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ORLAID V2L

“l have taken all knowledge to be my province."—Francis Bacon
“Humankind cannot bear very much reality."—T. 5. Eliot

A WORD FROM DUR SPONSOR:

WEW! Can we live m 2 more excifing lime? The beards have been abuzz since Bunkelzalin's announcement. The shatows seemed o explode
avermight. Rusnanis is on the warpalh, and antl-metahurman fervor Is the highest since the Might of Rage (or 59 2 few old-imers frave (ol me), The
Shadowiand statf is working overtime irying lo make semse of it all and pive you the Scoop a8 Soon as we can. So chieck your sources and el us imow
now whal's fiapgoning on the streel. Things are changing so fas! thal information is ammunition,
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check It out—if chaos makes nuyen, then Californla s the place you oughta be. It's big, It has it own '
dragon and nearly every plece of figsh In the country IS for sale. ' We got water wars. elf wars, simsense
star wars, maghcal tree wars—it's the land of fun, sun and run!
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ABSENTEE
BALLOTS ON
THEIR WAY

The LICAS bigwigs
are telling lolks that
absentes ballots are
in the rmall. Use those
extra SIN numbers fo
send in your votel
Heck, yau might win
prizes! Click here for
the LUCAS press
felease,

EARLY POLLS
ARE IN

Lonna be a close one,
folks. Dunkelzahn enters
the race and takes over
the lead spot with 21%
of the voting public.
The others follow with
Brackhaven at 19%,
Vagel at 18%, Yeals at
0%, Hernandez at 99
and Baath at a laugh
able 1%, Lindecided |s
the big winner, just
ahead of the Blg D at
22%. Click here (o get
the brealcowns,

it's 8:49:17. Do you know

HUMANIS
FIGHTS BACK

Everybody's lavorite
racists are back for
maore. Word on the
streer s, they ve taken
the fight 1o the pave-
ment agalnst Vogel s,
Hernandez s, and even
the Blg D's campalgn
HOs. Plus the usual
larassment of metahu
man neighbarhoods In
smaller burgs through-
ouft the UCAS. Click here
to join the good ight

WEIRD STUFF

The candidates are
signed up, so click
here to get the dirt
only we can provide.
Whiit's with Vogel
and TerraFirst? What's
the deal with the
Hluminates of the
Mew Dawin?
Brackhavern and
Humanis ... how
tight are they?
Dunkelzahn—Is there
aty dirt at all?

Check us out.




NTRODUCTION

Super Tuesday is a collection of roleplaying adventures set In
the Awakened world of Shadowrun during a whirlwind election
campalgn for the UCAS presidency. The year |s 2057, Advances
In technology are astonishing, with humans able to blend with
computers and travel through that electronic netherworld of data
known as the Matrix, Even more astonlshing I8 the return of
magic. Elves. dwarfs, dragons, orks, and trolls have reassumed
their true forms, while megacorporations (rather than superpow-
ers) rule much of the warld, Maving through this world like
hushed whispers In the night are the shadowrunners, No one
acmits thelr existence, but no ane else can do thelr secret work.

Though government power |s giving way to megacorporate
money in 2057, politicians and national leaders remaln a force o
be rechoned with In many places. The adventures In Super
Tuesday are all connected to the race for the presidency ol the
Unitedd Canadlan and American States, a national office whose
holder was at one time considered the Leader of the Free World.
That description may no longer be true, but the position of presi-
dent still carrles considerable power and prestige ... and to some
people, those things are more important than nuyen.

Welcome to the political shadows, chummers, This time It's
for keeps.

GAMEMASTERING NOTES

Super Tuesday |s significantly different from the standard
Shadowrun acdventure. The fve short adveniures that imake up the
overall stary line are not directly connected to each other, but they
all share a commaon backdrop—the UCAS in the grip of election
fever, Each adventure contalns a short biography of the candidate
invealved In that adventure (as a central player or a perpheral lig-
ure], a fictional prologue and an Introduction. These three sectlons
define each adventure and lts place in the election campalgn,

Though the player characters may find themselves in high
demand for such shadowruns as the politlcal arena heats up and
the candidates flog their agendas across the country, the
gamemaster may choose to run these adventures between events
already planned for his Shadowmin campalgn, Because the cam-
palgn perlod |s unusually short for this emergency electlon, how-
ever, the runners may Just as easily find themselves plunged into
one political assignment after another.

The adventures In Super Tuesday combine decision-tree ancd
linear story formats. For each adventure, the player characters may
armive at different locations In the story via different paths, or fol-
low one event In the story directly into the next. The gamemaster
should think of each adventure as the bare-bones plot and shouled
feel free o make any changes necessary to flesh It out and glve
his players more choices. To ald the gamemaster In this task, the
individual chapters of each adventure include suggestlons for
gamemastering the various situations that may arise. Super

SUPEH TUESDAHY

Tuesday is designed for a team of four to six shadowrunners with
a wide variety of talents.

SHADOWRUN RULES

To run Super Tuesday, the gamemaster needs a thorough
familiarity with the materlal In this book, as well as a working
knowledge of the Shadowrun, Second Edition (SRl rules. The
gamemaster should also be familiar with the expanded magic
rules I the Grimolre, Second Editlon (Gidmolre 1), and the
revised Matrlx rules of Virual Realities 2.0 (VR2). In order to run
the adventure Casuwaliles of War, the gamemaster should be
famillar with the Bug Chty sourcebook. Aside from the fictional
biographies presented at the beginning of each adventure, all the
information contained in Super Tuesday Is for the gamemaster s
eyes only.,

All specific Information, particularly game statistics, appears
In SRH format. Gamemasters still using the Ffrst-edition
Shadowrun rules will need o make a few adjustments to non-
player character, weapon and speil statistics,

MAKING SUCCESS TESTS

During the course of Super Tuesday, the players will make a
number of Success Tests using a skill and a given target number.
These Success Tests are Incdlcated by the name of the skill, fol-
lowed by the target number In parentheses. For example, a
Sorcery (5) Test refers to a Sorcery Success Test against a Target
MNumber of 5.

SUCCESS TABLES

Al times, the gamemaster will use success tables to deter-
mine how much information the players recelve from incuiries
and investigations, Each success table lists different information
obtalned for differing numbers of die roll successes. Rolling a
higher number of successes always reveals the information for the
lower numbers of successes as well. For example, a character
rolling 3 successes would learn the Information for 3 successes.
and also the information for | and 2 successes

HOW TO USE THIS BOOK

Aside fram the SRI rules and those In the sourcebooks |Isted
above, this book Includes all the Information needed to run Super
Tuesday. The gamemaster should read through each adventure
before attempting to run it. Some important plol developments
do not become apparent untll well into each aclventure, but the
gamemaster must lay the groundwork for these developments
early on. He or she can only accomplish that by being familiar with
each story line.

Though Super Tuesday as written tries to cover all the llkely
anc even some of the unlikely Ideas that the players might come
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up with, It Is impossible to foresee every possible action the play-
ers might choose to take. Therefore, the gamemaster must be
prepared to improvise If necessary.

Each acdventure begins with a short biographical sectlon and
a fictional prologue. The prologue gives the gamemaster a feel for
the setting of the adventure. The biographical section includes
background Information about the candidates. formatted as elec-
tronic documents from the Shadowland message board. Similar (o
Shadowrun sourceboolis, these documents contain "black infor-
mation” from various fictional characters in the Shadowrun world,
and these comments may or may not be truthful. accurate; con-
sidered, or clearly thought out—though they may be all those
things. The gamemaster may photocopy the biographical infor-
mation for the players. or allow them to read it themselves. The
Introduction following the blography and prologue explains the
nature anc specific background of each adventure, The sections
within 2ach adventure follow standard Shadewrun format, Most
of them contain four parts: Tell it to Them Straight, Hooks,
Behind the Scenes, and Debugging.

Tell it to Them Stralght is read aloud ro the players. It
describes where the player characters are and what Is happening
to them as though they were actually there. Depending on the
player characters’ previous choices and/or the point In the adven-
ture at which the encounter occurs, the gamemaster may need to
aclapt the text to sult the situation.

The second section, Hooks, glves the gamemaster hints anc
tips abour imagery to use In the scepe, emotions to convey,
sounds, sensations, rextures. and so on, The information provid-
ed in this section varles in form and content from scene 1o scene,
ranging from general themes o specific emotions.

The next section, Behind the Scenes, tells the gamemaster
what is really happening in each encounter and proposes a poten-
tial sequence of events. Any maps needed to play an encounter
are Included in this section. Information the players can discover
and possible consequences of the player characters’ actions also
appear here. Non-player character stafistics needed to roleplay
the encounter are usually Included here as well. This sectlon may
dlso contain hints and suggestlons for handling a particular
encounter.

The final sectlon ol each encounter, Debugging, offers sug-
gestions for getting the story back on track If things go too far
wrong; for example, If the player characters overlook a vital plece
of data or il half the team meets an untimely death, The gamemas-
ter need not use any of the suggestlons given in this sectlon; if he
of she has a better method of redirecting the game, he should feel
free 1o use It As always, the gamemaster may also let the chips
fall where they may.

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

PREPARING THE ADVENTURES

It Is Impassible to create a published adventure that provides
the appropriate opposition level for every group of player charac-
ters, Some groups are inherently more powerful than others.

The gamemaster must adjust the game statistics and capa-
bilities of the published opposition fo provide an appropriate
level of difficulty for the group. If an adventure does not sult the
player characters’ strengths and weaknesses, the gamemaster
may use the published version as an outline to develop an
adventure of his or her own, Or, if it works well except for a
quirk here and there, the gamemaster can change any part of
the plot and story events to make the adventure a better one for
the players.

Each adventure suggests Threat and Professional Ratings
for each of the NPCs, As explalned in Shadowrun, Second
Edition, use Threat Rating dice in place of Dice Pools for these
characters {p. 187, SRH). Gamemasters should ad|ust the acru-
al Threat Ratings to better reflect the level of opposition pre-
sented by the player characters, especlally In those adventures
where maintaining game balance promises to be exceptionally
tricky. The gamemaster should feel free to modify Threat Rating
dice on the fly during an encounter to provide the proper level
of opposition. To that end, the text occasionally Includes notes
on how tough a battle or encounter should be for the player
characters.

The gamemaster will find such manlpulation crucial 1o keep-
ing some of the encounters In each adventure at a manageable
level, The fghts In Super Tuesday work best when choreo-
graphed lilke an actlon movie. Though lead and magic flles every-
where, only a few of the bad guys actually get a clean shot at the
heroes at any one time. That limitation, and the application of the
SRl Professional Rating rules, should help keep large-scale fights
under control.

For gamemasters using the first-edition Shadowrun rules, the
Professional Rating system works as follows. Non-player charac-
ters with a Professional Rating of 1 will withdraw from a fight after
taking a Light wound, those rated at 2 will withdraw after taking
a Moderate wound, those rated at 3 after a Serdous wound, and
those rated at 4 will fight until unconsclous or dead

EVENTS AND BACKGROUND

In mid-2056, the great dragon Dunkelzahn was awarded
UCAS citizenship by an act of Congress that produced a 15-
minute media blitz (quickly forgotten as soon as the new Urban
Braw! scores came along). The prospect of taxing the dragon's
holdings was just too |uicy for the LCAS government to resist,
to say nothing of the value of capturing the Awakened vote In
an electlon year. Of course, the Big D's holdings were too well-
sheltered to produce the hoped-for financial bonanza and the
declsion generated some antl-Awakened baclklash, but most
pecaple took lithe notice of the whole affair once the Initial shock
wore off, As part of the cltizenship deal with the UCAS,
Dunkelzahn "moved”™ his home Into the UCAS proper.
Dunkelzahn now lists as his primary residence Prince Edward
Island, off the northern coast of the state of Malne and the east-
ern coast of the old country of Canada. His VisionQuest park,
however, remains In Lake Louise, Dunkelzahn has also estab-
lished homes In New York City, the Federal District of Columbla
and Toronte.

SUPER TUESIDIAY



THE ELECTION OF 2056

Except for the media swarm following the Dunkélzahn decl-
sion, the election of 2056 was a dull affalr even to those who care
about such things, The Incumbents, President Thomas Steele and
Vice President james Booth, won the election after a lackluster
campalgn season 1o which few vorers actually pald attention,

Steele and Booth took the Technocratic Party Into the White
House through the back door having vaulted into office in late
2054 without having won that year's election, Thomas Steele was
Vice President to then-President Alan Adams, a Democrat elected
to 4 second term in 2052, When President Adams died suddenly
mere weelks after the 2052 election, Steele stepped into the presi-
dentlal shoes and named Secretary of State James Boath as vice
president, Their unexpected ascension gave the Technocrals con-
trol of the highest office of the UCAS, as well as pole position on
the imaln road to the White House In 2056, Thomas Steele's famous
“handshake” with Dunkelzahn launched the Technocrats to the top
of the polls in mid-2056, a position they never left. The election
seemed (o be o foregone conclusion; Indeed, most of the medla-
watchers declared he Steele/Booth team victorious just a few
nours after the polls closed. The Technocrats seemed to be on a roll.

In early 2057, however, a scandal of unheard-of proportions
rocked the UCAS, The “dullest election of the 2 1st century,” as the
media dubbed it turned out to have been rigged |, apparently
with the approval of the highest office in the land. The “remaote
vate  system, put in place decades ago. lell victim to electronic
tamperning by “person or persons unlknown,” casting doulst on the
egitimacy of the Steele/Booth victory, In response, Congress
launched an Immediate investigation that resulted In the
impeachment of the presicdent and vice-president. When she was
named interim president. Speaker of the House Berty Jo Pritchard
(R-ONT) became, by default, the first female president of the
UCAS. Acting President Pritchare would hold that position until
new, untainted eiectlons could be held. Now the voting public 1=
up in arms, and the politicas in DeeCee are throwing scapegoarts
ter the hungry media wolves as qulckly as they can find them,

'he scandal and the prospect of a new election brings all the
polidcal factions In the UCAS land elsewhere In North America)
out ol the woodwaork, The short campaign time of |ust under eight
months, approved by the LICAS House and Senate, allows fringe
parties an unprecedented degree ol influence because nelthe;
they nor thelr candidates will be subject to the usual long, drawn-
out public scrutiny. For the first time in almost a hundred years,
money alone will not win the election. Dissatisfaction with the
LICAS s traditional parties s at an all-time high; numerous splinter
groups are breaking off and going it on thelr own. Policlubs start
gathering behind thelr favorite candidares, and politiclans and agl-
tators begin hauling out thelr favorite causes to champlon in fromt
of the ever-hungry media machine

Then the dragon enters the race,

THE ELECTION OF 2057

O March 15, 2057, Dunkelzahn declared his intention to run
fer president of the UCAS on a special episode of his talk show
Wyrm Tallk. " He s legally able to do this under the revision to the
UCAS Constitutlon that allows new. citizens to become presl

dent—a provision originally intended to “grandfather” the citizens
of Canada into the electoral process during the formation of the
new union between Canada and what was left of the United
States. Dunkelzahn's announcement threw the UCAS into total
shock and sent the media Into a feeding frenzy, each network
competing frantically to obtain Interviews and put out news spe-
clals on the campaign quickly ehough to satisfy thelr eager view

ers, The eyes of the waorld are focused on this palitical race; will
the people of the UCAS really consider vating a dragon Into the
highest office in thelr nation?

Dunkelzahn's announcement has also polarized all the fac-
fions Invelved In the election. The Awakened factions are spiit
berween metahuman candidates and the strongly pro-Awakened
dragon. Antl-metahuman, anti-maglcal factlons like the Humanis
Moliclub are enraged at the thought of a non-human “mythologi-
cal monster” becoming president. The political situation Is 4 mas-
sive powder-keg of opposing groups. likely to explode at any
minute, As the campaign begins its Arst leg towarc the early
August election date, nuyen flows, deals are struck, and enemies
wark toward each other's downfall. ...

Sounds like the perfect time for a shadowrun,

THE ISSUES

The UCAS presidential campaign turns on several important
platform |ssues, each a matrer of great debate berween the can-
didates. Much of the campaign’'s media coverage revolves around
each candidate’s stand on the following;

‘Reunification with Californla. Many candidates are bring
ing up Callfornia’'s separation from the UCAS, and several are talk
ing abxoul reclaiming the state (primarily In order to rape |, er, uti
lize Its natural resources). Reuniting California with the LUCAS
wiould alse regain considerable Pacific Rim presence for the LICAS,
as well as effectively surround the Mative American Nations
Maturally, na one in the UCAS much cares what Californlans think
about the ldea

*Bug Clty. The voting public of the UCAS Is demanding to
know how each presidential wannabe Intends to resolve the
apparent deadlock In Chicago between the UCAS military and the
insect spirits that have taken over the cloy. All the blame for the
Bug City debacle Is being Rolsted off on the previous administra
tion, and anti-Awakened candidates frequently point to Bug City
as an example of fhe inevitable consequences of uncontrolled
magic use,

*Forelgn Pollcy. How o deal with the NAN and the CAS (see
below] are big issues for the average LUCAS voter. The “man on
the street” In UCAS believes that his country has been pushed
around by all the other nations of North America ever since the
Cihost Dance brought down the old Linited States more than forty
yedars agao. N response to this concern. many candidaces are talk-
Ing tough on fareign policy. while others speak of addressing
internal problems first belore leaping into the political shark-rank
of world affairs, With the 2057 campalgn season, the UCAS's long
history of isolationism may be coming to an end,

SUPER TUESIDHIAY
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*War with the CAS. Threatening rumblings of a new Chvil War
with the Confederated Amerlcan States have been golng on ever
since the CAS's formation. Many people In the UCAS think the
CAS has gotten too big for Its collective britches, and recent
events In North Virginia and the Federal District of Columbia {as
played out in the Shadowmun novel just Compensation) have
only worsened UCAS opinion of the Confederates. Some hawks in
the LUCAS government are now calling for a war to reclaim the
“rebel” states.

*Raclal Justice/Awakened Rights. With the resurgence of
activity among paliclubs and numerous other polttical factions,
metahuman and Awakened groups across the board areé clamor-
ing for full civil rights from the UCAS government. The proportion
of metahumans In the government since the Awakening has been
virtually nil, and metahuman rights remain as strongly disputed an
tssue In the UCAS as dvll rights for people of colot were In the
19605, or gay and lesblan rights were In the 1990s. In addition to
the varous branches of homo saplens, the "Awakened rights”
movement Includes groups demanding legal recognition of
sasquatches, free spirts and even ghouls In the wake of events in
Chicago that brought about the formation of the first organized
ghoul “community,” The candidates’ views lie across the spec-
trum—some support Integration (sometimes even forced Inlegra-
tion), while others are taking 4 “separate but equal” stance intend-
ed to keep varying degrees of distance between metas and “nor-
mal" humans,

*The Economy/Corporate Influence. As always, a primary
campalgn Issue |5 the average clitizen’s standare of living—"two
chickens In every pot.” The LUCAS economy has been in a slump
for quite a while, and the slight improvements during the Adams
and Steele presidencies have simply not kept up with inflation,
unemployment and the general downward slide of the UCAS as
an industrial nation in the world market. Management of the econ-
omy (o ensure national proaperity Is a prime issue for most vot-
ers, and a powerful one for all of the candidates,

A related Issue, how to handle relations with the powerful
megacorporations, Is almost a foreign-policy concern by 2057
because the megacorps are virtually nations unto themselves.
LCAS prosperity |s so fied up with corporate politics that no can-
didate can lgnore the role the corporations will play in the election.

THE CANDIDATES

The major presidentlal candidates—Including Dunkelzahn’s
independent candidacy—represent the UCAS's diverse political
factions. Some of the candidates are marginal while others are
strong contenders, but all of them can become Important to the
story line once things start getting shaken up. Coalition politics is
the word of the day, and many traditionally opposed groups find
themsealves working toward commaon ends,

Camemasters can use the fictlonal Shadowland materials (p.
5) as Information that the player characters might know, handing
out the material before beginning play. The information lsted
below s for the gamemaster to use at his or her discretion. and
allows the gamemaster to feed Information to the players as

needed. The following text can also be used as game hooks for
other adventures set during the election of 2057

ARTHUR VOGEL
Democratic "One World™ Party

Arthur Vogel is a dwarf from
Ontario, the only metahuman
presidentlal candldate aside from
Dunkelzahn. His munning mate.,
Gary Cuey, is a troll, which gives
the palr a comical look on the
podium. One of the first dwarfs
born as a result of UGE, Vogel Is in
his early 40s, An expent attormey
specializing In ecological causes,
he worked his way through law
school and has bullt his career on
pulling off difficult and delicate
negotiations with powerful corpo-
rations, Vogel Is a dynamic speaker, and many people consider
him the courtroom champion of eco-consciousness

Vogels campaign platform stresses ecological Issues and
conservation, His One World Party |s dedicated to the ldea that
the UCAS can only be saved If its citizens first heal the Earth, and
that people can only make peace with themselves when they
have made peace with the planet. The Demaocratic Party adopted
the One World platform and are backing Vogel all the way: they
have allowed him to label himself a Democrat to give him recog-
nition and “respectabllity,” plus enough money and exposure to
go from fringe candidate to full-fledged political player In a mat-
ter of weeks. The corporations oppose him because he frequently
lashes out at them as the root of all evil, and also because he
favors higher comporate txes and greater corporate accountability,

Vice President: Gary Grey. an Eagle shaman, speaks even more
strongly than Viogel for ecological restoration. Grey is a powerful
speaker In his own right, with a deep, resonant volce that can
electrify a crowd. He plays strongly and cleverly on the connec-
tion between his totemn and the national symbol of the old United
States, As a shaman, Grey understancs and uses such symbolism
well, He speaks of Eagle and the United Canadlan and Amerlcan
States In almost the same reverent tone: they are both proud.
strong and capable of flying high, and they resist being caged or
bound. For Grey, Eagle represents an Ideal to which the UCAS
should aspire, Including respect for the Earth and all of her crea-
tures. This Image has a powerful appeal for many voters.

Matform: “Save the Earth”

Vogel's message revolves around the ovemiding need o
save Gala from destruction. All of his positions and policies stem
from the belief that Mother Nature |5 the ultimate teacher ane that
governments and corporations could stand to take a few lessons
from her. Vogel is also a staunch supporter of metahuman rights,
though he tends to draw the line at legal citizenship for such
bizarre beings as ghouls and free spirits,
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DR. ROZILYN HERNANDEZ
The New Century Party

The New Century Party is a
loose coalltion of disaffected
Technocrats who |umped ship In
the wake of the rgged-election
scandal and a number of hip post-
modern, highly educated hermet-
ics. The party's basic ideology calls for a melding of sclentific and
magical principles to create a happler and more prosperous socl-
ey, The New Centurists are progressives and forward-thinkers
who belleve that the old Technocratic party falled to push the
envelope far enough. As they see It, the UCAS needs to call upen
all its technological and magical resources to solve the nation's
woes, [he party strongly supports small-business Initiative,
research and development, Innovation and education as keys to
keeping the UCAS prosperous in the global arena.

The New Century Party's chief spokeswoman s Rozilyn
Hernandez. a controversial soclal sclentist and mage who has
served as a member of the faculty at Georgetown University for
the past fourteen years, Ms. Hernandez's theorles on soclal devel-
opment, rechnomagic and progress through Innovation have met
with acclaim and criticlsm throughout her career, and many have
accused her of being a "guru” to her academic adherents. Despite
the vagaries of public opinion, Rozilyn stands by her theory that
imetajhumankind can achleve a utoplan soclety through techno-
logical and magical development. In the speech announcing her
candidacy, Hernandez summed up her apinion in the following
words: “Our technology Isn't doing enough. Magic lsn't doing
enough. Neither of them has lived up to what they could be. We
need to take back the reins of power and guide the word Into a
new era, Magic and technology working together can show us the
new directlons that our nation needs to take; this way, we can ful-
fill the promise of the twenty-first century,

Dr. Hernandez Is also a high-grade initlate of a hermetic
magical order known as the llluminates of the New Dawn, an
order that sees the Awakening as a sign of a new era In human
development. They belleve that the forces of science and magic
must be reconclled in order to advance the (metajhuman cause,
Most members of the IOND are also members of the New
Century Party. Naturally, consplracy theorists see this as proof
that the New Century Party is belng manlpulated by some kind
of lluminati-style maglcal consplracy behind the scenes.

The New Centurlsts are ruthlessly pro-evolution, supporting
“progress” at almost any cost. They are concerned about pre-
venting environmental damage, but only because they see con-
servation as the most efficent way for progress to continue. They
are likely to sacrifice quite a few Individual freedoms In order to
achieve thelr greater goal of prosperity and ongoing techno-mag-
ical development in the UCAS,

Vice Presldent: Hernandez's running mate, Ramsay McMulkin, s a
Technocrat and the “mundane” face of the campalgn. A former film
star, McMulkin got involved in politics In the latter days of his acting
career, then became an advocate for Technocratic causes as his film

career diminished. He has tremendous stage presence and an exced-
lent speaking volce, He still plays well to the camera, and he has
kept his amazing good looks with only minimal help from cosmetic
surgery. McMulkin has a lot of "star” appeal for the voting public.

Platform: “Our Magical Future”

The New Century Party plays on the theme of magic and
technology working in harmony to create a brighter future for
everyone, a variatlon on the “science will save us” notlon preva-
lent in the 1950s, The New Centurists talk as If there |s no prob-
lem that cannot be overcome by dolng lots and lots of research
on it and forming committees to study It. Progressive and Intel-
lectual, these people are academic armchalr politicians with
power, They support equal rights for virtually everyone, unlimited
fundls for research, better education and a general Improvement
in the average UCAS citizen's understanding of magic.

JAMES BOOTH
Technocratic Party

james Booth Is the former vice
presiclent of the Steele adminlstra-
tion recently removed from office.
The rigged 2056 election and the
administration's resultant ouster
from office crippled President
Steele politically, but Booth refused to let his once-promising
political career die and |s making a comeback bid for the top seat,
Most experts consider him a lame-duck candidate, but he may
appeal to some traditional-minded voters who are looking for
continuity In a bewildering world,

Booth's primary goal Is to distance himself from the political
scandal that got him removed from office. He would very much
like to know how the election results were rigged and by whom.
That Information might allow him to vindicate himself In the eyes
of the public, giving him the necessary boost to put him In the
presidental chair.

Vice President: Booth's running mate Is Brandon Ekimatsu, a for-
mer corporate golden boy with Mitsuhama Computer
Technologles. A staunch Technocrat, Ekimatsu Is a political mod-
erate. Popular opinion labels him a corporate lapdog and sup-
porter of any "progress” that provides a better business environ-
ment for the megacorps.

Platform: “The Status Quo”

Booth Is the ultimate middle-of-the-road candidate, He offers
nathing new; instead. he is basing his appeal to the voters on
ending “this three-ring circus of a campalgn” and getting back to
business as usual. Being booted out of office gives him a major
stigma fo overcome, and so he s working hard to pin the entire
rigged-election scandal on former President Steele. Booth pro-
vides a soothing contrast to the welrdness of all the other candi-
dates; It Is only a matter of time before he loses it during a debate
of campaign speech and says outright that he thinks everyone
else is nuis,
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GENERAL FRANKLIN YEATS
Republican

A retired UCAS Army general,
Franklin Yeats left military service
for the private sector in the early
20405 and has worked since then
as a “military advisor™ for several
corporations, He has also traveled
the public-lecture crcult and written several popular books on his
experiences In the military during some of the harrowing forma-
tive years of the LICAS. Yeats Is Colin Powell after he left the Joint
Chiefs of Staff—intelligent, reserved, honorable, and popular pre-
cisely because he does not seem like a politician.

General Yeats has made Bug City his personal cause célébre.
Chlcago Is his home town; the General only escaped Imprison-
ment in the Chicago Containment Zone because he happened to
be In DeeCee when the whole mess happened. General Yeats has
strongly criticized the LICAS government's treatment of the crisls
and advocates quick, decisive actlon to end the deadiock
between the UCAS military and the bugs.

Vice President: Yeats' running mate Is his longtime friend Anne
Penchyk, an ork who served two terms as a UCAS Representative
from Wisconsin, Before that, she founded and ran her own mar-
keting consulting business In Milwaukee. She s a savvy spokes-
woman for metahuman rights and an economle progressive who
maintains that peace and prosperity go hand In hand. As a strong
woman, Penchyk Is a likely candidate for recrultment by the man-
tis spirits operating within Bug City, She has deeply bured con-
nections to the Desolation Angels, of which General Yeats and the
public know nothing.

Matform: “Rebulld America”

Yeats is a hawk and makes few apologles for it. His platform
calls for rebullding the shattered nation of America, that once-
shining star of freedom and liberty. As the first step toward this
goal, Yeats supports bullding the weakened UCAS military back
up to strength, thereby also creating more jobs via huge military
contracts and expenditures plus Increased demand for support
personnel. Yeats advocates reunificatlon with Callfornla, by force IF
necessary, and maost people belleve that he Intends to follow up
a successiul annexation of the Callfornia Free State by sending the
tanks rolling Into the CAS or NAN territory.

KENNETH BRACKHAVEN
Archconservative Party

Brackhaven is a well-to-do
Seattle businessman with finan-
clal Interests and Investments In
several major companies. He's a
multi-billlon  dollar  success
story—a man who wok all the
opportunities life gave him and parlayed them Into something
worthwhile. He seems to be the embodiment of traditional con-

servatism: a businessman, family man and upstanding member
of the community. His platform calls for a return to the "tradi-
tional" values of common-sense management and good old
American know-how,

In truth, Brackhaven Is a racist with secret tes to the Humanis
Policlub. He knows that he cannot openly express many of his
more radical raclal opinlons If he wants to succeed In his quest for
public office, so he has become very skilled at hiding the true
depths of his bigotry while subtly promoting racism and discrimi-
nation within his sphere of influence. High-level movers and shak-
ers within the Humanis Policlub are secretly backing him as “their”
man for the presidency.

Brackhaven's platform takes a strong antl-dragon stance
early In the campaign. Brackhaven skillfully plays on the pub-
lic's concern about the possible consequences of a creature
not recognizably human becoming the leader of the nation,
and tries to counter Dunkelzahn’s fantastic visions of a Golden
Age with what he calls "a solid dose of reality.” Fear of the
unknown Is Brackhaven's strongest weapon—he ralses doubts
about the Awakened world In people’'s minds, asking them
“What do we really know about all this stuff?™ Throughout the
campaign, Brackhaven Is laying the groundwork for the iotal
separation of Awakened and non-Awakened humanity in the
LICAS,

Brackhaven also frequently hearkens back to the “glory days™
of the old Uinited States, when the LS. was a world superpower
second to none. He talks about returning to those days, strongly
implying (without explicitly saying so) that under his leadership
the UCAS will forcibly reclaim a great deal of former LS. temito-
ry, starting with California and possibly not stopping until the old
borders of the United States have been restored.

Vice Presldent: William Ager, Brackhaven's unning mate, Is an
even worse scum bucket than his boss (If such a thing s possi-
ble). Ager Is a radically conservative Republican and former
“resources adjuster” for Fuchi America’s New York City branch,
He bullt his career as a corporate Mr. Johnson, working behind
the scenes on several projects In Fuchi's “black towers® In
Manhattan, and he has considerable experience in dealing with
the shadows. Ager Is strongly anti-metahuman with a special
hatred for elves. He and his family were living in Northern
Callfornia when Tir Tairngire invaded that region, and the Tir
forces killed his daughter Clarice. Ever since, Ager has harbored
a burning hatred of the Tir and of elves In general. Ager belleves
that an “elven conspiracy” Is secretly manipulating events
behind the scenes all over the world. and he will take any steps
necessary to stop it.

Several times during his corporate career, Ager arranged for
metahumans that he disliked (shadowrunners and corporate exec-
utives alike) o meet unfortunate ends. He has enough potential
blackmall on those who might threaten him that he feels safe from
their opposition, and has consistently used his ties with the
Humanis Policlub to strengthen his career and further his goals.
Those ties eventually led him to Brackhaven. allowing him to set
himself up as Brackhaven's right-hand man. Ager Intends to take
over the presidency eventually, afiter multiple terms as VP,
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Platform: ~A Holy War for the Soul of the Nation”

Brackhaven s raising public opinion against maglc, metahu-
mans and all other facets of the Awakening, and calling for a
return to “real, traditional values.” He has not advocated putting
metas in concentration camps (yet), but has essentlally promised
to purge the UCAS of its metahuman “freaks” and the comuption,
depression and political unrest they allegedly cause. Like Adolf
Hitler, Brackhaven Is a master of inflammatory rhetorlc: many peo-
ple listen and nod thelr heads when Brackhaven speaks, failing to
recognize the genulne evil he represents because they are not the
ones who will suffer from his actions.

DUNKELZAHN
Independent

Dunkelzahn Is a great Western dragon, at least 7,000 years
old and possibly far older. He Is the only one of his kKind to show
real Interest in metahumanity. His reasons for entering the politi-
cal race are best summed up by this quote from the Artlan
Sourcebook (p. B4):

macle it, 15 one of those rare things that lers a person see the world
not as 4 place of random chaos and Indiscriminate loss, but one
that through the heartache and grief has a purpose beyond the
tragedy of the here and now. The decline of falth has stolen hope
from the human race ... We, all of us here and others, have siriv-
en to weaken the hold of faith on the human heart for generations,
so that when magic returned they might be more open to it and
embrace it more quickly. | belleve we have made a terrible mis-
takie .. Thedr loss of faith has let them see the world as a cold place
bullt on manipulable formulae and devold of meaning. They are
no longer afraid of the unfverse.

Dunkelzahn feels a cerain respansibility toward his fellow
creatures, but has been continually frustrated in his efforts o
enlighten and educate metahumanity by his fellow Immaortals
They prefer to keep the masses in ignorance of the truth while
guiding them toward fulfillment of their own purposes
Dunkelzahn has been closely involved in the struggles of many
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maortals, lfelt Arst-hand (relepathically) their hopes, dreams and
fears, seen thelr heights and depths. He has a somewhal roman-
tic view of the human struggle and empathizes a grear deal with
the plight of mortals in the Sixch World.

The events and omens of the past few years have deeply dis-
turbed Dunlkelzahn, He feels that humanity has stumbled into mat-
ters involving the Awakened world that they are simply not pre-
pared 1o deal with yel. Many events are happening much (oo
soon. and the thought that powers like Aztechnology s blood
maglc may be accelerating whatever is to come waorres the wyrm
a great deal. Dunkelzahn can no longer stand ldly by and watch
events unfold; he must take action.

Unfortunately. Dunkelzahn Is handcuffed by his fellow
immaortals, and so cannot reveal most of what he knows to the
population at large. (They would probably ignore It anyway: maost
people in 2057 have trouble paying attention to a 30-second
sound bite, much less considering events centuries down the
road. ) He decides, therefore, 1o take actions thar will benefit all of
imetalhumanity whether they know it or not. The dragon sees
himself as something of a benevolent dictator, someone who
must take certain high-handed measures because he knows more
than everyone else, He would rather educate and Inform people
so that they can act on thelr own behalf, bur if that s not an
option, he will gladly do what needs to be done all by himself,

Vice President: In need of a “human” face to put on his campalgn,
Dunkelzahn turns to master manipulator Damien Knight, the drag-
on's sometime advisor on metahumanity. Knight proposes
Boston-area investor and muld-millicnalre Kyle Haefmer, an old
friiend of Knight's. Haeffner's wife Alice was one of the young
“data mavericks” recruited by Echo Mirage to deal with the Crash
Virus more than wenty-five years ago, and was also one of the
first deckers killed by the virus In cybercombat, Kyle Haellner has
since remarried and thrown himsell entdrely into aiding important
charitable |nstitutlons with his considerable fortune (sort of a mod

ern-day Dale Carneglie), Haetiner and Knight are linked by their
common background, and Knight feels Haeffner has the skills o
make the perfect VP for the great dragon. Knight also knows that
Haefiner will be loyal to him first and the wyrm second, exacily
the state of atfalrs he wants.

Platform: “A New Golden Age”

Oddly enough, Dunkelzahn's campalgn does not turn on the
dragon’s exotic, fantastical nature. Instead, the dragon proposes
to remind the UCAS of what made It great in the past—
Canadian-American Ingenuity, and the ability to belleve in and act
according to an ideal—and to help all cltizens share In thar great-
ness. Dunkelzahn points out that it is stil the ordinary people of
the LICAS who pursue successiul technological Innovations; the
megacorps obey the bottom line too slavishly to accept the nec-
essary inanclal risks Inherent In true [nventiveness, The wyrm also
plans to encourage all metahumans to rejoin UCAS soclety by
offering one-tlime amnesty to all those without SIN numbers, cre-
ating an opportunity that will allow every male, female and child
to register with the LICAS government without fear of reprisal.
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TRANGE BEDFELLOWS. nprovosue

In the shacows, It didn't pay o trust a man who smiled oo
much. Especially if he was a politician and his smiling puss was
loaking at you fram posters and placards mounted on every flal
surface available,

“Kinda spooky,” Raze sald. looking around the room ancd
hefting his HK as if It welghed nothing,.

Spook grunted, his attentlon focused on cracking the lock
that kepr intruders like him out of the bullding's system. He
almost had it, just a minute more

“Someone's coming,” Riff sald quietly, He and Raze moved
immediately toward the door while Spook kept working on the
fles. Dammit, he thought, just a few more minures,

Raze Aactened himsell against the side of the door and
glanced over at Riff, who looked as calm and composed as ever,
“Whaddya got?” he asked the mage.

“A couple of life signs—say three or four—moving In from
the south side.”

“Lane Stard”

“That's what |I'm going to find out.”

With a mumbled phrase and a wave of his hands, Riff's eyes
flickered closed. He stabbed one hand out and his perceptions
nushed through the cold, dead walls of the bullding to where he
had sensed the Intruders, Raze sllently kept watch while Riff
scanned and Spook kept on working,

"Gt It1" the decker whispered. "The files are online, 'l start
downloading." The quier click of keys punctuated his words as he
started copying Ales onto his deck,

“Trouble,™ Riff saic! as he opened his eyes. "Whoever they
are, they ve got a mage. He almost saw me,”

“Who are they?" Raze asked, trying to keep his expression
neutral as he looked at RIiFf. He didn't trust magic. He preferred
things you could see and touch

The mage gave him a look that sald he thought the razorboy
wias a moron, and shook his head. "Can't say for sure. | only got
a glance, But they're on the way up. How long, Spook?”

“Almast done,” said the decker, then cut Riff off before he
could comment. “You can't make this kind of stuff happen any
faster, chum. About 90 seconds,

Rilf turned back to Raze. “Wiz. Let's get ready to clear out of
here,”

Spook looked at the other two runners and nodded, The mage
andd the samural strode over to the door and walted while Raze used
his cyberears to listen for trouble outside, He nodded and they
turned into the next room, covering both sides, As they moved
across the room, Raze waved his hand downward and ducked
behind an office desk so quickly that he seemed o have vanished
into thinair. RiFf ancd Spook dove for thelr own cover as two figures
entered the room from the far door. One of them spotted Riff as he
dodged behind a desk; a shot shredded synthwood along one oo
ner. The other cursed and muttered something to his companion

about not firing like a madman. RIff swore silently, knowing they
were fragged, He readied a spell and glanced over towal d where
Raze was concealed. This move would take some timing. but he

trusted the samural to sense the right moment (o acl

As the two new arrivals cautiously approached, Raze fished
sormething out of his belt pack. As the one in the lead started to
say, "All right, come out of there,” Raze tossed a smiall, sibuery
shape Into the air, It arced over the desk and landed neatly
bebween them
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“Grena—" yelled one of the gunboys, his shout cut off by a
loud bang and a flash that lit up the room brighter than day.

In the split second after the flash-bang went off. Riff popped
up from behind cover and threw his spell, A falnt shimmer rippled
the alr between him and the razorboys, then seeméd to explode
in the air around them like a stone striking a pond. A ripple spread
out, then rebounded back to its center. Both gunboys stumbled
backward and dropped to the floor as if they had been struck. Two
down, Riff thought. But where's the mage?

A click sounded behind him, and Riff froze at the feel of cold
metal pressed against his neck. Raze spun toward the new threat,
but too late. The person behind Riff made a tsking sound.

“Don’t even think it,” she sald. her voice deep and throaty, "l
don’t think your wires are fast enough to stop me from taking his
head off.”

"What makes you think | care one way or another?” Raze
said. RIff immediately regretted being short with the razorboy ear-
lier.

The woman with the gun tsked again. “If you didn’t you'd
have done me the moment you turned around,” Raze lowered his
gun a bit, scowling. Riff wondered whether Raze cared about him
personally, or about the difficulties of running without a mage.

“You don’t think you're going to get out of here alive. do
you?" Spook sald from over by the door. RIff could almost hear his
captor smile in reply.

“I certainly Intend to,” she purred. RIff felt a faint ripple in the
astral, but didn’t dare call out a warmning. If he tried, he d be dead
in a heartbeat. He concentrated on Raze, focused on wrapping
some of his magic around the razorboy to protect him from what-
ever this enemy mage might do. The ripple In the air became a
wave of heat, and a ball of fire sprang into being near the woman's
shoulder. The fire coalesced into a red lizard at least rwo meters
long from tip to tall, surrounded by an aura of fames. The crea-
ture flicked out a black tongue and hovered near the mage.

“Now," she sald, pressing the gun harder agalnst RIff's bare
neck, “tell me why you're here,”

Riff glanced at Raze, who returned the look for a microsec-
ond. Then he looked over at Spook, who was staring in homified
fascination at the hovering fire elemental, The hear radlating off of
the thing was starting to make Riff sweat buckets. but the lady
mage seemed as cool and calm as a summer breeze.

"Stealing data from some files,” Raze sald. “You want a copy,
we can tracke ... " he tralled off as the woman laughed. RIff shiv-
ered,
“Data? Is that all? If that's all you want—" She stopped speak-
ing as a small form materalized next to her head. It looked like
minfature canoon dragon.

“Boss, look out!” the little creature chittered, Just as three
men In Lone Star uniforms burst into the room. Rilf turned his
heacl to see the Starboys just as the lead man shouted “Freezel”
and they leveled their guns in his direction.

Even as Riff was still taking in the sight, Raze was moving,
He swung his HK up and put a burst each into two of the cops,
The first badge crumpled under the impact, falling backward
with what must have been a couple of broken ribs through his
armor, The second cop, an ork, was tougher and faster, He look

———————— ——m

the shot against his armor and rolled with the force of it, simul-
taneously bringing his gun up to take a shot at Raze, The
weapon's laser sight cut a faint red beam through the dimness,
but Raze blurred sideways and the shot blew a hole In the wall
Instead. The samural hit the fioor in a roll and came up behind a
desk. The HK coughed again, and this time the ork went down
with a thud,

As the third cop drew a bead on Riff and his captor, the fire
elemental lunged forward with quicksliver speed. It dissolved,
then coalesced around the cop in a cloud of lames. He screamed
as his clothing and hair ignited, then fell to the floor wiithing In
pain, The lames leaped off him and re-formed into the red lizard.
Its cold, black reptile eyes watched the cop burn with neither
reTnOrse Nod passion.

"Truce?" the lady mage said, Raze had her covered with his
smartgun, but she didn’t flinch from the glare of its laser sight. ™|
helped you against the Star.”

“Politics makes strange bedfellows,” Raze sald in a tone as flat
and dead as the elemental's eyes.

“I'm just here to burn this place,” sald the lady mage. "My
johnson doesn’t care drek about data. You've got what you
want—if you let me do what I'm here for, there'll be nothing left
to prove that you stole a fragging thing. Kill me now, and you
may still have to Aight him.” She indicated the hovering elemental
with a nod of her head.

"We don’t have much time, guys,” Spook broke In. "The Star
must have backup on the way.”

Raze nodded, inclining his head a few millimeters. "Okay.” he
said. “Let him go.”

The gun shifted away from Riff's neck. He did his best to rise
from his crouch with dignity and back away from the lady mage
Raze, Riff and Spook walked carefully toward the door, Raze and
Riff covering thelr retreat with gun and spell at the reacly. The lacly
mage and her elemental waiched them go, thelr cold, flat eyes
reflecting the flickering red of the flames

As the three runners reached the door, the lady mage whis-
pered something to the spirit. Ribbons of fire shot out from lrs
aura, igniting spots around the room. The runners took off as the
smiling face on the posters and placards withered and blackened
in the searing heat. The woman's laugh followed them, rising
Above the roar of the lames.

They hit the alley running and hauled hoop toward thelr
wheels. With a fire elemental loose In the building, there was no
telling IF the timers they'd set for the charges would stay on
schedule. The runners were twenty or thirty meters from the
bullding when a dull roar blew out several windows, sending
flames and shards of glassplex shooting in all directions, followed
by more muffled explosions that sent several floors of the bulld-
ing crashing down. You aren 't the only one who knows enough to
destroy the evidence, lady. Riff thought.

The runners mounted their stashed blkes, then looked back at
the tower of lame that had once been Kenneth Brackhaven s
presidential campaign headguarters. As they fired up the bikes.
Spook chuckled.

“Now thai’s what | call a palitical statement, he sald, and
Raze laughed as the three of them roared off into the night.
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MR. MACMILLAN: Issue two: the road to the White House. The
new UCAS presidential race Is off and running, but It's stlll too
close to call as the candldates jockey for position In the hearts and
minds of UCAS voters. Six candldates have come to the fore as
front runners and are racing neck and neck toward Pennsylvania
Avenue, They are former Vice Presicdent James Booth, former
LICAS Army General Franklin Yeats, Dr. Rozllyn Hernandez, eco-
logical attorney Arthur Vogel, Seattle businessman Kenneth
Brackhaven, and none other than the great dragon Dunkelzahn
himself. What to make of this mess? | ask you, Marla.

PS. CHEN: | think the fragmentation of the UCAS polltical scene
means that the most successful candidate will be the one who
manages to bulld a strong coalltton between several factions.
Everyone Is looking for the broad-based appeal that can bring diF-
ferent people together In support. | think the people of the UCAS
are really calling out for change with this election.

MR. MACMILLAN: How big a change are we talking? Big enough
to get the dragon elected?

MS, CHEMN: | don't think so. |—

ME. WATERS: | think Mara underestimates Dunkelzahn's popular-
Ity In this race, Tom. The dragon |s drawing a lot of attentlon from
the media, and he's playing the whaole political game very well

MS. CHEN: Yes, but will that popularity translate Into votes al
election time? | don't think so.

MR. WATERS: | agree that the LCAS Is looking for real change, and
Dunkelzahn might just be |t

MR CHRISTOPHER: UCAS citizens aren’t looking for radical
change. They've had quite enough of that for about the past fifty
years. Now they want a stable place to stand when It seems llke
thelr country Is falling apart. The election scandal was Just the final
straw In a long series of bad breaks for the UCAS, and | think
things have reached a critical point. People are scared; they re
looking for some way to get back to the safe, traditional values
that their grandparents knew.

MR, MACMILLAN: Do you see anti-Awakensd feeling in this,
Marer?

ME. CHRISTOPHER: Hints of that, sure, There's still a lot of public
concern about and distrust of the Awakened, which means the so-
called “normal” candidates like Yeats and Brackhaven have the
best chance to draw the maljority of voters. If they play thelr cards
right, that is
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ME WATERS: Don't overlook the power of the Awakened vote,
Matt

MR CHRISTOPHER: I'm not overlooking it, I'm just saying that It's
oo marginal to make much of a difference

MS. CHEN: I'd hardlly call millions of metahumans “marginal.”

MR CHRISTOPHER: | don't think you can break it down that way

MS. CHEN: How else would you? The metahuman vote—

M5, CHRISTOPHER: s marginal at best, Cmon, Maria. let's step
Back to reality here! The metahuman population of the LCAS
amounts to less than a third of the entire country, and a lot of
them aren’t even registered voters. | dont think any candidate
can win based on a pro-metahuman or Awakened platform, It's
too namow. The winning candidare has (o appeal to the average
citizen, which means the average human.,

ME. MACMILLAN: All dght. On the one side of the Awakened
fenice we have Yeats, Brackhaven and Booth, On the ather side we
have Dunkelzahn. Hernandez and Vogel. Who has the best chance
of successfully straddling the fence! Carolyn.

MS. AGASI: | think Yeats will come out as the candidate of choice,
His sterling career with the UCAS Army gives him a lot of appeal,
and he's already plcked up a lot of popular support. He's pro-
metahuman enough (o capture the meta vote as a compromise
cancliclare, especially with Anne Penchyk as his running mate—

ME WATERS: And with Kenneth Brackhaven on the other side ol
him. Plenty of metahumans will probably vote for any llkely win-
ner just to keep Brackhaven from taking the prize.

MS, AGAS|: At the same time. Yeals Is cautlous about metahu-
mans and maglc—cautious enough not o allenate the average
human voter who may feel a Dbil intmidated ... by the
Awaliened races,

MS, CHEN: | disagree. Yeats Is a warmonger; he's threatening o
drag his country back into conflict with the other nations of North
Amernca. |'m betting on Roz Hernancez and her New Century
Party—their message of integration really appeals to voters who
are tired of ugly rhetoric and divisiveness. | think they're going to
2ain a lot of popular support for trying to reconcile both sides of
this |ssue

MR CHRISTOMHER: Maria, people don't wanl the issue recon-
clled. The UCAS Isn't ready to put a mage or a metahuman in the
White Housé—there's still too much public concern over the
Awakened and magic, especially after recent events in Chicago.
There are just o0 many unknowns.
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ME. MACMILLAN: Martt. who's your best pick

MR CHRISTOPHER: | don’t think it'll be a compromise candidate
at all. | think the average UCAS voter |s through with compromise;
he's looking to get back into a position of strength. | think people
feel a strong desire to put traditional values back in their lives and
pull their country out of the quagmire it's been sinking Into since
200 1, And | think Ken Brackhaven can rally the public behind him
because he stands for exactly those values. He s a—

MR WATERS: No way, Matt! Give up these conservative fantasies!
Brackhaven's a racist, for pete's sakel

MR, CHRISTOPHER: —a skilled businessman with a proven track
record, He stands for strong, honest values and he's a no-non
sense kind of guy. He's solid and dependable, and | think that'll
gel noticed once the media smoke clears.

MR MACMILLAN: Let's rake a look at what one of the other can-
diclates has to say about Mr. Brackhaven.

ARTHUR VOGEL {From recording): | respect Mr. Brackhaven's skill
and success In the business world, but running a government
involves more than an understanding of sound business princi-
ples. [t takes a feel for the needs of the citizens and the nation, not
|ust the bottom line. It takes a willingness to balance the rights of
the minority and the majority so that everybody comes out a lit-
tle ahead. It takes genuine compassion for the plight of the peo-
ple . all people ., which Mr. Brackhaven clearly doesn't have,

MR. MACMILLAN: What does Mr. Vogel's opinion tell you?
MR, CHRISTOPHER; He's scared, He sounds like a whiner
MR MACMILLAN: Do you also think—

ME, CHRISTOPHER: Why Is he bothering ta run?

MR MACMILLAN: —that we're going to see a primarily a nega-
tive campalgn?

MS, AGASL Vogel's making a real mistake in going after
Brackhaven on this, A negative campaign just won't win. Too
many candicates are running o make any one person the bac
guy. Whoever wins has (o do it by appealing (e voters, not tear-
ing the other guy down. Vogel just doesn't have enough popular
appeal to cut it

M5. CHEN: We re going to have a profracted-—

MS. AGASI: His big weakness is his focus on environmental
Issues.

MR. WATERS: No. that’s his strength.

M5, AGASIH: He's making a4 mistake—
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MR. WATERS: That's his strength

M5. AGASI: —by focusing on his pet issues and not looking at the
big piciure. The people of the UCAS don't care about deaning up
toxic dumps in Modunk or safeguarding some endangered species
they ve never heard of when they can't bring home enough money
o put food on the table and the dollar's value keeps dropping.

MR. WATERS: I'm telling you. the environment is his strength.
There's an Ideclogical vacuum for a principled Green candldate,
and Vogel can Al it.

MR CHRISTOPHER: Al you have to remiember, Vogel doesn’t
need your vote in the election.

MR WATERS: No. but—

MR. CHRISTOPHER: He needs UCAS votes.

M5, CHEN: The environment is still a strong Issue—
MR WATERS: You want to take this outside, Mati?

