











REALITY HACKERS (PROFESSIONAL RATING 2)

AR S C | L W Ess it IP Arm (M
5 4 405 4 2 3 4 3 3257(8 2 97 0
Dice Pools: Athletics Skill Group 6, Blades (Cyber-Implant Blades) 7 (3), Cybercombat 9,
Dodge 7, Electronic Warfare 8, Hacking 9, Perception 9, Pistals 9
Augmentations: Wired Reflexes 1, retractable spurs, Dermal Plating 1
Gear: Armor jacket, AR goggles (w/ low-light, thermo, smartlink), commlink (Firewall
6, Response b, Signal 5, System 6, Programs: Analyze 5, Armar 6, Attack 6, Blackout 5,
Bio-Feedback Filter 6, Browse 5, Command 5, ECCM 5, Edit 6, Encrypt 4, Medic 5, Scan 5,
Track 4)
Weapons: Colt Manhunter [Heavy Pistol, 5P, -1 AP, 0 RC, 16 (c)], retractable spurs [Blade,
(Str/2+3)P, 0 AP, 0 Reach]

HEZ, SKRAACHA LIEUTENANT

Hez means fang in Or’zet, which he’s called because he only has
one tusk (The other having been broken off in a fight years ago). He’s a
Licutenant in the Skraacha, and hates Topsiders, especially ones coming
down looking for trouble.

AR S C | L W Ess Edg it IP Am (M
7 4 5() 7 5 4 3 4 275 3 9(M1@3) 8/6 12
Dice Pools: Athletics Skill Group 7, Blades (Cyber-Implant Blades) 9 (11), Dodge 7,
Negatiation 8, Perception 8, Pistols 10, Unarmed Combat 7
Augmentations: Wired Reflexes 2, hand razors

-

Gear: Armor jacket, AR contact lenses (w/ thermo, smartlink, and vision enhancement
3), commlink (DR 4)

Weapons: Ares Predatar IV [Heavy Pistol, 5P, -1 AP, 0 RC, 15 (c)], hand razors [Blade,
(Str/2+1)P, 0 AP, 0 Reach]

SKRAACHA GANG MEMBERS (PROFESSIONAL RATING 2)

AR S C I L W Ess Init IP Am (M
6 4 3 5 2 3 2 2 6 6 1 6/4 1

Dice Pools: Athletics Skill Group 6, Clubs 8, Dadge 6, Perception 6, Pistals 10, Unarmed
Combat 4

Gear: Armor vest, nail bat, AR sunglasses (thermo, smartlink)

Weapons: Ares Predator IV [Heavy Pistol, 5P, -1 AP, 0 RC, 15 (c)], nail bat [clubs,
(Str/2+2)P, 0 AP, 1 Reach]

KNIGHT ERRANT OFFICERS (PROFESSIONAL RATING 3)

B A R S C I L W Es It IP Am M
4 405 3 3 4 3 3 4 809 2 97 10

Dice Pools: Clubs 7, Law Enforcement (Professional Knowledge) 7, Perception 7, Pistols
10, Unarmed Combat 8

Augmentations: Wired Reflexes 1

Gear: Armor Jacket, Helmet (with built in mic, headset, and smartlink), Commlink (DR 5)
Weapons: Ares Predator IV [Heavy Pistol, 5P, -5 AP, Ammo: 15(c), APDS ammo, Defiance
EX Shacker [Pistal, 8s(e), -half AP, Amma: 4(m)], Stun Baton [Club, 6S(e), -half AP, +1
Reach]

—
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SCENE 5: RUFF STUFF




SCAN THIS

Detective Tosh Athack wants to have a word with the runners. His
boss, Assistant District Attorney Dana Oaks needs a hand, and the
runners are just the ones to do it.

TELL IT TO THEM STRAIGHT

After the chaos and violence that just ensued, DocWagon is dragging
out bodies and Knight Errant just keeps glaring at you. They’ve let
most of the people go about their business, and they hauled some of
the gang members away in cuffs, but they have you surrounded. They
won't let you leave, and none of the stone faced Knight Errant officers
will answer your questions.

After about 20 minutes, one of the biggest trolls you've ever seen
comes stomping over. Over 3 meters tall, he glares down at you for a
minute, then snarls. “You're shadowrunners, right?”

GM Note: If the players have run through CMP 2010-02 Copycat
Killer? They may have met Tosh previously, so adjust this scene as
necessary.

BEHIND THE SCENES

The runners can try to bluff and con and lie their way through this if
they like, but between two dozen heavily armed and armored troops
and several combat mages with Detect Truth and Read Thoughts
spells, the troll isn’t buying their story. However, he won’t let them
leave until they admit it to him, and if they’re too stubborn, he notes
that he can lock them up if need be.

Once they come clean, he introduces himself as Detective Tosh
Athack of Knight Errant’s Special Crimes Task Force. If asked what
“Special Crimes” means, he glares at the runners and growls “That
means dealing with shadowrunners and gang wars. Guess I get both
in one day. Lucky me.” He tells the runners that his boss needs some
folks like them for a special job. If it were up to him, he'd drop them
in a hole and forget about them, but it’s their lucky day, because it isn’t
up to him.

He forwards a commecall to the runners, and on the other end is
Assistant District Attorney Dana Oaks. Oaks is curt and straight to
the point. A busy woman, she doesn’t like to mince words. She doesn’t
particularly like the idea of dealing with shadowrunners, and it shows.
When they accept the commcall, read the following to them:

“I'm not fond of working outside the law.” She tells you with
no preamble. “But in this world, the law is, quite frankly, a mess.
Criminals have a million ways to avoid the long arm of the law,
as I'm sure youre well aware of: However, I have a job to do, and
one way or another I plan to get it done. That's where you come in.”

“Seattle law doesn’t quite extend below the streets of Seattle.
The government doesn’t recognize the Underground as a part of
the city, and as such won’t contract Knight Errant to police it. The
criminal scum who prey on my city know this, and seek refuge in
that pit.” As she speaks, her voice raises slightly in pitch, and it’s
clear this isn’t the first time she’s had this discussion, and it'’s a

sore spot with her.

6 M SCENE 6: GUNS FOR HIRE

SCENE b: GUNS FORF

“T've been tracking someone who’s holed up down there
somewhere. I need him brought somewhere so that I can have
him legally arrested. Your job is going to be to find this man, and
deliver him to Detective Athack here. He'll claim to have caught
the guy inside his jurisdiction, and he will go o jail for a long,
long time. You'll keep silent about the matter, and get paid. How’s
that sound?”

Dana is under no illusions regarding the runners, who they are
and what they do. However, in her mind, they’re a lesser problem.
Most runners interfere in corporate business, which is outside of her
jurisdiction. She focuses on those who threaten the citizens of Seattle
itself and lets the Corps deal with their own legal problems.

In this instance, her needs and those of the runners intersect. She’s
been working with KE’s Special Crimes task force to crack down on a
drug ring that’s been operating in the city, importing massive amounts
of very unstable and dangerous BTL’. They’ve been working their
way up the chain of command, and finally found out how they’re
getting into the city: a smuggler named Jack Turner. She wants Turner
captured and dropped off at the entrance to the Underground so that
Tosh can arrest him. She will stress that she needs Turner alive, as she
hopes to use him to find out more information on this ring. If Turner
dies, the runners will not get paid.

