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DARKNESS AND LOSS
I rested through the last age—nestled in the sweet embrace of 
the Earth. When the call rang out and so many others awoke, 
a whisper spoke to me softly. 

“Remain,” it beckoned, and so I did. I slept on, secure in 
knowing that my time was coming.Scratching. Scratching. 
Scratching. 

My slumber was deep but something disturbed it. I 
stirred. Quiet. Calm. Eyes closed. Sleep. 

Scratching. 
I stir. Cold bands clamp across my body. Awakening me 

before my time, I see them. It is too late. I am caught. I am 
damned.

Goober whistled a tune as he stepped from his shower 
stall. Grabbing both ends of the cheap mass-produced 
towel, he soaked up most of the dampness. Goober 
then wiped a spot in the mirror and stared at himself. 
He knew he wasn’t the most handsome man, or the 
most charismatic—all those years just scraping an ex-
istence and praying the bugs didn’t return certainly ha-
ven’t helped. Loneliness was a bitch. With a strained 
smile, he picked at his teeth a bit, sprayed on some 
Night Train cologne, and combed his hair to the side. 

After getting dressed in his nicest and least greasy 
mechanic’s jumpsuit, Goober hopped in his Gopher 
truck. A short drive was all that separated him from that 
little oasis in all the drek of the world, and the girls he 
had come to like quite a bit—the Golden Palace. Maybe 

that place was past its prime, but who was he to judge? 
Visits there were the one thing he’d come to look for-
ward to. It occurred to him that some, if not all, of the 
girls might have grown to enjoy his company too. De-
spite that, he had no illusions of who these people were 
or what they really wanted.

The truck’s electric engine whined up to the gate, 
which stood open. The gate should have been closed. 
Through the gap and into the courtyard he drove. No-
body was on the street and nobody was eating at the 
diner. There wasn’t even anyone cooking at the diner. 
Goober opened his door and stepped outside, leaving 
the truck idling. A wind blew through the compound, 
sweeping some garbage across the street. The garbage 
and the truck were the only noises audible. He took a 
few steps and looked to each building. The doors all 
hung wide open and not one person could be seen or 
heard. It was then that he saw blood splattered on the 
sidewalk. Something terrible had happened here.

Suddenly, every hair on Goober’s body stood on 
end. He looked around and could not see anyone else, 
but he felt them nearby. A shiver ran down his spine 
and he leapt back in the Gopher, locking the door. The 
truck spun around with the quickness and ease only a 
rigger could pull off and it pushed for speed. Goober 
was barely a block away when he started making calls. 
He knew the Star didn’t care about criminal and gutter 
life and a few comm calls later he was proven right. If his 
friends were going to live, he would need to reach into 
the shadows to pull in some hired guns.Sa
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Introduction
SRM 07-06 Windy City Chaos 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 07-06 Windy City Chaos is intended for use with 
Shadowrun, Fifth Edition, and all character and rules infor-
mation refers to the fifth edition of the Shadowrun rules.

Adventure Structure
SRM 07-06 Windy City Chaos 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 
running the adventure.) This section offers some guide-
lines you may find useful in preparing to run SRM 07-06 
Windy City Chaos (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 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 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 one-third of the total landmass of the city of Chi-
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cago proper, not counting suburban areas and farm-
lands connected to the city. But the CZ is still big, and 
it is the rotted, gutted, feral heart of the Windy City. It 
starts at 115th Street to the south and runs nearly thirty 
kilometers north to Belmont Avenue, and reaches from 
the Lake Michigan an average of fifteen kilometers to 
Harlem Avenue on 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 Preser-
vation Society in partnership with The Ash Union and 
various megacorp thaumaturgical divisions have made 
headway in cleaning up the background count within 
the CZ and the surrounding area. Thanks to their work, 
unless otherwise noted in the scene, assume a back-
ground count of 1 anytime characters are within the 
Containment Zone. The count will fluctuate wildly at 
times, so players should expect to encounter every-
thing from high background counts and mana voids to 
various aspected backgrounds and mana warps. (See 
p. 30, Street Grimoire, for full rules). Areas of Chica-
go 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 receives a call from Goober asking them to 
find out why the residents of a small enclave disap-
peared and to bring them back alive if possible. The 
community is known as the Golden Palace, which is 
also the name of the brothel inside. He says everyone 
inside the area seems to have vanished with no expla-
nation. Goober wants to try to save everyone if pos-
sible, so he urges immediate action. He doesn’t want 
to negotiate right away but promises to make the run 
worthwhile if the team does their best.

Arriving at the neighborhood, the runners see the 
main gate is open and there are no people around. 
Searching the community verifies nobody remains and 
they did not leave voluntarily. As they search, the team 
finds evidence ghouls kidnapped them in a Long’s Pig 
Farm delivery truck. The truck is leaking oil from battle 
damage, which creates a trail the team could follow if 
they have the ability or gear to do so.

