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The door slammed shut. Martin Tate sat in his chair, closed his eyes, and rubbed his throbbing temples. Another 
problem. One more barrier to overcome. The new threat had to be dealt with in its embryonic stage. If the site 
was allowed to go online, it would invalidate months of work and goodwill with the locals. With a wave of his 
hand, an AR menu appeared. Moving through options, Tate’s finger tapped an icon and opened the draft report 
to his supervisor.

Truman Technologies, subsidiary of Horizon, Internal Memo: The Maker Collective

Six months ago, the local government turned its attention to a community of scientifically minded indi-
viduals with marketable skill sets known as The Maker Collective. The Collective was about to be absorbed 
by the city through the June 1, 2075 court ruling on Adverse Possession through Project: Takeback. 

I was able to meet with a council of their leaders and convince them that they would be better served 
entering into employment through Truman Technologies. Rather than lose everything when the city re-ac-
quired the land, which I have no doubt would have happened, we worked together to establish a rightful 
corporate claim. 

Over the past five months, various discretionary funds have been utilized to relocate squatters and reno-
vate the location. The craftsmen still employ their trades but now they do their work repairing and reselling 
returned merchandise instead of twenty-year-old scrap electronics. At first there was a great deal of resis-
tance, and the blend into the Horizon culture is less than ideal—but it is improving with time. So far, I was 
able to close two other refurbishing centers and redirect the traffic through The Collective. I decided to keep 
the name The Maker Collective for a time while the technicians grew to accept Horizon as their new home.

Last week, Ares acquired a warehouse roughly a block from The Collective. Trucks have been moving 
products and personnel to and from this facility and the Ares corporate lodgings. Teams are working around 
the clock to establish security and to make it operational. Through my spy network, I was able to find out they 
are planning to ship in two industrial nanoforges and undercut The Collective’s pricing for returns processing 
before they can lock down the market.

With the above in mind, I’m writing to you to request additional Black Ops funding—documents attached.

-Dr. Martin Tate

Fortunately, he was getting good at solving problems and finding the right solution to break down barriers. Taking 
a deep breath and focusing on his long term strategy, he knew what to do. After reading over his draft one final time, 
he pushed Send. Without a pause, he opened up his private dossiers on Chicago’s shadowrunning community.
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INTRODUCTION
SRM 07-02 Collective Action is a Shadowrun Missions 
living campaign adventure. Full information on the 
Shadowrun Missions living campaign is available at 
facebook.com/SRMissions 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
SRM 07-02 Collective Action 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 07-02 Collective Action 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 07-02 Col-
lective Action (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 charac-
ters, 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.

Step 4: Don’t Panic!
Gamemastering involves juggling a lot of different 
things. Sometimes you drop the ball and forget some-
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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 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, 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 steam-rolling 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 assump-
tion that two players who have run the same missions 
will have roughly the same amount of resources avail-
able 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, cyberdecks, 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 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 1/3 of the total landmass of the city of Chicago 
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proper, not counting suburban areas and farmlands 
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 30 km North 
way to Belmont Avenue to the north, and reaches from 
the Lake Michigan an average of 15 km to Harlem Av-
enue to the west. A mass of torn down buildings and 
hastily-erected barricades were added to and rein-
forced over the three-year period that the Containment 
Zone was in effect, and even now nearly 20 years later 
this barrier 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 
warlords watch those going in very closely.

Over the last two years, the Astral Preservation So-
ciety in partnership with The Ash Union and various 
megacorp thaumaturgical divisions have made head-
way in cleaning up the background count within the CZ 
and the surrounding area. Thanks to their work, unless 
otherwise noted in the scene, assume a background 
count of 1 anytime characters are within the Contain-
ment Zone. The count will fluctuate wildly at times, so 
players should expect to encounter everything from 
high background counts and mana voids to various as-
pected 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 
forward in the CZ and surrounding areas, matrix con-
nectivity has improved somewhat. Noise levels will vary 
from area to area, but unless otherwise specified in the 
scene, assume 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 gam-
emaster, 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 ac-
tions in the scenario when providing Reputation modifi-
ers, 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
The team is out to dinner at a fancy new sports bar 
when Dr. Tate contacts them. This scene is mostly role-
playing, but has the potential to get players into trou-
ble by being late for the meet or by fighting with the 
rowdy bar crowd. The players leave the bar and make 
their way to the Maker Collective to meet with Dr. Tate. 
In this scene, roleplay the change from the previous 
version of the Collective (aka Bartertown) to a mod-
ernized outlet for refurbished goods. Once the team 
arrives at the clinic, Dr. Tate asks them to accept a mis-
sion to sabotage two industrial nanoforges at a rival 
Ares facility, which must be done the same night. He 
gives them a diagram marking a specific location on 
each machine and a thermite burning bar for each. The 
team is to contact him once they finish at the Ares fa-
cility. The meet takes place at 7 p.m. and the run must 
be completed by 6 a.m. the following morning.

