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REPORTS OF HIS DEATH 
WERE EXAGGERATED
Mr. Johnson said it was an easy job. That was our first 
clue to be on guard. Wetwork isn’t for everyone, and I 
generally try to steer clear of it, but the pay was great. 
I should have known better. A great paying easy job—
you couldn’t scream trap much louder. Looking back, 
I wonder why I didn’t just walk away then. Well, I do 
know why I didn’t just walk away. Forty thousand rea-
sons of why I didn’t walk away come to mind, actually, 
and our street samurai, Griffin, said he had the perfect 
plan, so how could we go wrong?

We walked right into the building using the fake IDs 
and uniforms Mr. Johnson gave use. Our hacker, Byte-
cracker, got control of the security cameras as we went 
through their joke of security. Then we ran into Sergeant 
Willis, who had us help him sweep the ballroom for 
bombs. The neo-anarchists were at it again, threatening 
to bomb the MDC meeting. Somehow they had man-
aged to get a bomb into the ballroom, which I expected 
would send the whole place into lockdown and ruin our 
chances of getting at Doug Quinn. In the confusion, we 
managed to slip away and get to the closet, where some 
heavier weapons had been snuck in and stored for us. 

It was a short elevator ride to the third floor, and Crys-
tal walked over to the lone guard at the door and, with a 
quick nerve strike, had him immobilized. Griffin walked 
into the room and gunned down Mr. Quinn before he 
even knew there was a problem, and then I watched 
him shoot the man twice more in the chest. The blood 
was already pooling on the floor as he headed for the 
door. I thought we were in the clear as we started away, 
when another group of guards came around the corner 
and the building alarms sounded. 

One of the guards yelled that we were imposters, 
and Griffin opened fire on them. Two went down imme-
diately as the last one herded two executives around the 

corner. We moved to the stairwell and headed down. 
Just before the first-floor landing our hacker, SlipNet, 
said there were guards setting up in the lobby. Griffin 
and Crystal set up on either side of the door when an 
explosion erupted in the lobby, followed by gunfire. 

Griffin tossed two grenades through the door for 
covering smoke. As we started towards the backdoor, a 
guard came around the corner. Ice Cat cast a spell, and 
the Cat figure filled the air. The guard stumbled back as 
if he had been hit. He fired, hitting Crystal in the chest, 
knocking her to the ground. Griffin opened fire and 
downed the guard. Crystal wasn’t looking good, but I 
wasn’t about to leave her behind. I scooped her up, and 
we headed out the door. 

Skids had the van there and we left right as four 
NYPD Inc. cruisers pulled up. After a couple quick turns, 
Skids said we were clear. Crystal was barely breathing 
and didn’t look like she was going to make it. Ice Cat 
stabilized her as we headed to the street doc. Byte-
cracker was monitoring the news feeds, like he always 
does as we headed for the street doc. “Guys, we may 
have a problem.”

“What do you mean?” Griffin asked.
“The news feeds are saying that the MDC is report-

ing an attack by neo-anarchists that appears to have 
been an attempted kidnapping of Doug Quinn, which 
they foiled.”

Ice Cat said, “That is an interesting spin of his death.”
“Well, there’s the problem. Mr. Quinn spoke at the 

news conference and assured everyone he was fine. 
That isn’t the worst part, though.”

“What is?” Skids asked.
“The escrow account has been frozen.”
“So we aren’t getting paid either?” Griffin asked.
“Apparently not.” 
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INTRODUCTION
PM-01 Killing Pawn is a Shadowrun Missions living cam-
paign adventure for use with characters that have been 
promoted to Prime Runner status. Full information on 
the Shadowrun Missions living campaign is available at-
shadowruntabletop.com/Missions and includes a 
guide to creating Missions characters, what characters 
are eligible for Prime Runner status, and a regularly up-
dated FAQ. All maps, player handouts, and other play-
ing aids are found at the end of this document.

PREPARING  
THE ADVENTURE
PM-01 Killing Pawn is intended for use with Shadowrun, 
Fifth Edition, and all character and rules information re-
fers to the Fifth Edition of the Shadowrun rules.

Adventure Structure
PM-01 Killing Pawn 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 aid in guiding 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 fol-
lowing 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 mod-
ify the narrative as much as desired to suit the group 
and the situation, since the characters may arrive at the 
scene by different means or under different circum-
stances than the text assumes.

Behind the Scenes covers the bulk of the scene, de-
scribing what’s happening, what the non-player charac-
ters are doing, how they will react to the player char-
acters’ actions and so forth. It also covers the setting 
of the encounter, going over environmental conditions 
and other properties of the location as well as providing 
any descriptions of important items.

