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In the near darkness, a lone figure paused for a mo-
ment to savor the dull burn of thirty-year-old single-malt 
scotch as it worked its way down his throat. Around him, 
haphazardly packed boxes were scattered about his 
“new” office, their contents still unpacked four months 
later. Several items and keepsakes had been irreparably 
damaged during their move by company peons, but that 
wasn’t what angered Theo Two-Hearts the most. No, it 
was the indignity of his forced relocation and the contin-
ued degradation. 

The Old Man had been in the ground less than twen-
ty-four hours before the rest of the “family” decided to 
make their move. They knew that Two-Hearts was off bal-
ance and distracted—in other words, vulnerable. They also 
knew that without the Old Man’s protection, Two-Hearts 
was an easy target.

They were half right.
Two-Hearts studied his glass in the pale, fading light 

of sunset for a few moments and was about to down the 
remaining liquid when his commlink chimed. It wasn’t the 
standard, company-issued one; it was the one he used 
for special occasions. Still holding his drink in the light, 
he picked up the ’link with his other hand and accepted 
the incoming message. Text only, it simply read: “Possible 
candidates located. Normal arrangements?” Two-Hearts 
smiled and simply sent “Yes” as a reply. With that, the next 
step in his plan was in motion. 

He set the ’link down and tossed back the last of the 
scotch as the sun’s rays faded. Two-Hearts knew that 
someday it would come to this. It was a bitter irony that 
a “mongrel Anglo half-blood” was responsible for the 

wealth and power of one of the most ultra-traditionalist 
tribes in the Sioux Nation. 

 For years the “family” had leeched off the Old Man 
while arrogantly flaunting their power and influence. The 
tribe thought the Old Man had accomplished it all and that 
he’d merely taken pity on his mixed bastard of a grandson 
and gave him a menial management position to remem-
ber his late daughter, despite the resentment and resis-
tance from the rest of the tribe. 

The truth was quite the opposite. The Old Man 
had seen beyond his grandson’s blue eyes and dirty-
blonde hair, and saw the powerful medicine within. He 
watched over the years as the rest of the tribe did what-
ever they could to break the boy’s spirit, and failed. Like 
the tempering of steel, all they did was make him stron-
ger. When the boy came of age, the Old Man became 
a secret mentor and taught him all the lessons he had 
used to secure the tribe’s fortune and power; lessons 
none of the other tribe members had the intelligence 
or stomach for. 

And while the rest of the tribe lauded their “success,” 
little did they know that for the last fifteen years it was 
Two-Hearts that secretly made it happen. He did all the 
dirty work behind the scenes, brokered the deals, kept ri-
val corporations at bay, and held the real power. But they 
thought that with the Old Man no longer able to protect 
him, they could strip him of everything. All they did was 
start the wheels of their own downfall. 

No, Two-Hearts would gut the tribe’s company and 
take what was rightfully his. And deep down, he knew the 
Old Man would be proud of him for it. 
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INTRODUCTION
Starving the Masses is part of the Shadows in Focus: Sioux 
Nation series for Shadowrun, Fifth Edition. In it the players 
will run the shadows of the Sioux Nation, a unique coun-
try whose origins are directly linked to the Awakening. It 
also highlights a part of the Shadowrun universe that, until 
now, has been relatively unexplored. Players will need of 
their skills, knowledge, and cunning to successfully op-
erate in a nation famous for its militancy, paranoia, and 
distrust of anyone not Native American. 

Starving the Masses is meant to be an introductory ad-
venture but is adaptable to give experienced gamemas-
ters and players a challenge. It centers on Nature’s Bounty, 
a prestigious underground agricultural operation. A for-
mer manager, Theo Two-Hearts, brokers a deal with EVO 
Corporation to sabotage the operation and gain a foothold 
in the tightly controlled Sioux market in exchange for a 
nice new company job. All Two-Hearts needs is a team of 
runners to make it happen. 

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

PREPARING THE ADVENTURE
Starving the Masses uses the Shadowrun, Fifth Edition rule-
book. However, anything from additional core game sup-
plements, e-book supplements, or any of the Shadows in 
Focus: Sioux Nation e-books can be used by gamemasters 
or players (at the gamemaster’s discretion).

This adventure will take the shadowrunners from the 
origin of their choice to Cheyenne, Sioux Nation. They 
meet with Theo Two-Hearts, and if the players accept the 
job, he informs them of the target: the Nature’s Bounty 
agro-facility. Their mission is simple: infiltrate, sabotage, 
and then get out with no one knowing about it. 

