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A SHADOWRUN CAMPAIGN BOOK

Four artifacts have been found. Some of the most powerful people in the Sixth World 
have been after them, and many people have died in the globetrotting hunt to bring 
these objects together. Now that they have been recovered, their powers can be 
unleashed—or the artifacts can be scattered, lost again until another generation 
summons the courage and the knowledge to dredge them up.

ARTIFACTS UNBOUND concludes the DAWN OF THE ARTIFACTS campaign in a 
way that makes gamemasters and players free to determine many events 
of their campaign. Filled with plot details, adventure seeds, basic setting 
information, and NPC statistics, ARTIFACTS UNBOUND lets gamemasters 
select the elements that would work best in their campaign and design 
a thrilling story for their game. Easy to use and flexible, this book 
can be used with players who have gone through the entire DAWN 
OF THE ARTIFACTS campaign, or with players just learning about 
the artifacts and their effect on the Sixth World.

ARTIFACTS UNBOUND is for use with  
Shadowrun, Twentieth Anniversary Edition.
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Four artifacts have been found. Some of the most powerful people in the Sixth World 
have been after them, and many people have died in the globetrotting hunt to bring 
these objects together. Now that they have been recovered, their powers can be 
unleashed—or the artifacts can be scattered, lost again until another generation 
summons the courage and the knowledge to dredge them up.

ARTIFACTS UNBOUND concludes the DAWN OF THE ARTIFACTS campaign in a 
way that makes gamemasters and players free to determine many events 
of their campaign. Filled with plot details, adventure seeds, basic setting 
information, and NPC statistics, ARTIFACTS UNBOUND lets gamemasters 
select the elements that would work best in their campaign and design 
a thrilling story for their game. Easy to use and flexible, this book 
can be used with players who have gone through the entire DAWN 
OF THE ARTIFACTS campaign, or with players just learning about 
the artifacts and their effect on the Sixth World.

ARTIFACTS UNBOUND is for use with
Shadowrun, Twentieth Anniversary Edition.
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Dans ce livre, vous trouverez les sections suivantes:
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. . . True Power . . .

“It will,” he said. “I’m sure of it.”
He approached the statue of the black bird and picked it up. He 

was going to just grab it with one hand, but apparently it was too 
heavy for that, so he used two. The client did not have a cheerful face, 
but he still could not prevent another smile from creeping across it. 

“Humphrey Bogart,” he said, “and Ghostwalker.”
Brody and Riser exchanged glances.

“Sir?” Riser said.
“One of them, or at least his character, desperately wanted this 

but couldn’t get it. The other got it, only to decide he didn’t want it. 
And now I have it, and I have to decide how much I want it.”

“I expect you want it at least twenty thousand nuyen’s worth,” 
Brody said.

The client frowned. “Perhaps.” He bounced the falcon up and 
down, gently, as if weighing it with his hands. “I value it that much 
because that seems to be the going rate. This is what the world has 
come to—we value things not because we truly know what they’re 
worth, but because we know the value other people put in them.”

Brody thought that was an awfully philosophical turn for a 
politician, and he wasn’t sure how to respond. Riser, however, took it 
in stride.

“That doesn’t strike me as being much different from the way 
things always have been,” he said.

“Perhaps,” the client says. “It is instructive, though.” He brought 
the bird closer to his chest. “I am pleased with your work. I am happy 
to have the object, even though I am not sure of its use. The fact that 
I can call on people like you to do a job like this for me is a form of 
power, and it is a form I appreciate. It teaches me, though, what I don’t 
have—and that is the power to know, and to tell others, what some-
thing is worth. To make them believe in its value. That”—he shook his 
head—“that is the power that changes the world.”

He walked out, leaving Brody confused. He had twenty thousand 
nuyen to split with Riser. He could choose where he would sleep and 
what he would eat tonight. That was all the power he wanted; all the 
power he thought he’d ever need.

There are certain obligations in life. Watch you own back. Keep 
your buddies safe, or avenge them if you don’t. And never allow a 
straight line to just sit there.

Brody pulled on his tie and cocked his head toward the object 
on the table.

“This?” he said. “This is the stuff dreams are made of.”
Riser scowled. “Shut the hell up. This isn’t a game.”
Brody smiled. “Of course it is. It’s chess, just like every other 

run. We just managed to skip ahead of the other side’s king. Or 
prince, I guess.”

Riser stood up. He straightened the gun holstered at his hip, then 
pulled his jacket over it.

“That won’t hide it, you know,” Brody said. “Anyone will know 
it’s there.”

“It’s decorum. People expect me to be armed, but they also expect 
me to have the manners not to flaunt it.”

Brody started to grin, but then leapt to his feet as the door 
opened. He cursed silently. He should have understood that Riser was 
preparing for what he knew was coming.

The man who entered the room walked smoothly and slowly. He 
was significantly shorter than Riser and Brody, but something in his 
bearing made it seem like he was able to look down on them. The silk 
material of his suit and the sharpness of the crease in his trousers 
didn’t detract from the impression he left.

He helped Riser and Brody understand their importance in this 
meeting by not looking at either one of them. Instead, he focused on the 
object at the table. He was silent for a time, and the other men thought 
it best not to interrupt him.

“It’s one of those things,” he said, “that you don’t truly believe 
exists until you see it for yourself.”

“We’ve had it for a couple hours now, and I’m still waiting for it to 
disappear right out from under us the next time I blink,” Brody said.

The client smiled, looking at Brody directly for the first time. It 
was strange to see the face so common on political broadcasts and 
newsfeeds staring him right in the face.
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I do not intend to choose a side in that particular debate 
right now. One thing that is clear, though, is that whether mages 
of the past were more and less powerful than we are today, they 
were different. And as anyone working for SpiriTech or for MCT’s 
or Aztechnology’s magical divisions will tell you, magic that is 
different is magic that is worth something.

Added to this is the intrigue tied to anything that has 
managed to survive for hundreds of years. If it has survived for so 
long, the thinking goes, it must have some innate strength. This 
sort of thinking is not without its flaws (items that survive from 
past civilizations often turn out to be banal objects like pottery 
rather than things that endured because of their importance) but 
it is also not without merit, for some of these objects have drawn 
attention for hundreds of years for very good reason.

Let’s take the Piri Reis Map as an example. Even before the 
Awakening, people knew about this object; even when people did 
not believe that magic was real, they were intrigued by this item, 
for even mundane humans could tell there was something unusual 
about it. Its depiction of an ice-free Antarctic coastline that the 
cartographer had no way of knowing in his time; speculation of 
its ties to the legendary Great Library of Alexandria—all that is 
enough to pique the curiosity of the sort of humans attracted to 
semiotics. It was an object that people believed might have arcane 
powers back before they knew for sure that arcane powers existed. 
Now that we have daily irrefutable proof of magic’s existence, 
interest in—and speculation surrounding—the map, and other 
objects like it, has only increased. 

So the artifacts rush is on, some of it fueled by curiosity, 
or a desire to find out just how deep the rimless power of these 
objects runs. (In Seattle, the rush is largely fueled by media 
hype, but that’s another story.) Yet there is more on the table 
than speculation. Among the parties interested in these objects 
are those who do not just have to guess at their powers, because 
they know. Maybe they don’t know the whole story, but they 
know some of it. Dragons and elves who saw the Fifth World, 
the Fourth World, and more, and who might have first-hand 
experience with some of these objects, or might have spoken 
at some point with their creators (or, for all we know, be one 
of their creators). They chase these artifacts because they know 
how to use them, and they have a purpose for which they will be 
useful. Or perhaps they are aware of another’s purpose, and they 
want to obtain an artifact to forestall them. 

All this means that we have various degrees of knowledge 
and power involved in a global chase. Some chase with full 
knowledge of what they are doing, others rush blindly primarily 
because they don’t want to be left out of whatever is going on. In 
short, we have chaos.

The question of whether the artifacts are worth this effort 
becomes somewhat of an academic issue. Most of the tools we 
have used for counting value—gold, currency, etc.—have little 
intrinsic value. They are worth something because we say they are. 
Many powers in the world have said that these artifacts are worth 
something—a great deal, in fact—and because these people have 
opinions that shape the world their measures of value carry the 
day. So the answer to the question “Are these artifacts worth all 
the effort people are going do to get them?” becomes “Yes, as is 
demonstrated by the fact that they are going to the effort in the 
first place.”

>	 It’s past the time when you can choose to not pay attention. For 
a while, it was just a couple of runs. Sure, they were interesting 
jobs, involving some interesting sights and major players, but if 
you weren’t involved in them, they were nothing more than a 
good story. 

That’s changed. It turns out that people wanted to get these 
artifacts together for a reason, and that was because they were 
synergistic. Together, they could do more than they did apart. 
Once they got together, things started happening, and they 
haven’t stopped. Who knows where it’s going to end up. But 
whatever happens, you better know about it, because there’s 
work to be had, and there are changes afoot. You need to be ready 
for them before they eat you alive. And in some senses, I mean 
that literally.

I’ve assembled a few resources here for your reference. 
First, Elijah has a primer about what’s going on with these 
artifacts that are popping up all over and why you need to care 
about them. Then Frosty chimes in with some info on specific 
activities surrounding some artifacts because, well, she should 
know. Finally, I gave some space to Snopes to round up some of 
the rumors about what’s happening this second and attempt to 
separate the truth from the drek.

I hope this helps. If you decide to skip it, or just ignore what’s 
going on, I’ve got another file for you. It tells you how to build your 
own underground survival bunker in 38 easy steps. If you’re going 
to keep your head in the sand, you might as well bury the rest of 
yourself down there too.

>	 FastJack

Magic Items

Posted by: Elijah
When setting the boundaries for a discussion about partic-

ular objects, I believe it is often useful to first talk about what 
things are not. So: If you are involved in artifacts, don’t think that 
you are going to come across a flying carpet. Or a ring that makes 
any wearer invisible. Or a sword that gives anyone who wields it 
mighty fencing prowess. The nature of magic didn’t change over-
night, so do not go looking for sudden miracles that you know 
have no right to exist.

If this is the case, then, why are people so involved in these 
artifacts? What can these artifacts do that the items of which we 
are aware cannot? To answer that, we need to look at the worlds 
that existed before the Sixth.

The history of magic in the world is still not well under-
stood. We know, of course, that the Awakening was not the first 
appearance of magic on the planet. Just how strong the previous 
manifestations were, and how prevalent magic use was in those 
times, is unclear. There are scholars I respect who are firm in 
their belief that the number of Awakened individuals now is far 
greater than it ever has been, and the combined magical and intel-
lectual power of these individuals makes this the greatest period 
of magical use that the world has ever seen. There are others, 
to whom I also give great respect, who aver that no matter the 
number of spellcasters in past ages, their power dwarfs what we 
wield today, and if they were part of our age, they would sweep 
legions of spellcasters away as a gust of wind scatters tumbleweeds.
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The catch, of course, is that you don’t alter a powerful artifact 
by just pulling out your hammer and anvil. Plenty of power went 
into these things in the first place, and if you don’t match that 
power, the nature of the artifact is just going to rise up and swallow 
what you do to it, the way sunlight erases the beam of a feeble 
flashlight. You need a high-ranking initiate—probably more than 
one, unless you have scales—and the type of ritual magic you don’t 
just buy off the shelf of Ipissimus. 

I don’t have enough information to tell me just what changes 
the powers of the world intend to impose on the artifacts if they 
get them; all I know is that whatever they do will further their 
own ends, which tends not to mean good things for the rest of us.

One of the tricks the artifact-seekers have learned is that 
many of the artifacts out there are complementary—their func-
tions enhance each other. This means that they are more powerful 
when they are together, which might be useful in helping altering 
their function, or might make them sufficient, as they are, to 
accomplish the ends the wielder of them has in mind.

Consider, for example, the set of navigational artifacts—the 
Piri Ries Map, the Phaistos Disc, the Sextant of Worlds, and 
Shantaya’s Compass. The fact that these artifacts work together 
is clear to anyone who has performed a modicum of research on 
the subject. What remains is disagreement as to just what they 
would do if they were all assembled together. The map, it seems, 
can be useful in finding the other artifacts (the clearest sign that 
this group has a common purpose). The disc, when it is properly 
understood, functions as a sort of users’ guide to the others, 
providing instructions as to their use and directing some of their 
functions when it is in their presence (though it seems to have 
other functions as well). The sextant, on its own, is a disruptive 
force, sending waves of chaos into astral realms that are often 
severe enough to manifest in the “real” world. With the other 
artifacts nearby, it can be more focused, its chaotic power more 
deliberately directed. 

Which brings is to Shantaya’s Compass. Many people have 
theorized that the compass is there to help the wielder find a 
destination, but they have argued long and hard over what that 
destination is. More important, perhaps, is the compass’ role as an 
anchor for the other artifacts. When viewed astrally, the compass 
clearly demonstrates that it was meant to hold other pieces. If all 
of the artifacts can be held in one place for a long enough period of 
time by someone who knows how to use them, the compass might 
unlock abilities in the other items that have been hidden—and then 
point the way to the place where these powers can best be deployed.

That, then, is your combination. A tool for finding artifacts. 
A tool for unlocking their secrets. A tool for finding primal sources 
of astral activity. And a tool for disrupting them.

If you have any experience with magic at all, your mind is 
currently swirling with thoughts of how these tools good be used, 
for good or ill. And you’ll understand that people with more 
experience than you, and more power, have even more diabolical 
uses they could put these tools to. And you will grow very nervous.

>	 How about a little help for the non-magically inclined among us?

>	 Butch

>	 One simple example: Many magic theorists believe our individual 
sources of power have specific roots on the astral plane. So, use 

>	 All right, Elijah, let’s climb down from the ivory tower for a second. 
Perceptions of worth aside, the question people are asking is 

“What can these things do?” If, say, Ghostwalker gets a hold of 
bunch of them, is he going to use them to incinerate Tenochtitlan 
to cinders, to ascend to a higher plane of being, or merely to serve 
as really expensive decorations on his mantelpiece? These are the 
kinds of things that directly affect people’s lives, so that’s what 
they tend to worry about.

>	 Haze

>	 I’m getting there.

>	 Elijah

Now that we have established the worth of these artifacts, we 
should consider some basic ground rules for what they are.

1. As tends to be the case, non-Awakened individuals are out 
of luck when it comes to these artifacts. There still are not many 
objects out there that give magic powers to mundanes. 

2. Some objects can perform their functions without having 
to be bound to a particular mage. The exchange for this is that 
they are less flexible than ordinary foci. They do what they do, and 
tend to do it regularly, without much input from the user. There 
is generally one aspect of the item that is always “on”—which of 
course makes smuggling these items especially tricky.

3. Given that these items have particular functions that they 
perform, it is difficult to have them do anything else. Difficult, 
but not impossible. To make a rather crude metaphor, think of a 
hammer. It is well suited to banging nails in place. It can serve as an 
improvised weapon, or perform other tasks related to the applica-
tion of force as enhanced by its capabilities as a lever. For other tasks, 
it is ill suited; for instance, it inserts and removes screws quite poorly. 
Yet it has the basic elements that make up a screwdriver—it has a 
grip, and it has a durable substance, typically metal, on the end. All 
it needs to become a screwdriver is a little re-shaping.

This is the mindset of many of the powers chasing the arti-
facts. They understand that certain powerful telesma have gone 
into an item. They know that considerable effort was expended in 
order to get it to fulfill a particular function. They are not anxious 
to repeat that considerable work. Why make a new item, they 
theorize, when you can just take an existing item and tweak it?

>	 Elijah’s hammer metaphor is pretty crude all right. Here’s a better 
one. Think of a tractor. Lots of raw power and a fine ability to 
drive through fields are built in. But depending on what trailer you 
attach to it, it can perform a variety of different functions—all of 
which depend on the tractor’s power and off-road capabilities. So 
you add things on to the tractor to change it’s function, but you 
make sure that you don’t change the basic nature of the thing 
that made it useful in the first place.

That’s one of the things people want to do with the artifacts—
leave their core nature intact, but then throw on some add-ons 
that shape that nature to their ends.

>	 Winterhawk

>	 I get surprises on JackPoint all the time. Winterhawk making farm 
analogies is only the most recent one.

>	 Pistons
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if they are able to alter them according to their own ends, and 
then to carry out the end stage of whatever plan they have been 
working on?

I don’t know. The scope of that sort of power is beyond 
me—if I understood it better, perhaps I’d be part of the chase for 
the artifacts, rather than sitting here explaining it to you. I can say 
that I don’t believe that whatever final effect will occur will result 
in total apocalypse, since no one really wants that—being the lone 
survivor on a desolated Earth isn’t fun for anyone. That’s about the 
only definitive statement I’m willing to make, though. Apocalypse 
won’t be unleashed on the whole world, but could it be unleashed 
on a part of it? Maybe. Could people (including those that are 
mere disguises for big lizards) make progress on goals for power 
that have fueled their existence for dozens, or hundreds, or thou-
sands of years? Quite possibly. Could there by other goals, other 
ends, of which I’m completely unaware? Undoubtedly so.

But in many ways, these large-scale things are not our 
concern. The world is perpetually changing beneath our feet, and 
we just adjust. We find a way to survive, because that’s more than 
just our job—that’s our nature. What we need to know is that 
there are powerful people looking for artifacts, and it’s a multi-
pronged fight against other powerful people. That being the case, 
they’ll be looking for anything, even a small thing, that could be 
an advantage in this fight.

Make it clear that you could be that thing, and jobs and 
nuyen will rain down on you.

>	 If you were a corp drone, this is the time that you’d burnish your 
résumé, re-writing it to highlight your relevant experience. Now, 
we don’t work quite that way, but the principle is the same. Have 
you gotten an item out of a tight spot? Are you adept at setting 
powers against each other so that they cancel each other out, and 
then working in the spaces they leave empty? Make sure your fixers 
remember that part of your work. They’re going to have plenty of 
calls for work in this area—make sure you’re on their mind.

>	 Cosmo

>	 That’s why I keep up a regular schedule of thefts from high-profile 
museums and the like even when I don’t have a client. Never let 
people forget what you can do.

>	 Ma’Fan

How we got here

Posted by: Frosty
So: I know people. That’s not news. We don’t need to get into 

the ins and outs, the whys and hows, of these relationships. We’ll 
just acknowledge that they exist and go from there.

Thanks to these relationships, I’ve heard this and that about 
various artifacts for years. Anyone who’s read Dunkelzahn’s will 
is well aware of his interest in artifacts and the collection he had 
amassed. He knew more about them than almost anyone, but he 
was far from having all the answers. That’s one of the reasons his 
will sometimes reads like a giant collection of riddles.

>	 That, and the well-known propensity of dragons to mess with 
metahumanity.

>	 Thorn

the compass to find those roots, use the sextant to disrupt them. 
You might be able to cut of a mage from their power for a time—or 
you may be able to turn them into a burnout completely.

>	 Haze

>	 You only burn out when you remove yourself from contact with the 
plane, not when it is taken from you. Power will find its way back.

>	 Man-of-Many-Names

Now, as should be clear from the fact that they designed 
these things in the first place, the creators of these artifacts were 
nobody’s fool. They knew what they were building, and they knew 
full well how the items could be used and abused, especially if they 
were brought together.

So they built in a defense, and a fairly simple one at that. 
The artifacts simply do not like being together. The more of this 
particular set you have in one place, the more strongly they will 
resist being together. If you are not ready, or not powerful enough, 
to wield significant amounts of mana in the name of keeping 
the artifacts in the same place, then they will separate. This will 
happen subtly, not through any flash of magic or any such thing. 
Circumstances around the artifact will conspire to allow them to 
travel in different directions. A guard tasked with setting an alarm 
will forget to turn it on. A mage on watch duty will find himself 
distracted by a wandering free spirit. And a passer-by will be seized 
by the sudden desire to walk into the now unguarded area and slip 
away with an item that has become inexplicably compelling to them.

>	 It gets even worse if intentional efforts are made to steal one of 
the assembled artifacts. Every break will go in the thieves’ favor. 
It’s quite humbling—you feel like a master thief when you get a 
hold of one of these things, then when you try to keep it secured 
you see how easily it slips through your fingers. Then you realize 
that you only got it in the first place because the same forces that 
prevent you from keeping it helped you get it.

>	 Frosty

>	 So what kind of forces are we talking about here? Are these 
objects controlling people’s thoughts and emotions? Are they 
sentient?

>	 Traveler Jones

>	 The answer the second question is a definitive no.  No one’s 
mastered the art of giving life to the inanimate yet. The first 
part is trickier.  The elements of the spells you mention are 
undoubtedly present, but how they manage to respond to the 
particular circumstances they are in is a puzzle.

>	 Winterhawk

>	 They do not need to be sentient. They just need to respond to 
those who are.

>	 Icarus

All this is to say that while there has been a fair amount of 
effort spent gathering these artifacts, the next stage of the effort is 
likely to be at least as intense, if not more so, as the parties involved 
work to use this wandering aspect of the artifacts to steal them 
away from each other, or to regather what they once had.

The final question is this: What happens should one of these 
individuals or groups hold on to the artifacts long enough? What 
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acting as a sort of Rosetta Stone for the other artifacts. Properly 
understood, the symbols on it provide a guide for how the others 
can be used. Note, though, that you really have to look at the 
symbols, both physically and astrally. A while back, a number 
of copies of the disc where made in order to confuse would-be 
thieves. Physically, these discs were identical to the original; if 
the inscriptions were what was important, then you’d think the 
copies would be as useful as the original. But each symbol has it’s 
own aura, and the interaction of this aura with the aura as the 
object as a whole, combined with information gleaned from the 
physical inscription, tells you what you need to know. Supposedly. 
Honestly, I’ve held the thing and assensed it, and while I admired 
the astral fireworks show it put on, I have no idea what it was 
supposed to be telling me about the other artifacts. People who 
are wiser and more experienced than me tell me that is the case, so 
with a lack of any better information, I trust them.

One thing I noticed while assensing it, though, was this—
that thing is way to powerful to just be a glorified instruction 
manual. There’s some serious shit going on inside that thing, but I 
can’t for the life of me figure out what that is. 

It may, perhaps, have something to do with the hidden part 
of the object’s aura. You get a weird sensation that something is 
missing, like there’s a closed door in your field of astral vision, but 
behind that door is a light shining so bright that some of it can’t 
help but get through. It’s evasive, though—every time I tried to look 
directly at this closed-door thing in order to figure out just what I 
was seeing, it skittered to the edge of my vision. Needless to say, I 
couldn’t figure out what was going on, and I certainly couldn’t figure 
out how to open that door. I left the experience certain that the 
disc had some other function, but hours of staring at and trying to 
interpret the inscriptions brought me no closer to the truth.

>	 The door has a key, and it will be given to those willing to pass 
through the darkest door of all

>	 Arete

>	 Has anyone met Arete in person? Does he talk like this in real life?

>	 Slamm-0!

The Sextant of the Worlds: This item has passed through 
the hands of Dunkelzahn, the Draco Foundation, Aztechnology, 
and others. Everyone who has looked at it has been intrigued by it; 
none of them have figured out exactly what it does. The two things 
that seem to have general consensus is that it has chaotic effects 
on the astral (and occasionally material) plane around it, and that 
those effects seem to be growing stronger over time. Whether 
that is something that is built into the artifact or that is occurring 
due to increased exposure to the other artifacts is unclear. But if 
you’re Awakened and you come near this thing, you can feel its 
presence. It’s difficult to describe, but think of the opening of a 
football game when the team rushes onto the field through some 
paper banner or something. Now think of what would happen if 
the entire fabric of reality was made of paper, and the sextant was 
a football team moving in slow motion, ripping its way through. 
That’s what it feels like to be near it—you can almost hear reality 
tearing as you get close. The sensation buries its way into your 
brain, to the point where I’m still not sure I’m rid of it.

>	 This is becoming a problem for people who want to keep hold of 
the sextant. It’s difficult because it announces its presence so 

Much of this artifact stuff has been simple background noise, 
a low murmur of little to no significance. Take what’s going on 
in Seattle right now. The Draco and Atlantean Foundations are 
getting all worked up about these artifacts they’re finding, but the 
truth is that most of these things barely ascend to the trinket level. 
People wrote off news of artifacts for years because most of the 
news was not worth listening to.

Most, but not all. There are certain items that, once mentioned, 
get the attention of all the right (or wrong) people. The Piri Reis 
Map is one of these. The basic facts about it—the stuff Elijah 
mentioned—were only the tip of the iceberg. According to some 
who were lucky enough to experience it, viewing that thing on the 
astral was a consciousness-altering event that required no drugs. It 
wasn’t just the astral connections it opened up and the opportunities 
to find other artifacts. It was the glimpse it gave to the underlying 
fabric of the astral plane, the alluring hint of what mana is made of 
and how it connects to itself and to living beings. That was enough to 
make some people want to do nothing but assense it for days on end.

>	 Staring at an astral map so you can figure out the nature of 
ethereal matter? Are you sure no one was on drugs when they 
were looking at this thing?

>	 Butch

>	 It’s like jazz—the music, not the drug. If you need someone to 
explain to you the wonder of assensing something like this, then 
you ain’t never gonna know just how good it can be.

>	 Haze

>	 Right. Assensing is great. Which is why you’ve never had to turn 
to hard drugs or anything.

>	 Pistons

So when word got out that the map had been seen, people 
rushed to it. It became more urgent when the interested parties 
became aware of who had it—Oni Adegoke, the leader of the 
Yoruba in Lagos. Adegoke’s a formidable man, but he’s not known 
as a magical expert. Everyone knew this would be a chance to get 
the map off someone who didn’t know its true power, so they 
moved. Chaos descended on Lagos, and the map disappeared 
before it could be auctioned off.

>	 “The map disappeared,” huh? All by itself? Or with the help of “the 
interested parties?” Come on, Frosty, I know you’ve got powerful 
friends, but you’re supposed to be giving us the straight story, not 
dancing around and refusing to say who was involved. Stop trying 
to protect them.

>	 Jimmy No

>	 My discretion has nothing to do with trying to protect them.

>	 Frosty

That started a chase that eventually seemed like it encom-
passed the whole world. Four artifacts were central to this effort: 
the Piri Reis Map, the Phaistos Disc, the Sextant of the Worlds, 
and Shantaya’s Compass. I covered the basics of the map already; 
let’s briefly consider the other ones.

The Phaistos Disc: This is a tricky one because it appears to 
have multiple functions. The easier-to-understand one involves it 
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made a stronger case for their side than any of you have made for 
doing the contrary.

>	 I’m sure they have. That’s what happens when you spend too 
much time with the ultra-powerful—you either become one of 
them, or you sell your soul to them.

>	 Winterhawk

The upshot is that all these artifacts of mysterious function 
were gathered together, but they didn’t stay together. In the 
course of their gathering, several parties were irritated—Yoruba 
king Oni Adegoke, some of the good citizens of Karavan, some 
high-ranking Saeder-Krupp personnel, an elite Eiropean magical 
society, and more. Also, it turns out there was a certain overlord 
of Denver who had been carefully tracking the movement of the 
artifacts, and an overly theatrical elf also made an appearance on 
the scene, pursuing ends only he understands.

Combine all this with the artifacts’ propensity to be separate, 
as mentioned by Elijah, and you have trouble. And artifacts that 
don’t stay where you’d like them to.

>	 So you—or, more accurately, your patron, lost them. All that effort, 
all that chasing around the globe, for nothing.

>	 Stone

>	 Not at all. First, even spending a single day in the presence of the 
artifacts gives you far more information about the artifacts than 
you had before (assuming you have the power and knowledge 
to listen to what they have to say). Second, looking for them 
becomes a lot easier once you know what you are looking for. My 

“patron” has a lot more ability to monitor these things than he 
used to.

>	 Frosty

>	 Or alternately, he did part of what he wanted to with the artifacts, 
and the second part of what he wanted involved releasing the 
artifacts onto the wild. Never underestimate the long games of 
dragons and immortal elves.

>	 Plan 9

This is where we sit. The artifacts are out there, and aware-
ness of and knowledge about them keeps increasing. The collected 
powers involved in chasing the artifacts are too great to allow this 
situation to come to a calm, peaceful ending. Something’s going 
to blow up somewhere, and I have a feeling that taking stock of 
the damage afterward is going to be very interesting. And painful.

Cavalcades of Lies, 
Kernels of Truth

Posted by: Snopes
It’s time once again for Snopes’ guide to what is and isn’t 

bugfrag crazy, or as I like to think about it, my life. Stories about 
these artifacts have become increasingly common in recent days, so 
let’s not waste any time in getting to the good stuff. To make you life 
easier, I’ve given each rumor a bugfrag crazy rating on a scale of one 
to five. One means it’s not all that crazy; you would be well advised 
to live as if that particular story were true. Five is completely bugfrag 
crazy, but that doesn’t mean that you can just dismiss it—all of us 

loudly. Groups intending on taking it for themselves are working 
on serious wards to keep it hidden, but it’s not easy to hide 
something that seems to be more powerful than you are.

>	 Winterhawk

>	 I wonder if its recent surge in power is part of the design of the 
artifacts that keeps them apart? If the sextant makes itself easier 
to be noticed, it becomes easier to steal; if it becomes easier to 
steal, the artifacts can be separated.

>	 Jimmy No

Shantaya’s Compass: Like the Phaistos Disc, Shantaya’s 
Compass is an object that gains a whole lot if you look at it on the 
astral plane. On the material plane, you see a chain connected to 
a round plate holding an astrolabe. There are sixty marks around 
the outside of the disk. On the astral plane, these marks become 
much more complicated—they are notches and slots, waiting for 
something to be fitted into it. The speculation, as I’m sure you 
can guess, is that the compass is waiting to be joined to the other 
artifacts to unlock its full effects. What those effects might be is 
anyone’s guess.

Like the other items, the compass is old—dating back to 550 
B.C.—and well traveled. Like the others, it has changed hands 
through force a number of times, though most of that occurred 
in the first two hundred years or so of its existence. Since that 
time, it led a relatively calm life, sitting in private collections and 
the occasional museum, not being the object of theft like, say, the 
sextant was. My explanation for this is that those in the know 
understood that the compass was only truly useful in the company 
of the objects to which it clearly was supposed to be joined, and 
without those objects in hand, it did not make much sense to gain 
possession of the compass. Now that the other artifacts are in play, 
though, the compass becomes the final piece of the puzzle, which 
means it will be—and has been—targeted as much as the others.

>	 People in the past have made the mistake of thinking the chain 
is decorative or functional. Do not make that mistake. The item 
needs to be whole.

>	 Icarus

I’m sure you noticed that my descriptions focused on the 
history of the artifacts and some intriguing aspects of them 
without going into much detail about what they can actually do. 
There are three reasons (at least) for doing that.

1. As Elijah mentioned, we’re still learning what these things 
can do. They’re old, and they were made with magic quite different 
than what we commonly understand. It’s hard enough to think 
like the ancients in mundane matters, even though we have some 
texts from their time that help us see the world through their eyes. 
The amount of magic-related writing they left behind is quite 
small, and generally incomprehensible. Trying to get into their 
mindset to unlock the full powers of these things is hard.

2. The second reason is related to the first. Magic you don’t 
fully understand is magic that can easily backfire and hurt you. 
You don’t hand a grenade launcher to someone who’s going to ask 
you where the trigger is, and you don’t invite someone to unleash 
the full power of an artifact when they’re still figuring out how 
that power works.

3. There may be some things I know that I am not sharing, 
but to be blunt, the people who have urged my discretion have 
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tensions with dragons (though Hestaby’s speech to the United 
Nations occurred after the push for treaty renegotiation began).

Another theory is that he’s been distracted by this whole arti-
facts hunt, and I think there’s a grain of truth in that one. I have 
it on good authority that the Piri Reis Map made a pass through 
Denver in the course of its many journeys, and that its visit peaked 
Ghostwalker’s curiosity about what was going on with all these 
things. He’s done some asking around since, and it’s quite possible 
that he’s discovered some way to use these artifacts that will suit 
his purposes, whatever they may be. So if you’re involved in the 
hunt, look out for the white wyrm’s agents.

>	 I know that people in Denver tend to see Ghostwalker as a 
unilateralist, but he is capable of working with others on high-
level stuff. It doesn’t mean he’ll share the full extent of his plans 
with them, but he might be looking at ways to have the efforts 
of others further his own ends.

>	 Fianchetto

3. Central American Apocalypse

Bugfrag crazy rating: 4
The Az-Am War is proceeding as wars tend to do, with each 

side looking for an extra advantage to put them over the top, and 
with that “extra advantage” often coming in the form of escalated 
destruction. It’s natural, then, that rumors would start to spread 
about these sides looking for the artifacts as a way to blow the 
other side to kingdom come.

There’s some merit to this story—but not a whole lot. The 
Sextant of the Worlds has indeed been shown to have some disrup-
tive powers, but I haven’t seen any evidence that would convince 
me that anyone knows how to control what it does. So bringing 
it into war would be like bringing in a bomb that has an equally 
good chance of blowing up your own people as it does of hitting 
the enemy. The other artifacts might be able to do some interesting 
things on the astral plane or to mess up some individuals, but it’s 
unclear how much mass effect they will have—and mass effect is, 
of course, what wars require.

That’s my primary reason for being skeptical about this rumor. 
The effort it takes to get these artifacts together does not seem 
to be worth it from a military perspective. These sides want raw 
firepower, and as both the Aztlan army and Sirrurg by himself has 
shown, there’s already a good amount of heat down there without 
people having to spend a lot of time chasing after artifacts.

>	 I’m with Snopes on this one. It’s possible that the astral powers of 
the objects could help in some interesting assassination attempts, 
but from what I’ve heard it’s nothing that the collective spirit-
summoning powers of the two sides couldn’t accomplish already. 
Well, maybe that’s an exaggeration, but as Snopes point out, the 
improvement they’d get isn’t necessarily worth competing for 
these things.

>	 Winterhawk

>	 They will seek the artifacts if they have enough mages who are 
wise enough to by indirections seek directions out.

>	 Man-of-Many-Names

who have been in the business long enough can think of something 
we heard that we immediately dismissed, only to later find out 
(usually in a painful fashion) that it was true. So even though I rate 
something as a five, there’s still a chance that it is Ghost’s own truth.

But probably not.

1. Send in the Clown

Bugfrag crazy rating: 1
From the beginning, this whole artifacts thing has had the 

stink of immortal elves about it. Magic artifacts combine the 
allure and mystery of the past with the promise. That’s them. 
That’s what they do. So we expect them to be pulling a lot of the 
strings in all these happenings, working on the sorts of purposes 
they tend to work on.

Where you have immortal elves converging, you also have the 
chance that the laughing man will show up. The motivations of most 
of the immortal elves are obtuse to us mere mortals, but compared 
to Harlequin, the other elves are models of clarity. Part of the trick 
of knowing what Harlequin wants is that he doesn’t always seem to 
know why he does what he does—he acts on instincts, and those 
instincts have served him well for a long time. He trusts them. But 
damned if he knows why they push him the way they do.

All this is to say that Harlequin’s somewhere in this hunt. I don’t 
know why, or who’s side he’s on. Usually, he’s on his own side. If you’re 
going to get tangled up in artifact hunts, you could very possibly get 
tangled up in whatever Harlequin is doing. Fair warning.

>	 But if I steer clear, that’ll keep me from getting the chance to 
plant a cap in his ass.

>	 Bull

>	 Bad blood between Bull and Harlequin? This is something I didn’t 
know about! What’s the story?

>	 Slamm-0!

>	 I’m not going to go into it now. Let’s just say that he makes the 
world interesting—too interesting.

>	 Bull

2. The Distracted Dragon

Bugfrag crazy rating: 2
It was just under a year ago now that talk started coming 

out of Denver saying that Ghostwalker seemed a little off his 
game—distracted, unfocused. That let to parties starting to agitate 
for the re-negotiation of the Treaty of Denver, which is where we 
are now. Most of the powers that be in the city are happy to leap 
at this small opportunity without taking time to worry about 
what’s made Ghostwalker the way he is. Others, though, realize 
that if something is affecting a great dragon, then it’s probably 
worth worrying about. Power that can hurt a dragon could, if 
it was redirected, hurt a whole lot of the rest of us. Or, looking 
at things from another angle, if something is hurting a dragon, 
maybe people should be looking to give it a hand so it could do 
some real damage.

Right now the number of theories about what’s going on 
with Ghostwalker is legion, while the amount of actual evidence is 
scant. Some people claim it all has something to do with the frac-
tured Spirit of Denver; others say he’s distracted by the brewing 
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doesn’t have a whole lot to do with its short-term or long-term 
goals. Second, the NEEC has corporate fingerprints all over it—if 
you want to look for a place where political bodies can gain more 
independence from corporations, you need to look at something 
that isn’t corporate-dominated. Third, this just isn’t the NEEC’s 
style. They’re about the backroom deal, the political maneuver, 
not the boost in magical power. I can’t see them caring too much 
about the artifacts.

>	 If any governments are going to get involved, it’s going to be the 
ones in the Western Hemisphere, particularly the ones in Denver. 
If Ghostwalker wants these things, it makes sense for these 
governments to try to get to one of them first, and use them to 
gain whatever leverage they can over their master.

>	 Kay St. Irregular

6. NOn-Refusable Offers

Bugfrag crazy rating: 2
If there’s a shadowy activity going on in the world, then 

nine times out of ten organized crime is going to find a way to 
be involved in it. That’s what they do—that’s why criminals got 
organized in the first place, so that they could be more efficient 
about the ways they extracted wealth from illegal activities. While 
I don’t see too many organized crime groups looking to take final 
possession of the artifacts everyone is after, they’re quite interested 
in being the middleman in any transactions involving the artifacts. 
If they can get to an artifact first, then they can set up a bidding 
war and rake in a nice profit.

Of course, that’s what Oni Adegoke thought when he set up 
his auction for the Piri Reis Map, only to have the thing sneak out 
from under him. All the other searchers have gotten more aggres-
sive about getting their hands on the artifacts, and if they get wind 
of where the artifacts are, they’re not just going to sit around while 
the Mafia or whoever accepts bids. They’re going to go in and get 
what they want. That being said, organized crime outfits are where 
they are because they’re quite comfortable with being aggressive 
and responding to aggression in others. They may start treating 
artifacts like the scion of a wealthy family—something that is ripe 
for kidnapping because of the hefty ransom it will bring in. Things 
will get dirty if that happens, but organized crime is not known for 
their reluctance to wallow in the muck.

>	 I believe you will see the more prudent outfits offering 
themselves as allies to some of the parties in the search. It is a 
way to bring in some income while making a friend. Stealing an 
item and then reselling it in a bidding war can make good money, 
but it can also alienate everyone involved. Every organized crime 
outfit in the world understands the importance of having well-
placed allies, because the ones that did not understand that 
point have been crushed.

>	 Red Anya

So there’s your brief rundown. The long and short of it is 
that if you go out there after the artifacts, you could run into just 
about anyone, and at this point, their level of desperation could 
be running quite high. Be careful, be safe, and make sure anyone 
hiring you understands the meaning of “hazard pay.”

4. The Black Lodge

Bugfrag crazy rating: 3
Okay, I admit it—I took the easy road there, giving this one 

a straight-down-the-middle-of-the-road rating. That’s because I 
never know what to believe about the Black Lodge. I’ve heard all 
the rumors, from stories about the Black Lodge’s ties to good old 
Aleister Crowley to allegations of the Black Lodge engineering 
the Night of Rage to rumors of Black Lodge members in the 
highest levels of all sorts of national governments. Each time I tell 
myself that something I’ve heard about them may be plausible, it 
turns out to be bunk; each time I dismiss something out of hand, 
I get a hint that maybe there’s some truth to it. Of all the secret 
organizations in the world, this one is about the best I’ve ever seen 
at keeping a lid on their operations—except, of course, for the 
organizations we’ve never heard of.

I find it entirely plausible that the Black Lodge would be 
interested in the artifacts, and that they would have some imagi-
native uses for them. I also find it plausible that they would use 
the artifacts hunt as a cover for some of their other, more twisted 
doings. I’ve heard all kinds of speculation—Nadja Daviar’s return 
is supported by the Black Lodge! Hestaby is acting at the Black 
Lodge’s behest!—but most of it makes no sense. I try not to make 
definitive statements until I have some hard evidence, and one 
of the Black Lodge’s primary purposes is to ensure that no hard 
evidence of their activities exists.

>	 The Black Lodge doesn’t have many members, but they have a 
presence in several cities, with the strongest individual lodges 
located in some of the most politically vital cities in the world. 
Governments are the ideal tool for them to work with—they’re 
just as corruptible as corporations, but easier for an outsider to 
get into. They’re less powerful than the corporations, of course, 
but life is full of trade-offs. I’d look for any Black Lodge efforts 
around the artifacts to be centered in a North American capital 
city, probably Atlanta or DeeCee

>	 Plan 9

>	 That’s Plan 9 for you—always willing to walk in where hard 
evidence fears to tread.

>	 Winterhawk

5. Revenge of the Governments

Bugfrag crazy rating: 5
There are a number of people in the world who pine for 

the days when governments held more power than corpora-
tions. In truth, I think those days ended around the fall of the 
Ottoman Empire, but there are those who believe that many of 
the governments of the 20th century were not as controlled by 
corporations as they are now, and they have a point. I’ve heard 
some of these people speculate that the artifacts could be gathered 
by a national government, or a coalition of national governments. 
The New European Economic Community is the group I’ve heard 
mentioned the most often as a possible contender for the artifacts.

I don’t believe a word of it. First, it’s not clear at all that the 
artifacts would really do anything to advance the NEEC’s goals. 
This is an economic/political body, and navigating the metaplanes 
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Rien n'est plus déprimant que d'être une travailleuse du 
sexe à cette période de l'année. Nous avons aussi la déprime de 
janvier. Occupées ses vacances à être de jolies compagnes et 
participer à des soirées exclusives, mais cette période de l'année se 
résume principalement à des visites à domicile avec des 
personnes aussi déprimées que vous. C'est tout aussi chargé qu'en 
décembre, mais il faut vraiment renforcer l'enthousiasme, sinon 
le client ne s'amuse pas. Je perds plus de clients à cette période de 
l'année à cause des bonnes résolutions et de la dépression qu'à 
tout autre moment de l'année. Même la saison électorale. En fait, 
la saison électorale est comme Noël pour moi. Beaucoup de stress 
à gérer.

Mes séances habituelles avec Distinguished Gentleman se 
sont un peu réduites en raison de ses aspirations professionnelles. 
Il a été ignoré pour une grande promotion il y a quelques années, 
et une opportunité similaire s'est présentée à nouveau 
récemment. Être vu en ville avec quelqu'un comme moi n'est pas 
aussi important qu'avant, mais je peux comprendre pourquoi il 
pourrait être timide. Il m'a laissé sur la liste des invités au bal 
d'inauguration. Une fois qu’il a fait le tour pour montrer sa 
nouvelle position, j’ai reçu un appel deux jours après le nouvel 
an. Il était plus enthousiaste qu'il ne l'avait été depuis un 
moment.

 

> On dirait que KB est de retour au sommet à plus d’un titre.
> Slamm-0!

> Peut-il déduire SEATAC Sweetie comme dépense corporatiste?
> Netcat

> La plupart des prostituées sont payées par les mêmes 
corporations qui crachent les dons de campagne. Il garantit que 
toute saleté revient à la corporation. Si la marionnette ne danse 
pas au rythme de la musique, allez-y quelques clichés de 
l’indiscrétion du politicien aux médias ou à leur adversaire lors des 
prochaines élections.

> Kat.o’.Nine.Tales

Lounge Lizard est également venu. Je sais que certains de 
mes lecteurs trouvent dégoûtant que je fasse affaire avec lui, mais 
que puis-je dire? J'aime un homme avec une langue talentueuse 
et un penchant pour les albums Chunkpunk. Non seulement il a 
accepté mon tarif fabuleux, mais il m'a laissé des billets pour leur 
spectacle en avril. Je serai dans une luxbox, naturellement, mais 
n'hésitez pas à me payer un verre et je serai peut-être prêt à 
m'asseoir sur vos genoux pour une chanson ou deux.

>	 .

qui n’est même pas humain.

> 0rkce0

> Lorsque le Johnson vous appelle, vous souciez-vous vraiment de qui 
tient le porte monnaie? Quelle est la grande différence entre ce 
qu'elle fait et ce que nous faisons? Comme dit le vieil adage, 
regarde ce qui se passe chez soi avant de critiquer ton voisin.

> Butch

> Un penthouse avec vue sur l'océan, en fait.
> 0rkce0

> Rappelez-vous, 0rkce0. La plupart des amis Humanis de KB 
diraient la même chose de vous.

> Butch

Le Hook-Up a même fait une apparition. Bien que je puisse 
dire que le stress l'atteint. Éloigner tous mes admirateurs est un 
travail à plein temps en soi. Il me traite gentiment, cependant. Je 
lui retourne donc la faveur quand il a un léger problème de 
plantage et de redémarrage. J'ai suggéré le programme antiviral 
que j'utilise pour rester à son efficacité maximale, mais bien sûr, 
cela ferait basculer le spider de retour à la maison.

 

> Quatre-vingt dix pour cent de ses admirateurs veulent lui tirer 
dessus. J'ai entendu dire qu'elle distribuait de nombreux 
“échantillons gratuits” aux garçons du Département de la base 
de données publique afin que la corpos ne puisse pas la 
retrouver. Désolé d'apprendre que The Hook-Up a échoué à son 
évaluation des performances.

> Kay.St ..Irregular
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de runners. Malheureusement, leur dernière run s'est soldée 
par un désastre. Frosty avait un choix à faire entre sa loyauté 
envers son équipe et la sa loyauté envers ses clients. Elle a choisi 
ses clients, et l'équipe en a souffert. Peut-être que s'ils étaient dans 
la même situation, les runners choisiraient différemment. Peut-
être pas. Les runners découvrent également que l'un des 
survivants, un ex-decker nommé Kelvin, est toujours là. Kelvin 
s'est retiré des ombres, mais il est la seule personne à part Frosty 
qui sait ce qui s'est passé.

Kelvin pourrait être l'ami d'un contact ou même un vieil 
ennemi. Les runners entendent une version de l'histoire du 
contact, mais pour obtenir la vraie affaire, ils doivent parler avec 
l'homme lui-même. Pour parler à Kelvin, les runners doivent 
aller sur son île. Ils peuvent essayer une infiltration classique ou 
emprunter une voie plus sociale. Kelvin utilise les services d'une 
fille de joie du nom de SEATAC Sweetie. Sweetie est prête à 
rencontrer les runners pour dévoiler la position de Kelvin. Un 
passif de l'un des clients mécontents de SEATAC Sweetie donne 
aux runners une excellente monnaie d'échange avec la joygirl s'ils 
interviennent pour la protéger. Bien sûr, ils attireront également 
la colère de Knight Errant pour un échange de tirs près de l'un 
des plus grands monuments de Seattle, mais il n'y a rien que 
quelques temps à Central Processing ne résoudra pas.

Kelvin et Frosty ont fait partie d'une équipe de 2055 à 
2059. Ils ont fait beaucoup de missions, dont beaucoup étaient 
sales pour beaucoup de gens. Si les runners le trouvent, Kelvin 
peut raconter l'histoire de la séparation de l'équipe. Frosty est 
partie seule, ils sont allés la soutenir et la moitié de l'équipe a fini 
par mourir. Une fois que les runners ont quitté l'île, ils devraient 
se poser autant de questions qu'ils ont de réponses. Peuvent-ils 
lui faire confiance? Devraient-ils lui dire qu'ils connaissent son 
passé? Que se passe-t-il si elle découvre que Kelvin est toujours là?

L'HISTOIRE
APERÇU

Jane Foster est dans l'ombre depuis longtemps. Elle a 
commencé à faire des runs avec un go-gang à Columbus, MO. Un 
coup de pinceau avec le destin l'a poussée sur une scène beaucoup 
plus grande, et elle n'a jamais regardé en arrière. Elle a frotté les 
coudes avec des elfes immortels, a travaillé au service d'un grand 
dragon et en sait plus sur l'histoire secrète du monde que la plupart 
des gens. Elle est une formidable alliée et l'une des rares personnes 
au monde en qui les runners peuvent avoir confiance. Ou le 
peuvent-ils?

Tout shadowrunner digne de ce nom fait des recherches sur 
son employeur. Bien sûr, M. Johnson fait de son mieux pour 
obscurcir qui ils sont et d'où vient l'argent, mais plus un runner en 
sait, plus il sera en mesure de prévoir ces imprévus embêtants qui 
peuvent être fatals. Plus ils travaillent pour Frosty, plus ils 
devraient vouloir en savoir plus sur son parcours. Que pensent les 
autres équipes d'elle? A-t-elle de vieux ennemis? Vieux amis? 
Quelle information ne leur dit-elle pas qui pourrait les ridiculiser 
un jour? Cette aventure est parfaite comme travail secondaire 
pendant ou après la série Dawn of the Artifacts. Cela pourrait 
également être bénéfique si l'équipe prend des initiatives et vérifie 
son nouveau fixeur. Un contact peut également avoir entendu une 
version déformée des événements ci-dessous et raconte l'histoire 
aux runners pour les avertir de Frosty. Elle nie l’information si elle 
y est confrontée, mais elle ne discutera aucun détail. Qui dit la 
vérité? Les runners devront creuser pour le découvrir.

Les runners qui explorent l’histoire de Frosty découvrent son 
ancienne équipe. Après avoir été entraînée dans les événements de 
la campagne classique d’Harlequin, elle a déménagé à Seattle et a 
mis sur pied une équipe réussie

Incom
ing...............

 

 

> Si The Hook-Up est ce que je pense qu'il est, il a probablement 
aussi un support pour SEATAC Sweetie venant de NeoNET. Elle 
ferait mieux de le maintenir de bonne humeur ou elle flottera 
dans la baie et personne ne prendra la peine de la repêcher.

> Pistons

> Cela ne me surprendrait pas si elle gardait certaines des 
“preuves” de ses relations comme garantie contre sa disparition 
qui servirait de lien rituel. Ce genre de magie peut vous trouver 
partout où que vous vivez, ça peut exercer beaucoup plus de 
pression que certaines images sales.

> Lyran

Juste au cas où mes habitués seraient fatigués de mes 
histoires habituelles, je reviens juste de mon premier appel sur un 
nouveau client. Nous l’appellerons No Man, car il vit sur sa 
propre île privée. Je ne savais même pas qu’ils y en avaient à 
Seattle. Je suis allé dans des penthouses, une salle de conférence, 
des héliports et des laboratoires de recherche secrets, mais un 
manoir construit en 1999? Une vieille maison effrayante est une 
nouvelle, même pour moi.

 

 

> Nous les appelions “McMansions”. Un type s'enrichissait dans le 
cadre d'une start-up technologique et concevait son propre 
manoir. Sans surprise, beaucoup de ces manoirs se ressemblent, 
car c’était essentiellement des modèles préfabriqués créés par les 
mêmes entreprises. Les gens pensaient qu'ils étaient uniques. 
Mais maintenant, ce sont des classiques.

> FastJack

La maison était immense et bien entretenue. Je n’ai vu aucun 
drone dans les parages, alors soit il peut se permettre de payer 
quelqu'un pour faire le ménage la nuit, soit il a beaucoup de temps 
libre pour dépoussiérer. Il y avait des caméras de sécurité partout, 
et No Man m'a parlé à travers des haut-parleurs cachés dans toute 
la maison. C'était vraiment un gentleman mystérieux et il ne m'a 
jamais levé la main sur moi.
Eh bien, il m'a demandé de laisser tous mes vêtements à la porte 
d'entrée et de traverser son grand manoir, mais ça c'est une autre 
histoire.

> C'était… décevant.
> Slamm-0!

> .











>	 Sunshine
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Kelvin est également utile comme contact pour les groupes 
non impliqués dans la campagne Dawn of the Artifacts. Il a 
entendu parler de Frosty cherchant des artefacts. Un artefact 
était la raison pour laquelle son ancienne équipe s’est effondrée, il 
est donc curieux de savoir pourquoi elle en veut d’avantages. 
Dans ce cas, Kelvin est en fait le véritable employeur des runners. 
Tout ce qu'ils font pour Frosty est également transmis à Kelvin 
pour analyse. Cette configuration offre une couche 
supplémentaire d'intrigue. Être des agents doubles pourrait être 
un changement rafraîchissant pour la plupart des groupes. Ils 
peuvent vendre quelqu'un pour une fois.

INTRIGUE 2
SEATAC Sweetie

Organiser une réunion avec la fille de joie la plus célèbre de 
Seattle est plus difficile qu'il n'y paraît. SEATAC Sweetie dicte les 
conditions pour toute rencontre. Elle veut se rencontrer au 
marché de Pike Place pendant le rush du dîner. Elle donne aux 
runners des instructions spécifiques sur la façon dont ils doivent 
s'identifier lors de la rencontre. Ils achèteront chacun un kilo 
d'anguille japonaise au stand du vendeur de poisson Dehut 
Shipping. Ils jetteront ensuite les anguilles dans la poubelle la plus 
proche de la statue de Rachel le cochon (voir p.59, Seattle 2072). 
Ensuite, ils réserveront une table libre à la chaîne de cafés de l'autre 
côté de la rue et attendront. S'ils font ce qu'elle demande, elle 
abordera les runners dix minutes plus tard.

SEATAC Sweetie est une petite femme blonde. Ses cheveux 
sont coupés courts, mais elle porte une perruque blonde et de 
grandes lunettes de soleil pour garder son identité cachée. Elle 
s'assoit à la table à côté des runners et engage une conversation 
indirecte. S'ils l'abordent en tant que clients, elle négocie en termes 
généraux et demande un acompte de 1 000 nuyens pendant qu'elle 
vérifie leur SIN. S'ils l'approchent directement pour obtenir des 
informations, elle est disposée à parler librement. Sa visite sur l’île 
de Kelvin est résumée dans la première section du chapitre. Elle est 
disposée à donner plus de détails en personne, mais elle mentionne 
deux choses qui n’ont pas été mentionnées dans la section 
précédente. Elle révèle ces informations soit après un test 
d'opposition Charisme + Négociation, soit pour chaque tranche 
de 500 nuyens supplémentaires que les joueurs lui donnent. 
SEATAC Sweetie a remarqué que Kelvin n'a pas d'équipement de 
surveillance dans sa salle de bain, qu’il y a une belle vue sur la baie. 
Elle vient également de recevoir un appel hier pour un rendez-
vous prochainement.

Une fois qu’elle a livré la marchandise, il est temps d’injecter 
un peu d’excitation dans la procédure. Une équipe de tueurs, non 
découragée par le public, fait un film pour éliminer Sweetie. Bien 
que l'espace public soit généralement sûr, elle est un peu prévisible 
et utilise le marché de Pike Street pour ses premières rencontres 
avec de nouveaux clients. Un go-ganger sur une moto frappe en 
premier,  se faufilant entre les sièges de la terrasse et la pulvérisant 
de tir SMG. Le tour d’après que le ganger a pris des coups, un 
groupe de quatre voyous émerge d'une Eurocar Westwind garé 
pour tirer sur SEATAC Sweetie ou sur toute personne qui 
constitue une menace évidente. L'équipe de tueurs s'engage 
pendant trois rounds ou jusqu'à ce que Sweetie soit morte, selon 
l’éventualité. Au début du troisième tour, toutes les parties 
impliquées entendent les sirènes de Knight Errant approcher. 
L'équipe de tueur se désengage et les premiers drones de sécurité 
arrivent à la fin du troisième tour, avec des renforts arrivant à 
chaque tour suivant.

Qui est derrière l'équipe de tueur? De toute évidence, l’un des 
clients de SEATAC Sweetie est contrarié par sa franchise sur son 
blog. Le client est laissé à la discrétion du maître de jeu. Kenneth 
Brackhaven est peut-être

Il y avait trois survivants lors de l'incident: Frosty, Kelvin 
et un autre runner anonyme. L’identité du runner anonyme est 
laissée à la discrétion du maître de jeu. C'est une chance de 
pouvoir utiliser un personnage de votre jeu dans l'histoire de la 
campagne Dawn of the Artifacts, comme un contact de 
confiance ou un méchant préféré. Pour les joueurs de longue 
date, cela pourrait être une chance de ramener un ancien 
personnage d'une session précédente. Comment gèrent-ils leur 
retraite? Comment ont-ils géré les nombreux changements des 
vingt dernières années? Que penseraient-ils de cette nouvelle 
équipe de parvenus?

One
Fouiller dans le passé

Si les runners veulent aller au front pour Frosty tout au long 
des événements de Dawn of the Artifacts, ou continuer à lui faire 
confiance dans leurs suites, ils voudront en savoir plus sur elle. 
Elle les a envoyés à travers le monde à la recherche d’artefacts, et 
les runners paranoïaques voudront peut-être en savoir plus sur ce 
qui la motive. Chacun a une motivation. Les runners 
expérimentés savent que la plupart des fixeurs en ont au moins 
deux, ce qu’ils disent aux runners et ce qui est vrai. Frosty a de 
gros soutiens derrière elle prêts à payer pour une équipe 
professionnelle qui parcourt le monde pour tuer ou être tué dans 
des endroits exotiques. Même si Frosty est clean, un runner de 
premier ordre ne la croirait jamais. Il n'y a qu'une seule vérité sur 
laquelle ils font confiance et elle se trouve dans la rue.

Frosty tourne depuis un certain temps. Elle a une solide 
réputation et la plupart de ses contacts lui donnent une notoriété 
élevée. Mais personne n’est parfait. Après quelques recherches 
diligentes, des informations se révèlent sur la première équipe 
avec laquelle elle a fait des runs quand elle est arrivée à Seattle. Ils 
ont bien tourné pendant un certain temps, mais un travail 
désastreux a secoué l'équipe. Certaines rumeurs ont commencé à 
circuler selon lesquelles Frosty a abandonné le reste de l'équipe 
pour l’argent. Frosty elle-même est silencieuse à ce sujet. 
Quiconque l'interroge à ce sujet obtient directement un 
changement de sujet en public et un plaidoyer privé pour ne plus 
en parler. Elle demande aux runners de lui faire confiance.

Deux membres de son équipe d'origine sont toujours là. 
Une ville a sauté et on n’en a plus jamais entendu parler. Kelvin 
était le nom de rue du decker. Il est toujours à Seattle, mais il s'est 
retiré depuis longtemps des ombres. Il vit le rêve de nombreux 
runners qu’il a achetés et il s’est retiré là-bas, loin des regards 
éblouissants de la Lone Star. Il a utilisé ses nuyens à bon escient et 
est sorti du jeu. Personne ne va sur ou hors de l'île. Certaines des 
rumeurs les plus folles insistent sur le fait qu'il s'est téléchargé sur 
un serveur privé il y a longtemps, ou qu’il est mort d'une crise 
cardiaque et ses programmes prétendent qu'il est toujours en vie. 
Quelques personnes affirment qu'il a été séparé de son corps de 
viande pendant le crash et hante son manoir comme une sorte de 
fantôme sans fil.

La vérité est que Kelvin est vivant, et il a besoin d'une 
certaine interaction. Il fait appel aux services de SEATAC 
Sweetie, une fille de joie notoire. Il l'a trouvée grâce au blog 
qu'elle tient qui traite de la vie sexuelle de ses clients (avec un 
vernis d'anonymat qui leur a été fourni). Il sert de lieu de 
rassemblement pour que les gens bavardent sur les acteurs 
puissants de Seattle et sur ce qui se passe à huis clos. SEATAC 
Sweetie est une cible plus accessible. Elle pense qu'elle est 
suffisamment connue pour que si quelque chose lui arrive, ses 
lecteurs traqueraient et dénonceraient les responsables de sa 
mort. Les runners peuvent avoir l'occasion de tester cette théorie 
de première main.
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Les runners peuvent également informer Kelvin via les 
canaux matriciel ou via SEATAC Sweetie. Il est toujours actif 
sur les forums qui s'adressent aux vieux deckers. Une fois que le 
mot lui est revenu sur le fait qu'ils font des runs avec Frosty, il 
peut prendre en charge le contact avec les runners. Si le maître 
de jeu suit cette voie, l'exécution de ce scénario fonctionne 
mieux sous la forme d'une série de sous-intrigues réparties sur 
quelques sessions. Si les runners n’enquêtent pas sur Frosty, 
Kelvin peut être utilisé pour jeter des doutes sur le personnage.

ur
Kelvin raconte tout

Kelvin s'assoit pour parler avec les runners dans sa salle à 
manger. C’est une salle immense avec une longue table que 
Kelvin a décorée avec des souvenirs de ses différents runs. Les 
runners observateurs pourraient relever des symboles historiques 
sur les  murs. Les maîtres de jeu peuvent également utiliser cette 
pièce pour saupoudrer d'indices et accroche pour des intrigues 
ultérieures. Kelvin invite les runners à s'asseoir avec lui à table et 
leur propose à manger et à boire. Certains runners peuvent 
refuser, craignant toutes sortes de drogue ou de poison, mais 
Kelvin se moque de ces préoccupations. Il note qu'il aurait 
probablement refusé quand il avait aussi leur âge. Kelvin a l'air 
bien plus vieux que Frosty. Il porte chaque année de sa vie sur son 
visage. Même son cyberware, autrefois du novahot chrome, 
semble terne et abîmé. Kelvin montre ce que vingt ans de vie 
dans l'ombre font à quelqu'un, même s'il est à la retraite et 
vraisemblablement en bonne santé.

Il raconte l'histoire pendant le dîner. Frosty et Kelvin 
faisaient partie d'une équipe de six personnes qui a fait des runs à 
Seattle pendant quelques années. Ils ont remporté un franc 
succès, décrochant une série d’emplois qui ont payé le style de vie 
actuel de Kelvin. Il a placé son argent pendant que ses 
coéquipiers achetaient des jouets plus gros et des voitures plus 
rapides. Frosty était leur chef et elle s'est démenée à plusieurs 
reprises pour ramener un camarade blessé ou pourchasser un 
Johnson qui avait renié un accord. Mais au cours d'une de ces 
runs, elle a perdu sa bague. Elle a dit que c'était un simple focus 
de pouvoir, mais la façon dont elle s'en inquiétait après l'avoir 
perdu a donné à Kelvin une signification plus profonde. Elle est 
allée la récupérer seule et le reste de l'équipage est venu à la 
rescousse pour l'aider. Il y a eu une fusillade déséquilibrée entre 
leur équipe, la sécurité de la corpo et deux autres équipes rivales. 
La moitié de l'équipe est morte et la confiance entre le reste de 
l'équipe a été brisée. Frosty a disparu dans les terres tribales. 
Kelvin s'est retiré des ombres et n'a jamais regardé en arrière.

Il regrette la façon dont les choses se sont déroulées. Si 
Frosty leur avait dit la vérité, ils auraient pu planifier quelque 
chose. Ils auraient pu avoir une autre approche et organiser un 
échange pour l'anneau. Il y avait une douzaine de choses qu'ils 
auraient pu faire et elle a opté pour l'un des pires. L'équipe aurait 
soutenu sa cause, mais elle a choisi ce qu'elle pensait être la bonne 
décision. Il se rend compte qu'elle pensait qu'elle les protégeait, et 
elle l'a peut-être fait. Mais elle aurait dû les laisser prendre la 
décision plutôt que de disparaître. Une fois que Kelvin a raconté 
son histoire, les runners peuvent partir. Il les remercie pour le 
temps et le fait de se remémorer les temps anciens. Il leur laisse 
entre les mains la question de savoir s'ils doivent ou non dire à 
Frosty qu'il est toujours vivant. Il offre un dernier conseil. Si elle 
devait choisir entre l'artefact et les runners, que choisirait-elle? 
Ferait-elle le même choix? Ou apprendra-t-elle sa leçon dix ans 
trop tard?

en train de régler les problèmes maintenant qu'il est gouverneur 
de Seattle. NeoNET pourrait penser que ça bloque une fuite 
venant d’Alan Horell. Sauver Sweetie pourrait également être un 
tremplin vers l'une des aventures de ce livre. Si elle survit, 
SEATAC Sweetie n'aura aucun problème à évoquer l'incident 
dans son prochain blog. Elle est également disponible en tant que 
contact peu orthodoxe, un autre exemple de la façon dont les 
gens dérivent entre les niveaux de la société en fournissant les 
services nécessaires.

INTRIGUE 3
Île Kelvin

Les runners pourraient convaincre SEATAC Sweetie de 
l'accompagner lors de sa prochaine visite sur l'île. Elle est prête à 
les embaucher comme consultants en sécurité pour une somme 
modique. Elle peut également être persuadée de laisser une 
runneuse prendre sa place en appelant  Kelvin pour se faire 
passer pour malade. Puisqu'elle est son propre patron, elle peut se 
porter garante de la fille qu'elle envoie à sa place. Si les runners 
utilisent cette tactique, ils doivent faire très attention à la façon 
dont ils interagissent avec Kelvin. La réputation de Sweetie est sa 
vie et s’ils font quelque chose de terrible comme blesser ou tuer 
Kelvin, cela se répercutera sur elle. C'est un excellent moyen de 
faire un ennemi implacable pour la vie. SEATAC Sweetie n'a 
aucun problème à ajouter les runners au casting de personnages 
dont elle parle sur son blog et à traîner leur réputation dans la 
boue.

Se rendre seul sur l’île de Kelvin est un défi.
SEATAC Sweetie leur donne l'emplacement: c'est une île 

privée située à deux kilomètres du port de Seattle. Les recherches 
matricielles fournissent très peu d'informations. Kelvin a acheté 
l'île en 2060 et il semble qu'aucune des informations qui a été 
perdue dans Crash 2.0 ne soient remontées à la surface. Le 
manoir a une certaine importance historique. Il a été racheté à 
Seattle lors d'une vague de privatisation par une société appelée 
K Direction. Les seules informations qui existent après le crash 
sont le contrat de Kelvin avec Knight Errant. Il paie le prix fort 
pour qu'ils envoient une équipe d'intervention rapide en cas 
d'urgence. Des recherches supplémentaires révèlent que le 
manoir de Kelvin n’a jamais été entièrement mis à niveau vers la 
matrice sans fil. Toute tentative sans fil de contacter le monde 
extérieur subit des pénalités de -2 en raison de la réception 
irrégulière et des interférences dues à la géographie de l'île.

Les espaces verts semblent mal entretenus les arbres 
poussent à l'état sauvage, et

l'allée menant à la maison est fissurée et cassée. Cela fait 
partie du protocole de sécurité de Kelvin. Si la maison semble 
abandonnée, les gens ne viennent pas flairer. Les professionnels 
qui prennent le temps d'examiner le terrain remarqueront des 
petits détails qui font penser que le bâtiment est plus qu’il n’y 
paraît, par exemple des drones déguisés en bidons de BoomCola 
écrasés et de hautes herbes cultivées pour empêcher le d’y passer 
en astral. Il semblerait que celui qui a mis en place la sécurité 
vient d'un milieu de shadowrunner, et c’est sûrement un runner 
de premier ordre.

L'intérieur du manoir est trompeusement bien entretenu. 
Kelvin fait du bon travail en gardant l'endroit bien rangé. Il 
pense que les drones de sécurité intérieure sont plus une 
responsabilité qu'une commodité. Kelvin porte un pistolet avec 
lui chaque fois qu'il sort de sa suite multimédia principale. S'il 
attend des visiteurs non autorisés, il s'arme d'un fusil d'assaut. Si 
les runners font des mouvements agressifs à son égard, il se retire 
dans sa suite médiatique, la ferme hermétiquement, libère des gaz 
lacrymogènes et appelle ses services de sécurité. Si les runners 
mentionnent le nom de Frosty, il est prêt à parler, au moins 
jusqu'à ce que l'équipe de sécurité arrive.
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avec une cible hostile Artifacts Unbound. Utilisez les 
statistiques des drones Shiawase Kanmushi (voir p.350, SR4A), 
mais ajoutez une compétence Combat à mains nues de 3 et un 
taser qui inflige 6S (e) de dégâts. Notez qu'une fois qu'un drone a 
frappé avec son taser, l'effet de la décharge détruit efficacement le 
drone. Comme s’ils étaient trop puissants pour eux-mêmes, les 
drones préfèrent essaimer une seule cible jusqu'à ce qu'elle soit 
abattue.

Les animaux sauvages errent également sur le terrain. Mettez 
des créatures à l'échelle de la compétence des runners. Des 
animaux sauvages normaux si les runners sont nouveaux, bestioles 
paranormales s'ils tournent depuis un certain temps. Il y a 
également une quantité décente de plantes sauvages sur l'île. Les 
arbres entourent le bâtiment principal et cachent la vue de 
quiconque regarde de l'extérieur de l'île.

Le principal moyen de se rendre sur l’île est par navette 
privé. Le bateau est contrôlé à distance par Kelvin à l'aide d'une 
plate-forme de contrôle de véhicule à l'ancienne. En raison de 
l'ancien équipement, le piratage du bateau ajoute une pénalité de 
–3 à toute tentative d'en prendre le contrôle.

Le manoir de Kelvin est un bâtiment de deux étages avec six 
chambres principales, un grand hall et un double escalier en 
colimaçon menant au deuxième étage. La maison est 
principalement sans meubles. Kelvin a transformé l'une des 
chambres principales en son centre des médias. La pièce est 
essentiellement une salle de confinement, avec des portes 
renforcées, de la peinture anti réseaux sans fil et une épaisse 
collection de fougères pour empêcher l'espionnage en astral. 
Kelvin dispose d'un système de sécurité de niveau 2 sur le terrain 
de l'île. Les caméras, infrarouges et les détecteurs de mouvement à 
l'intérieur portent cet indice à 5 à l'intérieur du manoir.

La rencontre se termine paisiblement à moins que les 
runners ne fassent quelque chose d'agressif. S'ils veulent 
assassiner Kelvin, il ne se laisse pas faire, mais un vieil homme 
contre une équipe de tueurs entraînés ne fait pas le poids. C’est 
vraiment un jeu de jeune homme.

LIEUX D'INTÉRÊTS
MANOIR DE KELVIN

L'île est une grande étendue d’environ un kilomètre de 
diamètre, et on peut l’aborder n’importe où mais la mise à 
l’eau du bateau est une affaire délicate. Les falaises tombent 
dans la mer sur deux cents mètres. Une grande piscine est 
également située sur le terrain, même si elle est en mauvais 
état. Il y a un quai isolé, un hangar à bateaux et une route 
goudronnée menant au manoir de Kelvin. Le hangar à 
bateaux contient une mise à l'eau et une camionnette avec 
interface de rigging qui emmènera tous les invités à l'avant de 
la maison. Si les runners tentent de pirater le camion mais n'y 
parviennent pas, Kelvin leur laisse penser qu'ils l'ont fait 
jusqu'au moment où il oblige le camion à se diriger à toute 
vitesse dans la forêt et à percuter l'un des arbres.

Les drones qui patrouillent sur l'île sont construits par 
Kelvin lui-même.

La plupart sont cachés dans ce qui semble être des 
ordures ou d'autres déchets. Kelvin récupère ces pièces qui 
s'échouent sur la plage et les utilise pour loger ses drones. À 
l'intérieur du manoir, les drones sont cachés à l'intérieur de 
bibelots et d'autres décorations. Kelvin a équipé chaque 
drone équipé d'une charge paralysante qu'il peut utiliser s'il 
entre en contact 
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qu’il en résultera? Qu’es qu'ils sont destinés à devenir? Les 
runners poursuivent toute leur carrière à la recherche du 
meilleur score de nuyens. Que se passera-t-il après que cet 
objectif soit atteint ? La vie continuera. 

C A R F C I L  V Cha Ess Init PI
4 5 5 (8) 3 4 6 7 5 6 1.835 11 (14) 1

Moniteur de condition (P/E): 10/11
Armure (B/I): 8 (9) / 1
Compétences: Mécanicien automobile 3, Arme Automatique 
4, Informatique (commlink) 6 (+2), Escroquerie 3, 
Cybercombat (Agents) 6 (+2), Cybertechnologie 4, Recherche 
de données (Rumeur de la rue) 5 (+2), Guerre électronique 
5 , Etiquette (Shadowrunners) 3 (+2), Premier secours 3, 
Hacking (Exploitation) 6 (+2), Hardware 4, Enseignement 3, 
Négociation 3, Perception 4, Appareil volant 3, Véhicule 
terrestre 4, Véhicule aquatique 3, Pistolets (Semi-
Automatiques) 4 (+2), Software
(Utilitaires offensifs) 5 (+2), Natation 2, Arme de jet 3, 
Combat à mains nues 3
Connaissances: Infrastructure Matriciel 6, Techniques de 
Sécurité Matriciel 6, Rues de Seattle 5, Voies navigables de 
Seattle 3
Qualités: Esprit analytique, Bon codeur, Attribut exceptionnel 
(logique)
Augmentations: (tous betaware) Équilibre amélioré [3], 
Interface de rigging, Oreilles cybernétique [Indice 3, avec 
équilibre amélioré, Amortisseur sonore, sensibilité accrue, 
Filtre sonore sélectif 4, reconnaissance spatiale], Yeux 
cybernétique [Indice 4, avec système laser oculaire, 
compensation anti-flash, vision nocturne, smartlink, vision 
thermographique, augmentation visuelle 2, zoom], ossature 
renforcée (kevlar), coprocesseur cortical [2], commlink 
implanté [Indice 6], USP mathématique, accroissement de 
réaction 3, simrig
Programmes: Analyse 6, Armure 6, Attaque 6, Filtre de 
Biofeedback 5,
Black Hammer 6, Catalogue 5, Bombe matriciel 5, Decryptage 
6, Désamorçage 5,
CCEM 5, Édition 5, Cryptage 6, Exploitation 6, Filtre de 
réalité 5, Scan 6,
Renifleur 5, Falsification 6, Furtivité 5, Pistage 6
Équipement: vêtements par-balles, FFBA (justaucorps (armure 
corporelle moulante)), 4 x Ferret MPD-1x (avec Defiance EX 
Shocker), 4 x drones GM Nissan Doberman (avec Ingram 
White Knight), 8 x drones MCT Fly-Spy, 3 Roto-Drones 
MCT-Nissan
Armes: Colt Cobra TZ-110 [Mitraillette, VD 6P, PA –1, SA/
BF/FA, CR 2 (3), 32 (c), avec smartlink, 10 chargeurs de 
munitions EX explosives)
Morrissey Elite [Pistolet Lourd, VD 5P, PA –5, SA, CR 1, 5 
(c), avec crosse personnalisée, smartlink, 10 chargeurs de 
munitions APDS)

SEATAC SWEETIE

Femme humaine
Le vrai nom de SEATAC Sweetie est Violette 

Beauchamp. Elle vient d'un milieu étonnamment haut de 
gamme pour quelqu'un dans son occupation douteuse. Sa 
transition en tant que fille de joie a commencé presque sur un 
coup de tête. Ses parents l'ont coupée de son niveau de vie 
élevé pour lui donner une leçon d'autonomie. Elle a 
commencé à faire des enregistrements Simsense pour adultes 
pour payer ses études. Violette s'est vite rendu compte qu'elle 
gagnerait plus d'argent et aurait plus de liberté si elle restait 
dans sa nouvelle carrière. 

MARCHÉ DE PIKE PLACE (MARCHÉ EN PLEIN 
AIR)

Le marché de Pike Place est l'un des marchés en plein air les 
plus célèbres au monde. Du poisson frais du monde entier arrive 
quotidiennement. Les vendeurs sont réputés pour avoir installé 
des présentoirs impliquant la coupe, l'empilement et le 
lancement du poisson aux clients et entre eux. En outre, une 
variété de vendeurs de nourriture des meilleurs restaurants de 
Seattle proposent des échantillons des meilleurs plats de la ville. 
Il est situé au milieu d'un centre commercial animé avec des 
chaînes de franchise entourant les blocs du marché.

Le marché de Pike Place est également très bien protégé par 
Lone Star en raison de son importance en tant que centre 
commercial et touristique. Le temps de réponse à toute 
perturbation est extrêmement rapide. Les deux côtés d'un tel 
conflit vont être amenés au traitement central pendant quelques 
heures jusqu'à ce que les choses soient réglées. Le Star ne prend 
pas à la légère les problèmes en tant que lieu si prestigieux.

Les prix sont comparables à ceux du livre SR4A. Parce que 
tout le monde fait ses achats au Pike Place Market, tous les tests 
de disponibilité sont effectués avec un bonus de +1.

LES PERSONNAGES

KELvIN
Humain masculin

Kelvin était un decker qui a rencontré l’équipe de Frosty 
après son arrivée à Seattle. Il sortait tout juste d'un 
programme préparatoire de corporation avec une puce sur les 
épaules et un prototype de deck. Il pensait qu'il allait faire 
tomber tout le système. Il a fait un peu d'argent en le faisant. 
Les choses étaient faciles et l'équipage était soudé. Mais 
ensuite, Frosty a été forcée de faire son choix et elle l'a fait. 
Trois membres de l'équipe ont survécu aux retombées. Kelvin 
a pris sa retraite peu de temps après et a perdu la trace de 
Frosty et de l'autre runner. Lorsque la matrice a crashé, il n'a 
jamais vraiment pris la peine de revenir sur la grille. Ce qui 
en a résulté? Le monde était rempli de hackers et de 
technomanciens.

Parler à Kelvin dans son manoir, c'est comme parler à un 
fantôme. Il est solitaire mais paranoïaque. Il a vu ses amis 
proches se faire descendre par l’armement de la corpo. Il 
voit son reflet ainsi que celui de son équipe dans les runners 
qui s'introduisent chez lui, mais il sait aussi qu'essayer de 
partager avec eux ses expériences serait perdu d’avance. Il est 
prêt à leur raconter l’histoire de Frosty et leur laisse le reste. 
Espérons qu’elle n’aura pas non plus leur sang sur les mains. 
S'ils reviennent en vie, il est prêt à les laisser dire à Frosty 
qu'il est toujours en vie.

Si les joueurs veulent Kelvin comme contact, il se révèle 
avoir de l’influence inhabituelle. Beaucoup de gens de ses 
jours de shadowrunning ont évolué de plus en plus haut. 
Courir les ombres n'est pas vraiment une carrière de toute 
une vie, mais Kelvin a des faveurs de quinze ans. Il ne veut 
pas grand chose d’être heureux sur son île, alors ces faveurs 
pourraient s’avérer utiles à l’équipe. Il est également le reflet 
de ce que les runners pourraient devenir un jour. Toute 
l'action, les fusillades, les sorts. Qu’es que
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Passer à un travail d'escorte girl était un choix naturel. Son 
élevage lui a permis de s'adapter à des situations de haut niveau. 
Elle a lancé le blog SEATAC Sweetie après qu'un de ses riches 
clients ait refusé de payer pour ses services. Ses parents sont liés à 
Federated-Boeing et elle a passé la majeure partie de sa vie à 
grandir dans et autour de l'aéroport. Elle voulait se venger de lui en 
ruinant sa réputation par des rumeurs, des commentaires vicieux 
et des spéculations sans fondement. Ses remarques méchantes ont 
attiré de nombreux adeptes, à la fois parmi la clientèle d'élite et la 
communauté de l'ombre qu'ils emploient.

Elle utilise maintenant le blog pour promouvoir ses services 
d'escorte girl et ses services pour promouvoir son blog. Violette 
pense que ses efforts et sa promotion personnelle l'ont rendue trop 
célèbre pour disparaître, et elle a peut-être raison. Chaque entrée 
de blog est un pas en avant pour son petit empire médiatique. Elle 
aime sa vie. En tant que AC Sweetie, elle est à la fois un héros et 
une méchante sur la scène civile de Seattle. SEATAC Sweetie est 
une créature scandaleuse qui peut dire ce que tout le monde pense.

Les menaces contre sa vie ne mettent pas vraiment Violette 
en phase. Elle change ses lieux de rencontre initiaux mais se rend 
toujours au marché de Pike Place sans protection. Elle pense que 
personne ne serait assez stupide pour lui prendre une autre chance 
là-bas. Elle est reconnaissante des runners s'ils ont sauvé sa peau et 
elle promet de rembourser la faveur dès que possible. Violette 
n'aime pas être redevable envers qui que ce soit, alors elle cherche 
le meilleur moyen possible d'égaliser les choses. S'ils retrouvent qui 
a tenté de l'éliminer, elle fait une offre lucrative quelle que soit la 
puissance de l'opposition. Sinon, elle peut être un contact très utile 
pour se rapprocher de n’importe quel homme, riche ou non, à 
Seattle.

C A R F C I L V   Cha Ess Init PI
2 4 5 2 5 (7) 5 3 4 3 5.6 9 1

Moniteur de condition(P/E): 9/10
Armure (B/I): 4/0
Compétences: Arme tranchante 2, Informatique 4, Escroquerie 
5, Recherche de données 5, Étiquette (Matrice) 4 (+2), 
Hacking 2, Hardware 2, Négociation 2, Perception 3, Véhicule 
aquatique 2
Connaissances: Politique de Seattles 3 
Augmentations: Phéromones adaptatives 2
Équipement: vêtements pare-balles, commlink [Indice4]
Armes: Cougar Fineblade (courte) [Arme blanche, Allonge -, 
VD 2P, PA – 1]
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Incom
ing...............

Posted by: Sunshine
Hey everybody. I thought some of our more nautical (I’m 

looking at you, Sounder) and/or military-minded members would 
find this interesting. It’s an interview with the captain of CAS’s 
new incredible waste of mone … I mean, fantastic new aircraft 
carrier. Pay close attention in the excerpt to where Captain Barret 
talks about his antiques collection. In light of our ongoing adven-
tures with, shall we say, nautical-themed antiques, this guy seems 
to be someone we should keep an eye on.

Excerpt from “CSS Kitty Hawk—A New Voyage,  
A New Captain” CAS Navy Times, April 29, 2073
Bound by Tradition

Captain Barret, aside from being an accomplished naval 
officer, is a scholar of naval history as well as an avid collector of 
antiques. Most of the items in his extensive collection are of a 
distinctly nautical origin and come from his own family, acquired 
over three hundred years of service as sailors and naval officers. 
While some of his collection dates from the fifteenth century and 
the earliest days of ocean-going vessels, the majority is dedicated 
to both the Age of Sail and the navies of the 20th century. Some of 
his most prized possessions are a collection of archaic tools used 
aboard sailing ships of the eighteenth and nineteenth centuries 
to navigate using the stars. While the tools appear to be woefully 
outdated at first glance, Captain Barret says that even today, in an 
age of effortless satellite navigation, these sculptures of brass and 
wood are as functional today as when they were made.

“Aside from their value as historic objects, and, frankly, 
the beauty inherent in their precision and construction, these 
objects are simply useful. knowing how to use these instruments 
is as important to a sailor today as it has ever been.” At this point, 
Captain Barret opened a baize-lined box and lifted out a large 
brass instrument known as a sextant. “If the history of the past 
eighty or so years is anything to go by” he said, “technology has 
proven itself capricious and, on occasion, unreliable. The lessons 
of both Crashes were hard learned, and it’s only the complacent 
or the near-sighted who rely solely on a technology that can be 

taken away at a moment’s notice. A good sailor can always find 
his way home, no matter what the conditions, and knowing the 
fundamentals and tools of celestial navigation are the key to that.”

The entirety of this article can be read online at the
CAS Navy Times’ Matrix site. Subscription fees may apply.

>	 Man, that article was terrible.  That interviewer tossed more 
softballs than … oh, I don’t know, a softball pitcher or something. 
I’m glad I read all the way through it just to learn that the CAS is 
awful proud of their new colossal cash sink and that the captain 
likes old trinkets. I want my ten minutes back.

>	 Snopes

>	 What the hell did you expect, Snopes? Hard-hitting journalism? 
Did you not see where this was an article published in CAS Navy 
Times? It was meant as a rah-rah feel good piece that paints the 
navy, this ship, and her captain in a positive light. Honestly, CNT is 
only read by people in the CAS Navy and the occasional interested 
civilian, and it is really only concerned with preaching to the choir, 
which is exactly what this article does. Honestly, I liked it. Seemed 
like a good amount of non-OPSEC info on the carrier, and the bio 
sections about Captain Barret were a good read. It’s nice to know 
that not all navy captains subscribe to the old “rum, buggery, and 
the lash” school of leadership.

>	 Kay St. Irregular

>	 Rum, buggery, and the lash? Seriously? Modern navies, and when 
I say modern I mean within the last two hundred or so years, 
are pretty far from that kind of behavior. Well, except maybe 
for Russia’s navy. Anyway, this is pretty fascinating. I’ve been 
following the development of the Kitty Hawk-class carriers for a 
while now. They’re a big step for the CAS, and a huge target for 
both corporate and governmental espionage. I’ve heard they had 
a hell of a time with security down in Newport News while they 
were building the Kitty Hawk. There must have been some serious 
tech on those boats for runners to brave not only the NNS cops but 
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une réplique convaincante d'Artefacts Unbound, au point qu’elle 
soit imprégnée d'une petite quantité de telesma pour lui donner 
une signature astrale, mais elle n'a rien à voir avec la puissance 
réelle du sextant. Le capitaine Barret, ignorant tout ce qui avait à 
voir avec le Sextant des Mondes, l'a accroché dans une vitrine 
dans sa cabine pendant toute la durée du voyage simplement 
parce qu'il aimait l'aspect de la chose. Lorsqu'un journaliste et 
photographe du CAS Navy Times est venu à bord pour raconter 
une histoire sur le capitaine, il ne se doutait de rien, et une photo 
du capitaine Barret avec un objet qui ressemble énormément au 
sextant a été publiée pour que tout le monde voit l‘équipage du 
Kitty Hawk débuter. Les agents de la société atlante et les 
membres de la communauté JackPoint ont récemment perdu la 
trace du sextant des mondes, et bien qu'il semble peu probable 
qu'il se soit retrouvé entre les mains d'un capitaine de marine, ils 
n'ont pas l'impression de pouvoir se permettre d’ignorer toutes 
les pistes possibles. Ils recherchent des runners intelligents, 
compétents et surtout audacieux pour récupérer le sextant pour 
eux ou, s'ils ne le rapportent pas, les persuader que c'est un faux et 
que cela n'en vaut pas la peine.

INTRIGUE 1
Les joueurs sont contactés par M. Johnson et se voient 

proposer un contrat incroyablement lucratif. Tout ce qu'ils ont 
à faire est de récupérer un article spécifique et de le rapporter à 
M. Johnson afin qu'il puisse être transmis à son client. Le hic, 
c'est que l'article se trouve à bord d'un porte-avions de la marine 
des CAS, qui est escorté par un groupe de porte-avions composé 
d'une douzaine de navires, et se trouve actuellement au milieu 
de l'océan Atlantique en direction de l'Europe. Les joueurs 
reçoivent des documents détaillés concernant le transporteur, le 
CSS Kitty Hawk,

iew
CSS Kitty Hawk, le nouveau porte-avions de la Navy CAS et 
la pièce maîtresse de son nouveau programme de projection de 
force, a quitté son port d’attache de Newport News, en 
Virginie, pour une croisière de dix-huit mois avec son groupe 
de frappe. Cette croisière, destinée à faire partie d'une tournée 
de shakedown et une tournée de “bonne volonté”, emmènera 
le Kitty Hawk et sa dangereuse petite flotte dans un certain 
nombre de ports étrangers, à la fois pour convaincre les alliés 
du CAS et dans des pays que le CAS aimerait profondément 
avoir comme alliés. Avant de mettre les voiles, le capitaine du 
Kitty Hawk, un certain Samuel J. Barret, a été approché avec 
un accord qu’il avait du mal à refuser.
Le capitaine Barret est un collectionneur connu d'antiquités, 
en particulier celles qui sont liées à l'histoire maritime, telles 
que les instruments de navigation, les armes, l'équipement 
électronique, les uniformes, les drapeaux, les maquettes de 
bateaux, etc. L'un de ses contacts réguliers, un marchand 
d'antiquités riche et influent de New York, l'a approché et lui 
a proposé de payer une bonne quantité de nuyen si le capitaine 
emportait quelque chose pendant son voyage. On lui a 
seulement dit que la pièce avait quelque chose à voir avec 
l'histoire navale, qu’elle est très ancienne et légèrement 
magique, qu’elle avait été achetée par un collectionneur 
étranger. Tout ce que le capitaine Barret aurait besoin de faire 
est d'emporter la curiosité avec lui, et il serait contacté par des 
agents du collectionneur étranger à un moment donné et à un 
endroit non spécifié le long de sa route. Étant assez endetté 
grâce à des plans d'investissement très mal pensés, et malgré les 
nombreux signaux d'alarme que cette étrange demande aurait 
dû déclencher, le capitaine Barret a volontiers accepté de 
transporter cet objet pour son concessionnaire.
L'objet est une réplique du sextant des mondes, un puissant et 
ancien artefact de provenance et de puissance inconnues. C'est 

the Ares guys as well. I’d love to spend a couple of days wandering 
around the Kitty Hawk. She’s a good-looking ship, and capable, 
too, from everything I’ve heard. 

