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. . . HIGH SOCIETY AND LOW LIFE . . .

“I can see the seeds right after you drop them through this 
scope. I see one more seed appear from thin air and I’m gonna 
put a round about a thirty centimeters ahead of the seed, right 
about at head height.” Sil’s words and tone were cold, and Nimh 
knew just enough about the elf ’s temperament to consider—but 
only briefl y—being funny before he dropped the rest of the seeds 
in his pocket again. 

“Sil, you still got eyes on those doggies?” Another voice, this 
one from Arrow, slipped in over the secure comm network. 

“For about ten more seconds. If we’re taking them out, I need 
to know now,” Sil replied.

“Leave ’em. We hit ’em now, they’ll know we’re here.” Arrow’s 
voice was cool authority.

Arrow watched the others through their commlinks. The 
group was networked together. Thanks to Zero, Arrow could see 
where each team member was in relation to the others, along 
with a decent overall picture of the landscape. It wasn’t a top-
grade military tactical system, but it worked for them. 

He had fi ve green dots on the overlaid AR image of the local 
area and two red ones. The red dots were the drones; they’d soon 
be gone. With no one tracking them, the system would remove 
them. The fi ve green dots represented Nimh, now waiting at the 
rear door of the massive mansion they served as their target; Zero, 
hanging back in his Ford Americar keeping an antenna peeled for 
interesting electronic activity; Sil, six fl oors up in the parking ga-
rage two blocks over watching over Nimh through a high-powered 
scope attached to a sweet Ares rifl e; Thud, the team’s hands-on 
troll, waiting next to the fence Nimh had climbed to gain access, 
though his green dot showed him about three meters inside the 
fence; and Louie, the team’s other spellslinger, lying a meter from 
Arrow, or at least his body was. The Sun-idol mage was on astral 
overwatch, and his spirit could have been anywhere. 

The team was there to slip into the home offi ce of Dante 
Tangent, CEO of Tangent, Inc., and grab three of his private per-

Nimh watched nervously as the pair of drones walked their 
rounds, passing less than two meters from where he stood. The 
twin GM-Nissan Dobermans paid him no more attention than 
the trees that covered the vast lawn that Nimh had been crossing.

Many thanks to you, Rat, Nimh thought in a silent prayer 
to his patron totem as the power of his invisibility spell kept him 
hidden.

Once the drones were far enough away he started to move 
again. The spell might make him tough to see, but he still made 
noise. He had been doing his best to be silent as the drones 
passed. He knew a silence spell but wasn’t quite sure he could 
maintain both spells and keep alert for anything unexpected. 
Zero—short for Zero Cool, the team’s technical expert—had 
warned him that some of the drones might be equipped with 
ultrasound systems, which meant that even if he was invisible 
to their eyes, he’d easily be spotted by their ultrasonic scan. 

The open lawn he was crossing was perfectly maintained 
by the company that owned the maintenance drones. The grass 
was clipped evenly, and there were no weeds in sight. Though 
perfectly natural at its core of grass and dirt, the area was still 
synthetic to the extreme. Nature existed with a balance of chaos 
and order; this lawn, by contrast, was pure order. 

Slipping a hand into his pocket, Nimh pulled out a hand-
ful of seeds. He dropped a few here and there as he moved. It 
was nothing special, just your average everyday dandelion seed. 
They would likely be purged in the next lawn-care cycle, but 
there was that slim chance that they would stay, the lawn’s 
oppressive order might be broken, and a little nature might just 
slip back in. It had nothing to do with Nimh’s actual mission, of 
course, but he still thought it was important

“Cut that shit, Nimh,” came the cold voice of Sil—short for 
Silver-tongued Devil—over his microtranceiver.

“What?” Nimh sub-vocalized in reply, trying to sound as 
innocent as possible.
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The tightness in his chest let him know the time was close. 
He inhaled sharply, and the clock on his AR glasses rolled over.