Some information and tips about Cheyenne and its cul-
ture are included in this book, but for more detailed infor-
mation see the e-books Shadows in Focus: Sioux Nation and 
Cheyenne. Gamemasters can either provide these to their 
players in advance or make them available as the player 
characters research the city and interact with the locals. 
Gamemasters can also find useful historical and back-
ground information on the Sioux Nation in the Sixth World 
Almanac and the Shadowrun, Fourth Edition book Shadows 
of North America. 

ADVENTURE STRUCTURE
In Starving the Masses, Mr. Johnson (Theo Two-Hearts) has 
three distinct objectives for the runners to accomplish. 
However, the gamemaster has the freedom to run this 

adventure as written, or modify it to best suit the group. 
Additional objectives may also be added to expand this 
adventure into a full campaign set in and around Chey-
enne or anywhere else in the Sixth World.

MAIN SECTIONS
This book is organized into sections to assist gamemas-
ters when running the adventure:

• Preparing to Play: A plot synopsis, necessary back-
ground information, and other useful details and data.

• Adventure Scenes: The adventure itself, broken down 
into individual scenes.

• Legwork: Summaries of information and data the 
player characters might find during their research.

• Cast of Shadows: Profiles of the primary NPCs the play-
er characters will interact with during the adventure.

• Player Handouts: Information designed for players.

ADVENTURE SCENES
The adventure itself plays out over a series of sequential 
scenes. Each scene contains some, or all, of the following 
subsections:

• Scan This: A brief summary of the events in the scene.
• Tell It To Them Straight: A text selection that’s read 

directly to the players or paraphrased when the play-
ers reach specific points in the scene.

• Hooks: Descriptions of ways that players might be 
encouraged to play a scene.

• Behind the Scenes: The mechanics behind each 
scene, including NPC motivations and any secrets or 
special instructions for the scene.

• Subplots: Secondary adventures (or red herrings) 
that offer avenues for gamemasters to make the ad-
venture less linear for players.

• Pushing the Envelope: Suggestions for gamemasters 
on altering the scene to challenge more experienced 
players or powerful characters.

• Debugging: Suggestions for getting the adventure 
back on track if the players’ actions derail it.

• Places of Interest: Locations featured in the scene, 
including descriptions and ratings for security sys-
tems and Matrix systems.

• Grunts and Moving Targets: NPCs in that particular 
scene. 

NON PLAYER CHARACTERS
Non-player characters (NPCs) are vital to any adventure. 
They are the allies, enemies, and contacts with whom 
the players will interact during the adventures. Important 
NPCs have stats in the Grunts and Moving Targets section 
of each scene, while major NPCs are listed in the Cast of 
Shadows section. 
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BACKGROUND
“The Corporate Court may not own the soul of the Sioux 
Nation, but it definitely rents it once and a while.”

Because of their proud heritage of independence and 
self-reliance, this is the best way to describe business prac-
tices within the Sioux Nation. They’ll never admit they’re 
not masters of their own destiny, but the Sioux Nation 
knows they rely, at least partially, on foreign businesses—
though ones that are highly regulated with laws favoring 
domestic corporations. Some foreign corporations, such 
as Ares Macrotechnology, have gained footholds in vari-
ous Sioux markets, and they want more. 

The dominant market in the Sioux Nation is agriculture, 
and control over it is fierce. The current industry leader is 
the Wind River Corporation (WRC). Since 2062, they’ve 
bankrupted and or absorbed all of their competition to be-
come the king of the Sioux agro-mountain. But every king 
has a potential usurper, and several megacorporations are 
lining up.  

The core of WRC’s control of the agro-market is their 
five main production facilities located throughout the na-
tion. These facilities grow everything from genetically en-
hanced wheat and soy to fresh hydroponic fruits and veg-
etables. Some also serve as on-site research stations that 
are at the forefront of agro-technological research. While 
all of these facilities are owned lock, stock, and barrel by 
WRC, one in particular, Nature’s Bounty, has a unique posi-
tion within the WRC hierarchy. 

The last facility to be absorbed by WRC, it was a fierce 
point of contention for several years. WRC tried every trick 
in the book, including shadowruns, to absorb Nature’s 
Bounty, but the acumen of then-owner Xavier Smiling-Fox 
kept WRC at bay. The “Old Man” of Nature’s Bounty had 
the WRC leadership completely convinced that he could 
hold out forever, but the truth was that Smiling-Fox was 
just holding out for the best deal. Eventually, Nature’s 
Bounty was absorbed by WRC in late 2065, but unprec-
edented concessions were given. Rumors say that WRC 
CEO Franklin Wirasaup secretly admired for Smiling-Fox 
and granted an unspecified gentleman’s deal. 

