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A COLD DAY IN HELL
“That’s not where I parked my car,” Tim said. All three 
men were in hysterics for far longer than the mediocre 
joke justified, their enthusiasm owing more to their state 
of inebriation than to the humor of Tim Henneberry. 
“Who’s ready for another beer?” 

“You guys want something a little heavier?” Lance 
Henderson asked. “I have a bottle of real bourbon in the 
truck.” 

Trent Halfmoon looked surprised. “I’ve never had real 
bourbon,” he said, excited. 

Lance tossed him the magnetic keycard for the work 
truck. “Great, then you won’t mind getting it. It’s in a duf-
fel behind the seat. Bring the bag up.” 

Trent rolled his eyes at how he’d gotten suckered into 
going down to the parking lot. He took the keycard and 
left, grabbing one of the room keys on the way out. 

He returned a few minutes later with the duffel to find 
the room dark and the door ajar. “Guys?” he said as he 
slowly pushed open the door. 

“In here, you big wuss,” Lance said. “The power went 
out. I called the desk, and they say it should be on in a 
few minutes. It’s just a few rooms, probably a breaker 
they said.” As if on cue, the electricity came back on. 
“See? Now grab the booze.” 

“What the drek, Lance? You brought your gun on a 
work trip?!” Trent said as he opened the duffel to find the 
bourbon next to an Ares Predator III.

Lance grabbed the bag. “Gimme that. Yeah, so what? 
Why, you worried you’re gonna get shot?” He pulled the 
gun from the bag and removed it from its holster. He 
pointed the weapon at Tim. “Look—Tim’s not scared!” 

Tim froze but said nothing. 
Lance pointed the gun back at Trent.
“Lance you fragging idiot, put that awa…” His sen-

tence was interrupted by the loud report of the gun go-
ing off.

Trent looked down at himself from his position on the 
floor. He had no idea how he got there, but after a couple 
seconds’ inspection he realized he hadn’t been shot. 

“Oh, God … are you okay? I’m so sorry, I thought the 
safety was on ... I ... wow.” Lance said.

Trent slowly got up. “Will you please put that away 
before someone gets killed?”

“Lance, I think that’s a good idea. What do you say we 
go down to the bar, huh?” Tim said.

“Yeah, good idea. Sorry, guys. First round is on me, 
huh? As, like, an apology,” Lance said sheepishly. 

“Guys, I think I’m gonna call it a night. I’ll see you in 
the morning,” Trent said.  

Tyson Ryder was found dead in his hotel room by the 
maid, an all too common occurrence in the “nice” part 

of the Chicago/Milwaukee sprawl. The detective on the 
scene was quick to rule it “natural causes.” The man was 
over fifty, in medium-to-poor condition, and was a smok-
er. A death at fifty was not surprising. 

The officers on the scene canvassed the hotel, check-
ing to see if anyone had seen or heard anything unusual. 
No one had. They spoke to the folks in the next room, but 
they didn’t even know there was a guest next door. The 
hotel was less than half full. All things considered, this 
was going to be an easy one for Lone Star. A small help 
to the solve rate in Chicago that so needed the boost. 

“Are you sure?” Detective Nick Ryder said into his 
commlink. “Beaten to death? Wow, this just comes as a 
shock. Well, thanks for the update Dr. Brown. I appreciate 
you putting yourself on the line for me.” 

Ryder stared at his data pad and the words “Case File 
Restricted.” He understood why he was not allowed to 
work his brother-in-law’s homicide, but not even letting 
him see the case file … this new captain was a pain in the 
ass. Oh well, Detective Gracia was all right, if a bit lazy. He 
would figure it out. 

“Gracia, it’s been four months. You have nothing. Just let 
me look at the file. Maybe a fresh pair of eyes will help.” 
Detective Ryder was getting a little heated over his com-
mlink with his colleague in Milwaukee. 