Dana offers the runners 3,000¥ each to do the run. If the runners
negotiate, she will up the pay by 500¥ per hit, to a maximum of 2
hits. She’s unwilling to budge above 4.000¥ per runner, and if they
don’t seem happy about it, she points out that they’re currently in
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REALITY HACKERS (PROFESSIONAL RATING 2)

B A R S C I L W Es hit IP Am M
4 405 4 2 3 4 3 2857(8 2 9/7 n

Dice Pools: Athletics Skill Group 6, Blades (Cyber-Implant Blades) 7 (9),
Cybercombat 9, Dodge 7, Gunnery 10, Electronic Warfare 8, Hacking 9, Perception 9,
Pilot Ground Vehicle 10, Pistols 9

Augmentations: Wired Reflexes 1, retractable spurs, Dermal Plating 1, sim module
(hot sim capable), control rig

Gear: Armor jacket, AR goggles (w/ low-light, thermo, smartlink), commlink
(Firewall 6, Response 6, Signal 5, System 6, Programs: Analyze 5, Armor 6, Attack 6,
Blackout 5, Bio-Feedback Filter 6, Browse 5, Command 5, ECCM 5, Edit 6, Encrypt 4,
Medic 5, Scan 5, Track 4)

Weapons: Colt Manhunter [Heavy Pistol, 5P, -1 AP, 0 RC, 16 (c)], retractable spurs
[Blade, (Str/2+3)P. 0 AP, 0 Reach]

ARES CENTAUR

HANDL  ACCEL SPEED PILOT BODY ARM SENS
+1 15/30 100 3 4 12 3

Upgrades: Weapon Mount, Ares Alpha (belt feed modified, 100 round belt)
Weapons: Ares Alpha [Assault Rifle, 6P, -1 AP, 2 RC, 100 (belt)]




Knight Errant custody, and that there’s probably something KE can
arrest them for and hold them for quite some time. Once the runners
accept the job, Tosh lets them go, and Knight Errant wraps up their
investigation and leaves.

PUSHING THE ENVELOPE

One of the Reality Hackers has been feigning unconsciousness, and
is being tended to by DocWagon. When Knight Errant lets its guard
down, he takes control of a pair of Ares Centaurs (the Ares version
of the Wuxing Crimson Samurai drone) that Knight Errant brought

down with them after the fight and opens up on Tosh and the runners,
right before Tosh connects them to Dana Oaks.

DEBUGCING

If the runners are particularly belligerent or rude to Tosh or Dana, Tosh
threatens to “run them in” Dana insists on letting them go, though she
won’t offer the job to them (or rescinds it if she’s already given it to
them). If the runners get violent during this scene, see the Pushing
the Envelope of Scene 5: Ruff Stuff for suggestions on dealing with
that fight, adding in the two Ares Centaurs that they’ve brought down.

 SHAKE A TEG

SCAN THIS

The runners have to search the Ork Underground to find Pirate’s Cove,
searching for Jack Turner.

TELL IT TO THEM STRAIGHT

The Ork Underground is a mass of tunnels, warrens, and caves with
few street signs, and even the most up to date maps tend to be less than
reliable. You know where to find Jack Turner: Pirate’s Cove. Now you
just have to find it. After the gang war that just went on, the locals are
a bit wary of strangers, especially Topsiders. The local merchants that
haven’t closed up for the day stand a close watch in their kiosks and
shops, eyeing you cautiously. As you decide what to do next, a young
ork boy comes running up to you.

“Hey chummers!” the boy says with the vigor and excitement that
only a kid under the age of 12 can muster. “Need a guide?”

BEHIND THE SCENES

There are several ways that the runners can try to find Pirate’s Cove.
The ork boy, Pip, can possibly lead them there. They can try asking
around and hoping bribes and charisma will sweet talk directions out
of the locals. One or more runners may actually be familiar enough
with the Underground to find it on their own. Finally, they could just
wander around hoping to find it.

1. PIP THE TOUR GUIDE

The young boy is Pip, a 9 year old orphan who survives off the scraps
the local merchants give him and by occasionally earning a few
nuyen acting as a guide to tourists. He stayed hidden during the fight
between the Reality Hackers and the Skraacha. Noticing the runners,
he’s decided they’re an easy mark and that he can get some money
out of them.

Pip is youthful, eager, easily excited, but very knowledgeable
about the Underground. His parents were both chipheads, and when
he was 5, they went on a reality-bender and never came out, eventually
starving to death. If he’s asked about them, Pip will tell the runners this
in a very matter of fact way, though his voice will have a hint of sadness.
He’s seen alot of bad things in the Underground, so while he misses his
parents, to him it’s just something that happens.

The runners’ actions in the Underground, as well as their behavior

toward its residents and Pip will determine his behavior. He'll insist on

getting paid upfront, 50¥ per runner. If they’ve been unusually rude,
hostile, or if they attacked the Skraacha or any of the residents during
Scene 5: Ruff Stuff, he charges them double this amount. If they
refuse or blow him off, he’ll make a couple of tries, talking about how
confusing the OU can be, and how he’s been playing in these tunnels
since he was a little kid (He says this completely un-ironically) and he
knows them better than anyone. If they still refuse, he’ll run off.

Runners that have been on good behavior, or who give the
boy extra nuyen get great treatment, and he’ll take them straight to
Pirate’s Cove, chattering the entire way, telling them stories about
the Underground, some true, some made up and obviously false. He
especially loves stories about the so-called Haunted Amerind Warrens
somewhere deep in the Underground tunnels and about paranormal
critters that are supposed to reside down here, such as the Ghost Gator
and the Demon Rat nests. Once the runners are down in Pirate’s Cove,
Pip says that he needs to get back to work and find more tourists to
show around. He hints that he’ll wait around if the runners offer him
up some more nuyen, otherwise he runs off.

If the runners mistreat him, or are exceptionally rude or mean to
the boy, he’ll deliberately lead them on a wild goose chase around the
Underground, eventually leading them into a stretch of caves that are
home to a Ghost Gator, where he abandons them, crawling off into
a tunnel that’s just barely big enough for him to squeeze through.
Dwarves with a body 2 or less, or a very small child-like metahuman
(Gnome or Pixic) may be able to fit through the tunnel, but no other
adult metahuman will fit.

2. ASKING THE LOCALS

The locals are exceptionally wary of the runners. Players can ask
around, making a Street Etiquette (3) test to find the information
they need. If the runners stayed out of the fight with the Skraacha and
Reality Hackers, they suffer a -3 to this test, as the residents are suspi-
cious of strangers right now. If they attacked the Skraacha or are being
overly antagonistic, they suffer a -6 penalty instead. If they helped the
Skraacha, they only suffer a -1, as the residents are still scared, but less
mistrustful of the runners. If the runners attempt to bribe the residents
for information (Or offer to buy crappy, kitchy tourist trinkets), they
gain +1 dice for every 50¥ they spend.

Pirate’s Cove isn’t marked on any of the publicly available maps,
so the runners will have to follow the sketchy directions through the

confusing and often unnamed tunnels as best they can. It’s 5 kilometers *

through winding, looping tunnels, so the runners can still get easily

SCENE 7: SHAKE A LEG




lost. Find out which runner is leading the rest (i.e., reading the
directions” they were given), and have him make a Logic test every
1 km. A glitch results in the runners getting lost in a maze of narrow
tunnels that is home to a Ghost Gator, which will stalk and attack
them (see Ghost Gator, below.)

