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Federal Agent Seth Dietrich has a secret. 

Actually, multiple secrets. One of them made 

him go underground, hiding from the people 

desperate to learn just how much he knows. 

And the other is keeping him from surfacing, 

because he’s found he can’t even trust himself.

If Dietrich were in his right mind, he’d cover 

his tracks like a pro, and no one would find him. 

Especially not shadowrunners getting their feel 

for life on the streets. But he’s not in his right 

mind, which means a group of shadowrunners 

finds themselves in possession of some very 

valuable information—information the highest 

powers in Seattle want for themselves. What 

started as a simple job turns into a scramble 

for their lives, a scramble that could become 

profitable if the runners play their cards right.

Splintered State is an introductory 

adventure for Shadowrun, Fifth Edition. 

Whether you have played previous Shadowrun 

editions or are new to the setting, this 

adventure helps players and gamemasters 

learn the new rules while wrapping themselves 

in the intrigue, excitement, and danger of 

running in Seattle.

F I F T H  E D I T I O N

Sa
m

pl
e 

file



Sa
m

pl
e 

file



2     

SHADOWRUN

SPLINTERED
STATE

Shadowrun Line Developer: Jason M. Hardy
Writing: Devon Oratz
Cover Art: Aaron Riley
Interior Art: Victor Corbella, Ian King,  

Rob Ruffolo, Nigel Sade, Bryan Syme
Maps: Sean MacDonald
Editing: Jason M. Hardy
Proofing: Raymond Croteau, Robyn “Rat” King, 

Brandie Tarvin
Cover Layout: Matt Heerdt
Interior Layout: Matt Heerdt
Art Direction: Brent Evans, Kat Hardy

CREDITS

Copyright © 2013 The Topps Company, Inc. All Rights Reserved. Shadowrun, Splintered State, and Matrix are registered trademarks and/or trademarks of 
The Topps Company, Inc., in the United States and/or other countries. No part of this work may be reproduced, stored in a retrieval system, or transmitted in 
any form or by any means, without the prior permission in writing of the Copyright Owner, nor be otherwise circulated in any form other than that in which it 

is published. Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC.

First Printing by Catalyst Game Labs, an imprint of InMediaRes Productions, LLC  •  PMB 202, 303 91st Ave. NE, E502, Lake Stevens, WA 98258

Find us online:

info@shadowruntabletop.com shadowruntabletop.com catalystgamelabs.com battlecorps.com/catalog
(Shadowrun questions) (official Shadowrun website) (Catalyst website) (Catalyst/Shadowrun orders)

CONTENTS
EVERYONE WANTS TO CHANGE THE WORLD ........................... 3

ADVENTURE BACKGROUND ........................................................... 4

PLOT SYNOPSIS .................................................................................. 5

SCENE 0: ROUNDED UP ..................................................................... 7

SCENE 1: YOU KNOW THE DRILL .................................................. 10

SCENE 2: WITHOUT A HITCH ......................................................... 13

SCENE 3: LYING DOWN ON THE JOB .......................................... 17

SCENE 4: A KNOCK AT THE DOOR ................................................ 20

SCENE 5: CAVEAT VENDITOR ........................................................ 27

SCENE 6: FRIENDS WITH HIGH PRICES ...................................... 34

SCENE 7: THREADING THE NEEDLE (OPTIONAL) ..................... 42

PICKING UP THE PIECES ................................................................. 51

LEGWORK ............................................................................................ 52

MATRIX LEGWORK ........................................................................... 54

CAST OF SHADOWS ......................................................................... 54

BUT NOBODY WANTS TO DIE ...................................................... 62

Sa
m

pl
e 

file



     3

EVERYONE WANTS TO 
CHANGE THE WORLD
*BLINK*

FBI Agent Seth Dietrich had seen plenty of danger or 
strangeness in his days, but regaining consciousness in free-
fall was a new one even for him. The first thing he registered 
was the stomach-lurching phenomenon of falling, body 
twisting around in mid-air. He saw his arms and legs 
stretched out and up before him, flailing. The last thing he 
remembered was a total non sequitur, a flatvid movie slam-
cut, abrupt and jarring.

