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IT'S A VERY  
DISTINCTIVE STYLE
When the hood is yanked off, the dark-haired man underneath it flinches and blinks at the sudden brightness. 
Sweat glistens on his skin and plasters his hair in thick black waves to his forehead. He pulls at the plasteel 
restraints that hold his wrists behind his back. He smacks parched lips together a couple times as he looks 
blearily around.

“Nathan Chandler. So sorry to have to go to such … unpleasant lengths to speak to you, but you seem to be 
disinclined to take my calls lately.”

“Argent,” Chandler says, attempting to focus on the sound of the voice. “I thought I smelled something. What 
brings you all the way out to Seattle? Wasn’t Chicago corrupt enough for you? Or did NeoNET finally decide your 
services were no longer required?”

“Still with the sense of humor. Are you still drinking, too? Taéngelé, wasn’t it? Or has your time playing house 
with an ork turned you on to hurlg instead?”

“You really shouldn’t underestimate the value of a good bucket of hurlg. I mean, it’s probably too refined for your 
tastes, but there is certainly something to be said for a good…”

Chandler’s head snaps to the left with an audible crack as Argent backhands him with all his strength. “Enough!” 
he shouts, pulling a worn Remington Roomsweeper from under his jacket and pushing it hard into the center of 
Chandler’s forehead. Then he takes a deep breath and says in an even tone, “As much fun as these little chats with 
you always are, I’m actually on a bit of a tight timetable.”

“Well … ” Chandler coughs, turning his head to spit some blood on the concrete floor. “Never let it be said that 
I stood in the way of business. I’ll just … hang out here for a while. Chat up your associates. Maybe get something 
to wet my whistle?” He looks around hopefully at the silent men in armored business suits standing on either side 
of the room’s only exit.

Argent says nothing, but gives Chandler a pinched, sarcastic grin. The grin disappears almost instantly as he sets 
a commlink on a table. He presses a button and an image of a plain chrome box appears, with the code L77-2008 
etched onto the side of it.

Chandler’s expression changes from affable drunk to deadly serious. “What do you want Argent?”
“Nothing too complicated,” Argent replies. This time his smile is much more genuine, but no less mocking than 

before. “I just want you to tell me everything you can about this wonderful new cyberdeck I’ve been hearing so 
much about.” Sa
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INTRODUCTION
SRM 07-01: The Deck Job is a Shadowrun Missions living 
campaign adventure. Full information on the Shadowrun 
Missions living campaign is available at shadowrunt-
abletop.com/Missions and includes a guide to cre-
ating Missions characters, what characters are eligible 
for Prime Runner status, and a regularly updated FAQ. 
All maps, player handouts, and other playing aids are 
found at the end of this document.

PREPARING  
THE ADVENTURE
SRM 07-01: The Deck Job is intended for use with Shad-
owrun, Fifth Edition, and all character and rules informa-
tion refers to the Fifth Edition of the Shadowrun rules.

Adventure Structure
SRM 07-01: The Deck Job 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 SRM 07-01: The 
Deck Job (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
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.

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 foci, 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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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 players 
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 resources available to them (give or take 
some negotiation 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 un-
fair 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 looting whenever possible.

Chicago, The CZ, Noise,  
and Background Counts
While for many the Chicago and the Bug City Contain-
ment Zone are synonymous, the CZ comprises less 
than one-third of the total landmass of the city of Chi-
cago proper, not counting suburban areas and farm-
lands connected to the city. But the CZ is still big, and 
it is the rotted, gutted, feral heart of the Windy City. It 
starts at 115th Street to the south and runs nearly thir-
ty kilometers north to Belmont Avenue, and reaches 
from the Lake Michigan on the east to an average of 
fifteen kilometers inland to Harlem Avenue on the 
west. A mass of torn-down buildings and hastily erect-
ed barricades were added to and reinforced over the 
three-year period that the Containment Zone was in 
effect, and even now nearly twenty years later this bar-
rier stands as an imposing divide between the Zone 
and the outside world. Anyone can supposedly freely 
travel between the Zone and Chicago proper, but Lone 
Star watches those coming out and the gangs and war-
lords watch those going in very closely.

Over the last two years, the Astral Preservation Society 
in partnership with The Ash Union and various megacorp 
thaumaturgical divisions have made headway in cleaning 
up the background count within the CZ and the surround-
ing area. Thanks to their work, unless otherwise noted 
in the scene, assume a background count of 1 anytime 
characters are within the Containment Zone. The count 
will fluctuate wildly at times, so players should expect to 
encounter everything from high background counts and 

mana voids to various aspected backgrounds and mana 
warps (see p. 30, Street Grimoire, for full rules). Areas of 
Chicago outside the CZ may also suffer background count 
bleed from the Zone.

With the megacorps construction efforts moving for-
ward in the CZ and surrounding areas, matrix connectivity 
has improved somewhat. Noise levels will vary from area 
to area, but unless otherwise specified in the scene, as-
sume a default Noise level of 1 anytime the characters are 
within the Containment Zone.

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.

