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“Get out!”
He woke with a start, blinked in the darkness, 

and looked around. The room was silent save for 
the soft breathing of his roommates. He waited 
for a moment, then decided it had just been a 
dream. He stood up and headed downstairs 
to the common kitchen area to grab a glass of 
soymilk before going back to sleep.

He shook his head as he walked. “Get out!” 
He could still hear it ringing in his head, a firm, 
commanding voice. Stern, hard as iron. But 
beautiful as well. He knew he wasn’t imagining it. 
He couldn’t have. That voice was more real than 
anything else around him right now.

Clay was happy, happier than he’d been in a 
long time. His family life had been troubled, his 
father an abusive, drunken, corporate factory drone for Fuchi, his 
mother a worthless, wilting flower who wouldn’t stand up for him. When 
he discovered his magic just a few short years ago, he thought he’d found the 
answer. But he could never get it to work right. Even the simplest spells bought and bartered for 
from street vendors and back alley dealers wouldn’t work for him. The most he’d been able to do 
was to set the curtains on fire one night when his father had come home from the bar and tried to 
beat him again. He had run after that, away from home and away from his family.

Then he had found them. His new family. The Universal Brotherhood. He had spent weeks on 
the street trying to find work, just trying to survive. Then he’d ended up in a shelter run by the 
Brotherhood. They’d fed him, gave him new clothes, and made him feel welcome. Then he’d met 
Brother Michael. Michael told him he was special. Told Clay that he understood him, that he knew 
what was going on. And he’d brought him here, to the Redmond Chapterhouse, which served as a 
boarding house for members who needed it.

Clay downed his milk, then went into the bathroom. He wouldn’t be able to sleep, not now. 
“Get out!” still reverberated through his brain. He didn’t want to get out, didn’t want to leave his 
friends, his new family. He had found a place where he belonged. But that voice was insistent, and 
the echo seemed to get louder and louder as it crashed around inside his skull.

He turned on the hot water in the sink and leaned down, soaking in the steam. He tried to clear 
his head. He straightened up, wiped steam off the mirror, and stumbled back. The face in the mirror 
wasn’t his own. It was alien. It was horrible and beautiful, breathtaking and terrifying. Glossy black 
and shiny and multifaceted and … perfect. He stared at the face he saw in the mirror, and the voice 
roared through his head once more like a thunderbolt. “Get out!”

And this time images accompanied the words. He saw fire, and he saw death. Could hear 
scream and gunfire. He smelled blood and charred flesh. He saw a city that wasn’t Seattle, and 
saw a mushroom cloud hanging over it. And behind it all he saw a black and green stone, pulsating 
with power. And he knew. The magic tingled at his fingers, and he understood. He knew what he 
was destined to do. It started with “Get out!” But it wouldn’t end there.

Clay silently changed clothes and walked out of the Redmond Chapterhouse, once more 
starting down a new path.
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INTRODUCTION
SRM04-08: Brothers United is a Shadowrun Missions campaign 

adventure. Full information on the Shadowrun Missions campaign 
is available at shadowrun4.com/missions and includes a guide 
to creating Missions characters and a regularly updated FAQ. All 
maps, player handouts, and other playing aids are found at the end 
of this document.

PREPARING THE ADVENTURE
SRM04-08: Brothers United is intended for use with Shadowrun, 

Fourth Edition, and all character and rules information refers to the 
fourth edition of the Shadowrun rules.

Adventure Structure
SRM04-08: Brothers United consists of several scenes. These 

scenes 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 and be a little more generous with clues, target 
numbers, and other requirements to guide the players through the 
adventure. 

Each scene 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.

Scan This provides a quick synopsis of the scene’s action, allowing 
you to get a feel for the encounter at a glance.

Tell It to Them Straight is written to be read aloud to the players, 
describing what their characters experience upon entering the 
scene. You should feel free to modify the narrative as much 
as desired to suit the group and the situation, since the char-
acters may arrive at the scene by different means or under 
different circumstances than the text assumes.

Behind the Scenes covers the bulk of the scene, 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 environ-
mental conditions and other properties of the location as well 
as providing any descriptions of important items.

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 scene. This subsec-
tion should usually only be used for home games, or games 
where time is not a factor. At most convention and Open Play 
events, gamemasters should omit this information. It adds to 
the scene but does not contain important information.

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 common problems and other sug-
gestions for dealing with them.