>	 Sounder

>	 Kay drops the bait, and Sounder rises to the surface!

>	 Haze

>	 Oh, I’ll fully admit to taking the bait there. Here’s something 
else interesting—I’ve heard from some friends who say that not 
everything is shipshape aboard the Kitty Hawk.  It sounds like 
there’s some sort of feud going on between Captain Barret and 
his XO. No one can say what it’s about, but they all say that life 
aboard Kitty Hawk is frackin’ miserable right now. Take it from 
me—there’s nothing worse than serving aboard a ship when the 
officers are at each others’ throats.

>	 Sounder

>	 So, I don’t mean to interrupt NavyChat here, but did anyone see 
something really interesting in the picture on page 14? The one 
of Captain Barret busy at work at his desk? Look real close at the 
upper-right part of the display case behind him. It’s easy to miss, 
so I’ve circled it. Right there half-hidden by the CAS flag …

>	 Lyran

>	 Image posted by Lyran<

>	 What the … What the hell am I looking at here? It’s just a regular 
… Oh, no. No way. There’s absolutely no way that’s what it looks 
like, is it? I mean, right out there? In the open like that?

>	 Snopes

>	 Well, the article does say that Captain Barret collects nautical 
antiques. That’s a bit much, though. No one in their right mind is 
just going to hang the Sextant of the Worlds up there on his wall 
for everyone to see, unless he’s the ultimate braggart. Or just plain 
dumb I guess. Seems awful risky to me, though.

>	 Lyran

>	 If we think that’s the sextant, you can bet your asses that 
those with a more intense interest in these things think so 
too. Something tells me that whether or not that’s actually the 
sextant, Captain Barret’s life is about to get a whole lot more 
complicated.

>	 Sounder

In
co

m
in

g.
..............









22
Artifacts Unbound

AN
CH

OR
S 

AW
EI

GH
  . . . . . . . . . . . . . . . . . . . . . . . . .



















including schematics, deck plans, bills of lading, crew manifests, 
her schedule, and so forth. They are also given bios of the ship’s 
captain who is currently in possession of the artifact, his execu-
tive officer, the ship’s other command officers, and a number of 
other possible embarked contacts such as Kitty Hawk’s Purser 
and Master at Arms. Aside from the details on Kitty Hawk and 
her strike group, precious little assistance is offered to the players. 
From here on out it will be up to them to find a way aboard the 
ship and get the artifact.

PLOT POINT TWO

There are two ways to go about infiltrating the ship at this 
point; while she’s at sea and while she’s docked. If the players 
come up with a workable plan to hit her at sea, they’ll have a very 
difficult task ahead of them. The Kitty Hawk is being escorted 
by a mixed strike group of surface ships and submarines, along 
with a tight net of airborne reconnaissance and observation 
drones running patrols along the fleet’s route. The players will 
have to approach the Kitty Hawk undetected, gain access to her 
decks, avoid security patrols and wandering crewmen, and get 
to a safe spot below decks where they can regroup, put on any 
disguises they have, and go about the business of tracking down 
the sextant. While not recommended, coming aboard while at 
sea is certainly feasible, especially if the players have members 
who are experienced in surface warfare along with the services 
of a water or air shaman.

If the players decide to hit the Kitty Hawk while she’s 
docked, they’ll find her in a populous European city (the exact 
city is left to the gamemaster’s discretion) along with her strike 
group. Infiltrating the ship will be much easier while she’s docked, 
as much of her crew will be ashore on liberty, and her security 
forces will so busy with drunken, rowdy sailors that a team of 
shadowrunners with good disguises and forged IDs should have 
little problem getting aboard. Once aboard, the players will find 
that despite the numerous crewmen ashore enjoying the charms of 
the port, there are still plenty of sailors and officers aboard to get 
in their way. Without detailed maps and deck plans, players with 
little or no experience with navy ships will quickly get lost within 
the maze of compartments and corridors in the ship’s bowels.

PLOT POINT THREE 

Once the players are aboard Kitty Hawk, it quickly becomes 
apparent that something is clearly wrong. There is a general 
feeling of anxiety and unspecified dread aboard the great ship, 
and her officers and crew are more suspicious and paranoid than 
seems normal. If they snoop around, and they should be encour-
aged to do so, they will quickly find that the ship’s officers, and 
by association the entirety of her crew as well, have fallen into 
two passive-aggressive warring camps; those who are loyal to the 
ship’s captain and those who are loyal to her executive officer. 
The finer points of this situation are sure to be lost on the players, 
and they may not even be interested in them. What is impor-
tant to them, however, is that the atmosphere aboard is ripe for 
exploitation, and canny players can use it to their advantage in 
retrieving the sextant.
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Hangar Bays
The hangar bays are bustling hives of activity at all hours of 

the ship’s day. Home to the various fighters, drones, and other 
aircraft that call the Kitty Hawk home, the hangar bays are also 
constantly in use by the many techs and mechanics who are forever 
tending to the needs of their finicky, high-maintenance aircraft. 
Players with mechanical or technical know-how, especially in areas 
dealing with aeronautics, should fit right in among the avionics 
techs, ordnance crews, and jet mechanics.

Engineering
These decks are home to Kitty Hawk’s two massive nuclear 

reactors and the men and machines required to keep the massive 
ship running. Like the hangar bays, the engineering decks are in 
constant use twenty-four hours a day, with engineers, boilermakers, 
and machinists mates keeping the reactors and power plants up 
and running, and security personnel keeping a watchful eye out 
for danger. Engineering is one of the most heavily guarded areas 
of the ship, and players should be encouraged to steer clear unless 
working in engineering is absolutely necessary.

Bridge
Located in the ship’s superstructure and commanding an 

expansive view of her flight deck, the bridge is the Kitty Hawk’s 
command, control, and communications nerve center during day-
to-day operations. It is from the bridge that the ship’s course is 
plotted, communications are received, and commands are given 
out. During daylight hours, either the captain or the ship’s execu-
tive officer will be on duty, along with numerous enlisted, petty 
officers, and junior officers going about the business of running a 
modern aircraft carrier.

CIC
The Command Information Center, or CIC, is nestled deep 

in the Kitty Hawk’s heart, insulated from danger by meters of hull, 
armor, and compartments. The CIC is typically only used in the 
thick of battle and can be thought of as a secondary bridge from 
which the ship can be piloted and fought. The controls for the 
majority of the Kitty Hawk’s defensive systems are located here, 
and as such there is always a crew and security presence, if only to 
man the system monitors and keep an eye out for troublemakers 
or security threats.

Officers’ Quarters
Compared to the Spartan conditions in which Kitty Hawk’s 

enlisted crew live, the decks that house her officers are palatial. 
Composed of numerous staterooms, day cabins, private cabins, 
entertainment and exercise facilities, and the officers’ mess, 
depending on the time of day the officers’ quarters are abuzz with 
the comings and goings of the Kitty Hawk’s numerous officers.

Wardroom
A combination dining room, drinking establishment, and 

recreation facility, the wardroom is a richly appointed space 
adjoining the officers’ quarters. All junior officers, as well as any 
warrant officers aboard ship, are considered members of the ward-
room and are free to take advantage of any services it offers. 

At this point, the players can play it one of two ways. They 
can find a way to get the captain’s attention, and do him some sort 
of favor in exchange for the sextant, or they can seek out the execu-
tive officer and use him to do some of the heavy lifting for them. 
Whichever way they choose, the players will have to move quickly 
and be extremely convincing or they risk having the ship alerted 
to their presence, which could get them involved in a potentially 
long and drawn-out running firefight with ship’s security and 
marines in strange terrain.

Locations

Most, if not all, of the action during this run will take place 
aboard the CSS Kitty Hawk, a massive, state-of-the-art aircraft 
carrier. The Kitty Hawk is one thousand meters long and is home 
to thousands of CAS Navy personnel. Her inner decks are a 
twisting warren of compartments, equipment spaces, corridors, 
wardrooms, and unidentifiable spaces that will be confusing to 
everyone save the experienced sailor.

CSS Kitty Hawk
A joint venture between Ares’ Nautical Surface Warfare 

Division and Newport News Shipbuilding, the Kitty Hawk is 
the lead ship of the CAS’s new Kitty Hawk-class of advanced 
super carriers. Kitty Hawk and her sister ships Houston, 
Pensacola, and Canaveral are slated to be the foundation of four 
new carrier strike groups that will allow the CAS to both project 
its power around the globe and free up assets for pirate and 
smuggler interdiction in home waters. Laid down at Newport 
News Shipbuilding Yards in 2069, the Kitty Hawk is a variant 
of Ares’ Camelot-class carrier specifically tailored to the needs 
of the CAS navy’s new order of battle. 

The Kitty Hawk is home to over 4,000 officers, enlisted crew, 
and marines, and she carries nearly 100 aircraft and drones. She is 
the flagship of Carrier Strike Group 1, a small fleet that includes 
nearly a dozen warships including destroyers, guided missile 
carriers, and a few of the CAS navy’s beloved submarines. She is 
a state-of-the-art supercarrier featuring electromagnetic catapult 
systems, exceptional command/communicate/control functions, 
and nearly everything she needs to keep her people and her aircraft 
in top fighting shape for months at sea with little or no resupply. 

Below are some of the common locations aboard Kitty Hawk 
in which the players will find themselves if and when they decide 
to infiltrate the ship in pursuit of the sextant.

Flight Deck
The Kitty Hawk’s flight deck is a dangerous, chaotic expanse 

of weather-lashed deck from which her deadly fighters are 
launched. Extremely hazardous under the best conditions, in the 
thick of an exercise or during a full combat launch situation the 
flight deck is sheer death to anyone not familiar with the delicate 
dance of the crewmen who arm, launch, and recover the Kitty 
Hawk’s fighters. Players should be encouraged to not linger on 
the flight deck for fear of attracting attention or being injured or 
killed by one of the numerous dangers of a working aircraft carrier.
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People

Captain Samuel J. Barret, CASN
Captain Barret is a navy man through and through, a born 

sailor whose family can trace the history of their naval service 
back three hundred years to when his ancestors sailed as privateers 
against the Royal Navy during the American Revolution. A tall, 
powerfully built man with dark hair and bright green eyes, Barret 
hails from Virginia Beach where he was raised in the bosom of 
the CAS navy. From his earliest memories, all he ever wanted was 
to go to sea, like his father and grandfather and countless Barret 
men and women before him. Thanks to the social and political 
connections of his family, he was sent to all the best schools and 
had access to training and education opportunities not available 
to many of his peers, opportunities he took full advantage of. 

Barret is the very model of a modern CAS naval officer. 
After graduating from the CAS Naval Academy, he spent the 
early years of his career serving aboard the smaller frigates 
and destroyers of the CAS navy. It was during this time, while 
fighting pirates and smugglers that threatened the CAS’s mari-
time interests, that Barret gained a reputation as a bright, affable, 
aggressive, and efficient, if perhaps a bit over ambitious, officer. 
He developed a leadership style that relies on shrewd judgment 
of character and strong delegation skills, and he is renowned for 
his ability to identify his subordinates’ strengths and weaknesses 
and assign them duties and responsibilities that match them. 
Captain Barret also believes in leading from the front, and he 
is known throughout the fleet for running a tough but fair ship 
and for having very high expectations not only of his crew and 
officers, but of himself as well. 

While his strong personality and leadership style have won 
him numerous friends and allies in the service, they have gained 
him more than a few enemies who have been put off or made to 
look bad at one time or another by Barret’s brashness and straight-
forward demeanor. These enemies are quick to point out, fairly or 
not, that Barret’s success has come more from luck and privilege 
than any inherent skill or ability. They also like to mention his 
financial problems (Captain Barret is currently in quite a large 
amount of debt thanks to some ill-advised investments) and his 
alleged cuckolding of more than one of his fellow officers. He is 
also on the outs with more than one of his superiors, due both to 
politics and to his sometimes contrary and insubordinate attitude. 
Despite these hindrances, he has finally reached what he considers 
the pinnacle of his career, command of a capital ship—a position 
he achieved with help from the political interests of his family as 
well as the strength of his record.

Taking command of the Kitty Hawk has proven to be the 
toughest challenge of Captain Barret’s career. From the outset, 
leading the ship and her battle group has been fraught with one 
challenge after another, the largest and hardest for him to bear 
being the dramatic schism within the ranks of his officers. Barret 
believes that the only truly efficient ship is a happy one, and he 
works hard to see that his officers and men are well taken care of 
in the way of liberty, pay, and benefits. Sadly, he and his executive 
officer, a mean-eyed, cross-grained officer named West, haven’t 



25
Artifacts Unbound

ANCHORS AW
EIGH  . . . . . . . . . . . . . . . . . . . . . . . . .

Commander West owes his position as executive officer of 
the Kitty Hawk more to politics and family influence than to any 
actual leadership or officer-like qualities. He is incredibly jealous 
of Captain Barret, both of his accomplishments as a naval officer 
and of his being made captain of the Kitty Hawk, a commission 
West feels should have been his by rights. He also feels that Barret’s 
ideas of discipline are lax, sure signs of weakness of character and 
leadership. West also feels, mostly due to his captain’s regard for 
the well-being of his men, that the captain is entirely too familiar 
with the enlisted men. That’s behavior West considers neither 
officer-like or gentlemanly.

It is largely due to West that the state of the Kitty Hawk’s 
morale is as bad as it is. West would dearly love to find a way to 
relieve Captain Barret of his command so that he could take over 
the coveted billet of commanding the CAS’s new carrier. This has 
caused a massive amount of strife in the wardroom, as West and 
his followers butt heads with the captain and those officers loyal 
to him and the ship.

B A R S C I L W Edg Ess Init IP
4 3 3 4 2 3 3 5 3 4.5 6 1

Condition Monitor Boxes (Physical/Stun): 10/11
Armor (B/I): 4/0
Skills: Automatics 3, Blades 3, Dodge, Etiquette (Military) 4 
(+2), Gunnery 4, Intimidation5, Longarms 4, Perception 3, Pilot 
Ground Craft 4, Pilot Watercraft 4, Pistols 3
Knowledge Skills :Carrier Ops 3, CAS Military Politics 4, CAS 
Navy (Professional Knowledge) 4, Military Theory 4
Qualities: Guts, Home Ground (Aircraft Carrier), Incompetent 
(Leadership), Paranoia, Toughness, Uncouth
Augmentations: Commlink (implanted), cyberarm (right full, 
subtle, customized, w/ Body 4, Enhanced Strength 4), cyberears 
[Rating 3 w/ damper, select sound filter], cybereyes [Rating 3 w/ 
flare compensation and vision magnification], datajack
Gear: Armor clothing
Weapons:

Colt American L36 [Light Pistol, DV 4P, AP —, SA, RC 
—, 11 (c)]

Note: As the executive officer of a state of the art supercarrier, 
Commander West has access to all manner of military grade weap-
ons, armor, and gear as the situation warrants. The GM should feel 
free to outfit Commander West however he sees fit, within reason, 
when dealing with the players. If it should come to it and the XO 
needs to enter combat, he will be armed and armored like one of 
Kitty Hawk’s Marines.

grunts

CAS Sailors
(Professional Rating 2)

The bulk of Kitty Hawk’s crew is made up of enlisted sailors. 
These sailors are the heart and soul of the carrier, performing a 
myriad of duties from launching and recovering aircraft and oper-
ating the numerous command, communicate, and control systems 
to swabbing decks and performing administrative duties. While 
the average sailor is essentially a non-combatant, all sailors receive 

seen eye to eye since they met. Barret has had numerous heated 
discussions with West regarding his capriciousness, his treatment 
of the crew and junior officers, and his apparent inability to prop-
erly lead men. This has caused a rift within the wardroom, with 
the ship’s officers coming down either on the captain’s side or on 
West’s, a situation that makes the entire crew edgy and unhappy. 
As such, it’s an extremely unhappy ship that Captain Barret finds 
himself in command of, and he can currently find no way to rectify 
the situation.

B A R S C I L W Edg Ess Init IP
4 3 4 3 5 6 6 4 5 5.1 10 1

Condition Monitor Boxes (Physical/Stun): 10/10
Armor (B/I): 4/0
Skills: Automatics 3, Blades 2, Computer 2, Dodge 3, Etiquette 
(Military) 5, Leadership 6, Longarms 4, Navigation (Ocean) 6, 
Perception 4, Pilot Ground Craft 4, Pilot Watercraft 5, Pistols 4, 
Swimming 5
Knowledge Skills: American History 3, Astronomy 5, Carrier 
Ops 5, CAS Military Politics 4, CAS Navy 6, Horse Racing 2, 
Investing 2, Military History 3, Military Theory 5, Naval Antiques 
4, Naval History 6
Qualities: Guts, Home Ground (Aircraft Carriers), In Debt 
(250,000), Lucky, Poor Self Control (Ladies’ Man).
Augmentations: Comlink, cybereyes [Rating 4 w/Flare 
Compensation, Vision Magnification], datajack.
Gear: Armor clothing (working uniform)
Weapons:

Colt American L36
Note: As captain of a state of the art supercarrier, Captain Barret 
has access to all manner of military grade weapons, armor, and 
gear as the situation warrants. The Gamemaster should feel free 
to outfit Captain Barret however he sees fit, within reason, when 
dealing with the players. If it should come to it and Captain Barret 
needs to enter combat, he will be armed and armored like one of 
Kitty Hawk’s Marines.

Commander titus west, casn
Titus West is a tall, rangy, rough-hewn sailor in his late 

middle age with grey hair and pale eyes. He hails from Charleston, 
South Carolina, and he is a member of an old navy family, one 
who can trace their roots nearly as far back as the Barret’s. Despite 
graduating from the CAS Naval Academy and holding the rank of 
commander, he is known throughout the fleet as an incompetent 
officer who should have been shuffled to a desk years ago. Those 
who have served with him describe a surly, suspicious, intractable 
shipmate who is constantly aggrieved, quick to take offense, and 
quick to lay the blame for his problems on others. Sailors who 
have had the misfortune to serve under him curse him as a brutal 
and an over-zealous disciplinarian whose leadership style involves 
more screaming, belligerence, and striking subordinates than is 
usually considered proper. Few trust him, and even fewer like 
him. Those allies he has tend to share the same sort of constantly 
aggrieved victimhood, and he’s surrounded himself with a group 
of sycophants and supporters from among Kitty Hawk’s more 
unpopular officers.
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Kitty Hawk Security Team
(Professional Rating 3)

These men and women are specially trained in shipboard 
security measures and answer to the ship’s Master at Arms, who 
in turn answers directly to the  Kitty Hawk’s XO, Commander 
West. The only sailors allowed to carry weapons at all times as 
part of their job, ship security officers maintain order aboard ship, 
enforce the CAS’s Uniform Code of Military Justice, and gener-
ally keep the peace among nearly 5,000 unruly sailors. They are 
also responsible for the ship’s armories and weapons lockers, and 
they will organize and arm teams of regular sailors in the case of a 
ship-wide security emergency.

B A R S C I L W Ess Init IP
4 4 4 3 3 4 3 3 5.9 8 1

Condition Monitor Boxes (Physical/Stun): 10/10
Armor (B/I): 7/6
Skills: Automatics 4, Clubs 3, Etiquette (Military) 3 (+2), 
Longarms 3, Military Law Enforcement (Professional Knowledge) 
3, Perception 2, Pistols 4, Swimming 2, Unarmed Combat 2
Quality: Home Ground (Aircraft Carrier)
Augmentations: Datajack
Gear: Armor vest, commlink (Device Rating 3), helmet
Weapons: 

Fichetti Security 600 [Light Pistol, DV 4P, AP —, SA, RC 
(1), 30 (c)]

Remington 990 [Shotgun, DV 7P, AP –1, SA, RC (1), 8 
(m)]

Stun Baton [Club, Reach 1, DV 6S(e), –half ]

Security Team Lieutenants
The NCOs and officers that lead the Kitty Hawk’s security 

teams are tough, sharp-eyed, and generally not to be trifled with. 
With years of naval security experience under their belts there is 
little that phases them, and even less that escapes their notice.

B A R S C I L W Ess Init IP
4 4 4 3 4 5 3 4 5.9 9 1

Condition Monitor Boxes (Physical/Stun): 10/10
Armor (B/I): 7/6
Skills: Automatics 3, Clubs 3, Etiquette (Military) 3 (+2), 
Intimidate 4, Leadership 4, Longarms 3, Military Law 
Enforcement (Professional Knowledge) 4, Perception 4, Pistols 3, 
Swimming 2, Unarmed Combat 4
Quality: Home Ground (Aircraft Carrier)
Augmentations: Datajack
Gear: Armor vest, commlink (Device Rating 3), helmet
Weapons: 

Fichetti Security 600 [Light Pistol, DV 4P, AP —, SA, RC 
(1), 30 (c)]

Remington 990 [Shotgun, DV 7P, AP –1, SA, RC (1), 8 
(m)]

Stun Baton [Club, Reach 1, DV 6S(e), –half ]

combat training in basic and will take up arms and defend the ship 
when called upon to do so. In a combat situation, sailors will fight 
either with a weapon issued from the ship’s armory (typically a 
shotgun), or with whatever they can find such as heavy tools or 
makeshift clubs.

B A R S C I L W Ess Init IP
3 4 3 3 2 3 2 2 5.9 6 1

Condition Monitor Boxes: 10
Armor (B/I): 6/4
Skills: Automatics 2, Blades 2, Clubs 3, Etiquette (Military) 3, 
Longarms 2, Swimming 2, Technical Active Skill (choose one) 3, 
Unarmed Combat 1
Quality: Home Ground (Aircraft Carrier)
Augmentations: Datajack
Gear: Armor vest
Weapons:

Remington 990 [Shotgun, DV 7P, AP –1, SA, RC (1), 8 (m)]
Club [Club, Reach 1, DV 3P, AP —]

CAS Sailor Lieutenants
(Professional Rating 3)

Either senior non-commissioned officers like chief petty 
officers or junior commissioned officers like midshipmen or 
lieutenants, these sailors tend to the day-to-day leadership duties 
aboard the Kitty Hawk. Typically older and more experienced 
than the bulk of the enlisted sailors, these men and women are 
veterans of the sea, many having served numerous tours in both 
the brown-water and blue-water navies of the CAS. Like regular 
sailors, the majority of the Kitty Hawk’s NCOs and officers aren’t 
combat veterans but can hold their own in a fight should it come 
to it. If pressed into combat, they will fight with either assault 
rifles or sidearms, and many wear light armor.

B A R S C I L W Ess Init IP
4 4 4 3 3 3 2 3 5.9 7 1

Condition Monitor Boxes: 10
Armor (B/I): 12/10
Skills: Automatics 3, Blades 2, Etiquette (Military) 4 (+2), 
Leadership 3, Pistols 4, Swimming 2, Technical Active Skill 
(choose one) 4, Unarmed Combat 2
Quality: Home Ground (Aircraft Carrier)
Augmentations: Datajack
Gear: Light military armor
Weapons:

Colt Manhunter [Heavy Pistol, DV 5P, AP –1, SA, RC —, 
16 (c)]

AK-97 [Assault Rifle, DV 6P, AP –1, SA/BF/FA, RC —, 38 (c)]
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CAS Marine Lieutenants
Renowned even among other Marines for their grit, hardness, 

and drive, the NCOs and officers of the CASMC are some of 
the most hard-charging members of the CAS armed forces. These 
Marine leaders know how to motivate Marines and how best to 
use their skills and innate aggressiveness to the fullest effect.

B A R S C I L W Ess Init IP
5 5 5 4 4 3 3 5 5 8 1

Condition Monitor Boxes (Physical/Stun): 11/11
Armor (B/I): 12/10
Skills: CAS Marine Corps Tactics (Professional Knowledge) 4, 
Climbing 3, Close Combat skill group 4, Demolitions 3, Etiquette 
(Military) 3 (+2), Firearms skill group 5, Leadership 4, Perception 
4, Running 3, Survival 2, Swimming 2, Throwing Weapons 4
Quality: Toughness
Augmentations: Commlink, cybereyes [Rating 4 w/ flare com-
pensation, low-light, smartlink], datajack
Gear: Ares Predator IV, Full body armor, helmet
Weapons:

Ares Predator IV [Heavy Pistol, DV 5P, AP –1, SA, RC —, 
15 (c)]

2 x flash-bang grenades [Grenade, DV 6S, AP –3, Blast 10m 
Radius]

FN HAR [Assault Rifle, DV 6P, AP –1, SA/BF/FA, RC 2, 35 (c)
2 x smoke grenades [Grenade, DV —, AP —, Blast 10 M 

Radius]
Survival knife [Blade, Reach —, DV 3P, AP –1]
2 x thermal smoke grenades [Grenade, DV —, AP —, 10m 

Radius]

CAS Marines
(Professional Rating 5)

Like the old United States Marine Corps from which they 
trace their line, the CAS Marines are an elite group of professional 
warriors. While they specialize in amphibious assault, they are also 
well versed in most aspects of ground and air warfare, and they are 
well suited to the heavy-hitting lightning strike-style of warfare 
perfected by their predecessors. Aboard ship they generally keep 
to themselves and spend their time doing physical training in 
the  Kitty Hawk’s gyms or performing live-fire exercises on her 
flight deck. In the case of a ship-wide emergency, the Marines 
will muster along with the Kitty Hawk’s security teams to meet 
whatever is threatening the ship head-on.

B A R S C I L W Ess Init IP
5 5 5 4 3 3 3 4 5 8 1

Condition Monitor Boxes (Physical/Stun): 11/10
Armor (B/I): 12/10
Skills: CAS Marine Corps Tactics (Professional Knowledge) 3, 
Climbing 3, Close Combat skill group 3, Demolitions 2, Etiquette 
(Military) 3 (+2), Firearms skill group 4, Perception 4, Running 3, 
Survival 2, Swimming 2, Throwing Weapons 3
Quality: Toughness
Augmentations: Commlink, cybereyes [Rating 4 w/ flare com-
pensation, low-light vision, smartlink], datajack
Gear: Full body armor, helmet
Weapons:

2 x flash-bang grenades [Grenade, DV 6S, AP –3, Blast 10m 
Radius]

FN HAR [Assault Rifle, DV 6P, AP –1, SA/BF/FA, RC 2, 
35 (c)

2 x smoke grenades [Grenade, DV —, AP —, Blast 10 M 
Radius]

Survival knife [Blade, Reach —, DV 3P, AP –1]
2 x thermal smoke grenades [Grenade, DV —, AP —, 10m 

Radius]
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>	 Unless it’s related to bug spirits, I don’t usually pay too much 
attention to magic. Not my area of expertise. Lately though, the 
Seattle shadows are all abuzz over this “magical artifact” drek. It’s 
gotten to the point I’m having trouble finding runners to fill the 
jobs I line up because the fragging Foundations keep tying up the 
local talent pool. Well, the good, reliable runners anyway. Seattle’s 
got a never-ending supply of wannabe’s, posers, and psychopaths, 
but I steer clear of them if I can help it.

The foundations—Atlantean and Draco, that is—have been 
fighting each other in the sprawl for about a year now. Magical 
geegaws have been funneling into the city, and between stealing 
the same magical stone back and forth from each other, sabo-
taging data, or kidnapping each other’s researchers, it’s like a 
frat-house version of a megacorp shadow war. A lot of money is 
being thrown around, though, so I started keeping my ear to the 
ground and my eyes on the Matrix. I came up with this file, which 
fills in a few blanks about what’s going on.

The author, Simon Andrews, is a mage and a changeling who’s 
been operating in Seattle for almost a year, showing up shortly 
after the foundies started squabbling. He’s a full-body lizard-man 
changeling, a Neo-Anarchist, and a party animal who spends most 
of his time down at the Rubber Suit boozing it up and terrorizing 
the patrons there who think he’s part of the kaiju show the bar puts 
on. Despite that, it seems he’s also an agent for Saeder-Krupp and 
Lofwyr, reporting directly to the big yellow wizworm.

>	 Bull 

Greetings, oh great golden lizard. As you demanded, I’ve put 
together an early report on what some of the local screamsheets are 
calling “The Great Artifact Rush.” There’s still a lot going on in this 
dreary, drizzly cesspit of a sprawl (Emerald Sprawl my scaled ass. 
They should call this the Wet, Grey Sprawl), and I think things are 
simply gearing up to something bigger. It’ll probably all explode 
into something bigger by the end of the year, unless something 
shinier distracts the local sheep and everyone loses interest. You 
know how it goes.

>	 ”Great golden lizard”? How has Lofwyr not eaten this moron yet?

>	 Slamm-0!

>	 There’s something unusual about Simon that really captured 
Lofwyr’s attention. He went to great lengths to secure Simon’s 
services. It was suspected that he was a drake and not simply 
a changeling, but that’s proven not to be the case. It may have 
something to do with his specific lizardfish appearance, though. 
Rumor has it that an archeology dig in the Mediterranean turned 
up some artwork that depicted some lizard-men that bore a 
striking resemblance to Simon, minus the piercings.

When Bull says that Simon is a Neo-Anarchist, he’s not 
kidding. He’s an old school British punk who was very active in the 
Neo-A movement in London through most of the 60’s, and a lot 
of what he did was pretty violent. Compared to some of his past 
activities, he’s being downright civilized here. I wonder how long 
it took Lofwyr to beat that civility into him?

>	 Winterhawk

>	 Calling it “The Great Artifact Rush” seems a bit melodramatic.

>	 Cosmo

>	 The media made that term up when a local NewsNet reporter 
named Joe Martin caught a group of runners hitting an Atlantean 
Foundation warehouse.  Since then, both Foundations have 
latched onto the term and turned it into a publicity stunt akin to 
the “Space Race” of the mid-20th century (and to a lesser extent, 
the “Probe Race” during the Year of the Comet), as they both try 
to collect and study artifacts, each hoping to be the first to make 
some big, new magical discovery.

>	 Dr. Spin

Many of the same players are poking their nose in locally 
as they are on the worldwide stage, though the two primary 
players seem to be the Draco Foundation and the Atlantean 
Foundation. They’re at the forefront of this so-called “Rush,” 
and they’re milking the media attention over it for all they’re 
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worth. Rather than keeping everything a secret and hiding in 
the shadows like Aztechnology or Celedyr’s agents, they’ve taken 
their fight public. There are still plenty of shadow activities as 
the two groups actively work to sabotage each other, extracting 
each other’s arcanoarcheologists, plant false data, steal newly 
smuggled-in artifacts, etc. But along with the shadow activities, 
they’re also holding press conferences every time they find 
something new, or think they have a new lead. Each is trying 
to be the first to discover some long-lost secret, some magical 
power—anything that will make a good headline. And the news 
agencies are just eating it up.

For the Draco Foundation, the key player seems to be a man 
named Aaron Craig, who goes by the street name Moreau. He’s 
a former shadowrunner who specializes in training paranormal 
animals, and he is rumored to have been a part of Dunklezahn’s 
Watcher program for a while. He retired from active running 
some years back and has been regularly consulting for the 
Foundation since. He’s recently begun acting as a fixer in Seattle, 
hiring runners on to participate in the “Artifact Rush” for the 
DF. He’s getting a bit long in the tooth, but he’s still dangerous. 
He’s packed with top-of-the-line cyberware, and typically has a 
few trained paracritters nearby. Midori Kanematsu is the public 
face of DF’s Seattle offices, having taken over shortly after this 
whole nonsense began, but Moreau is the work horse, the man 
who is responsible for making sure that Draco comes out on top 
of the this contest.

>	 Rumor has it that the Regional Director of Draco Seattle, Geoff 
Hallowell, wasn’t real happy with Kanematsu moving in and taking 
charge. Nor is he happy about having a former shadowrunner 
handling the on-the-ground operations. Not much he can do, 
though, since Kanematsu is on the DF’s board of directors, and 
Moreau answers directly to her.

>	 Cosmo

>	 Moreau has a daughter who’s an arcanoarcheologist who’s been 
helping to smuggle artifacts into the city. She got in trouble a 
couple months ago when the smuggler she was working with 
double crossed her.

>	 Beaker

The Atlantean Foundation, by contrast, is being a bit more 
hands-on. Laurent Nazaire, director of the Seattle Atlantean 
Foundation offices, is almost obsessively pursuing any artifact 
or scrap of information that comes into the city. He’s got the 
entire might of AF-Seattle and the Mystic Crusaders working 
overtime, and Nazaire himself has been spotted meeting with 
shadowrunners, taking on the role of fixer himself. He’s a driven 
dwarf, I’ll give him that. I can respect anyone willing to get their 
hands dirty to accomplish their goals.

>	 Dirty? Nazaire is too clean by hald. He worked for Cross, arranged 
to have himself extracted, and went to work for Mitsuhama 
before retiring to join the Atlantean Foundation full time. He 
quickly rose to his current position. He’s got a clean record, he’s 
well liked, and his branch is one of the few that goes out of its way 

to be involved in the community and help out with local charities. 
There’s something that just doesn’t sit right with that.

>	 Cosmo

>	 Paranoid much? Granted, you’re probably right, but maybe he’s 
just a genuinely decent guy? Heh. Yeah. I couldn’t say that with a 
straight face, no matter how hard I tried.

>	 Slamm-0!

In addition to the foundation folks, there’s another party who, 
like me, is staying on the sidelines and gathering intelligence for the 
time being. Lin Yao Chang, an elven assassin who works for the 
Great Eastern Dragon Lung, has been watching things as intently as 
I have, though he seems to be having much less fun. I have yet to see 
him even crack a smile the few times I’ve run into him. I haven’t been 
able to dig up much info on the elf, other than that he’s an adept and 
very dangerous. What Lung’s interest in this situation is, I can only 
speculate. I’m guessing that much like your illustrious, malevolent 
self, the whiskered Asian snake is just keeping an eye on—how did 
you put it?—“baubles and playthings from a bygone age.” Lin Yao 
hasn’t interfered with my work, or with the foundations themselves 
yet, so for now we’re just leaving each other be.

>	 Very little is known about Chang’s past. He popped up a couple 
years ago and helped Lung out with his feng shui by removing 
certain obstacles. Lung keeps him under wraps most of the 
time, though.

>	 Winterhawk

The other companies and interested parties have been pretty 
quiet. Aztechnology has been mostly silent, which surprises me. 
They have a rather large presence here in Seattle, and of course a 
long history of meddling in the local shadow community. It may 
well be that they’re simply biding their time. Ares has been assisting 
both groups, offering up their services, and Knight Errant has been 
providing extra security for each of them. The other corporations 
seem to be watching from a distance, but otherwise are staying out 
of things completely.

>	 So why would the corps keep out of this, especially if some, like 
the Azzies, are involved with the artifact hunt elsewhere?

>	 /dev/grrl

>	 Avoiding publicity, is my guess.  Like Andrews says, most 
organizations like to keep their artifact hunting activities a secret, 
as much as anything can be these days. No one is certain if there 
will ultimately be any net gain in chasing these things. In Seattle, 
the spotlight is on the artifacts, so anyone getting involved will 
be noticed. It’s safer to sit back and watch for now, waiting to 
see how things shake out. They keep up their own quiet searches 
elsewehre, and if a big breakthrough is made, or if the public 
exposure in Seattle ultimately proves financially sound, the other 
corps can come forward and say “Hey, look! We have some too!” 
They let the Foundations take the risk, and they prepare to reap 
the ultimate rewards, if there are any.

>	 Winterhawk
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Several smaller magical groups have moved into the region 
lately, no doubt drawn by the artifacts. The Illuminates of the New 
Dawn, the Order of the Temple, and the Aleph Society have all 
been unusually active in Seattle lately. I’ll be keeping a close eye 
on them.

>	 Several other groups have been sighted as well. The Dr. Faustus 
Society, the Locus Elementum, and the Order of St. Sylvester have 
all been moving quietly in the background, making early inquiries.

>	 FastJack

>	 Got one more to add to the list here, FJ. And it’s a doozy: The First 
Church of Elvis. I drek you not. I ran a couple times back in the old 
days with a priest of that group, a shaman named Hound Dog. 
He showed up in Seattle a couple weeks ago and looked me up, 
asking how much I knew about the situation. Apparently someone 
in their church had a “premonition” that an artifact would be 
found that would let them resurrect the King.

>	 Bull

>	 You know some really, really strange people Bull.

>	 Pistons

With all this hype, the truth of the matter is that there’s only 
been one artifact that’s come through that’s been of note so far. A 
small obsidian rock called the Morel Sael. I got a chance to look 
the item over, thanks to a friend, and it’s unlike anything I’ve ever 

seen. It used to be part of a larger stone, and it was found buried in 
some Greek ruins near Phaestos, though carbon dating shows that 
it’s much older than the ruins it was found in. The really wonky 
part is that it has an aura—a living one. Faint, very hard to detect, 
but definitely there. Never seen anything like that on an inanimate 
object. It caused a big stir for a week or so, though the lab geeks at 
the foundations have since given up trying to explain it and moved 
on to the next thing. They hope that stepping away from the thing 
will help them clear their heads so they can make sense of it when 
they get back to it. 

>	 Both words are Sperethiel. Morel means “life” and Sael means 
“stone” or “rock.” Considering the aura, I suppose calling it a “Life 
Stone” or “Life Rock” makes some sense. 

>	 Haze

>	 Good call, though I’m sure the researchers were well aware of 
that from the get-go, and took that into account. Clearly, it 
didn’t help them.

>	 Jimmy No

This has been a fun assignment so far, boss. Though I have 
to say I’d rather be a bit more involved. Some of the runners that 
are working for the foundations are feeding information to me, 
though some are going with Chang instead. I may have to deal 
with him one of these days. I’m just waiting for things to break 
down into chaos. This much ancient, unstable magic coming into 
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Les éléments de ce chapitre peuvent être le centre d'une 
campagne entière, ou des éléments qui en découlent peuvent 
être insérés dans une campagne en cours avec une relative 
facilité. L'intrigue se déroule à Seattle, mais peut être 
facilement transposée dans presque toutes les grandes villes 
pour répondre aux besoins de la campagne.

La plupart des artefacts découverts sont généralement 
inutiles. Ce sont des reliques, et bien que la plupart d’entre 
eux conservent une aura magique, montrant qu’ils détenaient 
autrefois une sorte de puissance, leur pouvoir a disparu 
depuis longtemps. Ce sont des artefacts intéressants à 
rechercher, et bien qu’il soit possible qu’ils puissent 
débloquer des connaissances cachées, les chances qu’ils soient 
de puissants objets magiques sont minces. Ces objets 
magiques qui détiennent un véritable pouvoir sont 
probablement si étrangers à la compréhension moderne de la 
magie qu'ils sont impossibles à utiliser, ou ils nécessitent un 
rituel spécialisé ou des conditions rares et inhabituelles pour 
s'activer (comme pendant la quatrième pleine lune de l'année, 
ou pendant deux minutes chaque mois).

Pendant la Grande Ruée vers les artefacts, les principaux 
partis se jouent tous les uns contre les autres, en lice pour 
l’attention et la loyauté des personnages. Ils se surveillent 
tous de près et ont des espions dans les organisations de 
l'autre, de sorte qu'ils sachent presque immédiatement quand 
les personnages interagissent avec d'autres organisations ou 
parties. Chaque faction a un représentant clé, énuméré ci-
dessous, et ces représentants peuvent devenir des contacts et 
des fixers pour et avec lesquels les runners travaillent 
directement, donnant ainsi un visage personnel à des 
organisations souvent grandes et sans visage.

La Fondation Draco et les Fondations Atlantes sont 
directement opposées l'une à l'autre, et chacune essaie 
d'accéder aux mêmes ressources. De même, Lin Yao Change 
et Simon Andrews rassemblent tous les deux les mêmes 
informations et s'opposent indirectement. Ce qu'un groupe 
obtient, l'autre le veut. Au début de la campagne, les 
personnages joueurs peuvent être courtisés par les deux 
organisations, chacune offrant des paiements et une 
compensation similaires pour les emplois. Au fur et à mesure 
que la campagne se déroule, les runners auront de plus en 
plus de mal à rester neutres. Chaque fois qu'ils travaillent 
pour un côté, ils rendent le côté opposé lésé et finissent par 
se faire des ennemis d'un groupe ou l'autre.

Au début de la campagne, Simon et Lin Yao observent 
simplement.

Ils offriront aux runners un acompte ou une prime pour 
des informations, des copies de rapports de données, ou pour 
la chance d'examiner un artefact avant qu'il ne soit remis aux 
fondations. Plus tard dans la campagne, ils pourraient 
commencer à s'impliquer plus activement comme le 
souhaitent leurs maîtres dragons respectifs. Des artefacts 
magiques particulièrement puissants attireraient leur 
attention, et tout ce que les dragons pourraient estimer trop 
puissant pour que les mortels puissent le contrôler les 
obligerait à se déplacer et à essayer de mettre la main dessus, 
les conduisant à embaucher des runners pour les aider à 
l'acquérir. ou travailler contre les runners et tenter de 
l'acquérir par eux-mêmes.

Un certain nombre d'équipes de shadowrun sont 
impliquées dans la course à l’artefact de tous bords, et si les 
runners se retrouvent à travailler pour un groupe 
régulièrement, une ou plusieurs équipes rivales pourraient 
commencer à s’opposer régulièrement à eux pour le compte 
de l'autre faction. De même, un certain nombre de groupes 
pourraient attendre dans les coulisses pour s'impliquer et 
compliquer les choses. Les agents de Celedyr, le consortium 
Apep et Aztechnology pourraient simplement attendre leur 
heure jusqu'à ce que quelque chose d'important soit trouvé. 
L'Ordre du Temple, les Illuminés de la Nouvelle Aube et une 
multitude de petits groupes magiques pourraient avoir un 
intérêt pour un artefact magique spécifique, quelque chose 
qui est lié à leur groupe d'une manière ou d'une autre

iew
La grande ruée vers les artefacts présente un affrontement 

entre deux grands et puissants groupes, la Fondation Draco et la 
Fondation Atlante. À la suite des événements des aventures de 
Dawn of the Artifacts, de nombreux artefacts sont découverts à 
travers le monde et ces deux groupes sont devenus très intéressés 
de mettre la main sur le plus grand nombre possible pour étudier 
et percer leurs secrets. Les fondations ont consacré beaucoup de 
temps, d'efforts et de ressources à l'acquisition d'artefacts et à 
ceux capables de les étudier.

Les arcanoarchéologues et les chercheurs en magie sont au 
cœur des efforts des Fondations. Les deux groupes se sont lancés 
dans une frénésie d'embauche pour recruter toute personne 
ayant les qualifications nécessaires pour les aider, et lorsqu'un 
groupe se bat l’un contre l'autre, les Fondations se sont 
rapidement tournées vers les shadowrunners pour extraire le 
chercheur et les amener de l'autre côté, jouant une partie 
d'échecs où ils continuent à prendre les pièces de l'autre. De 
même, la contrebande, le vol et le sabotage sont devenus les 
principaux outils de la lutte des fondations. Faufiler des artefacts 
sous le nez de la concurrence, voler les artefacts et les envoyer 
dans des entrepôts sécurisés et placer de fausses données pour 
saboter les efforts de leurs adversaires sont tous devenus une 
routine.

À l'origine, les deux groupes opéraient uniquement dans 
l'ombre, mais lorsqu'un article de NewsNet rend publics leurs 
efforts, les deux groupes ont rapidement décidé que la meilleure 
solution était de l'adopter. Ils ont tous deux proclamé 
publiquement comment l'étude de ces anciennes reliques 
révolutionnera le monde et changera la façon dont nous 
regardons à la fois l'histoire et la magie. Les agences de presse ont 
saisi cela, et maintenant chaque percée et découverte, aussi 
triviale soit-elle, devient le sujet d'une conférence de presse alors 
que chaque groupe s'efforce de surpasser l'autre.

Incom
ing...............

the region, all these shadowrunners getting involved, and 
all these interested parties in the mix? How could it not 
become a total clusterfrag at some point? Till then, I’ll keep 
my eyes on things and my scales well watered. There’s this 
fantastic little bar… well, you don’t need to hear about that. 
I’ll keep filing my receipts for the bean counters, and I’ll 
have another report for you shortly.

>	 Cheery outlook this guy has. Though he sounds like a riot. 
I should look him up. You say he hangs out at the Rubber 
Suit, Bull?

>	 Slamm-0!

>	 Yeah, I’ve seen him down there a few times. He’s hard to 
miss. He’s usually either drunk and hitting on anything 
that moves in the place, or chasing the holographic kaiju 
monsters around, pretending to fight them.

>	 Bull

>	 Oh great. Now he’ll be out half the night boozing it up while 
I get to take care of the rugrat. Thanks a lot.

>	 Netcat
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Locations

Draco Foundation, Seattle Offices
The Draco Foundation (DF) was established by the last will 

and testament of the deceased president Dunkelzahn. Charged 
with administering his will and legacy (both the public and 
private sections), this foundation controls the bulk of the late 
dragon’s wealth. With such financial backing, it continues to 
be a major influence in a variety of realms—from boardrooms 
of AAA megacorps to the world of arcanoarcheology. It is a 
primary competitor to the Atlantean Foundation in the world of 
Arcanoarcheology and antiquities. 

The Draco Foundation in Seattle was being headed up 
by Geoff Hallowell, a human hermetic mage who has been the 
Regional Director for the past five years. When the Artifact Rush 
first started, Draco Midori Kanematsu transferred to Seattle and 
took over operations there full time, pushing Hallowell to the 
sidelines, a fact he’s very resentful about. A member of the Draco 
Foundations Board of Directors, she proceeded to rearrange the 
Seattle offices and bring in new personnel, including Moreau, a 
fixer who acts as the Draco Foundation’s primary contact with the 
shadow community.

Security at these offices is, as might be expected, based heavily 
in magic. At least five watcher spirits are on duty at all time, and a 
Force 5 spirit of air resides in the office, bound to the foundation’s 
security mages. Force 5 wards pepper the offices, protecting 
anything the foundation wishes to keep. Use IOND Magicians 
(p. 141) as security mages, and make sure they are liberal in their 
use of clairvoyance and clairaudience.

Atlantean Foundation, Seattle Branch
Created by Sheila Blatavska shortly after the Awakening in 

2012, the Atlantean Foundation is a private organization publicly 
dedicated to restoring the glory of the lost golden age of Atlantis, a 
supposed Mecca of wonders and knowledge that disappeared into 
the mists of time. More than just a group of eccentric history buffs 
and new-agers, it is an organization with branches worldwide, 
popular trid shows, monthly newsletters and chats, major research 
centers, sponsored archeological digs, and cadres of respected 
scientists. It boasts millions of members and operates at a level 
just shy of an AA corporation.

The Atlantean Foundation has a reputation for being a bunch 
of scheming, power-hungry, and backstabbing lot of magicians, 
and most branches of the organization are merely tolerated by the 
city they’re located in due to the trouble they frequently cause or 
bring with them. The Seattle branch of the Atlantean Foundation, 
however, is one of the few that actively generates goodwill in the 
city. Under the guidance of branch president Laurent Nazaire, 
the Atlantean Foundation has been active within the community, 
helping out with various local charities and causes and generating 
good PR without any obvious, visible self-interest.

Their good reputation does not, however, translate into a lack 
of security, and the measures in this office should be the same as 
those employed in the Draco Foundation offices.

ou qu'ils ont découvert un rituel qui leur permettrait de 
libérer le pouvoir de l'artefact.

Les intrigues ci-dessous sont numérotées, mais elles ne 
doivent pas être présentées dans un ordre particulier. Ce sont 
des idées qui peuvent être combinées en une série d'événements, 
qui peuvent être entrecoupées d'éléments d'intrigue d'autres 
chapitres de ce livre ou d'autres campagnes, telles que Dawn of 
the Artifacts.

PLoT PoINT oNE
Pass Around Extraction

Dr. Amanda Stroh is one of the world’s leading magical 
theorists, and she has some really unique ideas about studying 
magical artifacts. Because of this, both the Atlantean and Draco 
Foundations are very interested in getting her to work for 
them. Dr. Stroh herself doesn’t really care who she’s working for, 
so long as she gets to study artifacts. The Atlanteans initially 
bring her in, but the Draco Foundation arranges for an 
extraction. The Atlantean Foundation extracts her back again, 
and Draco extracts her yet again. Finally, fed up and deciding 
that it’s not worth the hassle Dr. Stroh herself contacts the 
runners to extract her and get her out of Seattle (or whatever city 
the runners are in).

Plot Point Two

Blood Moon
The runners are hired to meet a smuggler in the Ork 

Underground and transport a small artifact back to one of the 
foundations. They find out, however, that someone beat them to 
it. Even worse, they discover that the smuggler and his crew have 
been murdered, and all signs point to blood magic being used. 
The artifact is an ancient Aztech carving that is attuned to blood 
magic, and if the proper rituals are used it is possible to bind a 
much larger than normal blood spirit with it. The runners are 
hired to recover the artifact and stop the blood mage.

Plot Point Three

Bad Reputation
One of the foundations has had a small breakthrough in 

investigating an artifact, and they are prepared to announce their 
findings in a press conference the next day. The runners have 
less than twelve hours to plan a break-in, steal the data, replace 
it with false data, and sabotage the press conference, giving the 
foundation in question a public black eye. 

Game Info.....................

Shadowrun Missions
The Artifact Rush is one of the key plot lines to 

Season Four of Shadowrun Missions, the ongoing 
Shadowrun Living Campaign. Adventures are avail-
able as PDF downloads, and can be used like any other 
adventure in a home campaign. For more information, 
check out shadowrun4.com/missions.

http://www.shadowrun4/com/missions
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Laurent Nazaire
Laurent Nazaire is a dwarven hermetic mage of Haitian 

descent born in Quebec. He worked at Cross Applied 
Technologies for many years but arranged for his own extraction 
when it was clear that Cross was never going to survive as a major 
player in the corporate scene. He joined up with Mitsuhama for 
a number of years after that, heading up one of their magical 
research labs. During this period, he was recruited by the 
Atlantean Foundation, and he eventually left MCT to join 
them full time. The skills he learned in the corporate world 
allowed him to quickly rise up in the ranks, and five years ago 
he was promoted to director of the Atlantean Foundation’s 
Seattle branch, where he has fervently pursued magical research. 
When the magical artifacts began to show up in Seattle, Nazaire 
devoted himself and the organization to acquiring and studying 
them. To this end he’s taken a hands-on approach and has been 
personally involved with hiring assets to track and recover 
artifacts and resources.

B A R S C I L W Edg Ess M Init IP
4 3 3 4 5 4 6 7 3 6 9 7 1

Condition Monitor Boxes (Physical/Stun): 10/12
Armor (B/I): 7/2
Skills: Banishing 5, Binding 6, Blades 3, Conjuring 6, 
Counterspelling 6, Computers 3, Dodge 3, Enchanting 3, 
Etiquette (Corporate) 5 (+2), Leadership 5, Negotiation 6, 
Perception 4, Pistols 2, Ritual Spellcasting 6, Spellcasting 6
Knowledge Skills: Arcana 6, Corporate Politics 4, Magical 
Groups 5, Security (Magical) 4 (+2), Wines 5
Qualities: Magician
Initiate Grade: 3
Metamagics: Masking, psychometry, shielding
Gear: Commlink (Firewall 6, Response 4, Signal 4, System 4), 
power focus (3-foot-long gnarled mahogany staff topped with a 
large pearl, Rating 3), 3 x sustaining foci (small golden lizard pin, 
Rating 5; an emerald tie pin, Rating 4; and small silver rose pin, 
(Rating 4), Zoé Executive Line Suit (long coat, shirt, trousers)
Spells: Analyze Device, Analyze Magic, Armor, Astral Window, 
Catalog, Detect Magic Extended, Fashion, Flamethrower, Heal, 
Improved Invisibility, Magic Fingers, Manabolt, Physical Mask, 
Sterilize, Stunbolt, Trid Phantasm, 
Bound Spirits: Spirit of air (Force 6, 5 services), spirit of earth 
(Force 5, 3 services), spirit of man (Force 5, 4 services), spirit of 
water (Force 4, 4 services)

Lin Yao Chang
Lin Yao Chang was given over to a Buddhist monastery when 

he was an infant and was raised by the monks. He knows nothing 
of his parents or where he came from, and he lived most of his life 
as a simple monk, training in martial arts. When he Awakened 
as an adept, he focused his newfound magic into channeling the 
martial arts. 

He was told on occasion that “fate had plans for him,” but 
he never knew what this meant until one day when a dragon 
landed in the courtyard of the monastery. None of the monks 
seemed surprised to see Lung, and most simply bowed and went 
about their business. Lin Yao was told to go with Lung, and the 

People

Moreau
Aaron “Moreau” Craig worked for Mitsuhama Corporate 

Technologies in their paranormal animal research and training 
program until 2050, when he left the corp over an ethics issue. 
He struck out into the shadows, often with a pair of well-trained 
hellhounds at his side, going by the street name Trouble. He and a 
team of runners he joined up with actively worked jobs that would 
hurt MCT in the Seattle for 5 years, until he faked his death 
in 2055 after a job involving a missing persons case and a local 
United Brotherhood chapter house. It was rumored that he had 
retired, married to a prominent Mafia member’s daughter, though 
this was never confirmed.

In 2057 he began to work as a bodyguard for one of 
Dunklezahn’s Watchers under the handle Moreau, eventually 
becoming a Watcher himself. He mostly worked as a fixer and 
began to freelance as a troubleshooter to the Draco Foundation, 
and now works for them on a full time basis. He has a daughter, 
Fiona Craig, an arcanoarcheologist who often gets in over her 
head. His current assignment has been working as a fixer in 
Seattle to handle jobs that the Draco Foundation wants handled 
off the books, such as hiring shadowrunners and arranging for 
smuggling operations.

B A R S C I L W Ess Init IP
4 5 (7) 5 (7) 4 (6) 7 (10) 5 4 6 2.49 10 (12) 1 (3)

Condition Monitor Boxes (Physical/Stun): 10/11
Armor (B/I): 10/6
Skills: Animal Husbandry skill group 6, Athletics skill group 4, 
Automatics 6, Data Search 4, Dodge 4, Etiquette 5, Exotic Ranged 
Weapon (Dart Rifle) 5 (+2), First Aid 3, Infiltration 4, Longarms 
4, Negotiation 6, Perception 5, Pilot Ground Craft 4, Pistols 3
Knowledge Skills: Biology 4, Business 2, Corporate (MCT) 3 
(+2), Corporate Security 3, Criminal (Mafia) 3 (+2), Parazoology 
5, Procedure (Border Patrols) 2 (+2), Security Design 4, Security 
Procedures 4, Shadowrunner Hangouts 3, 
Languages: City Speak, English, Gaelic, Greek, Japanese, 
Sperethiel
Qualities: Animal Empathy, Black Market Pipeline (Animals), 
College Education, Dependent (medium), Enemy (2), Exceptional 
Attribute (Charisma), First Impression, Records on File, SINner, 
Augmentations: Attention coprocessor 3 (deltaware), biomoni-
tor, bone density augmentation 4, datajack (engraved), muscle 
augmentation 2, muscle toner 2, sleep regulator, synaptic booster 
2, tailored critter pheromones 3, tailored pheromones 3 (all beta-
ware, unless otherwise notes)
Gear: DocWagon Platinum, Form Fitting Body Armor (half 
suit), Mortimer Greatcoat, commlink (Device Rating 6, all com-
mon use programs Rating 6, Armor 3, Attack 3, Biometric Lock, 
Hardening 6, Environmental Resistance, Armor Case 7)
Weapons:

Parashield Dart Rifle [Exotic Weapon, DV 10S, AP –2, SA, 
RC 3, 10(c), w/ Nuero-Stun darts, smartlink, biometric 
safety, personalized grip, barrel extension, bipod]

Steyr TMP [SMG, 4P, 0 AP, 3 RC, 30(c), w/ smartlink, 
biometric lock, thermal suppressor, gas-vent 3]



34
Artifacts Unbound

TH
E 

GR
EA

T 
SE

AT
TL

E 
AR

TI
FA

CT
 R

US
H 

 . . . . . . .





than they can chew, and SK guards nearly wiped out the cell and 
severely injured Simon.

He woke up in a small cell in Germany and was taken to 
see Lofwyr himself. Due to his appearance Lofwyr took an 
interest in the young neo-anarchist, though he has never told 
Simon (or anyone else) exactly why. He offered Simon a choice, 
to work for him or to be eaten. Simon wisely chose the former. 
Over the years Simon has become one of Lofwyr’s most loyal 
and trusted servants. He operates as a fixer and a troubleshooter 
for the dragon. 

Simon is laid back and still has much of his neo-anarchist 
personality, with a strong dislike for authority. He dresses in 
traditional “British punk” complete with a battered leather vest 
covered in graffiti, anarchy symbols, and punk-band buttons. He 
revels in being a freak, will hit on almost anything that moves, and 
likes to snack on live white mice. He’s direct and in your face, but 
is utterly loyal to Lofwyr.

B A R S C I L W Ess M Init IP
4 4 5 3 6 5 5 6 6 8 10 1

Condition Monitor Boxes (Physical/Stun): 10/11
Armor (B/I): 8/6
Skills: Arcana 5, Athletics skill group 4, Assensing 6, Banishing 
4, Binding 5, Con 5, Counterspelling 5, Dodge 5, Negotiation 
5, Pistols 4, Ritual Spellcasting 5, Spellcasting (Combat Spells) 6 
(+2), Summoning 5
Knowledge Skills: Kaiju Monster Movies 4, London Area 5, 
Magical Theory 5, Neo-Anarchist Movement 5, Saeder-Krupp 
Politics 3, Seattle Area 4
Qualities: Class III SURGE, Scales (Green lizard skin), Critter 
Spook, Unusual Hair (Lizard Frill, no body hair), Deformity 
(Elongated skull resembling a snout), Functional Tail (Balance), 
Claws (non-retractable), Fangs, Thermographic Vision
Initiate Grade: 5
Metamagics: Anchoring , Masking , Extended Masking , 
Reflecting, Shielding
Spells: Armor, Chaos, Chaotic World, Clairaudience, 
Clairvoyance, Fireball, Gecko Crawl, Heal, Ice Sheet, Improved 
Invisibility, Increase Reflexes, Mana Barrier, Manabolt, Physical 
Barrier, Physical Mask, Stunball, Stunbolt, Trid Phantasm, Wreck
Gear: Armored jacket, Suzuki Mirage
Bound Spirits: Spirit of air (Force 5, 4 services), spirit of fire 
(Force 6, 6 services)

obedient young monk did as he was told. He continued to train 
under Lung for several more years, refining his skills and training 
into becoming deadlier and more efficient.

Lin Yao has spent the last twenty years working as a special 
operative for Lung. He doesn’t question his orders and is rarely 
given any information above what is needed to do the job. His 
current assignment has him confused, but as usual he’s asked no 
questions. He’s simply to keep an eye on the Atlantean and Draco 
Foundations, and try to obtain as much information as possible 
about the artifacts the two groups are recovering.

B A R S C I L W Ess M Init IP
5 7 (9) 6 6 4 5 5 5 6 9 11 (13) 1 (3)

Condition Monitor Boxes (Physical/Stun): 11/11
Armor (B/I): 10/5
Active Skills: Arcana 4, Assensing 5, Athletics skill group 5, 
Automatics 4, Blades 5, Clubs 5, Disguise 5, Dodge 6, Infiltration 
6, Intimidation 5, Longarms (Sniper Rifles) 6 (+2), Negotiation 4, 
Palming 4, Pistols 5, Shadowing 5, Unarmed Combat (Offensive 
Moves) 6 (+2)
Knowledge Skills: Buddhist Teachings 5, Magical Theory 4, 
Martial Arts 5, Seattle Area 4
Qualities: Adept
Initiate Grade: 5
Metamagics: Adept centering, extended masking, infusion, 
masking, sensing
Adept Powers: Astral Perception, Critical Strike 4, Enhanced 
Perception 2, Improved Attribute (Agility) 2, Improved Ability 
(Unarmed Combat) 4, Improved Reflexes 2, Killing Hands, 
Penetrating Strike 2
Gear: Heritage Line Armored Chinese Mao Suit, Form Fitting 
Armor (half-body suit), AR contacts (w/ thermographic vision, 
smartlink, vision magnification, vision enhancement 3), com-
mlink (Device Rating 6)
Weapons:

Barrett Model 121 [Sniper Rifle, 9P, AP –8, SA, RC 2, 14(c), 
w/ 6 clips APDS ammo, amartlink, biometric lock, 
skinlink]

Ares Predator IV [Heavy Pistol, DV 5P, AP –5, SA, RC —, 
15(c), w/ APDS ammo, biometric lock, skinlink]

Unarmed Attack [Unarmed, Reach —, DV 7P, AP –2]

Simon Andrews
Simon Andrews was your stereotypical disaffected youth in 

rural Britain. He got into the punk and neo-anarchist scene as a 
teen, and his band of neo-a’s were some of the most chaotic and 
disruptive in London through the 2050s. He Awakened during 
that period and channeled his magical powers into ways that made 
him even more destructive.

When Halley’s Comet hit, Simon was affected by SURGE 
and transformed into a humanoid lizard. His diet also changed, 
and the former vegetarian found he was now a carnivore, as his 
body stopped being able to properly digest fruits and vegetables. 
It took awhile to adjust to his new body, and he became even more 
angry and resentful of the world. His gang of neo-a’s became even 
more violent and began hitting higher-profile targets. When they 
tried firebombing a Saeder-Krupp warehouse, they bit off more 
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>	 Hey, did anyone ever follow up on these?

>	 Snopes

/users/Spooky/links 
Tags: magic, conspiracy

Remains of Dead Camper Identified
Tír Tairngire, 6/7/69
The body of Lissette Abel, 27, was discovered by a patrol early 

Thursday morning. Reports of the missing girl were filed with 
authorities a week ago. The recent rains made identifying the body 
more challenging. A forensic magician was flown in from Seattle. 
He confirmed her identity late last night, and her family was 
notified shortly after. Abel was a nature enthusiast who embarked 
on a camping trip a month ago. Authorities have not released any 
information on the cause of death at this time. Her family declined 
to comment for this story. Link

Construction halted by tragic accident
London, UK, 6/23/71
… Brad Davies, 19, was found at the bottom of the elevator 

shaft. NLBR Properties, the company renovating the offices of 
the former BBC building, blamed the death on a malfunctioning 
safety maglock on the elevator shaft door. The victim’s immediate 
family has no comment. Link

Hit and run kills two 
Milwaukee, UCAS, 7/6/70
A pair of Containment Zone relief workers was killed by a 

hit-and-run driver yesterday. Michelle and Sean Higgins were 
walking south on 60th street when they were struck and killed 
by a car. The couple met helping refugees from Chicago and was 
married last year. Local authorities are reviewing DOT footage 
and SmartGrid data to locate the whereabouts of the driver. Link

Food Riots Claim Eight
Nashville, CAS, 10/4/69
… and skirmishes between security forces and terrorist 

insurgents caused the latest fatalities in the ten-day standoff. 
Among the casualties, embedded reporter Gregory Pendzick was 
discovered in his hotel room, dead of injuries apparently suffered 
during his coverage of the event. Pendzick’s employer, Wizzer 
Media, has not commented on whether it will release his final 
footage. Link

Pool Party Ends In Tragedy
Cairo, Egypt, 4/7/69
A dead woman was found in the Atlantis Suite of the Hotel 

Tahrir Menin Wednesday morning. The victim of the drowning 
was bellydancer Zahra Sagira. The entertainer was a contractor of 
the hotel hired for a private party in one of the luxury penthouse 
suites. She was discovered by one of the hotel’s domestic drones. 
The hotel is withholding the identity of the persons who rented 
the suite Tuesday evening pending a full investigation. Link

>	 Is there a reason this is has a magic tag instead of a nutter tag?

>	 Winterhawk

>	 There’s a pattern here. I just haven’t found it yet.

>	 Plan 9

>	 They’re all dead. What do I win?

>	 Snopes

>	 Some of the local media tried to play up some occult elements of 
the Saghira murder, but it was a slow news day.

>	 Hard Exit

>	 Occult elements?

>	 Jimmy No
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Le disque de Phaistos et la carte de Piri Reis ont, à un moment 
donné, fait partie de la vaste catégorie d'artefacts magiques du 
département d'études reliquaires du MIT & T. Ils ont disparu 
et réapparu de nombreuses fois depuis lors, mais un employé est 
tombé sur leur véritable puissance lorsqu'ils ont été combinés 
dans le cadre d'un projet de recherche pour le professeur 
Guzman. Le nom de l’employé était Charles Sturgis, un mage 
hermétique elfe qui cherchait à rejoindre la faculté de l’un des 
programmes d’études hermétiques les plus prestigieux au 
monde.
Sturgis a commencé à ramener son travail à la maison avec lui. Il 
a vécu des rêves vifs d'une époque ancienne où les dragons 
parcouraient le monde et la magie était partout. Il a commencé 
à faire ses propres recherches sur la carte et le disque. Il a 
rapidement réalisé leur véritable pouvoir et compris comment le 
disque pouvait être un guide pour déverrouiller certaines des 
fonctions les plus puissantes de la carte. Il a rapporté peu de ses 
progrès à ses supérieurs. Après six mois, le projet a été annulé et 
Sturgis a été déplacé ailleurs. Cela ne lui allait pas. Il a gardé ses 
propres notes à la maison et a fait une avancée surprenante. Le 
disque Phaistos n’était pas seulement la clé d’une langue 
ancienne.
Sturgis croyait que c'était la clé de l'immortalité.
La carte, croyait-il, lui montrait le chemin, mais c'était un 
chemin difficile et sanglant. Premièrement, Sturgis a trouvé 
chacun des 45 caractères quelque part sur la carte de Piri Reis et 
a pris des notes soigneuses de leur emplacement. La carte a 
ensuite tracé le cours de la prochaine phase de sa vie. Il 
voyagerait jusqu'à la marque, il y trouverait une personne et il 
tuerait cette personne. Il échangerait leur vie pour rejoindre le 
rang des immortels. Selon la théorie qu'il a développée, chacun 
de ces décès nécessitait que le symbole correspondant sur la 
carte soit appliqué d'une manière ou d'une autre à la victime. 
Pour obtenir

APERÇU
Le disque Phaistos comporte 241 inscriptions en 

utilisant 45 caractères uniques. Les inscriptions ne proviennent 
d'aucune langue connue. Ceux qui connaissent le disque pensent 
qu'elle peut être utilisée comme clé pour décoder le langage 
ancien des symboles. Ce que la plupart des gens ignorent, c'est à 
quel point le disque Phaistos devient puissant lorsqu'il est 
combiné avec la carte Piri Reis. Il y a ceux qui peuvent gérer le 
pouvoir libéré par ces anciens artefacts. Ensuite, il y a ceux dont 
la vie est ruinée.

>	 I, uh, entertain some of the local LEO, and they mentioned 
she had some sort of symbol painted on her body. It was 
not magic, nor did it resemble any symbol I was familiar 
with.

>	 SEATAC Sweetie

>	 All that and brains too.

>	 Slamm-0!

>	 Something tells me the other thirty-one people on this 
list also have strange symbols on their person. Time to 
do some digging.

>	 Plan 9

>	 Thirty-two.

>
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If the players are lucky enough to have the Phaistos Disc or 
Piri Reis map, the artifacts themselves might tip off the players 
about the killer. A subtle clue might be someone noticing the 
connection between the stone’s symbols and a few occult murders 
they noticed on a conspiracy website. The clues could also be more 
obvious. The symbols Sturgis has already used might be a different 
color than the ones he has yet to use. Or the map’s oceans could 
turn red with blood on the days he strikes. Odd behavior of the 
artifacts might send the runners to experts, which will tip off 
organizations that want the artifacts, which puts the runners in 
danger. Even more so if Sturgis realizes someone is onto him. 

For those runners not connected to the Dawn of the Artifacts 
adventures, Dr. Guzman offers a more traditional gateway to the 
adventure. He contacts the runners after he figures out the killer’s 
pattern. He may or may not realize who the killer is, but even if he 
knows, he keeps the killer’s identity secret. He offers the runners 
5,000 nuyen apiece to stop the killer. He doubles their fee if they 
are able to subdue Sturgis and bring him back alive. To collect 
the bonus, they must turn him over to Dr. Guzman rather than 
the local police. If the runners ask what he plans on doing with 
Sturgis, Guzman is firm but evasive. All Guzman says is that he 
will be dealt with. 

Each of the deaths happens one day apart in a different sector 
in the order that follows.

Plot Point Two

The CAS Sector
JJ Miller dies the day after the runners arrive in Denver. He 

is the overnight clerk at the Bender Avenue Stuffer Shack, a job 
he took to bring in money while he struggled as a musician. It 
proved to be a fatal mistake. The Stuffer Shack is located two 
blocks north of the Easy Zee Motel that Sturgis is staying at. 
Sturgis went in every morning while in town for coffee and a 
Zap Crusher’s Breakfast Bar. The killer observed his victim and 
set his plan in motion.

JJ’s body is found in the dumpster behind the Stuffer Shack. 
Sturgis hacked the dumpster to trigger a tamper alarm. When JJ 
came to investigate, Sturgis subdued him and induced a heart 
attack in him through the use of multiple slap patches. The symbol 
in this case is painted on the body’s head. The store is in decent 
condition, though someone used Miller’s ID badge to open and 
loot the pharmacy. The killer did this to make the killing look like 
a robbery, but he also plans on using the drugs in other killings.

Thanks to his conversations with Miller, Sturgis knew that 
the musician had a heart condition. He also knew that six slap 
patches would give Miller an adrenal boost that his heart could 
not withstand. Once the deed was done, Sturgis put the body 
in the dumpster and locked it back up. He painted the symbol 
on Miller’s forehead before he died. He then used an improved 
invisibility spell to go back into the store and loot the pharmacy. 

Miller’s forehead is covered in a circle crossed by three lines 
that divide the circle into six segments. The symbol has been 
smudged a bit by the vile trash locked in the Stuffer Shack, but 
it is still discernible. If the security footage is reviewed from the 
previous week, an image of the killer can be found. There are 
multiple repeat customers, but Sturgis is on camera for the three 

la récompense qu'il croyait l'attendre, il trouverait un moyen 
d'y parvenir.

Grâce à de solides investissements, Sturgis a pu prendre un 
congé prolongé à son poste universitaire. Il a fait sa première mise 
à mort à Athènes, où le disque avait été exposé publiquement. 
Cela a débuté sa frénésie. Il a tué beaucoup de monde au fil des 
années et a beaucoup appris sur les méthodes de tuer. Il pense 
qu'il a amplement le temps de terminer ses meurtres, il n'est donc 
pas pressé. Et une fois qu'il aura terminé, il pourra se permettre de 
flâner autant de temps qu'il le souhaite.

En tant que tueur, Sturgis est méthodique. Il préfère 
travailler d'une manière qui peut être qualifiée d'accident, de 
violence de gangs aléatoires ou d'autres choses sur lesquelles les 
autorités ne se pencheront jamais. Il cible ceux qui ne 
manqueront pas. La plupart des villes ont des forces de police 
surchargées de travail, ce qui signifie qu'elles donnent la priorité 
aux affaires sur lesquelles elles enquêtent. Si un dirigeant 
corporatiste est tué, la corpo peut s'appuyer sur les forces de 
l'ordre pour déterminer qui est le coupable. Mais les classes 
inférieures n'ont pas une telle attraction. Les salariés en bas de 
l’échelle, les shadowrunners, les criminels aux yeux de nombreux 
organismes d'application de la loi, ils peuvent être sacrifiés sans 
que personne ne fasse des vagues à ce sujet. Le seul hic, c'est la 
marque que Sturgis estime devoir laisser sur les cadavres de sa 
victime. Ils pourraient aider quelqu'un d'assez observateur à 
commencer à reconstituer ce qui se passe.

Sturgis vient à Denver sachant que le destin lui sourit. 
Quatre des symboles apparaissent près de Denver sur la carte. Il 
prévoit de tuer chaque victime dans un secteur différent de 
Denver. Le bourbier des différentes juridictions et des forces de 
l'ordre fonctionnera à son avantage, pense-t-il, et il s'échappera de 
la ville avant qu'ils ne puissent se coordonner et l'arrêter. Il n'y a 
qu'une seule force qui peut empêcher Sturgis de tuer plus 
d'innocents: une équipe de runners embauchés par le Dr 
Guzman.

Plot POint One

The Hook
The most direct way to involve the runners in this adventure 

is to have them stumble upon one of the Phaistos Killer’s victims. 
It could be part of another run or as a kick-off to a night of 
investigation. Discovering the body is problematic enough, but if 
the runners do a little investigation, they find an odd symbol on 
the body that is visible on the astral plane. 

This circumstance generates plenty of complications. Do they 
report the body to the local authorities? If the body is on corporate 
ground, could they just have it disappear as another victim of 
the run? What if the runners who discovered it are mistakenly 
accused of the murder? The runners will have to make some quick 
decisions to deal with the repercussions of the situation that has 
just fallen in their lap.

Frosty is another good way to pull the runners in. She might 
notice the Phaistos Killer’s pattern and ask the runners to check 
up on her suspicions. This hook is especially useful if the runners 
recently made a play for one of the artifacts and came up short. 
Frosty wants them to chase down this lead and is willing to pay 
them their previous fee if they take a few days to snoop around and 
see if there’s anything to the idea. She will cover travel expenses to 
Denver if need be. In the end, while she may be disappointed that 
Sturgis doesn’t have the stone or the map, she is still willing to pay 
the fee if the killer is stopped.
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Plot Point Four

The Sioux Sector
Dix was a small-time hacker that ran the shadows in Denver 

for the past few years. She was also a huge Denver Broncos fan. 
She was on the season ticket waiting list, but attended her regular 
game-day spot, an AR/VR sports bar called Sidelines. When her 
car didn’t move after 24 hours, a parking service drone discovered 
the body inside.

A smattering of drugs and chips are found in the vehicle with 
her body. The murder looks like a suicide, but that unravels quickly 
under investigation. Toxicology reports show there are no illegal 
drugs in her system, but she overdosed on a sleeping aid. The aid 
requires a prescription, which she does not have. The same types 
of drugs were taken from the robbed Stuffer Shack where JJ Miller 
worked.

The symbol on Dix’s body is located on her left foot. It was 
painted on during her VR experience in the bar. The symbol is 
three vertical lines crossed by a single horizontal line. 

The Sioux Sector is more than willing to work with the 
runners to bring Sturgis down. The detective assigned to the 
case, Tyson Sherman, has been watching the other murders and 
recognizing a pattern. Helping him catch Sturgis could make him 
a valuable Denver ally for the runners. 

Plot Point Five

The PCC Sector
By the time Sturgis gets to his last victim, chances are he 

will know the runners are on his tail. His last kill is far less 
methodical and carefully set-up. Sturgis lies in wait for the maid 
to come and tidy up his room. He specifically chose a hotel in 
Denver that still has a human cleaning crew for this very reason. 
Hotels on both ends of the spectrum still have real maids—
cheap hotels can’t afford to install drones, and expensive ones 
can charge a premium for old-fashioned personal service. The 
victim in this case is Sarah Babe, the mother of the night clerk at 
Easy Zee’s in the PCC sector.

Sturgis suffocates this victim with one of the dry cleaning bags 
in the closet of the room. He puts her body in the bathroom and 
shuts the door. The day clerk discovers the body when he notices the 
cleaning woman did not sign out when her shift was over.

The tricky part of this killing is dealing with police arriving 
on the scene. A cool head and some solid Charisma will be needed 
to convince the beat cops the runner reporting the crime had 
nothing to do with Babe’s death. 

By this time, the runners may take a novel approach and go 
to the authorities with any evidence they might have. This is an 
excellent moment for any character who have taken meticulous 
care of their SIN or maintained a false identity to shine. The 
runners may decide to call in the Zone Defense Force if they have 
enough compelling evidence. Sturgis will be apprehended, but he 
won’t be in their hands for long, given that the runners won’t be 
good witnesses and most of their evidence won’t be admissible in 
court. Still, if an arrest is made, the runners can claim success. If 
Guzman was their patron, he will still honor their arrangement, 
though he will not pay out the bonus for bring Sturgis back to him 

days before Miller is killed. Tracking down a proper image requires 
an Intuition + Computer (2, 8) Extended Test. Having a usable 
image of the killer makes further investigations much easier.

Lone Star officers are interested in solving the case, but 
unwilling to share information with other agencies. They will, 
however, share resources if the runners vow to hinder any other 
investigations going on. Having recently taken over sector security, 
Lone Star would welcome a boost in the public image. Catching 
a serial killer would supply that boost.

Plot Point Three

The UCAS Sector
The second victim is a troll known by the street name Stutzie. 

Stutzie worked as a bouncer for an AR country bar called Millie’s. 
Millie’s smells like cheep soybeer and is about as authentic as a 
lasagna burrito from Taco Hut Silver. Stutzie was loved by the staff 
and always felt safe while he was around. The waitresses on staff 
also knew his big secret—Stutzie was a homosexual. While most 
people are very open to the idea, a gay troll working a cowboy bar 
in UCAS sector could bring trouble even he couldn’t handle.

Sturgis needed a little help disposing of Stutzie. A troll is a 
big body to move, but he thought of that ahead of time. Sturgis 
hacked one of the larger SUVs in the parking lot and led Stutzie 
to the flatbed for a rendezvous. When he was finished killing 
the troll, he brought him to the Meat Market and sold him for 
a few hundred nuyen to one of the merchants who calls himself 
Mr. Cutler.

Mr. Cutler’s shop is in an old electronics store. He keeps up 
the façade with a few older models of cameras and monitoring 
devices. He runs his real store out of a refrigeration truck backed 
up to the storeroom in back. There are parts of Stutzie still for 
sale when the runners arrive. Mr. Cutler is also willing to sell the 
runners one of the cameras from his shop. The cameras still work, 
and Cutler makes sure they record anyone who walks into his shop 
looking to unload a body. Cutler is willing to sell the camera for 
1,000 nuyen. 

The symbol is not on Stutzie’s body, but rather was painted 
below him in reverse on the flatbed. It was not yet dry when 
Sturgis convinced the troll to lie down with his shirt off. When 
the paint transferred, the symbol was complete. Sturgis then put 
his gun in the troll’s mouth and fired three times. The paint on the 
flatbed of the truck looks like a combination of a lower case “h”, “j” 
and the number 7. 

The car turns up abandoned in the Meat Market parking 
lot once his spree is complete. Sturgis walked a half-mile before 
hailing a cab to take him back to the Easy Zee. If the runners find 
the car within 24 hours, they can still find the Streetline Special 
Sturgis used tucked in the glove compartment. After that time, 
various enterprising residents of the Market strip the car for parts 
and put them, and the gun on sale. The Streetline is available for 
twice the normal street price. It is the same pistol that Sturgis took 
from JJ Miller.

UCAS law enforcement does not consider the case to be 
a priority. It does not have the resources to track down every 
missing person, especially ones disposed of in the Meat Market. 
The runners are better off dealing with Mr. Cutler in this case.



39
Artifacts Unbound

THE PHAISTOS KILLER  . . . . . . . . . . . . . . . . . . . . . .

faulty electrical wiring and the coffins did not open per their 
pre-programmed fire protocols. The Pueblo sector cracked down 
on coffin hotels, and more traditional hourly motels spread 
through the sector. 

The one location where the runners know Sturgis will be 
at least twice is Stapleton Airport (see p. 9, Spy Games). Sturgis 
knows the quickest way to make a getaway is to hop a flight out 
of town. He flies in for a week from Tuesday to Tuesday. If the 
runners catch onto him ahead of time, he will adjust his stay 
accordingly. He plans his killings in forty-eight-hour intervals. 
He catches the first flight available out of Denver if the runners 
come after him. This is an excellent chance to complicate a 
later run by having Sturgis show up in the middle of something 
else entirely.

PEOPLE

Charles Sturgis
Elf male

Sturgis was born into what many would consider a privileged 
experience. He was born into a family with enough money that 
people could look past his elf ears and save their disdain for 
whispers behind handcrafted oak doors. He showed magical 
talent early on in his life and was shuttled off to private schools 
that would help him hone his gift. He went to MIT&T on a 
hermetic scholarship and found himself on a fast track to a faculty 
position. Except he chafed against his ivory tower upbringing. 
Sturgis wanted to see the world. His studies and his continued 
schooling kept him away from his notions of travel.

Sturgis travels light and has kept his SIN very clean. Any 
weapons he needs are acquired in the city where he kills. They 
are also disposed there, carefully stripped of DNA evidence and 
dumped in restricted areas like the local barrens. How close he 
is to his quota of 45 kills is up to the gamemaster. If Stugis is just 
starting out, he is more prone to make mistakes but less likely to 
have left evidence behind. If he is close to the mark, with his kills 
in Denver putting him over the top, he may be more willing to kill 
quickly and cover his tracks less.

Are the murders building to something, or is it a deranged 
interpretation of the artifacts powers? This is ultimately for 
the gamemaster to decide. If Sturgis achieves immortality this 
way, surely other will follow. It also raises some uncomfortable 
questions. Are the other immortal elves guilty of the same crimes? 
How do they feel about a new member in their midst? If the 
killing does not affect Sturgis, does he continue to kill because he 
feels he did the ritual incorrectly? 

B A R S C I L W M Edg Ess Init IP
3 4 3 2 4 4 4 4 4 1 6.0 7 1

Astral Initiative/Passes: 8/3
Condition Monitor Boxes: 10/10
Armor (B/I): 6/4
Qualities: Magician
Skills: Assensing 3, Conjuring skill group 3, Data Search 3, Dodge 
2, Influence skill group 3, Locksmith 1, Perception (Visual) 4 
(+2), Pistols 3, Shadowing 2, Sorcery skill group 4

alive. In the future, the runners will learn Sturgis was acquitted or 
escaped. He will head to the runners’ home city, and the killing 
will start again right in their backyard.

Plot Point Six

The Direct Approach
Astute runners might get ahead of Sturgis and his killing 

spree. He is smart, clever and dangerous, but not omniscient. They 
may lay a trap for him. They may track him to his hotel before 
his other killings. Reward player initiative with a more exciting 
conclusion and a direct confrontation with Sturgis.

Sturgis has a few priorities when fleeing the city. He wants 
to make sure he can travel, so he cleans up whatever evidence he 
can. He will head for a place that he feels could dispose of what 
he has, such as the Meat Market or a similar unsavory place. Once 
any bodies are taken care of, he uses his SIN to its best advantage. 
He will shake his pursuers in a public and secure location, such as 
the airport or a train station. He takes the first available transport 
out of the city.

The runners may move on him before he can make it to the 
airport. In this case, he heads for a convenient location that should 
shy away the runners. A team of heavily armed criminals walking 
into a bank, for example, would cause quite a bit of confusion. 
Confusion is the key to Sturgis escaping. Bank security holds up 
the runners and he slips away. Hospitals are another excellent 
location where Sturgis can disappear—he could walk in babbling 
a story about criminals coming to kill him, get taken to the ER, 
and duck out when the runners arrive. He is not above faking an 
injury, or even inflicting one upon himself, to stay free.

Locations

The Stuffer Shack is a small store filled with food and other 
necessities that is open 24 hours. They carry pharmaceuticals, chips, 
and many of life’s modern necessities. Additional info on Stuffer 
Shacks can be found in Food Fight 2.0, available for free as part of 
the Shadowrun Quick Start Rules at www.shadowrun4.com.

Because of the rarity of available tickets for non-corporate 
fans of sporting events, the major sports leagues have licensed 
exclusives AR/VR broadcast packages for local sports bars. The 
AR version offers licensed uniforms and interactive specials—if 
you wear the AR uniform of a player that makes a big play, you 
may win drink specials or other prizes. VR links cost more, but 
they offer fans a chance to feel like they are actually at the stadium 
watching the game. 

The murder in the UCAS sector takes advantage of its 
proximity to the Aurora Barrens. Sturgis takes the body to the 
Aurora Mall, known as the Meat Market on the streets. The 
ghoul community does a brisk trade in dead bodies in the Mall. 
It caters to criminal organizations looking to dispose of evidence, 
poor families that want to make money from a deceased relative 
rather than pay to bury them, or organleggers looking for cheap 
genetic material. 

Easy Zee’s exists because of a Pueblo crackdown of coffin 
hotels. During the Crash 2.0, forty-five people were seriously 
injured and eight people killed when a fire broke out due to 
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Knowledge Skills: Chemistry 3, Magical Arcana 4, Magic 
Theory 4, Urban Hideouts 3
Spells: Control Emotions, Ignite, Improved Invisibility, 
Influence, Mass Confusion, Mind Probe, Stun Bolt
Gear: Lined Coat, commlink [Device Rating 3], glasses 
[Rating 4, w/ image link, low-light vision, flare compensa-
tion, and thermographic vision]
Weapons:

Colt Manhunter [Heavy Pistol, DV 5P, AP –1, SA, RC 
—, 16 (c)]

Dr. Edgar Guzman
Human male

Dr. Guzman is a rare example of a shadowrunner gone 
straight. He was a dwarf shaman that made a decent amount 
of cash under the street name of Guzzler, or Guz to his close 
crew. He put that money towards his future rather than 
buying bugger guns or badder armor. Guzzler disappeared 
when he was accepted to MIT&T. The same deckers he 
trusted to establish his new identity did a bang up job in 
erasing Guzzler. Guzman looks fondly on the old days and 
is willing to talk shop with other professionals if given the 
opportunity.

Guzman is now the chair of the Reliquary Studies 
department of MIT&T. Not bad for a dwarf from Southie. 
Guzman comes across Sturgis’s old project during a data 
restoration project. Sturgis is thorough in hiding his intent, 
but Guzman’s background in the shadows pushes him to 
dig deeper. He uncovers the true purpose of Sturgis’s trips 
abroad and feels responsible for putting him on the project 
in the first place. Afraid of the implications of his own 
background should he report his findings to the authorities, 
Ben finds the shadows and decides to hire some runners for 
some wetwork in Denver. Guzzler would have been more 
than happy to accept a job like this back in the day.

Guzman makes an excellent contact for future runs 
involving magic. He also makes a great replacement should 
something terrible happen to Frosty during the events of 
Dawn of the Artifacts. Guzman also makes a worthy rival. 
He’s willing to send his own teams to collect artifacts. The 
runners, having worked for him themselves, know he’s 
honorable and trustworthy with whatever artifacts cross 
their hands. Of course, Ben has already shed one identity 
in his lifetime. His calm demeanor could hide yet another 
surprise. He could be hiring the runners not to end Sturgis’s 
killing spree, but to take it over for himself and earn whatever 
prize is worth the lives of 45 people.

