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BUDGET PLANNING
The weekly status meeting was drawing to a close. Face to face or virtual, the bosses still liked to get periodic 
reports from their minions. It also gave execs a chance to signal favor or disfavor, based on what tasks they as-
signed to whom. Jockeying for the choice jobs could be fierce if the fix wasn’t in before the meeting. This let the 
bosses see who was hungriest, who was aggressively creative, and who just wanted to do their job.

Maggie Goldberg was usually in that last category, but today she was primed.
The last item on the agenda popped up. “NeoNET is making progress, analyzing that new superconductor they 

snatched out from under S-K last spring,” the national director for Special Operations announced. “I’d like to hear 
proposals aimed at stopping that.”

Gina Nakatomi, Maggie’s counterpart in the northeast, launched into a complex plan incorporating a covert 
strike against the secure lab housing the material. Her enthusiasm seemed infectious until she reached the last page 
of her proposal—the budget estimate. Silence gripped the virtual conference room for a seeming eternity—though 
Maggie’s time chip reported it was only fifteen seconds. The national director finally broke the silence. “We’ll keep 
this in mind, but a plan that calls for three different teams and a thunderbird extraction seems a bit … extravagant.”

Gotcha, bitch, Maggie thought as she raised her own hand. “Sir? Perhaps a more—elegant solution is appropriate?”
Virtual heads swiveled in surprise toward Maggie. At the director’s nod, she continued. “Intelligence indicates 

much of NeoNET’s progress is due to a single, gifted researcher. It happens that he resides here in Chicago.” She 
flashed up a photographic montage of a middle-aged, Caucasian human, displaying him in a variety of settings. 
“I propose we target this Dr. Foster for extraction and involuntary re-employment. This has the added benefit of 
enhancing our own research efforts, while taking NeoNET down a few notches.”

Nakatomi snorted. “He’s a lifelong NeoNETter. He’ll never work for us.”
“He will when I’m done with him.” Maggie flashed up a summary of phase one of her operation.
The director studied it a moment, and then glanced around the virtual table at his regional directors. Sensing 

assent—or perhaps reading communications on some private channel—he reached out and tapped the Approved 
box on Maggie’s proposal hanging before him. “A classic disruption op. Cost effective, even if we do need to smug-
gle the son out of Boston later. Very good, Ms. Goldberg, the operation is yours.”

“Thank you, sir,” Maggie murmured as connections winked out of the virtual space. She blinked, readjusting to 
the normal augmented reality of her tiny office as her boss stuck his head in. 

“Good job, landing that. I thought we’d be stuck with nothing but land-grab operations again this quarter. This 
lets us show some impact beyond the regional level.” He leaned against the doorframe. “Not much time, though—
ten days for phase one.”

“No problem, sir,” Maggie said, standing, her agent already placing calls. “I think I know just the people to wreck 
a man’s life in that time.”
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INTRODUCTION
SRM 07-04 Do No Harm is a Shadowrun Missions living 
campaign adventure. Full information on the Shadow-
run 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 07-04 Do No Harm 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 07-04 Do No Harm 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 07-04 Do 
No Harm (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. 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 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 
adjustment to suit a 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 Hindranc-

es (p. 378, SR5). Take the player characters’ abilities into 
consideration when assessing the NPCs in this adven-
ture 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 a third of the total landmass of the city of Chica-
go proper, not counting suburban areas and farmlands 
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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 thirty kilome-
ters North way to Belmont 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 
twenty years later this barrier stands as an imposing di-
vide 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
Maggie Goldberg offers the runners a job: a disrup-
tion mission. She wants the team to disrupt the life of 
her target, Clay Foster, a materials scientist working for 
NeoNET. They have ten days to “ruin his life,” but there 
are constraints. The team can’t intentionally kill anyone 
and should avoid killing if possible. Property damage 
is fine as long as it’s not major: vandalizing his house 
is OK, but burning it down is off limits. Police involve-
ment should be kept to a minimum. Beyond that, the 
team is free to use their ingenuity. 

Maggie provides Foster’s home and work address-
es, along with the address of his wife’s business, a small 
restaurant. She also provides a few personal details but 
leaves the rest for the runners to gather on their own. 
The team has ten days to inflict whatever their imagina-
tions come up with on Foster. If they manage to get him 
fired from NeoNET, Maggie contacts them and ends the 
assignment early. 

Resolution of the adventure is somewhat open-end-
ed. It’s impossible to account for all the dirty tricks inge-
nious runners may come up with. Maggie identifies four 
areas of Foster’s life in which she wants the runners to 
interfere, and wants a minimum of five things done to 
him. Teams achieving both goals—at least five incidents, 
and four areas affected—earn the maximum karma.

