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A CRUSADE IN 
DARKNESS AND FIRE
Fringe’s astral self stared at the remnant of the vortex. 
It was dark and unholy, in stark contrast to the magical 
lodge around it. Even years of logic and study could 
not hold the line against the pure evil that had invaded 
the library.

“Oh, frag, Mako. What have you stepped in?” Fringe 
manifested in the translucent image of a priest a few 
meters from the table that held the open hardcopy 
Sanskrit-to-English dictionary.

“This guy Shaun’s girlfriend was kidnapped,” the 
shaman replied. “A team shot her, then burst in and 
took her and a jade cup. A magical artifact, as we 
understand it.”

The priest shook his head solemnly. “You’re in for 
some serious trouble. The remnants of this astral rift 
lead to the home metaplane of the shedim, unholy 
spirits of pure death.”

“I have a spirit searching for Kellan Colt as we speak. 
But I may need some help down the line. My guys aren’t 
packing the ordnance I’d like them to have.”

“God go with you in your quest,” the priest said as 
he blessed the shaman and his team, if only in a spiritual 
sense. “You have my commcode. We haven’t always 
seen eye to eye, but we stand on the same side when 
true evil rears its head.”

Fringe sat at his usual spot at the bar at Stewie’s, a brew-
pub in the University Village shopping center that ac-
tually brewed a few of its own beers. He’d just ordered 
the loaded soychips when the commlink buzzed.

“It’s Mako. We need an assist with a background 
count.”

The cute ork, Alex, set down a saucer of soychips, 
and Fringe flashed her the too-frequent grimace that 
said he’d have to leave for a while. Alex also knew the 
tip would more than cover any inconvenience caused 
by his absence.

To say the fight was going poorly would be like com-
paring Mako’s team with the thugs in Karl Kombat-
mage’s last production. Mako was already down. Jones 
had just caught the jade cup in one hand, holding Kel-
lan Colt across the other shoulder, after Auslander va-
porized one of his comrades with a Powerbolt. Jones 
pumped his legs for all they were worth as more shots 
bounced ineffectually off Auslander. “Where are those 
grenades now?” Jones shouted. He made it to the van 
just as Auslander threw out the most powerful Toxic 
Wave spell Jones had ever seen ...

Fringe awoke from his vision with a start. He’d been in 
the shadows long enough to see some truly disturbing 
things, but this shook even him. He crossed himself as 
he took in the sights of the old church and the angel of 
guidance that hovered in front of the altar. “Auslander 
must be destroyed,” Fringe heard the angel say, “Or he 
will rain death upon the world.”

Fringe whispered the words in the foreign inscription 
around the jade cup in his hands:

A Water Snake passes from the Ring of Fire,
A mage’s blood fuels the Harvest’s End,
A hallowed grave for unhallowed guests,
In the pure the unpure rests.

A holy crusade began to take shape in his mind: one 
he knew would involve a sacrifice of blood. “Now to 
find some crusaders,” he intoned as he flipped on his 
commlink.
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INTRODUCTION
PM-02: A Holy Piece of Wetwork is a Shadowrun Missions 
living campaign adventure. Full information on the 
Shadowrun Missions living campaign is available at 
shadowruntabletop.com/Missions and includes a 
guide to creating Missions characters and a regularly 
updated FAQ. All maps, player handouts, and other 
playing aids are found at the end of this document.

PREPARING THE 
ADVENTURE
PM-02: A Holy Piece of Wetwork is intended for use with 
Shadowrun, Fifth Edition, and all character and rules infor-
mation refers to the fifth edition of the Shadowrun rules.

Adventure Structure
PM-02: A Holy Piece of Wetwork 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 
following subsections, providing gamemasters with all 
the information necessary to run it.

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

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

Behind the Scenes covers the bulk of the scene, 
describing what’s happening, what the non-player 
characters are doing, how they will react to the player 
characters’ actions, and so forth. It also covers the 
setting of the encounter, going over 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 powerful 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, gamemasters should omit this 

information. It adds to the scene but does not contain 
important information.