B A R S C I L W M Edg Ess Init IP
3 3 3 3 5 4 3 5 5 3 6 7 1

Astral Initiative/Passes: 8/3
Condition Monitor Boxes: 10/11
Armor (B/I): 6/4
Qualities: Magician
Skills: Banishing 3, Binding 5, Blades 1, Demolitions 4, 
Etiquette 2, First Aid 2, Perception 2, Sorcery skill group 
3, Summoning 5

Making it personal
For shadowrunners accustomed to trading fire with mil-

spec-toting security units and shaving black IC for six-figure 
paydata, facing down a lone serial killer might seem like a lazy 
day watching Odd Coven reruns. This adventure is meant to be 
a change of pace from the usual action and tactics. There is a 
great way to get even the most mercenary of souls to work pro 
bono. Bring the fight to the characters rather than waiting for 
a call from their fixer.

But what if, instead of one of the victims mentioned in 
the plot point section, one of the victims is one of the runner’s 
contacts? 

Maybe the victim was in Denver visiting old friends. Perhaps 
the victim was on the trail of the Phaistos Killer for their own 
reasons. Sturgis could also be making his way through the 
contact list again and again, targeting old friends and trusted 
allies. This works especially well if you move the adventure to 
the PC’s home city. This is an excellent chance to put them on 
their heels. None of their hangouts are safe. The killer knows he’s 
being watched by dangerous people, and he plans accordingly. 
He waits until one becomes vulnerable and alone, and then he 
strikes. If the runners play smart and watch each other’s backs, 
Sturgis moves on to easier picking in other cities. But can the 
runners let him go if they know he will kill again? And that his 
murders might have some sort of higher purpose?

Something the gamemaster should consider when taking 
this approach is the effect losing a contact the player paid for 
with build points. Some gamemasters might give the player 
back some build points or extra karma equal to the value of the 
contact. Some gamemasters might do nothing and expect the 
players to handle the loss as part of the story. 

Both approaches have advantages. A refund keeps players 
that lose contacts on pace with the rest of the group. It also 
gives the player a chance to redevelop their character in direct 
response to plot occurrences. Maybe they decide to pick up 
some combat skills because they feel like they failed their 
buddy and never want to lose anyone else. The runner could 
pick up some knowledge skills so they can hunt the killer down 
in his new city.

Having a player simply lose a contact could feel a bit more 
realistic. There are negative events in Shadowrun. Bullets are 
fired, vehicles are wrecked, and people die. Shadowrunners 
live dangerous lives, and losing somebody a close friend or ally 
highlights the consequences of the lifestyle. It also hammers 
home a sense of loss while giving the players a reason to dog-
gedly pursue the killer to the ends of the earth.

Experienced gamemasters might look into replacing 
Sturgis with one of the other characters from Dawn of the 
Artifacts. Anyone that came in contact with the Phaistos Disc 
or the Piri Reis Map could have had the same mad revelations. 
Hunting down a killer that is secretly an ally makes for an excel-
lent game full of intrigue and hard choices. This also is a chance 
to bring back a defeated villain in a new capacity. Players love 
nothing more than a chance to beat up on a bad guy that they 
enjoyed beating up already.

The heaviest version of this twist shakes the Dawn 
campaign to its core and is perfect for Shadowrun campaigns 
unconcerned with the official storyline: The shadowrunners 
track the killer to her lair, only for her identity to be revealed as 
Jane “Frosty” Foster. 
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cooperates with the Zonies, UCAS law enforcement, and anyone 
else looking to buy one of the cameras in his shop.

If the players need information of a dead body in Denver, 
Cutler is an excellent resource. He also is quite opposed to 
Tamanous activity in the Meat Market. He feels like that 
organization will eventually ruin the unspoken agreement the 
ghouls have with the rest of the barrens. If he comes to trust the 
runners, he may start using them against the Tamanous agents he 
discovers. Of course, the organization might start hitting back at 
him, in which case he turns to the runners for protection. Eating 
people to survive is one thing, but cutting them up for profit is 
distasteful to Cutler. Even a ghoul has standards.

B A R S C I L W Edg Ess Init IP
6 3 4 6 3 3 2 5 2 6 7 1

Condition Monitor Boxes: 9/10
Armor (B/I): 4/0
Qualities: Ghoul
Skills: Etiquette (Street) 3 (+2), Intimidation 3, Longarms 
(Shogun) 1 (+2), Negotiation 3, Unarmed Combat 2
Knowledge Skills: Alcohol 5, Media Stars 3, Sports 5, Street 
Rumors 5, Trivia 4
Gear: Armor clothing, commlink [Device Rating 3], 3 tranq 
patches
Weapons:

Mossberg AM-CMDT [Shotgun, DV 9P(f ), AP +5, SA/
BF/FA, RC —, 10 (c)]

Knowledge Skills: Archeology 2, Astral Research 3, Magical 
Theory 3, Parazoology 3, Radical Groups 4, University Politics 3
Spells: Chaotic World, Critter Form (Wolf ), Flamethrower, Heal, 
Manabolt, Mob Mood, Silence
Gear: Armor vest, commlink [Device Rating 3], medkit [Rating 5]
Weapons:

Survival Knife [Blade, Reach —, DV 3P, AP –1]

Mr. Cutler
Ghoul male

Cutler hails from Chicago. Cutler is most likely not his real 
name. He was on the inside when the bugs came. He survived by 
making a grim choice—he willingly contacted the ghoul strain 
of the HMVV virus. The one type of food that was plentiful in 
the Containment Zone was dead human flesh. When the wall 
came down, Cutler headed west. The wreckage of Chicago was 
barely habitable even for someone of his kind. He saw too many 
horrible things and vowed never to look back if he made it out. 
His experiences in Chicago also rendered him with a mild bigotry 
against shamanic mages. It doesn’t matter if they are the noblest 
Bear or vilest toxic. To Mr. Cutler, they are just waiting to reveal 
their true identity as a slave of the bug spirits.

Cutler came to the Meat Market because of its status in the 
city. It’s the closest he’s every seen to true open acceptance of the 
ghoul lifestyle. The ghouls here know they have it better than a 
lot of their brothers and sisters and do a good job of policing their 
own. The Aurora Barrens are a rough place. As unsavory as a place 
like the Meat Market is, it offers stability not available elsewhere 
in the barrens. Cutler knows that people bring bodies to the 
market to make them disappear. He also knows the importance of 
rolling over when other people come looking for those bodies. He 
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Posted by: Snopes
Those of you who have been following the artifact known as 

the Sextant of the Worlds (or Sexton of the Worlds, as some people 
call it) probably paid close attention to today’s press conference in 
Caracas. But if you didn’t catch it or aren’t actively following the 
adventures of the artifacts at all, I’m posting it here for your refer-
ence. Oh—and for those who were involved in today’s “incident,” 
let me just say: Good use of smoke grenades to cover your asses 
out there and hide yourselves from the cameras. Way to go in not 
becoming a part of today’s headlines!

Trid News Conference, Independent Information Network 
(IIN), July 29, 2073, 1130 hours, Caracas.

Bienvenidos! I am pleased to see that so many of you are 
able to attend this news conference despite the regional violence 
occurring between our neighbors, Aztlan and Amazonia. I hope 
all of you will be able to enjoy the atmosphere and the hospitality 
that our humble city has to offer. My name is Cardinal Eduardo 
Ortega-Nunez, and I am in charge of the Catholic Archdiocese 
of Caracas. 

The Vatican has asked me to hold this press conference to 
officially announce that as of yesterday, the Catholic Church has 
reclaimed the Sextant of the Worlds, as displayed in these trid 
images shown here. This relic was brought to the Vatican during 
the First Crusade in 1100 AD, and remained in the Church’s 
possession for centuries. This artifact was lost to the Church in 
recent times, after a member of our clergy took it upon himself to 
steal it for his own personal gain. The sextant found its way into 
the wrongful possession of another nation, came into the talons of 
at least one great dragon and his posthumous foundation, and was 
illegally bequeathed to a megacorporation, all of which sought to 
claim it as their own. But in the end, the Catholic Church asserts 
that it alone has the rightful claim over the sextant, having been its 
steadfast custodian for nearly a millennium, a claim that no other 
rival to the sextant can make.

Later this afternoon, the sextant will be shipped out of 
Caracas under heavy guard and taken to the Vatican. There, His 

Holiness Pope John XXV and his advisors will review all reported 
incidents of unusual deaths that have surrounded the sextant, 
following it like a plague during its illicit journey around the 
world. The pope is concerned that the sextant, now that it has 
become known to all parts of the globe, has become a magnet for 
fanatics wishing to abuse the artifact and its mystical qualities. As 
such, His Holiness will review whether or not it is appropriate 
to preserve such an artifact for the future; an artifact that is not 
forged in the Judeo-Christian heritage, and therefore provides no 
useful educational or historical benefit for the Church that can 
overshadow the artifact’s history of bloodshed.

The pope realizes that the Vatican’s possession of this arti-
fact will not preclude any further attempts to steal it. The pope 
feels that it could be in the best interest of all metahumanity for 
this artifact to be destroyed rather than see more blood shed over 
it. There is nowhere on this earth that can guarantee absolute 
security, not even with the vast resources the Church has to 
dedicate to its protection. His Holiness is expected to reach a 
decision about the fate of this artifact within six months, and 
will issue an official edict on the matter. I will now take questions 
from the media.

Question from Trent Weaver, IIN News: You mentioned that 
the Vatican may wish to destroy this artifact, and you cited the 
reason for that right is because it has been in possession of the 
Church since 1100 AD. First of all, could you answer whether 
or not you feel that the Crusades were actually carried out in a 
manner that could be considered, by today’s standards, a “lawful 
military action”? If they cannot be held to that standard, how can 
you say that the Church’s claim to the artifact has any legal basis? 
Can looting and pillaging be considered “lawful acts”?

Response from Cardinal Ortega-Nunez: Prior to the First 
Crusade, the pope at that time, Pope Urban II, received a legitimate 
request from the lawful Byzantine emperor, Alexios Komnenos, 
for assistance in defending his empire. The Church responded to 
that request and provided assistance, and in that strict regard, the 
Crusade in which the sextant was recovered was a lawful act. Next 
question, please.

In
co

m
in

g.
..............









43
Artifacts Unbound

COM
ING FULL CIRCLE  . . . . . . . . . . . . . . . . . . . . . .

Incom
ing...............

Question from Brittany Davero, NBCNN: Cardinal, you 
indirectly referred to Aztlan and the Draco Foundation in your 
belief that they do not have a legitimate claim to the sextant, but 
both seem to be disputing that assumption. My sources say they 
are looking into filing lawsuits to prevent you from destroying the 
artifact, and to ultimately award custody of it to them. What can 
you say about that?

Response from Cardinal Ortega-Nunez: Generally, it is never 
a good idea to comment about pending litigation. All I will say is 
that legal ownership of an item is often determined in many legal 
systems by providing documentation of possession of said item. 
And the Church has detailed records showing that the sextant 
has been in our possession since 1100 AD. The Vatican would 
welcome the opportunity to refute any claims made for the sextant 
in any court of law. 

Question from Kevin O’Donnell, KSAF Inc.: Cardinal Ortega-
Nunez, do you believe that Israel might have a valid claim for the 
sextant? From my research, the sextant was removed by crusaders 
from the Dome of the Rock in Jerusalem. The artifact in question 
could be considered a national artifact.

Response from Cardinal Ortega-Nunez: That is a good ques-
tion, Mr. O’Donnell. And not being a legal scholar, I cannot 
answer that with any authority. But in my opinion, Israel will have 
a hard time proving that in an international court. The modern 
state of Israel only reaches back as far as 1948. The sextant, and our 
claim, clearly predates Israel’s existence as both a government and 
a nation. So, as a nation, I don’t think Israel could challenge our 
claim. Now, if there were an individual or family from Israel that 
could demonstrate through evidence they had ownership of the 
artifact before the Catholic Church acquired it, or that someone 
in their lineage was directly responsible for the construction of the 
sextant, then that might be a different story.

Follow-up question from Kevin O’Donnell, KSAF Inc: Isn’t 
what you’re saying—that you’ve had the sextant for such a long 
period of time that you are now the legal owners—the equivalent 
of UCAS museums saying that because they’ve had possession of 
NAN artifacts for a certain period of time, those artifacts belong 
to them now? Or what about Neo-Tokyo? Could they say that all 
possessions belonging to metahuman Japanese who had been taken 
to Yomi Island were now property of the state, and since they have 
had possession of those items for the years that they were impris-
oned, those individuals have no legal right to those possessions? Is 
that morally justifiable? Isn’t that a way of justifying theft? Is that 
in line with your Church’s dogma?

Response from Cardinal Ortega-Nunez: That’s a very simplistic 
way of looking at things. The situation’s much more complicated 
than that, as it always is. Next question.

Question from Ashley Walker, News Net: If the Catholic 
Church doesn’t want the responsibility of safeguarding this arti-
fact any longer, would the Church be willing to sell or barter the 
artifact to another organization willing to take that risk? Maybe 
the Draco Foundation? Could a mutual agreement be reached 
with another corporation so a historical artifact doesn’t have to 
be destroyed?

Response from Cardinal Ortega-Nunez: Let me respond to 
that with a question: Could you, in good conscience, sell or trade 
a potential weapon of mass destruction to another organization 
who may not have any intention of misusing it but might lose that 
item to a group such as Winternight? The risk, of course, is too 
great, which means I personally do not believe His Holiness will 
consider that option. But we will have to wait and see what comes 
out in his edict. Next—

A series of gunshots erupts from the press corps. The camera 
pans around to see a man ducking down and running through the 
crowd. The camera pans back, showing the cardinal lying on his side 
in a pool of blood. Screams erupt from the press corps. “There’s a gun! 
He dropped the gun!” Gunshots ring out from across the parking lot, 
followed by more shots from an adjacent building. A van pulls up, and 
still more gunfire sounds. Smoke billows outside the cathedral as the 
reporters begin to scatter. Several of them get caught in the crossfire 
and fall. A few seconds later, the feed cuts out. 

>	 Any ideas about who the assassin was? Or who they were 
working for?

>	 Icarus

> 	It could be any of a long list of people, starting with Aztlan and 
Aztechnology. They spent so much time and nuyen hunting the 
sextant only to have someone snatch it from them when they got 
it. And to add insult to injury, it falls to one of their bitter enemies. 
It could also have been someone from inside the Church, objecting 
to the fact that they were considering destroying the sextant, an 
artifact that, as the cardinal has pointed out, the Church has spent 
nearly a millennium protecting. Or it could have been someone 
just wanting to put the sextant back into play again. These arti-
facts seem to encourage that sort of thing somehow—they don’t 
like to stay in the same place for long.

As far as who the assassin was, no one knows much except 
that it was a professional hit. The gun that was recovered had 
no DNA traces or fingerprints on it, and no serial numbers or 
RFID tags. They also found the actual reporter that the assassin 
was impersonating; he was drugged and left tied-up in his 
hotel room. The assassin had taken his commlink and all his 
credentials. And thanks to all the violence that the assassination 
started, he got away clean—he obviously had an escape route 
already planned out.

>	 Fianchetto

>	 All I know for certain is that someone at that damn press confer-
ence put four bullets into me and destroyed my right cyberarm. 
My team provided me with a partial image to go along with the 
shooter, so I’ll be looking to return the favor one day. As the 
famous playwright once said, “If you prick us, do we not bleed? 
If you tickle us, do we not laugh? If you poison us, do we not die? 
And if you wrong us, shall we not revenge?”

>	 Picador 
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Les fixeurs des personnages joueur seront contactés par 

Sibelia, membre des True Brazilians(Vrais Brésiliens). Elle a 
besoin d'une équipe de runners pour se faufiler dans le complexe 
commercial d’Aztechnology et récupérer le sextant des mondes 
des Azzies. L’Église catholique paiera aux True Brazilians des 
frais de recherche importants pour l’obtention de l’artefact. Pour 
s'assurer que la pleine puissance de l’artillerie militaire d’Aztlan et 
d’Aztechnology ne s'abatte pas sur les runners lorsqu'ils quittent 
l'installation, les True Brazilians, ainsi que d'autres groupes 
membres du Mouvement de libération colombien et les 
Amazoniens, lancent une offensive contre les 

Azzies pendant que les runners pénètrent dans la pyramide 
de fournitures arcaniques.

Une fois que les runners ont récupéré l'artefact, Sibelia leur 
offre la possibilité de travailler davantage pour elle. L'Église doit 
faire livrer l'artefact à Caracas. En raison de la nature du sextant, 
il serait plus sûr de voyager par voie terrestre à travers la forêt 
tropicale. Les runners devront également emmener Sibelia et son 
groupe avec eux à Caracas, elle précise que là où va le sextant, elle 
y sera également. Heureusement, Sibelia et sa cellule des True 
Brazilians connaissent très bien la forêt tropicale et peuvent aider 
les personnages joueur à naviguer pour se rendre à Caracas.

Une fois que Sibelia a livré l'artefact au cardinal Eduardo 
Ortega-Nunez, son rôle est terminé. Le cardinal, cependant, 
engage les runners pour l’aider à protéger le sextant jusqu'au 
lendemain, lorsqu'il sera déplacé vers un endroit non divulgué à 
Caracas, d'où il sera renvoyé au Vatican. Il prévoit d'utiliser sa 
conférence de presse comme une diversion pendant que le 
sextant est en déplacement. Il veut que les runners soient vus lors 
de la conférence de presse pour renforcer la crédibilité du fait que 
le sextant est là et dans le conteneur d'expédition. Lors de la 
conférence de presse, le cardinal est assassiné non par des 
personne en ayant après le sextant, mais par un groupe 
mystérieux cherchant à faire taire son soutien à leur destruction. 
Les coups de feu provoquent d'autres groupes en ayant après 
l'artefact qui sortent de leurs cachettes et commencent à 
attaquer. Le tir croisé tue plusieurs membres de la presse, et à la 
fin, la supercherie est révélée.

Malheureusement, une autre partie savait que le sextant 
était en mouvement pendant que le cardinal tenait sa conférence 
de presse, et ce groupe a attaqué le camion de transport 
proprement dit transportant l'artefact. Au moment où les 
runners localisent le camion de transport, les assaillants sont 
partis depuis longtemps. Après avoir enquêté sur la scène, les 
runners apprennent que des pirates bien connus de la Ligue des 
Caraïbes ont attaqué le camion et se sont enfuis avec la cargaison 
jusqu'au port de La Guaira. Ayant été invité par l'assistante du 
cardinal, sœur Christina Gonzales, à récupérer l'artefact, les 
personnages joueur arrivent au quai, seulement pour être ralentis 
par la force engagée que les pirates ont mis en place pour protéger 
le quai. Les pirates peuvent réussir à quitter le port avec le 
sextant, ou les joueurs peuvent récupérer l'artefact et le rendre à 
Sœur Gonzales. Ou, ils peuvent souhaiter prendre l'artefact pour 
eux-mêmes et le vendre au plus offrant parmi les nombreuses 
parties intéressées qui opèrent actuellement à Caracas. Les 
personnages joueur doivent comprendre qu'essayer de gérer 
l'artefact de cette manière est une proposition très risquée; les 
groupes chassant l'artefact à Caracas sont très dangereux. Ils ont 
des clients très riches avec des ressources presque illimitées, et les 
runners pourraient très bien finir par perdre la vie en essayant de 
dégager des nuyens supplémentaires à partir d'un artefact qui, de 
toute évidence, est maudit.
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When the runners flee into Bogotá, they are caught up in 
the crossfire between the Colombian Liberation Movement and 
Aztlan forces. The fighting is fierce, especially as the sextant moves 
through the lines of the Colombian Liberation Movement. Both 
sides suffer significant casualties, as bizarre accidents occur to 
make the death count even higher as the sextant moves through 
the streets of Bogotá. In the end, Aztlan suffers the most losses, to 
the point that a couple of Aztlan-loyal neighborhoods become 
occupied by the Colombian Liberation Movement. It should be 
made clear to the player characters that the sextant leaves nothing 
but death in its wake. While travelling through Bogotá, the sextant 
attracts many of the city’s magical threats (the resident shades 
and wraiths that are slowly overtaking the population in certain 
sections; even the sterilist toxic shamans may make a play for the 
sextant while it moves through the city). Getting the sextant safely 
to Sibelia should be extremely challenging for the player charac-
ters, even without Aztlan and Aztechnology pursuing them.

Plot Point Two

Securing the Sextant
Once the runners arrive at the safehouse where Sibelia is 

located, she offers them another job. The sextant needs to be 
moved out of the city soon and taken to Caracas. They need to 
take her and five of her men (members of her tribe who are also 
Xapiri Thëpë), along with the sextant, to the free city of Caracas, 
where it is to be turned over to the Catholic Church. For their 
part in the capture of the sextant, the True Brazilians will receive 
twenty million nuyen from the Catholic Church, as well as ten 
million nuyen worth of goods (weapons, explosives, survival 
gear, medical supplies, armor, etc.) to support the group’s activi-
ties against Aztlan and Aztechnology. After the exchange goes 
down, Sibelia pays the runners a reasonable amount of nuyen 
for the job, as well as for the risks and the dangers the runners 
faced in the rainforest (gamemaster discretion as to the amount), 
and disappears into Caracas’ shadows. The location for the meet 
is not revealed to Sibelia by the Catholic Church until they are 
in Caracas. Since it is not a good idea to fly in a plane with the 
sextant (freak accidents tend to happen around it), Sibelia advises 
the runners that they should move the sextant on the ground, 
through the rainforest. She gives the runner team ample time to 
gather supplies and request special items for the journey. Given 
how much trouble the sextant brought down on them before, the 
runners should anticipate a difficult trip. They may wish to try to 
hire local magical support or cybernetic muscle if they feel what 
they have will not be enough. Sibelia is also required to make 
regular contact with Cardinal Eduardo Ortega-Nunez to keep 
him apprised of the movement of the artifact.

When the runners, Sibelia, and her men enter the jungle 
with the sextant, it should be made clear that the rainforest reacts 
badly to its presence (even when the artifact is behind high-level 
warding). Nearby Sangre del Diablo trees seem agitated and far 
more aggressive in using their branches and vines to try and 
ensnare the runners’ vehicle(s) and impede their movement 
through the forest. The unrelenting rain intensifies for the 
entirety of the runners’ trip. The runners will be challenged in 
crossing raging rivers, as most metahuman-made bridges have 

Plot Point One

The First Grab
The runners’ fixers are contacted by Sibelia, a Xapiri Thëpë 

(elven metavariant) woman who works with the True Brazilians. 
Their organization has become aware that the Azzies have 
brought the Sextant of the Worlds into Bogotá. Thanks to their 
spy network, the True Brazilians are aware that the Azzies have 
been working with stolen pre-Colombian artifacts for months, 
looking for ways to recreate the ancient rituals necessary to 
properly activate the sextant and allow Aztlan to tap into its full 
powers of manipulating entropy. It is rumored that this artifact 
has the ability to either enhance or hinder a great dragon’s Twist 
of Fate power, based on the type of ritual used. If true, it would be 
a tremendous boost to Aztlan’s national security to be able to use 
this artifact against Sirrurg in their next encounter.

The recreated rituals are not yet complete, and the new rituals 
themselves have incorporated aspects of Aztlan’s own magical 
traditions to “fill the gaps,” causing them not to be a perfect match 
for the magical energies that make up the sextant. Within the next 
few weeks, the Azzies intend to make their first attempt to activate 
the sextant with their new rituals. The runners are hired by the 
Colombian Liberation Movement to raid the office building for 
Pyramid Arcane Supplies in the Aztechnology Business Complex, 
where the sextant is being secretly stored in one of their labora-
tories. There may also be a bonus paid out for any Colombian 
artifacts they recover from Pyramid Arcane Supplies while the 
player characters are attempting to retrieve the sextant.

The True Brazilians are aware that it could become a suicide 
mission for the runners to try to get out of the complex with the 
sextant. Aztlan and Aztechnology have military assets stationed 
inside the complex that are part of the war effort against Amazonia. 
Even if the runners successfully evade the military and security 
forces and escape the Aztechnology Business Complex with 
the artifact, Aztlan and Aztechnology will pursue them with a 
vengeance deep into hostile territory (obtaining the artifact was 
difficult in the first place, and they are willing to absorb significant 
losses to maintain or regain control of it). The True Brazilians, with 
the assistance of Amazonia and a number of other member groups 
of the Colombian Liberation Movement, are planning a significant 
offensive against Aztlan, which will coincide with the runners’ entry 
into the Complex. Aztlan and Aztechnology should be engaged by 
the Colombian Liberation Movement and Amazonian forces when 
the runners retrieve the sextant, meaning the runners will only have 
to deal with on-site Aztechnology security forces.

The runners may be successful in sneaking into the 
Aztechnology Business Complex, and they may even make it to 
the sextant without setting off an alarm. Once the runners steal 
the sextant, however, something goes wrong. An alarm malfunc-
tions and goes off on its own. Or a guard patrol isn’t where it’s 
supposed to be (according to its scheduled patrol route), and it 
spots the runners. Or a security node glitches and locks down the 
building. Getting out of Pyramid Arcane Supplies should be a 
running firefight for the players. Their exit from the Aztechnology 
Business Complex, however, will not be as difficult as it would 
be if the Colombian Liberation Movement did not have Aztlan’s 
military resources already engaged. 
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used as an effective diversion, while the sextant is discreetly moved 
through the city to its point of departure.

If the runners accept the job offer, the cardinal explains 
what he has planned. The runners will stay with the sextant 
overnight, stashed away in one of the Catholic Church’s many 
parochial schools around Caracas. During that time, the cardinal 
will place the artifact in one of six identical, warded (Force 10) 
armored containers, and will capture trid footage of the sextant 
being placed in its case. This footage will be shown at the news 
conference. One of the empty armored containers will be used 
as a backdrop at the press conference to convince anyone coming 
after the artifact that the sextant is present. For further misdirec-
tion, the cardinal will set up reservations for individuals matching 
the team’s descriptions at hotels throughout Caracas, forcing the 
hostile groups to spend all night tracking down false leads. 

In the early morning hours before dawn, the sextant, and four 
of the five empty containers are moved to different parts of the city, 
where they wait for the press conference to begin. The runners 
escort the last empty container to the Caracas Cathedral for the 
press conference, where it will be used as a prop. At the press 
conference, the cardinal announces that the Church has reclaimed 
the artifact, and that it will be shortly returned to the Vatican.

While the press conference is under way, five vehicles 
carrying the sextant and four decoy containers leave five different 
locations around Caracas at the same time. Two of the trucks 
head out to the La Guaira port; two head to the airport in 
Caracas; and the final truck travels to a location used by one of 
Caracas’ most capable smugglers. The cardinal intends to draw 
most of the interested groups to the press conference at the 
Cathedral, using himself, the runners, and the decoy container 
as bait, allowing the sextant to make its way safely out of the city. 
The runners are expected to protect the container as if it actually 
held the sextant. 

At the press conference, during the question-and-answer 
session, gunshots ring out. Chaos ensues once the bullets start 
flying, prompting four separate runner and merc groups who were 
waiting for the conference to end to jump into action prematurely, 
each believing the gunshots to be their competitors making a play 
for the sextant. There is a lot of crossfire, as opposing runner teams 
begin fighting one another over the (empty) shipping container. 
The cardinal is killed by the initial gunfire, and the lethal shots do 
not come from the groups waiting to make a grab for the sextant, 
but rather from an assassin concealed in the press corps. The 
mysterious assassin disappears into the crowd without making a 
play for the container—his main objective was not to grab the 
artifact, but to silence a voice calling for its destruction. Use 
the Guerrilla and Guerrilla Lieutenant stats (see p. 141) for the 
runners and merc groups involved in the fighting. The gamemaster 
can decide how big these four runner or mercenary groups are in 
order to present an appropriate challenge to the player characters. 

The runner teams trying to steal the sextant use smoke 
grenades to cause further confusion and obscure their identities. 
If the player characters have any knowledge of well-known merce-
naries, they may recognize Picador as being among the opposition. 
As the fighting continues to escalate, it becomes obvious to Picador 
that it would cost too much to grab the container; she’ll pull 
her team out, deciding to grab the sextant at a more opportune 
moment. She will be injured during their egress (see Picador’s stats 

either been damaged or completely washed away. And the 
vehicles themselves seem to be having more trouble getting stuck 
in the mud. There is also the possibility that the vehicle carrying 
the sextant will break down in the middle of the rainforest, or 
even encounter multiple breakdowns. To complicate matters, if 
the gamemaster chooses, exposure to the Awakened rainforest 
and to the artifact can be enough to trigger SURGE in the player 
characters with the Dormant Metagenics quality (for rules on 
SURGE, please refer to p. 74, Runner’s Companion). As a benefit 
to the runners, Sibelia and her men know the rainforest really 
well, and their expertise can help them to avoid some of the 
pitfalls that the surroundings present.

As the runners drive through the rainforest, the sextant 
attracts the attention of entities that feed off of or are tied to death. 
Ghosts, primordial spirits, crones, grim reapers, bean shidhe, 
brocken bows, etc., could all be drawn to the runners. On top of 
everything else, there is the possibility that the sextant will lead 
the player characters to stumble upon an active combat zone while 
in the rainforest, or stumble upon any number of minefields. If 
Sibelia finds any Aztlan soldiers in the rainforest, she and her tribe 
are highly motivated to attack them. The runners may need to talk 
them out of it—or help them.

When the player characters eventually arrive in Caracas, 
they are given the meet time and location for the exchange: the 
Caracas East Park, after midnight. They will be meeting Cardinal 
Eduardo Ortega-Nunez, his aide, Sister Christina Gonzales, 
and a squad of New Jesuits. At the meet, a mercenary outfit 
ambushes the group in the open park. For the mercenaries that 
try to interrupt the meet, use the Guerrilla and the Guerrilla 
Lieutenant stats from War! (reproduced here on p. 141). The 
runners must take out the opposition to ensure they get paid. 
The most likely employers of this mercenary outfit include any 
number of great dragons. Sirrurg wants to obtain the sextant to 
fuel his Twist of Fate power for use in his campaign of carnage 
against Aztlan. Hestaby wants to secure the artifact to prevent 
either Sirrurg or Aztlan from being able to use it, keeping them 
from escalating an already tense atmosphere between dragons 
and metahumans. Ghostwalker desires the artifact to reassemble 
the pieces of Zebulon, the Spirit of Denver, in order to make it 
whole again. Arleesh acknowledges the dangers inherent in the 
sextant and wishes to destroy it.

Once the opposition is defeated, the exchange continues 
uninterrupted, and the runners are paid for their service. Sibelia 
and her escort depart with the nuyen and the goods from the 
Church and head back to Bogotá. 

Plot Point Three

The Church’s Feint
Once the exchange between the Catholic Church and the 

True Brazilians is over and the sextant is in Cardinal Ortega-
Nunez’s possession, the cardinal approaches the runners and 
makes them an offer of employment. The Vatican is arranging 
transportation for the artifact back to Vatican City, and he would 
like to hire the runners to help protect the sextant while it is still in 
Caracas. Because the runners are known on the streets for bringing 
the sextant into Caracas, the cardinal believes that they can be 
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When fighting breaks out, they may take the opportunity to inves-
tigate. The Olaya Cartel may choose this opportunity to seize the 
boat, the sextant, and the dock from the pirates, killing everyone 
who happens to be in the area at the time.

Locations

Pyramid ARcane Supplies
One of Aztechnology’s better-known subsidiaries, Pyramid 

Arcane Supplies operates out of a nine-story office building in 
the Aztechnology Business Complex. Pyramid Arcane Supplies 
ensures that Aztechnology interests in Bogotá, Aztlan teocallis, 
and business partners have access to normal and exotic magical 
goods. Pyramid Arcane Supplies is believed to be responsible 
for a sizable portion of the illegal talislegging operations taking 
place within the rainforest, often conflicting with the Andes and 
the Olaya cartels, the Colombian Liberation Movement, and 
Amazonia guerrilla cells. Pyramid Arcane Supplies also possesses 
the necessary equipment and researchers to analyze and study 
artifacts, including the stolen pre-Colombian artifacts as well as 
the sextant, and to recreate the necessary rituals to use them.

All the Pyramid Arcane Supplies building nodes except for 
the node on the ninth floor have a Device Rating of 6. The node 
controlling the ninth floor, where the research into the sextant 
is taking place, is a military node and has a Device Rating of 8. 
On the first through eighth floors, there are standard patrols of 
security guards. Use stats for Lone Star Police Squad Members and 
the Lone Star Lieutenant (Professional Rating 3) (p. 282, SR4A). 
Occasionally, they may use guard animals such as barghests, hell-
hounds, or naga. On the ninth floor, there is a squad of Jaguar 
guards and a squad of Leopard guards (Aztechnology Special 
Forces) guarding the floor the sextant is on.

JAGUAR GUARDS
(Professional Rating: 6)

B A R S C I L W Ess Init IP
5 6 5 (7) 5 4 4 4 5 3.34 9 (11) 1 (2)

Condition Monitor Boxes: 11
Armor (B/I): 14/12
Skills: Automatics (Assault Rifles) 5 (+2), Dodge 4 (+1), 
Outdoors skill group 4, Perception 4, Pistols (Semi-Automatics) 
5 (+2), Stealth 4, Throwing Weapons 3, Unarmed Combat 4 
Augmentations: (all betaware) Basic immunity (Neuro-Stun), 
bone density augmentation (Rating 2), cybereyes [Rating 
4, w/ flare compensation, low-light vision, smartlink, and 
thermographic vision], move-by-wire system (Rating 1), spurs 
(retractable, both arms)
Gear: Medium military armor (14/12) with mobility upgrade 2 
and non-conductivity (Rating 6) modification 
Weapons: 

AM-884 Mondragón [Battle Rifle, DV 7P, AP –6, SA, 12(c), 
w/ internal smartgun system and shock pad. Loaded 
with APDS Rounds]

Nitama NeMax [Heavy Pistol, DV 6P or 10S, AP –2 or 0, SA, 
RC 0, 10(c), w/ internal smartlink, safe target system 

on p. 49). If any of the groups manage to grab the case and make 
off with it, it can be recovered a half-hour later, once the thieves 
discover that it is empty. 

Plot Point Four

Lines Converge
Sister Christina Gonzales contacts the runners moments after 

the fighting around the Cathedral has subsided. She is distraught 
over the loss of the cardinal, but she is also alarmed over the loss of 
contact with the runner team carrying the actual artifact. She pays 
the runners the fee that they are owed for guarding the container 
at the press conference and requests that they look into what 
happened with the team transporting the sextant. She provides 
them with the last known coordinates of the transport truck.

It takes the shadowrunners forty-five minutes to reach the 
location due to the dense traffic of Caracas. The runner team was 
moving through a favela (a shanty town in Caracas), heading 
toward the Caracas smuggler, when the transport truck was hit. 
The vehicle itself is pushed off to the side of the road and is still 
on fire. The bodies of the runners line the streets; there has been 
no police or DocWagon response. Most people in the neighbor-
hood simply avert their eyes, not wanting to get involved or even 
know what happened. The player characters can hack the dead 
shadowrunners’ cybereyes to get images of their attackers from 
their image links, if they are so inclined.

It takes considerable time and effort to convince anyone in 
the favela to care enough to risk talking to the player characters. 
They will eventually learn that the individuals involved in the 
attack were known pirates from the Caribbean League, brought 
in for a special job. They seemed to have all the information 
pertaining to the route the sextant was taking, which indicates 
that Church security had been compromised. The locals also 
reveal, for the right price, where the sextant had been rerouted: a 
pirate-controlled dock at La Guaira port.

If the runners contact Sister Gonzales, she asks the player 
characters to check out the port and see if the pirates and the 
sextant are still at the dock. Her prime concern is finding out 
whether the sextant can be retrieved. When the player characters 
arrive at the dock, they find not only that is it heavily guarded by 
the pirates, but also that they have brought in additional help from 
a mercenary outfit, including a freelancer named Black Mamba. 
Black Mamba has booby-trapped the dock, making it very diffi-
cult for anyone to sneak up. If fighting breaks out, Black Mamba 
shoots to kill. With her help, the mercenaries should occupy the 
runners long enough for the ship carrying the sextant (a Zemlya-
Poltava Crest speedboat) to depart from the dock. Spirits will be 
called to conceal the boat and its wake from detection.

If the runners are successful in retrieving the artifact, they 
have the option of either returning it to Sister Gonzales for 
payment or trying to sell it themselves. Fencing the artifact 
themselves or trying to move it out of the city would be the most 
dangerous options for the runners, as most of the opposing teams 
have been instructed to remove it by force, and not negotiate with 
the party in possession of it.

If the runners need to be challenged even further, the dock 
that the pirates are using can be contested by the Olaya Cartel. 



48
Artifacts Unbound

CO
M

IN
G 

FU
LL

 C
IR

CL
E 

 . . . . . . . . . . . . . . . . . . . . . .
















and shipping conglomerate of Jamie Salazar, the head of the 
Olaya cartel. In addition to the presence of the cartel, there are 
docks at La Guaira port that are controlled by pirates from the 
Caribbean League. Many pirates pay the Olaya cartel a cut of 
their profits to be allowed to operate out of La Guaira port, but 
they all know that they could be shut them down at any time, 
should the cartel choose.

People

Sibelia
Sibelia is a member of the rare Xapiri Thëpë elven variant 

metatype. She and her tribe originally hail from the rainforest 
around Manaus. She and her tribe got involved with the True 
Brazilians when hostilities between Aztlan and Amazonia 
started to heat up in 2063, after it was learned that the rain-
forest was being intentionally seeded with Sangre del Diablo 
trees. Sibelia is twenty-six years old and has green patches of 
photosynthetic skin that span her body. She always travels with 
five other members of her tribe. Sibelia is an expert at navi-
gating the rainforest and makes an exceptional guide. Sibelia 
is also quite fanatical against Aztlan, and will take any and all 
opportunities to attack and kill Aztlan soldiers she finds in 
the rainforest. 

B A R S C I L W Edg Ess Init IP
5 5 5 (6) 4 4 4 5 4 3 4.32 9 (10) 2

Condition Monitor Boxes: 11/10
Armor (B/I): 8/6
Skills: Armorer 1, Automatics 4, Blades 2, Climbing 3, Clubs 
2, Con 2, Data Search 2, Demolitions 2, Diving 2, Dodge 4, 
Electronic Warfare 1, Etiquette 3, First Aid 2, Gunnery 3 Heavy 
Weapons 3, Infiltration 2, Intimidation 3, Language 3, Leadership 
2, Longarms 3, Navigation 3, Negotiation 3, Perception 3, Pilot 
Aircraft 2, Pilot Ground Craft 2, Pilot Watercraft 2, Pistols 
2, Running 3, Survival 2, Swimming 2, Throwing Weapons 3, 
Unarmed Combat 3
Knowledge Skills: Amazon Rainforest 5, World Conflicts 
2, Arms Dealers 4, Disreputable Establishments of the World 3, 
Military Unit Recognition 2, Small Unit Tactics 2
Augmentations: (all alphaware) Smartlink (alphaware), wired 
reflexes 1 (alphaware)
Gear: Camouflage suit
Weapons:

Machete [Blade, Reach 1, DV 4P, AP —]
Ingram Smartgun X [SMG, DV 5P, AP —, BF/FA, RC 

2 (3), 32 (c), w/ five clips regular ammo, five clips 
EX-explosive ammo (DV +1/AP –1)]

cardinal Eduardo ortega-nunez
Eduardo Ortega-Nunez was born in Managua, Nicaragua, in 

June 2001, to a devoted Catholic family. In 2025, he left to become 
a priest. He returned to the area in 2034, where he preached and 
practiced as a Catholic priest. By the time Aztlan took control of 
Nicaragua in 2046, Ortega-Nunez had become archbishop of the 
Managua diocese. He fled the country with several members of his 

and biometric safety system. Loaded with EX-Explosive 
Rounds. Jaguar guards also have an extra clip, filled with 
capsule rounds (Neuro-Stun and DMSO)]

2 cluster grenades [Grenades, DV 8P, AP 0, Blast 10m radius]

LEOPARD GUARDS
(Professional Rating: 6)

B A R S C I L W M Ess Init IP
4 5 4 6 5 5 4 6 7 6 9 1 (2)

Condition Monitor Boxes: 11 (13)
Armor (B/I): 14/12 (16/14)
Skills: Blades 4, Clubs 3, Dodge 4, Firearms 5, Outdoors skill 
group 4, Perception 4, Stealth skill group 5, Throwing Weapons 
3, Unarmed Combat 5
Qualities: Tough as Nails (2)
Initiate Grade: 2
Metamagics: Adept centering, somatic control
Adept Powers: Astral Perception, Combat Sense (2), 
Counterstrike (2), Critical Strike (4), Elemental Strike (Fire, 0.5), 
Killing Hands, Mystic Armor (2), Nerve Strike, Rush
Gear: Medium military armor (14/12) with non-conductivity 
(Rating 3) modification, mobility upgrade 3
Weapons:

Victorinox SmartStaff [Variable melee weapon, stats depend 
on particular shape of weapon. For details, see p. 153, 
War!; the most common configuration is as follows: 
Mace (Club, Reach 1, DV 6P, AP —)]

Macuahuitl [Reach 1, DV 5P, AP —]
Nitama NeMax [Heavy Pistol, DV 5P, AP –1, SA, RC 0, 

10(c), w/internal smartgun system, safe target system 
and biometric safety system. Loaded with EX-Explosive 
Rounds] 

Caracas Cathedral
The Caracas Cathedral is the bishopric for Cardinal Eduardo 

Ortega-Nunez. The construction for the cathedral originally 
started in 1666, and the building was completed in 1674. The 
cathedral has gone through numerous renovations and recon-
struction projections. The Caracas Cathedral is also significant 
for being the location where Simon Bolivar’s wife and parents 
are buried. Although there are a few warded rooms inside the 
cathedral, including the office for the cardinal, the cathedral itself 
is not used to house the sextant when it arrives in Caracas. Instead, 
it is put in the custody of the runners, and both are put up in 
one of the Catholic Church’s parochial schools for the night. The 
cathedral’s node has a Device Rating of 3; it contains no infor-
mation pertaining to the sextant or to the cardinal’s plans. The 
actual plans for getting the sextant out of town are handwritten 
in a leather-bound journal that is contained in a wall vault inside 
the cardinal’s office.

La Guaira Port
La Guaira port is a major shipping hub for Caracas. Much 

of the port is controlled by the Olaya cartel. At one time it 
was the tempo shipping port in the world. La Guaira port is 
dominated by the presence of KondOrchid, the transport 
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Black Mamba
Black Mamba began her life and career in Africa, starting 

out as an enforcer for Ares and Renraku. Her life philosophy 
is “survival goes to the fittest … so be the fittest.” She does not 
believe in fair fights—she is out to win at all costs. Black Mamba 
is dangerous for many reasons, but most notably for disdain of 
non-lethal force. She has recently started taking jobs in South 
America to expand her knowledge and skill set while improving 
her abilities to work in the most extreme environments in the 
world. As the unofficial Ares slogan says, “Business is booming” 
in South America, and Black Mamba is happy to make the most 
of the opportunities that the war between Aztlan and Amazonia 
has opened up for mercenaries in that part of the world.

B A R S C I L W Edg Ess Init IP
5 6 (9) 4 (7) 4 3 3 5 4 4 3 7 (10) 1 (4)

Condition Monitor Boxes: 11/10
Armor (B/I): 14/12
Skills: Blades 4, Clubs 3, Dodge 5, Firearms skill group 5, First 
Aid 4, Gunnery 4, Heavy Weapons 3, Long Arms 3, Outdoors skill 
group 6, Perception 4, Stealth skill group 3, Throwing Weapons 
3, Unarmed Combat 4
Augmentations: Muscle toner 3, pathogenic defense 6, synaptic 
booster 3, thermosense organs
Gear: Medium military armor with non-conductivity (Rating 3) 
modification, mobility upgrade 2
Weapons: 

GE Vindicator Minigun [LMG, DV 6P, AP –1, FA*, RC —, 
50 (c) or belt]

* The fixed fire rate is 15 rounds per Complex action instead of 10.
Steyr AUG-CSL [Assault Rifle, DV 6P, AP –1, SA/BF/FA, 

RC 1, 40(c)]
[Rifle, DV 7P, –1, SA, RC 1, 20(c)]
[SMG, DV 5P, AP —, SA/BF/RA, RC 1(2), 25(c)]
[LMG, DV 6P, AP –1, BF/Fa, RC 1, 50(c) or belt]

New Jesuits
Cardinal Ortega-Nunez uses a squad of New Jesuits to 

protect him at the exchange with the True Brazilians. These are 
priests in the Catholic Church who have been trained how to fight 
and wage an effective military campaign. These are capable body-
guards who can rival experienced shadowrunners. Use the stats for 
Military Police and Military Police Lieutenant (see p. 143).

church and ended up being assigned to Caracas. He was promoted 
to cardinal in early 2065, after his predecessor died in a car acci-
dent caused by a GridGuide failure during Crash 2.0. Cardinal 
Eduardo Ortega-Nunez has become known as a compassionate 
man, often rendering aid to those individuals fleeing from Aztlan. 
Use Sylvestrine stats, p. 145, for the cardinal.

sister Christina Gonzales
Christina Gonzales was born in Mexico City in 2004. She 

contracted VITAS when the disease reached epidemic levels in 
2010, but she was one of the lucky ones who survived without the 
intervention of modern medicine. Believing that she had benefited 
from a miracle, Gonzales dedicated her life to God. She became a 
Franciscan nun in 2030, at the age of 26. She continued to work 
in Tenochtitlan, even as the rights of the Catholic Church became 
more restricted by the Aztlan government. When the Catholic 
Church was completely banned from operating in Aztlan in 2041, 
Sister Christina Gonzales remained in Tenochtitlan, supporting 
the underground religion and working closely with the New Jesuit 
order. She was arrested by the Aztlan government on at least four 
occasions, and spent a total of twelve years in Aztlan prisons. By 
2056, Sister Gonzales’ health started to fail her, and she left her 
work in Tenochtitlan and made her way to Caracas. There, she 
served as personal assistant to the cardinal, and later became the 
assistant to Cardinal Eduardo Ortega-Nunez after his predecessor 
died. Use Political Intern stats (see p. 10, Contacts, Adventures, 
and Sprawl Sites) for her stats.

Picador
Originally from Lisbon, Portugal, Picador studied literature 

in Madrid before becoming an active mercenary. Her mentor in 
military science was Matador, a mercenary who worked for Argus, 
the intelligence arm of MET2000. When another intelligence 
operative had Matador taken out to save his own ass, Picador 
went out of her way to hunt down and kill him. Picador recently 
started to work in South America when the war between Aztlan 
and Amazonia broke out.

B A R S C I L W Edg Ess Init IP
4 5 5 (8) 5 3 4 3 4 5 1.1 9 (12) 1

Condition Monitor Boxes: 10/10 (13)
Armor (Ballistic/Impact): 14/12
Skills: Automatics (Assault Rifles) 4 (+2), Blades 4, Clubs 3, 
Cybertechnology 3, Dodge 5, First Aid 3, Gunnery 4, Heavy 
Weapons (Machine Guns) 5 (+2), Outdoors skill group 
6, Perception 4, Stealth skill group 3, Throwing Weapons 4, 
Unarmed Combat 4
Augmentations: 2 full cyberarms [synthetic, customized; 
Strength 5, Agility 5, large smuggling compartment], cybertorso 
[synthetic, increased capacity (Rating 3), Armor 4], cybereyes 
[Rating 4, w/ flare compensation, low-light vision, thermographic 
vision, and smartlink], reaction enhancers 3
Gear: Medium military armor with non-conductivity (Rating 3) 
modification, mobility upgrade 3
Weapons: 

Ultimax MMG [MMG, DV 6P, AP –2, FA, RC (6), 40 (c) 
or belt, w/ detachable tripod]
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...UNE QUESTION DE RÉPUTATION...

users/blog/Sunshine/Federal Offense Friday
De: <AH.AH.PAS DE TRICHE
> A:<AH.AH.PAS DE TRICHE> 
Re: Soirée privée
Nous avons eu de la chance sur ce coup. Les escouades de 

crétins qui ont tiré sur l'autoroute jusqu'à l'aéroport ont été assez 
sympa pour attendre d'être les premiers à sortir de notre 
immeuble. Nous avons encore quelques choses à remplacer par 
des drones de sécurité dans le parking. C’est pour ça qu’on a des 
drones et pas de vraies personnes.

Je suis plus préoccupé par notre partenaire national 
stratégique actuel. Les événements de la semaine dernière ont 
mis en évidence certaines faiblesses dans sa structure de soutien. 
Il a suivi nos directives dans le passé, mais je pense que nous 
devrions nous pencher sur la concurrence. C’est une progression 
naturelle. Les organisations montent et descendent comme les 
marées. Ceux qui font partie de son domaine d'activité ont 
également un taux de rotation beaucoup plus élevé.

Nous allons peut-être demander à nos gestionnaires du 
personnel temporaire de se pencher sur la question.

> Je n’ai pas posté d’e-mail depuis vendredi pour que tout le monde 
puisse manger. Pas de données payantes ici, mais j'ai pensé que 
cela pourrait susciter une discussion.

> Sunshine

>	  J'adore la façon dont “partenaire national stratégique” désigne 
“un chef de guerre nigérian effrayant”.

> Black.Mamba

> Lequel?
> 0rkce0

> Il s'agit d'Oni Adegoke. Il a organisé une vente aux enchères 
dans le bâtiment du Global Sandstorm qui a été détruit lorsque 
certains des enchérisseurs perdants ont décidé d’utiliser les 
armes qu'ils avaient laissées dans leurs voitures.

> Black.Mamba

 

> Qui voudrait jouer avec un gars appelé Adegoke le Démon?
> Mihoshi.Oni

> Oni, dans ce cas, signifie “roi”. Il est l’un des plus gros requins 
nageant à Lagos, et la rumeur dit qu’il n’est pas satisfait de la 
façon dont les choses se sont déroulées. Quelques-uns de ses 
rivaux ont commencé à le tester pour voir à quel point il a été lésé 
par cette affaire.

> Black.Mamba

> Est-ce le même type qui a abattu un gang rival et envoyé les 
douilles usagées à leurs proches?

> Snopes

> Il a une énorme collection d'antiquités. Il garde tout ce qui a un 
soupçon de puissance et vend le reste. S'il n'emballe pas de mojo, 
il a quelqu'un sur la liste de paie qui a beaucoup de jouets avec 
lesquels jouer. Le truc qui a causé le chahut était magiquement 
actif, alors il veut vraiment le récupérer.

> Winterhawk

> Je connais quelqu'un qui lui a acheté quelque chose d'actif. Les 
masques tribaux se retrouvent dans le bureau d'un jeune vice-
président afin qu'il puisse paraître cultivé. Les artefacts actifs se 
retrouvent dans des secteurs R&D. Selon vous, qu'est-ce qui lui 
rapporte le plus?

> Mr ..Bonds

> Les récents meurtres d’Adegoke envoient un message à celui qui 
a organisé son after-party aux enchères. Ne revenez jamais à 
Lagos.

> Fianchetto

> Yeah,.yeah .
> Frosty

> Ne dites jamais jamais, Fianchetto. Vous devriez le savoir.
> Mr ..Bonds
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Les runners observateurs peuvent noter que tandis que les 
autres joueurs en arrière-plan passent par des animations 
répétées, le Sultan ne le fait pas. Adegoke laisse le Johnson parler. 
Le Johnson prend la forme du vizir du sultan. 

Si les runners ont été impliqués dans le carnage de la vente 
aux enchères, le Johnson les informe que l’oni est un homme 
clément. Il comprend la nature de l'entreprise dans laquelle ils se 
trouvent et il a organisé cette réunion par courtoisie 
professionnelle. Le Johnson leur rappelle que toutes les actions 
ont des conséquences, et s'ils en sont conscient, ils devraient être 
prêts à gérer ce qu'ils ont provoqué. Il espère que les runners 
écouteront son offre et l'examineront. C'est une chance pour eux 
d'élargir leurs horizons et de rapporter beaucoup d'argent. Cela 
leur permettra également d'être vus à Lagos sans se faire tirer 
dessus par des membres de la tribu Yoruba. Global Sandstorm ne 
traitera pas non plus avec les runners jusqu'à ce qu'Adegoke leur 
dise que c'est d'accord, et la corporation peut agir pour nuire à 
leur réputation dans des zones que l'Oni est incapable 
d'atteindre. 

Frapper quelqu'un au sein de l'organisation d'Adegoke, c'est 
trouver des personnes déconnectées et moins disposées à 
succomber à une crise de loyauté.  Le Johnson dit qu'Adegoke a 
le cœur brisé par la trahison d'un membre de son organisation. 
Un de ses lieutenants a décidé de profiter du chaos et de 
travailler avec ses rivaux. Issac Olaleye doit être corrigé, et 
Adegoke veut qu'il soit éliminé. Il s'est arrangé pour qu'Issac soit 
hors de la ville du Caire pendant quelques jours et souhaite que 
les runners l'interceptent là-bas.

Pour les runners qui n'ont pas participé à l’aventure ou pour 
ceux qui ont choisi de ne pas poursuivre Medjay à Lagos, 
Adegoke s'est renseigné sur leur talent en dehors de ses influences 
habituelles. Le Johnson est assez discret pour ne faire référence à 
aucun run directement, mais il devrait parler positivement pour 
encourager les runners à lui faire confiance. Il a mentionné 
qu'Adegoke vend des antiquités du marché noir et qu'une de ses 
ventes aux enchères a été récemment déstabilisée par des 
individus qui ressemblent aux runners. Il pense qu'Issac peut être 
responsable, et il doit agir rapidement pour sauver sa réputation à 
Lagos. 

Les runners qui ne viennent pas de Lagos peuvent obtenir 
un aperçu des conditions dans Jungle Urbaine, Dawn of the 
Artifacts ou dans le guide des visiteurs de Lagos p.148. Adegoke 
offre une somme forfaitaire de 25 000 nuyens pour le travail, 
ainsi que les frais de déplacement et d'hébergement au Tahrir 
Midan pendant trois jours. Les runners sont seuls s'ils souhaitent 
trouver un autre logement, mais Adegoke aura besoin de leur 
adresse pour leur afin qu'il puisse leur envoyer leur équipement. 
Le salaire peut être négocié jusqu'à 5 000 de plus lors d'un test 
d'opposition de charisme + négociation réussi (1 000 nuyens par 
réussite). Il offre également un bonus de 5 000 s'ils lui rapportent 
une vidéo d'Issac avouant ses crimes.

INTRIGUE 2
La gare

La gare de Ramsès est la principale plaque tournante de 
train du Caire. Issac arrive en train à grande vitesse vers 13 
heures, heure locale. Son itinéraire est très simple. Dès demain 
matin, il est censé rencontrer Abigail pour discuter des affaires. 
Il prévoit de débarquer avec Yabuku (son garde du corps 
personnel), de prendre un taxi et de se diriger directement vers 
l'hôtel. Il s'arrête pour se rafraîchir dans les toilettes, ramasser 
ses valises. Il se dirige ensuite vers la chaleur égyptienne.

ry
iew

Cette aventure traite des suites de la vente aux enchères du 
marché noir à Lagos. Il y a de fortes chances que les PJ (s'ils ont 
joué à Dusk: Dawn of the Artifacts 1) aient fait un carnage dans 
leur poursuite de la carte Piri Reis. Un homme à la place 
d’Adegoke est fortement tributaire de sa réputation. Lorsque 
cette réputation est salie, des réparations doivent être effectuées. 
Oni Adegoke n'est pas arrivé là où il est en attendant que les gens 
règlent ses problèmes. Les runners sont exactement le type de 
personnes dont il a besoin; professionnels, mortels et jetables.

Si les PJ n'ont pas participé à Dusk, ils entendent parler du 
désordre à Lagos via des canaux fantômes. Oni Adegoke doit 
garder la face et il a besoin de runners au sommet de leur forme. 
Il a besoin de talents extérieurs à la ville qui ne peuvent pas être 
reliés à lui. Le fixeur les aborde à propos d'un réseau ailleurs dans 
le monde. C'est un excellent ajustement après un run qui oblige 
les PJ à sortir de la ville pendant quelques jours jusqu'à ce que les 
sirènes et les escouades corporatistes se calment. Non seulement 
cela change le décor pendant quelques jours, mais cela permet au 
runner de continuer à gagner de l'argent pendant que la tension 
diminue.

Adegoke profite de cette occasion pour nettoyer ses rangs. Il 
pense que l'un de ses lieutenants, Issac Olaleye, a commencé à 
traiter avec l'un des gangs rivaux de Lagos. Il engage les runners 
pour intercepter Issac au Caire et l'éliminer. Adegoke veut que le 
coup se déroule hors de la ville, pour que quiconque se penche 
sur l’affaire ai plus de difficulté à remonter jusqu’à lui. 
Pour garder ses autres soldats dans les rangs, il fera passer 
l’affaire comme l’acte d’un rival et les incitera à riposter pour 
venger le nom d’Issac.

Il a fait en sorte qu'Issac rencontre Abigail Bussen, l'une de 
ses contacts dans le monde de l'art. Abigail vend des artefacts 
acquis par Adegoke à des collectionneurs légitimes. Elle lui fait 
également part de ses cibles potentielles avec une sécurité laxiste. 
Abigail est en fait celle qui vend à la fois à Adegoke et à 
ses rivaux. Elle prévoit d'éliminer Issac pour éloigner les 
soupçons qui pèsent sur elle. Elle a un as dans sa manche, 
quelque chose qu'elle peut échanger contre sa vie, elle connaît 
l'emplacement d’un puissant artefact. Le choix de l’artefact 
appartient au maître de jeu. Cette aventure est facile à insérer 
entre les autres points de l'intrigue et constitue un excellent 
moyen de diriger les joueurs vers le prochain artefact. Il 
peut également être utilisé pour remettre les joueurs sur la 
bonne voie s'ils laissent passer un artefact entre leurs doigts.

Dans cette aventure, les runners auront un choix difficile 
dans leurs mains. Très probablement, ils prendront le temps 
d’enregistrer les derniers mots d’Issac afin d’obtenir un bonus, et 
Issac en profitera pour plaider son innocence. Toute évaluation 
indique qu'il dit la vérité. Les runners prendront-ils l'argent 
facile et tueront-ils un innocent? Ou vont-ils laisser Issac 
vivre et découvrir qui est vraiment à blâmer?

INTRIGUE 1
Le vizir virtuel

Oni Adegoke organise une réunion virtuelle via la matrice. 
La rencontre se déroule dans un nœud sculpté pour ressembler à 
un fantastique festin de sultan avec des cracheurs de feu et 
d'autres éléments fantastiques. Adegoke a demandé à ses amis de 
Global Sandstorm de créer le nœud, et il utilise l'un de leurs 
Johnson pour parler directement aux runners. Le sultan sur le 
trône est silencieux et imminent. Il ressemble à une partie de la 
sculpture, mais c'est en fait Adegoke qui regarde le runner lui-
même.
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contrôlé à distance, certains ne le sont pas. Les voyageurs 
ont plusieurs options pour les taxis. Certains réservent via leur 
hôtel dans le cadre d'un voyage organisé. Certains accèdent à la 
liste des taxis lorsqu'ils récupèrent leurs bagages. D'autres le font 
à l'ancienne, marchant à l'extérieur et marchandant avec le 
chauffeur. Même si les runners ne prennent pas Issac, ils peuvent 
suivre son taxi et lui tendre une embuscade sur la route. C'est 
probablement le meilleur endroit pour frapper Issac sans se 
soucier de la sécurité qui pleuvra par la suite. Les rues du Caire 
sont un fouillis chaotique avec de nombreuses impasses, des 
impasses et d'excellentes opportunités d'embuscade.

Un autre point faible est la connaissance de la langue d’Issac 
et de Yabuku. Ce sont des locuteurs natifs du swahili et ont une 
certaine connaissance de l'anglais. Yabuku connaît également 
l’arabe, mais Issac s’appuie sur le linguasoft de son commlink 
pour parler l’arabe. Le commlink et linguasoft ont tous deux des 
indices de 3. Beaucoup de gens au Caire parlent anglais, mais plus 
les runners peuvent ériger de barrières, plus Issac sera frustré. Il 
est plus susceptible de commettre une erreur dont les runners 
peuvent tirer parti s’il est frustré.

INTRIGUE 3
L'hôtel
Issac passe le plus clair de son temps à l'hôtel seul dans sa 
chambre. Yabuku est à proximité, mais quand vous avez des 
assassins après vous qui peuvent abattre une équipe de sécurité 
en quelques secondes, “à proximité” ne suffit pas. Yabuku sera 
peut-être incapable de sauver son ami et devra se consoler en 
éliminant autant de tueurs que possible avant de rejoindre 
Issac dans la mort. Les deux forment un duo dangereux, mais 
ils ne seront probablement pas en mesure d'arrêter une 
attaque d'un groupe de professionnels.
Si Issac meurt pour raison sociale, les propriétaires de l'hôtel 
seront furieux. Même si les runners s'en sortent, le Caire 
n'offrira aucun

Si les runners tuent Issac à la gare, ils peuvent être dans un 
train à grande vitesse pour Dubaï avant que le corps d'Issac ne 
refroidisse. L'installation est bien sécurisée mais pas impossible de 
s’y faufiler. Des milliers de personnes passent par la gare chaque 
jour. Les runners peuvent utiliser cet anonymat à leur avantage. 
Ils peuvent se glisser à côté d'Issac en tant que membre de la foule 
et s'échapper tout aussi facilement. S'ils ont besoin d'un endroit 
pour ranger un corps ou deux, l'une des toilettes est un endroit 
idéal ou la cabine d'un train. Les runners pourraient également 
disparaître dans la ville. Ou, s'ils sont habiles à survivre dans la 
nature, une balade dans le désert les mettrait en sécurité.

Le principal inconvénient de la gare est la nécessité d'un 
timing parfait. Si les runners provoquent de l’agitation, Ramses 
Station se verrouillera plus rapidement qu'une publicité de spam 
subliminale. Toutes les portes et sorties se fermeront. Tous les 
trains en route seront soit réacheminés, soit continueront sans 
permettre à quiconque de sortir de la gare. Les mages seront 
appelés pour enquêter sur les perturbations. Si une fusillade 
éclate, les gardes utilisent immédiatement une force létale, plus 
une fusillade se poursuit, plus des vies innocentes sont mises en 
danger. Le personnel de sécurité lutte pour limiter au maximum 
les dommages collatéraux. Leurs cibles prioritaires sont toute 
personne ayant un talent magique évident, suivie de toute 
personne emballant des armes à feu et enfin de toute personne 
utilisant un commlink.

Intercepter Issac dans le train est une option. Les runners 
pourraient réserver un voyage plus tôt que celui d’Issac et le 
frapper avant même d’arriver au Caire. Issac et Yabuku partagent 
un compartiment jusqu'au Caire. Se faire passer pour des 
compagnons de route pourrait les amener à baisser la garde, 
surtout si les runners agissent comme s'ils pourraient être des 
clients potentiels pour l'opération d'Oni Adegoke. La sécurité 
dans le train est beaucoup plus légère et moins efficace que les 
gardes de la gare Ramsès.

Prendre Issac en se faisant passer pour un chauffeur de taxi 
est un autre bon plan. Le réseau matriciel de la station en interne 
est très fort (Firewall: 4, Cryptage: 2) mais le réseau utilisé par les 
cabines l’est moins (Firewall: 2). Il y a des taxis qui attendent 
devant la gare. Certains sont des drones.
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ces excellentes distractions à la chaleur du désert. Alors que 
d'autres hôtels de la région jouent sur des thèmes arabes allant du 
plus subtil (Ifrit) au ridicule (Aladdin's Lamp Casino), cet hôtel 
s'adresse aux voyageurs occidentaux qui recherchent le luxe 
occidental pendant leur séjour à l'étranger. Adegoke vend des 
objets et des sculptures à l'hôtel. Si les runners veulent engager 
Issac ici, le personnel de sécurité réagira immédiatement, mais 
Adegoke réglera les choses à long terme avec les propriétaires des 
lieux.

Un établissement haut de gamme comme celui-ci offre une 
sécurité élevée pour les clients indice de sécurité de 4 dans les 
couloirs et les espaces publics et 5 à l'intérieur des chambres 
individuelles. Les clés de la chambre sont liées biométriquement à 
la personne qui paie la chambre. Il ou elle peut autoriser d'autres 
personnes sur les laissez-passer invités dans la chambre. Les 
étiquettes RFID invité ne sont pas biométriques, et tout 
dommage causé par ces invités est placé sur le compte de la 
chambre. Le nettoyage de la pièce est assuré par des drones 
domestiques, bien qu'ils soient surveillés par un rigger de sécurité 
plutôt qu’entièrement automatisés. La sécurité à l'étage du casino 
est encore plus lourde, indice 6 dans toutes les zones. Il est 
conseillé aux runners de laisser leurs armes ou focus dans leur 
chambre s'ils s'aventurent sur le sol du casino. La sécurité du 
casino n'accepte pas les armements personnels ou les objets 
magiques susceptibles d'influencer le résultat des jeux. Si les 
runners avaient auparavant tiré sur Issac et raté, il passe beaucoup 
de temps au casino pour profiter de cette sécurité supplémentaire.

Le casino est un établissement cinq étoiles haut de gamme. 
Les runners avec d'excellentes compétences sociales pourraient 
approcher Issac en jouant à des jeux de casino classiques allant du 
craps au baccarat. Les bailleurs de fonds sont assez bien nantis 
pour offrir également des distractions plus exotiques. Il y a des 
batailles hebdomadaires entre des créatures paranormales dans 
l'arène du casino. Les paris sont gérés par le casino. Les billets 
pour l'événement sont généralement donnés comme prix à gagner 
par des jeux moins rentables, ou à des gros joueurs pour les 
récompenser de leur fidélité.

La sécurité matriciel pour un tel établissement est très 
stricte. Le Caire est un paradis pour les technomanciens. Un 
établissement comme celui-ci peut se permettre d'avoir des 
mesures de sécurité uniques et employer plusieurs 
technomanciens pour surveiller la sécurité du réseau du casino. 
Les technomanciens travaillent en alternance de huit heures sur 
le sol du casino. La bonne nouvelle pour les runners est que s'ils 
évitent les nœuds du casino, le piratage des nœuds des chambres 
est plus simple. L'hôtel est plus préoccupé par quelqu'un qui 
truque un jeu en sa faveur qu'une caméra de sécurité défectueuse. 
Pour les statistiques des technomanciens de sécurité, utilisez le 
technomancien de sécurité, p.144.

GARE DE RAMSÈS (GARE DE TRAIN)
La gare de Ramsès est la plus grande gare d'Egypte. Elle 

dessert tous, des anciens trains à vapeur qui desservent les petites 
gares locales aux trains à grande vitesse qui traversent l'Afrique et 
les principales villes arabes. Pour de nombreux occidentaux, c'est 
la porte d'entrée vers le monde arabe. Essayer d'éliminer Issac ici 
en échangeant des tirs n'est pas la meilleure idée. La gare est très 
sécurisée. Des factions anti-occidentales et anti-éveillées ont 
tenté de bombarder la station sans succès récent.

La sécurité matricielle de la station est formidable. Le 
système n'est pas trop sécurisé, mais les nœuds grouillent de 
spiders. Les compagnies ferroviaires emploient plusieurs spiders 
pour s'assurer que les trains arrivent à l'heure. Chaque train est 
affecté à un spider une fois qu'il est dans la gare et surveille ce 
train jusqu'à ce qu'il soit à plus de cinq kilomètres. Les spiders 
tournent de train en train tout au long de leur quart de travail. 
Lorsqu'un train quitte les lieux, il est affecté à un nouveau. Le 
nœud est sculpté pour ressembler à une gare de film noir, avec 
des ombres dramatiques se mêlant à la vapeur et au brouillard.

havre de paix. Abigail ne veut pas héberger les runners une fois 
qu'ils sont devenus des fugitifs, et ils devront se déplacer rapidement 
pour monter dans un train ou un avion avant que les choses se 
gâtent. La leçon ici est d'avoir un plan de sortie, qu'il s'agisse d'une 
maison sécurisée dans la vieille ville ou d'un campement de survie 
dans le désert voisin.

Issac n'est pas dans sa chambre toute la nuit, il prend un peu de 
temps après le dîner pour profiter des jeux de hasard. Un runner 
social averti pourrait l'approcher comme un compagnon de jeu et 
nouer une amitié. Peut-être invitent-ils Issac dans leur chambre pour 
une partie privée. Peut-être utilisent-ils un peu de chance ou de 
triche pour endetter Issac. Ils peuvent faire sortir Issac de sa position 
et faire son affaire sans que Yabuku ne le remarque. S'ils peuvent 
retirer Issac de sa position, ils peuvent en théorie le conduire dans 
une zone isolée où ils peuvent mener leurs affaires sans interruption.

Les runners pourraient également se faire passer pour un 
membre du personnel qui doit entrer dans la chambre d'Issac. Cela 
pourrait signifier n'importe quoi, des réparateurs aux serveurs en 
passant par une prostituée gratuite de la direction de l'hôtel. Cette 
méthode est un peu risquée, nécessitant soit une conversation rapide 
convaincante avec Issac à travers la porte sécurisée, soit un piratage 
des systèmes informatiques pour se donner une apparence légitime. 
Issac perçoit une rencontre en face à face avec plus de suspicion, mais 
si le système de facturation automatisé de l'hôtel lui dit qu'il bénéficie 
d'un service d'étage gratuit pour compenser des inconvénients de 
visite, il permettra à la rencontre de se poursuivre. S’il a des soupçons, 
il reste armé quand ils entrent. Si sa garde est baissée, il laisse ses 
armes enfermées dans le coffre-fort de la pièce.

INTRIGUE 4
Galerie d’Abigail

Le dernier endroit où les runners peuvent réaliser quelque 
chose de viable pour Issac est sa rencontre avec Abigail à sa 
galerie. Issac rencontre Abigail le lendemain pour discuter 
d'affaires. Si les runners ne font rien, Abigail convainc Yabuku de 
trahir Isaac. Il l'élimine et laisse Abigaïl se débarrasser du corps.

L'avantage d’agir à cet endroit  est qu'Abigail est plus que 
disposée à les aider à monter une embuscade. La galerie est sa 
propriété privée. Tant qu’ils ne font pas trop de vacarme, elle 
peut couvrir les choses avec les autorités. Elle suggère d'emmener 
le corps dans le désert ou peut-être de l'expédier dans l'une de ses 
caisses d'emballage. Elle éteint également ses systèmes de sécurité 
afin qu'il n'y ait aucun enregistrement de la façon dont les choses 
se passent. Les runners pourraient se méfier si elle est trop 
serviable, ce qui est parfaitement justifié.

Bien sûr, la raison pour laquelle Abigail est si disposée est 
qu'elle a besoin de la mort d'Issac pour couvrir ses propres 
transgressions. Si Issac convainc les runners de sa loyauté, Abigaïl 
tente de terminer le travail elle-même. Si les runners ont des 
armes, elle va essayer d'utiliser l'une des leurs. Si ce n’est pas 
possible, elle récupère un Raecor Sting et le cache sur elle. Elle 
essaie d'obtenir Issac seul, mais si les runners la confrontent à 
propos de son rôle dans les choses, elle tire le pistolet et fait une 
pause pour cela.

LIEUX D'INTÉRÊTS
HILTON TAHRIR MIDAN (CASINO DE LUXE)

Adegoke a obtenu un logement pour Issac au Hilton 
Tahrir Midan, un complexe de casino cinq étoiles situé dans 
la section Tahrir du Caire. L'hôtel est réputé pour son 
service luxueux et
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PERSONNAGE PRINCIPAUX
ISSAC OLALEYE (LIEUTENANT D'ADEGOKE) 
Ork mâle

Issac fait partie de l’organisation d’Oni Adegoke depuis l’âge de 
douze ans. Il a commencé en tant que runner qui a gardé les yeux et 
les oreilles ouverts dans les rues de Lagos. Il a progressé grâce à une 
combinaison de méchanceté et de ruse, et il gère maintenant les 
relations d'Adegoke avec des étrangers qui souhaitent acheter des 
artefacts. Issac ne laisse pas de trace et son comportement calme le 
rend apte à traiter avec une clientèle plus professionnelle. Les 
rumeurs qui ont mis Adegoke sur sa ligne de conduite sont 
totalement infondées. Issac est passé d’un rat accroupi dans la rue à 
un homme qui passe beaucoup de temps dans un hôtel cinq étoiles 
grâce à l’organisation Oni Adegoke. Sa loyauté est intacte.

Issac n'est en aucun cas innocent. Il a tué, volé et s’est battu pour 
son patron. Il est peu armé, mais il a à sa disposition une arme qui 
peut facilement traverser les contrôles de sécurité, son garde du corps 
Yabuku. Le garde du corps est constamment aux côtés d'Olaleye, 
bien qu'ils aient des chambres séparées au Hilton Tahrir Midan. 
C'est l'une des principales raisons pour lesquelles les runners peuvent 
risquer la sécurité de l'hôtel pour y frapper. Il se sent en sécurité dans 
sa chambre et baisse un peu plus sa garde.

Si les runners sont du côté d'Issac, il lui en est éternellement 
reconnaissant. Adegoke est également reconnaissant, car son 
lieutenant s'est avéré fidèle et le problème a été réglé par les runners. Il 
envisagera de les utiliser à l'avenir, avec Issac comme point de contact. 
Adegoke comprend la valeur des professionnels en qui il peut avoir 
confiance pour traquer des éléments, harceler les débiteurs ou 
éliminer les rivaux.

En privé, cependant, la loyauté d’Issac envers Adegoke est 
ébranlée. Il ne peut pas croire qu'il a été ciblé pour assassinat et se 
demande combien de temps il faudra avant que la prochaine équipe 
ne soit envoyée pour lui. Peut-être que lorsque Issac se sentira prêt, il 
défiera l'emprise d'Adegoke sur Lagos et deviendra le nouvel Oni, 
utilisant les runners pour porter le message par balles.

C A R F C I L V   Cha Ess Init PI
7 4 (5) 4 (5) 6 (7) 2 3 3 4 4 2.9 7 (8) 1 (2)

Moniteur de condition(P/E): 12/10
Armure (B/I): 8/6
Qualités: tripes, territoire (Lagos), dur à cuire
Compétences : combat rapproché(GC) 5, étiquette (rue) 3 
(+2), armes à feu(GC) 4, intimidation 3, véhicule terrestre 
(vélo) 2 (+2) , course 3, infiltration 4, survie (Urban) 2 (+2) 
Connaissances: marchands du marché noir 2, gang 4, territoire 
de gang 5, connaissances de Lagos 2, bagarre urbaine 3, swahili 
N, anglais 3
Augmentations: datajack, substitut musculaire 1, réflexes câblés 
1 
Équipement: veste pare-balles, commlink [indice 3], lunettes 
[indice 1, avec interface visuelle], medikit [indice 5]
Armes: Hache de combat [Hache, Allonge 2, VD 8P, PA –1] 
Matraque télescopique [Arme contondante, Allonge 1, VD 4P 
(5P), PA -]
Remington Roomsweeper [Pistolet lourd, DV 5P, PA –1, SA, 
CR -, 8 (m)]
Couteau de survie [Arme blanche, Allonge -, VD 4P (5P), PA 
–1]

ABIGAIL BUSSEN (LE PROPRIÉTAIRE DE LA 
GALERIE)
Abigail Bussen est née à Munich dans une famille pauvre. 
Elle a travaillé dur, s'est inscrite à l'université et attiré 
l’attention  

La gare regorge de gens de tous horizons. Riches, pauvres, 
jeunes, vieux, corporatifs et anarchistes tombent tous ensemble 
dans une grande masse de méta-humanité. Alors que la plupart 
des centres de transport font de leur mieux pour s'assurer que les 
nantis ne se frottent pas aux démunis pouilleux, la gare Ramsès 
n'est pas intéressée par de telles notions de classe. Les services 
privilégiés proviennent des lignes ferroviaires et non de la 
direction des gares. Les passagers de première classe sont 
transportés directement de leur limousine à leur voiture privée 
par des conducteurs de tramway si agressifs qu'ils donnent aux 
chauffeurs de taxi l'allure d'être timides comme des gamins de de 
seize ans. Issac et Uabuku ne sont pas en mesure de se permettre 
un tel service, mais un tram correctement piraté pourrait 
provoquer un détournement utile. Toute personne sans le billet 
approprié n'est pas autorisée sur un quai.

Les tickets sont liés à un PAN individuel. Si vous essayez 
d'accéder au mauvais quai avec le mauvais ticket, un message est 
envoyé à votre PAN vous indiquant où se trouve le bon quai. Si 
ce message n'est pas acquitté ou si l'individu se trouve sur le 
mauvais quai pendant plus d'une minute, un agent de sécurité est 
dépêché pour assurer le suivi.

Cela signifie bien sûr que les grands halls sont des scènes 
chaotiques d'adieux pleureurs et de bonjour soulagés. Tout le 
monde doit passer dans le hall à un moment donné. Les points 
de contrôle de sécurité entre le hall et les quais sont les endroits 
où se trouvent les scanners corporels.

GALERIE ALHAMBRA (GALERIE D'ART)
La Galerie Alhambra d'Abigail est située à proximité de 
l'hôtel. Elle fait un bon nombre d'affaires avec les touristes et 
les cadres en visite. Sa galerie est située dans une ancienne 
maison cairène. Les artefacts et les installations artistiques 
sont conservés dans les jardins clos entourant le bâtiment 
principal. Le bâtiment est plutôt un entrepôt, avec des 
bureaux et des logements au deuxième étage. Le rez-de-
chaussée servait de zone de stockage et d'expédition, avec des 
matériaux d'emballage et des drones dédiés à l'expédition et à 
la livraison des achats. Abigail vérifie son inventaire environ 
une fois par semaine. Elle effectue une rotation dans de 
nouveaux articles et met en boîte les articles qui sont vendus. 
D'une manière générale, les artefacts magiques ont une durée 
de vie de trois mois dans sa boutique. S'il ne s'est pas vendu à 
ce moment-là, elle le cède à l'un des nombreux vendeurs 
ambulants du Caire. La galerie dispose d'un système de 
sécurité indice 4, avec accès biométrique sur les portes et 
fenêtres.
Le piratage du nœud de la galerie contient en partie des 
données de valeur. Il révèle qu’Abigail a été en 
communication avec plusieurs rivaux d’Adegoke. Un pirate 
informatique habile peut également récupérer sa conversation 
privée avec Yabuku et ses tentatives pour l'amener à éliminer 
Olaleye. Le nœud a une sécurité décente pour un particulier 
(Firewall: 3, Cryptage: 2) mais Abigail ne s'attend pas à ce 
qu'un pirate accède à ses données. Le nœud est à peine 
sculpté, conservant principalement les paramètres par défaut 
de quelqu'un qui ne pense pas beaucoup à son réseau. Tout 
dans le nœud est constitué de formes de base sur une échelle 
de gris: les éléments restreints sont noirs, les zones ouvertes 
sont blanches et tout ce qui est administratif ou lié à 
l'entreprise est gris.
Abigail est consciente qu'Issac est sur la sellette pour être 
assassiné. Elle n’est pas consciente du rôle des runner dans ce 
casse-tête, et ils peuvent s’établir en tant que clients 
potentiels pour voir son fond de commerce. La galerie est 
ouverte uniquement sur rendez-vous. Obtenir une visite 
nécessite un test de charisme + étiquette (3). Un échec 
signifie qu'ils reçoivent toujours une invitation, mais Abigail 
en a déduit qu'ils sont connectés au meurtre et planifie en 
conséquence. Elle convainc rapidement les runners qu’elle est 
de leur côté. Sinon, Abigail est distante mais charmante et 
connaît très bien son inventaire.
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certains qui sont attiré par les voitures classiques ou les 
disques vinyles. Bien sûr, le bioware et la nanotechnologie sont 
peut-être plus efficaces, mais le chrome a du style, mec.

Le Caire est le premier voyage de Yabuku hors de Lagos. Il 
est suffisamment professionnel pour rester aux côtés d'Issac, mais 
il est également ravi de vivre la grande vie. Il ne compromettra pas 
son rôle de garde du corps d'Issac, mais les runners attentifs 
pourraient peut-être utiliser ses émotions contre lui pour isoler 
Issac. Yabuku considère cela comme des vacances de travail. 
Yabuku reste dans la chambre de l'autre côté du couloir. C'était 
son idée d'avoir des chambres séparées. L'hôtel est sécurisé en lui-
même, mais il est suffisamment proche pour accourir si Issac est 
en danger.

Yabuku est censé se ranger contre les runners, quel que soit 
le camp qu'ils choisissent. S'ils éliminent Issac, il se sacrifie au 
nom de son ami de toujours. S'ils attaquent Abigail, ses tentatives 
pour acheter sa loyauté sont couronnées de succès. Il adore Issac, 
mais l'argent dont elle parlait lui permettrait d'obtenir certains 
des meilleurs cyberwares dont il ne pouvait rêver à Lagos. Si 
Yabuku s'avère être un adversaire digne que les joueurs 
apprécient, il pourrait valoir la peine de le ramener en tant que 
quelqu'un qui est prêt à atteindre sa limite d'Essence pour se 
venger. Sa mort pourrait également avoir des implications 
durables pour les runners. Adegoke pourrait insister pour les tenir 
responsables de l’argent qu’il a dépensé pour chromer l’imposant, 
conduisant à un ou deux autres emplois pour rester dans les 
bonnes grâces du roi.

C A R         F C I L   V Cha Ess Init PI 
5 5 (8) 4 (6) 5 (7) 2 5 2 3 4 1.08 10 (12) 1 (3)

Moniteur de condition(P/E):  11(13)/10
Armure (B/I): 10/5
Qualités: tripes, endurance à la douleur, incompétent 
(hacking)
Compétences: Athlétisme(GC)4,  arme automatique 
(mitraillettes) 5 (+2), arme tranchante 4, armes lourdes 4, 
infiltration 4, négociation 2, perception (visuelle) 2 (+2), 
véhicule terrestre (vélo) 1 (+2),
Pistolets 4, Combat à mains nues 5
Connaissances: conception d'armes à feu 3, planques 4, 
techniques de sécurité 3
Langues: swahili N, arabe 2
Améliorations: bras cybernétique [gauche personnalisé 
apparent, avec armure 2, agilité améliorée 3, force améliorée 2, 
petit compartiment de contrebande], bras cybernétique 
[personnalisé apparent, avec armure 2, agilité améliorée 3, 
force améliorée 2, éperon, électro-main], yeux 
cybernétique[alphaware, indice 3, avec compensation anti-flash, 
vision nocturne, Protection oculaire, smartlink et vision 
thermographique], armure dermique 1, réflexes câblés 
[alphaware] (2)
Équipement: gilet d'armure (avec isolation électrique 2), 
commlink [indice 3], FFBA (chemise), medikit [indice 5]
Armes: 2 x Ares Predator [Pistolet lourd, VD 5P, PA –1 ou –
5, SA, CR -, 15 (c), avec 10 chargeurs de munitions normales, 
10 chargeurs de munitions APDS, smartlink]
Ingram Smartgun X [mitraillettes, VD 5P ou 6P, PA— ou –1, 
BF/FA, CR 2 (3), 32 (c), avec 10 chargeur de munitions 
normales, 10 chargeurs de munitions explosives EX, crosse 
pliable détachable, système pneumatique 2, smartlink, 
silencieux]
Katana [Arme blanche, Allonge 1, VD 6P (7P), PA –1]
Stoner-Ares M202 [MMG, VD 7P, PA –3, FA, CR 3 (9), 40 
(c) ou bande]
Couteau de survie [Arme blanche, Allonge -, VD 4P (5P), PA 
-]

de plusieurs chasseurs de têtes corporatistes. Après avoir 
passé du temps à affiner ses compétences et ses contacts à 
Monobe, Abigail s'est démarquée en tant qu'entrepreneur 
indépendant et a eu du mal à se forger une réputation en tant 
que propriétaire de galerie d'art, vendant des pièces à exposer 
dans les bureaux et les halls d'entrée. Elle n’a pas pu obtenir 
beaucoup d’aide des bailleurs de fonds, elle s’est donc tournée 
vers le marché noir et a trouvé Oni Adegoke. C'était une 
opportunité tombée du ciel. Abigail a pu profiter davantage de 
ses ventes et Adegoke a trouvé une voie dans le monde plus 
lucratif des ventes d'art corporatif.

Elle n’a pas non plus de problèmes à traiter avec les rivaux 
d’Adegoke. Elle a fait passer sa duplicité sur Issac, mais quand il a 
été envoyé à sa rencontre au Caire, elle a su que l’un d’eux ne 
quitterait pas la ville en vie. Son réseau de contacts s'étend au 
Consortium Apep, qui exerce une influence considérable en 
Égypte. Elle a découvert l'emplacement actuel de l'un des 
artefacts d'un vieil amant à l'intérieur. Si les assassins envoyés 
pour tuer Issac la poursuivent à la place, elle utilise cette 
information à son avantage. L'emplacement exact et l'artefact 
sont laissés au maître de jeu. Abigal est un excellent moyen 
d'amener les joueurs dans la série d'aventures Dawn of the 
Artifacts (en commençant par la deuxième aventure, Midnight), 
ou de leur donner une autre chance sur un artefact qu'ils ont raté 
dans une autre aventure.

Si les runners sont de son côté, elle rompt ses liens avec 
Adegoke et s'enfuit en Europe. Abigail pourrait devenir un 
contact pour les runners en Europe couvrant une clientèle haut 
de gamme avec une connaissance spécialisée de l'art et des 
artefacts. Traiter avec elle peut être très rentable. Mais ils 
devraient également se rendre compte qu'Abigail se soucie d'elle-
même avant tout le monde. Les runners à la recherche de 
quelqu'un avec un grand sens de la loyauté devraient 
probablement chercher un contact ailleurs. Elle est cependant 
utile, car elle est mieux placée pour suivre les autres artefacts et 
peut fournir plus d'informations si cela devient un élément 
central de votre campagne. Il se peut qu'il y ait un moment dans 
le futur où Adegoke la trouve. Si cela se produit, elle utilisera la 
même tactique qu’avant, sauf que cette fois, les runners 
prendront la chute pour ses indiscrétions.

