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Duplicity
Griffin Biotechnology has been a revolving door for shadowrunners. Runners from all over the sprawl have had
at least one opportunity to scout the place or sneak a peek at what's going on inside. Word is that "the big one" has
hit the streets - big nuyen to steal one of Griffin's hottest prototypes. Will Knight Errant be able to keep out this latest
attack against the Everett based firm?
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INTRODUCTION
Duplicity is a Shadowrun Missions campaign
adventure. It is the final adventure in the Griffin
Biotechnology story arc. This is only the adventure
portion of Duplicity – the maps, player handouts, sample
characters, and other playing aids are included in SRM0108B, Duplicity Playing Aids.

Preparing the Adventures
Duplicity 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. Also, Mr.
Johnson’s Little Black Book contains quick resolution
rules for matrix runs and vehicle combat, as well as rules
for reputation.
Other books that gamemasters may find useful in
running the adventure including the following:
• Magic in the Shadows, which presents advanced
magic rules for Shadowrun. A number of the encounters
in this scenario involve powerful magic, so these rules
may be useful.
• 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.
Gamemasters may also want access to the other
advanced rulebooks of Shadowrun: Man & Machine
(cyberware, bioware and other implants), Magic in the
Shadows (magic), Matrix (decking and computers),
Rigger 3 (vehicles and drones) and Cannon Companion
(weapons and gear). These books are useful, but not
necessary, for running Duplicity once you are familiar
with any gear or abilities used within this adventure.
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Adventure Structure
Duplicity consists of several scenarios. Some of these
form the basis of the adventure, which should be
completed in approximately four hours. If you are running
short on time, you should streamline each scenario and be
a little more generous with clues, target numbers, and
other requirements to aid in guiding the players through
the adventure.
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 to be read aloud 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 the setting
of the encounter, going over environmental conditions
and other properties of the location as well as providing
any necessary 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.
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Gamemastering the Adventure

Step Four: Don’t Panic!

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. You should leave at least 15-20 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 Duplicity (or any Shadowrun Missions
adventure).
The adventure is written with the intent of
challenging, but not overwhelming, new Shadowrun
players. The basic main fields of expertise – combat,
negotiation, magic, rigging and the Matrix – are all
covered to some degree.
Because Shadowrun Missions covers a wide range of
players, there is a good chance of having teams lacking in
some of those areas of expertise. You should take this into
account when running Duplicity, and avoid situations
where a group may be lacking.

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.

Step One: Read The Adventure

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.
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.

Carefully read the adventure from beginning to end.
This gives you a complete overview of the whole series
and how events in the early scenes flow in to the later
ones on up to the finale. That way, if something different
happens, you won’t be caught off guard and you can
adapt things smoothly.

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 glance), 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
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.
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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
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PLOT SYNOPSIS

Griffin Biotechnology has been a revolving door for
shadowrunners. Runners from all over the sprawl have
had at least one opportunity to scout the place or sneak a
peek at what's going on inside. Word is that "the big one"
has hit the streets - big nuyen to steal one of Griffin's
hottest prototypes. Will Knight Errant be able to keep out
this latest attack against the Everett based firm?

Having been captured the first time, the runners were
placed inside a simsense training program for Knight
Errant to learn shadowrunner tactics. Realizing that
something isn’t quite right, the runners break out of the
control lab only to realize that they still have to hit Griffin
successfully.
Money and the dream of wetware are on the line as
they launch one final all-out attack on the facility.
This Mission is intended to be fast-paced and action
packed. Minimal effort should go into actual legwork as
there have already been several Missions leading up to
this final blow for Griffin. Players will have access to the
same security briefings that were provided in the two
previous Griffin Biotechnology shadowruns. (SRM00-03
FORCEd RECON and SRM01-04 The Gambler.)
The first two scenes of this adventure (Waking up
and Getting Out of Bed) are paced differently than usual.
The adventure begins in media res. The runners have
already failed once, and need to begin by escaping a
Knight Errant facility. The third scene (Cold Shower) is
a flashback, to the teams initial meeting with their fixer.
After that, the adventure proceeds in a more traditional
fashion.

Adventure Background
Griffin Biotechnology is a new company that received
a huge influx of cash recently from DocWagon and Ares.
This cash has been used to perform some breakthrough
research in mapping the motor centers of the brain and
tissue development. Numerous bioware and cybernetic
spin-off technologies have been born from the research
done at the new secured facility in Everett. Of course, a
state of the art research lab needs the best security money
can buy.
This is the third and final Mission involving Griffin
Biotech’s new Everett facility. The first time runners
entered the facility, was to gather recon and legwork. In
SRM00-03 FORCEd RECON, runners throughout the
sprawl tramped across the grass as they bluffed their way
past guards and hit every contact they could think of to
get a substantial interior layout. All of this was organized
by Lyle Green and paid for by Rose Croix in case the
facility became important later.
Then more Shadowrunners were tapped to be ghosts
within the machine. In SRM01-04 The Gambler, runners
breached the facility without leaving any traces and stole
paydata out of a standalone terminal. This was facilitated
by the acquisition of the key code and passkey of a lead
researcher, and again funded by Rose Croix.
Now, in our final chapter, news about a prototype has
forced Rose Croix and CEO Walter Broward to make one
last daring push. Broward wants to get his hands on the
Griffin prototype and research that bought the support of
DocWagon. If he is unable to get it, he wants to ensure
that it does not end up in DocWagon hands and has
arranged for a team of Shadowrunners to steal or destroy
the prototype. Unlike the previous visits to this facility,
the runners are allowed to take the gloves off and make as
much noise as they feel is necessary.
The timing of Broward’s plan is unknowingly
synchronized with a strike by Yamatetsu moving with its
own agenda.
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Timeline
Wednesday 17:30
Wednesday 22:15
Thursday

13:20

Thursday

20:10

Friday

22:00

Initial contact with Lyle Green.
Meet with Lyle at Dante’s
Inferno. (Cold Shower)
Runners were captured and
taken to Tacoma site.
Runners realize that they are in
a simulation. (Waking Up)
Job deadline.
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Waking Up
What’s Up, Chummer?
The runners are in the middle of a simulation. They
can either force a system reset or pull the cable and get
dumpshocked.

Tell it to them straight
For what seems like the tenth time today, you bypass the
electrical current in the monowire lining perimeter wall,
to the north-west of the facility.
With a deep breath you cut the cable, ensuring that you
aren’t in range of it slashing out at the sudden lack of
tension. You drop over the wall and start running low,
thirty seconds to get to the first building before the guards
pass through this part of the facility.
Stumbling in a soft spot of geometry, you look at your
teammates and realize this is the tenth time today that you
have all assaulted Griffin Biotechnology. Each time the
result has been different.
You make it to the side of the building with less than a
heartbeat to spare as the guards continue their circuit and
have a clear line of sight of the open ground your team
just ran across. You immediately stop, and look to your
watch. 5-4-3-2-1. Go. A few runs ago, you managed to
understand that at every time the hour turns, the system
goes into a backup sequence and all security systems are
down for about 3 seconds. Just enough time to open the
door of the lab, gun down the 2 guards at the entrance hall
and get into the elevator. You immediately punch the
basement button, and the door closes.

(as noted in Cast of Shadows) and Barghests will be
traveling with their K9 handlers.
At this point the runners have two options: end the
simulation or jack out. To end the simulation the runners
need to either make it inside a secured section of the
building or be defeated. This slightly more difficult route
gives the players a better payoff. First they have the
chance to interact with the facility in high alert but
without the dangers of horrific death. Secondly, they can
get out of the host with minimal personal damage. Defeat
is measured by having the runners all captured, knocked
out or killed. At this point the runners are exiting the
freight elevator into the basement. If they successfully
enter the Beta-Clinic or pass the airlock in the direction of
the nanotech facility they will have completed the
scenario requirements.
Jacking out requires a Willpower test TN 8 and
players must then soak 5S Stun. Otaku with the
Neurofilter echo or deckers with ICCM on a cranial
cyberdeck will have a TN 6 test and soak 3M Stun. This
option is not really advised but is offered for players
familiar with Matrix rules who want a shortcut out of the
system.
Also note any character who suffers from Simsense
Vertigo will be at full negatives while inside the
simulation. This can be a strong hint that something isn’t
right.
For runners concerned about vehicles, they are in a
safe location of the players choosing. For the initial
assault on Griffin a stolen car was used.

