
MY SHATTERED EMPIRE 2

COVER

MY SHATTERED 
EMPIRE

INTRODUCTION

MISSIONS 
SYNOPSIS

SCENE 1

SCENE 2

SCENE 3

SCENE 4

SCENE 5

SCENE 6

SCENE 7

SCENE 8

PICKING UP 
THE PIECES

CAST OF 
SHADOWS

PLAYER 
HANDOUTS

DEBRIEFING  
LOG

MY SHATTERED EMPIRE
Standing at the edge of the crumbling balcony on the 
ninety-eighth floor of the Spire, the ork stared south 
over the ruins of Chicago toward the industrial docks 
of Gary. There, various goods destined for the Contain-
ment Zone were being packed for shipment and it was 
his job to make sure those goods made it safely to their 
destination. It had not been easy, making the shift from 
smuggling outfit to legitimate business owner, but he 
had made good with his crew. Now, Spire Enterprises 
was arguably the most well-known and respected le-
gitimate outfit operating out of ‘downtown’ Chicago.

A shrewd businessman, the ork had seen a need and 
he had filled it. For years now, Spire Enterprises was the 
only company willing to move goods into and out of 
the Zone and they had made a reputation for being re-
liable and professional. Their client list had grown over 
time, and included an impressive handful of movers and 
shakers taking advantage of Project Takeback. Even Tru-
man Technologies was on that list, a fact that made him 
smile when he considered that he was, for all intents 
and purposes, squatting in their old headquarters.

“Sir.” The door behind him opened and his reception-
ist, an attractive Hispanic dwarf, half-entered. “Crews 
are ready to move to the one hundred seventh floor. 

So far everything looks stable and they haven’t come 
across anything dangerous.”

He nodded without looking back.
“Also…” she hesitated, something she always did 

when she was about to deliver bad news. When he 
turned to give her his undivided attention, she contin-
ued: “It looks like Simurgh has sniped out the Truman 
contract.”

His jaw clenched. For years, he and his crew worked 
the tortured city to bring the supplies its residents need-
ed, a lifeline into the hell created by the cowardice of 
the UCAS and its inability to respond to a crisis. In the 
past year, the payoff had been worth it, with Spire Enter-
prises poised to take advantage of Governor Presbitiro 
and Mayor Brown’s little initiative to reclaim the city. 
Of course, now that there was a handful of nuyen to be 
had, others were ready to carve out their slice of the pie.

Filthy beggars hadn’t paid their dues, but wanted to 
stake their claim. He glanced over the crumbling city 
once more before walking into the room, out of the 
open air. He didn’t often resort to freelancers, but this 
required that special touch. He half-smiled as he made 
his decision.

“Call Sid.”
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Introduction
SRM 07-05: A Little Wetwork 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 07-05: A Little Wetwork 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 07-05: A Little Wetwork consists of several scenes. 
These scenes form the basis of the adventure, which 
should be completed in approximately four hours. If 
you are running short on time, you should streamline 
each and be a little more generous with clues, target 
numbers, and other requirements to aid in guiding the 
players through the adventure. 

Each scene outlines the most likely sequence of 
events, as well as how to handle unexpected twists and 
turns that inevitably crop up. Each one contains the 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 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 07-05: A 
Little Wetwork (or any Shadowrun Missions adventure).

Step 1: Read the Adventure
Carefully read the adventure from beginning to end. 
Get a feel for the overall plot and what happens in each 
scene. That way, if something different happens, you 
won’t be caught off guard and you can adapt things 
smoothly.

Step 2: Take Notes
Take notes for yourself while reading through the ad-
venture that you can refer to later. 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. However, 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 to which 
they have access. 

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 in-
crease 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 operates 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 
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1/3 of the total landmass of the city of Chicago proper, 
not counting suburban areas and farmlands connected 
to the city. However, the CZ is still big, and it is the rot-
ted, 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 Avenue 
to the west. A mass of torn down buildings and hast-
ily-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 war-
lords 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
Spire Enterprises has benefited greatly from Project 
Takeback. With renewed corporate interest in the Con-
tainment Zone and increased logistical needs, Spire 
Enterprises was in the perfect position to provide de-
livery services for the various companies now operat-
ing therein. However, with these increased demands 
has come a new development: competition. While such 
things are inevitable, Spire Industries is keen to maintain 
a virtual monopoly on the services they provide for as 
long as they can, remaining the top dog on the pile.

Recently, one of their upstart competitors managed 
to pull a contract away from them—and not just any con-
tract, but one of their most important and iconic clients. 
Truman Technologies wants to give Simurgh Freight a 
trial run to see if they might better provide the deliv-
ery services they need. Spire Enterprises contacts the 
runners through Sid Gambetti, who arranges a meet-
ing at the Old Navy Pier. Mr. Johnson hires the runners 
to hijack a ship containing cargo destined for Truman 
Technologies Clinics in the CZ, pointing them toward 
Calumet Harbor.