C A R F C I
2 2 3 2 4 4

L V  Cha Ess Init PI 
3 2 2 6 7 1

Moniteur de condition(P/E): 9/9
Armure (B/I): 5/2
Qualités: Perceptif (5 BP)
Compétences: informatique 4, recherche de données 5, 
étiquette (haute société) 3 (+2), piratage 2, matériel 2, 
négociation 3, perception 3 (4)
Connaissances: beaux-arts 5, rumeurs du Caire 4, organisation 
tribale yoruba 3
Matériel: Commlink [Indice 3], Zoé Executive Suite Line 
(veste courte, chemisier uni, jupe)
Armes: Couteau de survie [Arme blanche, Allonge -, VD 3P, 
PA –1]

YABUKU (GARDE DU CORPS D'ISSAC) 
Yabuku est venu dans l'organisation d'Oni Adegoke aux 

côtés d'Issac Olaleye. Il a cinq ans de plus que Isaac, mais il n’a 
pas les connaissances des affaires de son jeune ami. Yabuku 
sent qu'il doit sa vie à Issac car Issac a convaincu Adegoke de 
payer pour son premier cyberware. C'était une cyberarme qui 
a remplacé celle qu'il avait perdue à la suite d'une explosion 
lors d'un trafic de drogue qui avait mal tourné. Depuis lors, 
Yabuku a adopté le chrome et dépense la majeure partie de 
son argent à la recherche de mises à niveau et à la lecture de 
blogs technologiques. Il trouve le cyber comme
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>	 A contact of mine came across this, and I wanted to pass it along 
since I know we’re collecting as much information about such 
events as possible. Athena Tatopoulos is the KSAF editor-in-
chief, and Jason Steele is a former UCAS FBI agent who worked 
out of Washington DeeCee until his retirement early last year. It’s 
a transcript of a virtual meeting between them, and I’ve verified 
that it’s the real deal. I’d heard a few rumors about this back then, 
but nothing concrete.

>	 Pistons

Athena Tatopoulos: Thank you for agreeing to speak with me, 
Agent Steele, even under such unusual circumstances.

Jason Steele: You’re welcome, Ms. Tatopoulos. I’m not entirely 
sure what help I can be to your story though. This was a long 
time ago, and frankly, always struck me as a bit absurd. And it 
didn’t end particularly well. And it’s just “Mr. Steele” now. I 
haven’t been an FBI agent in a long time.

AT: Mr. Steele, then. And believe me, I think your story makes 
an interesting connection to this so-called “Artifact Rush.” Let’s 
just start at the beginning, shall we? It started with the Year of 
the Comet, yes?

JS: Actually, no. It goes back a bit further. Back to the death of 
Dunkelzahn. Hell, it goes back a lot further than that, really. 
Maybe it goes as far back as the early 20th century, to some old 
black & white flatscreen movies. Or maybe back to the 16th 
century, and a gift to King Charles V of Spain from the Knights 
Templar. Some of it seems like fiction, even. The lines blur. My 
final report to my superiors reads like Dashiell Hammett’s original 
novel. Despite the evidence, despite losing one of my team, despite 
recovering that cursed thing for them, I rode a desk for the next ten 
years anyway. I took my pension after that and retired. And now, 
here we are.

AT: Here we are, indeed. I’ve done my research on the known 
history of the item, so we don’t need to rehash all of that. Let’s 
start with fairly recent events—the dragon and his will.

JS: Sure. That’s as good a place as any. When the Big D died in 
’57, he left a public will. In the will, he bequeathed the Maltese 
Falcon—that’s right, the one from the movies—to one Lionel 
George Astor, a classic film buff down in Florida who was head 
of a project to restore old films and transfer them to simchips. 
Not a big deal, and one of a thousand such seemingly random 
will bequests. However, in ’61, things get a little interesting. The 
Smithsonian Institution in DeeCee was putting together a big 
classic film noir exhibit, and they asked Mr. Astor if they could 
borrow the falcon for their exhibit. 

>	 The Maltese Falcon? Really? Have we really run out of important 
things to talk about, and we’re down to discussing bedtime stories 
and boring old movies?

>	 Slamm-0!

>	 If anyone would know about bedtime stories these days, it’d be 
you, eh Slammy?

>	 Bull

>	 For those who don’t know—or who share Slamm-0!’s willful 
ignorance—The Maltese Falcon was published by Dashiell 
Hammett in 1930. The film that most folks are familiar with, 
starring Humphrey Bogart and Mary Astor, was produced in 1941. 
What most people don’t realize is that it was actually the third 
film based on Hammett’s book. In the 142 years since, there have 
been 17 film versions, including a remake of the classic Bogie film 
that was released on simchip in 2069 that was a critical flop for 
Horizon Media.

>	 Traveler Jones

AT: I remember visiting that exhibit when I was in college. It was 
a fascinating display.
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JS: When the Falcon arrived at the Smithsonian, they discovered 
two things about it. For one, it was the real thing. Actual gold, 
actual jewels. Not a movie prop.

AT: Astor never realized this?

JS: No. He was just a movie lover. He simply assumed it was all 
fake gold and glass gems. He had it insured, of course, but as a 
valuable piece of movie memorabilia. After all, everyone assumed 
that Hammett made up the falcon for his book.

>	 Most historians agree that the golden statue was a fiction 
invented by Hammett. In reality, it was a live bird that was given 
to King Charles V, a breed of falcon that was native to the island 
nation of Malta. Whatever this statue was, it couldn’t have been 
the real thing.

>	 Snopes

>	 Don’t be so sure. I had a chance to study this briefly while it 
was at the Smithsonian. The craftsmanship was masterful, and 
the style and construction were similar to those used during the 
1500s, and the Smithsonian followed up with a number of tests 
to confirm the falcon’s age. Every test agreed that the statue 
was between 500 and 600 years old, leading credence to it being 
either the real deal, or at least the source of the myth of the 
Maltese Falcon, anyway.

>	 Man-of-Many-Names

AT: That must have come as a bit of a shock to Astor.

JS: It did, as did the second thing the Smithsonian found. The 
falcon was effected by Halley’s Comet passing, and it became 
astrally active shortly after it was delivered to the Smithsonian 
Institution.

AT: Became? I thought things either were or weren’t magical. 
Did someone enchant the falcon?

JS: Because of the nature of many of the exhibits in the Institute, 
they have some very active sensors and magical security. One 
moment the Falcon was mundane, the next it was registering as a 
magical object. The Smithsonian scientists concluded that when 
the comet spiked the mana levels in the world, it activated some 
dormant magical properties, or some such. Honestly, I think they 
were just as baffled as everyone else and inventing explanations.

AT: A lot of people during that year were scrambling to find any 
explanation they could, as I recall.

>	 Again, I studied the falcon and can confirm this. The change 
was sudden, happening in a matter of minutes. Magical sensors 
detected a faint magical aura around the statue, and less than 
two minutes later it was giving off a strong astral signature. I was 
never able to determine the exact nature of the magical energy 
as I’ve never seen anything exactly like it before or since, but the 

closest comparison I could find was to a spirit binding focus, but 
it didn’t match up with any specific spirit type that I could find.

>	 Man-of-Many-Names

>	 Could it be a binding focus for some of the more unusual or rare 
spirits? Toxic or blood or, Ghost help us, insect?

>	 Ecotope

>	 Doubtful.  It didn’t resonate on the same astral frequency as 
any of those. One theory I had was that it might be universal, 
able to augment the binding of any spirit. I could never confirm 
this though, nor could I see any way to attune it to allow one to 
channel energy through it, as you would a normal focus. I know 
my way around foci, but I couldn’t figure out how to activate this 
thing, so maybe it wasn’t really a focus,

>	 Man-of-Many-Names

JS: Despite the change in status, Astor agreed to allow the falcon 
to stay in the exhibit, but he wanted the information kept under 
wraps. He was interested in the item only as a piece of movie 
history. He was convinced that this was the same item used as a 
prop in the Humphrey Bogart and Mary Astor film from 1941. 
Shortly before the exhibit opened, however, the falcon was 
stolen. And that’s where I came into the story.

AT: You were working for the FBI at the time, and were assigned 
to a special task force to retrieve the falcon.

JS: Correct. A group of thieves broke into the Smithsonian and 
stole the falcon, though they weren’t the only interested party. 
The Knights Templar, the Children of the Dragon, and the 
Atlantean Foundation all were involved as well. The thieves, a 
group of shadowrunners who weren’t local to DeeCee, stole the 
item and handed it off to someone who smuggled it into Denver. 
My team and I followed the trail there, and eventually tracked 
down the individual behind the theft. I’m not really sure how 
much more I should say here, Ms. Tatopoulos. After the incident, 
my superiors ordered the records sealed and locked down all 
information about the event.

AT: I understand Mr. Steele. But, you came to me, remember?

JS: Yeah, I guess. Very well. Maybe you can figure out what was 
ultimately going on. We never found out. The entire thing was 
orchestrated by Ghostwalker. We’re not certain what he wanted 
the falcon for. We followed the trail of the item and managed 
to catch up to it just as Ghostwalker was taking possession of it. 
One of my team foolishly tried to arrest the dragon. He pulled 
a gun on him, and the fraggin’ wyrm just … it ate him. Just bent 
down and … it was awful. The rest of us were stunned, and there 
wasn’t much we could do. We weren’t equipped to fight a dragon. 
Who ever is? 

AT: That’s horrible!
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JS: After that, the dragon took the falcon and just stared at it for 
a minute. Then he simply tossed it to me, like it was a piece of 
garbage, and said “This is of no use to me. Begone.” He said it in 
that dragonspeak thing they do, where you hear it in your mind. 
It gives me the chills even now, thinking about that awful voice 
and what that thing did to Stevens. All that death. There were 23 
dead in DeeCee linked to the theft, you know? Security guards 
and members of the various groups involved. Another seventeen 
deaths in Denver, including Agent Stevens.

AT: All for nothing, at that. Any idea why Ghostwalker was 
interested in the Maltese Falcon?

JS: No clue. He refused to comment, and who can make a dragon 
say anything it doesn’t want to? Afterward, the falcon went back 
to the Smithsonian Institution for the next year, then went back 
to Astor’s private collection. As far as I know, it’s still there.

AT: Thank you, Mr. Steele, for meeting with me and telling me 
this story. It’s fascinating, and it may have some relevance to the 
story I’m working on.

JS: Thank you. Hopefully it can be of some use. Just remember 
to keep my name out of things. The FBI wrapped this up tight. It 
was an embarrassment, and I would rather not risk my pension 
over this.
AT: Of course.

>	 Yikes. The White Wyrm ate an FBI agent? And then sent the rest 
of the team running home with their tails between their legs?

>	 Stone

>	 I remember hearing some chatter about this on the Denver Data 
Haven back in the day. There was a lot of curiosity about this, since 
not only were the FBI running around Denver causing problems, 
but the Knights Templar, the CotD, and the AF were leaving bodies 
all over the city.

>	 Slamm-0!

>	 So anyone know why Ghostwalker would have been interested in 
the Maltese Falcon? And for the record, I feel fraggin’ ridiculous 
saying that. I feel like I’m in a bad trid show. And why were the 
other groups looking for it?

>	 Bull

>	 It’s long been rumored that Ghostwalker is looking for ways to 
recombine the fractured Spirit of Denver. If the Falcon is indeed a 
spirit focus of some kind, maybe he hoped that it could be used 
for such a purpose. Considering that in the end Ghostwalker gave 
the artifact back to the FBI and that the Spirit is still fractured, it’s 
safe to say that the Falcon wasn’t the answer.

>	 Man-of-Many-Names

>	 During the Year of the Comet, the Children of he Dragon were 
everywhere. One of my contacts in DeeCee says that local branch 
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Plot Point One

Looking for Traces
The Awakening of the Maltese Falcon as a magical object 

has caused a lot of curiosity in the magic community. Given 
Ghostwalker’s eventual interest in the item, other great dragons 
want to learn about it, if only to find out what they need to know to 
assist Ghostwalker in his efforts to use it—or to keep him in check.

The runners are contacted by either Lin Yao Chang (see p. 
33) or Simon Andrews (see p. 34) to look into the falcon and try 
to learn more about its powers. This will be difficult, as the object 
is in Lionel Astor’s mansion and not on public display. Fortunately 
for the runners, their job is just to get a good look at the falcon’s 
astral signature, and not steal it—Astor’s security measures (see
Astor’s Mansion, p. 60) become much more severe if someone
attempts to lift one of his items. Getting in and getting out
without touching anything is not the easiest thing in the world,
but Astor directed far more of his security efforts against thieves, 
rather than curious uninvited guests.

The falcon is in a special gallery on the second floor of Astor’s 
mansion. If the runners are able to assense it, they discover that 
it has an aura like nothing they have ever seen before—unless 
they happened to assense Halley’s Comet. It seems the aura of 
the falcon is very similar to the comet, only in miniature. What 

iew

Les activités entourant les artefacts peuvent piéger les 
runners de différentes manières. Chaque action entreprise 
provoque une vague d'autres actions, car les parties réagissent à ce 
qui s'est passé et font ce dont elles ont besoin pour recueillir des 
informations sur les nouveaux développements.

Bien que ce chapitre se concentre sur la révélation de la 
magie imprégnée du Faucon Maltais, le vol de cet objet et la 
décision ultime de Ghostwalker concernant l'objet, les runners 
ne seront pas réellement impliqués dans le vol de l'objet. Au lieu 
de cela, ils reçoivent des emplois qui répondent à des emplois 
créés par d'autres.

Les tâches décrites dans ce chapitre ont généralement lieu 
dans des villes spécifiques, telles que DeeCee et Denver, mais les 
maîtres de jeu peuvent changer certains détails s'ils veulent que 
les points de l'intrigue soient flexibles, permettant aux éléments 
de l'intrigue d'être déportés dans n'importe quelle ville dans 
laquelle les runners pourraient se trouver. Les maîtres de jeu 
pourraient décider d'utiliser tous les points de l'intrigue de ce 
chapitre pour construire une courte aventure autour du Faucon 
Maltais, ou ils pourraient choisir des éléments individuels 
comme aventures secondaires au cours de campagnes plus 
longues.

Incom
ing...............

there thought since the falcon was “empowered by the comet” 
that it would be able to resurrect Dunkelzahn, or some such 
nonsense. That’s the only reason I can see for them being involved. 
The Knights Templar have a link to Malta and the original Maltese 
Falcon legend, as they supposedly sent the Falcon as tribute to 
the King of Spain. It stands to reason that they’d be interested in 
recovering their property.

>	 Pistons

>	 The Atlantean Foundation is obvious. Anytime anything old and 
magical shows up, they stick their pointy noses in.

>	 Ecotope

>	 Yeah, but usually they’re interested in what they call “dawn” 
artifacts, things that predate the Dawn of Humanity, i.e., the fifth 
age. As I mention above, this thing is clearly younger than that, 
being at best about six hundred years old.

>	 Man-of-Many-Names

>	 Is that even possible? Since there was no magic during that 
period, wouldn’t it be impossible to create a magical item?

>	 Bull

>	 There are a number of items kicking around that supposedly 
were created during the down time, but are resonating 
magical these days. Many, like the Piri Reis Map, are actually 
far older than originally suspected. It’s possible that at one 
point the Falcon was a different item, and reworked in the 
1500s into the bird we know now. If it was originally powerful 
enough, maybe the enchantments survived the reworking. 

That might explain why it didn’t “activate” until Halley ’s 
Comet spiked the mana levels. 

>	 Lyran

>	 Possible. Though keep in mind that we still only understand a 
fraction of what magic is capable of and how it works. Belief is 
powerful, and there are a few documented instances of items that 
couldn’t have been enchanted showing signs of being magically 
active. Anything related to Christ and his crucifixion, such as the 
Spear of Longinus or the original Nails from the Cross, for example. 
The Vatican has these locked down and refuses to let anyone 
examine them, but enough people saw them prior to this to prove 
they exist. Both reportedly have incredibly strong magical auras. A 
minor example of the same effect would be a couple of the items 
the First Church of Elvis has in their Graceland museum. There is 
a pair of sunglasses and a white sequin jumpsuit that show faint 
magical auras for reasons that no one can explain. Well, except the 
Church’s followers, who say that it’s the Spirit of Elvis.

>	 Man-of-Man-Names

>	 Wait, what? There’s a First Church of Elvis? And they have arti-
facts? What the hell?

>	 Slamm-0!

>	 I’ll tell you about it sometime. Ask me later.

>	 Bull

>	 Even today, a century after his death, the man has tens of millions 
of people who effectively worship him. As odd as that may seem. 
That belief can have a strange effect.

>	 Man-of-Many-Names
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but they want to wound him some way, even if it’s indirectly. They 
have thought about this long and hard, and have finally come to 
a somewhat odd decision—they want to irritate Ghostwalker by 
getting a stronger Aztlan influence in Denver. They have found 
some textbooks with a decided pro-Aztlan stance; if they can get 
Anáhuac University to adopt these textbooks, they believe that 
the pro-Aztlan propaganda spreading right under Ghostwalker’s 
snout will be a fine irritant.

The president and faculty of Anáhuac University are not 
foolish, however, and they do not want to take any risks that might 
arouse Ghostwalker’s ire. President Jorge Molinera (see p. 69, Spy 
Games) has a long history of political caution, and convincing him 
to take this chance will not be easy. He also, however, is a good fan 
of blackmail and is always interested in information that could get 
anti-Aztlan forces in trouble. If the runners dig up the right dirt, 
they may be able to convince Molinera to take a risk.

If Molinera adopts the new textbooks, he immediately 
becomes paranoid, and tries to hire the runners to protect him 
for a time (he tries to guilt them into doing the job, saying its their 
fault that he’s in trouble). As it turns out, his paranoia is justified—
within a week of the adoption of the textbooks, a Zone Defense 
Force squad comes to pay Molinera a “visit.” The runners will have 
to find a way of convincing the squad to leave Molinera alone, or 
take the risk of confronting the squad head on. Alternately, they 
could decide to let the squad have Molinera while they depart and 
get on with their lives.

Locations

Lionel Astor’s Mansion
Lionel Astor likes visitors. He has a tremendous collection 

of film memorabilia, and he very much likes people to come in 
and see it. Naturally, he likes visitors to be invited and to come at 
a schedule time, but he is not overly harsh on people who arrive 
uninvited, as long as they do not touch his belongings—if that 
happens, his security system kicks into overdrive.

As long as the runners behave themselves, they’ll have to deal 
with an exterior maglock (Rating 5) with an anti-tamper system 
(Rating 3). Each floor of the mansion is 2,000 square meters 
with eight rooms per floor. There are two staircases to the second 
floor, one on each end of the house. Each floor is patrolled by 
four Fly-Spy drones (see p. 350, SR4A) that make regular patrols 
around place, though the building is so large that their presence is 
not regular. Each object in his second-floor gallery is on a pressure 
pad (see p. 261, SR4A) that sets off a silent alarm if triggered. 
Astor also implants RFIDs into each item on display, and sensors 
at the exits of the gallery trigger the silent alarm if any of these 
tags leave the room. The silent alarm brings ten security guards 
(use Corporate Security Unit, p. 139) to the complex in ninety 
seconds. It also brings three Force 5 spirits of air in fifteen seconds. 
If the security troops encounter any resistance when they arrive, 
they call in backup, which arrives in the form of ten Roto-Drones 
(see p. 350, SR4A) that each carry an Ingram Smartgun X (see p. 
318, SR4A).

this means about the object’s power is unclear, but it is a fact that 
should be of interest to the person who hired them.

If the runners have never assensed the comet, simply tell them 
they have a good enough image of the comet’s aura to describe to 
their patron. Whoever hired them will recognize what the aura is 
once it’s described.

If the runners decide life would be easier, and possibly more fun, 
if they take the falcon for themselves, they should have a difficult 
time getting away with it. Runners can be intrepid, though, and they 
might be able to succeed. What that means is that either Lin Yao 
Chang or Simon Andrews—whoever didn’t hire the runners—will 
learn about their theft and will mark the runners as a possible enemy 
in their effort. This means a great dragon has its eyes on the runners, 
which is usually not a good thing.

PLot Point Two

To Converse with a Thief
The runners may have been told not to steal the falcon, but 

not all runners out there are under the same orders. The falcon 
disappears from Astor’s house, and he starts looking for help in 
getting in back. Astor is inexperienced in the shadows, though, 
so his efforts are clumsy and make a lot of noise. Other interested 
parties hear about it, and decide maybe they can use the theft to 
their advantage. First, the thief has to be found; then it has to be 
determined if they can be bargained with in a rational way.

Fortunately for the runners, the thieves have not been the 
subtlest operators, either. They’ve been a little too open about 
trying to sell the thing to the highest bidder. The good news is 
that this makes them easier to find; the bad news is that it makes 
them easier for others to find the thieves, too. Operatives from the 
Illuminates of the New Dawn and the Templars (use Illuminate 
of the New Dawn Magician, p. 141, and Templar Combat Mage, 
p. 147 for representatives of these organizations) are hunting 
for the thief, and word has leaked onto the street that this hunt 
is underway. The easiest thing for the runners may be to get 
information on the efforts of the other organizations to find the 
thieves, then tail the agents to the thieves. Contacts may be able 
to help them get information that can put them on the tail of the 
operatives, or they can do some of their own surveillance and 
espionage to find these agents.

Once the agents lead the runners to the team of thieves (use 
Combat Adept, p. 146, Sneak, p. 145, and Street Samurai, p. 146, for 
members of this team), they’ll have to stop the agents from killing 
the thieves so they can talk to them. If they succeed, they find that 
the thieves are now quite willing to sell, as they have figured they’re 
in over their head. The price the runners have been authorized to 
offer should be more than the runners have on hand, requiring them 
to act as middlemen instead of making the buy themselves.

Plot POint Three

Indirect Revenge Is Still Revenge
The FBI agent that Ghostwalker ate had a wife and friends, 

and after a long time not knowing what happened to him, they 
have finally learned of his fate. They know that they have no 
chance of exacting a full measure of revenge against Ghostwalker, 
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LA Sunrise: News at Your Pace
Anchors: Jan Freeling and Peter Koskin

<The clip starts in a news studio, the camera focused on a well-dressed 
ork woman—Jan Freeling.>

Jan: The residents of Redding were treated to quite the spectacle 
this morning when the great dragon Aden suddenly appeared 
in the skies. Peter Koskin, our man on the scene, is getting the 
download direct from the witnesses. Peter, what’s the word?

<The screen splits, showing the anchor desk on the left and an 
on-location shot to the right. The on-location camera pans around the 
downtown Redding area, showing streets crowded with pedestrians watching 
the skies, before it settles on a clean-shaven dwarf in a suit—Peter Koskin.>

Peter: It’s absolutely amazing, Jan. About two hours ago, Aden just 
appeared in the skies over Redding without warning. No one is 
quite sure how he got here, or why he came. As you know, Aden 
is considered the most reclusive of the great dragons and prefers 
to avoid metahuman contact, his decades-ago destruction of 
Tehran not withstanding. He made several passes over the 
city that many onlookers took to be threatening before flying 
northward. Local officials overrode GridGuide, forcing all 
vehicles off the streets for the day, and put emergency services 
on high alert. Schools have been canceled, businesses shut 
down, and all citizens advised to evacuate the downtown area. 
As you can see, <Peter gestures behind him> most citizens 
chose to ignore the evacuation warning.

Jan: So he left without causing any damage?
Peter: That’s correct. He appeared to be searching for something, 

or someone. No one knows for sure. But dragon fans and 
dragon haters alike have been waiting for his return—the more 
militant types armed with shotguns. 

Jan: Interesting. I didn’t think shotguns would have much of an 
effect on a dragon. 

Peter: <laughing> I doubt they would. Whether these weapons 
would be effective or not, though, the police have done nothing 
to discourage the would-be defenders of Redding. And while 
this might present a perfect opportunity for rioting and 
looting, the city has been rather quiet. The only incident so 
far is a case of stolen gas by a group of men posing as medieval 
knights, if you can believe it. Needless to say, the police have 
other things on their mind at the moment. 

Jan: I can imagine. Thank you for that update, Peter. Now, on to the 
international scene. The Denver Council has been meeting in 
an all-night secret session. Allegedly, Nicholas Whitebird was 
not invited, and he gave the Council quite a shock when he 
stormed into the meeting … 

<Clip cuts off.>

>	 Fuck.

>	 Glitch

>	 You said it. One of my sources says Aden headed straight to Mt. Shasta 
right after that.

>	 Pistons

>	 I thought Aden and Hestaby hated each other. 

>	 /dev/grrl

>	 Wrong dragon. It’s Lofwyr, not Hestaby, that Aden has issues with. 
Given the way Aden buries his head in the sand, though, maybe he just 
hates everyone.

>	 Rigger X

>	 Here’s a worrisome development: My contacts in the Middle East aren’t 
returning my messages. Anyone hear from Goat Foot lately?

>	 Sunshine

>	 Not a peep. But a friend of mine says the Islamic Unity Movement 
closed ranks and mobilized late last night, just about the time Aden 
would have left his lair to fly to North America. 

>	 FastJack

>	 Fuck, fuck, fuck. Stop talking about the damn dragons! Don’t any of you 
know who those loons in the armor are?

>	 Glitch

>	 Oh, keep your hardware holstered, drekhead. We all about the New 
Knights Templar, but those posers aren’t nearly as dangerous as a 
dragon with a history of torching cities.

>	 Bull

In
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Plot Point Two 

The New Knights Templar have rented the Vercheres Room 
in a hotel named Le Château Frontenac, using the name of the 
Order of St. Sylvester on the reservation. The stated event purpose 
is a private party to be held at 8:00 p.m.

The Vercheres Room is a ballroom on the hotel’s first 
floor, past the lobby and elevators to the guest floors. This 
ballroom has marble floors, vaulted ceilings, and a permanent 
marble dais at one end that holds a flat-surfaced podium. The 
shroud will sit on this podium during the Templars’ ritual. The 
windows of the room’s exterior wall have been covered with 
thick black drapes. The electric lights are off and candelabras 
with burning candles are scattered across the room to provide 
light. The room has been warded by the Templars to prevent 
astral intrusion.

The runners have several options for ballroom access: attack 
the hotel, risking a rapid response from the external defenses and 
on-site Parashield security teams; impersonate hotel employees 
and wait for the Templars (if the runners get to Québec early 
enough); or check into the hotel as guests and go to the ballroom 
after the Templars have started. The shroud cannot be detected 
or found by any means before this point. The Templars have 
protected it and will only bring the shroud out when they are 
ready to begin their ritual.

If the runners lie in wait for the Templars or confront them 
before the party gets started, they will have to deal with twenty-
five powerful and alert combat mages. If they wait until the 
Templars are engaged in the ritual, they will only have to deal with 
four guards, as the other twenty-one members will be involved in 
ritual spellcasting.

Assuming the runners wait, when they enter the room most 
of the Templars will be in three loose circles around the dais, 
performing an arcane ritual. Due to the intense nature of this 
magic, these Templars are distracted for three full combat rounds 
before they can react. Any player who is Assensing will instantly 
know that this is high-level and very dangerous magic. Further 
magical investigation (before the spell breaks at the end of the 
third combat round), reveals that the Templars are attempting to 
alter the shroud in some way.

Guarding the doors at each end of the room are a pair of 
Knights who can immediately react to the players’ entrance. 
While the runners deal with the Templars in an effort to get the 
shroud, another shadowrun team uses the distraction as cover to 
steal the shroud for themselves. The Templars will assume both 
teams are working together. Once the shroud has been taken, the 
players should escape as soon as they can, because the situation is 
only going to become more difficult.

Plot Point Three

The shroud is causing strange weather patterns on both the 
mundane and astral planes. The players can use meteorological 
systems, weather news, Matrix rumors, or just plain magical 
tracking to follow the trail. The source starts in Québec City, right 
outside the hotel, and heads southwest from there. 

iew

Après que le grand dragon reclus Aden se soit aventuré de 
son repaire du mont Ararat pour visiter le repaire d’Hestaby, les 
rumeurs abondent sur les activités des dragons et les organisations 
les plus puissantes du Sixième Monde se démènent pour 
apprendre la vérité. Ils découvrent que le Linceul des ombres a été 
volé à Hestaby, et une course s'ensuit pour réclamer ce puissant 
artefact. Les factions impliquées dans cette run sont la Fondation 
Atlante, Les guetteurs de Ghostwalker, les représentants du 
Mouvement de l’unité islamique (IUM), l’Ordre du Temple, les 
agents d’Hestaby et d’Aden et les personnages joueurs.

La Fondation Atlante engage les joueurs pour obtenir le 
tristement célèbre Linceul des ombres, les envoyant en voyage 
vers la République du Québec, où les Templiers utilisent le linceul 
dans un rituel arcanique. Au même moment, les runners 
s’attaquent au linceul, un autre groupe de shadowrunners se 
présente et le vole. Après avoir échappé à la colère des Templiers, 
les joueurs doivent traquer les autres runners pour obtenir le 
linceul.

Il devrait y avoir plusieurs opportunités pour les PJ de 
retrouver le linceul. Les runners adverses peuvent laisser des pistes 
de données derrière eux pour les suivre. Le linceul lui-même 
provoque des anomalies dans les plans matériel et astral. Les 
Templiers peuvent même par inadvertance aider les joueurs dans 
leur recherche en chassant l'autre équipe.

La piste mène à Omaha, Nebraska (UCAS) et à la base 
aérienne d'Offutt, siège du NORAD et du commandement 
aérien stratégique. Sur la route, les PJ rencontrent les guetteurs de 
Ghostwalker, les représentants de l’IUM et les agents d’Hestaby 
et d’Aden. Chacune de ces équipes tente séparément d'embaucher 
les runners loin de leur employeur actuel ou de les dissuader de 
terminer la mission.

La finale de cette section se déroule à Omaha, lorsque les 
joueurs affrontent l'équipe adverse de shadowrunning et l'UCAS 
Air Force. Si les joueurs prennent le contrôle du linceul, ils 
peuvent choisir qui l'obtient.

PLoT PoINT oNE
The runners are called to a meeting with Mr. Johnson. He 

makes a lucrative offer for the retrieval of a magical artifact called 
the Shroud of Shadows. While the shroud’s powers are unknown 
to most of metahumanity, the shroud itself is rather famous, 
having been left to the dragon Aden several years ago by President 
Dunkelzahn. Any research on the shroud easily comes up with this 
tidbit from Dunkelzahn’s will:
“To Aden, I leave the Shroud of Shadows. May its shade cool the heat 

of your desert home as well as the tempers that flare around it.”
There are additional rumors that the shroud was later stolen 

from Aden, but few know for sure who ended up with it. 
Mr. Johnson does not mention for whom he works unless 

pushed. All the runners need to know is that his employer is 
willing to pay them handsomely for the shroud. He knows the 
shroud has been taken to Québec City by the Order of the Temple, 
a.k.a., the New Knights Templar. The players are provided with 
transportation, if they do not have their own, and assistance in 
getting past Québec border security. The rest is up to them.
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them on the UCAS side of the border while they decide what they 
want to do. She will not engage in combat with the players.

Plot Point Four

At any time before or after the meeting with Goat Foot, 
the players are approached by Tweedledee and Tweedledum, 
agents of Hestaby and Aden. They make the PCs an offer that 
cannot be refused. The gamemaster should use any of the runners’ 
negative qualities against them (addiction, indebted, etc.), or 
play on previously expressed character desires. Tweedledee and 
Tweedledum have done their research on these runners and 
know anything about the players that is available to be known. 
The agents will use this information in their initial negotiation 
attempts to make this a “too good to be true” offer. In return, they 
expect the runners to deliver the shroud to their employers, not 
the Atlantean Foundation.

If the players balk, the agents grow more aggressive, 
reminding the runners that they work for great dragons. The 
agents may also make vague, implied threats against the players 
or any of their dependants. Tweedledee and Tweedledum say 
nothing overt, but they believe themselves to be in a position of 
power over the players.

At the end of this encounter, if the players do not agree to 
their demands—or at least agree to contact them later—the agents 
take their leave, convinced the runners are enemies of the dragons.

To follow the trail, the PCs have to escape the Templars, then 
cross the Republic of Québec–UCAS border. Using the official 
border crossings, it’s more difficult for the PCs to get into UCAS 
than it was to get into Québec. The UCAS officials will confiscate 
any unlicensed weapons and arrest anyone with unlicensed 
cyberware. The players can try to bribe their way past the border 
or search for a hole in border security.

If the players are having trouble getting past border security, 
it’s time for them to meet Goat Foot and Pharisee. Goat Foot will 
offer them a way across the border if they talk with her. If the 
players get past the border, they meet Goat Foot and Pharisee in 
UCAS territory. 

Goat Foot reveals the identity of the players’ current employer, 
the Atlantean Foundation, and makes an offer for the shroud. She 
cannot offer much money, but she is willing to owe them a favor in 
addition to the funds she can provide. If pushed, she will mention 
she is well connected (though she will not mention JackPoint), and 
she offers herself as a future contact for the runners.

Pharisee is present to keep the players from doing anything 
stupid. If the players try to hurt or betray Goat Foot, Pharisee happily 
creates criminal SINs for them or employs other nasty Matrix tricks 
against them. If the runners need assistance with the border, Pharisee 
doctors the records to turn the players into a top-secret UCAS 
military team returning home from a mission, which allows everyone 
to cross without close examination. This will work well unless the 
players approach a border guard who previously refused their entry.

Goat Foot does not require an immediate answer to her offer. 
If the players hear her out, she gives them her contact info and leaves 
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Make it clear to the players that keeping the shroud is not in 
their best interests. Too many powerful people, and three great 
dragons, are interested in this artifact. Any attempts to keep the 
shroud for their own personal use will result in retaliation from 
one of these groups.

The Shroud of Shadows

The Shroud of Shadows is a filmy black material shot through 
with gleaming silver threads and embroidered along its edges with 
silver stitches reminiscent of twining vines with tiny flowers. The 
shroud barely weighs anything, being incredibly lightweight and 
sheer, but it is virtually indestructible. Weapons, mundane or 
magical, cannot damage the shroud, nor can it be torn or burned. 
Astral examination shows the shroud to be a powerful, dual-
natured magical item that suppresses negative emotion-related 
background counts in the area it covers. This suppression only lasts 
as long as the shroud covers the area. It reduces the background 
count at a rate of 1 point per minute, until the background count 
reaches 0. When the shroud is removed, the background count 
returns at the rate of 1 point per hour until the count reaches its 
normal level.

Any person who touches the shroud is affected by a Force 
12 Control Emotions spell, which calms any violent or disruptive 
emotions. This spell even affects the mentally ill or those with 
addictive personalities, granting them a measure of peace and 
serenity. Those in contact with the shroud find it difficult to take 
violent action or indulge in arguments and verbal outbursts.

After the Templars’ ritual, the shroud’s sphere of calming 
influence randomly expands past the area it covers, causing 
severe background count fluctuations. When this happens, it 
disrupts spells and magic of any nearby mages. It also causes local 
temperature changes, and creates minor weather and astral space 
anomalies, all of which makes the shroud easier to track. Cold 
fronts suddenly appear where they are not forecast. Thunderheads 
gather across a previously clear sky. Expected storms are quelled as 
both high and low pressure fronts unexpectedly dissipate. Minor 
mana storms and ebbs appear out of the blue. These changes 
are not destructive, but they are traceable by both magical and 
mundane means. 

Locations

Québec City Metroplex
A mixture of modern and historical design, Québec City 

is the capital of the Republic of Québec. The architecture varies 
between anachronistic structures reminiscent of medieval Europe 
and the high-tech cityscape of Neo-Tokyo. City geography is a 
series of hills, bluffs, and narrow, winding streets. Half the city is 
built along the shores of the St. Lawrence River while the other 
half stands on a bluff overhanging the river. The Latin Quarter is 
the city’s highest point, boasting cobblestone streets and antique-
like buildings. The Hôtel du Gouvernement, where the National 
Assembly meets, is in this sector.

Down below is the downtown area, containing the city’s 
corporate offices and modern buildings. The Citadel, the historic 
old fort with the latest in defense technology, is Gendarmerie 

Plot Point Five

If further complications are needed, or the players are having 
trouble tracking the shroud, the Templars appear again. One way 
for them to appear is to confront the runners directly and attempt 
to interrogate them about the theft of the shroud, inadvertently 
dropping information about how to track the shroud while they 
do so. Alternately, Templars could be spotted by the runners as 
they chase after the other group.

Plot Point Six

As the runners close in on Omaha, they encounter 
Ghostwalker’s Watchers, who offer the players a piece of the action 
for their assistance in obtaining the shroud for Ghostwalker. If the 
runners refuse to work with them, or to turn the shroud over to 
them later, the Watchers become violent. They will not negotiate 
beyond an initial, vague offer of “wealth beyond your wildest 
dreams”—they want the runners to either accept their offer or get 
out of the picture.

If the players agree to work with them, the Watchers help 
them get into Omaha and continue with them to the end of the 
adventure. At the end, the players can let the Watchers take the 
shroud, or they can choose to betray them. If the players steal the 
shroud without being noticed, or if all the Watchers die in the 
encounter, then they do not have to worry about Ghostwalker 
being added to their list of potential enemies. 

Plot Point Seven

The opposing shadowrun team takes the shroud to Offutt 
Air Force Base and uses it to infiltrate that station. This military 
base is highly defended. The runners can choose to sneak into 
the base, attack one of its gates, or forge legitimate access passes. 
Whichever method the players use, getting out will be harder 
than getting in.

The other runner team is heading to one of many unmarked 
buildings. They have a large transport truck in their possession. 
These runners are attempting to steal nuclear warheads for their 
employer, and they are using the shroud to keep the military 
police (MPs) from fighting back.

This encounter should give the players a shot at the shroud 
before the opposition reaches the nukes. If the runners are losing, 
the Templars or Ghostwalker’s Watchers can make an appearance 
to accidentally assist them. As soon as the players have the shroud, 
they should probably leave Offutt quickly—the MPs are shooting 
to kill and will not take prisoners. 

Plot Point Eight

The finale should involve the runners’ decision regarding 
disposal of the shroud. They can surrender it to Ghostwalker’s 
Watchers, deliver it to Mr. Johnson, give it to Goat Foot, or sell 
it to Tweedledee and Tweedledum. Encourage the players to be 
subtle about their decision. If the other groups believe the shroud 
is lost, then the runners will have less pressure on them. 
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less noticeable here than in other sprawls. Offutt MPs serve as 
the Omaha city police force and use the SINless roundups as 
training for the new recruits. The city’s few remaining SINless 
live in the Fontenelle Forest, a former nature preserve within the 
Bellevue suburb. 

Offutt Air Force Base
Nestled between Fort Crook Road and the Missouri River, 

Offutt AFB is a marvel of military engineering. Its top-secret 
facilities are underground buildings under ordinary warehouses. 
The base is surrounded by double-layered razor-wire fencing and 
has four gates—the Kennedy gate to the northwest, the Bellevue 
gate to the northeast, the East gate to the southeast, and the SAC 
gate to the southwest. Each gate has a guardhouse manned by 
three guards, one of which is always a hermetic mage, with canine 
units nearby to sniff out contraband. Canine units patrol the 
base’s perimeter, and the interior twenty meters of the fence is 
mined with explosives and alarm wards.

Offutt operates off its own power grid; its generators are 
shielded both physically and magically within their own set of 
bunkers. The base network is a private, hardwired grid (Rating 
6). A set of public, wireless nodes (Rating 5) exists for airmen in 
base housing, but it does not connect to the private grid. Offutt 
AFB is a self-contained city with its own fire stations, public 
eateries, shopping centers, and recreation facilities. Access to 
the base is restricted to those holding proper military, military-
dependant, or civilian contractor IDs. Occasionally civilians are 
allowed on base if they are on the guest list and their SIN passes 
a security check.

The roads are wide, flat, and regularly patrolled by mobile 
MP units. No trees grow on base, allowing an unobstructed view 
of the roads, buildings, and sidewalks. Security towers, armed with 
anti-aircraft weapons and the latest in milspec sensors, are spaced 
at every thousand meters around the fence. Tower personnel 
are authorized to destroy any approaching, and unauthorized, 
hovercraft or aircraft crossing into Offutt’s airspace.

People

Ghostwalker’s Watchers
Ghostwalker’s Watchers are led by an experienced gang-

banger (see Gang Leader, p. 141). This man will attempt to 
negotiate with the runners, but he is more than willing to take the 
runners on in combat if negotiations fall through. Their numbers 
(see Gang Bangers, p. 141) should equal the numbers of the 
players’ team, with one more to serve as the Watchers’ mage (see 
Street Shaman, p. 147). These people aren’t nearly as professional 
as they think they are, but they are loyal to Ghostwalker and will 
do anything to serve his interests.

Goat Foot
Female Satyr

Goat Foot is a female Muslim scholar and JackPointer who 
is trying to obtain the Shroud of Shadows on behalf of the Islamic 
Unity Movement (IUM). She will encounter the players with her 
technomancer ally Pharisee in the course of her attempt to obtain 
the shroud using peaceful methods. Goat Foot is not looking for 

headquarters. On the river, the once-foresaken slum of the Old 
Port has undergone considerable revitalization in recent years, 
though there are still pockets of SINless and gangs hanging around. 

Though it is now legal to speak and do business in English, 
most Québécois speak only French. The Québécois also tend to 
discriminate against most metahumans, with elves being the sole 
exception. The Québec government has outlawed shapeshifters 
and paracritters, and the law provides a bounty for their pelts.

Le Château Frontenac
Le Château Frontenac stands on a bluff in the heart of Old 

Québec, looming over the St. Lawrence River. Dating back to 
the 19th century, this first-class, four-star hotel has given nightly 
refuge to the most famous personalities of the past two-and-a-half 
centuries. Currently, the majority leaders of Québec’s parliament 
reside at the hotel when parliament is in session.

Le Château Frontenac is within easy walking distance of 
Québec’s most memorable historic sites and boasts luxurious guest 
suites, exquisite dining experiences, and a discreet staff to fulfill 
every guest’s needs. There’s also a rigger-staffed valet service for 
those who bring their own vehicles instead of arriving by taxi.

Surrounded by a low brick fence, the hotel appears to 
have minimal security (cameras and motion sensors). Closer 
examination reveals watcher spirits and mini-drones with 
MAD scanners and enhanced visual and audio sensor packages 
patrolling the grounds. The watcher spirits ignore anyone just 
walking around, but they react to spellcasting or sabotage on 
hotel property. The spirits astrally follow the offender, alerting 
their summoner. Likewise, the hotel’s security node—an isolated 
network with Rating 5 for all attributes—has dozens of agents 
scanning cameras and sensors input for suspicious activity. A 
Force 5 ward is embedded in the exterior hotel walls. 

At the front are three main entrances for customers. At the rear 
are a staff entrance and two loading docks disguised by faux brick 
paneling. The back entrance, the docks, and all “Staff Only” areas 
use magnetic keypad locks in conjunction with employee RFIDs. 
The RFIDs of terminated employees are immediately deactivated 
and removed to prevent them from sabotaging hotel property.

Inside the lobby, cameras cover all entrances, staff areas, 
and public hallways. Only the guest rooms and ballrooms are 
exempt from monitoring. Physical and magical hotel security is 
contracted out to Parashield. The number of on-site guards, mages, 
and patrol critters is up to the discretion of the gamemaster. Hotel 
security will not prevent the players from checking in as guests if 
they have the proper IDs, clothing, and credit.

Omaha
A large UCAS city that long ago overwhelmed the 

neighboring towns, Omaha sprawls along the western shore of 
the Missouri River as far north as Tekamah and as far south as 
Plattsmouth, crossing the Platte River. Its hilly, floodplain terrain 
can make road travel hazardous during the occasional winter ice 
storms or summer flooding. Strategic Air Command (SAC) and 
NORAD HQ are located at Offutt Air Force Base, in the former 
town of Bellevue, which is southwest of the Omaha city center. 

Omaha is predominantly a military town, serving as the 
home for many UCAS Air Force and Army soldiers and their 
families. While there are SINless living in this city, they are much 
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Pharisee
Pharisee, member of the cult of Isis and Skilled Technomancer 

(p. 145), is an old friend of Goat Foot. She takes care of all Matrix- 
and rigging-related tasks. She follows Goat Foot’s lead in all things 
and will support her friend to the best of her abilities.

Opposing Runners
For the team stealing the shroud, use the sneak (the one who 

actually gets the shroud), the combat adept, the street samurai, 
and the street shaman.

Tweedledee and Tweedledum
Tweedledee and Tweedledum are two humans who serve 

the whims of Hestaby and Aden, approaching the runners on 
the dragons’ combined agenda. Use the Corporate Headhunter 
template on p. 139 to represent the agents’ stats.

Publicly, the two agents present a united front, but their 
body language suggests (to one who can read it) that they are 
uncomfortable working together. They keep a distance of two 
paces between themselves and do not make physical contact with 
each other. At times, they may even seem to contradict each other. 
Each agent wants to one-up the other. The PCs may be able to 
work the agents against each other in the negotiations, providing 
they can convince the agents to separate for talks.

UCAS Base Guards
Except for the mages, the Offutt AFB gate guards can use the 

Corporate Security Unit template (see p. 139). 

UCAS Miltary Mage
The Offutt AFB gate guard mages can use the Combat Mage 

template on p. 146, with any spell adjustments the gamemaster 
feels appropriate.

UCAS military police
The Lone Star Police Squad template (see p. 143) can be used 

to represent the Omaha/Offutt AFB Military Police officers.

a fight, and she is usually skilled at fighting only on the fields of 
her choice.

Goat Foot wears a full hijab in dark colors. Her eyes are a 
striking violet color and she has a Mediterranean complexion, 
though it’s hard to tell since not much of her skin actually shows. 
To most Assensing tests, her aura is that of a mundane human. 
Since she is clothed head to toe, it will be nearly impossible to tell 
that she is a satyr if she stays out of combat.

B A R S C I L W Edg Ess M Init IP
4 4 3 (5) 3 5 6 4 4 5 6 11 (5/6) 9 (11) 3

Skills: Assensing 3, Clubs 2, Dodge 2, Etiquette 6, Exotic Ranged 
Weapon (Sling) 5, Gymnastics 5 (+2), Instruction 3, Leadership 
(Persuasion) 3 (+2), Negotiation 4, Perception 4, Sorcery skill 
group 3, Unarmed Combat 2
Innate Powers: Low-Light Vision, Satyr Legs
Adept Powers: Astral Perception (1), Combat Sense 2 (1), Great 
Leap 2 (.5), Increased Reflexes 2 (2.5)
Qualities: Analytic Mind, College Education, Mystic Adept 
(Islamic Tradition), Photographic Memory 
Initiate Level: 5
Metamagics: Adept Centering, Ally Conjuration, Cognition, 
Masking, Psychometry
Spells: Analyze Device, Analyze Magic, Armor, Catalog, Detect 
Magic, Mindlink, Translate

Mr. Johnson (Subtle)
Mr. Johnson (see p. 144) represents the Atlantean 

Foundation, hiring the PC runners to find the Shroud of Shadows 
and deliver it to him at a secure location. Well-dressed and soft-
spoken, he offers an exorbitant sum for this job and will warn 
the players about the high level of danger. He will not betray the 
players unless they betray him first. If he has to, Mr. Johnson will 
pull strings with the runners’ contacts to get them onboard.

New Knights Templar
A secretive Catholic military organization, the New 

Knights Templar are Catholic warrior mages. They hide behind 
the publicly known Order of St. Sylvester, whose mission is to 
protect God’s children and teach that magic is God’s gift, not the 
curse of the Devil. The Templars’ mission is much more sinister. 
Not only are they sworn to protect the Holy Land ( Jerusalem, 
Israel) like their predecessors, they are intent on bringing the 
entire world back under the sway of the Catholic Church and 
bringing peace to the Earth in the process, whether anyone 
wants it or not. Each Knight is an expert combat mage and spirit 
summoner. The Templar Combat Mage on p. 147 can be used as 
a base for these characters.

Spirits summoned by the Templars take the form of angels 
and are Force 4 spirits of fire. Four Knights are required in order 
to complete the summoning ritual. 
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>	 Ok. My curiosity finally got the best of me. Hey Bull, what the hell 
is the First Church of Elvis?

>	 Slamm-0!

>	 Surely a hacker of your caliber would be able to dig up some dirt on 
these guys, Slammy?

>	 Bull

>	 I’m sure I could. But you brought it up earlier, I’m feeling lazy, and 
I don’t just want the ordinary Aetherpedia crap. So, what’s deal?

>	 Slamm-0!

>	 All right, chummer, you asked for it. As I mentioned before, 
Hound Dog is an old shaman I know, but he doesn’t talk too 
much about his religion or totem or whatever. He’ll tell you how 
great the King is all day long, but the rest seems to be a personal 
thing for him. Met him back in ’62, but it wasn’t the first time 
I’d heard of the First Church of Elvis. That came back in ’57, from 
a posting on Shadowland. Capt. Chaos vouched for the poster, a 
runner named Shade, so the info was apparently at least semi-
valid. If you’re lucky, you can find uncorrupted versions of the 
post kicking around ShadowSEA and the Denver Data Haven. 
Fortunately, I save everything, so I still have it stored away 
somewhere. Let me dig it up.

>	 Bull

>	 You guys are ancient! I was born in ’57!

>	 /dev/grrl

>	 Don’t remind me. Of how fraggin’ old I am, or how drekkin’ young 
you are. Ghost preserve us. Anyway, found the file. I’m stripping out 
the old comments, as most aren’t really relevant, helpful, or all that 
clever. But I’m leaving Cap’s intro in. R.I.P, mon capitaine. *salute*

>	 Bull

First Church of Elvis
Posted: by Shade

>	 This file came through recently, and although I can’t verify all the 
facts, it fits the existing facts known about the First Church of Elvis. 
Shade himself is somewhat known in the shadows, and I can vouch 
for him personally. This is an interesting file, chummers. Enjoy.

>	 Capt. Chaos

Transmitted: 10 April 2057 at 12:02:46 (PST) 

History 
In the year 2020 in Mobile, Alabama, a man by the name 

of Moses Presley gave the first sermon in what was soon to 
become a small but persistent religion in the deep South, and later 
throughout the CAS and reaching into the UCAS, several of the 
NAN lands, and even into the California Free State. Moses Presley 
told his small congregation that his great-great uncle, the late Elvis 
Presley, had come to him in a vision and proclaimed to him that he 
was creating a new Heaven, and that Moses was his first Apostle. 

>	 I had a vision of Elvis once, but it came after eating too many 
soy-chips during one of his old movies, Jailhouse Rock.

>	 Clockwork

>	 At last count, the First Church of Elvis has about 10,000 members 
worldwide, though most of those are in the CAS. Maybe ten 
percent of those, however, are magically active. An inordinately 
high percentage.

>	 Plan 9

>	 The PCC has the second highest membership, most of them in and 
around the greater Las Vegas area. No surprise there.

>	 Sunshine

>	 Elvis was an only child, so Moses’ claim of relation is highly suspect.

>	 Kat o’ Nine Tales
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Moses gathered several friends and members of the local 
Elvis Fan Club and began preaching to them on the glories of the 
King of Rock and Roll. Whether due to his unique message, his 
charismatic nature, or the undying popularity of Elvis Presley, the 
Church of Elvis grew rapidly and within three years, John Stoat, 
the second Priest of Elvis was spoken to by the King. Stoat took 
over the Mobile Church, and Moses Presley moved to Nashville, 
Tennessee, where he started a church that became, in time, the 
largest single congregation of any kind in North America. 

>	 I visited the Nashville Church once, and let me tell you, that was 
one strange experience. Almost everyone—men, women, and 
children alike—were all dressed up like Elvis impersonators, and 
there were a dozen Priests of Elvis on hand, all of whom looked 
and sounded identical to Presley. Two of the priests were women, 
but you’d never know that from talking with them.

>	 Kat o’ Nine Tales

>	 I’ve heard that it’s part of the ritual they undergo to become 
Priests, or whatever. I’ve never gotten any Priest to confirm how 
it was done, but some rumors claim it’s plastic surgery, others 
that it’s a magical transformation by their totem. Either way, it’s 
fascinating. 

>	 Plan 9

>	 We’re sure there’s some payoff coming, right? We’re not just 
going weird for the sake of weird here, right? RIGHT?

>	 Pistons

The church, as you would assume, is centered on Elvis. 
Members of the church often see visions of Elvis, speak in songs 
(similar to tongues, but it involves singing old Elvis hits in his 
voice), are visited by the messenger spirits, and in general are 
considered fruitcakes by the general public. Worshipers often 
build shrines in their front yards, using large ceramic Elvis statues 
and loudspeakers playing his music 24–7. 

Services are held twice a week, on Monday and Friday, and 
they consider three dates to be religious holidays (and these are the 
only holidays they will observe). These are: his birthday, January 
8; the anniversary of his death, August 16; and the day he cut his 
first album for his Momma, July 5. His birthday they celebrate 
like Christmas, by giving gifts and singing his “carols.” On the 
anniversary of his death they have a day of mourning. And on the 
Day of First Song, as it is called, they have parties in the streets and 
celebrate riotously. 

>	 You should see these guys on the Day of First Song in Memphis, 
near Graceland. They almost make Mardi Gras look tame.

>	 Kat o’ Nine Tales

Members of the Church of Elvis become Priests only after 
having seeing a vision of the King and being told to begin a new 
congregation, usually in a city that doesn’t have one yet. They also 
Awaken, and it’s assumed they are latent magical talents being 
contacted by their Mentor Spirit for the first time. They receive 
the full blessing of the current Church and after performing the 
Ritual of Elvis (the details of which are not known), they are sent 
off to begin a new Church, and are funded by the parent Church 
for the first year. 

Becoming a member of the Church involves total devotion 
to the King. One may attend the Church without becoming a 
member, but you are required to become a member before you 
can participate in Church events or be admitted into the inner 
Council of Elvis, the rulers of the church. Usually, a large tithe is 
required as part of the membership process, although what else 
goes on is not known. The members never talk about it, and no 
one is known to have quit the church. 

>	 Sounds more like a cult than a church to me.

>	 Netcat

>	 Often the only difference between a church and a cult is the tax 
breaks.

>	 Plan 9

>	 Most congregations of this fairly harmless, though there’s a 
minority sect that calls its leaders “missionaries” instead of priests. 
They’re a bit more militant and have been known to attack and kill 
anyone they hear disparaging the church or Elvis. There was a small 
church-war in Atlanta a few years ago between members of the 
local Church of Elvis and the Catholic Church that left a number of 
dead, and several of the churches involved burned to the ground.

>	 The Smiling Bandit

>	 While this is all very amusing, why is this flagged in the “Artifacts” 
discussion area?

>	 Thorn

>	 Partly because Slammy asked so nicely about the Church of Elvis. 
But also in part because they’re one of a dozens of smaller groups 
poking their noses into this artifact hunt that’s been going on. The 
big dogs, the Atlanteans, the Draco Foundation, the dragons and 
the megacorps, they’re getting all the attention from everyone. 
There are a number of other players on the field though that no 
one’s paying much attention to, however. The little dogs, so to 
speak. In our line of work, it’s dangerous to overlook anyone, no 
matter how minor. So, with that in mind, who—besides Elvis’ 
acolytes—has shown up to the party so far? 

>	 Bull

>	 The Catholic Church, for one. Both the Order of St. Sylvester and 
the Knights Templar have been involved. The Sylvestrines have 
several times intervened to help contain objects of power that 
have been dangerous, while the Templars have been militantly 
hunting anything they deem “heretical”. Mostly it seems to be an 
excuse for them to cut loose finally after the Vatican reined them 
in a while back.

>	 Snopes

>	 I have difficulty thinking of the Catholic Church as a “little dog.” 

>	 Fianchetto

>	 The Church doesn’t have the power it once had, but that’s beside 
the point. Snopes isn’t talking about the Church as a whole, 
but rather some sects and other groups associated with them. 
Whatever power the Catholic Church might have, the Sylvestrines 
and Templars wield only a small fraction of it.

>	 Goat Foot
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>	 The Sylvestrines aren’t entirely selfless here.  Like everyone 
else, they’re interested in researching the artifacts to see what 
they can learn. They’ve been active mostly around Europe, and 
have intervened into at least three artifact chases so far. On all 
three occasions, the artifact was turned over to the Order for 
safekeeping. It’s a safe bet that these items are being sent back 
to Rome.

>	 Elijah

>	 One of those artifacts the Sylvestrines supposedly gained 
possession of showed up again in Seattle about a month ago, 
smuggled in through the Ork Underground. So either your intel 
is wrong, Elijah, or the Order of St. Sylvester has a traitor in their 
midst and is selling the artifacts on the black market.

>	 Frosty

>	 Or the Vatican just put the artifact to use. Most likely story: 
They took a look at the artifact, decided it didn’t have any truly 
compelling features, and elected to sell it to get at least some 
value on the thing. They do it subtly, off the books, and the money 
goes to help the Templars’ more secretive operations.

>	 Plan 9

>	 The Church of the Dragon has been nosing around Denver again. 
I don’t know if they’re specifically looking into artifact activity or 
if their presence has something to do with Ghostwalker, but it 
wouldn’t surprise me if they’re stirring something up. Ghostwalker 
seems to have an interest in some of these artifacts, and if he’s 
interested, CotD is, too.

>	 Traveler Jones

>	 Speaking of which, I ran into some jokers not too long ago calling 
themselves the Knights of the Dragon. These guys were fairly 
badass, basically cyber-ninja physical adepts. Poking around, it 
seems they’re an offshoot of the Children of the Dragon who have 
gone into for chrome upgrades. Anyone know what’s up with that? 

>	 Bull

>	 The Children of the Dragon have always been a bit whacked out, 
but the Knights are a splinter faction that has gone completely 
around the bend. They’re an order of adepts that believe that 
cybermancy is the key to resurrecting Dunklezahn, and they 
are trying to cram as much cyber into their bodies as possible, 
with the end goal to become cyberzombies themselves. Their 
current goal is to find some way to locate Dunkelzahn’s spirit and 
summon it so they can bind it to a body. Supposedly, they have a 
dragon corpse cryogenically frozen for whenever they manage to 
hunt Dunkie’s ghost down.

>	 Kane

>	 And just how do you know all that? I’ve never even heard of 
these guys.

>	 Netcat

>	 Ran into one of them on a job a little while back. I got curious, so 
I tortured him for a bit. Spilled his guts before he, well, spilled his 
guts. They’re pretty small still, only a few dozen members. Minus 
one now. 

>	 Kane

>	 Oh yeah. Uncle Kane is going to be a great role model for the little 
spriteling, ‘Cat.

>	 Bull

>	 The Aleph Society popped up in Seattle not too long ago as well, 
trying to get their hands on something that was being smuggled 
into the city for the Draco Foundation. Rumor also has it that they 
got their hands on another artifact, a companion tome to their 
Book of Gaf, titled the Book of Tak. 

>	 Haze

>	 Does that sound just as silly to everyone else as it does to me?

>	 /dev/grrl

>	 It may sound silly, but don’t dismiss it. The Aleph Society believes 
that everyone has the potential to become magically active, but 
their core focus is helping burnt-out magicians who have lost their 
magic due to cyberware implantation or severe injury and trauma 
to regain their connection with the mana flow. Everything we know 
about how magic works says that this is impossible, but supposedly 
they made it work thanks to a ritual they learned through the Book 
of Gaf. Rumor had it that Gaf was a powerful free spirit that was 
letting the magicians of the Aleph Society borrow portions of his 
magical abilities in exchange for … something. 

It had a lot of folks talking in thaumaturgical academia in 
the early ‘60s, but after a couple years the Aleph Society faded 
from the public eye. No one’s really heard from them in a while. If 
I had to guess, I’d say that if Gaf really was a free spirit, they were 
making some kind of spirit pact with it. It’s normally unheard of 
for a spirit to make a pact with more than one or two magicians. 
The Alephs must have reached the limits of how far Gaf could 
stretch, and so the cult fizzled out. Hard to attract new members 
if you can’t deliver on your promises.

>	 Winterhawk

>	 So Tak is another spirit?

>	 /dev/grrl

>	 I would assume so. Which means the Alephs are recruiting again. 
They were fairly public the first time around, but I haven’t heard 
anything recently about them, so they must be operating under 
the radar this time. That begs the question of whether they are 
just being more cautious, or if Tak has different powers or different 
requirements. I think I’ll have to look into this some more.

>	 Winterhawk

>	 The Illuminates of the New Dawn have been making noise as well, 
claiming that some of the artifacts are theirs, having been lost or 
stolen from the Illuminati in ancient times. 

>	 Ethernaut

>	 Good to see they’re starting to believe their own press.

>	 Kat ‘o Nine Tales
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Their interest in acquiring the item legitimately disappears 
if the Templars have it. There is a considerable rivalry between 
the two groups, and either side will do what it takes to get the 
upper hand on the other. The gamemaster can build an escalating 
conflict that leaves both sides looking for a little extra help—the 
other groups listed in this chapter may be willing to pitch in here 
if it means that the Sylvestrines or Templars owe them favors. The 
way the world is going, the time to cash in those favors might 
come very soon.

Plot Point Three

The Currency that Matters
… And the time for cashing in on favors has arrived. The little 

dogs don’t expect to be able to spend a lot of time with the major 
artifacts everyone else is chasing, so they have to do the next best 
thing—protect themselves from them. Like everyone else, they’re 
not exactly sure what the artifacts do, but they suspect that the 
artifacts will allow those who possess them to do unpleasant 
things on the astral plane. They need protection there, and they 
have decided that the best way to do that is to get some spirit allies. 
They can—and have—bound some spirits to keep an eye on their 
astral affairs, but they’d also like some spirits who are on their side 
without having to be bound with a limited number of services.

One of the groups described in this chapter—gamemaster’s 
choice—calls on either the Sylvestrines or Templars to repay a 
favor earned in the second plot point. The runners are in turn 
enlisted to lend a hand, as the task assigned to repay the favor is 
not as easy one.

There is a free spirit known as N2O who has been a constant 
thorn in the collective side of corporations and other large 
organizations. He doesn’t seem to have any particular agenda 
other than causing chaos and disrupting the efforts of any 
organized group of humans. That means getting him to side with 
any organization, even one of the little dogs, won’t be easy, but in 
the end it’s all about what many jobs are about—figuring out how 
to provide what someone wants.

N2O is a nihilist. He doesn’t have any larger purpose behind 
his activities, or any system he wants to put in to replace existing 
systems. He simply wants things to be broken down. The runners, 
then, must figure out what to give the spirit who wants nothing. 
They could make a gift of Karma, making N2O stronger and better 
able to accomplish chaos, but that comes with risks (a stronger 
nihilist free spirit could eventually turn around and bite just about 
anyone in the ass), as well as a considerable cost in Karma.

Alternately, they could act as N2O’s eyes and ears. A free 
spirit can get himself into many places, true, but he can’t be 
everywhere. If the runners are able to give him information on 
things like important shipments of merchandise or the travel 
plans of high-ranking individuals in various organizations, then 
he might consider keeping an eye on one of the little dogs’ astral 
assets for a time. They’ll have to produce some good intelligence 
in advance, though, before he trusts them enough to make a deal.

Another option is subduing him. N2O is not an easy mark, 
but he’s not overwhelming. The runners could try to force him 
to do what they want—though that is not always the best way to 
guarantee loyalty when they’re not around.

PLot Point One

Riding with the King
Sometimes you take a run for the money, sometimes for the 

fame, but sometimes there are jobs you take on just because it 
sounds like a lark. When word comes your way that the Rome, 
Georgia, congregation of the First Church of Elvis is looking for 
help, it sounds like a good opportunity to go someplace warm and 
experience some southern hospitality.

The runners are requested to visit the church building 
in Rome, and when they get there the service is in full swing. 
Gamemasters should play up the weirdness of the ceremony—
young Elvises dance with older, jumpsuited Elvises, people sing 
old songs with voices full of religions conviction, and many of 
them twitch oddly when they sing as if they are in the throes 
of some strange ecstasy. They hope that the runners will be 
intrigued by this display and will possibly desire to learn more 
about the church.

Once the service is over, a oxford-shirt-and-jeans wearing 
impersonator approaches the runners and introduces himself 
as Elvis Johnson. He says that his group has been in a long-time 
dispute with the Gainseville congregation, and they were willing to 
deal with it internally, but the Gainseville church recently crossed 
a significant line. A wealthy and eccentric Elvis fan passed away 
recently and left a good portion of his estate to the Rome Church 
of Elvis. One item, though—a harmonica believed to have been 
used by the King—was recently stolen from the church, and the 
Gainesville church is the leading subject. The Rome church asks the 
runners to look into this and to get their item back if possible.

Lifting a harmonica from a church is not the most difficult 
job the runners have ever faced, but there’s a hitch—the brass reeds 
were made from an organ that had once been in a Templar church 
in Baldungan, in current-day Tír na nÓg, and the Templars want 
it back. In order to get the harmonica, the runners will need to 
beat the Templars to the punch. If they are successful in obtaining 
it, the next decision is whether they should turn it over to the 
Rome church or see if the Templars—or anyone else—will pay 
them more for it.

Use Templar Combat Mage (p. 147) for the Templars. Most 
members of the church should be low-level people, though the 
leader of the congregation is Awakened—used Street Shaman 
(see p. 147), adjusted with the King mentor spirit information 
in the sidebar.

Plot POint Two

Nipping at the Heels
The organizations mentioned in this chapter will never 

out-muscle the big boys like the Draco and Atlantean Foundations, 
so their best hope generally is to be faster and more nimble than 
they are. The Templars are after the harmonica, and that’s alerted 
the Order of St. Sylvester to the existence of the artifact. Since 
it has roots in a church, they suspect the item could be of use to 
them. They want to study it, and they are interested in acquiring 
it legitimately. They reach out to the runners (possibly before the 
harmonica is sold at the end of the first plot point) to express their 
interest in the item.
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group to Gaf, increasing his power and freeing him up to 
accept new initiates. She then began to covertly recruit new 
hermetic mages and adepts. With Gaf ’s help, she also began 
searching out additional sources of power and began funding 
arcanoarcheological digs in secret, hoping to uncover other ways 
to gain and increase the group’s power. 

In early 2072, a dig in Pueblo territory uncovered a book 
similar to the Book of Gaf. This one contained a ritual to contact 
another shadow spirit, this time a wraith known as Tak. With 
Gaf ’s blessing, LaGuardia successfully contacted Tak and entered 
into another pact, this one granting a unique variation of the 
Power Spirit Pact that granted initiates access to the spirit powers 
of Regeneration and Immunity to Normal Weapons making them 
virtually indestructible. While Gaf is willing to take whatever 
power is offered to it by the members of the cult, Tak is much 
more aggressive and demands death and violence from those who 
share a pact with it.

LaGuardia also found references to a third book as well, 
and has become much more active in the artifact hunt hoping to 
uncover it.

Organizations

Aleph Society
The Aleph Society claims to have been formed in 2056 under 

the guidance of magical self-help guru Dr. Michael Nickson. 
Nickson had the Book of Gaf, an item he claimed was a lost 
artifact of Atlantis, and that through its teachings he had unlocked 
the secrets of magic. The cult preaches that magic was something 
that everyone could learn to access, allowing the most mundane 
person to become a magician. The cult initially attracted a large 
number of followers who were intrigued by Nickson’s promises. 
The cults true power, however, came from its inner circle of mages 
and adepts who had burned out their magic due to cyberware 
implantation, stress, or other physical damage. Nickson preached 
that not only could the mundane learn magic, but those who had 
lost their abilities could reclaim it.

The secret behind the cult lay in the Book of Gaf, which is a 
tome that contained the ritual to summon up a powerful shade, a 
type of shadow spirit (p. 146, Street Magic). The inner circle of the 
cult is comprised entirely of hermetic magicians and adepts, all of 
whom have lost some or all of their magical abilities. They are all 
members of an initiatory group who have entered into a Shared 
Potency Spirit Pact, a pact unique to Gaf. Gaf is also able to give 
initiates whose magic had fallen to zero a single point of magic, 
giving them use of their abilities once more. Non-Awakened 
members of the cult are sometimes called upon to sacrifice 
themselves to the Aleph Initiates using the sacrifice metamagic, 
and members go willingly, believing that the sacrifice was a step 
along the path to Awakening (they very rarely kill members in the 
course of the sacrifice).

Gaf is very powerful, but it had its limits, and after a couple 
of years it began to refuse anymore pacts. Without the ability to 
grant new members power, the cult stagnated and stopped gaining 
new members. Nickson became frustrated and tried to force 
Gaf to accept new members again, and in 2069 Gaf convinced 
Sierra LaGuardia, Nickson’s chief lieutenant, and a former 
shadowrunning adept who suffered from cyberware addiction to 
take over the Aleph Society, sacrificing Nickson to the spirit in 
the process.

LaGuardia immediately moved to increase the society’s 
power. She began by sacrificing a number of the old initiatory 

Urgent Message.........

New Mentor Spirit: The King
The King is a performer, a showman. His follow-

ers love an audience, love being on stage, and dislike 
working in secret because they crave attention. 
Followers are almost always musicians and dancers, and 
are always members of the First Church of Elvis. They 
have had simple cosmetic surgery to look and sound like 
Elvis Presley, and they always dress like their King.

Advantages: +1 dice for Illusion spells, +1 dice for 
Health spells, +1 dice for Performance Tests.

Disadvantages: –1 dice to Combat spells, –10 
percent to all income (they always tithe 10 percent to 
their local church).

Urgent Message.........

The Aleph Society
Purpose: The Aleph Society recruits and trains 

burnout hermetics and adepts in their techniques in 
order to grow more powerful.

Members: 40
Strictures :  Attendance,  Bel ief,  Exclusive 

Membership, Exclusive Ritual, Fraternity, Limited 
Membership (initial Magic Ratting 4 or less and have 
suffered at least 1 point of magic loss), Oath, Secrecy

Resources/Dues: Low Resources. Most members 
support themselves or band together in small coopera-
tives and do magical freelance work to pay the bills.

Description and Customs: The Aleph Society is pri-
marily concerned with finding and training burnouts. 
At one time they also had a political agenda, but under 
Sierra LaGuardia this has been discarded. The group 
is now dedicated to growing in power, both through 
recruiting new members and finding additional ancient 
artifacts and tomes. While they have thus far been 
acting in secret, the members of the inner circle are 
becoming more and more violent, no doubt influenced 
by Gaf and Tak.
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Order of St. Sylvester
In 2024 Pope John XXV released In Imago Dei (“In the 

Image of God”), a set of doctrines designed to deal with the 
Awakening, the emergence of metahumans, and the rise of magic 
and spirits. The most important doctrines stated that metahumans 
had souls and could be saved, that magic was not evil but was 
instead simply a tool, and that while spirits were not evil they 
touched on too many areas of faith, so the conjuring of them was 
limited to only those individuals the church approved. While 
magic is an irrefutable part of the Sixth World, the church wanted 
to study it and be very careful in how it dealt with something that 
had been deemed heretical for so many centuries. So in 2025, the 
Order of St. Sylvester was founded.

The mission of the Order of St. Sylvester is to study magic 
and help members of the Catholic Church deal with it. Composed 
almost entirely of hermetic magicians (though there are a few 
members who are shamanistic in nature, including several who 
claim to have angels or saints mentoring them) and adepts, the 
Order steps in to help members of the church who Awaken learn 
to cope with their new power and find ways to use their abilities 
responsibly. They are also the first line of defense against any 
magical or supernatural threats against the Church. 

The emergence of pre-Fifth World artifacts has raised a 
large number of questions with regards to Church history and 
doctrine, and the order has recently been given an additional task 
of studying and researching these artifacts to determine if they 
pose a danger to the Church and to figure out how they fit in 
with their view of God. The order has also begun offering its help 
to contain and dispose of artifacts that turn out to be dangerous. 
The main group of Sylvestrines who lead the investigation into the 
Atlantis artifacts is based out of Zurich, Switzerland, and is headed 
up by Bishop Andreas Gottschalk.

Order of the Temple
The Order of the Temple, also called simply the Knights 

Templar, is a splinter faction of the Order of St. Sylvester as 
well as a resurrection of the ancient Knights of the Temple of 
Solomon (the original Templars). After the Euro-Wars when 
Italy fragmented, the Vatican quickly scrambled to reclaim as 
many of its ancient Papal States as possible. The church decided 
that it once again needed a military, something it hadn’t had in 
centuries. The Order of the Temple was designed to be a secret 
military, hidden from the world and operating in secret. It used 
the Order of St. Sylvester as a smokescreen and a cover, operating 
from within the ranks of an organization that was very public and 
generally regarded as trustworthy.

Eventually the truth about the Templars came out as they 
grew bolder and bolder. Following several public incidents in 
the early ‘60s, the Holy Roman Church officially chastised and 
sanctioned the Templars, and many believed they were disbanded. 
In reality, they were simply reined in and put on a short leash, their 
activities once again confined to the shadows. During the conflict 
between Aztlan and Amazonia in Bogotá, the Templars have 
once again become more active. Their primary goal is to expand 
the Church’s influence, though their fanatical nature also leads 
them to directly fight anything they consider heresy as well. The 

Urgent Message.........

Gaf and Tak
Gaf and Tak are unique and powerful free shadow 

spirits. Gaf is similar to a shade and Tak is similar to a 
wraith, but there are differences as well. The exact Force 
of the spirits is left to the gamemaster’s discretion, 
though something in the Force 12 to 15 range would be 
appropriate. They possess all the powers and abilities 
that a free shadow spirit would have, but they also have 
several unique abilities as well.

Grant Magic: If an initiate attempting to undergo 
Initiation has a magic rating of zero, but previously had 
the ability to cast magic, both Tak and Gaf can sacrifice 
a point of Force to raise the Initiates magic rating to 1. 
This makes the spirits “hungry,” and they often demand 
donations of Karma from the initiates, a Sacrifice from 
the Aleph Societies followers, or (in the case of Tak) acts 
of extreme violence for it to use its Drain Energy power 
through the initiate.

Sacrifice Energy Drain: Gaf does not have the normal 
shadow spirit power of Energy Drain (p.  148, Street 
Magic). Instead it can absorb the pain of the sacrifice 
metamagic (p. 139, Street Magic). It gains 1 Karma for 
every physical box of damage done to a metahuman 
participant. Usually the sacrifice requires a willing par-
ticipant in the ritual who is hurt but not killed, though 
Gaf has required exceptions on rare occasions. 

Violence Energy Drain: Tak has the normal shadow 
spirit Energy Drain power (p. 148, Street Magic) but can 
only utilize it through initiates (using his Shared Power 
pact) who commit acts of violence, torture, and murder. 
For every physical box of damage the Initiate deals, Tak 
can draw 1 Karma from the victim.

Shared Potency: Gaf has the ability to enter into a 
Shared Potency Spirit Pact with Aleph Initiates. This 
pact is similar to the Magic Pact (p. 108, Street Magic) 
and allows an Initiate to temporarily increase his magic 
attribute by half of Gaf’s Force.

Shared Power: Tak has the ability to enter into a 
Shared Power Spirit pact with Aleph Initiates. This pact 
is identical to the Power Pact (pp. 108–109, Street Magic) 
and allows an initiate to access one of Tak’s free spirit 
powers. Tak’s full list of powers is up to the gamemas-
ter’s discretion, but Regeneration should be included.

Shared Pact Limitations: Both Tak and Gaf have a 
limit of how many initiates he can be actively share with 
at any given time. Any turn that the initiate taps into 
the Shared Potency or Shared Power, he must make an 
Edge (1) test. If he fails this test, he cannot access the 
ability for this turn. If he glitches the Edge test, he loses 
all magical ability for the turn. An Initiate may call on 
both Tak and Gaf in the same turn (this is a free action), 
but must make a separate Edge test for each pact.
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his faction the Church of the Dragon Reborn and he is a lot more 
aggressive and in-your-face than Dragonson. 

Both groups have an interest in any artifacts that may have ties 
to the dragons. Dragonson is peacefully trying to obtain artifacts 
for study, believing they will lead to a greater understanding of 
Dunkelzahn and his sacrifice. Morningstar, however, has begun 
preaching that the artifacts rightfully belong to Ghostwalker, and 
has been actively seeking them out, even going so far as to hire 
shadowrunners. 

Knights of the Dragon
One of the earliest elven infants born following the 

Awakening, Michael Howard was a child of wealth. His parents 
had gotten rich in the computer and tech market at the turn 
of the century, and investments in the companies that would 
eventually form Ares led them to become one of the richest 
families in the UCAS. Michael continued his family interest 
in technology and invested heavily in numerous bleeding-edge 
cybertechnology firms. Born mundane, he believed that mankind 
could use technology to transcend their limitations. He also had 
a deep spiritual side—he was an active member of the Church of 
the Dragon and was one of the founding members of the Seattle 
crèche.

In September 2068, Michael was overseeing testing at one of 
the companies he worked with when a catastrophic failure caused 
a prototype to explode. He was critically injured in the explosion, 
requiring massive cybernetic reconstruction of his shattered body. 
His mind, however, didn’t recover so quickly, and he lapsed into a 
coma for the next three years.

appearance of so many so-called Atlantis artifacts has spurred 
the Templars to take action, since many claim these predate 
Christianity and the Catholic Church. 

Children of the Dragon
The Children of the Dragon started out as a cult that sprang 

up following President Dunkelzahn’s assassination in 2057. It 
was founded by David Emerson, who changed his last name to 
Dragonson when he launched his new sect. He claims to have 
been mundane, but following Dunkelzahn’s death he Awakened 
as a full-fledged magician, becoming a shaman and one of the first 
followers of a new totem, Dragon.

The cult preaches that Dunkelzahn was a divine being, and 
that he sacrificed himself for the good of mankind. Their churches, 
called crèches, preach peace, harmony, and brotherhood. The first 
and largest of their crèches is on Prince Edward Island. The cult 
was fairly small until 2061 and the return of Halley’s Comet. The 
chaos of that year drove many to seek a higher power to make 
sense of the changes that swept the land, and membership in 
the Children of the Dragon skyrocketed. Crèches were founded 
across the UCAS and the world. 

The appearance of Ghostwalker from the astral rift in 
DeeCee caused a schism in the church, however. Joshua Keller, 
who changed his name to Joshua Morningstar, was an influential 
leader in the Children of the Dragon, and after Ghostwalker 
appeared he fell into a coma for three days. When he awoke, he 
began claiming that it was Ghostwalker and not Dunkelzahn who 
was the true savior of humanity, and he began to urge his followers 
to worship the white wyrm. Based in Denver, Morningstar calls 
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Characters

N2O
Free spirit of man

N2O believes in chaos. Chaos was the starting point of the 
universe and it will be its ending point, and he sees anything in 
between as an aberration. He attacks order and organization 
because it’s unnatural, and also because it’s fun. His outlook may 
seem grim, but N2O is anything but. He is laughter, cheerfulness, 
and a regular stream of practical jokes. It’s just that behind the 
jokes, there is nothing.

B A R S C I L W M Edg Ess Init IP
7 6 8 4 6 6 6 6 6 6 6 12 2

Astral Init/IP: 12/3
Condition Monitor Boxes (Physical/Stun): 12/11
Movement: 10/25
Qualities: Magician
Skills: Assensing 6, Astral Combat 6, Dodge 6, Perception 6, 
Spellcasting 6, Unarmed Combat 6
Powers: Accident, Astral Form, Banishing Resistance, 
Concealment, Confusion, Enhanced Senses (low-light, thermo-
graphic vision), Guard, Influence, Innate Spell (Mass Confusion), 
Materialization, Psychokinesis, Sapience, Search
Spells: Chaotic World, Control Emotions, Entertainment, Mana 
Barrier, Orgasm, Stunbolt

Upon awakening, Michael immediately called a meeting of 
the leadership of the Seattle crèche. During his coma, he claimed 
to have contacted the spirit of Dunkelzahn. Dunkelzahn awoke 
latent magical talent within him and revealed that he would 
return some day—the dragon, according to Michael, would some 
day be reborn into not only flesh but also machine, just as Michael 
himself had been. Cybermancy, the fusing of machine and magic, 
was the answer Michael said he had been given to the question of 
how Dunkelzahn would return. 

The crèche leadership scoffed at Michael, but his message 
attracted a small following. Changing his name to Michael 
Wyrmcaller and declaring his followers to be Knights of the 
Dragon, he has dedicated his sect to the pursuit of magical and 
cybernetic perfection. Using his vast wealth, he has each of his 
Knights upgraded with delta-grade cyberware. Each knight strives 
to be worthy to one day earn the right to undergo cybermancy, 
which Wyrmcaller claims is the highest state of metahuman 
perfection. Neither Morningstar nor Dragonson are happy with 
Wyrmcaller’s actions and have denounced his sect, but thus far 
the Knights of the Dragon are small enough that neither feels it 
necessary to take action against him yet.

The Knights are also searching for a way to locate and 
summon the spirit of Dunkelzahn, which Wyrmcaller believes 
is lost on the astral plane. He is also researching ways to use 
cybermancy in dragons, and he has procured a dragon corpse 
that he keeps cryogenically frozen. He claims it’s a great dragon 
corpse, though in reality it is simply the corpse of an adult western 
dragon. The Atlantis artifacts are targets for the Knights as they 
represent vast and ancient power. Like the Children of the Dragon, 
the Knights believe that the artifacts have a connection to the 
dragons, and Wyrmcaller hopes to use this connection to locate 
Dunkelzahn.
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Metaplanar shuffle
Posted by: Ethernaut

There are more and more people every day who seem 
interested in anything that may be tied to telesma, and that does 
not stop here on Earth. There is a particularly active region of astral 
space in western New York that has always been a bit different. I’ve 
visited the area repeatedly over the years, but there is something 
disturbing about activities now. The spirits that reside in the area 
have become more hostile both to each other and to metahumans 
visitors. As much as it pains me to say this, the metahumans seem 
to have brought this upon themselves. The big magical institutions 
have all stepped up their activities, but instead of getting what they 
want the spirits have cannily led them around in circles. So consider 
this briefing from the ASPS to be wise, but also understand that it 
serves as fair warning.

// upload Uniformat text file :: user Ethernaut :: 05/01/73 //
To: Office of the Executive Director, Astral Space 

Preservation Society
From: Jasmina Siegel ThD

Subject: Western New York Metaplanar Nexus, aka “Burned-
Over District”

Ever since metahumans learned of the metaplanes, magicians 
have traveled the planes that intersect at and correspond to this 
particular region of the UCAS. Because of the area’s historical 
significance as a site of religious and mystical evangelism and the 
creation of different types of worship and interpretations of the 
Bible, the area has drawn both devotees to the belief that magic 
and God work hand-in-hand. It has also, however, attracted a 
number of people who want to use this correlation as a cudgel to 
bludgeon each other with the belief that magic is evil, or that God 
is just another relatively insignificant magical figure. Meanwhile, 
astral explorers are excited by the idea of metaplanar intersection 
and have spent years studying the situation as a means to increase 
their understanding of the rest of the metaplanes. The Astral Space 

Preservation Society opened our office in the Hudson Valley in 
early 2059 specifically to protect the astral and metaplanar space 
as more and more people felt compelled to visit the area.

It will never be known for sure, but the history of the area that 
has been known as the “Burned-Over District” and the “Psychic 
Highway” has been one of auspicious movement of people and 
ideas during a time when that movement was already rather high 
in the early United States. As an area for western expansion, and 
later one of exploding commerce due to the Erie Canal, people 
have long passed through this area on their way to the rest of 
the continent. This made it ripe for the exchange of ideas from 
itinerant preachers who drew the attentions of people especially 
open to the next new idea. It also served as an area pivotal in the 
creation and evolution of Christian sects from the Shakers and 
Seventh-Day Adventists to the Latter Day Saints. Free ideas were 
not limited to just Christian religion, as ideas based in European 
mysticism and Egyptian, classical, and pagan beliefs took hold in 
communities where aspects could already be seen in the Catholic 
faith or the Freemasons. That latter group held sway as a political 
force for a time until a rising Antimasonic movement took them 
on, deriding them for being a symbol of political corruption. The 
area spread the temperance and abolition movements, and utopian 
communities arose and fell based on all manner of political models 
(such as socialism). Some even engaged in free-love ideas the 
country would not see again for over a century.

The mysticism that ran through the area came from people 
such as the Mesmerists and Swedenborgians like George Bush 
(a distant relative of the eventual United States presidents), as 
well as spirit mediums like the Fox Sisters. Local lore has always 
been a part of the fabric of everyday life, and it’s even more so 
now—the Headless Horseman is no longer a tale but a known free 
spirit roaming the region. This lore includes ideas of pre-Iroquois 
occupants (which has drawn the attention of groups like Warpath) 
ranging from pre-Columbian Masonic colonists to a reputed 
lost tribe of Israel, and the relatively new idea that there existed 
a pre-Awakening community of spirits that was somehow wiped 
out or exiled by the Iroquois. After the Awakening, people seized 
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cependant, en raison d'un verrou placé sur la pièce par un 
esprit puissant il y a longtemps. La clé pour déverrouiller l'objet a 
été laissée entre les mains d'un groupe d'esprits qui avaient 
voyagé jusqu'à ce qu'ils s'installent dans un espace métaplanaire 
isolé lié à la région de la vallée de l'Hudson à New York. Au fil du 
temps, tout ce qui les a poussés à choisir cet endroit a attiré des 
colons humains: d'abord les Iroquois et plus tard les Européens 
poussant vers l'ouest depuis New York. D'autres métaplans ont 
commencé à se former, reflétant les changements de l'espace 
physique et astral au fur et à mesure que la région était 
transformée. Lorsque la magie est revenue, les impressions 
astrales les plus fortes de la région sont venues du début du XIXe 
siècle, quand une vague d'activités religieuses et de foi a conduit 
la région à être appelée le district brûlé pour refléter les flammes 
de la croyance qui balayaient la région.

C'est là que les runners entrent en jeu. Tous les principaux 
acteurs qui auraient intérêt à découvrir la connexion des avions à 
ces artefacts et à d’autres activités et perturbations magiques 
concomitantes sont là depuis assez longtemps pour que les 
esprits ne les accueillent plus particulièrement. Les personnes 
ayant des liens avec les principales institutions magiques sont 
toutes considérées comme “corrompues”, et bien que certains des 
esprits aient accueilli favorablement l'opportunité d'interagir 
avec les visiteurs méta-humains et éventuellement de gagner 
quelque chose de la part des visiteurs méta-humains

iew
Le disque de Phaistos est peut-être le plus curieux des 

quatre artefacts majeurs sur lesquels on s'est disputé ces derniers 
temps. Alors que les trois autres définissent clairement leur 
objectif métaphorique comme des éléments de navigation 
astrale, le disque ne suggère pas nécessairement un objectif de 
navigation particulier, encore moins un objectif magique/astral. 
En l'occurrence, le disque est multifonction. Une partie de son 
rôle est d'être un guide pour débloquer les pouvoirs des autres 
artefacts, mais il sert également de chronomètre astral qui 
permet à l'utilisateur de conserver une impression du temps et 
du timing dans l'espace astral, y compris les métaplans. Il peut 
également être utilisé pour mesurer le temps nécessaire au 
déplacement des avions par rapport à l'espace astral et à la terre. 
Le disque Phaistos suit ce que l'on appelle le temps moyen 
astral, qui, selon la navigation astrale, est la longitude qui coupe 
la convergence de la ligne du dragon à Aberdeen, Hong Kong 
entre les deux pôles: Ayer's Rock et le site de convergence des 
plans de la terre, le feu, l'eau et l'air.

En tant que métaphore de navigation pour la mesure du 
temps, le disque est utilisé pour déterminer la longitude astrale 
en conjonction avec les autres artefacts. Le disque Phaistos a été 
rendu inopérant à cet égard, 

Incom
ing...............

on these ideas, and their ideas of the relationship between magic 
and past stories and experiences has led to a world where magic is 
used to reflect these and other realities (though which cart came 
before which horse in this relationship is unclear).

There happens to be a metaplanar nexus that exists over 
the area where worlds reflect these realities. One such plane has 
spirits appearing as shades of a muddle of 18th and 19th century 
archetypes. Figures who have come to exhibit these different effects 
for visitors, and they have developed an enterprise of providing 
visitors with “real” mystical experiences. Others reflect aspects 
of pre-Columbian Native American Iroquois and other tribal 
societies. These are all different sections of what is believed to be 
one part of the plane of man. Planes touch on the shifting nature 
of nature, where something like an ethereal Erie Canal actually 
intersects and moves people through “time” and “space” to parts of 
the arboreal and flora planes. There is also a deeply haunting “wild” 
plane we have sought to protect from others—and to protect 
others from. It is a dark wood, a reflection on the old belief of wild 
nature as being unholy and evil. It is not clear whether that realm is 
inhabited by shadow spirits, or simply wild and mischievous spirits 
(likely to include fey folk), or even if it’s a collection of spirits who 
just figured out how to scare us into action. It has worked, and we 
have been in cooperation with certain authorities because it seems 
prudent to leave the area as it is for now.