A gang called the Scorchers stops the team as they 
prepare to leave. Their leader, “Juice,” questions what 
they were doing at the community since the Scorchers 
protect it. A charismatic face can get Juice to disclose 
that other groups of people have disappeared in the 
area too, and the Scorchers want to stop the problem 
as well. If the group has a charismatic Face, they can 
convince the Scorchers to assist them in recovering the 
missing people. Juice challenges one of the runners to 
a “one-punch” challenge to see how tough they are be-
fore sending any of his men to help them. If a runner 
accepts the one-punch challenge, the runner and Juice 
trade punches until one person is knocked out. 

If the team goes directly to Long’s Pig Farms, they 
find a few ghoul guards outside. The guards, whom 
Needles leads, hail the team to find out why they are at 
the farm. The Long’s Pig Farms delivery drivers missed 
their regular comm call earlier that night, but the guards 
thought it was a technical problem. Needles doesn’t 
have any of his people available to help the runners, 
but he can offer them a transponder code to locate the 
truck. If the team uses proper street etiquette, Needles 
also offers a reward for finding and rescuing his drivers.

Following the oil trail or the transponder code, the 
team eventually makes its way to an abandoned school. 
The missing delivery truck and a few ghoul guards are 
outside next to a side door. In the school’s rear, the old 
recess yard was converted to a pasture with some fe-
ral ghouls roaming inside the fence. The front and side 
doors have cameras watching the area outside the door. 
The windows are boarded up and there is no light, so 
the team must compensate somehow once they enter. 
A  few of the community residents are in the old cafete-
ria with the ghouls; one is dead and serving as the main 
course of a cannibalistic dinner party. The tech ghouls 
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are in the former principal’s office, splitting their time 
between monitoring the cameras and the Long’s Pig 
Farms captives in the room.

An opening was carved into the library’s floor at a 
sharp angle. The hole leads into a tunnel curving down-
ward in a spiral manner. Inside the tunnel, the team en-
counters increasing Noise ratings. The tunnel continues 
downward, but there are two offshoot passages. The 
team sees something cross the main tunnel in front of 
them and enter a passage on the left, where scraping 
noises can be heard. If they investigate the noises, they 
find hybrid ant worker spirits carving the left tunnel out 
further. The right tunnel continues two hundred fifty 
meters until it intersects with an old subway tunnel. The 
runners find evidence the tunnel used to be a squatter 
camp, but it has been uninhabited for a long time. There 
is nothing else to find in this direction, so the runners 
head back toward the main tunnel down.

The main tunnel leads into a large, dimly lit chamber. 
The area is aspected toward insect spirits, and the Noise 
rating is high because it’s so far underground. Inside the 
room is a vampiric insect shaman performing a ritual 
on a Western dragon chained to the stone floor. Sol-
dier and caretaker insect spirits guard the shaman and 
the room. In the room’s far corner are one hundred six-
ty-three people encased in egg-like cocoons, including 
the people missing from the community. Runners with 
Arcane knowledge are aware that some people could 
be saved, including the missing residents.

Once the insect shaman and spirits are defeated, the 
team must decide what to do with the dragon. It speaks 
a little to the team and then lapses into a comalike state. 
The runners have some options on who to hand it over 
to for treatment, or they may choose to kill it. 

The residents inside the cocoons can be freed and 
saved if the runners choose. The others must be as-
sensed individually to determine if they are tainted. 
Runners may use contacts for help with assensing and 
performing rituals to clean the others who can be saved 
(and put down any who can’t). Alternatively, the team 
may ignore the victims and leave them there—gaining 
Notoriety in the process.

The team contacts Goober to get paid, and he asks to 
meet at his bait and tackle shop near the waterfront once 
they make sure the residents are under professional care 
or delivered home. Goober talks to the team; if they suc-
cessfully saved the residents, he offers them a discount 
on custom work for one job in addition to nuyen. 

Provided the team rescued the ghoul drivers, Nee-
dles pays the team his bonus (if it was offered).

After the mission ends, runners who delivered the 
dragon to the Ash Union for treatment and healing re-
ceive a package. The package contains a gold bar with 
no explanation.

Scene 1: 

Stood Up
Scan This
Goober contacts the runners to offer them work. The 
job is to investigate a small community’s disappear-
ance. He wants them to go find the people, and prom-
ises he’ll make good on payment afterwards. Goober 
just found out the residents are missing and is in the 
process of pulling together the money to pay the team.

Tell it to Them Straight
You sit back and relax, ready to watch a new rockumen-
tary premiering on the trid tonight at 9 p.m. Targeted 
ads have been hitting your commlink for the last two 
weeks, so somebody sank a lot of nuyen into publici-
ty. An ultra-rapid guitar solo, breaking into a hard rock 
anthem, assaults the air as the title Johnny Banger—I Do 
What I Want! slashes across the feed. 

Your commlink briefly silences the trid and alerts you 
to an incoming call. The ID on the feed is unknown, but 
that’s not unusual in your line of work. Always on the 
lookout for a payday, you answer and find yourself in a 
conference call with several others. Leading the call is 
a grizzled dwarf in a greasy trucker’s cap. He has obvi-
ous goggle-style cybereyes, and his left arm is clearly a 
cyberarm. 