Zero Cool looked as cool as a cucumber in the back of the 
car. With his eyes closed he could have been sleeping, but in his 
mind and in the Matrix around him the world was abuzz with 
activity. Zero’s icon looked like a perfectly stylized Egyptian god. 
He had actually taken the image from an old fl at-vid TV show 
about wormhole-traveling soldiers battling powerful aliens who 
pretended to be gods. His name, just like his icon, was also a 
fl at-vid reference to an old movie, a personality quirk he used 
a lot. His teammates were constantly looking at him with that 
strange look of befuddlement or just didn’t even get it when he 
quoted some old line or made some reference. The worst was 
when they’d pull off some line from a new movie that he knew 
was stolen from a classic. Drove him absolutely batty.

Even though time was not up yet, Zero was already work-
ing on the signal commanding the Doberman drones. He knew 
it might take him a little while to lock the signal in without 
screaming a warning to the controlling rigger, so he had already 
started working. 

At the same time he was working on the drones he was 
also working on the home’s node. Accessing the system wasn’t 
easy. The house’s signal ended at the walls, so he couldn’t use 
any of the devices inside to piggyback into the network. He ac-
tually had to hook into the local grid and come in through the 
single feed the house used to bottleneck into the Matrix. He only 
wanted a quick look inside to make sure the schematics they 
were using weren’t scragged by some recent remodel because 
the owner wanted a pool on the top fl oor instead of a private 
nightclub or some shit like that. Just a quick peek through the 
cameras was all he wanted, but time was not on his side. The 
clock rolled over to go time, and Zero’s timers fl ashed on the node 
of Nimh’s signal relay. According to the plan, the Rat shaman’s 
fi rst move when he went through the door was to stick the relay 
at the threshold and give Zero access to all the wireless traffi c 
inside the house. Zero held his virtual breath waiting for Nimh’s 
meat body to catch up with his virtual mind. 

Nimh was nervous as he watched the last few seconds 
tick away. He had the cover off the wrist sheath that held his 
electronics toolkit, and three of his tools were already out and 
held loosely between the fi ngers of his left hand. The tools were 
the fi rst three—and hopefully the only three—he would need to 
bypass the door. His PAN was ghosted but he was still able to 
see the AR overlay that blocked this rear door. In the real world 
the door was a single pane of electroresponsive glass, currently 
displaying the image of an old-fashioned wooden door; in the 
AR world the door displayed a castle portcullis with ghostly 
numbers between the bars used to enter the access code. 

As the clock rolled over, Nimh slipped the screwdriver 
against the fi rst screw and started the show.

sonnel fi les while also planting an agent in the node that would do 
a little creative editing of the electronic twins of those same fi les. It 
was a simple enough job, and the pay was nothing extraordinary. 
Arrow was pretty confi dent they could pull the whole thing off 
with a minimal of exposure. Just the way he liked it.

There had been a few arguments between Arrow and Sil 
about the value of doing jobs quietly vs. loudly this early in the 
team’s life. Sil wanted a lot of fl ash so that he could, as the 
team’s negotiator, build a visible résumé that would help them 
bump up their pay rates quickly. Arrow wanted to keep every-
thing quiet so they’d draw less attention to themselves while 
they were wet behind the ears. In the short term Sil gave in when 
the team voted to support Arrow’s approach, but recently the 
team had really gelled and Sil was pushing to get the most bang 
for their buck, or more correctly the most bucks for their bang. 

This would probably be the last quiet job the team would 
have for a bit, and Arrow wanted it to go smoothly so that it 
could be used as a good counterpoint during Sil’s negotiations. 

“We goin’ in tonight Arrow, or should I just sit here and 
wait for the drones to come around again?” Nimh’s voice pulled 
Arrow from his brief mental drift and refocused him on the green 
dots. Everyone was in place. 

“Go on minute change,” Arrow ordered. He brought up the 
linked chronometer on his AR and let its ghostly numbers cover 
the bulk of the display. The minute approached, and in the few 
seconds before go time he focused himself, channeling arcane 
energies into his muscles, making them pull and twitch with 
strength and speed. He had never been able to master the ability 
to keep those energies permanently locked into his muscles, but 
the boost was often all the edge he needed.