On paper, Nature’s Bounty looks like just another WRC 
holding. In reality it still functions as it did before the take-
over. Smiling-Fox’s family, mostly, runs the facility as they 
see fit, without major oversight from WRC as long as profits 
remain high. Nature’s Bounty is currently WRC’s largest site.

But it’s not a site without problems, as operations 
there have gone through a massive shakeup with Smiling-
Fox’s recent death. Per the gentleman’s deal, control of 
the operation was supposed to go to Theo Two-Hearts, 
Smiling-Fox’s grandson. The  rest of the Old Man’s family, 
however, resented a half-blood getting control and used 
their own connections to deny the claim through falsified 
documents and Sioux laws governing race. WRC didn’t 
care who ran things—they wanted profits. 

GAMEMASTERING THE ADVENTURE:
TIPS AND TACTICS

TIP ONE: READ THE ADVENTURE
Being familiar with the entire story lets you see how each 

part leads to the next. Knowing what’s coming down the line 
helps you adapt when the players inevitably come up with 
something not in the adventure.

TIP TWO: ASSESS THE ADVENTURE
Rarely does an adventure unfold exactly as written. 

Assessing the adventure lets you customize the adventure to 
fit the specific group and make it more enjoyable or fit your 
own gamemastering style.

TIP THREE: KNOW THY PLAYER CHARACTERS
A gamemaster should have complete information on each 

of the player characters prior to running the adventure, so 
you can assess their individual and group skills, contacts, and 
abilities. This will help ensure that all players can contribute 
in some way or avoid any problems because of the lack of a 
necessary skill.

TIP FOUR: TAKE NOTES
Written notes keep things organized. They remind 

you when to distribute a handout or of details you should 
emphasize to make adventure run efficiently and is useful in 
awarding Karma and handling contacts at the conclusion of 
the adventure. Also, in subsequent adventures, the choices 
players make in one game could affect them in the next 
adventure.

TIP FIVE: DON’T LET THE DICE RUN THE GAME
Dice rolls are used to help resolve a situation or scene 

during an adventure. But sometimes, a single dice roll, either 
by the player or by the gamemaster, can end an adventure. A 
gamemaster has the power and authority to tweak the rolls 
to keep the story/adventure going if the players have some 
bad luck. While it’s an accepted rule of thumb to never use a 
fudged roll to purposely harm a player or keep the adventure 
going, a gamemaster is within their rights to enforce any dice 
roll during a game or adventure if they feel that the roll is a 
proper outcome.

TIP SIX: DON’T PANIC!
At some point, a gamemaster will make a mistake; 

everyone does. They may forget a rule, misread something in 
the adventure, forget an important clue, or let the players go 
a bit off track. It happens. The best thing a gamemaster can 
do in this situation is rectify the situation as much as they can 
and move on. 

TIP SEVEN: HAVE FUN!
A game should not feel like work, period. If you’re not 

having fun, why do it at all? This is equally true for both players 
and gamemasters.
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What Smiling-Fox’s family didn’t realize was that Two-
Hearts was the Old Man’s secret protégé who handled all 
of the dirty work and off-the-books operations. Now reg-
ulated to a nothing position until they can decide what to 
do with him, Two-Hearts finally snapped. He decided to 
get some payback on everyone who has wronged him, in-
cluding the family and the Sioux Nation. While appearing 
weak and helpless, he reached out through his consider-
able shadow network and proposed a deal to Evo. 

The megacorporation recently acquired several new 
agricultural assets, including the Dyson 3 agro-space sta-
tion, and was looking to expand their agro-market hold-
ings. Two-Hearts said he can sabotage Nature’s Bounty so 
that it not only sets back food production in the SN but 
also puts Evo in a position to offer aid. This also leaves 
the door open to procure Nature’s Bounty through a vast 
series of concessions where Evo gains de facto control of 
the company; all this in exchange for a nice new job. If the 
plan works, Evo will have their foothold in the most lucra-
tive market in the Sioux Nation and Two-Hearts will show 
both his family and the Sioux who has the “inferior” blood. 

All Two-Hearts has to do is take out one-fifth of the 
Sioux Nation’s food supply. 