Debugging offers solutions to potential problems 
that may crop up during the encounter. While it’s 
impossible to foresee everything that a group of player 
characters might do, this section tries to anticipate 
common problems and other 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 adventure. 
You should leave at least 15–20 minutes at the end of 
the time slot to complete any necessary paperwork and 
pass out the players’ Debriefing Logs. (Make sure that 
you have enough copies of the Debriefing Log for this 
adventure to give one copy to each player after running 
the adventure.) This section offers some guidelines you 
may find useful in preparing to run PM-02: A Holy Piece 
of Wetwork (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 differ-
ent things. Sometimes you drop the ball and forget 
something or you just make a mistake. It happens, 
don’t worry about it. Nobody is perfect all of the 
time and everybody makes mistakes. Just pick up 
from there and move on. Your players will under-
stand and forget about it once you get back into the 
action.

Step 5: Challenge the Players
Gamemasters should challenge the players but 
should generally not 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 chal-
lenge the players and their characters, not to bury 
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, limits, 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 
adventure, that the PCs will not necessarily compose 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 back-
ground characters in the adventure that interact with 
the player characters. NPCs in this adventure have al-
ready been created 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. They have more detailed 
write ups and include most of the skills and the gear 
they have access to. 

The NPCs in this adventure should generally stand 
up to the average player character but may need some 
adjustment to suit a particular group of characters, 
especially a more experienced and powerful group. The 
scenes and NPC descriptions offer tips on adjusting the 
NPCs to suit the abilities of the characters in your group. 
To adjust the power level of an NPC, refer to 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
Gamemasters are encouraged to use their own judg-
ment and to adjust the difficulty of the encounter to 
take into account the abilities of the players. If the 
players have no magical support, replace magical de-
fenses with mundane ones. If the players are weak on 
combat, reduce the number of enemies by one or two. 
Conversely, if they’re steamrolling the opposition, add 
one or two enemies to the fight. Missions should be 
difficult and something of a challenge but should not 
be insurmountable.

A simple method for adjusting difficulty is to simply 
increase the dice pools and Professional Ratings of the 
enemies. A simple +1 or +2 to all combat and defense 
tests gives enemies a minor boost in power, while a +3 
or 4 will make them truly formidable. Adding to their 
Professional Rating will give them a larger group Edge 
pool to draw from, and gamemasters are encourage to 
use this Edge when logical.

Often a combat scene will tell you if it’s supposed 
to be challenging or is simply there to serve as filler 
or a minor obstacle that the players should steamroll 
through. When possible, use this as a guide to know 
when to tweak the enemies and encounters. If it doesn’t 
say, assume the scene should present a challenge to the 
power levels of the players.

A Note on Loot and Looting
Gamemasters should be careful what they allow play-
ers access to, because they can and will try to steal 
everything not nailed down (and even then, they 
often have pry bars and claw hammers to deal with 
those nails). Shadowrun Missions operate under the 
assumption that two players who have run the same 
missions will have roughly the same amount of re-
sources available to them (give or take some nego-
tiation and a little bit of minor loot fenced), so when 
players are able to steal and fence a lot of gear or are 
able to get their hands on high-priced vehicles, cyber-
decks, or foci, it can unbalance the game and make 
it unfair to players who didn’t have the opportunity 
to get those items. Gamemasters should avoid letting 
the players get into a position to do high-value loot-
ing whenever possible.
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Paperwork
After running a Shadowrun Missions adventure, there 

are several important pieces of paperwork that need to 
be filled out.

The first is to make certain to distribute a copy of 
the adventure’s Debriefing Log to each player. As the 
gamemaster, please make certain to fill this out and 
sign off on it for each character. In the interests of time, 
you may have each player fill out the sections, with 
appropriate values that you give them. Please consider 
the 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 
updated their character’s Mission Calendar. PCs are 
allowed to go on one run per week. The calendar is 
used to track the character’s monthly lifestyle expenses, 
adventures, and their downtime exploits.

Mission Synopsis
About four years ago, a Master Shedim plagued the 
town of Neah Bay (CMP 2010-04 Humanitarian Aid, 
which is found in Sprawl Wilds). The Master Shedim 
possessed the body of Dr. Auslander, who worked in 
the local hospital. Horizon hired a runner team to re-

cover several thousand doses of antivirals intended 
to inoculate the population against a Hantavirus out-
break, but the runners found something more. In an 
extremely tough fight, the runner team killed Dr. Aus-
lander’s body and disrupted the Master Shedim pos-
sessing him.