RUNNING THE ADVENTURE
Gamemastering is more of an art than a science, and every 

gamemaster does things a bit differently. Use your own 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. Shadowrun Missions adventures are designed to run in a 
standard four-hour convention time slot.

Please keep this in mind when running the adventure. 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. (Make sure that you have enough copies of the 
Debriefing Log for this adventure to give one copy to each player 
after running the adventure.) This section offers some guidelines you 
may find useful in preparing to run SRM04-08: Brothers United (or 
any Shadowrun Missions adventure).

Step 1: Read The Adventure
Carefully read the adventure from beginning to end. Get a feel for 

the overall plot and what happens in each scene. That way, if something 
different happens, you won’t be caught off guard and you can adapt 
things smoothly.

Step 2: 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 3: Know The Characters
Prior to the start of the adventure, examine the PC’s 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 scenes if such a dynamic has been included.

Step 4: 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, Twentieth Anniversary Edition (SR4A). Standard rules 
such as success tests, the Rules of One and Six, and other common 
mechanics are described in SR4A and are not repeated in this 
adventure.
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Please keep in mind when preparing for the adventure, that the 
PCs will not necessarily comprise a balanced party. It’s entirely possible 
that the party will be made up entirely of technomancers or back-to-
nature shamans. If the characters run into a brick wall because of such 
complications, show flexibility and use your best judgment in how you 
lead them back to the plot.

Non-Player Characters
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 throughout the adventure.

Minor NPCs are found in the individual scene that they appear, 
and they generally have a brief write up, noting only their important 
skills and the gear they are carrying. Note that their dice pools are pre-
calculated to save the gamemaster time.

Major NPCs can be found in the Cast of Shadows at the end of 
the adventure; they have more detailed write-ups and include most of 
the skills and the gear they have access to. 

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 scenes and NPC descriptions offer tips on 
adjusting the NPCs to suit the abilities of the characters in your 
group. To adjust the power level of an NPC, refer to the Prime Runner 
Creation and Advancement Table (p. 285, SR4A). Take the player 
characters’ abilities into consideration when assessing the NPCs in 
this adventure and modify them accordingly.

Mission Difficulty
Gamemasters are encouraged to use their own judgment and to 

adjust the difficulty of the encounter to take into account the abilities 
of the players. If the players have no magical support, replace magical 
defenses with mundane ones. If the players are weak on combat, reduce 
the number of enemies by one or two. Conversely, if they’re steam-
rolling the opposition, add one or two enemies to the fight. Missions 
should be a challenge to the party but should never be insurmountable 
for a team playing it smart.

Choosing Sides
During the course of a scenario, the PCs will be presented with 

options to choose sides between several Factions in the adventure. 

Seattle is a city full of conflict and opposing Factions who butt heads 
constantly. Characters can try and remain neutral, but often any 
decision they make will favor one Faction over another. These choices 
will earn the character positive or negative Faction Reputation. Positive 
Faction Rep doesn’t mean that a runner has become a member of that 
Faction, but rather just notes that the Faction looks upon the character 
favorably, and is more inclined to deal with the runner. High enough 
Faction Rep will earn the character a favor from that Faction at the end 
of the adventure (see Picking Up The Pieces for more information). If 
your Faction Rep drops low enough, contacts that are members of that 
Faction may not deal with you at all.

Each Faction keeps tabs on its opposite, and every organization is 
full of spies, so any time a character deals with one Faction, the other 
side inevitably finds out about it. This is tracked on an individual basis, 
so even if one teammate sells out information to NewsNet, another can 
sell out to KSAF and still earn KSAF Faction Rep.

A Note on Commlinks
By 2070, commlinks have become a universal appliance. Because 

just about every NPC is going to have one, they won’t always be 
statted out in the adventure text. For NPCs who do not have a statted 
commlink, assume it has all necessary ratings at 3. These commlinks 
will not contain any valuable paydata.

Paperwork
After running a Shadowrun Missions adventure, there are several 

important pieces of paperwork that need to be filled out.
The first is to make certain to distribute a copy of the adventure’s 

Debriefing Log to each player. As the gamemaster, please make certain 
to fill this out and sign off on it for each character. In the interests of 
time, you may have each player fill out the sections, with appropriate 
values that you give them. Please consider the PC’s actions in the 
scenario when providing Reputation modifiers, per those rules (p. 
265, SR4A).

