A Dark and Stormy Night
It was a dark and stormy night - traveling near Glow City in the Redmond Barrens during a hail storm is
not your idea of a good time, especially when things go bump in the night!

A Dark and Stormy Night is intended as an introduction/demonstration game for the Shadowrun game
system and the Shadowrun Missions campaign setting in particular. It may also be used for players and
characters of all experience levels. For use with Shadowrun, Third Edition ™
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It was a dark and stormy
night…the chill of the night air could be felt even
down here on Level Four, even though the lab was
completely sealed and the facility had its own air
circulation system. Maybe it had something to do with the
room’s inhabitants. Kat almost jumped off her stool as her
cell phone began vibrating. As one of the leading mages
working here in the depths of the latest research lab of
Ares Arms, she was not supposed to have her cell phone
on her – a security violation that could get her dismissed
from the project. As an independent consultant for Ares,
she was awarded some degree of latitude, but security was
something that could not be dismissed, especially here,
especially now. But she knew that Stella worried about
her, and would often call to check up on her – like she
really needed checking up on.
It’s just that Stella couldn’t understand why Kat
couldn’t talk about her job; she just didn’t grasp the
concept of classified projects and why people needed to
hide things. That’s a Dog shaman for you, always trying to
be one big happy family. As a follower of the hermetic
tradition, I cared only about one thing – money; and Ares
was offering plenty of it. Classified jobs paid even mo re,
and this one was just through the roof, and with good
reason.
The large insectoid form now on the table in front of
her looked just like a 2 meter tall carpenter ant. Its large
black mandibles shone under the harsh fluorescent lighting
of the lab. Kat was not in the least bit worried – the
abomination was strapped securely to the table with Kevlar
woven straps, and it had been stunned senseless by her
mana based magics. And the wards – a quick glance to the
left revealed the glowing cartouche that indicated that the
ward was holding and strong.
Her attention was once more drawn back to the
vibrating cell phone. She turned and addressed the two
scientists in the lab with her, “I need to prepare a further
binding ritual on the subject to ensure its complacency
during the testing. Why don’t you two go and get a cup of
coffee or something before we begin the testing.” It
seemed like a good enough excuse for the two mundanes
to leave the lab and the insectoid form on the table behind
them. They quickly left Kat alone in the lab.
“Stella, I thought I told you to call me only in an
emergency! You don’t realize how much trouble I could
get into by talking to you right now!”
Stella’s voice sounded frantic across the wireless gap
between them; “But I was worried! It’s been nearly 14
hours since you left the house! You’ve never been gone
this long before without calling!”
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Kat’s calm voice reassured the shaman; “I told you I
would be working late today. We’re on the verge of some
important experiments, and I’m very busy. Stella, I
promise I’ll call you as soon as I’m done and ready to
come home.”
The scrape of chitin on metal raised the hackles on
Kat’s neck as she turned back around to the subject on the
table. The large ant-like creature had awoken and was
straining at its bonds.
“Stella, I’ll have to call you back!” she hoarsely called
into the phone and dropped it on the counter, not thinking
to push the disconnect button.
The ancient tongue came difficult to Kat, but she
continued her chant, building the astral energies and
preparing to release them into the creature.
An unholy screech sounded from the insect as it
focused all its power into the formidable limbs, cutting
through the tough Kevlar that held it down. Another
screech to celebrate its progress, and it began the fight for
freedom.
Kat began to release her spell, but was distracted at the
last moment as the two scientists rushed through the door
of the lab, intent on discovering the source of the alien
noises they had heard. They stood frozen in the door at the
sight before them – the ant-creature sitting upright on the
table, its mandibles and forelimbs working on cutting its
remaining bonds. Kat stood off to the side, and spun at the
entrance of the scientists, releasing her spell energies
prematurely.
“Don’t just stand there!” she shouted, “get the
sprayers!” But it was all too late – the abomination severed
the final bond and broke free, leaping off the table towards
the scientists at the door. It grabbed the one on the left, and
ripped the scientist’s body in half, dropping the legs to the
ground as it flung the upper torso towards Kat. She quickly
cast another spell, this time a bolt of powerful energy. But
her attempt to dodge the bloody upper half of the scientist
caused her to miss, and the bolt struck the transom above
the door. The insect turned back to Kat and released
another shriek as it leapt towards her. Kat screamed one
final time as she tried to turn the fury of the insect,
noticing almost ironically before being rendered apart that
the glyph above the door had flickered and died…
It was a dark and stormy night. The rain was beating a
deafening crescendo on the window to her left. Stella sat in
horror as she listened to the strange alien shrieks and the
frantic yelling of Kat on the other end of the line. What
seemed like an eternity took only seconds, and by the time
she could respond, only silence greeted her through the ear
piece. She had the presence of mind to keep the line open,
and went to the telecom to contact a close friend. She had
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known Manny for many years, and she knew that she
could turn to him for help. The fixer picked up on the
second ring, and Stella immediately started crying into his
waiting ear. “Manny its Stella I don’t know what’s
happened but something terrible has happened to my friend
Kat I just know it I just know it I was talking to her and
then I heard some screams and something awful oh just
awful that I’ve never heard before oh I don’t even know if
she’s still alive oh Manny you’ve got to help me you’ve
got to help her!”
“Whoa, calm down Stella, calm down. OK, Manny is
here to help, where is Kat now?” the fixer calmly asked,
hoping to calm down the frantic woman.
“I don’t know she just wouldn’t tell me I’ve asked her
a lot but she just says she can’t tell me it’s classified and
oh I don’t know but I was on the phone with her and I
dropped the phone and kept the line open…” the shaman
responded.
Manny used his many years of experience to quickly
assess the situation and responded “Don’t worry Stella,
I’m contacting an associate of mine right now and feeding
him your cell phone number. Don’t worry, this guy is
good, and he’ll be able to lock down a position if the
phone is still open and has a strong enough signal.” His
fingers flew across his telecom unit as he dialed up one of
his star deckers and put him in another window on the
screen. The data flew across the bottom of the window as
he relayed Stella’s cell phone number and the request for
tracking it down ASAP. A few moments later, and Manny
had his answer – he knew he could depend on this console
cowboy. “OK Stella, you can hang up the cell phone now,
we’ve got it…you should hang it up so that nothing can
track back to you. Let me handle things now and you try to
get some rest.”
The shaman visibly calmed as she res ponded, “Thanks
Manny, I knew I could count on you – I’ll pay whatever it
takes – just get Kat back to me…” Manny immediately
began scanning for who was available and ready to take on
a quick rescue mission into the heart of the Redmond
Barrens and The Glow…
It was a dark and stormy night. But here, in this
underground facility of Ares Arms’ research division, the
sound of their footsteps on the tile floor was the only thing
anyone could hear. Sergeant Colby had only another 20
minutes to go before the end of his shift. Both he and
Corporal Rachovsky had been tasked with making the
security rounds on Level Four – where the main labs were.
Everyone had their own ideas of what was going on down
there. As security guards, they were only cleared for
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patrolling the hallway and not allowed in the labs
themselves unless an alarm was triggered. That was fine
with Colby. Talk of everything from mutants exposed to
The Glow to space aliens recovered from the crashed
suborbital to even stranger tales of things that go bump in
the night…
He pushed the button to call for the elevator, and
alarms above his head sounded their claxon roar. “What
the hell is going on?” he asked Rachovsky. The corporal
could only shrug as the elevator opened before them. They
waited for a second as the speaker system activated;
“Attention all hands, Attention all hands, This is NOT a
drill, This is NOT a drill, There has been a breach in
Laboratory B, Level Four, Hostile subjects are extremely
dangerous, Activate protocol CHARLIE, All security
teams report to duty stations and load chemical rounds!”
The speaker continued to bark out orders as the two
nervously got into the elevator and proceeded to the
bottom level of the facility. Colby was not happy! “Why
does this drek have to always happen when I’m about
ready to get relieved??” Both of them checked their
magazines and ensured that the special chemical rounds
had been loaded. They had no idea what the chemicals
were, but they had been told that it was necessary to use
such ammunition rather than standard lead bullets here in
the facility. It didn’t matter to him, as long as they worked,
and they had better work!
The elevator doors opened, and the two Ares Arms
guards immediately reacted to the combat scene before
them. It was readily apparent who the bad guy was – one
of the scientists had just finished firing one of the special
spray weapons, little more than a fire extinguisher, at what
could only be described as a giant carpenter ant! The black
body was covered in white foam, and it let loose with an
alien screech that caused the two warriors to respond with
screams of their own. The scientist could only stand by
helpless with the empty dispenser as the ant swept
sideways with a powerful forearm and pinned the human
to the wall. The guards opened up their weapons on full
automatic mode, emptying their clips in mere seconds.
With luck on their side, the insect finally collapsed as
green ichor oozed from its mouth. A few moments later,
the elevator opened behind them and a squad of guards
poured forth, quickly securing the area. Another of the
facility mages moved forward and inspected the lab and
the surroundings, paying particular attention to the door at
the far end of the lab. “Everyone! We need to secure the
facility! We’ll need to go into lock-down until backup can
arrive! Sergeant Colby, you and your partner oversee the
lockdown efforts. The rest of you, proceed to the entrance
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of the facility for further orders. We need to hold the fort
for about an hour before the pros get here. And Colby,
make sure you reload…”
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INTRODUCTION
A Dark and Stormy Night is a Shadowrun Missions
campaign adventure that serves as an introduction to the
campaign setting. This is only the adventure portion of A
Dark and Stormy Night – the maps, player handouts,
sample characters, and other playing aids are included in
SRM 00-05B, A Dark and Stormy Night Playing Aids.