Thud rose to his full three-meter height and let the big 
ruthenium tarp he’d been hiding his massive bulk under fall 
to the ground. His AR display was as unobtrusive as possible. 
He fought with his hands, using his own skills and senses, and 
hated having things that weren’t real constantly in his fi eld of 
vision. The chronometer that counted off the last few seconds 
before it was time to put the plan in action was nestled high in 
the corner of his vision where he could easily ignore it if neces-
sary. The big troll used the time he had left to get a look at the 
area he was supposed to keep secure.

Sil took a deep breath and let it out slowly as time ticked 
away. He could watch the whole team from his vantage, even 
Louie. Sil was like the rest of the team, Awakened. He was an 
adept, but he walked the mystic path and spent less time focus-
ing on his martial prowess and more on his social skills. His 
name was perfect. What he couldn’t get reading body language, 
he’d usually pick up while scanning the aura on the astral, and 
if that didn’t work he’d selected his spell repertoire to give him an 
advantage at the negotiations table. With all those advantages 
he could sell ice to an Inuit and leave the man smiling. 
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 . AIRPORT TERMINAL

Every major city in the world has an airport. Each of those 
airports has a varying number of terminals depending on the size. 
� e example here is a single terminal with a few generic shops, 
food vendors, and kiosks along with the gates, security, and a few 
o�  ces. Larger airports may have a central food court or shopping 
area, a single security point for a number of terminals, and also a 
single large ticketing and baggage area. Consider this map some-
what modular, and shi�  those areas away from the terminal if the 
sprawl is large enough. 

STRUCTURE AND SECURITY
A large number of the structures inside the airport walls are 

built from cheap materials (Armor 2, Structure 3) that are easily 
torn down and rebuilt, altered according to the needs of the trav-
elers. � ese areas include most of the shops, kiosks, and eating 
establishments in the terminal as well as the walls around the tick-
eting area and baggage claim. � e glass of the entryway doors and 
drop-o�  area is standard plate glass (Armor 2, Structure 1). Doors 
between unsecured areas such as the car rental or o�  ces aren’t very 
sturdy (Armor 2, Structure 3) and have standard passkey maglocks 
(Device Rating 3). Secure doors are sturdier (Armor 8, Structure 
9) and have numeric passkey maglocks (Device Rating 4); each 
employee given their own six-digit code to unlock these. � at 
code is terminated when their employment ends. All the doors 
have a duress code that can open every door but also immediately 
alerts security and can lock doors to anyone who does not have a 
security passcode.

� e outer walls of the terminal are built with standard struc-
tural materials (Armor 12, Structure 11), and the glass that allows 
travelers to watch their planes taxi to and fro is armored glass 
(Armor 8, Structure 9). � e walls of the gangways are thin (a fact 
that becomes obvious in colder cities during winter) and made of 
� imsy materials (Armor 2, Structure 3), though the � oor is o� en a 
sturdy metal grate covered in carpeted plates (Armor 8, Structure 
9). � ese gangways are hinged with � exible ends and hydraulics to 
change their elevation for di� erent models of aircra� .

Having hundreds or thousands of people traveling through a 
single choke-point means you needs to have some serious security 
to prevent problems. � e security checkpoint has MAD Scanners 
(Device Rating 4), facial recognition so� ware (Device Rating 4), 
chemsni� ers (Device Rating 4), and a glomoss tube to detect magic.

Regular sta�  are given six-digit passcodes along with their 
passkeys so that security can monitor access. Security sta�  are 
given seven-digit codes and a biometric passkey that requires a 
thumbprint scanner on their commlinks (Device Rating 4) that 
they use for ID checks and biometric veri� cation of their passkey. 
Pilots and flight attendants are given six-digit codes and the 
thumbprint scanners for biometric passkeys and must pass a facial 
recognition scan in order to access the plane via the gangway.

TYPICAL OCCUPANTS
Anyone. Airports are a melting pot of people from all over 

the world traveling for business, pleasure, and everything in 
between. Airport sta�  are usually a re� ection of the local area or 
the parent corporation or government that owns the airport. In 

FINDING YOUR PLACE 
IN THE WORLD

Sprawl Sites: High Society and Low Life provides eight more 
maps of sites that can pop up in almost any sprawl. Whether you 
need a location as part of an ongoing campaign or are looking for a 
quick side run to keep players occupied, this book has the maps, plot 
hooks, and other information needed to put these locations to use.