After the runners talk to their contacts, they head 
to Calumet Harbor to scout out the offices there. Once 
they see what they are up against, they need to some-
how gain access to the Simurgh Freight Host to find the 
ship’s schedule and manifest. After doing so, they have 
a day or two to formulate their plan.

During this time, Becky 99 contacts them. The Des-
olation Angels’s leader learned of their run and wants 
them to divert some of the goods rather than leave 
them to sink in the river or otherwise be destroyed. The 
runners are able to work out a deal with her if they wish 
before heading out into a developing storm to com-
plete their task.

The runners find and board the ship during an intense 
thunderstorm. They neutralize the security and possibly 
the crew before either dumping the goods or stealing 
them for delivery to Becky 99. Once they have done all 
of this, they receive their pay from Sid Gambetti.
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Scene 1:

That Special 
Someone
Scan This
Sid Gambetti calls the runners to arrange a meet at Old 
Navy Pier.

Tell it to Them Straight
It’s one drizzly day in a long drizzly week in Chicago, 
the sort of day that makes you want to cozy up to a 
crackling fireplace with that special someone. As if on 
cue, your commlink chimes and you reach over to see 
who it is. Well, it’s not that ‘special someone.’ It’s Sid. 
Sid Gambetti. You take a deep breath before finally de-
ciding to answer. It could be a job. If it’s not, Sid’s gon-
na be sorry he bothered you.

“Hey-hey, chummer!” Sid’s greasy smile lights up 
your screen. “Glad you picked up! Ol’ Sid’s really come 
through for you this time. Big job, big deal! Meet at 
Harakiri’s at Old Navy Pier in an hour and I’ll introduce 
you to Mr. Johnson. You don’t wanna be late!”

Behind the Scenes
Sid (see Cast of Shadows) has been making a name for 
himself in the shadow scene and quite possibly does 
better at being a fixer than he does as a fight promoter. 
As a result, his name was at the top of the list for Spire 
Enterprises to make the connection between their 
company and a qualified team of deniable assets. Sid is 
suitably excited about this job; the pay is high enough 
that he stands to gain a good percentage, as well as 
elevate his own stature as a top-notch fixer.

Information on Old Navy Pier can be found in the 
sidebar in Scene 2: Old Navy Pier.

Pushing the Envelope
Long bouts of rain can really muck things up in even 
the nicest of places, and the CZ is about as far from 
being a ‘nice place’ as you can get. Due to the flooded 
streets, hidden potholes, and other obstacles, anyone 
driving to the meet should make a Vehicle skill + Re-
action [Handling] (1) Test at a –3 dice pool modifier to 
avoid crashing and taking damage to the vehicle equal 
to the vehicle’s Body.

Debugging
If the runners seem reticent to make the trip into the 
CZ on Sid’s behalf, he throws 500 nuyen their way just 
for hearing Mr. Johnson out. In addition, there will be 
spaghetti.

Scene 2:

Old Navy Pier
Scan This
Sid Gambetti arranged a meeting at the Old Navy Pier 
between some of his favorite shadowrunners and a 
Spire Enterprises representative. Mr. Johnson wants 
the runners to hijack a ship containing cargo destined 
for Truman Technologies Clinics in the CZ. The purpose 
isn’t necessarily to harm the clinics themselves, but to 
keep the supplies from reaching the shipping compa-
ny’s dockside operations at Calumet Harbor, thus ru-
ining the company’s reputation and pushing Truman 
Technologies back to their former ‘preferred’ vendor 
for getting goods into and out of the Zone.

THE COMING STORM
Through the course of this Mission, the rain is an ever-

present factor, culminating in a fierce storm complicating the 
final task the shadowrunners must complete to finish the job. 
Due to the inclement weather covering Chicago, the Noise 
rating increases by 1. Further, Environmental Modifiers for 
Visibility Tests impose a –3 dice pool modifier for Moderate 
Rain/Fog/Smoke. The pattering rain and heavy air also 
impose a –1 dice pool modifier to Perception Tests involving 
hearing and smell.

As time progresses the weather worsens, and further 
modifiers are presented in each scene.

JACKPOINT SEARCH PROFILE

CHICAGO'S NAVY PIER
Chicago’s Navy Pier was originally built in 1916, and 

in 1995 was refurbished into a tourist attraction. A Ferris 
wheel, restaurants, movie theaters, and weekly fireworks 
shows in the summer contributed to its being the most 
visited attraction in the Midwest by the time of the 
Awakening, with almost nine million visitors annually. That 
popularity continued through the years until the creation of 
the Containment Zone in 2055.