The second is to make sure that all players have updated their 
character’s calendar. PCs are allowed to go on one run per week. The 
calendar is used to track the character’s monthly lifestyle expenses, 
adventures, and their downtime exploits.

Finally, once an adventure is completed gamemasters should head 
over to the official Shadowrun forums at httt://forums.shadowrun4.
com and look in the Shadowrun Missions section. There will be 
a section to post the outcome of the Missions adventure. Future 
adventures will be affected by these results. Without gamemaster 
feedback, the PC’s exploits will be unable to affect the campaign.

MISSIoNS FACTIoNS
ArtifACt ruSh PLotLine

Atlantean Foundation: This faction has long believed in a grandiose magical “Fourth Age,” 
and the recent influx of magical artifacts lends credence to their claims. They are scrambling to 
be the first to gather these artifacts and unlock their secrets.

Draco Foundation: Founded after former president Dunklezahn’s death, the Draco 
Foundation has been searching out any number of strange things for research. Rumor has it 
that even fifteen years after his death, Dunklezahn is still guiding them from beyond the grave. 
No one knows their true motives, but they will do whatever they can to get their hands on these 
strange artifacts and discover what they can do.

Saeder-Krupp: For now, Lofwyr is content to sit back and watch as mortals scramble about 
for baubles from a past life. For the time being, he’s just gathering data.

Lung: Like Lofwyr, Lung is watching and waiting to see what gets unearthed, and what 
the mortal races do with it.
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MIssION syNOpsIs
An insect shaman by the name of Clay Morepoole has reopened a 

portal to the plane of the Invae, where insect spirits originate. He was 
an original member of the Universal Brotherhood and got his start 
back in the ‘50s with the Octagon chapter house in Seattle. He has 
managed to get his hands on an artifact called the Entomo Klitevo 
(see sidebar).

Since the fall of Universal Brotherhood, Clay Morepoole has 
been searching to find some way to allow his “gods” to return. About 
two years ago, he acquired the Entomo Klitevo and figured out how 
to make it operate, and for the last year he has been operating out 
of tunnels near the Ork Underground beneath the former Octagon 
Chapterhouse of the Universal Brotherhood, working to bring new 
insect sprits through.

Convinced that the hosts used by the Universal Brotherhood were 
flawed because they used homeless and street people, he believes that 
younger and healthier subjects will result in better and more powerful 
merges. Clay has devised a method of taking teenage children and 
using their pure aura and bodies, modifying them to serve as the best 
receptacle for possession. The process involves taking the children to 
the artifact and bathing them in the emanations from it. This take 
about 4 hours and once complete, a spirit moves in and takes about 
3 days to gestate.

The runners are hired by Cleon de Bohem, a.k.a. King Willy, to 
investigate what he thinks may be a possible insect spirit infestation. 
King Willy is a retired runner who cut his teeth during the 2050s. He 
runs New Babylon, a talismonger shop/free healing clinic, in the Ork 
Underground. King Willy is an ork Voodoo shaman who specializes 
in spirits and possession.

A woman by the name of Momma Cat runs an orphanage called 
Metachildren First in the Redmond Barrens. Over the past year, she 
has noticed that the children at the orphanage are getting weaker, as if 
life is slowly being drained from their bodies. She called in a Catholic 
priest named Father Franklin McMicky who helps fund the orphanage. 
Father McMicky was convinced that what he was seeing was the 
beginning of a mass possession, but he knew he was out of his league. 
He called upon an old friend, King Willy, a specialist in possessions 
to examine the children. When King Willy examined the children, 
he discovered the signs of vessel preparation, though it was on a scale 
he had never seen before. He concludes that the children are being 
drained of essence. After some independent research and communing 
with the Loa, he gets two clues: He learns that an ancient object is 
the cause of what’s happening, and it is related to the summoning of 
insect spirits.

As a veteran who fought the initial outbreak of insect spirits in 
Seattle against the Universal Brotherhood, King Willy is concerned 
that the bugs may be trying to make a new appearance. He hires the 
runners to find out if indeed it is an insect incursion. If it is, he wants 
them to locate the source and wipe it out.

The runners begin with an investigation of the Metachildren First 
orphanage. Once there they discover the identity of the conspirator 
who works there, and they can then follow a shipment of children to 
the former Redmond Chapterhouse.