Pushing the Envelope

Now, it's into unknown territory.

A sadistic GM might not mention the fact that this is
the fifth time the team has been through this encounter
during the introduction. Instead, you might only reveal
what’s going on after inducing a total party kill. Neither
the campaign director nor the author assume any
responsibility for what players might do to any GM who
would pull such a nefarious stunt.

Behind the Scenes

Debugging

The runners have been treated with Laes (M&M
p120), so some of the details are fuzzy, but they can all
clearly recall running through what they now recognize as
a simulation at least five times. In reality, the runners
were hired by Lyle Green (see Cold Shower). In their
first attempt to hit the facility, they were captured by a
Knight Errant SWAT squad. Knight Errant has grown
tired of the repeated attempts, some of which have been
successful, to breach the security at the Everett based
firm. Because of this, they took matters into their own
hands and created an artificial version of the facility to
use in training their elite squad members in specific antirunner tactics.
GMs should use the same statistics as noted in The
Commute or SRM00-03 FORCEd RECON and
SRM01-04 The Gambler. For all intents and purposes,
the players are inside the Griffin facility on high alert.
The guards will be distributed with all of their heavy gear

If any of the players begin to get frustrated at this
point, gradually push them in the direction that they have
done this before, and there were end triggers. Have them
make a memory test (TN 6) to recall flashes of a lab and
debriefing each other after failing the mission. This
should give them enough of an idea as to what they need
to do to get out of the simulator without facing
dumpshock.

You realize this is the first time you have made it
unharmed to the elevator.
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Getting out of bed
What’s Up, Chummer?
Once the team has gotten free of the system, they must
work together to find their gear and get out of the facility.

Tell it to them Straight
If the Players dumpshocked themselves:
Coming to, technicians jerk back from your moving
forms. They apparently had not expected the simulation
to end this quickly. The smell of fear wafts lightly
through the room, strongly enough for those with
enhanced scent that you can taste the sudden salty
outbreak of sweat and panic. Your team is laid back in
ergonomically designed chairs with small massagers to
prevent pressure points and bedsores.
IV bags with unknown drugs and nutrients are setup
but haven’t been forced into your bodies yet—a subtle
hint that they meant to keep you here for awhile. A heavy
plasteel door is situated across the room from you; the
maglock appears controlled by a biometric interface. In
the span of two breaths that it took you to come to your
senses and regain your bearings the technicians have
stood there stunned. Now one of them makes a panicked
move for the alarm panel.
If the players completed the scenario:
Slowly you stir and feel the weight of your body press
in once again on the world that your conscious thought
perceives. You don’t remember how you got to this room
or who the people moving around you are, but the
important part is that you are out of the machine. Techs
move around the room administering to several small
machines hooked up to the chairs you are laying back in.
An IV drip has been prepared but not yet administered.
“Please converse amongst yourselves quietly, the
training program will recommence in ten minutes.”
White boards list out cryptic commentary on your
actions to date—“Randomize backup cycle” and
“Auditory alarm at door opening?”

Behind the Scenes
Due to the highly variable resistance to drugs and
toxins that Shadowrunners seem to have, the level of
sedation is difficult to gauge. Coming out of the
simulation, the techs expect the team to be somewhat
groggy and disoriented both from the disconnection
between mind and body caused by long durations of
simsense and because of the mixture of Laes and
depressants in their bloodstream. The depressants have
worn off at this point and the characters are free to react.
If the techs notice that the characters do not seem to be
groggy they will immediately alert security to subdue the
runners so that they can be properly tranquilized.
While quite brainy, the lab-techs should be a
pushover. (The number of techs should be 1+TR—feel
free to adjust this number based on the combat worthiness
Shadowrun Missions

of your group.) The security forces at the other end of
that alarm panel are a very different story for a group of
unarmed and unarmored shadowrunners. If the alarm is
sounded then the guards will arrive in just under a minute.
Best case scenario is to subdue the techs with a minimal
amount of noise, use their palm to open the door and
begin moving down the hallway.
This set of highly-illegal tests is taking place at an
inconspicuous building in southern Tacoma near the
docks. (See Tacoma Compound Map in the Handouts.)
Internal security is fairly light because this building was
taken over in short order. Ares has heavy sensor and
security equipment setup outside to ensure the privacy of
the facility but has not yet had the time to lock down the
interior. All internal maglocks are rating 5 with biometric
or passkey interfaces. Technicians have access to the
common areas and labs while security has carte blanche
access. All access attempts are logged and checked
weekly.
The runners’ gear is currently being kept in the
armory. (It is due to be shipped back to Knight Errant HQ
for inventory purposes in forty-eight hours.) In addition
to their own gear, GMs can remind the players about the
tactical advantage of grabbing KE uniforms, weapons and
armor from the armory for use as a disguise later.
There are currently four standard security guards
present in the guardroom (see Cast of Shadows). They
are watching camera feeds on a cyclic system that
switches between cameras every three seconds. If a guard
needs to pull up a specific feed, he can by taking a simple
action. At this point the guards are distracted by an urban
brawl game being viewed on a secondary monitor. (They
are under the presumption that if anything horrible goes
wrong the Rapid Response team will handle it.)
The SWAT team (see Cast of Shadows, there are
2+TR members present) is in a debriefing from their last
mission, if the runners completed the scenario. If they
chose dumpshock, then the team will look throughout the
simulation to ensure that the runners have not simply
taken control of the scenario before beginning to armor up
and grab weapons. (This process will take five minutes.
If an alarm is triggered before then, they will respond in
Armored Vests rather than full Security Armor.)
Currently there is no on-site magical support, if an
alarm is triggered an astral projecting mage will arrive on
the scene in three combat rounds. Depending on the level
of threat at that point, the mage will summon several
elementals to deal with the runners.
Matrix Security:
Primary Host:
Orange-7/14/15/12/13/13
Step Event
4 Probe-5
8 Probe-7
12 Passive Alert, Trace-9
16 Blaster-8
20 Active Alert
24 Shutdown
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Secondary Data Host:
Green-5/9/9/8/9/9
Trigger Step Event
3 Probe-4
7 Tar Baby-6
12 Probe-6, Tar Pit-6, Passive Alert
18 Probe-6, Killer-6
25 Tar Pit-6, Tar Pit -6, Killer-6
30 Shutdown
Paydata:
Personnel Files (250 Mp): This file contains the current
listing of all KE personnel at the Griffin Biotech facility
including their training profiles and serial numbers.
Annotations are also made for gear that will be assigned
on a standard basis as well as additional gear that each
guard is qualified to use. Note that this datafile qualifies
as paydata, and if sold to the right fixer or fence, can be
worth 7,500¥. It is additionally protected with scramble-6
Here are some of the relevant details on the Matrix
systems:
- Neither host is sculpted. Because the decker is coming
in from an internal jackpoint, the security is toned down.
- The primary host controls all security measures and
negotiates the connection to the outside world through a
vanishing SAN and one-way data flows.
- If the facility alert has been triggered through an alarm
panel or by security hearing the fray, both hosts will be on
active alert.
- This facility is also a chance for any team deckers to
insert false data into the Everett host.
The armory includes all optional equipment that the
Griffin Facility has as listed in Cast of Shadows, this
gear can prove quite helpful in the assault on the Everett
based firm.

