. After that, they
are taught a few spells which link them to the overall
gestalt, and assign them tasks or maintenance duties
accordingly. A lot of this is either research or refine-
ment work, and often involves sustained spells. Since
the Ritual only makes use of the best results of any par-
ticular task which has been outsourced to the cabal,
successes are accumulating rapidly.

The Ritual itself is designed with several steps, all
with hundreds of subroutines, in the best complex and
anal Hermetic style. Overall though, it breaks down
into three steps:

1. Calculate, explore, map, and contribute data
about the astral pathways needed for the over-
all result. This step has mostly been completed.

2. Establish contact with a superior spiritual force, in
order to channel the vast energies of the Ritual’s
conclusion. Summonings play a huge part here,
with the gestalt project always needing Spotters
for subroutines.

3. Link the inner circle of Hermetics and invoke the
endgame of the Ritual.

The superior spiritual force the Hermetics will even-
tually contact is associated with the planet Mercury.
The end result of the Ritual, what the cabal are hoping
to achieve, relies on the sheer complexity of the thing
to remain secret. In order to figure it out, an inves-
tigator would have to become a contributor and per-
form several subroutines at exceptional ability to un-
derstand the greater working.

The enemy of the Hermetics is actually only one
shaman, but he’s backed by Native support. He’s a
snake shaman using disguise and subterfuge to coun-
terspell the project, which he and his backers feel over-
steps the bounds of common sense, and would give
the non-spiritual magic world far too much sway. If
the Hermetics can achieve what amounts to a Great
Ghost Dance with little individual strain on their mages,
it could mean dominance.

GMs might run this scenario simply as one in which
the ‘runners track down the snake shaman and make
him stop his efforts, or they might tie it into a larger
campaign which involves a lot of Hermetic magic and

finding out what the end result of the great Ritual will
be. PC shadowrunners might even work their way into
the Ritual itself, provided they have the chops. In such
a case they’'d be contacted almost daily with various
and sundry tasks to attend to involving casting spells,
summoning spotters, or simple research. It's a good
way to make use of non-combat spellcasting.
©2007 DeeCee

Opposites Attract

SURVIVAL; INVESTIGATION; RETRIBUTION?
A case of mistaken identity (you hope).

Johnson: Johnson (Favorite Fixer): The team’s
favourite other fixer, not their regular fixer, but the one
that has sent them on the fewest tail-chasers, got them
into the wildest parties, or garnered the team their
favourite toys, etc, contacts the team with a dire warn-
ing “Corporate hit squad incoming to your location!”
before static cuts her off.

Synopsis: Said corporate hit squad crashes in just
as the team grabs their weapons. Whilst it would seem
that the corps should have the upper hand due to over-
whelming surprise, they seem kind of off balance. The
corpers target the wrong locations of each runner’s
weak point; for example they target the Troll with a
left cyberarm and with poison and aerosole filters with
knockout and tear gas; they target the binder mage
with a fire spirit; and so on. Consequently, the corp
team, trying to taunt the runners by using their real
names (Take that, Paula Giomarti!), fail horribly.

The team can now try to contact their now defi-
nitely favourite fixer, but no dice. Some investigation
reveals that there is a duplicate runner team that seems
eerily similar to themselves (even going so far as to
trade on their own names!) but with a few interest-
ing details: The troll has a right cyberarm but is allergic
to pollutants; the mage is a great healer, but is afraid
of fire; and so on. Can the team find out why they
have been set up, and can they rescue their potential
saviour?

Notes: The team’s second choice, but firm
favourite, fixer is looking to expand her stable of
regulars by recruiting some of the more successful
teams away from her rivals. Her choice team, the
PC’s, haven’t really taken her offers as much as she’d
like, despite the choice jobs she’s gotten them. Try-
ing to recreate that lightning-in-a-bottle essence, she’s
drawn together a group of individuals under contract
that as closely as possible resembles the PCs, going so
far as to get each individual to work under assumed
names.

As we all know, a team of individuals never per-
forms as well as an individual team, and this has come
back to haunt the fixer as they botch job after job. The
Corp the fixer has been hitting lately has begun to do
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some backtracking, and latched onto the wrong team
(ie the PCs). Finding out just before she herself is at-
tacked, she manages to get a quick warning out.

The Twist: This can be played a few ways, such as
if the GM decides that the opposites and their botches
were all on purpose to put the PC team in her debt,
and thus more likely to take work from her, instead of
just trying to recreate the team. And what happens
if the duplicate team finds out their real purpose and
decides to extract their own revenge if the PCs rescue
the fixer from the Corp (especially as it seems that they
can work together well now that they actually have a
common interest - revenge).

©2009 Reaganstorme

Pay for Play
B&E
Mel Cozi gets what is coming to him.

Johnson: Brandeen Mettlinger (Civilian): Bran-
deen is the single mother from the Food Fight 4.0 mis-
sion, her baby daddy (Mel Cozi) just tried to off her and
their son to keep her quiet, and now she is out for re-
venge.

Synopsis: In the Food Fight 4.0 mission, my group
saved Brandeen and her kid, and left the surviving
members of the hit squad tied up in the stuffer shack
for Lone Star to find. The team talked to Brandeen
about why the hit squad was after her, and | hooked
them into this follow up with the lure of easy money.

Brandeen informs the team that she has been black-
mailing Mel, and has all the necessary information to
access his bank account, but she has no hacking skills.
Even though Mel just tried to have her and her baby
killed, she does not want to return the favor, she just
wants to ruin his life and his marriage. She will pro-
vide the information necessary to hack Mels account
and steal his Nuyen, split the money with her, and
send compromising pictures of Mel with Brandeen to
Mels wife. She estimates that Mel should have at least
100,000 Nuyen in the bank.