Two years ago, Kellan Colt and Dr. Fiona Craig found 
the latest of many artifacts, a jade cup, at a dig on a tiny 
island in the South Pacific. They smuggled the artifact 
into Seattle and an unidentified runner team kidnapped 
Kellan and stole the cup (SRM 04-10 Romero and Juliette 
and Juliet). During the kidnapping, a bit of Kellan’s blood 
was spilled into the jade cup and a gateway opened to 
the metaplane of the shedim. The kidnappers delivered 
Kellan and the cup to Auslander, who double-crossed 
the kidnappers and nearly wiped them out. Kellan’s 
boyfriend, Shaun Davies, hired a runner team to recover 
Kellan and the artifact. The runners tracked Auslander to 
Cypress Lawn Memorial Park, a cemetery near Everett 
Beacon Mall (p. 84, Seattle 2072). Auslander nearly 
exterminated the runners, but they finally disrupted 
him and recovered Kellan and the jade cup. However, 
the cup still represents a potential link for Auslander to 
return to this world under the right conditions.

A few weeks ago, Fringe had a vision of Auslander 
returning and raining death upon the world. He came 
into possession of the jade cup during SRM 06-06 Falling 
Angels, during which a shadowrunner team fought 
Auslander (whom the Ancients called “The Bishop” 
in that mission), Altar Boy, and a shedim-possessed 
Samantha (from SRM 5A-01 Chasin’ the Wind). After this 
encounter, Fringe put the word out that he was looking 
for a group of Prime Runners for an incredibly dangerous 
mission. His intent is for the runners to assault the home 
metaplane of the shedim and to destroy the master 
shedim Auslander once and for all. This quest has dual 
purposes: to destroy Auslander and to seal off the 
metaplanar link the jade cup represents.

This mission begins with the runners meeting Fringe 
at Saint Mark’s Cathedral in Seattle (Scene 1: Once 
More Unto the Breach). Fringe tells them of his mad 
plan to send them to Auslander’s home metaplane to 
exterminate him once and for all. The cost of this plan is 
Fringe’s life, to be expended in a blood ritual designed 
to open a gateway to get them there and back. Once the 
plan is in motion, the runners are transported through 
the gateway and arrive—back in Saint Mark’s (Scene 2: 
Break on Through)—where they meet a Shadow Spirit 
impersonating Serenity and trying to convince them 
they’re back home, and possibly that the ritual failed 
and they have to go again.

After they’ve dealt with the faux Serenity, the next 
step in their quest is to make it to Auslander’s home, 
which means making it past a possessed feathered 
serpent (Scene 3: Exit Thy House of Pain) and assaulting 
a shedim-guarded black castle (Scene 4: Assault on the 

BACKGROUND COUNTS
Background counts impose a negative dice pool penalty 

equal to their rating for all tests that are linked to or utilize 
magic in any way (i.e., spellcasting, summoning, assensing, 
any test made while astrally projecting, and any active skill 
that benefits from active adept powers such as killing hands, 
critical strike, great leap, or improved skills, etc). Dual-
natured creatures and spirits suffer this penalty to all actions.

Aspected background counts grant a boost to any 
limit that utilizes magic in any way (see above) to any 
metahuman, spirit, or dual-natured creature that matches the 
aspected domain. This includes spellcasting Force limits, so 
spellcasters need to be careful as it can be hard to control 
the additional surge of mana. Any magically active being that 
does not match the aspected domain should treat this as a 
normal background count and suffer penalties.

Background counts above 12 are called either a flux (for 
aspected domains) or a void (for magically dead zones), and 
are very dangerous. Any being that is magically or astrally 
active in any way (dual natured, astrally perceiving, casting 
a spell, has an active adept power, has an active focus, etc.) 
takes background count – 12 unresisted Stun Damage each 
turn that they are active and exposed to the flux or void.
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Hidden Fortress). In these two scenes, Matrix-capable 
runners may find their skills grant unusual potency to 
the team as even the non-technological beings in this 
realm have “Matrix” presences and there is no GOD to 
converge on their activities.