Preparing the Adventures
• A Dark and Stormy Night is intended for use with
Shadowrun, Third Edition, and all character and rules
information refers to the third edition of the Shadowrun
rules. The Shadowrun Gamemaster Screen is a
recommended resource, since it contains all of the
necessary tables organized for easy reference and is
accompanied by the Critters book, which provides more
detailed information on the abilities of various paranormal
creatures and spirits. Magic in the Shadows, which
presents advanced magic rules for Shadowrun, and notes
on magical threats and wards, will also be required to run
this adventure. A number of the encounters in this scenario
involve powerful magic and spirits..
Other books that gamemasters may find useful in
running the adventure including the following:
• New Seattle provides an overview of the Seattle
Metroplex during the 2060s, including the downtown area
where this scenario takes place. Gamemasters may find
this a useful reference for background information on this
area.
• The Sprawl Survival Guide contains valuable
background information about daily life in the 2060s, as
well as information about service drones, of which one is
featured in this adventure.
Gamemasters may also want access to the other
advanced rulebooks of Shadowrun: Man & Machine
(cyberware, bioware and other implants), Matrix (decking
and computers), Rigger 3 (vehicles and drones) and
Cannon Companion (weapons and gear). These books are
useful, but not necessary, for running Demolition Run once
you are familiar with any gear or abilities which are used
within this adventure.

Adventure Structure
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basis of the adventure, which should be completed in
approximately two hours. The section Power Play contains
scenarios which are optional for play and should be used
for groups of players that are more experienced in
Shadowrun and/or are progressing ahead of schedule and
need more content to fill the allotted time. Some of these
extra scenarios are also designed to allow certain
archetypes to shine and have their moment of glory, so
consideration should be given to the composition of the
team when choosing them.
Each scenario outlines the most likely sequence of
events, as well as how to handle unexpected twists and
turns that inevitably crop up. Each one contains the
following subsections, providing gamemasters with all the
information necessary to run it.
What’s Up, Chummer? provides a quick synopsis of
the scenario’s action, allowing you to get a feel for the
encounter at a glance.
Tell It To Them Straight is generally written to be read
out loud to the players, describing what their characters
experience upon entering the scenario. You should feel
free to modify the narrative as much as desired to suit the
group and the situation, since the characters may arrive at
the scenario by different means or under different
circumstances than the text assumes.
Hooks describes the mood and helps set the stage for
the encounter, pointing out different “staging tips” for the
gamemaster to help make the scene come alive for the
players. It also points out different plot twists or hidden
things in the encounter the character might not notice right
away.
Behind the Scenes covers the bulk of the scenario,
describing what’s happening, what the non-player
characters are doing, how they will react to the player
characters’ actions and so forth. It also covers s the setting
of the encounter, going over environmental conditions and
other properties of the location as well as providing any
necessary maps, descriptions of important items, and so
on.
Pushing the Envelope looks at ways to make the
encounter more challenging for experienced or powerful
characters and other ways you can add some “extra spice”
to the scenario to liven it up, if need be.
Debugging offers solutions to potential problems that
may crop up during the encounter. While it’s impossible to
foresee everything that a group of player characters might
do, this section tries to anticipate any major problems and
offer suggestions for dealing with them.

A Dark and Stormy Night consists of several
scenarios, or encounters. Some of these scenarios form the
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Gamemastering the Adventure
Gamemastering is more of an art than a science, and
every gamemaster does things a bit differently. Follow
your own personal style when it comes to preparing and
running the adventure and do whatever you feel is best to
provide the best Shadowrun game you can for your
players. Most Shadowrun Missions adventures are
designed to run in a standard four to five hour convention
time slot. A Dark and Stormy Night has been written to run
in as little as two hours if need be, to allow you to spend
some time explaining the game rules and universe to new
players. As you will see, optional scenarios have been
added to allow for longer playing times for those that do
not need this initial instruction. Please keep this in mind
when running the adventure. You should leave at least 1520 minutes at the end of the time slot to complete any
necessary paperwork and pass out the players’ “Debriefing
Logs” (see below). This section offers some guidelines you
may find useful in preparing to run A Dark and Stormy
Night (or any Shadowrun Missions adventure).

Step One: Read The Adventure
Carefully read the adventure from beginning to end. In
the case of a multi-part adventure, you may want to read
all the parts from start to finish before you run the first
part. This gives you a complete overview of the whole
series and how events in the early adventures flow in to the
later ones on up to the finale. Get a feel for the overall plot
and what happens in each adventure. That way, if
something different happens, you won’t be caught off
guard and you can adapt things smoothly.
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reference and have basic information about their important
abilities handy so you can refer to it during play. Also go
over the characters and keep their previous events listed on
the Debriefing Logs in mind when determining non-player
character actions in various scenarios if such a dynamic
has been included.

Step Four: Don’t Panic!
Gamemastering involves juggling a lot of different
things. Sometimes you drop the ball and forget something
or you just make a mistake. It happens, don’t worry about
it. Nobody is perfect all of the time and everybody makes
mistakes. Just pick up from there and move on. Your
players will understand and forget about it once you get
back into the action.

General Adventure Rules
Shadowrun Missions adventures use the rules
presented in Shadowrun, Third Edition (SR3) and various
sourcebooks for the game. In addition, there are some
“house rules” which the campaign uses to govern various
aspects of the game, accounting for character
advancement, and metagaming activities. Standard rules
such as success tests, the Rules of One and Six, Perception
Tests, Negotiation Tests and other common mechanics are
described in SR3 and are not repeated in this adventure.
Special rules regarding the Shadowrun Missions campaign
can be found online and downloaded for your convenience.

Non-Player Characters
Step Two: Take Notes
Take notes for yourself while reading through the
adventure that you can refer to later on. Possible things to
note include: major plot points (so you can see them all at
a glace), the names of various non-player characters,
possible problems you notice, situations where you think a
particular character can shine and other things you’ll want
to keep in mind while running the adventure .

Step Three: Know The Characters
Prior to the start of the adventure, examine the
characters’ record sheets and Debriefing Logs for your

Non-player characters (NPCs) are essential to any
adventure. They are the allies, antagonists and background
characters in the adventure that interact with the player
characters. NPCs in this adventure have already been
created and can be found in the Cast of Shadows section.
The NPCs in this adventure should generally stand up
to the average player character, but may need some
adjustment to suit a particular group of characters,
especially a more experienced and powerful group. The
scenarios and NPC descriptions offer tips on adjusting the
NPCs to suit the abilities of the characters in your group.
Take the player characters’ abilities into consideration
when assessing the NPCs in this adventure and modify
them accordingly.
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All NPCs are given Karma Pool (p. 246, SR3) and
Professional Rating (p. 248, SR3) to help level them out
against player characters. Note that some NPCs may have
a variable Karma Pool or other attributes or abilities based
on the composition of the team.