Brandeen does not have the info with her, and it
is very late, so she exchanges comcode info with the
party and agrees to provide the info and pictures the
next morning. When Brandeen calls the next morning,
she sets up a meet at a sidewalk cafe/bistro downtown
at noon. The meet goes down without a hitch, Bran-
deen provides the team with the Mels account codes,
and the lurid photos.

When the team checks the account info Brandeen
provided, they will find that Mel closed the account
earlier that morning, so much for an easy run. When |
ran this, | had the meet go down very quickly, the team
did not have time to check the codes before Brandeen
left, and were unable to get in touch with her for some
time afterwards. This was important, as | wanted there
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to be enough time for Mels bosses at Alliance Design
to find out about the botched hit attempt. A couple of
days later, just as the team had accepted another time-
sensitive mission, Brandeen gets back in touch with the
team, wondering if they have the money.

Since the account has been closed, Brandeen
comes up with another plan. Mel and his wife live in
an upscale gated community in Renton, Brandeen pro-
vides the team with the address and the code to enter
the back gate of the community. She knows Mel and
his wife will be at a corporate function tonight, and she
wants the team to break into his home, hack into his
new acount from his home terminal, and spread the
pictures throughout the house for Mel and his wife to
find when they return.

In the mean time, Alliance Designs has decided Mel
is a liability, and they have hired their own hitman to
take him down when he returns home that night. There
are several ways this mission can play out from here:

1. The runners, having already accepted another

mission, decide to wait before pulling this job.
The next morning Mels assassination is all over
the news, and the runners missed their chance.
Of course Brandeen thinks she was was double
crossed, that the runners killed Mel, and made off
with all the loot. Can the runners convince Bran-
deen otherwise? If not, does Brandeen have the
ability to get back at the runners?

2. The runners arrive at Mels home just before the

hitman, hack the account, plant the pictures, and
get out quick. The hitman notices the runners,
but the runners do not notice him. He takes pic-
tures of the team leaving the residence, then kills
Mel and his wife when they return home, and sets
the team up for the deed by sending the pictures
to Lone Star. The next morning the runners find
out that Mel and his wife were killed after they
left, and that they have been framed for the job.
Will they blame Brandeen for the setup? Can they
find the hitman, and pin the job on him, and Al-
liance Designs, before Lone Star catches up with
them?
This is the way it played out with my group. The
break in goes smoothly, the pictures are planted,
and the account is hacked to the tune of 100,000
nuyen. The team was smart enough to post a
lookout at the front door, and the hitman was
spotted staking out the house. The team man-
aged to nab the hitman before he could get away,
and Mel was not assassinated, rather, he lost his
money, his wife divorced him, and Alliance De-
signs fired him. The team split the cash with Bran-
deen, and even completed their other mission on
time.

Notes: This need not necessarily be played as a
follow up to Food Fight 4.0, Brandeen could just be a
friend of a friend, or she can be replaced by someone
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the team already knows.

©2009 Kerrang

Pony up the Dough

SABOTAGE
Ruin a virtual horse racetrack’s reputation.

Johnson: Johnson (Organized Crime): Mr. John-
son is the owner of several illegal games of chance, in-
cluding a dilapidated horse track. The problem is that
virtually nobody goes to the track anymore, especially
after several doping and bioware scandals ruined the
track’s reputation.

To add insult to injury, the Yakuza have opened a
virtual horsetrack, one which on the surface appears
to be completely above board. In the few months that
it has been operating, there have been no questions
about the legitimacy of any of the races. No tamper-
ing has ever been found.

Johnson wants the shadowrunners to wreck that le-
git reputation. He wants them to either prove that
the virtual track is not tamperproof, or to engage in a
smear campaign that makes it seem that it is. If they
manage to win a lot of nuyen in the process, so much
the better.

Synopsis: The virtual track remains clean by a com-
bination of factors. First, the virtual horses, unlike real
horses, do not exist from race to race. They are gener-
ated on the fly, kept in storage buffers justlong enough
to accept bets, and handicapped/odds set to five dec-
imal places.

Second, the yakuza have hired deckers and expert
systems to design the virtual track, and also to main-
tain its purity.

Lastly, some of the devotees of the track are thrill-
seekers who above all else simply wish to have a level
playing field when it comes to their vice of choice. The
yakuza track offers them a place to practice their gam-
bling skills without worrying about a fixed outcome.
These gamblers have day jobs for the most part, and
can bring a lot of varied resources to bear if someone
is found to be tampering with their playground.

Notes: The yakuza really are playing it straight this
time. They make enough from residuals and oddsmak-
ing that if they don’t get greedy, will provide them with
quite a tidy profit. Reputation means a lot on the street.
Retribution for tampering, which will damage that rep-
utation, will be severe.

©2007 DeeCee
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A quick Trip to the Chip
Factory

UNCATEGORIZED
You got to know when to hold ‘em.

Johnson: Street contact of the players (None): A
street contact of a players who either works eratic
deals or is always running random deals.

