




 
Stalker is a coyote who works the 

CAS:Pueblo border.  Stalker stands 
at 1.9M and masses about 130kg.  
Based on his cyberware, katana, and 
receding hairline, it’s pretty obvious 
that he’s a retired street samurai.  He 
looks to be early middle-aged. 

Stalker isn’t thrilled with his work, 
and he really isn’t happy to be 
saddled with smuggling a bunch of 
no-nothing punks across the border 
again.  He’ll have a non-stop patter of 
“back in my day” stories.  He’ll also 
refer to the any ‘runner team he’s 
leading through the tunnels as kids. 
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“Stalker” 
CAS:Pueblo Coyote 

Human Male 
Connection Rating: 2 

B A R S C I L W IP 

? ? ? ? 3 5 3 3 2 
 
Key Active Skills: Blades: 3; Dodge: 3; 
Firearms: 4; Etiquette: 2; Negotiate: 2 
Key Knowledge Skills: Denver Gangs: 3; 
CAS:Pueblo border: 5 
Known Cyberware/Bioware: Cybereyes, 
Muscle Replacement, Wired Reflexes 
Gear:   Katana; Ares Predator IV; Lined Coat 
Uses: Provides safe passage across the 
border for 250¥ per person.  
Places to Meet: Sloan Lake Park 
Contact: Commlink 
Availability: Requires 1 hit on a loyalty test. 
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Parliament of Thieves 
SRM02-01 

Debriefing Log 02-01   

 
Table Level 

Green     Veteran 
Streetwise    Elite 
Professional    Prime 

Player:   Date: 
 
Character:   Location: 

Synopsis: A simple smuggling job.  Get the goods from the Koshari. Deliver it to the Mafia.  Avoid 
the Yakuza, the Triads, the UCAS border patrol, and the Zone Defense Force.  Just another day in 
the Front Range Free Zone.  

Mission Results 
The package was   Delivered    Sold     Stolen    Destroyed 
Law enforcement   remained unaware   battled the PCs  

    arrested the PCs 
Other Notes on Reverse:   

Team Members 
Player                   /                   Character Player                   /                Character 
Player                   /                   Character Player                   /                Character 
Player                   /                   Character Player                   /                Character 
Player                   /                   Character Player                   /                Character 

 
Karma 

Previous Available  
Earned  
Spent  
Remaining Available  
New Career Total  
 

Advancement 
Ability Gained Karma Cost 

  
  
  

  

 
Nuyen 

Previous Available ¥ 
Earned ¥ 
Spent ¥ 
Remaining 
Available 

¥ 

 
Contacts/Special Items Gained or Lost 
Mark Longfeather Stalker 
Jonny Ono  Peaches 
An Peng 

GM’s Name: [PRINT]    GM’s Signature: 

 
 

Reputation 
Street Cred  Notoriety  Public Awareness  

 

Faction 
Mafia 

Chavez Enemy Ally 

Mafia 
Casquilho Enemy Ally 

Yakuza Enemy Ally 
Triad Enemy Ally 

Koshari Enemy Ally 
Kirillov 
Vory Enemy Ally 

Fomin 
Vory Enemy Ally 

Godz Enemy Ally 
Fronts Enemy Ally 

 



   

 
Player:   Date: 
 
Location: 

Directions Players who participated in third edition Shadowrun Missions events should complete this form 
before playing fourth edition Shadowrun Missions.  GMs should verify Karma earned and play dates from existing 
debriefing logs, then sign this sheet and initial and annotate the third edition logs as having been transferred.    
PLEASE NOTE: This form must be completed in ink and be kept with your fourth edition debriefing logs. 

SR3 Adventure Record 
SRM00-01 Mission Briefing 
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 
SRM00-02 Demolition Run 
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 
SRM00-03 FORCEd RECON 
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 
SRM00-04 A Fork in Fate’s Path 
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 
SRM00-05 A Dark and Stormy Night 
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 
SRM01-01 Double Cross 
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 
SRM01-02 Strings Attached 
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 
SRM01-03 Harvest Time 
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 
SRM01-04 The Gambler 
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 
SRM01-05 A Walk in the Park 
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 
SRM01-06 Lost and Found 
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 
SRM01-07 Keys to the Asylum 
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 
SRM01-08 Duplicity  
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 
SRM01-09 For Whom the Bell Tolls 
   Did not Play    Played, earned ____ Good Karma on ____/____/______ 

 
Total Career Good Karma Earned      ____ Transferred on  ____/____/______ 

Special Notes  
 

GM’s Name: [PRINT]    GM’s Signature: 

 
 

SR4 Character Name:  
 
SR3 Character Name: 