Campaign Background
A Dark and Stormy Night is intended to be the fifth
adventure that is played by new players coming into the
campaign. As such, there is not much of a background to
the campaign other than what can be derived from the
introduction story and the individual backgrounds for each
of the characters detailing how they arrived at this point. It
should be noted that totally new characters can play this
event, but it has been designed for those that have at least
two or more adventures already under their belts.

Campaign Synopsis
Shadowrun Missions allows players in remote areas as
well as those that participate in convention events to be
part of a world wide Shadowrun campaign setting. Each
player can use their character in any approved Shadowrun
Missions adventure and earn karma and nuyen, just as if
they were participating in a “home game”. The campaign
runs on a two year story arc, which will also include
various sub-plots and other story lines on a limited basis.
While it is not important that a character participate in
every single adventure, an attempt should be made to play
them in chronological order. At the conclusion of each
adventure, the character receives a “Debriefing Log”
which outlines the actions that were taken by the character
– some of these actions and their consequences are
included in future adventures to create a more vibrant
setting where a character can affect future results.
A Dark and Stormy Night is the fifth of five
adventures which will give new characters an introduction
to the Shadowrun Missions campaign and the Shadowrun
universe in general. These five scenarios are not included
in the main timeline of the campaign setting, and therefore
can be played at any time. At the conclusion of Demolition
Run, most players should have a general understanding of
the Shadowrun universe and rules system, and their
characters should have the basic tools and contacts
necessary to enter the shadows.

8

SRM00-05

PLOT SYNOPSIS
Stella was on the phone with her close friend, Kat,
when the conversation took a strange turn. Stella now fears
Kat is in trouble…or worse, dead. Stella is not sure what
Kat has gotten mixed up into but wastes no time in calling
her friend Manny to help out.
In no time Manny hires a decker to locate Kat using
her cellular phone signal. Manny then assembles a
shadowrunner rescue team. Manny contracts the runners to
find Kat and if possible, rescue her.

What’s really happening
Several months ago Ares Arms , a subdivision of Ares
Macrotechnology, set up a research and development
facility in the Redmond Barrens to bioengineer a new toxin
that would be more effective in combating Bug Spirits.
The facility is “home” to several different species and
types of Bug Spirits. They use the specimens as test
subjects for their bioweapon development efforts.
Kat Austing is a powerful initiated mage who
contracts herself to the highest bidder. Kat has a friend
who works for Ares Arms and heard news that the
corporation was in need of a h igh level mage to help with a
“project”. Kat was able to use her friend’s influence to get
the contract as the lead mage for the project. Kat’s job was
to maintain magic security for the facility and ensure
containment of the test specimens.
A few hours ago, the facility went under tactical alert;
a nasty Bug Spirit got lose during a dissection. Kat Austing
was on the phone with her friend, Stella, when the alert
went off. Stella was still on the phone when Kat was
caught off guard by the incident, where the Bug Spirit was
ripping apart security personnel like paper rag dolls. In the
fight that ensued, Kat was killed by the Bug Spirit. The
Bug Spirit was mortally wounded by Kat as well. Because
of Kat’s help, Bishop, another mage at the facility, was
able to finish the Bug Spirit off.
The facility is now under lock-down, awaiting a
support team being flown in from Ft. Lewis . The support
team is expected to arrive in several hours via a group of
Ares TR-55 VTOL transports . Because of the nature of the
experimentation, Ares has a higher than normal amount of
magic security protecting the facility. Unfortunately, for
Ares, their magic defenses are crippled with the loss of
their initiated mage, Kat. This leaves the facility vulnerable
for a few hours.
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Stella heard most of the fight on the phone, until the
line went silent. Stella knows that Kat was contracted by
someone to work on a project for a few months. Now Kat
is in some kind of trouble. Stella called a friend named
Manny, who is a Fixer in Seattle. Not knowing what
happened, Stella is paying Manny to discover what
happened to Kat and get her out of trouble. Kat is not
aware that Stella was working for Ares, but suspects Kat
got herself into serious trouble.
Manny paid a decker to track down the cell phone call
from Kat to Stella and retrieved GPS coordinates on Kat’s
phone location. With the GPS coordinates in hand, Manny
assembles a Shadowrunner team to locate Kat and help her
out.
The runners’ job will be to discover what happened to
Kat, help Kat if possible and report back to Manny. The
runners will infiltrate the facility to discover what
happened to Kat. Once they discover Kat is dead, they will
bring the body back to Manny and the mission will be
completed.

RUNNING THE ADVENTURE
An Ares Arms containment team for the facility is
being assembled at Ft. Lewis at the very moment. The
Ares containment team will arrive at the facility in a few
hours. When the containment team arrives at the facility,
the scenario titled Game Over, Man! will start; this will
initiate the end of the adventure.
While running this adventure, keep a close eye on the
game time left for running this slot. When there is only 45
minutes of game play remaining, the Game Over, Man!
scenario will automatically initiate, no matter what the
runners are doing. The Game Over, Man! scenario marks
the landing of the Ares containment team at the facility.
Gamemasters are encouraged to play up the dark
conditions of the weather as well as the foreboding feeling
inside the facility. Try to keep the runners on the move,
while always having something just out of the corner of
their eye – the horror aspect of the setting should be role
played as much as possible to set the correct tone for this
adventure. While the characters will not have any direct
confrontation with a powerful insect spirit, we want them
to be exposed to the possibility and educated as to the
dangers that await them in the darker parts of the shadows.
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A DARK AND STORMY NIGHT
Snow, Rain, Sleet or Hale
What’s up, chummer?
Manny calls each of the runners and offers them a job.
He tells them the basics of the mission, and if they agree,
he puts them through to a conference call where he gives
them the details of the job. After agreeing to the job
Manny pays the runners via secure comp uter transaction,
sends them each a small data file and hangs up, leaving the
runners in the conference call to decide what to do.

Tell it to them straight
2:00 A.M. on a dark and stormy night, and you are
snug in bed when your blasted telecom beeps. Manny, a
fixer of some renown, is on the line and has a hot job offer
for you— so much for staying dry! It seems a friend of a
friend has turned up missing and you are being called in to
find her. Time is of the essence, and if you are interested
you need to be ready to roll right now!
Manny tells you that if you are interested in the job, he
will patch you through to a conference call with your team
and fill you all in on the details.

Hooks
A horrible storm has moved into Seattle and has
blanketed much of the sprawl. In addition to rain, the storm
has brought thick belts of hail and strong winds with it.
Later in the adventure, this weather may present problems
for the runners. For now, the storm is a warning to stay
inside. The storm has forced most people indoors and as
the runners travel about, outside, they will find most of the
Sprawl has taken refuge indoors. The storm is meant to set
a dark and foreboding mood to start the adventure.

A Dark and Stormy Night

and they discover Kat is dead, they are to retrieve as much
of the body as possible for processing the insurance claims.
Many will explain that Kat was working on a contract
for an unknown employer. About a half hour ago, Kat was
on the phone with a friend when she was attacked. Kat’s
friend now fears the worst and has asked Manny to
dispatch a search and rescue team. Manny paid a decker to
isolate Kat’s last known coordinates through her cellular
phone (Stella kept the line open on the cell phone to Kat –
she called Manny on the telecom) and the coordinates puts
her in the middle of the Redmond Barrens. Manny will
also express the importance of time as Kat is obviously in
trouble. He expects to hear news from the runners in an
hour or so.
Finally, Manny will have a decker electronically
distribute 2,000¥ to each of the runners in separate
accounts. Along with payment, Manny will send each
runner a small data file containing Kat’s last known GPS
coordinates and a picture of Kat.
At this point in the adventure the runners with
appropriate resources or contacts may wish to do a little
leg work. Use the following information as a guide.
Kat Austing
Appropriate Contacts: Corporate contact
Appropriate Knowledge Skills: Corporate Freelancers
(4), Seattle Mages (4)
Successes
0
1
2
3
4+

Result
“Kat….never heard of her”
“She is a mage who does corporate
freelance work. I think she is Egyptian.”
“I hear Kat is working on contract for
Ares Arms.”
“I hear she has been hired on as head of
magical security.”
“I’ve been told she is very close with a
woman named Stella Smith…very close
if ya know what I mean...”