MR MACMILLAN: All right, all right, we've got to move on.
James Booth, former Vice President of the UCAS and lame-duck
candidate extraordinary. In a press conference following the dec-
laration of new elections in the UCAS, M, Booth had this to say to
the public,

JAMES BOOTH (From recording): | belleve my record of service to
our nation speaks for itself, and | invite any other candidate who
wishes ro debate the real Issues of this campaign 1o join me ina
constructive dialogue with our fellow citizens

MR MACMILLAN: 1s Booth's challenge a winning strategy, or is
he just blowing smoke? | ask you, Matt,

MR, CHRISTOPHER: (Snorr of laughter] The only candiclate poor
Booth has a prayer of standing up o on stage |s Vogel, and that's
only because Booth is taller. | don't think Booth can overcome the
stigma of this election scandal in time to make a comeback—not
with the other candidates already dividing up the voters between
them.

M5. CHEN: For once | agree with Matr. | don't think Booth can get
enough support to win, but | do think he can affect things
depending on which of the other candidates he pulls support
away from.

MR MACMILLAN: Exit question, Wha's the front-runner of the
race right now? Matt

MR CHRISTOPHER: Too close to call, but | think we'll see elther
Brackhaven or Yeats emerge as a clear front-runner in the next few
weeks

MR. WATERS: Dunkelzahn. The dragon’s got the whole world’s
attention, and he's got the media savey to keep (e But | think
Viogel may give him a run tor his money In the coming weehs,

MS. AGASIE: Yeats, He has a solid background and enough broad-
ased appeal o stay ahead.

MS. CHEN: 1 think Hermnandez will pull off a coalition and swing
massive support over to the New Century Party. She has the vision
that will pull peaple together.

ME. MACMILLAN: | think they're all competitive, but it's going to
be an uphill battle to get the top seat. That's all for today. Bye-byel

=»2>>(ANnd That's st how they'te arguing apoul it in ihe CAS.
chummers. Closer 1o homo. things ore galting even more fun
ond e s no prospact of it calming down any time soon. The
nEw eleclion 5 gating 1o Dd Big news all ovar the place. so by
populkcy Germand I've sat up this e full ol dato on the LCAS pres-
identol brawl gama, Yup—the whale thing under one roaf We at
Shodowland oim 9 ploase

Hof higse of you who vé Daen Wing in a cove aul in ol tay-
ritory for the post several monis, you should hove haord by now
ot the 2086 praslidential ewction n the UCAS want down In
fomes when the FedGov discoverad that the results hag bean
nogged They decioad 1o 5107 the whiole procass ovel agoin fiom
thea top. and tha public reacton (o the whaole mass hos spowned
dozens of political splinter groups and Brought all the policlubbears,
weiagoas. fiinge goors and fanatcs out from whatever rocks they
weta lurkng under, Heall, even froggin Dunkelzaotn has gotten into
the ooy,

=0 fere o'l ind thie skinry on the hall-dozen viobe candi-
catas for prez—whal they soy and imore impordonily) whol
thery rex nal saying. ight off, I'm stating for the recoa ihat This fits
5 not g ploce o politcal debote—wa e not frying o molke
evernyone an inférmed voler, since mos! of you SiNless siogs
coulan T vola I you woanted o, Mot s This Tha plaoce 1o spoul oif
yvour haoll-baked (Or overcooked) opnions aboul ssuse X o
Candidate ¥ 5 parentage, What we want s wnatever inside nfor
mation you readers might! have on the bocksoom daals and
Deninc-Ma-scenes oCtion, NOl only & the slechon lummg oul to
be g gold mine of apportunity for those of us In he shadows-—or
at least, those who're paying attention—bul whoaver wing | can
affect wheihar il e faost of Toming time N e BCAS shodows
ong atter the dust clears.

Becauyse a lo! of the documents | ve dug up are 5o short and
50 mary of them are fronscripls of speeches. 'va sal up most of
the lilas 50 thal comments will oppear af The and. Tompe:s and you
answel 1o me

As he Chinese curse says, we live in infaresiing himeas, ¢hil
ciren, Post well and offan j<ccce

Coplain Choos (084322 /102-22-57)
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PARTY AFFILIATION: DEMOCRAT
“ONE WORLD"
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aptalin Chaos (09:2314/02-15-57)

MAKING A DIFFERENCE

When vou look around the world teday, the comporations and
other lat cats seem (o be running everything. Lile seéma to go the
way they want it to—and no one else matters. And they il us
eveny day, In one way of anothen, that this 5 the way Things were
meant 10 be, This s thelr version of the Golden Rule: he who has
it Hr_‘;.'n;! makes the rules. Anvone who mes o buck the sysiem,
thiey <ay, will only buy himsell bad roubde

Owvet the years, many people have challenged these assump
tions. Most have fought and lost. But one man has fought and
wors, tme and time Agaln That man is Arthur Vogel

Born In Ontarko in 2014, Arthur Vogel grew up In the Toronto
sprawl angd saw first-hand the terrible results of unche hedd pollu
tion perpetrated by lrresponsible megacorporations. As one of The
Arel chwarls boan In Canacla, "...'|.:|__1.|;t'f Also hadd o cope with a worlcl

that saw him as different, strange. even allen, During his forma
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tive years, young Arthur Vogel developed a keen sense of empa
thy with the outsider, the underdog. the disregarded and deval
wed, He has never forgotten the lessons of his childhood and has
spent his entire adult life putting them to good use defending the
planet and the ondinary person from the @Avages o The noh And
(el

Arthur Vogel worked his way through law school in the
20305 and went on o become an articulate, Impassioned delend
er of the ecological causes dearest 1o his heant. Throughout his
career he has fought tenaciousty for what he calls - eO-CONICious-
ness " —the reallzation that (metalhumanity can only survive I we
take care of the ecosystem that surmounds us. Even his critics give
him grud@ing pralse as “the environment s Couroom champion.
For the past eighteen years he has fought corporate power and
wion countless victores for the ordinary citizen's right to breathe
clean alr and diink clean waier, He came (0 Dedive, Dosasaen, That
e osaem @ llorts Could neser De l,"IH'I-l.IF.TI 1o fruly change Thlf'l::."."-.-
2052 he World

Democratie Marty affiliate devoted o Soo-ConSCousness AN Con

and so In founded the One Assoclation, a
Lensation

In Vogel's own words, the One World Association believes
that, “we cannor heal our nation untll we have healed the Earth
We cannot make peace with oursetves untll we have made peace
noi peeorie
not corporations,. For centurles we have ignored the ticking of the

with our planet. No one Is above the laws of nature




gical doomsday clock as we blunder ever closer to killing our
i, We cannot afford to be idie any longer. Now Is the time for
~ Together with his running mate. Eagle shaman Gary Grey,
rthur Vogel Is prepared 1o make a real difference in the way we
ur Hives—a difference that will ensure a better world for all of
:lnrmud'ﬂldrm But he needs your help 1o do it. Make your
Wil m—m the Vogel/Grey ticket and help us build a UCAS

- g

{You should see Vogel and Grey togedher al publc rolies
:__,n troll, and the pair of them look Rikarous slanding side by
@ jeccce

=T L (14:32:12/02-16-57%

o [Gary Groy s even more pro-environment than Viagel, Ever

o fhis guy tolk? Lstening to Gray is the vocal aquivalen! of

Giewning in cork chocolate. With his deep, resonant lonas he can

@achity o crowd without half frying, Lately. he's also been playing

it rﬂ#lrt:nl‘ﬂ'!ﬂt:hcrn betwean his totem and the symbol of the old

M’ id Sioles. He speoks of Eogle and the United Canadion and
Ames ICan Slafes in an almos! reverant woy: ha colis them proud,

g, eapable of fiying high and never meant o be caged o

'_ 1. For Gray, Eogle is an ideal that the UCAS should aspire fo,

0 the bied's respact for the Earth and all of her crealures

]‘I‘ﬂﬁ nas pretty powerlul appeal J<ecece

=nafoll (15:01:35/02: 16-57)

------ FEODE Who Talk Shout “nolual iow” ke If wios o book loid

#ﬂ'ﬂﬂf‘lﬂl‘n o mod make me reql Nanvaus.j<<c<s

o =Ky {1853 19/02-16-57)
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S 38553 know what you mean. And get that ~wel-f-you-all-think-

-E'_I'Irﬂ'hﬁi-wlﬂar akay-l-guss-l' - run-for-president”  attitude  that

L'-bbdﬂﬂpl Hove a little mota false humiliity, why doncha?)ccces

—Cigger (2001:23/02- 1657

-fiwntmw Time o separate the diomands from the drak
ihgd % got some good Ioeas—some of which are long overdue—
1I:|.llml think ha's gonna win people aver with his eco-savior
w Most of The peocple who really care aooul saving Momma
Borth from destruction left the UCAS years ogo for NAN taritory o
inmu-m of some other love-the-Earth country. There sl
l'n.#r of an eco vale laft in tha UCAS 1o win ovar )<<
 —Nuyen Nick (18:04:53/02-18-57)

003Nt 50, Nick The eco-corsciousness movemen! in the
UCAS dofes ol tha way back to the nineteenth and twentiath
‘canturies, and s got renewed vitality in the 20508, Not all ot us
‘scologicol-minded types pulled up stakes, Some of us are st
m—m wWa vola les<ex

~ginbow Wamor (20:03:18/02-18.57)

>>(Vogel s oo smort encugh 1o show people how his aco-
Inglcal policies will benafit therm n tna bkg picture: more [ohs, Naw
Industries and fhat warm hoppy feeling that comes frem knowing

you've pasonally helped save the Earth from destruction Ha' s rot

stupicd, and he knows how to get an audience o see things his

wiay. He's done Il in front of enough junes, after all jcecce
—Tanner (13:12:01/02-20-57)

=>»>={Nat as moany as you'd think, A ot of Yogel's legol suco ess-
as hove occuned behind closed doors. He's sellled more than
hworthirds of his major casas balore they coma 10 a verdict 1o me,
thot Indicates hard-hitting negotiotion—probably with a ot of
leverage 1o use aganst an opponent, Clorence Damow ha's
nol J<c<<<

—LegalEagle (12:34:02/02-22-57)

axsa»(Clarence who 7)cccce
—Saommy Boy (12:40-54/02-22-57)

>>32x[Don't they 1each you kids any historny these doye?)cecese
—LagolEagle (01:01:32/02-22-57)

»>2px(What chout Vogel' s running mate? How can he run 1ol
UCAS vice praz if he's some kind of NAN shomon?)cccce
—Joxon (19.04:22/02-22.51)

=>>>>[53HGK to catching bullets, Joxon, yvou dumb siol, Nol all

shomons are Native Amanoon, and not all of ‘am live n tibal

londs. Grey hoppans to be quite tha all-Ameardcan boy, From what

I've haard about Bim. he sees Eagle as a proud symbal of the old

United Statas; He talks chout his country and nis totam In the same

wind of raverent lona, clong with respecting tha land J<ccae
—fistik (02:20:07 /102-23-57)

»>>>>>(The following e-mallet went out to g nuge database of
potanticl supportans, aond 1l give: o pretty cleor portran ol whal
voge! 5 really ke (o as Clear as you'ra gaoing ta get from anyihing
mace pubiic dunng o presdential campaign, onyway). As a loc
hic. this mass-mailing deal doasn't work much beller nowodays
than it did bock when you hod to send doad Irees mrough the
post office, but some things never change J<ccce
—Captaln Chaos (13:08:12/02-4-57)

A LETTER FROM ARTHUR VOGEL
Dear Friend,

Recently. my otfice has received thousands of calls respond-
ing to my talk, “Restoring Natural Law.” on NewsNet, | wish o
thank everyone for the tremendous outpouring of support, Your
calls and messages 1o the network show that the majority of UCAS
citizens are swifily coming 1o recognize the truth about wh
Iy threatens our way of life.

| believe the coming decades hold great promise anc
appartunity lar the people of the United Canadian and
American States. All across the country, people are rising to the
challenge of restoring the spirit of our republic. This year's elec-
Hon offers us the opportunity to choose the kind of leadership
capable of inspiring us to meet this challenge. Yet as | travel
around the country. many people have told me that no one in
the current feld of candidates s addressing the real issues that

at real-

i
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concern them, People whose feelings and views | respect have
suggested that | might be a welcome addition te the field. | am
ne politician, buat | know what | believe and | will share those
Beliefs with you,

The Linited States of America and the great nation of Canada
were lounced on the principles of natural law. America's found-
Ing tathers belleved In certaln immutable laws of nature, among
them every citizen s right o lIfe, liberty and the pursult of happl-
ness. They held that as long as citizens and government officials
conducted thelr affairs in accord with natural law, the country
wolldl enjoy prospericy and plenty. Citlzens functioning in harmao-
ny with natural Law would naturally behave in ways that respect
and uphold each other's right to life, liberty and che pursuit of hap-
piness. Law “entorcement” would be practically unnecessary In
such a soclety, and therefore government would remain small and
elficient

In the twency-first century, we inheritors of our founding
fathers wisdom inhabit a nation In crisls. Rising crime, paolitical
corruption, declining education, a seriously deterforating econo-
my and a devastated environment are among the many enor-
mous prollems that conlront our natlon. The founders” vision of a
country whose people live in accord with narural law has become
a distant cdream.

Somewhere, somehow, we have lost our way. As a nation,
we have become disconnected from our roots. We, the people,
and our government have lost our connection to the fundamental
laws of nature that are so vital 1o our life, liberty and happiness, |
have declared my candicdacy Ffor president of the UCAS In the
hope that | might help bring the country | love back inte harmao-
ny with natural law and thereby restore natural rights to every cit-
izen, No one |s above the laws of nature, nelther people nor cor-
parations, For centuries we have lgnored the ticking of the eco-
logical doomsday clock as we blunder ever closer o the death of
aut world, We cannot be idle any longer. Now Is the time for
action!

We possess much grearer knowledge of natural law than the
fowinders of the United States and Canada ever dreamed existed
Modern sclence and maglc have systematically revealed deeper
levels of Nature's mysteries to us. We can see this profound new
knowledze ol natural law in its pracrical applications: life-sustain-
ing rechnalogles thal offer solutions to many of the problerns we
face and provide the means for our natlon to live in greater har-
micny with the world around us

As we probe more deeply Into the workings of Nature, we
Inevitably discover thar the many physical laws governing the unl-
verse have thelr ultimare orlgin in a higher set of laws—In a unl-
versal feld theory of Nature's Intelligence as the basls of all phe-
nomena. Because these higher laws constltute the most funda-
natural law, they have Dbeen called the
“Constitution of the Universe™—the ultimate source of the order
ane harmeny displayed throughout Creation,

Matural law governs our entire. diverse unlverse with
Absolute efficiency in accordance with the principle of least action.
The extent to which ndividual life and natlonal life are in harmo-
ny with this deepest level of natural law |s the extent to which the
conduct of human affairs and the administration of the govern-

mental  level of
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ment will be as naturally efficient and ree from problems as the
governmen! of nature,

IFwe wish to restore our lost prosperity and security by once
agalin living In harmaony with natural law, we must instill in every
citizen the most profound understanding of and respect for
Nature in all lts aspects. To this end, | support public education
that combines our most advanced sclentific knowledge with new
educational strategles In accord with natural principles. Such edu-
cational programs. launched In a few reglons in recent years, have
been shown to increase Intelligence, Improve academic perfor
mance, promote better health and reduce stress, If we expand
these programs, as | will do if elected, we can have real hope of
salving the problems that plague us.

We can and must have prosperity without ecological dey-
astation. To achieve this, | support more investiment In alterna-
tive technologies such as sea-farming and gengineering,
“clean” energy sources such as tuslon and solar energy, smaller-
scale and more energy-efficient technologles and magical
alternatives to technology. | believe in the efficient use of tax
revenue (o support companies developing sale, efficient, cut-
ting-edge technologies for the betterment of all LUCAS citizens.
| also wholeheartedly support greater effort in research and
development, as well as cooperation with ecologically devel-
oped countries such as Amazonia and the Native American
MNations. We sl have time to undo the damage thar has been
done, and companies that wish to help heal the Earth should be
able to gain some financial profit from doing so. To reward only
those practices that diminish and destroy our precious ecosys-
tem s to seal our own death warrants; we can no longer afford
such short-term thinking.

Though politicians in all parties pay lip service to the notion
of conserving our lrreplaceable environment, many of them have
no real concern beyond getting votes on the crucial day. They do
not redlly think about the fate of the world in which we all must
live, LUnlike many of my competitors in this race, | am not a polit
clan or a celebriry, Throughout my career. | have acted out of a sin-
cere desire w see Justice done in accordance with the laws of both
Nature and (metajhumanity, | [oined the feld of presidential can-
diclates put of that same desire, even though my inexperience in
the political arena made me hesitate © face difficulties and dan-
gers at which | could only guess

But | cannat simply dismiss the feelings of those who urged
me to enter this campaign, They, and |, know that | will stand for
the Deliefs | have described, | will stand withowt apology for the
princlples of natural law. | will stand for the view that above all,
we must restore our fundamental relationship with the natural
world. And | will stand against those who accept—and sometimes
even acdvocate—the slow destruction of our heritage through
ignorance, Incompetence and areed,

I would greatly appreciate any support and encouragement
YOU can extend to our cause,

Sincerely,

Arthur Vosgel
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POLITICAL POISON. n provocue

Silver had a ralent for gerting
herself inte trouble. Often It
turned out to be profitable trou-
ble, so the talent did more good
than harm for sormeone in her line
af work. This time, however, Silver
was beginning fo suspect that the
trouble she'd landed in wasn't the
good kind,

Cracking into the Hawkshorne
storage facility was the easy part,
Silver had broken into tougher
places more often than she cared
to count, The guard barghests
were dozing llke pupples, sleep-
ing off the drugs in the meat
scraps Silver had tossed them. The
securlty system ylelded under her
skillful touch and the deft use of a passkey she'd stolen from one
of the corp's low-level execs earlier in the evening. He wouldn't
miss it for awhile—at least not until someone happened by his
condo and let him out of the doset.

MNow, standing In a room full of featureless metal canlsters
and cylinders, Silver was having second thoughts about this run.
Even through her filter mask, the sharp, chemical stink of the place
made her nose wrinkle. The metal racks along the heavy ferrocrete
wall held labeled metal canlsters contalning a lot of the chemical
compounds that Hawkshorne had been forbldden to sell in the
UCAS, Like any good corp, they stockpiled the forbidden chemi-
cals and found, or created, markets for them elsewhere.

She scanned the stacks of canisters until she found the shelf
with the label she was looking for. She gently |ifted a canister from
the small grouping on the shelf and placed [t In her spedially lined
shoulder bag.

"Hold it right there,” barked a voice behind her, Sllver did-
n't have to look to know he had a gun. Anyone who bothered
with that line had to have something to back it up. Slowly, Silver
lifted her hands to make it clear that they were empty. She care-
fully turned to face her antagonist, her mind racing to plan out
her next move.,

A security guard stood nearby, levellng his gun at her. The
shoulder patch on his uniform read Wolverine Security—not a bad
outfit, but not very high-class, elther. The major corps had their
own private securty forces; small fry like Hawkshorme had to
make do with rent-a-cops from security agencies [ike Wolverine.
The security muard looked baby-face young to Silver, llke he
should be asking someone out to the prom instead of chasing
afier shadowrunners In basements. A sure sign vou e getting old,
she thought.

"What are you doing In here?” Skippy the Guard sald. Silver
smiled a bit and kept cool. deliberately not looking at the large,

dark bore of the gun. She'd need her wits about her to get out of
this in one piece.

“Security inspection, mister, from head office, This place is in
prefty sorry shape,”

"Don't give me that drek,” Skippy sald, but Sllver heard a
note of uncertainty in his voice.

“Listen,” Silver salcd with an exaggerated sigh, | don't have
time for a lot of drek here. Don't make this report worse than it
has to be, huh? | don't want to see anyone lose thelr job over It

Say the magic word, Silver thought. At the thought of losing
his secure, decent-paying job guarding a bunch of tin cans,
Skippy's face ook on a worrled look that told Silver he was think-
Ing about other things than where his gun was painting.

Sllver's right foot came up in a snap kick calculated to break
the guard's wrist, but he flinched at the last second and she did-
n't hit him square. The gun went off as it flew from his hand. Silver
followed the first kick with a knee strike that put Skippy's future
prom prospects in doubt and finlshed him off with a right cross.

She left him on the loor of the storercom and bolted for the
exit. Wolverine had to have other people at this slte, and the shot
must have alerted them. It was well past time lor her 1o be going.
She zipped the carry-bag closed and hoofed [t.

She was over the fence and away just as the backup showed,
cutting it closer than she would have liked. You're slipping, kiddo,
she thought, getting soff in your old age, As the adrenaline high
from the fight with Skippy wore off, Silver felt suddenly weak. She
stumbled over a crack in the sidewalk; fatigue was really getting
to her, Time to get this thing over with, she told herself, and heacd-
ed for the nearest telecomm to amange the exchange,

As she holsted the bag to dig out her phone, she saw the rip
In its side.

"Oh, drek," she whispered, and carefully unzipped the top.
The valve on the slim silver canister was cracked, probably by
Skippy's bullet, A small puddle of green fluld had pooled In the
bottom of the bag, leaking slowly from the canister, The chemical
tang hit Silver like a slap In the face,

Silver's stomach lurched and she fought a wave of dizziness
She'd been exposed to this chemical drek—stuff so nasty that the
LICAS government had actually bothered to ban it—and she had
no Idea what it was. She needed help, and not from the johnson,
She knew nothing about him at all—he might well take the goods
off her and leave her sick or dylng in the street. She needed to get
somewhere safe and call someone she could trust,

Silver clung to the telecomm as a second wave of dizziness
washed over her. When It receded, she locked around to get her
bearings. The street sign sald Seventh and Camden—she had a
safe house not too far away. Maybe she could make |t there, Let’s
see you get out of rrouble this tme, kiddo, she sald to herself,
fishing out her portable phone, Maybe with a little help from my
friends, With shaky fingers, she started dlaling.

"
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ITRODUCTION

I Pollitlcal Polson. 4 foxic shaman plots to destroy the polit-
lcal career of presidential candidate Arthur Vogel to avenge a
grudge dating from the candidate s courtroom days. The shaman
Is planning a toxic disaster that will kill thousands of people at a
major Vogel campaign rally, To accomplish his terrible goal, the
shaman hires a friend of the runners to steal a canlster full of a
deadly chemical. Unfortunately, the canister takes a little damage
in the process and begins to leak slowly. The friend, made death-
Iy Il by the chemical, barely makes it home to her squat with the
goods before collapsing. Meanwhile, the corporation stockpiling
the chemical has hired runners of lts own to retrieve the stolen
property, and still others in the service of the toxic shaman are
attempting to recover it for their master, The player characrers are
caught in the middle of this crazed scheme of revenge and must
decide what do with the polsonous hot potato that Fate has
dropped in their hancs,

Folltical Molsan s set in Seattle, but the gamemaster may
transplant It o any large city in the UCAS as needed 1o sult his or
her campalgn,

WHAT GOES AROUND COMES AROUND

During his sterling career as a lawyer for environmental caus-
es, Arthur Vogel has proved uncannlily adept at predicting trouble
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from certaln eco-termorlst groups—especially when his legal
opponents refuse to accept Vogel's offers o settle cases out ol
court, In fact, Vogel's "predictions” have nothing to do with pre-
science or even |uck. For years he has operated what amounts to
a protection racket, using the threat of eco-terrorism to extract
lucrative settlements from his opponents. This scheme has
allowed Vogel to bulld a reputation as a hotshot lawyer able fo
make the biggest and baddest corporations back down and has
led several radical environmental groups to see him as an "under-
cover champion” of the rights of the Earth.

During one such negotlation several years ago, Vogel sent a
cell of TerraFirst! saboteurs to a Hawkshorne Chemical plant In
Seattle to disable the plant and end its production of a centaln
toxic chemical, Somehow Hawkshorne learned about the raid,
and its corporate security forces ambushed the saboteurs, The
TerraFirst! team destroyed the plant, but all of them and many
Hawkshorme security personnel died in a massive explosion,
Hawlkshorne settled with Vogel out of court, agreeing to pull the
chemical off the market. Instead of destroying it, however, they
stockplled the remaining inventory. Vogel considered the case a
victory despite the fate of the TermaFirst! cell

Unknown to Vogel—or anyone else—one member of the
TerraFirst! team survived, Alan Rlv, a young and Idealistic
shaman with a powerful hatred for those he called “despollers of
Maother Earth,” survived the explosion but was horribly burned
from exposure to the loxic chemicals at the site. Cur off from
help and fearing that the authorities wauld hunt him down, Riv
fled into the sewer tunnels. In the dank catacombs beneath the
metroplex. sick and in terrible pain. the young shaman under-
went 4 psychological transformation that twisted his magical tal-
ents toward a toxic path. He became obsessed with revenge
against everyone responsible for his friends’ deaths and his own
disfigurement, including Arthur Vogel. As he slowly recovered
his strength, he became more and more powerful. Soon he
began to gather followers from the ather outcasts and misfits liv-
ing underground. Through his years of slow and agonizing
recovery, one thing sustained him: his plans for revenge against
those who had brought this fate upon him.

Riv recently learned of the stockplled chemical at the aban-
doned Hawkshorne plant and arranged for the theft of a sizable
sample. He finds it fitting that Arthur Vogel should be rulned—
possibly killed—by the very same chemical that Riv's TerraFirst!
team attermpted o stop Hawkshorne from producing ane that
Vogel fought to have legally banned and destroyed. He plans o
use the potent toxin during a political rally for Vogel in the metro-
plex. The polson will kil almost everyone in artendance, possibly
including Vogel, and the Investigation of the Incldent will
inevitably expose Vogel's involvement in the whale affair. Should
Viogel survive the rally, his political career will swiftly succumb to
the burgeoning Hawkshorne scancal




BAD MEDICHNG

TELL IT TO THEM STRAIGHT

Driving ke a fraggin’ madman through one of the rougher
sections of the Barrens at this time of night isn't normally your
Idea of a good time, but when a fiiend’s in trouble, local traffic
ardinances don't really marter much. Not that Lone Star bothers
to enforce them out here. A blur jumps backward our of the street
and onto the sidewalk, shouting curses at you as you race past,

Another half-block of cement scorches away beneath your
tires. You dodge around the burning wreck of a sub-compact lying
half an the roacd and half on the sidewalk, then take a hard |eft
onto the street where Silver told you her doss was. She sounded
really fragged up on the comm when she called. You hope you've
madle It In time. Tires scream as you kill the engine. You park, set-
ting the security system by sheer reflex as you leap out of the car
and hie the ground running,

You vault up the stalrs three at a time to the small, dingy.
thitd-floor apartment. The door's locked, and nobody answers
from inside when you shout, No maglock does much 1o stop you,
of course. In short order, you get the door open. You'll worry
about making nice with the landlord later.

The inside of the place looks a lot better than the outslde
[which [sn't saying much). You scan the room, taking [n the few mis-
matched pieces of old roach-infested furniture and the bits of hi-
tech shaclow gear thrown over them, You hear a dull maan from the
ather side of the ratty couch and move into the room. Sllver's lying
there, curled up in a ball, looking pale as death and barely breath-
ing. Better think fast, or Sliver'll be sleeping on a slab tonight,

HOOKS

This scene offers the runners a powerful motivation to ge
nvolved in Riv's machinations. The toxic shaman’s plot may cost
a friend of one or more player characters her life as the chemical
he hirec her to steal polsons her. The runners head out (o thelr
friend’s doss at high speed, hoping against hope o save her life,
and And themselves In the middle of a crisls, In the words of many
a shadowrunner, “this one's personal." Make the scene hit the
runners hard and fast. Make them think quickly on their feet and
don't let up the pressure,

If desired, use another NPC from the gamemaster's current
eampaign In Silver's place. |deally, the NPC should be a friend of
several of the player characters, and also a character the
gamemaster wan't mind sacrificing if the runners fall in their life-
saving efforts, Former player characters, other runners the player
characters know or even a favorite fixer or contact all make excel-
lent alternatives. Simply make sure that the NPC could plausibly
have come into contact with Riv's paison In some way. The NI'C
need not actually steal the canister, he or she simply needs to
have touched the potson. For example. a Fiend of the NPCs may

have done the actual stealing and given the canister to the NPC
for temporary safekeeping; curiosity got the better of the poor
slat, and now the NPC is paying for It

BEHIND THE SCENES

While the player characters are together, perhaps out looking
for a night's fun or work (or both), one of them gets a call from a
Friend—~Adrienne ~Silver” DuMont. Adrienne is a shadowriunner
who's gone on several shadowruns with the player characrer In
the past; on at least one of those runs, Silver saved the whole
team with her quick thinking, She sounds terrible on the
telecomm, exhausted and in greatr pain. She barely manages to
gasp out the address of her current doss and pleads with the play-
er character to come quickly,

When the runners arrive at the doss, they find Silver curled up
in a cormer of her beaten-up couch. She is pale and cold, her
breathing shallow and ragged, Anyone can see she's in rough
shape and will probably die without immediate medical help.
Unfortunately, Sitver (lilkke most shadowrunners) doesn’t have a
SIN or access to a service like DocWagon. If the munners want
medical treatment for Sitver, they will have to find a street doc ar
healer who can be trusted not to ask questions.

The kicker Is, Silver doesn't have much time, She's dying
from expasure to a toxin 5o lethal that it will kill her in a matter of
minutes. If the runners try to move her to a street doc or bring 4
healer to her, she will probably die before they even get her out
of the building. To save Silver, the runners have (o heip her them-
selves, They only have a couple of options and they have ta act
fast. If the runners do nothing, Silver dies three minutes after they
arrive,

The runners may be able to save Silver’s life by using Biotech
Skill and @ medkit or by successfully casting an Antidote Deacly
Toxin spell. A character with Bliotech Skill and a medkit must make
a successful Blotech (4) Test to comectly diagnose the problem as
poisoning: a successful Biotech (8) Test enables the character to
concoct an antidote for the polson with the medkit. Keep in mind
that the medkit expert system has the equivalent of Rating 3 In
Blotech Skill, if none of the runners have that skill,

A magician wha knows the Antidote Deadly Toxin spell can
cast It, making the necessary Spell Success Test against a Target
Mumber of 8, Make a Body Test for Silver using 5 dice against the
same target number, minus any successes from the Spell Success
Test. I Silver's test yields 2 or more successes, she survives

SILVER LINING

If Silver lives, she regalns consciousness shortly after the pol-
son has been neutralized. She will be weak, but she remains con-
sclous long enough to tell the runners as much as she knows
about what's gaing on,
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Sliver tells the runners that a Johnson she never worked for
before hired het lor a snatch-and-grab on a falling Seattle corp by
the name of Hawkshorne Chemical. The arget was a eylinder of a
certain chemical kept in one of the company’s secure warchous-
es Sliver filched the canister easily but nearly got caught by the
warehouse s security squad on the way oul. She just managed to
escape without getting sha

She then headed off toward the outskinns of the Bamrens
where she d agreed to meet the johnson and exchange the can
Iszer for a credstick, but before she got far she started feeling very,
very sick. She drageed her-

Fe

If the runners have a sample of the greenish liquld analyzed
by a chemist or the like, they discover that It is 4 potent insectl-
cide that was banned years ago because of its toxic effect on
metahumans, Should the runners go digging for more Information
on the polson, they learn thal Hawlkshorne Chemical manutac
tured it until 2048, when it was banned as parnt of the settlement
of a class-action lawsult brought by Arthur Vozel on behalf of sev-
eral victims of oxic exposure.

Any character exposed to the polson must make a Body Test
against a Target Number of 8. The poison does BD base damage,
and so the player must achieve

self to a nearby safe house
she knew of, all the while
fighting hot and cold fashes

- Z or more successes o survive
: exposure, [f the player characrer
suffers any damage from the

and terrible cramps and pain
She just managed 1o call one
of the runners for help before
passing out on the couch,

polson, he or she feels hot and
cold flashes, chills and severe
miuscle cramps over a period of
about an hour as the toxin runs

which Is the last thing she Dﬂﬂ'ﬁﬁﬁ . F . : lts course. Any character who
rememibers s : - fails the Body Test dies at the
The runners can  also - ; S - s end of the hour unless they are
search Siiver s safe house for _" successfully treated with the
clues about whal happenecd . F @ g o one of the methods described
and should think o do this — o . ~ a5 possible ways o save Silver
whether Silver lives or not . % : : Ihe canvas bag also contains
They will have a somewhat I = g ] s —~ 3l ﬂ A compact datareader and three
more ditficult time If she dies [+ oluq r U ¥ = optical chips, Two of the chips
on them, as she won't be " . ) [I't.l -I\C contain guidebook-style informa-
able o 1ell Iht.'m -'II-1[|""1II1_I_-{, o j b - . = : . tioi and maps of the metroplex,
help explain any clues they A - s _ carefully annotated with refer
might discover - : X ences o different Back alleys and
Slhver - !nn.'lu.Tuul. 5 a4 Tyl —-——""""_-J—--..__.- II'I T = _ ) 50 E:':.rah_ The third chip mm..ﬁna
cal two-room Rophouse, fur "“”Il'lllﬂﬂﬂ' i . specifications for the run Silver
nished with crates and Deat- . / o =l wias on, Including the location of

up junk. The place has no

running water or heat, The
outside door sports a Rating - - v
2 maglock. The doss also %5 & T
comes equipped  with  an

obviously illegal phone line, which a decker player-character can
use. Beyvond that, add any other lurnishings as you see fil,

Other Discoverles

e canlster is wrapped In a heavy canvas bag. which sits
on Sliver's kitchen counter, The canister 15 about 15 centimeters
long and 10 centimeters wide. with a brushed-silver finish and
4 valve seal at one end. The seal Is slightly damaged from what
e canister bears no
other markings. A dark, greenish liquid Is slowly seeping from
the cracked seal, Anyone handling the canister with bare hands.
or even cloth or leather gloves. risks being exposed 10 the (oxin
The canister can be handled safely only with
Zloves made of non-porous material, such as latex, Characters

looks ke the Impact of a stray bullet

leaking from I
may also use cyberlimbs or magic to manipulate the canister

without physically touching it and exposing themselves o the
frolson
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the meet where she s 1o deliver
the canlster. The meet slie s a
drainage dirch on the outskins of

i the Redmond Barrens, not too far

fram the safe house,
DEBUGGING

It the runners fall 1o search Silver’s safe house lor clues and
the runnets seem ready (o forget the whole thing and take off,
have Fate drop a clue in thelr laps. Reming them that at least one
of them owes Silver his or her life, and that they should at least try
ta find out what happened to thelr friend. If the runners are so
mercenary that they refuse o get involved in anything unless they
are being paid, have Silver’'s mother contact them lacer, Silver’s
maother wrns oul o be a megacorporate VI interested in hiring
the runners to look Into her daughier s death for some appropri-
ate fee. If nothing seems likely to entice the player characters into
avenging their friend's untimely demise, go o The Gang's All
Here, p, 25, The attack that occurs in that encounter ought to tip
the runners off to the fact that there Is something valuable In
silver's safe house

ILITICAL POISON -

el




TELL IT TO
THEM STRAIGHT

After taking a look around the
place, you're definitely getting the
feeling that Silver got In waaaayyy
over her head this time, It's going
o take some doing to untangle
this mess. You're nol sure you
want this job, but you don’t like
the thought of turning your back on a friend, either. Tough choice,
omae, Better make it soon—preferably over a drink In your
favorite qulet night spot—before the drek comes looking for you.

A soft noise from somewhere outside sets the halrs on your
neck bristling. As you turn toward the source of the sound, the
window overlooking the alley smashes Inward with a shower of
glass. A amall canister rolls across the floor, shooting smoke Into
the air. Before the canister stops rolling, the door swings wide
open and a palr of armed street thugs barrels Into the safe
house,

The unexpected visitors are a dark-skinned man and an Aslan
woman, both wearing street gear, The woman holds a gun with a
ted laser sight that cuts through the smoke-filled air of the flop-
house. Scant seconds later, a igure appears In the smashed-open
window—an old ork woman wearing a cape of black feathers and
holding a gnarled, twisted cane. She hops down from her perch
on the windowsill, “Find It,” she snaps, and ralses her wrinkled
hands.

HOOKS

7
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This scene follows hard on the heels of Bad Medicine, Give
the runners a chance to help Silver and either get her story or look
around a bit, then hit them with fast action. This encounter should
not be a4 blood bath, just a device to keep the story moving briskly
and introduce the runners 1o some of the opposition they'll Rce
during the adventure.

BEHIND THE SCENES

Ihe other shadowrunning team should make an attempt o
surprise the player characters per normal rules (p. 86, SRIN). Take
Into account any precautions that the runners might have taken to
safeguard the doss against artack. If the attackers do not gain
Surprise over the runners, roll for Initiative normally, Take into
account the smoke filling the room and use all applicable vision
modifiers {see p. BO of SRII for vision modifiers, or p. 85 of Flelds
of Fire for smoke rules).

The attackers are another group of shadowrunners, hired by
Hawkshormme Chemical to retrieve the canister that Silver stole
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from them. They have managed to track Silver to the doss and,
after quickly scouting out the place, are staging a lightning rald.
For the opposing runners’ complete descriptions and statistics,
see Cast of Shadows (p. 32 of Mcking Up the Pleces). Only Red
Lana, Webb and Callleach directly attack Silver's doss. Wheels
walts In the team's van outside, ready for a quick getaway.

The team's main goal Is to get the canister, If the player char-
acters have found it and placed It out in the open, one of the team
{most likely Webb) will try to secure it while the others un inter-
ference. Red Lana provides covering fire while Callleach spends |
turn summoning a Force © hearth spirt and commanding It to
attack the characters. The spirit attacks by throwing furniture,
shards of broken glass and ather odds and ends at them. The ork
shaman then concentrates on protecting her colleagues and deal-
ing with any magiclan player characters. If the player characters
have not found the canister, Webb or Red Lana will search the
doss for It while the other two opposing runners keep the player
characters busy.

The other runners are not especlally Interested In slaugh-
tering the player characters but will kill them without com-
punction If necessary. The player characters are In the way and
must be removed as quickly and easlly as possible, If the play-
er characters are willing to give up the canister without a fight,
the opposition will take It and leave. However, It |s far more
likely that the player characters will fight back first and ask
questions later.

Keep In mind that IF Sllver Is still allve, she is In no condl-
tlon to defend hersell. Callleach has no qualms about using
Silver as a hostage to get what she wants. The runners must try
to keep Silver from getting caught In the crossfire—and as
Silver |s In the middle of the room, that leaves them with very
little cover.

DEBUGGING

The opposing shadowrunners will not fight to the death
against the player characters. They try to locate the canister as
quickly as possible, grab it and get oul. If possible, they avold a
protracted fight. If one of the team ks killed or disabled, the others
retreat, with Callleach using her Raven Form spell to escape If nec-
essary. Callicach will also order the hearth spirt to cover their
escape, which it will do to the best of Its ability.

If the opposing team manages to escape with the canlster,
the chemical eventually ends up in Riv's hands. The player char-
acters can conftinue investgating, possibly gaing to the meet site
and encountering the Reservoir Dogs (Mad Dogs, p. 27). If the
player characters manage to drive off the other shadow-team ancd

hold on o the poison canister, they must then declde what to do
with it
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TELL IT TO THEM STRAIGHT

Even when you try to do a good deed, your luck runs bad
Silver's doss Is a wreck; what little furniture she had Is bullet-
chewed almost beyond recognition, and the burst-in door
hangs half off its twisted hinges. You look around as the last
traces of smoke drilt out the broken window, and something
more than the cold alr makes you shiver a little. Time to get out
of here. chums. You don't want to be sitting ducks, waiting for
the next group of headhunters to come calling. Time to find
someplace where you can catch vour breath and Aigure out your
next move. Time to figure out what In frag Is going on and why
50 many people seem o have this canister full of green drek on
their personal Top Ten List of Things To Own. Anything people
wiant that badly has ol to be valuable—but how valuable, o
whom., and why?

lime to answer those questions, chummers—before you end
up dead In the crossfire

HOOKS

This encounter gives the runners a chance (o regroup a bit
and figure out thelr next mave, before they jump Into another cri-
sis. They are In the micdle of a chase involving several parties, all
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of whom are starting to concentrate thelr attention on the player
characters. Make the runners feel hunted; If they don't come up
with some kind of plan to deal with this mess, they're sunk. The
Reservolr Dogs’ attack should almost come as a rellef, because it
gives them a stralghtforward enemy at which to strike

BEHIND THE SCENES

After the attack on Sliver s safehouse, the runners will llkely
want to find a place to keep their heads down for a litile while. i
Silver Is alive and the runners do not have a hideout of thelr own,
she offers them one of her hidey-holes In Puyallup, The runners
may alsa head to one of thelr own dosses within clty limits

Mot long after the runners reach thelr new safe house—aor on
the way, If it lies far rom the Barrens—Alan Riv attempts to find
the canister using ritual magic and a small sample of the polson
If the runners have the canister, any magiclan character who
assenses It any time in the next couple of hours will notice that it
is the target of a sending. IF the runners want 1o do something ta
counter the ritual, let them., but assume that they will only delay
the inevitable: Riv is a talented shaman and tightly focused on his
godl. If a magician characrer wanits to try tracing the sending back
to its source In astral space, he or she is In lor a nasty surprise; Ry
has called up several toxic spirits o patrol his domain and deter
astral intruders. The runner will make it as far as the shut-down
Hawkshorne plant In Redmond before he or she s astrally
attacked by two Force 5 toxic earth spirits. Another spirit will
arrive 4 rounds after combat begins

Once the sending Is compléte and the canister found, Riv
sends a powerful toxic spirit and the Reservolr Dogs, a gang of
completely crazed go-gangers, to fetch it IF the runners do not
have the canister, a group of gangers will come after them any-
way: Riv will send some Reservolr Dogs to dispalch the runners
and Silver, thereby tylng up a potential loose end. Rlv will send
the toxic spirit to recover the canister from Callieach’s team, an
assignment the spirit will handle with no problem

The attack on the safe house occurs late at night, and the
Reservolr Dogs outnumber the runners 3 o 2. For example, a
team of four player characters will have to deal with six gang
members, If the toxic earth splrit turns up as well, it remains in
astral space until combat begins., At that point, It manifests and
attacks any character standing between it and the canister.

If the runners have posted guards of set up any perimeter or
other delenses, the gamemaster should decide how effectively
these measures might give the runners warning of the attack and
adllow them (o prepare accordingly. The gang members are cun-
ning but not brilliant, and will not be able to avold most sophisti
cated technical alarms or defenses. The toxic spirt will attack any
magical defenses that it thinks it has a chance of disabling.
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RESERVOIR DOGS SUCCESS TABLE

Result
| “We were told to get the canister away from you. Never mind by who,”

2 “We work for Riv. Shaman of the Great Earth Mother. He ain’t no pretty daisy-eater; he's one tough elf, Bet
he kills you slow when he catches up with you, He's leading us to a real future, He's got serious mojo
and everybody underground is afraid of him, but he's good to people who do what he wants,”

Successes

2 *I don't know why Riv wants that canlster. He's crazy. He keeps talking about some guy named Vogel—calls
him the Poiscner of the Great Mother. Says he's gonna get this Vogel guy good.”
i “Riv's more than crazy, he’s fraggin' toxic. He lives with a bunch of fragged-up spirits In the burned-out shell

of an old chemical plant in the Barrens." The ganger can glve the runners directions to Riv's hideout.

Reservolr Dogs
B Q 5 i w C E R Armor
6ih 50 68 3 450 2 59 4 5/3

Initlative: 4 « DG

Threat/Professlional Rating: 3/3

Skills: Armed Combat 4, Firearms 4, Stealth 3, Unarmed Combat 4
Cyberware: Hand Razors, | dose of Kamikaze®

Gear: Armor Jacket, Colt America L36 |Light Pistol, 11 (clip). 5A, 6L]
‘See p. 99, Shadowtech. Kamikaze boosts the gangers
Attributes to those listed In parentheses above and allows the
gang members to ignore the first 4 boxes of damage they take.

The Reservolr Dogs may consist of any assortment of races
that the gamemaster desires, Adjust the above statistics for race
as required using the Racial Modifications Table, p. 45, SRIL All of
the Reservoir Dogs are scarred and/or deformed In some way,
even the elf members,

Toxlc Earth Spirit

B Q 5 | w C E R Armor
8 3 8 4 4 | oA & 6
Inttlative: 16 (26) + 1D6

Force: &

Threat/Professional Rating: 6/4

Attacks: G dice, + 1 Reach, 65 damage or as listed for powers
Powers: Alienation, Concealment, Corrosive Secretions, Fear,

Manifestation. Noxious Breath

Note: The statistics above apply o the spirit’s manifest form.

In astral form, all of the spirit’s statistics are equal to its Force.

As soon as the spirit has the canister, it will Aiee and leave the
gangers to fend for themselves. The spirit takes the polson back to
its master at the condemned chemical plant, where Riv prepares
the next stage of his plan. If a player character manages to banish
or destroy the spirit, Riv senses it immediately and will send a sec-
ond spirit to steal the canister. He will continue 1o send toxic earth
spirfits until he gets what he wants.

If the: runners manage to capture one of the Reservolr Dogs alive,
they can interrogate him and attempt to learn the information pro-
vided in the Reservoir Dogs Success Table. Per standard rules, each
number of die roll successes gains the player characters a given plece

of information. Rolling a higher number of successes reveals the infor-
mation listed for lower numbers of successes as well. Questioning a
ganger requires a player character to make an Interrogation (5) Test;
the high target number reflects the effects of the kamikaze and the
ganger's fear of Riv's retribution. At the gamemaster's discretion, the
runners can lower the target number If they convince the ganger it Is
warth his while to cooperate. Even If the ganger mentions Vogel (3
successes or more), he can't provide any further information about
the candidate; he has literally been living in a hole and knows noth-
Ing about the presidential campaign. The runners, however, should
recognize Vogel's name immediately and remember seelng informa-
tion somewhere about a Vogel campaign rally scheduled to take
place in the metroplex within the next 24 hours,

RIV'S LAIR

Riv has been hiding out in the condemned Hawkshorne
Chemical plant where his TerraFirst! cell's lll-fated attack book
place years ago. The plant is a single, large bullding—now just a
burned-out shell—located in the Puyallup Barrens not far from
Hell's Kitchen. The city posted numerous "KEEP OUT™ signs on
the rusting fence surrounding the plant to Indicate that the build-
ing was condemned as a hazard by order of the metroplex gov-
ernment, It was slated for demolition years ago. but the city has-
n't bothered to spare the time or manpower for the job because
the land on which It stands is commercially worthless.

The plant and the area around It constitute a Toxic Domain (p.
101, Grimolre I} under Riv's control. At least one toxic earth spir-
it, Identical to the one described above, |s always on guard in
astral space near the plant. Inside, the plant Is a maze of gutted
machinery, rusting catwalks and ruined corridiors, all charred and
soaked with dangerous chemical residues.

If the runners arrive at the plant after thelr confrontation with
the Reservolr Dogs, they find that Riv is already gone. If they
search the plant after overcoming its guardian toxic spirit, they
discover that Riv turned one of the relatively Intact conference
rooms into his medicine lodge, Numerous charred bones and
skulls decorate this room. along with strange symbols and dia-
grams smeared in hideous fluorescent paint on the walls, floor
and ceiling. One of Arthur Vogel's campaign posters |s tacked o
a wall and has symbols painted over it. The conference table and
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the Aoor are litterec with trash: if the runners move any of the

garbage, a few fat roaches scuttle away. Amid the mess on the
conference table is a collection of Ayers announcing Arthur Vogel's
political rally in the metroplex and a crumpled map of the
Superdome, where the rally will be held

Also in the medicine lodge are Rliv's "pets:” three hell hounds
under the Influence of Control Animal spells stored In spell locks
sewn Into thelr spliked collars. The hounds are Bindly obedient to
Riv and will fight to the death to protect his sacred place agalnst
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Intruders. If the runners remove the hounds' collars, the critters
become confused and run away (provided, of course, that the
player characters take no further hostlle actlon against them)
Removing a collar requires a successful unarmed combat artack
followed by a Strength or Quickness (6) Test in which the playes
rolls 2 or more successes,

Hell Hounds

B Q S I w C E R
4 q x4 5 3/4 6A &
Inltlative: & + 3DG

Threat/Professional Rating: 4/4

Attacks: 6 dice, 6M damage or as listed for powers

Powers: Enhanced Senses (Improved Hearing and Smell,
Low-Light Vision), Flame Projection, Immunity to Fire

Note: The gamemaster may use the toxic paranormal riles on
pp. 148-9 of the California Free State sourcebook to make
these creatures unique and even more unpredictable

DEBUGGING

Make the fight with the Reservoir Dogs challenging for the
runners, but don't overwhelm them. If the opposition looks too
tough. feel free to decrease the number of gang members or the
power of the toxic spirit (or eliminate the spirt altogether),

It the characters easlly defear the Reservolr Dogs and keep
the toxic spints at bay, the gamemaster has two options. He can
have Riv continue to send toxic spirits and Reservolr Dogs after
the player characters until they wear the runners down, or make
Riv send the runners a message via 4 toxic elemental to come to
his lair, promising them nuyen for their trouble. IF the runners go
to the abandoned plant, Riv will attempt to ambush them with
toxic spirits, gang members and a few hell hounds (not Including
the ones in his medicine lodge) as soon as they enter his toxic
domain. If the characters drop the canister and leave, Riv stiffs
them (of course) and heads out to destroy Vogel. The characters
should not face Riv himself until Toxic Candidate.

If the runners seem o have hit a dead end. let one of the
Reservoir Dogs spill some information In order ta save his own
hide. If the runners annihilate all of the gangers without question-
Ing one of them, drop them a clue about Riv's plans to attack
vogel's political rally. For example, one of the Dogs may be car
rving a flyer abour the rally—an odd thing for a sewer rat to be
carting around.

If the runners seem reluctant to Involve themselves further,
remind them that a lot of people may die if Riv goes through with
his plan. If necessary, feel free to arrange for a friend or two of the
runners to artend the rally In support of Vogel's campaign. You can
also remind reluctant runpers that they can either save the day or
risk being considered accessories to thousands of deaths when
Lone Star starts investigating and discovers thelr involvement.

If the runners completely lack any semblance of a conscience
and seem unconcerned by the deaths of thousands of people,
they should at least consicer that Riv might still want (o tle up his
own loose ends by taking them out unless they stop him first.




TELL IT TO THEM STRAIGHT

Vogel's rally at the Superdome has brought every political
nutcase n the plex out of the woodwork, along with a lot of curi-
ous folks here to watch the show. Thousands of people are pack-
ing themselves into the stadium like sheep milling In a pen.
while sallvating news crews from all the major nets bounce
around ke headless chickens, setting up satellite relay vans and
cameras to capture the event and beam it into milllons of house-
holds. Plenty of metahumans have turned out In support of
“their” candidare, and supporters of rival candidates are lining
up throughout the arena to hold up signs and chant slogans for
their own favorites. A small knot of Brackhaven supporters shout
insults at the metahumans making their way into the stadium,
while Lone Star cops cordon off the area and try to keep the
crowd from turning into a mob. All the Star officers are packing
ultra-heavy weapons and carrying riot gear—lools llke they're
expecting trouble, Little do they know just how bad the trouble
might get.

Somewhere In this crowd of thousands is a toxic shaman
armed with deadly polson that can wipe out all these people, and
you're the only ones who know he's here,

HOOKS

This Is the climatic confrontation scene with the (oxic
shaman. Go to town on this one; play out dramaric struggles with
toxic spirits while Riv chants like a madman, crawls the walls and
hurls spells at the runners from the darkened catwalks, Make this
scene exciting and explosive.

BEHIND THE SCENES

Before the runners can do anything to stop the toxic shaman,
they face two challenges: getting inside the Superdome and find-
Ing Riv,

GETTING IN

Security around the Superdome is nowhere near airtight, but
several dozen Lone Star officers in rlot gear are worklng crowc
control and security, Runners carrying weapons in an obvious
fashion—rifles slung over thelr shoulders, ammunition practically
spilling from every pocket—will be stopped and turned back,
With a crewd this huge, however, the Star doesn't have time to
do more than a cursory search of everyone entering the stadium.
and so they're relylng on a visual check rather than the usual,
more thorough, physical pat-down, As each runner enters the
stadium, make a Perception Test using 4 dice against the
Concealability of that runner's lllegal equipment. If an officer
spots anything. the runner s told that he or she cannat enter the
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stadium and Is physically turned away. If the runner returns
again, the Star gives him or her a closer examination, Make
another Perception Test to spot any concealed weapons, sub-
tracting 2 from the officer’s target number.