“Look, your captain said…” 
“Frag my captain. Just give me the damn file. You owe 

me that much at least.” 
Detective Gracia sighed, thinking back to the times 

Nick had covered his ass. “Yeah, all right, fine. But don’t 
get yourself jammed up over this thing, okay? It was just 
a random beating.” 

Random beating, bulldrek, Detective Ryder thought, but 
did not say. “Thanks, Detective, I’ll keep you in the loop if 
I find anything.” 

The facts did not add up to a random beating. He 
would get to the bottom of this. It would be a cold day in 
hell before he let his brother-in-law’s killer walk free. 

“…Look, can you make it work or not? I can get a little 
together, but not enough. Besides, I’ve always been bet-
ter at finding the right people and you at paying them. 
Truman won’t miss the money…” Nick Ryder said into the 
commlink.

After a long pause, the person on the other end 
agreed. “All right, but we have to keep this cheap. Hori-
zon, and it’s been Horizon for a while now, Nick, watches 
the books a lot more closely than they did at the begin-
ning of Project Takeback. I have to be careful.”
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INTRODUCTION
SRM 07-03: Special Investigation Unit 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 07-03: Special Investigation Unit is intended for use 
with Shadowrun, Fifth Edition, and all character and rules in-
formation refers to the fifth edition of the Shadowrun rules.

Adventure Structure
SRM 07-03: Special Investigation Unit 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 ac-
tion, 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, de-
scribing what’s happening, what the non-player char-
acters 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 impossible 
to foresee everything that a group of player characters 
might do, this section tries to anticipate common prob-
lems 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 SRM 07-03: Special 
Investigation Unit (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 adven-
ture that you can refer to later. Possible things to note 
include: major plot points (so you can see them all at 
a glance), the names of various non-player characters, 
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 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 ad-
justment to suit a particular group of characters, especial-
ly 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 Hindranc-

es (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 defenses with mun-
dane 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 players 
access to, because they can and will try to steal every-
thing 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, cyberdecks, or foci, it can unbal-
ance 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 proper, 
not counting suburban areas and farmlands connected 
to the city. But the CZ is still big, and it is the rotted, gut-
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ted, feral heart of the Windy City. It starts at 115th Street 
to the south and runs nearly 30 km North way to Bel-
mont Avenue to the north, and reaches from the Lake 
Michigan an average of 15 km to Harlem Avenue to the 
west. A mass of torn down buildings and hastily-erected 
barricades were added to and reinforced 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 maid found Tyson Ryder dead in his hotel room, 
an all too common occurrence in the “nice” part of 
the Chicago/Milwaukee sprawl. The detective on the 
scene was quick to rule it “natural causes.” The man 
was over fifty, in medium-to-poor condition, and was a 
smoker. A death at fifty was not surprising. 

The autopsy report tells a different story, howev-
er: blunt force trauma. Who did it and why? This is the 
mystery the shadowrunners must unravel. Mrs. Ryder’s 
brother, Detective Nick Ryder, he has been looking into 
the matter personally. Detective Ryder is under orders 
to not get involved as he is “too close” to the case; this 
is a standard Lone Star policy protecting the sanctity of 
investigations. 

Detective Ryder is not pleased with the “work” the 
original detective put into this matter and decides to 
hire some outside help, the shadowrunners, to get the 
case solved. 

Through investigation, the runners discover the elec-
tricians in the next room had been playing around with 
a gun while drinking (always a great idea). During this 
time, they negligently discharged the firearm. Unknown 
to them at the time, the round hit a man on the other side 
of the wall, making this a negligent homicide, a felony 

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 grants 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 suffers 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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under UCAS law. Normally, if someone comes forward 
right away, these types of crimes are punished with a sus-
pended sentence and parole. However, in the instance 
where someone conceals the crime and makes great ef-
fort to hide what they have done, as in this case, the sub-
sequent hindrance of prosecution (a felony) allows the 
state to prosecute the accused under a murder charge.