� e adventure seeds here represent a variety of short adven-
tures, adventure scenes, or adventure starting points utilizing these 
maps. � e last seed in each section is titled “Scavenger Hunt.” � is 
seed strings together scenes and adventures from each location 
into one longer campaign. The settings and Adventure Seed 
scenes utilize NPCs and archetypes from the entire Shadowrun 
line including Shadowrun, Twentieth Anniversary Edition, Jet 
Set, Artifacts Unbound, Unwired, Runner’s Toolkit, � e Twilight 
Horizon, Corporate Intrigue, Runner’s Companion, and Street 
Magic. Additional information on the Scavenger Hunt plotline is 
located in the Scavenger Hunt sidebar. 

Incoming Message ......

SCAVENGER HUNT
This adventure sends the team on a series of 

missions to steal objects from one place and deposit 
them in another. The operations can be done in any 
order, but Mr. Johnson requests that no two of the 
objects being stolen are ever in the same place at the 
same time. The thefts can all be done before any objects 
are placed, but in this case but the objects must be kept 
at least one hundred meters apart, meaning at least 
one team member must stay separate from the others. 
The reason for this requirement is quite mundane—Mr. 
Johnson doesn’t want the team getting caught with the 
two connected items, as he is worried they will indicate a 
pattern—but he will play it up more mysteriously, hinting 
that there may be some arcane signifi cance to the items 
and trying to play up the fear and apprehension that 
often comes with dealing with potential artifacts.

The only limits on the order of the scenes are that 
the opening scene takes place in the Train Station, and 
the closing scene takes place in the Airport Terminal. 
Maps and scenes that are linked together are as follows:

• Department Store—Mansion
• Low Income Housing Complex—Financial Institution
• Hospital—Auto Body Shop/Illegal Chop Shop 

The objects being stolen and where they need to be 
left are described in the adventure seeds. 
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ADVENTURE SEEDS
• � e runners are hired by Mr. Johnson to pick 
him up at the airport. He wants the team to act 
as his security detail, and he needs them to pick 
him up at the gate. � e truth is Mr. Johnson 
is wanted as a person of interest in a murder 
case in New York where he just � ew in from. 
� e runners need to get him through airport 
security. When the runners arrive at the gate, 
they see two security o�  cers (use Corporate 
Security Unit, p. 281, SR4A) waiting near the 
check-in chatting with one of the attendants. 
� ere are also two more plainclothes security 
(use Lone Star Police Squad Member, p. 282, 
SR4A; remove armor jacket, add form-� tting 
body armor (half-body suit) and armor cloth-
ing) sitting among the passengers waiting for 
the next � ight. When Mr. Johnson exits the 
plane, the uniformed security o�  cers approach 
him and ask him to come with them. The 
runners need to get him away from or through 
security. Once they are out of the airport, a 
black Rover Model 2068 (p. 109, Arsenal) 
pulls up. Mr. Johnson tells the runners that this 
is his ride. He pays them for their services and 
wishes them luck. Now the runners need to get 
clear of the airport. 

• Mr. Johnson wants the runners to gain access 
to the Federated-Boeing 797 (p. 28, Un� iendly 
Skies) being used for � ight AT-ZXC 1421 and 
pull it away from the gate. � ey are instructed 
to move it over to hangar 3 within the airport 
and then exit via the emergency exits and get 
away. Mr. Johnson is actually a smuggler who 
had to dump a stolen datachip on the plane. 

Now he needs to pick it up. He has plans to hire a second 
team to break into the hangar where the plane will go for 
repairs. 

• While one of the runners or the whole team is traveling, a 
group of disgruntled former employees hijack the end three 
gates of the terminal from which the runners’ � ight is depart-
ing. � e team is behind enemy lines and could just let the 
situation play out except for two small problems. � e � rst 
problem is that one of the employee/hijackers is an old friend 
of a runner who recognizes him and tries to recruit him to 
the cause. � e second problem is that one of the employees 
is actually a member of TerraFirst! and plans to blow up the 
three planes at the gates, along with the whole end of the 
terminal. He was originally plotting to join the airport sta�  
and cause problems from the inside, but he was � red before 
he could get any of his plans moving. As it turns out, he was 
� red for failing his psychological evaluation. 