Finally comes the assault on Auslander himself 
(Scene 5: Into the Heart of Death). The increasing 
background count, slowly fading ritual, and the power of 
Auslander’s throne to siphon life energy from intruders 
within the throne room compounds the difficulty. Once 
the runners defeat Auslander, all that remains is for 
them to return home (Scene 6: Phone Home).

Scene 1:

ONCE MORE 
UNTO THE 
BREACH
Scan This
In this scene, the runners’ respective fixers contact 
them with a job from Fringe, a former shadowrunner 
and a powerful magician.

Tell It to Them Straight
Saint Mark’s Cathedral is one of the oldest churches 
in the Seattle Metroplex. Although the exterior has 
seen better days, assuming it was finished at all, it’s still 
impressive in the sunset sky. However, the grand Byz-
antine-style interior strikes you as an unusual place to 
hold a meet. Candles are lit around the sanctuary and 
incense lingers in the air. In the floor’s center, in front 
of the altar, is the pattern of a labyrinth, inlaid in tiles 
upon the floor. Standing at the mouth of the tile laby-
rinth is the priest who must be the Johnson your fixer 
said you’d meet. The priest is a male elf in full vest-
ments, with skin that glows almost as if his soul were 
trying to light the room. The jade chalice in his hands 
does give you pause, however.

“Thank you for coming so quickly and for coming 
prepared.” The priest projects his voice to fill the space, 
with the practice of a preacher who is accustomed to 
this church. “Your fixers no doubt told you the quest at 
hand would be perilous.”

“My street name is Fringe and I would like to hire you 
for a holy crusade. The quest must depart immediately, 
and it will be hazardous. I offer each questor 25,000 
nuyen for completion, all in advance. If you would like 
to step out to the narthex (the lobby of the church, 
outside the sanctuary) to discuss your arrangements 

or to ask around about me, I’ll give you a few minutes 
while I make the rest of my preparations. If, in a few 
minutes you decide to leave, I will give you 1,000 nuyen 
for listening to what might have seemed like the ravings 
of a madman.”

Read this after the runners have 
finished their negotiation and had a 
chance to consult their contacts:

“As I’ve said, the quest is perilous. Some of 
you may recognize the chalice I’m holding as 
the jade cup which allowed the master shedim, 
Auslander, to open a gateway for his minions 
to enter Seattle a couple years ago and to enter 
Chicago more recently. Auslander was released 
from ancient imprisonment during an archaeo-
logical expedition in Neah Bay about four years 
ago, and his evil has grown stronger ever since. 
He came back after being disrupted to cause 
more death, and that’s just since his recent re-
lease. I have received divine warning that Aus-
lander’s continued existence endangers the 
world, so the objective of this holy crusade is 
to destroy him. In order to do so, you must hunt 
him down on his home metaplane and kill him.”

Fringe sets the cup down in the center of the 
tile labyrinth next to a scalpel. Then he sets 
down several credsticks at the entrance to the 
labyrinth.

“Transporting you physically to another 
metaplane ordinarily would be impossible, but 
Auslander has provided the door in the form of 
the chalice. I will hack the mystical lock, if you 
will, and allow the door to swing both ways. 
The door will remain open until sunrise, so set 
a timer. At sunrise the door relocks forever, and 
that’s another reason for this quest: to destroy 
the metaplanar link represented by this cup. 
The reason I paid you in advance? Hacking the 
mystical lock requires a blood sacrifice, and that 
sacrifice will be me—I can ask no other. By sun-
rise, I will be dead and I hope Auslander will be 
destroyed as well. The chalice will be destroyed 
in this ritual, so there are no second chances. 
Does that sound mad enough for you?”
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When the runners are ready to begin:

Fringe bows his head as if to pray. “Serenity, 
the time is near. I pray for your aid one last time.”

The air in the sanctuary becomes noticeably 
warmer as a fire spirit appears, taking the form 
of a female angel with six fiery wings. She and 
Fringe have a brief but solemn conversation in a 
foreign language.

“This is Serenity, one of the Seraphim,” Fringe 
says to you. “She’ll stand watch over the door-
way until sunrise and rain down the fiery wrath 
of God upon any except you who attempt to en-
ter or leave through the doorway.”