The runners discover through investigation the kill-
er’s identity (Lance Henderson) and call Det. Ryder as 
requested. Nick Ryder admits to his captain he has been 
looking into the matter and reveals the facts the runners 
discovered, passing their work off as his own. He gets 
permission to wrap up the investigation and obtains an 
arrest warrant. He puts the shadowrunners in charge of 
finding the suspect. The runners discover the suspect 
has holed up with a rather large gang in South Chicago 
and Det. Ryder decides the runners can deal with it. 

The runners do legwork or ask around to discover 
the location of the gang safe house. They show up at the 
safe house and make a deal for, or take by force, the sus-
pect. Detective Ryder collects the suspect from them. 

Scene 1:

A Friend In Need
Scan This
In this scene, Detective Nick Ryder contacts the play-
er characters. He has a case he needs investigated off 
the books. 

Tell It to Them Straight
You glance down at your ’link, expecting that attrac-
tive member of the appropriate metatype and sex you 
met last week to have finally gotten back to you about 
your invitation to dinner. No such luck, chummer: it’s 
the work line. 

You see on the caller ID it’s Nick Ryder, a Lone Star 
detective, and you answer. “Hello there, fine citizen!” 
Detective Ryder says in a mocking tone. “If you’re not 
too busy helping old ladies cross the street, meet me at 
this address in an hour.” He hangs up without waiting 
for your reply. Moments later you receive a text with the 
address to a bar called “The Coffee Shop.” 

You arrive at The Coffee Shop, which was presum-
ably so named so someone could say they “just got 
back from The Coffee Shop” and technically not be ly-
ing. It’s quiet in the bar at this time of day in Chicago’s 
business district; it’s too late for the lunch rush and too 
early for dinner. The trid set plays some business-related 
news: “…local blogger Henry Watts of ‘Watts Happen-
ing Chicago’ says that Simurgh Shipping having com-
mercial and residential shipping service to the Windy 

City will open up our businesses to new markets and 
allow consumer goods to flow into the city, enriching 
the lives of its people…” 

Detective Ryder’s voice drowns out the report. 
“Over here,” he calls as he motions you to a back booth. 
“Steve, could you turn that corp drek off?” he yells at the 
bartender. He has obviously been here a while. 

Detective Ryder is seated with a dark-skinned hu-
man in his fifties. 

If the players worked  
with Nick Ryder before:

“Thanks for meeting me. Thanks for bringing 
your team. I’ve worked with some (all) of you 
before, and I know you to be competent inves-
tigators. I have another case where we need a 
little off-the-books help.”

If the players never  
worked for Nick Ryder before: 

“Thank you all for meeting me. You’re here 
because of your record sheets, and word on the 
streets indicate you’ll be effective in getting to 
the bottom of something for me. I have a case 
we need a little off-the-books help with.” 

Regardless:

“You all know Dr. Martin Tate, right?” 
Dr. Tate introduces himself to anyone he has 

not met. 
Detective Ryder continues, “a man was killed—

beaten to death apparently. There were no wit-
nesses, no trid footage, and no clues. I need you 
guys to take the case. I can’t pay you anything 
now, but if you pull it off there’s reward money 
in the amount of 2,000 nuyen each. Dr. Tate has 
agreed to provide you each with a 1,000-nuyen 
down payment, in addition to the reward money. 
I can give you more info once you’ve agreed to 
the job, but the basic idea is this: find out who 
killed this guy, how they did it, and if possible 
why they did it. Once you know, report back to 
me and I may have more work for you.” 