Pushing the Envelope looks at ways to make the 
encounter more challenging for experienced or power-
ful characters and other ways you can add some “extra 
spice” to the scene. This subsection should usually only 
be used for home games, or games where time is not a 

factor. At most convention and Open Play events, gam-
emasters 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 impos-
sible to foresee everything that a group of player char-
acters might do, this section tries to anticipate common 
problems and other suggestions 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 run-
ning 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 adven-
ture. 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 run-
ning the adventure.) This section offers some guidelines 
you may find useful in preparing to run PM-01 Killing 
Pawn (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 ad-
venture 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 char-
acters, 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 PCs’ 
record sheets and Debriefing Logs for your reference 
and have basic information about their important abil-
ities handy so you can refer to it during play. Also go 
over the characters and keep their previous events list-
ed on the Debriefing Logs in mind when determining 
non-player character actions in various scenes if such a 
dynamic has been included.
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Step 4: Don’t Panic!
Gamemastering involves juggling a lot of different 
things. Sometimes you drop the ball and forget some-
thing or you just make a mistake. It happens, don’t 
worry about it. Nobody is perfect all of the time and 
everybody makes mistakes. Just pick up from there 
and move on. Your players will understand and forget 
about it once you get back into the action.

Step 5: Challenge the Players
Gamemasters should challenge the players but should 
not generally overwhelm them. This is not to say that 
games cannot be deadly. If the characters die through 
their own actions and repercussions of those actions, 
then so be it. But the idea is to challenge the players and 
their characters, not to overwhelm them. If the enemies 
and challenges are too light for the characters present, 
then increase them. On the other hand, if the characters 
are badly outmatched by the enemies, then tone them 
down. Make things difficult but not impossible.

GENERAL  
ADVENTURE RULES
Shadowrun Missions adventures use the rules present-
ed in Shadowrun, Fifth Edition (SR5). Standard rules such 
as success tests, glitches, critical successes, and other 
common mechanics are described in SR5 and are not 
repeated in this adventure.

Please keep in mind when preparing for the adven-
ture, that the PCs will not necessarily be comprised of 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 ad-
venture. They are the allies, antagonists, and background 
characters in the adventure that interact with the player 
characters. NPCs in this adventure have already been cre-
ated and can be found throughout the adventure.

Minor NPCs are found in the individual scene that they 
appear in, and generally have a brief write up, noting only 
their important skills and the gear they are carrying.

Major NPCs can be found in the Cast of Shadows at 
the end of the adventure, and 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, es-
pecially 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 Helps and 
Hindrances (p. 378, SR5). Take the player characters’ 
abilities into consideration when assessing the NPCs in 
this adventure and modify them accordingly.

Mission Difficulty
Prime Missions are designed for experienced Shadow-
run, Fifth Edition players and characters. These adventures 
are challenging and very dangerous for players. Game-
masters are encouraged to use their own judgment and 
adjust the difficulty of the encounter to take into account 
the abilities of the players. Adding additional enemies, 
increasing the dice pools of the opposition, raising the 
threshold needed to succeed, and giving opponents a 
higher Professional Rating are all quick and simple meth-
ods to make the adventure more difficult. 

A Note on Loot and Looting
Since Prime Missions are designed for a higher tier of play-
er power, the usual Shadowrun Missions rules about looting 
should be relaxed some. High-priced and powerful weap-
ons and gear should not be left lying around for players 
to just pick up, but if a player is creative and resourceful, 
there’s no reason he shouldn’t be able to obtain a nice cy-
berdeck, a sweet new ride, or that shiny weapon focus the 
enemy mage was using to slice him up.

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 GM, 
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 PCs actions in 
the scenario when providing Reputation modifiers, per 
those rules (p. 372, SR5).

The second is to make sure that all players have up-
dated their character’s Mission Calendar. PCs are al-
lowed to go on one run per week. The calendar is used 
to track the character’s monthly lifestyle expenses, ad-
ventures, and their downtime exploits.