Fringe begins walking the labyrinth. “Wait five 
minutes, then follow me. You may take anything 
you can carry. Your mind and the ritual will trans-
late it as appropriate into the next world.” As he 
walks the labyrinth, he begins chanting in the 
same foreign language. As the five-minute mark 
approaches, he reaches the center and kneels in 
front of the chalice. He picks up the scalpel and 
carves a small cross into his forehead, chest, and 
each shoulder. As the first drop of blood hits the 
jade chalice, the air around the labyrinth begins 
to shimmer like a mirage.

As you walk the labyrinth, the church fades 
away…

Behind the Scenes
Fringe (see Cast of Shadows) contacted the runners’ 
respective fixers with the promise of a lucrative but 
hazardous job. He told their fixers to tell them to 
come prepared for action, so the runners should have 
access to their gear. The meet takes place at sunset 
and the run must be completed by sunrise. For out-
of-town runners, Fringe called in every last favor due 
him to make sure these Prime Runners arrived with 
whatever gear they own. Although runners aren’t 
able to take vehicles, they should be able to take any 
drones they have. If the runners ask why deckers or 
technomancers have been hired, Fringe responds that 
the metaplanes work differently from this world. He 
wants to hire the most diverse team he can find, and 
it’s possible some Matrix skills may find atypical uses 
on this quest (which is true, as they find in Scene 3: 
Exit Thy House of Pain).

Fringe intends for the runners to assault the home 
metaplane of the shedim and assassinate the master 
shedim Auslander. (Runners may remember Auslander 
if they played either CMP 2010-04 Humanitarian Aid, 

SRM 04-10 Romero and Juliette and Juliet, or SRM 06-06 
Falling Angels.) He offers the runners 25,000 nuyen each, 
plus 1,000 nuyen per hit (max 5) on a Negotiation + 
Charisma [Social] Test. Normally the negotiation would 
be an Opposed Test, but Fringe dislikes haggling the 
price for what he regards as a just cause, so he has no 
problem paying them the maximum amount for what he 
knows to be a perilous mission. Runners will no doubt 
be shocked (or suspicious) at an offer to pay everything 
up front, so they should have the opportunity to ask 
their contacts about their Mr. Johnson.

It is possible the runners may attempt to talk Fringe out 
of the ritual or that one of them requests to take his place, 
especially if one or more of them has Fringe as a contact. 
However, Fringe’s purpose is fixed on performing this 
ritual as he has described and he is not swayed easily; 
this is the one instance in which he might bring his full 
charisma to bear. A capable face may convince him to let 
one of the runners be the sacrifice instead (by succeeding 
on an Etiquette + Charisma [Social] (5) Test), but Fringe 
accepts no significant delay in the ritual and the ritual 
requires a sacrifice. In any case, the sacrifice must be 
willing to die for the ritual. Gamemasters should strongly 
emphasize this to the player of any runner seriously 
considering substituting as the sacrifice—the sacrificed 
person dies, period. The individual may not and cannot 
burn Edge to be Not Dead Yet (p. 57, SR5), as this would 
reflect an unwillingness to die.

Saint Mark’s Cathedral has a Background Count of 3, 
aspected towards the Christian Theurgy tradition.

During this scene, Fringe and Serenity (see Cast of 
Shadows) speak in New Testament era Greek. Should a 
runner know the language (or contemporary Greek with 
a Greek + Intuition [Mental] (2) Test), they understand 
the conversation, in which Fringe thanks Serenity for her 
frequent service and she agrees to stand watch over 
the “doorway” as her final service. As Fringe walks the 
labyrinth, he says a part of the Mass.

Once the air around the labyrinth begins to shimmer, 
the labyrinth becomes a temporary Astral Rift (p. 
28, Street Grimoire), except it transports people and 
things physically between this world and the shedim’s 
metaplane. For good or ill, the astral rift bypasses the 
Dweller on the Threshold. When the doorway closes at 
sunrise, Fringe vanishes with it, leaving behind only dust 
and a few spatters of blood.

Once the runners enter, proceed to Scene 2: Break 
on Through.

Pushing the Envelope
If you have time for an additional run leading up to this, 
have Fringe hire the group to steal the jade cup. This 
should be a straightforward run against a secure stor-
age facility owned by some middlemen who bought 
the cup from a runner team who recovered it from Chi-
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