Behind the scenes
The runners are being hired to find Kat and get her
home safe. If the runners accept the job, they will each be
offered 2,000¥ to go out and find out what happened to
Kat. If they are able to rescue Kat they will receive an
additional 3,000¥ each as well. If the worst has happened,
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Down the Rabbit Hole
What’s up, chummer?
In this scenario, the runners go to the GPS
coordinates, located in the heart of the Redmond Barrens.
The runners will enter the facility and make their way
through. On the lower level, they will find Kat’s dead
body. A well organized team may also discover what Ares
is doing on the lower level of the facility. The Behind the
Scenes section of this scenario is broken up into different
key areas of interest as the players explore the facility.
The runners have a job to do; they should not spend
much time exploring and looting the facility. If they are
stopping frequently to investigate things, then speed them
along. You can do this by dropping hints about the
containment team that is due to arrive shortly.
As the shadowrunners investigate the facility, it is
important that they receive clues about what is going on. It
is through the clues they receive that the story will be told.
These clues may come from overheard conversations of
employees, through discovered journals or from equipment
found in the facility. The Legwork section lists different
clues that can be discovered as the players investigate the
facility.
The numbers of guards, drones and security mages in
the facility is flexible. The purpose of the mission is for the
runners to quickly explore the facility and find Kat. If the
runners waste time with combat, then let them. The current
forces at the facility should not overwhelm the players but
offer them a tough fight.

Tell it to them straight
What are you doing in the middle of the fragging
Redmond Barrens at 2:00 A.M. on a stormy night? Man,
you are definitely out of your mind. The Barrens are never
a safe place to be. “Just a job,” you mumble to yourself as
you continue on…
The storm has reached the Barrens by now and
continues to bring down a torrential down pour. The good
news is that the rain is keeping most of the gangers and
squatters indoors, making the trip out here uneventful. The
coordinates you were given take you smack into the center
of the Redmond Barrens, just off of Redmond Fall City
Road – dangerously close to Glow City.

A Dark and Stormy Night

As you approach the coordinates you were given, you
see the remains of an office building, only four stories
remaining. With the rubble from the upper floors collapsed
in upon the center, and spread across the old sidewalks
around it, you can tell that the building is in no way
habitable anymore. Many of the surrounding buildings
share the same fate, and the tragedy of the events of the
early 2000s sink in as the results of riots past are reflected
in the collapsed structures that now serve as makeshift
homes and shelters for those that eke out a meager
existence here in the Barrens.

Hooks
This adventure should be scary. As a result it will be
different from a typical adventure. What follows are some
ways to make the adventure scary.
Acid Rain
The rain has picked up and the lightening is ever so
present for the outside portion of this scenario. Out here in
the Barrens, the pollution index in the air is very high and
the rain has a much higher acid content than in the city.
This acid rain is very nasty. Play up the fear factor of being
close to Glow City as well with the runners; allow the
players to speculate the effects of radiation poisoning on
their characters.
Any characters who drive their vehicles out here will
notice, in a few days, that the acid rain has oxidized and
damaged fancy paint jobs on vehicles. In addition,
characters fully exposed to the rain should make a Body
(3) Test (modified by any protective gear they are
wearing). Failing the test means the character will take a
light stun wound. The character will also feel sick and
cough for the remainder of the adventure.
As the runners investigate outside the facility, adjust
all target numbers appropriately for the rain and the
darkness. For Perception tests, consider the runners to have
minimal lighting (+6 TN) and be in heavy rain (+6 TN).
Magic Pollution
Furthermore the pollution in the rain outside has
created a magic background count of 1 that will affect the
players until they get out of the rain.
Lights
At some point the power will go out. The main
generator will kick on and then overload and shut down.
This will leave the facility void of all power. The only
lights will be the glow from emergency light. Even some
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of the emergency lights might fail to work or slowly
flicker.
Where is everyone?
The facility will appear to be deserted, until the
runners meet Bishop or John (see other scenes). All
facility personnel are on lock down. The location of the
lock down is up to you, but should not be sublevel 4. The
location is flexible to help you keep the runner from
discovering the personnel. By not seeing any life, the
Runners should get a strange and eerie feeling form the
facility, much like that in the movie Resident Evil.
Statistics for the facility personal are given for the GM,
however it is strongly encouraged, for fear purposes, that
the runners never meet any facility personnel.
Blood
At some point, probably on sublevel 4, the runners
will discover blood. This should obviously be fresh and
should be a tense moment. The blood would be from an
injured security guard, during the fight that killed Kat.
Strange Things
Be sure to play up the paranoia. Strange things are
bound to happen. When outside, have the runners roll
perception tests for things that are not there. When a mage
goes astral, have that character develop a nose bleed while
astral (who says it can’t happen). Have the runners see
things that might or might not be there.
Don’t Worry About Dice
Another way to amplify the horror aspect is to forego
rolling dice at key points. For example, when Bishop casts
invisibility, simply tell the runners a wisp of smoke
surrounds him and he disappears. Or when Bishop attacks,
assume for dramatic purposes, he gets the jump on the
team and appears out of nowhere to surprise them. Dice
rolling can often take away from the dramatic story telling
of a horror adventure.
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only the first six floors remain, and are mostly choked with
rubble from the collapsed floors above. For the casual
onlooker the place looks deserted. The center of the
building (which cannot be seen from the road) has been
cleared away and allows access straight down to the
ground level. Picture the old office building as a square
doughnut, with four outside walls connected together, with
no roof. All the ground entrances into the building are
blocked with fallen rubble.
A secret landing pad is located on the ground level in
the center of the building. Through the use of VTOL and
Rotor aircraft, Ares enters and exits the building with this
landing pad.
Ares also installed an emergency secret exit in the
facility. Using the old emergency stairwell from the
parking garage, Ares devised an emergency escape point.
At the ground level, this exit is extremely well hidden and
leads directly out of the building. This emergency stairwell
leads down to the bottom of the entire facility. If anyone
examines the perimeter of the building, they may attempt a
Perception (6) (don’t forget to apply environmental
modifiers!) test to spot the hidden door. Being spotted by
the outside sensors will immediately alert the facility of the
runners’ presence.
Throughout the outside structure, Ares has installed
surveillance equipment to monitor and detect intruders on
the premises. To spot the surveillance equipment, players
must make a Perception (3) test. The outside sensors are
rating 4 and players may make opposed Stealth tests to
avoid being detected (the sensors have a +5 TN to spot the
players due to the rain). If a player using levitation or a
drone looks at the building from above, have them make
Perception (4) and/or Sensors (2) tests to see the following:
(don’t forget to apply rain and darkness perception
modifiers as appropriate)

Behind the scenes
Outside
The four-level facility is located below the remains of
a twelve story office building, in what used to be the
underground parking garage for the building. On the
outside, at ground level, the office building is in ruins –
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Successes
0

1
2

3

4+
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Result
You notice that the center of the building
has been cleared of most of the rubble,
creating an arena of sorts – the floor of
the “arena” is clear and flat. You see a
makeshift shed on the ground floor.
On the ground level you see a structure
that might be a landing pad of some sort.
You see exhaust coming out of a grate
hidden among the debris of the building.
(Thermographic sensors would pick up
the exhaust as being warm)
You see a hidden structure on the floor to
the side of the building (the hidden
entrance).
Looks like a worn path leads from the
landing pad into the small shed. (This
room is the cargo elevator)

Astrally perceiving or projecting characters will see no
magic in the area. Astrally projecting characters will have
no problem scouting the area. An astrally scouting
character may make an Astral Perception (6) test to spot
the hidden stair exit in the ground. Remember however,
that there is a Background Count of 1, which affects Astral
Perception tests. Darkness modifiers, however, are not
applied.

Inside
The research facility is divided into four sublevels.
The entire facility is a sterile environment. Throughout the
facility, ancient Egyptian inscriptions can be found etched
into frosted glass panes attached to the walls and doors. In
many cases, these frosted glass pieces are also the doors
and inner walls of the facility. The frosted glass panes are
the physical components for magic wards. Treat the frosted
glass panes as Barrier Rating 8. The facility is a very
strange and alien environment, a blend between hospital,
magic library, prison and military installation.
As explained previously all of the facility personnel
have been confined to specific areas in the facility. No
matter what areas the runners might explore they should
probably not encounter the facility personnel. If needed,
descriptions of the different facility personnel are located
in the Cast of Characters section.