“Good afternoon, chummers. Name’s Goober. I’m 
looking to hire. My omae says to talk with you. If you 
check around, you’re gonna find I have a good reputa-
tion, and I keep my promises. 

Good people, friends of mine, have gone missing 
from a tiny little neighborhood community. Ever heard 
of the Golden Palace off 94—in Northside? It’s a little 
oasis in a world of crap. I called a friend who lives there 
and made plans to visit. After the call, I got in my truck 
and headed over. When I arrived about half an hour 
ago, the whole place was empty. I mean everyone—ev-
eryone—was gone. It creeped me right out. I was by my 
lonesome, so I bolted and started making calls. This is 
what led me to you. I want you to find out what hap-
pened to the people who lived there and bring them 
back alive if it’s possible. Preferably, you can bring them 
back unhurt.

Time’s an issue, so I’d like you to start right away. I 
can guarantee you’ll be well compensated for your trou-
bles. Once the work is done, we can talk specifics at my 
bait and tackle shop on the waterfront. I know we can 
work something out that you will be happy with, so long 
as you take care of this problem. You in?”
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When the runners push  
to negotiate immediately:

“Look, I have a lot of prime inventory on hand 
now. You take care of business, and we can 
work out a deal. In the meantime, I’ll work to 
clear some of it out and free up more cred in 
case any of you just want nuyen. If you have to 
have your number now, it’s going to be a low-
ball offer because that’s all I have on hand. I’m 
asking you to do something decent. If you need 
a number before you do that, tell me and I’ll 
give you one.”

Assuming the runners agree  
to take the mission:

“Don’t waste any time. We don’t have any 
idea what’s happened to these folks. That 
means bring your hardware. After we get off 
the comms, I’m going to get in touch with Dr. 
Tate in case there are injuries or worse. Here’s 
the neighborhood info, my comm code, and the 
doctor’s comm code. One last thing—I’m hiring 
you to help these people, not pick their homes 
clean. Please keep that in mind.”

Behind the Scenes
Goober made arrangements to visit the girls at the 
Golden Palace brothel. When he arrived at the neigh-
borhood, he first noticed there were no people on 
the street and nobody eating at the restaurant kiosk. 
It was then he noticed nobody was cooking there, ei-
ther. The door to the brothel was open, and so was the 
door to the convenience store. Goober stepped out 
of his truck, and that’s when he noticed there were no 
sounds of people. He had a terrible sense of dread and 
decided it was time to get out of Dodge and call in 
hired guns. As the pilot program drove the truck away, 
he started placing calls. 

He talked with Quantum and had her see what she 
could find in the Matrix. She was able to put together 
a resident listing along with their last active Matrix ac-
tivity, which Goober forwards to the team (see Player 
Handout A). Quantum found no user traffic that would 
normally be present with smart appliances, commlinks, 
vehicles, cyberware, tools, gear, or anything that would 
normally have a wireless connection. There were no 
signs of any active users after 8:04 PM—even though 
most of those items still appear to be online. All the res-
idents’ Matrix traffic stopped about an hour before the 
call was placed to the team.

Goober talked to his contacts in Lone Star, but none 
of them had the juice to get the Star to care about the 
SINless living there. That got a rise out of Goober, and 
he decided someone had to care—even if was just him. 
A few calls later, and he had the runners’ comm codes. 
He’d figure out how to pay them later, but he has every 
intention of paying.

Goober is forthcoming with information and honest 
with his answers. He is careful to avoid compromis-
ing his contacts’ and friends’ names (except Quantum, 
whom he mentions when he gives the team the infor-
mation she acquired). If questions start to tangent away 
from saving the missing people, he gets frustrated and 
works to steer the team back on track. 

The job is to investigate the small community’s dis-
appearance; it’s as if the residents just vanished in the 
middle of their day. 

The team is responsible for finding out what hap-
pened to the residents, and, if possible, bringing them 
back alive. Stress that time is important because evi-
dence could be lost or looted. If the runners leave im-
mediately, they could be at the community in about 
thirty minutes. 

If pressed further, Goober tells them they should 
be able to find pictures and more info at the residents’ 
homes.

 

Pushing the Envelope
There is no need to push the envelope in this scene.

Debugging
The team may not want to take the run without up-
front negotiations. Goober already made it clear he 
prefers they just get moving, so he starts getting agi-
tated. If the team insists on an upfront negotiation, he 
agrees but sets the base pay lower. As he’s already told 
them, he has a lot of money tied up in inventory at the 
moment and he needs the time to shake free the extra 
cred. He offers a flat fee of 8,000 nuyen per runner for 
uncovering what happened to the residents, and sav-
ing them if possible. Players may attempt to negotiate 
by rolling Negotiation + Charisma [Social] versus Goo-
ber’s 12 dice [Social Limit 5]. They can get a maximum 
of 5 net hits, each hit increasing the amount by 100 
nuyen. That’s the maximum he can guarantee to pay. If 
they force the negotiation up front, he won’t renegoti-
ate later—so the team is stuck with the deal.

If the team still isn’t happy or refuses the run, Goo-
ber lets them walk and gets another team to do the job. 
He doesn’t have any more cash or patience to waste on 
them.
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