If the runners try to sneak past Lone Star, each of them must
make an opposed Stealth Test against the officers’ Intelligence
(Target Number 4}. Each runner whose test is successful can make
It unseen to one of the Superdome’s side loading-bay areas and
try to get into the stadium from there. The side doors are closed
and sealed with Rating 4 magiocks. Opening the maglock
requires a successful Electronics Test; fallure alerts the Secret
Service agent on duty In the central securlty room to the attempt-
ed break-in, and several Federal agents will arrive to Investigate in
306G turns, Use the Bodyguard archetype. p. 49, SRIL.

FINDING RIV

Once the runners are inside the Superdome, they must track
down Riv amid a huge crowd of people, Using his gecko crawl
spell and other abilities, Riv has made his way up into the maze of
support beams and rafters high above the floor of the arena and
plans to release a cloud of his deadly polson on the crowd. Any
runner wha thinks to look up while searching for Riv should make
a Perception Test against Riv's Stealth Attribute of 6. If the test is
successful, the runner catches a glimpse of movement up in the
rafters,

In order to get to the rafters above the stadium without the
use of maglc, the player characters must reach one of the malnte-
nance stalrwells located throughout the dome. The doors to these
stairwells all have Rating 4 maglocks that require a special pass-
card to open. As described under Gettlng In, player characrers
may try to pick the maglock by making an Electronics Test. A
failed attempt will trigger an alert, bringing several Secret Service
agents to Investigate, with Lone Star not far behind.

The rafters are narrow beams of light metal, most only a hatf-
meter wide, with a Barrier Rating of 10. Three maintenance cat-
wialks cross the upper level of the dome. One runs down the cen-
ter of the arena’s long axis: the other two run perpendicular to the
first, placed to divide the dome into thirds. These catwalks are
slightly more than a meter wide, macde of a metal grid, and have
hand ralls a meter-and-a-half high running along each side. Each
one-meter-square section has a Barrier Rating of 12,

Walking along one of the beams requires the character to
make a successful Athletics (4) Test, or a Quickness (6) Test for a
player character without Athletics Skill, each combat round. If the
test falls. the character loses his footing and must make anather
Athletics or Quickness test to avoid falling. A character who ralls
| success on this second test manages to grab onto the beam at
the last minute and hang from it. A character who rolls 2 or 3 suc-
cesses falls flat on the beam. Four or more successes allow the
character to regain his or her balance
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A [l from the dizzying height of the Superdome celling Is
almost instantly fatal, as a plummeting character will take some-
where in the pelghborhood of 30D damage (and will probably
injure or kill a few bystanders below as well). IFa runner falls from
the rafters, he or she Is dead, and so are a handful of people the
runner lands on, To determine the collateral damage. roll 1D6; the
result s the number of people |njured or killed, The runners had
better be careful, neh?

Because Riv s using his gecko crawl spell, he has no concern
about falling. He can move at his normal movement rate across
the beams, catwalks and even the walls and roof of the dome
without penalty, In confronting the runners, he will use this aldli-
ty to his advantage. Any player-character mage or shaman with
the same spell or others llke it—such as Catfall, Levitate, or alr ele-
mental abilitlies—has a shot at keeping up with Riv,

FINAL CONFRONTATION

When the runners find Riv, he has just crawled 1o the end of
one of the beams and attached the canister of polson (o It with a
time-release mechanism set to spray a deacdly cloud over the floor
of the Superdome In two minutes {1 2 Combat Turns). The runners
have that long to stop the toxic shaman and disable the release
mechanism, or a lot of people are going to die.

Riv will fight to the death to keep the runners away from the
canister. He has also brought help with him; two Farce 5 toxic
spirits, one an earth spirit and one water, walt for his commancds
In astral space, The spirits manifest on the shaman's commanc
ane attack the runners. As a fighting tactic, the spirts will use their
carrosive secretlons power to burn through a beam or section of
catwalk on which the runners are standing. In hopes of sending
the runners plunging to their deaths. As long as Riv and his spir-
Its remain able to fight, the runners have almost no chance of
reaching the canister.

Luckily for the runners (maybe}, the first slgns of combat near
the roof will draw the attention of security officers at the dome.
After the first gunshot or spectacular spell {or falling runner), a

Lone Star squad will arrive In 6 Combat Turns and will try to sub-
due Riv and the runners, IF the shadowrunners convince the Star
that they are trying to defuse a bomb. the officer In charge of the
scquacl will let them try. Use any Etlquette Test the gamemaster
deems appropriate; alternatively, the Lone Star officer may just
accept at face value a statement like, "look, he's shooting at us
too” on Tl can defuse the bomb,”

Once Riv and his spirits have been dealt with, a runner with
Electronics Skill can attermpt to disarm the release mechanism on
the canister. Crudely |ury-rigged, It can be disarmed safely if the
player In question rolls a total of 6 successes on an Electronics (6}
Test. The runner may make additional tests after the first to get the
needed successes, one test per Combart Turn

DEBUGGING

Give the runners a fair shot at stopping Riv before he can
release the polson. Make the scene tense and explosive, and give
the characters their chance at glory before you call In Lone Star or
the Secret Service to help them out.

The gamemaster should make all Percepiion Tests o spot Riv
secretly. IF things are going badly for the runners, the gamemas
ter can glve them a lucky break and have one of them spot the
shaman in the rafters rather than making the players puzzie it out
Da this only if it looks like the runners are not going to find Riv on
their own.

If the fight agalnst the shaman looks too difficult for the run-
ners, reduce the power of Riv's toxic spirits or eliminate them, If
the runners look likely to walk all ever Riv, glve him an additional
spidt and Increase the Force of all the toxic spirts as needed o
friake things challenging. Play Rlv as a wily but deranged oppo-
nent willing to martyr himself for his revenge.

IF THE RUNNERS FAIL

It the runners fall to stop Rlv or cannot disarm the poison
bomb, the gamemaster has two optlons: pull a last-minute save
out of his hat or let the chips fall where they may, IF the runners
dare given every opportunity and still fail, we recommend that the
polson be released and the runners be forced to deal with the
aftermath when thousands of peoaple in the Superdome are killed.
Certalnly. Lone Star will want to arrest them and find out just how
deeply they were involved In the disaster. What actually happens
next, however, [s up o the gamemaster. The runners might
escape and become hunted fugitives. or they might try to prove
thelr innocence, They may even get some help from Arthur Vogel
in the effort to clear their names (assume that Vogel survives the
polson-gas attack).

If the gamemaster Is feeling merciful or simply does not want
to deal with a messy aftermath, help can arive in the form of
Callleach's team of runners, These four NPCs, having figured out
al some polnt |ust what this madman plans to do with the canis-
ter that Hawkshorne hired them to recover, have chosen (o try o
take down Riv and prevent the release of the toxin themselves,
With his mechanical expertise, Wheels can help disarm the canis-
ter, if necessary. Finally, Lone Star and the Secret Service can also
senve as aces up the gamemaster's sleeye
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if the runners defeat Alan Rliv and prevent the release of the
paison In the Superdome, they will llkely be taken into custody by
Lone Star or the UCAS government. In either case, Arthur Vogel
will raise a groundswell of political protest, calling the runners
“heroes for the environment” and “political prisoners.” He will
nat, however, directly pull strings to get them released; he does
not have that kind of power. Political PR is likely to work in the run-
ners' favor, earning them their freedom within a few days of the
rlly, They will be media darlings for about 15 minutes before
some other newsworthy event comes along; then they will be for-
gotten, at least by the media hounds.

A day or two after being released from jall, the runners will
recelve a message from Arthur Vogel expressing his gratitude to
them. Vogel will be good for one future favor for the shadowrun-
ners (potentially very useful, should he end up becoming president
af the UCAS). TerraFirstl will also likely contact the runners, as will
nearly every other environmental terrorist organization. Lone Star
and the LICAS government will keep close tabs on the runners for
quite some time to come—It's an election year, after all, and the
race includes a dragon candidate. Anything could happen.

If the player characters manage to get away clean from the
Superdome, the media will report an attempted assassination
against Vogel that was dealt with by the authorities, and the inci-
dent will be hushed up, If, while Aghting Rlv, the runners man-
aged to convince Lone Star they are the good guys, Lone Star will
hold them for a few days until the furor dies down, and then
release them.

If the player characters fall to prevent the poison from being
refeased, they will learn later that Vogel never made it to the
Superdome. In a press conference a day or two later, Vogel
feveals that he has been marked for death by certain corpora-
tions, He states, “They want to silence the voice of the only can-
didate willing to fight for the people and our Mother Earth,
These polson-spewing corporations care nothing for the men,
women and animals they use to produce thelr goods. They will
continue on as if what happened to the poor people trapped in
the Superdome is nothing.” He vows to keep on fighting the
good fight and continue his campaign to become president. The
Superdome massacre will become a political rallylng polnt for
Vogel's campaign.

Finally, If the runners fall o stop Riv and fall to convince
Lone Star or the Secret Service that they are the good guys, the
public will demand their deaths for the crime It belleves they
committed. Leading the charge will be Arthur Viogel, If the play-
er characters manage to escape from the Superdome or from
custody. they had better run far away. Mo one will want to work
with them, and several organizations will put a price on thelr
heads.

PICRING UP THE PIGLES

AWARDING KARMA

Award team Karma for the adventure as described below,
Award individual Karma per standard rules (p. 199, SR,

Survival | point
Threat | point
Preventing the release of the polson 4 points
Defeating Alan Rlv | point

LEGWORK

After the runners find themselves hip-deep In Riv's plot to
acquire the canister of paison, they will most likely want to ask
around about why everyone seems so Interested In Silver and her
little prize. This section provides the information the runners are
likely to et from thelr contacts and Investigations.

THE CANISTER
Appropriate Contacis (Target Number 4)

Street Doc, Scientist, Chemist or another contact familiar with
chemicals, such as an appropriate Corporate contact

Successes  Results

| “What you have here is a powerful pesti-
cide, Masty stuflf, The problem with |t Is, It's
toxic to most forms of lIfe—not [ust the
ones you might want deac.”

2 “Some outfit called Hawkshorme Chemical
macle a pesticide like this years ago, but
they discontinued [t. You can see why.”

3 "Hawkshorne had trouble with Terrafirst!
rlght around the time they discontinued
making this drek. Bunch of crazy haggers
went on a kamikaze misslon—blew up the
plant where Hawkshorne cranked this stuff
aut, polsoned the land It was bullt on for a
long time to come.”

4 “That halfer Vogel who's running for presi-
dent was the guy who got this stuff banned
In the UCAS, as a matter of fact. He
brought a big sult agalnst Hawkshorne and
actually managed to win one over the corp.
Pretty Impressive, If you ask me,

J
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HAWKSHORNE CHEMICAL
Appropriate Contacts (Target Number 4)
Any Corporate or Environmental contact.

Successes
|

Results

“Hawkshorne's a lame corp. Same big
losses over the past ten years have lef
them gasping for breath. Won't be too long
before someane comes along and swallows
them up In one bite,”

“The corp s had a lot of (rouble with
environmentallsts and environmental laws,
The LUCAS and the NAN have both slapped
them down for it, and that's cost them."
“Some years back, | heard about a lawsult
agalnst Hawkshorne; a lot of people got
polsoned by some pesticide they macde.
They settled out of court for an undisclosed
sum, but rumor has jt that it was
meganuyen, Really put a dent in their
bottom line,”

"No matter how many times they get slapped
down because of enviro-regs, Hawlkshome
doesn't learn, They stll lgnore the regulations
whenever It sults them, and that’s going to
get them In rrouble some day.”

CALLIEACH'S TEAM
Appropriate Contacts (Target Number 5)
Any Street contact.

Successes
Dor i
2

Results

“Who? Never heard of ‘'em.”

“Yeah, |'ve heard of a team ke that
They're good—ruthless about getting the
[l clone,”

“The real driving force is that sliich
Callieach. The old crone Is tougher than
nails and has a heart of ice. She'd sell out
her own family if she had any. She's also a
good magicker. Shaman, | think."

“The raven-lady's team does a lot of corpo-
rate dirty work, I'm talking some premy
nasty stuff that a fot of teams would never
touch, ya catch? Wetwork, kidnapping,.
‘personnel adjustment,” the whole lot.
Whatever the Johnson is willing to pay for.”

ARTHUR VOGEL
Appropriate Contacts (Target Number 3)
Any Corporate or MPolltical contact,
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Successes Results

I “Vogel has a background In environmental
law, plus a sky-high reputation for bringing
his opponents down at the negotlating
table. He's good In the courtroom, but it's
face to face where he really shines.”

2 “Vogel brought a lot of class-action sults
and other cases against corps accused of
environmental viclations, Usually got big
sertlements for his clients, too.”

| "Word has v that Artle made careful use of
shadow resources (o make sure his cases
were as airtight as possible, 've heard
about a rew people who worked for him,
digging up the dirt on his oppasition. They
handed him the amme and he knew just
where to aim [1."

CAST OF SHADOWS

The following NPCs appear in order of thelr importance o the
story.

ALAN RIV

Originally a fiery, idealistic young elf, Riv became a twisted
reflection of his former self when an eco-terrorist strike he led
went horribly wrong. Because his attempt o work for a better
world led to terrible pain and disfigurement, Riv came to believe
that the world is a terrible, twisted place and that his Ideals were
foolish and naive. As he sees things. nobody really cares for any-
thing other than themselves and no one is looking out for tomor-
row. Those who do are foals. Riv now has two goals: to increase
his personal power by spreading blight wherever he can, and
avenging himself on the one man he believes |s truly responsible
for what happened to him: Arthur Vogel.

Riv is a Toxic Dog shaman, a rabld destroyer of everything
he once held dear, He Is as twisted with hate and bitterness on
the inside as he |s scarred on the ourside. Depending on his
location, there is alwdys a toxic earth or water spirit of Force 5
near him in astral space. In his poisoned lair at the abandoned
Hawkshorne Chemical plant, he always has several toxic spirits
present. His lair also contains a number of animals that he cons
trols through spells

The trauma Riv suffered years ago has unhinged his mind,
and his speech and mannerisms clearly convey his utter insanity
He s capable of apparently rational actlon, but he is completely
without compassion for the pain and suffering of others, He wants
only to avenge what he sees as terrible crimes committed against
him, and cares nothing about anything other than achieving this
goal. He has a mad hatred of physically attractive people, espe-
cially other elves, and he refuses to allow mimrors or other reflec-
tive surfaces In his presence.
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Riv is subject to traumatic Aashbacks durlng which he
relives the events that gave him his disfigurement, I he takes
any damage from a spell or other weapon that makes use of
comosives or similar chemicals (such as the acld spell), he flies
into 4 berserk rage, screaming In agony and attacking everyone
around him, While in this state, he will not stop untll he kifls all
his opponents or is killed himself: therefore, modifiers to target

numbers do not apply.

Aftributes
Body: 4
Quickness: 5
Strength: 4
Intelligence: 5
Willpower; 6
Charisimia: &
Essence: 6
Reaction: 5
Magic: |1 {15]

Initlathve: 5 + 1 DG
Threat/Professional Rating: /4
Inktlate Grade: 5

Gear

Skills
Armed Combat: 4
Conjuring: 7
Electronics (Demaliticns): 3
Enchanting: 5
Etiquette (Street): 4
Etiquette (Linderground): &
Firearms: 4
Leadership: &
Magical Theory: 5
Sorcery; ©
Stealth: 6
Linarmed Combat: 3

Animal-skull necklace (Power Focus 4)
Lined coat (4/2) covered with symbols and fetishes
Orichalcum-tipped spear {Weapon Focus 4, -2 Reach,

oM Damage)

Uzl 1N [SMG, 7MW, w/Laser Sight and Gas Vent (]

Spells
Combat
Manabolt: 5
Stunball: &
Lrban Renewal: 5
Health
Resist Serious Maing 2
Treat; 3
lusion
Agonlzing Pain: &

"Quickened at the listed Force

Detection

Animal Spy: 4

Combat Sense; 3°

Detect Life: 2
Manipulation

Acid; G

Control Animal: 5

Geclo Crawl: 3°

Personal Physical Barrier: O
Shadow: 4

J]
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SILVER

The daughter of a straight-laced comporate executive, Silver
left her stifingly conformist home when she turned eighteen and
launched a solid career In the Seattle shadows. She |s a capable
shadowrunner who just got in over her head with this particular
shadowrun, She speciallzes In runs calling for stealth and sneaking
around security systems—usually break-in and thefis af small,
valuable ltems, something of a dylng art in the age of datasteals
ancl wetwork. She prefers runs that let her get in, get the goods
anc gef out with no one the wiser,

Sliver looks out for herself, but she also feels a certaln respon
sibllity toward those with whom she works. She regards it as a
point of honor that shadowrunning teams of which she has been
4 pan have always looked after thelr own and never sacrificed
people for expediency,

Attributes
Body: 5
Oulckness: 5
Strength: 3
Intelligence: 4
Willpower, 4
Charisma: 5
Essence: 3.3
Reaction: 5 (7)

Skills
Armed Comibat: 4
Athletics: 5
Car: 3
Etiquetie (Corporate): 4
Etiguette (Street): 5
Flrearms: &
Stealth: 6
Unarmed Combat; &

Inktiative: S (7 + D6
Threat/Professional Rating: 5/7

Cyberware
Cybereyes w/Low-Light
Smartiink
Wired Reflexes (1)

Gear
Armaor clothing (3/0)
Browning LHitra Power [Heavy Pistol, 10 (clip), 5A, 9M)|
Credstick (fake SIN; 1.500-nuyen balance)
Portable phone
Trauma patch
atimulant patch (3)
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THE OPPOSITION

The shadowrunner team working for Hawkshorne Chemical is
a professional group, ruthless and willing to do |ust about any-
thing for the right price. They're the kind who tend to glve shad-
pwrunners a bad name because they take on the dirfier jobs with
ne giestlons asked, The player characters may well look down on
these utterly mercenary types as poor excuses for shadowrunners,
ot find them all too accurate refiections of the type of runners they
themselves are (If the gamemaster wants to drive home thal

point],

Callleach

B Q 5 | W C E M R
5 4 5 5 & 5 & & 4
Inltlative: 4 + 106

Threat/Professional Rating: 5/3
Skills: Armed Combat (Knife} 5, Conjuring 6. Enchanting 5,
Etiquette (Street) 4, Firearms 3, Gaelic {Centering) 5, Magic
Theory (Shamanic) 5. Negotiation 5. Sorcery 6
Gear: Armor Clothing (3/0). Feather Cloak {spell lock for raven-
form spell), Spell Fetishes, Walking Stick (Manipulation Spel|
Focus 4}, Streetline Special [Hold-out Pistol, 6 (clip), S5, 4L],
Thermographic Gogales
Spells: Barrier 6, Clalrvoyance 4, Clout 4, Cripple Limb 4,
Foretelling 3. Invisibility 2, Maglic Fingers 3, Paralyze 5,
Moltergeist 4, Raven Form 3, Sap Strength 5, Sleep 6,
Thunderclap 6, Wind 5

The leader of the team, Callieach is an ork Raven shaman fol-
lowing a neo-Celtlc tradition (she is not a druld, however]. Much
like her totem, she's a tough and wily old bird, with keen cunning
and a strong survival instinct, Insatiably greedy at heart, Callieach
calculates her every move based on how much It will profit her
Her fellow runners follow her because thelr runs together so far
have been mutually profitable, but most of them know that
Callleach would sell them out In a heartbeat IF It suited her pur-
pases. Callieach has no real friendship or camaraderie in her heart.
only professional detachment and concern for the profit margin.

Red Lana
B Q 5 I w C E R
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Initlative: 5 (%) + 3DG

Threat/Professlonal Raiing: 5/3

Skilis: Armed Combat (Bladed Weapons) 6, Car 3, Etiquette

[Street) 4, Firearms 6. Stealth 5. Unarmed Combat 6

Cyberware: Cybereyes with Low-Light, Dermal Mating 2,

Muscle Replacerment |, Retractable Hand Razors, Smartlink,

Wired Reflexes 2

Gear: Ares Preclator || [Heavy Pistol, 15 (clip). SA. 9M. w/lLaser

Sight], Armor Jacket (5/3), Ingram Smartgun [SMG, 32 (clip),

BE/FA, TM, w/Smartgun Link], Katana. Thermographic Coggles
Lana is a street samural of Anglo-Korean extraction. known

for the trademark red leather she wears as her “working clothes,”

She has all the physical attractiveness that modern technology can

supply and is quite vain, but has very little warmth or personality

to go along with her surface beauty. A skilled killer, Lana has done

her share of wetwork in the past and no doubt will continue to
take such assignments, She likes to fllrt with Webb and may be on
the verge of actually developing feelings for him, but she would
never admit to them. She tends (o watch his back maore closely
than anyone else’s when the team Is on the job.

Webb
B Q 5 | w C E M R
5 5 5 3 5 2 6 & 4

Inttlative: 4 + 206
Threat/Professional Rating: 3/3
Skills: Armed Combat 4, Firearms 5, Stealth 5, Unarmex
Combat {Martial Arts) 7 (10)
Adept Powers: Killing Hancls (M), Improved Reflexes (1],
Improved Unarmed Combat (3), Pain Resistance (3), Smashing
Blow
Gear: Arrmor Jacket (5/3), Browning Ultra Power [Heavy Mistol,
10 {clip). SA. 9M], Thermographic Goggles

Webb is a slim, lithe human of Brazilian ancestry and a pow-
erful physical adept. He is a master of unarmecd combat; his hands
can smash through solld wood and brick as easily as they smash
into flesh. Webb prefers melee combat with an opponent when-
ever possible and tries o restrict his fights to tight quarters where
he can take maximum advantage of his greater agility and small-
er frame. He carrles a gun and uses it well when necessary, but he
rakes a certaln pleasure from physically beating his opponents
into the ground. At all other times he maintains an alr of Zen-|lke
detachment and disinterest,

Wheels
B Q 5 1 W C E R
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Inktlatlve: & (10)° +« 106 (¢ 30607
Threat/Professional Rating: 3/3
Skills: Bike 4, Car 5, Computer 3, Electronics 4, Etiquetie
(Street) 1, Firearms 2. Gunnery 4, Ground Vehicles (B/R) 3
Cyberware: Cybereyes [w/Low-Light, Flare ['rotection, and
Thermographic Imaging], Datajack, Radio, Smartlink, Vehicle
Control Rlg 2
Gean: Ares Predator || [Heavy Pistol, 15 (clip), SA, 9M,
w/Smartgun Link], Armor Jacket (5/3), EuroCar Westwind 2000
(w/concealed LMG and two-shot AVM launcher), Hunter-Spotter
Drone (w/2 LMGCs and remote gear), Remote Contral Deck,
Survelllance Drone

An elf techno-geek, Wheels serves as the team’s driver. tech-
nician and spymaster. The team combines his drane survelllance
capabllities with Callieach's astral scouting to effectively check oul
and analyze the targets of their runs before they go into action
Wheels doesn't think or care about much beyond his latest elec-
tronic toy; shadowrunning for him Is something like a giant video
game, He only gets really comfortable when he s hiding behind
a remote deck or buttoned up in one of his armored vehicles with
massive firepower at his fingertips,
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PARTY AFFILIATION: NEW CENTURY PARTY
x> ax|HE8 § O SCoy one, Toks. A Rice axomphe ol 1he knad- of

Icomy-tunes drek we can axpect to see more of as Electon Day

dicrws Closar Take It as a waming nal o baleve avanything you
FE0o—mosl ire Do (o0 i IR Ore ocouwrale, Dt the irle
pratation of them leaves a agging lof 1o ba deshed, J<<ccs

Coplan Choos {13:.05:45/02-11-57)

FOUR REASONS WHY YOU SHOULDN'T
VOTE FOR ROZILYN HERNANDEZ

Dy, Rozilyn Hemandez, well-known university professor and
author, may seem like any other candidate in the LUCAS
Mresicential race—a concerned citizen running for public office
because she belleves she can do some good for the country
DONT BE FOOLED, This woman Is one of the most dangerous
public figures in the UCAS 1oday and should not be entrusted with
our nation’s highest palitical office. Don't just take our word for [t
the facts speak for themselves

. For the past 14 years, Dr, Hernandez has been a faculty mem-
ber at Geargerown University—Ilong known as a hotbed of lefi-
wing, Godless progressivism and elitism, Dy, Hernandez whole-

hearedly espouses elitist social theory, as the writings of her own
i l.'l:h‘ﬂ.HllF,"ﬁ prove
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“Dr. Hernandez's theories on social development., techt
maglc and progress through Innovation have met with &
acclaim and criticism from her peers, Many have accused herl
being something of a ‘gury’ 1o her academic adherents, ..
remalng a strong advocate of the theory that metahumankind @
and must combine technological and magical development
achleve a utopian sociery.”

L. The so-called soclal sciences in which D, Hernandez has B
her caregr have been a bastlon of moral relativism and 2
American and Canadian values since their Inception. Socdial s
tists and engineers such as Dr. Hernandez gave us the wel
state that nearly bankrupted the United States by the end of }
last century. And they continue o encourage the tolerationd
deviant lkestyles, which have brought our soclety to new levely
depravity since the curse of the Awakening fell upon us

A, Dr, Hernancler possesses powerful magical abllitles, whose s
and nature we can only quess al. These abilities feed her dange X
assumptions that mere human law and human desires are tha higl
=51 moral autharicy, and they reinforce her natural rendency o e
the presence of God in our universe. Such thinking has spawned i
rarmpsant crime and BTL use that plague our citles and towns, 45 W
as Batant immorality in every sphere of puldic life.

4. Dr. Hernandez s an initlate of the hermetic magical o
known as the llluminates of the New Dawn. This secret cabal
powerful maglcians Intends to take over the world and run ity
they see fit. Who knows to what nefarlous ends they will turmn ¢
vast, Inhuman powers? Are they the latter-day helrs of demof
worshipers and cults thar have always worked toward the asce
dancy of Evil? CAN WE AFFORD TO FIND OUT THE HARD WAYE

Mow that you know the truth, it's up to YOU o stop &8
talieover aof the UCAS by Godless mage-o-crats and thedr allis
Mease pass this voting guide along to a fellow citizen at your e

llest opportunity. And remember: THE COLUNTRY YOLU 5AVE
BE YOUR OWN

Paid lor by One Nation Under God. a not-tor-profit citizen adv
cacy group.

>a{Hetnondaz s a skiled mage, especially wnen |t comasia
theory. She could hove been another Akkce Kang if she ho
cecicled 10 g Into pure mogicol rassoich ather 1H0n SDCoLIes
BNCES, | g
Silcon Moge (12:31.18/02-12-57)

==>>xEvaryone 5 caling thede guys the “grangla pary™—oug |
chock Wl of fruts, nuts and Nakes, Don b lat e nod-Tvaw ADE




Mr'lgs and thatore fool you, these people are as polificalty
mn.n,' o8 ey come and they e wiling to do whotaever I fakes to
ME ther cowsa In the political arena, oz Hamandeaz moy
Joak fke vour kindly old aunt, but sha's os sharp as o monoblade
and just s daongercus. j<<<<<

—Talon (21:47:03,02-14-57)

sasaa(Don't forget oboul her magedl chummens, etharn The
Huminotes of the New Down are a for-real hermatic moglcal orde
and they can sing somea powearful mojo, 1'm Talkin® sarous rryal
ﬁmnere. Aot of peopla have 10 wondear about o prasidantial
gordidate whio has ties fo a group ke that Jcc<ce

—Mogister (18:04:21/02-15-57)

Saaas(Hey, 4 it just me or does this Hernandez ahica remind any-
mla age of anothar sociotsclantist with theares of sociol utopla
fiom a tew years bock?)j<<ece

—Sidewinder (01;12:23,/02-19-57)

weees(You're latking cbout Caltlin O Connor. arern 't you? Ara you
mpking that these guys are some kind of new Universal
Brotherhood| 7] eccas

=Archongal {22:01:14/02-20-67)

sl dunno. chummear 'm just pointing out o disturbing similor-
I_h'. thot's all jec<c<
—Sldawinder (00.32:45/02-20-57)

sssslinteresling point. considering that the NCP s octually
| ‘pulling In ¢ lat of former members of the UB who balled out when
Tbu LCAS governmen! closed tham down. Hope Ihalr screaning
'I!IF-"CH‘I! 5 0 good one |

=D |neicier (20003:4202-22-57)

seexlAnyane got any paydata on somea kind of UB connechon?

'I'ﬂrrrthlng'?] EE L

—Reigndonoe (0 1 2:29/02-23-57)

S e e ) NS
—Mamia (0555 06/02-28-57)

s [MeMulkin was an Interaesting choice for WP He's beaen part
al fhe UCAS simsense industry almost from the start and was
Jencwn for glving "good-X" to his oudisnce, He's got a ot of sloge
peesence and the training 1o wally put forth the Imoge thal pao
plewant fo see Thers are also a ol of people whao feel ke they
- khow him bacouse thay'va axpatiancad ana of his smes. That glvas
paople o sense af Intimacy with MeMulkin that few of the othar
Ccordidates can match. Almast oo Bod ha in't the presidantial
Ceandidate Instead of Hernandez. =<<«=
=Eyaipy (14:04:52/03-01-57

saess(Rammy MoMulkin has also gven the NCF a buly unique
- gampaigning fechniqua. The party hos Degun moking simsanse
mcordings of McMulkin's POV durng parts of the compalgn
hey're distiouling these recordings on chip ana downioading

them over the Malix Thase “fist-hamnd”™ accounts af the com
paign are generaling mal sympathy In voles for the tals and
fribulations of the New Century Party as they bravely sinuggla 1o
lahl e world gone maod-—and salas of fha recordings are filng the
party's coffers (anc IONLD S, | suspect) |«

~\VidRunmar (00:32:17/A3-03-57)

= »>w=(Yaah, and what's been done wilh those sims 1o moka Them
sa oppealing, &n? A chummer of mine suspects that the NCP has
Inserted subliminols o psychatroples Into the baselinas of those
sim-chips—subiiminals  that'll make sue paople vole (o
Hernande: when the time comes Jocaes

—Erow-1-All 0180257 /03-03-57)

THE NEW CENTURY PARTY:
BUILDING A PARTY FOR THE FUTURE

sasas( o Balances tha scay plece up obove, and give you Tolks o

hatter ided of what thae New Century policy wonks ame up to

hera's the pamphlet put out by the New Century Party tlacks over

thelr public file serves It provides o pretty good oulline of what

thesa mooks want—which |8 plety whotaver

Hernandez wants, so it surms her up ety woll, Too, |e=sac
—Captain Choos (1042 1902 14-57)

MLIET FaF,

The MNew Century Party (NCI. an idea that began with one
woman willing to stand up for her polidcal Ideals, 1s now a reality,
We've ralsed some money, set up a national office and Incorporatecd
as a parry. We're starting to sign up members and bulld local chap-
ters anel state organlzations. The train is pulling out of the statton and
we'te Inviting you to dimb en board as we ride Into the future,

THE BIG IDEA

The MCI seeks to establish a slgnificant progressive presence
in UCAS politics—one that will enable us to make the changes
needed to face the challenges that lie ahead for our nation. We
have few Illusions about the difficulty of achieving this ambitious
goal, but we are dedicated and willing to spend the time and
effort needed to bulld something that will last. We are confident
that a genuinely progressive party can command very broacd pop-
ular support. And we belleve that, with the help of peaple like
you, the New Century can become thal party.

WHY BOTHER?
What motivares us ta make the NCP effort? Convictlons,
some anger fueled by those convictions, and some hope.

What We Belleve

In her book Legacy of the Amercan Dream, Dr Rozilyn
Hernandez writes, "The founders of our nation dreamed of a free and
equal society in which enlightened politicians represented an edu
cated electorate and the aclvancermnent of knowledge was para-
miount.” We take that dream seriously. We belleve in a nation guid-
ed by the same enlightened ideals of equality, oppoerunity. freedom
and knowledge that Informed the grear patriots and thinkers of
LICAS history. And we intend to restore those qualities to our nation

J]
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Why We're Angry

Present-day UCAS politics has fallen far from the icleals of our
nation's lounders. Today, our capital is a bastion of privilege and
exclusion, and a sewer of comuption, QOur leaders regularly
demean the citizens of this country and have miserably falled to
secure the general weifare of those same citizens, We are fed up
with this system and the policles it produces. We think they re not
only cruel and unfortunate, but stupid and unnecessary. We don't
believe that declining living standards, rising poverty and inequal-
iy, bad jobs and low wages, ruined larms and unaffordable hous-
ing. racial and gender injustice. lying politiclans, rigged elections,
and environmental disaster are unavoldable consequences of
progress, a commitment (o liberty or human nature,

Our rechnology isn't doing enough, Even magic, the new
woncler of our age, isn't dolng enough. Neither of these forces has
lived up to its real potential to transform our lives for the better,
We can and must do far berter as a society. We need 1o take back
the reins of power and guide the world Into a new erd. The judi-
clows use of magic and technology working together can bring
about the innovations that our nation neecls. We can still ulfill the
promise of the twenty-first century.

What We Want

We wanl to Invest in ourselves and In our nation—in health,
education, housing. retraining and Infrastructure, We want an
economy that coesn't ruln our living standards, wreck our home
lives or destroy the environment on which we all depend. We
want 4 more egalitarian distribution of education throughoul the
course of life, and a much better distribution of resources to meet
the basic needs of our children. We want to reward hard work
with better wages and working conditions.

We want a government that works and a political process
uncormupted by bg-money interests, We want to be secure in our
homes and parks and streets. We want fair and efficlent taxes, high
enough to fund a decent level of public good but low enough to
keep every working family comfortable. We want a soclety In which
metatype doesn't determine moral fitness, gender doesn't deter-
mine opporunity ancl sexual orentation doesn 't lead ro ostracism.

We want a soclety in which every child s housed and fed and
decently educated, a soclety that respects parents for doing the
hard work of ralsing and nurturing our future. We want 4 nation
that will stand tall in the world—but not on the backs of the poor
and hungry of other nations. We want. in short, to take this coun-
try back from s current “leaders” and to run It for the benefit of
all, We want government “of the people, by the people, for the
people.” It's thar simple.

Why We Have Hope

The Awakening has given us hope. The so-called Year of
Chaos has provided a chance 1o renew our nation and our people
with a powerful new tool—magic. We believe that magic can be
the source of newfound prosperity and security for our nation |ust
as it has been for 50 many of the other nations of the Sixth Waorld.

Of course, It's a long way from unorganized opinion to polii-
ical power, but the fact that most people want the same things we
do certalnly helps, Forming a political party fueled by convictions
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isn't golng to change things overnight, but it will help. We have
the will and the desire—now we need o act in accordance with
that will and make these things happen

What the New Century Party Can Do

Right now. the progressive community Is far less than the
sum of its parts. The community buzzes with activity, but that
activity Is fragmented, unorganized and unfocused. Coalltions
abound, but many are temporary or organized around namow
issues, The community harbors a plethora of policlubs and splintes
groups, but none of those groups has the broad appeal needed ©
get things done. We sense thal people are weary of this sltuation
and are looking for some way to coordinate progressive political
activity, broaden its agenda and sustain its efforts.

The New Century Party can do these things without compet-
ing with or disrupting the activities of existing organizations. The
party can define a progressive vision and stake oul a progressive
agenda In Ideological space, And the party can provide a struc-
ture for political participation that enables even the busiest clrizen
to make his or her voice known. In short, the New Century Party
can unite all progressive cltizens and translate thelr commitment
into effective palitical action

Is the MNCT feasible? That depends on how much dme and ener-
gy people are willing to invest, and we can't answer that question
in a pamphlet. But we certainly see lots ol reasons lor trylng.

The only real barrder to our success s our own kdea of what
progressive activity entails. Most longtime activists we know of
are tired of shon-term coalitions and namow Issues; they don’l
want to joln yet another “group.” But they do want (o be part of
something larger—an Institution that will outlive lts founders and
guide our nation through the rest of this century and beyond. By
creating that institution—a party for the future of the UCAS—we
can provide ample motivatlon for concerned citizens across this
country to join the NCP,

Sa far, our ideas have recelved a hearty reception from a wide
variety of people. To be sure, the NCI™ staff |s not yet as diverse as
the population we alm to serve. But we have talked to people of
all classes, races, genders, sexual orlentations and political orga-
nizations, and we have found that many of them interested in the
ideas we offer, And as more people learn of the NCP, its appeal Is
cerfain (o broaden even further,

As we begin, we admit o optimism. There Is something In
the air right now In LUCAS politics that lavors a new beginning, a
hope for positive change. People are fed up with business as usual
and with mainstream political parties. which seem interested only
in defeating progress and common sense. The New Century Party
Is ready to try something new. And a critical mass of ordinary cit-
(zens, tired of having thelr convictlons distarted. Ignored, or bro-
ken by the machinery of public life, seem ready (o joln us.

What About You?

To join us or receive more Information about the NCT, contact
us at LTG# (4505). For a complete simsense download of Ms.
Hernandez's opening speech go 1o UCAS/DC/PUB/
Presidentlal /MNCP.




yTRATIGE ATTRACTION. apnovosue

The night Is clear and still, with only a sliver of moon o see by,
Lucky for you, low-light vislon can get by with the faint light of the
stars. To light up anything brighter would be a mistake—and after a
i like the one you've just been through, you don't dare make any
mistakes, And the run’s not quite over yet. Picking up the item |s Just
ane part of a smuggling job; the really hard part Is getting It over the
border and back to the client so you can collect your nuyen.

You prowl step by step through the dark woodland toward the
Tir border, just a little farther and you'll be In NAN territory, where
you've arranged to hitch your ride back to the metroplex, From
there, you're home free. The border Is almaost In sight now, and you
ket out the breath you didn't even know you'd been holding.

A small sound catches yvour ear and you freeze. Barely breath-
Ing, you strain to hear the sound again—or anything that might tell
you what It was or where it came from, But all you can hear are the
normal nolses of a forest at night. Your own heart beats so loudly
In your ears that you can't help wormying (€1l give you away.
Cautlously, vou begin to move agaln. Mot much farther now.

Then you hear the sound again, this time much closer and
more distinct. You recognize the whir of a rotorcraft, and every-
one scatters for cover. A Yellowjacket chopper, one of the small
single-man patrol copters used by the Tir border patrol, buzzes
gverhead, A bright searchlight stabs down Into the dark woocds
like a blazing spear, lluminating the area more brightly than sun-
light, You crouch in the undergrowth, motionless. Best to stay
quiet and let them pass. Trying to shoot your way ouf Is abolt as
smart as sending up a Rare; other patrols will come running fo the
spot in minutes. and you can't take them all, 5o you walt,

The search beam plays around in the darkness, slfting
through the branches and trees and sniffing along the ground.
Whart the frag Is taking so long? Do they suspect something? Why
don't they move on? The seconds tick past like hours as the chop-
per scans the area. Then the searchlight moves slowly away, fad-
Ing Into the forest along with the buzzing sound of the chopper as
It heacls west along Its prescribed route,

You walt until you can’t see the llght anymore and the sound
of the rotors s almost too faint to hear, Then you get up, shake out
your stiff limbs and brush yourselves off. You're practically at the
border, you can make |t in ten or fifteen minutes if you hurry.

The elves suddenly appear out of nowhere, with no sound to
warn you of their approach, Or maybe you were just too busy lis-
tening to the retreating Yellowjacket. You spring into action, but
they have the advantage of surprise. The elves’ guns cough and
sveral of your teammates fall to the jeafy forest Aoor. As you make
your move on the nearest elf, his compatriot turns tfoward you, a
faint shimmer forming In the alr around his outstretched hand.

b

The spell hits you like a truck. You try o fight It off but It cas-
cades over you lile a smothering blanket. Your vision dims and blurs
as the spell explodes behind your eyes. Mercifully, you pass out.

You wake up, which Is the first good thing. You wake up with
enough presence of mind not to move or do anything to show
that you're awake, which is the second. You're lying on a floor of
stone or ferrocrete. It's cold and slightly damp, and the alr Is
chilly. Probably a cell—lucky you, You strain to make ouf faint
sounds nearby. Volces, people talking. At first you can't hear what
they're saving, but then the voices come closer and are easler to
make oul, They're speaking English, not that alry-fairy elvish drek.
The sound of footsteps against the hard floor stops just a short dis-
tANCeE away.

“Any ldentification?” one volce says.

“Only these forgeries, sir." answers the second.

Someone sniffs. Then the first voice says, "Have they been
checked for contraband data?”

Volce Number Two's turn again. "We scanned all thelr stor-
age systems, including cybernetics, They are carrying no lllegal
Information of concern to us. A few pirate programs—"

“But no contraband?” says Volce Number One.

"MNao, sir.”

Someone sniffs again—probably Voice Number COne.
"Shadowrunning scum,” says One, in the tone of voice you usual-
ly reserve for describing dog mess on your shoe. "Very well—
standare procedure. Dose them and dispose of them.”

“Sielle, sir,” says Volce Number Two as Number One s foot-
steps recede down the hall. Several other sets of footsteps seem
to be approaching, Your mind starts racing—you ve got to get out
of here. You don't know If the others are awake or even alive, and
you're not sure what the elves are planning on doing with you—
but “dispose” has an unpleasantly permanent ring to it.

As you hear the cell door open yvou spring Into action, hop:
ing to slam past the guards and run. You catch them by surprise
and manage to push past the lead elf, who's camrying # hypo
syringe. Then the guards outside the door shove you hard against
the cald ferrocrete wall. The ell with the hypo turns toward you,
rubbing his shoulder where you smacked into it. He smiles.

"Well, well,” he says, "a volunteer.” He presses the syringe to
your neck and fires its contents Into your bloodstream. The waorld
around you starts to blur, Your last coherent thought is a4 hazy
hope that you'll wake up in a nicer place next fime.
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INTRODUCTION

In Strange Attractlon. the runners wake up just outside the
Tir Talrngire border—with no memaory of how they got there. They

findd a mysterlous otchalcum key In thelr possession—a key that
weems (0 have a greal deal ol magical power—and distinctive
gold and silver pins attached to the lapels of their evening wear

When they get back hame, the runners receive a mysterious
call from a panicked fixer whom they can't remember. The fixer
rants about a shadowrun they supposedly have performed recent-
ly—a run they cannot recall. Eventually. the runners discover that
several other parties know of this mysterious shackowrun and the
orichalcum key. And when a group of hostile elves roughs up the
fixer, the munners realize that these parties are willing to kil for the
gy

Seeking information about the item, the runners find a talis-
manger who identifies the key as a powerful talisman. 1 the end,
the munners must decide what 1o do with the key—and how to
stay alive

Strange Attraction assumes that the runners work out of
Seattle, bur the adventure can easily be transplanted elsewhere if
necessary. The adventure s presented in a free-form structure
Lise the supplied background and opening encounter to get the
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runners started. The middle encounters provide several majors
lacations and personalitles with whom the runners can [nteract as
they attempt to solve the mystery of the key, The final encounter
provides guidelines for the adventure’s most likely conclusions

WHAT THE FRAG HAPPENED?

About two weeks before the adventure begins, the runners
were contacted by a fixer named Beaumont Noble, or "Bono,” as
he is known on the street. Bono represents the llluminates of the
New Dawn, a DeeCee magical order that is backing presidential
candidate Rozilyn Hemandez. Bono hired the runners to pick up a
certain item from a contact in Portland and smuggle It back to
Seattle undetected by the Tir Tairngire authorites The runners
accepted the job.

Posing as members of the llluminates of the Mew Dawn
{using special diplomatic passes and lapel pins supplied to them
by Bono). the munners had no problem meeting the llluminate
contact in Porcdland, a rch ant collector named Birch Kirby, Afver
feeding them a sumptuous meal, Kirby gave them the item—an
orlchalcum key with a strange magical aura, Kirby's driver then
dleposited the runners near the Tir border

The run hit a small snag when the runners fake papers caught
up with them as they trled to leave the country. Following stan-
dard procedure, the border patrol dosed them with lags. 4 mem-
ory-erasing drug. and deposited them outside the Tir border. As a
result. the runners awalen with no memaory of the run, how they
got to the Tir border or what they are doing there. The key. lapel
pins and some bizarre Nashbacks are the only clues the runners
have to thelr activities ol the past few days

Meanwhlle, the runners become the object of an intense
manhunt. Unknown to them. the key |s a powerful talisman high-
ly prized by some powerful individuals in Tir Talmgire. When
these people discovered the theft of the key, a team of Tir special
agents set out to recover It before news of its disappearance could
reach the outside world. The agents tracked the missing key (o
Birch and extracted Information about the munners frem  him
befare killing him

Hobbled by thelr laés-Induced amnesia, the runners falled o
show up at the pre-arranged meel site in Seattle 1o turn the key
over (o Bono, The fixer assumed that the runners had double
crossed him, and so he went underground to avold the wrath of
his employer—the llluminates of the New Dawn

A= A result of thess the muinners find themselves
receiving unwanted attention as thelr adventure begins. The Tir
agents, known as Ghasts, want to find Bono anc the runners and
refrieve the key. Aztechnology, which has learned of the thelt

=UENs,

also wants the ey, The llluminates, of course, want the key as
well, And all of these groups will Rill 1o get |t




TELL IT TO THEM STRAIGHT

You wake up feeling like you've |ust slept off a three-day
binge. Your vislon swims as you open your eyes, You try to sit up.
Qut of habit, vou reach to your side to @et a look at the alarm clock,
That's when you reallze that there's no clock. In fact. there's no
bed, no bedroom and no bullding. No bulldings at all. You're lying
on 4 bed of grass and dead leaves in the middie of a small clearing
surrounded by woods, Pale moonlight illuminates the scene.

There's nothing like waking up In a strange place to get you
going. and the shot of adrenaline allows you to quickly shake off
any last remnants of sleep as you work to get your bearings. You
notlce several of your shadowrunning chummers lylng arouncd
you, and a battered duffel bag lies within arm’s reach. Just as you
lean toward it, you hear a low. dull growl off to one side. You turn
lo see several shagey forms standing only a few meters off, One
ol them lets loose a low, mournful howl as the pack of them
charges roward you

Once the runners have deali with the barghests, read the fol-
lowing aloud:

You do a quick check o Agure out how you got here and
what you were doing. The last thing any of you recalls |s getting
together to check out some possiblilities for blz because things had
gotten slow lately. Apparently things have picked up, but not in a
way you re going to like.

You're all dlressed like corporate slags out for a posh night on
the town. No heavy ardinance or ammao, either. None of you have
any ID. which is unusual. All of you are wearing identical pins on
wour lapels (or as tie tacks), but you have no idea what they mean
One of you, <Insent character's name=>, Is carrying an unusual
plece of equipment—an old-fashioned key about ten centimeters
long, macie of some goldish-colored metal. None ol you can recall
seelng it before, though It looks oddly famillar, Unfortunately, It's
not going o tell you much about where you are or how the frag
you're going to ger back to civilization.

HOOKS

Welcome 1o weird city. The runners should start off thorough-
ly confused. They've just woken up in a strange place with no mem-
ory af how they gor there, Offer the runners some clues about thelr
situation. but let them draw thelr own concluslons art this point.

BEHIND THE SCENES

The runners are in Salish-Shidhe, a few kilometers from the Tir
Taimgire border. A Tir border patrol deposited them here after
dosing therm with the memory-erasing drug lags. They're In
Sinsearach terrivory, not far from the Route 5 highway, where they

HUDG AWARGING

might be able to hitch a ride (sce Getting Back Home, p. 42) It's
about 1 am, when the munners awaken; they Immediately
encounter a pack of hungry barghests that has been stalking them,
At the first signs of movement by the runners, the lead barghest
produces a paralyzing howl and the entire pack artachs.

Barghests (4)
B Q 5 C I W £ R
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Inktlative: & + 2D6

Threat/Professional Rating: 3/2

Powers: Enhanced Senses (Sonar), Fear, Paralyzing Howl
(opposed by Willpower)

Weaknesses: Allergy (Sunlight, Strong)

THE RUNNERS' GEAR

The runners are cisguised as a minor-league corporate VIP
andl his or her entourage out for a fancy evening on the town. They
are wearing armaor clothing and/or form-fitting body armor, and
carry only light weapons at best {plstols and holdouts). Magician
characters may also be carrying some of their foc. Generally
speaking, outfit the characters as appropriate for an undercover
run Inta Tir Talrngire, Use common sense about what the runners
would and would not carry with them. They possessed falsified
diplomatic papers and identification that allowed them 1o pass
through border checks with their cyberware and magical abilities,
but those papers would not have allowed them to carmy any major
firepower (physical or magical] without attracting undue notice,
The false papers and documents are gone, taken by the Tir border
patrol. if you are feeling particularly cruel, assume that the border
patrol has relleved the characters of thelr weapons as well, If not,
assume that all the runners’ gear has been stuffed into the duffel
bag lying nearby (Tell k to Them Stralght).

The runners may possess other equipment, but they do not
have any survival gear appropriate for a long trek through the
wilderness. If they want to survive, they must quickly figure out
where they are and how they are going to get back home.

THE KEY

One of the runners (gamemaster's cholce) Is canying an
orchalcum key. It resembles the anclent mechanical keys com-
mon two centurles ago, about ten centimeters long with an ornate
design. None of the unners has ever seen anything like it. The
shah and head of the key are carved to resemble a tree, Pans of
the key's elaborate carvings anc filigree are worn smooth with
age and handling, but otherwise the key Is in good condition, and
its surface holds a dull shine. The key ks virually Indestructible. The
runners cannot even scratch It, no matter what physical or magi-
cal force they apply to it. This s real magic at work.
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ASTRAL EXAMINATION TABLE

Successes Infarmation

|  The key has a powerful enchantment of a kind
the magician has never seen belore, The key s
aura Is difficult to read.

2 The key displays an aura of great age—it Is
impaossible to tell how old, but the maglcian can
sense that It is truly anclent.

3  The magics of the key are concerned primarily
with unlocking or opening. It is capable of
channeling very powerful forces.

The key's power can be used for unbinding and
other forms aof magical unlocking and opening.

Any magician character can examine the key astrally by malk-
ing an Astral Perception (8) Test. Consult the Astral Examination
Table to determine what the character discovers.

In addition 1o this informaton, the character experiences a
strange tingling sensatlon while examining the key astrally.

Any magiclan character who holds the key can use It as a
focus for magical feats that open, uniock or unbind, such as dis-
pelling or banishing. When used In this way, the key acts as a
Rating B Power Focus that does not require bonding

GETTING BACK HOME

Any character with approprlate outdoor survival skills can
find shelter and even clean water for the whole team by making a
successful Survival (4) Test. If a character has some knowledge of
the local geography in the Pacific Northwest (In the gamemaster's
|uclgment) ang can find a sultably high vantage point (through
physical or magical methods), the character can calculate that the
group Is In Salish-Shidhe tribal lands, some distance south of the
Seattle metroplex. Characters with Navigation or Astronomy skills
can calculate the group’s location by observing the positions of
the stars. At the gamemaster's discretion, characrers may be able
to calculate their location by using other skills,

Once the runners have calculated thelr location, they need to
figure out how they are going to get home. Walking to Seattle will
take a couple of days If the characters make good time, but doing
s fequires the characrers (o pass through dozens of kilometers of
wilel and relatively unknown tribal lands.

The runners may make thelr way to Highway 5 and try to
hitch a ride there. Few motorists in the Sixth World plck up hitch-
hikers, but the runners have the advantage of looking like poor,
lost corporates rather than hardened shadowrunners, They might
try 1o use Charisma or Social skills to persuade one of the rare
passing motorlsts to glve them a ride. However, the runners may
have better luck hitching a ride on one of the many drone-con-
trollecd hauling trucks that ply the run between Mortland and
Seattle, Generally. these trucks move at speeds of up to 90 kph,
so the runners will have 1o figure out some way to stop one ol
them. Once they have gained access to the cab of a drone-truck,
any character with a Vehicle Control Rig can automatically over-

ricle the drone-truck’s automatic guldance systems, Alternatively,
a character can assume control of a drone-truck by making a suc-
cesslul Electronics (6] Test.

Make the runners sweat a bit during thelr attempt to find
transportation, If they seem to be succeeding too easily, throw
them a curve, For example, runners who attempt to hijack a vehi-
cle may discover that its driver s a powerful mage more than will-
Ing to fight back,

FLASHBACKS

The characters have been dosed with lags, an amnesia-induc-
ing drug. However, this does not mean that the characters recall
nothing of thelr recent experiences. Instead, they experience
flashbacks, strange memorles that they cannol place. Specific
stimull usually trigger these Aashbacks, but moments of stress or
panic may induce them as well If the gamemaster so desires.
Stress-induced fashbacks may be particularly dangerous, as they
distract a character from the task at hand. A few sample Rashbacks
and the stimull that trigger them are given below. Use as many o
as lew as you like and feel free to creale your own.