Rigger Security
The facility is monitored and controlled by a security
rigger, named Ralphie. The facility is equipped with
cameras on levels 1-3. Level 4 is blacked out. All doors are
equipped with maglocks with card readers; each guard has
a keycard. Each time a runner attempts to bypass a security
device, the base time to disable it is 10 minutes divided by
the number of successes achieved. All security ratings in
the facility are rating 6.
During the course of the adventure, the GM will need
to make Perception tests for the security rigger if any
security devices are alerted (Rigger 3, p48). The Rigger
has 5 dice to roll for Perception. The rigger’s perception
tests will be as follows:
•
•
•
•
•
•
•
•

Door opened/closed: 4
Successful maglock tampering: 6 + successes
Unsuccessful maglock tampering: 2
Security device destroyed: 2
Security device carefully deactivated: 6 + successes
Walking visibly in the hallways: 8 (every 10 Minutes)
Guard Patrol fails to report in: 3 (every 20 Minutes)
Guards missing at their posts: 3 (every 10 Minutes)

If the runners attempt to take out a team of guards and
fail in the first attack, then the guards will use their
headware radios and report the ambush immediately. This
will automatically alert the security rigger. At any time
during the run, if the shadowrunners alert the security
rigger, the following things will happen:
•
•
•

•

If the runners are walking around, visibly, the security
rigger will follow them with security cameras.
The facility will go on lock down. All doors and
elevator will be shut down. Security rigger can
override this lockdown.
The containment team en route from Ft. Lewis will be
alerted that intruders are in the base. The team will be
updated with team numbers, abilities and tactics where
applicable.
Bishop will be alerted and sent to stop the runners.

Ralphie’s job, if intruders are found, will be to monitor
their progress and relay the information to the containment
team.
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Magic Security
From the surface of the facility, no magical barriers or
spells can be detected. The following magical wards have
been erected around the inside of the facility:
•
•
•
•
•

Elevator/Elevator Shaft: Force 6
Sublevel 1: None
Sublevel 2: Force 4
Sublevel 3: Force 8
Sublevel 4: Force 15

The wards use Egyptian hieroglyphics inscribed on the
glass walls , roofs, floors and doors as physical
components. Therefore, the only way for a mage to go
through the wards are to defeat them in astral combat (SR3
p174) or physically open the doors.
The ward on level 4 is different. This rating 15 Ward
surrounds the roof, sides and floor of the entire level. The
ward’s physical components are Egyptian hieroglyphics
inscribed on the frosted glass floor, not the walls and
doors. Therefore, the only way for a mage to go through
this ward is to defeat it in astral combat (SR3 p174), or
turn off all spell foci, sustaining spells and all other active
magic.
With Kat dead, Bishop is now in charge of magic
security. Once the Security Rigger discovers the runners
Bishop will be sent to stop the runners. See the scenario
titled Bishop for more information.

Stairwell
An emergency stairwell starts at the lowest level of the
facility and works its way up to the ground level. Before
reaching the surface, the stairwell is blocked with rubble
from the collapse of the building. Rather than dig through
the mess, a small ladder was added at this point and
extended to the surface, away from the original door entry
point. The surface exit point is well hidden and never used.
The stairwell is left over from the previous office building
that occupied the grounds. Ares decided to keep it in case
of emergency. There is no lighting in the stairwell and it is
completely dark. The floor of the stairwell is littered with
garbage and smells putrid.
Each level of the underground facility has a door
leading into the stairwell. Because the stairwell is not a
clean environment, each door has a chemical seal built into
it. These are one way doors and only allow someone to exit
the base. Each door is also hooked to an alarm which will
sound if the door is opened. A player can make an
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Electronics (4) test to disable the alarm. However, the
players will still need to find a way to open the doors, as
they only open from the inside. Players may attempt a
Lockpick (6) test to open the doors from the outside.
Because the doors remain shut at all times, no guards
or people are allowed in the stairwell. Therefore Kat, the
facility security mage, bonded a Fire Elemental to guard
the stairwell. The elemental has been permanently bound
with karma to guard the stairwell. Once the runners enter
the stairwell, the elemental will continue to attack them
until disrupted. This Fire Elemental is hiding in an alcove
near the top entrance to the stairwell. It is hidden behind a
masking ward (Magic in the Shadows pg 89). This means
any mage astrally scouting the stairwell will not see the
alcove and therefore not see the elemental hidden behind
the ward. Only an Initiate Mage, deliberately trying to
assense for masked auras through the entire stairwell, will
notice the hidden Fire Elemental.
If the players physically enter the stairwell, the Fire
Elemental will appear and immediately engulf the entire
group with its flame aura. As the elemental attacks, the
entire stairwell will heat up and garbage all around the
players will burst into flames. The elemental will appear as
a fire demon to the players and this should be a very scary
encounter for the players.
Fire Elemental
Green / Streetwise
Greater Form Fire Elemental (Force 4)
B
Q
S
C
I
W
E
R
5
6x3
2
4
4
4
(4)A
5
INIT: 15+1d6 (24 +1d6 astral)
Pools: Combat 7, Astral 6
Attacks: 4M
Powers: Engulf (6M), Flame Aura, Guard, Materialization,
Spell Flamethrower

Professional / Veteran
Greater Form Fire Elemental (Force 7)
B
Q
S
C
I
W
E
R
8
9x3
5
7
7
7
(7)A
8
INIT: 18+1d6 (27 +1d6 astral)
Pools: Co mbat 11, Astral 10
Attacks: 7M
Powers: Engulf (9M), Flame Aura, Guard, Materialization,
Spell Flamethrower
Greater Form Bonus: +2 Armor
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Electronics (5) test. The elevator shaft is lined with sensors
rating 3.
Elite / Prime Runner
Greater Form Fire Elemental (Force 10)
B
Q
S
C
I
W
E
11 12x3
8
10
10
10 (10)A

R
11

Sublevels 1 and 2

INIT: 21+1d6 (30 +1d6 astral)
Pools: Combat 16, Astral 15
Attacks: 10M
Powers: Engulf (12M), Flame Aura, Guard,
Materialization, Spell Flamethrower
Greater Form Bonus: +2 Armor, +1 Reach

Sublevel 1 of the facility is dedicated to environmental
units, fuel, generators, guard quarters and storage space.
This level looks like a typical military installation.
Sublevel 2 houses the employee quarters, offices and
recreational facilities. It is very likely that the facility
personal have been confined to specific locations on this
level.

Elevator

Sublevel 3

The elevator is the main entrance to the facility. At the
surface, the elevator is hidden in a small shed-like
structure. The elevator runs from the surface down to the
fourth level. The inside is a sterile environment and
chemically sealed from the outside, this may be noticed
with a Perception (4) test. Hanging in the back of the
elevator is a frosted glass plaque with ancient Egyptian
inscriptions on it (this is the magic focus listed below). On
the side of the elevator is an obvious chemical detector.
This is an alarm that will go off in the event hazardous
chemicals are exposed in the elevator. Finally, there is a
control panel located in the elevator.
To operate the elevator, several security measures
must be circumvented. The security measures on the
elevator are retinal identification, pass key and pass codes.
All of these security devices are rating 6. Failing a roll in
the elevator will immediately alert the facility security
rigger. This will also completely shut off power to the
elevator.
Additional magic security has been added to the
elevator; the glass plaque is a force 7 expendable anchor
focus (p45, MITS). This focus has Detect Specific Facility
Passkey Badge (Force 3) on it with Stun Ball (Force 4)
linked to that. If the detect spell detects anyone in the
elevator without a pass key for this facility, it will trigger
the stun ball spell. That means if four runners enter the
elevator and only one has an approved pass key, the stun
ball will go off once the doors shut. This focus is astrally
active and may be defeated in astral combat (p184, SR3).
Use a total of 7 dice to resolve the 4M Stun Ball attack on
everyone in the elevator.
Some runners may try to access the roof of the
elevator. The roof may be opened through an override on
the security panel in the elevator. This will require an

