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SPECIAL INSTRUCTIONS
This is the Player Aids package for the Shadowrun Missions adventure entitled Harvest Time . These handouts have been
separated from the main adventure because a) the adventure package was getting large enough already and b) the handouts were a
large package by themselves. This also makes it easier for you to print only the copies of the adventure that you need for actually
running the event, usually one per judge, and multiple copies of these handouts. Note, however, that these handouts will be required
in different amounts—you may want to print a few extra pages of some sheets in advance in order to save time and confusion during
the event.
MAPS
The Maps section contains those maps which can be referenced by both the GM and players during the running of the adventure.
It is suggested that the gamemaster have a fresh copy of the maps for each session, since the players will probably desire to ma rk on
them for tactical planning.
FORMS & LOGS
This section contains the various forms and logs that the players will need upon completion of this adventure. In Shadowrun
Missions, each player receives a Debriefing Log upon completion of the adventure, and should be filled out according to the
instructions in the campaign information package. Try to fill out as much of the sheet as possible, in pen (black or blue preferred),
during the adventure, rather than waiting until the last minute. As the characters achieve various goals or critical mission ele ments,
check them off on the sheets. That way, at the end of the adventure, you should only have to worry about filling in the Karma and
nuyen awards, plus any special awards, contacts, et cetera.
There is also a pair of sheets for recording a character’s yearly activities at-a-glance. These two sheets can be printed back-toback if desired. The sheets are filled out by the players depending on their individual character’s activities to help determine the
passage of time and lifestyle maintenance.
The final sheet is an Event Summary sheet. We hope that you, the gamemaster and/or event coordinator will take a few moments
to fill this out and send us the results. Events with more than one table / gamemaster can certainly compile the results for easier
submission or simply place all reports in an envelope for mailing. You can also email the results, using the same format. If you feel
particularly strong about the adventure, the campaign, or any other related aspects, or just wish to share your successes and/or
failures, or outstanding players, please do so—the information you provide to us will help in making the campaign a better success!
CONTACT/ENEMY REFERENCE CARDS
These pages contain the various contacts/enemies that can be awarded for this scenario. Each page has three copies of the contact/
enemy, and should be carefully separated and trimmed. We recommend that event organizers print these pages on a heavier card
stock or weight paper (approximately 60 lbs, normal printer paper is 20 lbs), and certainly the use of colors will help them stand out.
Note that each contact/enemy “card” consists of three regions: a background, game statistics, and contact name and type. Once
separated into individual contacts/enemies, they should be folded so that the result is a baseball sized card that can be easily stored in
common collectable card carriers or plastic notebook inserts (these inserts commonly hold up to nine standard card sized forms).
The background portion should be folded back to back against the game statistics panel, and then the contact/enemy name panel
folded down over the top of the background information. When finished, the “front” of the card will show the contact’s (enemy’s)
name and title, and general information, the “back” will contain the relevant and known game mechanics information, and the inside
(under the contact name “flap”) will contain the contact’s background and/or further information.
Please destroy and dispose of any unused materials to help prevent misuse.

The “Official” Word
DocWagon Seattle Executive
Indicated in Organ Legging Incident
KSEA —The medical world was shocked today to learn
that DocWagon’s Seattle branch has been brought before
the courts for illegal organ harvesting. DocWagon (DOCW)
shares dropped a full four points on the exchange today as
the news was released. Devon Tyler, a senior executive for
DocWagon Seattle, was implicated as the mastermind for
this criminal operation.
Evidence was uncovered by Lone Star officials yesterday
evening when they conducted a raid on DocWagon clinic
#147 in Fort Lewis. According to Lone Star’s Public Affairs
Office, they have had their eye on DocWagon and Tyler for
some time. An anonymous tip evidently led them to the
clinic, where detectives uncovered over two dozen sets of
DNA-typed organs. Lone Star has released information that
a homeless person, who was missing an eye, found its counterpart in the clinic’s temporary storage facility, which was
positively DNA tagged and matched to the man.
This “eyewitness” will also appear to testify as to the
brutal attack that was perpetrated against other homeless in
the Redmond Barrens area. The witness claims that operatives in the employ of Tyler and DocWagon ruthlessly
butchered and stole the organs of his tribe-mates.
Corroborating video evidence provided by anonymous
sources to Lone Star play out the barbarous acts in gruesome detail. It is expected that Tyler will be convicted of
Murder in the 1st Degree. His associates in this matter cannot be positively identified, and remain at large. While
DocWagon clinic #147 remains operational, the organs and
other related materials have been confiscated. DocWagon
Seattle has been furthered penalized by fines levied against
the multinational on multiple counts of neglect, abuse, and
other charges. These penalties come at the worst time for
the troubled agency as civil suits have also begun to attack
the medical company for negligence in the loss of various
personal, contracted tissue samples and replacement organs
that were lost in the fires of their main storage facility recently.