Once they agree:

“So here’s the score: seven months ago Tyson 
Ryder, a fifty-five-year-old man, was beaten to 
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death in his room at the Elegance Hotel. I have 
the autopsy report for you, so I’ll spare you the 
more grotesque details, but the findings are 
consistent, at least to me, with a beating. The 
original detective sent officers around to take 
statements and no one at the hotel claims to 
have seen or heard anything. He interviewed 
the neighbors, although not satisfactorily in my 
opinion. They’d seen nothing, and didn’t even 
know the room next door was occupied. He in-
terviewed the hotel staff—seems the only thing 
out of the ordinary that took place was that the 
power went out in the victim’s room. It turned 
out to be a normal occurrence and the staff had 
the power back on in a few minutes. This one is 
a real stumper. I imagine you’ll want to review 
the evidence yourself, so here’s the case file.”

Detective Ryder pauses before sliding you 
over a data file. “There are two areas of this in-
vestigation that are off limits:

1. Under no circumstance are you to bother 
the widow with this. She’s been through 
enough and I’ve already cleared her as a 
suspect. This includes visiting her home. 
I’ve even gone so far as to remove their 
address from the file.

2. You cannot speak to the original detec-
tive, obviously. I’m not supposed to hire 
criminals to do my job for me, so please 
don’t talk to him as I don’t want to be 
reassigned to a security guard post at a 
shopping mall. 

Other than that, investigate as you see fit. 
Again, find out the who/why/how and get back 
to me.”

Hand the players the case file. Each player can get a 
different part. Try to tailor the pieces you give out to the 
character and player. 

Behind the Scenes
This scene serves as the Johnson meet. The runners 
can get a call from any fixer they have as a contact (it’s 
not important who) asking them to meet Det. Ryder 
(see Cast of Shadows). They can get the call above 
from Nick directly if they’ve worked for him before. Dr. 
Martin Tate (see Cast of Shadows) can also contact the 

characters if they worked with him previously. Unbe-
knownst to the runners at this time, the victim is the 
detective’s brother, Tyson Ryder. Tyson Ryder’s widow 
is Dr. Martin Tate’s sister. This makes Nick Ryder and 
Martin Tate brothers-in-law. The detective was sus-
pended for three weeks for refusing to stay away from 
his brother’s murder. He has copies of the case file that 
he hands to the runners. 

If the runners win on an opposed Negotiation Test 
against Ryder, the two are willing to pay an additional 
down payment of 250 nuyen per net hit, limit 4. The 
first 500 nuyen of this additional down payment comes 
from Tate, the second 500 nuyen from Ryder. Ryder 
also mentions there may be other work involved, which 
may come with additional rewards. When Ryder pays 
them this additional money, he pulls a baggie out of his 

JACKPOINT SEARCH PROFILE

THE COFFEE SHOP
12237 Western Ave., Chicago

Located in the core, just outside the former containment 
zone, is The Coffee Shop, a bar in a standalone building with 
a parking lot across the street. The bar’s exterior is all brick 
with a row of planters along the sidewalk. Neon signs of 
long-defunct beer and liquor brands line the wood-paneled 
walls inside. One wall also features a timeline of signs 
that once adorned the post outside. This bar was formerly 
“Tommy’s Place,” then after that “The Sports Bar,” “Whisky 
Oh-No-Don’t-Go,” and now finally “The Coffee Shop.” An 
outdoor seating area makes a nice hangout spot for the few 
months of the year Chicago weather allows for such things. 

The beer is cheap, but they do have a decent selection of 
low- and mid-range scotches and whiskeys. Food selection 
is decent; the bar boasts of its wings.

> Boasts? Why? They are the standard soy-drek covered 
in hot sauce every establishment of this type serves. 
You can’t get good Buffalo wings anywhere anymore, 
and the only thing boast-worthy about this place is 
the fact that they manage to get grass to grow in the 
planters out front. 

> Marius

The unsung heroes of this bar are the classic whiskey 
cocktails they serve, including one of the best sub-10 nuyen 
Manhattans you can get in the Chicago area. 

All in all, The Coffee Shop has a lot more going for it 
than good food and cheap drinks; the laid-back atmosphere 
makes drinking alone feel more like a ritual than a 
depressing trend. 
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