Triggenr: The player character examines his or her lapel pin.

Flashback: The character sees the pins logo emblazoned on a
giant banner. In front of the banner, a woman Is giving some sor
of speech. The memarny seems (o come from a simlink projection,

Trigger: The player character examines the clothes he or she |s
wearing.

Flashback: The character remembers passing papers to a guard,
who responds in a deferentlal manner and wishes the character well

Triggen: The player character examines the key.

Flashback: The character remembers sitting In a large dining
room and eating a huge meal. During the meal, a short man
brings a locked box Into the room and talks in hushed tones, as if
he was telling a secret,

Trigger: The player character examines the group's bag of gear.
Fashback: The character remembers being surmounded by elves.
He remembers sitting In a room with bright lights and hearing
loud voices asking him the same questions over and over again,

DEBUGGING

Don't be too rough on the runners In this encounter. Being
stranded in the middle of nowhere with little equipment and no
easy way (o get back to clvillzation should present enough trou-
ble for most shadow teams. Remember that this scene |5 simply
intended to set the stage for the rest of the adventure

Use common sense when outfitting the runners. Keep the dis-
guise they used to enter the Tir and equipment that they would
plausibly have raken with them. Assume that the guard patrol that
captured them was carcless enough to dispose of the shadowrun-
ners before searching them thoroughly. This encounter provides a-
convenlent opportunity to relleve the runners ol any bothersome
equipment, but don't deprive the players of gear unnecessarily
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TELL IT TO THEM STRAIGHT

Ah. Seattie. Endless vista of chrome, neon and dirty concrete.
Back to the grimy, smelly, noisy streets full of chipped-out,
jacked-up fashion victims who'd knife their mothers for a few
ruyen. There really is no place |lke home. The streets are buzzing
with action these days. Everyone is out to get the dirt on every-
one efse, and the whole election mess in the UCAS Is going to
make a lot of people In the shadows very rich—or very dead.
You're planning on being In the first group IF at all possible.

You really hope that the message waiting for you when you
get home is an explanation of what happened o you out near
bifland . .. or at least a chance to make some nuyen, You check the
talk-box and replay the message with high hopes that fall pretty
guickly when you hear the panicked volce:

“Where the frag are you? Please be there.., ." After a long
pause, the nervous volce speaks up again over the murmur of
background nolse. "Okay, I've gotta talk to you about the job.
There have been some, uh, complications. Meet me at the 93 as
s00n as you can, okay? This is fraggin’ big, omae. Don't tell any-
one, just get here quick, okay? Be there,”

Who the frag was that? And why Is he calling you like he
knows you or something? And why Is he trying to set up a meet
without telling you how you're supposed o recognize each other
in a place as busy as the Linderworld 937 You hope there's some
nuyen and some answers behind all those question marks,

Read the following aloud when the characters amrive at the 93

The night sky is dark above the neon-lit towers of the metro-
plex. the stars hicleen by the glow of the city lights. The air is crisp
and cool, with a slight chemical-metallic tang from the recent rain-
fall, You grin as you make your way around to the front of the club
anel exchange nods with Newt, the hulking troll bouncer. You're
known here, which usually works to your advantage,

The club, a huge, vaulted, ferrocrete bullding looks like the
converted warehouse It s, The gray stone walls are criss-crossec
by metal catwalks and platforms, all filled with club rats sitfing at
lite tables or leanlng over the railings to vell at the band that's
flalling about with thelr instruments on stage.

There's plenty golng on, but outside of a few familiar faces
that nod at you, you don't see anyone who seems (o take much
interest in you. You grab a table by the dance loor and resolve to
walt and enjoy the music until this slag shows up or you get bared
and decide o look elsewhere for something to do tonight.

ARer a few minutes, your patience Is rewarded, You see a guy
making his way through the crowd toward you. He's on the small
and scrawny side, and he's slouching like he wants to disappear
Into his oversized synthleather jacket. His pale face |s covered In
several days' growth of beard and he wears old wire-framed glass-
es that emphasize the nervous way his eyes are Ricking around.

gUN0 RIOWS

He glances off to one side and his face takes on a look that
screams, “oh, drekl” With a last glance in your direction, he starts
heading across the dance floor away from you, pushing people
out of his way as he goes. In the direction the poor slot was look-
ing, you see three tall, long-halred elves cad In dark, long coats
running and pushing through the crowd. Looks like your plgeon
Is in some real trouble. Maybe you too, for that matter. You knew
there was something wrong about this,

HOOKS

This encounter pulls the runners right into the story,
Encourage any paranola the players may start experlencing.
Things are happening that they know nothing about: like |t or not,
they are already In the middle of something bg, just like Bono
sald, Make sure the players get the message that they're In trou-
ble right from the start. Keep the scene moving and don’t glve the
players time (o ask a lot of questions yet.

BEHIND THE SCENES

Bono Is on the run from both the Tir Ghosts and the
Numinates of the New Dawn because he belleves (correctly) that
both groups want him In connection with the key. Paranold at the
best of times, Bono bolted at the first sign of trouble and since
then he has been trying to get hold of the player characters so that
he can recover the key and avold getting killed.

The Ghosts, acting under orders from ceraln factions within
Tir Tairngire, are led by the mage Speren Silverblade (see Cast of
Shadows, p. 50, for Silverblade's statistics), They began thelr
search for the stolen artifact with Birch Kirby, but they were not
fast enough to stop the runners in Portland. The trall led them to
the Tir border guards who caprured and released the runners,
unaware of the preclous contraband they carrled. Now the Ghosts
have followed the trall to Seattle and have connected Bono to the
run. Sliverblade wants to question the fixer about the run, the
whereabouts of the player characters and the key. When Bono
spors the elves moving toward him in the 93, his paranola kicks
into high gear and he runs for the back exit of the club.

Unless the runners Intervene. the Ghosts catch Bong In the
alley outside the club, subdue him and take him to their walting
car. If the runners act. the Ghosts {the two who entered with
Sliverblade and one other who Is keepling watch outside) Imme-
clately change their priority to capturing any of the runners allve.
Siiverblade will call in the other two members of his team once he
spots the runners, so the runners may want to escape the scene
with Bono as quickly as possible

The Ghosts use melee combat and stun attacks, along with
Siverblade’s sleep and bind spells; to try to dapprehend the runners
for Interragation. They avold using deadly force iF ar all possible. IF the
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fight beglins to turn against themn or begins to attract too much atten-
tion from the authorities, the Ghosts disappear into the shadows.

Tir Ghosis (5)
B Q S C I w E M 14
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Inttlative: 5 « 206

Threat/Professional Rating: 4/3

Inltlate Grade: |

Skills: Armed Combat & (9), Athletics 5 (7). Car 4, Carromeleg
(Centering Kata) 5, Etiquette (Elven) 4, Stealth 6 [B), Unarmed
Combat &

Adept Powers: Enhanced Centering (Combar Skills), Improved
Abllity (Armed Combat: 3), Improved Abllity (Athletlcs: 4),
Improved Ability (Stealth: Z), Improved Reflexes (1), Killing
Hands (5L damage]. Main Resistance {2)

Gear; Crusader [Machine Pistol. 40 (clip). SA/BF, 6L],

Lined Coat (4/2), Monoknife (BL), Shock Glove (75 Stun)

Note: The Ghosts have several safe houses in the area where
they can acquire most standard equipment they might need,

If the runners save Bono from the Ghosts, the fixer s appre-
ciative but berates the runners for double-crossing him and then
taking their sweet time about showing up. despite the fraggin’
high stakes and his head on the chopping block. He gives them
the Information listed under What Bono Knows and tells them
that they need to work together If they want to get their hoops
out of the fire. He's hoping that the runners can fill In the Manks
about what happened to the package and the run and why things
seem o be all ragged up, but he is In for a disappointment.

What Bono Knows

If and when Bono gets a chance to talk to the runners, he tells
them all he knows about the run—which is not a whole lot. He
says that a man named Nicholas Grace paid him to hire the run-
ners for a simple transfer of goods in Portland. The munners were
supposed o plck up an art object from an art collector In Portland
and smuggle it back to Seattle. The run went down fine as far as
he knew, until the runners failed to report to him as planned. Bono
assumed that something had gone wrong and decided to bolt
from his usual place and hide out until he could find out what was
going on, At that point he contacted the runners and asked them
to meet him at the 93, Bono [s pretty sure that Grace Is none too
pleased with the delay, but he thinks he can convince Grace (o
arange another meet for the runners to turn over the key—which
is the best way to be done with the whole thing. In his opinion.

FLASHBACKS
The runners may experience additional Aashbacks when they
encounter Bono and the Ghosts, such as the following examples:

Tdgger: The player character hears Bono's volce.
Flashback: The character remembers meeting someona in a dark
club, who handed him or her some papers and a lapel pin.

Trigger: The player character sees the Ghosts.

Flashback: The character remembers being locked in a cold cell
with very little clothing. He or she remembers being tied down
and recollects an elf dressed as a doctor entering the room with a
large syringe In his hand,

DEBUGGING

If the runners start trouncing the Tir Ghosts outside the
Uneleraaid 93, congratulations—you've got a tough team on your
hands. In this case, Silverblade orders his team to withdraw so be
can re-evaluate his plans o recover the key from the runners.
Remember that any fight outside the 93 attracts the attentlon of the
authorities eventually, so neither side is aclvised to prolong things.
In any case, the Ghosts will use the arrival of any law-enforcement
personnel to escape from the runners and disappear into the shag-
ows, If desired, have Belladonna make an appearance (see Deadly
Nightshade, p. 47). Nothing changes the tide of a fire fight faster
than a third party taking sniper shots from the roof of a bullding:
Using Belladonna In this encounter can also increase the runnes
paranola. If she appears, Belladonna will take only a few shots at the
characters or the Ghosts (at the gamemaster's discretion) before
pulling out and returning later in Deadly Nightshade.

If the Ghosts defeat and capture the unners, go to What'd
We Do? (p. 45).

If the runners avoid capture by holding off or defeating the
Ghosts or simply ignoring Bono's plight. go to Deadl
Nighishade. The runners will still have no idea what is going o
and one of thelr best leads may be dead. In the hands of the TiE
agents, or both,

If the mnners and Bono avold capture, go to Deadly
Nightshade.
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(WAATD 1WE DO?

TELL IT TO THEM STRAIGHT

"We need to talk,” the volce says. "You have made some
very iImportant people very angry, my little goronagee.”

This waking-up-in-strange-places thing is starting to become
a habit, Now what? Oh, rfght, now you remember. As you regain
consciousness, you force yourself to stay calm and take stock of
your surroundings,

"Mo use playing possum—I| can see by your aura that you're
awake.” the volce says. "l have some questions for you regarding
a shadowrun you performed recently.

You open your eyes and look around. You're in an almost fea-
tureless room, On one wall Is a window covered with heavy cur-
tains, and a single door. You hope you're still in the metroplex,
because you're getting real tired of hitching rides.

One of the elves you saw at the 93 15 standing in the room.
He's tall and wears his long dark halr tied back in a ponytall to
reveal his pointed ears. His eyes are almost black and the sli-
very sword he wears at his hip Is probably a mageblade. He's
giving all of you a once-over as he speaks, but his dark eyes
have an unfocused look that makes it feel like he's looking right
through you,

“The parties | represent are not interested In rewribution
against you, but they do require informatien about the individ-
uals who hired you for the run, | have been authorized to reward
you I you cooperate. If you withhold information and try to
shield your former employers, | have orders to punish you.” His
eyes seem to come back Into focus on your faces and he gives
you a slow smile that says that he knows he's got you where he
wants you.

“You need only answer a simple question,” the elf says. “Who
hired vou and why do they want this?” And he holds up the key,

HOOKS

This encounter Introduces the runners to Sliverblade and his
Ghosts In a more relaxed setting than the melee outside the
Underwardd 93, If the runners listen to Silverblade and cooperate
with him. they might make something of an ally of the elf. If not,
they make one more enemy.

BEHIND THE SCENES

This encounter assumes that the runners hac the key with
them when the Ghosts captured them. If not, Sliverblade ques-
tions the runners about where they have stashed the key before
he begins asking about their employer.

The Ghosts have taken the runners (o one of the Ghosts™ safe
houses in Seattle (most likely the sale house is located in the
Barrens, bur the gamemaster may select any sultable location lor

it). The runners awaken to discover that the Ghosts have bound
thelr hands and feet with tough plastic restraints; breaking out of
the restraints requires 3 or more successes on a Strength (8] Test.
Magician characters awaken not only restrained, but with Ghosts
standing over them, holding monoknives perllously close to their
exposed nechs, Sliverblade keeps a close eye on such characters
and makes It clear that any attempt to use magic will get them
kithescl.

Siverblade questions the runners, using his quickened ana-
lyze truth spell to double-check their responses. Initially he
assumes that  “we-don't-know-what-you're-talking-about”
answers are simply feeble lles that the runners are telling to pro-
tect their employer, although he is puzzied that none of these
staterments triggers his analyze truth spell. He will continue to
question the runners carefully, attempting to trip them up or catch
them in a lie, If the runners stick to their story of not knowing any-
thing about the shadowrun, he reaches out and briefly touches
one of the runners on the forehead, Any attempts to stop him are
met with force from his Ghost guards. Sliverblade then casts a
mind probe spell to verify what the runners have told him. ARter
a moment he curses in Sperethiel and briefty speaks to one of the
ather Ghosts,

After he has cast the mind probe spell, Silverblade tells the
runners that their memories have been permanently erased by
exposure to the drug lags. He then offers them a deal. If they
help him identify who hired them to transport the key to
Seattle, he will allow the runners to keep whatever money they
earned from the job and give them amnesty for the smuggling
incident.

If the runners accept Silverblade’s offer, the elf insists that the
runners swear an elven blood oath that they will perform this run
to the best of thelr abllities and not betray Tir Tairngire s interest(s
in the matter. The ritual consists of making a shallow cut across the
palm and a declaring an oath of loyalty to Silverblade for the dura-
tion of the run. The other Ghosts are somewhat taken aback ar
Sliverblace’s request, and they show some distaste at the thought
of barbarlans like the player characters being allowed to partake of
such a ritual. The blooad oath is merely a social convention among
the Ghosts and has no actual binding power over the runners—but
don’t tell that to the players.

If the runners refuse the elf's request or Sliverblade already
has learned the information by interrogating Bono, the elf lets the
runners go but says he cannot assure thelr safety and warns them
to stay out of the martter. He delivers the veiled threat in a cool,
even tone that makes it clear he means |t

DEBUGGING

Starting a fight with the Tir Ghosts Is the only way the runners
can seriously disrupt the adventure in this encounter, If they do,
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elther fludge the dice rolls to keep the runners oul of serfous trou-
ble or let the chips fall where they may, (Serves ‘em right for try-
ing to shoot thelr way out of an unwinnable situation.} IF you
choose the second Opation, remember that the Ghosts do not want
the runners dead. Once subdued, the runners should be more
than willing to talk—but Silverblade may no longer offer therr
amnesty hor smuggling
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If the runners managed to elude the Ghosts In earller encoun-
ters of If they escape fram captivity before Silverblade can Inter-
rogate them, the elf (or his replacement} continues to rack !h::mJ
and employs considerably more aggressive tactics,

If the munners turn down Silverblade's ol offer, the elf will§

show them no mercy whatsoever if he encounters them again.
In any case, proceed (o Deadly Nightshade, p. 47




JGHOLY TIGHTSHADE

TELL IT TO THEM STRAIGHT

You ve been having a lot of luck so far—all of it bad. Your
sireet contacts can't tell you a thing about what's golng on. I's
pecullar, considering the interest in you that certain people have
been showing. Nobody seems to know—or is willing to talk
abour—your run and the strange key. And that can mean only one
thing—someone wants to keep the whole thing very, very quiet

As you re leaving yet another dead-end interview with a con-
act, you experlence the same unpleasant thought that's been
running through yvour head the past few days: If someone really
wints this whole atfalr burled, [t would make sense for them to
come and bury you sooner or later,

Suddenly your eye catches a glint of chrome from a high place
where no chrome should be. The world seems (o stop for a moment
& your reflexes kick into overdrive. Gotta be more careful about
wihal you re thinking, chummer—sometimes nightmares come frue

HOOKS

in Deadly Nightshade, an Artechnology assassin rakes a shot
at the unners, glving them a hint about just how big a thing
they're involved In (just In case they haven't already started to fie-
ure It out). This encounter primarily provides an opportunity o
crank up the tenslon/suspense knob for the players and make
them realize that they have stumbled into something serious—
something that they are not going to get out of easily, Starl the
scene off quickly and maintain a rapid pace until the end.

BEHIND THE SCENES

Aztechnology agents In Portland learned of the key's disap-
pearance and decided to ke advantage of the theft and take the
amifact themselves. To carry out the misslon, the comporatlon has
assigned the hit woman known as Belladonna (for Belladonna’s sta-
fistlcs, see Cast of Shadows. p, 51). She has orders to eliminate the
nmnners, the Ghosts, Bono or anyone else who gets |1 the way,

Belladonna has been tralling the runners for some time when
Deadly Nightshade begins. She has taken a position on top of a
nearby building that provides good view of the bullding where
the winners are. When they leave, she alms her sniper rifle and
draws a bead on the most dangerous-looking runner. Then fate
intervenes on the runners behalf (she must owe them one by
now, don't you think?). One of the characters spots the sniper as
described In Tell B To Them Stralght. IF the runners take any actlon
o get out of the way. the first shot misses them cleanly

After that, all bets are off and the runners are on thelr awn.
Belladanna tends 1o hold her actlons during combat and waits
untll suifable targers present themselves, so the runners must be
very careful or they are galng to end up dead. Provide several

parked cars and perhaps a ferrocrete street-cormer data terminal
behind which the runners can take cover, Belladonna takes any
clear shots that opportunity presents, If the runners seem too well
covered or If things drag oul long enough that Lone Star might

show up, she makes her way to the opposite side of the building
and down [ts fire escape (or down a rope ladder left there for that
purpose]. Then she gers nto her walting car and crives off,

If the runners manage to capture Belladonna allve. they find
her extremely resistant to interrogation. (Add 4 to the runners’
Iinterrogation lest target numbers it they question her.)

If she eludes capture or the runners kill her, they find no clues
about her identity or her employer. Belladonna carries no identifi
catlon and any money on her person is in the form of a certified
credstick. If the runners kil Belladonna, Aztechnology assumes
they are toug@her than previously thought and continues o send
various hit men against them, culminating in the showdown
described In Good Night, Gracle, p. 48, The Big A has a4 long
memory and it won t want word o get out that a bunch of drelk-
eating shadowrunners offed one of its best operatives

DEBUGGING

Keep In mind that this encounter is primarily intended to give
the runners an idea of how D the game is that they are playing—
rnot o slaughter them. Be falr when running Belladonna; play her
as an inelligent opponent who has only basic infermation about
the runners. Reward inelligent planning and action by the runners
with success—and any foolishness with a wound or two. If the
runners try something really stupid, such as a frontal assault on
Belladonna, at least one of them is likely o end up dead—some
thing you might warn them about I they consider such action

If Bellaclonna beglns to decimate the runners, provide them
with some additicnal help in the form of a bystander who happens
to be a mage or an off-duty Knight Errant security guard. Or sim-
ply have Lone Star respond unusually fast, forcing Belladonna and
the runners to flee the scene

Y]
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bUOD NIGHT, GRACIE

TELL IT TO THEM STRAIGHT

You arrtve at the prearranged meet site with your paranola
turned up as high as it will go (which sn't hard to do after the past
fewe days). You'd still like to figure out a way to get some nuyen
out of this whole thing, but right now you'd mostly like to get out
of this mess with your skin Intact. You're ready for anything at this
point—every shadow could contaln trouble, You check around to
make sure everything is as it seems before you start looking for
your contact. Hopefully he'll be able to explain a little of this
before everything goes down.

HOOKS

This Is the climatic ending scene. where all of the parties
Involved collide and the runners have to figure out whose side—
IF any—they are on. Keep the tension bullding throughout the
encounter. The runners may have a chance to defuse the sltuation
iF they are very careful, or the scene may explode into a huge fight
that wraps up the adventure.

BEHIND THE SCENES

In this encounter, the shadowrunners meet with Nicholas
Crace, the lluminate mage who hired them through Bona in the
first place, Using a prearranged message drop. Bono has arranged
the meet 1o give the runners an opportunity to deliver the key—
which at least will get Bono off the hook with the llluminates of
the New Dawn. The runners may select the meeting site. All of the
concerned parties are less likely to cause trouble in a public loca-
fion, but a public meeting is also more likely to attract unwanted
attention. If the runners do not specify a meeting site, Grace
arranges to meet in an abandoned area of the Barrens, a choloe
that ensures privacy. (If Bono was killed by the Ghosts In Bono
Knows, assume that Nicholas Grace managed to track the runners
down and arrange this meet on his own.)

Once the runners show up, Grace instructs them o hand over
the key and he will turn over the agreed-on payment: 8.000 nuyen
per runner. This "Grace™ 1s actually a human funky disguised with
a mask spell sustained by the real Grace, who |s concealed in a
nearby hiding place and using a clalrvoyance spell to warch the
proceedings, If the real Grace decides that the runners are trying to
double-cross him (a conclusion he is likely to reach If he spots the
Tir Ghosts or any Aztechnology hit men lurking around}, the mage
attempts to fllee while several hired mercenaries cover him. Supply
Grace with enough mercenarles to make things interesting: use the
Mercenary archetype statistics on p. 58, SRIL.

speren Silverblade and the Tir Ghosts show up at the scene
as well. If the runners are workling with the Ghosts at this point,
the Ghosts attempt to capture Grace for Interrogation. IF the run-

ners have eluded the Ghosts up to this palnt, the Ghasts want 1o
recover the key and capture (or kill) everyone [nvelved in |
thefl—Dboth the runners and Grace. The runners’ previous relatlons
with the Ghosts' determine whether the two groups help or tar
get one another in any fight that may break out.

In addition, at least one Aztechnology assassin appears at the
scene and attempts to recover the key. I Belladonna survived he
encounter with the runners in Deadly Nightshade, she represents
Aztechnology. If the runners killed or otherwise incapacitared her
anather hit man shows up In her place. I desired, the gamemas
ter can really ratchet up the battle by backing up Bella or her
replacement with several Aztechnology mercenaries,

HANDING OVER THE KEY

None of the Interested parties—Tir Talrngire, the llluminates
of the New Dawn, or Aztechnology—ieally cares about the fate of
the shadowrunners. Each party Is primarily interested n the key
If the runners try to turn the key over to one party or another, the
athers do whatever they can 1o prevent it and secure the key for
themselves, Each party makes an offer fo the runners for the key
and tries to convince the runners that it can protect them from the
other factions,

The players decide to whom (if anyone} they glve the key
Once the key |s out of the characters’ hands, the other factions will
lose interest In the munners, Untll then., however, the sltuation
remains very tense,

It SHiverblade has already acquired the key, this encounter rep-
resents his attempt to capture the runners’ employer. Nicholas
Grace, However, If Grace should escape the encounter with the help
af his Hlusory proxy, Sitverblade returns to Tir Talrmgire with the key

DEBUGGING

This encounter can get very messy very quickly, Keep In mind
thar all of the partles are really Interested only In the key ithough
sliverblace also wants 1o root out any threat to Tir Talrigire, o
course), If the runners stll have the key, they should be able
play the various sides agalnst each other long enough to figure
out a plan of action. If the Ghosts have already recovered the key,
Aztechnology will have no interest In the meeting and Grace wil
attempt to escape as soon as he realizes that the |19 s up

The key Is virtually indestructible, but the ranners can hide |}
and use their knowledge of its location as a bargaining chip when
dealing with the various groups. The gamemaster determines the
potential success of any such plan and must improvise the reac
tlons of the parties.

If the runners play thelr cards right, give them a chance o gel
out of trouble without a single shot being fired, If they do not—a
If you are simply looking for a big bang-bang ending to the adven:
ture—have everyone haul out the heavy ordnance and go to .
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PICKING UP THE PIECES

The runners’ memorles of the trip to Portland cannot be
restored through any known means. If necessary, gamemasters
may develop some new technological or magical treatment that
enables their players o recover thelr memories of the mun.
Alternarively, gamemasters can use the players’ memory lapse as
& convenient starting point for future plots. Other events not
describecl In this adventure may have occurred during the run in
Portland—events that can come back and haunt the players dur-
Ing any slow polnt In a campaign,

As a result of the events in Strange Attraction, the Tir Ghosts
and Aztechnology will keep tabs on the runners. In subsequent
adveniures, have the runners’ contacts occasionally mention that
Ghost agents and Big A operatives have been making ingjuiries
about thermn, If the runners double-cressed Nicholas Grace and he
survived, the mage will ikely seck revenge in later adventures. In
addition, the Hluminates of the New Dawn place the runners’
names on their blacklist. Have members of the arganization run in
across the player characters every now and then and attempr to
kil them or generally make their lives miserable. If Rozilyn
Hernandez should become president, she will likely throw some
good old government harassment at the runners, In any case. no
one knows much about the llluminates of the New Dawn or why
the key s so imponant to them

The key |sell disappears from sight, regarcless of which
Broup recovers it.

AWARDING KARMA

Award team Karma as indicated befow. Award individual
Karma for good roleplaying, skill use, and so on per standard rules
{p. 199, SRI)

Survival

Threat

Haoldling an to the key for the whole adventure
keeping Bono alive

LEGWORK

e e T [Nl

In berween delying arrempis to capture or kill them, the run-
nets will undoubredly try to find out what the frag is going on. This
section presents guiclelines for the Information they can obtain by
meeting with contacts and making the approprlate Etiquette Tests,

Cenerally, people are reluctant to talk about the Tir Ghosts.,
orichalcum keys and the llluminates of the New Dawn, so apply a
+2 targer number modifier to all Etiquerte Tests the characters
make (0 get informarion about those subjects. Play up this reluc-
ance—make it seem as if the runners can’t get the truth from theds
ewn mothers. Force them 1o call in every favor and/or spread
drounc blg nuyen 1o get the simplest plece of information

THE GHOSTS
Appropriate Contacts (Target Number 4)
Any elf or Government contact

Successes  Result

| “Ghosts? They don't exist, chummer.
They're just a miyth,”

z “The Ghosts are Tir speclal forces, like the
SEALs or the Wildcats. They 're almost all
physical adepts—nasty buggers,”

3 “The Ghost squads pretty much answer
directly to the Councll of Princes. They're
the baddest of the bad, chummer.”

4 “Word has it that some factionallsm exisrs
among the Ghosts, tueled by divided loyal-
ties between the different Princes on the
Council. Apparently It's led to prablems
before.”

THE KEY
Appropriate Contacts (Target Number 4)
Any talismonger or other magical contact.

Successes  Result
| “Can’t say I've ever heard of anything like
that.”
2 "Hmm, | did hear about some kind of focus
like that popping up somewhere recently
Denver, maybe? Not sure,”

3 “Yeah, | remember someone saylng they'd
seen a key like that at the Phoenix—a lore
store In Denver—before the place burned
down a few months back.”

4 “The guy who saw this key sald It looked
older than God to him and that it drew its
power In a funny sont of way, Never did
find out what he meant by that,”

NICHOLAS GRACE
Appropriate Contacts (Target Number 4)
Any magical, Media or Government contacr,
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Result

1 “Cirace is a high-level member of the
lluminates of the New Dawn, the same
group that Roz Hernandez belongs to,”

F 4 “Old Micky Is a major mojo-slinger, big
time Initlate. He's also an armchalr polit-
clan like most of the members of his order.
Bet he's looking forward to a Cabinet
appolntment or something If Roz gets the
lop spot.”

k) “Word has it that Grace backs Hernandez

all the way, but that he's something of 4

radical when It comes to mages being bet

ter than mundane folk. He seems to think
that everyone should be looking ta the
spellworms for answers now that the world
has woken up. Sounds llke a lot of his
lluminate buddies agree with him. too,”

CAST OF SHADOWS

The NPCs below appear in order of thelr Importance to the
story, with the exception of Beaurnont Noble and Nicholas Grace,
whose positions are reversed

SPEREN SILVERBLADE

Speren Silverblade Is a special agent of the Councll of Princes
and a loyal citizen of Tir Tairngire. He truly belleves that elves are
superior to other metahumans, a concelt that causes him 1o con-
descend to characters of non-elven metatypes. He thinks that
elves are the "caretakers” of the world and have a duty 1o prevent
humans, arks, tralls, and dwarfs from messing things up. A shilled
magiclan and trained fighter, Silverblade prefers stealth and sub
tery to direct confrontation and sheer firepower,

The elf treats the shadowrunners as he feels s proper for a
man of his noble nature and statlon, He shows them considerable
mercy (by his definition) as long as they are useful ta him In some
way, If the runners cross him or thelr usefulness ends, Silverblace
treats them no better than any other scum who get In his way

Siiverblade doesn’'t know the key's true nature, He Knows
only that his mentors consicler It of the utmost Imporance, and
that is enough for him. He puts his mission first. Everything else,
Including the lives af athers, s secondary

Attributes
Body: 5 Maglic; 9
Quickness; & Reaction: 5

Strengeh: 4
Charisma: 5
Intelligence: 5
Willpower: &
Essence: &

Skills

Armed Combat (Blade Weapons): O

Car: 4

Conjuring: 5
Etiquette (EIf: 5
Firearms: 5
Interrogation: O
Leadership: 5
Magic Theory: 4
Sorceny:

Stealth: 5

Unarmed Combat: G

Inltlative: 5 + 306G
Threat/Professional Rating: 6/
Inktiate Grade: 3

Spells

Combat

Mana Dart: &

Sleep: 5

Health

Increase Reflexes +2: 3 (6%)

Paralyze: 4

Treat; 2

Manipulation

Bind: 4

Maglc Fingers: 3

Personal Bullet Barrien 5
“*Quickened at the listed Force,

Gear

Detection
Analyze Truth: 3°
Clairveyance: 2
Enhance Alm: 4°
Mind Probe: 3
Personal Combat Sense: 4°
Hiusion

Chaotlc Waorld: 4
Disregard: 3
Masli: 3

Stlence: 4

Crusacler Machine Pistol [40 (clip), SA/BF, 6L]

“Argenting,
Power/ \Weapon Focus)

a silverchased long sword (stacked Rating 4

Armored Long Coat over form-fitting Body Armor (total 5/3)

Vashon Islane Mimor Shades
£ S5moke Grenades
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BELLADONNA

The mysterious Belladonna |s the perfect weapon for a comp
e Aztechnology. She walks on the razor's edge, a huntress who
fives for the thrill of the hunt and the kill in the depths of the urban
ngle that she calls home. Belladonna is a “personal assistant” to
4 high-ranking Aztechnology executive and handles all kinds of
troubleshooting for her corporate masters. She has recelved so
| many cyberware implants that she's barely human (though she Is
not cybermantic—yet). A highly efficlent fighter and killer, she
ikes to toy with her prey when possible to extend the pleasure of
“her hunt.

Bellaclonna’s cyberware Implants include full-replacement
limbs, Increased reflexes. hand razors and cybereyes, The chrome
ol her cyberware lends an exotic alr to her stunning appearance,
which she enhances with a carefully selected wardrobe.

Attributes
Body: 5 (7)
Quickness: 6 (9)
Strength: 5 (8)
Charlsma: 5
Intelligence: 5
Willpower: &
Essence: | .26
Reaction: 7 (11} - 3D6

Skills
Armed Combar: 6
{ Athletics: 5
Cyberweapons: B
Etiquerte (Corporate): 3
Etiquette (Street): 5
! Arearms: 7
| Secluction: 6
' Stealth: 8
Unarmed Combat: 8
| Initlative: 7 (11) « D6
Threat/Professional Rating: 6/4

Cyberware (beta grade)
Cyberarms (2) with Strength +3, Quickness +3, Hand Razors
[ and Smartgun Link I
Cybereyes with Low-Light and Thermaographic
I Cyberlegs (2) with Strength +3, Quickness +3
Datajack
Oral Spur
Wired Reflexes (2)

Gear
Armor [acket over form-fitting Body Armor (6/4 total armor)
Colr Manhunter [Heawvy Pistol, 16 (clip), SA, 90, w/ | extra clip]
Ranger Arms Sniper Rifle [SA, 145, 40 rounds]
Throwing Spikes [BL Damage (concealed in vardous places
on her person and tipped with a neuro-stun toxin that does
65 Stun damage If a spike Inflicts a Light wound or worse)]

Aztechnology supplies

Belladonna with almost any egquipment she requests for her
assignments—usually within hours of her request.

in addition to the listed gear,

BEALUMONT NOBLE

Bono, as he 15 known on the streets, Is a fixer of some repute
who's had the bad fortune to Involve himself In the plots of the
Muminates of the New Dawn. He |5 a low-class, small-time char-
dcter for the most part, but he knows a valuable deal when he sees
one. He sometimes lets his greed ger the better of him, but In
general he's a falr dealer and a decent contact who has simply
gotten In over his head on this one. During the adventure he has
a tendency o whine and ask a ot of needless questions because
he feels so out of his element. All Bonoe wants is to have everyone
off his back and to get back to business as usual—and maybe
make some nuyen out of the whole deal If he's lucky,

Attributes
Body: 2
Strength: 2
Quickness: 3
Intelligence: 5
Willpower: 5
Charlsma: 3
Essence: 2.5
Reaction: 4

Inltlative: 4 + 1D6
Threat/Professlonal Rating: 2/7

Skills
Computer: 3
Electronics: 3
Etiquette (Street): &
Evaluate Coods: &
Firearms: 2
Interrogation: 4
MNegotiation: 7

Cyberware
Cybereyes
Datajack
Display Link
Headware Memory {300 Mp)

Gear
Armor Clothing (3/0)
Colt America L36 [Light Pistol, 11 [clip}, 5A. 6L.
wiLaser Sight]
Mocket Secretary

i
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NICHOLAS GRACE

A mage and initdate of the lluminates of the New Dawn,
Grace Is a contemporary of Rozilyn Hernandez and Is almost fanar
ically devoted to her, He sees Hernandez as something of a mes-
siah figure and believes that she can lead the LICAS into a new age
Oof prrosperity nowhich mundane socieny will respect maghclans for
el supenor knowledge and abilities, rather than scorming and
fearing (hem

He truly believes that a Hernandez presidency s needed to
andl he s

willing to do whatever Is necessary to ensure that happens

transfoem the UCAS into a stable and happy society

including raking actions that his mentor might not consider entire
ly ethical. During his research he has discovered the existence of
a legendary magical item that might allow him 0 make sure his
dreams come frue, That item s the ofchalcum key around which
Strange Attraction turns

slim and bookish, Grace wears glasses rather than undergo-
Ing comeal surg@ery and risking adverse effects to his magical abil-
ities, Despite his modest appearance, he is & skilled initlate mage
who Can comimaana a _l.‘-'_lrl,-.ll deal of RO Whien UsiNg magic =
centers himsell by tracing strange, faintly glowing arcane dia
grams In the alr with elaborate hand and anm gestures. He main
tilns five bound elementals at all dmes—itwo earth elementals

and one each of the other elements, all at Foree 5§
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INNGE ATTRACTION

Skills
Conjuring: 6
Enchanting: &

Attributes
Body: 3
Dulchness: 5
Strength: 2
Charlsma: 5
Intelligence: 6
Willpower: G
Essence: &
J"lul"l-.:tgl.l.: 10
Reaction: 5

Etiquette {Magical): 5
Eticquette {Political): 4
Gesture (Centering): 6
History: 5
Leadership: 2

viagic Theory: 6
Molitical Theory: 4
Sorceny: 7

Initiatlve: 5 + 200

Threat/Professlonal Rating: 5/3

Initiate Grade: 4

Gear
Armaor Clothing (3,00
Lold and copper amulet (Anchoring tem with a Force |
personal barrier spell linked to a Force 3 detect bullet
soyell, The bamier spell has a total duration of about 24
minutes remaining; the detection spell will last for sever
al mare days).

Siiver ring set with an amethyst (Power Focus 3)

Decrease Willpower (-3): 5
Heal: 4

Increase Refleses («1): 4 (6°)
Maralyze: 4

Presene: 2

Manipulation

Animate: 4

Conmmol Thoughes: &
Firewall: G

Fling: 5

Levitate ltem: O

Magic [':n::__rln_"!a, 3

Mental Shield: 4°

Maob Mind: &

Personal Barrier: 9

Spell Barrer: &

Transform: 5

“Luickened ar the listed Force

Spells
Combat Detection
Ram: 5 Analyzre Device: 3
Sleep: & Analvee Truth: 3
Spirit Bolt: 5 Clairvoyance (Extencled) 4
Health Detect Bullet: 3

Faretelling: 4
lranslate; 3
lusion
Mwsical Mask: 5
Spectacle: 3



JAMES BOOTH
PARTY AFFILIATION: TECHNOCRATIC
"RESTORE THE FUTURE"

2xe>{becouse these guys debated eonch other, I'm linkirsg thedr
Phos (such o8 they are) together for contrast, followed by the
iesults of the town mesting. | couldn’t find much beyvond cam-
PN Num and Pl pufl. s keep your ayes wide opan as you read

The Tolowing ks excerpted from a ronscript of Booth's cam-
paign video—he ghves his speech in voiceover, over various inspl
mhenol moments and scenas (varrghh), It's good for o chuckls, |f
not much else Jeccce

—Laptain Choos (11:54:12/02-12-67)

VALUES MATTER MOST

Yideo: Main Street of small New England town, the Booth family
home, young jimmy Booth accepting a “School Spirit™ award from
his fitth-grade reacher. [

I was born and raised In a small New England town—just
outside Providence, Rhode Island—and very early in my life |
arned that the most Important thing in the world Is other peo-
pe. Family, fiends ... the grocer down the block, the druggist
around the corner, the pretty fifth-grade schoolteacher who all the
kids brought apples to ... all these people meant something to me
a a kid, and taught me that being a good neighbor is the highest
vitue we can achleve. I've never lost sight of that lesson,
Throughout my life, wherever my forrunes have taken me, I've
kept that small-town sense that everyone is my neighbor. All
that s happened is, my “neighborhood” has gotten bigger.

[Video: Brown University campus, candidate fistening attentively
n class, chalring meeting of fratemity brothers.]

“When | went to college at Brown University, my neighbor-
hood became first my freshman class, and then—as | got used to
iving In a place so much bigger and more complicated than my
sieepy little hometown—the whole campus. | was a founding
member of FADR—Fraternitles Against Drunk Rigging—Dbecause |
wanted to give something back to the community that was giving
me 4 fine education. And since | began my professional iife, every
year I've contributed whatever | could afford o the Alumni Fund
for underprivileged students, They're my neighbors (oo, you see,
even though they and | are different in many ways.

[Video: Candidate as young lawyer conferring seriously with sev.
eral men and women In suits; statue of Justice prominent in back
ground. Candidate posing with beaming couple outside spiffy
new storefront, reading bedtime story to his daughter, ]

IG5 B00TH © FRANKLIN YER

"L went Into corporate law because | wanted o help the little
guy against the kind of corporate behemoth thar always seems to
have the money and power to mow down anyone in Its way. Now
| know that might sound a litthe strange to some people, but | truly
believed—and still belleve—that the best way to change a system
thar isn't working is to do it from the inside, Learning the ins and
outs of corporate law and meeting corporate movers and shakers
face to face allowed me to do that, | learned which businessmen
and CEOs had the wellare of thelr employees and communities at
heart, and also which few did not. Throughout my legal career I've
triecd o help the former and hinder the latter, and | think my
record speaks for itself,

[Video: Candiclate running jauntily up steps of Capitol building
posing with President Adams in front of podium with presidential
seal on it looking solemn at presidental funeral. |
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“After fifteen years at Benton & Glakowitz, | left the law firm
to lobby for responsible corporate regulation in the District of
Columbia. | had already learned quite a bit about the ins and outs
of corporate politics, and | put that knowledge to good use in the
service of an even larger neighborhood—the nation, In 2051,
Presiclent Adams appointed me Secretary of State, a post | was
honored to accept, Unfortunately, within a year tragedy struck—
and | was called on to serve my country in a way | had never
expected, President Adams suffered a massive stroke in late
L05Z; his vice president became Acting President according to
Constltutional law, and | was asked to fill the vice presidential
office. | have done so ably and well for the past four years. |
believe | know where this great natlon of ours should be head-
ed—and how to lead us there,”

>>>>>{Booth had o hot rep as a lobbyist for corparate cousas in
DeeCee. Word hos if he wasn't above using the shadows 1o con-
vince Joe Politlco fo take his client's view of 1'|'||r5g5|'|,;..;.—_-{q-

—0C Insider (15 12:34/02-13-50

»>>>>(Booth sl hos his falr share of connections In the DeeCes
shodow community, A lot of pecple owe Him fovors and he's
baan cashing inall of his markers latety, |c<<<<

—Roker (146:04:37/02-13-57)

=>>>>(Hooth meolly leapfrogged into power, all things cornsid-

ared—rfrom lobbyist to Secretary of State to VP In Just o coupla of

yeors. Ha's a real go-getter. and he dossn't like to lote jocece
—C Inslcler (14:02:20/02-14-57)

#2222 KNow a lot of peopla who think President Adams’s deoth
wias convenlantly fimed, coming nght after the election ke that
The press relecses blamed it on the “stress of the campoign.” and
nobody could prove foul play, Shll, with some of the wizzer Mg
and tech we have thase days, It could have been done withau!
anyona the wissr, Anvbody wants the reql focts, contact me ot
MNASUCASINE/D/926038:Cause for g complete downlaoad, jcccce
—amokin® Gun (01:14:25/02-15-57)

= Edull posting your raggin’ conspiracy theoneas to this boarg
willva, Gun?! We don't want 1o hear [Hj<cccs
—Bung (19 12:02/02-16-581

>»>>>(HOOM's primary goal ls to distance Himself rom the polifical

scandal that gal him removed from offlce. He would love to know

how thie ssection resdits were ngged. and by wham. That infarma-

hon might et fem vindicate nimseadl in the eyes of the public and

g@lve him the boost 1o put him in the White House Je<<<<
=SEnnnar § 15:22:20/02-13-57

»>>>>(There s o whola SIG for the discussion of the rigged etec-
hon, folks, 50 I'm going to nip speculation about i in the bud
Datone all you Derks mass up this document with @ hundred con
fracictony postings, <<

—Laptalin Choos ( 15:30:08/02-13-570
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GENERAL FRANKLIN YEATS
PARTY AFFILIATION: REPUBLICAN
“RETURN TO GREATNESS"

>>>>=[Thls excempt comes from an oticle In the New UCAS
Repubtc. Despite the obvicus pro-Franklin blas, | chosa this place
becouse it had the most detall about the guy—most of the rest of
what's oul there s PR bromides elther cananizing or damonizng
him without telling us a fragging thing about his bock
gQround, jeee s

—Coptain Choos (16:24: 15/02- 19-57)

AN AMERICAN HERO

IF you're looking for an exemplar of the classic American suc-
cess story. you can't do much better than General Franklin Yeats,
From the humblest of beginnings, Franklin Yeats has risen to a
positlen of enormous responsibllity and trust, aided only by his
own Innate talents and unswerving loyally to his country—first the
United States of America, then the United Canadian and American
States.

Franklin Yeats was born In the waning years of the last centy-
ry. the youngest of five children in a humble but proud worldng-
class family in the great Midwestern clty of Chicago. Even as an
elementary-school student. young Franklin showed unusual intek
llgence, and he graduated from high school ar the top of his class,
In his valedictory speech, Franklin credited his academic success
o "my parents, who were always there for me when | needed
them; and the example of the great men in our country's history,
which proved to me that nothing Is impossible if you're willing to
work hard and sacrifice in order to accomplish it,” Almost imme
diately, Franklin put that principle to work In his own life; knowing,
thar his family could not afford to send him to college, he enlise
ed in the UCAS Army. In this way, he combined his own ambi-
tions for higher education with dedicated service to his COUNETY, |
as he would do time and time again,

Soon after joining the Army, Franklin Yeats chose to make the
military his career, Gifted, persistent and a tireless worker, he rose
quickly through the ranks and learned everything he could. His
talent for efficient administration brought him to the attention of
the Pentagon, and he spent several years working In the District
of Columbla. During this time he received a well-deserved pro-
motion to the rank of general, and soon afterward was asked to
become a member of President Preston’s joint Chiefs of Staff.

Throughout Preston’s twe terms in office, General Yeats dls-
tinguished himself as a lone advocate for strengthening the UCAS:
military. Unlike civilian officials and even many of his own col
leagues, who saw only the need to save money In an era of
Increasing pressure 1o balance the federal budget, Yeats believed
that stringent military cuts would ultimately harm his beloved
nation far more than the small budget deficit a fully-funded milis
tary might cause. He held to his principled position despite Oppo-
sitfon from wirtually all quarters, and managed to ensure at least
some degree of military readiness in the UCAS forces even in the
face of maljor cutbachs,
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The unprecedented political crisis of the fraudulent presiden-
flal election has brought General Yeats back onto the public scene.
Like the true patriot he has always been, General Yeats declared
hs candidacy for the presidential office because. in his own
words, “If we want the United Canadian and American States to
survive, we have o elect [eaders who care about something
beyond their own personal ambitions. We have to elect leaders
wha love this country, who want to see it strong agaln, and who
aren't afraic to make personal sacrifices to serve the nation's
good. | love this country, and | am willing to shoulder the burden
of leading it down the difficult road to renewal,”

rxxYeals running mote, Anne Panchvk, |5 o sowvwy ork wiho
jErved two tarms as UCAS Reprasentalive from Wisconsin, Bafore
ihat, she ran her own marketing consultant busineass in Milvoukes,
&e's o smart spokeswomnan for meatahuman fghts and an eco-
romic prograssive; you know, the kind who goes around saying
that peace and prospedty go fogether. She ond General Yeals
have been frends for years, dating back to thalr days in DeeCes

fogether, Jacgss
—Splnner (2: 10:45/02-20-5T)

»ua»(Don't ba mised by the "paacenlk” running maota, Yeals 8o
haowk, pura and simpla, He wanits the UCAS miiftary purnped up bo
what it was in the glory doys of the old LS. of A, and he’s not shy
ooout soving 50, He also wonts a chance towse all those neat mil-
fary tovs onoe e s got amj<<<s<

—Yabo (23:14:32/02-20-57)

serax(Yoals has been o "pald consultant® (read: military ops

advlsarn 1o several AAS megacomnms since he ratirad from the arrmy

in 2054, He's got conlocts with mast of the Big Eight, espacially

Afgs, He tumed Arlechnology down for a job a couple of yaars

bock mhat apparently paid mucho dinero. Word has It that the

genaerml waos asked o compromisa his nation's securlfy. Joocas
—Fyramid Wotcher (1 8:20:1.2/02-22-67)

aeaxYaols sn't too populdr with amyone outside the UWCAS, Ha's
made his-opinkon of the Naotive Amerdcan Nofions a8 ™ temorlst crlm-
mak” very clear, and ha's all but stated in the baldest terms poss-
tia that If he becomeas praesident he plons to send thea tanks roling
into CAS and CalFrea. Ha's real blg on reclaiming the “rebel’
slates of the alcd USA Jecocs

—Arclight (20:18:01/02-22-57)

»>w>a(Alarmist jatwash, Yeats & conservative, sure. but ha's rghl
aoout the UEAS not taking drek amymore friom aveny naw tan-yan
country In Marth Amedoca thal thinks 1's the Chosery Land, H's
about fimea the UCAS stood up for iself and storfed foking back
whot belongs o 1 J<c<<<

—Jaxon (00: 12:40/02-24-57)

=xxaxWWe reclaimed whal you TIrst Took ram us, Angho. Yool want
It bock, just coma Ity 1or 1 |<<<<g
—HAroveheart (15:1729/02-24-51)

Unfortunately for the general and for the country he loved, he
was fighting a losing baftle. Ongoing social upheaval, a souring
economy and the absence of a single cdear enemy combined to
make the military budget an even more attractive target for the
bean-counters and cutters. Linable to sit by and watch as the cuts
he had fought against took place, Yeats left active military service
In 2054 and went to work In the private sector. For the past two
years he has |ved a qulet life, working as a consultant to several
corporations and writing a critlcally acclalmed book about his
experdences In the military cduring the harrowing formative years
aof the LICAS
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=>=>s(Frogoin’ edskin, ' give you what you (1 Mp deleted by
SYSOp) <<
—Jaxon (00:06:08,/02-25-67)

=3 (0ay, kids, Cool down, | want real discussion hers, not slu-
pld threats. Don't make ma infermupt ogaln l<=<<<
—Coptoin Choosg (00:07:01 /02-25-57)

=»a>»(LUCKY oid Yaats happanad to be on an extendead trip out

of Chi-town when the whola Bug Clty mess went down, He's baan

pratty vacal obout how the UCAS botched up that whole affair,

‘There but far the groce of God go |,.* and all that drek.j<<cc<ce
<Turrar (18:17:43/02-26-671)

=»>==[Luck had nothing 1o do with It, chummer, Yeats has con-

nechons, in DeaCea and with the corps, He probably hod plenty

of warning thot semathing bod was gonng go down in Chicago

long oefora i hoppenad, ond knew anough 1o gl out j<<<=e
—DC Insichar {20:14:28/02-27-57)

=x>x[Annie Fenchyk's mally got brass. When she got fired from &
pasition with o successtul New York adverfising firm after she gob-
knized, the lody moved back to the Midwast and started har own
vy successtul markeling company. Evan better, she took most of
hiar okd clents with her She Tought long and hord for mata nghts
before and offer she got elected 1o Congress. ond stood up to
death threate and wome from thass Humanis fraggers. | almost
wish she was going for the top slol Jec<cce
—{zoolndoy (14:12:08/02-28-57)

»axea(are fo dream, chummer. Fenchyk can't moka i inte the

Qval Office by heself—at ieast not yer—but hitching har stor to

Yaars gives her a Toir shot, Maybe after a couple of ferms s VP

she'll hove a redlistic chance of landing in tha Big Chair )<<z«
—DC Ingiciar (20:11: 14/02-28-57)

THE DEBATE

»>222(0n Fabruary 28th, former Vice-President Booth shared o

stage with General Franklin Yeats in Claremont, New Hompshire,

For nearly an hour the condidates took queastions from concearnad

ciizens In o “town-meeting” format, The whole thing wos widaly

Groodcast on the newsnets. Folowing are excerpls from a tran-

sotipt provided by the White Howse public-occass archives, j<ccce
Laptain Chaos { 14:20:52/03-10-57)

BOOTH: When | came here only a few short months ago, the
president and | believed we could turm the UCAS around. This
country s standard of living Is declining; our country Is coming
apart when we ought (o be coming together, Like average LICAS
citizens everywhere, |I'm worried about the decline of the middie
class, the growth of the underclass, high unemployment and an
exploding national deficit. I'm also very worried about the break-
down of our famllles, the number of children growing up In pover-
ty, and the decline In social values, mores and Institutions that are
important fo all of us

N
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"HANHLIN YEATS

We need to discuss these issues openly and honestly. One ol
the things | like about MNew FHampshire, which | belleve is missing
In the rest of modern politdes, (s that most people here make their
decisions based on encounters |lke this town meeting. which |5
why | hope your state will always hold the first national primary,

Now, please welcome General Yeats, Listen carefully to his
opening comments, and then we'll begin to answer questions

YEATS: I'm very happy to be here. | am grateful that you all have
allowed me to come and speak with you today, and | hope we can
talk honestly about doing something good for our country

And | agree with Mr. Booth about the New Hampshine town-
meeling  tradition where you can ask questlons, we can talk 16
each other, and no one s limited to 2 or 15-second sound bites
and clever advertlsements. | think the sense of community sym-
bolized by your being here is something we've gotten away from
that we desperately need to revive, Hopefully, by watching
tonight's proceedings the country can learn a little bit about waork-
ing together and addressing real Issues, not [ust buying up com-
mercial time to attack each other, Again, thank you for giving us
your time this evenlng.

THE ECONOMY

3 The economy—| mean, weé're all worded about 1. Whart's
going to happen to our jobs? Are we going to be able to take care
of our families? | don't really care about all the other drek, just tell
me If we can expect [0 see more |obs.

BOOTH: Ma'am, you've [dentified the key [ssue for everyone
Economic recovery has to be priority one for our natlon. because
if we don't have a healthy economy and a population capable of
supporting itself. we're not going to be able to accomplish the
other things on our list. Innovation and technological develop-
ment must be encouraged and corporate cooperation secured (o
insure the economic success of the pation. The UCAS needs o
offer corporations Incentives to put their resaources into revitaliz-
ing the natton’s |ob market and offering new products and ser
vices 1o consumers.