Debugging
Emphasize the fact that the runners are unarmed and
unarmored, if any of them foolishly try to take on security
by themselves. If they persist, throw the book at them.
Security forces will respond non-lethally at first in a
combination of flash bangs and gel rounds. They will
switch to lethal only if they meet deadly force.

Shadowrun Missions

Cold Shower
What’s Up, Chummer?
Lyle Green contacts them. He had heard that there
may have been a complication and they were captured.
Since he’s talking with them the rumors must have been
false, but he wants to remind them the clock is ticking, he
needs the prototype and all corresponding research within
24 hours. After that, it’s too late.

Tell it to them Straight
Moving through the back alleys and dark streets broad
enough for semi-trucks to drive a wide load down, there is
the sense that you must be forgetting something. You
pull out your cell phone to call for a taxi to meet you and
there is a flashing text message—“Call me, LG” The LG
triggers something akin to a landslide of memory.
It was Wednesday night, on the seventh level of
Dante’s Inferno. Green asked you to meet him there to
discuss a job. The pulsing bass resonated through your
body even as the sea of body fragrance and perfume
mixed with alcohol to create the intoxicating tide of the
mob mentality. Everyone gyrated in time to the beat,
primal and unchoreographed, yet unified by the dance.
Lyle was pressed into a booth in the back, waiting for
you. The throng of people and intense electromagnetic
interference created by the sound equipment would make
even the shouted conversation almost impossible to
overhear.
“I’m glad you’re here. We need to talk about heading
back into the lion’s den.”

Behind the Scenes
At this point, the players get to have their meet with
the Johnson. Technically it happened almost a full
twenty-four hours ago, but because the characters are just
remembering it now, the players get to go in and live it
out. (NB: For a full temporal breakdown see Timeline.)
Green is offering 3,000¥ +(3,000¥*TR) per team
member to go in and steal a prototype and all associated
research. If they are unable to acquire the item, he is
willing to pay 60% for the destruction of the prototype
and research.
What’s the Prototype?
The prototype is an unstable advancement in cloning
research. Griffin has working prototypes of a system to
very quickly grow custom cultured organs. Basically,
they’re using established technology to grow “markerfree” organs. However, when a patient needs a rapid
transplant, they first take a genetic sample. Then, using
genetic modification techniques, they modify the
“generic” organs so that they have the appropriate
markers for the needy patient. In theory, their technique
should produce custom organs in hours instead of months.
Their research is at a functional stage for several organs,
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but is not yet optimized. (Success rates are hovering
around 15%.)
What exactly do we have to do?
Starting at the conclusion of the meet they have 48
hours (until 9PM Friday) to enter Griffin Biotech, get to
the microbiology lab, grab the prototype, download the
research, and get out. Property damage or the death of
personnel is inconsequential. The runners should use
whatever means they feel is necessary to get the job done.
What level of threat can be expected?
Security consists of mostly technical systems - no
rigger system, but there are drones and stationary, as well
as mobile, cameras. The security system is software
driven - all maglocks, doors, elevators, HVAC, passcodes,
alarms, panic buttons, and some of the cameras are
computer controlled, most from the inside. Magical
security is low.
GM NOTE: This information is from before the
runners went into the facility and were captured. Remind
the players that the facility is now in high-alert mode and
they should expect stiffer resistance.
What resources are available?
Green is able to provide the runners with a floor plan
and security details of the facility. He’s been told that
some of the runners have already been to the site once and
these should suffice to get them to the lab.

Debugging
Obviously a decker would be very useful in
downloading the research. If the team does not have a
decker, Green is able to supply a stand-alone module with
a smart-frame/agent for retrieving the material. This
black box will have two connectors: one cable is Green
and that has an agent loaded with browse utilities to grab
the data necessary, the other cable is Red and will inject a
cascading worm into the system to corrupt and destroy all
data on the host.
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The Commute
What’s Up, Chummer?
Once again, the players return to Griffin. (Play up the
angle that the gloves are off. Both previous missions
there were strong rules against hitting hard and having
their presence known. This time it’s different.)