3. FINDING PIRATE’S COVE ON THEIR OWN

To find their way to Pirate’s Cove on their own, the runners need
0 to make a Seattle Geography (6) or Ork Underground Geography
{3) test, or need to live in the Underground, which allows a straight
Intuition (2) test. Have the team choose one runner to follow. A failure
on this test tesults in the runners geceing lost, while a glitch leads them
into the Ghost Gator lair (sce Ghost Gator, below). If the runners get
lost, they can try the test again, with a second failure having the same
result as a glitch, or they can attempt to ask around the local neighbor-
hood, in which case, use Ask the Locals above.

4. WANDERING AROUND

If the runners decide to simply randomly search the Underground,
impress upon them the size and complexity of the OU. There are
almost no signs and many of the tunnels and neighborhoods all look
the same. Tunnels spread out in all directions, they twist and turn at
seemingly random intervals, and there’s no real way to tell where you
are half the time.

Have the runners cach make an Edge (3) test. Success means they
simply lucked into finding Pirate’s Cove. Failure indicates they’re lost,
and they need to make another Edge test. If any runner glitches, they
wander into the Ghost Gator’s lair.

5. THE GHOST GATOR

Many residents of the Ork Underground consider the Ghost Gator
to be a myth, a legend. At best, most consider it to be the old sewer
gator urban legend, that of a baby alligator flushed down the toilet,
and now living in the sewers. As any Gator Shaman will tell you, there’s
some truth to those stories, and the Ghost Gator is the product of
such. A very rare awakened paranormal critter, the Ghost Gator has
been haunting a small maze of tunnels, preying on rodents and the
occasional unsuspecting Underground resident who wanders too close.

GHOST GATOR

The Ghost Gator is largely considered a myth, a story told to scare children. The creatures are
very rare, with rumors and stories about them only popping up in the last year or two. The pale
white reptiles are fast and tough, with 3 meter bodies and their tails adding another meter in
length. Armored scales help it resist small arms fire, and its ability to gecko crawl and conceal
itself to stalk its prey.

B A R S C | L W Edg Es M Init IP (M
5 6 8 2 4 2 4 2 6 6 10 2 13

Dice Pools: Intimidation 6, Perception 8, Swimming 7, Tracking 8, Unarmed Combat 10
Movement: 15/30

Powers: Concealment, Enhanced Senses (Thermographic Vision, Smell), Hardened Armor (6),
Natural Weapon (Bite), Wall Walking

Weapons: Bite [Natural Weapon, 8P, -2 AP]

\"118 W SCENE 7: SHAKE A LEG

The tunnels where the Ghost Gator lives are narrow, less than two
meters wide. They wind and twist and branch off in random directions,
forming a literal maze. The ceiling is only three meters tall, so the cor-
ridors are cramped and crowded and make fighting the Gator difficult.

The Gator will stalk its prey for several minutes, crawling along
the walls and ceiling and using its concealment power, before pouncing
on one of the runners, latching on with its powerful jaws. The Ghost
Gator makes no noise as it fights; it simply strikes with deadly preci-
sion, and then will move back into concealment again to strike again.

It will flee if badly wounded.

PUSHING THE ENVELOPE

One option to lengthen this scene is to have Pip get lost. The tunnels
down here all look the same, and Pip takes a wrong turn. Once he’s
lost, he panic and starts to get scared. If the runners can’t calm him
down (with a Leadership (2) or a Negotiate (3) test), he’ll take off
running, eventually running into the Ghost Gator’s lair, where he’ll
be attacked and killed.

Runners that ask for directions from the locals could get
deliberately mislead, spending an hour or more before ending up back
at the Tourist Highway. Optionally, particularly malicious residents
may give them bad directions that will take them into the Ghost
Gator’s lair.

Runners that get lost can also wander into territory claimed by the
Bot’Kham, the so-called “Sons of Kham”. The Bot’Kham don’t take
too kindly to anyone trespassing, and will attack the runners. There
are S Bot’Kham (use stats for the Skraacha from Scene 5: Ruff Stuff).

Finally, the Skraacha have “toll booths” set up at points
throughout the Underground where non-orks often travel. The
booths are always manned by at least six Skraacha, and they charge
non-residents and non-orks a fee for using “their roads” to pay for
“upkeep” and protection. They charge at least 100¥ per runner, non-
negotiable (the signs by the booth even say so), and they refuse passage
if the runners don’t pay up (See Scene S: Ruff Stuff for stats).

DEBUGGING

This is another roleplaying scene, designed to let the runners explore
the Ork Underground a little and get some flavor. Don’t drag it out too
much, keep it moving. Ignore the Ghost Gator if the game has been
running long, regardless of the players’ rolls.

If the runners cannot find Pirate’s Cove due to poor die rolls, have
a helpful resident take pity on them and give them good, easy to follow
directions. As an option, Fiona has a trained Blackberry Cat that can
show up too.

Discourage the runners from causing too much trouble down
here. They’ve heard stories about how the residents look after their
own, and pissing off one can mean pissing them all off.



SCAN THIS

The runners finally make it to Pirate’s Cove, where they can find Jack
Turner’s boat, the Fortune Hunter. The boat is abandoned, but asking
around will tell them that Jack has a small dockside warehouse and

apar tment.

TELL IT TO THEM STRAIGHT

The pungent smell of fish and stagnant seawater assault your nose as
you look out over Pirate’s Cove. A sprawling town in its own right, the
cove resides inside an enormous cavern, the ceiling easily a hundred
meters above your head. Crescent shaped, the cove is almost two
kilometers wide, and dozens of boats are docked along the rough piers
jutting out from the shoreline. Most are small, private boats, though
there are several larger fishing trawlers that would be idea for smug-
gling small goods past the Seattle Ports. In the distance you can see a
small crack in the far end of the cavern, obviously the narrow, hidden
entrance in the rocks that leads in and out of the cove.

It doesn’t take you long to pick out Jack Turner’s boat, a large
fishing boat painted in bright red and black colors. You can make out
the name Fortune Hunter in white along the back of the boat. Time to
talk to a smuggler.

BEHIND THE SCENES

The docks at Pirate’s cove are crude. Most of the equipment is anti-
quated and low tech. The buildings are ramshackle affairs, thrown
together out of wood and scavenged metal sheets, and many look
to have been built from the hulls of scavenged ships themselves. The
entire feel of Pirate’s Cove is exactly what the name implies, a 19
century pirate port. The men working the dock have a hard edge to
them, and most of the boats sport weaponry of some kind. This isn’t
a simple pleasure port. This is the hub that some of Seattle’s biggest
smugglers work out of.

The Fortune Hunter is a good sized fishing boat, with several
cabins and a small central room that acts as a kitchen and recreation
room. These rooms are basic, but comfortable. A small hold originally
designed for hauling fish has been converted to hold cargo and
shielded against scanning. The boat is currently empty, though it does
have an onboard computer and node with some basic security (Device
Rating 4). There’s not much kept on the computer itself, though
looking through the search history the runners can find that Turner
had searched for information on the Morel Stone several days ago,
though there are no other details on the computer. They can also turn
up the location for his warchouse where he stores his smuggled goods,
here in Pirate’s Cove.