The Word on the Street
» Is it any surprise to anyone that Rose Croix has almost doubled their client base in the past couple of weeks, especially
with the more lucrative high profile clients?
» Hondo
» I’d say it’s a direct correlation. I’ll venture a guess that
Lone Star’s “anonymous” tips came directly from Rose Croix
representatives
» OurTeam
» I’d hate to be in Tyler’s shoes right now. It’s obvious that
he’s taking a fall for his superiors.
» Linei
» More than likely, Tyler was given an order to “handle the
situation” in nebulous tones. That way, if Tyler did do something wrong, they would have plausible deniability about their
connection to his actions. And that appears exactly to what
has happened. Standard corporate politics.
» The Chromed Accountant
» So what was Rose Croix’s involvement in all this?
» Linei
» I’m betting that Rose Croix somehow got wind of the operation and took advantage of following up on the situation in
order to do as much muckraking and public damage to
DocWagon as possible.
» Bitrunner
» Rose Croix has been systematically hitting DocWagon from
various angles. I’m betting my nuyen that the next move is
going to be from DocWagon...
» Deacon Blues

Raikun Tribe Area Map (GM USE ONLY)

DocWagon Clinic #147 Map

“Hank” is just what his name sounds like. A large,
burly human that could be mistaken for a truck driver,
he is a slow and gentle man that has been called by
“Bear” to do healing works. He moves in strange circles
in the Redmond Barrens—he’ll treat anyone that comes
to him for aid, regardless of metatype or political
leaning. The various gangs have declared him off
limits—one of the few things they can agree upon, as
they both need his services.
Hank was approached early on by Rose Croix and
offered a lucrative job in their magical healing services
program, but he surprised them by turning it down. He
has nothing against the corporations, per se, but has
decided that he is needed more in the Barrens than in
some clean, white lab where rich housewives come for
cosmetic surgery.
If a character has Hank as a contact, they can attempt
to stop once per adventure for whatever they need. He
tries to use as many natural healing herbs as possible, so
he rarely has need for modern medicines. He uses his
magical skills to create powerful poultices and healing
potions.
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Initiative: 4 + 1D6
Karma Pool/Pro Rating: 7/3
Active Skills (Relevant):
Etiquette 3 (Street 5), Biotech 4, Sorcery 8,
Conjuring 3, Enchanting 4
Knowledge Skills (Relevant):
Talismongering 4, Faith Healing 3
Cyber/Bioware (Known):
None
Talents/Abilities/Spells (Relevant):
Initiate Grade 3: Centering, Cleansing,
Anchoring
All Health Spells 8
Gear (Relevant):
Medicine Lodge 9, Healing kit
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Training
Places to Meet: Personal Residence
Contact: Personal Residence,
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Available: 3-6 Chance
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Missions

Help

Table Level

Codename: Harvest Time

r Green
r Streetwise
r Professional

Date:
Location:

r Veteran
r Elite
r Prime

Synopsis: The members of an urban tribe are brutally murdered and left for dead. Who could do such a thing? Vampires,
ghouls, gangs, or just some crazed lunatic? Nope, a greedy corporation that needs fresh organs! Help recover the evidence before it is
destroyed and stop them!

Mission Results:
Mission was r not successful r successful
The team chose to help r Kip r Luxi

Other Notes on Reverse

r

Team Members

Primary
Lifestyle

r Street

r Squatter

r Low

Player: __________________________________

Good Karma

Total Career
Good Karma

Initial

+ Earned
A

r Middle

r High

r Luxury

Character: ____________________________
Metatype: __________ Rep: __________
SIN (SRC#): ________________
- Spent

= New Career Total

= Available
Human: Every 10th point
Meta: Every 20th point

Copy to A
on next sheet

Karma Pool
Initial

+ Earned

- Spent

= Total

+ Earned

- Spent

= Total

Nuyen
Initial

Contacts Gained/Lost
r Street Shaman Lvl 1 Contact “Hank”

Special Items / Notes
r Ford Americar
r Bioware Clinic

r Spirit Strength, doses rrrr
r AAA Insider Stock Tip

Mr. Johnson (GM)

SIN (SRC #)

Signature

Mission Data— Harvest Time
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SHADOWRUN MISSIONS
EVENT SUMMARY REPORT
PERSONAL INFORMATION
Name ____________________________________________

City __________________________________

Email ________________________________________

State/Region _____________________

Country ________________

Commando # ______________

EVENT INFORMATION
Event Name ________________________________________

Location ______________________________________

Dates ______________________________________________

Slot Length ___________________

How many total tables were scheduled for this event time? ___________
How many tables actually played? _________
How many players were at your table? _________
What level did your table perform at?
r Green
r Streetwise
r Professional r Veteran

r Elite

r Prime Runner

How would you rate the following:

Poor

Weak

Fair

Good

Excellent

Adventure
Balance
Non-player characters
Player handouts (if any)
Overall package
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What comments (good/bad) do you have for the adventure?

Unforeseen Outcomes / Results / Player Stories