Synopsis: One of the player’s contacts contacts the
players and asks for a favor. One of his contacts has
paid back an old debt by turning over information on a
batch of illegal simsynth chips. All he has to do is show
up at the legal factory where they are being made un-
der the table by the local manager (who has already
been paid), and pick them up. The street contact just
wants backup incase something goes wrong because
he’s never dealt with these people before. The players
need to be lightly armed and act the part of delivery
men. The contact will have a truck and coveralls. The
plan is to show up at the back dock, request the chips,
getthem andleave. Inreturn, the contact offers to owe
the players a favor, but if pressed can give the players
some money in the future (as all he has right now are
the chips which are worth a good deal of money), or a
few boxes of the chips themselves that would be worth
much more in street value. When they show up, they
will be told by the guy in the loading dock the chips are
still printing, after a few minutes wait, the machines will
stop, the dock guy will get the chips, hand them over
and the deal is done. So long as the players keep their
cool, nothing bad happens.

Notes: This is all about making the players sweat
and keep their cool. Perhaps the dock worker will
look at them strangly, or say some strange things. The
printing machine might stop and start irregually mak-
ing the characters just stand there for a period of time.
Maybe a police vehicle will hit the lights and siren only
to speed on by. Lay on the descriptions and give the
players hints that things might not be going right, but
so long as the players don’t whip out the guns and start
shooting, nothing happens.

| also used this as a lead in to another senario as
while most of the simsynth chips are exactly as pre-
sented, one box (which was in the bunch that the play-
ers recieved as payment) is actually other information.
Information that other people want very badly. The
friend of the contact will end up dead. The manager
of the plant will end up dead. The contact will get
scared, warn the players and go into hiding. Mean-
while, people after the other chips will be searching out
the sources of the illegal simsynth chips for the chips
they really want.

©2007 painandgreed
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Rainslicker

WETWORK
A target no one has managed to kill, because the target isn’t
who everyone thinks they are.

Johnson: Johnson (Organized Crime): The PCs
are contacted by a minor crime boss to do some
straight-up wetwork. It's a tough target, so payment
should be at an appropriate level.

Synopsis: The Johnson tells the group of a target
which he wishes eliminated. The problem? The guy
has extensive chrome and the best Doc Wagon con-
tract that nuyen can buy. They’ve tried to take him out
before, but he’s worse than a voodoo cockroach. Right
now the filthy bugger is living high on the hog in a pres-
tigious hotel. The boss won’t say the reasons why he
wants the target erased.

The mark is actually a veteran Shadowrunner, now
enjoying semi-retirement. He’s got contacts, he’s got
skills, he’s got whatever nastiness the GM wants to
give him. He’s bloody James Bond. Taking him out
will either require a lot of collateral damage, or perfect
precision in the assassination plan.

The Twist: The boss has hired at least two other
shadowrun groups to try to take him out at the same
time. One is a rigger-heavy crew using milspec
drones, the other a smarter group of Faces who will try
to manipulate the PCs into taking out the target, then
incapacitate them and claim credit and payment from
the boss.

Notes: Rainslicker is actually the shadowrunning
name of the target, who now goes by any number of
aliases. Since he’s human, and a lot of humans look
alike, nobody has ever really caught on to the fact that
he’s not the first person to use that name. No no.
In fact, Rainslicker is a set of specs, used by the real
Rainslicker (a doc and techboy) to create a shadowrun
avatar for himself.

Basically, the Rainslicker persona consists of a set
of cyberware parts, a few hardcore Activesofts and
Knowledgesofts, and a willing actor. Since the guy
who created the persona spends much of his time
immersed in the Matrix, he needed a cover for his
shadowrun work in the real world. He thinks of the
Rainslicker actor(s) as his avatar in the flesh world, and
he pays them well to be over-the-top Bond-style char-
acters. Should the actors incur damage, Doc Wagon
is there in a flash to patch them up. Should even that
hallowed organization fail to get the job done, the man
behind the face simply hires another actor, sets him up
with the appropriate gear, and the game continues.

Since someone is bound to stumble upon the se-
cret eventually, the real Rainslicker is in town for “one
more job.” A high-risk sexy venture that will earn him
enough cred and nuyen to coast happily into retire-
ment, unless the PCs get in the way.

©2007 DeeCee

19

The Seven Deadly Sins

KIDNAPPING
After the theft, the victims of the crime seem more interested
in the burglar than the stolen goods.

Johnson: Johnson (Unspecified): She’s one of the
higher-ups in the local branch of whatever organiza-
tion you choose.

Synopsis: Guy breaks into property and steals
macguffin. On the way out, he sees something he
shouldn’t and runs. They have his image. They don’t
want their secret out there, so he’s got to be caught
quickly. They don’t really care about the stolen items,
which is strange, as the items are valuable. Bring him
back alive.

Notes: When | ran this, They were an altruistic orga-
nization run by bug spirits, just like the Universal Broth-
erhood. The target grabbed some artworks (The Seven
Deadly Sins), stumbled across the bugs, and ran. The
runners tracked him to an art dealer, nabbed the target,
and dropped him off. The organization became a re-
curring point of interest as the game went on. For your
game, it's easy to swap in secretive magical groups,
corporations with prototypes, or policlubs with secret
agendas. It's probably best to have the organization
have a good public face.

©2007 Thomas D

Sewer Rats

PARACRITTER EXTERMINATION
Going to need a shower after this run.

Johnson: William Smith (City Official): William
Smith works for the city’s department of sewers and
sanitation. The department is trying to run mainte-
nance on various systems under the streets of [the
city], but they’'ve run into problems with the devil rats
thatlive there. He wants you to do whatever it takes to
eliminate the infestation without causing any damage
to the city’s underground infrastructure (this means no
explosives).