Protesters surround the warehouse and have drawn 
most of the guards outside. The protesters are locals; 
some want Ares to leave in fear of CFD, while others 
want the corp to hire locals instead of importing their 
own workers. The players can survey the warehouse and 
gather information from the crowd. There are heavily ar-
mored guards, drones, mages, and spirits keeping order 
and patrolling outside the facility. Astral scouting finds 
a ward protecting the building. Deckers determine the 
building has a strong on-site host. Workers and guards 
are brought here in shifts from the local Ares housing 
complex. No visitors are seen while the team does re-
con, and the guards verify new arrivals’ SINs before en-
try. Doorways to the warehouse are built like airlocks 
and are scanned for drones or intruders before the sec-
ond door opens. Monofilament line is strung inside the 
air conditioning vent shafts, but a skilled rigger might be 
able to pilot a minidrone through intact. If successful in 
speaking with the crowd, the team may learn of a hid-
den tunnel the previous occupants installed, and a little 
information about the Ares Response Team inside.

If the runners find out about the tunnel, finding a 
nearby entrance into the sewers is not hard. In the tun-
nel under the warehouse, the team runs into the mad 
hermit adept Mange and his pack of Cram-addicted 
dogs. Mange attempts to prevent the runners from en-
tering his area and is hostile, but can be persuaded to 
let them pass if the players choose to roleplay through 
the encounter. If the team uses unsuppressed firearms, 
explosives, or indirect combat spells in the encounter 
with Mange, the noise alerts workers at the Ares facility. 
Once past Mange, the runners find the ladder and man-
hole that leads into the facility. 

A combination lock is built into the tunnel hatch. 
Once the lock is open, the team still needs to circum-
vent the ward to enter. If they get in, the team emerg-
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es in a supply room. If the team made a lot of noise 
in the tunnel, used brute force to break the lock, or 
attacked the ward, the Ares Response Team responds 
to investigate and deal with any intruders. However, 
stealthy runners have the opportunity to search the 
supply room and find an Ares custodial jumpsuit and 
some cleaning supplies.

Inside the facility a few technicians are installing 
electronics; a stealthy team should have no trouble by-
passing them. Only one nanoforge is present, along 
with a technician working on it. After the nanoforge is 
sabotaged, the runners must escape immediately be-
cause the thermite burning bar creates a great deal of 
smoke and the smell is noticed. After the players es-
cape, they contact Dr. Tate.

Tate tells them to locate and sabotage the remaining 
forge. The team can hack GridGuide to find the deliv-
ery information or Tate can call in a favor with Quantum 
Princess to do it. If Tate doesn’t have to call in the favor, 
he offers a bonus to the team. Quantum can arrange for 
the truck to be stopped at a specific location. This allows 
the team a window of opportunity to stage an ambush 
and destroy the final machine using the remaining ther-
mite burning bar. 

The team races to get ahead of the truck so they can 
make preparations at the ambush site. There are civilians 
in and around the area where the ambush occurs. Once 
the truck approaches, GridGuide seems to malfunction, 
creating a traffic jam with vehicles blocking the delivery 
truck. An experienced security team guards the truck 
and puts up a good fight. After the players destroy the 
second nanoforge, they leave the area before Lone Star 
arrives. Provided the police are not actively pursuing 
them, the team has no trouble meeting with Dr. Tate and 
getting paid as promised.

Scene 1:

Swole
Scan This
The team is at a local bar watching a pay-per-view 
showing of Containment Zone Wrestling when Mr. 
Johnson contacts them. Not much can go wrong un-
less they refuse to meet with Johnson or get into a fight 
with a patron.

Tell It to Them Straight
Occasionally the stars line up and things go right. Last 
night, a contact slotted your team a one-night executive 
pass to Apex, a new sports bar that opened up as part 
of the efforts to reclaim Chicago. The club is ultra-hot 
right now, so free entry with dinner and entertainment 

included was too hard to pass up. The club is rumored to 
have the best vat-grown Mmm-Eat™ in the Windy City, 
along with twenty-four award-winning dipping sauces.

Pounding goblin rock, pulsating lights, and a roaring 
crowd compete for your attention as you step through 
the doorway to the newly constructed and testoster-
one-laden sports bar. Your commlink broadcasts your 
pass and an AR feed directs you to an elevated seating 
area complete with its own buffet. Your seat allows an 
excellent view over the railing onto the club’s main floor.

Looking over the open sports bar area, you glance 
at the massive central jumbo-trid the wrestling fanboys 
surround. Tonight, the bar is running a special pay-per-
view Containment Zone Wrestling event, and one of the 
early match-ups is on the jumbo-trid now. Near the re-
strooms, there is a Test Your Mettle strength-tester game. 
Six musclebound patrons take turns on the game. The 
sweet aromas from the kitchen reach your seat and they 
smell almost too good to be true. You quickly shift to 
the AR menu and select your drink of choice. The buffet 
opens in about twenty minutes, and then it’s an all-you-
can-eat competition with your teammates.

Barstools fall by the wayside as the Apex patrons 
jump to their feet cheering. Glancing at the trid, you 
catch the replay of a massively muscled dwarf with a 
red Mohawk delivering a flying head-butt from the bot-
tom turnbuckle into some poor ork. The cacophony 
lasts a few moments after the local favorite pins the un-
conscious ork and picks up a win. The announcers start 
chatting immediately, bickering about the match and 
other wrestling drama.