Asking around the cove is met with suspicion, but an Etiquette,
Criminal (3) test along with at least S00¥ will get the location of
Turner’s warehouse from one of the local dock workers.

The warchouse itself is only a few streets over from the Fortune
Hunter's dock. Most of the buildings in this area are built up against
one another, so they share walls, and Turner’s building is a small, two
story affair wedged in the middle of a row of similar warchouses of

various shapes and sizes. It has a large wooden door that slides to one

NTHETEETH

side to allow cargo to be loaded through, and a small door around

back. A couple of small windows are set up on the second floor. The
building to the left is a single story warehouse, while the building to the
right is a larger building with three floors.

Turner deals mainly in two properties: BTLs and telesma.
He’s been running BTLs for the last 6 months for the Yakuza, and
he smuggles in specialty telesma for several areas talismongers. He
suspects the fragment of the Morel Stone that Fiona was bringing in —
is worth far more than his talismonger contacts can get him, so he’s
currently holding her on the second floor, in his apartment, trying to
force her to give up some of her contacts so that he can arrange for the
sale of the Stone.

Turner is paranoid, and even before kidnapping Fiona he had
some beefy security on his building. Since then, he’s beefed it up even
further, expecting cither someone to come looking for Fiona, to steal i
the Morel Stone, or both. 2

The entire building has a Force 6 charged ward over it. Two
watcher spirits hover over the building, heading inside to report on
anyone who approaches the building physically or astrally. Inside, two
Force 6 bound fire spirits stand guard. All the spirits are keyed to obey S
Turner’s commands and can pass through the ward freely. The fire
spirits will stay inside the ward, one on the second floor, one on the first,
waiting to ambush anyone who comes through. All of these have been
commissioned through one of the talismongers that Turner works with.

CHARGED WARD

Unlike a regular ward, charged wards will fight back when attacked in astral combat.
When struck in astral combat, the astral form must resist the ward's Force in Stun damage.
This damage is resisted with Body (if the attacker is dual natured) or Willpower (if the
attacker is in astral form).

Charged wards also reflect spells targeted at them. If the ward successfully resists
the spell with its Force, it reflects the spell back at the caster at half the spell's original
Force (round up). Net hits on the Spell Resistance Test are treated as net hits on the
reflected spell's Spellcasting Test.

For more information, see Charged Ward, (p. 125, Street Magic).

Physically, there are 6 ork guards inside the building: four on the
first floor, two on the second. They will try to ambush the runners if ——
possible. The two upstairs are under orders to stay up there and protect
Turner, so they will not come down to help their fellows.

In addition to the orks, there are four Ares Sentinel “R” Series
tracked drones inside the first floor of the warehouse. These drones
are not wireless enabled (Signal 0) and can only be accessed through a
terminal in the office on the first floor of the warchouse, or by direct
contact with the tracks (Which will allow a hacker to access their signal).

The second floor is a small apartment accessible by a single set of
stairs. A heavy steel door that can be maglocked from the inside stands
at the top of the stairs, blocking the runners’ access. On the other side, * '
the remaining two ork guards are prepared to ambush the runners.

SCENE 8: KICKED IN THE TEETH




Turner himself is locked in a bedroom with Fiona secured to a chair. If
confronted, he will threaten to shoot the girl.

He will not fight to the death, and will surrender if wounded or
if the rest of his security has been disabled already. He will attempt to
bribe the runners to let him go, surrendering the Morel Stone (Only if
the runners demand he turn it over), and offering up a 2,000¥ bribe for
cach runner. He doesn’t have any more money available to bribe them
with, so he cannot go above that number.

The Morel Stone is hidden in a secured, shielded safe underneath
the bed. A Perception, Visual (3) test is necessary to find it. An
Electronics (4) test is required to break into the safe, though if
threatened Turner will open the safe for them.

Fiona is unharmed, though she’s utterly exhausted physically
and emotionally from her ordeal. She is very weak and not all that
coherent when the runners rescue her, and she passes out shortly after
they untie her. A First Aid or Medicine (2) test will show that Fiona
is slightly malnourished. She hasn’t been fed in two days, and has only
had minimal water. Medical attention isn’t necessary, nor will it really
help. She just needs food, liquid, and plenty of rest.

There are no police down here, and the Skraacha leave Smuggler’s
Cove to its own devices most of the time, so other than a few locals
curious about any gunshots, the runners can take their time leaving, as
no one is coming to check on things anytime soon.

The warchouse is mostly empty currently. If the runners search,
they can find a small crate of 10 Ares Predator I'Vs that have been
stolen from an Ares Weapons World delivery truck. Turner has not
had the chance to remove the RFID tags, and the crate is covered in
wireless negating paint (Rating 6) to block the signal.

PUSHING THE ENVELOPE

¥ When the runners are leaving the Fortune Hunter, several ork and
troll dockworkers will accost them. They sometimes work for Turner

unloading his cargo, and they’re curious as to what the runners are
doing on his boat. They are initially armed with dock hooks and
makeshift clubs, and will confront the runners, looking for trouble. If
the fight escalates beyond a simple dock brawl, they are all armed with
heavy pistols and will pull those.

DEBUGGING

If the runners do not have any magical support, replace the spirits
with two more ork guards. Gamemasters should feel free to adjust the
numbers to accommodate the number of players as well. This should
be a tough but winnable fight, if the runners are smart.

If the runners just totally fail to find Turner’s warchouse, Fiona’s
Blackberry Cat can show up to guide the runners, after they've

exhausted all other options.

ORK GUARDS (PROFESSIONAL RATING 3)

B A R S C I L W Es it IP Am (M
4 455 6 2 4 2 3 4 9 2 86 1

Dice Pools: Perception 8, Pistols 11, Unarmed Combat 8

Augmentations: Wired Reflexes 1

Gear: Armor Jacket (8/6), AR goggles (w/ thermo and smartlink), Commlink (DR 4)
Weapons: Ares Predator IV [Heavy Pistol, 5P, -5 AP, Amma: 15(c), APDS ammo]

ARES SENTINEL “R"” SERIES

HANDL  ACCEL SPEED PILOT BODY ARM SENS
+0 5/10 40 4 2 6 4

Upgrades: Track Propulsion, Weapon Mount
Programs: Clearsight 3, Defense 4, Targeting 4,
Weapons: FN MAG-5 [Medium Machine Gun, 6P, -2 AP, 2 RC, 50 (bax)]




SCENE 9: MONEY MADE

SCAN THIS

Time for the runners to get paid. They rescued Fiona, and depending
on their other jobs, they may have fulfilled several other objectives as

well. Time to set up some meets.

TELL IT TO THEM STRAIGHT

With an exhausted Fiona in tow, it’s time to make some phone calls so
you can see about getting paid.

BEHIND THE SCENES

The runners have three potential meets to arrange for payment, and
they can arrange them in any order. Fiona is too out of it to ask about
the artifact, so the runners are free to do with it as they wish, if they
recovered it.

Calling the number MacCallister gave them, Moreau answers,
immediately asking if the runners found his daughter. He’s ecstatic that
they found her safe and sound, and arranges a meet with MacCallister
and himself to see about paying them. He asks them to immediately
meet at alocal McDougal’s restaurant. After the fact, he'll ask about the
artifact that Fiona was bringing in. If the runners found it, they can try
to sell it to him, or hold it for Nazaire if they were contacted by him.
He is willing to pay the runners an additional 1,500¥ each, with an

extra 250¥ per hit on a negotiation test, to a max of 6 hits as a bonus if
they give him the Morel Stone. If the runners lie and say they couldn’t
find it, he'll let it go, as Fiona was his main concern.