Synopsis: This is a relatively straight-forward run,
but if you think it's too easy for your group, you can
throw in some a toxic magician (probably with a toxic
mentor spirit) and/or a toxic spirit to ramp up the chal-
lenge, though several dozen devil rats should pose sig-
nificant enough of a challenge for most teams.

Notes: Devil Rats can be found on p29g of the
Core Book (Anniversary edition). Toxic Spirits can be
found on p144-147 of Street Magic. Toxic Magical Tradi-
tions can be found on p141-142 of Street Magic. Recom-
mended Toxic traditions are either Poisoner or Havoc.
Recommended toxic mentor spirits are Pestilent Rat,
Pollution, or Radiation. Recommended Toxic Spirits
are Abomination, Acid, Harrow, Nuclear or Sludge. It’s
also suggested to have a minimum of 4:1 ratio of devil
rats to runners, and a ready supply of mundane rats
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(use Norwegian Rat from Running Wild, po3 for stats).
You may also use Demon Rats if you desire (found in
Running Wild, p152-153). It's important to note that other
than the mundane rats, all of the potential targets are
either immune or resistant to toxins and pathogens
(well, if you use one of the suggested toxic mentor
spirits that is).
©2012 Omen David Derry

Slow Bandit

HoobING
Can they outrun a Tortoise?

Johnson: Johnson (Mitsuhama Computer Tech-
nologies): Virtual meeting only. State-of-the-Art ma-
trix presence, impeccably dressed and oozing mega-
corp indoctrination. Johnson is male or female at
GM'’s choice, as there is actually a real person behind
the avatar. A real wage slaved, brainwashed, pro-
megacorp person.

Synopsis: The 'runners are contacted by the afore-
mentioned Johnson, and in one of the rarest instances
in the game world, contracted by a megacorp to actu-
ally do some “good.”

Mitsuhama Computer Technologies is looking to
install a bleeding-edge network hub in a rundown part
of town. Other corporations think it's a fool's game
to do so, but Mitsuhama sees it as an opportunity to
establish a presence in an area which they feel is ripe
for remodelling. They also feel that if they’re the only
large corporation in the area, they’ll be the only em-
ployer, they’ll control how things are done, they’ll run
peoples lives - but always for the betterment of the
neighbourhood of course.

The problem is that they are being blocked by hack-
ers and sabotaged at every turn. Mitsuhama has in-
vested quite a bit in trying to virtually stamp out the in-
terlopers, but to no avail. Not only are they looking for
someone with decking chops to find out why they’'ve
been stymied, but they also need support personnel to
deal with the hackers in other ways.

The Johnson wants them to infiltrate the hackers,
break up the operation, and secure their hold on the
virtual territory that so far has been kept out of their
grasp.

Notes: The hackers are led by a Raccoon shaman,
of all things. She, like her totem spirit, is mighty cun-
ning with her hands. So much so that she will only
do her decking via a dinosaur of a computer system.
It's what’s known as a tortoise rig; no virtual presence,
only straight keyboard-and-monitor technology. Itis a
testament to her decking abilities that even with such
technology (albeit backed by Raccoon magic), she has
eluded and monkeywrenched Mitsuhama personnel.

In order to accomplish their run, the team will have
to show up on the shaman’s radar. This means a few

initial hacking attempts, some flashy work, etc. The
GM should have some fun with it, as should the 'run-
ners. The shaman will use these initial contacts to de-
termine just how much hacking ability the group has.
If the ‘runners try to get mean or employ black IC, well
there are advantages in using a tortoise rig.

As it happens, the shaman has a group of young
hackers convinced that the Mitsuhama entry into their
territory would be a very bad thing. She plays up the
alleged ties to Yakuza as much as possible, and ser-
monizes about the “true” path to hacking greatness
through working with one’s hands. In order to further
her agenda, she’s organizing an actual meeting in the
flesh world soon, where she will have a linked series
of tortoise rigs set up, and where hackers will compete
to be the first to accomplish some legendary compu-
tational feat or other. Of course, this would be the per-
fect opportunity for the 'runners to find all of the trou-
blesome hackers in the local area, and maybe hit them
with RFID Pepper Punch for good measure.

Naturally, they’ll have to prove that they’re worthy
to be invited to the hackfest first...

©2007 Dee Cee

Socialised Healthcare

ACQUISITION
Not everyone can afford medicine. That doesn’t mean not
everyone needs it.

Johnson: Doc Dufreyne (The Street): “Doc” Ida
Dufreyne runs a back-alley service for the folks in her
neighbourhood (just about slum level). In her late
twenties, the ork is considered attractive by most of
her metatype, but clearly careworn. Any idealism has
long been bled out of Ida, and her personality is driven
mostly by determination to help her community’ and
bitterness that they’re passed up.

Synopsis: Ida can’t afford to pay corp rates for
medical supplies, nor s it likely she’d be allowed to buy
if she had the money. Every so often she can scrape to-
gether enough money to point a team of sympathetic
runners at a shipment through town and pull the trig-
ger, though. Working for Ida you can expect a cou-
ple days’ notice and the usual route the shipment takes
when it’s driven through the city, but from there it's up
to you. Get the truck stopped and either take over or
extract contents, and get them back to Ida without be-
ing followed. The corps won'’t be happy about it, nor
will the Lone Star boys, so it’s the second part that’s
tricky.

Notes: Ida pays about three K per runner, or six K’s
medical care on credit if you want to go that way. She’s
aready market for new medical primers if you can find
’'em. She listens to her community—she’ll often pass
on news of other low-paying runs to help the locals.
Plus, of course, in a month or so she needs another
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shipment; only this time, they’re aware of the risks...
©2007 Phantom Stranger

Soup for One

B&.E; WETWORK
A businessman in my soup? That’ll never get by the health
inspector!