Behind the Scenes
GMs running this Mission should have access to and
be familiar with SRM00-03 FORCEd RECON and
SRM01-04 The Gambler. This is the same facility from
those previous Missions. Give the players the handouts
with the security breakdown, maps, and images. If a
player possesses more information, either in hard copy
format or from sheer memory, they are certainly allowed
to use it during this run. (Note: This section of the run
will be very difficult for some teams. The compound is
on high alert, players should be pushed to understand how
deadly the upcoming run can be.)
This run, occurs over a month after the team’s last
successful penetration of the facility. Because of the
team’s failed attempt, all security measures are running at
high alert status. Provided in this section are notes that
cover changes from the available security notes. As
always, players may be able to discover any of these
changes through the appropriate contacts through normal
interaction tests.
Griffin Biotech is located at the end of 172nd Street,
off of Marine Drive. The closest exit from I-5 is Exit 206.
The previous owner bought out the surrounding homes
and connecting streets, and so the area completely
belongs to Griffin. All the former buildings in the area
have been torn down and grown over.
Physical Security
Physical security externally is primarily dependent
upon the surrounding terrain. The facility is built into the
side of a hill, and the road leading up to the facility is up
the side of another hill. The surrounding area is thick pine
forest. No vehicles other than two-wheeled motorcycles
can maneuver through the trees. A 4m high stone wall
surrounds the facility grounds. This wall is granite in
large sections – the wall was created by earth elementals
from the natural rock in the surrounding area. The main
stone wall has a Barrier Rating of 24.
The North, South, and East walls of the complex are
topped by monowire. Only the West side, which faces the
street entrance to the complex, is not. This monowire is
very difficult to spot (Perception (10) test to notice, 10S
damage) and has been installed along the top of the wall.
All three sides are also wired into the security system –
breaking the monowire breaks an electrical circuit and
sets off an alarm. Characters can attempt to bypass this
security feature with a successful Electronics (5) test and
the proper equipment (insulated cutters, electronics
toolkit). Note that characters should not be able to steal
monowire from this facility.
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Internal physical security is not very complex. Fire
doors (Barrier Rating 6) are located at the end of each hall
and at every major intersection. External walls are of
natural cut stone (Barrier Rating 16) and heavy Plexiglas
(Barrier Rating 8). The windows are opaque and prevent
viewing of internal subjects. A polycarbonate coating also
assists in shielding against laser microphones and other
sonic intrusion devices (+4 to all target numbers to use
such devices). Internal walls are of normal drywall
construction (Barrier Rating 4) except for the lab areas,
clean rooms, and other sensitive areas, where the walls
are of Plascrete construction with reinforced rebar
(Barrier Rating 8).
The HVAC (heating, ventilation and air conditioning)
system is separated into two systems . The main system
services the common areas, halls, and offices. The
secondary system services the labs and other sensitive
areas. This system is fitted with an Airwall™ system
(SOTA63, pg.83) which sterilizes the air flow with UV
light and special filters. Both systems have choke points
and filtration systems/fans that prevent anything larger
than a Body of 1 from using the HVAC system as an
entryway into the facility. (Note that small animals, such
as squirrels, may be able to fit through certain areas.)
They also contain the same detection systems as found on
the doors of the facility (see the section on MAD and
Chemical sensors below).
Power systems are also state-of-the-art at Griffin.
Three phased power is provided to the facility, with
redundant cross over circuits should one phase drop
power due to an accidentally cut power line. Should full
power be disrupted, uninterrupted power supplies (battery
backups) immediately provide power to all computer
systems, internal security systems, laboratory equipment,
and emergency lighting. This system is designed to
operate for five minutes – plenty of time to start the
auxiliary generators. The generators can provide power to
essential systems for up to six hours. This window is to
allow for the systematic shutdown and/or defense of the
facility.
Technical Security
Griffin Biotech has focused much of its security
budget into technical security. While it does not have a
full blown SOTA rigger controlled system, it does have
the latest and best Matrix based security options that
money can buy. As one of the prime backers for Griffin’s
latest research breakthroughs, Ares has supplied at
bargain prices the entire security suite for the facility.
External maglocks are activated during non-business
hours (7PM – 8AM). They consist of card readers and
numeric keypad (both at Rating 8). Access rosters
determine which cards and matching PIN codes will work
at various times in various locations. Internal offices and
low security areas use keycards (Rating 6) only. Labs and
high security areas add the numeric keypad, and are
slightly more complicated (Rating 8). The most secure
areas, including the subterranean labs, armory, and other
sensitive rooms add retinal scan identification – the locks
of course are of the highest caliber (Rating 10).
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Lighting around the facility is exceptional. Highpowered daylight halogen lights are positioned at the
main gate and along the main drive up to the facility.
They are also positioned along the front of the facility and
in the parking area. Inside the facility, standard
fluorescent lighting is used.
Cameras are located throughout the facility and
around the terrain. Cameras are located at the main gate
and along the main drive – all of these are mounted
securely on posts and obviously visible. Cameras located
in the woods, however, and in the terrain around the rear
of the facility, are disguised and hidden among natural
items such as trees and boulders. Cameras inside the
facility are normally mounted in unobtrusive black ceiling
globes. All cameras have a 120 degree angle of view (60
degrees to either side of center point) and come with the
following options: normal spectrum, low light,
thermographic, 5x variable zoom, and normal hearing
range audio pickups. Note that cameras inside the facility
at major intersections and common areas are able to
rotate, therefore allowing a full 360 degree view (in 120
degree increments). The cameras are protected with a
black ballistic polymer cover (bulletproof to anything
Heavy Pistol caliber or smaller – note that the domes are
too small to be used as helmets or other wearable armor).
Since the cameras inside the facility are designed to blend
in with the ceiling and be forgotten, a Perception (5) test
is required to spot them. Outside, the cameras are better
hidden – a Perception (10) test is required to notice that
some piece of the natural surrounding has been converted
or is artificial and hides a camera, sensor, or other
detection equipment. Note that the trees or boulders
holding cameras are artificial. Anyone using
thermographic vision, ultrasound, or other non-normal
senses or sensing devices, as well as astral perception,
will be able to spot the fakes with a Perception (6) test.
Most of the cameras, especially around the grounds,
are on simple rotational timers – obviously, not all
cameras can be monitored at once. Therefore, sensor grids
have been placed to assist the system and the operator in
focusing their attention to the correct areas. These sensor
grids consist of pressure pads (set to respond to weights
over 30 kg to avoid false reports from small animals) and
laser grids. The laser grids are set up between two
artificial trees (which of course have no living aura) and
use UV lasers which are invisible to the normal spectrum
– special UV goggles, like those used to see fluorescing
FAB Bacteria, can be used to see the beams. Both systems
have a Concealability of 15 (6 with astral perception,
because the perceiver can see the artificial nature of the
trees, or specialized detection methods which would be
able to detect the systems). Inside the facility, these
measures are only installed in sensitive areas, and are only
designed for after hours usage, when no one should be in
those areas.
Ultrasound sensors (Rating 6) are used closer to the
facility to pick up invisible intruders on the grounds. They
are also used in the more sensitive areas of the facility,
but like sensor arrays, are only usually on after hours
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when no one would be working in the area. The
ultrasound arrays are also not operational at this time.
Finally, at the main doors of the facility, and at the
entrance to high security areas such as the nanolabs,
passive detection systems have been placed into the
framework of the doors and hallway (and also around the
HVAC intake vents). Magnetic anomaly detectors (MAD)
serve to detect the presence of weapons and cyberware.
Chemical sniffers are also integrated into the system,
providing the ability to scan for explosives, gunpowder,
and other dangerous chemicals or gases, both entering and
exiting the building. Both systems are at Rating 10.
Matrix Access
The computer systems of Griffin Biotechnology are
all state-of-the-art. They are very powerful and run almost
all the aspects of the facility for an integrated solution.
There are safeguards in place, however, which help to
protect the system. First of all, each computer system is
dedicated to a role or function in the facility, and does not
usually connect to the other computer systems. This
allows the separate systems to continue to operate, should
one of the others be shut down for maintenance or to
counteract an intrusion. A system layout map has been
provided to help you describe any computer systems or
Matrix connections as necessary.
The communications network is the only system that
is directly connected to the Matrix via a standard SAN.
This system houses the corporation’s matrix presence for
public domain information about the company (i.e.
standard corporate web site), email / telecom connections,
and special pattern recognition and control software for
analyzing and routing of various data packets based on
content. All inbound data streams from the Matrix are
inspected by this program. Telecom signals are passed on
to their respective recipients in the main network. Email is
retained in the data storage area and is accessed by the
main network. Basically, any traffic that tries to pass
through this network to the main network through the
internal SAN will be analyzed for viruses, smart frames,
persona programs, and other illegal datastreams . Any
attempt by a decker to do so must first evade the
program’s Sensor rating and then the Access rating of the
node itself. The program is treated as a smart frame,
shown below. Please note the information on the
PANICBUTTON™ system listed in the logistics network.
This network is a Green-8/8/14/10/15/11 system. It
contains no paydata.
Trigger Step Event
5 Probe-8
10 Probe-10, Tar Baby-10
15 Tar Pit-10, Passive Alert
20 Mark-Rip-12, Tar Pit-12
24 Sparky-12, Active Alert
28 Shutdown
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OperateIT™
Analyze data packets and route to correct destination
Smart Core Rating: 20 Size: 1,416 Mp
B 5 E 0 M 0 S 15 R 20 I 3d6
Programs: Analyze 6, Commlink 6, Read/Write 6
Options: DINAB-8
Fence Value: 22,500¥
Description: This application smart frame was
programmed by Ares. Use the Analyze program rating to
detect any anomalies (such as deckers, illegal programs,
etc.) in any data packets traveling in/through the system.
It can use its Read/Write program to send error/alarm
messages to the security consoles, as well as
deleting/editing files with illegal attachments and/or
viruses. The Commlink program routes all telecom traffic
and inspects the signal for monitoring or tampering.
The logistics network is the “nerve center” for the
facility. These computer systems help control all the nonsecurity related automated functions, such as
housekeeping drones, gardening drones, HVAC control
systems, lighting systems, elevator control, and
emergency systems such as fire suppression systems,
sprinklers, and the PANICBUTTON™ system. Note that
while this system connects to the communications
network, it is only a one-way connection (outbound) that
is dedicated for the PANICBUTTON™ system to pass
through to the matrix to notify the authorities. This system
is also on a dead man’s switch, meaning that update
packets are constantly being transmitted to the Matrix
with the status of the PANICBUTTON™ service. Should
either the communications network or the logistics
network be shut down, this would cut the data feed
(unless a clever decker can somehow spoof the outbound
data) and immediately trigger an alarm. Note also that the
security network has override control on most functions
of this network. The logistics network is a Green8/8/15/8/8/15 system and contains no paydata.
Trigger Step Event
5 Probe-8
10 Probe-10, Tar Baby-10
15 Tar Pit-10, Passive Alert
20 Mark-Rip-12, Tar Pit-12
24 Sparky-12, Active Alert
28 Shutdown
The main network handles all the processing for the
labs, offices, and research areas. It is not connected to the
Matrix directly, although research data, reports, and other
necessary data can be routed through the communications
network. This requires decking through two SANs from
the Matrix – the second SAN is set up to only allow
communications data packets such as telecom and email,
and standard data packets that have been directly
requested by an internal user (such as web traffic). See the
analyzer/router smart frame above. This network
otherwise offers all the software and other programs
needed to operate the labs and perform research,
administrative tasks, etc. The main network is an Orange10/12/15/12/12/15 system. Deckers looking for paydata
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can obtain data files (all in the biomedical field) worth up
to a combined maximum of 100,000¥.
Trigger Step Event
3 Probe-8
6 Probe-10, Tar Baby-10
10 Tar Pit-10, Passive Alert
13 Mark-Rip-12, Tar Pit-12
17 Sparky-12, Active Alert
20 Shutdown
The security network controls all of the security
specific hardware of the facility, both inside and out, and
also can override the functions of the logistics network if
required. This network also includes a smart frame
(shown below) that assists in analyzing the patterns of the
various sensors and cameras. The security network is a
Red-8/15/12/10/12/15 system and contains no paydata.
Trigger Step Event
3 Probe-8
5 Probe-10, Tar Baby-10
8 Tar Pit-10, Passive Alert
10 Mark-Rip-12, Tar Pit-12
12 Sparky-12, Active Alert
15 Shutdown
Overwatch-VI Smart Core
Rating: 20 Size: 1,850 Mp
B 5 E 0 M 0 S 15 R 20 I 6d6
Programs: Analyze 10, Read/Write 5
Options: DINAB-8
Fence Value: 25,000¥
Description: This application smart frame was
programmed by Ares. It is designed to monitor the input
from matrix wired cameras and sensors to check for
differences in normal states . Use the Analyze program
rating as a Perception test to detect changes in a camera’s
(sensor’s) field of view (note that the program will have
filters for such things as waving branches, fans, etc to
minimize false readings). If a disparity is found, it will
reroute the camera’s video feed to one of the primary
monitors at a security station, create a log entry, and send
an alert message (visual, audio, and/or text) to the security
station (using the Read/Write program). The Analyze
program rating is also used to check for any attempts to
modify the camera’s (sensor’s) signal or control,
including time code. This helps to prevent looping or
splicing into the camera. Use the rating as a Perception
test to notice any modifications made to the cameras.
This “application” is meant for use in a mainframe – if
the character were to download it, s/he can sell it for the
listed price above, or use it. It is the object code only and
therefore cannot be modified.