>	 I know there is a story of a Seneca leader, Red Jacket, who wore 
what are considered Masonic symbols before he should have 
encountered anyone who’d dare to show them to an Indian. I posit 
that if the area has been the sight of pre-Awakening magic that 
perhaps he encountered those symbols not through shifts in time 
but in metaplanar space. 

>	 Axis Mundi

>	 So because time and space work differently on the metaplanes, he 
could have encountered them on the metaplanes by experiencing 
something or someone associated with the Freemasons?

>	 Haze

>	 Indeed.

>	 Axis Mundi

>	 There are interesting pools of mana in astral space, but most areas 
like this tend to have or develop special geomantic identities. This 
area, however, is just chaos. Nothing sustained itself long enough 
to link things like burial mounds or routes other than the main 
“Psychic Highway” that follows Route 20 through the area as it 
crosses North America.

>	 Jimmy No

>	 I saw an old windup clock in my dream last night. A pale white 
hand inserted an ancient key to wind it up, and the clock began 
to run. I could sense something was not right with the clock, but 
I don’t have the technical skill to recognize what that feeling 
meant.

>	 Arete

>	 Did anyone notice that the old US Route 20, the “Psychic 
Highway,” has its western terminus in the heart of Tír Tairngire? 
After crossing the continent you can veer onto Route 97 at Bend, 
PCC, and head south to Crater Lake. It’s not perfect, but it’s damn 
close after thousands of kilometers. Just make sure you get off 
Route 20 before you hit Corvallis, a.k.a. Ghost Town.

>	 Turbo Bunny
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been discovered and shut out. It is also something the runners 
may notice as they travel through the planes. Spirits may know 
or become more aware of the runners’ more interesting astral or 
magic-based adventures, and react in varying ways.

The Phaistos Disc is important to this run. If the runners 
took part in Dawn of the Artifacts: Darkest Hour, having that 
experience will alter the spirits’ perception of the runners. Spirits 
will treat them differently (generally in a favorable way) since they 
have been in direct contact with the disc. If the runners investigate 
Giulia and try to trace back the origin of the job, it appears that 
she has been working closest with Manadyne, Lone Star, and 
SpiriTech. All of these companies have studied the area, but like 
the larger firms they are also not particularly welcome within the 
metaplanar nexus.

Plot Point Two

There is no shortage of intrigue among the various factions 
already present in the area. There is also a much more pressing 
issue: Getting into the metaplanes. Giulia directs the runners to 
visit the town of Niskayuna, which is one of the areas where the 
divide between the mundane and astral planes is weakest. Across 
the area, there are “weak spots.” Astral rifts to the metaplanes 
exist around the area, and they appear similar to the way the 
countryside looked in the late 18th and early-19th centuries, when 
the area was at the height of its influence. In fact, some spirits and 
many magicians have come to make the area a sort of tourist trap 
where mundanes can experience the more peculiar effects of the 
transcendentalism and mysticism that swept across the area. This 
is a place where people can and do come to commune with spirits, 
experience trances and inhabitations, go on limited “vision quests,” 
and if one is willing to find the right person and pay the right price, 
to experience the higher mysteries of the metaplanes.

The problem is not finding a rift or a free spirit offering 
passage—there are plenty of them. Rather, the difficulty comes 
from the fact that the spirits are being monopolized. Initiates 
(and their less-capable assistants) from the major thaumaturgical 
research institutions have become more active in the area, and 
their activity has closed off a number of spirits and rifts because 
they want to limit the spirits that are around. They especially 
want the spirits that show up to be ones loyal to them and their 
goals. Their control over access puts the runners at a disadvantage, 
especially if they have any reputation or notoriety that is going 
to make them targets for magicians and mundane watchers. Each 
of the big groups like the Atlanteans and Apep have hired teams 
to try and throw the spirits off their trails, so they are looking 
to recognize and co-opt any strangers who fit the profile of a 
shadowrunner team.

This is to its core an espionage mission with a MacGuffin 
hunt. If the runners have gone through the Dawn of the Artifacts 
runs, especially Darkest Hour, they might get some help. Due to 
the favorable impressions many spirits have of those who have 
contacted the disc, some of them might be willing to help get 
them into the planes.

This is where the runners will meet Abobo and Stands-in-the-
Rain. Both free spirits are massive “personalities” in different ways. 
Abobo will approach the runners, especially if they are having a 

(ce “quelque chose” étant du karma), il n'y a aucune chance 
que quelqu'un avec la viciation des fondations Draco ou Atlante, 
du Consortium Apep, ou des sociétés comme Manadyne, 
Aztechnology ou MCT sera toléré dans le cadre des activités 
spirituelles réelles de la région. Même certains esprits que ces 
institutions ont recrutés ont été expulsés ou autrement 
neutralisés d'agir au nom de ces groupes.

En fait, il y a des siècles, la formule qui sert de “clé” pour 
déverrouiller et activer le disque Phaistos a été emportée à travers 
les métaplans par un méta-humain inconnu qui n'a jamais 
terminé le voyage. Les esprits l'ont, au fil du temps, déplacés 
jusqu'à ce qu'un groupe décide de s'installer dans cette partie des 
métaplans. Alors que les humains enflammaient l'espace astral 
correspondant à l'espace physique, la zone est devenue un lien 
pour d’autres plans similaires qui ressemblaient de plus en plus au 
monde humain et aux idées que les humains avaient sur cette 
partie de la Terre. Pour sauvegarder ce qui semblait être un 
élément critique de telesma, quelque chose qui pourrait aider à 
mesurer le passage du “temps” ainsi que certains mouvements et 
fluctuations métaplanaires et de mana, les esprits l'ont caché dans 
le temps et l'espace. Pour récupérer la clé, il faut réaliser un 
ensemble d’étapes spécifiques pour accéder aux bons plans et 
prouver que l’on est digne de posséder cette clé. Les runners 
doivent prouver qu'ils ont une bonne compréhension du temps, 
de la foi et de la sagesse. En même temps, ils sont poursuivis par 
d'autres, l'un secrètement et l'autre par tromperie, qui ont besoin 
de cette clé pour leurs propres fins.

PLoT PoINT oNE
As the adventure begins, Ms. Johnson approaches the 

runners. She is actually a fixer who is being used as an intermediary 
between the runners and their employer, Manadyne. If the 
runners do a search on her, they will find that she goes by Giulia 
Bowdin, and she specializes in magic-focused activities: 
kidnap a magician, find a talisman, extract some telesma, or 
recover a formula in the metaplanes. She does not, however, 
hire for jobs within the Seattle region. While she is a mundane 
human, she can discuss even the most esoteric magical theories 
and studies. Giulia meets the runners at an independent coffee 
shop in Auburn and makes them a fairly lucrative offer. For 
ten thousand nuyen each, the group has to travel to central 
New York and make their way into the metaplanar nexus. From 
there, the runners are to find a “key,” a spell or spirit formula of 
sorts that is important to the proper use of the Phaistos Disc.

In most instances, the runners will probably not have any 
significant taint on them that is connected to the individuals 
most unwelcome in these planes. On the other hand, there is the 
possibility that the runners have been around long enough that 
they have accumulated the presence of many of these groups to 
the point where there is nothing to discern one type of influence 
from another. If the players are very active or if they perform this 
job after having completed many of the other adventures in this 
book, the spirits will have heard about their adventures. Even in 
the metaplanes gossip travels faster than light, and doubly so in 
this area. As in history, where the passions of faith were inflamed 
by the rapid distribution of information, information within 
the planes is important and widely distributed. This is part of 
the reason why so many metahumans and their spirit allies have 
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hard time trying to work with a particular spirit, or if they come 
into conflict with some institution’s security people, and offer 
them a hand. He is a rather gregarious and dominant spirit of man 
from Texas, and he lives that exaggerated persona to the fullest. 
He is a known quantity, in that he works for Lone Star. The fact 
that he works for Lone Star, however, might be a negative for most 
runners, as they likely don’t have the best relationship with the 
police corporation.

Stands-in-the-Rain is another matter. He may approach the 
runners and offer information, but he will not serve as a gateway 
to the metaplanes. He is an overwhelming presence whose form is 
earthen, but who radiates an aura of elemental struggle and force 
of will. Most magicians and spirits don’t really know just what it 
is that Stands-in-the-Rain wants. His information is good, and he 
will do enough to be useful (whereas Abobo can get the runners 
into the metaplanar bar brawls), but he often gives the impression 
of holding something back.

Plot Point THree

Once the runners are in the metaplanes, the first stop is a 
reflection of the most active time, the era from which the area 
gets its name. This plane’s activities are reflected in the high 
concentration of spirits of man and guidance that want to study 
or experience the world of metahumanity. For the most part 
this plane is a reflection of the time, and so spirits will take on 
the appearance of (typically Caucasian) humans like those first 
or second-generation Americans who were living or traveling 
through the region. Some spirits take on other appearances, but 
there is an understanding that is not the norm. If the runners 
encounter a “person” who seems out of place, they may not even 
be from this metaplane. There are Hermetic spirits visiting from 
elemental planes, and spirits with a religiously-inspired motif who 
are also curious about the area as a crossroads: spirits that look like 
angels, demons, ancient Egyptian and Greco-Roman gods, and 
even a couple of Aboriginal animal spirits who keep to themselves.

The runners’ mission is to find their way to the key, which 
means this part of the adventure is about legwork. There is 
a general hierarchy to the area where the most powerful and 
knowledgeable spirits oversee the plane and serve as leaders and 
adjudicators. They are responsible for the general edict against 
dealing with the Atlanteans in particular, but also the other major 
firms. They do not trust these large groups for various reasons 
that aren’t necessary to the mission. Rumors will abound among 
locals and visitors about ancient grudges between the spirits and 
old masters. There is also a sense that the Atlantean and Draco 
Foundations have never sent anyone to their council who has 
proved worthy.

Upon reaching the metaplanar mirror of the village of 
Penn Yan, the runners will be confronted by this council. The 
group enters a slightly surreal version of a village meeting house 
containing seven spirits, one each of man, guidance, fire, plant, air, 
water, and task (all Force 5). The spirits will test the runners, giving 
them a decent number of chances to pass. The spirits demand a 
test of wisdom, faith, and determination. The questions are meant 
to test their allegiance, their understanding of the gravity of their 
search, and their understanding of what the spirits seek to achieve. 
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agitators have sought to disrupt the relative calm of the plane, 
and it isn’t helping anything that there are metahumans and 
foreign spirits intruding. He says he appreciates the runners task, 
though he believes that their search has provoked the increase 
in activity.

In return for their assistance, he will lead them through 
the subterranean labyrinth to the appropriate metaplane, which 
is guarded on both sides because of concerns of metahuman 
presence to that plane. He cannot, however, wage a war and 
help the runners at the same time. As a sign of good faith, the 
runners can help gather information on the attackers and later 
help him make a stand at Hill Cumorah. There is supposedly 
an encampment near Keuka Lake and another on the shores 
of cross-planar “Erie Canal.” Simple reconnaissance would be 
of use, but Crimson Sun would be especially grateful for any 
combat assistance at Hill Cumorah or against the forces at 
Keuka Lake.

Abobo, if he is with the runners, will offer assistance to sneak 
through the area. He can infiltrate the area using his powers. The 
runners, being human, are outsiders, which ostensibly makes 
them neutral. The characters can sneak around, or they can 
attempt to con and deceive the occupants as to their intentions. 
What they will find is that Crimson Sun is almost the polar 
opposite of the spirit council. He is xenophobic and belligerent, 
and he does not brook the idea of new spirits encroaching on 
his land. The community at Keuka Lake is a group of spirits of 
an indeterminate possession tradition who simply want to find 
a peaceful place for themselves, but who were driven from the 
first metaplane and are afraid of most of the others. The people 
on the banks of the cross-planar canal are a team of metahuman 
mages from the ASPS. They don’t mean any harm, but they also 
have not shown proper tribute to Crimson Sun or anyone else 
on this metaplane. 

That isn’t to say the threat Crimson Sun is worried about 
doesn’t exist. There are spirits and metahumans affiliated with 
the Black Lodge and the Apep Consortium who first arrived as 
treasure hunters looking for spirit formulae and arcanae buried 
within the burial mounds and tunnels of this plane. Since the 
confrontation with Crimson Sun, they have been attempting 
to undermine him and other spirits. Stands-in-the-Rain knows 
this, and has chosen this site to hinder or even put an end to the 
runners by covertly meeting with Crimson Sun and providing 
limited evidence that paints them as double agents. The runners 
have to convince Crimson Sun otherwise, and perhaps offer to deal 
with these intruders beyond the metaplanes. The spirit council 
sent them to him to stop a war, not assist in escalating it. If the 
runners cannot convince Crimson Sun, then Stands-in-the-Rain 
will approach them later and say that he heard of their misfortune, 
presuming the runners do not know he was responsible. He will 
offer to guide them to the next metaplane, but for a price. Abobo, 
by contrast, will take the runners’ side every time, but if it comes 
to a confrontation between him and Stands-in-the-Rain, the 
decision is simple—Stands-in-the-Rain can take them to the next 
plane; Abobo cannot. 

The journey through the labyrinth set of tunnels and 
chambers is one that defies any known physics on Earth. There 
will be blind spots, three-dimensional movement, improbable 
geometry, and flat-out deceptive walls and structures that are not 

Mechanically, these are Teamwork Tests (see p. 65SR4A,) with a 
threshold of 6 each against Intuition, Willpower, and Logic. The 
spirits will allow two chances to retry. As a matter of roleplay, this 
is a serious endeavor. The spirits want to know what the characters 
truly believe in, and how much they are willing to compromise 
versus how much they are willing to be open. That has been the 
failing of the Atlanteans and Black Lodge, especially in that they 
have not shown any moral or dogmatic flexibility. It is a matter 
of their belief in themselves, in each other, and in their world. 
Characters with certain biases should be confronted about them 
directly, and it may affect the threshold at the gamemaster’s 
discretion depending on the severity and type of bias. On the other 
hand, if runners manage to make a particularly strong argument to 
the spirits about how intuitive, strong willed, or logical they are, 
allow them bonus dice on the relevant test.

There is another component of this mission. This is a matter 
of espionage in a way, and the spirits appreciate knowledge of the 
outside worlds. None of them have seen the Phaistos Disc, but 
they know of it. If the characters are willing to divulge knowledge 
of it, or seek out knowledge from the mundane world about the 
disc, the spirits are willing to take that into consideration. They 
also appreciate the exchange of new ideas, and not simply matters 
of magical or religious theory. Characters who are willing to 
participate in such exchanges would be benefited by a reduction 
in the threshold of the test. The spirits appreciate mental flexibility 
and wisdom more than hardness of dogma and certainty.

Karma may also be valued by the spirits. Metahuman spies 
have been spreading it around the metaplanes recently, and some 
spirits wouldn’t mind a taste. Note, however, that element-based 
spirits are insulted by such offers.

Once the spirits are satisfied, they will provide a map and 
access to a gateway to the next metaplane. If the characters are 
unable to convince the spirit council, there are alternatives. Other 
spirits, or even a rogue member, will help them get to the next 
plane without any guidance. Doing so, however, incurs the 
displeasure of the spirits on their return, and emboldens Stands-
in-the-Rain to become more belligerent against the runners even 
if he is helping them.

Plot Point four

The next metaplane reflects the17th century Iroquois lands 
and contains a group of spirits who take on more animistic or 
floral forms. There are also spirits who don’t adhere to the plane’s 
motif and who are either visiting or have simply resisted the 
urge to assimilate. Some are emigrés from other metaplanes who 
have taken residence here. It is a large plane, and there are also 
metahumans in the area.

The guidance left by the spirit council directs the runners 
to a community near Lake Cayuga. Along the way there should 
be a growing sense of unease among bystanders. Other spirits 
ignore or run from the players. Once there, the runners meet a 
chief with a strange collection of Iroquois symbols and inverted 
or defaced Masonic symbols, as well as symbols from other faiths, 
e.g. different crosses, ankhs, ancient Greek lettering, etc. The 
chief, Crimson Sun (Force 6 guardian spirit), tells the runners 
that there is a conflict within the plane. Internal and external 
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reluctantly hands them the key and sends them directly back to 
Earth, where Abobo is waiting.

PLOT POINT SIX

Once the runners are back in Western New York, Abobo is 
the first face they see. He congratulates the runners, and seeks to 
get at least an impression of the key from them. It is not a physical 
item, but rather a very polished, translucent blue stone, oval in shape. 
Even in mundane space there is a sense of movement within the 
stone. By assensing the key, Abobo is able to get an impression of the 
formula, which is what he has been after the whole time. The idea 
is that a figure like Frosty or someone else may want it to safeguard 
the true nature of the disc. Abobo, however, has been in league with 
other forces—forces that have or may soon possess the disc.

Even once he has learned the formula, Abobo would prefer 
to have the stone. He makes a counteroffer of between 125-150 
percent of the amount Giulia offered, with a reminder of what he 
does and who he works for. Given everything that has transpired, 
this can lead to Abobo becoming an enemy of the runners. On the 
other hand, he can simply have a Lone Star SWAT team or two on 
hand to attempt to take it from them by force.

People

Delduwath
The spirit has no gender identification. It appears only 

within the Court, and does so as a massive black tree made of 
shining petrified wood, veins of blackened sap, and pulsing with 
the erratic movement of something that does not need to move, 
breathe, or exist in any way with which metahumans are familiar. 
When it changes forms, it does so to fit its nature, but also to fit 
the circumstances. It will take on a slightly smaller humanoid tree 
form, or it will become an emaciated, bone-white human. Being 
a creature that sustains itself and grows thanks to the fears and 
thoughts of metahumans, it has developed an interest in them 
(though if asked by its subjects, it would deny such a thing). It 
enjoys probing the minds of its victims and testing all of their fears, 
common reactions (hence the Accident and Confusion powers), 
and beliefs instead of just going for the obvious kill. 

B A R S C I L W Edg Ess M Init IP
12 10 13 10 10 10 10 10 10 10 10 23 2

Astral INIT/IP: 20, 3 
Movement: 10/25 
Condition Monitor Boxes: 14/13
Armor (B/I): 20/20
Skills: Assensing 10, Astral Combat 10, Con 10, Dodge 10, 
Intimidation 10, Perception 10, Unarmed Combat 10
Powers: Accident, Astral Form, Banishing Resistance, Confusion, 
Engulf (as Guidance Spirit, p. 100 Street Magic), Energy Drain 
(Karma, LOS, Stun damage; see p. 148, Street Magic), Fear, 
Immunity (Age, Pathogens, Toxins, Normal Weapons), Influence, 
Magical Guard, Materialization, Mind Link, Mutable Form, 
Sapience, Shadow Cloak, Silence, Storm

what they seem—all designed to defeat metahuman presumptions 
of space. In fact, the threshold between the metaplanes is a 
chamber where the runners have to take a “leap of faith” into a 
tiny pool that ejects them upside-down into what seems like outer 
space until they realize that they are within a copse of pitch-black 
trees with bioluminescent leaves.

Plot POINT five

The final level is the 5th century where plant and beast spirits 
feel comfortable roaming freely as themselves. The key is down 
here, and it will only be given upon convincing the guardians 
that the runners mean no harm to their world. There are no 
metahumans or humanoid spirits here. Everything is either a plant 
or beast spirit, though not necessarily reflective of anything on 
Earth. Trees and plants are not always made of wood or plantlike 
substances, but may seem ethereal or made of substances such as 
living metal, amber sap, or even blood. Some beast spirits look 
like wolves, deer, or other animals, but there are also chimera that 
look like a cross between a giraffe, a dragon, and a lynx. Other 
spirits are even weirder, including those that resemble insect 
spirits. There are wild and fey creatures that take odd forms such 
as rocks and dervishes of leaves. Giant birds loom overhead, or 
maneuver through the forest of uneven density with unnatural 
grace and speed. 

All of them know the runners are present. There are signs 
across the forest floor that metahumans have visited (Perception 
(3) Test to notice): footprints, torn synthetic material, and 
possibly small pieces of metahuman remains. Stands-in-the-Rain, 
or an indigenous spirit, will direct the runners towards their final 
destination: A meeting with Delduwath, a massive shadow spirit 
who holds domain over this area. It does not care for metahumans, 
and consumes almost all who dare venture into its area. That is 
why it is the guardian of the key—because it is quite skilled at 
keeping metahumans away from it, or killing them if they come 
close. When the runners are lucky enough to get an audience with 
it, instead of being eaten, Stands-in-the-Rain makes a heel turn 
and offers them to Delduwath in return for him being given the 
key to the Phaistos Disc.

If the runners confront and attack Stands-in-the-Rain, 
Delduwath and its court of shadow and other spirits simply watch 
and wait for a winner to emerge. Stands-in-the-Rain is not stupid, 
and he will not fight to the death. If he is on the verge of defeat, he 
will simply vanish back to his home metaplane. If he is destroying 
the runners, then Delduwath may intervene before he kills some 
or all of them. After all, it cannot use its energy-drain power on 
a corpse. It will grant Stands-in-the-Rain a boon, but it does not 
give the spirit the key. 

Delduwath is the final test, and before it consumes the 
runners it makes them face a series of challenges based on it being 
a nightmare shadow spirit. The spirit will use all of its powers 
to see that the runners confront their deepest fears, alone. The 
runners have to survive and/or outwit the use of these powers. 
Failure means doom. 

Actually, it doesn’t. Being willing to die for the key is the test. 
Once the runners understand this and let Delduwath’s nightmares 
consume them, they return to his presence, successful. Delduwath 
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Stands-in-the-Rain
No one knows who or from where Stands-in-the-Rain 

comes from. It/He exhibits the characteristics of a spirit of earth, 
but it was created and existed in an area where Earth and Water 
intersect. He has not shown any ability beyond what is expected, 
yet. It doesn’t like metahumans, but it has to interact with them. 
Stands-in-the-Rain has access to strange telesma and assets, which 
make him a valuable fixer and handler, but it is in this for itself to 
hunt down whatever it is after. Its common form is a hyper-real 
metahuman who happens to be composed of strata of Earth. Its 
other more conventional form is of a dark-skinned ork, possibly 
of Indian or South Asian descent.

B A R S C I L W Edg Ess M Init IP
8 4 6 7 6 5 5 5 4 8 8 11 2

Astral INIT/IP: 10, 3
Movement: 10/25
Condition Monitor Boxes: 12/11
Armor (B/I): 16/16
Qualities: Magician
Initiate Grade: 4
Skills: Arcana 4, Assensing 5, Astral Combat 5, Close Combat 
skill group 5, Cracking skill group 2, Dodge 5, Electronics skill 
group 2, Influence skill group 3, Intimidation 3, Instruction 3, 
Perception 5, Pistols 1, Spellcasting 5, Stealth skill group 3
Languages: English 3, Aztlaner Spanish 3
Powers: Astral Form, Banishment Resistance, Immunity (Age, 
Pathogens, Toxins, Normal Weapons), Materialization, Sapience
Spells: Analyze Truth, Chaotic World, Clairaudience, 
Clairvoyance, Control Actions, Control Thoughts, Improved 
Invisibility, Magic Fingers, Manabolt, Mind Probe, Shattershield, 
Stunball, Trid Phantasm

Abobo
Spirit of man and spy for Lone Star, Abobo comes off 

as a large, extroverted Texas Ranger most of the time. He is a 
Caucasian human with the cowboy hat, boots, shield, and so 
forth. All that, though is an act. He is a spy, having been freed 
and recruited by Lone Star in Austin from the control of an Azzie 
mage. He has spent almost all of his time as a free spirit learning 
skills to take information from metahumans and spirits alike. That 
is his trick. He warms up to his mark, flatters them, helps them, 
and then uses them even if it means betrayal and/or death. He’s 
good to his assets until he is not. Given what he can offer, a lot of 
people and spirits are willing to take the ride.

B A R S C I L W Edg Ess M Init IP
6 5 7 3 5 5 5 5 5 5 5 12 2

Astral INIT/IP: 10/3
Movement: 10/25
Condition Monitor Boxes: 11/11
Armor (B/I): 10/10
Qualities: Magician, First Impression
Skills: Assensing 5, Arcana 4, Astral Combat 5, Close Combat 
skill group 5, Cracking skill group 2, Dodge 5, Electronics skill 
group 2, Influence skill group 3, Intimidation 3, Instruction 3, 
Perception 5, Pistols 1, Spellcasting 5, Stealth skill group 3
Languages: English 3, Aztlaner Spanish 3
Initiate Grade: 3
Metamagics: Extended Masking, Masking
Powers: Accident, Astral Form, Astral Gateway, Banishment 
Resistance, Concealment, Confusion, Divining, Enhanced Senses 
(Low-Light, Thermographic Vision), Guard, Immunity (Age, 
Pathogens, Toxins, Normal Weapons), Influence, Materialization, 
Movement, Mutable Form, Psychokinesis, Realistic Form, 
Sapience, Search, Spirit Pact (Dream), Spirit Pact (Friendship)
Spells: Analyze Truth, Chaotic World, Compel Truth, Improved 
Invisibility, Magic Fingers, Manabolt, Manaball, Mind Probe, 
Stunbolt, Shattershield, Trid Phantasm
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washington gets weird

Posted by: Pistons

There is some strange business going down in DeeCee, 
especially with the increasing weirdness that seems to be related 
to the Watergate Rift and some of the magical disturbances that 
have popped up here and there in the last couple of weeks. I don’t 
have all the dirt—no one does—but here’s some of the latest 
happenings.

corcoran Ventures Down the Silk Road

By Robin Bakterev
In the wood-paneled rotunda of the Corcoran Museum, Evan 

Corcoran was surrounded by a bevy of Washington movers and 
shakers as he announced that the museum has entered into a joint 
venture with the Apep Consortium. The effort is part of a long-
term project to develop deep inroads into central and west Asia 
that would explore the historical, artistic, and cultural expressions 
that have developed along the old and new Silk Roads. Apep has 
long had interests in southwest Asia and Africa, while Corcoran 
has been involved in central Asia and Russia. The venture seeks to 
build on their mutual expertise, and Corcoran especially hopes to 
benefit from Apep’s thaumaturgical expertise.

The arrangement is part of a larger venture between Apep and 
George Washington University, which took over the Corcoran’s 
museum and art school in 2062. In the hundred years before that, 
the Corcoran family and the university had worked together to 
cement the university’s cultural reputation and place in the large 
Washington-area business community. The museum’s interests in 
Russia coincide with a much larger and longer legacy of GWU’s 
academic programs that began as the Sino-Soviet programs that 
now encompass programs and research throughout the Chinese 
states, Russia, Turkestan, the Middle East, Black Sea region, and 
into eastern and central Europe. Apep’s increasing collaborations 
with certain institutions make this business arrangement crucial 

as they strike eastward into areas that GWU and Corcoran are 
well-versed in exploring, culturally and politically. 

The Apep Consortium has been investing in research in and 
around the Federal District of Columbia about other activities that 
have ties to magical incidents involving expatriate communities 
in the regions it is now exploring, including Russia, Central and 
Southwest Asia, and China. This has brought them into conflict 
with the many other thaumaturgical institutions, including 
the Draco Foundation and the Atlantean Foundation. In an 
interesting twist, Mr. Corcoran has used his connections with 
George Washington University and the Colloton Administration 
to smooth over ruffled feathers and turn federal interest in these 
matters to Apep’s benefit. 

The press conference comes two weeks after Mr. Corcoran, 
CEO and Chairman of the UCAS branch of the United Bank of 
Panama, announced a financing program to spur developments 
in Arlington. The district was the subject of intense but failed 
cleanup efforts in the late 2050s, until Crash 2.0 nearly caused the 
FDC and UCAS governments to write off the district wholesale. 
Shedim activity in the area, especially in Arlington, has also 
hurt the effort. Corcoran has stated that he knows all about the 
problems, and that is why he has spent much of the past three years 
proving that he can do the job better than the government—or 
anyone else. His initial efforts have been successful, and that is why 
the United Bank of Panama indicates that they are eager to be on 
the ground floor in the event that Corcoran’s efforts pay off.

Arlington Regional Commissioner Marissa Legeis has 
expressed optimism for the revitalization efforts. In a candid 
interview, she opened up about the government’s concerns over 
the shedim activity concentrated in her district. She noted that 
FCP and FBI figures have shown a marked decrease in activities 
over the last few months, and that has freed up resources to 
address other issues such as the sudden appearance of magical 
disturbances throughout the federal district—disturbances that, 
for the most part, have avoided much of Arlington. In spite of 
the shedim activity and the ongoing fallout from the blood dust 
incidents of the forties, much of the older defense and security 
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Istanbul, où les runners se séparent pour trouver la rencontre 
clandestine entre les fournisseurs de Karavan et les mystérieux 
acheteurs du cœur. Les runners doivent trouver la rencontre 
et prendre possession du cœur. Cependant, un autre groupe 
d'agents tombent sur eux avant qu'ils ne puissent quitter 
Istanbul. Ces agresseurs sont en fait des membres de la famille 
N’dranghetta Mafia d’Italie, une famille qui est partiellement 
une ruche secrète d’insectes en forme de chair. Les esprits 
insectes ont leur propre objectif et ils ont l'intention 
d'échanger le cœur à un autre parti en Italie. Un combat dans 
le Grand Bazar attire toutes sortes d'attention indésirable de 
la part des membres de 10,000 Daggers, de passants au hasard 
et même d'autres runners et mercenaires (tels que les 
mercenaires kurdes qui semblent beaucoup trop intéressés 
pour être de simples observateurs). Ca devrait être une 
poursuite passionnante alors que les runners tentent de 
s'échapper dans un environnement bondé et claustrophobe. 
Les runners pourraient finir par perdre le cœur au profit des 
N’drangheta ou de l’armée mercenaire qui surveille le Grand 
Bazar.
L'expéditeur de Corcoran insistera pour que les runners 
terminent le travail et traquent les insectes s'ils volent le cœur 
des runners, les forçant à voyager à travers les Balkans vers le 
GeMiTo Sprawl et à récupérer finalement le cœur d'un autre 
marché étrange, The Pile. Les insectes font leur propre deal,  
et c'est à ce moment que les Kurdes réapparaissent. Ils 
contactent les runners et leur disent qu'ils sont aussi après le 
cœur. Les Kurdes offrent aux runners deux fois plus que 
l’homme de Corcoran s’ils aident à prendre le cœur des 
insectes et à leur donner. Le leader laissera partir les runners 
s'ils refusent, mais il leur rappelle qu'ils n'abandonnent jamais.
Finalement, un esprit d’insecte plus raisonné retrouve les 
runners à leur abri et leur explique les enjeux. 

iew
Tous les partis intéressés par les artefacts et les choses liées 

ne sont pas bienveillants envers la méta-humanité. Dans ce cas, 
les runners se retrouvent opposés entre des esprits d'insectes et 
un puissant maître shedim. Pour eux, les artefacts sont un appel 
à la conquête, un outil pour aider à mener une guerre contre les 
esprits. Cependant, les membres de ces deux familles ont leur 
propre objectif, ou sont simplement opportunistes, et ont uni 
leurs forces via le Consortium Apep et certains de ses principaux 
bailleurs de fonds comme la United Bank of Panama. Dans 
l'UCAS, la personne la plus puissante associée au consortium 
Apep est Evan Corcoran. Il est PDG et président de la United 
Bank of Panama, la filiale “indépendante” des UCAS qui 
contrôle la plupart des opérations bancaires dans le sud de 
l'UCAS, de la Virginie du Nord à l'Indiana. Il se trouve 
également qu'il est mort, et le corps de M. Corcoran est habité 
par l'un des esprits shedim les plus puissants d'Amérique du 
Nord, qui dirige presque tous les shedim de l'étalement de 
DeeCee. Ceci est d'autant plus important que l'étalement de 
DeeCee était jusqu'à récemment la deuxième zone d'activité 
shedim la plus active au monde après Téhéran. Corcoran est si 
puissant qu'il a négocié une sorte d’entente entre les shedim et le 
gouvernement UCAS.

Pour commencer cette aventure, Corcoran contacte les 
runners et les envois à Washington pour leur faire voler le cœur 
noir qu'ils ont pu rencontrer dans Dawn of the Artifact: New 
Dawn. Il leur présente leur renfort, un groupe de soldats shedim 
(avec des liens avec l'UCAS), rappelant aux troupes qu'ils 
sont ses agents et doivent soutenir ses objectifs. Toute 
l'équipe s'aventure à 

Incom
ing...............

sectors continue to maintain a presence in Arlington, but the 
investments made under the Military Recovery Act and similar 
investments have avoided Arlington, instead favoring Howard and 
Montgomery. Legeis suggested that this revitalization could bring 
back industries that have been run off because of their concerns 
about magic and shedim.

>	 Did anyone else notice that the director of DARPA was at that 
event?

>	 Plan 9

>	 That’s just how things go in DeeCee.

>	 Kay St. Irregular 

>	 Dr. Finger is brilliant and visionary, so he could be trawling the 
room for new ideas.  Apep, GW, and all their associates and 
hangers-on constitute a rich variety of interesting scumbags. 
As it happens, there are people in the government who really 
like them.

>	 Elijah

>	 I forgot. You’re the magical hooker with a heart of gold.

>	 Am-Mut

>	 Dr. Omar al-Masri was at the event as well, representing GWU’s 
King Mohammed V Center for Islamic Studies. I understand that 
Aden has become increasingly concerned over Apep Consortium 
stomping around his dominion.

>	 Goat Foot

>	 That whole clan has been in bed with the CIA for nearly a century. 
I’ll never understand why they’d serve Aden.

>	 Thorn 

>	 Corcoran is a very powerful shedim spirit. He—it—is uncannily 
manipulative, which is probably why none of the powerful mages 
in the city have tried to put it down yet.

>	 Frosty

>	 There is a small team of American soldiers—or at least everyone 
assumes they are Americans—that has been operating for a while 
now. I ran across them in Tbilisi, but I’ve heard of sightings in 
Bilbao, Indonesia, Kittimat, and in the Yucatan border region. 
These guys were not normal, and my mage nearly had a heart 
attack when she scanned one. 

>	 Picador

>	 Those shades will be the death of many people to come.

>	 Man-of-Many-Names
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sellers are members of Karavan’s Pjelykost tribe (see p. 23, DOTA: 
New Dawn). They are a group of four mages who have traveled to 
the Grand Bazaar to make this secretive sale. The fact that they 
are Karavanli magicians draws attention to them, which gives 
people in the Spice Bazaar reason to anticipate their arrival. Word 
is that they are in Istanbul to trade in some rare Awakened flora 
or some sort of rare earth from Afghanistan with strange magical 
properties. The buyers are more difficult to identify because there 
is no shortage of strange figures lurking around the bazaar. As the 
meeting time approaches, however, people in the Spice Bazaar 
notice a group of cybered-up mundanes from northern Africa of 
Arabian descent. People whisper that they are Kharijites, a small 
sect of exiles from the former Oman who are rumored to have 
ties to Aden. In the course of asking around, the runners may also 
encounter a group of Kurdish mercenaries who are looking for 
opportunities and keeping their eyes out for trouble—which they 
could either stop or enhance, depending on their evaluation of the 
situation and who involved might be willing and able to pay them.

The gamemaster can have them find the location before one 
or both parties arrive. This will allow the runners to set up a classic 
ambush or fake-out where they stand in for the buyers. They may 
even be able to intercept the sellers before they reach the meet and 
engage them on the runners’ terms. If the miss the sale, then they 
could take on the buyers alone and reduce the numbers of hostile 
smugglers and focus on either a magic-heavy conflict or a melee 
with cybered-up fanatics.

Either way, the runners will be tracked down by the bug spirit 
Mafiosi while they are still in Istanbul. They are attacked by up to a 
dozen of flesh-form wasp soldiers. These bugs work frighteningly 
well in small unit tactics thanks to their hive-mind telepathic 
connection. If the gamemaster is feeling particularly sadistic, they 
could use the bonuses that tactical AR software (Rating 4) can 
give (see p. 126, Unwired) to reflect the spirits’ unit cohesion and 
tactical awareness. This is especially encouraged if the runners are 
proving to be too difficult for the spirits. If the runners have a hard 
time in this conflict, then Krstic’s commandos could arrive, and 
for added measure the 10,000 Daggers mercenaries who protect 
the city will be drawn into the fight against both sides. Insect 
spirits are especially hated in Istanbul, and the Brotherhood of 
the Iron Crescent mages will eventually recognize the spirits for 
what they are and focus on them. 

Plot Point Three

Once in possession of the heart, the runners are to deliver it 
Joanna in the Janissaries’ Bazaar, which is in another part of the 
Grand Bazaar, once the heat has died down. She is protected by 
her commando unit, which gives the runners an opportunity to 
get a good impression of them. If they break the masking, they 
will determine that the soldiers are shedim, led by a master 
shedim. At or just after the handoff, the runners are ambushed. 
The Kurdish mercenaries, more N’drangheta flesh form ant spirits, 
and whatever Kharijites that are left all try to obtain the heart. 
If the first fight didn’t attract the attention of 10,000 Daggers, 
then a battle in the arms/mercenary market with this many 
actors definitely brings down hell on the runners and everyone 
around them. If 10,000 Daggers doesn’t contain the fight, it will 

Synthia Schroeder, avocate contractuelle travaillant pour 
Stark, Thiessen et Van der Mer, contacte les runners à un 
moment donné avant ou après qu’ils se déplacent vers le cœur. Le 
cabinet d’avocats représente la N’drangheta et est une 
organisation fondatrice au sein du consortium Apep. Schroeder 
approche les runners et les informe de la véritable identité de 
Corcoran. Elle a été envoyée pour négocier une sorte 
d'arrangement entre les organisations qui composent le 
consortium. Ils peuvent accepter son offre en tant que tierce 
partie, ils peuvent se retirer d'eux-mêmes et terminer le travail, 
ou ils peuvent prendre d'autres dispositions.

S'ils trahissent Corcoran, ils se feront un ennemi puissant et 
politiquement influent qui a encore des soldats shedim à envoyer 
aux runners. Les assassins kurdes seront toujours après eux tant 
qu'ils en auront le cœur. Les insectes continueront également à 
les chasser tant qu'ils en auront le cœur, tout comme l'acheteur 
de GeMiTo, qui est la Black Lodge. Si les runners essaient de 
traiter avec quelqu'un d'autre, personne ne veut faire des affaires, 
car le cœur n'est pas quelque chose que quiconque veut 
officiellement posséder. Mais ils attireront l'attention des 
personnes désireuses de prendre le cœur et de le faire disparaître, 
comme les agents des deux Tírs, de la Fondation Atlante, et des 
acteurs indépendants comme Lugh Surehand.

PLoT PoINT oNE
The runners are contacted through their usual fixer and 

told that a powerful DeeCee businessman named Evan 
Corcoran wants to meet with them. Corcoran is a major 
business fixer in the DeeCee sprawl and has deep ties to the Apep 
Consortium. He invites the runners to meet with him in 
Washington as his guests, flying them in on a private plane that 
avoids any scrutiny from the hordes of police, corporate security, 
and military personnel who work in DeeCee. He meets with 
the runners in a United Bank of Panama office that overlooks 
the armed camp known as the White House Complex just to 
remind them what kind of man they are meeting.

He has been led to understand that the runners have 
encountered the heart (see p. 21, DOTA: New Dawn), and they 
are familiar with Karavan (see p. 22, DOTA: New Dawn and p. 
121, Feral Cities). If the players have not run New Dawn, then 
he tells them that because they haven’t been to Karavan and 
didn’t encounter the black heart, they are untainted by the 
schemes of the various actors from whom they are being asked 
to steal. He provides information that the heart is on its way 
to Istanbul’s Grand Bazaar (see p. 132, Runner Havens). 
Corcoran also intro-duces the runners to Joanna Krstic, a 
civilian spy for the UCAS military (see p. 128, Spy Games). Her 
role is to provide them intel-ligence support and a means of 
getting into and hopefully out of Istanbul. She is in command of 
a five-man commando unit that is already on-site in the sprawl.

Plot Point Two 

The runners are sent to find the heart before it is to be sold 
at the Grand Bazaar. They should know what it looks like, but 
the clandestine nature of the sale has kept it a secret. There are no 
secrets at the bazaar for long, and the runners must do legwork to 
find the location of the meet before the other buyers arrive. The 
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and other entities may be roaming the area. She concludes by 
saying that the sooner they act, the sooner they can be separated 
from the shades. The downside to betraying Corcoran, however, 
is that their reputation will take a hit for shifting clients in 
mid-run, and that Corcoran, the person they turned on, is a 
very powerful man with ties to Apep, the UCAS government, 
and various corporations. They should be aware that at this 
point, the only evidence they have that Corcoran is a shedim 
is Schroeder’s word.

Plot Point Six

The runners have no shortage of options, most of which 
end with a lot of dead people. In the long term, they are going to 
make enemies of entities and organizations that have no regard to 
destroy them and everyone they care about it. The runners have 
to figure out how to appease the many devils that are all drawn 
to this black heart. If they take Synthia’s offer, then they will lose 
whatever arrangements Corcoran had made to let them back 
home, and may even be actively targeted and put on various watch 
lists (Interpol, FBI, etc.). That is after the shades are sent to kill 
them; this time, the shades will use all of their powers. 

If the runners decide to hit the bugs’ meet with Borden, 
then they will have to contend with two-dozen flesh form 
spirits providing protection, as well as a group of four true-
form wasp spirits and a wasp shaman. Borden is also secretly 
a powerful Hermetic mage who will break his cover to call in 
Europol support if he deems the runners to be a threat to his 
safety. The Kurds will make a move on the meet as well, and 
then immediately turn on the runners if they get their hands on 
the heart before the Kurds do. The Kurds will, in fact, fight and/
or pursue the runners until their last man is dead in an effort to 
retake that heart. If they end up giving chase, they can over time 
draw more mercenaries and resources to take possession of the 
heart so long as the runners have it.

Locations

Milan Fiere
Milan is a crowded, industrial sprawl of over five million 

people. It is the epitome of an industrial wasteland. The Fiere 
takes place in the city’s tendopoli, a massive tent city of over half a 
million people. The Fiere is a massive outdoor market, a sprawling 
network of smaller markets where one can find everything from 
fresh food to weapons (along with the people who can use those 
weapons). There is a large tram and subway system under the city, 
but sections of it have been bombed-out and collapsed due to 
gang warfare. These half-abandoned, rotting, partially collapsed 
tunnels are where Agent Borden and the N’drangheta spirits 
with the black heart are making the handoff. Parts of this tunnel 
network are just big enough for an elf or human to crawl through, 
and much of the tunnel system is inaccessible to large orks or trolls. 
In addition to whatever was abandoned but not deactivated, fetid 
water sits in pools collecting biomass and/or pollutants, and 
critters such as devil rats scurry about at will.

envelop the entire Jannissaries’ Bazaar. The shedim will not use 
their powers at this time unless it is to carry out their duty to 
protect and evacuate Joanna with the heart. The 10,000 Daggers 
are peacekeepers, and they will give everyone an opportunity to 
give up, but then they will move in for the kill.

Plot Point Four

If the runners make the handoff, then Joanna contacts them 
and informs them that the heart was taken from her in the process 
of everyone making their escape. If the runners have assensed the 
commandos and realized that they are shades, then they might 
be concerned about what it was that defeated them. Joanna will 
insist that the runners finish the job and hunt down the thieves 
who stole the heart. This forces them to travel to the GeMiTo 
Sprawl (see p. 117, Feral Cities), and retrieve the heart from 
another strange market, the Fiere in Milan. If the GM is feeling 
so inclined, the runners may have to make their way through the 
Balkans, with side adventures in Sarajevo (see p. 123, Feral Cities) 
before they arrive in Italy. As soon as the runners arrive, the Kurds 
show up again. This time the mercenary leader, Hamid, contacts 
the runners. He informs them that his group is also after the heart, 
but he has been authorized to pay the runners twice as much 
as Corcoran is paying them. In return they must help his team 
retrieve the heart from the bugs. Hamid will let them go if they 
refuse, but he will remind them that he will get the heart himself 
or die trying.

Joanna sends the shades to assist the runners, and they show 
up after the meeting with Hamid claiming that there was a detour 
they had to make in Sarajevo. The runners need to explore the 
Fiere to find out where the insect spirits may be; in the course this 
action, they learn that a section of the abandoned and collapsed 
subway tunnels is being cleared of people. There are also rumors 
that there are Europol agents in the area. If the runners are able 
to find any Europol Matrix nodes and penetrate the security, they 
will learn that Paul Borden, an Arcane Misuse and Magical Threats 
(AMMA) task force chief, has a small unit in the area. Ostensibly 
they are doing routine talislegging sweeps, but he has an hour of 

“personal time” blocked out in the middle of the sweeps in the Fiere 
above the same tunnels being cleared.

Plot Point five

At this point, the bugs take a different tack, and Synthia 
Schroeder approaches the runners. She is able to find their 
safehouse, and while she is there, she lays out the truth behind 
Corcoran. She tells them that he is a powerful shedim spirit, 
and (if they don’t already know) that the commandos are 
shades of dead soldiers who will kill the runners at Corcoran’s 
first command. She claims to be an intermediary acting on 
behalf of the Apep Consortium, not any particular faction in 
this fight. Her offer is 150 percent of Corcoran’s offer. She’s 
a lawyer, and she uses her skills to lay out a compelling case 
that the runners should just walk away. She tells the runners 
that they can have the money, and they don’t have to fight the 
insect spirits, Europol, or the Kurds. They also won’t draw the 
attention of the locals, including whatever wild technomancers 
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The Grand Bazaar has a wide variety of items available. To 
reflect this, for any item with an Availability rating of 8 or lower, 
add two dice to a player’s Negotiation + Charisma Extended 
Test to find the item in question. Costs and items with a higher 
Availability are not affected.

People

Paul Borden
An agent of the EuroPol criminal intelligence section 

assigned to the Arcane Misuse and Magical Threats (AMMA) 
task force, Paul is secretly a member of the Black Lodge. Paul is 
ethnically Korean, but he was born and adopted into an French 
family where he grew up in Normandy. He showed an aptitude 
for magic and was groomed to be a public servant while practicing 
the Hermetic tradition. At university he was recruited into the 
Black Lodge, where he has acted as an inside man for them within 
the AMMA task force. He has been tasked with reaching out to 
the insect spirits to purchase the black heart from them once they 
decide to steal it. 

B A R S C I L W Edg Ess M Init IP
3 4 4 3 4 4 3 3 3 6 8 8 1

Condition Monitor Boxes (P/S): 10/10
Armor (B/I): 6/4
Skills: Athletics skill group 3, Automatics 4, First Aid (Combat 
Wounds) 3 (+2), Pistols 3, Piloting Ground Craft 4, NEEC 
Politics 3, Sorcery skill group 5, European Religious History 3, 
Law 3, Police Procedures 4, Summoning 5, Survival 4, Tracking 

Istanbul Grand Bazaar 
The Grand Bazaar is far more permanent than the Fiere. It 

covers a complex web of streets filled with shops, housing, and 
other businesses mixed around a large area where commerce runs 
nonstop. There are permanent shops, ramshackle stands that are 
erected and removed daily, alongside people with no more than 
their wares on a blanket. The whole neighborhood is alive with 
commerce, and it is divided into areas like the Spice Bazaar, which 
sells spices, drugs, and bioawakened drugs and other telesma. 
There is also the Jannissaries’ Bazaar where one can buy weapons, 
cyberware, and other gear. One can also purchase the services of 
mercenaries or shadowrunners in this bazaar.

The city realizes a good income from the bazaar, so they work 
to keep it secure—which is not easy, considering the chaotic nature 
of the bazaar’s design and the crowds that throng its streets. After 
many experiences where security officers couldn’t push their way 
through a crowd fast enough to get to the scene of an emergency, 
they started leaning more on astral security. They have escalated 
this effort to the point where there is an average of one watcher 
spirit for every three blocks of the bazaar. If there is any sign of 
trouble, the watchers first call on the bound sprits of man (Force 
3) and spirits of earth (Force 3) that city security makes sure are 
constantly available. The job of the spirits of man is to herd people 
in a particular direction, either through encouragement or force, 
either to clear a particular area, to get victims to the help they 
need, or to push suspected perpetrators into the arms of physical 
security officers (use Lone Star Police Squad Member, p. 143, 
for the guards here). The spirits of earth, on the other hand, are 
usually charged with grabbing a person of interest and holding 
them in place until physical security arrives.
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Invisibility, Lightning Bolt, Magic Fingers, Mind Probe, Manabolt, 
Stunball, Trid Phantasm
Gear: Blue Berwick three-piece suit

Synthia Schroeder
Synthia is a human changeling who possesses the Glamour 

and astral sight abilities. She also acquired follicle bioluminescence, 
and her eyes are now dull but reflective silver. Her bioluminescent 
hair usually appears as a light violet color but can alter in intensity 
and spectrum depending on her mood. When she is excited her 
hair tends to turn dark orange. Standing at just under two meters 
tall, she is a dominating presence for a human.

She knows how the law works from creation to execution 
(literally), having been a corporate lawyer doing everything from 
Contract Court extraditions (repatriating fugitive wageslaves) 
to prosecuting runners and even serving as a judge advocate in 
the field during the Desert Wars, bringing suits and engaging 
in mediations on behalf of her corporation before government 
courts and Corporate Court representatives. She is currently in 
private practice and works as a contract lawyer on behalf of global 
firms like Stark, Thiessen, and Van der Mer. She also works as a 
political and legal fixer for special clients, mostly in Europe. Stark 
hired her for this case because she is truly neutral in the conflict 
and could approach the runners and the other factions with clean 
hands and a clear head. 

B A R S C I L W Edg Ess M Init IP
3 3 3 3 7 6 6 5 4 6 6 9 1

Condition Monitor Boxes (P/S): 10/11
Armor (B/I): 4/1
Skills: Computer 3, Data Search 5, Dodge 2, Influence Skill 
Group 6, Perception 5, Business 3, Law 6, European Politics 4, 
Megacorporate Politics 4, Police Procedures 5, Psychology 4
Languages: German N, English 6, French 6, Russian 4, Italian 4, 
Spanish 3, Japanese 3
Qualities: Astral Sight, Bioluminescence, Exceptional Attribute 
(Charisma), Glamour, First Impression
Gear: Moonsilver line cocktail dress w/ scarf

Joanna Krstic
Joanna Krstic is a Serbian-American spy who works for the 

UCAS Defense Protective Intelligence Field Activity. She runs all 
of their offensive foreign counterintelligence operations in Africa 
and the Middle East out of her clandestine base in Dubai. Her boss 
knows which way the wind blows and knows how important it is 
to keep a friend like Evan Corcoran. Before she became the head 
of PIFA Middle East operations, Joanna had been a major in Army 
intelligence but was given a general discharge for undisclosed 
reasons in 2065. She worked as a private spy for SIS for a while 
before being handpicked by the director of the field activity in 
2070. She carries an air of suspicion and mistrust around her at 
all times, but she is a good tactician and leader and also has a 
keen sense of how to make political connections that can help her 
future. She is not, however, well suited to most espionage activities 
that require social interaction. Ms. Krstic has dark Balkan features 
with black hair and nearly black cybereyes. While the cybereyes 
are mostly black, on some occasions the irises will glow a bright 
blue for just a second or two.

4, Unarmed Combat 3
Languages: French N, English 4, German 4
Qualities: Magician, Focused Concentration [1], Sensitive 
System 
Initiate Grade: 4
Metamagics: Centering, Masking, Shielding, Reflecting
Gear: Armor vest, Europol fatigues
Spells: Clairvoyance, Flamethrower, Heal, Increased Reflexes, 
Mana Ball, Mind Probe, Offensive Mana Barrier, Physical Barrier, 
Ram, Stun Bolt, Trid Phantasm
Weapons:

H&K 227-S [SMG, DV 5P; AP –4, SA/BF, RC 5, 28(c) w/ 
adv. safety, folding stock, gas-vent 3, personalized grip, 
smartgun, APDS ammo]

Savalette Guardian [Heavy Pistol, DV 5P; AP –1, SA/BF*, 
RC 2, 12(c) w/ advanced safety, personalized grip, 
smartgun] 

* Burst fire requires a Complex Action

Evan Corcoran
On the surface, Evan Corcoran is a successful local 

businessman in the Washington area. He comes from an important 
local family most recognizable for the Corcoran Museum of Art 
located across the street from the White House complex on 
17th Street NW. In addition to chairing the museum’s board of 
directors, Corcoran is a community leader whose influence ranges 
from being a member of the Washington Post board of directors 
and a trustee for George Washington University to running a 
tailgate for every Chieftains game, home and away, where any 
SINner living in FDC can attend for a small fee.

Corcoran is also secretly the most powerful master shedim 
in FDC. Washington has the largest shedim population in North 
America, and Corcoran is the de facto leader over all local and many 
east coast master and normal shedim spirits. He has given many of 
them focus, and he polices things so that while the shedim are many 
in number, they have not drawn sufficient attention for the UCAS 
government to crackdown on the spirits infesting its national capital.

B A R S C I L W Edg Ess M Init IP
9 9 12 9 9 9 9 9 9 9 9 21 2

Condition Monitor Boxes (P/S): 13/13
Armor (B/I): 18/18
Astral Init/IP: 18/3
Movement: 10/25
Skills: Arcanoarchaeology 5, Assensing 9, Astral Combat 
9, Banking 4, Business 6, Close Combat skill group 9, 
Counterspelling 9, DeeCee Politics 5, DeeCee Culture 6, Dodge 9, 
Influence skill group 6, Mystic Secrets 5, Perception 9, Spellcasting 
9, UCAS Politics 4
Languages: English N
Powers: Astral Form, Astral Gateway, Aura Masking, Banishing 
Resistance, Compulsion, Deathly Aura, Energy Drain (Karma, 
Touch range, Physical damage), Fear, Immunity (Age, Pathogens, 
Toxins), Possession (Dead or Abandoned Vessels), Regeneration, 
Sapience, Search, Shadow Cloak, Silence, Spirit Pact (Dream)
Weaknesses: Allergy (Sunlight, Mild), Evanescence
Qualities: Magician, First Impression
Spells: Analyze Truth, Armor, Control Thoughts, Improved 



88
Artifacts Unbound

GI
VE

 T
HE

 D
EV

IL
 H

IS
 D

UE
  . . . . . . . . . . . . . . . . . . .















He was a grunt with the Kurdish unit that provided backup for 
the Knight Errant assault in Istanbul on a hive nearly as large as the 
one in Chicago. He has a distinct hatred of insect spirits and deep, 
unbending love for his people. He is a professional and will do his 
job regardless of the consequences to the lives of his men and himself. 
He is a dedicated, proud man who will risk his life to drag a wounded 
subordinate out of fire not because he would sooner accept death than 
the dishonor of having one of his soldiers left behind.

B A R S C I L W Ess Init IP 
5 5 (6) 5 (7) 4 (5) 4 4 3 4 2.2 9 (11) 3

Condition Monitor Boxes: 11
Armor (B/I): 8/6
Skills: Athletics skill group 3, Blades 3, Dodge 4, Etiquette 
(Military) 4 (+2), Firearms skill group 5, Infiltration 3, Leadership 
4, Perception 3, Unarmed Combat 4
Qualities: Toughness
Augmentations: Cybereyes [Rating 3, w/ flare compensation, 
low-light vision, smartlink], muscle augmentation 1, muscle toner 
1, wired reflexes 2
Gear: Armor jacket, medkit (Rating 6), commlink (Device Rating 
4, with Analyze 4 and TacNet 2)
Weapons:

Vibro knife [Blade, Reach —, 4P, AP –2].
HK G12A3z [Assault Rifle, DV 6P, AP –1, SA/BF/FA, RC 

2, 32(c), w/ smartgun]
2 fragmentation grenades [Grenade, 12P –1/m, AP +2]
2 thermal smoke grenades [Grenade, 10m radius]

Shade Soldiers
(Professional Rating 5)

The shades are shedim who’ve inhabited the bodies of dead 
soldiers and who retain their skills as soldiers. They never speak 
in the presence of metahumans, and when they do it is not in 
a human tongue. They obey the orders of Corcoran or Krstic 
without hesitation and exactly to the letter of the command.

B A R S C I L W Ess M Init IP
6 6 8 6 6 6 6 6 6 6 14 2

Condition Monitor Boxes: 11
Armor (Ballistic/Impact): 12/9
Astral INIT/IP: 12, 3
Movement: 10/25
Skills: Assensing 6, Astral Combat 6, Dodge 6, Perception 6, 
Close Combat skill group 6, Firearms skill group 4, Stealth 4
Language: English 3
Powers: Astral Form, Aura Masking, Deathly Aura, Energy 
Drain (Karma, Touch range, Physical damage), Fear, Immunity 
(Age, Pathogens, Toxins), Paralyzing Touch, Possession (Dead 
or Abandoned Vessels), Regeneration, Sapience, Search, Shadow 
Cloak, Silence
Weaknesses: Allergy (Sunlight, Mild), Evanescence
Gear: Full body armor, helmet [w/ flare compensation, image link, 
smartlink, thermographic vision]
Weapons:

Vibro knife [Blade, Reach —, DV 4P, AP –2]
Ares Predator IV [Heavy Pistol, DV 5P, AP –1, SA, RC –, 15 

(c), w/ quick-draw holster]

B A R S C I L W Edg Ess Init IP
3 4 4 3 4 4 3 3 3 3.88 8 1

Condition Monitor Boxes (P/S): 10/10
Armor (B/I): 6/4
Skills: African Politics 3, Athletics skill group 3, Automatics 4, 
Close Combat skill group 3, Cracking skill group 4, Electronics 
skill group 4, Etiquette (Middle East) 3 (+2), Intelligence 
Procedures 6, Intimidation 4, Leadership 3, Middle Eastern 
Politics 4, Pistols 3, Perception 3, Survival 2, UCAS Politics 3, 
Stealth 4, Tactics 5
Languages: English N, Serbian N, French 4, Arabic 4
Augmentations: Attention coprocessor 2, cybereyes [Rating 3 
(alphaware), w/ low-light vision, smartlink, thermographic vision, 
vision enhancement 3, vision magnification], cerebral booster 2, 
commlink (implanted), datajack, mnemonic enhancer 2
Qualities: Bilingual, Deep Cover, Bad Rep
Gear: Armor vest
Software: Tactical AR software 4, Browse 3, Command 2, 
Decrypt 5, Edit 4, Encrypt 5, Exploit 3, Purge 4, Scan 2, Sniffer 4
Weapons:

H&K 227-S [SMG, DV 5P; AP –4, SA/BF, RC 5, 28(c) w/ 
adv. safety, folding stock, gas-vent 3, personalized grip, 
smartgun, APDS ammo]

Ares Predator IV [Heavy pistol, DV 5P, AP –1, SA, 15(c), 
w/ smartgun]

GRUNTS AND MOVING TARGETS

Kurdish Mercenary
(Professional Rating 3)

B A R S C I L W Ess Init IP
4 5 (6) 5 (6) 4 (5) 3 4 3 4 3.2 9 (10) 2

Condition Monitor Boxes: 10
Armor (B/I): 8/6
Skills: Athletics skill group 3, Blades 3, Dodge 4, Etiquette 
(Military) 3 (+2), Firearms skill group 5, Infiltration 3, Perception 
3, Unarmed Combat 4
Qualities: Toughness
Augmentations: Cybereyes [Rating 3, w/ flare comp, low-light, 
smartlink], muscle augmentation 1, muscle toner 1, wired reflexes 1
Gear: Armor jacket, medkit (Rating 6), commlink (Device Rating 
4, with Analyze 4 and TacNet 2)
Weapons:

Vibro knife [Blade, Reach —, DV 4P, AP –2].
HK G12A3z [Assault Rifle, DV 6P, AP –1, SA/BF/FA, RC 

2, 32(c), w/ smartgun]
2 fragmentation grenades [Grenade, DV 12P, blast –1/m, 

AP +2]
2 thermal smoke grenades [Grenade, blast 10m radius]

Hamid, Kurdish Mercenary Team Leader 
(Professional Rating 4)

Hamid is a professional soldier who happens to be a mercenary. 
He has spent his entire life serving the cause of the PKK and the 
Kurdish people. As a younger man he started out his mercenary 
career in Istanbul that followed the eruption of the Chicago Hive. 
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Maneuvers [Full Offense, Finishing Move, Set-Up, Vicious Blow]
Powers: Animal Control (Wasp), Astral Form, Aura Masking, 
Dual-Natured, Enhanced Senses (Smell, Ultrasound), Fear, Hive 
Mind, Immunity to Normal Weapons, Inhabitation (Living 
Vessels), Realistic Form, Sapience, Venom
Weaknesses: Allergy (Insecticides, Severe), Evanescence
Spells: Control Actions, Control Thoughts, Improved Invisibility, 
Manabolt, Manaball, Offensive Mana Barrier, Physical Barrier, 
Powerbolt, Trid Phantasm
Gear: Armanti suit, FFBA (full suit), Smartglasses (w/ smartlink, 
flare compensation, vision enhancement 2]
Weapons:

Savalette Guardian [Heavy Pistol, DV 5P; AP –5, SA/BF*, 
RC 2, 12(c), w/ smartgun, 2 clips APDS]

Franchi SPAS-22 [Shotgun, DV 8P, AP –2, SA/BF, RC 1, 
10(m), smartgun, EX-Explosive]

Fists [Unarmed, Reach —, DV 6P**, AP —]
* Burst fire requires a Complex Action
** The Lieutenant always uses the Vicious Blow maneuver.

N’drangeta Ork soldiers
(Professional Rating 5)

B A R S C I L W Edg Ess M Init IP
7 7 7 9 3 3 3 3 3 3 3 7 2

Astral INIT/IP: 6/3
Movement: 10/45
Condition Monitor Boxes (Physical/Stun): 12/10
Armor (Ballistic/Impact): 12/8
Qualities: Magician, Martial Arts 2 [Boxing, Unarmed DV +2], 
Maneuvers [Full Offense, Finishing Move, Set-Up, Vicious Blow]
Skills: Assensing 3, Astral Combat 3, Athletics skill group 
4, Blades 3, Clubs 3, Counterspelling 3, Dodge 3, Flight 3, 
Perception 3, Pilot Ground Vehicle 2, Pistols 3, Stealth skill group 
6, Throwing Weapons 2, Unarmed Combat (Boxing) 4 (+2)
Powers: Animal Control (Wasp), Astral Form, Aura Masking, 
Dual-Natured, Enhanced Senses (Smell, Ultrasound), Fear, Hive 
Mind, Immunity to Normal Weapons, Inhabitation (Living 
Vessels), Magical Guard, Realistic Form, Sapience
Weaknesses: Allergy (Insecticides, Light), Evanescence
Gear: Armanti suit, FFBA (full suit), Smartglasses (w/ smartlink, 
flare compensation, vision enhancement 2]
Weapons:

Savalette Guardian [Heavy Pistol, DV 5P; AP –5, SA/BF*, 
RC 2, 12(c), smartgun, 2 clips of APDS]

Cougar Fineblade long blade [Blades, Reach —, DV 7P, AP 
–1]

Telescoping staff [Clubs, Reach 2, DV 7P, AP –]
3 flash bang grenades [Grenade, 6S, AP –3, Blast 10m 

Radius]
3 thermal smoke grenades [Grenade, impairs visibility, Blast 

10m Radius]
Net [Thrown, DV –]
Fists [Unarmed, Reach —, DV 7P**, AP —]

* Burst fire requires a Complex Action
** The Soldiers always use the Vicious Blow maneuver.

HK 227-X [SMG, DV 5P, AP —, SA/BF/FA, RC 2(3), 28 
(c), w/ gas-vent 2]

Mossberg AM-CDT [Shotgun, 9P(f ), AP +5, SA/BF/FA, 
RC —, 10 (c)]

3 Flash bangs [Grenade, 6S, AP –3, 10m blast]
3 Thermal smoke grenades [Grenade, impairs visibility, 10m 

radius]
Fists [unarmed, DV 3S, AP 0, Reach 0]

Shade Master Shedim Leader 
(Professional Rating 6)

B A R S C I L W Edg Ess M Init IP
6 6 9 6 6 6 6 6 6 6 6 15 2

Condition Monitor Boxes: 11
Armor (Ballistic/Impact): 12/9
Astral INIT/IP: 12, 3
Movement: 10/25
Skills: Assensing 6, Astral Combat 6, Close Combat skill group 
6, Counterspelling 6, Dodge 6, Firearms skill group 4, Perception 
6, Spellcasting 6, Stealth 4
Language: English 3
Powers: Astral Form, Astral Gateway, Aura Masking, Banishing 
Resistance, Compulsion, Deathly Aura, Energy Drain (Karma, 
Touch range, Physical damage), Fear, Immunity (Age, Pathogens, 
Toxins), Possession (Dead or Abandoned Vessels), Regeneration, 
Sapience, Search, Shadow Cloak, Silence
Weaknesses: Allergy (Sunlight, Mild), Evanescence
Qualities: Magician
Spells: Analyze Truth, Armor, Control Thoughts, Improved 
Invisibility, Lightning Bolt, Magic Fingers, Manabolt, Mind 
Probe, Stunball, Trid Phantasm
Gear: Full body armor, helmet [w/ flare compensation, image link, 
smartlink, thermographic vision]
Weapons:

Vibro knife [Blade, Reach —, DV 4P, AP –2]
Ares Predator IV [Heavy Pistol, DV 5P, AP –1, SA, RC –, 15 

(c), w/ quick-draw holster]
Mossberg AM-CDT [Shotgun, 9P(f ), AP +5, SA/BF/FA, 

RC —, 10 (c)]
3 Flash bangs [Grenade, 6S, AP –3, 10m blast]
3 Thermal smoke grenades [Grenade, impairs visibility, 

10m radius]

N’drangeta Lieutenant/Nymph
(Professional Rating 6)

B A R S C I L W M Edg Ess Init IP
8 9 9 8 5 5 5 5 5 5 5 11 2

Astral INIT/IP: 10/3
Movement: 10/45
Condition Monitor Boxes (Physical/Stun): 12/11
Armor (Ballistic/Impact): 16/12
Skills: Assensing 5, Astral Combat 5, Dodge 5, Etiquette  (Street) 
3 (+2), Firearms skill group 3, Flight 5, Intimidation (Torture) 
3 (+2), Leadership 4, Perception 5, Spellcasting 5, Stealth skill 
group 6, Unarmed Combat (Boxing) 5 (+2)
Qualities: Magician, Martial Arts 2 [Boxing, Unarmed DV +2], 
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Posted by: Clockwork
Sometimes, it’s good to know people in high places. I was 

given these recordings as an insurance policy for Mr. Banks. 
Apparently, with all the mistrust and the espionage going on 
behind closed doors at NeoNET, he wanted to make sure he has 
paydata that can be used to burn certain people should anything 
ever happen to him. He told me I could share this information 
with people on JackPoint, with the expectation that it cannot be 
used against NeoNET or against any of the players in this affair 
unless something happens to him. So, unless you hear specifically 
from me, view but do not use.

Recording 1. Timestamp: July 12, 2073, 0930 hours. 
Location: NeoNET Headquarters, Boston, Massachusetts.

Cybereye and Cyberear recording:
Banks: Mr. Villiers. Security Chief Arthur Banks reporting 

as requested.
Villiers: No need for formalities, Arthur. Please, have a seat. 

[Villiers makes a few motions toward AROs and the 
armored glass windows for the penthouse office suite 
become opaque, white noise generators activate in 
the room, and a commlink display on the cybereye 
recording shows that wifi signal in the room have 
been lost]. Anything unusual I should know about 
this week?

Banks: The only thing worth reporting is that Ms. Villiers 
has called three members of T99 to Seattle. The 
official line she has given is that her division recently 
acquired some intel on bleeding-edge magical research 
Aztechnology is conducting in its Seattle pyramid, and 
she wanted to consult with representatives from T99 
in person.

Villiers: And what is your take on it?
Banks: I’ve checked with Cara. She is not aware of any 

expendable assets being used by the Seattle division to 
gather covert intelligence from the pyramid for the past 
quarter. Which means if there was any such intelligence 

gathered, she went outside of the proper channels to 
obtain it. In addition, the two T99 representatives she 
summoned to Seattle tend to swing more toward her 
ways of thinking when it comes to office politics.

Villiers: You are referring to her allies inside T99. Do you 
believe this meeting to be about the artifacts?

Banks: Yes, sir. I do.
Villiers: That damn woman! I told her I didn’t want our 

corporation getting drawn into that mess. It’s a waste 
of resources for a fool’s game. Did you know the 
average time that any one group has with any of these 
artifacts is eighteen and a half days? Less than a month! 
Besides, there are so many people coming after those 
artifacts that the chance that any will ever become a 
significant threat to NeoNET is less than five percent. 
But nonetheless, I suppose I need to know what she’s 
planning. Is there any way you can make your way to 
Seattle? Without spooking her?

Banks: It won’t be a problem for me to travel to Seattle 
without Ms. Villiers knowing it. When the real meeting 
takes place between Ms. Villiers and these members of 
T99, you will receive a recording of it.”

Villiers: Very good. I knew there’s a reason I’ve kept you 
around as head of security for all these years. Good luck, 
Arthur. I look forward to hearing from you soon.

End Recording 
 

Recording 2. Timestamp: July 14, 2073, 2230 hours. 
Location: Seattle Hilton, suite 2835.

Drone Recording:
ARO Tags: Identities Confirmed: Samantha Villiers, 

Executive Vice President, NeoNET Northwest 
Division; Dr. Angela Vaughn, T99 Think Tank 
researcher; Dr. Scott Forester, T99 Think Tank 
researcher. 

Ms. Villiers: So, what does T99 know about the artifacts’ 
locations?
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Incom
ing...............

Dr. Vaughn: The sextant has gone completely off of the 
grid. The last time it was seen was in Caracas. The last 
ones we knew had it were pirates from the Caribbean 
League, but we don’t know what they did with it, or 
even if it reached its intended destination. Our spies last 
identified the compass as traveling through Manhattan 
on July 8th. Its final destination is still unknown. I must 
note that we have lost track of the key to the disc. As 
far as we know, the last group to possess the key was the 
UCAS FBI. It could very well be travelling to DeeCee as 
we speak. And as far as the Phaistos Disc is concerned, 
our sources tell us that it was last seen in the custody 
of one of Ghostwalker’s Watchers. It is very likely 
Ghostwalker has already gained custody of the disc, 
which puts it out of our reach for now.

Ms. Villiers: And that leaves the map. It is more accessible 
to us than the others now because it still appears to be 
in play, we have a reasonable idea where it is, and any 
expendable assets we hire will likely find it easier to 
obtain. And hopefully in a shorter period of time than 
going after the other artifacts at the moment. From the 
intelligence my own division has developed, the map is 
somewhere in the Republic of China. They are trying 
to narrow it down, but they simply aren’t fast enough to 
keep up with its movements, especially when they are 
forced to operate under Richard’s radar. Dr. Vaughn, 
while you are in town, would you mind hiring a few 
expendable assets to help us track down the map?

Dr. Vaughn: I’ll be happy to. So, the map is the definite target 
of our interest then?

Ms. Villiers: Absolutely. Richard is just too short-sighted 
when it comes to these damn magical trinkets. We 
don’t know with any certainty what these artifacts can 
do once they are all brought together, but many of these 
groups seem hell-bent on finding out. For all we know, 
they can wipe out civilization as we know it, and send 
us all back to the dark ages. Frankly, it’s irresponsible of 
Richard not to protect our corporate interests by trying 
to prevent that from ever happening. Especially with 
what Novatech experienced during ‘64. Fanatics like 
Winternight must never again be allowed to acquire 
that much power.

Dr. Forester: I feel I must call this to your attention, Ms. 
Villiers. Recently, I have come to be aware that Celedyr is 
once again using his Knights of Rage to pursue the map.

Ms. Villiers: Again? This is the second time he has gone 
outside of normal protocols to try to obtain the map 
for himself. And the second time he has failed to notify 
anyone in the company administration about what he is 
doing. I don’t trust him. With everything going on with 
Sirrurg and the anti-dragon sentiment he has stirred up, 
I especially don’t trust him with any artifact as powerful 
as the map. How long have the Knights of Rage been 
hunting for it?

Dr. Forester: To my knowledge, just a few days.
Ms. Villiers: Dammit. That means we are a few days behind 

him. Doctor Forester, could you hire runner teams to 
be on standby to go after the map once its location is 
ascertained? They will need to have the capability to 
travel internationally on a moment’s notice, and be 
willing to work with other teams to retrieve it.

Dr. Forester: I’ll start my search here in Seattle. If I don’t find 
enough capable teams here, I’ll head back to Boston, 
and start recruiting there. Which accounts should we 
draw funds from regarding this project? If we touch any 
of the traditional slush funds for expendable assets, it 
will alert Cara, who would alert Richard.

Ms. Villiers: Here are three accounts that I have set up that 
neither Richard nor Cara know about. They have 
significant balances that should more than meet your 
needs.

Dr. Vaughn: And what happens when we get the map?
Ms. Villiers: Bring it back to Seattle. I have quietly established 

a facility off the grid that can be used to destroy the 
artifact without raising suspicion. Only I know of its 
whereabouts. I will, however, need your help to siphon 
off a small amount of NeoNET’s supply of FABac Three 
and have it delivered to me. I’ll take care of the rest.

Dr. Forester: That can be arranged, but it could take a few days 
to ensure the necessary discretion.

Ms. Villiers: That is acceptable, given that it will most likely 
take our assets that long to locate and retrieve the map. 
Here is the location where I would like the FABac 
delivered. I will take it from there. 

End Recording

Recording 3. Timestamp: July 15, 2073, 0030 hours. 
Recorded commlink call.
Arthur Banks: What would you have me do about this 

unsanctioned action, Mr. Villiers?
Richard Villiers: Hire our own assets to sabotage my ex-wife, 

of course. Make sure her runner teams fail in all of their 
tasks. She will either have to expend even more funds 
from those hidden accounts to continue her pursuit, or 
give it up entirely.

Banks: And what of the map?
Villiers: I don’t give a damn what happens to that map, as long 

as my former wife doesn’t touch it, and she can’t use it 
to make herself out to be some kind of hero from the 
aftermath. I’m not interested in helping her make more 
allies than she already has in NeoNET. The deniable 
assets could grab the map and sell it for themselves for 
all I care. No—wait, I have a better idea. How much 
did the map originally auction off for in Lagos, about 
a year ago?

Banks: Slightly above two million nuyen.
Villiers: And that was before the other artifacts made it onto 

the market. If we can obtain the map, and hold our own 
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deux millions de nuyens. Maintenant, avec les quatre 
artefacts en jeu, sa valeur a décuplé. Par l'intermédiaire 
d'Arthur Banks, Richard engage une équipe de runners pour 
intercepter la carte, la ramener à Seattle et organiser une 
autre vente aux enchères pour les bons enchérisseurs, 
excluant spécifiquement Samantha. La vente aux enchères se 
déroulera dans le cercle inférieur de Dante’s Inferno: Hell.

Pour les joueurs qui ont joué à Dusk, ce chapitre peut 
leur donner une impression de déjà-vu. Ils ont aidé Jane 
Foster à sécuriser la carte Piri Reis de la vente aux enchères 
originale à Lagos; maintenant, ils sont impliqués dans la mise 
en place de la prochaine opportunité pour la carte de changer 
de main et la chasse de recommencer.

La carte Piri Reis sera retracée jusqu'à Neo-Tokyo. 
Ryumyo a obtenu l'artefact en utilisant ses ressources des 
ombres pour attaquer une usine de puces des triade et la voler 
à ceux qui sont fidèles à Lung. Les personnages joueurs 
doivent non seulement s'inquiéter des équipes de runners 
envoyées par les autres Villiers, mais ils doivent aussi 
s'inquiéter de se faire prendre entre les feux croisés entre le 
Yakuza et Ghostwalker.

iew
Dans Déjà Vu, les joueurs peuvent travailler soit pour 

Samantha Villiers (via ses représentants, Dr. Angela Vaughn, 
et Dr. Scott Forester) ou pour Richard Villiers (via son 
représentant, Arthur Banks). L’agenda de Samantha est de 
faire ce qu’elle croit que son ex-mari, Richard, est incapable de 
faire: faire face à la menace magique importante que les quatre 
artefacts représentent pour les futurs intérêts de NeoNET. Elle 
emploie une équipe de runners pour localiser la carte Piri Reis, 
la capturer et la ramener à Seattle où elle peut la détruire 
secrètement, refusant ainsi à tout groupe la possibilité d'utiliser 
les quatre artefacts ensemble pour alimenter une forme 
puissante de magie rituelle qui pourrait être utilisé pour nuire 
aux intérêts à long terme de NeoNET.

Le premier instinct de Richard est de s'opposer à son ex-
femme et de saboter ses efforts pour détruire l'artefact, mais il 
voit rapidement un moyen de tirer profit de la situation. La 
frénésie des artefacts a commencé lorsque la carte Piri Reis a 
fait surface lors d'une vente aux enchères à Lagos, où elle s'est 
vendue

auction, we can easily ask ten times as what it originally 
sold for. And, with our own auction, we can make sure 
we invite only the people that we want bidding on 
the artifact. No elves, no dragons. They’re just too … 
problematic. Only other friendly corporations without 
those complicated ties … perhaps a few universities and 
a few trusted magical groups. Groups that didn’t have 
a shot at the artifact previously that can have a shot at 
it now. Yes … the more I think about this, the more I 
think we leverage a significant profit for NeoNET, 
and still ensure that our long-term corporate interests 
are protected by putting the map into the right hands, 
people who won’t misuse it. When you hire the assets, 
tell them we need to have them recover the map for 
us. We’ll also need them bring it back to Seattle. We’ll 
auction it off there, in Samantha’s own back yard.

Banks: How will we be able to organize an international 
auction, in Seattle no less, without Samantha or Celedyr 
noticing?

Villiers: The assets will need to act as our intermediaries to 

make the arrangements on the down-low. None of the 
arrangements can be made internally. We’ll have to 
assemble a list of contacts within the organizations we 
wish to invite; contacts that we know are trustworthy 
and can make sure information about this auction is 
kept confidential. On my end, I’ll have Cara arrange 
for us to use Dante’s Inferno—the Hell level—for this 
auction. Yes, I do believe that will work nicely. 

Banks: And I will see to the rest of the arrangements.
Villiers: Keep me in the loop on this, Arthur. If anything 

unexpected happens, let me know ASAP.
End Recording 

>	 How positively Machiavellian.

> 	Picador

> 	I wonder how these people even sleep if they can’t trust anyone 
and see daggers coming at them from every direction. They see 
plots within plots, and sadly, they’re generally right. 

> 	Snopes
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Tracking the opposing runner team requires a hands-on approach. 
So, like the runner team they are hired to spy on, the players are 
required to travel to the Republic of China, and then follow them 
to Manchuria. Once the runners inform Mr. Banks that the map 
and the rival team are believed to be heading to Neo-Tokyo, Mr. 
Banks directs them to follow the other team to the capital of the 
Japanese Imperial State. 

Plot Point Two

In the Land of the Rising Sun
As the players make their way to Neo-Tokyo, Scott Forester 

contacts them again and instructs them to rendezvous with four 
additional runner teams that he is bringing in to help scout out the 
city and make inquiries about the physical location of the Piri Reis 
Map. The ultimate goal for them is to successfully acquire the map. 
Because it changes locations so frequently, Mr. Forester asks whether 
the runners would be willing to risk grabbing the map should they 
find it. If they are, Scott Forester will pay them a considerable 
bonus for going beyond their original assignment. Given how many 
groups are coming after the map, the five runner teams will need to 
work together to successfully obtain the artifact before the trail goes 
cold. The NPC teams should be used to keep rival groups away from 
the player characters, allowing them the time to do the necessary 
legwork while the opposition is distracted, engaged in combat, or 
are otherwise deceived by misdirection. The longer it takes for the 
characters to locate the map, the more casualties their allies will start 
taking. One team should be completely taken out by operatives 
from Aztechnology, another team should end up being taken out 
by the Mystic Crusaders, and a third team should be taken out by 
runners working for Arthur Banks, putting even more pressure on 
the player characters to find the map quickly.

When the Piri Reis Map arrives in Neo Tokyo, the Yakuza 
keep it on the move, not allowing it to stay in any one place for 
longer than a few hours. The original runners hired by Ryumyo are 
standing by as hired guns to help protect and transport the map. 
To make it harder for foreign runners, the map is mostly kept in 
Kabukicho, a section of Neo-Tokyo that is off-limits to foreigners. 
The runners need to find a way to get into Kabukicho undetected 
to have a chance at getting to the map before it is moved again. 
Being identified as foreigners in Kabukicho provokes violence 
from the locals and could get the runners arrested by the Imperial 
authorities. If there is a violent confrontation in the neighborhood, 
word spreads quickly and the map is transported to another 
destination: Sub-Tokyo. The map will always be held in Yakuza 
strongholds, making it that much more difficult for the players 
to access it. 

If they are working for Arthur Banks, he asks the players to 
sabotage the teams working for Forester and to get to the map’s 
location before they do. Due to the fierce competition for the map, 
Banks is willing to pay the runners additional nuyen for putting 
themselves at greater risk and grabbing the map themselves instead 
of simply reporting its location back to him. Once the runners 
start sabotaging and taking out their competition, the NPC 
runner teams will adapt to the situation by hiring local talent to 
assist them (making it easier for them to get at the map as well). 
The players should eventually learn that the Yakuza have been 

Watchers, who have also arrived in Neo-Tokyo in pursuit of 
the map. As if the situation in Neo-Tokyo weren’t complicated 
enough already, Medjay and the Knights of Rage come looking 
once again to secure the Piri Reis Map for Celedyr, who had 
originally lost the map in Lagos. Medjay and the Knights of Rage 
will be highly motivated not to fail Celedyr again. Add to that the 
danger of potentially running into the dragon Naheka—or worse, 
Naheka’s master Ryumyo—and you have the makings of an epic 
confrontation in Neo-Tokyo.

Plot Point One

The Hunt Begins
Angela Vaughn hires the player characters to confirm the 

current location of the Piri Reis Map, intending to send another 
runner team in to grab it. Since Samantha’s NeoNET intelligence 
network has to keep a low profile to avoid Richard’s attention, 
they have fewer resources than usual, and they’re having difficulty 
getting up-to-date intel on where the map is located. The most 
recent information that NeoNET intelligence has on the map is 
that as of twenty-four hours ago it was in the Republic of China. 
Without hiring additional outside help, Vaughn believes that 
NeoNET intelligence will soon fall further behind in tracking 
the map’s location. He believes the best place to start looking for 
the map is the shadow community in Beijing. When the player 
characters arrive there and begin asking questions about the map, 
they soon encounter Medjay and the Knights of Rage, who are 
on the same trail.

After their encounter with the Knights of Rage is over 
and they are able to resume their legwork, the runners receive 
information directing them to a Chinese nightclub called 
Diamond Age, which is owned by the Yellow Lotus Triad. For a 
substantial fee, the club owner informs the runners that the Yellow 
Lotus’ rivals, the Red Dragon Triad, took the map to the city of 
Shenyang, in the country of Manchuria. There, it is being stashed 
inside a heavily guarded chip manufacturing and distribution 
plant, until the Red Dragon Triad decides what to do with it. By 
the time the runners arrive in Shenyang to confirm that the map 
is still there, they discover that runners working for Ryumyo beat 
them to the plant and took the map three hours before their arrival, 
leaving dozens of Triad soldiers dead or injured in their wake. The 
Piri Reis Map is now believed to be in transit to Neo-Tokyo, where 
it can be put under guard with the Yakuza. There is no specific 
location for where the artifact will end up that the runners can 
confirm; only that it will be in Neo-Tokyo in a couple hours’ time. 
Ms. Vaughn directs the runners to head to Neo-Tokyo, where they 
will be working with another corporate Johnson (Scott Forester) 
to find and recover the map. 

Players working for Arthur Banks are hired to spy on 
the NPC runner team that Angela Vaughn has hired to locate 
the Piri Reis Map and to steal the location of the artifact from 
them. The players should realize that the runner team hired is a 
professional one; meaning that they do whatever they can to limit 
the possibilities of being tailed. They change SINs and commlinks 
regularly, change vehicles frequently, use crowds to their advantage 
to make it more difficult to follow them, and use the Pulse spell 
(see p. 174, Street Magic) to eliminate any sort of tracking devices. 
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Plot Point Five

The End Is in Sight
The runners return to Seattle. Teams that were working for 

Angela Vaughn and Scott Forester will be given a private room 
number in Cocoon, a coffin club for the Awakened in Snohomish. 
They can drop the map off in the coffin-sized room and pick up 
their payment on certified credsticks from the manager of the 
motel. Scott Forester informs the players that there could be one 
last job for them if they wish to accept it, but they won’t find out 
about it for a few more hours. If the runners agree to take another 
job, Scott Forester calls upon them five hours later. There is one 
last loose string that has to be taken care of before the mission can 
be considered a complete success. There is only one more group 
that knows where the Piri Reis Map is: Samantha Villiers’ personal 
security detail who accompanied her to the secret location where 
she dropped it off to be destroyed. Samantha Villiers has assigned 
the security detail that was guarding her at the time to her decoy, 
and the runners would be hired to hit the decoy and the security 
detail. The attack needs to look like Samantha Villiers was the 
intended target, but the real target is the security detail.

If the runners worked for Arthur Banks, as soon as they 
return to Seattle they are told to set up the international auction 
for the map, and to do so in such a way that neither Samantha 
Villiers nor the rest of the international community finds 
out about it. They are given the names of contacts for various 
corporations, universities, and magic groups that NeoNET wants 
to invite to the auction. This list includes: Wuxing, Mitsuhama, 
MIT&T, Renraku (the Locus Elementum magic group), Oxford 
University, Brokerage X, Seer’s Guild, Doctor Faustus Society, 
and Manadyne. If the runners do not check the backgrounds of 
the contacts that they are given, a few of the “trusted” contacts 
sell the information to other parties. The auction will have to be 
canceled, and the runners will not be paid. The auction will be 
held on the Hell level of Dante’s Inferno in Seattle.

   

Locations

DIAMOND AGE
Diamond Age is a trendy nightclub in downtown Beijing. It 

is owned and run by the Yellow Lotus, rivals of the Red Dragon 
Triad. For the right price, the Yellow Lotus is more than happy to 
sell information to the shadowrunners about their rival’s operations.

Diamond Age is a six-story club that is often frequented by 
China’s celebrity figures, sports figures, executives from Wuxing, 
and other VIPs. BTLs are commonplace in this nightclub. 
Security at Diamond Age should be considered at the veteran 
level, if not higher (use Corporate Security Unit, p. 139). If 
security at Diamond Age is not sufficient, the Yellow Lotus is 
capable of bringing its soldiers to the club at a moment’s notice 
(use Organized Criminal, p. 144). The Diamond Age Node has 
a Device Rating of 6. 

RED DRAGON TRIAD CHIP PLANT COMPLEX
The Red Dragon Triad has a chip plant complex in Shenyang 

that produces an enormous supply of addictive BTLs for the 
Triad’s worldwide distribution. This particular plant puts out close 

spooked by the increased violence happening around Neo-Tokyo 
and are having the map moved deep into the subway tunnels and 
utility shafts of Sub-Tokyo.