Johnson: Johnson (Independent Business): The
Johnson is an aging chinese businessman. He is the
proud owner of a chain of chinese restaurants, but his
rival has recently been getting the better of him. He
is generally loud, and perhaps a touch psychotic. Still,
he’s perfectly honest about his offer.

Synopsis: The Johnson wants his rival dead, and he
knows just how he wants it done. His rival has gotten
ahold of enough money to establish a plant to mass
produce chinese food, and it is scheduled for a health
inspection in a few days. He wants the health inspector
to find his rivals body face down in the Wonton soup
vats when he shows up in the morning. And he wants
pictures.

Notes: The group is going to have to kidnap the tar-
get and drown him in his own soup vats. They’ll have
to be able to break into the facility to do this, and not
set off any alarms so no one is the wiser come inspec-
tion when the facility opens it’s doors in the morning.
The rival businessman is still a small fry, so all around
security is low, both for him and his facility. This should
be a pretty basic run without too many dangers, so it
should be good for a starting group.

©2007 Richard Clarke

Stepping Stone

INFILTRATION; RETRIEVAL
There’s one hell of a big job being offered. Problem is, ev-
eryone else wants in on it as well...

Johnson: Johnson (unspecified): The city’s most
mysterious patron, renowned for offering strange,
dangerous and ludicrously well-paid jobs, seemingly
without connection, refuses to meet 'runners in per-
son. Instead he communicates via a heavily secured
custom-built holographic transmitter that as yet no-
body has been able to tap into. The image projected is
of a grinning skull, relaying his every word in a neutral,
mid-atlantic accent.

Synopsis: The word has gone out that the John-
son of Johnsons has something he wants stealing. It's
extremely valuable, he’s offering an absurd amount
of money for it, and more to the point, he wants ab-
solutely zero fatalities throughout the entire mission.
Now, most Shadowrunner teams are good at getting
a high body count, but not many are good at keeping
it down that low. So, he has a test set up, to ensure
the maximum possible efficiency of the team that he
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employs. An abandoned downtown apartment block
has been converted into a maximum-security facility,
in the penthouse apartment of which is his personal
communications unit. The word has of the block’s lo-
cation has gone out at the same time to half a dozen
likely ‘runner teams; the first one to make it out of the
building with the unit gets the job. The problem is this:
the entire thing is being constantly monitored. If any
member of any team is responsible for anyone dying
on this mission, be they Shadowrunner, in-house se-
curity or innocent bystander, their chance to take the
contract is instantly revoked. Happy hunting!

Notes: The building really is maximum security—
money is no object for this Johnson, wherever they get
it from, and they have the best facilities money can buy
at short notice. As this is just a training and selection
job, however, all security measures are as non-lethal
as the ‘runners themselves will have to be. Very pow-
erful, but entirely non-lethal. This would probably be a
good Run to have as the beginning of the end for an
esperienced party—the one job that will let them retire
on their ill-gotten gains. It also offers a nice challenge
for any outfit with a habit of going kill-crazy.

©2007 Regis

Take This job...

EXTRACTION
A voluntary extraction, complicated only by a cranial bomb
on the target.

Johnson: Johnson (Any megacorporation): There
is nothing special about the Johnson. The job is
straightforward: extract a Grace Yao, currently in the
employ of Fuchi Industrial Electronics. Ms Yao is very
eager to lave Fuchi’'s employ. Unfortunately Fuchi has a
strong incentive program, in the form of a cranial bomb
in her head.

Synopsis: Yao is one of the best bioengineers in the
world, specializing in in bioware, thus Johnson’s eager-
ness to bring her into their employ. Fuchi has gone to
great lengths to keep her in their employ. She has an
area cranial bomb and tracker embedded in her. Un-
fortunately for Fuchi, this has made her eager to find
new employment.

Fuchi is not currently aware of Yao’s plans, so she
has some freedom outside of Fuchifacilities. However,
to protect against the risk of hostile acquisition, she
receives the sort of protection of the UCAS president
receives: all movements are planned and researched
in advance, a small scout team goes in early, and Yao
is surrounded by several heavily cybered guards. Yao
typically travels by armoed car with an additional es-
cort vehicle, with similar guards.

The cranial bomb has both an active and passive
mode. If an expected signal is not received every 5
minutes, it enters warning mode. In warning mode,
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Yao suffers from a strong headache; she knows what
this means. If the signal is later received, the bomb
deactivates, although it takes Yao a half hour to fully
recover. If the signal is not received within another 30
minutes, the bomb detonates. In addition, there is a
signal that can be sent to immediately trigger the warn-
ing mode or detonation.

While Fuchi is keen to discourage Yao from quit-
ting, and to deny her to any competitors, they want to
avoid killing her unnecessarily. Policy is for the first se-
quence to be sent 5 minutes after contact with her is
lost. Inside of of Fuchi facilities, contact is nearly con-
stant courtesy of tracking sensors. In public there are
occasional shielded areas and unexpected jamming,
so contact is manually maintained by her handlers. At
least one handler will have a devices which can broad-
cast the first signal over a short range, but policy is to
try and contact HQ and have them broadcast it, as the
Fuchi’s broadcast is generally stronger.

Detonation is entirely controlled at HQ, with sev-
eral people needing to sign off. Policy is that 30 min-
utes after the first signal is sent, assuming contact has
not been re-established, the detonation signal will be
sent. However, given clear evidence of Yao intending
to escape, the detonation signal will be triggered as
quickly as possible, typically within 10 minutes.