YEATS: While | agree with Mr. Booth that economic recovery
should be our first priority, we need more efficient managemerit
of the nation s resources. The waste that goes on in our govern-
ment 15 appalling: all that wasteful spending must be reined in
before our political leaders bleed the nation dry. IF the LUCAS was
a business, It would have gone bankrupr a long time ago. We
need an economic policy that's lean and mean, one that will allow
every UCAS citizen to contribute to the country's well-being and
make the best use of the nation's resources. Only by working
together as one can we gain the prosperity that we seek.

CALIFORNIA
€: Mr. Booth, during the "56 election the question of reunification
with California came up several times. Has your position on rhis
Issue changed?
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BOOTH: My position on California has not changed. Stronger
diplomatic tes with nations like California and the Contederate
American States are important, but they should take second place
to ackdressing our own country’s Internal problems. Eventually |
would lilke to see improved diplomatic and trade relations with
the California Free State, but anything more than that will be a
slow and delicate process.

YEATS: The LICAS is the heart and soul of the old United States
and Canada, and we have a duty to bring lts scattered people
wgether as a whole once again. As Benjamin Franklin said at the
American Constitutional Convention of 1787: "We must all hang
waether, or we will surely hang separately.” California can be a
partner in the revitalization of our nation, and we can help rebuild
California’s battered economy at the same time. Do we really
want to stand idly by and let the Japanese gut Callfornla, or do we
want 1o start rebuilding our once-great nation by welcoming our
errant sister state back into the fold?

CHICAGO

: My sister lives in Chicago and | haven't been able to contact
her for months, | don't even know for sure if she's dead or allve. |
want to know what the frag the government plans to do about
this mess!

YEATS: Chicago is a tragic example of what happens when we let
military manpower slide simply to shave a dollar here and there,
Military units were moved to the clty as quickly as possible when
reports of the insect-spirit outbreak first came through, but so
many troops were required to enforce the quarantine that no per-
sonnel can yet be spared to rescue the Innocent civillans trapped
In the Containment Zone, If we had a larger army with better
equipment to deal with these crises, we might have achieved
same resolution by now. The Chicago catastrophe Is also a sad
commentary on our natlon's control of its maglcal practitioners.
The uncontrolled use of magic caused this crisls in the first place;
had the LUCAS government been willing to enforce stricter mea-
sures concerning the licensing and use of magic. the whole thing
might never have happened,

BOOTH: The situation in Chicago Is very delicate. We're dealing
with several unknowns In contalning this disaster, and so we must
move cautiously, 1 truly sympathize with your plight, and that of
all of the people in the Chicago Containment Zone. We need
quick and declsive leadership to bring this matter to a swift con-
elusion,

The deployment of UCAS troops outside the Containment
Zone has stretched our military assets very thin, 1 agree with
Ceneral Yeats; our military as it stands is simply not up o dealing
with crises of this magnitude. | also agree thal we need to ensure
a strong domestic defense for our natlen In order to prevent
another disaster llke Chicago from happening elsewhere,
However, | don't believe we should be spending vast amounts of
our scarce revendes o beef up the military when we have other
options—Tfor example, hiring private security forces that can han-
die emergencies on a case-by-case basis at a fraction of the cost,

I'm a strong supporter of malntaining a At milltary for our own
defense, but | feel your tax dollars are better spent on rebullding
our infrastructure and revitalizing our economy. We should reap
the peace dividend of our treatles with the other North American
powers rather than spend ourselves into bankruptcy preparing for
more conflict.

YEATS: I'm afraid Mr. Booth Is Ignoring the fact that revitalizing
our military can also boost the economy. Military contracts pro-
duce plenty of well-paying jobs. and a larger military will also give
maore of our nation’s young people a chance to serve thelr coun-
try. As a young man in Chicago, | took the opportunity to better
mysell through military service: why shouldn't others have the
same chance that | had? We've forgotten the value of service In
this day and age; we need to rediscover it If we hope to regaln

real prosperity,

RACIAL EQUALITY
3 As a dwarf, I'd like to know what each of your positions are on
the question of equal rghts for metahumans,

YEATS: I've had the opportunity to serve with a number of
metahumans during my active-duty years, and | respect them
immensely as fellow officers, | think we all too often forget that
we're all the same under the skin: we're all part of a greater com-
munity, My running mate has made a career out of fighting for the
rlights af her fellow metahumans, and both Anne and | support
equal rights for all citizens of the UCAS,

BOOTH: All citizens of the UCAS already have equal rights under
law. That Is part of our Constitution. We simply need to put pro-
grams in place to ensure that current law s enforced to the fullest,
without resorting to burdensome new legislation,

FOREIGN POLICY
Q: What about the demands of some other North American
natiens? How are you going to deal with those?

BOOTH: | think my record In international affairs speaks for itself.
| played an instrumental role in opening maore cordlal relations
with our nelghbar nations, especially the Native American Nations
and the Confederate American States. The LCAS has been [solat-
ed among the natlons of North America for far too long: it's high
time we took our place as the elder statesman and provided our
neighbors with the example of liberty and democracy on which
both Amerlca and Canada were founded.

YEATS: The UCAS must rebulld its military, because you can't have
a credible forelgn policy without a strong defense, If we no longer
want to be pushed around by other nations. we need the strength
to back up our "elder statesman” status, Mational defense must be
among our most Important concerns, because there can be no
prosperity without safety.
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CASUALTIES OF (LIAR. aprovocue

Corporal Robert Finn didn’t like bugs. His friends kidded him
about It all the time, that a big tough guy like Rob was scared of
something as small as a roach or a wasp. But Finn wasn't afrald of
them, exactly. |ust ... they welrded him out. Bugs were disgust-

gross, They made his skin crawl and his Insides go cold

S0 naturally, Fate had seen fit to put him In a guard tower
watching over the biggest nest of glant bugs In the fragging uni-
verse, the Chicago Containment Zone “Bug City,” everyone
called it. The perfect place for a guy llke him. The section of the
clty Infested by the bug spirts lay behind the Wall—a makeshilt
bamcade of demolished bulldings reinforced with fences, razor-
wire, guard towers and soldiers like Finn manning machine guns.
Noboedy got In or out except for military patrel and supply runs.
Finn felt sorry for all the civillans trapped inside the Zone, but he
understood the harsh reality behind the Army’s decision to leave
them there, They Just couldn’t take the risk of the bugs getting
outsicle

A glimmer of movement on the Wall caught Finn’s eye and
he shivered, fearing it might be a bug. He still hadn't seen one,
but he knew they were out there. Other guys In his squad had told
him harror storles about nests of roach, ant and wasp spirits as blg
as cars. He swung the tower's spotlight over for a look and tapped
his buddy Chuck O'Leary on the shoulder.

ing .
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The blazing beam of the searchlight llluminated a small group
of people clambering over the Wall. “Breakout!” sald Chuck, and
reached for the bullhorn.

Thrasher knew getting outside the Wall wouldnt be easy
espedally with some news-snoop bilf trailing along. He glanced
back at the woman—Mara Subar, shed sald her name was
Thrasher shook his head as Suhar slipped on a loose plece ol
plascrete. Frag the biff, she was slowing them down

The spotiight on the tower swung around, pinning them In it
bright circle of light. Thrasher knew they were right in the kill zone
of the guards machine guns,

"Move Itl" he yelled, and scrambled toward the light' s edge
He swote silently as he moved, knowing that he'd never reach the
shadows in time,

Finn plcked out two men and two women picking thelr way
down the slope of the Wall toward freedom. One of them yelled
as soon as the spotlight hit them; then they all started running,
scrambling down the Wall. He glanced over at Chuck, who nod
ded. Finn swung the machine gun to cover the fugitives

“THIS IS THE UCAS MILITARY,” Chuck's volce boomed from
the bullhorn. “STAND WHERE YOU ARE OR WE WILL OPEN FIRE!

The figures kept moving. “Glve ‘'em a waming shot, Finn
Chuck said, and Finn squeezed the trigger. The whole tower
seemed o rattle as the burst stitched the dirt just in front of the
Aeeing fgures, sending up small clouds of dust and chips of
plascrete,

“THIS 1S YOUR LAST WARNING.” the bullhorn thundered.
"HALT NOW, OR WE WILL USE DEADLY FORCE. THIS IS YOUR
LAST WARNINC."

Finn looked at his buddy, startled, "Chuck, we're supposed
fire warning flares before using d-force—

Chuck lowered the bullhom. "Finn, they're already over the
fraggin Walll We should’ve shot them as soon as they showed up
on the far side. Do Ii"

Finn bit his lip, then swung the machine gun back on target
“Walt a minute, They're stoppling, Chuck!”

"It could be a trick. Keep ‘em covered.”

“Are we supposed to take them prisoner?” Finn asked.

Chuck shook his head. “Orders are, no one leaves the CZ and
no contact with anyone from Inside. We should fraggin shoot "em
right now.”

“In cold bload?” Finn's volce shot up an octave, lke a kid
with the breals.

*That's orders, covporal,” Chuck said, walking up to the
machine gun. "Or do | have to do It myself?”

Thrasher stood next to his chummer Raven, his skin crawling
with terrified anticdipation. Any second now, he expecied a hall of
bullets ta cut them down, Meanwhile, he 'd use whatever time ti



guards gave him to find some way to pull everyone's fat out of
the fire. "Raven, can you get a line on the tower? Toss something
good at it, maybe?”

Raven nodded, squinting her dark eyes against the _n_.lﬂr:_r. b |
think there's a shot. Let me-

“That won't be necessary,” said the reporter biff suddenly.
e smiled at them both. "In fact, yvou are no loNger necessany.”

“shut up and let us—holy drek!l” Thrasher warched In homor as
the slim, dark form of Mara Subar melted away. In her place stood
t glistening green-and-back nsect, three meters tall. The creature
unfolded 1ts long arms toward them, edged with sharp spikes.

Firn couldn’t tear his eyes from the horrible, beautiful sight of
the huge Insect. |t grabbed the woman standing near it and tore
mer apart llke a rag doll. As he watched the woman's blood spat-
ter over the bug s glistening carapace, he became dimly aware of
CLhuck O Leary shouting something at him, "Dammit, Finnl Shoot
It SHOOT M-

Hnn clamped down hard on the trigger and the gun roared. A
rain of iead chopped Into the figures below, sending them spinning
to the ground—all except the bug. It colled its spindly legs under-
neath It and made a single, gracehil leap to the top of the tower,

"Haly bleeding frag,” Chuck swore, reaching for the radio
Finn screamed as the insect’s forelimbs and small, trdangular head
came through the tower's window. The bug grabbed Chuck and
tore him and the radio apart with equal ease. Then It turned on
Finn. He screamed as it reached for him—the sound choked off
abruptly as one long. splke-edged limb ripped his head fram his
shoulders.

The insect dropped o the ground and reassurmed s human
form, masking its aura from the astral snoopers that would soon
arrive. Mara Subar cimbed quickly down the Wall, moving as
swiftly as she could manage. Once well away from the scene of
the carnage, she could travel more quickly. She had a message to
deliver, and she didn't want to be late,

!
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INTRODUCTION

In this adventure the shadowrunners are hired by Mara Suhar,
a reporter who found a way Into Bug City and managed to escape
the Chicage Contalnment Zone with some valuable news footage,
alded by a few local shadowrunners. The footage shows a human
named Vincent, trapped In the Containment Zone and pleading
with his sister to get him out allve. Mara wanits to go back Into the
CL with a few skilled companions—the runners—to rescue
Vincent, Yes, it's a sulcide mission, but Vincent is no ordinary |oe.
vincent s Anne Penchyk s brother—and Anne Penchyl Is the run-
ning mate of UCAS presidential candidare General Franklin Yeats.
IF Suhar can pull off this rescue, she'll have the scoop of the cen-
tury, and the possible next vice president of the LUCAS will owe
her big favors ... or so it seems.

The truth Is. Penchyk's brother Is dead—captured and trans-
formed by the Insect spirits in Chicago. Mara Suhar s not the ded-
icared reponter she appears to be—she is a female mantis spirt
sent by her sisters on a special mission. The runners will find them-
selves caught In a double-cross inside the Containment Zone, and
will have o use every trick they have ever learned |ust to get back
out allve

THE BUZZ

Not long before the outbreak of insect spirits In Chicago, a
human mage named Kyle Teller encountered a group of mantls
splirits In the guise of an all-female street gang known as the
Desolation Angels. A member of the gang seduced Mitchell
Truman, reenage son of simsense mogul Danlel Truman, intending
to Invest him with a male mantis spirit. Mitchell escaped, but was
later killed by other Insect spifis (see the Shadowrun novel
Burning Bright).

In the months since the UCAS army set up the Chicago
Contalnment Zone, the Desolation Angels have continued to
operate within the city of Chicago, strengthening thelr own num-
bers and systematically hunting down the other Insect spirits that
inhablt the city. The Angels occaslonally recruit strong-willed
women to serve them as hosts, allowing the mantls to acquire all
of the hosts’ memorles and abilities so that they can move more
easlly through human society undetected. This, along with fertile
hunting grounds for human and Insect prey, has allowed the cir-
cle of mantis spirits to grow strong and multiply under the lead-
ership of a powerful female who calls herself Vixen,

The mantids in Vixen's circle are developing long-term plans
for events In Chicago and beyond. One of these plans involves
Anne Penchyk, whose intelligence and strength of character
brought her to the Desolation Angels’ attention early in the LUCAS
presidential race. The prospect of having such a strong-willed
fernale in the powerful position of UCAS vice president is too
good for the mantls spirits to pass up, and Ms. Penchyk's friend-
ship with General Franklin Yeats Is vital in furthering the mantids
ultimarte goals. The mantids have therefore recrulted Anne
Penchyk, and she is actively working with them on getting the
mantids out of the Containment Zone so that they can freely
expand their influence,

Mara Suhar recently escaped the Contalnment Zone and con
tacted Anne Penchyk. Her orders were to get from Penchyk any
Information regarding the movement of troops around the
pefimeter of Bug City, or anything else that will allow Vixen and
the others to leave their walled prison. She |s also a major player
In the plan to smuggle mantis spirits out of Bug City, for which she
will be hiring a few good shadowrunners.

THE PLAN

Vixen, Mara and Anne devised a plan to gradually getl the
mantids out of the CZ, after which Anne will begin Introducing
them to some powerful women In the highest levels of business
and government. Through her fiendship with General Yeats,
Anne has gained access to valld passcodes for the Containment
Zone guard gate, supply drop polnts and military schedules. Now
she must get the Information to Vixen and the others In Bug City
without sacrificing her position and her friends. The simplest plan
called for Anne to get Inside the CZ, meet with Vixen and use the
passcodes within 24 hours or less, Such a brief mission makes it
easier for Anne to keep the press from trying to track her down
(the official word Is that she’s fallen (Il with the flu), while still
allowing her to get a good number of spirits out. The plan has Its
risks, but the mantls spirts are more than willing to take them to
get out of the CL. To get In and dellver the information, however,
Anne and the mantids need some patsies, (That's where the shad-
OWTUnNnNers come n. )
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HI| URGENT IEED

TELL IT TO THEM STRAIGHT

You've had some pretty strange meetings for shadow work
before, chummers, but this is one you won't soon forget, When
your contact told you a high-cdass client was looking for a few
good shadowrunners, you knew you wouldn’t be dealing with
some scroffy Johnson in a cheap sult ... but somehow you didn’t
expect to be met at the door of a ritzy downtown hangout by a
couple of big guys with dark suits, shades and that distracted
I'm-listening-to-a-radio-in-my-head” look that just screams fed-
eral agenis—probably Secret Service.

The private club they've brought you to is quiet and Intimate,
a little too intimate fo let you feel comfortable. Light jazz music
wafts through the alr from a real wiz sound system concealed
somewhere behind the dark wood paneling: the light cast by the
imitation camiage lamps glints off the polished brass fixtures,
looking soft and golden. Both the music and the light seem
Intended to help keep conversations discreet and private.
Comvenlent, neh?

One of the dark-suited feds leads you through the place to a
fable in the back. where a woman is sitting under the watchful eye
of 4 couple more fed-boys. They're doing thelr best to look like
part of the decor and falling miserably. The woman Is a real knock-
out, of East Indlan descent with dark skin, pouty lips and long dark
nalr In a loose brald that cascades casually over one shoulder. She
introduces hersell as Ms. Mara Suhar, then tells you she has a very
important job and needs some good runners. You can't help but
crack a smile ... this could turn out to be a real Interesting run.

She finishes her spiel by asking., “Do you know who Anne
Penchyk is?”

HOOKS

This scene Introduces the runners to Mara Suhar and sets up
the particulars of the run. Ms. Suhar acts ultra-chill and confident
right off the bat, The runners should respect this lady and want to
ke her even while they are negotiating with her. She has the
know what | want, | want you, and this is what you're going to do
for me” attitude down cold. In a day and age where everyone has
something to hide or to fear, the runners should find It refreshing
0 meet someone so together and on top of her game.

BEHIND THE SCENES

Once Introductions have been made, Mara will get right
down to business. She fills the runners in on her background (see
Cast of Shadows. p. 7Z) and tells them that she has recently
escaped from Inside the Chicago Containment Zone with valuable
video footage depicting the horrors of Bug City, She also carrled
out a message from Vincent Penchyk, Anne's Penchyk's brother,

==

who was trapped In the Contalnment Zone when It went up
months ago. Penchyk has not heard from her brother since then.
and had feared that he was dead. Having learned otherwise, she
Is determined to rescue him

Mara explains that she has contacted the vice-presidential
candidate but has not yet had a chance to meet with her In per-
son. This morning, she says, Penchyk sent her these fine Secret
Service agents to protect her, some money and a set of video-
taped Instructions, According to Mara, Anne Penchyk wants her
brother's rescue to be handied by professionals who report only
to Mara and who are capable of keeping qulet. She does not want
it to be seen as an abuse of power or privilege on her part by
LICAS voters, many of whom have friends and family that they
want rescued from the Containment Zone, Therefore, the shad-
owrunners Mara hires must carmy out the job as discreetly as pos-
sible, Penchyk does not want to damage her running mate’s polit-
ical campaign, but her brother is her only iiving family and she is
willing to go to great lengths In order to save him.

According to the taped Instructions, Mara Is to accompany
the runners back Into the Containment Zone and help guide them
Inslde Bug Clty, The runners must get past the UCAS blockade,
deal with any threats they run across in the cty, locate Vincent
Penchyk and get out agaln with a minimum of fuss and no public-
ity, If the runners take the job, Penchyk will pay them a total of
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1 00,000 nuyen for successful completion of the run, The munnems
can attempt to negotlate for more, but keep In mind that Mara can
only give them the maoney Penchyk sent her. She can try to con-
tact Penchyk that evening over the phone (the Secret Service
agents will know where she [s), and the runners can try o M-
tiate with Penchyk In person. However, they may find it a tough
proposition to get anything more out of her; Penchyk has
MNegotlation Skill 6, and |s nobody's pushover,

In addition to all this, Mara has one condition for her help; she
goes in with them to film the whole thing. She wants to sell her
SCO0P o a news network, and offers to split whatever money she
gets for the tape evenly with the runners, She believes that help-
Ing a possible vice president, plus the prestige of the story, will
pole-vault her career into the stratosphere.

Of course, this whole story is a flat-out lHe—but the
gamemaster should not let on that anything |s wrong or strange
about it at this polnt.

The runners can use their own abllitles and gear when decld-
ing how to get into the Containment Zone. If the group includes
a rigger character who has a suitable vehicle, they can use thelr
own transportation. If the runners are in need of either a rigger or
suitable transport, Mara will provide It {via Penchyk) In the form of
a hired rigger plloting a Hughes Stallion helicopter. For the rig-
ger's statistics, use the Rigger archetype from p. 59, SRIIL.

DEBUGGING

If the runners flatly refuse Mara's offer, she will show them
the videotape Penchyk sent her. In it, Anne makes a moving per-
sonal plea, asking if her prospective employees have any farmily
and If they can Imagine the paln of having a loved one trapped in
the hell that Chicago has become. Penchyk Is a master marketer
and will not hesitate to tug on the runners' heartstrings to help her
cause. If the runners still refuse, Mara will thank them for coming,
comment that the glowing reports she heard about them on the
streets were obviously wrong (an appeal to vanity always works),
and ask the Secret Service agents to escort them to the door, Time
to go on to the next adventure,

IF a magiclan character attempts to assense Mara Suhar, keep
In mind that she can conceal her true nature with the aura mask-
Ing power. Treat Subar as a Grade 6 initlate for purposes of aura
masking. If the runner team Includes a high-grade initiate poten-
tially capable of penetrating the masking, fudge the dice rolls a bit
so that Subar's cover Is not blown right away. You may allow a
successful Astral Perception Test to reveal something just a little
bit add about Suhar that the character cannot place, but don't glve
Away too much at this junciure,

IF the runners get belllgerent or have a sudden attack of vio-
lence-prone stupidity, remind them that they are dealing with a
blg-time VIP who could sic the forces of the UCAS federal gov-
ernment on them If they do not behave themselves, If they give
the Secrel Service agents any hassle, feel free to let the feds react
appropriately; use the Bodyguard archetype, p. 49 in SRIL, with a
Threat/Professional Rating of 4/4




RUANING THE WALL

TELL IT TO THEM STRAIGHT

You're almost ready o go—all you need to do Is scan the
final checklist one more time 1o make sure nothing's been over-
looked, If you forget something vital, nelther the LICAS Army nor
the bugs are likely to give you a second chance.

Mara brought you to her hideout, a small. nondescript apart-
ment in what's left of the Westside of Chicago, outside the
Containment Zone. It's no mansion, But it'll do as a place to check
your gear and prepare yourself for the fun you'll find Inside the
rone. Ms, Suhar is all set to join you. She's been nothing but cool
and professional since the get-go; you re starting to think thar if
the bitght media spotlight ever ceases 1o agree with her, she
could have a promising career as a runner or a fixer.

As you heft your gear and walk into the hallway. Mara says
there's someone else coming along for the party, Belore you can
sty "No way in hell,” you see the new arrival waiting In the hall-
way. She's an ork, wearing a sleek black-and-urban-camo outfit
with a light armored jacket that shows just how muscular ork
wormnen can be. Her halr is bound back, and she's even wearlng
what looks like a shiny new Ares-make gun holstered at her side,
As she moves closer (o you, you recognize her and your jaw
drops. She holds out a credstick In one gloved hand, looking at all
ol you with eyes as hard and gray as steel,

“I've declded to go with you,” Anne Penchyk says, her volce
carefully controlled. “Any objections? Good. Then let's move it
The passcodes are only good for 24 hours.”

HOOKS

Turni up the stakes in this scene, Make the runners respect
Penchyk's brass, even If her unexpected presence does make thelr
wves more difficult. Stage the blockade run as a scene of high ren-
son and near-disaster that the runners Darely manage to @et
through on sheer skill and guts

BEHIND THE SCENES

Penchyk will not budge from her plan to go with the runners
nd they can do nothing o convince her otherwise, To smooth
things over, she will offer the team additional nuyen as well as her
personal gratitude, which will prove a lot more valuable than
mere cred to the runners If she gets elected vice president of the
UCAS. If the runners continue to push the Issue with her, she will
elain to them that she |s the only one who can glve the guarcis
o the Wall the correct passcode so that they can leave the C2
egtimately by one of the gates, Without her heip. the runners will
fave to try to @et oult the way they came in. Can they possibly be
udey enough to get In and out allve on their own? Do they really
wint to take thar gamble?

The UCAS military blockade of Chicago Is described in the
Bug City sourcebook. When playing out the actual break-in, use
the general outlines given below. As always, adapt the scenarlo
as needed to make entering the CZ difficult, but not impossible,
The runners should be spotted, but no guards or spirlts will follow
them, After all, who breaks info Bug Clty?

GETTING IN BY AIR

The runners will find an aerlal approach to the Containment
Zone very difficult. UCAS monltoring systems keep careful watch
on air traffic, and astral patrols are everywhere In the sky over the
Wall. A pilot attempting to crash the CZ this way must make a
Mloting Test against a Target Number of 8, recording the total
number of successes rolled, The gamemaster should then make a
Sensors Test using 6 dice against the Signature of the pliot's vehi-
cle, If the gamemaster rolls more successes on the Sensor Test
than the player character did on the Piloting Test, the vehicle has
been spotted. Two Force 4 elementals, one air spirit and one fire
spirit, will intercept the vehicle. Both elementals are under the
control of an astrally projecting military combat mage (use the
Combat Mage archetype, p. 50, SRIL, with a Threat/Professional
Rating of 4/3},

Even If the runners make It past the sensor sweeps, they must
still evade astral patrols, Use the normal Astral Patrolling rules on
p. 92, Grdmolre Il Standard astral security Is a Force 4 walcher
patrolling less than 2.000 square meters of Tight Terrain, No addi-
tional modifier Is given for spotting the vehicle, because warchers
look for astral targets first and physical penetrations second, To
reflect the difficulty these spirits have with such purely
physicalftechnological objects as vehicles, treat the vehicle like a
character, If an astral patrol detects the runners, two elementals
will Intercept them as described above,

GETTING IN BY LAND

The wall surrounding the Contalnment Zone |8 made up
moastly of loose debris and chunks of demolished bulldings that
make it difficult and treacherous to climly. Climbing over any sec-
tlon of the Wall requires 2D6 Complex Actions; a cimbing char-
acter must make a Climbing (10) Test using 2 dice each turn to
continue moving forward, IF a test fails, the character slips and
must take an additional 106 + 2 (round up) Complex Actions o
complete the climb. When a character slips, he or she must also
make a Damage Resistance Test using Body only against a Target
Number of 4 and a base damage of Serous. Impact armor reduces
the target number. A +2 modifier applies o all physical actions,
including combart, while the character Is climbing.

The player characters may be spotted from any of the LCAS
army guard towers while climbing over the Wall. For each of the
climbers, the gamemaster should make a secret Perception Test
using 5 dice, using the target number listed for the appropriate
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range on the Weapon Range Table (p. 88, SRIl) as the base target
number, Modify the target number according to applicable visibil-
Ity and other Perception modifiers (p. 185, SRH).

If a given Perception Test Is successful, that climber has been
spotted. The guards will order that character to halt, or they will
open Are. Treat the UCAS soldiers as Corporate Security Guards
(p. 205, SRH) with a Threat/Professional Rating of 2/2. They wear
the equivalent of armored |ackets (5/3) and pack a Beretta 101T
as a sldearm. Each guard tower [s armed with a Colt M2Z2-A2
assault rifie with Recoll Reduction 3, a laser sight, and an under
barrel grenade launcher with six mini-concusslon grenades.

GETTING IN BY WATER
Approaching the CZ via the lake is virtually impossible under

normal circumstances, The chain of sensar buoys deployed along
the coast will detect any boats: the UCAS Navy will Intercept any
unauthorized vessel and order it to stand down and stay away
from the border. However, In the winter large areas of the lake are
frozen over and can be traversed by characters willing to take the
risk of such a crossing.

If the player characters decide to cross the frozen surface of
the lake, the gamemaster should make three secret Perception
Tests for each of them as described above, using 3 dice Instead of
5. Make one test shortly after the characters begin the crossing,
one when they are about halfway across, and one as they nea
thelr destination. A successful test means that a military sensor of
spotter has noticed that character, and so the runners will be inter-
cepted. If the runners are on the outskirts of the lake, saldlers [ike
those described above will intercept them. I they are on the
lake's interor, they will face an astral combal mage commanding
a Force & water elemental,

The characters may also fall through the ce into the freezing
waters of the lake. On each of the three legs of the trip, each char-
acter should make a Quickness Test against a Base larget Numbes
of 4. If a character's Body Attribute |s greater than his or he
Quilckness, Increase the target number by the difference to reflec
that character’s greater welght. For example, a troll with Body 10
and Quickness 4 should make his or her Quickness Test against i
Target Number of 10 (Base Target Number 4 plus 6—the diifes
ence between the troll's Body and Quickness), Extra Body grant
ed by dermal armor and dermal plating counts toward the fina
target number,

If the test falls, the character Falls through the lce. He or she
takes 4M Stun damage each turn, reduced only by Body: armol
has no effect on this damage. Any character who attempts to pu
a fallen character out of the freezing water must make an addi-
tional Quickness Test as described above, but with a Base Targef
Mumber of &,

DEBUGGING

Do whatever [t takes to get the runners to take Penchyk with
them. She has made up her mind and Is not above manipulation
threats or outright bribery to get the runners to do what she wants
Make It much simpler for them fto agree to do things her way
instead of arguing with her. Feel free to use all of the characters
emotional and background quirks to your advantage. Has one o
them lost a relative? Appeal to that character’s feeling of sympathy
Does one of them admire tough do-lt-your-selfers? Remind them
that Anne Penchyk 15 dolng just the kind of thing they respect. Lse
whatever tactic works.

As a last resort, have Subar use her compulsion power o
make the runners more willing to take Penchyk along. Llse thi
kind of strong-arm tactic only If absolutely necessary, as It takes
the decision out of the players hands. IF Subar |s forced to tip her
hand In this way. you can give the runners a small hint abol
Suhar's true nature; tell them later on that they re not entirely sure
why they decided to let Penchyk come along against thelr betie
|udgment.
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Your trel across the Containment fone has felc e a tour

TELL IT TO THEM STRAIGHT

through all nine drcles of Dante's vision of Hell, with the damned

giouped together according to thelr sins and tormented by evil
glrits. Every single inhabltant of the CZ has withdrawn into one
of dozens of different enclaves and collecrives to protect them
selves from the bugs. and nobody trusts strangers around here
Mot surprising, when any stranger can look metahuman on the
cutside but be one of the bugs (or their stooges) on the inside
I Trust the wrong person and you may die—or worse, end up an
Indect

You ve carefully sidestepped most of the enclaves in order o
avold detecrion, but now you're galng to have to deal with one
‘] of the worst of them. From what Mara told you and what else
vou've been able to learn, the Volk are some of the most racist
Eolationisos living In Bug City, an<d they don | HEe strangers Knock-
ng on their door one bit. They il like you even less, with an org
:'".i'::-"-"-'g in tow. You re nol surée swhy Anne !"w‘.'fll.'h'q"l't % Brofhes
| would take refuge with people like these, bul you vie seen [Henty
of proof so far that the situation in the CZ s making for some pret

iy strange bediellows
HOOKS

The real reason for the runners presence in the Contalnment
Zone s revealed in this encounter. The tension in the soene should
bulld up 1o an explosive confronnation, n which Mara réveals her
ue color and the ronners most iahl or mede ves 1o S8t out ol

& racist. hostile enclave howling for their blood
BEHIND THE SCENES

Mara Suhar Is leading the wnners into a trap. She s them
it Vincent Menchyk sought réefude with the Volk, a violently antl
metahuman, anti-magical g@roup of survivalists who controd a sec

ton of the Containment Zone along Intersiate 55. The Volk sur

round their territory with razor-wire fences and claim 1o protect
the “true” victims af the Chicago disaster: mundane humans. They

murder metahumans and magicians as quickly and brutally as they

do any Insect spirits thal cross thelr path. As the Chicago winber
has drageged on and on, refusing (o give way (o spring and mak-

Ing conditons in the CL even more harsh, the Volk have become

{1 l B Ebims

especlally militant, For more information on the volk, see pp
113-14, Bug Chity.

The area of Volksville where Mara says that the runners have
the best chance of inding Vincent IS near thie junction of Intersiate
55, on the MNoothside near 3151 Street, Thal area |s fairly well pro

tectec!, Dul it also features a smaller concentration of people

because peaple tend to cluster toward the Wall, The Volk are well
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armed and have a lot of guards, but Mara will point out that their
hatred of magicians means that they have few or no magical
defenses. The runners should be able to take advantage of this
wieakness,

GETTING IN

Volksville 18 surrounded by a makeshift chain-link fence
topped with concertina wire and patrolled by small groups of
armed guards to keep the enclave's borders free from insect spir-
its, looters and other dangerous elements. The fence is three
meters high and has a Barrier Rating of B, The concertina wire atop
the fence will do 4M damage to any character who grabs it or falls
against it, Climbing over the fence without taking damage from
the wire requires a successful Athletics (6) Test. The gamemaster
can maodify the rest based on the means the runners devise for
getting over the fence. Gates break up the fence along the roads,
bullt large encugh o drive vehicles through. Each gate is manned
by four guards (see Volk Soldiers),

A palr of Volk soldiers patrols each 50 meters of the fence.
Each pair of soldiers is in sight of at least one other pair at any
given time In thelr patrol, These guards do not issue warnings to
Intruders unless they look ke helpless humans (non-combatants,
especlally women and children), If the Intruders are metahumans
or magiclans (obviously using magle or simply “too mage-look-
ing"}, the guards will open fire In an attempt to drive off or kill the
intruders, Gunfire of any kind will bring many more guards at a run
to the location of the shooting, Two more palrs of soldlers will
arfive in about 5 Combat Turns, and two more will show up 5
Combat Turns after that.

Volk Soldiers

B S Q i w C R E
4 3 3 . 3 Fi A O 4
Inltlative: £ « 100

Threat/Professional Rating: 3/3

Skills: Firearms 4, Interrogation 2, Unarmed Combat 3
Geart AK-97 Carbine [Assault Rifle, 30 (clip), SAS/BF/FA, GM],
Lined Coat (4/2), Radlo Communicator

The runners have no chance of fooling or getting past the Volk
border guards If they are in the company of any nonhumans
{which Includes magicians, in the Volk's opinion). If they have con-
cealed the nonhuman members of thelr team (Including Penchyk)
through maglcal or mundane means, they might get inside
Volksville with a sufficlently convincing story about being refugees
looking for sanctuary, backed up by successful Charlsma ar
Etiquette Tests or some type of magical relnforcement. Keep In
mind that the Volk do not use magic. and so even the simplest
Husion or manipulation spell would worlk,

In the end, of course, |t doesn't matter whether the runners
sneak In or bluff their way past the soldiers to get into Volksville.
Once they are [nside, all hell breaks loose,

SUPER TOHESDRAY
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TRUE COLORS

Mara will walt untll the runners have gotten 4 falr way inside
Volk territory before showing her true colors, At a sultably vulner-
able moment—tor example, when the runners are sounding
someone oul aboul Vincent MPenchyl’s whereabouts—she will
move near Penchyk and use her fear power against the runners,
driving them away from the two women. She will say. "You ve
done well, I'll leave you to your fellow humans,” and then assume
her true mantis form and seize Penchyk, The sudden appearance
of a bug inside the fence will panic the Volk; every armed mem-
ber of the enclave will come rumning, belleving that the shad
owrunners must be disguised bugs or their agenrs. Camrying
Penchyk, Mara will make huge leaps back toward the fence and
then over it into the city, The Valk will take a couple of shors ar
her, but will not pursue the mantid beyond the borders of their ter-
Figory.,

The runners have no prayer of convincing the Violk that they
are not bugs or allled with the bugs. PMus, the Volk will attack
metahuman runners and magicians on principle, Dozens of com-
batants are prowling around in the area, and they quickly turn Into
a mob howling for the player characters’ blood, Use the statistics
glven for the soldiers above for most of the Volk combatanits; how.
ever, most of the enclave members will not be as well armec
Many are packing plstols, and some carry only melee weapons.
The gamemaster chooses the specific weapons carrled by the
Volk,

Stage the fight as a frantlc chase between the runners and the
frenzied mob. The Volk will try to prevent the runners from escap-
ing, and will close all the gates Into their enclave. The runners will
have to find some means to hold off the mob or escape, If the run-
ners want to fight, make it clear that they will not be able to han
dle the hundreds of people coming after them unless they have
some serious firepower at their command. Maglcally acelve char
acters inclined to rely on thelr gifts to save the team should review
some of the Inherent dangers of using maglc (n Bug Clry before
pulling out all the stops.

DEBUGGING

Mara should get away with Penchyk fairly easlly, IF necessany,
use all of her powers (Confusion and Fear will be particularly use
ful) to keep the runners helpless long enough for her o make
good her escape, If the runners want to go after her, remind them
that they have (o deal with an army of hostile Volk first, | the
ners insist on using big guns and even big magic to stop the man-
tis, remind them that without Anne Penchyl they have no eas
waly out—and do they really want to risk killing a UCAS vice-pres
idential candidate?

If the runners get caught In a serdous fight with the guasds |
while trying to get Into Volksville, Mara will reveal hersell at hia
point and grab Penchyk, leaving the runners o deal with the sl
dlers, In this case, the guards will fire on the runners rather thin
on the departing mantis. As long as the bug |s leaving thel tert
tory. they no longer care about killing it,




‘A STRANGE TURN OF CUEMTS

TELL IT TO THEM STRAIGHT

You re in the middle of a mob that's howling for your blood.
Inside a city gone mad. Your client has just been nabbed by a
preying mantis the size of a horse. All in all, this s not turning out
o be ane of your better days

The Volk mab is backing you into a corner; pretty soon there
woin't be anywhere left for you o run. As you ook around wildly
lor an escape route, you spotf a pale igure gesturing to you from
a nearby alleyway. You figure you've got nothing to lose, and
sprint {owand .

You hit the alley and stop short at the sight of several figures
dad In mismatched synthdenim and urban camo. They're all car
rying compact SMGs slung over their shoulders, Their skin |5 gray
ind their bodies thin but muscular, They have small, sharp teeth,
and they look at you out of eyes nearty as white as a blingd per-
san 5. Lhouls. Great. [ust when you thought things couldn't gert
any worse

Wirth a lteral grin. one of the ghouls points owarel an open
manhole cover. Beneath it lie the dark, stinking tunnels of the sew-
efs. You hear the nolse of the mob; theyre closing in. Cholce lime
thummer—certain death right here, or a chance of becoming a
ghaul's dinner down in the sewers?

When the runners reach Ghoultown, read the following aloud:

After a mercifully briel trip through the sewers, you surface
et far rom Volksville, One of the ghouls sneers at how gratehl
you are to b out of the dank tunnels, and makes a bitter com-
ment aboul not being oo fond of it himself. As you make your
way through the darkened streets toward the ugly blocks of the
Cabvint-Green development, the ghoul tells you about his peo-
ple's new home

Cabrini-Green, he says, has been a bad-hoop nelghborhood
lor more than sixty years, and has only gotten worse In the past
several, A few years ago the city of Chicago decided to solve Its
ghoul problem by moving all the ghouls out of the Shattergraves
and into the old Cabrini public-housing locks that were oo run-
dovwn and hellish for human habitation, Then they threw up a wall
around the place for the residents “protection and prepared (o
forget about the whole thing—aor maybe just drop a bomb on the
place and be done with it

Bug City changed all that, Overnight, the ghouls became the
least of the city's warties compared to the swarm of hostlle bug
spiries. overrunning the place. Turmms out the clry s declsion to
warehouse the ghouls in thelr own gherno actually did them a
lavor: the wall around the ghouls’ “relocation zone™ did |ust as
goodd a job keeping the bugs and everyone eise out as it did keep-
ing the ghouls in. The Inhabitants dubbed their enclave
Ghoultown, and used their contacts in the shadows 1o get enough
weapons and ... supplles .. © survive and defend their terrloony,

MNowadays, Ghoultown Is probably one of the saler places In the
Containment Zone. The ghoul laughs, lrenle, ksn't it?

The ghouls have strengthened the high pre-fab wall around
Ghoultown, They've added guard towers and stronger structural
supports, and small bands ol armed ghouls patrol the boundary,
They can see in the dark as well as a human does in the daylight,
as well as keep watch on the astral plane. The gates open (o let
your group pass through; you can feel dozens of palrs of eyes
watching you as you enter. You're starting to understand how an
animal feels on the way to the slaughterhouse. You d swear you
saw a couple of ghouls lick thelr lips as you went past.

Your escorts lead you Into one of the bulldings, through cor-
ridors that are surprisingly clean (considering the nature of the
inhabltants). You follow them into a claustrophobic apartment
that's been converted Inta an office of sorts, with a desk and a
couple of tables on which several modern computers and data
pacls are set up. There's also a bookshelf full of actual hard-copy
books, plus a couple of cases of chips. Seated behind the desk is
a ghoul, so thin even lar ane at his kind that his features look as if
they'd been sculpted from steel. He waves a skeletal hand, taking
in the whole of the room around him as he speaks.

"Welcome to Ghoultown, My name Is Tamir Grey, and | have
4 proposition for you.”

HOOKS

One of the truths of Bug City s that a common enemy makes
for some strange bediellows. This encounter s powertul proof of that
maxim. The runners should feel distnustiul of and even disgusted by
the ghouls at first, but come to feel some sympathy for them once
they get to know them. Runners who have heartiessly hunted and
killech ghouls in the past should have a chance o find out that the
flesh-eaters are still people In many of the ways that really count,

BEHIND THE SCENES

A group of ghouls sent 1o spy on the Voalk arrfived in tme o
see the mob start 1o close on the shadowrunners. The lead ghoul
decided fo save the runners in the hope that the ghouls might get
some potentially useful information rom them, In the ghouls’
book, anyone the Volk doesn't like can't be all bad,

The ghouls escart the runners through a seres of narrow
sewer tunnels thar run underneach parts of the city, While in the
tunnels, the gamemaster may wish to improvise an encounter
with soine bugs that have gotten into the sewer. Mosqulto spirits
make an excellent choice, as they tend to breed in dark, dank tun-
nels. (For intormation on mosquito spirts. see pp. B1 and 141-42,
Bug Clty.! The ghouls prefer to avold the sewers when they can,
and they will take the runners back to the surface as soon as they
are clear of Volk territory.
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Ghouls (3)
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Inltlative: 4 + 106
Threat/Professional Rating: 3/7

Skills: Firearms 3, Tracking 3, Unarmed Combart 4

Powers: Enhanced Sense (Hearing, Smell)

Weaknesses: Allergy (Sunlight, Mild}, Reduced Sense (Bline)
Gear: Lined Coat, Uzl Il [Machine Gun. 24 {clip}, BF, 6M]
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Once they amive In Ghoultown, the runners are (aken o see
Tamir Grey, one of the leaders of the Chicago ghoul community
(for more about Grey, see p. 150, Bug City), Grey will question
the runners about what they are doing in the Containment Zone:;
he wants to discover Il the runners are smugglers and, IF so, whal
contrabancl they might be cammying into the city, He will pay care-
ful attention 1o the runners’ story. and will ask probing questions
to determineg I they are lylng to him. He will also inquire aboud
any obstacles that the runners encountered along the way, gath-
ering information about the Wall. UCAS forces, the bugs. the Volk
and anything else the runners might know.

If the runners are honest with Grey and tell him their story,
the ghoul leader will be most curious about Anne Penchyk and the
manfls splif thar ook her, He will tell the runners that encounters
with mantids are rare in the Containment Zone, especially recent-
ly—In the past few weeks, the mantlds have mostly dropped out
of sight. He |s quite curious about why the hunter insects have
been so quiet lately.

After the runners have spoken to Tamir Grey for a while,
another ghoul storms Into Grey's small office; Tall and muscular
for a ghoul, he is dressed In combat leathers and wearing a
sidearm (ke almost all of the inhabltants of Ghoultown). He
shouts at Grey, harous that Grey has brought strangers Into
Ghoultown and s questioning them without notifying the other
leaders of the community. Grey shows very little reaction to this
outburst; he will calmly Introduce the runners to Blalne
Hammond, commander of Ghoultown's defensive forces and
anather leading volce in the ghoul community. Hammond will
sneer and bare his shars reeth in the runners direction. He makes
It clear thal he does not want "normals” In Ghoultown at all,
except perhaps as livestock, and that he will take up the matter of
Crey's “insolence” with the other leaders of the community.

After Hammond says his plece and storms out, Grey tells the
runners they will talk again later and has them escorted to a roam
where they can rest. The ghouls will leave the runners alone for
the most part: this rest period is their opporunity to recuperatle
from recent events and plan thelr next move. Once the runners
have hacl & chance to stew for a while, Grey will come to see
them. He will rell themn that anti-norm sentiment Is running high
In Ghoultown, and that Hammond represents a militant ghoul
separatist faction who would like nathing better than e have the
runners for lunch . literally, Grey feels that the ghouls must work
with other races o survive, and that the paramount concern of
everyone In the Containment Zope should be fighting the bugs,

If the runners have told Grey their whole story, Including
what they know about Mara Suhar, he will tell them that he has

some information regarcling mantls spirits In the CZ. However, he
does not offer this information until the player characters agree to
a proposal, Grey wants the runners to carry several optical disks
out of the Containment Zone. The disks contain an interview with
him, as well as several excerpts from his |ournal wiltings about
ghoul society, the situation in the city and the way the ghouls
have dealt with the bugs. He s adamant that these documents get
out of Chicago and inte the public eye.

His informartion on the mantis spirits is slim but accurate. The
ghouls have been trading for live humans with a gang called the
Desolation Angels, and Ghoultown patrols say that a woman
matching Mara Subar's cescription was with the manticls. (If the
characrers clo not cdescribe Suhar o Grey, have Grey describe the
wioman representing the Angels in the mantics’ dealings with the
ghoul community. The runners should put two and two together
and realize that Suhar has been representing the Angels in these
transactions.) The Angels claim an area near the Core, If the run-
ners have given Grey less than complete Intormation or lled o
himy, he will tell them what he can, and It will be up to the runners
to do what they will with the Information. Ghouls loyal 1o Grey
will escort the runners to the outskins of Ghoultown, and Tamir
Grey will ask the runners to remember his assistance in thelr future
dealings with his kind,

DEBUGGING

If the runners decide to fight the Volk mob rather than take
the escape route offered by the ghouls, or If they double-cross
and attack the ghouls at the first opportunity, they are on their
own. They must figure oul where Mara has taken Anne Penchyk
on their own, and they certainly won't be making a lot of friends
in Bug City, Once word of the runners’ activities gets out, other
groups In the CZ will also be less cooperative toward them,

Tamir Grey Is intended as a means (o keep the runners on the
rght track. If the runners lie outright o him, the gamemaster
should judge the ghoul leader's reactlon based on how success-
fully they tell their story, Grey excels at reading pecple; also keep
in mind.that he Is a dual being, and can therefore assense the run-
ners’ auras, He will do so throughout thelr interview to detect any
attempis at falsehood, and so the runners should be encouraged
tx tell him the truth. If they hand Grey a line and he buys it {in the
gamemaster s opinion), Grey will proceed based on what he
knows. The only way the runners have much chance of getting
useful help from Grey Is by telling him the truth, Grey |s adamant
about the need for "norms” 10 understand his people, and helps
the characters primarily to make sure his information about the
ghouls reaches the outside world. If the player characters do not
wanlt to smuggle Grey's disks, remind them how much nuyen the
data will net them on the open media market.

I the characters are stupld enough to start trouble In
Choultown, especially with Grey or Blaine Hammond, they will
cjulckly be overwhelmed by a pack of ghouls and locked up Ina
basement room—ane of the ghouls” “larders,” filled with pre-
served human meat. The runners are being kept “on the hoof.” so
to speak, and they will have to escape on their own before they
become dinner.
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10 THE REACUE

TELL IT TO THEM STRAIGHT The entrances to the cub are locked and secured with Raring
3 maglocks. Apart from an alarm that will go off If the maglocks

The Desolation Angels' twrf is on the outskirts of the are tampered with unsuccessfully, the Kaleidoscope has no other
Shatrergraves, the haunted ruins surrounding the fallen Sears security systems. The walls of the bullding have a Barrier Rating of

15, and the windows and doors are made of armored giass with
a Barrier Rating of 8. Any loud nolse will bring one of the spirits in
astral form to investigate. Keep in mind that the mantlds are clual
beings and can see astral forms; therefore, i a runner attempts to
scoul oul the building using astral projection, one of the spirlts

Tower In the heart of Chicago. Even the outer edges of the rulned
aildings and streets glve you an uneasy chill; you Imagine rhat
you can see shadowy shapes moving in the dim light of the nuins.
You tell yourself it's a trick of the light and hope It's true,

You've checked out the area carefully, and it looks like there's
somebody home In an abandoned nightclub a few blocks away will pursue and attack the intruder In astral form,
fom the Shattergraves, near Fullerion and Halsted. The unlit sign Penchyk is in a back room of the club, accesslble only via the

puside the place reads, “The Kaleicloscope,” but no bright lights main bar. She is not a prisoner and Is therefore not tied up.
of colors shine out from the place. It's closed down, like a lot of Immediately upon hearing any sounds of combat In the main bar,
mensssantial businesses Inside the Contalnment Zane. she will handcuff herself, rip her clothes, and in general make her-

The club shows a few signs of life, however, You can see a s&|f loolk abused, When the runners enter the club, Yicen will be

fint light In the entranceway, and every once in a while you hear howering over the main room in her true form. As soon as the run-
ascream. The mirrored glass In the windows and the heavy con- ners are detected, the mantids will attack, while Vixen goes to the
gruction of the walls makes it difficult to see anything more from back raom and gets Penchiyk. _
outside. The inhabitants might [ust be squarters or refugees look- Menchyk will put on a classlc hostage act for the runners
g for a decent place (o hide out and sleep, and you've heard benefit. screaming and pleading for mercy. If the runners hope
about hermits and other weirdoes hanging oul near the to pull Penchyk out of harms way, they will have to act quick-
Shattergraves, but your gut tells you that you're on the right track, ly. The spirits will fight savagely, showing the runners no
This Is the bug nest—vyou can feel It In your bones, Now you've mercy, All of the spirits present are Force 5 except for Vixen,
got 1o figure out how (o get Inside and back out without getting who |s Force 7. I the runners get ta Penchyk, she will beg them
your head ripped off, to free her as soon as possible and will Insist on helping some
You're starting ro miss dealing with corporate securlty goons, prisaners in the.back of the ¢lup. Tnis applrent act of mercy is

Oh, for the simple days, another setup; the prisoners, two young women, are actually
the first set of mantls splrits scheduled to leave the

mes Containment Lone, They have the same statistics as the female
mantids described below, but have po gear or equipment and

This is It—the climatic fight scene and "rescue.” Go to town look as if they have heen mistreated,

with It; make it fast. furtous and fun. Let the runners cut loose; in
Bug City, nobody’s golng to come and Investigate a small-scale
urbar war (frag, they happen all the time). IF the runners brought
seme heavy ordnance with them into the CZ, now's the time to
break It out and start kicking hoop.

Vixen

B Q 5 C [ W E R Armor

Il 10 10 ! 7 | {7 7 )
Inltlative: 17 (27} - 1DG

Threat/Professional Rating: 7/3

BEHIND THE SCENES Attacks: 5kill 7, Damage 105

Powers: Animal Control (Manrids), Aura Masking, Compulsion,
Enhanced Senses (Smell), Fear, Human Form, Summaoning
Weaknesses: Vulnerability (Insecticldes)

Notes: Attributes listed are for manifest form. In aseral form, all
Attibutes are equal to Force

The mantis spirits use the Kaleidoscope club as a home base
for some of their activitles. The spirit cabal keeps what equipment
they use here, as well as housing thelr victims in the club while
preparing them to be Invested with more mantis spirits. There are
seven) mantis spirlts In the cluly when the runners arfve—twio
males and three females, plus Mara and Vixen. All of the females
except Vixen are in human form, but will assume their true forms
if a fight breaks outr. They have the same statistics In both manifest
forms, because they are manifest spirits rather than flesh-forms.
Also in the room are two fresh corpses. The runners seem to have
Interrupted the mantics” dinner hour,

Female Mantids (3)

B Q s C | w E R  Armor
0 o B 5 5 5 |

initlative: 15 125) + 1DG

Threat/Professional Rating: 5/3

Attacks: 5kill 5, Damage 85
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Powers: Animal Control iMantids), Aura Masking, Campulsion,
Enhanced Senses (Smell), Fear. Human Form, Summaoning
Wealkinesses: Vulnerabllby (nsectcioes)

MNotes: Arrributes listed are for manifest form, In astral form, all
Attribures are equal o Force

Male Mantids (2}

B Q 5 C [ W E R Armor

7 | 0 H m— i .|" l_"1 1 I:1 i
Iinktiative: 1525 + 106

Threat/Professional Rating: 5/3

Amtacks: Sl 5, Damage 10M

Fowers: Enhanced Senses (Smell)

Weaknesses: leduced Senses (Sight), Vulnerabllity (Insecticices)
Motes: Atrributes listed are for manifest form, In astral form, all

Attributes are equal o Force
DEBUGGING

The only way the runners can really mess up in this encounter
is by gerting themselves or Anne Penchyk killed. Make the fight
challenging., but not outright lethal, Play around with the Threat
Rarings of the mantids as necessary to make the fight a good one,
It the combart is going badly for the runners, give them some help
in the form of another group of people choosing that night 1o

Attack the mantis spirits. A group of wasp or antl splrits can show

SUPER TUESDHAW ""]

up and turn the melee into a three-way mass of confusion with all
siches fighting It out, or Tamir Grey might decide to send some
Bhouls to help the runners [n exchange for 4 futune Favor

IF the runners are kKicking the drek out of the manrids, feel
free to have a few other members of the cabal show up unéx
pectedly (after all, the runners have no idea of the size of
Vixen s circle), Alternatively, have Vixen ar Mara break off the
heht and leave Menchylk to the runners. keep (0 mind that the
spirits will make use of all their abllities against the runners ang
W hghe intelligently, Also remermber that the spirits have
access o the memaorles of thelr hosts, so they will be much
more fambllar with the (e I‘IIII.'IHIE.'-,' and capabilithes of the
ners than other bugs.