PLOT SYNOPSIS
Theo Two-Hearts is not a happy man. First his beloved 
grandfather, Xavier Smiling-Fox, dies under mysterious 
circumstances, and then he’s unceremoniously stripped 
of his position within Nature’s Bounty by envious, rac-
ist family members looking to cash in on the compa-
ny’s successes without doing any real work. The family 
knows that because of Two-Hearts’ mixed Sioux-Anglo 
heritage, he has few options in the Sioux Nation. So they 
decide to keep him around as an object lesson. And for 
personal amusement. 

Blind with arrogance, the family failed to see just how 
dangerous Two-Hearts really is. Four months after his 
grandfather’s death, Two-Hearts has enacted the second 
part of his revenge plan. For this he will need some out-
side help. 

The adventure begins for the players in whatever ap-
propriate location in the usual way—namely, their fix-
er contacts them about a job. Mr. Johnson is looking for 
uniquely qualified individuals to handle a little problem for 
him, and he wants to have a meet-and-greet in Cheyenne 
to talk price. Once the players agree to the meet, they’re 
instructed to hook up with a Coyote named Blackhawk. 
He’s been hired to help get the players cross borders into 
Cheyenne. During the infiltration, the players meet with 
the usual challenges of illegal crossings.

When they arrive, they meet with Mr. Johnson, and af-
ter the obligatory haggling and negotiation session, he in-
forms the players of the target. The job is straightforward, 
but how this is accomplished depends on the players.

After the meet, the runners are turned loose to do 
some legwork. Unless the players are Native American, 
legwork will be difficult. Locals and authority figures will 
automatically be suspicious, and any misstep could blow 
the whole operation.

Once the players formulate a plan of attack, it’s time to 
do the job. Nature’s Bounty is a massive research facility 
and distribution hub. There are limitless ways the players 
can do the run, but there are multiple challenges as well. 
Security is tight, but Mr. Johnson gives the players some 
intelligence to help them. 

Succeed or fail, once the runners egress from Nature’s 
Bounty, the clock will be ticking. One-fifth of the Sioux Na-
tion’s food supply is tied up in that facility; the security and 
military forces will be out for blood. All that’s left for the 
players is to meet with Mr. Johnson, get paid, and get out. 
Unfortunately, Evo has given Mr. Johnson orders to tie up 
loose ends. Blackhawk will warn the players, unless they 
gave him too much trouble, that the meet is an ambush 
and the players will have to fight their way out. 

Should they survive, they’ll need to get out of the Sioux 
Nation. If the players cultivated a friendship—or at least a 
working relationship—with Blackhawk, he’ll agree to help 
get them out of the SN. And all they have to do is dodge 
the Sioux Military. Once the players make it across the 
border, they are safe, or as safe as their lives ever are.

SCENE ONE:  
GETTING THERE’S 
HALF THE FUN
SCAN THIS
It’s been said that a journey of a thousand miles begins 
with a single step. For shadowrunners, that first step is 
usually a call from their fixer. This time, Mr. Johnson is 
offering a pretty hefty payday for some straightforward 
sabotage work. The only catch: It’s in the Sioux Nation, a 
place that’s hard for out-of-town, non-Native runners to 
operate in. But the fixer says the payday is worth the trip.

If the runners accept, they’re directed to a section of 
Sea-Tac Airport (or an airport near their current location) 
to hook up with Blackhawk, a prime rigger and smuggler 
who runs the routes through the Native American Nations 
from Seattle to the UCAS and CAS. He’s been paid to de-
liver the runners to a safehouse located east of Cheyenne. 

How exactly they’ll travel to Cheyenne depends on 
what vehicles the runners have and what route they take—
land or air. Blackhawk has numerous vehicles, including 
T-birds. If the runners’ team includes a rigger who wants to 
bring their own vehicles and equipment along, Blackhawk 
will ride shotgun or wingman to get them get past the var-
ious checkpoints they’ll have to bypass. If not, then every-
one can simply pile up into one of Blackhawk’s babies.
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Once in the Sioux Nation, Blackhawk will drop them 
off. From there, it’s up to the players to make the meet in 
Cheyenne, two days from now.

TELL IT TO THEM STRAIGHT
The shrill tone of the “incoming message” alert from your 
commlink echoes in your doss. Throwing off the covers, 
you notice that it’s 0451. This had better be business. This 
was the first good sleep you’ve had in weeks, and imag-
es of swift, painful retribution quickly fill your mind. They 
become even more prominent when you see the number. 
What is it about fixers waking people up at the most in-
opportune times? 