Yao’s home is in a luxury apartment complex, pent-
house floor. The penthouse and floor below are owned
by Fuchi. The floor has several luxury apartments
used for lesser, but still valuable, Fuchi employees and
guests, but is half dedicated to housing and serving as
an HQ for security for Yao and the other Fuchi tenants.

Yao’s office is superficially a Fuchi funded startup
space, including security and shared space. However,
underground it houses some of Fuchi’'s bioware re-
search labs. External security appears to be average
quality, but is better equipped than one might expect.
Below the ground, security is quite high.

©2017 Alan De Smet CC-BY-SA-4.0

Taking out the Trash

SLAUGHTERHOUSE
Wholesale Slaughter of a Humanis Policlub Den.

I've never met a team that doesn’t enjoy this one.

Johnson: Almost Anyone (Almost Any Affilia-
tion): The Johnson could be Corp, Syndicate, Gang,
or even an Independent. Your Johnson wants you to
wipe out a Humanis den set up in a warehouse so that
they can buy out the land and develop or use the ware-
house

Synopsis: Humanis Policlub is an organization of
non-augmented mundane humans, and while they try
to keep a good public image, the truth behind the mask
is fairly well known. They are bigots to the core who
hate anything that isn’t what they are, even Knight Er-
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rant tends to turn a blind eye to their “sudden dis-
appearance”. They own a warehouse in (pick a loca-
tion that fits into your campaign) that they use as their
“den,” to hang out, have meetings, prepare for rallies,
and do more nefarious things. Your Johnson wants you
to wipe them out so that the government puts the land
up for auction.

Notes: A good run to get players familiar with
the game mechanics, just warn them that these are
pushovers in comparison to what they’ll usually face
(be it in combat, deceit, or stealth). Humanis Poli-
club members are easy targets, so be sure they have
numbers on their side (that’s the only thing on their
side). Although they use technology, they do not aug-
ment their bodies, so there’s plenty of low-level tech to
take from them (external commlinks, goggles with im-
agelink, and similar devices). Some of them may have
smartguns.

The warehouse is rigged with surveillance cameras.
The interior has 5 rooms, only 2 of these rooms have
doors to the outside, one in the front and one in the
back. These 2 rooms are full of crates (mostly empty,
though the GM may put whatever goodies he wants
to risk the runners nabbing in them) and a few fork-
lifts (Use the Nissan EZ Eco, from State-of-the-Art-2073
p-31). There’s a central room that’s used as a lounge
with doors to both front and back as well as the other
2 rooms. The last 2 rooms are a meeting room, and a
private room for the den leader.

Private
Room
Front of Back of
Lounge
Warehouse 9 Warehouse
Meeting
Room

©2012 Omen David Derry

Those Who Can't...

ACQUISITION
A simple theft is complicated when a second team hijacks
the target.

Johnson: Johnson (Corporate): The corporate
type. Typical suit from the Special Projects division.
Though the target of the run is Ares, the Johnson’s em-
ployer is never specified. He could be working for Ares
himself.
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Synopsis: An Ares exec has absconded with cer-
tain files from the company’s internal network. The
Johnson won’t go into what they are (and, as the run-
ners discover, it's boring financial data), but provides
the team with file signatures that'll identify the pack-
age. It's on an optical chip, probably at the exec’s
house.

Finding the chip will be hard enough. Teams with
few scruples will probably just bag the exec and rough-
house him until he talks—a tricky bit of a firefight, as he
travels to and from the office with a bodyguard and
an armed driver. Stealthier teams might break into
his house during the day and painstakingly comb the
place—tedious but certainly professional.

The Twist: On the way back from acquiring the
chip, the runners’ driver gets a call.

“Atop the building at the end of the street,” the
caller says, “is a man with a missile launcher pointed at
your car. He’s acquired signal lock and will slag your
vehicle if you don’t pull over.”

A van full of gunmen pull in behind the runners,
hold them up and demand the chip. The PCs may pull
some sleight-of-hand switch, providing a blank chip or
a dupe (as a GM I'd let them, as it doesn’t really derail
the rest of the story). If they don’t, the gunmen drive
off.

That’s right: another team of runners was put on the
same gig by a different Johnson. They put their ears to
the street, found out about the PCs, and decided it'd
be easier to just tail them and hijack the goods than to
tangle with the Ares exec.

With money on the line and their rep at stake, the
PCs will waste no time in tracking these fraggers down
and bringing some street justice.

Notes: If you ever wanted to make a point to the
PCs about how “real” shadowrunners behave, this is
the team you make it with. These guys are pros—they
work their contacts, they eavesdrop on calls, they hack
every database they can, they operate quietly and dis-
creetly. | promise you: the PCs will start tightening up
their procedures and watching their back after getting
schooled like this.

©2007 Deacon Blues

Those Who Hunt Thieves

AcQuisITION; WETWORK
Someone’s not playing by the rules...

Johnson: Johnson (Anonymous): Mr. Johnson
(anonymous): The call should come in from whoever
has the most influential fixer contact. The Johnson
is fairly standard as these things go, but with a pres-
ence that screams money. Immaculately tailored and
groomed, wearing several thousand nuyen in busi-
ness clothing, hiring out a private room in the back
of the most prestigious nightclub around, and backed
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by some serious muscle. An old hand in the busi-
ness, who connects the stupidly rich with people they
wouldn’t spit on to put out a fire.