Tunnels under the Redmond chapterhouse connect to the 
Octagon. The runners discover that the tunnels are laid out like a hive, 
and they encounter some interesting guards. The mission culminates 
in the elimination of Clay Morepoole and the three magicians, and the 
retrieval of the Entomo Klitevo. The runners then face a final decision: 
Should they give the artifact to the Atlantean Foundation, the Draco 
Foundation, or someone else?

ENToMo KLITEVo
The Entomo Klitevo is an artifact from the Fourth World. It was designed by mages to 

access the plane of the Invae.
The artifact is a black and green marbled oval stone that is nestled into two orichalum 

veined crescent shaped pieces. When mana is channeled through the artifact, the stone levitates, 
and the crescent-shaped pieces separate and float next to the stone. The stone then focuses 
the mana being channeled into it into a beam that erupts from the stone and opens a portal 
to the plane of the Invae.

The artifact requires at least three grade 2 insect shaman initiates to activate. Once the 
portal is open, one mage can maintain the portal. The mages can then communicate with resi-
dents of the other plane and spirits can pass over from one side to the other.

The emanations from the stone can do two things: quicken the preparation of a vessel as 
a host, and open the portal to the plane of the Invae.

To quicken the preparation of a vessel, the vessel must be placed in the emanations from 
the stone for four hours a day for six weeks. Once this is done, the essence of the original vessel 
is gone and can then be replaced with whatever spirit the user requires. During the process, the 
vessels slowly lose their life force, leaving them tired and drained at the beginning; by the end, 
they lapse into a coma.

Sa
m

pl
e 

file



6 sCeNe 1: WeLCOMe TO NeW bAbyLON

sCeNe 1: WeLCOMe TO 
NeW bAbyLON

SCAN THIS
The scene involves King Willy hiring the runners. The setting is 

King Willy’s shop, called New Babylon, near the Lordstrungs entrance 
to the Ork Underground. King Willy explains his concerns that this 
may be an incursion of insect spirits; if it is, it must be stopped. The 
scene introduces King Willy as a potential contact if the runners are 
successful, and also shows them a talismonger shop the runners may be 
able to use in the future.

TELL IT To THEM STRAIGHT
You’re not quite sure this is the location. There are no ARO 

advertisements or directions around the building. The sign does say New 
Babylon, which is the location of your supposed meet, and it’s 10:00 a.m., 
when you are supposed to meet your contact. The only indication that 
the shop is open is the flashing twentieth century-style neon sign that 
says “Open.” You’re here, so you might as well check it out.

As you open the shop door, you are assaulted by a variety of 
scents: oils, lotions, incense, pot, and other smells you don’t recognize. 
As you recover from the initial olfactory assault, you scan your 
surroundings. The interior is modestly sized with several aisles packed 
from floor to ceiling with the kinds of materials you would associate 
with a talismonger shop, plus some things whose purpose you don’t 
want to think about.

Your ears pick up the sound of a beaded curtain being pushed out 
of the way, and a voice from the back of the store says, “Welcome to 
New Babylon. If we don’t be having what you are looking for, I sure can 
get it, mon.” As you maneuver to see the source of the voice, you see a 
middle-aged ork standing behind the counter. The first thing that you 
notice is the battered and creased black top hat sitting upon his head. 
Beneath that are thick dreadlocks that once may have been once black 
but now are more grey. The dreadlocks frame a tanned and weathered 
face with piercing green eyes. The face is either tattooed or covered 
in paint that mimics the appearance of a skull. The ork’s right tusk 
is broken and is capped with silver. The rest of the ork is clothed in a 
wrinkled tuxedo jacket that is open and reveals a green t-shirt that has 
the words 7-UP written in white letters. He also wears jeans and a pair 
of flip-flops. The ork grasps a cane with a head of silver in the shape of 
a skull with a top hat. The pearl-plated handle of a revolver can be seen 
just under his chest, poking out from beneath his jacket.

Your fixer said the Johnson would look eccentric, so this must be 
him. The ork looks at you and motions for you to come to the back 
as he holds open a set of beaded curtains. “Please enter my home as a 
most welcome guest, and Papa Ghede willing, we can reach an accord 
over a most important job.”

BEHIND THE SCENES
As soon as all the runners arrive, they are shown to a spacious 

but cluttered living room furnished with mats and pillows. King Willy 
motions for everyone to sit down and begins the meeting once the full 

team arrives. He starts by offering a prayer to Papa Ghede, complete 
with the lighting of incense and smoking a joint. He allows the 
runners to participate if they so wish, and then asks them to introduce 
themselves.