Plot Point Three

Going Underground
Sub-Tokyo is the Japanese Imperial State’s version of the 

Seattle Ork Underground. Japanese metahumans and other 
outcasts live in the underground tunnels, away from public 
view. Many of the survivors of Yomi Island found their way here. 
Outsiders are shunned, if not outright attacked by the close-
knit communities. No matter whether the player characters are 
working for Scott Forester or Arthur Banks, they must minimize 
violence by negotiating their way through the neighborhoods and 
the gangs that reside in Neo-Tokyo. And since the runners will be 
unfamiliar with Sub-Tokyo, they will need to negotiate for a map 
or directions to where the map is being taken.

There are a lot of abandoned tunnels in Sub-Tokyo. If the 
runners are not careful and do not have decent directions, they can 
end up getting lost—or worse, end up near the flood prevention 
system, where large populations of shokushiki (ghouls) are 
believed to live. During this time, as the players race through 
the tunnel systems, they should be pursued by members of the 
Knights of Rage, Ghostwalker’s Watchers, as well as by NeoNET 
runners working for the other side. 

Information obtained from the locals points the runners to 
an abandoned subway station, four kilometers into Sub-Tokyo. 
There, the Yakuza have set up a chokepoint to allow the Piri 
Reis Map to continue traveling (while blocking any potential 
interference) and to eventually make it out of Sub-Tokyo. This 
chokepoint could include anything from cybered Yakuza soldiers 
to Ryumyo’s drakes, right up to the dragon Naheka (depending on 
the power level of the player characters). This chokepoint should 
be designed to significantly delay the player characters. It might 
even be severe enough to force the competing teams to work 
together to simply survive. 

After defeating the opposition, it will be a foot chase between 
the player characters and the Yakuza, looking to get the map back 
to street level and once again have it disappear into Neo-Tokyo. 

Plot Point Four

Getting Out of Hostile Territory
Once the runners have the map, they are informed by the 

appropriate Johnson (Scott Forester or Arthur Banks) that they 
cannot expend corporate resources to bring the map back to 
Seattle, as doing so would tip off the opposing NeoNET faction 
about its location and inevitably lead to an ambush. To get back to 
Seattle safely, the players need to hire a smuggler to take them out 
of Neo-Tokyo. The difficulty for the players is finding a smuggler 
who is trustworthy, not connected to the Yakuza, and not likely 
to turn on them or report their location to Ryumyo. At this stage, 
after all that has happened in Neo-Tokyo, if the player characters 
choose the wrong smuggler, it may very well be the great eastern 
dragon himself who comes to reclaim the map. 
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killed during the events of Dusk, feel free to use the female agent 
known as Sulawyo instead (p. 132, Corporate Guide). 

 B A R S C I L W Edg Ess Init IP
5 6 5 (8) 5 5 (8) 5 4 5 6 2.745 10 (13) 1(4)

Condition Monitor Boxes (P/S): 11/11
Armor (B/I): 6(9)/2(5)
Skills: Athletics skill group 6 (7), Blades 5, Dodge (Melee) 4 (+2), 
First Aid 3, Influence skill group 5, Intimidation 4, Perception 6, 
Pistols (Semi-Automatics) 6 (+2), Stealth skill group 5, Unarmed 
Combat 6
Qualities: Blandness, Magic Resistance 4
Augmentations: (all betaware) Enhanced articulation, cybereyes 
[Rating 3 w/ flare compensation, low-light vision, smartlink, ther-
mographic vision, vision enhancement 2], orthoskin 3, skillwire 
expert system, skillwires (Rating 5), synaptic booster (Rating 3), 
tailored pheromones (Rating 3) 
Gear: Commlink [Firewall 6, Response 5, Signal 3, System 5] w/ 
sim module (hot sim), form-fitting body armor (full-body suit); 
11 skillsofts (all Rating 4): Automatics, Blades, Computer, Data 
Search, Demolitions, Hacking, Hardware, Pilot Aircraft, Pilot 
Ground Craft, Pistols, Software; 8 Linguasofts (Rating 5, includ-
ing Yoruba)  
Weapons: 

Cougar Fineblade Knife (Short Blade) [Blades, Reach 0, DV 
4P AP –1]

Cavalier Scout [Hold-Out Pistol, DV 4P, AP —, SA, RC 
—, 7(c)] 

Cavalier Deputy [Heavy Pistol 5P, AP –1, SA, RC —, 7(cy)]

Naheka
Naheka is an adult dragon (a feathered serpent) who is centu-

ries away from great dragon status. His lair is in Hawai’i. He was 
once a vassal for Mujaji before switching allegiances to Ryumyo. He 
serves the great eastern dragon, hoping that Ryumyo will assist him 
in establishing a power base for himself in the modern era. Although 
Naheka is forced to ride Ryumyo’s coattails, that does not make him 
any less dangerous than any other feathered serpent. And he will do 
whatever is necessary to maintain his patron’s favor to secure his 
future fortune in the world of both dragons and metahumans.

B A R S C I L W Edg Ess M Init IP
17 5 9 32 6 7 5 10 6 10 10 16 2

Condition Monitor (P/S): 17/13
Armor (B/I): 8/8
Movement: 15/50 (30/100 Flight)
Reach: +2
Skills: Arcana 4, Assensing 8, Astral Combat 4, Conjuring skill 
group 6, Etiquette (Tribal) 4 (+2), Exotic Ranged Weapon 6, 
Flight 6, Interrogation 6, Leadership 5, Negotiation 6, Perception 
(Smell) 6 (+2), Sorcery skill group 8, Unarmed Combat 6
Powers: Animal Control, Dragonspeech, Dual Natured, 
Elemental Attack (Blast), Enhanced Senses (Enhanced Smell, Fear, 
Low-Light Vision, Wide-Band Hearing), Hardened Armor 8, 
Mystic Armor 8, Natural Weapon (Bite/Claws: 10P, –2), Noxious 
Breath, Venom

to two percent of the world’s supply of BTLs annually. This large 
manufacturing complex also produces a much smaller supply of 
BADs, in addition to SIN forgeries. This plant employs hundreds 
of workers and is guarded by a significant Triad presence. By the 
time the runners arrive, the facility has already been raided. The 
Triad’s reinforcements are on the ground, trying to contain the 
damage. Player characters will be able to get information from the 
reinforcements’ commlinks that runner teams from Japan raided 
the factory and made off with the map, and that it is believed to 
be heading to Neo-Tokyo. 

People

Arthur banks 
Arthur Banks has been with NeoNET—and before that 

Novatech—for a combined twenty-six years of service. He is the 
current head of security for NeoNET. Banks is devoted to Richard 
Villiers, but is also pragmatic about protecting himself. He makes 
certain to have insurance policies in the event they are necessary. 
Banks is often called upon to monitor and spy on Richard’s ex-wife, 
Samantha, and he has been trying to keep her in check ever since she 
had certain IPs transferred into her name, instead of the company’s 
control. Use Mr. Johnson (High-Ranking) stats, p. 144.

angela vaughn
Doctor Angela Vaughn works in NeoNET’s T99 magical 

research division, in Boston. She is a close ally to Samantha Villiers 
and has been with NeoNET for five years. She has demonstrated 
an extraordinary understanding of various summoning traditions 
and is a leading researcher into manatech. Angela Vaughn is a 
strong asset for NeoNET, and many in the corporation believe 
that her research is vital to the future of NeoNET’s magic division. 
Angela Vaughn will hire the player characters to initially locate 
the map. When it becomes clear that the map has been moved to 
Neo-Tokyo, and that more parties are becoming involved, she will 
ask the runners to work with her colleague, Doctor Forester, to 
retrieve the map. Use Mr. Johnson (High-Ranking) stats, p. 144.

SCOTT FORESTER
Doctor Scott Forester is an accomplished researcher. Doctor 

Forester’s field of study is Magical Compounds. He is a leading 
expert on the drug called Tempo. Doctor Forester has been 
working with NeoNET for nearly sixteen years. Like Angela 
Vaughn, Forester is a close ally to Samantha Villiers. He is given 
the task of retrieving the map, once it is located. Use Mr. Johnson 
(High-Ranking) stats, p. 144.

 
Medjay

Medjay is a senior member of the Knights of Rage who 
has been trained to be one of Celedyr’s top spies and espionage 
agents. He led the original expedition to obtain the Piri Reis Map 
in Lagos in 2072. In many ways, this new operation is a way for 
him to redeem himself in the eyes of Celedyr for his previous 
failure and to prove his worth to the Knights of Rage. He will be 
highly motivated to obtain the artifact by any means necessary. 
He should prove a difficult challenge for the player characters. 
Medjay was first seen in Dawn of the Artifacts: Dusk. If he was 
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RYUMYO DRAKES
(Professional Rating 4)

Oriental Drakes (Human metatype)

B A R S C I L W Ess M Init IP
Drake 7 8 4 6 3 3 2 5 6 1 7 1
Human 5 6 4 4 3 3 2 5 6 1 7 1

 
Condition Monitor Boxes: 11 (12 in Dracoform)
Armor (B/I): 8/6 (4/4 in Dracoform) 
Skills: Assensing 3, Astral Combat 4, Athletics skill group 5, 
Blades 4, Clubs 3, Dodge 5, First Aid 3, Intimidation 4, Perception 
3, Pistols 4, Stealth skill group 4, Unarmed Combat 4
Qualities: Drake, Martial Arts (20 BP, Aikido; Advantages: +1 
die for Full Dodge; +1 die for Full Parry, +1 die for subduing, +1 
die on attacks to knockdown).
Maneuvers: Blind Fighting, Break Weapon, Disarm, Disorient, 
Finishing Move, Herding, Iaijutsu, Kick Attack
Powers (Human form): Shift (Drake)
Powers (Dracoform): Dual Natured, Elemental Attack 
(Electricity), Enhanced Senses (Hearing, Low-Light Vision, Smell, 
Thermographic Vision), Hardened Armor 4, Mystic Armor 4, 
Natural Weapon (bite/claws: DV 5P, AP 0) 
Gear: Armor jacket, commlink (Device Rating 3)
Weapons: 

Victorinox Smart Staff [as Mace, Reach 1, DV 6P, AP —] 
	 [as Polearm, Reach 2, DV 5P, AP–2]
	 [as Staff, Reach 2, DV 5P, AP —]
	 [as Sword, Reach 1, DV 6P, AP –1]
Nitama NeMax [Heavy Pistol, DV 5P, AP –1, SA, 10 (c), 

w/ internal smartlink system, basic safe target system, 
biometric safety system]

Qualities: Magician 
Initiate Level: 4
Metamagics: Absorption, Flexible Signature, Masking, Shielding 
Spells: Acid Stream, Analyze Truth, Blast, Chaos, Death Touch, 
Fireball, Flamethrower, Heal, Mana Barrier, Manaball, Manabolt, 
Mask, Mind Probe, Petrify, Poltergeist, Powerball, Shadow, Stunball
Spirits: 3 x Force 6 guardian spirits (5 services) 

Knights of Rage
(Professional Rating 5)

The Knights of Rage started as a street gang in London. In 
2043, the mixed-race gang encountered the great dragon known 
as Celedyr and discovered that they shared common interests, 
including the areas of ancient mystical relics and tomes. Celedyr, 
feeling a special bond with the group, decided to start sharing his 
collection of ancient Nubian tablets. The great dragon also began 
training the street gang to become his elite group of agents. Today, 
the Knights of Rage have their headquarters in Caerleon but still 
span London and other British Sprawls, Egypt, and Australia. 
The Knights of Rage are believed to have hundreds of members 
worldwide, all of them willing to serve the needs and the desires 
of their patron, Celedyr.

B A R S C I L W Ess Init IP
4 5 (8) 3 4 (7) 3 4 3 3 1.85 7 1

Condition Monitor Boxes: 10
Armor (Ballistic/Impact): 6/2 (9/5)
Skills: Athletics skill group 3, Blades 3, Dodge 4, First Aid 2, 
Intimidation 3, Perception 4, Pilot Ground Craft 3, Pistols 4, 
Stealth skill group 5, Unarmed Combat 4
Qualities: Blandness
Augmentations: Cybereyes [Rating 3, w/ flare compensation, 
low-light, smartlink, thermographic vision, vision enhancement 
2], muscle replacement 3, orthoskin 3
Gear: Form-fitting body armor (full-body suit)
Weapons: 

Cougar Fineblade Knife (Short Blade) [Blades, Reach 0, DV 
3P (5P), AP –1]

Cavalier Scout [Hold Out Pistol, DV 4P, AP —, SA, 7(c)] 
Cavalier Deputy [Heavy Pistol, DV 5P, AP –1, SA, 7(cy)]

Ryumyo runner Team
The runner team hired by the great dragon consists of 

anywhere between four and six Veteran Street Samurai (see p. 
146), two Veteran Combat Mages (see p. 146) and two Veteran 
Combat Adepts (see p. 146). All members of the team are local 
runners, all are human, and all are of Japanese descent. As such, 
Ryumyo’s team has the advantage of knowing the streets and the 
people of Neo-Tokyo, of knowing the shortcuts and the people 
that they can trust, and of blending in much more easily than the 
foreign runners. This team should prove to be a strong challenge 
to the player characters. Also, Ryumyo would have hired a runner 
team with a significant street reputation, capable of handling high-
profile missions and succeeding under pressure.
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Incom
ing...............

>	 A friend of a friend infiltrated Humanis and swiped some 
interesting paydata off their private servers. This is a segment 
of the keynote speech for their planned annual meetup. It will be 
news soon enough, but given the nature of its content, I thought 
it appropriate to share in the hopes someone might shed some 
light upon it. 

>	 Ecotope

// upload Uniformat text file :: user Ecotope//
//add cut out //
// in-text references and bibliography removed //

Keynote Address: HICUP

Humanis International Conference for Universal Purity 
Brothers and Sisters. Friends and family. Welcome.
Every year we come together to share our stories and show 

our research. Every year, for the past forty-two years, we have 
met to discuss our problems, seeking solidarity in our beliefs and 
strength in our numbers. Every year we renew our purpose and 
our faith in our cause, to right the wrongs that have destroyed our 
world. The wrongs that are still destroying our world. Famine, 
disease, and poverty were horrors enough to contend with. We 
could have solved these problems, as a species, if only we could 
have banded together right at the very beginning. 

But we did not. Instead, we chose to bury our heads in 
the sand, ignoring the evil that ripped apart our nations, sold 
government into the hands of the greedy corporate sharks, and 
nearly destroyed our planet. We chose war over peace, individuality 
over the greater good, and money over morality.

I say “we,” but every person in this room is shaking his head at 
me, proclaiming innocence in this matter. “I stood up,” you want 
to say. “I warned the world of the corruption that now invades it.” 
And this is my reply to you.

No, Brothers. You shouted words into the darkness to listen 
for echoes, not to incite change.

No, Sisters. You hoisted signs into the air to get on the news, 
not to heal the blind.

First there was VITAS. Then UGE. After that came 
Goblinization. If those catastrophes were not enough, volcanoes 
destroyed large swaths of our planet, floods wiped out entire cities, 
and nations collapsed. Mages and magic and dragons and vampires 
invade our daily lives. Now we have children—normal, human 
children—born with voices in their heads, corrupting them with 
images of a living Matrix. Shapeshifters and snake people try to 
make their homes alongside us. Changelings steal our spouses and 
murder our families in some grotesque vision of justice. 

And if that were not bad enough, because you think none of 
this could possibly be bad enough, now the elves of Tír Tairngire 
are trying to wipe out the human race!

Look, my brethren, my comrades-in-arms. Link to our private 
conference node and see the images we have gathered. //Link :: 
Upload Available Images: Y / N?// 

See Arcdotus, the short-faced bear. 
Look upon the American lion. 
These are dire wolves and dire cats. 
Extinct creatures, all of them! And flora never seen upon our 

planet by human eyes. Giant flowers that eat mammals. Thorny 
vines as massive as bridge cables. Redwoods thick and tall, as if Mt. 
Hood had never exploded some fifty years ago. This forest crawls 
with prehistoric plants and vicious creatures who died, by God’s 
Own Hand, to make way for our species. The one true species, the 
Human Race!

For too long, we have allowed this corruption free run across 
our planet. For too long, we have ignored the signs that warn us 
that humanity is facing extinction. Brothers and Sisters, it is time 
to act. 

Our first task is to root out the heart of evil living in Tír 
Tairngire, and to prevent the infection from spreading. 

Who is with me?
// End Uniformat text file :: user Ecotope//
//Timestamp: 10/07/73 //
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>	 Sounds like the usual drek those boneheads spout. I don’t see why 
you’re so worked up about it.

>	 Bull

>	 Truth will hide in the unlikeliest of places. Use the wrong thread 
to weave your blanket and the pattern will be unrecognizable, 
twisted, and unusable.

>	 Man-of-Many-Names

>	 Do you even try to make sense anymore?

>	 Slamm-0!

>	 I’ve heard rumors of new types of paracritters coming out of Tír 
Tairngire. The people who told me aren’t very reliable though. 
Otherwise, I’d have investigated it.

>	 Glasswalker

>	 A lot of eco-friendly elves are congregating in Mt. Hood National 
Forest.  They think Teheronshay has returned.  I’m going up 
there to investigate, as soon as I recover from my last little 
misadventure.

>	 Frosty 

>	 Am I the only one amused by the fact that the conference acronym 
sounds like hiccup?

>	 /dev/grrl

>	 Yes.

>	 Bull

>	 And suddenly a conversation I overheard is making a little more 
sense. I won’t say where I got it since I’m still working on this 
story. So I’ll just call our participants Pete and RePete.

>	 Sunshine

// upload audio file :: user Sunshine//
// Sperethiel Translation Agent engaged//

Pete: … without any compensation. I’d say “poor Z” if I 
actually felt a centimeter of sympathy for the bastard.

RePete: Do you thing he’s in on it, then?
Pete: Possibly. I wouldn’t put it past him.
RePete: What the hell does this have to do with that 

damned prince?
Pete: (chuckling) Home sweet home.
RePete: Shit! Don’t even joke about that crap. She wouldn’t 

dare. Nerdal wouldn’t be a party to this. He’s too damn respectable. 
Hell, the Doomsday Ark was his fuckin’ idea!

Pete: Puh-leaze. Fucker probably sold out the instant the 
prince made the offer. I’ve seen it a million times before. There 
isn’t a corp wageslave alive who would ignore the chance to have 
royalty beholden to him.

RePete: You didn’t know Nerdal. He believes what he’s 
preaching and would never sell out. 

Pete: Damned idealists. There ain’t no place for people like 
that in this world.

RePete: So what you gonna do?
Pete: Are you kidding? Take the creds and run, omae. What 

the hell else is there to do? What about you? You going to refuse 
her offer?

RePete: Too many familiar faces have gone missing from 
Cara’Sir. Forest-fever, the streets say. Maybe I’ll take a vacation, see 
how this plays out. Oh, don’t gimme that look! I won’t breathe a 
word. Let the prince have her fuckin’ forest home. Me, I like smog.

// Sperethiel Translation Agent disengaged//
// End Uniformat text file :: user Sunshine//
//Timestamp: 09/28/73 //

>	 Dr.  Nerdal Ziusudra is alive? That is good news.  Thank you, 
Sunshine.

>	 Ecotope

>	 Who’s alive? And it’s good news why?

>	 Ethernaut

>	 Dr. Nerdal Ziusudra. He did more than just study the looming 
extinction of many animal species—he did something about it. 
The concept of a seed bank, which helps you preserve a variety of 
seeds to ensure those plants do not disappear, has been around for 
a long time, and of course the story of Noah’s ark tells you that the 
idea of preserving animal species in the event of a disaster is even 
older than that. Dr. Ziusudra began the Doomsday Ark, as RePete 
mentions here, which preserves the genetic material of a whole 
host of animals. If a disaster occurs, you go to the bank, activate 
the right genetic material, and you’ve got your species back.

Now, it’s not as easy as just preserving two samples from 
every animal. That doesn’t give you enough genetic diversity to 
get a species to breed sustainably. He’s trying to get hundreds of 
samples from various species, and he’s checking to make sure he’s 
not getting close relatives in there.

I say all this to make a simple point—Dr.  Ziusudra is a 
visionary. I’d been worried about him since he seemed to fall off 
the map a few years ago when he was spirited away just as he was 
in the middle of making a speech. 

>	 Ecotope

>	 As I pointed out a few years ago, Ziusudra was supposedly on 
the brink of a major discovery when he was extracted. In fact, I’m 
convinced that’s why he was taken away. I’ve had some time to 
think—and do some asking around—about this breakthrough, and I 
believe it’s the beginnings of a program that can generate original 
and complete strands of DNA on command. You want a strand 
of zebra DNA? Tell the program, and it will code up a strand for 
you. His Doomsday Ark could be replaced by the program and the 
raw material needed to make proteins. That’s it—or at least, that 
would be the case once the program is fully developed. I have no 
idea where it stands right now.

>	 The Smiling Bandit
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Plot Point one

The runners are approached by Mr. Johnson, a 
representative of the Salish-Shidhe Council. Mr. Johnson 
doesn’t hide who he’s working for, but he doesn’t advertise it 
either. He hires them to travel to Cara’Sir (formerly Portland), 
in Tír Tairngire and extract Dr. Nerdal Ziusudra from a 
safehouse where he is being held. Mr. Johnson’s primary goal, 
however, is to investigate the extraordinary regeneration of Mt. 
Hood National Forest and steal the secret from the elves. In 
fact, if the runners have to choose between the two objectives, 
Mr. Johnson’s employers much prefer the secret over Dr. 
Ziusudra’s rescue. And if the runners bring back the device or 
magical formulae responsible, they will get a bonus above and 
beyond their initial payment.

Plot Point Two

The runners can choose to enter Tir Tairngire by land, 
waterway (river), or air. When they arrive at the safehouse, they 
find it under surveillance by a group of eco-terrorists who also 
want to extract Dr. Ziusudra. The runners must defeat both the 
elven guards and the eco-terrorists in order to get Ziusudra, but 
they have multiple options: team up with the eco-terrorists, start 
a fight between the two groups as a distraction to their own 
activities, or sell the eco-terrorists out to the elves in order to get 
on the elves’ good side.

Even if the runners chose an option not listed here, they 
should be able to take Dr. Ziusudra alive and relatively unharmed.

Plot Point Three

Dr. Ziusudra was forcibly recruited by Jenna some time 
ago to assist in her quest to restore the old elven homeland of 
the Fourth World. She gave him ancient botany books showing 
various flora and fauna that he could not recognize, and she asked 
him to document everything in Mt. Hood National Forest that 
might be related. He initially agreed because he believed her 
intentions aligned with his goal to rescue plants and animals 
from extinction. Though he could not read the books (they were 
in a language he’d never seen and could not translate), he used 
the pictures to great effect during his research. Until the day he 
suddenly realized the forest itself was changing.

Dr. Ziusudra is quite friendly and more than willing to 
go with his would-be rescuers, until he finds out they intend 
to leave Tír Tairngire. The good doctor digs in his heels and 
refuses to go with the runners until they’ve “rescued” the Book 
of Leaves. He is quite insistent about it and will explain, when 
asked, that Prince Jenna Ni’Fairra has been using the magical 
artifact to alter the Patterns of the forest. Her quest is to restore 
the old elven homeland, and she’s exterminating entire species 
of wildlife to do it.

If the runners allow him, Dr. Ziusudra will lead them directly 
to Jenna’s half-built forest city. Along the way, they will encounter 
a number of paracritters and strange plant life not native to Tír 
Tairngire. The deeper the runners go into the forest, the stranger 
everything becomes. Dual-natured plants and animals can be seen. 

iew
Dans le but de redonner au Protectorat Tsimshian sa gloire 

naturelle, le Conseil Salish-Shidhe étudie des solutions 
extraordinaires. Ils ont entendu parler de l'extraordinaire poussée 
de croissance du mont Hood National Forest, à Tír Tairngire, et 
les rumeurs selon lesquelles le Dr Nerdal Ziusudra pourrait avoir 
quelque chose à voir avec cela. Le Conseil engage les runners 
pour extraire le Dr Ziusudra et pour voler toutes les données 
pertinentes, les schémas mécaniques ou les formules magiques 
qui pourraient être la cause de ce miracle. Alors que le Conseil 
souhaiterait que les runners fassent les deux tâches, s’ils doivent 
faire un choix, le Dr Ziusudra est remplaçable tant que les 
runners peuvent leur livrer le dispositif miracle du Tir.

À première vue, le travail n'est qu'une autre extraction 
urbaine. Mais le travail prend une tournure lorsque Ziusudra 
refuse de partir sans le fameux Livre des Feuilles, que Jenna 
Ni’Fairra utilise pour recréer le Teheronshay, la patrie elfique 
d'un âge précédent.

Le Hood National Forest est passé d'une retraite 
pittoresque à un cauchemar monstrueux. Des para-créatures 
défigurées et des plantes monstrueuses parcourent la zone, 
attaquant les intrus. Au centre de la forêt se trouve une ville à 
moitié construite où Jenna utilise la magie et la force vitale de ses 
volontaires pour alimenter sa magie. Les runners doivent obtenir 
le livre et échapper aux forces secrètes de Jenna, mais ils se 
retrouveront dans un combat pour conserver leurs données 
rémunérées pendant que les forces de la Fondation Draco et de la 
Fondation Atlante les affronteront. Dans une dernière tentative 
pour obtenir le livre des Feuilles, la voie de Ghostwalker, 
Nicholas Whitebird, se présente pour faire une offre de dernière 
minute.

Si cela ne suffisait pas, Jenna et ses paladins poursuivent les 
runners pour se livrer à une petite revanche.

>	 That doesn’t sound like Dr. Ziusudra to me. That kind of 
power could lead to all sorts of genetic accidents or other 
difficulties, and it also encourages laziness in preserving 
what we have. I don’t believe that’s his breakthrough, 
and now that I know he’s alive, I’ll look forward to 
tracking him down and talking to him about it directly.

>	 Ecotope

>	 So who wants to bet which Tír prince this piece is talking 
about. Maria Cinebal, Jenna Ni’Fairra, or Hestaby?

>	 Slamm-0!

>	 Don’t bother. It’s Jenna.

>	 Frosty

>	 Damn, Frosty. At least let me collect a few wagers before 
you ruin my fun.

>	 Slamm-0!

>	 Why, Slamm, need some cash for all those babysitting 
bills?

>	 Sticks
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they manage to get him out of Tír Tairngire and keep him alive 
for the rest of the journey.

Plot Point Six

It is evening when the runners reach Vancouver. They 
receive a message on their commlinks from Frosty, on behalf 
of the Draco Foundation. She invites the runners to meet her 
at a warehouse, saying it is urgent she talk with them. Frosty 
even offers a small sum of money if they just take the time to 
meet with her (if the runners met her during any of the Dawn 
of the Artifacts adventures, play up that connection with them). 
If the runners meet with her, she makes her pitch for the book. 
Her argument is that the Book of Leaves does not belong to 
the runners or the Salish-Shidhe Council. Since the Draco 
Foundation is the executor of Dunkelzahn’s will, it has the right 
to the book. She will not mention whether the book will be 
returned to Jenna or be kept by the Foundation. She also will 
not offer any money for the book itself. 

Plot Point Seven

Jenna Ni’Fairra is angry, and she’s brought an armed squad 
of elves with her. These are her paladins and they are very good at 
what they do. If the runners did not meet with Frosty, they will 
have to deal with Jenna on their own. Otherwise, Jenna and her 
paladins will attack the runners before any deal with Frosty can 
be reached. 

While it may be tempting to have Frosty save the runners’ lives 
without warning, the gamemaster should avoid that temptation. 
The runners may try to play Frosty off of Jenna, causing the two 
elven mages to square off in a magical battle royale. Or perhaps the 
runners choose to flee. They could even decide to fight everyone, 
but it should be made clear this is perhaps not their best option. 

The runners may decide to hand the Book of Leaves over to 
Frosty at that moment. If so, Jenna will attack Frosty while the 
paladins go after the runners. Surrendering the Book of Leaves 
does not let the runners off the hook. They will have to either 
fight or flee.

Plot Point Eight

If the runners keep the book and make their rendezvous 
with Mr. Johnson, they find Nicholas Whitebird waiting with 
him. Whitebird ignores the discomfort of Mr. Johnson, offering 
the runners a princely sum of money and promising to make all 
their problems with Jenna “go away” if they hand the Book of 
Leaves over to him. The runners get a chance to decide whether 
they will stick with their original contract or betray that contract 
for a greater sum.

Whitebird will not openly retaliate against the runners if 
they honor their original contract, and may even seem impressed 
by their loyalties, depending on how they act in this final 
confrontation. 

On the other hand, if the runners do give the Book to 
Whitebird, he gives them everything he’s promised, but Mr. 

Some critters flee before the runners, while others may attack. 
Random encounters with these creatures should show the runners 
just how dangerous Jenna’s magic can be.

Plot Point Four

After the runners escape the forest’s predators, Ziusudra takes 
them to Jenna’s city. The city looks as if it’s growing out of the 
forest floor and is, in fact, made of living trees. If the runners take 
the time to scout around, they find several armed elves, some of 
them paladins, wandering around the area. Jenna stands in the 
center of a clearing using powerful magic to grow trees or alter 
them according to her needs. Several of her volunteers are pooling 
their own magic, and their own life force, for her use. In her hands, 
Jenna holds the Book of Leaves. The negative background count 
of the forest temporarily increases with the use of her magic, 
forestalling the use of any other magic.

When Jenna is finished with her spell, her volunteers collapse 
to the ground, many of them dead. Jenna appears exhausted. The 
armed guards, including paladins, assist with body cleanup, feeding 
the dead to the hungry carnivorous plants a short distance off. 

Jenna seals the book in a warded chest in her chambers, a 
fancy tree house located approximately one hundred meters off the 
ground, then falls into a coma-like sleep. The runners must sneak 
into the house without alerting the guards and without waking 
Jenna. While they can try to penetrate the magical locks and wards 
on the box, Jenna is a powerful sorceress, and such an attempt would 
likely give the runners away before they succeeded in their task. Also, 
Jenna’s bedroom is warded and watched by two powerful spirits 
who attack anyone who tries to kill Jenna in her sleep.

Once the runners obtain the Book of Leaves, they head to 
Vancouver to deliver the paydata. They must smuggle the artifact, 
along with Dr. Ziusudra, across the Tír Tairngire border and 
into Salish-Shidhe. If Tír Tairngire customs officials notice 
the warded chest, they demand that the runners open it for 
inspection and present appropriate documentation for all of its 
contents—if they refuse (or are unable), the chest is confiscated 
and the runners arrested for smuggling unlicensed, possibly 
dangerous magical artifacts. If the runners have managed to 
open the chest and get rid of it, the customs agents still notice 
and confiscate the book. The runners must get past customs 
themselves and rescue the book if they lose it. They must also try 
to keep Dr. Ziusudra from telling everyone about the horrors in 
Mt. Hood National Forest, since he will want to warn everyone 
the instant he has a chance.

Plot Point Five

At some point in the runners’ travels, agents of the Atlantean 
Foundation ambush them in an attempt to steal the book. The 
AF team chooses a location where the runners will be distracted 
by other events, and if the runners make the mistake of turning 
their back on the chest, the AF team attempts to steal it out from 
under their noses.

Again, if the runners lose the book, they must retrieve 
it if they expect to get paid for this job. While Dr. Ziusudra is 
expendable at this point, the runners should get bonus points if 
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just plain beauty evoked from nature. Anyone, besides Frosty or 
Jenna, who attempts to read the book for any length of time will 
get headaches and become exhausted. Willpower Tests should be 
made for every hour the runners have the book open to avoid the 
Stun damage described above.

Locations

Cara’Sir
Cara’Sir is easily the Tír’s most cosmopolitan city. Formerly 

known as Portland, the city is based at the juncture of the 
Willamette and Columbia Rivers. Thirteen bridges connect the 
city across these rivers, and Mt. Hood can be seen from almost 
any point in the city. The highest points of the city are West Hills, 
which is home to the richer residents, and Forest Park the biggest 
Awakened wilderness park inside a North American city.

Cara’Sir is the capital of Tír Tairngire and the center of its 
tourism industry. Downtown is designed for walking tours with 
attractions for even the most jaded tourist. Mounted peace officers 
patrol this area, making crime difficult but not impossible. Travel 
within the city itself is not difficult, but getting in and out of 
the city is complicated if you are coming in by air or sea. While 
the Princes no longer run Tír Tairngire, access to this country is 
restricted to visitors who have a passport, medical records proving 
they have the most recent inoculations (depending on the country 
of origin), and a Visitor’s Authorization Visa. 

Morningstar Field (formerly Portland International Airport) 
brings in tourists and business travelers and can accommodate 

Johnson will remember the betrayal, and the runners will most 
likely not work for the Salish-Shidhe Council ever again.

Either way, the runners cannot profit from holding onto 
the Book of Leaves for themselves, nor will they be able to truly 
understand or activate the book’s powers. If the runners return 
both Dr. Ziusudra and the book to Mr. Johnson, the Salish-Shidhe 
Council authorizes Mr. Johnson to give them extra incentive for 
a job well done.

The Book of Leaves

Upon first glance, the Book of Leaves appears as a fifteen-
centimeter-thick mega-tome from an earlier era. Assensing the 
book reveals it to be an ancient magical artifact of unspeakable, 
and indiscernible, power. A successful Assensing (5) Test reveals 
layers upon layers of Patterns wrapped within the physical shell 
of the book—too many layers to count or understand. If a mage 
decides to fight past this initial impression and try to understand 
it, they become overwhelmed by the Patterns. They must make 
a Willpower (4) Test or else suffer 14S damage (which will likely 
cause immediate unconsciousness). 

The book’s color appears brown with spots of green, yellow, 
red, and orange. Close examination reveals the cover is actually 
made of hundreds of pressed leaves, bound together with some 
unknown resin. The pages within the book are made of thin, 
almost sheer leaves whose veins and edges form geometric and 
asymmetric shapes upon the pages. These shapes could be 
interpreted as an unknown language, unfamiliar diagrams, or 
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The Safehouse
The safehouse where Dr. Ziusudra is being held is a three-story 

apartment complex in the middle of a lower-class neighborhood. 
The building is surrounded by three other apartment complexes of 
the same height with a two-meter-high fence surrounding a yard 
on the sides and the back of the building. The fence is a privacy 
fence of reinforced steel with old-fashioned bolts and locks on the 
gate. A flight of six steps leads up to the front entrance, which is 
the only building entrance that faces the street. Two elves armed 
with submachine guns guard this door.

The first-floor windows are boarded up, and lights can be 
seen in the second-floor windows. The third floor is dark, but a 
Perception Check can reveal hints of movement to the players. 
Two elves with sniper rifles patrol the third floor to shoot any 
intruders before they break into the building.

The elves are running a private wireless comm network 
(Rating 3) to keep in touch with each other. There are seven PANs 
in the building, all belonging to the elves. One elf guards the stairs 
to the second floor with two shotguns (for close combat) and a 
sniper rifle (to kill intruders). Two other elves patrol the second 
floor with shotguns while the last elf watches Dr. Ziusudra.

The safehouse has a minimum of furniture so the elves don’t 
trip over anything. One of the apartments is full of pillows and 
sleeping bags. This is where the elves sleep when off duty. They’ve 
also been ordering delivery from the local Chinese deli and a pizza 
palace so they don’t have to leave their posts to get dinner.

Tír Tairngire Customs Agency
The customs agency is located in a busy building on the 

border between Tír Tairngire and Salish-Shidhe, and security at 
the agency consists of cameras and audio recording devices. The 
security node is Rating 4, and there are more customs agents than 
there are guards. Confiscated items are locked in a shielded room 
with maglocks and cameras. The walls are four-foot-thick concrete, 
and the door is two-foot-thick steel plate. All the security guards 
are watching the people coming into and out of the building, 
though, and not paying much attention to the storeroom. An 
interrogation room sits off to the side of the building, segregated 
from both the storeroom and the open customs lines.

Vancouver Warehouse
This building is where Frosty leads the runners. It is a 

one-floor warehouse with a twenty-five-meter ceiling. While the 
warehouse is used by a small business, none of the employees are 
currently here. Security consists only of a few cameras (Rating 2), 
a set of old-fashioned locks on both the front door and the loading 
docks, and a few dogs inside who can easily be bribed with food. 
The warehouse contains several dusty crates and a few forklifts, 
and it has an office off to the side. There’s nothing of value here, 
and no one around when Frosty pulls the runners aside.

The buildings around this warehouse are a combination 
of other warehouses, industrial production facilities, and 
abandoned husks.

sub-orbital and semi-ballistic flights. Cara’Sir is also one of Tír 
Tairngire’s two major ports, with a high volume of ships coming 
in through the Columbia River every day. Cara’Sir can also be 
accessed by land routes, but all ground traffic entering or leaving 
the city must go through one of seven border posts in the city wall.

Like any city, Cara’Sir has its upscale districts and its 
dilapidated areas. It has a larger proportion of non-elven citizens 
than do other parts of the nation, and there is plenty of political 
intrigue occurring on its streets. Information brokering is big 
business in Cara’Sir. 

Most residents avoid traveling to or through Mt. Hood 
National Forest. Rumors abound about the strange goings-on 
in the forest, including stories of the sudden influx of unnatural 
creatures, the impressive growth of the trees, and the curious 
individuals who enter but never to return. One popular rumor 
is that the forest hates, and consumes, non-elf metahumans. 
Everyone knows someone who knows another person who 
traveled into the forest and either didn’t come back or met 
something horrible and were lucky to escape with their lives. It’s 
not quite an open secret that Prince Jenna Ni’Fairra has made a 
new home in the forest and has something to do with its sudden 
re-growth. No one knows exactly what she’s doing, though, and 
only the foolish dare ask.

Mt. Hood National Forest
Mt. Hood National Forest begins approximately thirty-two 

kilometers east of Cara’Sir, and spreads across a large chunk of Tír 
Tairngire. Back in 2017, Mt. Hood erupted, burying a great deal 
of the forest in ash and denuding many of the older trees of their 
growth. In the intervening years, the forest slowly grew back, but 
the trees were stunted, the wildlife surviving in the few pockets of 
recovered green.

In recent years, the forest appears to have revived, 
experiencing a record growth that amazes the few who have 
watched it from the outside. The outer edges of the forest appear 
somewhat normal, with oaks and pines and redwoods. But deep 
inside the forest lives a wild tangle of unnatural fauna. Thick thorn 
hedges grow wildly out of rocks. Tree trunks are twisted, weeping 
red sap as they tower into the sky. Living vines and dual-natured 
plants cover the ground, consuming every bit of available earth. 
Paths are hard to find in this jungle-like forest, and it takes an 
expert tracker to navigate these wilds.

Matrix access is sporadic in the forest. Something unknown is 
intermittently jamming wireless signals. The background count of 
the forest is high with occasional mana pools and mana ebbs. Any 
Awakened character who looks at the astral plane will be shocked 
at the amount of corruption in the forest, though it should be 
noted the forest is not toxic in nature.

The half-built city is being formed out of the living plant 
life. Jenna’s tree house is one hundred meters off the ground, with 
rope ladders leading up to it, which she pulls in after herself. The 
house itself is burrowed into the trunk of a tree and contains three 
rooms: a living space, a kitchen, and her bedroom. A Force 7 ward 
prevents any entry by astral-aspected beings into her home.
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Jenna’s Paladins
Jenna’s paladins are represented by the Red Samurai 

Detachment stats (see p. 144). Because these characters are so 
strong, they should be balanced against the runners by either 
adjusting their stats or by cutting the squad’s numbers to less than 
the number of runners being encountered.

Some of Jenna’s paladins are Awakened—for them, use the 
Tír Mage stats (see p. 145).

Mr. Johnson
The Mr. Johnson for this chapter uses the Mr. Johnson (Basic) 

stats (see p. 143). He is an Amerindian of middle age, dresses in a 
business suit, and is in decent shape for his age. He has a limited 
amount of cyberware. Any Matrix research on him reveals that he 
is one of many nameless aides for the Salish-Shidhe Council, a fact 
he will not deny, but not expand upon either. 

Nicholas Whitebird
Whitebird is an ork shaman of Ute descent and is the Voice 

of Ghostwalker. While his very presence can be intimidating, 
Whitebird’s demeanor is calm and business-like. He never raises 
his voice and never threatens. Then again, as Voice to a great 
dragon, he hardly needs threats to get his work done. The Veteran 
Street Shaman stats (see p. 147) can be used for Whitebird.

Tir Customs Agents
Tir Customs Agents are represented by the Antiquities and 

Oddities Dealer stats (see p. 138), while any security forces at the 
customs agency are represented by the Corporate Security Unit 
stats (see p. 139). There are two Tír Mages (see p. 145) on staff 
to stop the smuggling of Tír artifacts and impound any magical 
contraband. 

Various Paracritters  
The paracritters in Mt. Hood National Forest will be 

corrupted versions of devil rats (see p. 299, SR4A), barghasts (see 
p. 299, SR4A), hell hounds (see p. 300, SR4A), and merrow (see p. 
300, SR4A), The behavior and appearance of these critters will not 
follow the norm listed in SR4A and should be adjusted to reflect 
the twisted nature of their new reality.

People

The Atlantean Foundation Team
The team from the Atlantean Foundation should be on the 

same power level as the PCs and contain the same archetypes. 
Use two Combat Mages (p. 146) and two Street Shamans (p. 
147) for this team.

Eco-Terrorist Cell
The eco-terrorists are fanatics dedicated to their cause. They 

want to free Dr. Ziusudra and bring him back to their boss so Dr. 
Z can help them save Mother Earth. They welcome any assistance 
for their cause so long as they believe the runners to be loyal to 
Mother Earth. Any hint of deception on the runners’ part will 
cause the eco-terrorists to turn against them. Use the Gang 
Bangers stats on p. 141 to represent the eco-terrorists. The number 
of eco-terrorists is left up to gamemaster discretion. 

Elven Safehouse Guards
These seven elves are dedicated to their duty of protecting Dr. 

Ziusudra. They are good at combat, but probably not the brightest 
when it comes to keeping a low profile, as evidenced by the fact 
that they have their food delivered to them instead of going out to 
get it. Use the Duelist Adept stats (see p. 139) to represent them.

Frosty
Frosty (see p. 140) is an elf and a powerful mage in her own 

right. She has previously run all over the globe to obtain powerful 
artifacts on behalf of the Draco Foundation and may have run 
into the runners before. Her interference in this matter is nothing 
personal, and she is all business unless the players attempt to attack 
her. If Frosty is forced to fight, she will incapacitate rather than 
kill the runners.

Jenna Ni’Fairra
Jenna Ni’Fairra (see p. 142) is an elf, a former Tír Prince, and 

an enigma with no concrete background information available. 
While Jenna is not the most famous of Tír Princes, she is well 
known for her racist attitudes and her immense magical abilities. 
Jenna will not talk with non-elves, and she looks down upon any 
elf who associates with other races. She is also very intense and 
rabid about getting back the Book of Leaves.

Jenna is exhausted from performing a seriously high magic 
ritual. So while she is a very powerful mage in her own right, her 
perception and reflexes are not quite what they should be. Therefore, 
Jenna should be temporarily assigned the negative qualities Bad 
Luck, Gremlins, or Mental Handicap as needed. This will give the 
runners a chance to survive their encounter with her.
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Manatech Wars
Posted by: Thorn

An associate of mine in ERLA passed along an interesting 
memorandum he found while conducting due diligence on an 
Atlantean Foundation transaction. It details their research into 
the manatech engineering programs in Albuquerque, specifically 
one that is directly linked to the current artifact fever.

// upload memo attachment :: user Thorn :: 05/02/73 //
Memorandum: AF13135
Subject: SpiriTech Progress Report

As per recent discussions, special assets ascertained that 
SpiriTech is moving with extraordinary speed on their manatech 
research into the items we have been pursuing. In spite of your 
concerns, the influx of Ute magicians into the corporation’s 
ranks and some breakthroughs in Pueblo’s spirit relations have 
unlocked some of the more complex aspects not only of those 
pieces but also of pieces that we have heretofore been unable 
to procure.

Current discussions with Project Clarke’s director, Dr. Renee 
Suarez, have indicated that SpiriTech has access to much more 
comprehensive information on a significant cache of artifacts than 
we previously imagined. The source and value of this database is 
unknown, though plans are in motion to gather copies of that 
information via multiple independent channels.

Given their current progress, it is imperative to ensure that 
the program continues unimpeded. Obtaining exclusive rights 
to the materials is easily within our capabilities, especially given 
the Mojave situation. If necessary, I would request approval of 
additional resources in order to see this through to completion.
// end attachment //

This was interesting enough, but at the same time I received 
information from independent intelligence sources within 
the Magical Security Task Force that the TRC and the UCAS 
military have a mutual interest in the development of manatech 

in Albuquerque. SpiriTech is not the only firm working in this 
area—Phoenix Biotechnologies is also competing with SpiriTech. 

>	 Of course it is. Most manatech breakthroughs come from an 
interface between science and various biological resources, such 
as Deus’ astrally sensitive leeches. Current manatech research 
is working to replicate various types of magical effects that are 
innate to paranormal animals, which begs the question of what 
abilities are tied to these artifacts.

>	 The Smiling Bandit

>	 PBT has been in contact with Genetique, and both corps’ 
researchers have been shuttling back and forth between 
Tenochtítlan, Calgary, and Phoenix.  Aztechnology must have 
something quite valuable, but extremely perplexing to bring in an 
old rival like Phoenix.

>	 Glasswalker

>	 They possess the remains of Dzitbalchen.

>	 Man-of-Many-Names

Those sources have also informed me that their interest lies 
in a specific set of artifacts that, physically, carry navigational 
symbolism. That fact makes a lot of sense given the correlation 
between symbolism and function—specifically when applied to 
astral space. I am not an astral specialist, but I know that there 
have been numerous attempts over the years to successfully map 
and navigate astral space and the metaplanes. Every attempt to do 
so has met with resistance, complications, or outright disruption, 
even when the work is being done by ostensibly benevolent groups 
like the Astral Space Preservation Society. Given that one of the 
pieces that has passed through more hands than a Bangkok whore 
is the Sextant of Worlds and another is Shantaya’s Compass, there 
is some credibility in that idea.

>	 The Sextant of Worlds has one major drawback in that it carries 
the taint of death and chaos, as events in Caracas and elsewhere 
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mais ils veulent que ces informations soient rayées de la surface 
de la terre et insisteront pour que les runners fassent exactement 
ce travail, quel qu'en soit le coût.

Plot Point one

The runners are asked by Mr. Johnson to meet in a deserted 
office park over the weekend. The offices are empty and up for sale, 
and he uses the privacy of the location to make his pitch. He offers 
the runners a rather substantial amount, almost twice as much as 
they usually earn per run, to engage in a major destructive action 

iew
Certaines personnes voient la magie comme un aspect de 

la science, quelque chose de mesurable à contrôler et à 
manipuler semblable à toute autre forme de matière ou 
d'énergie. L'un de ces groupes travaille sur la manatech chez 
SpiriTech, une société de recherche et d'applications magiques 
d'Albuquerque. En utilisant de grandes quantités de données 
fournies par un client anonyme, ils ont tenté de répliquer les 
artefacts en tant que manatech haut de gamme. Cependant, 
leur travail a bouleversé et intrigué un certain nombre 
d'organisations et d'individus. Certains veulent le manatech 
pour leurs propres besoins, mais d'autres veulent détruire les 
prototypes et les matériaux parce que c'est trop dangereux ou 
simplement au-delà de la compétence de la plupart des gens. 
Bien que la Fondation Atlante soit au courant de cette 
recherche et puisse même en être en partie ou en totalité dans 
le coup pour leurs propres besoins, il y en a d'autres qui sont 
très dévouées à garder cela secret et tout le monde dans le noir. 
L'une de ces personnes est Samantha Villiers, qui a déjà tenté 
de détruire certains des artefacts de Déjà Vu (voir p.90). 
D'autres sont beaucoup plus mystérieux et secrets. On ne sait 
pas qui embauche les runners, 

have shown. If someone could replicate it without those effects, 
the resulting item would be extremely valuable.

>	 Frosty

>	 So is that it? It’s just to explore the metaplanes?

>	 Kane

>	 Imagine being able to map the routes to all the most dangerous 
planes; the homes of the most dangerous things imaginable, like 
insect spirits and shedim. That kind of information is priceless. It 
is at least worth the price of killing anyone who stands in the way 
of those to whom that information matters. So yeah, that’s it.

>	 Winterhawk

If my source knows this, then it is likely that others do as 
well. After all, the MSTF has become little more than a haven for 
spies and thieves representing the Tírs’ magical institutions, NAN, 
security corporations, and the UCAS government to masquerade 
as a magical defense force. In fact, I know that the activities of 
Felicia McGuinness, the expediter who’s been in the UCAS for a 
while, are being monitored by at least five different organizations. 
Of course, being a Tír na nÓg assassin makes that hard to do with 
much consistency. Since this first came to my attention, I did 
spend time doing my best (we have a history, Felicia and me) trying 
to learn more about whom she was seeing. As it happens, she was 
meeting with General Benjamin Miller.

>	 I’m surprised Miller’s security let you get close. He can practically 
smell adepts like you.

>	 Kay St. Irregular

>	 An FBI agent shadowing McGuinness for me did that bit of dirty 
business.

>	 Thorn

Those two met just once in DeeCee. The rest of the time 
she was meeting with a civilian contractor working for Miller on 
covert intelligence missions as well as the DIA. It makes sense since 
this operator has a long history with Miller, but working in the 
private sector with multiple clients affords them some deniability. 
As far as I could tell, there is no connection or program within the 
DOD that explains why these two are connected. Granted, the 
UCAS has enough problems with metaplanar threats that it would 
see such tools as immensely valuable in dealing with insect spirits 
or the shedim in DeeCee. None of the other components of the 
UCAS government, however, had any idea of this until recently. 

Meanwhile, the technology focus Albuquerque is known 
for has buried most interest in this field. Besides that, the 
nature of local corporations being part-owned by the PCC 
itself means that going after SpiriTech or PBT (though PBT 
is an extraterritorial AA corp, the Corporate Council is still a 
minority shareholder) means picking a fight with the PCC on 
their turf. Given that the NAN Truth Dancer representative, 
Robert Loreto, is a Pueblo competition operative, the SecForce is 
sure to know about this sudden interest and should be expected 
to take precautions accordingly.

>	 “Competition operative?” Seriously?

>	 Pistons

>	 The Competition Awareness and Management Office is a 
special offensive counterintelligence program that operates 
independently of External Affairs’ intelligence division and 
answers to the Kachina Society.

>	 Fianchetto

In
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Urgent Message.........

The Other Mile-High City
Like Denver, Albuquerque has an average elevation 

of more than 1.5 kilometers above sea level, with some 
locations substantially higher. This and its mountain 
desert climate are likely to be substantially different 
than players’ home setting (such as Seattle), making 
physical activity more difficult for those unaccustomed 
to the environment. To reflect that fact, the gamemas-
ter may consider applying a –2 dice pool modifier for all 
Body-related tests related to strenuous activities (e.g. 
Running Tests).
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period of time that they can destroy everything they are hired 
to destroy without having SpiriTech and the Pueblo Security 
Force come down on their heads. As the runners prepare to 
make their move, a team of Telestrian-hired runners, led by a 
Telestrian mid-level exec, is planning on extracting as much of 
the data and materials as possible. Over the course of gathering 
information on the sites and making plans of attack, there should 
be an opportunity for the runners to observe that there are others 
interested in the same matters. In fact, Telestrian is not the only 
other party. The Atlantean Foundation is interested in their 
research, and may even be the source of their information, and 
they have a team of Mystic Crusaders keeping watch on SpiriTech’s 
progress. There may even been multiple Crusaders working 
undercover within the program, which would make killing it a bit 
more difficult. Aztechnology is also keeping the program under 
surveillance for its own reasons, and they definitely have people 
undercover within SpiriTech.

If the runners are able to uncover this information, they 
will have to take it in account when planning their attack. 
Aztechnology is not welcome in the PCC, but the runners 
themselves aren’t exactly a benevolent presence. Indeed, some of 
these infiltrators are on the hit list, and there is a question of how 
to deal with them in a way that does not raise suspicion on anyone 
else’s part before the runners make their full move. This requires 
quite a bit of legwork and judgment on the part of the runners to 
determine how best to accomplish this mission.

Plot Point Three

No matter which method the runners choose, the Telestrian 
runners are able to strike at both locations simultaneously. 
They are after information on the Aztechnology application of 
paranormal biotech, and they have no qualms about using lethal 
force against anyone who gets in their way. Ideally, they should 
hit the sites about when the runners make their initial strike. At 
the same time that everyone is doing their job, SpiriTech security 
will be doing theirs, trying to stop both teams of runners while 
calling for backup from the PSF. This means having to get through 
the security systems, breaching passive magical security including 
wards and a rather extensive spirit presence, especially at the 
SpiriTech headquarters. Many of these spirits are either free or are 
very familiar with the magicians on campus and will come to the 
aid of the people under attack. Of course, some will just wander 
off, and some bound spirits that go free (due to a summoner’s 
death or other causes) may turn out to be hostile to SpiriTech and 
anyone else nearby.

If the Mystic Crusaders and/or Aztechnology respond to the 
attack, it is in the guise of a heavily armed PSF Quick Response 
Team. The SecForce response is threefold. First, they send in 
aerial drones that patrol the entire sprawl. Second, they send 
in combat spirits accompanied by astrally projecting SecForce 
magicians. Finally, they arrive at the scene physically and in force. 
Their regular officers are better armed and armored than most 
police elsewhere, and a high percentage of them have military/
paranormal experience from serving in the wilds of California. It 
will not be long before PSF also responds to the runner’s actions 
with military force in the form of one or more QRTs arriving in a 

in Albuquerque, PCC. He wants the runners to break into and 
destroy all of the research, prototypes, and people associated with 
an astral-navigation project within SpiriTech’s Manatech Division. 
They have been working on a research project with information 
gathered from some unknown source on certain telesma with 
which the runners may be familiar, along with other materials. 
In addition, PBT has been covertly working with Aztechnology 
on this manatech project thinking that they can only replicate 
the effects with certain biological resources, i.e., dragon parts. 
SpiriTech has been working with PBT on the project without 
knowing about Aztechnology’s involvement because the telesma 
have displayed an unknown reaction to the dragontech, which 
intrigues Aztechnology.

It should be made clear that SpiriTech takes its name 
literally. It was formed by a group of physicists, engineers, and 
theoretical magicians who wanted to integrate magic and 
technology to improve technological processes and outcomes. 
There is measurable science to magic, and by exploring and 
quantifying it they believed they could further the advancement 
of thaumaturgical science and applications for the Pueblo 
Corporate Council and its customers. The company has a dual 
focus, in that it acknowledges that important breakthroughs 
sometimes come from non-traditional research outside of the 
lab, and there is a shamanistic aspect of their work where they 
cooperate and engage with spirits as equals in order to understand 
and appreciate the facets of magic that have not been quantified 
within multidimensional quantum physics.

This is perhaps why this manatech project has been foisted 
upon this small, A-level corporation. Their plans to meld and 
integrate magic and technology into functional manatech are 
far more focused on end results than projects being carried out 
in their Denver offices, but they also have the opportunity to 
explore the functions and meanings of the items they are trying 
to replicate, both individually and as gestalt magical devices. Their 
relationships with spirits and metaplanar exploration have allowed 
them a more detailed study of the metaphor of magic than others 
have been able to accomplish.

Plot Point Two

The raid requires the runners to strike at two separate targets 
almost thirty kilometers apart. The SpiriTech headquarters is in 
the Sandia foothills above Tramway and Paseo del Norte in a large 
adobe-style building that is in fact a massive bunker of integrated 
magical, physical, and Matrix (this is PCC after all) security. There 
is another site within the heart of the city, the University of Pueblo 
Advanced Materials Labs on the south campus near the UPCC 
sports complex with their arenas and stadiums, which makes it 
pretty public. The UPCC labs are where SpiriTech and associated 
university researchers have been constructing prototype simulacra 
of the artifacts individually, in an attempt to combine their possible 
functions into one magical object. Given the intensity of the work 
and the complicated science with which they are working with, 
UPCC is the only location with the nanotechnology construction 
abilities needed to build these prototypes.

The mission requires the runners either to hit both 
simultaneously or to carry out the jobs within a short enough 
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to it. They aren’t going waste their lives for it, but the runners may 
not have seen the last of them.

Locations

SpiriTech Headquarters
SpiriTech maintains a large campus in the Sandia foothills 

on the far northeast edge of the city. It appears to be a massive 
compound with adobe-style walls and buildings. While the 
design may be classical Pueblo, similar to the type of buildings 
still standing in the Taos Pueblo after centuries, looks can be 
deceiving. The construction is reinforced ferrocrete and laced 
with a state-of-the-art, Matrix-based security system. The 
building also integrates passive security measures such as wards 
(Force 4 or higher) and Awakened ivy. Given the dry-and-sunny 
nature of the high desert, the entire compound is surrounded 
by haven lilies (see p. 127, Street Magic) to control access into 
and out of the area for everyone’s benefit. In addition to passive 
measures, SpiriTech relies on the heavy spirit presence of both 
free and summoned spirits of every type, but especially dedicated 
guardian and air spirits.

There is a professional security force on staff overseen by a 
veteran spider, but they have a close relationship with the Pueblo 
Security Force. PCC corporations are all partially owned by the 
Council itself, and so the Council takes special interest in its most 
successful assets such as SpiriTech. There is a PSF area command 
a few kilometers away from the compound, and the headquarters 
is always within the surveillance footprint of various unmanned 
combat drones. Physically, it is isolated from other buildings in 
the area on a hill that overlooks the rest of the city.

University of Pueblo  
Advanced Materials Labs

Located near the intersection of University and Cesar 
Chavez Boulevards, the Advanced Materials Lab is a five-story 
building on top of a bluff overlooking I-25 and the Barelas 
neighborhood to the west, and across the street from University 
Arena the sports complex and the Albuquerque Dukes stadium. 
It lies in the heart of the University of PCC south campus 
Applied Sciences Complex, which is where many advanced 
engineering labs are located (including those for Advanced 
Materials, Applied Metallurgical Research, and Nucleo-isotope 
Sciences). As a result, it would generally not be a conducive 
place for manatech research. Everything around it is pure science 
and very sterile—almost enough to affect the background count 
from the sheer lack of humanity. Much of the complex’s other 
projects are dominated by robotics due to the potential for harm 
if something went wrong. It is generally not a place where people 
mess around, and there is a sort of unspoken agreement that 
certain shadow activities are not allowed, regardless of the value 
of the scientific efforts ensconced in the buildings. The runners’ 
client, of course, places no value in said agreement.

The complex is protected by an array of technical security 
measures, from man-traps and spider overwatch to fixed and 
independent drone patrols. In many ways, however, the security 
guards are more concerned with keeping things inside the complex 
than with keeping people out. Matrix security is especially heavy 

t-bird. Response times for various stages of PSF response are 1D6 
minutes at either location.

Remember that these locations are thirty kilometers apart 
and separated by an entire city of millions. If more than half an 
hour elapses between the assaults on the two locations, SpiriTech 
and the SecForce harden the rest of their facilities, including the 
other site that the runners are supposed to hit. This means that the 
security level is elevated and the personnel on hand are far better 
equipped to deal with an assault from the runners.

Plot Point Four

At least some of the Telestrian runners are able to escape 
with their quarry, and the scorched-earth policy Mr. Johnson 
demanded requires that the runners pursue them, even if it means 
sneaking into Tír Tairngire and infiltrating the Telestrian Habitat 
in downtown Cara’Sir. The Telestrian personnel are not going 
directly to the habitat, but that is the ultimate goal of Moire 
Ferguson, the company woman leading the operation. If the 
runners are not able to stop them before they reach Cara’Sir, then 
they will have to break into the arcology and destroy whatever 
they didn’t get to back in Albuquerque. Once inside the Tír, it 
becomes clear that there is someone else after these materials (and 
other objects from Telestrian that they might be able to acquire 
while they’re in the area). 

It turns out that Felicia McGuinness is one of the feared Tír 
na nÓg Reach Fuileach, and a team of UCASan mercenaries are 
on a search-and-destroy mission of their own. They want whatever 
information Telestrian recovered from Albuquerque, but they are 
also after a wholly separate set of Telestrian biomagical research. 
They know of Aztechnology’s research interests into applying 
bioscience and manatech, and they are aware of the materials 
that they sought specifically for that end. McGuinness and the 
mercenaries want that information for their own purposes. As it 
happens, the mercenaries are all former UCAS Navy SEALs or 
Delta operators (use Military Police Lieutenant, p. 143), led by 
John Kelley, an ork who was in Delta for almost twenty years.

Within the Telestrian habitat, Moire Ferguson is responsible 
for defending the materials that they just stole from being taken 
or destroyed by anyone else. Telestrian has a lot of pull in the Tír 
in spite of rumors of a falling out, and they will call in Peace Force 
backup (use Corporate Security Unit, p. 139). Moire can and will 
call in some favors and have a local Ghost team respond as well 
(use Templar Combat Mage, p. 147).

Plot Point Five

McGuinness’ team is supposed to be a bunch of badass 
fighters, and they also have brains. If they see an opportunity, they 
will tell her to attempt to negotiate with the runners and come to 
some sort of an arrangement so that they can walk away with the 
materials. She insists that as far as anyone is concerned, including 
their employer, it will be like whatever they steal from Telestrian 
will have never existed. These are people hired to get results—and 
that doesn’t always mean fighting. If it seems like the runners are 
going to succeed in destroying the last of the SpiriTech materials, 
then Ferguson’s people will simply back off and leave the runners 
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modernist offices, depending in which hallway one walks down.
Security-wise, the building incorporates many of the biotech 

achievements of Telestrian. It has all manner of passive magical 
barriers, active flora and paraflora, a large contingent of mundane 
and magical security guards patrolling in groups of three or four, 
and spiders constantly patrolling the habitat’s PLTG. Wheeled 
drones and biodrones (dogs, mostly) are also used.

People

Felicia McGuinness
One of the six “operational” members of the TRC’s feared 

Reach Fuileach not assigned to protect Tír na nÓg’s ruling 
Council of Stewards, Felicia is an extremely dangerous warrior 
and assassin, a power adept who also possesses augmentations 
and SOTA warfighting gear. Being expected to destroy the Tír’s 
enemies solo, Felicia has to operate as a spymaster, Ms. Johnson, 
and fixer in order to accomplish her missions. This is why she 
has teamed up with John Kelley’s mercenaries in a covert alliance 
arranged with the UCAS military.

Her twin brother Sean was also a TRC intelligence 
officer and an assassin for the Order of Cu Chulainn. Sean was 
killed in Seattle shortly after Crash 2.0 while engaged in some 
unsanctioned operation with Alexander Tintagel (see p. 134), 

given the sheer amount of operations that are conducted or 
supervised remotely. Everything is heavily encrypted, and the 
UPCC has been given license by PSF to use the blackest of IC. 
It does so freely.

The SecForce maintains a relatively significant presence in 
the area given its importance. The fact that it’s in an area that’s 
busy thanks to the constant sports and other activities that 
are occurring nearby is another factor keeping the SecForce 
presence high. 

telestrian habitat
The TIC Habitat is a classical pyramid arcology located in 

eastern Cara’Sir. Its boundaries are Glisan St NE, Sandy Blvd NE, 
Davis St NE, and 15th Ave NE. It also encompasses Buckman Field, 
which is directly west of the building. Like the Tír Civic Center 
that houses most civilian administrative offices, the Telestrian 
Habitat is a mix of post-industrial, Pacific Northwest Indian, and 
neo-Celtic designs. This strange mix of influences breaks up what 
would be a series of sheer surfaces with “inside-out” features like 
external elevators and HVAC (armored to the teeth, of course), 
seams in the otherwise flat surfaces, and ornate designs above and 
below unbroken rows of windows that circle the entire building. 
Inside it is even weirder, with a combination of natural stone and 
wood, sculptured ferrocrete that resembles ancient Celtic structural 
materials, and glass and metal in either exaggerated designs or sterile 
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John Kelley
(Professional Rating 6)

Sergeant Major Kelley retired in 2065 after more than twenty 
years in the UCAS Army, almost all of which was spent as a Delta 
operator. He fought in the shadow wars against the NAN, CAS, 
and nations with which the UCAS would never admit having 
conflicts; battled insect spirits in Chicago, Banded in the SCIRE, 
and terrorists of all stripes up to and including the counteroffensive 
in DeeCee following the New Revolution insurrection. 

A massive black ork, Kelley is a soft-spoken man with 
a genius for tactics and intelligence who can still perform a 
two-meter standing leap like he could during his days as high-
school superstar. He enlisted because it wasn’t enough to be great 
or smart if you were born an ork in 2024 Texas. He is currently a 
civilian contractor and team leader running intelligence support 
missions in aid to the DIA and JSOC. In truth, he and his team 
are actually deniable assets for especially sensitive missions for 
both agencies, especially in support of politically sensitive battles 
in and beyond DeeCee.

B A R S C I L W Edg Ess Init IP
7 5 3 8 (11) 3 3 4 4 5 2.05 7 1

Condition Monitor Boxes (Physical/Stun): 12/10
Armor (Ballistic/Impact): 14/12
Qualities: Martial Arts [Krav Maga: Take Aim is a Free Action; 
Ready Weapon is a Free Action], Maneuvers [Disarm, Finishing 
Move, Riposte, Vicious Blow]
Skills: Armorer 1, Athletics skill group 5, Automatics  (Assault 
Rifles) 5 (+2), Blades 3, Demolitions (Improvised Devices) 2 (+2), 
Diving 2, Etiquette 4, First Aid (Combat Wounds) 2 (+2), Heavy 
Weapons 3, Intimidation 3, Leadership 3, Longarms (Shotguns) 2 
(+2), Outdoors skill group 4, Perception 4, Pilot Ground Vehicle 
2, Parachuting 3, Pistols 6 (Semi-Automatics) 6 (+2), Stealth skill 
group 5 (6), Throwing Weapons (Grenades) 2 (+2), Tactics (Small 
Unit) 5 (+2), Security Procedures 4, Military Procedures (UCAS) 
4 (+2), Tradecraft 3
Languages: English N, Aztlaner Spanish 3, Lakota 3, French 2, 
Hopi 2
Augmentations: Bone lacing (aluminum), muscle augmentation 
4, muscle toner 4, reflex recorder (Stealth skill group), synaptic 
booster 3
Gear: Commlink [Device Rating 5 w/ Tacsoft 4, Encrypt 5], 
contacts [Rating 3, w/ flare compensation, image link, smartlink], 
hardware kit, light military armor [w/ hydraulic jacks 2, mobility 
upgrade 2, ruthenium polymer coating, strength enhancement 
3], military helmet [w/ ultrasound sensor, audio system, audio 
enhancement 1, vision enhancement 1], maglock passkey [Rating 
6], wire clippers
Weapons:

Nitama Optimum II [Assault Rifle, DV 6P, AP –1, SA/BF/
FA, RC 5 (6), 30(c), w/ auto-adjusting underbarrel 
weight, gas vent 3, personalized grip, smartgun, and 4 
clips APDS ammo]

Underbarrel Shotgun [Shotgun, DV 8P, AP –1, SA, RC 1, 
5(m), w/ 2 clips explosive ammo]

Ares Predator IV [Heavy Pistol, DV 5P; AP –5, SA, 15(c), 
w/ personalized grip, smartgun, 3 clips APDS ammo] 

who now carries Sean’s broadsword focus. She and Tintagel have 
come to some sort of understanding, but for the most part she 
holds a lot of people from the Tír and Seattle area with a certain 
amount of scorn. Given the necessities of her role, Felicia is a 
confident and personable person, but at the same time is utterly 
ruthless in accomplishing her mission.

B A R S C I L W M Edg Ess Init IP
4 (7) 7 (10) 6 (9) 4 (8) 8 5 5 6 10 6 4 11 (14) 1 (4)

Condition Monitor Boxes (Physical/Stun): 12/11
Armor (B/I): 14/12
Skills: Artisan (Acting) 3 (+2), Athletics skill group 6, Close 
Combat skill group 6, Cracking skill group 2, Diving 4, Electronics 
skill group 4, Demolitions 4, Dodge 5, Firearms skill group 5 (6), 
First Aid (Combat Wounds) 3 (+2), Forgery 3, Heavy Weapons 
4, Influence skill group 6, Intimidation 4, Outdoors skill group 4, 
Perception (Visual) 6 (+2), Pilot Aircraft 2, Pilot Ground Craft 4, 
Pilot Watercraft 2, Stealth skill group 6, 
Knowledge Skills: European Politics 2 (NEEC +2), History 
4, Literature 5, Magic Background 6, Philosophy 4 (Path of the 
Wheel +2), Espionage Tradecaft 4, Security Procedures 6 (Close 
Protection +2), Security Design 3, Tír na nÓg Politics 5, UCAS 
Politics 2
Languages: Irish Gaelic N, English 6, Sperethiel 6, French 3, 
German 5
Qualities: Adept, Ambidextrous, Prejudiced (Non-Elves, 
Outspoken)
Initiate Grade: 6
Metamagics: Adept Centering, Cognition, Flexible Signature, 
Infusion, Masking, Somatic Control
Adept Powers: Cloak 4, Combat Sense 4, Commanding Voice, 
Cool Resolve 4, Counterstrike 3, Enhanced Perception 2, 
Improved Ability: Infiltration 2, Improved Ability: Negotiation 
2, Kinesics 3, Linguistics, Multi-Tasking, Spell Resistance 3
Augmentations (All Delta Grade): Bone density augmentation 3, 
muscle augmentation 4, muscle toner 3, reflex recorder (Firearms 
skill group), synaptic booster 3
Gear: Light military armor [w/ holster, mobility upgrade 3, ru-
thenium polymer coating, skinlink], military helmet [w/ flare 
compensation, image link, smartlink, thermographic vision]
Weapons:

FN HAR [Assault Rifle, DV 6P, AP –1, SA/BF/FA, RC 2, 
35(c), w/ personalized grip, smartgun, 7 clips APDS 
ammo]

Ares Predator IV [Heavy Pistol, DV 6P; AP –2, SA, 15(c), 
w/ personalized grip, smartgun, 3 clips EX-explosive 
ammo] 

Short sword [Blades, DV 7P, AP –1, Reach 1, Weapon Focus 
5]

Cougar Fineblade Long Blade [Blades, Reach 0, DV 6P, AP 
–1]

3 fragmentation grenades [Grenade, DV 12P(f ), AP +2, 
Blast –1/m]

3 high explosive grenades [Grenade, DV 10P, AP –2, Blast 
–2/m]

4 thermal smoke grenades [Grenade, DV —, AP —, Blast 
10m Radius]
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Condition Monitor Boxes (Physical/Stun): 9/11
Armor (B/I): 8/6
Skills: Arcana 5, Artisan (Singing) 2 (+2), Assensing 4, Conjuring 
skill group 3, Electronic skill group 2, Etiquette 4, Negotiation 5, 
Leadership 3, Pistols (Semi-Automatics) 2 (+2), Pilot Ground 
Craft 2, Sorcery skill group 5, Unarmed Combat 2
Knowledge Skills: Corporate Politics (Telestrian) 4 (+2), Elven 
Society 3, Psychology 3, Security Procedures (Magical Security) 2 
(+2), Tír Tairngire Politics 2, 20th Century Rock Music 3
Languages: English (Cityspeak) 3 (+2), Sperethiel N
Qualities: Magician, Perceptive [2]
Initiate Grade: 5
Metamagics: Absorption, Centering, Masking, Reflecting, 
Shielding
Spells: Analyze Truth, Armor, Control Actions, Combat Sense, 
Detect Enemies, Detect Magic, Deflection, Fireball, Heal, 
Increase Reflexes, Invisibility, Magic Fingers, Manabolt, Mind 
Probe, Physical Barrier, Powerball, Stunbolt
Gear: Armor jacket, Lyric of Portland clothing (Neo-Celtic jeans, 
blouse, and vest), certified credstick (2,000¥), Telestrian Industries 
Corporation RFID card, glasses (smartlink, image link, flare com-
pensation), Transys Avalon with Novatech Navi OS [Response 4, 
Signal 4, Firewall 3, System 4; w/ Analyze 4, Browse 4, Command 
2, Edit 4, Encrypt 4, Scan 4, Purge 3], AR gloves, sim module
Weapons:

Beretta Model 101T [Light Pistol, DV 5P, AP –1, SA, RC 
1, 12(c), w/ 5 clips EX-Explosive rounds, smartgun, 
personalized grip]

Cougar Fineblade long blade [Blades, Reach —, DV 6P, AP 
–1]

3 flash bang grenades [Grenade, 6S, AP –3, Blast 10m radius]
3 thermal smoke grenades [Grenade, impairs visibility, Blast 

10m radius]
Fists [Unarmed, Reach —DV 6S, AP —]

Moire Ferguson
Moire is a Telestrian Industries Corporation company 

woman and fixer, and also an experienced Hermetic combat 
mage. She goes by the handle Banshee on the streets. The elf saw 
her fortunes wax and wane with those of Telestrian until the 
mid-2060s when her personal and professional relationship to 
Knight Errant Colonel Lloyd Ritter helped facilitate his grand 
insurgency strategy to successfully unite all of the opposition 
forces to oust General Saito from Sacramento. She is still very 
active in the shadows as a fixer, having used the experience to 
amass social capital from a large and diverse group of resources. 

Telestrian still maintains close ties to the conservative 
elements within the Tír government, especially the Peace Force 
and Information Secretariat, but also to the interests of the 
ousted Princes. She has a distinguished reputation within TIC 
and the conservative elven circles that still compose much of the 
security services. This includes holding onto favors from former 
Tír Ghosts like Colonel Eric “Black Rain” Johnson and certain 
nobles like the former shadowrunner Black Dagger, and Count 
Evan “Blackwing” Parris—men who can wreak hell on their own 
or move a Ghost team with a phone call.

B A R S C I L W M Edg Ess Init IP
2 5 4 2 5 5 4 6 9 4 6 9 1
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the Enemy of my enemy
Lucas Reading strolled through the wood-paneled halls of 

the private club—an icon of St. James’s Street for centuries—and 
admired the styling and classical trappings of gentlemanly leisure 
these paragons of English aristocracy afforded themselves. His 
escort glided ahead of him, far enough away to be polite, but close 
enough to sense even the slightest misstep if Mr. Reading were to 
deviate from the path toward the sitting room where he was to 
meet this afternoon’s quarry.

Every so often, members would catch a glimpse of him; servants 
wouldn’t dare. Were it not for his adept abilities, Reading would 
draw unwelcome attention for his pointed ears. Elves, especially Irish 
or Tír elves, were generally not favored by the men of status and titles 
who were members of this club. Even those who might otherwise 
have been favorable or just indifferent toward him understood 
the policy and attitudes that prevailed within these walls. While 
they were bigots, they were also gentlemen who would never be so 
uncouth as to say something out loud. It would not do to let guests 
or other outsiders know how the club worked internally. Words were 
not necessary, though—Reading was more than able to register the 
unconscious reactions of those around him. His entire life was spent 
risking his neck based on his ability to read those reactions.

The escort finally stopped in a remote sitting room that was 
empty save for an older man sitting in an overstuffed chair. An 
identical chair sat next to his at an angle, and between them was a 
table made before the Great War, on top of which rested a serving 
tray with two glasses, an ice bucket, and a bottle of sixty-year-old 
blended scotch.

“Sir,” the escort said. “Mr. Lucas Reading.”
“Thank you.” Reading took the empty seat as the escort 

vanished back into the club, closing the room’s door behind him. 
He then turned to his host, a man who was obviously continental 
and not English; one who’d seen much of the life that the Sixth 
World had to offer. “Is it secure?”

“Of course. You can put away that face.”
Reading smiled, and his facial features changed instantly. 

Rory Caolain was himself again. The elf plucked three ice cubes 

from the silver bucket and dropped them into a glass in rapid 
succession. He then popped the top off of the bottle and poured 
himself a generous amount.

“Nothing but the best for Signora Dell’Otto’s boy,” Rory said.
“Indeed. I don’t trust alcohol younger than me,” Fianchetto 

replied as he fixed himself a drink.
“To the Blessed Virgin,” Rory said with an exaggerated Irish 

brogue. Fianchetto nodded, and they took a drink. “If these old 
farts knew a couple of Papists were besmirching this venerable 
institution …” Rory shook his head and smirked before taking a 
drink of whiskey that was almost older than the Awakening.

“So what is so important that I had to come all this way? I 
have business to complete.”

“Friday,” Fianchetto said, in a solid and serious tone. The 
small time allotted for verbal repartee was over.

“Fucking hell,” Rory replied.
“She’s out there, and I know you were out there recently. So 

I figured it would be useful for both of us to discuss and share 
what we know. The boy had been tracking her; one of his many 
little projects. I’ve got some assets pursuing leads following an 
encounter they had with a cell in Bilbao last night.”

“How the in the nine hells did she get to North America?”
“That’s a very good question, and one I don’t have an answer 

for. Whoever’s helping her, though, is someone to worry about.”
Rory knew that his compatriot did not make such comments 

lightly.
“Not only that, but she, or someone as good as her, has 

upped their game,” Fianchetto continued as he reached into his 
jacket pocket and tossed some small items to Rory, who caught 
them in midair. The elf then examined the damaged remains 
of a trio of skillsoft chips. “This is an upgrade, but it’s based 
on the original design from that nasty business in the SCIRE 
some years back—business that involved someone combining 
tech from Winternight’s God chips and Deus’ Blues into a 
mesh network that operated, God help them, like the kind of 
intuitive gestalt network only seen before in insect spirits and 
Aztechnology’s guerreros. The information I have says that 

In
co

m
in

g.
..............









112
Artifacts Unbound

TO
O 

M
AN

Y 
SE

CR
ET

S 
 . . . . . . . . . . . . . . . . . . . . . . .


















fun. While she escorts the runners to the O’Hare sub-sprawl and 
into Chicago, she briefs the runners on Friday, Winternight, and 
the mission profile. If they were involved in Shadows of Peace, 
she also interrogates them on the terrorists they encountered at 
Offutt. Her job on the flight is to tell the runners what they need 
to know, but she is also gathering information at her end, and 
she is quite good at what she does. She has spent decades getting 
information from people who don’t want to give it, specifically 
people associated with threats like Winternight—including 
runners. She is looking for information about the artifacts people 
and organizations are chasing across the globe. She has gathered 
enough information to know that the situation with the shroud 
suggests that the other parties involved in the chase know more 
about the bigger picture than most other people, but many of 
them, including Friday, may not know how their actions fit into 
a larger plan. Roth knows she has a captive audience, so she is 
going to make her case strongly. She also knows she has a load 
of surveillance equipment on board the jet to make sure no 
information slips by her.

The crux of her sales pitch (which she can make very forcefully 
given that the runners were infiltrating a UCAS Air Force base 
filled with nuclear weapons) is that since the runners know whom 
they’re fighting and what to expect, they are going to be offered 
the opportunity to finish the job. Brennan “Heavy” O’Dell and 
his trid show, Toxic Hunter, are broadcasting a special episode 

APERÇU
Au cours des événements de Ombres de Paix (voir p.61), les 

joueurs ont rencontré une autre équipe utilisant le Linceul des 
ombres pour tenter de voler plusieurs armes nucléaires au dépôt 
d'armes spéciales de l'armée de l'air à Offutt AFB. Ces runners 
ont pu s'enfuir avec sept armes, et ils sont maintenant en fuite. 
En réponse, l'armée et les forces de l'ordre de l'UCAS ont réunis 
tout ce qu'elles avaient pour récupérer ces armes nucléaires avant 
qu'elles ne puissent être utilisées. Lorsqu'il devient clair que 
l'équipe était composée de terroristes de Winternight, le Comité 
de coordination de crise du tribunal corporatiste (“C5”) prend 
les commandes. La Cour consacre ses ressources considérables au 
règlement de comptes avec Friday et le reste de Winternight une 
fois pour toutes. Grâce aux ressources combinées des Big Ten et 
du renseignement de l’UCAS, les terroristes sont identifiés 
comme étant en route pour Chicago, où l’on soupçonne que 
l’environnement magique de la région sera en mesure de cacher 
les armes jusqu’à ce qu’elles puissent être sorties clandestinement 
en toute sécurité et en secret.

PLoT PoINT oNE

I Can Make You Famous
The runners are contacted and hired by Samantha Roth, 

who says she has a high-paying, high-profile job that should be 

Incom
ing...............

these chips were supposed to be headed to Albuquerque, and 
to Omaha after that.”

Rory made a series of mental calculations. The only thing 
those cities had in common was that both were near military bases. 
Before the Ghost Dance, Kirtland Air Force Base in Albuquerque 
was home to the U.S. tactical nuclear weapons depot. Now that 
supply lay outside of Omaha.

“Why didn’t you tell any of this to Kay? He’s tight with the 
Yanks.”

“I have some doubt that the Americans are fully capable of 
stopping these madmen.”

“Then what am I doing here?”
“I don’t trust Kay with this, but José Montes has been 

reconstructing some data for me that was corrupted to hell, 
even within the Realms. It ties back to Anton Gage, one of 
Ghostwalker’s top Watchers, and one of Kay’s best friends in 
Denver.”

Rory stifled a brief chuckle. “Kay doesn’t have friends. 
Treacherous little shite.” His brogue started to poke through as 
he spoke. “It makes sense, though. These maniacs are just another 
chess piece to the white wyrm, especially against Lofwyr, given 
their predilections for European action. There’s something else, 
though. Gage and the Smokers have been involved in their own 
thing, especially involving that dustup in Albuquerque.”

“The artifacts. I didn’t want to tip my hand at the time, but 
all the information those mad scientists were using to reverse 
engineer them as manatech came from Ghostwalker’s people.” 
Rory was mentally connecting the dots, but that wasn’t his thing. 
If he needed someone to do that, Kay would be able to find the 
right person.

“Friday. Nukes. And an astral GPS guiding her to Heaven 
knows where. The wyrm must be out of his bloody mind.”

“Indeed. I need to go back and have some folks scour the mess 
left back in Pueblo and Portland. That’s where that particular trail 
of destruction ended.”

“And where your old friend McGuinness was.”
“Yes, well, that matter aside I am most concerned about how 

Friday knows about this. No one really knows that much, and we 
only know as much as we do because we know where to look.”

“Well, if we’re talking about astral navigation and nukes and 
apocalypse cultists, I can imagine what they think that they can 
accomplish. She’s probably trying to get her magicians to find and 
conjure frost giants or dark elves or some other Norse nonsense.”

“Nonsense or not, they nearly succeeded last time. Here’s 
a random thought from my list of worst-case scenarios: Nukes, 
sacrificing blood magic, and a Great Ghost Dance. If these artifacts 
really can help people track things in astral space, wouldn’t that be 
the brass ring? Access to magic that can make the earth shudder.”

“Ten years ago I would say that idea is beyond the pale. Now 
… but the questions is, what does Ghostwalker get out of all of 
this?”

“Guinea pigs? He has a much stronger affinity for spirits than 
any of the other dragons or other players that we know about. 
Perhaps he wants something found, or unleashed. If it requires 
any kind of sacrifice, then who better to use than people who are 
already willing to die for a cause and can also be manipulated?”

“That’s terrible.”
“That’s what makes its possible.”
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runners must climb down in order to find the terrorists. Luckily, 
the team has the external intelligence support of the Joint O’Hare 
Police Force, UCAS Army, and others. That isn’t, however, going 
to help them with anything that they may encounter in the 
building, including squatters; feral, possibly mutant, critters; 
the biological remains of insect spirits and their worshippers 
looking for telesma; insect spirits; and (for magicians) floating 
clouds of FAB Strain III-Beta still lingering throughout the 
tower. Winternight knew what they were doing when they took 
up positions in this building. They don’t fear death, so they don’t 
worry about these obstacles—they’re only impediments to people 
hunting them.

And when they do find Winternight, they will be somewhere 
on the 265th through 268th floors. There is a lot of room for 
movement between these floors, and they include a number of 
fairly defensible positions. The team is also hindered by the fact 
that this is a media spectacle (Roth’s and Heavy’s appearances and 
actions as they parachute in and sneak downstairs should help 
emphasize this). That affects how they can take on these terrorists.

To make things worse, the attack can contain some surprises 
for the runners and the Toxic Hunter cast. For added complications, 
the toxic magic slung by the Winternight terrorists can attract the 
attention of a wasp or other flying spirits from elsewhere in the 
building if not the other towers nearby, or they could even draw 
the notice of the Chicago wyvern. Additionally, Winternight has 
long preferred to use drone support for their missions, and they 
have a number of these that are controlled by Friday as they battle 
the runners and make their escape.

Friday’s main strategy is to get away rather than confront the 
runners head on, and she makes her escape as early as necessary. 
She should lead the players and Toxic Hunter runners on a chase 
throughout the lower floors. Two of her men, either large orks 
or small trolls, carry cases the size of small washing machines on 
their backs. These are nukes. As they evade the hunters, around 
the 260th floor the three terrorists leap out of one of the gaping 
holes in the building, and their drones are there to catch them. 
Depending on the situation, the runners have three primary 
options as their quarries descend rapidly past I-90/94 towards 
the Wind Transit Terminal: If they still have the wingsuits, they 
can follow the terrorists that way. A hacker (either the team’s or 
Heavy’s) can take over and use some of Winternight’s own drones, 
or they can wait for the SkyTrains to pick them up (either dangling 
from the aircraft off heavy ropes or making a ballsy leap into the 
rear cargo bay).

Heavy and Roth use their wingsuits in the pursuit.

PloT POINT THREE

The Terminal
The remains of the Wind Transit Terminal occupy a square 

kilometer of aboveground space, along with an underground 
complex that used to be the primary bus terminal for Chicago. 
Beetle spirits took control of the terminal, and Ares flooded the 
complex with FAB-tainted water before imploding the complex 
with massive thermobaric and fuel-air explosives, dropping the 
neighborhood above the terminal into a massive crater littered 
with the wreckage of buildings and vehicles (the terminal held up 

featuring an effort to track down these terrorists and, ultimately, 
their leader—Friday. This trip will require the runners to travel 
into the Chicago Containment Zone and engage Winternight 
terrorists who have several tactical nuclear weapons in their 
possession and the will to use them if they can. It should be noted 
that Winternight is notorious for their use of chipped-out mercs 
and shadowrunners (as was the case in Offutt), but they are also 
able to field groups of toxic shamans, who are notorious for being 
loners, as part of their organization. If Friday is with a cell, then 
there will be at least two toxic shamans there as well. In the case 
of Chicago, there is no shortage of toxic magic and other threats, 
but Roth tells the runners that they’re up against a wall—they can 
go in, or they can languish in a cell forever. Heavy O’Dell is happy 
for more help, since he knows something that he’s not anxious to 
let the runners know about—there is a contingency plan in place 
in the event his team fails. The UCAS and Corporate Court have 
sanctioned the use of their own weapons of mass destruction. 
Friday is not leaving the CZ alive, even if the CZ has to go to hell 
(again) with her.