The runners should survive, bul barely, Make this one of the
hghts thar they have nightmares abour, They should want out of
Bug City so fast thar they will agree immediately with wharever
Anne Menchyk wants fo do, If the runners want to 2o hunt all he
bugs down, have Anne reming them that the gate passcoces wil
anly remaln valid for a little while longer: i the unners do nat

want to get stuck In the CZ, they have (o leave soon

IF ANNE PENCHYK DIES

I the real Anne Penchyk dies In this encounter, another ong
appears on the public rid two days later, apologizing profusely o
the press and UCAS voters for having canceled a few campalgn

evients due o [liness (see Plcking Up the Meces, 0. 71



PICRING UP THE PIGGES

Once the runners have freed Penchyk and defeated the man-
Bds, the apparently grateful candiclate informs them that the spir-
iis kilied her brother; Mara Suhar's taped Interview with him was
Umply balt to bring Anne to Bug Clty, She says she has no idea
why the mantis spirts were interested in her. only that they
ntended o use her as a host. She will thank the runners and apol-
ogize for leading them on a fool's errand. Though she Is deeply
sorrowful when speaking of her brother’s death, she will keep her
composure.

If the gamemaster wants to, he or she can Improvise accll-

fonal encounters with Insect spirlts and other Inhablitants of the
CL as the runners are on the way out, Anne Penchyk leads the
gioup to the nearest guard tower and gate and Insists on talking
o the guard In private. After a few minutes the guard will come
out of the rower and allow the runners and the young women (o
ieave the Containment Zone. While they walt for the rescue hell-
opter, the UCAS military can provide first aid (they have several
blomed kits lying around) as well as food and water, but they
Inslst that the characters remove thelr clothes and dress In anti-
septic jumpsults, jackets and shoes. Told only that “they must be
decontaminated,” the player characters cannot learn why the
guards enforce this procedure—rtheir best guess Is that it serves
an artempt by the UCAS government to maintain the fiction of 4
vitas outhreak. Thelr weapons also will be confiscated. After about
an hour, a military hellcopter lands and takes the runpers to
O'Hare airport, There, Anne Penchyk gives them their money,
plus 4 bonus of about half the value of what the government con-
fiscated. She also gives them plane tickets back to thelr home city.

Penchyk will act grateful to the shadowrunners for saving her
life, and will definitely owe them a future favor (which could come
In handy should she be elecred VIP). The characters can conslder
her good for some help In the future, but keep in mind that
Penchyk will not do anything for the shadowmunners that would
compromise her own position or in any way hinder the plans of
the mantis cabal.

Two days alter the un, Anne gives an impassioned speech
about her quest for her brother and finding the two young
women. Convenlently, she leaves the runners out of 6. Years's
campaign gets 4 blg boost in the polls, though most of the other
candidates dismiss the entire event as a blg publicity stunt.

The runners should be able 1o sell Tamir Grey's information to
a media outlet for up to 10,000 nuyen; a standard Negotiation
Test can ralse or lower this amount. Grey monitors the various
Shadowland boards as best he can from Inside the Contalnment
Lone, and word will eventually get back to him that the runners
upheld their end of the bargain with him (or failed to do so), If the
runners come through for Grey, they have made a lifelong friend
ol him.

If Anne Penchyk does not survive the adventure, the
gamemaster has several options. Hrst of all, with Anne dead they

cannot just walk out the Contalnment Zone gate, They musi
escape on their own, and they have made that job a lot harder.

Second, play up the fact that the player characters are
responsible for the death of a vice-presidential candidate. The
UCAS government will certalnly start an nvestigation into
MPenchyk’s disappearance—il they haven't already—and will
quickly discover the phone calls between her and Mara Suhar,
From there, the feds can easily find out who dined with Mara In a
posh restaurant in the conspicuous company of Secret Service
agents. Finally, use those Secret Service agents. The runners
should be praying that none of them carrled a cybereye camera,
With all that coming down on thelr heads, the runners might as
well stay In the Contalnment Zone; they won't survive much
longer outside it than inside

If the runners stay in Bug City. of course, the mantids will hunt
them down., Penchyk s death means that one of their most Impor-
tant links to the outside world has been severed, and they don't
take that lightly. Assuming Vixen survives the final battle. she will
malee It her personal cause to take the runners out.

Finally, If the runners stay (or get marooned) In Bug City. they
cannot pass Tamir Grey's information on to the media. That means
they have one less friend in a very, very unfriendly place.

It Anne Penchyk dies in Bug City, the announcement thart
Anne Penchyk s back on the campalgn trall should shock the run-
ners o thelr bones. Make them wonder what they got Involved
in. If Penchyk Is campaigning, then who died in the CZ? If Anne
Penchyk died in the CZ, then who's running for vice-president? IF
they try to contact Penchyk (or whoever she may be) to find oul
what Is going on, Mr. Secret Service and his friends come visiting
and bust their hoops for harassing the vice-presidential candidate,
The feds will lock them up for the duration of the campalgn, and
maybe even longer If the Yeats/Penchyk ticket gets elected. Also,
the mantls spirlts will not lorget what the runners cost them; word
spreacls rapldly among the various mantis cabals, any one of
which will kill the runners with no compunction. Nol many peo-
ple get to be number one on the hit list of the UCAS government
and a bug cabal: that's quite the ffteen minutes of fame {though
maybe not the kind the runners would have chosen .. |

AWARDING KARMA

Award team Karma lor the adventure as listed below. Award
individual Karma according to the standard rules (p. 199. SRIT).

Survival I point
Threat 2 points
Resculng Penchyk | paint
Making allies of the ghouls | point

| polnt

Getling Tamir Grey's diaries o the media

|
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LEGWORK

Because this adventure s a straightforward search-and-res-
cue run, the runners do not have much legwork to do. Once inside
Bug City and cut off from thelr usual contacts. they will be much
maore worrled about survival than anything else. and so most of
the legwaork should happen before the runners go over the Wall,

In the Initial stages of the adventure, the runners may wish to
check out the people they have just agreed o work for as well as
conditions In Chicago. The Success Tables below present the infor
matlon that the runners will be able to acquire on those subjects.

ANNE PENCHYK
Appropriate Contacts (Target Number 4)
Any Corporate, Political or Media contact,

Successes  Resubis

| “Penchyk? She's Yeats s running mare,
She's an ork, and from what | hear,

a pretty savvy businesswoman.”

F "Anne Penchyk 1s a real do-lt-yourself,
hands-on type. She bullt her business on her
own, and she likes to stay involved In things.”

3 "Penchyk’s a stralght shooter, Honest and
tair, but no pushover. She's vacal aboit
metahuman rights, In fact, she's vocal
about anything she belleves [n.”

a4 “Penchyk’s real down on the whole mess in
Chicago. Word s, she's got family there.
and she's completely cut off from them |use
like everyone eise who's got someone in
Bug City. She's sald more than once that
she wants to see something done aboul it
Khnowing her, she probably won 1 wall for
the government to handle It,"

MARA SLUHAR
Approprate Contacts (Target Namber 5)
Any Corporate or Medla contact.

Successes  Resulis

I “Some media-type from Chicago, Why?

2 “Subar is—or was—the weekend anchor-
woman for a local affiliate In Chi-town before
Bug Ciry went down. Had a real repurtation
for hard-hitting interviewing and Investigative
reporting. Haven t heard anything about her
since the Wall went up.”

34 “Suhar anel her old pews crew have been trying
o send plrate transmissions out of Bus City (o
e everyone 4 look at what's going on In
there, Last | heard, she was tracking down some
hot lead. ™

2
:
4

CAST OF SHADOWS

The following NPCs appear in order of thelr importance to the
story,

ANNE PENCHYK

Anne Penchylk has bullt her career and her life on not taking
"na" for an answer, When she goblinlzed unexpectedly In her twen-
Hes, she refused to accept the disdain of her former filends and col
leagues, refused o believe that her once-promising career in mar-
keting and advertlsing was over, and refused to belleve that her
metamorphosis had changed her self-worth, Instead, she picked
herself up and began all over again, moving back to her native
Miclwest and starting up her own marketing-consulting firm

She began as a one-woman shop, working out of her home
via the Marrix, The anonymity of the Matrix networl: allowed hel
to work with cients who would not have been entirely combort
able dealing face-to-face with an ork woman who had as much {or
more} business savvy than they did. As her reputation grew, her
connections with other metahumans in the business workd helped
keep her new venture growing untll she attracted the attention of
more and more prominent cllents, Her consulting frm, Al
Designs, has enjoyed the luxury of choosing its cllents for the past |
several years and Is known as one of the best marketing/adverts-
ing frms in the Midwest sector of the UCAS

While bullding her new business, Penchyk also became active in
local politics as a spokeswoman for metahuman rights. She donated
hundreds of hours of time to political candidates and causes that she
saw a5 benefiting the metabuman community. and became very oul-
spoken on the Issue of metahuman rghts. Her ad campaigns pul
several state officials In the Midwest Into office, and her busines
practices reflected her ethical stance an equality for metaliumans, I
order to continue using her firm, several of her clients eventually
changed their company policies to be mare metahuman-friendly

Penchyk's activism eventually led her to run for office. She served
several terms as a LICAS Representative for the state of Wisconsin
becoming a strong voice In Congress for comprehensive metahuman
rights, The debate over greater integration of metahumans into he
LUCAS military led Anne to meel olten with General Franklin Yeats, 4
human who symipathized with her cause, The two became good
tiends, and when Yeats chose 1o throw his hat in the ring for the pres:
idential race, he tapped Anne Penchylk as his running mate.

Penchyk's friends say her personality has changed since he
lrother was trapped behind the Wall in Chicago. Though she has
thrown herself wholeheartedly into the campaign, she devoles &
much time and energy as possible to discoverng her brother's fafe
She pursues leads herselF when time allows, and hires others (o fas
low up clues when her campalgn commitments demand her ful
attention, While her previous efforts for political action were phﬂ-l
anthropic. she now seems determined o gain enough personll
power to give her actions and opinions significant political welght

Penchyk is a woman of iron will and determination, the perfed
candiclate for a mantis spirit. She may or may nol have achull'j'
become a mantis host; no one knows at this point, nor does an}'af;i:‘
suspect that she is working with the Desolation Angels in Bug Cq}:
Her battles do not take place on the mean streets of the mems

M
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plexes, but she |s courageous and does not back down easily. The
m will Aind It difffcult to coddle or patronlae her; she will yield
ﬁ thelt superlor experience in matters of shadowrunning because
B i what <he hired them for, bul she takes absolutely no gulf
fom them. Her only goal on this run ks 1o get into the Contalnment
done, Once she gets in safely, the runners are expendable

Attributes
Body: &
Quickness; 3
Strength: 4
Charisma: 4
Intelligence: 4
Willpower: 4
Essence: 5
Reaction: 3

kktiative: 4 + 1D6
Mreat/Trofesslonal Rating: 2/3

Administration: 4

Car: 2

Etiquette (Corporate); 6
Etiquette (Media): 4
Etiquette (Molitical); 6
Leadership (Molitical): 4
Marketing: B
Negotiation: 6

Cyberware
Chipjack
Datajack
Display Link
Headware Memoary (50 Mp)

MARA SUHAR

Mara Subar was once an afttractive woman of East Indlan
descent. a fourth-generation UCAS difzen who used her beauty
and keen wil to work her way through journalism school In
Chicago and up the broadcasting ladder. In record time, she
became an anchorwoman for a major network affiliate in the
Chicago metroplex. Her professional, no-nonsense  attituce
toward her work, plus her skill at Investigative reporting anc hard-
hitting interviews, earned her several awards,

Like thousands of others, Suhar was trapped in the Chicago
Containment Zone after the Cermak Blast, Never one 1o shirk a
chalienge, she deckded o make the best of her sitvation and stan
gathering Information for a fFantastic documentary about Bug Clty
She scrounged the necessary equipment and used her old studio
a5 4 home base, leading a rag-tag group of her co-workers around
the city after hot leads. Unfortunately, Suhar's Investigation got a
bt 100 probing. She drew the interest of Viken, the dominant
female of the mantis spirfits that make up the Desolation Angels.
Vixen had the réepormer captured and invested her with a female
mantis spirit

Suhar now exists only as a convenient disgulse for the man-
tls spirit that possesses her. The spirt uses Subar's memories and
experiences skillfully In conjunction with her own compulsion
power (o subtly influence the humans around her (o do her will,
Utterdy loyal to Vixen and her sister mantids, Suhar devotes all her
efforts toward carrying out their allen purposes.

Attributes

B S Q | w C R E Armor
8 B Ox 4 5 5 2 15 5Ii([A) b
Inktlative: 25 (35) + 1DG

Force: 5

Threat/Frofesslonal Rating: 5/4

Attacks: 5kill 15, 85 Damage

Powers: Animal Control (Mantlds), Aura Masking, Compulsion,
Enhanced Senses (Smell), Fear, Human Form, Summaoning
Weaknesses: Vulnerability (Insecticides)

Note: The Attributes listed apply 1o Suhar in manilest form.

In astral form. all Attributes are equal to Force
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GHIGTH BRACKRAVG

PARTY AFFILIATION: ARCHCONSERVATIVE
“ONE PEOPLE, ONE NATION™
==332 [P eclonol comes ram BLCAS Volce, O somalimes shaill bul
ahways Informative e-zine. As with the Yeals blo, put vour ideclogy
fiter ON balore you read this: the edfor goas a e overboard
ONCe Or twiCa, Jo<gc

—Captaln Chaos (134521 02-10-567)

WOLF IN SHEEP'S CLOTHING?

°| pledge to you. my frends—I will use the office of the pres-
ddency to defend our traditlons and the values of falth, family and
country from any and all directions. We possess a proud heritage
that we must reclaim from the dust and dirt of years of political

carruption and moral decay. If we do, we can pave the way [0 a
new era of greatness as one people, one nation, under God.”

Sound reasonable? Desirable? Inspiring. even/ Then consider
the source, and take a damned hard ook at the fine print and
between the lines. The words you |ust read come from the decla-
ration speech of UCAS presidential candidate Kenneth
Brackhaven, high-powered corporate magnarte and racist thug,
Ch, he doesn't look like the typical bigot at first glance; he wears
designer sults, speaks in a cultivated volce and can point (o a life
of privilege that's utterly allen o the angry, working-class stiffs
who make up the foot soldiers of the anti-metahuman brigades
Monetheless, he and they are brothers under the skin

The way Ken Brackhaven sees the world, metahumans are the
source of most—if not all—of what's wrang with it. He may even
hold metahumans responsible for the death of his mother, In a back-
handed way,; she died of minor complications following Kenneth's
Birth tn 2011, In a hospital oo swamped with changeling cases o
care adequately for her. You can see the logic, can't you? “If not for
all thase ebves and dwarfs, I'd have had a mommy growing up.” But
Instead, Kenneth was left to the tender mercles of his father, a cor
porate shark and virulent racist who taught his son everything he
knew, {And we do mean everything,)

Brackhaven Senlor, an investor and financler once best known
in certaln political circles for publishing a tract “proving™ that
humans were innately more intelligent than metahumans, wasn'|
above pulling strings to help his son get ahead. Though young
Kenny Brackhaven was an indifferent student at best, with a "D
average in his sophomore year of high school, Papa Brackhaven
persuaded the president of the board at Pacific State Liniversity to
give Kenny a place, Kenny graduated by the skin of his teeth with
d bachelors degree In marketing and prompily enrolled in
Harvard Business School (entrance also engineered by dear old
Dad), ARer earning his MBA (bought and paid for with promises
of generous alumnl gifis), Kenneth went to work In the family
Investments business,

somewhere along the line, Kenneth picked up a few business
smarts; since becoming head of Brackhaven Investments upon his
father's death In 2044, Kenneth has managed the company with
something like competence. His real gift, however, was for poll-
tics, Throughout the 2040s, Kenneth Brackhaven became Increas-
ingly Involved in the Seattle political scene. His fundralsing and
lobbying organization, Citizen’s Coalition For Security (CCFS),
became a powerful voice In metroplex politics surmounding such
Issues as taxation, job security and education. Though Brackhaven
sald his group and its ldeas to the public as simply “common
sense and traditional values,”™ positions that the organization
espoused show a distinct anti-metahuman bias. For example, the
CCFS was [nstrumental in the defeat of Covernor Schultz’s tax
package in 2052; had the package passed, it would have redis-
tributed property-tax Income and funneled desperately needed
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Ih'ld.i 1o schools in Seattle’'s poorer, mostly metahuman nelghbor-
hoods, Bul you can't keep ‘em down If you educate ‘em too
f well—so0 Ken Brackhaven and the CCFS torpedoed the last chance
for Searrle's metahuman kids to get a decent education

Meanwhile, the money has kept rolling in for Brackhaven
Investments and all the companies that spiral out from it like a spi-
der's web. Through ruthless acquisitons and just-this-side-of-llle-
B maneuvers, Kennerh Brackhaven expanded the family fortune
into hundreds of millions of nuyen. He has by far the largest war
chest of any presidential candidate In rhis race, and clearly he
intends to find out if the highest office in the land can be bought
ke s0 much real estate. The Brackhaven campaign would deny
any such allegation, of course. They say their candidate Is a down-
to-earth businessman, an upstanding member of the community,
and an exemplar of family values oo long missing rom LUCAS
public llle. What they won't tell you is that Brackhaven's vaunted
“business acumen’ is simply a talent for bordetline-illegal financial
pracy: that he's an upstanding member of a “community” thar in
his mind Is restricted © humans of his own socio-economic class;
anel that among the “traditional family values™ he so badly wants
o restore to our nation |s hatred for all things metahuman, mag-
ical or remotely smacking of the 215t century.

So don't be fooled by the angry populist rhetaric or the fear-
mongering tactics. Brackhaven Is nothing more than the latest in
a long line of demagogues, appealing to the voters waorst
Instincts In order to grab more power over all our lives than any
single person should have

»>»>>(Than thera's Bl Ager. Brockhoven's mnning mate
Consarvative Repubiican, former veap of management for Fuchi,
Inc. of Amarlca oul of New York City, Not as much of a screaming
bigot a3 Brockhaven's umored 1o b but aleged to hold a
gludge agoins! thiose of us Of Ihe pointy-aearad parsuasion. When
Yyou sea where Ager comesd iom, 75 nal hard 1o imogne why he
mignt nal ke alves too much, Onginally from Porfland, Mr Ager
ard Hls family got booted off thelr propemy following the astab-
shmart of T Tamgee: may weanl 1o live with ralativas In New York
City. Jx<ce<

—Spinnes (19:20:34/02+12-57)

x> This guy Brockhaven scares he Iving drek cut of me. Ha's
samawnare (o the dght of Alllla the Hun |<<<e
—Janlce (20:31:14/02-12-57)

2==22[A 01 gl whal hé 50y makes senja j<<<<<
—Mewt | (1821 32/02-13-57)

sua| know—Inot 5 who! really scorgs me,je<<es
‘onice {21:14,12/02-13-57)

»»>>3|AQEr I3 0 guy o keap an aye on, His job at Fuch Amearicao
in Mme Rotan Appla B officloly lsled a3 “corporofte rasoucas
odjuster,” which s just o nice way of wying “professional &
Johrsos” iInthe annudl [endet. SO yasrs A0 hired shodowiunnens
tor Fuchil i NYC. and ke got pretly icgaing good at it, Canded of!
same swaat shadowiuns against some of Fuchi’s competitorns thal

kapt him in eal good shaps with ha nigher-ups. Word has |f thot
he's parhial 1o 1he Villlers comp Jc<<<<
—Lodner (O 1922 /02-18:57)

=rxa=(Brockhitven s o Fagglt Mazl, for Shost s sakel Just ien 16
rimil All this drek oboul “lamilly values™ and “moral hentage ™ —It's
dall jetwash. Ha's talking about a police state full of hapoy littie
Broimwashed chvies, wilh him a8 1he 100 dog. He's 1aking obbout
putting oll us matahumons nfo froggin® concantration comps,
arnd people are jus! nodding thel heads and saying “Yo know,
he's got a polnt * What ™me trag's the matiar with pecple? Con't
neay sae whal's gong on Tlecc
—Bung { 18:3%: 10/02-15-57)

> (Brackhoven's Lsing o classic “us va tham” political strategy.
He's gatherng support by creating a categoly labeled "good, hon

ast, moml citFens™ that most pacpie naturally want 1o be o porft of -

cuz It you're ot Ihen you must Be bod, dshonest and mmorce (Boe
most ol us on the boand <dispiay grine). People in the UCAS are
scared by the ngging of Ihe alecton, Bug City and prachcally every-
thing that’s happeaned since the Awakaning. Scared paople need
someathing 1o focus their fear on, and Biockhaven's using thot to he
advanioge. He's putling the blome for the downlall of sockaty family
on e following “ontisccial” eemants: malonumong. IhaoowTun
ners, magiclans, drakcetera Classc foclics crecte o coamman
anamy o unife averyone behnd you, jecce

—Caine (01:14:51/02-16-57)

>>>»>{Brockhoven’s speech reminds me ol one of Frez Joman’s
speaches about “The Indian Problem”™ back n thea teans, laying
thie biogme for the country's problams at the faet of a scaope-
POO, |c<Cce

—OidBrave { 19-01:44702-16-57)

=xax>{Tall me IHls guy con't win, I1's just nol possiole Joccc
—Goblin Boy {15:57.04/02-17-57)

»2»»(That's what peopis wanted to belevae aboul Hitker, omoe.
Iruth &, the mojority of 1ha UCAS population & human Ceartainly
the vast moyonty of e voling populallon & human. Al Kanhy-Doy
neeads 1o do s win them over, and he's dolng a frightenngly good
ok 50 Tor |e<<<<

—Muyan Nck (20-53:10/02-17-57)

==>22(A chummer of ming scvs Agel Baly holas ahas, | mean
Rotas Iham Cuz the T kloked him oul, probably. My mand soys
Agert talked to them aboul o shadow [ob after gatting than naomes
fream @ fided, but he offerad 10 hire Ihem anly an (ke condition that
they ditch Ihest moge. Pablo, Pablo st happens o be on olf, and
Ager didn 1 wanl bim anywhee naar the biz. Nolurally, they toid
Film whera he could stick hig ol |ccces
—Hangfira (22:13:56/02- 18-57)

=>3>==[Thal iagge: Ager s o rocist. I he monoges 1o gel alected
L might just IGKe Bl oul mysell.)c<ccc
—Pablo (00:54:13/02-19-57)
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ONE PEOPLE, ONE NATION

»xaesAROINET Gnd from the gummint achives, Kenfy-boy gave
thils spaach on Falbruary 1st, 2057 Insaattle o announce Ris carn-
didacy for the presldent of tha LEAS <<

Coptaln Chads {1843 12/02-10-57)

Flive years ago, we gatherec here on the steps af the metro-
plex capltol to say “no’ to affirmative action programs In our elty.
We stand here today to retake command of the revolution thar we
began here In 2052, to lead that revolution to victory and Into the
White House,

Five years ago, | attended a funeral in the Fort Lewis clistrict.
The deceased was a young man named Charles Li. brutally beat-
en and stabbed to death by a gang of goblins on the street, His
attackers were never caught because the authorities were afrald to
go into the Redmond Barrens alter them, The goblins committed
4 brutal murder, then ran back to their lair o hide. When |
returmed to Seattle that night, | saw Governor Schultz on CBN,
calling for affirmative action programs o give |obs to "needy”
metahumans like the ones who killed Charles LI

What are we dolng? What Is the purpose of our economy, If
not to let laborers and thelr families enjoy the simple things n fe?
To let them have food and shelter and a few presents under the
tree for Christmas? lsn't that what 1t's all about? Why are our peo-
ple not reallzing the fruits of their labor?

it el you why: because our government does not fisten
anymore to the men and wamen who work In the forges and fac-
torles and plants and businesses of this country. Our government
cares only for the whims of special interest groups and lobbyist
lapdogs who can afford o pay the going rae for a moment of
their attention. They have forgotten about the people they were
elected to represent, forgotten about the needs of the nation they
are supposed to guide

Well, | have not forgotten about Chardes Li. and | am here
today to tell him and all the victims like him: when | am elected
president of the United Canadian and Amercan States, I'm going
to see (o It that monsters who murder innocent humans on the
street are punished. When | walk Inro the Oval Offlce, we start
looking out for the UCAS and its people first.

What happened to the dea so eloguently expressed by
President MacAlister only a generation ago, of the UCAS as one
nation and one people? The men who fought and died at
Lexingtan, Bunker Hill and Saratoga gave all they had to make the
land they loved a free and soverelgn nation. Yet today our
birthright of sovereignty, purchased with the blood of patriots, |s
being sold for thirty pleces of silver—handed over to these so-
called "sub-cultures” of mutations In order to make them more
comfortable at clecent, hardworking people & expense. | want (o
see our national birthright—ifreedom and prosperity—refurned (o
the people whao rightfully deserve it

Rogue nations and worse threaten the sovereignty of the
LICAS. yet our government maintains little more than a token
army. | will bulld a UCAS military that is second to none on land,
on the seas, and in space—and | will apologize to no one for act-
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ing to protect the life and liberty of our people. We will have the
seCurity necessary to ensure that tragedies like the destruction of
Chicago will never happen again.

What Is wrong with our leaders? Why do they care nothing
far the collapse of every sodal value decent people hold dear?
Every vear milllons of social misfits break our laws, cross our bor-
ders [llegally, and crain away millions in tax dollars from UCAS cit-
lzens, Our nation is being eroded by this onslaught of leeches
draining us dry, yel our leaders—terrified of belng consldered
“not nice”—dao nothing. Let me tell you, my friends, the so-called
guardians of political correctness don t scare me. | will cla what is
necessary (o defend my country, even if it means putting free-
Isaders and anarchists in prison where they belong

We must win the war lor the soul of our nation. Because thal
struggle is about who we are, what we believe in, and the kind of
people we shall become. And that war is being waged every day
in every town and schoolroom in the LUCAS, When many of us
were yound, public schools taught children respect for thelr her-
ltage and the great American values of right and wrong. Our
elders raught us about the greatness and goodness of this land we
call Cod's country, in which we all are so fortunate to live,

But roday our children are being robbed af thelr iInnocence,
Thelr minds are being poisoned against our heritage. agalnst our
heroes and our history, against the timeless values of falth and
family and country: In our schools, eternal truths have been
replaced by moral weakness anc disrespect for all the (deals that
madle our nation great throughour its history, Our children are
growing up o become a lost generation with no understanding of
thelr place in history and no pride In their country.

It Is sald, “"What does it profit a man IF he gains the whole
world and loses his immortal soul?” That is true of nations as well
No matler how successhul the rebullding of our economy—oul
nation’s body—may be, it will all go for nothing if we lose the bat-
the for our greal country's mind and soul

Ouwr children are the fulure of the UCAS, and so we cannot
walk away from this barttle. If we do. we abandon them o the ten-
cler mercles of creatures who butcher young men in the streets of
thelr hometowns. | pledge to you, my Irlends: | will use the office
of the presidency o the full extent of my abllity to defend our tra-
ditlons and the values of falth, family and country from any and all
directions, Together we will drive these polsoners of our natlon's
heart back under the rocks where they belong.

S50 fght for our future!l The LICAS Is the seat of one of the
greatest clvilizations in the history of the world. We possess 4
proud herltage that we must reclalm from the dust and dirt of
years of palitical corruption and moral decay, If we do, we can
pave the way to a new era of greatness—marching forward
together as one people, one nation, under God.

* Download the complete multimedia version of Mr. Brackhaven's
announcement speech for only 5%




*Brackhaven, yvou drek-faced bastard. you lied to us!™

Karl Brackhaven calmly regarded the three meters of angry
ol rowering over him. Kim really had to hand it to him, The guy
mighr be first-rate scurn, but he had nerves of steel,

*Lied to you about what, mister Breaker?” Brackhaven asked
B & condescending volce that enraged the troll further.

“You re Humanis, you scum!”™

Brackhaven |ust smiled, as if It were a private joke, "l never
fied o you about that, my friend—"

“I'm nat your friend!”™ Breaker shouted as slammed his hancts
down on the desk with such force that he momentarily startled
even himsell,

“Now you listen o me, you dumb trog,” Brackhaven began,
amost conversationally, ™You were hired to do a job, no more and no
less. You didn 't come through on your end 5o you aren t going (o see
i sngle nuyen of the fee—a fee you negotated under the obwioushy
lilse pretense that you are a group of real shadowrunners,”

Bone-breaker started to reach for Brackhaven, probably with
the Intense, single-minded intention of ripping him apart, In a
fash the two muscde-grafted goons standing silently behind
Brackhaven's desk like twin pleces of statuary had thelr guns out
and frained on the big troll

“Don't even think of laying your hands on me—you won't
ive long encugh to regret it.”

“I'm not afraid of you, poli-bay,” Breaker sneered, “Why
don't you step out from behind your bodyguards and settle this
like a man?”

Brackhaven just laughed, a sound that gave Kim the chills

“Interesting expression, coming from something like you—
fight like a man —indeed!” Brackhaven took In the three shacl-
owrunners with a single sweeping glance,

“As | sald, | haven't led to you about anything, which | think
you would find a refreshing change of pace In your line of work,”
Brackhaven sald. “You were hired to do a job, which you now tell
me that you are unable to do. Explaln yourselves.”

At this, Hood stepped over to Breaker and gently pushed the
troll o one side. Kim thought Hood looked fike a real elf-land
prince sometimes, rather than the Barrens-born and ralsed shad-
owrunner that he was.

“You hired us to look Into another presidentlal candidate’s back-
ground and history without tellling us that you represented your
nephew, Ken Brackhaven—or telling us that you were the president
of the Seattle chapter of the Humanls Policlub,” the elf sald

“That Is public information. Hardly a secret. |ust because you
dicn’'t happen to recognize me or my affillations Is not my con-
cern.”

“We won't do this job, but we expect to be pald for the time
we v Invested so far,” Hood sald.

“You are hardly In a position to negotiate.”
“Oh? | can think of several newsnets that would be very Inter-

ested 1o learn that the Brackhaven campalgn Is hiring shadowrun-
ners to do is dirty work.™

Brackhaven laughed again. "Do you really think anyone cares
about that?” he replied. “Don’t you think that everyone of any
importance knows that this campalgn Is no-holds-barred?” He
didn't pause to walt for an answer, but kept on talking, as If he
were speaking to himself, "Frag them before they lrag you, that's
basic politics. And If you try to go puldic with this Information, you
will disappear into the federal prison system. | will deny any and
all allegations, of course, You have no proof to offer. no testimo-
my to give. You don’t even exist as far as the rest of the world Is
concerned and that's as it should be.”

Hood started to speak, but Brackhaven |ust waved a hand
and kept fght on going.

“If you don't want the job. that's fine. There's no lack of shad-
owrunners out there looking to make some money and none too
concerned about where It comes from. Now get oul of here
before | have you thrown out.”

The elf stood stock stlll and stared at Brackhaven, nol saying
anything, just looking him In the eyes. Brackhaven returned
Hood's stare without flinching a bit. After several long and drawn-
out seconds, Hood turned away from the desk and gestured to
the other members of his team

“Let’s go.” he sald with a glance at Breaker that sakd he didn 't
want any arguments. As they heacded for the door, Kim turned
back.

“There's one thing | want to know, she asked, and
Brackhaven looked at her with a ralsed eyebrow, "Why? Why did
you hire metahuman shadowrunners If you're Humanis?”

Brackhaven smiled his maddening superior smile and shook his
head. "My dear. because you're the most expendable, of course.”
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In Ghost Story, player characters stumbie across a long-held
family secret that could effectively end the presidential candidacy
of Kenneth Brackhaven, The story begins In a Seattle hospital,
where one of the player characters experiences strange vislons
and encounters the ghost of a murdered ork boy, By contacting
one of the doctors who treated the boy, the runners learm of a for-
mer nurse who holds evidence of the boy's murder, That nurse can
tell the runners that the boy was murdered by his own father, who
wins ashamed of having sired a metahuman child, And she can

'-"".d-' ._.I

also rell them that an impostor was substituted for the child—an
impostor who has grown Into an influentlal businessman and is
NoOW mounting a F!l]'l.'"_'u-ll'h."'l'l‘ll.-l'l cAmpalgn that explolts ant-metahu
man bigotry. In fact, the murdered ork boy was the real Kenneth
Brackhaven
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Of course, as soon as the runners begin investigating the inc
dent. news of their snooping reaches the ears of the boy's uncle.
4 very Impaortant man in his own right and a high-ranking official
in the Seattle chapter of the Humanls Policlub. Linderstandabty,
this uncle wants to protect the family secret, and so he hires an
assassin to kill the nurse before she can reveal her evidence o the
TUrners,

WHAT HAS GONE BEFORE

In 2011, a well-to-do Seattle businessman named Charles
Brackhaven and hiz wife had a son named Kenneth, Mrs
Brackhaven died shortly after the delivery, prompting Charles to
cling 1o his son as a last vestige of the woman he loved

Young Kenny grow up wanting for nothing material, but his
mother s death cast an ever-present strain on his relationship with
his father, Over e, Charles came o blame Kenneth for his
mother s death. Despire the boy s efforrs (o please his facher,
Charles became highly critdcal of the boy, convinced that Kenneth
was unworthy of the sacrifice his mother had made so that he
might llve. As a result, he began o harshly punish the boy

In 2023, Kenneth goblinized into an ork—Ilke milllons of peo-
ple all owver the world. Chardes procured the best doctors and spe-
clalists that money could buy o “cure” Kenneth's “condition.”
Amazingly enough, the boy underwent a
recoverad virtually unchanged

Sound too good to be true? Well, it is. Actually, Charles
Brackhaven saw nothing of Kenneth's paln during his sobliniza-
tion. Instead, he viewed the change as his son's final fallurée—a
fallure that could ruin his own iImage and career. Determined to
prevent his son s condition from damaging his livelthood, Charles
arranged for a “merciiul death for his son as he lay In his hospi-
tal becl, He then found a sultable SINless orphan who was surgi-
cally and psychologically altered to take Kenny's place. That child,
conditioned to be the "new”™ Kenny Brackhaven, became the
proper son and helr Charles had always wanted.,

The new “Kenny ™ excelled in school and later jolned Charles's
Under the tutelage of his “father” " Kaal
Brackhaven—the Seattle chapter the Humanis
Policlub—the young man also learned to blame metahumans for
soclety s lils, When Charles passed away in 2044, "Kenny ook
over the family business,

MNow, Kenneth Brackhaven is running lor the UCAS presiden-
cy—armed with his family's money, a considerable education, 4
reputation as an astute businessman, and the backing of the
Humanls Pollclub and archconserdative LICAS factions
Observers speculate that Brackhaven stands a good chance of
winning—a chance that Uncle Karl and the Humanis Policlub will
kill to protect, as the runners will themselves discover.
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In this encounter, one of the playver characters fincds himself In
the hospital where the young Kenny Brackhaven was killed thirty
years ago. At first, the character experlences a few strange Incl

dents that can be dismissed as dreams or hallucinations. But soon
these incidents escalate Into an undenlable encounter with some-

Biing strange
JELL IT TO THEM STRAIGHT

You lle In your hospital bed listening to the quiet hum of
machinery and the distant, quiet movements of the staff. You real-
e it has grown dark and you lie still, enjoying the quiet dimness,
i strong dose of beta-endorphins softly cushioning you from the
gain that you know you should be feeling. The warmth, the quiet
thythms of the movements outside and the drugs slowly consplre
o lull you into a deep and restiul sleep.

Some time later, you stir a bit. Your body feels strange and
Hyou think that the ‘dorphs must be wearing off. You feel stiff and
sore and oddly bent. as if you werne wearing a body two sizes oo
hgl:' for you. You stir a bit again and suddenly a soft mass is
pushed hard into your face and you awake, You fight and thrash,
tht the pain in your limbs and the drugs in your system make your
gnuggles tiny. feeble things. You try to cry out. but you can't
weathe, Dark spots explode behind your eyes as you fight against
e lemible, smothering grip. You grow weaker and weaker and
your vision becomes dim. The roaring protest of your blood flls
your ears as consclousness slips away from you and you are
tgged down into darkness and cermaln death

You awaken in a cold sweat, clutching the bed sheets. You're
gl alive! You let your breath out in a slow, controlled sigh and
think how good It is to be able to breathe freely. Just a nightmare
fou make a mental note to ask the doc to cut back on the fragsin’

mrugs he's giving you.

Read the followlng to the character when the ghost makes
Dontact:

The ork boy glances In your direction with deep, sad cyes
thal seem to look past you at someone or something standing just
pehind your shoulder. You gaze to your side, but there's nothing
there.

“Father?” he says in a pititul volce that (s far too deep Jor a
chiid. "It hurts. I'm somry, please don't be mad, It hurts so much.
Make it stop. Please, make it stop.” A terrble wall of pain and fear
tears through you and the boy seems (o really look at you hor the
first time

“I'm not a monster!” he yells, “'m not] 'm Just Kenny, Why
do you all hate me? Help me, please help me.” He starts sobbing
and fades away like a mirage
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BEHIND THE SCENES

Gamemasters can run this encounter when one of their play-
er characters checks into Seartle General Hospital to heal up from
a prablematic shadowrun or o get some new cyber-toys implant-
ed, (See Debugging, p. 80. lor optional methods of introducing
the scenario.) After being In the hospital a few days, the character
experiences the dream described in Tell it to Them Straight. The
gamemaster can introduce the remaining events over the course
of a few days or weeks.

If the character tells the hospital staff abour the dreams, the
medicos attempt to Idenfify a physical cause for them. The staff
may tinker with the dosages of the character's painkillers, run all
sorts of tests on the character (especially If he s just had any type
of headware Implantation), and so on. Any such measures have
no effect on the dreams. IF the character Is a metahuman who per-
sonally underwent goblinization, have him make an Intelligence
(4) Test. If the test succeeds, inform the character that the sensa-
tions he feels during the dream resemble those he experienced
during the goblinization process. (The goblinization process is
never precisely the same for any two indivicduals, so the character
cannal be certain the feelings are the same.)

After the first dream, strange things start happening while the
character is awake. For example, the character feels chills In his
room despite the steady temperature shown on the thermaostat,
And small items In the room suddenly fall to the foor for no
apparent reason. Then, as the character watches the news one
evening, he sees a report on Kenneth Brackhaven's political cam-
paign. The room becomes Inexplicably colder and the trid screen
sucddenly cracks. No hospital staff are ever present when these
events occur, and no one can ever offer a satisfactory explanation
for these phenomena. If the character becomes paranold and
jumpy, the hospital stalf reacts with false sympathy and increase
doses of painkillers and sleeping drugs.

Eventually the character actually sees Kenny Brackhaven's
ghost, which appears in the form of a young ork boy, about ten to
twelve years old, standing in the doorway of the hospltal room,
The character catches only a glance of the ghost before |t disap-
pears. The hospltal staff knows nothing of the ghost and na one
else sees |t

Finally, Kenny Brackhaven's ghost visits the character during
the night. Read the second section in Tell it To Them Stralght at
this time. Make the ghost's appearance spooky and keep the
character uncertain as (o whether he 15 awake or still dreaming.

DEBUGGING

It shauldn't be too difficult to arrange for a character to be in
Seattle General Hospital for a while, (What? No one In your cam-
palgn ever ends up In the hospltal? What kind of a Shadowrun
gamemaster are you?) Seattle General s a real hospltal, howey-
er—noal some chop-shop or streel doc—so the character must
have a genuine or well-crafted counterfelt SIN. Any player char-
acter with an up-to-date DocWagon contract will do.

Encourage the other characters in the group to visit their
chummer (unless all of the characters happen to be hospitalized

GHOST STORV

after a particularly harrowing adventure). Stage one or two of the
waking events while the other runners are present. Another char-
acter might spot Kenny Brackhaven's ghost out of the corner of his
ey while passing through the lobby or coming out of the ¢leva
tar, Whatever you do. non-player characters do not see of expe-
rience anything connected with the ghost.

If none of your player characters are in the hospifal, have a
hospitalized non-player character friend ol the group lex-runnet,
contact, follower, supporter. or an old friend lrom the neighbor-
hood) contact one of the player characters and describe night-
mares that include Kenny Brackhaven's ghost, Then have one or
more of the player characters see the ghost while they are visiting
thelr sick friend.

Or simply have the ghost appear in the dreams of a charac-
ter in the group. In this case, the ghost appears to orl or troll play-
er characters. |F no such characters are avallable, use any player
character with a family member who has goblinized, If none of
youl player characters fits that description, the ghost may appear
to a dwarf of elf character. If neither of those are available, the
ghost appears to any player character.

Initially, have Kenny's ghost appear in the player characters
dreams, Make the dreams painful, especially If the character him-
self goblinized. The dream should show the hospital and any other
hines you want to convey. Make these hints as obvious or subtle
as you wish, At the least, the dreams should present a scene that
makes even the most hardened runner linch—a hospitalized boy,
goblinizing and probably neglected, or even abused, by the hos:
pital staff. IF you want, also include the boy s inattentive father in
the dream.

H desired, the adventure can be moved (o a different city,
However, any new city must be in the UCAS. contain a large city
hospital and have been hit hard during the years of goblinization.
Wherever the adventure is sel. Karl Brackhaven's Humanis
Policlub friends will inform him of any investigation nto his
nephew s background. The players may not get to meet him per:
sonally. but they can call him and he will still try o silence them,

Consider the ghost more of a plot device than an actual cris
ter. If the characters attempt to banish or cdestroy the ghost
through astral combat or magic, fling the offending magician into
unconsclousness and have him experlence the nightmare
descril»ed in Tell i To Them Stralght. This happens each time such
an attempl is made until the characters get the hint that brute
force will not rid them of this haunting, The ghost is totally unaf
fected by any kind of physical artack, of course

If the characters simply ignore the ghost, it haunts them with
remible nightmares and weird poltéergelst phenomena for weeks,
ruining their sleep and making the characters emotional wrechs
The ghost makes any soblinized ork or troll character vividiy
remember his own transformation. IF the characters still remaln
Indifferent (o the ghost’s overtures, It gives up and maoves on aftef
a month or so. A mildly unpleasant astral aura lingers around the
characters for a while thereatter [just enough to make ascrally sen-
sitlve people and all animals edgy and uncomfortable around the
characters).
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FIl1D ANID SEER

This sectlon describes some of the infermation sources that
ihe characters might explore while Investigating the ghost's [den-
iy, Anticipating every avenue that a clever group of players
might try Is impossible, so gamemasters should famillarize them-
selves with the adventure's background and simply Improvise any
addidonal Information sources needed to keep the plot moving,
Lamemasters can also use this section to insert a few red herrings
I desired, or to advance thelr campalgns by adding other scenes
and faces unrelated to this specific plot

ELECTRONIC SOURCES

HOSPITAL RECORDS

Characters can obtain information by decking into the hospl
s computer system and searching the hospilal records for
patients whose physical descriptions match the ghost's appear
ace. The hospital computer system is pretty standud: Orange
38898/ 10 with Trace-5, If the characters have only a physical
gescription, the search turns up hundreds of possible malches. I
ey acdd the name “Kenny™ or "Kenneth™ to their search, they
um up a few dozen matching records. If they add the hospital
mom number of the character who first saw the ghost, they find a
record for a Kenneth Brackhaven, age twelve, who was treated In

2023, The attending physician Is listed as "Dr, C. Falt,” The remaln
der of the record Is missing. Further Investigation reveals thal
many hospital records were lost during the Crash of 29, so this
lack of information Is not sinister In Itsell, Kenny Brackhaven's

record does not reveal the reason for his hospital stay.
IF desired, gamemasters may create dozens of other records
and false leads for the characters to siit through durng thelr

wearch.

FUBLIC RECORDS
Il the characters run the name “Kenneth Brackhaven™ through
a public database or newsnet such as SeaSource™, they receive the
information presented at the beginning of this adventure—minus
any mention of young Kenny's murder and the impostor, of course
Public records contain no mention of any ork named Kenneth
Brackhaven

CONTACTS

Characters can learn the following from checking with their
varous contacts and making appropriate Etquette Tests. The (ol
lowing tables list the appropriate contacts and the Information
they can provide

i
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Kenneth Brackhaven
Business Contacts (Target Number 5)

Any Corporate or Company Man contact.

If a character asks a business or corporate contact about
Kenneth Brackhaven, he can learn the following:

Successes  Information

0 “Who!"

| “Brackhaven! He's that Archconservatlve guy
running for president, isn't he!” (The contact
then provides an extensive opinion of
Brackhaven s politics and the presidential race
in general.)

Fd "Brackhaven runs Brackhaven Investments.
He took over from his ald man a few yvears
back. His Uncle Karl runs a lot of things In
town with Kenny out on the campalgn trall.”

3 "Brackhaven was sick as a kid, but you wouldn't
know It 1o look at him now. He's in great
shape and plays real well to the media. A
natural for geting into affice, If you ask me.”

5 "Word says that Kenny-boy and the old man
didn’t get along when he was a kid, but he
came rounc to his father's way of seeing
things, If you ask me, old man Brackhaven
had the kid rewlred or something (o make
him claddy’s lictle golden boy, Mops was a
control freak and coulcn't stand his son not
falling Into line.”

-, MR- i

il

GHOST STORY

Magical Contacts (Target Number 4)

Any Magician contact or Talismonger.

Characters can learn the following information by asking an
appropriate contact about the nightmares and strange activity or

by making successful Magic Theory (4) Tests

Successes  Information

| “The phenomena of visions, sirange
souncls, electnical disturbances and polier-
gelst effects are generally assoclated with
ghosts. These manifestations can range
from harmiess displays to very dangerous
outburses.”

2 “Chosts are usually the result of someone
who dies violently or with very strong,
unresolved emotions, This can leave an
astral 'Impression’ in the place where the
ghost died,”

3 “Most specters are falrly mindless, end-
lessly repeating some scenario or rask, But
some are actually able to communicate
ettectively, often because the deceased
had some Important, unfinlshed task or
unresohved Issues,

i “A ghost usually resembles the subject at
the time of his death, But some have been
lknowwn to take on other forms—usually ter-
rible forms designed to fighten the drek
out ol people.”

Medical Contacts (Target Number 5)

Street Doc. Medical Corp, Paramedic, and other appropriate
conracts,

If 4 character inquires about Kenny Brackhaven's case or the
haspital around the tme of the case in 2023, they can learn the
lolowing:

Successes  Information

| “I've heard umors that the place s haunted-—
strange lights, visions, spooky drek like that,
But nobody really pays much attention o it.”

4 “That place saw a lot of raffic when goblin-
ization day hit. It was lull of people screaming
and dying as they twisted and transformed
right before your eyes. It was like a fraggin’
war zone, | wouldn t be surprised if rumorns of
the place being haunted were true.

i “I've heard horror stordes about those daye.
Haospltal staff run ragged and evenyone
treating the metas like some homible new
disease victims, There was a lot of talk about
putting some of them oul of thelr miseny
and | wouldn 't be surprised If it happened.”

SUPEH TUESDAY

Doctor Christina Falt

If the characters check Dr. C. Falt's file in the hospital records,
they find out that Christina Falt was an intern ar the hospital in
1023, She resigned In lare November of thar year Strangely
enough—as any character with any basic medical knowledge will
know-—an intern would not normally have been put in charge of
any case, though the massive influx of patients during the gobline
ization oulbreak may explain he assignment

If the characters make Inquiries with their contacts abour Dk
Falt's current whereabouts. they can learn the lollowing informs
tion. Dr. Falt's stats appear in Picking Up the Meces, p. 92

Appropriate Contacts (Target Number 4)
Fixer, Streel Doc. Streer Shaman and any streer Coniac of
buddy who might have recelved trrearment at Doc Falt s clinic.

MR. BRACKHAVEN, | PRESUME?

Kenneth Brackhaven s presidential candidacy keeps him oot
on the campalgn trall and constantly surrounded by Secret Senice
agents, so the shadowrunners basically have no chance of mees
ing him. However, the runners can meet wicth Brackhaven's Unce
Karl, who oversees Kenneth's campalgn in Seattle, Uncle Kals
stats appear in Plcking Up the Pleces, p. 92,
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Successes Information

0 “Who? Try checking with DocWagon or
something, chummer.”

| “Yeah, I've heard of her. Street doc. Prethy
good work, too.”

F. “She runs a shadow clinlc In the Barrens.
Doc Falt don't exacily adveriise her ser-
vices on the public datanets, you know.
She's pretty selective about who she
[rears.

3 "Doc Falt usually works through a fixer
named Walks-With-Yen. He might be able
to get you in touch with her. He uses an
e-mall drop at LTG (3124}-5589.

The Brackhaven Seattle campalgn headquarters are located
downtown In a nondescript office sulte that resembles every other
| torporate office sulte the runners have ever seen. The sulte’s
reception area Is done In subtle, tranquil pasreds. with some com-
lortable, stylish chalrs, a sofa and campalgn posters on the walls,
A secretary sits behind a broad desk on which sits a standard
lelecomm and computer set-up.

No metahumans work for the Brackhaven campalgn, and
none are present In the campaign headguarters, IF metahuman
munners enter the headquarters, the campalgn workers stop their
activitles and stare. Securty pesonnel in the suite automatically
go on alert and notily Lone Star, Campalgn security personnel and
worleers may make rucle remarks to metahuman runners, but none
will attempt to physically confront the runners.,

The security persannel will not allow runners to enter the
sulte with weapons. If the runners attempt to do so, numerous
Secret Service agents and a Lone Star fast-response team appear
Immediately, Any physical scuffles In the sulte elicit the same
response, Brackhaven's repugnant anti-metahuman politics, com-
bined with the helghtened level of security at the headquarters,
can easlly lead to vielence, and so gamemasters may want to
make sure the runners do enough legwork to discover these fac-
tors before they visit the headquarters.

Karl Brackhaven Is a very busy man. which the runners dis-
cover If they attempt to see him at the campalgn headquarters.
His secretary questions all visitors and admits only characters with
the proper political, media or corporate credentials (or very good
forgeries) and good cover stories. All others are shown the door
by campaign security personnel. IF the player characters raise a
fuss. Secret Service agents appear and ask them to leave.

If the runners do gel to see Karl Brackhaven, they find him to
be charming and pleasant. He will pretend ignorance of the whole
matter of the ok boy. however. If questioned about the hospital.
he will say that Kenneth was serously (Il as a child with an esarly
strain of VITAS, but that he recovered. He will ask the characters
about thelr interest In the whole matter, trying to find out if they
are newsnet reporters, but otherwise he will steet the conversa-
tlon away from the subject. Kar is a smnooth alker, but any char-
acter who passes a Perception (0) Test can tell that he' s a bit ner-

vous about the whole subject. A magiclan who observes
Brackhaven's aura during the conversation and makes a success-
ful Perception (4) Test can tell that he Is very nenvous and afrald of
the runners.

Again, If the characters become belligerent or threatening,
campalgn security personnel, backed up by Secret Service agents.
will attempt to escort them out of the bullding. Remind any may-
hem-minded characters that Lone Star |5 Just a fast-response team
aAway.