Synopsis: Most problems in the sixth world have a
very specific solution, throw money at it. Nuyen can
open any door and silence any problem. Those who
have it live a life of luxury, those that don’t are left for
naught. This is the way of the world.

So it should be understandable that people with a
great deal of money are finding themselves targeted.
Someone out there has the balls to steal from the rich,
and the rich are “fighting back” so to say. The Johnson
wants you to find the thief, or thieves, and get back
what was stolen. Then he wants you to put an end to
the problem, permanently. If you can do it, the rewards
will be outrageous.

The Setup: Money solves a lot of problems, yeah,
but sometimes there’s no replacing skill. A team of
Shadowrunners has gotten it into their heads to buck
the system and go independent. They’re turning on
the Johnsons, the Corps, the Politicians and the Stars
and taking what they want instead of letting it come to
them.

Normally, this sort of problem would sort itself out.
The Runners are pissing off a lot of very important
people and they still have a lot of money at their dis-
posal. The problem is that they’re good, very good. No
records, no suspicious activity, no pictures, no leads,
nothing. Whoever these guys are, they’re making the
best CorpSec has to offer look like a bunch of chumps
and they’re getting away with it.

The Twist: You're not the only ones out there look-
ing for these guys. Everyone and their grandmother
seems to be out there looking for the thieves, largely
because the Johnson is paying on completion.

This kind of situation has happened before, but
whoever’s behind it this time is taking things too far.
The People With Money are up in arms, there’s blood in
water, and if you aren’t careful it could easily become
open season on all Shadowrunners.

Notes: What the Johnson offers is largely up to the
GM. Serious Runner teams have less need for Nuyen
than they do discreet parking and high class refitting
for that military grade attack helicopter, a get-out-jail-
free card or two, maybe even a cushy job in middle
management that they can retire on. The Nuyen help,
but I'm sure you can find something to make this run
even more attractive for your PCs.

The setup seems a bit pretentious from the GM’s
perspective. Making a group of ridiculously experi-
ence NPCs that are running circles around the Corps
and Johnsons can easily lead to “NPC Attachment Syn-
drome” or something similar. If you think you can play
it straight, go for it. If not, someone (or thing) else
could be behind the heists. One way or another your
PCs could quickly find themselves dancing the Charlie
Foxtrot.
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If you do decide to go the Elite Runner NPCs route,
make sure you give your PCs a taste of what the “bad
guys” are getting. A power high where they make the
rules, and are responsible to no one else. Hopefully
things are fairly hectic by that point and your guys feel
the pressure to stop the thieves instead of joining them
(or not, Viva la Revolution!) but it will certainly put the
idea in the back of their head, especially useful if you
ever end up running...

©2010 Jans

Unplanned Obsolescence

RESCUE; EXTRACTION
Rescue menomic enhancement “volunteers” from an aban-
doned lab.

Johnson: Johnson (Matrix): The Johnson for this
run is an information peddler known only through Ma-
trix connection. The meeting will take place in the Ma-
trix, with the local environment favouring stealth and
black IC over flash and aggrandizement. The Blogger
(page 282, Shadowrun 4e core) template can be used
to roughly stat out the Johnson.

Synopsis: The Johnson has a plethora of contacts,
as one might expect form an information peddler. She
leans towards Mapping and GPS recon data acquire-
ment, rather than dirty little secrets. One of her con-
tacts has called in a favour, and she desperately wants
to help, but she’s stuck researching Tir Tairngire for an-
other job. She’s offering premium prices to the PCs if
they can help out her contacts in a timely fashion.

Back in the day before perfected bioware, there
were... experiments. The more difficult the end result,
the more prototypes had to be refined until perfection
was reached. In the case of mnemonic enhancement
bioware, these “prototypes” had names.

Essentially the PCs will be seeking out the Johnson’s
contacts, who are always together in the Matrix. If they
manage to find the group (three to five Matrix pres-
ences) and make a good impression, or at least make
it known that they’re the hired help, they’ll be asked to
go to a decrepit building in the real world and rescue
the contact’s mortal bodies, as they have long since
stopped being able to fend for themselves in the world
of flesh.

When the PCs arrive, they’ll find that the contacts’
urgency depends on a couple of factors. On one hand,
the building in which they’re technically squatters is
being demolished within hours. On the other hand, it’s
ahaven for ghouls. The contacts are in a self-contained
security area in what proves to be the remains of a sci-
entific research factory.

In order to rescue the contacts, the PCs will need to
breach security, and thus expose their targets to ghoul
predation. That can’t be helped, but risk can be mini-
mized.

The trouble is that the contacts’ mortal bodies are
actually several bulky containers of mnemonic vat tis-
sue, connected to withered geriatric bodies and sev-
eral redundant life support systems.

Notes: The PCs will have a time of it. Not only do
they need to locate the physical bodies of the contacts,
but they need to stop the ghouls from destroying them
when they do. The contacts’ Matrix presences are
strong, but their conciousness is almost completely in
the machine. Simply disconnecting them might sever
all ties to the material world. The last problem lies in
transporting several vats of what amounts to brains,
along with geriatric bodies and necessary life support,
to a location where they can be set up safely once
more.

A possible twist might be that since mnemonic tis-
sue is used to foster longterm memory, and since the
contacts have been immersed in the Matrix for years,
they’ll have lots of information and files available to
them. The corporation that initially created the vat tis-
sue and the prototypes might not take kindly to their
dirty laundry leaving the premises. They had hoped
that the destruction of the building would wipe the
slate clean. Too bad that in the world of the shadows,
cleanliness is next to impossible.