The science labs, fabrication facilities, security
operations room and the data center are on sublevel 3. The
majority of technicians and scientists work on sublevel 3.
Security Operations
The Security Operations room is where the rigger is
running the facility security system. There are 4 security
guards stationed in this room with Ralphie. Ralphie is
currently active and in full control of the facility security
system. If Ralphie is subdued, a player rigger can easily
take full control of the security system by jacking into the
system.
Ralphie does not know the true research conducted at
the facility. Sublevel 4 has no security cameras on it so
Ralphie has no idea what happens on sublevel 4. After a
successful Interrogation or Intimidation test (SR3, p93)
Ralphie can tell the runners information about the security
layout of the facility and general information about the
facility. He will also tell the runners about the containment
team in route to the facility.
Data Center
The data center is where the decker is located. All of
the computers in the facility have had their memories
uploaded to the data center, and then each workstation had
its memory erased. All of the data was then uploaded to
Ares Arms’ main computer data base. After this, the entire
system was shut down.
If a player decker attempts to access the system from
within the facility they will immediately realize the system
has been shut down and that no information can be gained
through decking. The facility decker is asleep at his work
desk in the cluttered data center.
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Schmitty uses a cyberdeck built into the computer
mainframe. This cyberdeck is the equivalent of a Novatech
Hyperdeck-6. Because of its size, the mainframe is
impossible to remove. Base time to remove the deck from
the computer system is 1 hour divided by the number of
successes from a computer B/R (8) test. A failed test
results in the computer setting off an antitheft device
which destroys the cyberdeck beyond repair.
Schmitty knows very little about the workings of the
facility. He spends most of his time writing science fiction
stories and looking for ways to get out of doing real work
at the facility. After a successful Interrogation or
Intimidation test (SR3, p93) he will tell the runners
anything he knows, which is little more than speculation.
Fabrication Facilities and Science Labs
The fabrication facilities and science labs on level 3
are designed to engineer and fabricate new and improved
insecticides designed for more efficiently killing bug
spirits. A Biotech (4) test will tell the players that the
facilities are for designing toxins. If the runners spend
extra time investigating the toxins they may make a
Chemistry (4), Biology (6), or Biotech (4) test to determine
the toxins are an advanced form of insecticide. Base time
for the test is 20 minutes divided by the number of
successes achieved.

Sublevel 4
Sublevel 4 looks like a maximum security prison with
ancient Egyptian inscriptions written on the walls. To
some, this would look like the inside of a modern Egyptian
pyramid.
Sublevel 4 is the “clean” level. This level houses a
decontamination room, mage quarters, the main testing
labs and specimen storage rooms .
Decontamination Room
After exiting the elevator on the fourth floor, people
will find themselves in a large locker room. Adjoining this
room are woman’s and men’s shower / bathroom facilities.
There are a dozen yellow Chemsuit (6) suits available in
this room, all human sized. At the other end of this room is
a small air lock leading to a decontamination area. The
Force 15 ward (see magic security) starts in the air lock.
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Specimen Storage Rooms
On level four, there are two specimen storage rooms.
The first room houses 3 True-Form Ant Spirits. The
second storage room contained 6 Flesh Form Ant Spirits.
The True-Form Ant Spirits are being held in stasis
chambers. The stasis chambers are large cylindrical
chambers filled with bluish liquid. Each chamber is
individually warded with a force 15 ward and is made of
barrier rating 10 armored glass. The armored glass has
ancient Egyptian writing on the sides. The writing is part
of the ward that was created by facility mages. Statistics
for the Bug Spirits are not listed as no runner should be
foolish enough to release the spirits. The Ant Spirits appear
as human sized ants and are a horrific sight. Looking at the
tanks on the astral plane will reveal nothing, as you can not
see through the ward on the astral plane.
The Flesh Form Ant Spirits were being held in what
looks like a maximum security prison cell. After the
containment breech, five Flesh Form Ant Spirits were
killed by security guards. However, one of the spirits
managed to get free (See the People are Strange
encounter). If the runners stumble across this room, they
will find the slaughtered bodies of the 5 Flesh Form Ant
Spirits. Because little of the bodies are still intact, a Magic
Threat (8) test will identify the bodies as Flesh Form Ant
Spirits.
Mage Quarters
Sublevel 4 has Kat and Bishop’s quarters. Kat’s room
contains a few of her personal belongings. There is very
little in her room otherwise – its pristine utilitarian nature
is broken only by a few leather bound books on the top of
a dresser. Inside the top drawer of the dresser is an
engraved oaken jewelry box about 15 centimeters square.
It contains a few sets of diamond earrings, one set of jade
earrings with a matching necklace, and a friendship
bracelet with some of Stella’s hair woven into it. While
none of the jewelry is magical in nature, it is worth a total
of 2,000 nuyen before fencing, and of course is priceless to
Stella.
Main Testing Lab
Located right outside of the main testing lab is a
security center alcove. This center is a weapons storage
area. This area stores Ares ELD-AR Assault Rifles. Each
of the rifles is equipped with insecticide rounds. A
successful Biotech (4) test will determine that the weapons
are loaded with insecticide. There are four ELD -AR
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assault rifles left in the racks. The other weapons have
been taken by guards.
The main lab is where Kat was killed. The door is shut
to the testing lab with yellow caution tape on the outside.
Inside the room, the bodies of Kat and several guards lay
in pools of blood, contrasting starkly against the white of
the torn containment suits . Some of the bodies look as if
they had been ripped in half and bitten apart. Next to Kat’s
body lays her cell phone. This room has been sealed off
and is awaiting the containment team to clear it.
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Goth To Go
What’s up, chummer?
Kat and Bishop were the two mages in charge of astral
security for the facility. Kat’s expertise focused on spirits
and wards. Bishop’s abilities focus on combat spells. With
Kat dead, Bishop is now in charge of magic security for
the facility. Bishop has been spending his time meditating
in his private study.
Many people at the facility believe Bishop is a
vampire. People believe this because that is the image
Bishop wants them to believe. People in the know however
realize that he is obviously not a vampire. In reality,
Bishop is a huge troll spell caster. Bishop is a vampire
wanna-be (he dresses, acts and talks like a vampire).
Once the runners alert security of their presence,
Bishop will be sent to stop the team. Because of his
magical abilities, Bishop is one of the only facility
personnel allowed out of lock down. In this scene, Bishop
will attack the team and attempt to eliminate them.

Tell it to them straight
You see a shadow up ahead in the darkness…a large
hulking figure with some sort of cape. It disappears from
sight. You hear a sound behind you, you turn to look and
see a huge caped figure standing over you. You catch the
glimpse of long sharp pointed teeth as a huge pale faced
troll swoops down at you…

Hooks
If the table has no mage in the group then use a less
powerful version of his write up. If the party has multiple
mages in the group then use a more powerful version for
the table. This should be a tough fight, but the runners
should prevail.

Behind the scenes
This scene should happen towards the end of the
adventure, presumably on or near sublevel 4. Bishop will
attack the party, using fear and surprise to his advantage. If
the party is foolish enough to split up, he might target a
single lone Shadowrunner first. If the party stays together
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then this combat will be straight forward. This scene
should be tough but not deadly for the runners, unless they
split up!
Green / Streetwise
Bishop (Troll, Combat Mage)
B
Q
S
C
I
W
R
M/E
7(8) 5x3
6
4
4
6
4
8/6
INIT: 4+4d6
Initiate: Grade 2, Quickening, Masking
Pools: Combat 7, Magic 6
Skills: Unarmed Combat 7, Etiquette 2 (Corporate 4),
Pistols 3, Conjuring 6, Intimidation 4, Sorcery 6
Spells: Decrease Charisma 6, Manabolt 5, Death Touch 4,
Fashion 6, Foreboding 5, Improved Invisibility 6, Increase
Reflexes +3 3, One Other Spell GM choice 6
Spirits: 1 Force 4 Water Elemental, 1 Force 4 Air
Elemental
Equipment: Gothic Secure Jacket 5/3, Form-Fitting Body
Armor Shirt 2/0, Ares Predator II (9M), Quickened spell
(Foreboding 5 / 5 successes)
Notes: Bishop is a gothic troll who is obsessed with
vampires. Many people in the facility believe he is a real
vampire. Bishop had cosmetic surgery done to alter his
features to look like a vampire . His armor and clothes
have been fashioned to allow him to look dresses for the
part.
Professional / Veteran
Bishop (Troll, Combat Mage)
B
Q
S
C
I
W
R
M/E
7(8) 5x3
6
4
5
7
4
10/ 6
INIT: 6+4d6
Initiate: Grade 4, Quickening, Masking, Possessing,
Reflecting
Pools: Combat 8, Magic 7
Skills: Unarmed Combat 8, Etiquette 2 (Corporate 4),
Pistols 3, Conjuring 7, Intimidation 5, Sorcery 8
Spells: Decrease Charisma 8, Manabolt 5, Death Touch 6,
Fashion 8, Foreboding 6, Improved Invisibility 7, Increase
Reaction +4 6, Increase Reflexes +3 3, One Other Spell
GM choice 8
Spirits: 1 Force 4 Water Elemental, 1 Force 4 Air
Elemental
Equipment: Gothic Secure Jacket 5/3, Form-Fitting Body
Armor Half-Body 3/1, Ares Predator II (9M), Quickened
spells (Foreboding 6/6 successes , Increase Reflexes 3 /3
Successes, Increase Reaction 4/8 Successes)
Notes: As above
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Elite / Prime Runner
Bishop (Troll, Combat Mage)
B
Q
S
C
I
W
R
M/E
7(8) 6x3
6
4
6
8
6
12/ 6
INIT: 9+4d6
Initiate: Grade 6, Spell Quickening, Masking, Possessing,
Reflecting, Divining, Shielding
Pools: Combat 9, Magic 8
Skills: Unarmed Combat 9, Etiquette 2 (Corporate 4),
Pistols 3, Conjuring 8, Intimidation 5, Sorcery 9
Spells: Decrease Charisma 9, Manabolt 7, Death Touch 8,
Fashion 9, Foreboding 6, Improved Invisibility 7, Increase
Reaction +6 8, Increase Reflexes +3 3, One Other Spell
GM choice 9
Spirits: 1 Force 4 Water Elemental, 1 Force 4 Air
Elemental
Equipment: Secure Jacket 5/3, Form-Fitting Body Armor
Full-Body 4/1, Ares Predator II (9M), Quickened spells
(Foreboding 6/8 successes , Increase Reflexes 3 /3
Successes, Increase Reaction 6/12 Successes)
Notes: As above.