Then the floor broke the fall and his fall broke the floor. 
Multiple layers of flimsy and rotting wooden scaffolding 
broke apart beneath him. When he finally stopped falling, 
a wildly dancing galaxy of asbestos dust swirled above him, 
and his entire body throbbed from the impact. Above him, 
he heard gunfire and incoherent shouts. The throbbing pain 
in his body and the faintness in his head made him want to 
just lie there, but sometimes to keep living, you have to get 
off the ground.

He rolled to his feet with difficulty, staggering, and 
looked up through ten stories of smashed flooring that 
cored the central tower of an abandoned Barrens death trap 
of an apartment building. Frightened squatters scrambled 
for cover or stared at him in surprise, their auras striped 
yellow and green with swirling eddies of fear and curiosity. 
Wait? Auras? Since when could he see auras? That was 
when he realized his head was swimming with the effects 
of an unfamiliar drug he couldn’t remember taking, that he’d 
never have taken. Why was he on tempo?

Add to this question a plethora of others: how had he 
gotten to the Barrens when he’d been lying low at a safe 
house in Snohomish a few hours ago? Or was it more 
than a few hours? Why was it night when it had been early 
afternoon last time he opened his eyes? Who were these 
men shooting at him? No answers were forthcoming, 
largely because of the shabbily dressed men and orks 
scrambling down what was left of the stairwell toward him, 
firing potshots with Streetline Specials and AK-97 assault 
rifles, their grips wrapped with duct tape.

Bullets chewed into the moldy flooring and peeling, 
decades-old wallpaper around him, phosphorous tracers 
cutting through the dim and dusty air. He thrust a hand into 
the pocket of his lined coat. The familiar weight of his Colt 
Government 2066 was missing, and there was a Steyr TMP 
in its place, along with the cold glass of some kind of vial. 
His Transys Avalon was still on him, thankfully. 

He spun out from under and behind the gnarled wooden 
support he’d taken cover behind and fired a burst of 
flechette rounds upwards, his sights riding the recoil from 
one silhouette to the next. A cry of pain and a loud crash 
told him he’d gotten a piece of someone, but a volley of 
answering fire sent him sprinting down the corridor, looking 
for a way out. 

“You think you can cut-and-run on the 88s, you stupid 
motherfucker!” a voice called out after him, screaming 
harshly above the chattering guns. “You’re a dead man!”

Those weren’t Brackhaven’s men, coming to kill him for 
knowing too much. So who were they?

Triads? Why had he been meeting with Triads, let 
alone stealing from them? Dietrich felt hot blood soaking 
his sleeve from a hole in his shoulder as he shoved aside 
a catatonic looking BTL-head and made for the boarded-
up window at the end of the hallway. Not looking back as 
his legs pumped under him, he sprayed bullets into either 
side of the boards, sending some of them scattering 
across the floor. In the faint streetlight leaking through 
the newly made gaps, he could make out the spidery 
metal silhouette of a rusting fire escape, exactly what he 
was looking for. 

The only thing that made sense to him was the impossible. 
Someone had hijacked his body and taken it for a joy ride, 
ditching it at the worst possible moment. Whoever it was 
had a hell of a lot of explaining to do, but first he had to get 
out of the Barrens alive. Hearing the goons rounding the 
corner behind him, at a dead run, he threw himself at the 
window, flying toward the fire escape beyond.

*BLINK*
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4    ADVENTURE BACKGROUND

SPLINTERED STATE

POLITICS
& PAYDATA

Splintered State is an introductory adventure for Shadowrun, 
Fifth Edition, which means that if you’re looking for a first ad-
venture to run so that players and the gamemaster can learn 
the system and earn that first precious bit of Karma, this is 
where to look. 

Splintered State is an adaptable adventure, one game-
masters can easily adjust to suit the skills of their team, from 
novice to seasoned pro. It centers on a commlink with some 
very valuable information and the various factions interested 
in getting their hands on it. The players’ action will determine 
how the factions react to them, how much cash they might 
be able to get in exchange for the information they have, and, 
most importantly, whether they are able to get out of this 
whole situation alive.