PLOT POINT TWO

The Tower
Once Roth and the runners arrive at the C5 forward operating 

base on the edge of the O’Hare International Aerospaceport, they 
are introduced to Heavy O’Dell and his team—both the hunters 
and the production unit. The runners are given enough time to 
gear up, packing weapons and recording equipment (simrigs 
and trid cameras/mics) before the runners and the six-man Toxic 
Hunter cast are loaded into a pair of Hawker-Ridley HS-950 
Skytrains to fly into the Containment Zone. The initial plan is to 
fly into the CZ and assault the old Truman Tower at the southern 
edge of the zone in the heart of the old Elevated Core. The Tower 
is not hard to miss, as it stands at over 1.5 kilometers tall (it was 
taller, but Ares destroyed the top fifty stories during Operation: 
Extermination). Even among the other skyscrapers in the old 
Elevated Core, Truman Tower looms largest and most ominously, 
dwarfing the older Spire in the Noose to the north.

At the last minute, Roth climbs into the SkyTrain with the 
runners. It wouldn’t be a problem, except for the fact that she’s 
changed from tridstar to Kevlar Cowgirl with war paint covering 
her entire head and face under her Ballistic Mask (see p. 164, War!).

The mission is to fly to the tower, and then perform a 
wingsuit (see p. 164, War!) jump from the tilt-rotor aircraft 
into the building to confront the Winternight element that 
intelligence has indicated is holed up somewhere in the top 
third of the building. The jump is itself dangerous because, while 
tall, the Truman Tower has a relatively small footprint (it’s less 
than half a square kilometer at its base, and it tapers rapidly). In 
addition to the small landing footprint, the Landing Zone (LZ) 
is the ruined remains of the upper floors. Ares was not kind to the 
tower, battering the wasp nests inside with FAB Strain III-Beta-
filled cruise missiles before launching a high-explosive fusillade to 
finish them off.

It doesn’t get any safer for the runners once they land. The 
FAB is still lingering throughout the tower, and the building is 
a vertical death trap of collapsed floors and dead-ends that the 
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vehicles long enough to get Friday and others to Cermak. The 
runners should be able to keep up to some extent, and then watch 
as a group of jury-rigged vehicles suited for the post-apocalyptic 
wasteland of the Containment Zone roar out of the terminal.

PLOT POINT FOUR

Twenty Klicks and Running
The Cermak Crater is approximately twenty kilometers 

north of the Truman Tower/Wind Transit Center, and the chase 
takes the Toxic Hunters and the runners across more than half 
of the Containment Zone. There are two train tracks near the 
Core, and both lines have numerous stations. Much of this area is 
suburban, low-profile residential and commercial buildings with 
some light industrial zones. The overgrown forest of the Dan Ryan 
Woods is along the way, as is Midway Airport. In between the 
Truman Tower and the Wind Transit Terminal is I-94/I-90, the 
former highway that has been blown into uselessness.

The main issue here is that the runners are pursuing a group 
of people with no regard for their own lives. That means any 
standard of safety, such as being careful about attracting FAB 
clouds, insect spirits, or anything else—gangs, madmen, or even 
the Chicago wyvern—holds no weight with them. Their only goal 
is for the bombs to make it to the Cermak Crater. If many of them 
fall by the wayside in that effort, so be it.

The runners and Toxic Hunters have air support in the form 
of the SkyTrains. Tracking and interdicting Winternight isn’t 
easy, though. The entire CZ sits between them and Cermak, and 

to five hundred buses and thousands of cars). It is now home to 
toxics, squatters, and bugs. And now, Friday, who has descended 
into what can accurately be described as the Seventh Circle of 
Dante’s Hell.

Friday and her crew have planned this escape route. Their 
plan is to ambush the players and the Toxic Hunters, making a 
stand in an area of their choosing. Battling them during the 
airborne chase is possible, but the most likely situation is for them 
to avoid hostile fire by taking shelter in the transit terminal, which 
is so big and chaotic that the number of possible hiding spaces is 
nearly infinite. Once they are on the ground, the team has to track 
down Friday and avoid any ambushes, booby traps, and IEDs left 
for them. They also have to contend with the normal residents of 
the terminal area, which include most of the same threats as in 
the tower, but also people who couldn’t care less about stopping 
Friday (or may even welcome oblivion at this point, even if they 
aren’t affiliated with Winternight) such as scrappers and other 
scroungers, squatters, the Human Brigade and Horde infiltrators, 
and Anarchist Black Crescent do-gooders.

Winternight isn’t going to make their last stand in the 
terminal. Friday and her nukes are headed north to Cermak. 
Once it became clear to her what was happening, she decides 
that her last stand will be at Cermak, if she can make it there. She 
cannot truly succeed in her apocalyptic goals, but she believes 
that another nuclear detonation or two in the crater would hurt 
whoever is left after she dies.

Being that this was a transportation hub, there was no 
shortage of vehicles. All the usable ones have long been removed, 
and others have been stripped. The location can hide the smugglers’ 
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otherwise impede her to help finish her off, however). Given the 
circumstances, it would probably be in the runners’ best interest 
to go after the terrorists carrying the nuclear weapons.

To keep things interesting—and real—there must be a 
chance that everything will go wrong and the bombs will go off. 
With all the parties and interests involved, there is the chance that 
the situation will explode in every way possible. Runners should 
feel the tension of the escalating chaos.

PLOT POINT Six

One Thousand Years of Peace
Once Friday is dead and the last bomb is secured, Roth takes 

control of the scene and is intent on collecting as much intelligence 
as possible in a short time—this is still the Containment Zone, and 
no one wants to be inside any longer than possible. Any material 
collected from Truman Tower, the terminal, or en route during 
the chase through the Zone is collected along with whatever 
Friday and her people possess. As it happens, there is a disturbing 
amount of intelligence in her possession on the artifacts that have 
been chased across all parts of the globe, including those discussed 
in other chapters.

Roth works for Samantha Villiers, who has already shown 
interest in these pieces elsewhere in the book (see Déjà Vu, p. 90), 
and has interests with C5 and the UCAS government because of 
her prior experience with Winternight. They want answers and 
will go to any ends to find them. Clearly the runners have some 
understanding of the stakes and players involved. C5 and others 
will pursue their own ends, but Roth makes an offer to the runners 
that they can of assistance—they will become intelligence assets, 
in effect—to keep the situation from further exploding given the 
dangers already faced. Investigating these leads takes them into the 
world of Dunkelzahn’s old Watchers, who have now been split into 
factions loyal to the Draco Foundation, Ghostwalker, themselves, 
or a few who’ve taken new masters (corporate, government, or 
draconic). Specifically the sources seem to overlap among all 
groups and men like Anton Gage, who seem to be more loyal to 
someone else entirely. This is when Corinna, a doppelganger of 
Nadja Daviar turned fixer, confronts the runners. She proposes an 
arrangement similar to Roth’s—one that would actually use them 
against Roth and the corps. The runners have options, but possibly 
the most important one is whatever gets them out of Chicago.

LOCATIONS

Dan Ryan Woods
This is a forest preserve in the heart of the Zone that also 

borders and incorporates the Beverly Country Club and Evergreen 
Golf Club. Insect spirits, mainly beetle and cicada spirits, reigned 
over the park for years until Operation: Extermination. It has been 
overrun in the last eighteen years by warlords and gangs seeking a 
place with renewable resources, e.g. firewood. Its toxic nature from 
the FAB bombardment has made it virtually impossible for any 
group to maintain consistent, let alone permanent, presences. Bees 
and bee spirits still hold some influence over the northeast corner of 
the woods, but it is a wild place that doesn’t seem to want anyone to 
reside in it; in effect it has become aggressively feral woods.

since I-90/94 have been bombed to oblivion, they’re going to 
be taking side streets. For faster movement, Winternight might 
travel along the train tracks that run north-south through the CZ. 
One problem with hunting Winternight by air is that corporate 
attack aircraft aren’t exactly welcome in the Containment Zone, 
and it’s entirely possible for gangs like the Human Brigade or the 
Horde to have rockets or other explosive weapons to use against 
the SkyTrains. This is especially true with regard to the Chicago 
Anarchist Collective smugglers at Midway Airport, who most 
certainly have the weaponry to make life difficult for anyone in 
the air that they decide to target.

The worst-case scenario is that word spreads, and everyone—
the gangs, the Anarchists, the madmen, etc.—quickly hears about 
what the runners are doing. There are people with nuclear weapons 
hauling ass through the CZ, and there are plenty of dregs in the 
CZ who would like a piece of that action. Once word spreads, the 
entire CZ is going to descend on Friday and/or the runners, with a 
whole variety of motives—to help the runners and Toxic Hunters, 
to help Winternight, but mostly to help themselves become a 
nuclear power. This is really a good opportunity to cut loose and 
throw the runners into any sort of melee, either at Midway or the 
Dan Ryan Woods, the train depots, and the many destroyed and/
or deserted neighborhoods in the heart of the Zone.

Roth, being a social adept manipulator, is especially helpful 
in attempting to deflect unnecessary hostilities or even forging 
brief alliances in an effort to force Friday into a chokepoint. This 
may require the team to trade the SkyTrains for CAC ground 
vehicles or some other options. This may drag others into the 
operation, ranging from “observers” to do-gooder “backup” whose 
actions actually help Friday. During this entire chase, Heavy insists 
that they cannot create unnecessary collateral damage (primarily 
since the whole thing is being broadcasted), and bystanders can 
make that more difficult. This means he’s hesitant to call on extra 
support. If the runners or Toxic Hunters are able to get Friday in 
their sights, some gangers can try to intervene—and end up being 
used as human shields by Winternight.

PLOT POINT FIVE

Armageddon

And he gathered them together into a place called in the Hebrew 
tongue Armageddon.—Revelation 16:16

The final showdown comes on the southern banks of the 
Chicago River in sight of the Cermak Crater. Heavy and Roth 
have been given an ultimatum: If Friday crosses the river, the entire 
area is getting carpet-bombed. Given the danger of the location, 
along with the physical and astral harm the radiation from the 
bombs would cause, the gamemaster is encouraged to tailor this 
scene for maximum drama. The battle can take place anywhere 
along the river, but would be especially climactic on the south 
banks of the river across from the Cermak blast site.

Contractually, Heavy gets top priority to kill Friday, followed 
by the rest of the Toxic Hunters. Only if the Toxic Hunters 
are taken out, or if they actively defer to the runners, are the 
players allowed to take Friday out (though they can wound or 
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during downpours in the hulking mess of collapsed buildings 
and vehicles from above and below. It is a labyrinth of collapsed 
tunnels and chambers, and a nightmare to navigate. Magically, 
the area remains a mana ebb from the FAB Strain III still floating 
around, giving it a background count of 2. As is the case with the 
Truman Tower, no built-in nodes remain at this location.

PEOPLE

corinna
The first thing to notice about Corinna is that she looks 

exactly like Nadja Daviar. At one time she was a French DGSE spy, 
but then she was bio-sculpted and gene modified to incorporate 
Daviar’s genetic and physical makeup. She also had Daviar’s 
psychological profile imprinted on her; a rather sadistic program 
by some unknown party to create and use the most perfect 
simulacra of Daviar as exclusive bunraku-puppet slaves. Corinna 
was based in DeeCee, and since going free she has remained there 
as a fixer.

She is the de facto leader of a group of a dozen fixers made up 
of Daviar doppelgangers like herself. Acting as a fixer for runners, 
politicians, and everyone in between, Corinna has applied her 
espionage skills, her experiences as the meat puppet, and the profile 
of Nadja Daviar to carve out a niche for herself. Either before or 
just about the same time the real Nadja Daviar re-appeared in the 
world, Corinna was the lead in interfacing between Daviar and the 
network of doppelganger fixers. They don’t work for her, but there 
is a business relationship between the fixers and Daviar.

B A R S C I L W M Edg Ess Init IP
3 5 4 (5) 3 8 6 6 (8) 7 6 5 5 10 (11) 1(2)

Condition Monitor Boxes (Physical/Stun): 10/12
Armor (B/I): 6/2
Skills: Athletics skill group 4, Cracking skill group 2, Dodge 
3, Electronics skill group 4, First Aid 2, Influence skill group 
5, Intimidation 3, Outdoors skill group 2, Perception 4, Pilot 
Ground Craft 2, Stealth skill group 4, Unarmed Combat 3
Knowledge Skills: Espionage Tradecraft 5, High Society 
(DeeCee) 5 (+2), History 3, Law (UCAS) 2 (+2), Literature 4, 
Politics 4 (UCAS +2), Psychology 3, UCAS Politics 6Languages: 
English 5, French N, German 4, Russian 3
Qualities: Adept, Exceptional Attribute (Willpower)
Initiate Grade: 3
Adept Abilities: Analytics (2), Astral Perception, Cloak (2), 
Eidetic Sense Memory, Enhanced Perception (2), Improved 
Ability: Etiquette (3), Improved Ability: Negotiation (1), 
Improved Ability: Intimidation (1), Improved Ability: Infiltration 
(1), Kinesics (3)
Metamagics: Masking, Infusion
Augmentations: (all betaware) Cerebral booster 2, mnemonic 
enhancer 1, synaptic accelerator 1, tailored pheromones 2
Gear: Chocolate colored Berwick suit

Frida Kohlman, AKA Friday
Friday was one of the three Norns, who were named 

Wednesday, Thursday, and Friday. They founded and 

Midway Airport
Midway was in the heart of the Chicago sprawl, and it 

was placed within the boundaries of the Containment Zone in 
2055. Early on the UCAS and Ares used it for some military 
operations, but they soon realized that it was too dangerous 
and pulled out when the Wall went up. As they left, the military 
bombed the terminals and cratered the tarmac and runways 
into irrelevance. The Chicago Anarchist Collective has a cell of 
smugglers and Anarchist Black Star operatives based out of the 
airport now. They’ve repaired some of the terminals and hangars 
as well as some of the runways now that the army and Ares aren’t 
constantly shelling them to keep them in a state of disuse. The 
airport is near the turf of the Human Brigade, and while they’d 
like to control Midway, the CAC has both the arsenal and the 
will to keep them at bay.

Truman Tower
Located at 1000 West 107th Street in the northeast corner 

of the old Chicago Core, the Truman Tower was the most 
impressive symbol of Chicago’s strength as a UCAS city. The 
1,850m, 352-story-tall monolith used to loom above the Core, 
including the smaller Spire. It traces a massive isosceles triangle 
that formerly held a helipad to accommodate VTOL flights for 
Truman Technologies upper management and their families, 
including the Trumans themselves. Daniel Truman commissioned 
its construction in 2052 (it was completed in 2055) to serve as 
the crown jewel of Truman Technologies’ Chicago empire. The 
entrance was a three-story-tall glass façade that welcomed people 
into an eleven-story-tall atrium that was filled with massive 
pools—long since emptied—of gengineered color-shifting carp. 
The frames are all that remain, giving the atrium entrance the 
impression of a gnarled, gaping steel maw ready to swallow anyone 
or anything foolish enough to enter.

Over the eighteen years since the Containment Zone walls 
went up, the pseudo-arcology has been thoroughly looted by both 
internal refugees and “recovery operatives” from Truman, Fuchi, 
and other corps. The upper floors were taken over by nests of wasp 
spirits that could look down over the rest of the Chicago CZ, and 
during Operations: Extermination Ares pounded these floors 
with cruise missiles and guided bombs and missiles, rendering the 
top fifty stories virtually uninhabitable.

The only Matrix activity currently in the tower is conducted 
by PANs of people wandering in with active commlinks; nothing 
built-in remains.

Wind Transit Terminal
The Wind Transit Terminal was once a massive multilevel 

underground hub for the buses of Chicago. It is nearly a square 
kilometer stretching from Western to Vincennes Avenues and 
from West 103rd to West 107th streets. The terminal’s northern 
boundaries are delineated by the SkyTrack line that runs along 
103rd between California Avenue and Racine Avenue. Running 
underground for most of its length, it held thousands of cars and 
hundreds of buses, including their maintenance facilities. Beetle 
spirits took over the terminal when the Wall went up, but during 
Operation: Extermination Ares attempted to flood and then 
implode the hives while burying them with buildings from street 
level. The water vector used for Strain III dried, but it still collects 
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Weapons: 
Ares Predator IV [Heavy Pistol, DV 6P; AP –2, SA, 15(c), 

w/ personalized grip, smartgun, 3 clips EX-explosive 
ammo] 

Fists [Unarmed, DV 1S, AP 0, Reach 0]
McDonnell-Douglas Nimrods:
	 Climbing Harness mounts
Ingram White Knight [Light Machine Gun, DV 6P, AP –5, 

BF/FA, RC 5, 250 (ammo bin), w/ APDS ammo]
Fleche Hail Barrage Rocket Launcher [Rocket Launcher, DV 

14P, AP –2, Blast –2/m, 20 (tubes), High Explosives]
Self-Destruct System [DV 14P(f ), AP +5, Blast –1/m]

Brennan “Heavy” O’Dell
Brennan O’Dell is the star of Truman Distribution Network’s 

trid series Toxic Hunter, where he and his team travel the globe 
combating various magical threats: toxic shamans, insect spirits, 
shedim, etc. His show is very popular, but aside from O’Dell there 
is heavy turnover due to the extremely dangerous nature of the 
show. In addition to his crew, the show often hires mercenaries and 
shadowrunners to assist the crew in taking down various targets.

O’Dell is a retired Knight Errant Firewatch captain and a 
survivor of the original Chicago outbreak. He was brought on 
because he has considerable experience with threats such as the 
insect spirits. He’s heavily cybered, all of it top-of-the-line wares, 
and he has had numerous reconstructive surgeries.

B A R S C I L W Edg Ess Init IP
5 4 (8) 3 (9) 4 (8) 3 3 4 6 7 0.53 6 (12) 1 (4)

Condition Monitor Boxes (Physical/Stun): 11/11
Armor (Ballistic/Impact): 14/11
Qualities: Martial Arts [Krav Maga: Take Aim is a Free Action; 
Ready Weapon is a Free Action], Maneuvers [Disarm, Finishing 
Move, Riposte, Vicious Blow], Guts, High Pain Tolerance 
2, Toughness, Flashbacks [Insect Spirits], Mild Addiction 
[Painkillers], Weak Immune System
Skills: Athletics skill group 5, Automatics (Assault Rifles) 5 
(+2), Blades 4, Dodge 5 (8), Etiquette 4, First Aid (Combat 
Wounds) 2 (+2), Heavy Weapons 3, Intimidation 4, Leadership 4, 
Perception 4 (+3), Pilot Aircraft 2, Pilot Ground Vehicle 2, Pistols 
(Semi-Automatics) 6 (+2), Stealth Group 4, Throwing Weapons 
(Grenades) 3 (+2), Tactics (Counter-Magic) 6 (+2), Security 
Procedures (Knight Errant) 4 (+2), Military Procedures (Ares) 4 
(+2), Tradecraft 4, Magical Threats 4 (Insect Spirits +2)
Languages: English N, Lakota 4, Japanese 4
Augmentations: (all deltaware) Adrenal pump (Rating 1), 
Attention coprocessor (Rating 3), cyberears [Rating 4, w/ audio 
recording unit (to datajack), audio enhancement 3, damper, in-
creased sensitivity spatial recognizer, select sound filter 6], bone 
density augmentation (Rating 4), cybereyes [Rating 4, w/ eye 
recording unit (to datajack), flare compensation, image link, 
low-light vision, radar sensor 3, smartlink, thermographic vision, 
vision enhancement 2], Fairlight Caliban implanted commlink 
[hot sim; programs: Analyze 5, Tacsoft 4, Command 3, Armor 
5], datajacks [2], encephaelon 2, move-by-wire system 3, muscle 
augmentation (Rating 4), Muscle Toner (Rating 4), orientation 
system, orthoskin (Rating 2), simrig

controlled the apocalyptic Winternight terrorist network 
until she and Wednesday were captured, and Thursday killed 
himself by detonating a nuclear bomb as a global strike force 
attempted to prevent them from causing Crash 2.0. Wednesday 
killed himself in custody, but Friday’s attempt failed and 
she was tortured in an attempt to gain information to limit 
the effects of the Crash. She recently escaped from Europol 
custody and has been on the run trying to rebuild the terrorist 
network and gather up esoteric telesma and other magical 
artifacts and materials that could be used as weapons to wreak 
global destruction. Since she was detained, all of her cyberware 
was removed save for the datajacks that her doctors used in 
their failed attempts at VR therapy.

Frida suffered the loss of her family, her job, and virtually 
her entire life during the Crash of ’29. This made her extremely 
Matrixphobic and paranoid, and eventually she was driven 
towards an Asatru cult where she met Wednesday. She was and 
remains a genius simsense and drone engineer, and she used that 
knowledge to create the drones and BTL “God” berserker chips 
that served as two pillars upon which Winternight rests (the third 
being toxic magic, which was Wednesday’s forte). 

During her confinement, Frida went catatonic. At this time she 
Emerged as a Dissonant technomancer. Her expertise and affinity 
for drones, especially her custom drones, and this development 
created a skilled Dronomancer who isn’t entirely sure if the drones 
she can control are real. In fact, she has often compiled Machine 
sprites and their entropic Meltdown counterparts without realizing 
they aren’t “real.” This can frighten her to the edge of incapacitation 
when she is confronted with that fact.

B A R S C I L W Res Edg Ess Init IP
2 3 3 2 6 6 6 4 5 5 1.2 9 1

Matrix Initiative/IP: 14/4
Condition Monitor Boxes (Physical/Stun): 9/10
Armor (Ballistic/Impact): 10/8
Qualities: Gearhead [1, McDonnell-Douglas Nimrod], 
Hallucinations, Juryrigger, Phobia [Moderate, Non-Rigging Matrix], 
More Than Metahuman, Technomancer, Tough As Nails [1]
Skills: Chemistry 4, Demolitions 2, Dodge 5, Electronic Warfare 
4, Gunnery 3, Hardware 6, Leadership 4, Mechanic skill group 
5, Medicine (Neuroscience) 2 (+2), Negotiation 4, Perception 3, 
Pilot Aircraft 5, Pilot Ground Craft 4, Pistols 3, Tasking Group 
5, Unarmed Combat 2, Psychology 5, Simsense (BTL) 6 (+2), 
Tactics 3, Norse Mythology 5, Smuggler Routes 3, Arms Dealers 3
Languages: Swedish N, English 4
Augmentations: 3 datajacks [betaware]
Living Persona: System 6, Response 7 (VR 8), Firewall 4, Signal 3
Complex Forms: Armor 4, Attack 5, Biofeedback Filter 6, 
Command 5, Encrpyt 5, ECCM5, Sniffer 4, Tacsoft 4 
Submersion Grades: 4
Echoes: Contaminate, Malfunction, Overclocking, Siphon
Gear: Ear buds [Rating 3, w/ audio enhancement 2, spatial 
recognizer], full body armor [w/ climbing gear, chemical pro-
tection, fire resistance 3], goggles [Rating 6, flare compensation, 
image link, smartlink, thermographic vision, vision enhance-
ment, vision magnification], micro-transceiver [Rating 6, w/ 
Encrypt 6]
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Skills: Artisan (Oratory) 4 (+2), Assensing 6, Astral Combat 4, 
Athletics skill group 3, Close Combat skill group 4, Demolitions 
2, Diving 2, Dodge 3, Electronic Warfare 3, Electronics skill group 
2, Firearms skill group 4, First Aid (Combat Wounds) 3 (+2), 
Heavy Weapons 2, Influence Group 6, Instruction 4, Intimidation 
(Interrogation) 7 (10) (+2), Locksmith 2, Parachuting 2, Pilot 
Ground Craft 2, Outdoor skill group 3, Stealth skill group 4, 
Tactics 4, Psychology (Morale) 5 (+2), Magical Threats (Insect 
Spirits) 4 (+2), UCAS Politics 5, Law (UCAS) 2 (+2), Media 
Culture 3, NeoNET Politics 4, High Society 3, History 3, 
Espionage Tradecraft  (Counterintelligence) 6 (+2), Conspiracy 
Theories 4, Military Procedures  (UCAS) 4( +2), Security 
Procedures  (Information Security) 4 (+2)
Languages: English N, Irish Gaelic 3, French 3, Lakota 3, Latin 2, 
Navajo 3, Hopi 2, Sperethiel 4, Salish 2, Cascade Crow 2, Spanish 4
Qualities: Adept, Lucky, Aptitude (Intimidation), Enemy
Initiate Grade: 8
Metamagics: Adept Centering, Centering, Cognition, Infusion, 
Masking, Somatic Control
Adept Powers: Analytics 3, Astral Perception, Attribute Boost: 
Body 2, Attribute Boost: Agility 2, Attribute Boost: Strength 3, 
Cloak 2, Combat Sense 3, Cool Resolve 4, Commanding Voice, 
Eidetic Sense Memory, Enhanced Perception 2, Enthralling 
Performance, Improved Ability: Con 1, Improved Ability: 
Etiquette 3, Improved Ability: Intimidation 3, Improved Ability: 
Negotiation 3, Killing Hands, Kinesics 3, Kinesics Mastery, 
Linguistics, Multi-Tasking, Piercing Senses 2
Gear: Armor jacket [w/ Chemical Seal, Fire Protection 3, 
Flashlight, Flashlight], ballistic mask [camera, flare compensation, 
image link, low-light vision, smartlink], wingsuit, wingsuit jetpack
Weapons:

Ares Alpha [Assault Rifle, DV 6P, AP –1, SA/BF/FA, RC 
2, 42(c), personalized grip, smartgun, APDS ammo (6 
clips); Grenade Launcher, DV Special, AP –, SS, 6(c), 6 
HE grenades, 6 fragmentation grenades]

Savalette Guardian [Heavy pistol, DV 5P; AP –1, SA/BF*, 
RC 2, 12(c) w/ advanced safety, personalized grip, 
smartgun] 

* Burst fire requires a Complex Action
Cougar Fineblade long blade [Blades, Reach —, DV 4P, AP 

–1]
2 flash-bang grenades [Grenade, DV 6S, AP –3, Blast 10m 

Radius]
2 thermal smoke grenades [Grenade, DV —, AP —, Blast 

10m Radius]
2 white phosphorous grenades [Grenade, DV 8P/4P, AP 

–half, Blast –1/m]

Gear: Ballistic mask [w/ camera, tntegrated Steyr TMP], light 
military armor [w/ hydraulic jacks 2, mobility upgrade 2, rutheni-
um polymer coating, strength enhancement 3], infrared flashlight, 
3 x stimulant patches (Rating 6), hardware kit, wingsuit, wingsuit 
jetpack, wire clippers
Skillsofts: Parachuting 5, Navigation 5, Tracking 5, Area 
Knowledge (Chicago CZ) 5, Demolitions 5, Hardware 5, 
Longarms 5, Negotiation 5
Weapons:

Ares Alpha [Assault Rifle, DV 6P, AP –5, SA/BF/FA, RC 
2, 42(c), w/ personalized grip, smartgun, 6 clips APDS 
ammo]

Underbarrel Grenade Launcher [Grenade Launcher, DV –, 
AP –, SS, 6(c), High Explosive: 10P, AP –2, Blast –2/m, 
3 clips; Fragmentation: 12P(f ), AP +5, Blast –1/m, 2 
clips]

Ares Predator IV [Heavy Pistol, DV 5P; AP –5, SA, 15(c), w/ 
personalized grip, smartlink, 3 clips APDS] 

Helmet-integrated Steyr TMP [Machine Pistol, DV 5P, AP 
–1, SA/BF/FA, RC —, 30(c), w/ 2 clips EX-explosive 
ammo]

Vibro-Sword [Sword, Reach 1, DV 8P (max boosted DV 
10P), AP –2]

3 flash bangs [Grenade, 6S, AP –3, Blast 10m Radius]
3 thermal smoke grenades [Grenade, impairs visibility, Blast 

10m radius]
1 Ringu grenade marked “Ultima Ratio Regium” [Grenade, 

20P, AP –4, Blast 10m radius]
Fists [Unarmed, DV 4P (Max Boosted DV 6P), AP —, 

Reach —]

Samantha Roth
Colonel Samantha Roth (Ret.) is a middle-aged human 

who spent twenty-five years as a UCAS spy before becoming a 
NeoNET media figure. She is a contributor to NeoNET news 
and information programs and sites where her specialty is political 
and security affairs. Samantha also hosts her own show, Beyond 
the Wire, on Erika Global News. While maintaining this public 
persona, she is secretly a fixer for Samantha Villiers, her boss in 
Seattle. Her experience in fighting threats like the Banded, Ex 
Pacis, and Winternight has made her a consulting shadow adviser 
to the Corporate Court.

Colonel Roth became famous in 2064 during the New 
Revolution’s failed insurrection. She was nearly killed during the 
attempt on Vice President Nadja Daviar’s life, but what made her 
famous was the revelation that while the DIA intelligence officer 
for JTF-Seattle, Samantha was deeply involved in supporting the 
insurgent movement against Tír Tairngire and Seattle’s NAN 
neighbors. She is a master manipulator thanks to decades of 
espionage experience combined with her adept powers, and she 
parlayed her connections and skills into becoming a media figure 
and corporate operative rather than being hanged as a traitor.

B A R S C I L W M Edg Ess Init IP
4 4 3 3 6 6 6 6 14 8 6 9 1

Condition Monitor Boxes (Physical/Stun): 10/11
Armor (B/I): 10/7



119
Artifacts Unbound

. . . ALL-SEEING EYE . . .

Incom
ing...............

Posted by: Sunshine
I have some bad news for everyone here on JackPoint. It looks 

like we’ve been officially scooped by ShadowSea on a major news 
story. To my recollection, that hasn’t happened to us in quite a 
few years. I was poking around on ShadowSea, and I learned of 
this salacious, audio-only recording and was immediately surprised 
that something so explosive hadn’t already been posted here on 
JackPoint for all of us to comment on. It looks like this particular 
recording has been on ShadowSea for a couple of hours now. 
If it’s authentic, it appears to be a recording involving some of 
Washington’s most powerful political figures. Kay, may I ask how 
you, in your specific field of expertise, got beat to this story by a 
bunch of no-names? And may I ask why we are hearing about this 
from ShadowSea and not from you directly? Why didn’t you post 
this story?

In any event, voiceprint analysis has confirmed the identities 
of six of the seven members of this small cabal of conspirators. 
They are: UCAS Congressman Thomas Lincoln (Voice 1), UCAS 
Speaker of the House Joseph W. Ellis (Voice 2), UCAS Senate 
Majority Leader Jennifer Henry (Voice 3), UCAS Senate 
President Pro Tem Nathaniel Sherman (Voice 4), UCAS House 
Majority Leader Samantha Payne (Voice 5), and UCAS House 
Intelligence Committee Chairman Richard Franklin. There was a 
seventh member who was referred to in the conversation, but never 
spoke in the meeting. That person is believed to have been UCAS 
Congressman Samuel Ruthledge, but of course there’s no hard 
evidence for that. Without further ado, here’s the recording—take 
a listen, and see why I thought we should have had it first.

Begin Audio Recording
Timestamp: 1700 hours, July 18, 2073
Electronic voice: Identity confirmed, Speaker of the House Joseph 

W. Ellis. One moment please. [Static and a series of electronic 
chirps are heard for the next thirty seconds]. Clearance Granted, 
Mr. Speaker. [There is a sound of a large door, likely a security 
door, sliding open. There is thirty seconds of relative silence, with 
only the sounds of footsteps walking down a hallway, followed by 

the sound of a doorknob turning, and another door opening].
Lincoln: Mr. Speaker. [There is an audible distortion in the recording; 

some sections of the recording are more comprehensible than 
others, likely caused by the presence of white noise generators].

Ellis: Please do not use that title in this meeting. Impromptu as it 
may be, this is still a formal meeting of the Lodge of Morgana, 
the Lodge of the All-Seeing Eye. 

Lincoln: My sincerest apologies, Judge Ellis. I meant no disrespect. 
Ellis: No offense is taken, Novice Lincoln. I have called this brief 

meeting to order because one of our members, Master Henry, 
has important news to impart to the rest of our lodge; news 
too sensitive to be transmitted electronically. Master Henry, 
you have the floor. 

Henry: Judge and fellow lodge members; our couriers from 
[recording garbled] and [recording garbled] have made contact 
with me in the last hour. They have successfully accomplished 
their tasks and have recovered the Phaistos Disc and 
Shantaya’s Compass. They are on the move now, and will be 
in DeeCee [recording garbled]. At the appointed hours, they 
will each be taken to Union Station, where our liaisons will 
rendezvous with the couriers and will make the exchange 
for the artifacts. Our liaisons will then take the artifacts the 
rest of the way to Mount Vernon to be secured in the arcane 
vaults. The key for the disc is in the possession of our friends 
over at the FBI right now, and they will be delivering it to 
Mount Vernon within the hour.

Ellis: Master Henry, you have done an exceptional service for this 
lodge in hiring these reliable courier teams. As such, your 
service to our organization will be recorded by my hand 
in the archives, and will be brought to the attention of our 
revered, Penultimate Master. I am certain [recording garbled].

Henry: Thank you, Judge, for the kind words.
Sherman: With all due respect, Judge Ellis, I must disagree with 

storing both artifacts together at Mount Vernon. With so 
much global interest in these artifacts, it would be more 
prudent to store only one of them there, with the other kept 
at Monticello, or Georgetown University, or even [recording 
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garbled] where most people do not suspect that we have 
active operations.

Ellis: Are you questioning the wisdom of the Lodge, Warden 
Sherman?

Sherman: No, I am not, your honor. Mount Vernon is one of our 
strongholds of power. Anyone foolish enough to break in 
there will likely die. But I also believe there is no such thing as 
being too careful. Especially with these artifacts, which have 
proven elusive even to the great dragons. We should not be 
tempting fate by keeping these two artifacts together. 

Ellis: As I mentioned before, the Lodge of Merlin has already given 
your request due diligence, and has denied it. Mount Vernon 
is considered the best choice for storing these artifacts, and 
the arcane vaults will suppress that particular arcane defense 
of the artifacts.

Sherman: Than I offer my sincerest apologies and I will speak no 
further on this matter, honored Judge. 

Ellis: And what of the other two artifacts that you were responsible 
for acquiring for us, Master Payne?

Payne: The two teams I hired have both failed to check in at the 
requested hour, Judge. Regrettably, I am forced to conclude 
that they have failed. 

Ellis: Master Payne, I am deeply disappointed. It was your duty 
to hire capable assets, and since they have apparently failed 
this Lodge—whether by incompetence, accident, or mere 
chance—by extension, you too have failed us. As such, you 
must be punished. I am ordering that this will be your last 

term in the Congress. You will retire because you wish to 
spend more time with your family. You shall remain with 
the Lodge, and you may seek out employment with any 
megacorporation of your choice that has offices within 
North America, but you are being demoted to the Lodge of 
Mordred. I will contact your former Lodge, and have them 
nominate your successor. You will also be stripped of your 
title of “Master,” and will be made a “Warden” until such time 
as you can make reparations for your shortcomings. 

Payne: I acknowledge and accept your ruling, Judge. And I thank 
you for your show of leniency. 

Ellis: Because of Warden Payne’s failings, the responsibility of 
obtaining the sextant and the Piri Reis Map falls to you, 
Warden [recording garbled].

Franklin: Thank you, Judge. I look forward to the challenge, and I 
will succeed in this task. 

Ellis: Should you succeed in this, upon your next initiation, you 
shall be granted the title of Master. I hope you shall prove 
yourself worthy of that title. Now, with the arrival of the 
first two artifacts, we must begin preparations for the master 
ritual. The Lodge desires to be ready to move with the master 
ritual quickly once we have obtained the final two artifacts. 
The Mace of the House of Representatives has already been 
moved to the White House bunker, and is in position for the 
ritual. Warden Sherman, you will be responsible for notifying 
the other North American lodges of our success here today, 
and to begin summoning their members to Mount Vernon. 

In
co

m
in

g.
..............
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With any luck, our wait will be no longer than a few more 
days. Novices Lincoln and Ruthledge, you will head to Mount 
Vernon as soon as this meeting is over. When the artifacts 
arrive, you shall prepare to use their individual powers to 
decipher the tomes and the scrolls we have preserved from 
the Library of Alexandria, and obtain from the metaplanes 
the true names of the spirits we seek. I will head to Monticello 
to retrieve the scrolls containing the master ritual. When we 
have the last two artifacts, our revered, Penultimate Master 
will arrive here in DeeCee to oversee the master ritual 
himself. This will mark the beginning of a glorious new age 
for [recording garbled].

[A buzzer sounds]
Ellis: It would seem as though the next series of votes will be taking 

place in five minutes. We must quickly adjourn this meeting 
to attend to our mundane duties. Master Henry and Warden 
Payne, you will be responsible for making sure all security 
trideo of us coming into and departing from this conference 
room is altered to show that this meeting never happened, 
and that the guards themselves have no memories of being 
rendered unconscious.

Henry and Payne: It shall be done, Judge.   
[End of Audio Recording] 

>	 Despite the UCAS no longer being the superpower that the 
United States once was, there are still a great many foreign 
government and corporate interests that are highly motivated 
and determined to steal paydata from its closed-door congres-
sional committee meetings.  These meetings cover topics 
ranging from intelligence and defense briefings to black ops 
budgetary hearings. It would seem, from what I heard on this 
recording, that this meeting took place in one of the Hill’s highly 
guarded and secure committee rooms. That these runners were 
able to obtain data from this secured room takes talent and 
skill. The theft of this information could have been authorized 
by a great many DeeCee players who possess nearly unlimited 
resources. Since I’m no longer as involved in that scene as I once 
was (Denver has been taking up my attention lately), I couldn’t 
say with any certainty who carried out this operation. 

>	 Kay St. Irregular

>	 Even if these runners had the skill to pull this off and had some 
backers with deep pockets, would they have had the same connec-
tions and intimate knowledge of Capitol Hill as you do? This 
operation has all the feel and flavor of one of yours and Pistons’ 
patented ops. Just admit it. We’re all friends here. 

>	 Sunshine

>	 It wasn’t us, Sunshine. There’s no other location more secure than 
JackPoint (if we disregard the anonymous poster that none of us 
seem to know anything about). If it were us, why wouldn’t we want 
to post this? Whoever pulled this off, they’re obviously afraid of 
the reach this society has. I mean, as you pointed out, this was on 
ShadowSea for a few hours, and it would seem no media outlet 
with the connections to get onto ShadowSea has dared to touch 

this story. Even Horizon’s own news nets, which aren’t afraid of 
anything or anyone, aren’t touching this. And this from a nation 
that suffered an attempted coup-d’état from a secret organiza-
tion about a decade ago? All the media outlets with access to this 
recording should be jumping all over this story. But they’re not; 
they’re treating this like it’s radioactive. There’s got to be a reason 
for it. Besides, I’m sure whoever pulled this off doesn’t want to give 
away any trade secrets about how they obtained this data, so they 
could pull the same trick again at a later date. Hence the reason why 
this may be only an audio recording, and not a full trid recording. 

>	 Pistons 

>	 So, which conspiratorial group could it be this time? Is the New 
Revolution back?

>	 Cosmo

>	 No, this group is too magic-based to be the New Revolution. 
Besides, the last I head, that group was defunct. If I had to render 
a guess, I would have to say the Illuminates of the New Dawn.

>	 Lyran

>	 Close. You’re very close, but not there. The emphasis on lodges (as 
opposed to circles), the formal titles (Judge versus Magus), and 
even the name of this specific lodge, the “Lodge of the All-Seeing 
Eye,” gives it away as the Black Lodge. The Illuminates of the New 
Dawn shares similar symbols, imagery, and resources to the Black 
Lodge, but they are still very separate groups. The Black Lodge has 
been around in various incarnations for centuries and has its roots 
based in many of the secret societies found throughout history, 
especially the Freemasons. Compared to the Black Lodge, the 
Illuminates of the New Dawn are a cheap knock-off. Though both 
groups are very dangerous, the Black Lodge is much more so, with 
a rumored number of members close to ten thousand initiates, as 
opposed to several hundred members of the IOND. 

>	 Man-of-Many-Names 

>	 I find it interesting that these seven politicians have been up on the 
Hill for an average of twenty-four years. During all that time, these 
politicians have portrayed themselves as having no magical talent 
whatsoever. They’ve even supported anti-magic legislation (admit-
tedly, those bills never left the sub-committee level). None of them 
indicated they were Awakened on any of the electronic paperwork 
they filled out to become a part of the UCAS government.

 Setting aside the fact that failing to disclose that informa-
tion to the UCAS government is a felony, I find it odd that these 
individuals have been able to conceal their magical talent for so long 
without someone exposing their dark secret. That’s kind of scary. 

>	 Snopes

>	 You know what else is scary? Considering what these individuals 
may have been doing up on the UCAS Capitol Hill for all those 
years. I knew a few of these people on the Hill when I was working 
up there. And I never suspected any of them of being a part of a 
secret society, especially not the Black Lodge. 

>	 Kay St. Irregular
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l'histoire ne se propage pas plus loin que le ShadowSea et 
JackPoint. Si, par des moyens extraordinaires, cette histoire 
devait être divulguée publiquement, il y aura une enquête du 
ministère de la justice des UCAS, qui sera discrètement étouffée 
des semaines plus tard, après la fin des divulgations. Si nécessaire, 
une importante campagne de relations publiques sera également 
lancée pour convaincre le public que l'enregistrement audio 
n'était qu'une campagne de dénigrement des relations publiques 
par les ennemis politiques de ceux impliqués dans une tentative 
de détruire et de discréditer délibérément ces “honorables” 
membres du Congrès.

PLoT PoINT oNE
The Set Up

Two JackPoint posters, Kay St. Irregular and 
Pistons, hire a runner team to assist them with a sensitive 
operation on Capitol Hill. There is a closed-door 
congressional intel-ligence briefing that the two JackPoint 
users need to acquire paydata from, as requested by their 
Mr. Johnson. For most runner teams, this would be a 
nearly impossible task to pull off. The intelligence briefing 
is held in a heavily guarded and secure conference room that 
is regularly swept for surveillance devices. Prior to entering 
the room, members of Congress are treated with nanite 
hunters to seek out and destroy any covert listening devices. 
Any commlinks brought into the room for committee work 
are under heavy guard by committee staff, as well as by 
Capitol Police and Knight Errant. In addition to all these 
security measures, there is the construction of the 
committee room itself, which is designed to negate wifi signals. 
Any unauthorized wifi signals that occur inside the committee 
room will be detected by the room’s smart walls. With all these 
security measures in place, it is practically impossible to bug 
these committee rooms. While many runner teams have failed 
in the past, Kay St. Irregular and Pistons have found a way to 
succeed, and it involves the special lapel pins that all members 
of Congress are required to wear while on Capitol Hill.

To be able to circumnavigate certain security protocols 
to facilitate rapid transit for members of Congress on Capitol 
Hill to arrive on time for meetings, hearings, events and 
votes, members of Congress wear lapel pins that identify who 
they are to security personnel, allowing them to bypass security 
checkpoints that could consume valuable time. Kay St. Irregular 
and Pistons have obtained advanced nanospies that are capable 
of recording events for a twenty-four hour period, require less 
surface area to function, and can record in a larger area than 
other nanites. These nanites also have special countermeasures 
in place to deal with the UCAS nanite hunters, allowing one 
of the congressional members to unwittingly bring in with him 
the devices necessary to record the classified briefing. It is the 
runners’ job to gain access to the lapel pin worn by the Speaker of 
the House and treat it with an application of these advanced 
nanites. These nanites are also programmed to not transmit the 
data until prompted to do so by a specific wireless signal. So even 
after the nanites have been applied, the runners have to go back 
after the final votes are cast on Capitol Hill for the evening in 
order to retrieve the data. In addition to the intelligence briefing 
Pistons and Kay St. are targeting, the nanites also record a 
clandestine meeting between the members of the Black Lodge.

iew
Dans le district fédéral de Columbia, une réunion 

clandestine d'un chapitre de la loge noire a lieu entre sept 
membres de haut rang du Congrès dans une salle de comité 
qui a été utilisée pendant des décennies pour accueillir des 
audiences et des réunions d'information top-secrètes du 
congrès. Cette réunion est secrètement enregistrée par deux 
utilisateurs du JackPoint, Kay St.Irregular et Pistons, qui 
cherchent à enregistrer des informations à vendre d'un 
briefing des renseignements du Congrès qui a eu lieu plus tôt 
le même jour. Il ressort clairement de l'enregistrement audio 
de cette réunion que le président de la Chambre des UCAS, 
le leader de la majorité au Sénat et le président du Sénat Pro 
Tem, ainsi que quatre autres membres éminents du Congrès, 
sont impliqués dans cette conspiration. Dans la nuit du 18 
juillet 2073, il sera révélé que la loge noire a réussi à obtenir 
deux des artefacts les plus prisés au monde, le disque de 
Phaistos et la boussole de Shantaya, et recherche activement 
les artefacts restants pour réaliser leur “grand rituel” à l’aide 
d’une étoile à cinq branches qui a été méticuleusement 
sculptée dans les rues de Washington DeeCee par les francs-
maçons il y a des siècles.

Deux équipes de runners ont été envoyées par la loge 
noire et sont en train de ramener le disque de Phaistos  et la 
boussole de Shantaya à DeeCee. Des représentants de la loge 
rencontreront les équipes au centre de transport en commun 
DeeCee, Union Station, puis prendront le disque et la 
boussole dans le métro avant de les ramener au mont Vernon, 
l'ancien domaine de George Washington. Au mont Vernon, 
les artefacts sont stockés dans d'anciennes et puissantes voûtes 
maçonniques jusqu'à ce que la loge noire soit prête à effectuer 
son rituel principal.

Cet enregistrement déclenchera une course aux artefacts 
dans la capitale UCAS impliquant une grande variété de 
parties intéressées, allant de la loge noire et des Illuminés de 
New Dawn à la Fondation Draco. Pendant le transport, le 
disque de Phaistos et la boussole de Shantaya sont exposés à 
l'environnement astral de DeeCee. La proximité de la faille de 
Dunkelzahn les fait s'activer (avec le sextant, qui est 
également en ville en même temps). Pour plus de détails sur 
les événements entourant la présence du Sextant à DeeCee, 
voir A Tale of Two Princes (p.127). L'activation de ces 
artefacts déclenche un événement qui menace DeeCee, qui 
sert à alimenter la voix de ceux qui cherchent la destruction 
des artefacts.

Une fois que les personnages joueur ont terminé leurs 
tâches avec les artefacts et ont livré la boussole à la Fondation 
Draco, Ghostwalker intervient. Avec la carte Piri Reis déjà en 
sa possession, il prend le sextant et le disque de la loge noire et 
la boussole de la Fondation Draco. Avec Knight Errant et les 
autres sociétés de sécurité locales distraites par leurs efforts 
pour maintenir l'ordre dans la capitale UCAS, Ghostwalker 
rassemble les artefacts pour un rituel qui, selon lui, 
reconstituera Zebulon, l'esprit de Denver. Cela n'affectera pas 
directement les runners, mais le maître de jeu doit être 
conscient de ce qui se passe afin de pouvoir exposer les 
runners à certaines des retombées.

En ce qui concerne le potentiel d'exposition publique des 
membres de la loge noire à la fin de cette aventure, la loge 
noire a l'influence politique pour s'assurer que l'histoire de ses 
membres sur le mont Capitol n'aura pas de suite. Cela ne 
deviendra pas de notoriété publique et 
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the recording, no national or international media outlets pick 
up the story—not one. This scandalous story is being completely 
ignored, which is out of character for a nation that was rocked by 
an attempted coup-d’état from a shadow organization (the New 
Revolution) a decade ago. If the hacker(s) of the runner group 
does any digging, they find out that any media outlet that has 
shown any inkling of interest in the recording has been contacted 
by a mysterious personality on the Matrix who has applied 
significant political influence and pressure to kill the story. Even 
Horizon-owned media outlets are intimidated by this mysterious 
individual. If the hackers attempt to trace any of this opposition 
back to its source, they find nothing. He has been using a sophis-
ticated method of node-hopping throughout the world, and the 
web of nodes that he is using to communicate is shut down before 
they can successfully trace him.

Plot Point Four

The Compass Arrives
After the recording is posted on JackPoint, Pistons and Kay 

St. Irregular contact the runners and pay them for accomplishing 
their objective. They then have another job they would like to 
offer them. While the runners were busy keeping the recording 
posted on ShadowSea, Kay St. Irregular and Pistons were negoti-
ating with the Draco Foundation (a new Johnson) for the retrieval 
of Shantaya’s Compass.

Pistons and Kay St. Irregular have learned that the Phaistos 
Disc is already en route to Union Station, and that it would be 
almost impossible for the player characters to catch up to the 
courier team (the disc is expected to arrive at Union Station 
within ten minutes). Shantaya’s Compass, however, is still very 
much in play. The Black Lodge, not wishing for the two artifacts 
to be in the same place at any given time while they are in transit, 
has chosen to stagger the hand-off times. Shantaya’s Compass is 
expected to arrive at Union Station in two hours. In addition, their 
contacts have learned where the compass’ courier team is currently 
located—they’re holed up in a coffin motel in Twinbrook, on 
the outskirts of DeeCee, keeping the artifact stashed while they 
wait for the meet time to arrive. It would be easier to ambush the 
courier team at the coffin motel before they take to the road, alter 
their route to Union Station, and escape. 

What Kay St. Irregular and Pistons are not aware of is that 
the Phaistos Disc has been delayed for the meet with the Black 
Lodge contact. That courier team has come under repeated 
attacks from other groups seeking the disc. They have to evade 
their attackers by taking indirect routes through city streets to 
reach Union Station, consuming a lot of time. They are eventu-
ally are forced to stop and engage some of their attackers in a 
firefight. Additionally, one of the couriers has been bought off 
by someone other than the Black Lodge, paid to perform one 
simple task: Open the disc’s warded container at some point 
after it arrives in DeeCee. The courier chooses his moment 
during the confusion of the firefight, exposing the artifact to 
the outside astral environment. Proximity to the Dunkelzahn 
Rift activates the disc, and it remains active even after the 
courier team defeats its opposition and meets its Black Lodge 
contact. Only an initiate with a high enough magical talent and 

To gain access to the Speaker’s lapel pin, the player characters 
may need to fast-talk his congressional staff, break into his office 
(which is on the UCAS Capitol and not in the traditional congres-
sional office buildings), gain access to his schedule, and find him 
at a private event that is away from Capitol Hill. Alternately, they 
could pay off congressional interns and pages to deliver specially 
designed messages to the Speaker to lure him to a location of their 
choosing. The Speaker of the House is usually escorted by his own 
detachment of four Knight Errant guards. The Device Rating for 
the Speaker’s commlink is 8.

Plot Point Two

The Proper Lever
Kay St. Irregular knows that the UCAS Congress and its 

staffs at the various levels are always changing, and he needs to 
keep his paydata on Capitol Hill updated on a regular basis to 
keep himself in the loop. There have been recent changes in the 
staffs of the Speaker of the House, the Senate Majority Leader, 
and the Senate President Pro Tem (in both their congressional 
and committee staffs). He needs to verify the identity of the staff 
members of each of these congressional members and then find 
dirt on the new staffers (e.g., which lobbyists they hang out the 
most with; who has the most influence over them; who is being 
paid under the table; which congressional members are the stron-
gest allies to the Speaker of the House and the Senate Majority 
Leader; if there is any existing blackmail material on the staffers 
that he should know about and possess himself; and so forth). 
With the right blackmail material for leverage, the runners can 
use this information to make it easier for them to gain access to 
the lapel pin of the Speaker of the House. Kay St. Irregular may 
also have the runners check out the backgrounds of the Capitol 
Police and the Knight Errant guards assigned to Capitol Hill. His 
intention would be to discover which security personnel are truly 
dedicated to their mission and pose a threat to their operations 
and which ones may be willing to perform certain favors for Kay 
St. Irregular (and the runners) in the future. Again, digging into 
the backgrounds of key security personnel may help the runners 
gain additional access to Capitol Hill, and make their larger 
mission, access to the lapel pin, much easier to accomplish. 

Plot Point Three

Getting the Word Out
After obtaining the raw recording from the runners and 

analyzing the footage, Kay St. Irregular and Pistons hire the 
runners again and gives them the audio recording of the clandes-
tine conversation to post on ShadowSea. They will be hired to 
keep it there for as long as possible. As soon as the recording hits 
ShadowSea, there is an immediate response to take it down. The 
team’s hacker(s) will have to aggressively defend the recording 
from enemy hackers and their agents, who not only try to take 
down the file but also actively seek out the location of the runners. 
Kay St. Irregular and Pistons only need for it to be up for a few 
hours to allow another JackPoint user to notice it and re-post it 
to JackPoint. The runners may notice that despite several parties 
(including journalists with contacts on ShadowSea) reviewing 
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Plot Point Six

Next Steps
Even after all the action involving the artifacts settles down, 

the runners could still be hired by Pistons and Kay St. Irregular 
(on behalf of the Draco Foundation or the DIMR) to obtain the 
actual “master ritual” that the conspirators on Capitol Hill were 
referring to in their conversation. Pistons and Kay St. Irregular 
tell the runners that they have learned that the scrolls containing 
the actual ritual are maintained at Monticello, Thomas Jefferson’s 
estate. Should the runners carry out this job, they will retrieve 
seven scrolls, written in Latin and dating back to the time of 
the Inquisition, which would reveal the Black Lodge’s plans. 
They intend to use the occult symbolism laid down by the city’s 
founders to turn Washington DeeCee into a massive power site 
for the Black Lodge. The four artifacts, along with a fifth already 
in their possession (the erstwhile Mace of the United States 
House of Representatives), are meant to be placed at the points of 
a pentagram shaped by city streets—one at each of the following 
locations: Dupont Circle, Logan Circle, Washington Circle, Mt. 
Vernon Square, and the White House. More importantly, these 
scrolls show how the ritual is preformed.

Locations

the UcAS CAPITOL Building
The UCAS Capitol building remains one of the most 

recognized and famous landmarks in the UCAS capital. The 
government building, originally built in 1793, is inspired by 
Greco-Roman architecture and houses the two branches of the 
UCAS Congress: the UCAS House of Representatives and the 
UCAS Senate. The building is steeped in history and symbolism 
from the old United States; there are several references to the 
thirteen original colonies, as well as imagery borrowed from the 
Freemasons. Inside the Capitol building, one can find the world-
renowned Rotunda, the Old Senate Chamber, the Old Supreme 
Court Chamber, and a star-shaped marker in the Crypt that was 
once meant to be the physical center of Washington DeeCee. It 
is often debated by the DIMR, the Draco Foundation, MIT&T, 
and Georgetown University as to whether this star-shaped marker 
holds any magical significance. There is also the Old Hall of the 
House, which features statues of notable UCAS citizens, including 
statues from Canadian providences that became UCAS states. 
The Old Hall of the House also includes statues of prominent 
corporate figures, many of whom have contributed significant 
amounts of nuyen to the restoration and continuous upkeep of the 
Capitol Hill campus. Many famous names are memorialized here 
in stone, including Damien Knight, Dunkelzahn, Richard Villiers, 
and Nadja Daviar. The Capitol Hill grounds are protected by two 
police forces: the Capitol Police and Knight Errant. Most loca-
tions in Capitol Hill are accessible to the general public, provided 
they have an authorized tour guide. There are many other sections 
of Capitol Hill that are off-limits to the general public, and there 
are sensors to scan for House or Senate IDs or other appropriate 
security clearances. Anyone violating those secured areas is imme-
diately arrested and removed from the grounds.

knowledge of the proper rituals can deactivate the Phaistos Disc, 
and one such individual is nearby at Mount Vernon.

In the meantime, an unseen force removes the warding from 
the container holding the compass, without the knowledge of the 
courier team. The container is unprotected by the time the player 
characters arrive to take it from the courier team. This means that 
Shantaya’s Compass is already active. Its proximity to the Phaistos 
Disc and the Sextant of Worlds causes the Dunkelzahn Rift to 
expand and destabilize. With no hand to guide the power of 
the artifacts, and with only three of the four artifacts in the city, 
DeeCee is in jeopardy. This occurrence causes gravitational shifts, 
damaging or destroying buildings and structures, vehicles, roads, 
etc. City blocks are leveled. Nearby people and objects are sucked 
into the Rift. Spirits from the Civil War, the American Revolution, 
and other historical events are seen on the physical plane, at spots 
ranging from the UCAS Capitol Hill and the Arlington National 
Cemetery to the Lincoln Memorial. And prominent UCAS 
national moments, such the Washington Monument, are placed at 
risk by the unstable Rift. Even once all the artifacts are deactivated, 
significant damage remains.

After defeating the courier team, the runners must get the 
compass back to the Draco Foundation. Kay St. Irregular and 
Pistons provide the appropriate contact. On their way to meet the 
Draco Foundation contact, the runners will come under attack 
by the Illuminates of the New Dawn, who attempt to steal the 
compass. The Illuminates try to kill any non-Awakened members 
of the group and employ non-lethal force against those members 
who are Awakened. While facing the Illuminates, the runners 
must also avoid and survive all the disasters and the upheaval 
being created by the destabilized Dunkelzahn Rift. The runners 
are paid by Kay St. Irregular and Pistons once they receive their 
payment from the Draco Foundation.

Plot Point Five

The Aftermath
After they deliver the compass to the Draco Foundation, the 

runners have a few hours of relative peace. This may allow them 
time to rest—and answer their calls, since one is coming in from 
one of the team’s fixers. It seems as though the chaos from the 
artifacts has generated several potential job opportunities. Other 
Johnsons are looking for the runners to break into the UCAS 
Internal Revenue Service and steal tax data for thousands of 
UCAS citizens (most likely to help create high-quality fake SINs). 
Still more Johnsons are looking to take advantage of the ravaged 
electrical grid to break into the Smithsonian to steal any number 
of high-profile treasures contained within the museum. There are 
still other Johnsons looking to break into the UCAS treasury to 
steal codes for electronic currency. Knight Errant is approaching 
runner teams to support their stretched numbers and help main-
tain order on the streets. DocWagon is even calling upon runners 
to help in rescue operations. There is plenty of work to be done for 
any group looking to earn a little extra nuyen.
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are not quite full members of the Black Lodge. The guards gener-
ally have Astral Perception, Killing Hands, Cloak, Spell Resistance, 
and Mystic Armor adept powers. They use bladed or blunt 
weapons, but do not use guns, as firearms will set off the anchored 
spells. Freemason symbols, such as the square and compass, are 
always used as anchor points for the warding (Force 12). The Black 
Lodge uses a number of spirits to protect its grounds.

Since the Black Lodge is a mixed-tradition magical group, 
spirits can be from any tradition or type. Spirits of man are the 
most common found patrolling and will manifest as figures 
relevant to American history, i.e., Union or Confederate soldiers 
or Minutemen. Spirits used to patrol and guard Mount Vernon 
ranging in Force from Force 5 to Force 7. Force 7 spirits of man are 
typically great form spirits. Mount Vernon has a Rating 3 Matrix 
node, but nothing of significance for the Black Lodge is found on 
it. The node is only used to maintain the public sections of the 
estate. None of the private sections of the plantation are listed or 
mapped out on the node.

MONTICELLO
Monticello is the estate of the United States’ third president, 

Thomas Jefferson. Like George Washington, Jefferson is alleged 
to have been a member of the Freemasons. While the truth of 
Jefferson’s membership is still debated, the Black Lodge has since 
assumed private control of Monticello. Publicly, Monticello is run 
by the Thomas Jefferson Memorial Fund, which was taken over by 
Manadyne in 2067.

Monticello’s estate boasts forty-three rooms contained in the 
three-story main house, the pavilions, and the south terrace. 

In the estate, there is a Dome Room, which is used as a 
magical lodge (Force 12). Hidden amongst the library archives of 
Thomas Jefferson’s papers is the Black Lodge’s private collection, 
which contains scrolls from the Library of Alexandria, many of 
which are written in code or written in lost languages, and tomes 
from the time of the Inquisition, when the Catholic Church 
was seeking to purge the world of what they saw as heresies and 
blasphemies. Many of those tomes contain mystical secrets lost to 
the rest of the world. Monticello utilizes magical security similar 
to Mount Vernon. 

People

JOSEPH WILLIS “J.W.” ELLIS (p. 142)
J.W. Ellis was born in Saint Louis in 1996, and he was 

among the first people to Awaken in 2011. Ellis went to 
Harvard in 2014, and then to Harvard Law, where he received 
his law degree. It was at Harvard where he was initially recruited 
into the Black Lodge. He was made a Novice of the Lodge of 
Nostradamus in Indianapolis in 2021. Ellis practiced corporate 
law in Toronto after Canada and the United States joined 
together as the UCAS, while also working to develop his 
mastery of thaumaturgy, which helped him advance to the next 
tier in the Black Lodge, the Lodge of Rasputin. After another 
six years of faithful service in the Lodge of Rasputin, Ellis was 
promoted again in 2036, this time to the Lodge of Mordred. 
During his tenure in the Lodge of Mordred, J.W. Ellis ran for 
the UCAS House of Representatives from his home district of 

Along with the public locations inside Capitol Hill, there are 
secret areas never seen by the general public. Among these areas 
are committee rooms where the UCAS House and the UCAS 
Senate meet to conduct closed-door, top-secret hearings. Only 
Congressional Members and their staffs with appropriate security 
clearances are allowed access to these committee rooms, which 
are hidden underneath the Dome. In recent years, the rooms have 
been upgraded with durasteel and plascrete. Smart walls with 
highly sensitive sensors are in place to detect any unauthorized 
electronic transmissions. Biometric locks (Rating 7) ensure that 
only those cleared for access to the committee rooms can enter. 
At least four high-ranking Knight Errant guards are on duty near 
the committee rooms at any given time. The committee rooms 
are also heavily warded (Force 12) and equipped with white noise 
generators (Rating 6). 

UNION STATION
Union Station is the historic transit hub for the Federal 

District of Columbia. The building is the central station for the 
DeeCee Metrorail, a subway system that effectively connects 
all parts of the city for mass transit. It is the central hub for the 
bus system. Maglev commuter trains and long-haul trains such 
as UCASRail that run up and down the east coast run through 
Union Station. The building itself contains three floors, many of 
which contain restaurants and souvenir shops designed to appeal 
to tourists and commuters. Several hundred thousand people pass 
through Union Station on a daily basis, millions on a yearly basis. 
Because the Metrorail has dozens of stops throughout DeeCee, 
and a person can easily switch between several different lines, 
Union Station makes the ideal location for a clandestine exchange, 
allowing conspirators to disappear quickly among the masses.

MOUNT VERNON
Mount Vernon is the estate of the United States’ first 

President, George Washington. Many of the buildings on the 
estate were designed by George Washington himself, who was also 
a member of the Freemasons. Mount Vernon is a plantation origi-
nally spanning over 3,200 hectares. The plantation was divided 
into five individual farms, creating a self-contained community. 
The Washington family stayed in what is called the “Mansion 
House Farm.” 

Beyond the “tourist” side of Mount Vernon are the areas that 
serve the Black Lodge. Hidden on the modern-day, 202-hectare 
estate are secret magical lodges and libraries (Force 12) where 
Lodge members can study and perform ritual magic in secrecy. In 
addition, there are hidden arcane vaults, built with secret arcane 
techniques known only to the Black Lodge. These underground 
vaults are believed to be powerful enough to contain and suppress 
the magic energies of the four artifacts. Mount Vernon is located 
in the CAS.

Since the Black Lodge is a major magical threat, their security 
measures are primarily magic-based. Hidden passageways to reach 
to the arcane vaults are protected by anchored spells (Foreboding, 
Force 6, Confusion, Force 6, and Physical Camouflage, Force 6). 
These anchored spells are linked to two quickened spells (Detect 
Life, Force 6, and Detect Guns, Force 6) that act as triggers for the 
anchored spells. Both quickened spells must be triggered for the 
anchored spells to be released. Guards are uninitiated adepts who 
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Courier Team
The courier team carrying Shantaya’s Compass that the player 

characters will encounter is made up of one Skilled Technomancer 
(p. 145), two Veteran Street Samurai (p. 146), one Veteran 
Combat Mage (p. 146), and one Veteran Face (p. 146).

ILLUMINATES OF THE  
NEW DAWN TEAM

 The Illuminates of the New Dawn send a team to recover 
Shantaya’s Compass from the player characters. This team should 
consist of three magicians (members of the IOND; see IOND 
Magicians, p. 141), and two great form spirits of fire (see below). 
The magicians are all hermetic mages. They will use non-lethal 
force against Awakened player characters. They do not care about 
the well-being of the non-Awakened members of the party and 
will do whatever it takes to get the compass away from them. 

Great Form Spirits of Fire
(Force 5) (Professional Rating 5)

B A R S C I L W M Ess Init IP
6 7 8 3 5 5 5 5 5 5 13 2

Condition Monitor Boxes: 11
Astral Init/IP: 10/3
Reach: +1
Movement: 15/40 (Flight)
Skills: Assensing, Astral Combat, Dodge, Exotic Ranged Weapon, 
Flight, Perception, Unarmed Combat
Powers: Accident [LOS (A)], Astral Form, Confusion [LOS 
(A)], Elemental Attack [LOS (A)], Energy Aura, Engulf [LOS 
(A)], Materialization, Sapience. Search, Storm
Weaknesses: Allergy (Water, Severe)
Note: +5 dice to resist Banishing

St. Louis, Missouri, in 2046, and with the Black Lodge’s support, 
he won the election. Ellis has been in office since 2046, and he 
rose to the position of Speaker of the House in 2070. He became 
a member of the Lodge of Morgana (Lodge of the All-Seeing 
Eye) in 2054. It would take him well over twelve years to achieve 
the rank of Judge for the Lodge of Morgana. His position as the 
Judge for the Lodge of Morgana also makes him a Novice in the 
Lodge of Merlin, which is based out of Georgetown University.

KAY ST. IRREGULAR
Kay St. Irregular is the political expert on JackPoint. His 

father was a two-time governor of the Kansas City Metroplex. He 
graduated from the University of Denver with double bachelor’s 
degrees in UCAS political science and international and mega-
corporate affairs, all while maintaining a 4.0 GPA. He served on 
Capitol Hill as a legislative assistant and worked his way up to 
a chief-of-staff position with the chairperson of the Permanent 
Select Committee on Intelligence (utilizing shadowrunners 
along the way to open up opportunities, and using back-door 
deals to raise his profile). During that time, he met the combat 
hacker named Pistons. They worked well together in the shadows, 
selling intelligence and classified documents from the UCAS 
government to their various employers. Kay St. Irregular now 
works and lives in Denver, but keeps a close eye on DeeCee, and 
occasionally still takes jobs in the city, putting his intimate 
knowledge of DeeCee politics to work. For Kay St. Irregular’s 
stats, use Sneak, p. 145.

PISTONS
Pistons is a member of JackPoint who works in the DeeCee 

area. Pistons met Kay St. Irregular sometime between 2059 and 
2060. Whereas Kay St. Irregular had the hands-on experience to 
maneuver around Capitol Hill, Pistons had the technical skill 
and experience in the Matrix as a combat hacker. In DeeCee, 
Pistons and Kay St. Irregular developed a strong friendship, and 
have been involved in many shadowruns in the DeeCee area. 
Although their joint operations are no longer as frequent, the 
two still maintain contact and do, on occasion, join forces on 
jobs, such as the one outlined in this section. For Pistons stats, use 
Corporate Headhunter, p. 139, but raise the Cracking skill group 
and Electronics skill group by one point apiece.
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Kings without kingdoms
Posted by: Arete

There has been considerable talk of late as to the whereabouts 
and activities of the deposed Tír princes in light of recent political 
events in North America, and the recent increase in artifact-related 
runs. The former princes have all been maintaining low profiles, 
especially the ones who seem to have lost the most: High Prince 
Lugh Surehand and Information Secretary Jonathon Reed, who 
were both exiled in 2064.

JONATHON REED
Reed is an interesting case. He was born in Finland in 

2011 as UGE started making its mark on the world. In 2035, 
Lugh Surehand announced that Reed, Maria Cinebal, and 
Dar Varien had joined the Council of Princes along with the 
original four Princes. In the twenty-four years between his birth 
and ascension to the position of Tír Tairngire Prince, Reed led 
a remarkably anonymous life outside of a stint in the Finnish 
military, which he joined just after the Crash of ‘29 ground 
Finland’s high-tech economy to a halt. During the military 
buildup preparing for a Russian invasion that never happened, 
he was attached to a signals intelligence unit working hand in 
hand with what would become Erika and the corporate state 
surveillance system. The skills he learned would serve him well 
when Lugh Surehand made him operations director of the 
Information Secretariat.

As operations director, Reed ran the Tír intelligence service 
from inception to catastrophe, after which he was unceremoniously 
shown the door just slightly ahead of Surehand. But I’m getting 
ahead of myself. Before we get to the end of Reed’s tenure, we need 
to go back to the Information Secretariat’s murky beginnings. It 
did not seem like a body that needed to exist—the Tír Police 
Force already served as the nation’s military and police agency, 
and they reported to Surehand. They also handled intelligence 
operations, so these things were under Surehand’s control. Yet in 
2055, Surehand and Reed secretly established the Information 

Secretariat, which would seem to be a redundant organization. 
There is no clear explanation for this action.

>	 Perhaps I can help explain. Stories have made the rounds for 
decades about all of the plots each of the Princes formed in their 
private fiefdoms. Everyone had their own pet paladins and groups 
like the Moonlight Thorns that operated with Princes’ official 
sanction. There were nobles with their own agendas and loyalties 
supposedly tied to specific Princes, but really they operated in 
their own interests. Finally, there were the shadow activities that 
the Telestrian family conducted through their corporation, and 
the Peace Force ran ops through Telestrian and Andalusian Light 
Industries. Everyone had their fingers in the Peace Force, Ghost, 
and paladin pies.

The Information Secretariat was Lugh Surehand’s attempt to 
ensure that the police state remained his police state by control-
ling one agency that answered to him and watched all of them.

By the way, your information is wrong. The IS was created in 
2048, and some people didn’t appreciate its birth.

>	 Thorn

Reed’s time at the head of the Information Secretariat was 
filled with strife. It was a secret police force that answered only to 
itself, and other Princes objected to that strongly, especially since 
it spied on other Princes and their interests. When the Rinelle 
ke’Tesrae became a threat to the status quo in the 2060s, Reed 
proposed a desperate gambit, a feint in the hopes that apparent 
weakness would prove to be a long-term counterintelligence 
success. It was a daring move, but ultimately it was seen as a 
stupendous failure of policy. The failed uprising by government 
agents within the Peace Force and the IS cemented Reed’s doom 
within the Land of Promise. When the Council met in an emer-
gency session following Crash 2.0, the first matter of business was 
Surehand calling for Reed’s expulsion from the Council and the 
Tír. The subsequent vote was unanimous. Reed had already fallen 
out of favor, but when it appeared that he had been involved 
in the attempt to take Royal Hill and oust Surehand, any prior 
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belief that he was Surehand’s favorite or protégé died with the 
failed insurrection.

>	 For a parallel situation, consider what happened when Belial took 
over from Sting in running the Ancients’ Seattle chapter. He’d been 
Crown Prince for a while, biding his time, then Sting started talking 
about getting leonization and having a nice long reign. Belial was 
out of patience then, and he took out Sting, and Green Lucifer for 
good measure. Belial had waited long enough and wasn’t going to 
wait any longer—like Rinelle. Remember, all the Tír intrigue began 
with the suspension of the Rite of Succession. Patience is not a 
common virtue, even with those who are long-lived.

>	 Riser

Unlike Surehand, whose exile was clouded in failure and 
shame, Reed’s disappearance was clearly borne of some grasp of 
reality. Given the secretariat’s actions, how could he expect not to 
be threatened with criminal prosecution? An international warrant 
would make him a hunted man in all but the most desperate of 
nations. He vanished like the spook he is, expecting a manhunt 
that never materialized. Then, two years later, he showed up in his 
native Finland for Christmas. Since then, there have been various 
sightings of him, always after the fact, and often in the wake of a 
visit by Surehand. Reed, however, has also made several trips to 
Hannover, Denver, and Boston. It is suspected that he has taken an 
interest in the Draco Foundation and their activities.

It is a fact that Reed is intent on retrieving the Sextant of 
Worlds, no matter the cost. If it were not for the foundation’s 
activities, he probably would not have known about it. Reed is a 
spy, but a modern one. There’s a chance that he might have come 
across stories of the sextant’s powers, but no guarantees. If he did, 
though, he would have learned that it could be a powerful weapon 
against Surehand, maybe a game-changer. Its rumored abilities are 
tied to the navigational metaphor of its form—as a telesma, it is 
supposedly an object useful in navigating and manipulating mana 
across planes of existence.

>	 Think of it this way: Everything has an origin point. Every bit of 
data has its node, every object has a source, every thought has 
its ideation, and every spell and spirit has its own home in the 
metaplanes. The working theory of the sextant is that it can 
find them, and even better, access them directly. If it is indeed 
a weapon, as Reed seems to believe, then the scenario becomes 
one where Surehand’s magical defenses are neutralized on the 
metaplanes, without his knowledge, while Reed stabs him right 
in the heart.

>	 Ethernaut

>	 Only a dream can kill a dream. Or one able to enter the dreamspace.

>	 Man-of-Many-Names

LUGH SUREHAND
The deposed High Prince was forced into exile after a series of 

crisis moments in late 2064, beginning with Crash 2.0 and ending 
with a unanimous decision by the Council of Princes not only to 

remove him from power, but also to force him into exile. He left, 
and managed not to be seen for quite some time. He suddenly 
emerged in Atlanta in March 2067, and then again disappeared. 
The Bratach Gheal, the High Prince’s personal bodyguards, 
remained in Portland and now serve Zincan. There was a great deal 
of speculation that they swore magical binding oaths to Surehand, 
but it seems it was sworn to the office of High Prince and not the 
man. Most of the Ghosts with Talent, however, were not bound 
in that way, and they followed Surehand into exile. They have not 
been seen again, and this deficiency is still being felt within their 
magical corps.

>	 They’re finding ways to make up for it, though. The Peace Force 
has shown a great deal more tolerance of non-elven magicians in 
recent years.

>	 Hard Exit

>	 The Ghosts are a significant exception to that, even after their 
internal bloodletting.

>	 Bull

In that time, Surehand has popped up in Tír na nÓg, 
the UCAS, and in various cities across the globe. He’s been 
ingratiating himself with the European nobles, feeding their 
egos and pet projects with plundered lucre and making himself 
an infrequent guest on the Grand Tour. He has frequently visited 
Dublin, meeting with the Senate and Council of Stewards as well 
as being granted an audience with the Seelie Court.

Surehand has no love for Charisma Associates or the rest of 
Horizon because of their deep relations with Hestaby and Larry 
Zincan. That has made him a client of corporations that generally 
try to tear each other’s throats out: NeoNET, MCT, and Renraku. 
Seeking media rehabilitation and vengeance in the press, he has 
come to rely heavily on Mitsuhama Media’s subsidiaries, DeMeKo 
and CBC. Of course, that also comes with access to SIS and their 
cadre of media “enforcers.” He’s also become a client of Renraku’s 
Adams-Westlake Mediaworks, and he has them courting possible 
allies in Asia. It’s not quite clear what his relationship is with 
NeoNET, but some of their trid talent on Erika’s news/current 
affairs network is especially vicious in criticizing the Tír.

>	 Lugh Surehand seems like a scorched-earth kind of sore loser, 
and with his wealth and the connections it buys he can wreak 
some havoc. I’d guess that if he can’t rule the Land of Promise, 
then it has to go. So of course NeoNET’s contribution is Sam 
Roth, the trid star who waged a private war to destroy the Tír 
government before Crash 2.0.

>	 Bull

While in Europe, Surehand has crossed paths with his fellow 
ex-Prince, Aithne Oakforest, who has taken a particular interest 
in Pomorya and Saeder-Krupp’s covert assault on the existing 
regime. If he wants the sextant, I’m sure it has everything to do 
with settling old scores. Zincan and Hestaby may be high on the 
list, but I would suspect Lofwyr remains number one with a bullet.
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along with possible infiltration and escape routes leading into the 
surrounding city. 

Plot Point Two

The runners are smuggled into Cara’Sir, where the arcology 
sits across the 405 from downtown in Willamette Heights. The 
runners must infiltrate the arcology and find the sealed and warded 
vault in the deepest sub-basements. Security is considerable, even 
with the intelligence Jessa provided, because the complex is not 
only the headquarters for Saeder-Krupp’s presence in Tír Tairngire, 
it is also their headquarters for all of North America. Being in 
Tír Tairngire, and being a Saeder-Krupp facility, the arcology is 
also thoroughly saturated in magical security. As it happens, the 
intelligence Jessa has provided does not take into account the fact 
that the building is as malleable as S-K’s organizational charts, 
and changes are made sometimes daily thanks to the modular 
building sections. The sub-basement is where it is supposed to be, 
but access tunnels, hallways, and HVAC systems (and associated 
security patrols) are not.

As the runners reach the sub-basement, they should become 
even more aware that something is not right. If they have been 
around the sextant before, they should notice that the strange 
effects normally present around the sextant are not felt or 
noticed. Eventually, the security level within the building goes 
off the charts, no matter how successful the runners have been in 
sneaking through the arcology. The system has been rigged to go 
off by another team that has already made off with the sextant. The 
runners have to deal with this fact that they are effectively trapped 
within the arcology, as S-K high-threat response forces pursue 
them within, and the Peace Force awaits beyond the walls. The 
endpoints of the escape routes Jessa provided remain intact, but 
the design differences make the middle points different, confusing 
the journey. 

Once out of the arcology, the runners will be able to make it 
out of the country and back to Seattle provided that they have not 
come into too much of a conflict with the Peace Force. Jessa and 
her contacts don’t care for Saeder-Krupp, and if their people die 
then so be it. They are not, however, as sanguine about casualties 
inflicted on their Peace Force colleagues, let alone Secretariat or 
Border Guard personnel.

Plot Point Three

Jessa informs the runners that her sources indicate that 
the thieves were working for the Tír na nÓg government. The 
sextant was delivered to the Ministry of Arts and Culture, which 
oversees all magical affairs within the country, including functions 
on behalf of the government and the Seelie Court. Specialists 
who study astral navigation and entities have taken the artifact 
for extensive research. This type of research is done under heavy 
warding and other protections in the instance that something 
unwelcome is brought back or makes its way into their laboratories.

Jessa makes arrangements to sneak the runners into Dublin, 
but she is unable to provide quite as much support as she did 
for the Tír Tairngire crossing. This means that she is not going 
to be able to help them bring any heavy weapons or other large 

iew
Lugh Surehand a été retiré du pouvoir, destitué et contraint à 

l'exil. Ses serviteurs les plus fidèles suivirent, pour être chassés et, 
pour la plupart, massacrés. Il a été traqué, destabilisé et incapable 
de réagir. Le temps a passé, et lui et l'un de ses fantômes restants 
ont pu formuler un plan. Sachant qu'Ehran est à la recherche des 
artefacts, Surehand a cherché à les récupérer pour son usage 
personnel, ou à les échanger contre une faveur avec le seul type 
d'entités du Sixième Monde avec qui Surehand se soucie de traiter. 
Compte tenu de la nature des artefacts et de leur capacité à servir 
de système de navigation astrale, ils sont devenus importants pour 
la Cour Seelie de Tír na nÓg, avec qui Surehand a formé une 
alliance temporaire.

Dans le même temps, Jonathon Reed a pris ses propres 
conseils auprès de diverses organisations avec lesquelles il est 
profondément familier grâce à son temps en tant que directeur des 
opérations des organisations du Secrétariat à l'information comme 
la loge noire et les Illuminés de New Dawn. Avec ses antécédents 
en matière de renseignement, Reed a suivi les mouvements de 
Surehand et d'autres anciens princes, y compris Ehran et 
Oakforest, ainsi que la récente poursuite des artefacts par les 
fondations Draco et Atlante. Reed a un intérêt particulier pour la 
Fondation Draco, et ses sources l'ont conduit au sextant et à son 
pacte faustien avec les Illuminés de New Dawn, qui n'ont jamais 
été en bons termes avec Lugh Surehand lorsqu'il dirigeait Tír 
Tairngire.

PLoT PoINT oNE
The runners are contacted through their fixer for a high-

value run on very short notice. When they meet with the 
client, Ms. Johnson turns out to be Jessa, a former 
Information Secretariat spy. She meets with them at The Spirit 
Focus in Puyallup after it closes; she has made arrangements 
with the management to have the place to herself. Within the 
deserted jazz club she informs the runners that an object of 
great value, the Sextant of Worlds, has somehow been taken by 
Saeder-Krupp and is sitting in their Cara’Sir (Portland) 
arcology. She has also heard that the runners are already familiar 
with the object, and she is staking her claim to their services 
first. In fact, they were the last runners to have seen the 
sextant, so for all they know they are now robbing their 
previous client—a client who happens to have a snout and 
breathes fire.

The object is going to be transported from Tír Tairngire to 
Saeder-Krupp headquarters in Essen, and Ms. Johnson wants the 
runners to intercept that transfer and bring it to her in 
Washington, FDC. Jessa has contacts in the Border Guard and 
the Information Secretariat who can help the runners infiltrate 
Tír Tairngire with their gear. She can provide them a certain 
amount of protection to help them get into and out of the 
country with their gear and the sextant, but if the runners get 
into trouble with the two agencies (e.g., getting into physical 
combat), then they are on their own. She also has very little, if 
any, pull with the Peace Force. So while there is the opportunity 
for them to operate within the Tír armed with all of their 
important gear, if they get caught they are on their own. Jessa is 
able to provide detailed information on the arcology, including 
schematics, security systems, and threat assessment, 
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growing in intensity and frequency. This wouldn’t be an issue 
except that the sextant is trying to break free of its warding. The 
meet is at the Illuminates of the New Dawn Grand Lodge in 
Foggy Bottom—located within a kilometer of the Rift—where 
the sextant breaks its warding and becomes almost an astral 
beacon calling out to the other pieces. As part of the chase 
between the runners and the two Hunters of Men, the effects 
of the Rift and the artifacts create physical disturbances such 
as small seismic events, micro-storms, temporary increases or 
decreases in background count, and other effects.

Several major powers in the sprawl want control of the 
artifacts, and whoever knows about their existence is now certain 
to know where they are. If the runners have managed to hold off 
Tintagel and McGuinness, they also have the Draco Foundation, 
the Black Lodge, the Roman Catholic Church, the UCAS 
government (FBI and Magical Security Task Force, DIMR, 
Atlantean Foundation, Army Thaumaturgical Corps), and the 
various corporations studying magic in DeeCee (including 
NeoNET T99, MCT, Manadyne, and Lone Star) under the 
auspices of the Corporate Court Crisis Coordination Committee 
(C5), since they are well aware of the artifacts after the events of 
Too Many Secrets (p. 111); this, along with the Rift’s instability, 
is why they are focused on the sextant. There is a chance here to 
play off any and every possible player one can imagine. If C5 or 
NeoNET makes their presence known, perhaps the runners can 
seek help from Samantha Roth (p. 118) if they made a deal with 
her at the end of Too Many Secrets. Roth may even be able to help 
deal with the Draco Foundation. If they sided with Corinna (see 
p. 116) instead, she can assist them with the UCAS government 
or Lone Star. The IOND has some pull with the Church (its 
founder, Rozilyn Hernandez, and other initiates are faculty in 
the Georgetown University Department of Occult Studies). It 
should be mentioned that as much as they might like to, neither 
Tintagel nor McGuinness would kill or seriously harm any UCAS 
personnel (FBI agents, army mages, etc.). Anyone else is fair game.

Plot Point FIVE

By this point, the runners should have managed to hold 
off or negotiate their way to a stalemate. If they want, they can 
try to fight their way to Foggy Bottom. Assuming that Tintagel 
and McGuinness haven’t captured them, the runners should be 
able to make it there. If they were especially stealthy or otherwise 
successful in evading their pursuers, the runners will be able to 
contact Jessa and pull up to the rear parking lot of the Grand 
Lodge. Something should already seem amiss though, since the 
Lodge’s contracted security is through Desert Storm, a Shiawase 
subsidiary that has already been warned. Likewise, George 
Washington University’s security contractor, Lone Star, patrols 
all of Foggy Bottom along with a higher-than-normal FedPol 
presence. None of the agencies seem to give the runners much 
regard as they arrive. If the runners have managed to negotiate an 
escort to the Grand Lodge, then it should be noted that no one 
seems to be coming after them. 

Everything has stopped. The weather and the background of 
the sprawl are going wild, increasing in intensity as most residents 
of the city have fled in order to avoid the disturbances that seem to 

or heavily restricted pieces of gear into the country. Once 
in-country, they will be met by allies with the Unseelie Court, an 
anti-establishment group that is opposed to the magocratic ruling 
system of the Seelie Court and the neo-feudal system created by 
Danaan families, especially the Danaan Mor families who make 
up the Council of Stewards. 

The Unseelie Court has greatly exploited the difficulties 
faced by the Senate and the Council as they liberalized parts of the 
government and economy only to have their rule challenged by 
the various insurgent groups such as the Unseelies, the IRA, and 
INLA, which all have freer access now. The fact that most of the 
small Tír armed forces is made of humans in an elven-controlled 
nation allows for a source of weapons and other technology 
to be funneled to the runners in aid of their mission. The fixer, 
Maire Gillen, is also able to provide them with intelligence on 
the ministry and its facility. They know about the sextant, and 
the Unseelie also want it—or at least they do not want the Tír 
government and the Seelie Court to possess it. The Unseelie want 
it for themselves to help them find the location of the Seelie Court, 
but that is beyond the scope of the runners’ work.

This is another high-magic situation. The building is a 
classical design, but filled with magical defenses and a ubiquitous 
magical presence due to the ministry overseeing all magical affairs 
within Tír na nÓg. The runners should, however, be able to crack 
the security due to the fact that the country’s magical defenses are 
being stretched thin by an insurgency and new threats that the 
government is still trying to control. This job is important enough 
to the Unseelies to provide a significant distraction to draw Tír 
Republican Corps personnel away from the ministry building 
and this sector of the government zone in order for the runners 
to infiltrate. They will also find support from Rory McGuinness, 
a TRC field operative who has secretly aligned himself with the 
Unseelie Court’s cause. In fact, his grandfather is the director-
general of the TRC and his father was a hero of the Corps and 
Order of Cu Chulainn, and he is able to help the runners evacuate 
to the extraction area out of the Tír.

Plot Point FOUR

Once in possession of the sextant, the runners fly into 
Thomas Jefferson International Airport outside of Washington 
and make their way to the meeting with Jessa. This is when the 
people behind the original Saeder-Krupp theft make their move, as 
the runners from Cara’Sir are joined by Alec Tintagel and Felicia 
McGuinness, two incredibly powerful and dangerous operatives—
one a former Ghost, the other active in Reach Fuileach (while also 
happening to be Rory’s aunt). As soon as the runners have left the 
airport security zone, they will be pursued all the way up I-95 into 
the Federal District of Columbia at the Alexandria Sub-Sprawl, 
and across the river to the Illuminates of the New Dawn Grand 
Lodge in Foggy Bottom near the Watergate Rift Bunker.

This adventure should be run toward the end of any artifact 
campaign, and should come after All-Seeing Eye (p. 119). The 
presence of the artifacts in DeeCee is being felt, as three of 
the four are now within close proximity and the other two are 
no longer warded. Meanwhile, the Watergate Rift is growing 
increasingly unstable, and the effects seen in All-Seeing Eye are 
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be getting worse as the runners approach the Grand Lodge. That’s 
when they see the Watergate Rift Bunker, which has been deserted. 
The building is visibly being stressed and has already suffered 
structural damage, and as they arrive one might even glimpse a 
familiar painted elf from an earlier incident lurking in the vicinity.