Game Over, Man!
What’s up, chummer?
This scenario marks the end of the adventure. If the
runners are in the facility when the team arrives, they
should try to find a quick and quiet way to escape the
facility without engaging the containment team. Fighting
the containment team is beyond the scope of this adventure
and it should be painfully obvious to the runners that the
containment team is very powerful.
The containment team scenario will automatically
initiate when there is only 45 minutes of game play left for
this adventure, no matter what the runners are doing or
where they are at.
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security and containment. Please remain diligent at your
post until relieved by the containment team.”

Behind the scenes
The Ares TR-55s have just landed on the surface and
the containment team has arrived. It is likely that the
runners are in the facility at this time. If they devise a
quick way out of the facility then they should have no
problem getting out.
The containment teams are in five man groups. They
will spread through out the facility and secure each area.
There are a total of ten teams plus other support personal.
The other support people include a captain, rigger, decker,
and team of medical doctors. The containment team’s
personnel are in full security armor with environmental
seals.
It is intended that the runners do not engage the
containment team, but rather try and escape quietly. If the
runners engage one of the five man response teams then
after two rounds of combat two more teams will arrive and
join the fight.

Debugging
This is not meant as a combat scene. If the runners are
foolish enough to fight this group, then they will get hurt.
Feel free to increase the abilities and power levels of the
included five man sweep team – sufficient enough to kill
the runners in a fight. Each player will automatically
receive a deadly wound, lose all weapons, magical and
security- or military-grade equipment. Mages must role to
check for magic loss and all players will have to pay the
living / healing costs for the amount of time it will take to
heal the deadly wound. Of course, if you have time to do
so, feel free to play out the encounter, but you should
insure that the results are practically the same.

Tell it to them straight
A voice comes over the loud speaker in the facility.
“This is captain Kenneth Brooks of the Ares Arms Special
Magic corps containment team. I am assuming control as
chief security officer at this facility. My team is being
dispatched throughout the facility and will take over for
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A Biotech TN 5 test on John will reveal the following:

POWER PLAY

Successes
0
1

People Are Strange
What’s up, chummer?
During the fight several hours ago, a flesh form ant
spirit used the opportunity to escape from an operating
table. The flesh form spirit, named John, has been an Ares
test victim for several months now and sees the runners as
an opportunity to escape. This scene will take place
sometime when the runners are on the fourth sublevel of
the facility.

Tell it to them straight
“Help me,” you hear coming from the room up ahead.
As you round the corner, you see a man pulling himself
along the ground in obvious pain. He reaches out to you as
if to ask for help, but the words are barely audible. His
arms fall to the ground as he looks helplessly up at you.
What have these bastards done to this poor man?

2+

Result
He has multiple operation scars all over
his body
His scars show a pattern of operations
dating back several months
He has a strange patch of rigid hair on a
discolored, hard piece of black skin
under his upper arm

If the runners decide to help John they might try to
take him out of the facility. John will be unable to walk
himself and will have to be carried. John is a dual natured
being and can not normally pass through the magic barrier
surrounding sublevel 4. However, because he is being
carried by the runners, treat John as being pressed through
the magic barrier (MITS, p83). This means that he will
pass through the barrier, but will be knocked unconscious
in the process.
John, the Flesh Form Worker Ant Spirit
B
Q
S
C
I
W
E
R
1
2
2
3
3
3
(3)Z
2
Force: 3
INIT: 2+1d6
Pools: Combat 4, Karma 2
Powers: Skill (Carpentry B/R: Construction Worker 3)

Behind the scenes
Test subject “John” will tell the runners he is a victim
of human genetic experimentation by the doctors of this
facility (a lie, of course, should anyone be testing for
such). He is a construction worker who lives with his
family in Redmond and was abducted several months ago.
The runners will find him hiding somewhere on the fourth
floor – perhaps in a bathroom or hiding in one of the other
rooms. Examining John will reveal scars from recent
operations and he will be in obvious pain. He is hoping the
runners will take pity on him and offer him a way to
escape. Astrally perceiving John will show him to be a
twisted, mangled flesh form ant spirit. If discovered for his
true form he will plead ignorance to the fact that he is an
insect spirit. If attacked he will helplessly plead for his life
to a sympathetic ear among the players.
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PICKING UP THE PIECES
Fencing the Loot
The team may decide to sell the information they
gather about the facility. The data on this facility is worth
the following prices:
Green
Streetwise
Professional
Veteran
Elite
Prime Runner

10,000
20,000
40,000
75,000
125,000
250,000

These prices vary slightly depending on how much
data is collected on the facility. There are two ways a team
might fence the information. They may sell the
information to Manny. Manny will pay 10% of the above
costs. The team may also try and fence the loot themselves.
If a team tries to fence loot themselves, follow the
rules from SR3, p 237. If the team commits to selling the
data, Ares catches on to them and sends a group of five
fast response teams of the same makeup as the
containment teams found in Game Over, Man! to ambush
the runners during the deal. Do not role-play the Ares
ambush attack. Instead, use the same results as for the
scenario above.

Gaining an Enemy
If the team moved throughout the facility with no
regard to being caught on camera (i.e. their faces were
seen), then they will gain (or increase) Ares Arms , Seattle
Divis ion, a s an Enemy (S R Companion, p68). Use the
following chart to determine what rating the enemy is,
based on Power/Motivation/Knowledge.
Performed minimal damage/killing
Performed significant damage/killing
Sold information about facility

selling any data obtained from the facility, that runner will
receive an Enemy rating modifier of +0 / +2 / +0.
Note that gaining this enemy only occurs if the runners are
photographed. If the runners are wearing masks, disguises,
invisible, or have somehow defeated/tricked the camera
system, then they will not be photographed and therefore
cannot be tagged as an enemy.
Ensure that the Enemy and appropriate modifiers are
notated on the character’s Mission Log. Having an Enemy
means that the party in question has created some sort of
file/dossier on the character or otherwise begins to keep
track of the character and his/her whereabouts. In future
adventures, the Enemy may make an appearance and will
take action appropriate to its current “level” and
motivations.

Awarding Karma
Award individual Karma according to the guidelines on
p244, SR3. Special additional individual Karma should be
awarded based on the following requirements:
The player developed a creative way to
infiltrate the facility

1

Award Karma to each team member based on the
following requirements:
Discovering what happened to Kat
Bringing back Kat’s body
Learning what the facility is doing
Team helped John to escape

1
1
1
-1

Therefore, each character can earn a MAXIMUM of 7
Good Karma for this adventure, 4 from the adventure, plus
an additional 3 for individual roleplaying, tactics, et cetera
as outlined in SR3.