Shadowrun Missions

Astral/Magical Security
Wards have been erected to protect various labs and
research areas from scrying and astral intrusion. These are
astral barriers only, and therefore have no effect on
nonmagical personnel and/or items. These wards are
Force 8 and are opaque in astral space, preventing visual
inspection of the area inside the ward. Perhaps more
disturbing, certain walls will be solid in astral space and
not allow an astral traveler to pass through. Careful
examination will allow the astral traveler to note that
these walls are collocated with security doors. The reason
for this is that the wall contains tanks of Fat Bacteria,
which will be pressure sprayed into the surrounding
walls, floor and ceiling, and security doors in case of an
astral security breach. In the event of a suspected astral
visitor, the fluorescing bacteria will be released into the
hallways themselves to aid security forces in locating the
unauthorized visitor. These stores of Fat Bacteria can be
found while astral traveling by making an astral Reaction
(8) test. A success means the astral traveler has tried to
pass through a wall where this material is being stored. If
the traveler is merely traveling using the hallways and
normal entry/exit ways, then these areas will not be
discovered.
In order to better protect some of the labs and
sensitive work areas, the inner walls, floors, and ceilings
have been lined with biofiber material.
Finally, Knight Errant has been contracted to provide
magical security for the building and its grounds. Due to
the current heightened state of alert, Knight Errant has
stabled four K-9 handlers with barghests on constant duty.
A magician has been posted on site (in the control room)
and will have watchers and low level spirits combing the
facility both inside and out for evidence of astral intrusion,
spell use, or other unauthorized magical activity.
Guard Activity and Procedures
As with any corporation and security setup, the
weakest link of the “system” is the (meta)human element.
However, Griffin has tried to minimize this damage by
hiring some of the most reliable private security forces in
the world. For this facility, the guard force is contracted
out to Knight Errant security forces. Knight Errant guards
serve all security functions for the facility, except the
actual Security Director’s position, which is held by a
Griffin employee. Guards are staffed during three eighthour shifts, starting at 7:00 AM. A fourth shift in the
rotation serves to allow the guards to work various shifts
with time off. Each shift team is known by a call sign
designator: Alpha, Bravo, Charlie, and Delta. Each team
works four days on, one day off, four “swing” (3:00 PM –
11:00 PM) shifts on, one day off, four “mid” (11:00 PM
– 7:00 AM) shifts, and then three days off in rotation. The
shift on three-day break may be recalled as reinforcements
during times of heightened security.
Each high alert shift consists of 39 guards, distributed
as follows: one shift commander/corporate liaison; two
guards at the main gate; four guards in the control room;
two guards in the main lobby; six guards on each floor
(two floors and one basement level) and two guards plus 1
K-9 team patrolling in each exterior quadrant (four total
quadrants).
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Guards serving in external positions (outside) are
wearing light security armor and matching helmets (7/6)
with low-light amplifiers. Weapons consist of a standard
AZ-150 stun baton (8S Stun), Ares Predator II (7M Stun,
gel), Ares Ravener SMG (7M, normal, same as HK-227),
and two flash-bang grenades (12S Stun, flash). All
equipment is, of course, Ares brand. Guards serving
inside wear just secure ultra-vests and secure clothing –
their KE uniforms (5/1). They carry a stun baton and
pistol, and have a flashlight to round out their equipment.
Note that the two guards at the front entryway / main
lobby are equipped as the external guards. Once an alarm
has sounded, all internal guards will report to the armory
and refit themselves into light security armor and heavier
weapons, as needed and/or directed.
Throughout the day, the roaming guards patrol in
pairs in their assigned areas. They are instructed to report
via radio communications every ten minutes. Guards also
know the location of any cameras and/or sensors in their
area, and will also sometimes report in via the cameras
audio-visual pickups. This serves a double purpose of
having the guards check in (and verifying their identity)
and of testing the pattern recognition software. They
receive a 15-minute break every three hours, and stagger
their meal breaks by splitting the lunch hour between
them. Shift change covers a half hour period (15 minutes
prior – 15 minutes after the hour).
As Knight Errant guards, they are confident in their
ability to handle any situation and know that they are
backed up by elite warriors and powerful mages. They
will use military tactics and strategy to counter any
attacks or intrusions against them. They will fight until
told to pull out or stand down by a recognized authority
(Professional Rating 3). They are also all but immune to
fast talk, bribes or intimidation (+4 to any target numbers
to do these actions). If an alarm is raised, the guards will
report to the armory as directed and outfit themselves
appropriately. While the heaviest armor they have is light
security armor, they can choose heavier weapons, such as
Ares Alpha assault rifles, Ares MP-LMG, and Ares
Raptor rocket launchers. APDS ammunition is the
standard round for use in the assault rifles and heavier
weapons. See the Cast of Shadows for game statistics on
the guards.