He explains that he has put up barriers to prevent eavesdropping 
and remote surveillance, and that he does this openly so as to not alarm 
any of the mages in the group. He explains that he is doing this because 
the material he is about to reveal could cause panic if it got out into 
the general populace.

Willy tells the runners that he was contacted by a friend of his, a 
Catholic priest named Father Franklin McMicky. A local orphanage 
has had several of its children inexplicably fall ill recently, and when 
doctors couldn’t find any disease that could cause it, McMicky called 
on Willy. Willy said the priest suspected some kind of spiritual 
possession or magical sickness. Willy couldn’t pinpoint the problem, 
but he noted that something was definitely damaging the children’s 
auras, so he did a vision quest. Papa Ghede wasn’t able to tell him 
much, but he discovered that his old foes, whom he calls “the clickers,” 
were behind this. He also was given a glimpse of an artifact of great 
power that the clickers were using. Papa Ghede warned Willy that time 
was running out, and that the clickers must be stopped.

King Willy is concerned that there might be the beginnings of an 
invasion of these clickers, though he does not have much information 
about what kind of spirits these beings are. If the clickers are dangerous, 
they need to be wiped out, and whoever was responsible for giving 
them a gateway to the material plane should be eliminated. Willy 
stresses that they must act immediately, as he believes they may have 
less than a day to stop the bugs’ plans. 

He offers 5,000 nuyen per runner. Players may negotiate with 
Willy to increase the payout, adding 250 nuyen per success on a 
Negotiation Test, with a maximum of 4 net hits. He also tells them 
that if they learn more about these clickers and need special help, he 
might be able to connect them to some useful resources. If the runners 
balk at the relatively low pay, Willy apologizes and explains that he is 
offering all the money he has. He has little interest in the artifact being 
used, however, and suggests that if the runners can obtain that they 
may be able to sell it for a sizable amount of nuyen.

Once the runners finish with negotiations and the final payout has 
been established, King Willy gives them the details he has so far. When 
Willy went to investigate Father McMicky’s problem, he brought one 
of the ill children, an infant, to his shop. He confirmed that the infant 
appeared to have been prepared to be a vessel and that it may have 
already been possessed. He couldn’t tell exactly what spirits were 
involved. King Willy informs the team that the orphanage is called 
Metachildren First, an organization specializing in caring for ork and 
troll children. The orphanage is located in the Redmond Barrens. King 
Willy suggests that the runners begin their search there by talking to 
Father McMicky and the owner, Momma Cat. Alternately, they can 
make their way there tonight and stake the place out to see if anything 
interesting happens.
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If the mages in the party assense King Willy, they see he is 
currently masking himself so that he looks like an uninitiated magician. 
If they assense King Willy’s shop and backrooms, they see that the 
entire shop has a background count aspected toward the Voodoo 
tradition. A small room in the back is also warded. If he is asked about 
the room, King Willy informs the runners that it is his lodge and that 
it is rude to snoop in another man’s home. Hackers and technomancers 
will discover that there are no wireless signals coming into or out of the 
back rooms, but the main shop area has wireless Matrix access (and is 
filled with AR labels of the various wares in the shop).

DEBUGGING
The only issue that might arise in this scene is the runners refusing 

to take part in the mission. If any are hesitant, King Willy stresses how 
dangerous it is to have unknown spirits messing with the material 
plane. Whatever the clickers are, they must be stopped before they 
gain any real control.

If the runners are hesitant due to pay, Willy suggests that the 
artifact the insect shamans are using is probably worth a small fortune 
to certain parties. All of the Factions involved with the Artifact Rush 
would pay well for it. If the runners do not have any contacts with 
these groups yet, Willy is willing to introduce them to both Moreau 
and Laurent Nazaire once the run is complete. 

sCeNe 2: MeTAChILDReN 
FIRsT (DAy)

SCAN THIS
If the runners decide to visit the orphanage during the day, they 

encounter Momma Cat, her assistant Katerina Vick, and the twelve 
orphans that reside there. Talking with the kids, they quickly realize 
that something is wrong. Katerina is being blackmailed by Clay 
Morepoole, who is holding her younger sister hostage. She makes sure 

Momma Cat and the children are drugged every night so they can be 
taken away and exposed to the emanations of the stone. A day visit 
allows the runners to see the children, begin to detect the compliancy 
of Katrina, and get information about how the children are taken and 
where.
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