Finally, once an adventure is completed gamemas-
ters should head over to the official Shadowrun forums 
at forums.shadowruntabletop.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 PCs’ exploits will be unable 
to affect the campaign.
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MISSION 
SYNOPSIS
The runners are contacted to make a meet at a high-
end Matrix bar. When they show up at the bar, they are 
directed to a back room where they meet via the Matrix 
with Mr. Johnson, only Mr. Johnson uses a scrambled 
feed to hide his identity. He wants to hire them to assas-
sinate a senior member of Citibank’s security team at an 
MDC function where he will be speaking in a couple of 
days. If the group isn’t willing to do murder for hire, he 
offers a lower-paying option of abducting Doug Quinn 
instead. He has a contact who gets them fake IDs and 
uniforms that allow them to pose as security guards. 
They may only take in pistols, but his contact can smug-
gle in some additional weapons if they want.

If the runners decide to look further into who Mr. 
Johnson is, they have a few leads. The scrambled trans-
mission can be traced back to a commlink Doug Quinn 
owns, though it isn’t the ‘link he uses for day-to-day 
communications and such. The money can be traced 
back to a slush-fund account at Citicorp to which Doug 
and two others have access. Finally they can unscram-
ble the feed to see what the picture shows. Eventually 
they unscramble it enough to see it is Doug Quinn.

The runners meet with Mr. Johnson’s contact, Paul 
Jones, and get their IDs and uniforms. The run occurs 
during a media event, so the MDC wants the guards 
looking their best. That means the uniforms aren’t as 
heavily armored as some, and they have dress-type 
qualities to them. Paul Jones also offers to smuggle in 
heavier weapons or other items if the runners want. He 
tells them the smuggled items will be in a second-floor 
janitorial closet. They are able to retrieve the items 
when they get there, and he doesn’t expect any prob-
lems, since he does this type of thing all of the time. 

The runners get through security with their fake IDs 
and uniforms, but they have to act the part to keep 
from raising suspicions. They should have a tense min-
ute or two as the identifications are run through the 
computer and one fails the check, but with quick think-
ing they can keep the guard from sounding the alarm. 
All is going well and they are on their way to retrieve 
their gear when Sergeant Willis stops them and orders 
at least some of them to help him sweep the main ball-
room for bugs and explosives again. During the sweep, 
a bomb is found under the main buffet table. If the run-
ners do what is expected and get out of the way, they 
can use the chaos to quietly slip away. 

When the runners get to the janitor’s closet, they find 
it locked. They have to pick the lock to get in. At first they 
won’t see their gear, but after looking around a bit they 
should be able to locate everything. Part of the challenge 
here can be that if they have any real quantity of items 

smuggled in, not all of it fits in the one closet, so Mr. 
Jones put the rest of it in another closet down the hall.

Upon reaching the third floor, they find only one 
guard at the door and shouldn’t have any trouble tak-
ing him out. If they move quietly and quickly, Doug 
Quinn won’t even know what happened outside. They 
can then take him by surprise if they act quickly and 
with a plan. However, his personal security guard in-
side will be aware of what is happening and jumps the 
first one through the door. This, along with a spirit of 
earth that manifests, shows the characters they are 
swimming in deep water.

When they leave the room, another group of 
guards with a couple executives runs into the group. 
At this point the building’s alarms go off. One of the 
guards then declares that the runners are imposters, 
and a firefight ensues. The Doug Quinn imposter has 
inside people sound the alarm. They also call out the 
runners with the thought that if the runners die after 
succeeding, there is no one to reveal what happened. 
Additionally, as an added bonus, they won’t have to 
pay. Building security also scrambles a fast-response 
team and high-threat team from the basement securi-
ty room. They run into the runners as they make their 
escape, since they use the same stairwell. Exactly 
where this happens depends on how fast the charac-
ters move and when the alarm is sounded. When the 
runners get to the ground floor and main lobby, they 
find another group of people engaged in combat with 
building security. If the runners move fast and don’t 
draw attention, they might be able to slip out as the 
two sides fight each other.

When they reach their vehicle, NYPD Inc. cruisers 
show up on the scene with more officers. Depending on 
the time left for this session, the runners’ vehicle can be 
pursued, or they can get away clean. If the chase hap-
pens, it is important the characters lose them quickly, or 
else drones are called in to track them. They’ll quickly 
find they have more and more to evade until it becomes 
almost impossible to lose everyone.

If the runners were doing the abduction, they meet 
with Mr. Johnson’s men who take Doug Quinn and 
release the escrow account to them. Once out of the 
room, they hear two shots from a pistol and should be 
able to figure out Mr. Johnson’s men just killed Doug.

If the runners performed the assassination, they find 
the escrow account has been released, and they are 
paid without any problems.