Your commlink alerts you to a new message. Giving 
it a quick glance you realize it’s a job, so you begrudg-
ingly accept the call. The man on the other end of the 
line is a friendly looking, dark-skinned man wearing cus-
tom glasses and a white lab coat.

“Good evening. For those of you who don’t know me, 
I’m Dr. Martin Tate. I am hiring for a job on a tight timeline. 
Your names were on a short list of qualified contractors. 
If you are interested, please make your way to the Maker 
Collective as soon as possible. If you are not interested, 
I’ll contact others for the work. Are you in?”

Once the players agree  
to meet with Dr. Tate:

“Excellent. Timing is critical on this mission. 
I’ll expect you within the hour at the medical 
clinic we built in the Maker Collective. We can 
discuss details then.” As the commlink discon-
nects, your drink arrives at the table. With a 
frown, you realize you should leave now if you 
want to make the meet in time.
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Behind the Scenes
As a new trendy club, Apex is packed with a young ath-
letic crowd. The testosterone from its clients should be 
almost palpable. Most of the crowd is in various stages 
of intoxication, and occasionally arguments break out 
on the club’s floor. Apex has six ork bouncers on duty 
at various locations throughout the club at any given 
time. The bouncers do a pretty good job of keeping 
the peace and are in place to break up any fights on the 
third Combat Turn.

The club lighting is dim, almost black light, with bright-
ly colored LED strips and trid screens providing most of 
the illumination. Concealed security cameras with low-
light enhancement are located throughout the bar.

There is a ‘Test Your Mettle’ strength game on the wall. 
Any runner who can deadlift 150kg wins a free Apex 
t-shirt (limit 1). Characters may deadlift 15 kg per point 
of Strength + 5kg per hit on a Body + Strength Test. If 
the runner succeeds at lifting 150 kg, bells and whistles 
sound off from the machine and the crowd cheers.

It’s 6:10 p.m. and the buffet doesn’t start for twenty 
minutes, so players who choose to stay and eat end up 
late for the meeting with Dr. Tate. The buffet doesn’t al-
low takeout.

Pushing the Envelope
A group of drunk, non-augmented patrons start heck-
ling the team. They target anyone with distinguishing 
features, especially runners who look “wimpy.” The el-
evated seating area is above the crowd, so unless the 
players choose to engage with them they should be fine.

Debugging
The scene is for flavor, with the potential of a bar 
fight. If the team gets into a fight, don’t let it run too 
long. The time will be needed later in the mission. 
The bouncers work to break it up and call Lone Star 
if weapons or obvious augmentations are used. The 
drunk patrons give up fairly easily once they get in-
volved. If the players kill the unarmed drunks in a 
fight, the club provides all video and other evidence 
to Lone Star when they arrive.

APEX
Apex, the pinnacle of sports entertainment, brought to 

you by Aztechnology Corporation. If you take care of your 
body, you might be attractive enough to jander into the 
hottest new sports bar in Chicago. Want to experience 
the danger and nightlife of the CZ without the stench of 
the unwashed SINless masses? Now young, athletic, and 
attractive people like you have a place to be among other 
successful individuals. Enjoy sports? Apex has over 40 trids 
featuring the finest in sports entertainment. If that’s not 
enough swag, patrons can watch the action on the central 
jumbo-trid! Love meat? Our signature Mmm-Eat!™ steaks, 
chops, ribs, and wings can’t be beat! Try one or all of them 
with our 24 award-winning dipping sauces!

 If you love sports, and you love yourself, you’ll love 
Apex—and that’s the chip truth. 

DRUNK PATRON
(6, PROFESSIONAL RATING 0)

B A R S W L I C ESS

5 3 3 5 2 2 2 2 4

Initiative: 6+1D6
Condition Monitor: 11
Limits: Physical 6, Mental 4, Social 5
Armor: 6
Skills: Blades 3, Clubs 3, Intimidation 3, Unarmed Combat 3
Gear: Armor clothing, Meta Link commlink, Ripper (2 doses)
Weapons: 

Unarmed Combat [Unarmed Combat, Acc 6, Reach —, 
DV 5S, AP —]

ORK BOUNCER
(6, PROFESSIONAL RATING 2)

B A R S W L I C ESS

7 3 4 6 3 2 3 1 6

Initiative: 7+1D6
Condition Monitor: 12
Limits: Physical 8, Mental 4, Social 4
Armor: 9
Skills: Etiquette 2 (Corporate +2), Leadership 2, Perception 

3, Pistols 4, Running 2, Unarmed Combat 4
Qualities: Low Light Vision
Gear: Armor vest, micro-transceiver, Renraku Sensei 

commlink
Weapons: 

Beretta 201T [Light Pistol, Acc 7, DV 6P, AP –, SA/BF, RC 
(1), 21(c), folding stock, laser sight, regular ammo]

Unarmed Combat [Unarmed Combat, Acc 8, Reach —, 
DV 6S, AP —]
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