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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Scene 1:

We’ve Got to Stop 
Meeting Like This
Scan This
Maggie Goldberg (see Cast of Shadows), the Ms. John-
son from MCT, contacts the runners to offer them a job.

Tell it to Them Straight
Things have certainly been busy lately in the old Windy 
City, and work has been plentiful. You’re enjoying a rare 
free day, catching sports on the trid and enjoying your 
adult beverage of choice when the link chimes. Your 
fixer is on the line, which probably means work. Ah, 
well. Those upgrades you’ve been eyeing won’t pay for 
themselves. Reluctantly, you answer the call.

“Nice of you to pick up,” comes the sarcastic growl. 
“I know you said you wanted some time off, but Ms. 
Johnson has a job that sounds like a real milk run. Seems 
like you could kick back a little and get paid for it. Are 
you in, or do I have to send her to another crew?”

Once the runners agree  
to meet Ms. Johnson:

“Terrific. Meet her at 3 PM in suite 1308 in the 
Open Enclave in Westside.”

When the team arrives  
at the Open Enclave:

The former apartment building you’ve come 
to is a bit cleaner and in better repair than some 
of the other standalone buildings in Westside. 
Telling the gate guard you have an appointment 
in suite 1308 gains you entrance, but doesn’t 
stop the gun turrets from tracking you.

The guard at the building’s entrance makes 
a call on a hardwired phone, of all things, and 
then buzzes you in. She slots her keycard into 
the elevator control panel and punches you up 
to the thirteenth floor. No side trips today, chum-
mer. Suite 1308 looks like an apartment partial-
ly converted to a workspace. The former living 
room is now set up as a comfortable meeting 
room with couches, a low table, and a few troll-

JACKPOINT SEARCH PROFILE

OPEN ENCLAVE (WESTSIDE)
Unlike the other enclaves, the Brynwood Apartment 

building is open to new residents and it rents by the day. 
The management charges for amenities like power and 
water (both rationed) by the hour and they require a 
security deposit up front. They do take barter, but only gems, 
precious metals, vehicles, and fresh organs (in a cooler or 
bring your own victim and they’ll harvest on the spot). It’s 
probably the cleanest and most secure place in Chi-town.

OPEN ENCLAVE  
GATE GUARDS
(ORKS, 4, PROFESSIONAL RATING 2)

B A R S W L I C ESS

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

Initiative: 9(10) + 2D6
Condition Monitor: 12
Limits: Physical 9, Mental 5, Social 5
Armor: 12 
Skills: Athletics skill group 3, Clubs 5, Firearms skill group 

6, Intimidation 3, Perception 4, Throwing Weapons 4, 
Unarmed Combat 4 

Augmentations: Muscle replacement 1, wired reflexes 1
Gear: Armor jacket (w/ chem protection 4, fire resistance 

4, non-conductivity 4), Erika Elite commlink (DR 4), ear 
buds 1 (audio enhancement 1), gas mask, goggles 2 (w/ 
image link, flare compensation), plastic restraints x10

Weapons: 
Defiance EX Shocker [Taser, Acc 4, DV 9S(e), AP –5, 

SS, RC —, 4(m), w/ 4 extra darts]
Krime Boss [Shotgun, Acc 4, DV 13P, AP –1, SA, RC 1, 

15(d), w/ laser sight and 2 spare drums]
Stun Baton [Club, Acc 4, Reach 1, DV 9S(e), AP –5]
Flash Bang x2 [Grenade, Standard, Acc 9, DV 10S, AP 

–4, 10-meter radius]
Gas Grenade (Neurostun IX) x1 [Grenade, Standard, 

Acc 9, Contact/Inhalation, Speed 1, Penetration —, 
Power 15, disorientation/ stun damage, 10m radius]Sa

m
pl

e 
file



MISSION SYNOPSIS 7

COVER

A COLD DAY  
IN HELL

INTRODUCTION

MISSION 
SYNOPSIS

SCENE 1

SCENE 2

SCENE 3A

SCENE 3B

SCENE 3C

SCENE 3D

SCENE 4

PICKING UP 
THE PIECES

LEGWORK

CAST OF 
SHADOWS

PLAYER 
HANDOUTS

DEBRIEFING 
LOG

sized chairs. Standing next to one of the chairs 
is a young-looking blonde ork woman. A larger 
ork male in a suit stands unobtrusively in one 
corner. She introduces herself as Ms. Johnson, 
invites you all to sit, then takes a seat herself.