Mission Synopsis
Maggie hires the runners to recover a prototype cy-
berdeck that was to be delivered to a secret produc-
tion facility set up in the former CZ. Whoever did the 
job was discreet enough the theft wasn’t detected 
until the delivery vehicle arrived late Friday afternoon 
without it, just four hours before the meet with the 
runners. She needs it recovered intact and returned 
before 8 am Monday morning. Maggie already de-
briefed the driver and knows he was not involved.  
During the debriefing, however, she discovered he 
was caught up in a traffic jam at the Western Ave en-
trance to the CZ.  She believes this is the best place 
for the runners to start their search.

The runners discover an unusual traffic snarl occurred 
at an old entrance to the CZ and that a local gang is 
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bragging about being paid really well to cause it. Chats 
with Lone Star officers and a local food vendor reveal a 
local gang (the Frenemies) were involved in causing the 
traffic jam.  Social or Matrix work additionally indicate 
one of them took something from the transport vehicle.  

The runners track down the gang and find out a local 
guy named Aaron Spencer hired them.  Spencer is ap-
parently working for NeoNET, since the gangers saw his 
NeoNET patch.

The runners start sniffing around the neighborhood 
where the gangers and some members of the NeoN-
ET team grew up. People recognize Aaron’s description 
but don’t want to talk or snitch on the local boy to the 
runners. Eventually, the runners either sweet-talk (or 
intimidate?) the right person into pointing them to the 
NeoNET team’s safehouse. 

The NeoNET team is holed up in an apartment in the 
area ... but they are not actually a NeoNET team. Aaron let 
the gangers see the NeoNET logo to hide the true identity 
of his compatriots. They are actually a runner team who 
grew up in the area and stole the prototype to trade for 
their kidnapped friend. Since one of the team is from this 
neighborhood, the area is a fairly well-defended location, 
and the team is a well-rounded set of professionals.

The runners may discover Nate Chandler connects 
Aaron and Maggie together (though they are unaware 
of the connection) and decide to take a diplomatic ap-
proach to resolving the situation.  If they are able to con-
vince both Aaron and Maggie of their mutual interest in 
rescuing their friend, Aaron hands over the prototype 
and Maggie agrees to assist Aaron in rescuing their mu-
tual friend.  Note:  the rescue is not part of this adventure.

As an optional scene, Sarah Silverleaf finds out from 
her spies inside MCT that Maggie misplaced the proto-
type and sends in a team of her own to locate and obtain 
it. She does it in order to discredit Maggie and pay her 
back for her attempted interference in the pharmaceuti-
cal company debacle (SRM 05-03 Gone Long Gone).

Scene 1:

The Kick In  
The Teeth Job
Scan This
Maggie (see Cast of Shadows) hires the runners to re-
cover a cyberdeck prototype that was to be delivered 
to the secret production facility set up in the former 
CZ. Whoever did the job was discreet enough the theft 
wasn’t detected until the delivery vehicle arrived late 
Friday afternoon without it, just four hours before the 
meet with the runners. She needs it recovered intact 
and returned before 8 am Monday morning.

Tell It To Them Straight
Friday night is the time for fun, not for work, but creds 
are creds. So when your fixer calls to set up a meeting 
for 9 pm on a Friday night, you don’t argue. Well, not 
too much anyhow.

“The Johnson is a Ms. Maggie Goldberg. I think 
you’ve met, right? Anyhow, get your cronies rounded 
up and meet her down at Miller’s Pub right away. She’s 
got a little problem with your name written all over it.”

Behind The Scenes
Maggie meets the team at Miller’s Pub for three rea-
sons – it’s convenient, the food is good, and she knows 
Lothan (who runs a talismonger shop out of the back 
and basement). Also, Little Mel (the big, burly bartend-
er) watches her back.

When the team arrives, she sits alone at a table near 
the bar large enough for the entire party to join her. Her 
back is against the wall and she watches the door warily. 
The place is crowded – it’s the middle of the dinner rush 
on a Friday night – so the team must make a Perception 
(Visual) + Intuition [Mental] (1) Test to see her. Little Mel 
polishes the bar nearby. If any runners get three hits on 
the Perception Test, they notice he’s holding his left arm 
at an odd angle. Anyone noticing that can make a Knowl-
edge (Security Procedures) + Logic [Mental] (3) Test to 
realize he probably has a shotgun mounted under the 
bar. Five or more hits on the Perception + Intuition [Men-
tal] Test tells the runners he is doing his best to unobtru-
sively keep an eye on Maggie, in a protective way.

If a runner has her as a contact, they notice Mag-
gie is much more agitated and distracted than normal, 
a simple Judge Intentions (Charisma + Intuition) (2) Test 
reveals it. She is still courteous to them, and even man-
ages a wan smile at anyone who is particularly compli-
mentary or kind to her, but something is obviously dis-
tracting her. She will reveal the reason with a successful 
Negotiation (Diplomacy) + Charisma [Social] versus her 
dice poll of 12 [6]. The truth is, she is unnerved because 
of the unwilling extraction (she would refer to it as ‘kid-
napping’) of her friend Nate Chandler from his home in 
Portland only two weeks earlier.