• � e runners are hired by one of their regular � xers (use Fixer, 
p. 290, SR4A). He was � ying back home with some custom 
BTL chips and his bag was con� scated. � e product was 
supposed to be for a mob contact of his, and now he has to 
explain to the family why it’s not in their hands. � e bag is 
being held in the secure lockup cage inside the baggage area. 

most large cities the standard sta�  consists of low-paid wageslaves 
(use Corporate Wageslave, p. 137, Runner’s Companion). � is 
makes them bribable as long as the risk is minimal, or intimidat-
able with a minimal threat. There is the occasional exception 
with the wannabe cop working for the airports security service 
in a menial role decides to play hero. Pilots (use Captain Owen 
Barrows, p. 17, Jet Set) and � ight attendants (use Lucita Barone, p. 
17, Jet Set) are also present in large numbers.

Airport security officers come in three grades: menial, 
standard, and response. Menial security o�  cers (use Corporate 
Security Unit, p. 281, SR4A) are bag and ID checkers and most 
of the staff manning the detection devices. Standard security 
o�  cers (use Lone Star Squad Member, p. 282, SR4A) usually 
oversee the security area or walk the terminal looking for possible 
threats. Response o�  cers (use Lone Star Lieutenant, p. 282, SR4A, 
add full body armor w/ helmet) are rarely seen but always make 
an impression, as they are armed to the teeth and armored like 
a tank. � ey respond to security breaches or perceived threats 
with concentrated and deadly force. Some airports have more 
security than others, and many corporate airports place guards 
in corporate-tagged security armor to provide an additional air 
of security.
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they are in. Newer shops may have a maglock (Device Rating 4) 
with a numeric passkey that may be the same for everyone in the 
shop or may di� er for each employee. � e rating of the lock may 
also vary from neighborhood to neighborhood, depending on the 
local security. � e door to the parts room and the o�  ce have a 
lock of equal or greater quality than the outer doors.

Regular shops have security systems to watch the place a� er 
hours that consist of door and window sensors (Device Rating 3), 
motion detectors (Device Rating 3), and/or pressure pads (Device 
Rating 3) set near entry points. All of these systems are activated 
when the last person leaves the shop and then deactivated in the 
morning when the � rst person arrives. Many systems also have 
a “Security Call” feature that contacts the manager/owner if the 
facility is accessed outside of normal business hours. � e manager/
owner usually has a passcode or phrase set up with the security 
provider to tell them if the access is in fact authorized. 

Illegal chop shops can have similar security protocols set 
up, but the warning o� en goes to a local gang paid by the shop 
operator to protect the place during o�  hours (if there are any). 
Usually the chop shop operates twenty-four hours a day and has 
its own security.

TYPICAL OCCUPANTS
An autobody shop of this size has a manager (use Corporate 

Manager, p. 5, Contacts, Adventures, Sprawl Sites), o�  ce clerk 
(use Mechanic, p. 291, SR4A, add Etiquette (Corporate) 3 and 
Computer 2), at least two service writers (use Mechanic, p. 291, 
SR4A, add Etiquette 2), and � � een mechanics (use Mechanic, p. 
291, SR4A) present during business hours, usually 0700-1800 
Monday to Friday and 0700-1600 Saturday and Sunday. A� er 
hours they have a security contract with a local security provider 
(Lone Star, Knight Errant, Hard Corps, Wolverine, etc. (use Lone 
Star Police Squad Member, p. 282, SR4A) who responds to any 
disturbance of the security system.