After letting it ring one more time, you grumble to 
yourself and hit “accept.” After a second, the two devices 
sync up as security programs activate to attempt to keep 
this conversation private from any outside listeners. The 
ever-smug face of your fixer then appears. 

“Hoi, hoi! I would say I was sorry for calling you this 
early in the morning, but we both know it’s not true so I’ll 
just skip that unnecessary pleasantry. But before you de-
cide to hang up out of spite, give me at least ten seconds. 
A nova-hot opportunity dropped in my lap. Seems a Mr. 
Johnson is in need of some specialized help and, get this, 
he’s offering at least twenty-k. So you want to know more, 
or you want to go back to your pillow?”

“Still listening? The link’s still active and you’re not yell-
ing at me, so I’ll take that as a ‘yes.’ Anyway, so far, it looks 
like a standard meet-and-greet. What’s interesting is that 
it’s in Cheyenne. Yeah, that’s right, in the fragging Sioux 
Nation. Now before you get bent out of shape, my sources 
say it’s legit, and Mr. Johnson has arranged for transpor-
tation. And did I mention at least twenty-k for this job? 
You want it, be at Gate 26-C, Sea-Tac Airport by 0600. Tell 
them you’re there to see Blackhawk for the sightseeing 
tour. That’ll get you in. Blackhawk will have more details, 
but don’t try anything funny; he’s a pro. Okay, hotshot, 
that’s all I got. The rest you’re going to have to get from 
Mr. Johnson.” 

IF THE PLAYERS AGREE 
TO GO GATE 26-C:
Along the fence leading to Gate 26-C, normal print signs 
and ARO tags proclaim this part of the airport has “Re-
stricted Access” and is “Closed for renovations.” Looking 
through the fence, you see numerous buildings that look 
like they’re in various stages of demolition and re-con-
struction. At the gate itself, a bored-looking ork in an 
ill-fitting security uniform sits in a small guard shack, and 
looking more concerned with the commlink in his hands 
than anything else. As you approach, the guard puts 
down the link and steps out to meet you. He’s large and 
thick for an ork, with a massive gut, but his eyes are sharp. 
And while his “uniform” looks a bit rough around the edg-
es, the heavy pistol on his hip looks ready for business. 

“Can I help you?” he asks in a voice that sounds like two 
rocks rubbing together.

ONCE THE PLAYERS  
GAIN ADMITTANCE:
The guard directs you to building Number Sixteen, “three 
buildings over and on the left and go to the back.”  As you 
head down the access road, you notice that some of the 
buildings look like they’re still in use; power cables, obvi-
ous security measures, and sat-uplink arrays are visible. 
Once you reach Number Sixteen, which is a converted 
hangar, and go around back, a small slit about eye-level 
in the door opens up. A pair of blue eyes look at you for 
a moment before the door opens. A young girl, no older 
than eight and holding Colt Cobra SMG and wearing a 
pair of smudged overalls stands there staring.  She then 
screeches “THEY’RE HEEEEEEEERE!!!!” before running 
into the hangar. 

The inside is a rigger’s paradise. Vehicles ranging from 
ground vehicles to aircraft, in various stages of repair or 
modification, line the walls in mini-repair bays, while oth-
ers look like they’re being prepped at the far end. Near 
massive bay doors sits the centerpiece of the collection, 
a matte-black GMC Banshee. One of the maintenance 
hatches is open and a pink-haired human female in her 
mid-to late twenties wearing a flight suit is typing in the 
air with AR gloves. 

Before anyone gets her attention, a confident voice 
comes from behind you. A short but athletically built human 
with obvious cybereyes and iron-grey hair who appears to 
be in his mid-fifties steps out from behind a step-van while 
wiping grease from his hands. “I wouldn’t interrupt Osprey; 
she gets a bit cranky when someone interrupts her. Hoi, 
name’s Blackhawk. I hear you need a ride.”

HOOKS
The beginning of this scene is a standard meet-and-greet 
for the players but they are encouraged to interact with 
Blackhawk. However, the real action comes in the second 
half of the scene when the players are on their way to 
Cheyenne. 

BEHIND THE SCENES
This scene can be as easy or as hard as the gamemaster 
needs it to be. Unless the players do something really stu-
pid or disrespectful, meeting Blackhawk should go well. 
Rena, the little girl, will hide the entire time, but she is 
friendly if anyone attempts to play hide-and-seek with 
her. Osprey is cool but professional and will talk shop if 
the players don’t come across as idiots. Blackhawk talks 
like a mentor, but his enthusiasm for running is apparent. 