GETTING IN
One of the keys to this run is gaining access into the
compound and facility. With the heightened alert status,
this is going to be challenging. In the worst case, this
may be a high mortality encounter. Please use your best
judgment. This section outlines two of the possibilities
for gaining access for the characters. They are by no means
to be restricted to these methods, but you should be able
to use them as a guide for any unusual tactics taken by the
characters.
Stealth Approach
Most runners will probably try to attempt a more
stealthy solution to gain access to the grounds and the
facility itself. This is certainly commendable, and
possible, although challenging. The combination of
physical and technical security measures about the facility
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will make it very difficult for runners to successfully
stealth their way in and/or out of the facility. Certainly, a
well balanced team with magical support will have a
better chance in doing so.
Traversing the grounds is much easier than inside the
facility. First, the only (normal) entry ways into the
facility are the front doors, loading dock, and the
emergency exits. Two of these accesses are guarded,
while the third is alarmed. Only the common areas have
no active systems during normal business hours –
although after hours, of course, the systems are activated.
As mentioned in other scenarios, this approach may
work best when coupled with another scenario as a
distraction in order to pull guards away from their posts
so that a small drone, smart frame, or single runner can
slip into the facility to gather information.
One of the best kept secrets at the facility is that all of
this security does have a weak point. All of the external
sensors, cameras, and other devices are connected directly
to slave nodes in the security system. This oversight
means that any runners that are able to stealth into the
compound may have the ability to place a dataline tap and
hack into the security computer. While the system is
difficult, it is much easier than trying to deck in from the
public address SAN. Inside the security computer, the
runners would be able to modify the biometrics database,
get guard schedules, etc.
Coming in over the wall and moving through the
forest will require the guards and the security systems to
attempt to spot the runners. If they are spotted, then the
silent alarm will be triggered and the guards mustered
appropriately to meet the perceived threat. With the extra
time the runners will be taking to stealth towards the
facility, the guards will have ample opportunity to
upgrade to heavier weapons at the armory, as well as
contact Knight Errant for backup support.
Distraction Response
One of the methods that the runners may attempt to
use would be to set up some sort of distraction or ruse to
either: a) gauge the reaction of the guards or b) to commit
their forces in one place so that the runners can insert
someone, or something, somewhere else. The runners
don’t even have to do this themselves. They may hire a
gang or even other shadowrunners to cause the distraction
for them. Also, timed explosions, drones, spirits, or other
forces can be used as well.
While this may sound like a good plan, it will
probably only serve to frustrate the runners. As
mentioned, the Knight Errant forces are professionals –
when a “ruckus” is caused on the grounds, the closest
team is sent to investigate as the sensors in the area are
brought into play. The shift supervisor will announce the
disturbance as appropriate and begin to deploy the guards
as required. Protecting the facility and containing the
security breach is the goal, not engaging unknown foes in
a pitched battle. They will do exactly as the runners are
doing – staying back and observing the attack of the
intruders via various sensors, contact with the first wave
of guards, or other sources.
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They will use this information to formulate a defense,
as well as providing the data to incoming Knight Errant
forces en route for backup. Obviously, if the runners
attempt to enter the facility, they will have an even more
difficult time than if the disruption had not been caused.
Alarms will have been raised, and all security aspects,
including matrix security postures, will have been
increased. Shortly after the start of the attack, the various
spirits and elementals will appear – some will be directed
towards the incoming threat, while some will be directed
to assist in “holding the fort,” or helping to guard the
facility and inner perimeter. Along with these will be an
astral mage or two, which will scout out the situation and
materialize before the shift supervisor to supply him with
the latest intelligence.
Within a few more minutes, the support teams will
begin to arrive, and the facility will be locked down, with
an enhanced security posture. At this point, the goal of
the guards will be containment – they will try to keep the
runners fighting in order to redeploy forces and to wait for
the coming backup forces. If the runners only stay long
enough to get what they came for, or drop off something
else, then they stand a good chance of getting away.
Otherwise, if they continue to hold their ground and fight,
or try to work their way deeper into the facility, then they
will eventually find themselves in a pickle. The runners
will probably be captured, injured or killed.

Debugging
It is quite possible that a team of runners will decide
that they have already failed once at the mission and
refuse to go back. Emphasize the hit that their reputations
will suffer by turning down a job in the middle of the run
and possibly remind them that they have more experience
with the facility now than before. If the players still
refuse to take on the rest of the run, pack up your stuff
and enjoy a few free hours. Runners will earn no karma
and suffer a hit to their reputation score.
Presuming the team does take a final go at Griffin, the
distraction technique may be their best bet to getting into
the compound if they did not take uniforms and insert
security information into the Tacoma host for
transmission to Griffin. Two possibilities for a distraction
would be a go-gang assaulting the front gate or spreading
out individuals along the perimeter to wreak havoc with
launch weapons.

Tell it to Them Straight
Jogging down the hallway at a light pace, trying to
keep one step ahead of security personnel, you slow as
you come up to a corner. The sounds of movement
around the corner draw your senses tight. Moving in
quietly, you slowly draw your weapon and prepare for
another encounter with Knight Errant forces.
You peer around the corner expecting the same grey
armor with KE logo that you have met in each encounter
with security thus far. Instead you spot a team cloaked
head to toe in black jumpsuits and armored vests. They
move as one as they appear to be in the midst of setting
explosive charges. They must have heard you when you
heard them and have assumed firing positions with SMGs
at the ready.

Behind the Scenes
This team is the same one from SRM01-02 Strings
Attached and has just rolled in with specific orders to
demolish the half of the building which is currently
underground. They have secured the back half already
and have placed charges throughout the ventilation
system and within various access panels for the FAB
delivery system in the walls.
The Yamatetsu covert ops team consists of six
members – five combat support personnel and one mage
(see Cast of Shadows). They have been trained to work
together and sometimes it seems that they are using a
Battletac unit, when they aren’t. They are extremely loyal
to Yamatetsu, and have been assigned to the Seattle office
to undertake various sensitive missions – sometimes the
company can’t even afford to trust something to
shadowrunners.
Working for Yamatetsu and the AAA’s own agenda,
the team is willing to form a short term alliance with the
runners. If the runners are hostile though and don’t want
to negotiate, the Yamatetsu team will take every action to
defend themselves. Note that some of the players may
have interacted with the team during SRM01-02 Strings
Attached, the choices they made there may impact the
reactions of the Yamatetsu team now.

Pushing the Envelope

Office Politics

If the runners have thus far seemed unchallenged, it’s
possible that the Yamatetsu team will work to double
cross the runners and steal the prototype for their own
upper management. Such a boon would improve the elite
team’s standing within their own corporation.

What’s Up, Chummer?

Debugging

Another Shadowrun team is in the facility. Their
mission is to destroy the back section (Under the hilltop)
and close the tunnel. The players can either fight them
and expend further resources or work together.

This team is either a godsend for a beaten and battered
group of shadowrunners or another batch of stiff
opposition. Right now the agendas of the two teams are
inline—Yamatetsu is shutting down the nanotechnology
developments of Griffin Biotech and the PCs are stealing
a bioware prototype.
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Payday
What’s Up, Chummer?
If the team is successful, they get the loot. Going
back to Lyle Green, they can collect their due.

Tell it to them Straight
After calling Lyle, he asks you to meet him out at his
favorite restaurant in Everett, Dusty’s. Finding the
steakhouse isn’t a problem. An upscale establishment, the
restaurant is currently closed but the Maitre D is waiting
for you behind a small podium when you arrive. He
escorts you back to the table where “Lovely Lyle” is
waiting for you. A large smile spreads across his face as
you hand him the insulated case.
“Please, sit down. It’s my treat today.”
The scent of fresh bread which you had been
studiously ignoring until this point fills your senses and
you realize that it’s been a long time since you’ve had
non-soy food. Enjoying the supple feeling of the leather
and the solid sensation of real oak under your hands, you
pick up a menu and start to order.

Behind the Scenes
This is the completion of the circle. Players who
played FORCEd RECON should recognize the
establishment immediately. Lyle has heard about the
demolition of the Griffin facility and is giving the credit
to the runners seated with him. They exceeded his
expectations in “destroying any research data” by leveling
the facility and has decided to be somewhat generous, an
expense he will pass on to his employer. Obviously the
text above will need to be modified slightly if the runners
were unable to secure the prototype safely.