Players should stop reading now. The rest of Splintered 
State is for gamemasters only. It lays out the plots, characters, 
and secrets the gamemaster will use in creating the group’s 
adventure. Reading beyond this point could spoil a player’s 
experience and diminish enjoyment of the adventure.

ADVENTURE 
BACKGROUND
The Brackhaven family, financially backed by Brackhav-
en Investments and intricately linked to the Humanis hate 
group policlub, has controlled Seattle politically through its 
scion Kenneth Brackhaven for the past five years. A jingo-
ist, archconservative metaracist, Seattle metroplex gover-
nor Kenneth Brackhaven has made more than his fair share 
of enemies in those five years, a list that includes political 
opponents, metahuman rights activists, Ork Underground 
community organizers, human beings with morals, and so 
on. Events brewing around the controversial governor final-
ly came to a head in the fall of last year, 2074, when Proposi-
tion 23, a proposal to legalize and legitimize Seattle’s (in)fa-
mous  Ork Underground, finally went to a vote and passed, 
legitimizing a formerly crime-ridden and fringe area.

Brackhaven rebounded from a failed presidential race in 
2057 to lie, cheat, steal, and intimidate his way to election as 
Seattle’s governor. In spite of his unpopularity with many of 
Seattle’s more progressive voters, he remained a savvy polit-
ical operator invaluable to the corporate sponsors who wield 

the city’s real power. In 2074, with Prop 23 passing, that invul-
nerability was finally challenged. Brackhaven’s failure to quash 
Prop 23 landed him in hot water with his conservative base 
and his corporate patrons. Worse still, Brackhaven was publicly 
implicated in a humiliating scandal over the alleged solution 
he had planned to crush Prop 23: Operation Daybreak. 

Daybreak was a never-executed plan aimed at prevent-
ing the passing of Proposition 23 by highly illegal means. It 
was designed to “highlight the dangers of the Ork Under-
ground” by hiring shadow operatives to frame Underground 
community leaders for various crimes. According to the plan, 
this would publicly justify later occupying the Underground 
with armed forces, eliminating those leaders and increasing 
the public level of fear and hatred of the Ork Underground 
in the process. This was intended to bolster public admira-
tion of the Seattle government and their success in dealing 
with the “criminal ork element.” The Project Daybreak allega-
tions were never proven, nor was Brackhaven ever formally 
charged, because the evidence, and the man who had been 
gathering it (FBI Special Agent Seth Dietrich) disappeared. 

While Brackhaven retained the governorship in the 2074 
election, handily defeating his opponents, his approval num-
bers are below fifty percent for the first time since his elec-
tion in 2070, and many perceive him as being on the ropes. 
Things got even more serious for Brackhaven and his people 
when shortly after the election, the governor was subpoe-
naed by the FBI for major financial misconduct. 

Perhaps the one person most directly responsible for 
Brackhaven’s current woes, from unearthing the plans for 
Operation Daybreak to linking Brackhaven to alleged cor-
porate fraud, is Special Agent Seth Dietrich. An honorable 
agent and FBI golden boy, Dietrich is known to be beyond 
corruption and to serve no corporate masters. Dietrich’s dili-
gence in investigating Brackhaven resulted in the governor’s 
press secretary, Edmund Jeffries, being arraigned before a 
grand jury on charges of murder and prosecuted by Seat-
tle District Attorney Dana Oaks for multiple counts of fraud, 
conspiracy, and murder. And it was his close cooperation 
with Seattle’s shadow community that dug up the secret 
plans for Operation Daybreak, plans that could be connect-
ed back to Brackhaven. 

There is, as there always seems to be, a hitch. Unfortu-
nately for those who would like to see Brackhaven fall, and 
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PLOT SYNOPSIS    5

unbeknownst to everyone, Dietrich is not in his right mind. 
Heavily augmented with high-grade nanotechnology to bet-
ter perform his duties as a federal investigator, Dietrich is suf-
fering from a cybernetic malady that goes far beyond buggy 
ware or a garden-variety computer virus. Overwhelmed by 
a direct neutral interface with AI ghosts in the machinery of 
his body, Dietrich’s mind has fragmented, and he passes in 
and out of periods of lucidity, sometimes advancing his own 
interests, sometimes acting randomly (and violently) to front 
an agenda he is totally unaware of. Dietrich’s two (or perhaps 
more) distinct personalities have no knowledge or memory 
of each other’s actions, but the gaps in Dietrich’s memory are 
enough that he knows he is losing his mind.