Gamemaster Note:
The challenge in PM-01: Killing Pawn is in the backend 
of the adventure, starting with the assassination and 
then ramping up with the escape after the assassi-
nation. If the characters go the abduction route, this 
is even harder since they have to keep Doug under 
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control while fighting off security. Don’t panic if the 
characters have a fairly easy time through the first few 
scenes; they are prime runners, after all. The real test 
to see if they are truly up to the task or are just pre-
tenders comes in the last couple of scenes. If there is 
a time constraint, make sure the scenes keep moving 
to ensure there is enough time to devote to the scenes 
where the characters escape from the building.

Setting Background
Killing Pawn is a Prime Mission set in Manhattan. Man-
hattan is detailed in the book Stolen Souls as well as the 
PDF Rotten Apple. Both references give a good feel for 
daily life in the corporate-run city of Manhattan.

Scene 1

MEETING  
MR. JOHNSON
Scan This
In this scene, Mr. Johnson hires the runners. Many run-
ners will be left with as many questions as answers, 
since Mr. Johnson uses such an unorthodox method to 
hire the group. Whether they spend time trying to find 
out more about Mr. Johnson or not won’t adversely af-
fect the adventure one way or the other. 

Tell It to Them Straight
The graffiti and AR spam drastically lessens as you 
turn onto 173rd Street. You see the neon lights and the 
AR overlay of Club Nuevo flashing. The music blaring 
over the Matrix has an edge to it that will make it the 
next big thing or a fad that will last about as long as it 
takes to download the pirated version of the song off 
FreeMusicNYC. Looking at the line of people waiting 
to go in, you see every metatype swaying to the beat 
with the half-zoned look of the almost wasted. The 
synthahol smell is strong as you make your way to the 
line and flash the AR code your fixer gave you. A sec-
ond later, the response tells you to come to the front 
of the line. You hear people grumbling as you bypass 
them. The ork bouncer nods to you with a professional 
courtesy that makes you wonder how much he knows. 
You see the flickering lights in his pure silver cybereyes 
as he opens the door and gives a sly smile just showing 
the silver glint on his capped tusks. The hard, driving 
beat of the dance music inside threatens to drown out 
everything else. You take a couple steps in and smell 
the stale air thick with the scent of sweating bodies. 

As your AR filter adjusts the volume of the music to a 
nice background hum, you look around. You see the 
VR feeds from Neo-Tokyo, Seattle, and Paris in differ-
ent corners of the club. You start towards the bar as 
a young human hostess walks up and says, “Mr John-
son is right this way,” with a Bostonian drawl and starts 
leading you through the crowd.

As you wind your way through the main room, try-
ing to keep up with the broad-shouldered hostess, you 
feel the warmth of everyone dancing washing over you. 
The hostess looks back a couple times to make sure you 
keep up as she leads you to a backroom. You sit down in 
a chair and run your hand over the leather as she leaves 
to get your drink. You are sure it’s real leather, and af-
ter a minute she brings your drink. You notice her t-shirt 
says “Look me in the eyes when you talk to me” in AR 
then it switches to “or else.” And it shows her decking 
a troll three times her size. She smiles sweetly, like she 
knows what you just saw and says, “Mr. Johnson should 
be with you shortly.”

After everyone is seated and has a drink, a scrambled 
trideo figure crackles to life at the far end of the room. 
“Thanks for meeting me, and I hope we can do some 
business together. Don’t worry, the feed I am using is 
completely secure. Unfortunately because of demands 
on my time, my position, and the fact that I cannot be 
associated with this, I couldn’t meet you in person.” You 
try to focus on the distorted image but almost feel it is 
easier to look over its shoulder at the wall. 

He pauses for a moment then continues, “I need 
you to kill someone—a high-ranking someone, in fact. I 
won’t lie, it will be difficult even with the indirect assis-
tance I can give you, but I’ll pay you 20,000 nuyen each 
to complete it, which will be held in an escrow account 
until the mission is completed. Do we have a deal?” (If 
the group won’t do an assassination, see Behind the 
Scenes for his other offer.)

Once they reach an agreement,  
read the following.

“Good. I’m glad we could come to an agree-
ment. The target is Doug Quinn, a high-level 
security executive in Citigroup Manhattan. Here 
is his picture,” An AR picture appears of a dark-
haired man of eastern European descent with 
strong check bones, which make his tight smile 
look like a threat. His blue eyes remind you of a 
glacier, or maybe it is just the cold stare. Once it 
is loaded to the room, anyone who wants to can 
copy it to their commlink. “Usually he is hard to 
locate and is hidden behind his security team, 
but I learned he will be speaking at a Manhattan 
Development Consortium meeting in two days. 
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NYPD Inc. security is in charge, and because of 
all the different big wigs that will be present, 
he won’t have his usual security detail. Half an 
hour before his speech, he will be in an office on 
the third floor of the MDC using a green room 
of sorts. I have been able to get you security 
credentials and uniforms that will allow access 
to the building on that day. These passes only 
permit you to carry a pistol, but my contact, 
who will give you the passes and uniforms, can 
smuggle a few other items in ahead of time. You 
will be able to retrieve your items once inside.”