Picking up the Pieces
Money:
3,000¥ +(3,000¥*TR) for successfully bringing in the
prototype and research
OR
1,800¥ +(1,800¥*TR) for successfully destroying the
prototype and research
If the players only complete part of the mission (just
the prototype or only the research are
recovered/destroyed) they will only receive half the
specified payment.
Karma:
Award individual Karma according to the guidelines
on p. 244, SR3. No more than THREE points of
individual Karma may be awarded. This is a mission that
has a great impact throughout corporate Seattle, and the
shadowrunners business ethics should be awarded in
consequence. Most of the award is based on monetary
figures stemming from the level of success of the mission.
Team Karma, therefore, is awarded solely based on the
success or failure of the mission:
Retrieving or destroying the prototype:

1

Retrieving or destroying the research:

1

Escaping the lab without heavy casualties
or alerting security:

1

Therefore, each character can earn a MAXIMUM of 6
Good Karma for this adventure, 3 from the adventure,
plus an additional 3 for exceptional role-playing, tactics,
et cetera as outlined in SR3.

Debugging
Dusty’s is closed at the moment, but this will not keep
the Maitre D from commenting on the attire and odor of
the shadowrunners if they go to the restaurant directly
from the run. (Particularly if they have gunshot wounds
and the like…)
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Legwork
Griffin Biotech
Appropriate contacts: Street doc, Any corporate
contact, Any Everett contact, Data Broker, Fixer, Mr.
Johnson
Appropriate Knowledge Skills: Biotech,
(Mega)corporate security, Data Brokerage, Everett
corporations (4)
Successes Result
0 “Yeah, they’re turning metahumans into griffins.”
1 “They’re a biotech firm with a new facility in
Everett. Word has it that every shadowrunner worth his
salt has been through that place”
2 “Word is they have security drones on patrol, but
no rigger on duty.”
3 “I’ve heard that they don’t have mages on duty but
there are some spirits. Yamatetstu just brought in a team
from Russia—my bet is that they are en route to Griffin ”
4+ “They are working on a major breakthrough in
standard and cultured bioware”
Yamatetsu Team
Appropriate contacts: Runner contact, Any corporate
contact, Any Russian contact, Data Broker, Fixer, Mr.
Johnson
Appropriate Knowledge Skills: Local Shadowrun
Community, (Mega)corporate security, Data Brokerage,
(4)
Successes Result
0 “Listen, I’m going to pretend you never asked me
that.”
1 “They’re based out of Moscow—only come to
North America for something big”
2 “Word is the did some work here awhile back,
tangled up with some Rastafarian.”
3 “I’ve heard that they are so good they don’t need
Battletac, probably some kind of magical link.”
4+ “Ask for a Mr. Tamagochi at the Wyndham
Crossroads.”
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Cast of Shadows
Labtechs
B Q S C I W E R
2 3 3 6 4 2 5.3 4
Initiative: 4+1d6
Pools: Karma: 1
Prof Rating: 2
Cyberware: Datajack, 150 MPs of memory
Skills: Computers 6, Electronics 6, Etiquette 3,Biotech 3
Knowledge: Computer background 6, Physics 3

Rebecca Owls-Breath
Security Director
B
Q
S
C
I
W E
R
4(6) 5(6) 5(6) 4 4(6) 5 0.5 5(14)
Initiative: 5 (14)+1d6 (4d6)
Pools: Karma: TR+4 Combat: 9
Prof Rating: 4/Professional
Cyberware: Smartlink, Hearing Damper Modification,
Datajack, Wired Reflexes 3, Reaction Enhancer
Muscle Replacement 1, Dermal Plating
Encephalon 2, Headware Radio w/ Commlink-IV
Crypto-3, Tactical Computer 1
(All cyberware is DELTA grade)
Bioware: Cerebral Booster 2, Enhanced Articulation*
Skills: Assault Rifles 5*, Shotguns 5*, Unarmed Combat
Athletics 3*, Stealth 4*, Etiquette 2, Intimidation
Electronics 3, Computers 3, Biotech 3
Knowledge: Security Procedures 6, Shadowrun Tactics
Armor: Armor Jacket (5/3)
Weapons: Enfield AS-7 Shotgun (Conc. 3, Ammo 10(c),
Mode SA/BF, Damage 8S) with internal Smartgun
System; 4 clips slug ammo; (2,000¥ value)
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Knight Errant Shift Supervisor
Knight Errant Security Guard
B Q S C I W E
R
5 6 6 3 5 5 0.9 5(9)
Initiative: 5+1d6 [9+3d6]
Pools: Karma: TR Combat: 8
Prof Rating: 3/Trained
Cyberware: Smartlink, Hearing Damper Modification,
Datajack, Cyber eyes (Flare Compensation,
Rangefinder, Thermographic), Headware Radio w/
Commlink-IV and Crypto-3, Wired Reflexes 2
Skills: Assault Rifles 3, Pistols 5, Unarmed Combat 3,
Armed
Combat (Club) 2 (4), Throwing Weapons 4, Launch
Weapons (Launchers) 2 (4), Submachine Guns 5,
Athletics 3, Stealth 4, Etiquette 2, Intimidation 4,
Interrogation 4, Electronics 3
Knowledge: Knight Errant Operational Procedures 4,
Security
Procedures 4, Shadowrunner Tactics 3
Armor: Light Security Armor w/ Helmet (7/6)
Weapons: Ares Predator II heavy pistol (7M Stun, gel),
Ares
Ravener SMG (7M, APDS), AZ-150 Stun
Baton (8S Stun), 2 * flash-bang grenades (12S Stun,
flash)
Other Gear: Security passcard, flashlight
This is the “average” security guard for duty at Griffin
Biotechnologies. All guards serving at this location have
been with the company for at least two years with combat
experience. Most have seen action against shadowrunners
at other major facilities. They are professional, dedicated
members of the Knight Errant team. Note that internal
guards do not normally wear the armor and only carry a
pistol and stun baton.

B
Q
S
C I W E
R
5 6(8) 6(8) 4 4 5 0.4 6(11)
Initiative: 11+3d6
Pools: Karma: TR+2 Combat: 8
Prof Rating: 3/Trained
Cyberware: (All Alpha) Smartlink, Cyberears (Hearing
Damper / Amplification), Datajack, Cybereyes (Flare
Compensation, Rangefinder, Thermographic),
Headware Radio w/-IV and Crypto-3,
Wired Reflexes 2, Muscle Replacement 2
Bioware: Enhanced Articulation, Orthoskin 3, Trauma
Damper
Skills: Assault Rifles 7, Pistols 5, Unarmed Combat 4,
Armed
Combat (Club) 2 (4), Throwing Weapons 4, Heavy
Weapons (Launchers) 2 (4), Submachine Guns 5,
Athletics 3, Stealth 4, Etiquette 2, Intimidation 4,
Interrogation 4, Electronics 3, Leadership 4
Knowledge: Knight Errant Operational Procedures 6,
Security
Procedures 6, Shadowrunner Tactics 5
Armor: Light Security Armor w/ Helmet (7/6)
Weapons: Ares Predator II heavy pistol (7M Stun, gel),
AZ150 Stun Baton (8S Stun) Ares Ravener SMG (7M, same
as HK-227 loaded with APDS)
Other Gear: Security passcard, flashlight

Knight Errant K-9 Handler
As per regular guard, with the addition of skill in
Animal Handling 4.