If Karl Brackhaven has not already learned that someone s
digging into Kenneth's secret past, he certalnly knows now, In a
rush to cover things up. Karl tries (o buy off the runners. Go to
Dead Men Do Pay, p. B4,

DEBUGGING

If things start o bog down as the characters do legwork, or if
the characters begin lo lose Interest In the Investigation and seem
ready to give up, throw one or two spooky manifestations of
Kenny Brackhaven's ghost thelr way to encourage them o keep
going. If that doesn’t do the trick, drop a couple of minor hints
that they are on the right track,

If the characters hit a dead #nd or start planning something
foolish like an armed raid agalnst Kenneth Brackhaven or his cam-
palgn headquarters, have Karl Brackhaven declde to off them and
go o Shafted, p. B8,

=
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Al some polnt. the characters |nvestigation of Kenneth
Brackhaven s background ralses some red fags in Karl
Brackhaven's mind, This may occur when the runners speak with
Brackhaven or earlier, at the gamemaster s discretion. At any rate,
Karl begins to wormy about just how much the runners know and
what they Intend to do with whatever information they have
found. In this encounter, Karl attempts 1o persuade the runners to
drop their Investigation by offering them a llitle reimbursement,

TELL IT TO THEM STRAIGHT

The caller 5 someone whose voice you don't recognize. He
says that he wanls o falk (o vou about 4 matier that yvou both
might find “mutually profitable,” a phrase of which you are partic-
ularly fond, He asks you to meet him at a private club called
Matchsticks at eleven o'clock I you are Interested,

When you arrive at the club, located in the shadow of the
toweting Space Needle, Saint john the doorman gives you a curl
nod and a brief once-over with the flat chrome gaze of his
cybereyes before waving you down below street level 1o the
entrance. Apparently, you're expected

Dark wood paneling and leather and brass accessories adorn
the cluly's dimly lit Interlor, making It look like a cave. Your eyes
adjust and you see a lew dozen people scattéréd around ar tables
and booths, thelr quiet conversations nicely covered by the
sounds of the jarz combo playing on the low stage. A quick word
o the dwarl behind the bar elicits a glance ar a corner booth
whiere a lone man sits. He looks like countless other sults that Ire-
quent rhis part of town, the Kind of guy you'd have a hard time
picking out of a crowed. You make your way over and he exlends
A hand, keeplng the other clearly visible on the tabletop.

"Good evening, won't yau sit down?” he asks. "l belleve that
wit have both & mutual acquaintance and & mutual interest.”

BEHIND THE SCENES

The man introduces himself as "M Smith” (ah, a surprisel).
He tells the runners that his real name s of no importance, but
that he has a “few thousand fiends™ he thinks they might llke to
meet, He tells them that "the matter of a M Brackhaven' has
come to hls attention. If doesn't matter how (one must protect
one s sources, after all), but it has, He would like the unners {o
drop thelr investigation Into the matter. The last thing that this Mr
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Brackhaven neeads at this delicate |unciure s people poking
arournd and stirring up trouble needlessly. If the runners agree, Me
Smith says that they will sach receive the access codes for sever
al biind escrow accounts that each contain 5,000 nuyen. If the run
ners want (o up the amount, make a standard Negotiation Test
(M Smith uses the Mr, Johnson contact stats, p. 210, SRH). M
Smiith Isn't authorized to offer more than 10,000 nuyen per cliar-
acrer, however, It the characters become unreasonable or refuse
the offer outright, he regretully breaks off negotiations and asks
the runners (o leave, Karl Brackhaven then takes more extreme
measures to deal with the runners (2o (o Shafted, p. B8)

Mi. Smith’s offer s genulne, IF the runners take it and keep
quiet, they receive no more trouble from Karl Brackhaven (they
might even be able to pull In an additional faver from Uncle Karl from
time to time). However, accepting the offer also brings the anger of
Kenny Brackhaven's ghost down on the runners. The vengeful
specter takes out ts righteous fury on the runners by haunting them
with terible nightmares, affficting them with poltergeist phenome-
na at the most dangerous and annoying moments and genetally
doing everything In Its power to make lile miserable for them

DEBUGGING

IF the runners threaten Mr Smith be coldly advises them against
coing anything foolish. I they do anything thar suggesis impending
violence {such as going for a weapon), Mr Smith s two bocdyguards
appear out of the woodwork (o defend him and Lone Swar shows up
shonly thereafter {use the Bodyguard archetype stats, p. 49, SRE),

il the characters’ greed gets the better of them and they fake
the offer, the adventure Isn't necessarily over. Give the runneis a
raste of how miserable a really ticked-off ghost can make one's file
and then give them a chance to re-consider their decision. The
ghost cares nothing about the money-—the munners can soak Kard
Brackhaven and his family for all they' re worth if they want—as
long as the truth of the whole matter is revealed. IF the runnés
take the money and then decide to double-cross Brackhaven, go
ta Shafted, p. B8,

IF desired. Karl Brackhaven may usé Fletcher Quinn [see
Shafted, p. 88 and Cast of Characters, p. 91) to keep tabs on the
rnners even IF they accept the offer, In this case, Qulnn immedk
ately informs Karl Brackhaven if the characters decide to double
Ccross him and continue the investigation




Eventually, the runners will want 1o look up Dr, Falt, who now
works out of a clinle in the Redmond Barrens. She will be able to
provide vital Information that can lead the runners to someone
with evidence of what happened to Kenny Brackhaven,

It the characters contact the fixer Walks-With-Yen's e-mail
drop and leave an Inquiry about Dr. Falt or medical assistance, a
few hours later they recelve a message asking them to come to
the Fartyrone in the Redmond Barrens at | a.m.

TELL IT TO THEM STRAIGHT

You scrambile through the ruins of a demolished bullding and
arrive at the Partyzone, several large vacant lots where a crowd of
gangers, chip-heads and all manner of assorted streel trash party
itup o the beat of shag metal blasting Irom several portable amps
swattered about. You make your way warily through the throng
and spot a man making his way toward you. He's wearing a dark
duster and a broad-brimmed hat and keeps his hands at his sides,
dearly In view.

"l hear you're looking for a consultation,” he says “You need
to tell me about your symptoms before | can see if the doctor isin.”

When the characters go to Dr. Falt’s clinic, read the following:

The upper levels of the bullding contaln a noodle shop and a
ot of empty rooms obviously being used by a varlety of squarters,
Walles-With-Yen takes you around the back and down a concrete
stairweldl to a basement door. He opens the door and steps
through. You find yoursell In a clean, neat room that takes up most
of the basement area, save for what looks llke a small office and a
storeroom off to one side. The room is set up with a hodgepodge
of modern medical equipment, all of it faldy state-of-the-art for a
street shop like this one. The instruments look well-cared for and
the place (s much cleaner than most chop shops vou've seen. You
might wager that this one |s even antiseptic.,

A woman emerges out of the office. She's slim and petite
with curly red hair heavily streaked with gray. She wears a blue lab
coat over a flannel shirt. a pair of jeans and white sneakers stained
with blood. She looks weary, but the youthful fre in her green
eyes lells you rhat this is a woman who has held this place togeth-
e with nothing more than the strength of her will and personali-
ty. Walkis-With-Yen obviously respects her.

"D, Falt, these people need your help,” The doctor looks each
of you over carefully, welghing what she sees before she replies,

“Always willing to help,” she says. “What foolishness have
Yyou gotten yourselves (ntog

Once the runners have reached an agreement with Dr. Falt,
read the following:

The doctor sighs deeply and settles into a swivel chalr beslde
one of the operating tables In her clink

“When | first got out of med school,” she says, her volce
becoming distant, "1 was ready (o take on the world, | thought |
could really make a difference and help to heal people.”

“1was an Intern at Searttle General when the first wave of gob-
linization broke out, It was like nothing you can imagine. The hos
pital became overcrowded within hours, we were massively over-
worked, and we were afrald, Nobody wanted to admit It but at
the tme we had no idea what was happening. There was talk ol
genetlc mutations, blo-warfare agents, new and exotlc retrovirus-
es and the like, but we were just guessing. There were thousands
of people changing—many of them In terdble pain—but there
was nothing we could do. | never felt so helpless

I don't remember the boy you describe, but | do remember
his father. We had patients plled ten or twelve to a room and this
man refused to allow any other patient In his son's room. Maid the
hospital big nuyen for that privilege, Dr. Freeman was the attencd-
ing physiclan on the case—I think the old man pald for him, oo
Freeman was In charge of a research project attempting to devel-
op some kind of treatment for the goblinizatlon syndrome
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“A couple of weeks after the kid was brought in, Freeman
announced that there'd been a breakthrough and that the boy's
syndrome had gone Into remisslon, No one had ever heard of a
goblinization remission, so Freeman got a big grant to perform a
study. | was one of the staff people asslgned to assist him,

“The project was bogus from the start. Freeman had noth-
ing—no solld data, no viable theorles, not even any real evidence
that remisslon was possible. But he did have a new backer—this
man Brackhaven, When | ralsed concerns about Freeman's
research practices, | was fired. He went on to become head of ser-
vices at the hospital and had a very, ah, lucrative career,

“I don't know why the records list me as the attending physl-
clan, but I wouldn’t be surprised If Freeman arranged It In case any
questions ever came up about the case. He was an expert at cov-
ering his ovwn butt.

“The ald slot died about ten years ago, but he had another
research assistant, a nurse named Karen Johanssen, The two of
them were very, uh, dose. | lost track of her after | left the hospi-
tal, but she might be able to tell you moare about what Freeman
Was up to.”

BEHIND THE SCENES

There are no tricks or secret agendas here (for a change)
Walks-With-Yen llkes and respects D Falt and simply wants to
ensure that the characters aren’t trouble before he takes them to
see the doctor. Telling him the truth is the characters’ best course
of action, because Walks-Wiith-Yen knows Dr. Falt well enough to
know a little of her background. She never talks about the reasons
she left Seattle General Hospital, but he knows that she’ll proba-
bly want to talk to the characters about this matter. 'Walks-With-
Yen also ensures that the characters know that Dr. Falt Is a good
friiend of many of the locals, who would become quite upset Iif
something were to happen to her. Once he |s convineed that the
runners mean Falt no harm, he calls her on his portable phone (o

let her know that he Is bringing some guests over,

When the characters meet Dr. Falt, their best bet is o be
straight with her. She's been on the streets longer than many af
them have been alive, and she's seen It all, There's nothing the
characters can do to intimidate her and it's very unlikely that
they Il be able to put anything past her, She has no patience for
posturing or street jive and will tell the characters as much If they
try handing her some line.

IF the runners tell her the truth of what they re looldng for, Dr,
Falt asks them some probing questions about what they saw and
experenced with the ghost. She also asks them if they have spo-
ken to Mr. Kenneth Brackhaven. If the runners tell her the truth
about the nightmare and the appearance of the ghost, she fells
them that she does know something about the case. However, Dy,
Falt isn't foolish enough to give away for free something that
someone else wants 50 badly. She expects something In return
from the characters at some future point. If the runners agree o
her conditons, she gives them the story provided in Tell k To
Them Straight. p. 85,

When D Falt eventually decides to call in her lavor, have
Walks-With-Yen contact the runners.

DEBUGGING

The only way the runners can really mess this one up Is by oy
ing to lean on Walks-With-Yen or Dr. Falt or, worse yet, attempls
ing to harm either of them. Remind characters who get too pushy =
that Dr, Falt has a lot of friends who owe her favors, These are very
big Riends, some whom even owe her thelr lives, and thess
friends will be most upset with anyone who does her harm,

If the characters conslstently lle to the doctor, she poﬂuly
tells them to get lost. She refuses to help them unless they relag
enough details of what Kenny Brackhaven's ghost has m
them to convince her that they know the truth and sincerely ']
the Information that she possesses,
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In this encounter, the runnets track down Karen johanssen (n
an effort to find out what she knows about Kenny Brackhaven and
the hauntings at the hospital. They find her unwilling to talk to
them, but thelr vislt also tips off Karl Brackhaven that someone
else knows the truth.

TELL IT TO THEM STRAIGHT

The condoplex on the outskints of Tacoma looks pretty unas-
suming. Like a hundred other condoplexes, It has a nondescript
beige exterior and a small yard—both are clean and well-maln-
talned. According to your information, this s the correct address
for Ms. Johanssen. You make your way up to the front door of her
unit, keeping a4 wary eye on the cus along the street and any
movement in the neighborhood as you approach. A firm knock on
the door, and it opens a crack to reveal the face of a woman peer-
Ing out under the security chaln, She appears to be In her fiftles,
has dlark brown hair and Is wearing a smart gray business sult,

“Yes?!" she says, eyeing the group on her porch curously.
“What do you wani?”

BEHIND THE SCENES

Once Dr. Falt tells the unners about Johanssen, they can olbtaln
the nurse’s acldress simply by consulting a metroplex telecomim
directory from any public phone, A decker can also easlly acoulie
this informatian. johanssen is a private care administrator with the
Tacoma Doc\Wagon offlce, She |s divarced and lives alone.

[ohanssen is understandably cautlous when she answers the
door. If the runners look especially threatening (the gamemastes
makes this |udgment call), she may call Lone S5tar pefore answer-
Ing the door. In this case, gamemasters can use the arrival of the
cops to cut the conversation shon if desired,

If the munners don't look too dangerous and approach the
condoplex openly, |[ohanssen opens the door and asks what they
want, as desciibed n Tell it to Them Stralght. If the unners
attempt o lie 1o her of triick her, the gamemaster must judge the
effectiveness of thelr attemplts, based on the Information provid-
&d in this section. In any case, she is unlikely 1o reveal anything
about the Brackhaven case to them.

If the runners simply tell johanssen the truth and ask her about
Kenny Brackhaven's case, she tells them that she has no idea whal
they are talking about, She confirms that she worked at Seattle
General Hospital at that time, bul that she can't be expected (o
recall the detalls of a single case from maore than thity years ago.
She denies any involvement with Dr. Freeman or any wrongdoing
on her part. If Dr. Falt’s name Is brought up, johanssen says that Falt
wias a real troublemaker who always wanted to do things her own
wity—and that Falt was dismissed from the hospital for her cavalier
atritucte. If the runners continue to press the matter, johanssen tefls
them o g0 away and leave her alone or she will call the police.

HGLLU, TURSEY

Any runner who makes a successful Astral Perception (4) Test
or a Perception (8} Test discerns that Johanssen |5 keeping some-
thing from the runners and is most probably lyling about not
knowing what they are talking about. Even if confronted with this,
johanssen sticks to her story. If the runners persevere In their accu-
sations, she becomes angry and again orders the runners away
from her home.

Unknown to the munners, their investigation info Kenneth
Brackhaven's background has made Karl Brackhaven consider the
possibility of the loose ends remaining in his nephew’s medical his-
tory thal need to be tied up. Karl has several agents keeping tabs
on the runners, and these agents have also learned about johanssen
and her connection to Dr. Freeman. Brackhaven will attempt (o use
this information as a trap for the runners in Shafted, p. 88, and then
have Fletcher Quinn deal with johanssen and her files to ensure that
no evidence of Kenny's murder and the switch remains,

WHAT JOHANSSEN HAS

D, Freeman was paranokd. He knew full well that his position
and considerable personal fortune resied on his knowledge of a
rurcler, child switch and the brainwashing of a young boy. He kept
very detalled records of the entire affalr on paper (the old fashionedd
way) as well as on optical disk. He gave |Johanssen the disk years
Ago, as an Insurance policy In case his funds were ever cut off

When Dr. Freeman dled, |ohanssen recelved the paper
recards In a box, which she promptly stored in her attic. The optl-
cal disk can be found in a Ale of her personal papers labeled "SGH
Years." Johanssen has never looked through the papers or read
the contents of the disk. She did have an affalr with Dr. Freeman,
but he never described the full extent of his Invalvement In the
Brackhaven case. However, she does know that Charles
Brackhaven was behind Dr. Freeman's success, and she knows
that the paper records and the disk have something to do with
Brackhaven and his son.

DEBUGGING

If the runners try to lean on johanssen to get information oul
of her, remind them that they are in a falrly decent part of town
and that johanssen has a PANICBUTTON within easy reach should
things become rough. Any attempl by the runners (o use magic
to gel Information out of her may also send johanssen scrambling
for her PANICBUTTON. The player characters also should remem-
bet that johanssen may alert Lone Star before answering the door,
s0 Lone Star personnel may show up just as the runners are about
to lean on her.

Should the runners actually injure johanssen, assume thar a
DocWagon trauma team reaches her in time to help. In this case,
Fletcher Quinn kidnaps johanssen from a DocWagon clinic rather
than her home (see Shafted, p. 88).

SUPER TUESDRARY
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As spon as Karl Brackhaven learns that the runners are Inves-
tigating his nephew’s hospital stay. he hires his own shadowrun
ner to find out what they re up to—and if necessary, silence them.
At some point, Karl decides that it's time for them ro die. He may
reach this decision If the characters refuse his bribe in Dead Men
Do Pay (p. 84) or If the runners attempt to blackmail him for more
money or double-cross him. Brackhaven is also ruthless enough o
arrange thelir deaths simply to keep things neat and ticy.

TELL IT TO THEM STRAIGHT

The directions In the message bring you into an area of the
Redmond Barrens that you ve seen before, but only in your worst
nightmares. The old storefront Is in remarkably good shape com-
pared to the other bulldings in the area. A faded sign In the win
dow reads "Norton Sporting Goods™ and the display behind the
scratched and stalned  plastiglass window consists of some
decrepit manneduing wearing the lalest street Hrr!in::r. TeAr—CIrCA
2042, thar is. A small slgn on the door says that the place is open
trurt you doubt that the store sells many sporting goods these days

BEHIND THE SCENES

Kad Brackhaven has hired Fletcher Quinn, a shadow opera-
tivie of some skill (see Cast of Shadows, p. U3, to take care of the
runners, I the runners are lucky, they may recelve a warning that
someone s out o eet them: make an ODpposed Test bebween
Quinn's Stealth skill and the highest Intelligence of the runners, [
the runner achleves more successes, one of the team’'s street con
tacts tells them that someone has been “asking about them”
recently and warns them to watch thelr backs, If the runner
achieves fewer successes than Quinn, the team walks into this
encounter blind

Quinn has alreacly been talling the runners for a while when
they visit Karen |ohanssen. As soon as the runners leave the
nurse’s home he kidnaps johanssen. He figures that he can find
out if she has any information important to his employer. dispose
of any such evidence at his lelsure—and use her as balt to trap the
runners. After Interrogating her, Quinn has a decker friend leave
an e-mall message—signed Karen Johanssen—for one of the rn:
ners. In the message, "Johanssen” says that she has reconsldered
thelr recuest and has Information they might find usehul, She asks
them to meet her at a sporting goods store In Redmond. If this
lure won't work for some reason, IIf'lulnn may try Another strategy
to draw the runners Into his ambush, For example, he may pose
as a third party offering the team a new bribe or a new lead

In any event, Quinn wires the sporfing goods store with
enough explosives (o level the place. Then he finds a comiorable
place on a nearby rooftop where he lies In walt, radio detonalos
In hand and high-powered bow at his side.

i



The Interdor of the store contalns only wreckage and any
material that wasn 't Interesting enough to loot. Have any charac-
ler who enters make a Perception (6) Test. If the test succeeds, the
character immediately suspects a trap. If any of the characters pos-
sesses an active Detect Enemiles spell. that runner iImmediately
senses danger when he enters the bullding,.

Quinn detonates the explasives as soon as all or most of the
nnners enter the store, Any characier In the store af the fime
must make a Damage Resistance Test (o resist 10D damage.
impact armor reduces this damage, and characlers may use
Combat Pool Dice as they attempl to dive for cover from the blast
Any characters standing immediately In front of the store must
resist BS damage. Any character who runs out and away from the
bullding makes It across Into the stréeet where the blast knocks
him down but causes him no Injury

After the explosives have detonated, CQuinn uses his bow to
fire at any characters rémaining outsice the store, He targets the
least damaged-looking characters first, then any obvious magi-
clans, followed by troll or ork characters, then heavily armed or
cybered characrers. It most or all of the characters look like they
escaped the explosion unharmed, Quinn attacks only If he rea-
sonably thinks he can take someone out anc still get away. As
sgon as the runners get a fx on his position, Quinn make his way
down the bullding's fire escape to his car and drives off.

DEBUGGING

This encounter Is not Intended to kil or malm the characters.
Use it to shake them up and provide them with same addittonal
ncentive o move thelr iInvestigation along. Glve the characters
every opportunity to detect the trap and run before it goes off.
Don't slaughter them needlessly, but keep the fension level high;
force them to escape death by the skin of their teeth,

If the characters don't fall for the trap, the gamemaster may
simply have Quinn ser a similar ambush elsewhere and attempt to
lure them into it In some other way, Quinn continues to tall the
characters using all the resources avallable o him, Including his
employers nuyen and his own contacts, Keep all ambush
attemnpts fast and furdous and give the characters a chance to
escape relatively unharmed

Fletcher Quinn 1sn't stupld and he won't try to slug it oul with
the characters durng any ambush attempl. As soon as the runners
seem to be on to him, Quinn bolts from his rooltop sniping posi-
tion and makes a dash to the nearby alley where his car is hidden.
Unless the runners take some very quick, clever and decisive
action, Quinn should escape every falled ambush attempt.

Il a character wanis to figure out where the arrows are com-
ing from In order to pinpoint Quinn's position, have the character
make an Opposed Perception Test agalnst Quinn's Stealth Skill. i
the character achleves more successes, he spots Quinn and can
target him with mundane weapons or spells.

It the player characters seem capable of taking out Quinn
without missing a beat, make him a more formidable opponent.
Increase the hit man's abilities, give him an extra Gracde or two of
Initiation. provide him with more powers of perhaps a couple of

———‘

protective spells {(like an Anti-5pell Barrier) locked on to him by
one of his mage assoclares,

If the runners kK CQuinn anyway, replace hilm with another
hired gun in Parting Shot (p. 90), Use a sultable leg-breaker from
your own campalgn or the Elven Hitman archetype (p. 206, SR,
modified as a human.

FLETCHER QUINN

After this initlal attempt on thelr lives, the characters might
want to find out a little about Quinn. They can do 5o by question-
ing their street contacts, If they got a loek at the kick artst belfore
he escaped. use an Etiquette Test Target Number of B, If they sim-
ply know that the hitter used explosives and a bow, use an
Etiquette Test Target Mumber of 12

Successes Information

0 "Who?"

I “Yeah, I've heard of him, He's a kick
artist, That's-all | know—and all | need 10
know.

z “Fletcher Quinn's pretty  good-—an  up-

and-comer. He's professional all the way
and usually gets the job done.”

3 “I've seen him before. Tall guy with sil-
verl hair. Uses a bow and amows 1o
punch through body armor. He usually
doesn’t fight you In the open. Prefers to
snipe from cover. Ambush Is his regular
shiick.”

4 ve heard that Quinn uses polson on
those amows of his sometimes, MNasty
drek.
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In this encounter, the runners must prevent Fletcher Quinn
from killing Karen Johanssen and destroying the only existing evi-
dence of Kenny Brackhaven's murder and replacement. After
Quinn's ambush attempt, the runners will likely conclude that the
hit man has found Karen johanssen. They encounter him when
they return (o her condo.

TELL IT TO THEM STRAIGHT

Everything at Johanssen’s place seems quiet and normal. A
firm knock on the door brings no answer, You try the handle and
find It unlocked—a bad Idea In this day and age, you think. Not
the sort of thing that a normally cautlous person like Johanssen
would do,

You go Insicle and take a look around. The house Is unre-
markable, clean and pleasantly decorated. You make your way
from the main foyer around the corner into a small living room.
There's a small kitchen off 10 one side and sliding doors thar
lead out to a small brick patio, A woman Is sitting on the
couch, her formerly smart gray business sult ripped and torn,
her face bloodied, She Is gagged and her hands and ankles are
tled. She glances up at you with a start and a look of fear In her
swollen eyes.,

BEHIND THE SCENES

After the ambush attempt In Shafted, the runners will llkely
assume that Quinn knows about johanssen and her Information.
They may also assume that johanssen will be considerably more
interested In cooperating with them afrer a professional assassin
threatens her life,

If the runners enter johanssen's condo, they will find her
sitting In her living room, gagged and quite frightened. Allow
the munners who first find her to make an immediate Surprise
Test {p. 86, SR} to avold being caught off guard by Fletcher
Quinn, He Is accessing the optical disk, making sure the Infor-
mation his employer wants is there, when he hears the player
characters enter the condo. He quickly conceals himself and will
attempt to ambush the characters again. This time, the heads of
his arrows are coated with a deadly nerve toxin that does 65
damage If the arrow causes a Light Wound or worse 1o a target.
{In addition to the polson damage, the arrows also cause the
standard damage for arrow attacks.) Characters may use thelr
Body dice to resist the polson damage. Toxin Alters also protect
against the polson.

Quinn’s primary goal in this encounter is to escape with his
own skin intact and with the optical disk. He is less prepared than
In his Arst encounter with the runners, so he takes a few more
chances and tries to explolt any weaknesses he spotted during
that first encounter. He won't fight to the death, however, and

attempts to run if he teels overmatched or If the runners galn the
upper hand. He almost cenainly uses johanssen as a hostage (o
alel his escape.

Quinn's secondary goal (s to kill johanssen before she can
reveal anything (o the runners, If he gets a chance, Quinn expends
a Simple Action to kill the helpless johanssen unless one of the
runners attempts to prevent him,

IF the runners successfully defeat or drive off Quinn anc save
Johanssen, she will be most grateful to them, though she st
declines to discuss Dr. Freeman and her like thirty years ago. Il the
runners make a persuasive argument and a successhil Charisma
{4} Test, johanssen will break down and reveal that she does have
some of Dr. Freeman's old documents, including his personal jour-
nal on disk and other materlals that she says he kept as "insur
ance.” The Information on the optical disk Is encrypred, but any
runner can crack the encryption with a successful Computer (6}
Test

The optical disk contalns Dr. Freeman’s medical records o
Kenneth Brackhaven's case, Including tests and DNA files, The
journal contalns a4 confession written by Dr. Freeman that
describes fully his involvement In Kenny Brackhaven's death and
subsequent replacement, In the confession, Freeman explains that
he kept the records as a precaution should Charles Brackhaven
decide to kill him. The materal conclusively proves chat the real
Kenny Brackhaven was killed and that the current Mr. Brackhaven
is a substitute,

DEBUGGING

The final fight with Hetcher Quinn should be tough but not ]
Impaossible. Smart characters will have agged Quinn's MO fram
thelr first encounter with him, and they'll be expecting an ambush,

If they act quickly and with a little forethought. they should H—

Abrle o deal with him. If Quinn happens to escape, he may pcuin
bly return In future adventures, working for Kenneth Era.-:h.h

recelved right after Dr. Freeman's death. The box contains B
coples of the information on the disk.
The runners should have no real difficulty obraining the optiss

grateful enough o the runners that any decent story will cor
her to give It to them. She will want some kind of assurance
safety from the characters (whether they mean It or notl, Alss
keep in mind that any combar between the runners and Heschet
Quinn In this neighborhood attracts the attention of Lone SGE &
the runners should not linger at [ohanssen’s condo after the A
Is aver, '
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PICRING UP THE PIECES

Ghost Story can end In a number of ways, depending on the
declslon the runners make alier the final showdown with Fletcher
Quinn, Defeating Quinn leaves them with evidence that proves
presidential candidate Kenneth Brackhaven is not the genuine
article and that his father was not the plilar of the community that
some believe. What the runners do with this evidence is entirely
up to them, Some possible cholces and thelr resulling conse-
guences are listed here. but gamemasters should be prepared o
wing |t If the players choose some unexpected course of action.

EXPOSE THE TRUTH

The player characters may decide 1o expose the truth by tak-
ing thelr evidence to a media contact or newsnet (which would
gobble up a |uicy bit of muckraking llke this with relishi, Any of
the major newsnets will pay upwards of 100,000 nuyen for the
Information,

It the runners expose the ruth, Kenneth Brackhaven goes on
national trideo a few days later and makes a tearful confession to
a shocked nation. He says that he has discovered thar the story s
true, but he claims that he was very, very sick at the time of the
events and cannot remember that period of his life. Oddly
enough, he |s telling the truth, The story generates a firestorm of
mechia Interest in Brackhaven, which he uses to tout his political
platform. Brackhaven's campalgn lalters Initially but begins to
recovel quilckly,

Exposing the truth also allows Kenny Brackhaven's ghost to
rest. The ork boy's ghost appears 1o the characters one last time
In a dream and smiles to them before walking away and fading
into darkness.

Finally, the unners’ decision makes lifetime enemies of both
Kenneth and Karl Brackhaven—so the munness had better hope
that Brackhaven doesn't become president.

BLACKMAIL

Less scrupulous playver characters may decide to use their evi-
dence to blackmall Kenneth Brackhaven. The evidence could eas-
lly destroy Brackhaven's political career, and the candidate can do
lietle to counter a blackmail threat IF the characters are reasonably
clever. As a result. Brackhaven will be willing to trade money or
political favors in exchange for the runners’ silence. as long as
thelr requests are not unreasonalie (according to the gamemas-
ter's discretion). However, Brackhaven will chafe under such
treatment and spend every spare moment plotting to rd himself
of the player characters, so runners who go with a blackmail
scheme will be riding a tger.

Additionally, Kenny Brackhaven s ghost will continue to
haunt the characters If they ao this route, Terrible replays of the
boy's death and his various torments will trouble thelr steep, and

varlous poltergelst nuisances will afflict them during their waking
hours—usually at the worst possible times,

FORGET IT

Alternatively, the runners might attempt (o simply forget about
the whole matter and remove themselves from any risk by turning
the evidence over to Kenneth and Rarl Brackhaven In exchange for
a promise that they won't harass the runners. Sman characters
should know right off that this plan hasn't got a prayer of succeed-
Ing. The Brackhavens have no reason to trust the runners and no
way of knowing IF the characters have copled the disk or possess
additional evidence, In fact, the Brackhavens will accept the mnners
offer and then discretely arrange the runners’ assassinations to elim-
Inate any possibility of the truth ever coming to light.

Additionally, this plan gives no peace (o Kenny Brackhaven's
ghost, which will continue 1o haunt the runners in the manner
described in Blackmall. These hauntings will continue until the
runners expose the truth of the matter.

CONSEQUENCES

If the runners choose o blackmall Kenneth Brackhaven or cut
some other deal with him, don’t have the world come crashing
down on them right away. Instead, Introduce the consequences
of thelr actions during the course of several adventures. This way,
the runners may not Immediately discern the connection between
thelr decision and the mysterious assassination attempts and
strange phenomena they begin fo experience. And afrer making
the runners feel the consequences of thelr cholce, give them a
chance to change thelr minds and do something about It

AWARDING KARMA

Award Team Karma for the adventure as listed below. Award
Indivicdual Karma according to the standard rules (p, 199, SR,

Survival I poimd
Threat 1 point
Getting the goods on Brackhaven | point
Putting the ghost to rest I point

CAST OF SHADOWS

The lellowing NPCs appear In ordler of their importance to the
SLOry,

KENNY BRACKHAVEN'S GHOST

Kenny Brackhaven's ghost appears as a twelve-year-old ork
oy, dressed in typical clothing of the 2020s, He has a sad,

j
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mourmful look and tends to avold other people's eyes, The ghost
desires that the truth be known about how Kenny died more than
anything and will not rest untll that truch Is revealed, The ghost is
not capable of writing or speaking—It can anly show the runners
Kenny s terrible fate In the hoape that es display will convince them
to reveal the truth

The ghost functions 45 4 plot device rather than a4 potential
opponent for the runners. so it has no staristics. Give the specter
any abllities necessary to move the story along. Do not allow the
plaver characters to simply banlsh [t

KARL BRACKHAVEN

Karl Brackhaven has spent his lile pratecting a lot of secrets,
including his own position as president of the Seattle chapter of
the Humanis Policiub. But perhaps more iImportant. he is the only
living person who kivovwws that Charles Brackhaven killed and
replaced his son Kenneth with an impostor,. Karl considers the
murder a “mercy killing™ and fecls no gullt over the matter.,

As the new "Renny @rew, Lincle Karl helped inseill in the bay
a hatred for metahumans and other "freaks of nature,” As a resulf,
Kenneth's canddidacy represents the Humanis Policlub’s first real
chance to elect a UCAS president who completely agrees with
many of thelr repugnant ideals and goals. And Karl will do what-
ever he can to protect Kenneth's candidacy,

In person, Karl presents a charming and urbane lacade, When
the need arlses, he easlly conceals his rabld anti-metahuman prej-
uelice, but generally he is quite oulspoken about his opinion that
all metahumans are “mutations” that need to be kept apart from
healthy. “narmal humans

Attributes
Bocy: 4
Quickness: 3
Strength: 3
Charisma: S
Intelligence: 5
Willponwner: 4
Essence: 5.2
Reaction; 4

Skilts
Adminlstration: 5
Car: 3
Etiqguette (Corporatel: 5
Etiguette (Media): 4
Etiquerte (Political): 4
Leadership: 3
Megotlation: 5

Inltlative: 4 « | DG
Threat/Professional Rating: 2/2

Cyberware
Datajack
Display Link
Headware Memory (50 Mp)
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DOCTOR CHRISTINA FALT

At age 58, Dr, Christina Falt 1s a world-weary woman who has
seen It all: the Ghost Dance War, the breakup of the ald US.A.,
the Awakening, goblinlzatlon. VITAS plagues, food dots and
alimost every terrible medical condltion known o man. Nothing
can shock her anymaore. As a young intern out of medical school,
"Tina™ Falt believed she coukl make a dilference by saving lives,
discovering new treatments and improving the lor of patients
under her care. All of that changed with the terrible events of the
'20s, Including Goblinlzation Day,

At the time of Kenny Brackhaven's death, Dr, Falt was one ol
more than a hundred doctors at Searttle General Hospital trying o
control a condition that no one had ever seen before. She worked
long, exhausting hours, then tried to do what she could to ease
the pain of the goblinizing patients that filled the hospital wards.

Eventually, Dr. Falt suspecied something was amiss with Dy
Freeman s goblinization research project, She went to the hospl
tal aclministration with her concerns. but her superiars shook thelr
heads and claimed they were powerless to end the project unless
Fale could produce evidence to support her accusations. When she
pressed the matter, the hospital administrators fired her

After she left the hospital Dr. Falt entered private practice
Eventually her practice collapsed, however, under increasing com-
petition from corporate HMOs such as DocWagon. Unwilling to
end her career as a healer, she stepped Into the shadows and
apened a4 "private clinle” for patients with "special” medical
needs—namely, the need to keep their treatments secret, She has
gained quite a reputation as a street doc, but few people know
about her background because she prefers not 1o talk about it

Attributes
Body: 2
Qulckness: 3
Strength: 2
Charisma: 4
Inrelligence: 6
Willpower: 4
Essence: 5.1
Reaction: 4

Skilis
Biotech: B
Cybertech: 4
Car: 2
Etiquette {(Comporale); 2
Etigquere (Street): 4
MNegotiation: 3

Initiathve: 4 + | DG
Threat/Professional Rating: 1/3

Cyberware
Blood Filters {3)
Datajack
Display Link

SUPER THOHESDRAY




GHOST STORY

ALETCHER QUINN

Fetcher CQuinn is a respecied kick artist, or hit man, A con
summate professional, Quinn s highly devoted o his “art.” He
reats each job as an Intellectual exerclse, and he plans and per
lorms each assignment with clinical detachment, He bears the
player characters no mallce—he views them as no mone than this
Week s largels

Cuinn lives by the adage discretion is the better part of valor,
He never stands and fights against unreasonable odds. He performs
his work patiently, and he is abways willing (o take the fime needed
o do a job right withoul exposing himsell o unnecessary nsk S

Though Quinn Is well versed in a mydad of armed and
unarmed fighting styles, he prefers (o minimize his personal risk by ’
carying out his jobs using falrly indirect means, such as explosives,
poisons and the like. His weapon of choice Is a modern compound
bow that packs more punch than a gun and easily penetrates mod-
ern antl-ballistic body armor. (On occasion, armows from his bow
have even folled “anti-bullet™ spells). Often, he coats the tips of his

arrows with drugs or poisons to ensure quick, clean kills.

Atiributes
Body: 5
Quickness: &
Strength: 5
Charisma: 3
Intelllgence:; 4
Willpower: 5
Magic: &
Essence: 6
Reaction; 5

Skills
Car: 3 Firearms (Plstols) 5
Chemistry (Toxins): 5 Projectile Weapons
Demolidons {(Antl-Mersonnel): 4 (Bows): B (100
Etlquette (Carporate): 4 Stealth: & (B)
Etlquette (Street): 4 Lnarmed Combat: &

Inktlative: 5 « 300
Threat/Professional Rating: 5/.2

Gear
Armor jacket
Colt Manhunter
Form-fitting body armor
i radio detonator
Ranger-X Compound Bow w/30 amrows

Varous explosive devices

Adept Powers
Enhanced Senses (Vision Magnification 2)
Improved Mrojechile Weapons (2)
Improved Stealth (2)
Increased Reflexes (2)
Missile Parry
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PARTY AFFILIATION: INDEFENDENT
“DUNKELZAHN FOR PRESIDENT™
»>>aa»Tha roowing malenal wos posied o Shodowlaond in
Febmuany of 004, | dug it oul of The aichives becousa It provicas
usaful background on the “Big D.° Read carefully, chummers, cuz
thara's a chance tha wyrm migh! aclually Be running the UCASR
aftar this elaction, The profile s excerpled and abrdged trom the
far-too-hip-far-ts-own-good onlina ediflon of the Infozine
Metalrends (Jonuary 20543, Soma of the Iinformotion has bean
cputad by varous sourcas, 3o balleve at your own risk. As alwoys,
readers are Invited to post thelr own comments and obsarva-
tons— keft in the posis from 54 Ihat seemad pardinant. Balleve
FREm O YOIl O NS O Whithll, | Sl

Coaptain Chaos (022 1:51/3-10-0/)

Il dragons are beasts ol legend, why 5 It that modkern man
can perodically Alp to a cable channel and fnd one alternately
babbling about some fascinating (to him) facet of human soclety
or having a good-natured chat with the celebrity of the moment?
Why does a dragon, once the bane of Salnt George, nowacdays
have his own talk show? Simple: rmtings and power.

SUFER TUESDRY

==22>(Whan a great dragon asks for his own tldeo show, are youl
gonng tall him no?)ccgcs
===V (02 13:1372-25-041)

=222 O greot arogon Aacidas 10 un Yyour countny, afé you
gonng fall fim NnoTlcccce
Pl 11 123 /3-14-67)

Dunkelzahn first appeared In Denver on january 27, 2012, only
weeks after the first modern dragon sightings. Even as the military
tried to seal the area around Cheny Creek Lake where the great
dragon snoozed, reporters om all over the globe fought for an
interview with this strange new being. Anchorwoman Holly
ﬂfighlmn won the contest, and the resulting Intendew—naelve
hours and sixteen minutes of mind-boggling questions and answers
between Brighton and the towering dragon Dunkelzahn—gave
humanity Its first real clue o the breadth and depth of the
Awakening. Even though Dunkelzahn was amazed and bewlidersd
by the strange world Into which he had awakened, the dragon still
had enough savvy to insist on a cut of the profits from the sale of
the Intenvdew tapes. It is estimabed thal those sales alone netted the
dragon more than 513 milfion dollars—tax-fiee




Mot long after the historic Brighton interview, Dunkelzahn
hooked up with the first of his three (o date) “interpreters,”
Though the dragon quickly learmed to communicate in English
(with the assistance of magic), getting his comments recorded on
videotape proved a tremendous task, Dragons, we soon discov-
ered, do not “speak” as humans do: instead, they communicate
via a “thought-volce” clearly understandable by all those to whom
4 dragon chooses o speak, Unfortunately, microphones turned
put to be immune 1o thought-speak, The solution appeared In the
unllkety form of a local Denver resident, a young man named John
Timmaons, who agreed (o "speak” for the dragon by relating the
words Dunkelzahn spoke into his head,

Though Dunkelzahn maintained a business relationship with
Holly Brighton untll her retirement in 2042, for years Timmons
remalned the dragon's voice in the media and in public. In return,
Timmons own words became a major force In the post-
Awakened Protestant revival In North America. Timmons
preached tolerance and clear thinking against a tide of religious
reactionism, an unusual position in the newly Awakened world full
of frightened and bewlldered people.

Timmaons' relationship with the dragon ended In 2022 when
the Interpreter was killed by a assassin with connectlons to the bur-
geoning antl-metahuman movement. Molice could not queston the
killer; he had made the mistake of raking his shot In Dunkelzabn's
presence and pald far it with his life. Evewitnesses reported that the
dragon reduced the gunman to his "component flaming atoms”
with a glance. Critles of the dragon’s act ralsed a harsh question:
why, with all his power. couldnt Dunkelzahn have stopped the
assassinarion from occuring? The usually verbose dragon made no
comment at the lime and remalns silent on the matrer.

>>>>>[That’s cuz he amanged for the heod shol. limmons hod
been o voluable mouthpiece, but he waos staning o faal his
powar Qs a leadar In the choolic post-Awokenad Protestant
movamant Ward s that ha was oreparing to end his relationship
with the dragan aond reveal all jesece

Gossip HMounad (08:22 09/2-24-54)

=>>52(This |5 a fraggin’ great drogon wa're falking about! Fist off,
vou dion' | think Bé eouid hove kaot Timmaens guiet It e d wonfad
1077 (Assuming here was a reason to do that In the first place )
sacond, If you e oné of ine most powertul moglcal baings on tha
pional, why taély on some goon with a cheap hunting rifla?
Timmans nearty survived, you know Jc<<<<

—Untouchoble (11:28:42/3-1-54)

>>»»2>>[What, drogons don't know healing magic??<<ece
—Doctar Dave (10:19:27/3-5-54)

Dunkelzahn remalned withour a “volce” until 2028. In the
spring of that year, the dragon began speaking through a young
woman named Terrl Ann Riberio, Like Brighton, Riberlo was a neo-
phyte reporter when the dragon “discovered” her. Perky and per-
sonable, Riberio proved popular enough to launch a successhul, If
not eridcally noteworthy, acting career in 2039,

>>>=={Inlaasling 1hal Riband has 1o dote mhused—3dasplle ofas
of tremendous sums of monay—1to credale a tel-oll progrom aboult
har years wilh Iha drogon, et alonsg be nfendawad oboul INe
ject, Integnty, of someaining ella?)<ccx

—Publsner (03:17:15/2-26-54)

==>>>[A monuscript on the ablect does exist. | understand,
Ritero keaps it as Insurance: I sha dies under “mysterous circum:
stonces,” It goes public, A common and usually successtul tech:
nigue; Of course, should Dunkelzahn find it .. Je<ezs

= Winnar (12:01:57/3-1-543

>»>>»{| bat tha Big D would ke to gal his paws on that manuscript
now. Somathing ke that coula eally mess up a sucoesstul politi-
cal compoign J<<<<<

—Toliver (14:54;13/3-22-57)

During the fve years prior to hooking up with Terri Riberio,
Dunkelzahn spent vast sums to create his cument “lair™: a sprawl-
ing retreat on the shores of Lake Louise in the Athabaskan
Council, southwest of Edmonton. The dragon’s estate serves as a
tourist attraction and high-technology entertainment resort as
well as the dragon's personal domain. Though the legal basis for
Dunkelzahn's claim to the land remains unclear, there Is little
doulbt that the great dragon IS lored over all he surveys,

The resort’'s technologleal wonders are created and operatec
by VisionQuest, a former Ares Macrotechnology VR lab purchased
by Dunkelzahn in 2037, The dragon seems fascinated by the con-
cept of virmual reallty, its applications and implications. Dragons,
he Is quoted as saying, have a unique understanding ol reality,
and so anything that claims to create or define reality s of great
interest © him

»>»>>2("ve neard that Dunkezahn attempted a direct neural-tap

Vit feed with no success, Guass ha's sluck using those stupid

archale helmats anad gloves. Ghilla on image. ah7l<ccce
—RBowman (07 24:30/3- 1 -54)

=== Tha drogon's purchase of Vslon&uest 5 interesting, 1o,
Nobody 5 really sura why Aras woudld sell off such o culting-edge
subsicliany 1o an unknown ke Dunkelzahn J<c<<e

—Slock (133:12/3-20-57)

>»>a>(Liké wi keop saying—ao gréeal drogon wonts to buy of do
someming. you gonng tell him no?lcccce
SPD (20 14:55/3-23-57)

=»>=>(Nof thot simple A magocom outclossas o greal dragon by

far Aras didn’l sell o VislonBuest out of fear—t's 0 sure bel

Damien Knight got somathing moma than nuyen oul of the daal,

They say nevar cut a daal with a dragon, bul If anyane could do

It and came ot an the winning side, it's Knight |<<<<e
—Miaknight (02 13:20/3-25-57)

The dragon's current "volce Is MNadja Daviar, an Eastern
Eurapean elf with a mesmerizing volce and no personal history on
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record, She has served the dragon since 2039 and reigns over the
Lake Loulse resort like a queen. Holly Brighton, who lives at the
resort and still wields considerable power within the dragon's
sphere of influence, s frequently at odds with Daviar. Brighton's
greatest influence seems to be over Dunkelzahn's periodic talk-
commentary trideo program, "Wyrm Tallk,”

>»a>>(1'vé heard rumons thot Dovior hos some conrnection 1o the
Polish intafigence community . fhough no informahion beyond that
hers aver surfoced. Tl Bet Bighton would pay mucho dingro for
that kind of paydata, jc<c<e

-Ex-Pot (03:02:00/3-12-54)

== (MO personal hstory? Hos anyona out there got anything on
Doviar? Who s sha? Where did shie come fiomTlceccex
LCurous George (20:11:3043-20-57)

=a»ax(S0iy, Georgle, bul there's nothing fo be found. | know
some people who've looked real hard. Daviar's mora than just the
avaraga Sihless-type—someona’s laken great pains 1o erase any
hoces of her bockground ond dong a damn fine job of il
PO, | aias

—Sweaeper (02:13:45/3-29-57)

The dragon began the semi-annual program the year follow-
ing Brighton's retirement from media and has so far produced
more than two dozen editions. Topics range from trite celebrity
interviews and profiles to fighreningly Insightful commentaries on
culture and soclety,

»zxxxDunketzahn usad his tolk show 1o announce hils condicacy
to an aslimated rided audiance of more Than 300 milion viewers
wiolldwlde, The annGuncaement stunned the world with 115 implhico-
Hioms, but the UCAS has recognized him ai an official condidate
{(Aftar all, who wants 1o tell a greal dragon no?)j<cca

- Coplan Choos (15:23:04/3-20-57)

=»w»a(0kay. 'l bite, Why I8 he daing it7 Why 8.0 greal dragon nin-
Aing for fraggin’ prasident?]ce<cs
—Bung (20:18:22/3-21-87)

=>>>>(Why & Lotwyr in charge of Soecer-Krupp? Why aré drogons
influencing the governmant of Amarania? Why did Aden desiroy
Talran? Why did Sirurg destroy Buroalr 2297 Powear, chummmear,
pure and  simpka, Diogons ke o oave power ond 1o ba in
charge J<<<d

-Ecsimon (18:04:30/3-22-57}

==523>[But Dunkelzahn's not ke that. He doesn'  hrow his weighd
cround of play Tma dragon, you puny buman,” 1 ihink he gene
Linady llkas s and redlly woanbs to help us ouf, I'm on the stoge
crow fof “Wyrm Talk® and |'ve octually worked around “the Big D°
(% wa Call him on I 581}, Ha s.one of 1he Dasl peocple |'ve ever
woiked with, He s genumaly inlerashad n us mome Ihan any
fwrman boss |'ve aver worked for. Ha's gof my vale,)e<<<s
- BastBoy (19:58:19/3-24-67)
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DUNHELZAHND

Tall s

A MetaTrends special transcript of the historic March | 5th, 2057
broadcast.
Commentary by Colin Carter

Dunkelzahn the great dragon Is the size of a small bullding,
but he sits almost catlike atop the special platform bullt for him
in the sound studio, as comfortable as if he were lying on the
stereotypical pile of booty so popular in cheap fantasy novels, A
raven-haired elven beauty stands at his side, looking too calm o
be a maiden In distress: his translator, Madja Daviar, who serves
a5 the dragon & volce to the audience of his tremendously pop-
ular talk show, Unlike most of his kind, Dunkelzahn doesn't shun
the spotlight. He seems to love the attention, which is probably
why he looks like the cat that swallowed the proverblal canary
as the cameras slide into place and the dragon s old friend Holly
Brighton adjusts her feed to the studio systems. She's come out
of semi-retirement to Interview what may well be the most
unusual guest that the greal wyrm has had on his show yet:
himseif.

The sense of anticipation in the air is crackling like electricity
as the studlo manager makes the final checks and begins count-
ing down to alr time, Dunkelzahn Insists on performing his pro-
grams live in front of a studio audience, a practice largely aban-
doned in trideo programming decades ago. The rows are packed
with people on the edge of their seats, waiting to see what will
happen, | understand from the producer that Dunkelzahn person-
ally Invited most of the audience to attend this show, though they
seem to represént a fairly broad cross-sectlon of the viewlng pub-
lic. Whatever you may say about the dragon, as | sit here in the
studio and feel the anticipation bullding, I've got to admire his
showmanship.

The studio manager signals on-alr. The show s credits roll on
the monitors. The audience applauds as the cameras focus on the




stage. Holly Brighton crisply introduces herself and her “guest,”
then settles Into a comlorable, conversatlonal tone.

HB: The first question I'm going o ask is the obvious one. Why
Afe you guest-starring on your own fdlk show/!

Well, Holly, |'ve decided to run for president ol the UCAS, |
Intend to “throw my hat into the dng,” as it were,

[The studio audience is stunned Into silence by the announce-
ment, made In Daviar's steacly, sweet voice. Everyone's attention
Is fiveted on the dragon. | can't help but think of the millions of
viewers oul there glued to thelr trideo sers |

HE: Dunkelzahn, I'm sure owr viewers must find this announce-
ment quite a surprise. Why do you want o run for presidem?
What possible reason could vou have/

|A rich laugh] There are many answers o that question ...
and I'm sure that you and all these good people [a nod toward
the studio audience| have heard most of them. My reasons are
different. [A slight pause, as If the dragon |s searching for words,
Surely a master showman like Dunkelzahn must have planned out
his splel o the letter—but the brief hesitatdon doesn'| feel faked,)
| am an anclent being, Holly. I've seen first-hand more history
than many shoterlived people have forgotten. And in all that
time, | have seen many civillzations attempt 1o create a better
waorid—and tragically few that succeeded. One of those, the only
one that stlll survives, is the LUnited Canadlan and American
states. In all of its incarnations since the LLS. and Canada were
formed, this nation has achieved remarkable things. Think of it—
over the past thiee hundred-odd years, you have managed to cre-
ate and sustain a civilization based not on shared blood and cul-
tural conformity, but on shared ideals. On the rule of law. On the
notion that all beings truly are created equal, before which the
many differences between us fade Into Insignificance. This is an
cxtraordinary premise on which to bulld a way of life—yet you
have done It, and are doing it still. Certainly. you have not always
lived up to this Ideal—like any young cvilization, you have back-
slid, fallen short, sometimes even gliven up, But you have always
tried again to be the great civilizatlion that you Instinctively know
you can be. | wish to aid in this effort—by leading you in the direc-
tlon toward which you have always striven. This nation and all lts
people have o0 much strength, so much potential for true great-
ness, | can make that potentlal a reality. | can guide the UCAS—
and through the UCAS, the world—to become what it was meant
o become.

HB: You said we had bullt our society on “the notion thar all
beings truly are created equal. ” | take it thar means you support
civil rights for metahumans?

As one who lately benefited from the wise decision fo grant
A non-human equal rfights under the law, | would be Inconsistent
not to. [Brighton laughs politely,] Burt it goes deeper than that.
Many people in the UCAS today lack civil rights, because they also

lack any meaningful connection with the country in which they
lhve. Human and metahuman allke, they are disenlranchised from
the society around them—they have litile hope, and even less
opportunity, | intend to change that. The LICAS | wanr to lead is
one In which every citizen has a stake in the huture, because the
destiny Intended for it belongs to all of its people. Therefore, If |
am elected, | will make Systemn ldentification Numbers avallable
for all the SiMless In the LICAS. National reglstration, with com-
plete one-lime amnesty for all who may be here lllegally or who
cannol obtain a SIN uncler normal circumstances because of some
petty offense. All who wish to become full-lledged cltizens of
thelr own country may da so, with no questions asked.

HB: Whar would you say vour qualifications are lfor thizs job? |
mean, you re not a politician and you have no experience in gov-
emment. Or do you?

No. No. I'm not a politician, which Is a good thing. The times
In which we live require new solutions, not more of the same ald
ones, To creale a future worth having, we require Innovation-—in
politics, in economics, In technology—especially in technology.
Maost of all, we need the one thing at which the UCAS has always
excelled—innovations In thinking, a willingness to look at the
world in new ways, This natlon has always had the courage 1o do
that, and | am confident that under my guldance the UCAS will
reach new heights of creativity.