Maggie wants to hire the runners to retrieve an item 
apparently stolen in transit to a location within the CZ. 
She offers them 9,000 nuyen each (+ 500 nuyen per 
net hit, maximum of 2,500 nuyen). Any additional net 
hits cause her to offer the team part of their pay up front 
(500 nuyen per net hit over five). If asked, she admits 
the item is smaller than a Taco Temple to go order and 
neither Awakened nor biological in nature. The reason 
for the relatively high pay for what appears to be a sim-
ple retrieval is that there is a hard time limit—she must 
have the package in her hands before 8 am Monday 
morning—and the item must be undamaged.
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Maggie contracted a private courier service affiliat-
ed with Mitsuhama to ship the prototype, along with 
several other less valuable pieces of tech. As far as she 
knows, only she and the driver know the package is 
missing and she is desperate to keep it that way. To that 
end, she has the driver sequestered at a secure facility 
to keep the information contained. Besides the fact that 
Maggie chose him specifically because she knows him 
personally and trusts him, she already interviewed him 
and is convinced he had nothing to do with the heist. 
Until the item is recovered, she’s keeping him under 
wraps for both of their protection.

Once the team accepts the job, she shows them a 
picture labelled L77-2008. It appears to be a small com-
mlink. Any decker in the group recognizes it as a cyber-
deck prototype; anyone else can make a Computer + 
Logic [Mental] (3) Test to come to the same conclusion. 
A Matrix search does not turn up any information—the 
code is an internal designation for the research project.

Maggie is focused on the prototype, so she doesn’t 
offer up any other information unless the runners bring it 
up. If they ask about any other missing items, she blinks 
and tells them that yes, as a matter of fact, there are. 
A small case of chips—a variety of knowsofts, skillsofts, 
and entertainment vids—was also taken. It was the least 
valuable but most portable item in the truck.

Maggie does not allow the runners to interview the 
driver, nor does she let them see the truck. Besides the 
fact that the driver was unaware of the theft until he ar-
rived at his destination, and therefore can’t tell them any-
thing about the thieves, Maggie can’t risk him accidental-
ly revealing the location to which he was delivering.

She tells the team the driver entered the CZ through 
the Western Avenue entrance, north of 103rd. During the 
debrief with the driver, she discovered he was delayed 
in a traffic jam at that location.  She believes this is the 
best place for the runners to start their investigation.  She 
gives them a description of the driver and truck to aid 
them in questioning anyone who might have unwittingly 
witnessed the theft.  Go to Scene 2: The Hog Wild Job for 
additional information on what transpired at this location.

Pushing The Envelope
This scene is just to set up the meet with Maggie. There 
is no need to push the envelope.

Debugging
There’s really not much to go wrong here unless the 
team does something particularly unwise.

Maggie does not release the driver to the runners 
for questioning under any circumstances and does not 
let them examine the package truck. She’s very apolo-
getic about it, but cannot be persuaded. As far as she is 
concerned, it’s not just her career that she has to worry 

about if it gets out that she lost the prototype, it is also 
the driver’s livelihood.

Scene 2:

The Hog Wild Job
Scan This
The runners discover an unusual traffic snarl occurred 
at one of the old entrances to the CZ. A local gang was 
seen causing the traffic jam.

Tell It To Them Straight
The Western Avenue entrance into the CZ is no better 
or worse than any other opening in the wall. The traffic 
around this one is a lot worse than usual, though.

LITTLE MEL
B A R S W L I C EDG ESS

6 5 4 6 4 3 4 2 2 6

Initiative: 8 + 1D6
Condition Monitor (P/S): 11/10
Limits: Physical 8, Mental 5, Social 5
Armor: 0
Skills: Clubs 4, Etiquette 6 (Street +2), Intimidation 5, 

Longarms 4 (Shotguns +2), Negotiation 5, Pistols 4, 
Unarmed Combat 4

Knowledge Skills: Alcohol 9, Media Stars 2, Sports 6, 
Street Rumors 6, Trivia 12

Qualities: High Pain Tolerance 1, Home Ground (You Know 
a Guy)

Gear:  Metalink commlink
Weapons: 

Enfield AS-7 “Clarabelle” [Shotgun, Acc 4(5), DV 13P, 
AP –1, SA/BF, RC —, 10(c)]

Weighted Sap [Club, Acc 5, Reach —, DV 8P, AP —]

HOST: MILLER'S PUB
Rating Attack Sleaze Data Proc. Firewall

4 4 5 6 7

Installed IC: Patrol, Scramble
Slaved Devices: Security cameras, fire suppression 

system
Spiders: n/a
Sculpting: A nondescript pub
Security Procedures: Patrol IC runs at all times. Host 

launches Scramble upon being alarmed and sends a 
message to the local Lone Star precinct with still shots 
from the security cameras. Host takes a Combat Turn to 
reboot their IC if they become bricked.

Paydata: There are data files on the host which have fifty 
nuyen value per player on NooseNet.
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