Barghest
B Q
S C
I
W E R
7 6x4 5 - 3/6 3 6Z 6
Initiative: 6+2d6
Attacks: 9S
Prof Rating: 3/Trained
Powers: Enhanced Senses (Sonar), Fear, Paralyzing Howl
The barghest resembles an oversized solid black
mastiff. Its short fur lies flat on its body, creating the
impression that its hide is naked, and spines protruding
the length of its back. Its eyes shine red and its teeth glow
slightly in the dark because of luminescent bacteria in its
saliva. This creature has been trained to follow the
commands of its handler, including the use of its powers,
and therefore warrants the Professional Rating.
This is a dual natured being, and can use its senses
and powers on the astral plane. The howl requires an
opposed Essence (Willpower) test. One net success results
in paralysis.
Shadowrun Missions
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Knight Errant Security Mage

Knight Errant SWAT Team

B
Q
S C I W E M R
4 6(8) 3 5 6 6 6.0 9 6
Initiative: 6 + 1D6 (6 + 4D6)
Pools: Combat 6 Spell 8 Karma 4
Pro Rating: 3/Trained
Active Skills (Relevant):
Athletics 6, Sorcery 6 (Astral Combat 9), Etiquette 3
(Corporate 5),
Pistols 7, Assault Rifles 6, Stealth 6, Conjuring 6,
Unarmed Combat 6
Knowledge Skills (Relevant):
Security Procedures 5, Tactics 4, English 5, Japanese 3,
German 3, Magical Threats 4
Cyber/Bioware (Known):
None
Talents/Abilities/Spells (Relevant):
Initiate Grade 3: Quickening, Invoking, Shielding
Quickened spells (Increased Reflexes 3, Increased
Quickness 2)
Manabolt 5, Powerbolt 5, Stunball 5, Improved
Invisibility 6, Trid Spectacle 6, Transform 5,
Shapechange 5, Chaotic World 6, Heal 6, Silence 5,
Oxygenate 4
Armor: Full Heavy Security Armor with helmet (8/7) and
EnviroSeal, Fire Resistant (-4 to Power of fire based
attacks)
Weapons: Ares Alpha Combat Gun (Assault Rifle, 42(c),
SA/BF/FA, 8M, smartlinked, grenade link, Recoil 2,
loaded with APDS) with offensive air-timed minigrenades (10S)

B
Q
S
C I W E
R
5 6(8) 6(8) 4 4 5 0.4 6(11)
Initiative: 11+3d6
Pools: Karma: TR+2 Combat: 8
Prof Rating: 4/Professional
Cyberware: (All Alpha) Smartlink, Cyberears (Hearing
Damper / Amplification), Datajack, Cybereyes (Flare
Compensation, Rangefinder, Thermographic),
Headware Radio w/-IV and Crypto-3,
Wired Reflexes 2, Muscle Replacement 2,
Bioware: Enhanced Articulation, Orthoskin 3, Trauma
Damper
Skills: Assault Rifles 7, Pistols 5, Unarmed Combat 4,
Armed Combat (Club) 2 (4), Throwing Weapons 4,
Heavy Weapons (Launchers) 2 (4), Submachine Guns 5,
Athletics 3, Stealth 4, Etiquette 2, Intimidation 4,
Interrogation 4, Electronics 3, Leadership 4
Knowledge: Knight Errant Operational Procedures 6,
Security Procedures 6, Shadowrunner Tactics 5
Armor: Full Heavy Security Armor with helmet (8/7) and
EnviroSeal, Fire Resistant (-4 to Power of fire based
attacks)
Weapons: Ares Alpha Combat Gun (Assault Rifle, 42(c),
SA/BF/FA, 8M, smartlinked, grenade link, Recoil 2,
loaded with APDS)
with offensive air-timed mini-grenades (10S)

Gear : Pocket Secretary, Medkit (Rating 3),
Earth Elemental, Force 2 (5 services)
Earth Elemental, Force 4 (3 services)
Fire Elemental, Force 4 (2 services)
Three Watchers, Force 1
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Additional gear as needed for all KE guards at the Tacoma
facility or Griffin:
• Light Security Armor w/Helmet (7/6)
• Ares Predator II heavy pistol (9M)
• Ares Ravener SMG (7M, same as HK-227)
• Ares Alpha Combat Gun (8M, smartlinked, grenade
link, APDS ammo standard) w/ Offensive air-timed
minigrenades (10S) (CC pg 22)
• Ares MP-LMG (7S, APDS ammo standard) (CC pg 26)
• Ares Raptor rocket launcher (same as Aztech Lasher)
(CC pg 27)
• Zapper Static Discharge Rocket (CC pg 44) [Int - Dmg
16D Blast -10/m Scatter 2d6 Fence 1,250¥]
• Anti vehicle rocket [Int - Dmg 16D Blast -8/m Scatter
2d6 Fence 1,000¥]
• APDS Ammunition, various sizes for Pistol, SMG,
Assault Rifle
• Flash-Bang grenades (12S Stun / Flash)
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Yamatetsu Covert Ops Member

Yamatetsu Covert Ops Mage

B
Q
S
C I W
E
R
5 7(8) 6(7) 5 5 4 1.75 6(12)
Initiative: 8 + 1D6 (12 + 3D6)
Pools: Combat 8 Karma 3
Pro Rating: 4/Professional
Active Skills (Relevant):
Athletics 6, Biotech 3, Car 5, Etiquette 3 (Corporate 5),
Pistols 7, Small Unit Tactics 4, SMG 6, Stealth 6,
Throwing 6, Unarmed Combat 6
Knowledge Skills (Relevant):
Security Procedures 5, Tactics 4, Russian 5, Japanese 3,
English 3
Cyber/Bioware (Known):
(all Alpha) Cybereyes (Display Link, Flare Comp, Low
Light), Muscle Replacement 1, Reaction Enhancers 2,
Wired Reflexes 2 w/trigger
Talents/Abilities/Spells (Relevant):
None
Armor (7/4): Black combat clothing (same as Camo
Suit)(5/3) and tactical vest (3/1) and helmet (+1/+1)
Weapons: HK-227s (7M), Narcojet Pistol (6D Stun),
flashpak
Gear : Pocket Secretary, Medkit (Rating 3)
The Yamatetsu covert ops team consists of six
members – five combat support personnel and one mage
(described later). They have been trained to work together
and sometimes it seems that they are using a Battletac
unit, when they aren’t. They are extremely loyal to
Yamatetsu, and have been assigned to the Seattle office to
undertake various sensitive missions – sometimes the
company can’t even afford to trust something to
shadowrunners. They are quick to use any tactical
opportunity that they can spot, and so will not hesitate to
work with the runners, as long as their goals do not
conflict.

B
Q
S C I W E M R
4 6(8) 3 5 6 5 6 9 6.0
Initiative: 6 + 1D6 (6 + 4D6)
Pools: Combat 6 Spell 8 Karma 4
Pro Rating: 4/Professional
Active Skills (Relevant):
Athletics 6, Biotech 3, Sorcery 8, Etiquette 3 (Corporate
5), Pistols 7, Small Unit Tactics 4, SMG 6, Stealth 6,
Conjuring 6, Unarmed Combat 6
Knowledge Skills (Relevant):
Security Procedures 5, Tactics 4, Russian 5, Japanese 3,
English 3, Magical Threats 4
Cyber/Bioware (Known):
None
Talents/Abilities/Spells (Relevant):
Initiate Grade 3: Quickening, Anchoring, Shielding
Quickened spells (Increased Reflexes 3, Increased
Quickness 2)
Manabolt 5, Powerbolt 5, Stunball 5, Improved
Invisibility 6, Trid Spectacle 6, Transform 5,
Shapechange 5, Chaotic World 6, Heal 6, Silence 5,
Oxygenate 4
Armor (7/4): Black combat clothing (same as Camo
Suit)(5/3) and tactical vest (3/1) and helmet (+1/+1)
Weapons: HK-227s (7M), Narcojet Pistol (6D Stun),
flashpak
Gear : Pocket Secretary, Medkit (Rating 3), Gold ring
(anchored Improved Invisibility)
Earth Elemental, Force 5 (3 services)
Earth Elemental, Force 6 (2 services)
Earth Elemental, Force 6 (2 services)
Fire Elemental, Force 4 (4 services)
The mage of the team is responsible for arcane
support. He is ready to counter any magical threat as well
as provide the extra punch necessary in a fight. Most of
the time, though, is spent covering the movements of the
team so that they can move like shadows to their intended
target and get out without being seen.
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