Calling Laurent Nazaire, he arranges to meet the runners at
a local Soybucks the next day to pick up the package and deliver
payment. If the runners sold the artifact to Moreau or didn’t find it,
he’s understandably upset and refuses to pay them.

Calling the contact number that Dana Oaks gave you gets
Detective Tosh Athack. Tosh tells the runners to take Turner to the
Lordstrung’s entrance where he arranges for a pick-up. If the runners
have already left the Underground, he tells them to meet him outside
City Center Mall, where he’ll be waiting with a couple of officers to
take Turner into custody.

The payments all go smoothly. If the runners didn’t find the Stone
or forgot about it, it is gone when they go back to look for it. Looters
have torn apart the warchouse by this time, and the safe has been pried
up and opened.

DEBUGCGING

There is little that should go wrong at this point, but if the runners
attempt to strong-arm any of their Mr. Johnsons for more money,
things will go badly for the runners. All of the players have consider-
able resources at their disposal, and reprisals will be swift.

PTE

MONEY

e 3,000¥ per runner, plus 200¥ per net hit (max S hits) from
MacCallister and Moreau for rescuing Fiona.

e 2,000¥ per runner, plus 200¥ per net hit (max 10 hits) from
Laurent Nazaire for delivering the Morel Stone to him.

o 1,500¥ per runner, plus 250¥ per net hit (Max 6) from Moreau
for delivering the Morel Stone to him.

e 3,000¥ per runner, plus SO0¥ per net hit (max 2 hits) from Dana
Oaks for capturing Turner alive.

KARMA

2 — Surviving the adventure.

2 — Rescuing Fiona Craig.

1— Capturing Turner alive.

1 — Recovering the Morel Stone for either Nazaire or Moreau.

An additional 1-3 points of Karma may be awarded for good
role-playing, a good sense of humor, a solid grasp of the rules, keeping
the adventure and action moving, or a particularly insightful action.
Players should earn these, and the full 3 points should only be awarded
to the very best players. The maximum adventure award for characters
who play this adventure is 9.

FACTION REP

Depending on their actions during this adventure, characters may
lose or gain Faction Rep with the Factions involved in this adventure.
Characters receive Faction Rep individually, and some members of the
team may earn negative Faction Rep with a given Faction, while other
may earn positive.

Players may not earn or lose more than a single point of Rep per
Faction for this adventure.

O.R.C. +1 for helping minimize casualties
and/or helping the Skraacha during
Scene 5: Ruff Stuff.
1 for causing undue casualties
during Scene 5: Ruff Stuff.

City of Seattle +1 for capturing Captain Jack Turner

alive.

+0 for killing Jack Turner.

-1 for letting Jack Turner go.

Atlantean Foundation +1 for giving Nazaire the Morel

Stone.

—1 for giving the Morel Stone to

Moreau.

Draco Foundation +1 for rescuing Fiona Craig.

-1 if Fiona Craig dies.

SCENE 9: MONEY MADE




REPUTATION

During the adventure, runners may perform actions that will add to
their Screet Cred, Notoriety, or Public Awareness (SR44, p. 265).
Besides the scenario specific gains listed below, gamemasters should

consider the characters’ actions throughout the game and award addi-

tional points as appropriate.

+1 Street Cred for successfully rescuing Fiona Craig.

+1 Street Cred for stopping the fight between the Skraacha and the
Reality Hackers with minimal bloodshed.

+1 Public Awareness if the runners start a fight at Underworld 93.

+1 Notoriety causing undue bloodshed during Scene 5: Ruff Stuff.

+1 Notoriety for turning Jack Turner over to Knight Errant.

CONTACTS

Successfully completing objectives or performing the actions listed
below will earn characters specific Missions contacts at a Loyalty of I,
and should be given the Contact Sheet included with this Mission. If
they already have that contact, they gain a +1 loyalty to that contact
(up to a maximum of 4).

Characters might interact with NPCs not specified by the

Mission, and may carn these NPCs as a contact at Loyalty 1. They may
also work with non-Mission specific contacts that they have already
carned or that they bought at character creation, and gain a +1 Loyalty
to these contacts, with a maximum Loyalty of 4. Gamemasters should
not grant these lightly, and players should have to work to earn these
contacts by going the extra mile to impress the NPC, offering up
favors, or paying them well above the standard rates for information

or services.

MacCallister — For successfully rescuing Fiona Craig the runners
gain MacCallister at Loyalty 1, or gain +1 Loyalty if they already
had him (to a max Loyalty of 4).

Moreau — For successfully rescuing Fiona Craig the runners gain
Moreau at Loyalty 1, or gain +1 Loyalty if they already had him
(to a max Loyalty of 4).

A.D.A. Dana Oaks — For capturing Turner alive the runners gain
Dana Oaks at Loyalty 1, or gain a +1 Loyalty if they already had
her (to a max Loyalty of 4).

Laurent Nazaire — For turning the Morel Stone over to him, the
runners gain Nazaire at Loyalty 1, or gain a +1 Loyalty if they
already had him (to a max Loyalty of 4).

When a PC gets in touch with a contact, make a Connection +
Connection test for the contact. The results of this test will determine
how many ranks of information the contact knows about the question.
(Apply die modifiers to this test based upon relevance of the contact to
the subject matter.) A PC then makes a test of Charisma + Etiquette +
Loyalty rating. The contact will reveal that many levels of information
about that topic for free. (Up to the number of hits scored by the con-
tact for that topic.) If the contact knows more, additional information
will require a payment to the contact of 200Y.

If the PCs have worked all of their contacts, and are still missing
important information, they may request that a contact ask around.
If they do so, have the Contact make an extended (Connection +
Connection (20 minutes)) test. Additional information will be avail-
able at a cost of 750¥.

A Data Search may also be utilized to gather information from
the following charts. They may make a limited Extended Logic + Data
Search Test, with a -1 Dice Pool for each successive roll (p. 64, SR4A).
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UNDERWORLD 93

Contacts to Ask: Any street

CONTACTS  DATA SEARCH  INFORMATION

0 0 Frag off, 'm busy.

1 2 That’s a club, innit?

2 4 It’s a dance club over in Puyallup,
been there for years.

3 6 The place is famous for being a hot
spot for big name acts.

4 12 I heard Mercurial’s playing there
tonight. Show’s been sold out for
months.

5 16 Rumor has it that the owner has a

silent partner who happens to be a
dragon who’s really into the music

scene.



MERCURIAL

Contacts to Ask: Any

CONTACTS
0
1
2

DATA SEARCH
0
2
4

12

18

FIONA'S HOTEL

Contacts to Ask: Police, Cab Drivers, Hotel Service Workers

CONTACTS
0

DATA SEARCH
0

12

18

INFORMATION

Who?

She’s a singer, isn’t she?

Where you been, under a rock? She’s

been around forever, one of the
biggest novastars of the last 50 years.

She came up out of nowhere in 48
and took the music world by storm.

Mercurial is heavily chromed,
and has some custom cyberlimbs
designed by the master himself,

Sorayama.

Rumor has it she was mixed

up in some scandal involving
Aztechnology in the early 50s.
Apparently she had some secrets
locked away in a headsafe, and they
weren’t too keen on those getting
out.