HB: What exactly do you mean by innovations in economics and
rechnolagy? And why especially technology?

Let me give you an example, Holly. Conventional wisdom
has Il that the so-called Big Elght megacorporations are the dri-
ving force behind technological development—that they are the
anes “pushing the envelope,” so to speak. In fact, they are quash-
ing development, both rechnological and economic, These vast
companies use thelr enormous resources o malntain 4 status quo
that they find profitable. Real innovation s too risky for them—ii
frequently loses money, or has no immediate practical benefit. A
glant corporation cannot explain to all of its shareholders that they
will be getting less money this quarter because funds were spent
on something with no iImmediate profit, and so the megacorpo-
rations back only the sure winners. It's the smaller companies and
ordinary Individuals who are willing to take great risks lor appar-
ently small gain, to gamble on something that may not pay off for
years, These are the true heirs of the American-Canadian drive to
succesd by inventing 4 better mousetrap. And In the end, the
common people—not the megacorporations—will be the ones
whose hard work and dedication improves the quality of life for
everyone. With the proper guidance, of course,

HE: Whenever someane becomes a candidate for president, peo-
ple start pleking apart that person’s character and qualifications.
How do you feel about the prospect of your past coming under
scruthny?
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| take pricle In my orgins, but as US. Army General Caolin
Powell sald many years ago, “Were Amercans. Were not
Africans and we're not Jamalcans, We have to live In this country
In this time.” | am a UCAS citlzen, first and foremaost. | do not live
In the past. My Interest s in the future, and | am unlquely guall-
fied to guide the natlon for its greatest good In the years © come.

HEBE: W Is that?

The Awakening has changed the world In many ways. Many
people want to return to the past before maglce—or dragons, for
that matter—existed, but wiser heads know that the changes we
have been through cannot be reversed. As a dragon, | understand
the forces of maglc better than anyone, | understand magic's

strengths and [ts [imles. As an anclent belng with a unique under
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standing of history, | also appreciate the sirengths of moderm-chey
technology because | have wilnessed the development of %o
many civilizations without it. | have made a paint of studying high
technology since the world Awakened, and | understand what
ongolng technological Innovatlon can do for us. Technology can
help us achleve wonders unmatched by any other civilization that
has ever existed. Magic has its part to play. of course, bul tech-
nology can take us farther in the direction we are meant o go.

HB: Do you really think the people af the UCAS can accept 4 non-
human as thelr president? Will people really follow a dragon as
their leacler?

I do not concern myself with matters of species or race. Ask
me what | am and | will tell you. Ask me where | came from, [l
tell ywou, Let others call me too traditional or not traditional
enough or too human or not human enough In my thinking.
Meanwhile, | will do what | know Is right, | will act for the good
of all, and glve the UCAS the future It was meant to have. Those
with the wisdom to |oln me. | will welcome ... and those without
It must simply wait and see. They will find little to quanel with
when all Is salkd and done.

HB: If you became president, what cowld yvou bring ro this courntry?

[ could say the usual things—/|ob opportunities. respect in the
world, soclal justice for the oppressed, and everything else a
politician usually says. And all those things will come under my
guidance, of course. But what | have principally to offer is hope. |
know what the people of the UCAS are capable of, and | know
exactly how to ensure that this natton lives up to Its potential.
Uncer my leadership, the UCAS can beécome agaln what it has
been In the past—a beacon of hope for the rest of the world, a
shining example of what the races of (metalhumanity can achicwe
If only they are polnted In the dght direction. Together we can
work miracles—and we will

HB: Do vou think people will actually vore for you?

| belleve they will, Thelr cholce Is simple—the future | offer
them, or no future worth having. Of all the candidates, | am the
only one who truly believes that ordinary people have a role o
play. Indeed, I'm counting on legions of ordinary people to rec-
ognize this chance o achieve something worthwhile—mo work
toward a world no longer hobbled by poverty, Injustice, and
despair. Common people dream great dreams, Holly, and they
never quite give them up. | belleve the people of the UCAS are
ready to join me In this great enterprise, to make a new future for
themselves. And | am prepared o lead the way into that future—
whalever It takes,
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DRY RUN #erooue

Simple mn, my butt, Tanner thought as he slammed a fresh
clip into his Predator and listened for any sound that might betray
the locations of the feds In the underground garage. Marley was
already crouched down against a car, trying (o work the fingerings
of a spell to heal the flesh wound in her shoulder. Half-Trak stood
at the other end of the car, both hands wrapped around the grip
of his Colr.

“This Is the Secret Service,” sald a bullhormn-amplified volce,
“You are under arrest. You have thimy seconds to throw down
your weapons and come out with your hands behind your heads.
if you do not comply we will respond with force.”

Trak turned to Tanner as Marley cursed faintly and finished
working her spell. “We're fragged, chummer,” the dwarl whis-
pered. "We haven't got any cholce.”

Tanner looked back across the car at Trak. No choice. They
were pinned down Inside the garage by the feds with no way out.
They hadn’'t heard from Sprite, so they had (o assume the decker
was out of action. Either she had cut her losses or the |C In the fed
matrix had skragged her—at this paint, Tanner didn’t really care
which,

“You have ten seconds, came the volce agaln,

“Let me try a spell,” Marey whispered, pushing herself up,
Tanner shook his head,

“They've got to have magical backup by now. You'll anly glve
them an excuse to geek us,”

“You think they won't anyway?" she replied, her sarcasm
edged with pain,

“IF we play our cards rdght, maybe not.” Tanner locked at
Half-Trak, who nodded In agreement, then back to Marley.
Frowning, the mage considered thelr chances against an armec
UCAS government squad that undoubtedly had relnforcements
on the way. Then she nodded sllently,

"Ohay, we're coming out!” Tanner shouted. He tossed his
Predator to one side of the car and stralghtened up slowly with his
hands behind his head, hoping that the feds wanted them badly
enough not o simply shoot them when they stood up.

Tanner's vision started to swim. Panic gripped him as he real-
ized his limbs wouldn't obey him, Everything went black and
sibent, and Tanner's mind started racing. Was it a spell from the fed
mage? Some kind of nerve gas? What the Irag was happening?

Suddenly Tanner found himself awake and lying in bed. Not
his bed, though. Some kind of hospltal bed. He started to sit
upright and just had tme to notice Marley and Trak lying in kden-
tical beds before an ork in a white coat pressed a switch on the
side of his bed rall. He felt a comforting, relaxing warmth spread
through his muscles as he fell back against the pillows and stared
ar the ceiling.

After watching for a moment to make sure his subjects were
resting easily at the lowest level of consciousness, Dr. Tronsa
crossed the room, punched a two-digit number into his telecom

%

and pressed the Call key, Almost immediately, the picture on the
screen flickered and resolved into the face of Carla Brooks,

“Report,”
“They made It farther than the last group, Ms. Brooks, and—"
"But not far enough. Okay, give them the standard debriefing

and have the techs reset the simulation with the new Information

as soon as the results from this run have been processed. |'ll
arrange for another team to make the run—expect the new group
in three days.”

"Ms. ... Ms. Brooks, Is my work producing satisfactory
progress? | don't like calling only to report qualified failures ... ©

“l understand your concern, doctor, but each test provides
valuable data for analysis—and each test gets us a litde closer to
our goal.”

“How many simulations do you plan to run?”

“As many as we need (o, We have to make sure this is done
right, Dr. Tronsa. There [s no margin for error. Don't wonmy—every-
thing Is going according to plan.”

As he pressed the Disconnect key, Dr. Tronsa allowed himsell
A moment s speculation on the parameters and expected out-
come of his superior s mysterious plan. As quickly as the thought
arrived, he forced it away. Best not to Inguire (oo cosely into the

purposes of those employed by dragons.
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TRODUCTION

In Dry Run, the runners are hired to perform an apparently
rourine shadowrun by Carla Brooks, head of security for the greal
dragon Dunkelzahn’s presidential campalgn. Unknown to them,
their “shadowrun” Is actually a test run af a scenario designed and
executed In a highly sophisticated virtual realicy, The runners
belleve they are on a shadowrun in the real world but are. in fact,
hooked up to powerlul computer systems at a VislonQuest VR
Facllity that Dunkelzahn owns, Aler completing thelr run, the run-
ners awaken from the VR simulation to discover that Human
MNatlon terrorists have taken control of the VislonQuest facility and
plan to destroy it. Unless the runners can find a way out in time,
they are dead meat.

Dry Run assumes that the runners work out of Seattle, but the
inittal encounter can be set anywhere,

DRAGON DREAMS

Always lasclnated by humanity, the greal dragon
Dunkelzahn has made a hobby of examining the quirks anc
foibles of hameo saplens for quite some time. In recent years,
Dunkelzahn has come to rely on the inventions of simsense anc
virtual reality as his best tools for the study of the human con-
dition, These technological wonders allow the dragon to invent
all manner of Interesting scenarios at his Lake Loulse virtual
theme park, then observe and record all the reactions ol human
subjects introduced Into these scenarios. The dragon can then
view, study and even experience his subjects’ responses at his
leisure

Ta further his experiments with virtual reality, Dunkelzahn
purchased VisionQuest, a leading-edge VR company previously
awned by Ares Macrotechnology, Under Dunkelzahn's direction,
VislonQuest became a waorkshop In which the dragon turned out
the state-of-the-art VR programs and scenarios he needed to sat-
isfy his curlosity about the metahuman condition. VisionCuest's
virtual -reality programs are so sophisticated that users frequently
cannot differentiale the virtual from the real world.

In Dry Run, Dunkelzahn's VisionQuest employees have
construcied a VR s«cenario that simulates a shadowrun-—a “dry
run” that the player characters are tapped lo test, To ensure
untainted test results, Dunkelzahn has decided to keep rhe
subjects unaware that they are undertaking a simulated run
To achieve this, Dunkelzahn's agents will drug the runners
early in the shadowrun so that they awaken in the simulatian
with no knowledge that what they are experiencing Is not
entirely real.

Dunkelzahn and his trusted employees have alfeady tested
this scenario on several different shadowrunning teams to provide
the mast complete data possible. The player characters are not the
first to go on this run: however, theirs is the first lest 1o be inter-
rupted by a terronst assaull {aren't they lucky?).

REALLY UNREAL

Because most of Dry Run takes place in virmual reality, the
gamemaster must consider several unique factors, These factors
can affect how the scenano plays out, as well as how “real” the
whole experience feels to the shadowrunners. Virtual Realitles
2.0 may be helptul, though not essential. when incorporating
some of the concepts mentioned in Dry Run.

VisionQuest has created one of the most sophisticared viru-
al reallty environments in the world using the most advanced
mesleling and design techniques plus terapulses of recorded
sense iImpressions and other data. However, the simulation is not
entirely flawless. As they go through the shadowrun, Ihe runnes
will likely notice a few hints that things are not as they should be,
What they make of that informarion is up to them

Running In Fantasy Land

Cenerally speaking, in virtual reality the characters’ bodies
respond to thelr neural Impulses exactly as they do in the normal
world. The simulation's VR controller uses an active neural feed-
back system simllar to those used in cyberdecks. The controller
translates the runners’ neural Impulses Into actlons within the VR
environment, IF a runner thinks about shooting someone, casting
a spell or dodging a hall of bullets, his or her virtual self takes that
action. The system works quite well 1o make events unfolkd as the
runners expect them to,

In fact, it works a bit roo well. Because the system reacts (o
the runners' neural impulses, the runners’ expectations of what Is
gaing to happen create a slight bias in their favor within the sim-
ulation. Test results are adjusted 1o mitigate this blas, but the phe-
Aomenon can make for some odd colncdences while the runners
are experlencing the VR simulation, Pay carehil attentlon to the
artitudes expressed by both the runners and thelr players during
the game. I a character or player expresses a strong oplnkon
about the outcome of an event or test, modify the test result by
altering the size of the dice pool in accorcdance with the opinion
expressed

For example, If a runnér or player says that making a meﬂ:'
shof Is a sure thing, that runner might gain 4 bonus die or wo
when making the test for that action. Il a runner of player is con-
vinced that the action will fail, he or she may lose one or two dice
as a penalty, In virtual reality. arritude really s everything. Use
common sefse when madifying test results and do not ade ar
subtract more than 4 couple of dice for any test. Keep all HI!II.*
modifications secret from the players; let them wonder why thelt
Success Tests are turning out differently than they usually do.

Something’s Wrong Here

The VR simulation s Incredibly real, but occasionally It dis-
plays minos “glitches™ that the runners may notice If they are ply-
ing atterition (as good shadowrunners should), Rather than having
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the players make continual Perception Tests to nolice these glitch-
es (thereby letting them know that they should be noticing some-
thing), simply Insert small, slightly surreal detalls into descriptions
of the runners’ surroundings. An example ol this appears in the
Tell it To Them Straight sectlon of Off and Running (p. 104),
where the runners view of DeeCee seems "not at all like the real
Federal Distrlet of Columbla—more llke one of those documen-
tarles you see on the trid.” The munners can easily dismiss this
passing detall as the result of fatdgue or an overactive Imagination.
Alternatively, a cold, cough, nagging pain or other minor physical
problem might bother a character less than usual ("Lucky thing
your trick knee s doing okay today. ) Or minor detalls may appear
somewhat idealized or “unreal” in some way-—colors may seem a
little oo bright, outlines a little oo sharp. A magician character
may get an odd feeling or impression while doing magic or
assensing, which the character may chalk up to unfamiliarity with
DeeCee's “vibes"; In truth, the VR system has a little problem sim-
ulating magical activities because they cannot be sense-recorded,
Decher characters may sense some slight quirk or time lag In
decking, which they may attribute to some pecullarity of the
DeeCee matrlx, In fact, the quirk comes from the decker's Anely
honed awarencss of virtual redlity; he or she s subconsciously
noticing the difference between his ar her normal deck Interface
and the VK program.

Hitting the Wall

The virtual-reality simulation also has a few “blind spots™ that
willl tend to unravel the scenario—things It cannot simulate accu-
rately, If the simulation runs into one of these blind spots, it tries
to compensate as best it can—usually by taking the affected run-
ner out of the scenario to preserve the lllusion for the remaining
characlers

The program’s major blind spots are injury and death. The
sysiem can simulate all the necessary paln responses for a charac
ter (o belleve that he or she has been Injured, and that character
will sulfer the appropriate damage from being wounded
However, characters will not die if they take damage that exceeds
their physical Condition Monitors. IF a character “dies”™ during the
scenario, the VR feed takes that runner off-line and keeps him or
her unconsclious untll the other unners awaken. so that all the
runnérs can be debricfed together. Take aside any player whose
character dies and explain to him or her what has happened. The
runneér should awaken along with the other characters about the
time that the terrorists capture the facility

The VR system also cannot simulate the effects of astral pro-
jection to the metaplanes because the expedence is 50 subjective.
An Initlate character who attemnpts an Astral Quest will Fadl,
because his or her real-world astral projection abllitles are being
inhibived and the system cannot simulate that experence, Do not
offer the player any explanation for this effect

Getting Out

The only way the runners can eéxit the VR simulation is by
completing the scenario, at which point the simulation terminates
and the runners wake up. Even if they figure out that they are in a
simulated environment, they cannot leave until they have played

0l

aut the oenario because the VE neural feed “short-circults”™ thelr

normal voluntary resporses, including the magical abilities of
magicians. This means that the characrers cannot even sense thelr
physical bodies, much less get them to move. In fact, the unners
cannot even tell that they still have physical bodies. If they assurme
that their bodles no longer exist, do not reassure them, Let them
worry about It for a whike.
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TELL IT TO THEM STRAIGHT

Another night, another run. Your fixer told you this one would
be simple. with minimal complications. Right. If you had a nuyen
for every time you've heard that one, you could retire tomorrow.
Still, you need the cred, And there's an exception to every rule,
lsn 't there?

The meet's supposed to go down at the Eye of the Needle
tonight. Ritz place—your Johnson sure has same nuyen (o spreacd
around. You dress in your best “make-an-impression” threads and
show up right on time. When you Inform the snotty elf maitre o'
that you re with the Johnson party. his lips twitch In what looks
vaguely like a smile antd he leads you quieily to a private room,
You hear the faint hum ol a white-noise generator; your meeting
will definitely be a private one. The ell seats yvou and tells you that
Mr. |ohnson will be with you shortly,

As promised, "Mr. Johnson™ turns up In just a few minutes.
She's a knockout—a tall, willowy elf with snowy white halr that
cascades down to her shoulders and deep, blue eyes that seem
te drink In the light. Her deep brown complexion makes a
striking contrast to her light hair and eyes, and she looks at
hame in her finely tallored dress and expensively tasteful jew-
elry. She Introduces hersell by name—~Carla Brooks, head of
security for Dunkelzahn's presidential campaign. As you pick
your chin up off the Hoor, she continues: "My boss necds a few
people for a simple run—a stralghtforward job. with minimal
complications.”

There's that line again—"a simple run with minimal compli-
catlons.” The only cliché you've heard more often is, “Never
deal with a dragon.” Or anyone working for one, On the other
hand, if a dragon wants you on his payroll can you really afford
to say no?

HOOKS

Give the runners the impression that they re playing in the
big time In this scene. The whole setting should reek of high class
and people with nuyen to burn, Carla Brooks acts like the soul of
grace and charm throughout the discussion of the job. Glve the
runners the feeling that this could be their big break. Emphasize
that pulling off a run for the Big D could earn them some serlous
bennies in the future

BEHIND THE SCENES

Brooks invites the shadowrunners to dine with her before
they get down to business, She s charming and mildly Hirta-
tious, talking and laughing as If she has known the runners for
years and they are all our for a casual night on the town, She
invites the runners to select wharever they like from the menu,

recommending several dishes thar she thinks they might like.
Her suggestions show impressive insight into the runners per-
sonal tastes. During the meal she chats pleasantly with the
characters, recounting anecdotes about waorking with
Dunkelzahn. She does not reveal any really good gossip bur
hints that she knows all sorts of interesting things about the
dragon—and things are especially Interesting now, with his
presidential campalgn In full gear and his home base moving
ta Mrince Edward |sland,

If the runners ask why Carla is here talking with them instead
of sticking close to Dunkelzahn at this busy time for his campalgn
or how the dragon can spare her from the campalgn trail to have
dinner with a bunch of shadowrunners., she looks serious and says
that they will get down to business shortly. She tells them that she
has an important proposition for them but does not go Into detall.

Once dinner is over and the wait staff have cleared the table,
Brooks begins to talk business with the runners. Her pleasant
manner becomes brisk and businesslike as she describes the pro-
posed run, stating that It must be handled dellcately and that It
has Dunkelzahn's personal attention,

The job calls for the shadowrunners to go to DeeCee and
plant a sophisticated survelllance device on the limousine of one
of Dunkelzahn s political rivals. The runners will have conshderable
lattude in carrying out the run, just as long as they keep to the
prescribed timetable. Carla will arrange for them to get the infor-
mation and equipment needed for the run once they are In
DeeCee. If they bother to ask, Brooks will tell the runners that
Dunkelzahn wants out-of-town talent because the shadows In
DeeCee are being watched too closely; the entire city |s crawling
with rumors and shadow-activity Involving the presidentlal cam-
paign. and law enforcement autharities are keepling 4 sharp eye
on things.

Brooks ends by oltering the runners a flat payment of 20,000
nuyen @ach in whatever form of currency they prefer: 5,000 up
front for expenses and the remainder on completion. If the char-
acrers want to up the stakes, the group may make a single stan-
dard Negotiation Test against Brooks (p. 72, SRIN: Brooks will not
put up with oo much haggling, so individual runners canmot
make their own tests, If the test fails, Brooks tells the runners they
can “take it or leave It."

DEBUGGING

If the runners seem reluctant to take on this run, remingd them
that refusing a |ob from Dunkelzahn could be darnaging to thelr
reputations. especially if the Big D should ger elected, Having a
great dragon hacked off at you is bad; if he's running a country,
it's even worse. Also, having the future president of the UCAS as
an employer could bring the unners a lot of benefits. Having him
as a enemy could be the last mistake the runners ever make.

SUFER TUOESDAY
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If the runners are feeling especially paranold, have Brooks

give them whatever assurances she can that this run is stralght
forward (It's not, but she has no qualms about lying to the runners
and can do so quite convincingly). If the runners use some kind ol
magic to determing If Broolks |s telling the truth. it does not work
because she (s wearing enough magical countermeasures on her
person to neutralize it

If the runners are foolish enough to threaten or even attack
Brooks, remind them that dragons have long memaories, Brooks
may be dining with them alone, but she is not stupid. As
Dunkelzahn's head of security, she likely has ample Arepower just
an eye blink away

103

Because the players may not know that Dunkelzahn has a
head of security, they may need convincing of Brooks™ ldentity
Brools needs an answer immediately, and so she is carmying mul
tiple forms of identification, including a video statement from
Dunkelzahn [via his transtator, Madja Daviar) confirming Broolks’
identity and position. IF these credentials do not convince the run-
ners, have varlous restaurant patrons stop by the table and say
"Hella™: high-ranking elven diplomats, business contacts from the
Blg Eight megacomps. even a few rich backers of Dunkelzahn s
presidential bid
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TELL IT TO THEM STRAIGHT

The first-class LICAS Air flight Irom Seattle to DeeCee has
been quiet and pleasantly emornist-iree, giving you a chance to
relax, enjoy a complimentary drink or two and sleep a bic. You
could ger used o traveling like this. You wake up and stretch just
as the plane Begins Its final approach to Thomas |jefferson alrport;
a steeply banked turn toward the landing strip gives you a termific
view of the sprawling nation’s capitol. From up In the sky you
can't see the dirt and desolation of the metroplex—you see only
the clear blue sky refllecting off the bright white marble of all those
monuments and government bulldings. It's not at all like the real
Federal District ol Columbia—Iit looks more like one of those doc-
urmentaries you see on the (i,

You get off the plane and breeze through the alrport—null
problem, thanks o Ms. Brooks. Now you're back in the reality
you're used o waiting at some dive to meet a contact and get all
the particulars that you'll need to get things rolling. You've got a
pretty good feeling about this run, and never mind old sayings
about dragons, There's a real buzz going on in DeeCee; you can
practically feel biz In the air, The election |s lighting a fire In the
shadows as the fat cals start to figure out |ust how much they
clepend on runners o do their diry worlc.

You notlce a burly ork In a plaid jacket heading toward your
booth, From Ms, Brooks description, this must be your contact.
He looks you up and down as he approaches, keeping a perfect
poker face. Looks like it's show time,

Once the runners have a chance to plan privately, read them
the following:

In the privacy of your safe house, you look over the data
Dubronskl gave you. According to the mission specs, you're
supposed to plant the listening device on the undercarriage of
the limousinge that will fermy former Vice President James Booth
to and Irom a lundraising dinner ar the jefterson Tower Hotel In
two days. The transmitter must be planted in time for the return
trip from the lund-raiser, sooner if possible, but no more than 12
hours before the event to reduce the chances of the feds spot-
ting the device. The bug has sophisticaled shielding that will
prevent most scanners from picking it up. 50 all you need to do
Is sneal into a tederal VIP garage, plant a bug on the vice-pres-
Ident’s limo, and ger out again with no one the wiser. Piece of
Cake, right?

HOOKS

This scene sets up the basics of the VR shadowrman—what the
runners need o do and the parameters within which they must
wiork. How the runners actually handle the run is up to them, In
lact, Dunkelzahn has had them brought here primarlly to see how
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they handle things on thelr own. Carefully read over the details of
the mission and allow the runners o formulate thelr own plans.

This section also sketches oul some possible tacks that the
runners might take, but no written adventure can cover every pos-
sible plan a group of players might fermulate. Use the material
presented as a guideline and be prepared to iImprovise If neces.
sary to fll in the blanks, Give the players all the Information that
Dubrenski gives the runners, then let them come up with a plan
tor planting the bug, Encourage the players to be creative,

BEHIND THE SCENES

Fram this polnt in the adventure untll Pulling the Plug, the
runners are not In the real world, They are diugged during their
flight from Seattle (something in those complimentary crinks) anc
retrieved at the aliport by Dunkelzahn's operatives posing as a
DocWagon team. The operatives transport the runners 1o a secrel
VisionQuest faclliey near Mason Clty, lowa, and hook them up 1o
the VR simulation. A tew slight modifications to the VR feed make
the runners believe that they dozed off briefly on the plane betore
arriving In DeeCee, Everything thar they think Is happening In the
District of Columbia is actually part of the virtual-reality program.

The runners’ contact In DeeCee is a fixer named Dubronskl,
who provides them with the informatlon and materials they will
need to do the job, Dubronskl meets the runners at a pre-arranged
site, an out-of-the-way dive on the outskirts of the city. He gives
them the survelllance device, plus an optical chip with the mission
specifications: complete data on security at the VI garage, specs
of the Secrel Service matrlx system and the timetable the runners
are expected to follow. In addition, Dubronskl arranges 1o provide
whatever equipment the runners feel they need, As long as the
request is not too outlandish (for example, military-grade hard-
ware or anything specifically governmental or “top secret’),
Dubronski can acquire anything that the runners need in 24 hours
of less, (Considering that everything the runners are experiencing
is a VR illusion, fincing them hardware and supplies 1s a snap.)

DUBRONSKI'S CHIP

The chip contains all the informarion the unners need to gel
started on the run. Thelr primary target is the garage where fed-
eral ViPs' limousines are kept. They must enter the secured
garage, plant the bug on Booth's limo and get out without raising
an alarm. If they arouse the suspicions of the feds even for an
Instant, the run will fall. The feds will give all the vehicles In the
garaae a thorough sweep and discover the bug.

The garage’s security Is described on p. 105 IF necessary,
modify these parameters to better sult your player group and
Improvise any other measures requined that are not covered here,

The primary challenges the runners ace are linding out which
limousine will be transporting Booth so that they can plant the
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transmitter well in advance and dealing with the Secrer Service
agents responsible for overseeing Booth's transportation. Il the
players think of It, they may attempt o learn the limousine s
planned route as well. This knowledge may enable them to plant
the bug while the vehicle is in transit and eliminate the need to
break into the garage

The Bug

Ihe survelllance transmitter that Dubronskl glives the runners
I% a small, flat metallic box about the size of a paperback book,
crammed with sophisticated electronics, |t has a magnetic pad
that will adhere the device to any ferrous metal surface so strong-
ly that the device cannot be removed without tearing the surface
A mErt

Any runner with Elecrronics Skill who bothers o examine the
bug should make an Electronics (6) Test. If the test succeeds, the
runner notices that the surveillance device is Inelficiently
designed. Whoever bullt it included several redundant compo-
nents and systems (presumably Intended as backups) In s
design. The device also Iincludes some fairly sophisticated elec
tronlc countermeasures that should enable it to avold most forms
of electronic detection. If the munners ask Dubronskl about the
deslgn of the ransmitter, he tells them that they 're not belng paid
as electronics consultants—thelr job Is o get the transmitter onto
the target. If the runners suggest making or using a smaller trans-
mitter, Dubronskl says, ~Look—just do what you re lold and take
the cred, OK? Save your brilllance for figuring out how to get the
bug In place.”

Physical Securlty

The VIP garage has three underground levels, a street-level
lot, plus a single-story administration building. The entire bullding
Is macle of reinforced materials and has a basic but reasonably
sophisticated alarm system. The limos and other vehicles are kept
underground. below street level.

The windows of the administration building are construcred
of armored glass with Barrier Rating 2, while the exterior walls are
made of reinforced plascrete with a Barrier Rating of £0. The inte
for walls and doors are Barrler Rating 6. The administration build-
Ing siis to one side of the broad ferrocrete parking lot, surround-
ed by a three-meter fence fopped with three sirands of monofila-
ment wire. A guard shack stands next o the fence s single gare.
Cetting past the gate requires an encoded passcard and a check
by the gate guard on duty. The monowire atop the fence does 45
damage to any fence-climbing character whao fails a Perception (G)
Test 1o notice It

Floodlights provide Partial Light (p. 89, SRI to the entire
parking area at night. All vehicles are kept in the underground
garage after hours, leaving the ferrocrete empty of cover and the
entire area clearly visible from the buliding ro the fence.

The exterior doors of the administration bullding are secured
with Rating 6 maglocks that accept specially encoded passkeys
[nterior doors (o sensitive arcas, such as the elevator to the under
ground garage, are secured with Ratng 4 maglocks. Each of these
locks 1s equipped with a Rating 5 voice-recognition system. which
the player characrers must bypass (o gain access

105
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Alarm System

The administration bullding's alarm system consists of
perimeter detectors on the exterior lence and motlon sensors
placed throughout the bullding. The perimeter detectors auto-
matically spot any character who touches or attempts to climb the
fence. Characters may defeat these detectors by achieving 3 or
more successes on an Electronles (6} Test. Each Electronlcs Test
takes five minutes; for every five minutes that the runners walt by
the fence, make a Perception Test for the guards against the [ow-
est of the player characters’ Stealth Attributes.

Once inside the bullding, the runners can defeat the Internal
motion sensors by moving very slowly and making successful
Stealth (5) Tests on the way In and oul

Guards

The parking facility has three guard shifts, sach conslsting of
a shift supervisor and |2 guards who cover the bullding, grounds
and garage In teams of two. Use the Corporate Securlty Guard
archetype (p. 205, SRIT) for the guards ancl the Security Executive
archetype (p. |16, Corporate Security Handbook) lor the super-
visor, The guards are equipped with AK-97 Carbines [30 (clip).
SA/BF/FA. 6M] and Partial Heavy Armor with helmets (7/5),

Magical Securkty

The underground levels of the garage are protected on all
sides from astral intrusion by the natural soll and rock surrounding
them. The building above and the external garage doors are pro-
tected by a Rating © ward that conforms to the shape of the outer
widlls, A Force 4 watcher spint patrols the ward’'s perimeter. Lse
the normal Astral Patrolling Rules (p. 92, Grimolre Il) for an area
of 5,000 meters. A government security mage (Combat Mage
archetype, p. 50, SRIl} oversees on-site magical security from a
Secret Service facllity In downtown DeeCee, She astrally Investl-
gates any disturbance of the ward or any report from the waicher
splrit, arrfiving 2D6 turns alter the disturbance accompanled by a
Force 5 alr elemental.

MATRIX SECURITY

At some polnt, the team’s decker should access the Secret
Service matrix system to get or alter data about limo assignments,
The VR simulation has an accurate model of that system running
on a “virtual machine” within the simulation’s larger system (pp.
34-35, VR 1.0}, Likewise, the decker's deck and utilitles are VR
simulations but they appear to work In the normal way, The fol-
lowing system works according o the rules supplied in Virtual
Realliies 2.0, except that any damage the decker takes from any
IC Is not real. This means that the decker cannot be killed, only
rendered unconsclous.

Secret Service Matrix System

The Secret Service matrix system controls the assignment of
personnel and resources for VIP trips of all kinds, including the
limo ride in which the runners are interested. With the right access
to the system, the runners can learn (or even assign) which limo
Mi. Booth will be taking to the fundralsing dinner and which
Secret Service personnel have been assigned to his guard detall.
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Cetting to that information might prove difficult, as the system’s
security Is very sensitive. Any alert triggered by the team s deck-
er could tip off the feds to the runners’ plans and scrag the whole
run, so the decker must use extreme caution and subtlety when
dealing with the system s defenses (In other words, no running In
and blasting anything that moves into plxels).

HOST A: Blue-4/8/10/9/9/8

This host provides public access o the system. All Inquires
for VIP visits, scheduling appearances and so lorth are routed
through this host. The system Is formatted In standard, boring
UMS5. The slave systemns control day-to-day office equipment and
the like.

Security Sheaf
Trigger
Step Event
5] A display appears noting the penalty for

unauthorized operations on a UCAS government
system. This icon appears when the decker logs
on and whenever the decker triggers another
event on the sheaf.

i1 Probe-5

18 A display asks the user to enter his name, SIN and
commcode so the system can verify authorization.
If ignored for more than 10 seconds, the system
triggers Trace-8. If the decker wants to fool the
system, he or she must make a Control Test

25 Active Alert

30 Trap Mrobe-6 (Blaster-7)

37 Federal authorities alerted. A government decker
comes online in ZD3 turns.

44 Shutdown

SUPER TUESDRY

106

=

E

-
il

-,

_L'
c-:')"h

-
-




HOST B: Red-11/13/85/17/16/18

Host B [s the securlty chokepolnt between Host A and the
secure data in Host C and the federal PLTG, This host contalns no
useful data, slave systems or other information—ust lots of nasty
IC Intended o stop unauthorized iIntruders,

Securtty Sheaf
Trigger
Step Event
i Probe-8. The lcon displays a wamning and

disclaimer of responsibllity for damage to equip-
ment used to gain unauthorized access, including
a "Use of Deadly Force Authorzed™ sign.

7 Tar Babwy-8

9 Trap Trace- 10 (Killer-8)

12 Passive Alert

6 Expent Construct (Armor, +2 Defense/-2 Offense):
Trace-B, Tar Baby-4, Marker-5

18 Cascacling Blaster-8

21 Active Alert: Governmenl decker alented, arrives
rext hurm,

23 Expen Construct {Armor and Shielding, +2
Offense/-2 Defense): Black IC-8, Acid-6

27 Cascading Black IC-7

29 Shutdown

HOST C: Green-10/17/18/13/15/14

Host € contains the paydata—all the sensitive routing infor-
mation and security assignments for the motor pool. as well as
itineraries for various VIS’ public appearances,

Security Sheaf
Trigger
Step Event
3 Trap Probe- 10 (Killer-11)
9 Parry IC: Tar Pit-4, Killer-10, Marker-6
15 Trap Trace-8 (Sparky-10)
20 Passive Alert
24 Mobe-11
28 Construct {Armor); Killer-7, Acid-7, Probe-4
33 Active Alert: A government decker is alerted anc
arrives in 1D3 tums.
39 Party IC: Bind-rip-5, Acid-nip-5, Jam-rip-5, Mark-rip-5
43 Cascading Psychotropic Black IC-9 (Cyberphobia)
48 Shutdown
APPROACHES

The unners may plant the bug on Booth's limo in any man-
ner they desire. The following entries describe various methods
they may choose and gamemastering guidelines for those
approaches. If your players use a method not described, simply
improvise rules for it based on the suggested guidelines.

The Garage by Day

I the runners want to enter the garage and plant the trans-
mitter durlng daylight hours, they must set up some kind of
cover—entering the facllity undetected during this tme Is virtual-
ly Impossible. The flacllity’s personnel un computer dentity
checks on any malntenance crews or other personnel that anfdve
to perform work at the site, o If the players plan to use such a
cover they must defeat the compurter check. A decker can do so
by making a successhul Contral Test, which enables im (o lnter-
cept the Information request and return a positive confirmation,
Such a deception lasts or 3D6 hours belore someone discovers it
and 56 the runners will have 16 Ume their run very close 1o Booth's
trip to ensure they are not discovered before completing their
mission.

The Garage by Night

The runners are more likely 1o attempt fo sneak Into the
garage at night and plant the survelllance device without anyane
the wiser. Doing so requires overcoming the garage's security
systems and getting past the guards undetected, as well as deck-
ing the computer system to discover which limo Booth will use.
The runners must carry off the run without being discovered. Even
if they plant the bug and escape alter ralsing an alarm, the Secret
Service carelully searches the entire motor pool and discovers the
device.

En Route

Ambushing the limo én route and planting the device with-
out ralsing suspicions can also be done, though it should prove
difficule. The possible routes that the limo will take to the hotel are
stored in the Secret Service matrix system, The computer ran-
domly picks a route from the ones entered into It. The time
between cholces s also randomly determined, so that the exact
route s not set until the rigger driving the car has downloaded i
inte the vehicle's online computer. Simultaneously, the route s
downloaded into the Secret Service main office, the security sys-
tems at the limo’s destination and at the VIP garage, and other
assorted local and natlonal security departments. Until then, no
one knows the precise route any limo will take. After the down-
load, the route can be snatched from multiple sources.

If the group discovers the limo's route. they may manipulate
the traffic signals or take a similar action to delay the limo's arrival
ar o ensure the vehicle stops af a particular place and time. To do
this, they must lag on to the DeeCee city system. This system also
includes Information about the city sewers and any other city-run
service in which the players may be Iinterested. Devise whatever
Matrix system yvou like for the clty. based on the Secret Service
system. And be prepared to use more deckers than IC—this is the
government. anc they are a suspicious lot.

At the Hotel

The transmitter does not need to be on Booth's limo untll the
return trip from the fund-raiser, o the runners may decide to plant
it on the vehicle while Booth is in the hotel. This plan has a good
chance of success if the runners can overcome Booth's Secret
Service cetail,
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The driver and one Secret Service agent remain with the imo
at all imes, while the rest ol the security team accompanies Booth
into the hotel. The limo Is parked in the hotel s underground park-
ing garage, which has its own security guards (owo at the gate and
four others at the clevator and stalrs), Use the Corporate Security
Cuard archerype (p. 205, SRH) for the guards and arm them with
Fichetti Security 500 pistols [12 (clip). S5A, 6l] and armor jackets
(5/3), The runners will have to get past the hotel guards and the
Secret Service personnel, plant the transmitter and get away with
no one the wiser

SECRET SERVICE PERSONNEL

The Secret Service personnel assigned to Booth during his
trip are described in the following entries. Add additional detalls
4% needed. The team members are rained professionals whio react
intelligently to anything unusual. Their primary objective Is to
ensure Booth's salety. If they encounter anything unusual, they
immediately Inform the central office by radio and request back-

upy i necessary

Team Leader

Tom Fiske, a Secret Service veteran of thirteen years, has con-
siderable experence In protecting VIPs, including two presidents,
He handies his assignments with a4 Calm, No-NoNsense mannct
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Use the Bodyguard archetype (p. 49, SRI) for Fiske but give him
Etiquette (Political) 4 and Security Procedures 5.

Security Magiclan

Monique Rarlen IS the team s magician. She IS government
trained and somewhat inflexible in her thinking but skilled in hei
area of expertise. She has had conflicts with Fiske over procedure,
but so far they have managed to set aside their differences and
work well together. Use the Combat Mage archetype (p. 50, SR
for Karlen.

Fhyslcal Adept

Eidred O'Connor is the team s chief protection specialist in
charge of guarding their subject. The youngest member of the
protection team. Eldred feels he has something (o prove to Hiske
and Karlen. Use the Executive Mrolection Adept archetype (D
107, Corporate Security Handbook) for O Connor

Rigger

Kara Kiramatsu 15 the team's dibver. She remains with the
vehicle at all times and s trained in evasive-action and comibat
driving techniques. Kay-Kay (as she Is known to her friends) IS
more comfonable on the road buttoned up in her vehicle than
dealing with diplomatic situations, She does her job and lets the
other members of the team do thelrs. She thinks O Connor 1% too
much of a hot shot, but keeps her apinlon t© herself, Lse the
Rigaer archetype (p. 59, SRI) but give Kiramatsu Car Skill & and
Flrearms 4

Executive Protection Speclalists

In addition (o the four tfeam members already described,
three Secret Service agents are also assigned to Booth, Use the
Executive Mrotection Specialist archetype (p. 110, Corporate
Securlty Handbook) for these agents

DEBUGGING

See Really Unreal (Introduction, p. 100} for hints on han
dling the characters actions and perceptions while they ane insice
the VR simulation. Don't overplay the scene 1o the players: keep
your descriptions fairly normal, with only hints of what is really
going on, Things should look and feel pretty much as the runners
expect them (o, and so they won't start to notice anything unusu-
al for a little while.

Dubronski stresses to the runners the impontance of handling
this job quickly and quletly—there Is little point in planting a lis-
tening device if everyone in the world knows you re doing it. He
also emphasizes the importance of sticking to the time restrictions
that the runners have been given, If they can t do the job within
the time allocated, they should forget about it—and also forget
about secing most of the money they were promised.

If the runners Agure out what IS really going on and decide
not to go through with the shadowrun, they soon leam that com-
pleting the job is the only way they can escape from the VR sim-
uwlation, I things bog down or If the runners fatly refuse o go

through with the rest of the run, go to Pulling the Mug (p. 105)

A
ORY RUN




PULLING THE PLUG

TELL IT TO THEM STRAIGHT

Your hazy senses begin to clear, and your cramped muscles
shriek at the slightest movement. Harsh fluorescent lighting stabs
at your eyes. You flinch, blink and try to sit up. brushing your hane
absently agalnst the cables and wires wralling from your head and
arm As you look around to get your bearlngs.

The room looks like a hospital or clinkc. The decor (such as it s
runs to sterlle white-and-chrome surfaces. There are several beds,
one lor each of you, with varous blo-monitors hooked up to them
and connected 10 you by elecitodes, Each of you Is hooked Into what
appears o be access poits for some kind of sophisticated computer
network. Just where have you beert for the past lew days, chummer !

You ve barely begun to orent yoursell and take stock of the
situation when the sound of a gunshot outside the room makes
you jump. Time seems to dow down as a hit of adrenaline surges
through you. As you turn toward the source of the sound, two
men In commando outfits burst into the room. They're both pack-
ing rifles. and they point them straight at you

HOOKS

May this scene as the all-time greatest action movie. The
characters should be groggy, confused and a littde in shock. Don't
let them rest; have the thugs with guns push them around right
away. In this scene, things go immediately from bad to worse for
the shadowrunners as they awaken from thelr VR experience anly
to discover that the VisionQuest facility has been stormed by
Human Nation terrorsts, The runners are cut off rom thelr normal
resources and techno-toys and will have to think fast to avold
becoming just a few more temmorist-related death statistics,

BEHIND THE SCENES

While the runners have been busily performing thelr simulat-
ed shadowrun In VislonQuest's virtual reality system, things have
been happening In the real world. A ream of Human Mation ter-
rodlsts opposed to Dunkelzahn's presidential campaign has cap-
tureel the VislonQuest lacllity, holding the entire place hostage.
As the player characters awaken, the terrorists are planting explo-
sive charges throughout the facility. Through their leader, the
bullyboys are demanding that the wyrm withdraw from the race.
It Dunkelzahn refuses, the temmorists will set off the bombs,
destroying the VislionQuest facllity and everyone in it

A doren terrorlsts are In the facllity, Including the two the
unners encounter upon waking in the VR room. All are well-
nalned, armed with sophisticated modern equipment and willing
to die to accomplish thelr goal, The runners find It almost impos-
sible to convince these tanatics to surender, especially while the
temorists remain in 4 position of strength

The terrorst commando team s composed of the leader, fack
Meclson (Cast of Shadows, p. | 12); Mark Underhill, the team s
rigger; and ten other commandos, including a decker [use the
Decker archetype, p. 79, Virtual Realitles 2.0). For Unclerhill's
statistics, use the Rigger archetype {p. 59, SRH). For the remain-
Ing commandos, use the Mercenary archetype (p. 58, SRII). The
commandos wear camouflage and armor jackets (5/3) and carry
AK-OT assault rifles [38 (clip), SA/BF/FA. BM]. Underhill has taken
control of the facility’s rigged security systems

Though Human Nation does not trust magic enough to have a
magician on the team, Neelson is familiar with maglcians and mag-
ical warfare from his time in the UCAS Marines. Therelore, the play-
er characters find It difficull o surprise him with & magical attack.
Neclson also foroes VisionQuest s on-site security mage to help him
by tracking the movement of personnel in the Excility. The security
mage may try to contact the runners and enlist their help iIf he can
do 0 without the terrodsts knowledge: otherwise he follows
Neelson's orders and does his best to track down the runners
through the facility’s wards and watchers. For the security mage’s
statistics, use the Corporate Wage Mage archetype (p. 50, SRH).

ON THE RUN

The shat in the corridor gives the runners enough warning 1o
ensure that the commandos’ suckden appearance does not take
them by surprise, The terrorists have just killed a security guard In
the corridor and enter the VR room expecting trouble. Roll
Initlathve normally when the terrorists burst lnte the room. They
try to capture the runners alive but kill them i they light back, The
runners have no equipment other than thelr Cybenware, Nno Amor,
no shoes, and no clothing aside from hospital-style ~pajamas.

If the characters fight the temorists, run the combat normally
The runners are at a significant disadvantage, but they outnumber
the temorists and probably have much greater skill at unarmed
combat. Despite their lack of weapons, they should be able 1o
overpower both commandos without too much difficulty. If the
runners attack the two commandos. one of the temorists attempis
to contact the group s command post through his throat-mike
raclio. To perevent the terrorists from alerting thelr comrades, the
runners must kill or incapacitare them both in a single action.

If the runners overcome the terrorists in the VR room, they can
lake the commandos equipment (and, I they think of it their
raclios), Once equipped. the unners can attempt (o deal with the
other terorists or simply bug out. leaving the hostages to thelr fate.

The temorists have taken control of the facility's security sys-
terns, with thedr rigger running the main security console. The run-
ners must escape detection by the rigger as they move through
the facllity, Use the rules for Closed-Clicult Simsense (pp. 32, 102,
Corporate Securlty Handbook] o1 have the rmunners make
opposed Stealth Tests against the rigger s Intelligence (6) when-
ever they pass through a room o Coiridor.
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The terrorists have used the facility's security protocols to [so-
late It from the outside, The exterdor doors are all closed and
sealed with Rating B maglocks. The doors themselvies are Barrier
Rating 14 and very cifficult to force open with anything other than
axplosives or magic. In addition, a Force 6 ward covers the exte-
ror walls and doors—any maglc must break through the ward to
affect them

The runners best optlons for getting out are attempting to
overcome the riggers control of the security systems (virtually
impossible without the proper equipment) of sneaking around
and picking off the terrorists one by one

Gearlng Up

The equipment taken from the runners before the virtual-reality
run Is In the facility’s securty station, currently occupled by Underhill
and one other commando. If the runners can aet to thelr equipment,
they greatly improve thelr chances against the termorists

WORKING FROM WITHIN

I the runners sumencler of are caphuned, the terrorists take
them o the calebterla where the other personnel have been herded
together under the watchiul eyes and powerful guns of the com-
mandos. [ack Neslson 1S In the caletena, working with his team s
decker to send his demands o Dunkelzahn and the authorities. A
trid crew from Seattle-based KSAF is on a comme-line, tryving 1o et
an interview, The runners see no one in the room that they recog
nize. W they quietly ask any of the techniclans and office workers
what happened, they can get a clearer iclea of whar [s going on

Captured runners can attermnpt to overcome the terrorsts but
will have a difficull dme of 1§ because they are unarmed and under
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guard. Neelson will want to question the runners a few minutes
after his commandos bring them in, and he orders his guards o
pay spedial attention to them if he thinks they pose any danger
The commandos blindiold and bind the hands of any character
who has used magic before being captured.

DEBUGGING

If the terrorists seem to be too much trouble for the runners,
the gamemaster can do several ltﬂnﬂﬁ. to help the team recover
For example, make It easier for the characters 1o rétrieve thelr
equipment: have it stored in a less secure location that one of the
facility workers tells the runners about or have the runners recelve
covert help from several VislonQuest employees. The security
mage makes a particulardy good ally.

Alternatively, especlally cruel gamemasters can further hols-
ble the runners by saddling them with temporary mental damage
caused by the VR shadowrun, along with impairment of thelr
cyberware and/or magical abilities caused by whatever prepara-
tions the VisionQuest technicians macle to connect the runners (o
the VR simulation. Some of the runners’ gear, such as maglcal focl,
might be missing or stored separately from the rest of thelr pos-
S2S5I0N5,

If the runners seem Inclined to escape without trying to free
the hostages, let them. Remind them, however, that they have no
idea where they are or what they will ind outside. They could use
some help from the VisionQuest employees to figure those things
out. Remingd them also that its a bad move to leave behind an
onemy who might have outside allies,
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PICRING UP THE PIECES
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If the runners successhully overcome the terrorists, they
recelve a comm call from Carla Brooks advising them (o disappear
from the VisionQuest facility before the authorities arrive, She
instruces. the VisionQuest stafl to give the unners a vehicle and
directions 1o Minneapolls {about 3 hours north of the facility) or
Des Molnes (about 3 hours south), Once the runners amive at
elther destination, they find plane tickets under Brooks' name
walting for them at the local alrpont. They also receive the agreecd-
upoen sum for the shadowrun, plus a bonus of 5,000 nuyen each.

Creiit for the terrorsts” defear goes o VislonQuest's security
forces, and Carla Brooks s extensively interviewed about the inci-
dent. Dunkelzahn's political campalgn flacks use the event as fur-
ther proof of the dangerous unrest and high degree of dissatisfac-
ton plaguing the UCAS, taking this opporunity to reemphasize
that Dunkelzahn's unilfying vision might represent the coantry s
only hope for stability.

If the runners cannot overcome the commandos, they gel
caught in a fire fight between Dunkelzahn's security forces and the

Human Natlon terrorists, Carla Brooks' security people assume
that everyone not known (o be working for VisionCuest may be a
spy, and <0 they detaln the runners untll Brooks shows up. She
ensures that the munners remain “guests”™ at the facllity untl the
heat dies down, then lets them go. After the runners are released
they discover that the VR setup has been replaced with a health

spid. No one In the area will believe thelr story about the VR sim-
ulation.

AWARDING KARMA

Award team Karma as described below, Award Individual
Karma per standard rules (p. 199, SRIT

survival | polnt
Threat 1 point
Successfully completing the virtual run ! polnts
Overcoming the terrorisis I point
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CAST OF SHADOWS

The following characters are desciibed in order of their
Importance o the story,

CARLA BROOKS

As the woman who runs Dunkelzahn's personal security
armangements, Carla Brooks has gained the trust of one of the
most powerful beings on the planet. Poised and confident, Brooks
knows exactly whal she wants done and almost always accom-
plishes it She is urterly loyal to Dunkelzahn, as much out of per-
sonal respect as because he pays her salary. Though she s ar
home in posh hotel sultes and fancy restaurants, Brooks prefers
spending time on the job with her security t@am, In return, her
security personnel consicer her the perfect commander—intelll-
gent. comperent, honest and scrupulously fair.

Attributes
Body: 4
Quickness: 4
Strength; 4
Charisma: 5
Intelligence: 5
Willpower: 6
Reaction: 4 [ 10
Essence: 1,775

Inktiative: 4 (10) + 1D6 {(4DG)
Threat/Professional Rating: 3/4

Skills
Electronics: 3
Etiquette (Corporatel: 5
Etlquette (Securlty): 6
Firearms: 5
Interrogation: 2
Leadership: 5
Negotiation: 5
Stealth: 2
Unarmed Combat; 4

Cyberware (all delta grade)
Active Softs
Crypto Clrcult {Level 10)
Cybereyes (Camera, Flare Compensation, Low Light. Optical
Magnification 3, Retinal Clock, Rangefinder, Thermographic)
Datajack
Display Link
Radio with Com Link X
Skillsofts
Skillwire Plus {Rating 9}
Smart Link 1
Softlink (Level 4)
Wired Reflexes (3)
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JACK NEELSON

The leader of the Human Mation attack on the VisionQuest
lab, Neelson Is a former UCAS Marine dishonorably discharged for
assaulting 4 metahuman while off-base. Turned over to civillan
authorities for punishrment, Neelson served several years In prison
before being paroled. While in prison, Neelson became aware of
the Humanis Policluly through jalled members of Its more radical-
ly anti-metabuman splinter groups., After his parole, he found
work as 4 mercenary. He became increasingly involved with
Humanis and eventually worked his way up the hlerarchy into the
shadowy Human MNation, using his combat skills (o further the
racist group's agenda.

Neelson firmly belleves that meahumans pose a personal
threar (o him and his way of life, He considers them all “muta-
rions” and “perversions” of the human farm; they are carriers of a
rerrible plague at best, subhuman creatures at worst. He feels no
guilt over killing metahumans, rationalizing that they must die to
safeguard his own race. He carefully looks after the men and
women under his command but understands that tactical sacrl-
fices are sometimes necessary and that every soldier knows the
risks.

Attribuites
Body: 5 (6}
Quickness: 6 (7]
Strength: 6 (7)
Intelligence: 4
Willpower: 5
Charisma: 3
Retaction: 5 (%)
Essence: 1.1

Inktlathve: 5 (%) « 3DG
Threat/Professional Rating: 5/4

Skills
Armed Combat; 5
Athletics: 5
Car: 4
Etiguette (Military); 4
Firearms: 7
Leadership: 4
Stealth; 4
Linarmed Combat: O

Cyberware

Cybereyes w/Low-Light and Thermographic
Darajack

Dermal Mating (1}

Muscle Replacement (1)

Wired Reflexes (2)

Gear
Ares Predator Il [Heavy Mstol, 15 (cipl, 5A, O9M, w/10
extra clips|
Armor Jacket over Form-fitting Body Armor