Blackhawk will go with whatever transportation option 
the players decide, although he will offer advice. If the 
players decide to travel by ground in their own vehicles, 
Blackhawk will take one of his modified cars and ride shot-
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gun for the players. For the border checkpoints, Blackhawk 
has enough contacts to make crossing relatively easy, at 
the gamemaster’s discretion, if everyone keeps their cool.

If the players happen have their own aircraft, Black-
hawk will escort them in his T-bird, a custom GMC Ban-
shee he calls Black Sunshine. The players should know that 
operating a foreign aircraft in Sioux Territory is extremely 
risky. If the runners decide on letting Blackhawk take the 
wheel, he’ll use Black Sunshine and give the players a ride 
they won’t soon forget.

No matter how the runners travel, the gamemaster 
should emphasize how difficult crossing NAN and Sioux 
borders are. If the trip feels too easy, throw in a few close 
calls for the players to avoid (see the Possible Entry Com-
plications sidebar for some ideas).

If the players bond with Blackhawk during this scene, 
either by sufficient role-playing or combat, give them 
Blackhawk as a contact with a Loyalty of 2. 

PUSHING THE ENVELOPE
The journey to Cheyenne is rife with possibility for mak-
ing the player’s trip a living hell. All the gamemaster has 
to do is increase the encounters and make the Sioux bor-
der patrols something to fear. Manned patrols can be 
everywhere with drone and or spirit backup. At border 
checkpoints, security agents can be extra thorough, with 
ID screening and vehicle searches. 

DEBUGGING
Even in the first scene, there’s potential for destroying the 
adventure. Naïve players may not take the threat of Sioux 
security seriously and try to force their way across the 
border. Also, gamemasters may accidentally make things 
too difficult. Gamemasters will have to find the balance. 
The one advantage the players will have in this scene is 
Blackhawk. Don’t be afraid to use him as the cavalry rid-
ing to the rescue if the players end up in a situation they 
can’t handle.

PLACES OF INTEREST
Gate 26-C, “Number Sixteen”: Under “renovation” for 
over a decade, 26-C is a private airstrip on the south side 
of Sea-Tac Airport operated by a coalition of riggers and 
smugglers. For the right price and proper introduction, 
transport can be arranged from here while bribes from the 
coalition members keep local authorizes busy elsewhere. 
Number Sixteen is Blackhawk’s main operating base. From 
here he maintains his small fleet of smuggler vehicles for 
excursions through the NAN and into UCAS or CAS. 

GRUNTS AND  
MOVING TARGETS

NAN/SIOUX NATION BORDER 
SECURITY OFFICER

B A R S W L I C ESS EDG

4 4 4 3 3 3 3 3 6 4

Condition Monitor 10/10
Armor 12
Limits Physical 5, Mental 4, Social 5
Initiative 7 + 1D6
Skills Clubs 3, Firearms skill group 4, Law Enforcement 

(Professional Knowledge) 5, Perception 5, Unarmed 
Combat 5

Gear Armor jacket, commlink (Device Rating 4), glasses 
(Rating 4, w/ camera, image link, low-light vision, 
smartlink, thermographic vision)

Weapons AK-97 [Assault Rifle, Acc 5(7), DV 10P, AP —, SA/
BF, RC —, 3(c), w/ 3 spare clips regular ammo, 
smartgun system]

Ares Predator V [Heavy Pistol, Acc 5(7) DV 8P, AP 
–1, SA, RC —, 15(c), w/ 3 spare clips regular 
ammo]

Defiance EX Shocker [Taser, Acc 4, DV 9S(e), AP –5, 
SS, RC —, 4(m) w / 8 taser darts]

Stun baton [Club, Acc 4, Reach 1, DV 9S(e), AP –5]

POSSIBLE ENTRY COMPLICATIONS
The gamemaster can arrange for any number of possible 

encounters while the players are on their way to Cheyenne. 
While this part of the scene is not meant to be difficult, it is 
recommended that at least one of the following situations 
occur, if for no other reason than to give the players a reason 
to bond with Blackhawk. 

• Fight off a roaming patrol, either manned or drone.
• Wandering into the path of a go-gang or smugglers
• Suspicious guard at a border checkpoint (this is an 

opportunity for a face to get some action).
• Mechanical breakdown
• Random critter encounter
• Group-specific encounter (NPC or antagonist from 

previous adventure)

For additional information on ideas for border crossing in 
the Sixth World, see the e-book Coyotes.
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