INFORMATION
Ask me that again, and I'll geck you

here and now.

Never heard of this chick. Is she

cute?

I heard she caught a cab at the Sea-

Tac airport, maybe one of the cabbies

knows.

Sorry, can’t help you. Check with the
bellhop at the Hilton, I hear he keeps

tabs on all the hotels, and can look
up who's staying at any of them.

Fiona Craig. Checked into the
Mulvihill Hotel on Tuesday

afternoon. Room 1408.

CAPTAIN JACK TURNER .

Contacts to Ask: Criminal

CONTACTS
0
1
2

DATA SEARCH
0
2
6

10

16

20

PIRATE’S COVE

Contacts to Ask: Ork Underground, Criminal

CONTACTS
0

DATA SEARCH
0

15

INFORMATION 3
Wasn't he in some movie? i
I think he’s a smuggler. -
He works out of the Ork )
Underground. —

He smuggles guns and BTL’s in
through the Underground.

I hear the Knights (i.c., Knight s

Errant) are looking to grab him.

He’s got a warchouse down in Pirate’s —

Cove in the Underground. -

INFORMATION R

I hear they serve some great drinks at R

that bar, man! .

It’s a smuggler’s den somewhere in

the Ork Underground.

It’s a little underground grotto that

has a hidden entrance out into Puget

Sound. Smugglers use it to sneak )

small cargo into the city on fishing ——

boats. It’s somewhere north of the

Tourist Highway. e

L
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MacCALLISTER

= LR AL |

MacCallister is a former shadowrunner, an older ork and a “decker

not a hacker, fraggit” in his own words. He ran the shadows for over
a decade before retiring, and recently returned to Seattle to start a
new career as a fixer, still carries his beat up ancient cyberdeck (With
a modern bleeding edge commlink mounted inside the case), and he
peppers his speech with out of date slang like “drek,” “frag,” and “hoop.”
He’s confident and good natured.

He started operating as a fixer in the carly part of 2072, and
got involved with the copycat Mayan Cutter that showed up during
the summer of 72 when his daughter, Rebecca MacCallister, was
one of the copycat’s victims. He has a ton of contacts in the shadow
community and uses them to great effect. He’s been acting as the
front man for the Metahuman rights groups for a couple months now,
working toward legitimatizing the Ork Underground.

B AR S C | L W Edg Ess Init IP Arm (M
8 458 6 5 4 60 4 6 35 12 4 86 1

Active Skills: Cracking Group 6, Electronics Group 4, Etiquette 4,
First Aid 3, Negotiation 5, Perception 4, Pistols (Revolvers) 5 (7),

Knowledge Skills: 20th Century Sci-Fi 4, Computer Hardware 5,
Computer Software 5, Corporate Security 3, Insect Spirits 6, Matrix

4 M CAST OF SHADOWS

Security 4, Seattle Area 3, Police Procedures 3, Seattle Street Gangs 2,
Seattle Politics 2, Shadowrunner Lore 6

Augmentations: Datajack x2, Cerebral Booster 3, Encephelon 2,
Math SPU, Mnemonic Enhancer 3, Synaptic Booster 3, Simsense
Booster, Smartlink (all Betaware)

Commlink: Custom Built, all programs and attributes rating 6 or
better. Firewall 8, numerous pieces of black IC. Also includes empathy
software at rating 6, though he rarely uses it against runners.

Gear: armor jacket, 2 Ruger Super Warhawks w/ 4 speed loaders and
APDS ammo, AR contacts (w/ thermo, image link, vision mag, vision
enhancement 3)

Weapons: Ruger Super Warhawk [Heavy Pistol, 6P, -6, 0 RC, 6(cy,
APDS ammo, custom grip, biometric sensor]

LAURENT NAZAIRE

Laurent Nazaire is the head of the Seattle Atlantean Foundation
branch. A Haitian dwarf with a French-Quebecois accent, he’s
open, down-to-carth, and seemingly very honest. This makes many
in the shadow community nervous because they don’t believe it,
but thus far, no one has been able to dig up any dirt on him. He’s
been a key figure in the Atlantean Foundation’s hunt for ancient
magical artifacts, and he is almost obsessed in his quest to study
these artifacts and discover everything about them. He knows that
if the Draco Foundation gets their hands on the artifacts, they’ll



lock them up tight away from the world, so he knows he needs to
get to them first.

B AR S C | L W Ess M Init IP Arm (M
4 3 3 4 5 4 b 7 6 9 7 1 712 10
Active Skills: Banishing 5, Binding 6, Blades 3, Conjuring 6,
Counterspelling 6, Computers 3, Dodge 3, Enchanting 3, Etiquette
(Corporate) 5 (7), Leadership 5, Negotiation 6, Perception 4,
Pistols 2, Ritual Spellcasting 6, Spellcasting 6,

Knowledge Skills: Arcana 6, Corporate Politics 4, Magical Groups
5, Security (Magical) 4 (6), Wines 5

Qualities: Magician

Initiate Grade: 3

Metamagics: Masking, Shielding, Psychometry

Gear: Commlink (Firewall 6, Response 4, Signal 4, System 4),
Sustaining Foci x 3 (Small golden lizard pin (rating S), an emerald
tie pin (rating 4), and small silver rose pin (rating 4)), Power Focus
(3 foot long gnarled mahogany staff topped with a large pearl, rating
3), Zoe Executive Line Suit (Long Coat, Shirt, Trousers, 7/2)
Spells: Analyze Device, Analyze Magic, Armor, Astral Window,
Catalog, Detect Magic Extended, Fashion, Flamethrower, Heal,
Improved Invisibility, Magic Fingers, Manabolt, Physical Mask,
Sterilize, Stunbolt, Trid Phantasm,

Bound Spirits: Water (Force 4, 4 services), Earth (Force 5, 3

services), Man (Force 5, 4 services), Air (Force 6, 5 services)

TOSH ATHACK

Tosh is a Knight Errant detective and works their Special Crimes Task
Force. He's a troll, and not the cleanest officer on KE’s payroll. Tosh
likes to say that his retirement plan sucks, so he’s always looking to
pad his nest egg. In return, he can help make minor infractions “slip
through the cracks” or hook someone up with some info on a case, so
long as it doesn’t put his job in jeopardy.

Tosh is a bit of a thug. A big troll, he tops 3 meters high, not
counting his bull-like horns. He knows that trolls are expected to be
stupid and will play on that stereotype. He’s been frequently cited for
excessive force and even brutality on the job, but he’s proven himself
valuable enough to the department that he’s avoided demotion or

suspension so far.

B AR S C | L W Edge Ess Init IP Arm (M
9 445 9 3 4 2 3 3 36 9 2 86 13

Active Skills: Close Combat Group 3, Computer 2, Data Search
2, Dodge 3, Firearms Group 4, Intimidation 4, Perception 4, Pilot
ground Craft 2

Knowledge Skills: Crime Syndicates 3, Knight Errant Politics
3, Police Forensics 2, Police Procedures 4, Seattle Area 4, Seattle
Gangs 3, Street Rumors 3, Urban Brawl 3

Augmentations: Cybereyes 3 (Smartlink, Image Link, Flare Comp,
Thermographic, Low-Light, Vision Enhancement 3), Wired
Reflexes 1

Gear: Ares Predator IV, 2 extra clips of ammo, concealed holster,
armored jacket, Commlink (DR 5)

Weapons: Ares Predator IV [Heavy Pistol, 5P, -1 AP, 0 RC, 15 (c)]

A.D.A. DANA 0AKS

Assistant District Attorney Dana Oaks had a good home life, loving ——
parents, went to good schools, and graduated from Yale Law School.