At present, the Navy Pier mall is largely a residential 
warehouse for both Spire Enterprises and union-sponsored 
workers at the water purification plant that operates just 
north of the pier. It serves as a community hub and provides 
a recreational and (relatively) safe haven for its residents.
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Tell it to Them Straight
There’s something unsavory about eating in a place 
with a name suggesting self-disembowelment, espe-
cially in the CZ, but Harakiri’s is said to be a favorite 
of union members, Spire employees, and other area 
locals. As one of Chicago’s old premier tourist attrac-
tions, the Navy Pier used to accommodate over twen-
ty-five thousand visitors a day. A shadow of its former 
self, the Pier Mall now serves as a squatter’s haven and 
swap meet, which the union protects and only a frac-
tion of its former numbers visits.

Harakiri’s is just a cut above the average dining ex-
perience for locals, accessible from both the interior and 
exterior of the mall. Business trickles in throughout the 
day as workers at the water treatment plant hit up their 
favorite post-shift watering hole. The interior walls are 
lined with beige bricks; there is an assortment of booths 
and tables as well as stools along the bar.

You announce you are part of the ‘Johnson party’ 
and the hostess leads you to a private booth in the back, 
where Sid sits next to a large ork in coveralls and an avia-
tor’s jacket. In front of him on the table is a crumpled-up 
shirt; you can make out most of the front, where a few 
stylized letters spell out “-ttitude.” Several empty plates 
are set around the table, one for each of you, surround-
ing a large platter of spaghetti and several appetizers, 
ranging from soy-fritters to wharf-rat drummettes.

“Glad you could make it, chummers!” Sid says, half 
standing in an awkward attempt at a gracious welcome. 
“I took the liberty of ordering the spaghetti for all of us. 
It’s really great here!” Taking a look at the menu, you 
notice it’s also really cheap here. “So, eat up as we get 
down to business. Allow me to introduce you all to … uh 
… Mr. Johnson!” He jabs an elbow into the ork’s ribs and 
you marvel at the latter’s sense of restraint.

“Right,” the ork begins. “I’ve got a special sort of job 
for you and our mutual friend here says you lot are sol-
id, just the kind of folk to get a job done.” He looks at 
each of you in turn before continuing. “The job is simple. 
There is a shipment due in Calumet Harbor and we want 
you to frag it up, make sure it never arrives. Full details 
once you accept the job. We’re prepared to offer you 
10,000 nuyen each for your trouble. Does this sound 
like something you’re interested in?”

After they agree, read the following:

“Excellent, I’m glad we could work some-
thing out. Here’s what you need to know: there’s 
a shipment for Truman Technologies due to the 
harbor sometime this week. You’ll have to fig-
ure out exactly when, and what ship it’s on. The 
carrier is Simurgh Freight; they have an office 
at the harbor. That’s all I got,  so I expect you 

to figure out the details.” He takes a moment to 
look at each of you. “Any questions?”

Behind the Scenes
Mr. Johnson is Reggie Lyons, also known as Wing-
man, the CEO of Spire Enterprises. While Spire Enter-
prises enjoyed better-than-moderate success in re-
cent years, business hit a huge upswing with Project 
Takeback reviving interest in the CZ. Finally, various 
competitors are beginning to cut into Spire Enter-
prises’ profit margins. Most recently, Simurgh Freight 
secured a contract from Truman Technologies to be 
their dedicated goods carrier into the CZ. This con-
tract formerly belonged to the Spire. It is the biggest 
lost contract since Spire Enterprises began their legit-
imate business operations.

As the contract was recently lost, Spire Enterprises 
knows Truman Technologies expects a shipment this 
week for their operations at the Maker’s Collective in 
the CZ, but do not know the exact shipping schedules 
for Simurgh Freight. The shipment is a variety of goods, 
including medical supplies. The concept of operations 
here is simple: if Simurgh Freight cannot reliably en-
sure timely delivery of goods, especially upon their first 

JACKPOINT SEARCH PROFILE

SPIRE ENTERPRISES
Starting out as a smuggler crew that made a name for 

itself running through the ‘Bug Zapper’ (a smuggling route 
from Seattle to Chicago), Spire Enterprises shifted their 
business over to more legitimate goods after recognizing 
the need in the CZ. The pilot and eventual CEO, an ork called 
‘Wingman,’ registered as a Disaster Aid Business and 
managed to dodge claims by Truman Technologies to the 
Spire, which used to be Truman’s headquarters before Bug 
City turned it into a major wasp hive.

Wingman also worked out deals with the union gangs, 
and now the Spire is a neutral territory from which Spire 
Enterprises can dispatch mostly local couriers to ferry 
goods throughout the Containment Zone.

> They got a solid handle on going legit before Project: 
Takeback, and now the cred is just flowing in. Of course, 
it’s only a matter of time before someone else manages 
to take a big slice of that pie.

> Flowers

> Well, whoever does better watch their backs. Wingman’s 
days as a rough-and-tumble hardass aren’t as far 
behind him as some folks like to think.

> Rollrgrrl
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