©2007 DeeCee

The Village called...

LocCATE; RETRIEVAL
...and they want their Idiot back.

Johnson: Bert/Brette Johnson (Out-of-Town):
Dressed like a 5o-ish small businessman or woman.

Synopsis: A public philanthorpist in Outofthe-
Waysville left some property to a ne’er-do-well, Jim
“Shaky” Stebbins, and never revised his will when the
bum left town for the Big City. Loyal friend John-
son (“Seriously, my name is Johnson, what’s the prob-
lem?”) wants somebody to find Shaky, who got his
name from the DTs. Comb the seedy parts of town,
and then go down hill until Shaky is found, live or
dead. If the latter, proof that will pass probate is re-
quired. Unfortunately, Shaky is hooked on BTL and
now “works” in a bisexual bordello.

Notes: Loyal friend is hoping Shaky is dead, he’s
the main heir, and so may make an offer. Last known
address for Stebbins is several years old.

©2009 ElvisSavage LordSideburn

Walk in the Park

Buc HunTt
A local park warden needs some help with vandals. Unfor-
tunately...

Johnson: Mr. Porter (City Wildlife Trust): A kindly
old man who has looked after this inner-city park for a
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long time. Budgeting changes mean that he no longer
has many park rangers to help out with more difficult
tasks.

Synopsis: Mr. Porter has had reports of vandal-
ism in the local park, the park itself is fairly big, at
least a mile square. Of course, it isn’t kids... it's insect
shamans attempting to construct an inner-city hive for
their queen. The park has an ever-growing network of
tunnels underneath which means lots of close-quarters
bug-hunting for the PCs and they must also find a way
to seal off the tunnels for good.

Notes: Naturally lethality could be quite high in this
scenario (SR4 anyway) so | would personally consider
making them fight mostly human mooks before fight-
ing a few bugs and eventually the insect shaman him-
self BEFORE he can establish the queen in her new hive.

As for reward, the warden is given a budget of
2,000 nuyen for each member of the team who suc-
cessfully solve the vandalism problem. This isn’t a lot
but for the difficulty of the task as presented it should
be an easy run. Afterwards the warden offers 20,000
nuyen on top of the 2,000 to keep the runners quiet
about what they found.

In order to hook the PCs into a low initial reward, |
suggest having the park warden a friend of a friend or
a direct friend of one of the PCs.

The vandalism reported is occult symbols carved
into trees in a tight perimeter around the entrance to
the hive.

I would throw in a couple of gangers hanging
around the park but these are a red herring and know
little to nothing except seeing 'weirdos’ late at night.

©2007 Sword Raven

Where’s the Kaboom?

STRUCTURE HIT
There was supposed to be an earth shattering kaboom.

Johnson: Johnson (Humanis League): A well-
dressed human businessman in his early twenties, with
a twinkle in his eye and a spring in his step. He looks
rather green to be a Johnson, but it’s an act - he’s re-
ally quite accomplished. He tries to hire a group con-
taining mostly metahumans if at all possible. He treats
them like royalty, doing all he can to identify with their
plight and trying to act as nice as possible.

Synopsis: The job looks to be an easy one - he
wants to hire the runners to plant a low grade bomb
in a local Humanis headquarters. He gives them a de-
tailed layout of the facility, including guard shifts and
all pertinent security information. The hit is supposed
to go down late at night, where human casualties will
be at their lowest.

The run looks to be simple - there isn’t a lot of se-
curity, and the bomb and information provided should
make things run like clockwork. Conversely, the re-
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ward isn’t all that big, but the Johnson is counting on
the runners sympathies to work cheaply. He will give
them a nice bonus if they can hack all the data, but it's
purely option and he stressed not to put them in too
much danger.

The Twist: The Johnson is actually a member of the
Humanis league himself. The facility he’s sent the run-
ners to is fairly peaceful by Humanis standards, and
he hopes to accomplish two goals with one expend-
able team. He’s hacked the security network of the
building, as well as installed hidden cameras, in or-
der to capture the runners working. Once the building
blows up, he plans to use the footage to stir up trou-
ble against metahumans, all while trying to raise the ire
of the more peaceful Humanis group. Will the runners
figure out that they're being double crossed in time to
prevent being caught on camera?

Notes: This run works well to instruct newer teams
that things are not always what they seem, and that ire
against metahumans still runs high in 2070. This can
actually jump start an entire arc if the runners are dis-
covered, as they’ll have to lie low and figure out just
who really double crossed them.

©2007 Save vs DM

You Are Playing Bad Guys

B&.E; AcQuISITION

One of the things with Shadowrun is all the corporations
have some taint to them, so when the players have their
characters go against them, they feel that deep down,
they re on the side of angels.

Johnson: Johnson (Terrorist): A respectable busi-
nessman that meets the runners in person. He’s a face
for a terrorist group in the region.

Synopsis: The Johnson’s group needs cash, quick.
There’s a big charity auction coming up for the Make-
A-Wish Foundation. High society will be there. Rob
them all.

Notes: You're playing criminals - the Johnson
presents himself as upstanding, needing the items at
the auction. Targets are completely altruistic good
guys. They’'ve got the money, you want it. If you
think they’d balk, thinking they’re playing Robin Hood
types, have the terrorists kidnap the runner’s loved
ones or somehow coerce them into robbing the happy
rich people and the squeaky-clean organization that
helps terminally ill children. Not only release them
from jeopardy after the run, but have the Johnson pay
them big bucks for their assistance.

©2007 Thomas D
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