Her life seems to be an open book, and there are no skeletons in her L
closet. She is one of the youngest District Attorneys in Seattle’s his-
tory and is relentless and single-minded in her pursuit of justice. She
has recently begun working with Knight Errant’s Special Crimes unit,
targeting organized crime, specifically smuggling, drug, and gun rings.
She’s been very vocal in her frustration with the Ork Underground and

the fact that it’s a major pipeline into the city for criminal elements

and has urged city officials to do everything they can to shut down the

Underground to “plug a serious threat to Seattle’s public safety.”

B AR S C | L W Ess Init [P Arm (M _——
33 4 2 5 6 5 6 59 10 1 0/0 10

Active Skills: Computer 5, Data Search 6, Etiquette (Law) 6 (8),
Intimidation (Interrogation) 6 (8), Leadership 5, Negotiation
(Sense Motive) 6 (8), Perception 6, Pilot Ground Craft 2, Pistols
2, Running 3, Swimming 4, Unarmed Combat 2

Knowledge Skills: Corporate Procedures 4, Crime Syndicates
(Seattle) 6 (8), Law (Seattle) 6 (8), Literature (19 Century) 3 (5),
Dolitics (Seattle) 4 (6), Seattle Street Gangs S

Qualities: Photographic Memory, Analytical Mind, Perceptive
(rank 2)

Gear: Fichetti Tiffani Self-Defender (navy blue), Commlink
(Firewall 6, Response 5, Signal 4, System 6), Common Use
Programs (All at Rating 4), Black IC (Rating 6)

Weapons: Fichetti Tiffani Self-Defender [Hold-Out Pistol, 4P, 0
AP,0RC, 4 ()]




MOREAU

A former company man and shadowrunner, Moracu is an expert
animal trainer and works as a fixer and trouble-shooter for the Draco
Foundation. He’s been operating out of Seattle for several years, and
while he’s the DF’s eyes and ears in the shadows, keeping an eye on
the artifact trade coming into and out of the city, he still does some
personal side business from time to time.

Moracu is sarcastic and world-weary. He’s seen it and done it all,
and often finds the antics of younger shadowrunners tired and cliché,
and isn’t afraid to tell them so.

A R S C | L W Ess Init IP Arm (M
5(7) 5(7) 4(6) 7(10) 5 4 6 249 10(12) 1(3) 10/6 10

Active Skills: Animal Husbandry Group 6, Athletics Group 4,
Automatics 6, Data Search 4, Dodge 4, Etiquette 5, Exotic Ranged

6 M CAST OF SHADOWS

Weapon (Dart Rifle) 5, First Aid 3, Infiltration 4, Longarms 4,
Negotiation 6, Perception 5, Pilot Ground Craft 4, Pistols 3
Knowledge Skills: Biology 4, Business 2, Corporate (MCT) 3 (5),
Corporate Security 3, Criminal (Mafia) 3, Parazoology 5, Procedure
(Border Patrols) 2 (4), Procedure (Security) 2(4), Security Design
4, Shadowrunner Hangouts 3

Languages: City Speak, English, Gaelic, Greek, Japanese, Sperethiel
Qllalities: Animal Empathy, Black Market Pipeline — Animals,
College Education, Dependent (medium), Enemy (2), Exceptional
Actribute (Charisma), First Impression, Records on File, SINner
Augmentations: Attention Coprocessor 3 (Deltaware),
Biomonitor, Bone Density Augmentation 4, Datajack (Engraved),
Muscle Augmentation 2, Muscle Toner 2, Sleep Regulator, Synaptic
Booster 2, Tailored Critter Pheromones 3, Tailored Pheromones 3
(All Betaware, unless otherwise notes)

Gear: DocWagon Platinum, Form Fitting Body Armor (Half Suit),
Mortimer Greatcoat, Commlink (Core stats 6, all common use
programs rating 6, Armor 3, Attack 3, Biometric Lock, Hardening
6, Environmental Resistance, Armor Case 7)

Weapons: Parashield Dart Rifle [Exotic Weapon, 10S,-2 AP, 3 RC,
10(c), Neuro-Stun darts, Smartlink, Biometric Safety, Personalized
Grip, Barrel Extension, Bipod], Steyr TMP [SMG, 4P, 0 AP, 3 RC,
30(c), Smartlink, Biometric Lock, Thermal Suppressor, Gas Vent 3]

CAPTAIN JACK TURNER

Jack Turner is a thief, through and through. However, he’s a
charming thief, a rogue and a scoundrel that those who know him
can’t help but like. He operates a fishing boat named The Fortune
Hunter out of Pirate’s Cove in the Ork Underground that he uses
to smuggle small, valuable objects into and out of Seattle. He nor-
mally runs guns and BTLs for several local crime bosses, but when
he got wind of a potentially priceless artifact, he decided to branch
out into kidnapping.

B AR S C | L W Ess Init IP Arm (M
5 4 4 4 3 3 6 8 1 6/4 M

Active Skills: Con (Fast Talk) 5 (7), Dodge 4, Negotiation 5,
Perception 4, Pilot: Watercraft 5, Pistols 4, Stealth Skill Group 5,
Swimming 4

Knowledge Skills: Scattle Criminal Syndicates 4, Ork
Underground 4, Smuggler’s Routes 5

Gear: armor vest, Yamaha Pulsar, AR contacts (w/ smartlink),
Commlink (DR 4)

Weapons: Yamaha Pulsar [ Taser, 6S(e), -half AP, 0 RC, 4(m)]
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MacCALLISTER

MacCallister is a former shadowrunner, an

older ork and a “decker not a hacker, fraggit” in his
own words. He ran the shadows for over a decade
before retiring, and recently returned to Seattle to
start a new career as a fixer, still carries his beat up
ancient cyberdeck (With a modern bleeding edge
commlink mounted inside the case), and he peppers
his speech with out of date slang like “drek,” “frag,”
and “hoop.” He’s confident and good natured. He
has a ton of contacts in the shadow community and
uses them to great effect. He’s been acting as the
front man for the Metahuman rights groups for a
couple months now, working toward legitimatizing

the Ork Undergorund.

MacCALLISTER

Fixer
Faction: Ork Underground
Male Ork
Connection Rating: 5
Loyalty:

Key Active Skills: Data Search, Etiquette, Hacking,
Negotiation,

Knowledge Skills: Insect Spirits, Matrix BBS and VPN,
Metahuman Rights Organizations, Ork Underground,
Safehouses, Seattle Politics, Security Systems,
Shadowrunner Lore

Uses: Getting Jobs, Buying & Fencing Gear, Street Rumors

Places to Meet: Big Rhino, Underworld 93, Dante’s Inferna,
higher end nightclubs and bars.