Either way, the runners enter the Grand Lodge and are 
immediately confronted by Lugh Surehand and Jonathon Reed, 
together. Jessa stands behind Reed as he politely asks the runners 
to walk down the street to the bunker right now. If the runners 
refuse, Surehand alone has the will and enough power to kill the 
group in an instant, and this should be strongly impressed upon 
the players. As soon as they hand the sextant over to Jessa, the 
mission is over. Even if they do, they are still encouraged to go 
with them. This leads to the fictional interlude, Praxis (see p. 136).

Plot Point SIX

Following the events in Praxis, the runners are faced with a 
unique opportunity. As the Rift Bunker collapses around them 
and the collected power players are fighting for their lives and the 
lives of the people in the DeeCee Sprawl, the runners are generally 
unaffected by the amount of magic being wielded. They have the 
option of running, helping, or observing.

When the Rift collapses and the world goes white, the 
runners are the first ones to regain consciousness and composure 
because they weren’t involved in what ended up being something 
like a massive amount of drain (that proves deadly to some) spread 
across the area. With the world descending upon them in the form 
of a massive military and security presence arriving on-scene, the 
runners can do whatever they want. In this chaos, they can see 
Tintagel carrying a limp Surehand away from the scene, and Jessa 
doing the same with Reed. If they so choose, the runners can try 
and help or settle old scores with some of the temporarily helpless 
power players in the rubble.

Locations

ILLUMINATES OF THE  
NEW DAWN GRAND LODGE

The Grand Lodge is in the Foggy Bottom neighborhood in 
Washington, D.C. It is located on H Street and New Hampshire 
Avenue within sight of the Watergate Rift Bunker. Much of 
the neighborhood was razed over the decades and restored in 
Neo-Georgian townhouses throughout the area west of 24th 
Street. The Grand Lodge is an exception, being five stories tall 
and occupying a large corner lot. It is a large red brick building 
surrounded by trees and covered in Awakened ivy to help deter 
astral surveillance. It is rumored that there is a massive ten-meter 
circle in a sub-basement of the building. The building’s physical 
and Matrix security is provided by Desert Storm Security, with 
guards sitting in SUVs in front of the building on New Hampshire 
and in the rear parking lot. 

DSS spiders control the building security, but most of the 
building’s security is provided by its own magical defenses. Those 
are not contracted out, but are in fact performed by IOND 
initiates as part of their service to the Lodge. Most of the mages 
are trained in magical and astral combat, but there are also 
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Thomas Jefferson  
International Airport

Thomas Jefferson International, aka “Tommy,” was 
constructed in 2040 just south of the Federal District boundaries 
of Alexandria. It sits just off I-95 north of Quantico Marine 
Base and was designed to handle suborbital and semiballistic 
traffic for the DeeCee Sprawl. The main terminal is designed 
in a neo-classical homage to Monticello, Thomas Jefferson’s 
home. It is a massive, dark grey building with columns and a 
short dome above the atrium behind the main entrance where 
all traffic is directed. There is one controlled toll road from I-95 
into Tommy where security begins. Knight Errant protects the 
airport along with the surrounding area since Knight Errant holds 
the policing contract for all of North Virginia. A memorandum 
of understanding with the Department of Homeland Security, 
which oversees the Federal Capitol Police Force, gives Knight 
Errant (along with Lone Star and Desert Storm) policing powers 
throughout the Federal District, which would allow them to 
pursue the runners into Alexandria and the rest of FDC.

Security is tight at the airport. Only ticket holders are 
allowed at the terminals, and they must pass through Rating 6 
chemsniffers and Rating 6 MADs. Their SINs and tickets are 
checked by a Rating 6 security system.

Tír na nÓg Ministry of Arts and Culture
The ministry building lies in the center of downtown Dublin. 

Private automobile traffic is restricted in the area, which is heavily 
patrolled by the Garda, the national police, and the TRC. It 
appears much like a large castle adorned with ornate Celtic 
designs and trappings throughout the building that reinforce 
its role as the sentinel of national heritage and culture. Much 
of the building is administrative, as it includes the Education 
Ministry as a sub-agency, and also processes the cultural laws 
and other dictates of the government. It oversees the museums 
and other national landmarks, and contains a massive Matrix 
node filled with approved information on Tír na nÓg history, 
culture, and society. It also oversees magical education and the 
promotion of magical and religious practices that are permitted 
by the government. To this end, there are many magicians who 
work within the ministry administering the offices around the 
clock: stewards who administer the educational and culture 
services; bards who promote culture, sport, and society; druids 
who oversee the Magical Ministry; and warriors who protect the 
sacred integrity of the Arts and Culture of Tír na nÓg.

The Magical Ministry maintains several study circles and 
Force 5 magical lodges in the basement and sub-basement where 
they can further their studies of the land and magical objects and 
effects which can disturb the Path of the Wheel. These areas are 
heavily warded and protected by powerful magic, and security 
is provided by the Tír Republican Corps and dedicated civilian 
members of the Order of Cu Chulainn, the Order of the Way of 
the Warrior, who protect the druids and their work.

professional combat magicians on staff overseeing and backing 
up the low-level initiates. A high-ranking initiate who maintains 
watchers and other spirit surveillance of the mages supervises all 
of these magicians. Given the nature of the IOND, the magicians 
on site are all hermetics or other “pure” magicians, with those 
following possession-based traditions and those following mentor 
spirits not being welcome within the group.

At any given time, there are eight Force 4 spirits of air 
patrolling the interior of the Lodge, while four to six watcher 
spirits keep an eye on the outer walls.

All exterior doors and windows are protected by Force 5 
wards. Half of these are alarm wards, the other half are charge 
wards; the charge wards are scattered irregularly around the lodge, 
and their location changes to prevent anyone from memorizing 
where they are.

Any information stored in the Lodge is on a wired network; 
there are no wireless nodes, and there is no AR sculpting within 
the Lodge. The wired node can be accessed from jacks in most 
rooms of the Lodge. Its ratings are Firewall 6, Signal N/A, 
Response 5, System 6.

Saeder-Krupp TíR Tairngire Arcology
The arcology was built across the Willamette River from 

the Telestrian Habitat and has a fractal-design footprint that 
extends well over one hundred stories above the city of Cara’Sir. In 
contrast to the Telestrian Habitat across the river, Saeder-Krupp’s 
arcology has no illusion of being a neo-Celtic/Green/Classical 
monstrosity. It is a postmodern Neo-Industrial beast that seems 
to be seamlessly integrated, but which in fact is actually quite 
modular and interchangeable. Because of that, it is not designed 
to be a singular pyramid or monolith like most arcologies. Instead, 
it is almost like a giant Tetris set. The arcology is set low across 
a large footprint that allows segments to be rearranged using 
integrated lifts and elevators that also serve as people movers. The 
general layout is in a series of overlapping, terraced circles that can 
be stacked in some gravity-defying positions thanks to the miracle 
of modern architecture (and magic).

Things are far more static beneath the surface, where the 
security layout is arranged for control and containment. The 
power system and resource farms are all underground, and Saeder-
Krupp has learned a great deal about self-sustaining design from 
its many projects in the SOX as well as research “acquired” from 
competitors like Proteus AG. Sections are designed to be closed 
off, especially the sensitive labs and storage areas where the sextant 
would be held, and spiders are well integrated with physical and 
magical security personnel, who are military-trained.

The arcology should be treated like a city, with a wide variety 
of nodes and security personnel, though without the slums that 
most cities have. The entire arcology should be protected at the 
same level as corporate districts in most sprawls, though floors 
having executives have more protection than those holding regular 
corporate drones.
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Skills: Arcana 3, Assensing 4, Astral Combat 3, Blades (Swords) 5 
(+2), Conjuring skill group 3, Counterspelling (Combat Spells) 5 
(+2), Etiquette (Elf ) 3 (+2), Firearms skill group 3, Intimidation 
(Interrogation) 3 (+2), Leadership 3, Pilot Ground Craft 2, Ritual 
Sorcery 3, Spellcasting (Detection Spells) 5 (+2), Unarmed 
Combat (Carromeleg) 4 (+2), Stealth skill group 3
Knowledge Skills: Elven Society 4, Magic Theory 4, Tír Tairngire 
Politics 3, 
Languages: Sperethiel N, English 5, Finnish 3, Salish 3
Metamagic: Centering, Quickening, Masking
Spells (Those marked with asterisks are Quickened at 4 
hits): Analyze Truth, Armor*, Chaotic World, Clairaudience, 
Clairvoyance, Combat Sense*, Control Actions, Control 
Thoughts, Fireball, Heal, Improved Invisibility, Increase Reflexes*, 
Magic Fingers, Manabolt, Mind Probe, Resist Pain, Stunball
Gear: Bracer (orichalchum and silver, Power Focus 3), chameleon 
suit, goggles [Rating 4, flare compensation, smartlink, thermo-
graphic vision, vision enhancement 2)
Weapons:

Broadsword [Blades, Reach 1, DV 4P, AP –1, Weapon Focus 
3]

H&K 227-S [SMG, DV 5P; AP –4, SA/BF, RC 5, 28(c) w/ 
adv. safety, folding stock, gas-vent 3, personalized grip, 
smartgun, APDS ammo]

Savalette Guardian [Heavy Pistol, DV 5P; AP –1, SA/BF*, 
RC 2, 12(c) w/ advanced safety, personalized grip, 
smartgun] 

* Burst fire requires a Complex Action

Felicia McGuinness 
(See River City Shootout, p. 104)

ILLUMINATES OF THE 
NEW DAWN MAGICIANS (See p. 141)

Rory MCguinness
Rory is a relatively young elf (late twenties) who was quickly 

recruited into the TRC because of his family connections. His 
grandfather is the head of the Corps, his aunt is one of the 
Reach Fuileach, and his father was an intelligence operative who 
operated against Tír Tairngire and kept track of their activities. He 
currently serves on a signals intelligence field support team since 
he, like virtually everyone in his family, is an adept of the Way 
of the Warrior. He is especially skilled in stealth and infiltration, 
which is why he was given the mission in support of SIGINT 
support for missions where simple Matrix eavesdropping is not 
possible. He has become disenchanted with the Danaan families 
(of which his is one) and the secretive, racist machinations of the 
Seelie Court and his own Path. He is also quite bitter over the fact 
that it has turned his family into what he believes to be a group of 
bloody monsters. People allied with the Unseelie Court recruited 
him shortly after he began operating in Ulster. In this adventure, 
he is temporarily back in Dublin in order to avoid compromising 
the people with whom he works.

B A R S C I L W M Edg Ess Init IP
4 8 6 (7) 4 5 5 4 4 8 4 6 12 1 (2)

watergate rift bunker
The Rift Bunker is a massive ferrocrete structure that 

was built to encompass the Watergate Rift, which hovers over 
Virginia Avenue just west of the intersection of Virginia and New 
Hampshire Avenues in front of what were two of the Watergate 
Complex buildings. With the eight-meter rift sitting twenty 
meters above the street, the bunker stands forty-meters tall to 
accommodate the walls, ceilings, and floors, each of which is at 
least five meters of reinforced concrete. Even though the rift is 
not that large, being approximately fifty square meters in area, the 
bunker is a hulking cube that extends over what had been two of 
the Watergate buildings as well as a hotel that sat across the street 
from it. There is an external cordon around the area from 23rd 
Street to Rock Creek Parkway, and I-66, which runs alongside 
the Virginia Avenue. The cordon was covered by a massive tunnel 
shell up to K Street before being lowered and moved further 
northeast of its old route. E Street along the Potomac River has 
been tunneled over, and no one is permitted in this area besides 
authorized military personnel. The Army Thaumaturgical Corps 
maintains offices and spaces within the third Watergate building 
and also occupies the former Embassy of the Arabian Caliphate, 
which was evacuated following the emergence of Ghostwalker.

Within the bunker are a number of labs and research spaces 
where measurements and physical observations are made of the rift 
and the area around it. There are also areas of specific research and 
study as well as an on-site security presence made up of elite Army 
personnel, both magical and mundane. The rift itself is within 
a large, open space that is filled with measurement devices and 
staffed with magical researchers. Army mages and spirits patrol 
the entire bunker constantly, and it is warded many times over. 
The Rift Room is warded with magic that should not be within 
the army’s grasp (the wards are cast at Force 10).

People

jessa
Trained as an Information Secretariat operative, Jessa proved 

her loyalty to Prince Reed many years ago with such devotion that 
he made her own of only three Paladins after a harrowing mission 
in San Francisco. She is a mundane elf who specializes in social 
infiltration and disruption similar to the work of the Dawkins 
Group. While she is mundane, she has several enhancements and 
is otherwise expertly skilled in reading and manipulating people. 

Jessa is shorter than average for an elf, with light brown hair 
and light green/teal eyes. She is paramilitary-trained, but carries 
herself confidently without any signs of a martial background. 
Given her specialty, she tends to blend in and not draw attention 
to herself unless that is her intention.

B A R S C I L W M Edg Ess Init IP
3 3 4 2 6 3 3 4 6 (9) 5 6 7 (10) 1 (4)

Condition Monitor Boxes (Physical/Stun): 10/10
Armor (B/I): 10/8
Initiate Grade: 3
Qualities: Focused Concentration [1], Magician, Martial Arts 
(Carromeleg), Maneuvers (Iaijutsu, Riposte, Set-Up, Finishing Move)
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Condition Monitor Boxes (Physical/Stun): 10/10
Armor (B/I): 8/6
Qualities: Adept, Aptitude (Infiltration), Martial Art [2, Wildcat, 
+1 DV on Unarmed Combat attacks, +1 die on
Called Shots to increase damage], Maneuvers [Finishing Move, 
Set-Up, Throw, Vicious Blow], Lost Loved One, Sensitive 
System
Skills: Athletics skill group 5, Blades 4, Cracking skill 
group 2, Electronics skill group 4, Firearms skill 
group 3, Demolitions 2, Etiquette (Danaan) 3 
(+2), Infiltration 7 (9), Locksmith 3, Perception 6, 
Pilot Ground Vehicle 2, Shadowing 5, Throwing 
Weapons 2, Unarmed Combat (Martial Arts) 5 
(7) (+2), 
Knowledge Skills: Tactics (Ambush) 2 (+2), 
Tradecraft (Reconnaissance) 2 (+2), Danaan 
Mythos 3, Path of the Wheel 3 (Warrior) 3 (+2), 
Tír na nÓg Politics 2 (Subversive Groups +2)
Languages: Irish Gaelic N, English 4
Adept Powers: Attribute Boost: Strength 3, 
Attribute Boost: Reaction 3, Cloak 3, Combat Sense 
2, Improved Ability: Infiltration 2, Improved Ability: 
Unarmed Combat 2, Increased Reflexes 1, Memory 
Displacement, Penetrating Strike 2, Traceless Walk
Initiate Grade: 2
Metamagics: Adept Centering, Masking
Gear: Autopicker 6, camouflage TRC fatigues [w/ smart 
pouches], contacts [Rating 3, w/ flare compensation, image 
link, smartlink], earbuds [Rating 3, w/ audio enhancement 
3], hardware kit, keycard copier 6, laser link, low-light micro 
flashlight, maglock passkey 6, maglock sequencer 6, mini-
welder, signal repeater 6, TRC ID card, wire clippers
Weapons:

Ares Predator IV [Heavy Pistol, DV 6P; AP –2, SA, 15(c), 
w/ personalized grip, smartgun, 3 clips EX-explosive 
ammo] 

H&K 227-S [SMG, DV 5P; AP –4, SA/BF, RC 5, 
28(c) w/ adv. safety, folding stock, gas-vent 3, 
personalized grip, smartgun, 2 clips APDS 
ammo]

Cougar Fineblade Long Blade [Blades, Reach —, 
DV 7P, AP –1]

Extendable Baton [Clubs, Reach 1, DV 7P, AP 
—]

3 flash bang grenades [Grenade, DV 6S, AP –3, 
Blast 10m Radius]

3 thermal smoke grenades [Grenade, impairs 
visibility, Blast 10m radius]

Fists [Unarmed, Reach —, DV 2S, AP 0]

Alexander Tintagel
Alec is a former Tír Ghost captain who led 

twenty of his fellow Ghosts mages and adepts into 
exile as part of their Oath to Lugh Surehand. They 
were betrayed, however, and Alec is the only survivor. 
He left behind a family in Portland who survive 
on their own wiles while he serves Surehand as an 
oathbound paladin. Tintagel was a true believer of 
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Spells (those marked with asterisks are Quickened: self, 4 
hits): Alter Memory, Analyze Truth, Armor, Combat Sense*, 
Control Actions, Detect Enemies, Detect Life, Enhance Aim, 
Eyes of the Pack, Heal, Improved Invisibility, Increase Agility*, 
Increase Reflexes*, Mindnet (Extended Range), Mind Probe, 
Offensive Mana Barrier, Physical Barrier, Resist Pain, Stealth, 
Stunball, Stunbolt
Weapons:

Ares Alpha [Assault Rifle, DV 6P, AP –1 or –5, SA/BF/FA, 
RC 2, 42(c), w/ personalized grip, smartgun, APDS 
ammo (6 clips), regular ammo (10 clips); Grenade 
Launcher, DV Special, AP –, SS, 6(c), 6 HE grenades, 6 
fragmentation grenades]

Savalette Guardian [Heavy Pistol, DV 5P; AP –1, SA/BF*, 
RC 2, 12(c) w/ advanced safety, personalized grip, 
smartgun] 

* Burst fire requires a Complex Action
Broadsword [Blades, Reach 1, DV 4P, AP –1, Centering/

Weapon Focus 4]
6 thermal smoke grenades [Grenade, DV —, AP —, Blast 

10m Radius]

the Tír way and rather arrogant in his confidence in elven and 
magical superiority until Surehand was exiled. Over the last 
decade he has maintained much of that confidence, acting as if 
Surehand’s circumstances were nothing more than a temporary 
setback that will pass. He also has a complex relationship with 
Felicia McGuinness because he was fighting alongside Sean, her 
twin brother, in a Seattle conflict that Sean did not survive. Alec 
now carries Sean’s sword almost everywhere as a focus.

B A R S C I L W Edg Ess M Init IP
4 6 (10) 5 3 5 5 5 6 4 6 11 10 (13) 1 (4)

Condition Monitor Boxes (Physical/Stun): 10 (12) /11
Armor (B/I): 14/12
Skills: Arcana 3, Assensing 6, Athletics skill group 3, Close 
Combat skill group 4, Cracking skill group 2, Electronics skill 
group 3, Etiquette (Elven) 3 (+2), Firearms skill group 4, First 
Aid 3 (Combat Wounds +2), Heavy Weapons 2, Intimidation 3 
(Interrogation +2), Pilot Ground Craft 2, Stealth skill group 4, 
Throwing Weapons 3, Sorcery skill group 6, Conjuring skill group 4, 
Knowledge Skills: Arcanoarchaeology 3, Area Knowledge: 
Tarislar 3, Elven Culture (Tír Tairngire) 4 (+2), Magical 
Background 5, Military Procedures (Peace Force) 3 (+2), Mystic 
Secrets 4, Tactics 5, Tír Tairngire Politics 4. Languages: Sperethiel 
N, English 5
Qualities: Magician, Focused Concentration [2], Prejudiced 
(Non-Elves, Biased)
Initiate Grade: 5
Metamagics: Centering , Extended Masking , Masking , 
Quickening, Shielding
Gear: Sperethiel-inscribed Gauntlet [Power Focus 3], Light 
Military Armor [12/10, Holster, Mobility Upgrade 3, Ruthenium 
Polymer Coating, Skinlink], Ballistic Mask [+2/1, Image Link, 
Smartlink, Flare Compensation]
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“As if your judgment was worth anything,” a male voice 
announced from the shadows. Ehran emerged from the inky 
blackness slowly, and with a pronounced limp. Frosty had in-
formed her mentor of what had transpired on the ship as it 
sailed across the Pacific Ocean. She emerged shortly after he did, 
and took her place at Harlequin’s right side.

Beyond the walls of the Watergate Rift Bunker, people 
were moving about with purpose of action. Whatever political 
favors had been called and moves made, the military personnel 
of the UCAS, along with troops from megacorporations, foreign 
armies, and mercenaries that were garrisoned across the river 
at the UN Mission within the DC National Airport, had become 
increasingly alarmed at the presence of the magic that otherwise 
should have concealed the presence of Hestaby and the others. 
Too many people started asking questions, and their trained 
response after the years of chaos and violence that had plagued 
this metroplex was to respond with overwhelming force. This 
time, though, their forces would not be nearly enough.

The next two arrivals were eerily silent, even for this mo-
rose assembly. Lugh Surehand and Jonathon Reed entered the 
rift chamber accompanied by their paladins, mercenaries, and 
shadowrunners. Surehand carried the Sextant of Worlds, which 
emitted a powerful aura on the astral plane that even the mun-
danes in the room could probably sense. The runners possessed 
the Phaistos Disc and Shantaya’s Compass. With the three 
artifacts together, the rift began to twist and distort. The glow 
fluctuated in color and intensity as the air around them crackled 
with energy. The artifacts, against all their normal inclinations, 
wanted to be together. The rift wanted them.

“These mortals should not be here,” a woman’s voice said, 
breaking the silence. It came from a tall Persian woman who 
approached the rift without any further acknowledgement of 

The painted elf stared at the rift, the ultimate physical 
reminder of his good friend Dunkelzahn. It was an impres-
sive thing; eight meters across at the furthest edges of the 
ellipse. He stood alone in the massive chamber, surrounded 
by deserted sensors and monitors where the UCAS Army 
otherwise would have been keeping an eye on the rift and any 
possible emissions. Astrally, the chamber was also empty. 
It had become attuned to the magical energies used by the 
Army to study the rift, as well as from the presence of spirits 
and magicians whose job was to keep anything that might 
emerge from the rift from leaving the heavily warded chamber. 
Harlequin did not know why the chamber, not to mention the 
entire bunker complex in which he was standing, would be 
deserted this evening. Someone of considerable political power 
within this city must have pulled every string and cashed in 
every favor they had to pull this off; his suspicion rested on a 
certain white-haired nubian elf.

Though he was alone, that would not last for long. He felt 
the presence of another and witnessed the form of a massive 
orange great dragon circling around the damaged Washington 
Monument to approach the bunker from the east, directly above 
Virginia Avenue. Harlequin stood and watched as she slowed, 
hovering above the building before taking a human form and 
landing on the balcony that ringed the chamber level some 
twenty meters above the street below. She passed through the 
security doors without objection. The elf watched her silently 
until they stood face to face a few meters from the rift.

“No joke? No clever witticism? I’m insulted,” she said. The 
shifting glow of the rift shimmered in her deep orange eyes as 
she stared at the rift with a mix of curiosity and fear. She could 
only imagine the hell that Ghostwalker experienced before he 
tore his way out of the rift, which spilled magics onto this plane 
that only a few of her kind could even begin to understand.

“I was summoned here, like you, against my better judgment.”
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nothing else. He played a bunch of schemers like only he or his 
clutchmate could.

The rift finally began to stabilize. Surehand offered up the 
sextant, and it rose to the dragon’s right claw. He then turned 
and looked at the runners. They were out of their league, and 
out of their element. They looked at each other with a measure 
of grudging acceptance, and offered up the two artifacts in their 
possession. Ghostwalker extended his right claw to receive them, 
and offered everyone a glimpse of the Piri Reis map pressed 
against his torso. Finally, Aden looked down at the box, and the 
back up at Ghostwalker. He released his grip on the box, which 
was immediately taken by the hovering lizard.

With all of his tools in hand, the giant white dragon began 
to perform an ancient magical ritual. The rift began to expand 
outward and above him, creating a tunnel-like entrance. He was 
preparing to enter hell, and Harlequin began to wonder if he was 
going to drag them all in with him. It was also possible that 
Ghostwalker might simply unleash hell on this patch of Earth. 
He glimpsed over at Hestaby, and then at Aina. He saw fear in 
their eyes. They had to do something, but he could not even speak.

The energy of the rift began to unravel from the portal-like 
shape it had maintained for almost two decades, and it unrav-
eled into tendrils of energy that wrapped around Ghostwalker as 
he came in closer. He began to turn incorporeal and was passing 
through them and their magics as he entered the rift. What 
seemed like an excruciatingly slow process suddenly shifted, and 
Ghostwalker simply vanished into the rift. Or what was left of 
the rift. It shrank and faded behind him until it was a small 
point of light.

Harlequin breathed. He found himself able to move and 
blink just in time to feel a blast of pure mana sweep over hum. 
Damn the pale wyrm, he thought. Ghostwalker slammed the 
metaphorical door behind him so that none could follow. He 
didn’t care to inform the assembled beings that closing the rift 
would expel a large amount of energy back onto this plane rough-
ly equivalent to the nuclear weapon Dunkelzahn used to open it 
in the first place. Equilibrium needed to be maintained. Harlequin 
didn’t have time to think. He wrapped himself in defensive magic. 
Everyone tried to save themselves. Raw mana tore at itself in slow 
motion as he felt a thread of mana reach into his soul. He could 
not sense anything, but he knew who was responsible. Aina was 
performing some sort of ritual only she would understand. The 
elves, the dragons, and even the Crusader all became as one with 
her in the heart of their gestalt.

She used their combined magic and tricks to warp reality 
around them. A surge of mana could not be simply be dispersed, 
or absorbed, or channeled into something else. Harlequin simply 
could not comprehend what she was doing as his entire being 
was consumed in a white light, and felt that his fate was being 
rewritten before the white light was replaced by the dark empti-
ness of … death?

No. Life.

the others as she stood within reach of the planar fissure. She 
held out her hand toward the rift, almost touching it. Blue 
electricity arced toward the woman, and she hesitated before 
pulling her arm back.

A chill ran down Harlequin’s spine for the first time in cen-
turies. He recognized Aden in his gender-bending human form. 
From afar Harlequin admired the wyrm’s subtle jabs at the me-
tahumanity’s assorted biases and assumptions. Standing in the 
presence of the unexpected visitor, though, caused him to realize 
that Ghostwalker had deceived them all.

“Nor should you,” Surehand growled. “Lofwyr and the hu-
mans are massing armies beyond these walls. If they knew you 
were here, they would destroy this city from above just to end you.”

“Lofwyr knows better,” Hestaby said, interrupting them 
as Surehand and Aden squared off. Aden carried a box in “her” 
other hand, and Surehand smiled at the sight of it. He noticed 
Reed staring at the box as well, and turned to face his former 
protégé with a knowing yet sadistic smile.

“Please, everyone, maintain some level of decorum.” The voice 
belonged to Aina Dupree, his dear friend. Her voice carried au-
thority in this room whether anyone wanted to admit it. She 
was responsible for this conclave being possible after all. Aina 
walked into the chamber alongside a very somber looking human. 
Harlequin eyed the man with some curiosity, and tried to figure 
out his old friend’s game. As they walked into the middle of the 
group, he finally remembered where he had seen this serious 
human. They once fought alongside each other at the gates of 
Vienna. Harlequin shook his head and then began to laugh out 
loud. And yet many here considered him to be the fool.

 “Well, where is he?” Surehand asked aloud. He had un-
finished business with most of the people in the chamber, and 
he was not exhibiting the patience with his equals that he had 
shown as High Prince.

As if to answer his question, the rift began to expand and 
energy crackled and burst forth from within it, striking the walls 
with enough intensity to burn and blast chunks of ferrocrete 
into the air. The entire building shook, and all assembled within 
converged together in front of the rift as it destroyed the roof and 
floor surrounding it. The roof completely crumbled, then was 
vaporized into dust by the combined protective magics of those 
present. With the roof gone, they could all see what was coming: 
The massive white great dragon descending down toward the rift 
as the building was surrounded by an armada of military craft. 
None dared take action—history was filled with conflagrations 
being lit by much smaller sparks.

Ghostwalker stopped just above the group, his massive 
wings flapping slowly as everyone looked up at him. Everything 
that happened, every move made, and every possible outcome 
had shaped this one moment. The dragon wanted the artifacts 
that he considered to be his alone, and that goal was now within 
his reach. Harlequin had to admire the white wyrm for that if 
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3)], GloWand, 1 dose of jazz, mage sight goggles, medkit (Rating 
5), 10 doses psyche, rebreather (Rating 5), 2 stimulant patches 
(Rating 6), sustaining focus (Force 2).
Weapons: 

Spur [Reach —, DV 7P, AP —]
Heavy cyber pistol [Heavy Pistol, DV 7P(f ), AP +5, SA, RC 

0, 10 (m) w/ int. smartgun and flechette ammo]

Antiquities and Oddities Dealer
(Professional Rating 2)
Dwarf

B A R S C I L W M Edg Ess Init IP
3 2 3 3 4 3 4 4 5 2 6 6 1

Condition Monitor Boxes: 10/10
Armor (B/I): 6/4
Skills: Arcana 2, Assensing 4, Conjuring skill group 2, Dodge 
2, Enchanting (Artificing) 3 (+2), Etiquette (Street) 2 (+2), 
Negotiations (Bargaining) 4 (+2), Perception (Visual) 2 (+2), 
Pistols 1, Sorcery skill group 3
Qualities: Addiction (Mild, Wudu’aku), Black Market Pipeline 
(Magic), Day Job (10 hrs), Resistance to Pathogens, Thermographic 
Vision, Trustworthy (Negotiations), Sensitive Neurostructure
Knowledge Skills: Archeology 3, Middle Eastern Mythology 3, 
Magic Theory 2, Parabotany 3, Parageology 3, Parazoology 3
	 Languages: English N, Arabic 2, Farsi 2
Spells: Analyze Magic, Catalog, Detect Magic, Manabolt
Gear: Assaying kit, commlink [Device Rating 3, w/ biometric 
lock (Rating 2), w/ Analyze 2, Browse 3, Edit 2], enchanting 
shop, glasses [w/ Image link, microscopic vision], lined coat, 
magic lodge materials (Rating 5), pouch (w/ a few units of raw 
and refined mineral and vegetable reagents), talislegger kit
Weapons: 

Ruger Super Warhawk [Heavy Pistol, DV 6P, AP –2, SS, RC 
—, 6 (cy)]

Below are characters who are used at different parts of 
Artifacts Unbound. Note that when gender is not listed for a 
character, the gamemaster can determine gender at her discretion. 
Some of the characters listed here may be inserted as grunts in 
certain circumstances, but their stats could be the basis for NPCs 
or even PCs. To retain flexibility, these particular characters have 
been given Edge statistics and have both their physical and stun 
condition monitor boxes listed. When using them as grunts, 
remember to use only the higher of the two condition monitor 
numbers and to count all damage in a single track.

Aleph Society Member
(Professional Rating 3)
Ork 

B A R S C I L W M Ess Init IP
6 4 (6) 3 (5) 3 (9) 2 3 4 (5) 5 2 4 2 1

Condition Monitor Boxes (Physical/Stun): 11
Armor: 10/8
Skills: Athletics skill group 2, Banishing 3, Blades (Cyber-Implant 
Blades) 4 (+2), Dodge (Ranged) 2 (+2), Counterspelling (Combat 
Spells) 2 (+2), Pistols (Heavy Pistols) 3 (4) (+2), Perception 3 (6), 
Spellcasting 4, Stealth skill group 2 (3), Summoning 3
Knowledge Skills: Archaeology 2, Astral Research 5, Gang Turf 
2, Magic Background 5, Parazoology 3, Street Drugs 4
	 Languages: English N
Qualities: Addiction (Moderate, Psyche), Astral Beacon, Bad 
Luck, Magician.
Spells: Armor, Combat Sense, Detect Magic, Heal, Improved 
Invisibility, Increase Reflexes, Influence, Manabolt, Stunball.
Augmentations: Cerebral booster 1, cyberarm [right, obvious, 
customized, Body 6, Agility 6, Strength 6 w/ bulk modification 
(Rating 1), armor (Rating 2), strength enhancement (Rating 3), cy-
bergun (Heavy Pistol) and spurs], reaction enhancers 2, smartlink 
(retinal modification), synthacardium 3, reflex recorder (Pistols)
Gear: Armor jacket [w/ nonconductivity (Rating 4)], commlink 
(Device Rating 4), Esprit “Petite Brume” grenade, glasses [Rating 
3, w/ flare compensation, image link, vision enhancement (Rating 
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Command 2, Edit 4, Empathy 4, Exploit 4, Stealth 4.
Weapons: 

Fichetti Security 600 [Light pistol, DV 6S(e), AP –half, SA, 
RC (1), 30(c), w/ ext. smartgun and 3 clips Stick ‘n 
Shock ammo]

Corporate Security Unit
(Professional Rating 4)
Human

B A R S C I L W Ess Init IP
4 (6) 4 (6) 4 (6) 4 (6) 2 4 3 4 1.52 8 (10) 1 (3)

Condition Monitor Boxes: 10
Armor: 13/13
Skills: Athletics skill group 3 (5), Clubs (Batons) 4 (+2), 
Computer 2, Etiquette (Corporate) 3 (+2), Firearms skill group 
4, Hardware 2, Infiltration 2, Intimidation 5, Perception 3 (5), 
Shadowing 2, Throwing Weapons (Lobbed) 2 (+2), Unarmed 
Combat (Block) 3 (+2)
Augmentations: (all alphaware) Cybereyes [Rating 3 w/ eye 
recording unit, flare compensation, image link, smartlink, ther-
mographic vision, and vision enhancement 2], dermal plating 
1, ceramic bone lacing, muscle augmentation 2, muscle toner 2, 
synthacardium 2, wired reflexes 2
Gear: Commlink (Rating 4), full body armor (w/ helmet, 
chemical protection 5, non-conductivity 5), stim patch 
(Rating 5)
Weapons: 

Stun Baton [Club, Reach 1, DV 6S(e), AP –half ]
HK-227-X [SMG, DV 5P, AP –4, SA/BF/FA, RC 2 (3), 

28(c), w/ retractable stock, smartgun system, internal 
sound suppressor, gas-vent 2, and 3 clips APDS ammo]

2 flash-bang grenades [Grenade, DV 6S, AP –3, Blast 10m 
Radius]

Duelist Adept
(Professional Rating 4)
Elf

B A R S C I L W M Ess Init IP
4 6 (7) 5 (7) 5 3 3 2 4 7 6 8 1 (3)

Condition Monitor Boxes: 10
Armor: 10/11
Skills: Athletics skill group 4, Blades (Swords) 4 (6) (+2), Dodge 
(Ranged) 3 (+5), Dodge (Melee) 3 (+3), Firearms skill group 3, 
Infiltration 3 (5), Intimidation (Physical) 2 (3) (+2), Outdoors 
skill group 1, Perception 3 (5), Pilot Ground Craft (Bike) 1 (+2), 
Shadowing 2, Unarmed Combat (Martial Arts) 3 (+2)
Qualities: Adept, Gremlins (Rating 2), Martial Arts (Arnis De Mano, 
+1 die on Called Shots to disarm, +1 DV on Blades attacks), Poor Self 
Control (Combat Monster), Spirit Bane (Beasts), The Warrior’s Way.
Initiate Grade: 1
Metamagics: Adept centering.
Adept Powers: Combat Sense 3 (1.125), Enhanced Perception 
2 (.5), Improved Ability (Blades) 2 (.75), Improved Ability 
(Infiltration) 2 (.5), Improved Ability (Intimidation) 1 (.25), 

Children of the Dragon Member
(Professional Rating 3)
Human

B A R S C I L W M Ess Init IP
3 3 3 2 3 4 5 5 6 6 7 1

Condition Monitor Boxes: 10
Armor (B/I): 8/6
Skills: Astral Combat 4, Athletics skill group 3, Blades 
3, Conjuring skill group 4, Counterspelling 5, Etiquette 4, 
Infiltration 3, Influence skill group 4, Outdoors skill group 4, 
Perception 4 (5), Pistols 3, Spellcasting 6
Qualities: Magician (Hermetic), Perceptive (5BP)
Spells: Analyze Device, Analyze Magic, Catalog, Clairvoyance, 
Detect Artifacts (Artifacts meaning any manmade object over 
500 years old), Detect Magic, Improved Invisibility, Mind Probe, 
Oxygenate, Stunbolt, Translate
Bound Spirits: Spirit of air (Force 5, 3 services)
Gear: Camouflage suit, climbing gear, commlink [Device Rating 
3], contact lenses [Rating 3, w/ low-light vision, thermographic vi-
sion, image link], GPS, grapple gun [with 100m myomeric Rope], 
mage sight goggles, maglock passkey [Rating 4], 10 magnesium 
torches, medkit [Rating 6], micro-transceiver [Rating 6], power 
focus [Rating 2], spellcasting focus [Rating 4], 100 stealth tags, 
survival kit, tag eraser
Weapons: 

Colt Manhunter [Heavy Pistol, DV 5P, AP –1, SA, 16(c), 
w/ laser sight]

Sword [Weapon Focus Rating 2, Reach 1, DV 4P]

Corporate Headhunter
(Professional Rating 4)
Human

B A R S C I L W Ess Init IP
4 4 3 3 5 (7) 5 5 (7) 4 4.2 8 1

Condition Monitor Boxes (Physical/Stun): 10
Armor (B/I): 6/5
Skills: Business 5, Cracking skill group 2 (4), Dodge 3, Electronics 
skill group 4 (6), Influence skill group 5, Intimidation 1, Pilot 
Ground Craft (Wheeled) 1 (+2), Perception 5 (8), Pistols 3, 
Stealth skill group 2 (3)
Knowledge Skills: Corporate Politics 5, Security Companies 5, 
Underworld Politics 5
	 Languages: English N, Japanese 5
Qualities:  Low Pain Tolerance, Incompetent (Demolitions, 
Gunnery, Gymnastics, Heavy Weapons), SINner
Augmentations: Attention coprocessor 3, cerebral booster 2, 
datajack, nanohive [Rating 2, w/ Neocortical neural amplifiers 
(Rating 2)], tailored pheromones 2
Gear: Contact lenses [Rating 3, w/ empathy software, image 
link, smartlink), DocWagon contract (Platinum, 2 Years), modi-
fied Fairlight Caliban commlink w/ Novatech Navi [Response 4, 
Signal 5, Firewall 6, System 4 w/ skinlink, subvocal microphone 
and trodes], Mortimer of London Greatcoat, respirator (Rating 5).
Programs: Armor 3, Analyze 4, Biofeedback Filter 3, Browse 4, 
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Improved Attribute (Agility) 1 (.75), Improved Reflexes 2 (1.875), 
Improved Sense (Flare Compensation) (.25), Mystic Armor 2 (1)).
Maneuvers: Disarm, Riposte.
Gear: Commlink (Device Rating 4), chain shirt, FFBA (full-body 
suit), respirator (Rating 5), stim patch (Rating 5).
Weapons: 

Sword [Blade, Reach 1, DV 6P, AP —, w/ personalized grip]
Ruger Thunderbolt [Heavy Pistol, DV 5P, AP –1, BF, RC 3, 

12(c), w/ laser sight, personalized grip, and quick-draw 
holster]

Notes: The Way of the Warrior quality discounted the following 
Powers: Combat Sense, Improved Ability (Blades) and Improved 
Reflexes. Adept gets a +3 dice pool modifier for Surprise Tests for 
Reaction. Combat Sense also provides +3 dice pool modifier for 
dodging melee and ranged attacks.

Frosty
Female Elf

Jane “Frosty” Foster is an accomplished magician in her mid-
forties, though she looks to be twenty years younger. She has long, 
curly, platinum blonde hair. Her eyes are a clear blue, and she has a 
stunning smile. At first glance, she may appear human, since she has 
rounded ears and lacks the typical almond-shaped eyes of elves, but 
she is taller and thinner than most human women. She has a very 
slight limp, which is only pronounced when she is deeply fatigued.

Frosty has a casual attitude and a very pragmatic outlook on life. 
She is very loyal and basically honest, despite her career as a shadow-
runner. She has a well-developed sense of humor and enjoys a good joke. 
She doesn’t like surprises, however, and tends to lash out at unpleasant 
surprises with a hot temper—and significant amounts of mana.

Jane grew up in an orphanage, unaware of her parentage, 
although always slightly wistful and curious. Eventually, she went 
to the University of Missouri, then began working for a small 
corporation in Columbia, Missouri. When she was in her twenties, 
her magical abilities Awakened and she apprenticed to Harlequin, 
a powerful and eccentric magician. Her mentor encouraged her to 
run the shadows and put her abilities to practice, to develop skills, 
contacts, and resources of her own.

After twenty years in the shadows, she’s obtained some very 
well-placed contacts, in both low circles and high. She’s met Fastjack 
in person and is a member of his VPN, JackPoint. In addition, she’s 
connected through her mentor to some very powerful individuals. On 
occasion, she has even met dragons—indeed, she was bequeathed a 
ring from Dunkelzahn in his will, a power focus that she never removes. 
These contacts have allowed her occasional access to some of the most 
secretive circles at large in the Sixth World (and she even occasionally 
shares her opinions and theories with her associates on JackPoint).

Being taught by one of the most powerful metahuman magi-
cians on the planet has some advantages. Jane knows several spells 
and metamagical techniques that aren’t common knowledge (or even 
believed possible) in the magical community of 2072. Jane uses an 
arcane language and symbols during her rituals that are not recogniz-
able to any magicians who observe her. Her magical talents are also 
unique—or at least not known beyond a handful of other people, 
such as her mentor.

B A R S C I L W M Edg Ess
4 5 4 3 8 4 6 8 15 4 6
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Condition Monitor Boxes (Physical/Stun): 10
Armor (B/I): 8/6
Skills: Close Combat skill group 3, Dodge 2, Etiquette (Street) 3 
(+2), Intimidation 4, Pistols (Semi-automatics) 3 (+2), Thrown 
Weapons 2
Quality: Toughness
Augmentations: Dermal plating 2, retractable spur
Gear: Armor vest, commlink (Device Rating 2), 1 dose of jazz
Weapons:

Knife [Blade, Reach —, DV 3P, AP —]
Colt Manhunter [Heavy Pistol, DV 5P, AP –1, SA, RC —, 

16 (c)]
3 flash-bang grenades [Grenade, DV 6S, AP –3, Blast 10m 

Radius]

Guerilla
(Professional Rating 2)
Human

B A R S C I L W Ess Init IP
3 4 4 3 3 3 2 4 6 7 1

Condition Monitor Boxes: 10
Armor (B/I): 6/4
Skills: Athletics skill group 3, Close Combat skill group 3, Dodge 
3, Escape Artist 2, Infiltration 3, Longarms (Sniper Rifles) 4 (+2), 
Perception (Visual) 3 (+2), Pistols 3, Shadowing 2, Survival 3, 
Tracking 3
Qualities: Guts, Home Ground (current location)
Gear: Armor vest, commlink (Device Rating 2), glasses [Rating 2, 
w/ smartlink, thermographic vision], 2 doses cram
Weapons:

Ares Desert Strike [Sniper Rifle, DV 8P, AP –3, SA, RC (1), 
14 (c), w/ imaging scope]

Club [Club, Reach 1, DV 3P, AP —]
Fichetti Security 600 [Light Pistol, DV 4P, AP —, SA, RC 

(1), 30 (c), w/ laser sight]

Illuminates of the New Dawn Magician 
(Professional Rating 3)
Human 

B A R S C I L W M Edg Ess Init IP
4 2 3 3 4 3 4 5 6 3 6 6 1

Condition Monitor Boxes: 10/11
Armor (B/I): 8/6
Skills: Arcana 3, Assensing 3, Conjuring skill group (2), Dodge 
2, Etiquette (Street) 2 (+2), Perception (visual) 3 (+2), Pistols 
(Semi-Automatics) 2 (+2), Shadowing (Tailing) 2 (+2), Sorcery 
skill group 3
Knowledge Skills: European History 2, Magic Theory 3, 
Parabotany 3, Parageology 3, Parazoology 3
	 Languages: English N, Russian 4, German 4
Qualities: Magician, SINner
Spells: Analyze Magic, Analyze Truth, Improved Invisibility, 
Manabolt, Manaball
Gear: Armored jacket [w/ chemical resistance 2, fire resistance 2, 

Condition Monitor Boxes (Physical/Stun): 10/12
Armor (B/I): 8/6
Skills: Arcana 4, Astral Combat 4, Athletics skill group 3, Close 
Combat (Swords) 2 (+2), Conjuring skill group 6, Dodge 3, 
Pistols 4, First Aid 2, Influence skill group 5, Electronics skill 
group 2, Perception 4, Pilot Aircraft 3, Pilot Ground Craft 4, 
Sorcery skill group 6, Survival 2
Knowledge Skills: Magic History 4, Magic Organizations 4, Magic 
Theory 4, Street Rumors 3, Tír Tairngire Culture 3, Travel Gear 3
	 Languages: English N, French 3, German 3, Japanese 4, 
Mandarin 3, Spanish 3, Sperethiel 6
Qualities: Magician (Path of the Wheel), Focused Concentration 2
Initiate Level: 11
Metamagics: Geomancy, masking, extended masking, shielding, 
Wheel 1, Sacrifice, Sacrifice 2, Flexible Signature

Wheel 1: Understanding. Jane adds her Initiate Grade to 
Social tests requiring empathy.
Sacrifice 2: This technique allows the use of sacrifice on one-
self or a willing victim without creating a background count.

Spells: Armor, Chaotic World, Control Emotions, Death Touch, 
Detect Enemy, Detect Lies, Fashion, Fireball, Heal, Healthy Glow, 
Influence, Manabolt, Oxygenate, Stunbolt
Gear: Armor jacket, commlink [Device Rating 4, w/custom OS 
that displays only in Old Sperethiel], contact lenses [Rating 2, w/ 
smartlink, vision enhancement 2], dragon ring (Force 6 power 
focus), 3 fake SINs (Rating 6), ivory earring (Force 5 sustaining 
focus), medkit (Rating 6)
Weapons:

Ares Predator IV [Heavy Pistol, DV 5P, AP –5, SA, RC —, 
15 (c), w/ smartlink, 5 clips APDS ammo]

Monofilament sword [Blade, Reach 1, DV 5P, AP –1, Force 
3 weapon focus]

Gang Bangers
(Professional Rating 1)
Human

B A R S C I L W Ess Init IP
3 4 3 3 2 3 2 2 5.8 6 1

Condition Monitor Boxes (Physical/Stun): 10
Armor (B/I): 6/4
Skills: Close Combat skill group 3, Etiquette (Street) 3 (+2), 
Intimidation 2, Pistols 2
Quality: Toughness
Augmentations: Hand razors
Gear: Armor vest, commlink (Device Rating 2), 1 dose of jazz
Weapons:

Knife [Blade, Reach —, DV 3P, AP —]
Ruger Super Warhawk [Heavy Pistol, DV 6P, AP –2, SS, RC 

—, 6 (cy)]

Gang Leader
(Professional Rating 2)
Human

B A R S C I L W Ess Init IP
3 4 4 4 3 3 2 3 4.7 7 1
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Joseph Ellis
Male Dwarf

B A R S C I L W M Edg Ess Init IP
4 4 4 3 6 6 6 6 13 (7/6) 4 6 10 1

Condition Monitor Boxes (Physical/Stun): 11/11
Armor: 10/7
Skills: Arcana 4, Assensing 4, Astral Combat 4, Blades 4, 
Conjuring skill group 6, Counterspelling 5 (7), Dodge 4, Influence 
skill group 6 (9), Intimidation (Mental) 4 (+2), Perception 4 (8), 
Pilot Ground Craft (Wheeled) 1 (+2), Pistols (Semi-Automatics) 
2 (+2), Ritual Spellcasting (Manipulation) 5 (7) (+2), Spellcasting 
(Manipulation) 4 (6) (+2), Stealth skill group 3
Qualities: Focus Addiction (Mild), Geasa (Gesture, Incantation, 
Ritual), Mentor Spirit (Adversary), Mystic Adept.
Initiate Grade: 7
Metamagics: Centering, extended masking, masking, quickening, 
reflecting, shielding, sympathetic linking
Adept Powers: Astral Perception, Commanding Voice, Kinesics 
(2), Improved Ability (Con) (3), Mystic Armor (1), Natural 
Immunity (4), Spell Resistance (2), Voice Control.
Spells: Agony, Alter Memory, Control Actions, Death Touch, 
Deflection, Detect Enemies, Heal, Ignite, Improved Invisibility, 
Increase Reflexes, Increase Charisma, Influence, Mind Probe, Mob 
Mood, Physical Mask, Stunball.
Bound Spirits: Spirit of Man (Force 7, 6 Services).
Gear: Briefcase with false bottom, commlink [Device Rating 8 w/ 
skinlink and subdermal microphone] contact lenses [Rating 3, w/ 
vision enhancement 3, image link, smartlink), Mortimer of London 
greatcoat [w/ delta-amyloid coating and nonconductivity (Rating 
6)], onyx cufflinks (2 Force 5 sustaining foci), 10 doses of psyche, 10 
doses of shade, UCAS Flag tie pin (Force 5 shielding focus)
Weapons: 

Sword-cane [Blade, Reach 1, DV 4P, AP —, w/ personalized 
grip]

Walther Secura Kompakt [Heavy Pistol, DV 5P, AP –5, SA, 
RC 1, 9 (c), w/ personalized grip, int. smartgun, and 
APDS ammo]

Walther Palm Pistol [Holdout, DV 4S, AP +2, SS/BF, RC 
0, 2 (b), w/ int. smartgun, capsule ammo w/ shade (see 
p. 178, Arsenal)]

Note(s): Ellis relies on the Awakened drug Shade to overcome his 
normal inability, as a Mystic Adept, to astrally project; considering 
the extreme side effects, he uses it only very sparingly. He has also 
weaponized it with capsule rounds in his holdout. His sword-cane 
has Concealment modifiers of +0 to for the whole cane, and  –6 
to detect its true nature. Ellis rarely if ever uses magic in public, as 
he is not registered as Awakened and has purposefully concealed 
that fact. In the unlikely event he were forced into a desperate 
situation where he would use magic in public, he would still use 
only his subtlest spells; most of his spellcasting, however, is done 
through a ritual circle.

non-conductivity 2], commlink [Device Rating 3, w/ biometric 
lock (Rating 3), skinlink], earbuds [Rating 3, w/ audio enhance-
ment 2, spatial recognizer], 2 fake SINs (Rating 4), glasses [Rating 
4, w/ image link, low-light, flare compensation, smartlink], High 
Lifestyle (6 months),  magic lodge materials (Force 6), Programs 
[Analyze 3, Browse 3, Command 1, Edit 3], subvocal microphone
Weapons: 

Ares Predator IV [Heavy Pistol, DV 5P, AP –1, SA, RC 
1,15(c)]

Jenna Ni’Fairra
Female Elf

Jenna Ni’Fairra is an elf, a former Tír Prince, and an enigma 
with no concrete background information available. While Jenna 
is not the most famous of Tír Princes, she is well known for her 
racist attitudes and her immense magical abilities. Jenna will not 
talk with non-elves, and she looks down upon any elf who asso-
ciates with other races. She is also very intense and rabid about 
getting back the Book of Leaves.

B A R S C I L W M Edg Ess
5 6 5 4 8 6 6 8 16 6 6

Condition Monitor Boxes (Physical/Stun): 10/12
Armor (B/I): 8/1
Skills: Arcana 5, Archery 3, Astral Combat 5, Athletics skill 
group 3, Close Combat (Knives) 4 (+2), Conjuring skill group 
6, Dodge 3, First Aid 5, Influence skill group 6, Instruction 4, 
Perception (Visual) 6 (+2), Pilot Aircraft 4, Pilot Ground Craft 4, 
Pistols 3, Sorcery skill group 6, Survival 3
Knowledge Skills: Architecture 4, Magic History 6, Magic 
Theory 6, Tír Tairngire Culture 6, Tír Tairngire Politics 6
	 Languages: Sperethiel N, English 5, French 5
Qualities: Bad Luck, Magician (Path of the Wheel), Focused 
Concentration 2
Initiate Grade: 12
Metamagics: Absorb, anchoring, geomancy, masking, extended 
masking, flexible signature, psychometry, quickening, reflecting, 
shielding, sacrifice, sympathetic linking
Spells: Analyze Truth, Antidote, Armor, Chaotic World, Control 
Actions, Control Emotions, Death Touch, Detect Enemy, Detect 
Lies, Fashion, Fireball, Heal, Healthy Glow, Improved Invisibility, 
Influence, Mana Barrier, Manabolt, Mindlink, One Less Dwarf, 
Oxygenate, Shattershield, Slaughter Orks, Slaughter Trolls, 
Stunbolt, Toxic Wave
Gear: Commlink [Device Rating 5], contact lenses [Rating 2, w/ 
smartlink, vision enhancement 3], diamond ring (Force 6 sustain-
ing focus), FFBA shirt, Moonsilver Line evening gown w/ scarf, 
silver tiara (Force 6 power focus)
Bound spirits: Spirit of air (Force 4, 2 services), spirit of earth 
(Force 6, 2 services), 2 spirits of man (Force 3, 3 services apiece)
Weapons:

Cougar Fineblade Knife short blade [Blade, Reach —, DV 
3P, AP –1]

Defiance Protector [Taser, DV 6S(e), –half, SA, RC —, 3 
(m)]
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Military Police
(Professional Rating 3)
Human

B A R S C I L W Ess Init IP
3 3 4 3 3 3 (4) 2 4 4.6 7 (8) 1

Condition Monitor Boxes: 10
Armor (B/I): 8/6
Skills: Athletics skill group 3, Automatics 3, Close Combat skill 
group 3, Dodge 3, Intimidation 2, Longarms 3, Perception 2, 
Pistols 3, Survival 2
Augmentations: Dermal plating 2, qualia transgenic
Gear: Armor vest, commlink (Device Rating 3), plasteel restraints
Weapons:

Fichetti Security 600 [Light Pistol, DV 4P, AP —, SA, RC 
(1), 30 (c), w/ laser sight]

Heckler & Koch G12A3z [Assault Rifle, DV 6P, AP –1, SA/
BF/FA, RC 2, 32 (c), w/ gas-vent 2, laser sight]

Stun baton [Club, Reach 1, DV 6S(e), AP –half ]

Military Police Lieutenant
(Professional Rating 4)
Human

B A R S C I L W Ess Init IP
3 3 4 (5) 3 4 3 (4) 2 4 2.6 7 (9) 1 (2)

Condition Monitor Boxes: 10
Armor (B/I): 8/6
Skills: Athletics skill group 3, Automatics (Assault Rifles) 4 (+2), 
Close Combat skill group 3, Dodge 3, Intimidation 4, Leadership 
3, Longarms 3, Perception 3, Pistols 3, Survival 1
Qualities: Toughness
Augmentations: Dermal plating 2, qualia transgenic, wired reflexes 1
Gear: Armor vest, commlink (Device Rating 3), plasteel restraints
Weapons:

Fichetti Security 600 [Light Pistol, DV 4P, AP —, SA, RC 
(1), 30 (c), w/ laser sight]

Heckler & Koch G12A3z [Assault Rifle, DV 6P, AP –1, SA/
BF/FA, RC 2, 32 (c), w/ gas-vent 2, laser sight]

Stun baton [Club, Reach 1, DV 6S(e), AP –half ]

Mr. Johnson (Basic)
(Professional Rating 3)

B A R S C I L W Ess Init IP
2 3 3 2 5 5 4 4 6 8 1

Condition Monitor Boxes (Physical/Stun): 10
Armor (B/I): 5/3
Skills: Computer 4, Con 4, Data Search 3, Etiquette (Corporate) 
4 (+2), Intimidation 2, Negotiation 5, Perception 3, Pistols 
(Tasers) 3 (+2)
Knowledge Skills: Corporate Finances 3, Corporate Rumors 6, 
Psychology 5, SOTA Technology 3
	 Languages: English N, German 4, Japanese 3, Mandarin 3
Gear: Actioneer business clothes, commlink (Device Rating 3)

Knights of the Dragon Member
(Professional Rating 4)
Elf

B A R S C I L W Ess Init IP
3 6 (9) 5 (9) 3 (6) 6 5 4 (6) 3 3.025 10 (14) 1 (3)

Condition Monitor Boxes (Physical/Stun): 10/10
Armor (B/I): 8/6
Skills: Athletics skill group 3 (5), Automatics (Machine Pistols) 3 
(+2), Close Combat skill group 4, Con 3, Electronics skill group 
2, Disguise 3, Infiltration (Urban) 4 (+2), Perception 2, Pistols 
(Semi-Automatics) 4 (+2), Shadowing 3, Throwing Weapons 2
Knowledge Skills: Conspiracy Theories 3, Dragon Rumors 2, 
Magic Theory 3
	 Languages: English N, French 3, German 3 Sperethiel 4
Qualities: Double Jointed, Toughness
Augmentations: (all deltaware) Bone density augmentation 3, 
cerebral booster 2, cyberears [Rating 2, w/ audio enhancement 
2, balance augmenter, spatial recognizer], cybereyes [Rating 3, w/ 
flare compensation, low-light vision, smartlink, thermographic vi-
sion, and vision magnification], enhanced articulation, metabolic 
arrester, muscle augmentation 3, muscle toner 3, reaction enhanc-
ers 2, synthcardium 2, wired reflexes 2
Gear: Chameleon suit, commlink (Device Rating 3), gecko tape 
gloves, grapple gun w/ climbing gear, jammer (area, Rating 4), 
maglock passkey (Rating 5), white noise generator (Rating 5)
Weapons: 

Monofilament sword [Blade, Reach 1, DV 5P (6P), AP –1]
Morrissey Alta [Heavy Pistol, DV 5P, AP –1, SA, RC —, 12 

(c), w/ laser sight]
4 thermal smoke grenades, DV —, AP —, Blast 10m Radius]

Lone Star Police Squad Member
(Professional Rating 3)
Human

B A R S C I L W Ess Init IP
4 4 4 3 3 4 3 3 6 8 1

Condition Monitor Boxes (Physical/Stun): 10
Armor (B/I): 8/6
Skills: Clubs 3, Law Enforcement (Professional Knowledge) 3, 
Perception 2, Pistols 3, Unarmed Combat 3
Gear: Armor jacket, commlink (Device Rating 3), 2 doses of jazz
Weapons:

Colt America L36 [Light Pistol, DV 4P, AP —, SA, RC —, 
11 (c)]

Defiance EX Shocker [Taser, DV 8S(e), AP –half, SS, RC 
—, 4 (m)]

Stun baton [Club, Reach 1, DV 6S(e), AP –half ]
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Intimidation 3, Perception 2, Unarmed Combat 3
Quality: Toughness
Augmentations: Cybereyes [Rating 2, w/ low-light vision, smar-
tlink, thermographic vision]
Gear: Commlink (Device Rating 3), lined coat
Weapons:

Knife [Blade, Reach —, DV 3P, AP —]
Ceska Black Scorpion [Machine Pistol, DV 4P, SA/BF, RC 

(1), 35 (c)]

Red Samurai Detachment
(Professional Rating 5)
Human

B A R S C I L W Ess Init IP
5 5 (7) 5 (7) 4 (6) 3 3 3 4 2.05 8 (10) 1 (3)

Condition Monitor Boxes (Physical/Stun): 11
Armor (B/I): 15/15
Skills: Athletics skill group 3 (6), Close Combat skill group 4, 
Etiquette (Corporate) 3 (+2), Firearms skill group 5, Infiltration 
3, Perception 3
Augmentations: Cybereyes [Rating 3, w/ flare compensation, 
low-light vision, smartlink], muscle augmentation 2, muscle toner 
2, synthcardium 3, wired reflexes 2
Gear: Katana, commlink (Device Rating 4), Red Samurai 
Armor and Kabuto Helmet
Weapons:

FN HAR Assault Rifle [Assault Rifle, DV 6P, AP –1, SA/
BF/FA, RC 2, 35 (c)]

Katana [Blade, Reach 1, DV 5P (6P), AP –1]
SCK Model 100 [SMG, DV 5P, AP —, SA/BF, RC (1), 30 

(c), w/ internal smartlink and folding stock]

Security Technomancer
(Professional Rating 4)

B A R S C I L W R Edg Ess Init IP
3 4 5 2 4 5 5 4 6 3 6 10 1

Matrix Initiative/IP: 13/5
Condition Monitor Boxes (Physical/Stun/Matrix): 10/10/11
Armor (Ballistic/Impact): 8/6
Skills: Cracking skill group 4, Dodge 3, Electronics skill group 5, 
Intimidation 2, Perception 4, Pistols (Semi-Automatics) 3 (+2), 
Tasking skill group 5
Qualities: More than Metahuman, Technomancer
Submersion Grade: 3
Echoes: Advanced Overclocking, Immersion, Overclocking 
Gear: Armor jacket
Living Persona: Firewall 4, Response 5, Signal 3, System 5
Programs/Complex Forms: Analyze 5, Armor 6, Attack 4, 
Biofeedback Filter 4, Blackout 4, Browse 3, Command 4, Decrypt 
4, ECCM 3, Exploit 5, Scan 5, Track 5
Weapons: 

Colt Manhunter [Heavy Pistol, DV 5P, AP –1, SA, RC—, 
16(c), w/ smartgun]

Weapons:
Yamaha Pulsar [Taser, DV 6S(e), AP –half, SA, RC —, 4 (m)]

Mr. Johnson (High-Ranking)
(Professional Rating 5)

B A R S C I L W Ess Init IP
4 4 4 3 6 (8) 5 5 (7) 5 5.075 9 1

Condition Monitor Boxes (Physical/Stun): 11
Armor (B/I): 9/2
Skills: Blades 3, Computer (Analyze) 4 (+2), Con (Fast Talk) 5 
(+2), Data Search (Street Rumors) 4 (+2), Etiquette (Corporate) 
4 (+2), Hacking 3,  (Intimidation 4, Negotiation  (Bargaining) 6 
(+2), Perception 4, Pistols (Semi-Automatics) 4 (+2), Tracking 3
Knowledge Skills: Corporate Finances 3, Corporate Rumors 6, 
Local Shadowrunners 4, Psychology 5, SOTA Technology 3
	 Languages: English N, German 4, Japanese 4, Mandarin 3, 
Spanish 3, Sperethiel 4
Augmentations: Cerebral booster 2, hand blade, tailored phero-
mones 2 
Gear: Commlink (Device Rating 4), FFBA (shirt), jammer (area, 
Rating 6), Zoé Executive Suite Line (long jacket, shirt, trousers)
Weapons:

Hand Blade [Blade, Reach —, DV 3P, AP —]
HK Urban Fighter [Heavy Pistol, DV 5P, AP –1, SA, RC —, 

10 (c), w/ ceramic silencer]

Mr. Johnson (Subtle)
(Professional Rating 4)

B A R S C I L W Ess Init IP
2 4 3 2 5 (6) 5 4 4 5.8 8 1

Condition Monitor Boxes (Physical/Stun): 10
Armor (B/I): 5/3
Skills: Computer 4, Con 5, Data Search 3, Etiquette (Corporate) 
5 (+2), Infiltration 3, Intimidation 2, Negotiation 5, Perception 3, 
Pistols (Tasers) 3 (+2), Shadowing 3, Tracking 3
Knowledge Skills: Corporate Finances 3, Corporate Rumors 6, 
Psychology (Criminal) 5 (+2), SOTA Technology 3
	 Languages: English N, German 4, Japanese 3, Mandarin 3
Augmentations: Tailored pheromones 1
Gear: Actioneer business clothes, commlink (Device Rating 3)
Weapons:

Yamaha Pulsar [Taser, DV 6S(e), AP –half, SA, RC —, 4 
(m)]

Organized Criminal
(Professional Rating 2)
Human

B A R S C I L W Ess Init IP
3 5 4 3 3 4 3 4 5.7 8 1

Condition Monitor Boxes (Physical/Stun): 10
Armor (B/I): 6/4
Skills: Blades (Knife) 3 (+2), Dodge 3, Firearms skill group 4, 
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Spur [Reach —, DV 5P, AP —]
4 thermal smoke grenades, DV —, AP —, Blast 10m Radius]
Vibro Knife [Blade, Reach —, DV 4P, AP –2]

Sylvestrine
(Professional Rating 4)
Human

B A R S C I L W M Ess Init IP
3 3 3 2 6 5 3 5 6 6 8 1

Condition Monitor Boxes: 10
Armor (B/I): 6/4
Skills: Arcana 5, Artisan 3, Assensing 6, Astral Combat 4, 
Conjuring skill group 4, Dodge 3, Etiquette (Catholic Church) 
5 (+2), First Aid 4, Instruction 4, Leadership 5, Negotiation 5, 
Perception 5, Pistols 3, Sorcery skill group 5
Qualities: Magician (Christian Theurgist)
Initiate Grade: 1
Metamagics: Centering (Prayer)
Spells: Alleviate Addiction, Analyze Magic, Analyze Trust, 
Antidote, Chaotic World, Cure Disease, Detect Enemies, Detect 
Life, Diagnose, Heal, Mana Barrier, Nutrition, Physical Barrier, 
Stunball
Bound Spirits: 2 Guidance spirits (Force 4, 4 services)
Gear: Armored vest, commlink [Device Rating 3], Gilded Cross 
of Lorraine [Power Focus, Force 1], magical lodge materials [Force 
6], medkit [Rating 6], rosary [Spellcasting focus, Health, Rating 3]
Weapons: 

Colt Manhunter [Heavy Pistol, DV 6s(e), AP –half, SA, w/ 
Stick-n-Shock rounds and laser sight]

Templar Combat Mage
(Professional Rating 4)
Troll 

B A R S C I L W M Edg Ess Init IP
7 4 3 7 2 3 4 5 5 2 6 6 1 (4)

Condition Monitor Boxes (Physical/Stun): 12/11
Armor: 10/10
Skills: Assensing 2, Astral Combat 3, Blades (Swords) 6 (+2), 
Conjuring skill group 5, Etiquette 2, Latin 3, Heavy Weapons 4, 
Perception 2, Sorcery skill group 5
Knowledge Skills: Magic Background 3, Magical Phenomenon 
3, Mercenary Hangouts 2, Secret Societies 4, Urban Brawl Odds 2
	 Language: English N, German 4
Qualities: Allergy (Seawater, Mild), Magician, Sensitive System
Spells: Armor, Increase Reflexes, Levitate, Manaball, Manabolt, 
Physical Barrier
Gear: Armor jacket, brass cufflinks (Force 2 power focus), com-
mlink (Device Rating 4 w/ skinlink and subvocal microphone), 
2 cruciform bracers (Force 3 sustaining foci), goggles [Rating 3, 
w/ flare compensation, image link, smartlink), SecureTech PPP 
System (forearm guards, leg and arm casings, shin guards, and 
vitals protector), 2 stim patches (Rating 5)
Weapons: 

Claymore [Reach 2 (3), DV 8P, AP –1, w/ personalized grip]

Skilled Technomancer
(Professional Rating 4)

B A R S C I L W R Edg Ess Init IP
3 3 4 2 3 5 5 4 5 2 6 9 1

Matrix Initiative/IP: 12/4
Condition Monitor Boxes (Physical/Stun/Matrix): 10/10/11
Armor (Ballistic/Impact): 6/4
Skills: Cracking skill group 4, Dodge 2, Electronics skill group 
4, Negotiation 2, Perception 3, Pistols (Semi-Automatics) 1 (+2), 
Tasking skill group 5
Qualities: Combat Paralysis, Natural Hardening, Technomancer, 
Weak Immune System
Submersion Grade: 2
Echoes: E-sensing, Overclocking 
Living Persona: Firewall 5, Response 5, Signal 3, System 5
Programs/Complex Forms: Analyze 3, Armor 4, Attack 4, 
Biofeedback Filter 3, Browse 5, Decrypt 3, Edit 3, Exploit 5, Scan 
4, Stealth 5, Track 4
Gear: BMW 5050 Monobike, concealable holster, lined coat
Weapons: 

HK Mk31 [heavy pistol, DV 5P, AP -1, SA, 15(c), w/ laser 
sight, sound suppressor]

Sneak
(Professional Rating 4)
Human

B A R S C I L W Ess Init IP
3 5 5 (7) 3 5 5 4 3 4.35 10 (12) 1

Condition Monitor Boxes (Physical/Stun): 10/10
Armor (B/I): 8/6
Skills: Athletics skill group 3, Automatics (Machine Pistols) 3 
(+2), Close Combat skill group 3, Con 3, Electronics skill group 
2, Disguise 4, Etiquette 3, Infiltration (Urban) 4 (+2), Perception 
2, Shadowing 3, Throwing Weapons 2, Tracking 3
Knowledge Skills: Corporate Politics 3, Finances 2, Fine Cuisine 
3, Modern Literature 2, Safe Houses 2, Security Systems 3
	 Languages: English N, French 3, German 3 Spanish 4, 
Sperethiel 2
Qualities: Blandness, Double Jointed, Murky Link
Augmentations: Cyberears [Rating 2, w/ audio enhancement 2, 
balance augmenter, spatial recognizer], cybereyes [Rating 3, w/ 
flare compensation, low-light vision, smartlink, thermographic vi-
sion, and vision magnification], reaction enhancers 2, spur, vocal 
range enhancer
Gear: Armor jacket, autopicker (Rating 4), chameleon suit, com-
mlink (Device Rating 3), gas mask, gecko tape gloves, grapple gun 
w/ climbing gear, jammer (area, Rating 5), keycard copier (Rating 
4), maglock passkey (Rating 5), medkit (Rating 6), 2 small con-
tainers of nanopaste disguise, 200 m of stealth rope, white noise 
generator (Rating 5), wire clippers
Weapons: 

Ares Crusader [Machine Pistol, DV 4P, AP –4, SA/BF, RC 
2, 40 (c), w/ gas-vent 2, 4 clips of APDS ammo, sound 
suppressor]
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Adept Powers: Attribute Boost (Agility) 1 (.25), Combat Sense 
2 (1), Critical Strike 1 (.25), Improved Ability (Blades) 1 (.5), 
Improved Ability (Pistols) 2 (.1), Improved Reflexes 2 (2.5), 
Killing Hands (.5)
Gear: AR gloves, commlink (Device Rating 3, programs: Analyze 
3, Browse 4, Command 2, Edit 2), contact lenses [Rating 2, w/ 
image link and smartlink], fake SIN (Rating 4), lined coat medkit 
(Rating 6)
Weapons: 

2 x Colt Manhunters [Heavy Pistols, DV 6P, AP –2, SA, RC 
—, 16 (c), w/ internal smartlink, quickdraw holders, 12 
clips EX-explosive ammo]

Sword [Blade, Reach 1, DV 6P, AP —]
Unarmed [Reach —, DV 4P, AP —]
Vibro Knife [Blade, Reach —, DV 5P, AP –2]

Notes: Combat Sense 2 provides a +2 dice pool modifier for 
Surprise Tests. Also provides a +2 for dodging Melee and Ranged 
Attacks.

Veteran Combat Mage
(Professional Rating 4)
Human

B A R S C I L W M Ess Init IP
3 4 4 3 5 3 2 5 6 6 7 1

Condition Monitor Boxes: 11
Armor (B/I): 8/6
Skills: Astral Combat 4, Automatics 4, Blades 3, Conjuring skill 
group 3, Counterspelling 5, Etiquette (Street) 2 (+2), Perception 
2, Pistols 3, Spellcasting 5
Qualities: Magician (Black Magic), Mentor Spirit (Lion, +2 
Combat spells, +2 Banishing tests, Willpower + Charisma (3) 
Test to back down from a fight)
Spells: Armor, Fireball, Increase Initiative, Mana Barrier, 
Manaball, Manabolt, Physical Barrier, Stunbolt
Bound Spirits: Spirit of earth (Force 4, 3 services), 2 spirits of fire 
(Force 5, 2 services), spirit of man (Force 4, 4 services)
Gear: Armored jacket, commlink [Device Rating 3], mage sight 
Goggles, magic lodge materials [Force 6], spellcasting focus 
[Combat, Force 2]
Weapons: 

Katana [Reach 1, DV 5P, AP –1]
Morrisey Alta [Heavy Pistol, DV 5P, AP –1, SA, 12(c), w/ 

laser sight]
HK MP-5 TX [SMG, DV 5P, SA/BF/FA, RC 2 (3), 20(c), 

w/ gas-vent 2, laser sight]

Ruhrmetall SF20 [HMG, DV 7P, AP –3, FA, RC 4 (5), 
40(c), w/ int. gas-vent 3, hip pad, personalized grip, and 
ext. smartgun]

Tír Mage
(Professional Rating 6)
Elf

B A R S C I L W M Ess Init IP
3 4 (5) 4 (6) 2 6 4 3 5 7 5.04 8 (10) 1 (3)

Condition Monitor Boxes: 10
Armor (B/I): 6/4 (Chameleon Suit)
Skills: Assensing 5, Astral Combat 4, Athletics skill group 3, 
Conjuring skill group 5, Dodge 2, Etiquette (Tír Tairngire) 4 
(+2), Firearms skill group 3, Influence skill group 4, Perception 
5, Sorcery skill group 5, Stealth skill group 4, Unarmed Combat 3
Qualities: Magician (The Path of the Wheel)
Initiate Grade: 2
Metamagics: Shielding, Reflecting
Spells: Acid Stream, Analyze Truth, Armor, Chaotic World, 
Detect Enemies (Extended), Heal, Improved Invisibility, 
Manaball, Manabolt, Physical Barrier, Physical Mask, Stunball, 
Stunbolt, Trid Phantasm
Bound Spirits: Guidance spirit (Force 5, 4 services), spirit of fire 
(Force 6, 3 services)
Augmentations: (all alphaware) muscle toner (Rating 1), synaptic 
booster (Rating 2)
Gear: Biomonitor, chameleon suit, commlink [Device Rating 
5], contacts [Rating 3, w/ flare compensation, smartlink, 
thermographic vision], counterspelling focus [Rating 4], micro-
transceiver, sustaining focus [Rating 5]
Weapons: 

HK Urban Fighter [Heavy Pistol, DV 5P, AP –1, SA, 10 (c), 
with Smartlink)

HK Urban Combat [SMG, DV 5P, SA/BF/FA, 36(c), with 
Smartlink)

4 thermal smoke grenades [Grenade, obscures vision, Blast 
10m Radius]

Veteran Combat Adept
(Professional Rating 4)
Human

B A R S C I L W M Edg Ess Init IP
5 5 6 (8) 5 3 4 4 4 6 4 6 10 (12) 1

Condition Monitor Boxes: 11/10
Armor (B/I): 6/4
Skills: Athletics skill group 2, Blades 4, Dodge (Melee) 4 (+2), 
Dodge (Ranged) 4 (+2), Etiquette (Street) 3 (+2), Firearms skill 
group 6, Perception (Visual) 4 (+2), Pilot Ground Craft (Car) 2 
(+2), Unarmed Combat (Subdual Combat) 4 (+2)
Knowledge Skills: Close Combat Tactics 3, Firearms Design 
4, Firearms History 2, Horizon Action Trids 3, Local Security 
Procedures 4, Local Street Gangs 3
	 Languages: English N, Mandarin 3, Spanish 3
Qualities: Adept, Ambidextrous
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Veteran Street Shaman
(Professional Rating 4)
Troll

B A R S C I L W M Edg Ess Init IP
5 3 3 5 5 4 4 4 5 4 6 7 1

Astral Init/IP: 8/3
Condition Monitor Boxes: 11/10
Armor (B/I): 6/4
Skills: Assensing 3, Banishing 4, Binding 4, Dodge 2, Infiltration 
3, Palming 2, Perception 3, Sorcery skill group 4, Summoing 5, 
Survival (Urban) 1 (+2)
Knowledge Skills: Action Trids 2, Critter Habitats 2, Ecology 3, 
Local Area Knowledge 4, Magical Theory 4, Public Transportation 
Routes 3, Safe Houses 3, Spirits 5
	 Languages: English N, Spanish 3
Qualities: Magician, Mentor Spirit (Rat), Focused Concentration 
(10 BP), Gremlins
Spells: Calm Pack, Confusion, Eyes of the Pack, Heal, Improved 
Invisibility, Manabolt, Mask, Mob Mood, Spirit Barrier, Stunball
Gear: Armor jacket, commlink (Device Rating 3; programs 
Analyze 2, Browse 1, Command 1, Edit 1), gas mask, goggles 
[Rating 2, w/ image link, vision enhancement 1], magical lodge 
materials (Force 5), medkit (Rating 4), 
Weapons: 

Cougar Fineblade (long blade) [Blade, Reach —, DV 5P, 
AP –1]

Veteran Face
(Professional Rating 4)
Dwarf

B A R S C I L W Edg Ess Init IP
3 3 3 3 6 5 4 5 4 5.7 8 1

Condition Monitor Boxes: 10/11
Armor (B/I): 6/4
Skills: Artisan (Dance) 1 (+2), Con 5, Dodge 2, Electronics 
skill group 3, Etiquette 5, Pilot Ground Craft (Car) 2 (+2), 
Intimidation 3, Negotiations 5, Perception 4, Pistols 3
Knowledge Skills: Combat Bike Schedule 3, Dance Clubs 2, 
Fine Cuisine 3, Fine Restaurants 3, Gambling Card Games 2, 
Urban Brawl Schedule 3
	 Languages: English N, Arabic 3, Cantonese 3, German 3, 
Japanese 3, Spanish 3
Qualities: Exceptional Attribute (charisma), First Impression, 
Combat Paralysis, Gremlins (Rating 2)
Augmentations: Datajack, implanted commlink (Device Rating 4)
Gear: Basic DocWagon contract (1 year), 4 certified credstics 
(blank), 2 fake SINs (Rating 4), high lifestyle (4 Months), jammer 
[Area, Rating 4], lined coat, Mercury Comet, monocle [Rating 2, 
w/ image link, smartlink]
Weapons: 

Fichetti Security 600 [Light Pistol, DV 4P, AP —, SA, RC 
(1), 30(c)]

Veteran Street Samurai
(Professional Rating 4)
Ork

B A R S C I L W Edg Ess Init IP
7 4 (7) 4 (9) 6 (8) 3 3 2 3 3 1.5 7 (10) 1 (4)

Condition Monitor Boxes: 12/10
Armor (B/I): 6/4
Skills: Athletics skill group 4, Automatics 5, Blades 5, Heavy 
Weapons 4, Infiltration 4, Negotiation 2, Perception (Visual) 
3 (+2), Pilot Ground Craft (Auto) 2 (+2), Pistols (Semi-
Automatics) 5 (+2), Unarmed Combat 5
Knowledge Skills: Firearm Design 3, Safe Houses 4, Weapon 
Manufacturers 3, Zen Meditation 3
	 Languages: English N, Japanese 2, Spanish 3
Qualities: Guts, High Pain Tolerance, Incompetent (Hacking)
Augmentations: Cyberarm [left obvious customized full, w/ 
Armor 2, Enhanced Agility 3, Enhanced Strength 2, small smug-
gling compartment], cyberarm [right obvious customized full, w/ 
Armor 2, Enhanced Agility 3, Enhanced Strength 2, spur, shock 
hand], wired reflexes (deltaware) 3
Gear: Basic DocWagon contract (1 year), 4 certified credstics 
(blank), 2 fake SINs (Rating 4), high lifestyle (4 Months), jammer 
[Area, Rating 4], lined coat, Mercury Comet, monocle [Rating 2, 
w/ image link, smartlink]
Weapons: 

Fichetti Security 600 [Light Pistol, DV 4P, AP —, SA, RC 
(1), 30(c)]
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Player Handouts

A Visitor’s Guide To Lagos (annotated ShadowSea 
Summary)

Today is Sunday, February 7th
Today’s Weather in Lagos: 34 deg C (daytime high) 

with heavy sustained winds

Lagos is a feral city on the coast of West Africa. The 
city itself is home to 10–20 million people, most of whom 
live in conditions that make the Redmond Barrens look 
luxurious. Immensely powerful and rich warlords rule the 
city from the secure enclave of Lagos Island. Corporate 
investment in the city is high, since it is the primary 
outlet for the oil pumped in the Niger delta and serves as 
a no-holds-barred playground for everything from cheap 
consumer goods to black-market bioweapons. Almost 
any goods with value can be bought or sold in Lagos, be 
it weapons, metahumans, or technology. With no police 
force (or city-wide infrastructure), the rich and powerful 
write their own rules—and the corporations enjoy having 
no rules at all.

The city is built around large, shallow lagoons of 
brackish, polluted water. About a quarter of the sprawl 
area is actually water, and much of the rest of the city is 
built on a swamp. During the rainy season, streets become 
waterways and entire neighborhoods are flooded. Homes 
built over the swamps and lagoons balance precariously 
on stilts, while wooden or plastic slats connect homes. 
In the drier areas of the city, homes are often built of 
cinderblocks, and multi-story apartment complexes are 
common in the dense slums. Everywhere, people collect 
the acidic rainwater on rooftops and in barrels, and many 
families have rooftop “gardens” of edible fungi and hardy 
plants. The water from the lagoon, rivers, and streams 
is too polluted with toxic chemicals and metahuman 
waste to be drinkable (in fact, just falling into the water 
can cause a metahuman to become seriously ill). Less 
than one percent of the population has access to clean 
water (or plumbing), and so sterilized bags of water are 
common at markets and roadside vendors. Shamans with 
the sterilize spell are such valuable commodities that 
gangs and neighborhoods have been known to go to war 
to acquire one. 

Food is another danger; fish from the lagoons can 
be toxic, and vegetables and fruit are often washed in 
polluted water. Food-borne illness is rampant, espe-
cially amongst visitors. There are few soy or soy-based 
products, however, and the spicy cooking features fresh 
fish, Cassava, rice, and yams. Devil rats (or their less 
dangerous cousins) are also a staple.

In December and February, the strong Harmattan 
wind blows from the Sahara, bringing a warm, dry period 
and coating everything in the city with a fine, red dust. 
There is little to no rain during this time, and drinkable 
water becomes scarce.

In
co

m
in

g.
..............







The Hawala Network

A hawala network is an informal system of 
monetary transfers that relies upon a strict honor 
system and is common throughout most of Africa 
and parts of Asia. A person can make a deposit 
(certified electronic funds, hard currency, precious 
metals or gems, or occasionally other highly valu-
able commodities) with a hawala in their area. For 
a percentage, generally 10-20 percent, the hawala 
gives the client a voucher. Then, generally, the 
hawala contacts another hawala in another city, 
transferring the funds to that hawala. Anyone 
with the correct voucher (a physical token, occa-
sionally a written, electronic, even a verbal phrase 
or key) can then access the funds, which will be 
provided in the requested form (generally certi-
fied cred or hard currency). The system depends 
completely on the honor and honesty of the 
hawalas and the trust that their clients place 
upon them. As such, the men are often held in 
high esteem within their societies and often act 
as trustworthy and reputable fixers.

Hawala tokens in Lagos are often small items, 
such as tiny shells, fragments of bone, or small 
rocks with intricate carvings indicating the origi-
nating Hawala and value. Forging a Hawala token 
is a serious cultural taboo, and most Lagosians 
believe doing so will call down a curse on the 
thief. Eerie stories of carved leopards springing 
to life to slaughter a thief, or a plague killing his 
entire family, or spirits driving him mad are whis-
pered throughout the sprawl.

Hawala tokens always have two sides, with 
symbols on both. The top shows the value, the 
bottom the hawala’s personal symbol. In Lagos, 
the network of Lagosian hawalas has agreed 
upon the common symbols and values.

Image 	V alue
	 Monkey	 5 Naira
	 Fish	 10 Naira
	 Hippo 	 50 Naira
	 Parrot	 100 Naira
	 Lion	 1,000 Naira



149
Artifacts Unbound

CHARACTER TROVE  . . . . . . . . . . . . . . . . . . . . . . . .

Incom
ing...............

Magic runs through the city, with tribal dibias and 
olorishas (shamans) holding their societies together or 
profiting by their powers. Much of the city has a back-
ground count, from centuries of metahuman suffering, 
misery, and overwhelming pollution. Some areas are 
domains that favor toxic magic, like the dense, polluted 
slums of Shomolu, while others favor nature magic, such 
as the wild, untamed grasslands of Ifako-Ijaye. Dangerous 
Awakened creatures are drawn to the tainted astral space. 
Local dibias learn to compensate for the difficulty in 
drawing mana, but visitors can be caught unaware.

Wireless coverage in the city is provided primarily 
through a Mesh Network. There are a few areas with 
reliable wireless coverage (such as Festac Town or Lagos 
Island). However, since the majority of the population has 
commlinks (although many are scavenged from corporate 
recycling programs), a viable mesh network exists. The 
network is subject to the flows of metahuman traffic, 
however, and at anytime, coverage could go from strong 
to non-existent within a few minutes.

While many people have commlinks, almost no 
one has a bank account (or ID). Instead, most of the 
daily financial transactions are done through barter or 
physical currency. The naira is the common currency 
for Lagos, and 20 naira are worth approximately 1 
nuyen. Rampant forgery makes the paper naira almost 
worthless, while coins (in amounts up to 500 naira) are 
slightly better as long as a person verifies the coin is 
made from real metal. Better yet are hawala tokens, 
which are accepted everywhere in the sprawl and are 
often given a higher value in daily transactions. Hawala 
tokens generally come in amounts up to 1,000 naira. 
Most sprawl residents will also accept bartered items in 
exchange for goods or services.

There are estimates that there are over one hundred 
different languages spoken in Lagos. Many residents 
speak a Lagos-specific type of city speak, which 

combines several tribal languages with English and 
French. Other major languages are Yoruba and Igbo. 
While Horizon’s Life-line linguasoft service has Yoruba 
linguasofts available, there are no linguasofts on the 
market for the unique Lagosian city speak, Igbo, or any 
of the other tribal languages. However, between Yoruba, 
English, and French, most oyibos (foreigners) can make 
themselves understood, as long as they remember not 
to speak Yoruba to an Igbo unless they’re spoiling for 
a fight.

Urgent Message.........

Common Prices for Gear
and Services in Lagos
>	 Heard you were heading to Lagos. Because I care, I’ve 

attached a price sheet, courtesy of that dog Duante. 
He says to tell you that these prices are what a native 
might get, or someone really hot at negotiating.

>	 Kat o’Nine Tales

AK-97 (only “slightly” used): 1,000 Naira

Ares Predator IV: 3,500 Naira

Regular Ammo (10): 200 Naira

Hotel (Porto Novo): 1,000 Naira

Hotel (Lagos Island): 1,000+ Nuyen

                                                      (Naira not accepted)

Cab Ride (1 hr): 100 Naira

Okada Ride (1 hr): 20 Naira

Breakfast/Lunch (Roadside Vendor): 5–10 Naira

Dinner (Buka): 20 Naira

Dinner (Nice Restaurant): 200+ Naira

Typical Area Boy Bribe (foreigner rates): 100 Naira
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The great artifact rush is just beginning. If runners want to get involved with the Draco and Atlantean Foun-

dations’ activities, they should head to Seattle and join in the chase. True, many of the things that are being 

found are trinkets, but there’s a vibe in the city, a certain feeling telling people that the next big discovery—or 

disaster—is just around the corner. When whatever is going to be happen goes down, it would be a good idea to 

be present to grab a piece of whatever you can.

Missions is Shadowrun’s series of living adventures. Playable at conventions, at games stores, or at your own home 

Missions lets you participate in an ongoing, evolving campaign while helping determine how the events of that 

campaign will play out in the Sixth World. Head to shadowrun4.com/missions for more info, or like Missions on 

Facebook at facebook.com/SRMissions so you can receive all the updates as new Missions are released!

Looking for More Artifacts?
     We’ve Got a Mission for YOu!
Looking for More Artifacts?
     We’ve Got a Mission for YOu!

s h a d o w r u n 4 . c o m / m i ss  i o n s

http://www.shadowrun4.com/missions
https://www.facebook.com/SRMissions
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