In November of 2074, Dietrich and his crew of hired 
shadowrunners, in possession of the Project Daybreak files, 
were en route to a meeting with Edmund Jeffries, who had 
agreed to testify against Brackhaven in exchange for his 
own immunity. He never made the meeting; all of Dietrich’s 
associates turned up dead, and Dietrich never turned up at 
all. The FBI declared him missing, and he has yet to be found. 
With Dietrich completely off the grid, most of Seattle’s power 
players assumed that he had gone to ground. The truth is 
somewhat more complicated. While sometimes Dietrich is 
aware of who he is, what he has his hands on, and the fact 
that Kenneth Brackhaven would gladly pay millions of nuyen 
to see him out of the picture for good, the rest of the time 
Dietrich is not in control of his own body: another personality 
pilots him, pursuing its own random and inscrutable agenda. 
During one of those fugues, Dietrich managed to lose track 
of the commlink that can be used to connect Brackhaven to 
major criminal wrongdoing.

When Dietrich regains consciousness, he wants the 
commlink back, but he’s not the only one. Brackhaven’s 
people have had shadow operatives scouring the city with a 
fine-toothed comb for Dietrich and his evidence for months. 
Distract Attorney Dana Oaks, her pet attack troll KE Detective 
Tosh Athack, and all the survivors of Project Freedom 
interested in seeing Brackhaven burn want to get their hands 
on the proof that could be used to sink him too. But even 
larger powers are about to become involved. Japanacorp 
interests in Seattle want to see Brackhaven replaced with 
a puppet governor who can represent their interests more 
efficiently, while Ares will continue to back Brackhaven as 

long as they think he can govern in a way that’s beneficial 
to them. They want the evidence so they can erase it and 
maintain the status quo (and perhaps squeeze a concession 
or two out of Brackhaven while they’re at it).

Shortly after the adventure begins, the commlink that 
everyone wants finds its way into the hands of a very lucky 
runner team, who are about to find that they live in interesting 
times indeed.

PLOT SYNOPSIS
FBI Agent Seth Dietrich, the man who finally acquired proof 
that could take down Kenneth Brackhaven for good, has not 
been himself for the past several months. Some of the time 
he has been himself, and in that time he has struggled to 
come to terms with longer and longer periods of lost time 
while staying off the grid and hiding from Brackhaven’s op-
eratives. The rest of his time his body has been controlled 
by another personality, which has used it to take odious 
and mysterious actions of which Dietrich is totally unaware 
when he regains consciousness. After the most recent epi-
sode, Dietrich found himself lying on the bathroom floor of 
a decrepit motel in the Redmond Barrens, next to the dead 
body of a scumbag drug pusher, with blood on his hands. 
This is the worst awakening following a fugue of missing 
time that Dietrich has experienced to this point, and he flees 
the scene in panic. 

The action begins less than twenty-four hours later, in mid-
March of 2075, when a motley crew of rookie shadowrunners 
(the PCs) are woken up early in the morning and arrested 
by Knight Errant detectives on trumped-up charges. For a 
change, the runners really are innocent (of those charges, at 
least), having had nothing to do with last night’s hijacking of a 
truckload of commlinks in Tacoma. They don’t have to sweat 
long in KE detention before a “public defender,” the notorious 
(and famously but unprovably corrupt) criminal attorney and 
fixer “Imaginary” Annie Goldsmith, comes to bail them out. 
Having a bunch of hardened crooks in one place, Annie 
offers them a job. 

The runners meet with a Kim Shin-jo (going by the name 
Mr. Johnson) at a no-frills bar called Banshee in the Redmond 
Barrens. They are hired for a B&E job that must be completed 
that night. They’re supposed to retrieve a commlink belonging 
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