MacCALLISTER

MacCallister is a former shadowrunner, an
older ork and a “decker not a hacker, fraggit” in his
own words. He ran the shadows for over a decade
before retiring, and recently returned to Seattle to
start a new career as a fixer, still carries his beat up
ancient cyberdeck (With a modern bleeding edge
commlink mounted inside the case), and he peppers
his speech with out of date slang like “drek,” “frag,”
and “hoop.” He’s confident and good natured. He
has a ton of contacts in the shadow community and
uses them to great effect. He’s been acting as the
front man for the Metahuman rights groups for a
couple months now, working toward legitimatizing

the Ork Undergorund.

MacCALLISTER

Fixer
Faction: Ork Underground
Male Ork
Connection Rating: 5
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Key Active Skills: Data Search, Etiquette, Hacking,
Negotiation,

Knowledge Skills: Insect Spirits, Matrix BBS and VPN,
Metahuman Rights Organizations, Ork Underground,
Safehouses, Seattle Politics, Security Systems,
Shadowrunner Lore

Uses: Getting Jobs, Buying & Fencing Gear, Street Rumors

Places to Meet: Big Rhino, Underworld 93, Dante’s Inferno,
higher end nightclubs and bars.
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commlink mounted inside the case), and he peppers
his speech with out of date slang like “drek,” “frag,”
and “hoop.” He’s confident and good natured. He
has a ton of contacts in the shadow community and
uses them to great effect. He’s been acting as the
front man for the Metahuman rights groups for a
couple months now, working toward legitimatizing

the Ork Undergorund.

MacCALLISTER

Fixer
Faction: Ork Underground
Male Ork
Connection Rating: 5
Loyalty:

Key Active Skills: Data Search, Etiquette, Hacking,
Negotiation,

Knowledge Skills: Insect Spirits, Matrix BBS and VPN,
Metahuman Rights Organizations, Ork Underground,
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Places to Meet: Big Rhino, Underworld 93, Dante’s Inferno,
higher end nightclubs and bars.



ASSISTANT DISTRICT ATTORNEY
DANA 0AKS

Assistant District Attorney Dana Oaks had
a good home life, loving parents, went to good
schools, and graduated from Yale Law School. Her
life seems to be an open book, and there are no
skeletons in her closet. She is one of the youngest
District Attorneys in Seattle’s history and is relent-
less and single-minded in her pursuit of justice. She
has recently begun working with Knight Errant’s
Special Crimes unit, targeting organized crime,
specifically smuggling, drug, and gun rings. She’s
been very vocal in her frustration with the Ork
Underground and the fact that it’s a major pipeline
into the city for criminal elements and has urged
city officials to do everything they can to shut
down the Underground to “plug a serious threat to
Scattle’s public safety.”

DANA 0AKS

Assistant District Attorney
Faction: Seattle Government
Female Human
Connection Rating: 4
Loyalty:

Key Active Skills: Computer, Data Search, Etiquette (Law),
Intimidation (Interrogation), Leadership, Negotiation (Sense

Motive), Perception

Knowledge Skills: Corporate Procedures, Crime Syndicates,
Law, Politics, Street Gangs

Uses: Jobs, Information, Law-related favors

Places to Meet: Virtually or through an Intermediate
(Usually Tosh Athack)

ASSISTANT DISTRICT ATTORNEY
DANA 0AKS

Assistant District Attorney Dana Oaks had
a good home life, loving parents, went to good
schools, and graduated from Yale Law School. Her
life seems to be an open book, and there are no
skeletons in her closet. She is one of the youngest
District Attorneys in Seattle’s history and is relent-
less and single-minded in her pursuit of justice. She
has recently begun working with Knight Errant’s
Special Crimes unit, targeting organized crime,
specifically smuggling, drug, and gun rings. She’s
been very vocal in her frustration with the Ork
Underground and the fact that it’s a major pipeline
into the city for criminal elements and has urged
city officials to do everything they can to shut
down the Underground to “plug a serious threat to
Scattle’s public safety.”

DANA 0AKS

Assistant District Attorney
Faction: Seattle Government
Female Human
Connection Rating: 4
Loyalty:

Key Active Skills: Computer, Data Search, Etiquette (Law),
Intimidation (Interrogation), Leadership, Negotiation (Sense

Motive), Perception

Knowledge Skills: Corporate Procedures, Crime Syndicates,
Law, Palitics, Street Gangs

Uses: Jabs, Information, Law-related favors

Places to Meet: Virtually or through an Intermediate
(Usually Tosh Athack)
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MOREAU

A former company man and shadowrunner,
Moracu is an expert animal trainer and works as a
fixer and trouble-shooter for the Draco Foundation.
He’s been operating out of Seattle for several years,
and while he’s the DF’s eyes and ears in the shadows,
keeping an eye on the artifact trade coming in and
out of the city, he still does some personal side busi-
ness from time to time.

Moracu is sarcastic and world-weary. He’s
seen it and done it all, and often finds the antics of
younger shadowrunners tired and cliché, and isn’t
afraid to tell them so.

MORAEU

Fixer
Faction: Draco Foundation
Male Human
Connection Rating: 4
Loyalty:

Key Active Skills: Animal Husbandry, Automatics, Etiquette,
Negotiation, Perception,

Knowledge Skills: Biology, Business, Corporate (MCT),
Corporate Security, Criminal (Mafia), Parazoology, Procedure
(Border Patrols), Procedure (Security), Security Design,
Shadowrunner Hangouts

Uses: Jobs, Information, Buy/Sell Gear

Places to Meet: The Docks, Bars, nightclubs
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tact :: Laurent Nazair

LAURENT NAZAIRE

Laurent Nazaire is the head of the Seattle
Atlantean Foundation branch. A Haitian dwarf
with a French-Quebecois accent, he’s open,
down-to-earth, and seemingly very honest. This
makes many in the shadow community nervous
because they don’t believe it, but thus far, no one
has been able to dig up any dirt on him. He’s been
a key figure in the Atlantean Foundation’s hunt for
ancient magical artifacts, and he is almost obsessed
in his quest to study these artifacts and discover
everything about them. He knows that if the Draco
Foundation gets their hands on the artifacts, they’ll
lock them up tight away from the world, so he
knows he needs to get to them first.

LAURENT NAZAIRE

President of Atlantean Foundation, Seattle
Faction: Atlantean Foundation
Male Dwarf
Connection Rating: 5
Loyalty:

Key Active Skills: Conjuring Skill Group, Negotiation, Sorcery
Skill Group,

Knowledge Skills: Arcana, Corporate Politics, Magical
Groups, Security (Magical)

Uses: Jobs, Corporate or Magical Information, Magical Gear

Places to Meet: Fine restaurants, exclusive night clubs
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SHADOWRUN MISSIONS: SEASON FOUR
DEBRIEFING LOG

PLAYER

CHARACTER LOCATION
SRM 04-00 BACK IN BUSINESS O Rescued Fiona

Fiona Craig was trying to smuggle the Morel Stone O Gave the Morel Stone to Nazaire
into Seattle and her smuggler contact decided that

the stone was worth more than she was paying him.

O CGave the Morel Stone to Moreau

The runners are hired to get the girl, the stone, and O Captured Captain Jack Turner alive
the smuggler!
[MISSIONRESULTS
Names Ork Rights Committee Character Improvement Karma Cost
-5-4-3-2-101 2 345
O00O0OO0OOOOOOO

Seattle Government
-5-4-3-2-1012 345
OO0O0O0OOOOOOO

Atlantean Foundation
-5-4-3-2-1012 345
O000OOOOOOO

Draco Foundation
-5-4-3-2-101 2345
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