� e chop shop has a ringleader (use Triad Lieutenant, p. 284, 
SR4A), between ten to thirty “mechanics” (use Mechanic, p. 291, 
SR4A) chopping cars, and a security detail (use Corporate Security 
Unit, p. 281, SR4A). Security is usually a lookout on the nearby 
street looking for approaching raids, one or two guys on the door, 
and one guy inside coordinating activities. Some high-end shops 
may have a rigger (use Drone Rigger, p. 101, SR4A) running a 
drone network for security that would include an iBall (use Lone 
Star iBall, p. 350-351, SR4A) on each street and alley, two armed 
Roto-drones (use MCT-Nissan Roto-drone, p. 350-351, SR4A, 
add AK-97 Assault Ri� e) in the air, and a few armed Dobermans 
(use GM-Nissan Doberman, p. 350-351, SR4A, add AK-97 
Assault Ri� e) or a Steel Lynx (use Steel Lynx, p. 350-351, SR4A, 
add Ingram Valiant LMG) on the ground either in the shop or 
hidden nearby, either through the use of chameleon coating or 
by being hidden in piles of trash or among ruined or discarded 
vehicle parts. Most shops will also have a hacker (use Hacker, p. 
105, SR4A) on the premises to spoof vehicle IDs until they can be 
stripped and to keep an eye on the facilities node (if there is one).

ADVENTURE SEEDS
• Looking to make a little extra cash on the side, the runners are 

hired by a � xer to drop o�  some cars at a chop shop. � e cars 
are all stolen by someone else; the runners are just delivering. 

• � e runners are hired to get a double in place of one of the 
� ight attendants on � ight STC-ORD 1232. � ey need to 
locate which � ight attendants are working that run and get 
a few pictures to load into a nanopaste mask provided by 
the double. � en the runners need to get the attendant (use 
Corporate Secretary, p. 6, Contacts, Adventures, Sprawl Sites) 
away from the � ight and out of the airport while the double 
takes the � ight. � e truth is quite sinister as the attendant 
is the mistress of a high-level Ares exec who wants to give 
his love a new life. He has tricked the double and will bring 
down the plane so the double dies in the crash, leaving the 
attendant free to begin a new life with him.

• Scavenger Hunt: The runners meet Mr. Johnson at the 
terminal for their payo�  and the � nal piece of the job. � e 
job requires them to create an incident that draws atten-
tion to J.P. McMonohan. � e airport security needs to be 
alerted without the runners getting dragged into the trouble 
themselves. � is can be accomplished in whatever creative 
way the runners desire. As the � nal scene, this one doesn’t 
have anything strange to make it more uncomfortable for 
the team unless the gamemaster wants the team to run into 
one of the previous NPCs who happens to be traveling 
as well and might recognize and point out the runners to 
airport security. A� er J.P. is taken into custody, Mr. Johnson 
meets the runners in the baggage-claim area and gives them 
an RFID code for an incoming bag. � e bag contains their 
payment.

AUTOBODY SHOP/
ILLEGAL CHOP SHOP

Everybody needs their car fixed at some point, and car 
thieves need a place where they can take stolen cars so they can 
be chopped up and sold for parts. � is site can do either or both 
depending on the leanings of the management. � e autobody 
shop can be located on any block in any city, and it usually blends 
into the background of the area. If it’s acting as a chop-shop, a low 
pro� le is especially important. If the place is only a chop-shop, 
it’s usually located in a lower-security neighborhood (C or lower).

STRUCTURE AND SECURITY
Cinderblocks and steel are the name of the game when 

building these places. Outer walls and most of the inner walls are 
made of heavy structural materials (Armor 16, Structure 13) with 
windows made of plate glass (Armor 2, Structure 1), though chop 
shops may replace the plate glass with ballistic glass (Armor 4, 
Structure 5) for some extra protection in case of an attack or raid 
(or they may just take out the windows entirely and � ll them with 
more cinder blocks). Inner walls on the o�  ce area are made of 
average materials (Armor 4, Structure 5) with windows of standard 
glass (Armor 1, Structure 1) as well. Internal doors are standard 
materials (Armor 2, Structure 3) with keylocks (Device Rating 2) 
on the knob and secondary deadbolts (Device Rating 3) that are 
usually unlocked. Outer doors are heavier (Armor 6, Structure 
7) and have security features that vary by the neighborhood and 
purpose of the shop. Older shops have keylocks (Device Rating 3) 
and deadbolts (Device Rating 4) no matter what neighborhood 
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syndicate has provided some extra security (use 
Triad Posse, p. 284, SR4A) for the next week or 
two, basically long enough to give the runners 
an extra challenge.