“My contact, Paul Jones, will meet you noon 
tomorrow at the Foo Wang Restaurant in Soho 
(see location sidebar in Scene 2). Anything you 
want smuggled in must be given to him then, 
and he will give you the fake credentials and 
uniforms.”

“Any questions?”

Behind the Scenes
Being prime runners, the characters have been spe-
cifically recruited for this mission. The characters are 
flown into the NYC area and given passes that allow 
them to make the meet with Mr. Johnson at Club Nue-
vo. Their fixer tells them a NYC fixer he trusts is setting 
up the meet at Club Nuevo.

Club Nuevo is a fairly new dance club and VR hang-
out. It opened about six months ago and has estab-
lished VR feeds from around the globe. The VR feeds 
allow people to “dance” in VR with people from all of 
the big hotspots, from Seattle to Paris to Neo-Tokyo 
and anywhere in between. It plays a mix of music with a 
good dance beat, mainly current top forty hits and old 
hits from stars of bygone eras like Jet Black. 

Mr. Johnson wants to keep his identity a secret be-
cause he knows he looks exactly like Doug and will 
assume his place once the mission is completed. He 
knows the feed is scrambled but won’t comment on it 
unless someone mentions it to him. If they do, he says it 
is necessary for him to keep his identity a secret at this 
point. The trideo feed he uses is a very sophisticated 
program that keeps re-scrambling the feed, so regular 
decryption programs take some time to unscramble it. 
However, with tweaking, decryption can eventually get 
the job done. 

He is also aware that not everyone will do wetwork, 
so he has a backup plan if the group won’t perform an 
assassination. It complicates the switch, which is one of 
the reasons he pays much less for the abduction as op-
posed to the killing. He also knows the information and 
assistance he is giving the team will help them greatly. 

MR. JOHNSON
Mr. Johnson is a clone of Doug Quinn. The scrambled 

feed and hidden accounts show he is trying to keep his 
identity secret. While he knows that he looks like the real 
Doug Quinn and is taking his place once the runners do their 
job, he doesn’t know he is a clone. 

B A R S W L I C EDG ESS

4 3 3 4 4 3 4 5 (7) 4 6

Initiative: 7 + 1D6
Condition Monitor (P/S): 10/10
Limits: Physical 5, Mental 5, Social 7
Armor: None due to being a virtual meet
Active Skills: Automatics 6, Club 1, Con 7, Etiquette 5, 

Gymnastics 5 (Rolling +2), Impersonation 7,  
Intimidation 4, Leadership 4 (Direct +2), Longarms 4, 
Negotiation 8 (Contracts +2), Palming 2,  
Perception 6 (Visual +2), Pistols 4 (Semi-automatics, 
tasers +2), Unarmed Combat 3

Knowledge Skills: Citicorp Politics 5, Citicorp  
Procedures 6, Information Passing Techniques 5, 
Security Procedures 7

Languages: English N, Japanese 3
Qualities: Insomnia, Prototype Transhuman
Augmentations: Orthoskin 2, tailored pheromones 2
Weapons: None

JACKPOINT SEARCH PROFILE

CLUB NUEVO
173rd Street & Albany Avenue

Club Nuevo—the name says it all. It is one of the newest, 
trendiest, and most overpriced clubs in NYC. Everyone who 
is into the VR club scene wants to be seen here. Having only 
been open for six months now, it is still the newest hotspot 
for the corporate wageslaves to try and forget their daily 
lives by immersing in their VR identities while rubbing virtual 
shoulders with people from around the globe.

Besides having the latest in VR feeds, the club has 
several backrooms rumored to be used for VR meets 
between various international interests who don’t want to 
or can’t enter NYC. NYPD Inc. keeps an eye on the people 
outside and patrols regularly, but so far they don’t seem to 
take too much interest in what is going on inside.

>  While their Matrix is top of the line, it is amazing how 
many of the wageslaves don’t know how to protect 
their commlinks in such a setting.

>  Bull

>  Yeah, it is fun watching their faces as you hack into their 
‘link and change their icon to something else. 

>  Slamm-0!
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