“I’ve got a job that’s a little different from what 
you may be used to, but it should be low-risk. 
I’m paying more than I might for such an easy 
task because there is a time limit.” Ms. John-
son calls up the image of a middle-aged human 
male on the trid projector. “Today is Tuesday. I 
need you to ruin this man’s life in ten days—by 
next Friday—and I’m paying 8,000 nuyen each 
for you to make it happen. Are you in?”

Behind the Scenes
Ms. Johnson is Maggie Goldberg, assistant to MCT’s 
director of operations for Chicago. The fee for the job 
is 8,000 nuyen + 1,000 nuyen per net hit on a Negotia-
tion + Charisma [Social] Test, to a maximum of 12,000 
nuyen (four net hits). Maggie rolls 12 dice for this Test 
and her Social Limit is 7. Maggie pays 1,000 nuyen of 
the fee up front, to a maximum of 4,000 nuyen, for 
each net hit above 4.

Once the fee is set, Maggie details the job. Her 
target is Clay Foster (see Cast of Shadows), a materi-
als scientist working for NeoNET. He lives with his wife 
in Naperville, a squeaky-clean wageslave community 
north and west of the Westside corridor. Foster works at 
a small NeoNET facility a few kilometers from his home. 
This office is a telework facility—the employees come 
here and remotely access their actual workplaces across 
NeoNET’s secure grid. 

Maggie provides Foster’s home and office address-
es. She tells the runners Foster’s wife, Janet (see Cast of 
Shadows), owns a small restaurant, also in Naperville, 
near the border with the O’Hare district, and provides 
that address as well. 

Maggie lays out the conditions for the job. The goal 
is disruption, not destruction; she has plans for Foster. 
Maggie outlines areas of Foster’s life in which she wants 
them to interfere. These are: 

1. Foster individually—putting obstacles in his way 
for routine tasks, or nuisance-level attacks on 
his person;

2. Foster’s wife, and their relationship;
3. Foster’s home; and
4. Foster’s work life.

The team is free to split their efforts among these 
areas as they wish, as long as they find a way to cause 
a problem in each area of Foster’s life. She wants each 
aspect of his life hit at least once with a minimum of five 

incidents. She further suggests no more than one big 
incident per day be attempted, to avoid arousing sus-
picion from NeoNET security (or Lone Star). She wants 
some kind of documentation of what they did and how 
it affected Foster.

Maggie emphasizes the team can’t cross the lines of 
major violence or destruction, but beyond that, anything 
is fair game. For example, killing his wife is out; getting 
his wife to leave (or kick Foster out) would be fine, if 
they could somehow make that happen in ten days. 
For Foster’s person, finding a way to inflict a painful or 
embarrassing rash is legit; shooting out his kneecaps is 
not. The bottom line: the team cannot kill Foster or any 
member of his family and should avoid killing anyone. 
In fact, they cannot intentionally do major physical harm 
to Foster or his family. Causing Clay to trip and bang 
his head is fine; administering a beating is not. Getting 
someone else to beat him up is a gray area—if someone 
suggests it, Maggie insists that the team step in before 
major damage is inflicted (in game terms: three or more 
boxes of physical damage or stun damage that flows 
into physical). Psychological damage—well, that’s a dif-
ferent story. 

Aside from harm to metahumans, moderate prop-
erty damage is fine, but nothing major or permanent. 
The team can vandalize his home, for example, but can’t 
burn it down. Sabotaging his car so it won’t start is fine; 
blowing it up is over the line. Police interest should be 
kept to a minimum. She doesn’t have a problem if the 
police get called to Foster’s house, or even if the team 
implicates Foster in some minor offense. Foster going 
into police custody is also off-limits though.

Going into the NeoNET facility is fine as long as 
the team gets away cleanly and doesn’t do anything 
to connect them with the target. In fact, since disrupt-
ing his work is one of the goals, Maggie encourages 
the team to discreetly visit the facility. Maggie offers 
to connect them with someone who has information 
about the facility (see Kobold in Scene 3C: Worker 
Warehousing).

Aside from these constraints, the team is free to 
use their ingenuity. Maggie arranges to contact them 
on the tenth day for wrap-up and evaluation. She pro-
vides a commcode if the team needs to reach her in an 
emergency, such as Foster being hospitalized for any 
reason. If Foster somehow loses his employment at 
NeoNET and the runners learn of it, they are to contact 
her immediately.

The team should document whatever dirty tricks 
they pull off. Maggie is happy with digital recordings of 
the results, if applicable. Other documentation—copies 
of disciplinary reports, recordings of Janet talking to a 
divorce lawyer, etc.—should be kept and turned over to 
Maggie for evaluation at the post-run meet.

Maggie paid for the room until noon the next day. The 
runners are free to use the room for planning until then. 
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