+0 / +0 / +0
+0 / +1 / +0
+0 / +1 / +0

Note that the last modifier is cumulative with either of the
first two. If a runner is photographed and partakes in
heavy property damage, looting, and/or killing every guard
s/he comes across, and is later identified as a participant in
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Facility Guards
B
Q
S
C
I
W
R
3
4
3
2
4
4
4
INIT: 4+2d6
Pools: Combat 6
Skills: Assault Rifle 5, Etiquette 3 (Corporate 5), Pistols 4,
Edged Weapons 3, Small Unit Tactics 2
Cyberware: Headware Radio 2, Subvocal Microphone,
Boosted Reflexes 1, Smartlink
Equipment: Light Security Armor w/helmet, Ares Delta
SMG (7M), Ares Predator II (9M), Ares Combat Knife
(3M)
Note: Treat the Ares Delta SMG as an Ingram SMG

Support Personnel, Clerks, and Technicians (18)
B
Q
S
C
I
W
E
R
2
2
2
2
3
3
6
2
INIT: 2+1d6
Pools: Combat 4, Karma 2
Skills: Etiquette 2, (Various skills needed to do job) 3
There are currently eight support personnel, four
administrators/clerks and six technicians in their various
quarters on this level. If the runners question the
employees they can answer basic questions about the
facility (general layout, number of personnel, function of
each sub-level, etc.). These employees have only seen
specific parts and functions of the facility in order do their
jobs. These employees do not know the true nature of the
research and development taking place in the facility. After
a successful Interrogation or Intimidation test (SR3, p93)
these employees will tell the runners what they know.
They have, however, speculated that this Ares Arms
facility is conducting alien autopsies, genetic
experimentation, or developing new bioware for the
military. These employees know that the facility is on alert
but do not know what exactly happened several hours ago.

A Dark and Stormy Night

Notes: These characters gain +6 dice to resist magic
interrogation and +4 dice to resist standard interrogation.
Five “Special” Scientists/Engineers are also in their
own private quarters. These employees know the true
nature of the research and development taking place down
below. Each of these engineers is a physical adept whose
adept powers have helped them to become very good at
studying Bug Spirits. These scientists are very valuable to
Ares and killing or injuring these engineers will greatly
anger the corporation (see the section on Enemies in
Picking Up The Pieces). The runners should only
encounter these employees if they question everyone on
this level – which will take a lot of time. After a successful
Interrogation or Intimidation test (SR3, p93) the scientists
will tell the runners what they know. None of the scientists
is sure whether Kat is dead or alive but know she was last
seen fighting a Bug Spirit on sub-level 4.

Ralphie (Ralph Schroeder) (Dwarf, Security Rigger)
B
Q
S
C
I
W
R
4
6
3
2
5
6
5
INIT: 5+1d6 (9+3d6 Rigged)
Pools: Combat 8, Control 9
Skills: Computer 3, Electronics 3 (Security Systems 6),
Electronics B/R 5 Etiquette 3 (Corporate 5), Pistols 5,
Gunnery 3, KS: Security Procedures 4

Schmitty (David Schmidt) (Human, Decker)
B
Q
S
C
I
W
R
1
2
2
2
5
4
3
INIT: 3+1d6
Pools: Combat 5
Skills: Computer 5, Computer B/R 4, Etiquette 2
Cyberware: Data Jack, Headware Memory 300mp
Notes: Decking statistics not needed.
Cyberware: Vehicle Control Rig (2), Headware Radio 6,
Subvocal Microphone, Datajack
Equipment: Ares Predator II (9M), Secure Jacket

Adept Scientist / Engineer (5)
B
Q
S
C
I
W
E
R
3
3
3
5
5
7
6
4
INIT: 4+1d6
Pools: Combat 7, Karma 3
Adept Powers: Astral Perception, Iron Will: 4, Magic
Resistance: 2
Skills: Conjuring 4, Aura Reading 5, Etiquette 3, Biotech
5, B/R Biotech 6, KS (Various Science Skills) 6
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Combat Mage (1)

5-Man Containment Team
Security Specialist (2)
B 6(8) Q 5 S 4 C 3 I 5 W 4 R 5 (9)
INIT 9 + 3d6
Pools: Combat 7 Karma 3
Cyber/Bio: Wired Reflexes 2, Smartlink II, Cybereyes
(Thermographic, Flare Compensation, Rangefinder),
Dermal Plating 2
Skills : Assault Rifle 6, Stealth 6, Pistol 4, Thrown
Weapons 4
Knowledge Skills: Bio-containment Protocol 4, Bug
Spirits 4, Magic Threats 3
Gear : Light Security Armor w/ Helmet (Enviroseal (1hr),
Helmet Commlink Rating 5 w/ Encryption 5, Heads Up
Display w/ 100 Mp) (7/6); Ares Alpha Assault Rifle (2
Types of Ammunition, Explosive 10M or Capsule Rounds
loaded with insecticide) w/ Grenade Link, 4 mini
Offensive Grenades (10S); Ares Predator III (9M).
Notes: +4 Dice Spell Shielding from Mage, Mage is
sustaining Armor Spell with 4 Successes on each person
until his first action, Will target mages first

Warrior Adept (2)
B 6 Q 8S 9 C 9 I5 W 5 R6
INIT 8+2d6
Magic: 10 / Grade 4 Initiate (Masking, Centering
w/stealth, athletics, melee combat)
Pools: Combat 9 Karma 4
Adept Powers: Improved Reflexes 1, Quick Strike, Astral
Perception, Counter Strike 2
Skills : Assault Rifle 6, Stealth 6, Unarmed Combat 8,
Centering (Ti-Chi) 6, Athletics 6
Knowledge Skills: Bio-containment Protocol 5, Bug
Spirits 6, Magic Threats 5
Gear : Light Security Armor w/ Helmet (Enviroseal (1hr),
Helmet Commlink Rating 5 w/ Encryption 5, Heads Up
Display w/ 100 Mp) (7/6); Ares Alpha Assault Rifle (2
Types of Ammunition, Explosive 10M or Capsule Rounds
loaded with insecticide) w/ Grenade Link, 4 mini
Offensive Grenades (10S); Ares Predator III (9M).
Notes: The following Spells have been quickened on the
adept (Flame Aura: 3, Spell Shield: 6); In addition an Air
Elemental is sustaining a force 2 Invisibility Spell on each
person with 10 successes for each adept.

B 4 (8) Q 4 S 3 C 4 I 6 W 6 R 5 (8)
INIT 5 +1d6 / 8+4d6
Magic: 9 / Grade 4 Initiate Hermetic Mage
Pools: Combat 8 Spell 7 Karma 9
Skills : Conjuring 6, Sorcery 9, Assault Rifle 3, Stealth 6
Spells/Powers: Masking, Quickening, Anchoring,
Shielding / Manabolt 7, Stun Ball 9, Detect Life 4, Treat 5,
Improved Invisibility 6, Improved Reaction 6, Stealth 6,
Control Thoughts 8, Improved Reflexes+3 1, Armor 8
Gear : Light Security Armor w/ Helmet (Enviroseal (1hr),
Helmet Commlink Rating 5 w/ Encryption 5, Heads Up
Display w/ 100 Mp) (7/6); Ares Alpha Assault Rifle (2
Types of Ammunition, EX Explosive 10M or Capsule
Rounds loaded with insecticide) w/ Grenade Link, 4 mini
Offensive Grenades (10S); Ares Predator III (9M).
Notes: Quickened Spells (Spell Shield with 6 successes,
Armor with 8 successes); Sustaining Spell Foci: Improved
Reflexes+3 1 and Improved Reaction 3 (6 successes),
Improved Body 4 (8 Successes)

Water Elemental
B 10 Q 8 (x2) S 8 C8 I 8 W 8 R 9
INIT 19 + 1d6 / 28 + 1d6 astral
Magic: Force 8
Pools: Combat 12
Spells/Powers: 8S Stun, Engulf, Materialization,
Movement / Vulnerability (Fire)
Notes: 2 Services

Air Elemental (2)
B 4 Q 9 (x4) S 3 C6 I 6 W 6 R 8
INIT 18 + 1d6 / 26 + 1d6 astral
Magic: Force 6
Pools: Combat 10
Spells/Powers: Engulf, Materialization, Movement,
Noxious Breath, Psychokinesis / Vulnerability (Earth)
Notes: 2 Services
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