• The team is contacted by Granite, a dwarf 
street criminal who earned a solid rep as a car 
thief in his younger days. He has settled into 
modifying cars now that he’s in his 50s. He 
runs a shop, Rock’n’Rides, that has a problem. 
He found a body in the trunk of one of the cars 
that was sold to him, and he wants the runners 
to look into it and see what kind of trouble he 
could be in if he gets fingered as the person 
to find the body. He mainly wants to dump 
it and forget it. The truth is the body is the 
newest acquaintance/victim of one of his shop 
workers, Daren Dimes, a.k.a. D-Dime (use Red 
Samurai Detachment, p. 283, SR4A). Dimes 
has worked at the shop for years but has been a 
serial killer even longer. He dropped her in the 
trunk because he thought the car was going to 
be crushed. When Granite decided to chop it 
instead, D-Dime played it cool and let his boss 
discover the body. � e runners need to investi-
gate the girl, get pointed back to D-Dime, and 
corner him at the shop or at home (use Low-
Income Housing Complex, p. 14).

• The runners are hired to break into Sgt. 
Peppers, a nice garage in an A-rated neighbor-
hood, steal the GridGuide component from a 
2072 unmarked police 3220zx, and replace it 
with a blank one. Mr. Johnson also wants the 
switch undetected by the garage. � e reason 
for the switch will not be revealed to the 
runners, but if they look on the GridGuide 

they will � nd the car has followed the same path around the 
same time of the month every month for the past two years. 
Mr. Johnson is a crooked cop making protection collection 
runs for the mob and looking to hold o�  an Internal A� airs 
investigation for a little longer. For an extra touch of di�  -
culty, IA for the same department has hired a team of runners 
(use Low-Level Runners, p. 22) to take the car and then leave 
it somewhere. � en they can use the info on it to begin really 
building their case.

• One of the runners is called by a street-level criminal contact. 
� e contact is in a bit of a bind. He has been supplementing 
their income by being a con� dential informant (CI) but 
has had a change of heart. He tagged a stolen car that was 
headed for the chop shop but now needs the tag removed 
and dumped somewhere else to make it seem like it fell o�  in 
transit before it transmits again. Problem is, the garage found 
the tag. � ey grabbed the CI shortly a� er the call and are 
holed up at the garage waiting to ambush the cops coming 
to raid them with some extra muscle they hired (use Triad 
Posse, p. 284, SR4A).

• Scavenger Hunt: � e runners need to break into the garage 
and get into the o�  ce without setting o�  an alarm. If the 
alarm is not activated, the team is ordered to make it look 

� ey don’t have any trouble getting there, but when they 
drop o�  the cars (there are as many cars as team members) 
the shop is raided by local police. � e cops are there to arrest 
everyone. To make things worse, the guys running the shop 
think the runners are snitches or undercover cops. 

• � e runners are hired by Giorgio Scalini (use Enforcer, p. 102, 
SR4A), a foot soldier for the local mob boss. He hires the 
runners to return his boss’ car, which was stolen from Dante’s 
Inferno. He’s done the digging and knows where it is but needs 
a little deniability since the shop has ties to the local Triad. � e 
runners can try to explain who the car belongs to and convince 
the thieves to give it back or they can just steal it, but either way 
Giorgio makes two major demands: � ey will not buy it back 
from the thieves, and there cannot be a scratch on it.

• Giorgio is back, and this time he wants more than the boss’ 
car back. He wants the runners to talk to the chop shop 

“manager” (use Triad Lieutenant, p. 284, SR4A) and convince 
them to work under the umbrella of the Ma� a instead of the 
Triads. � e runners are told this is the shop’s only option if 
it wants to stay in business, and if they refuse the runners 
need to put them out of business. Problem is, the business 
recently got in even deeper with the Triads and is in fact in 
the process of chopping a major order for them. � e criminal 
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