
I HATE BEING WRONG 2

COVER

I HATE BEING 
WRONG

INTRODUCTION

MISSION 
SYNOPSIS

SCENE 1

SCENE 2

SCENE 3

SCENE 4

SCENE 5

SCENE 6

SCENE 7

SCENE 8

PICKING UP 
THE PIECES

LEGWORK

CAST OF  
SHADOWS

DEBRIEFING 
LOG

I HATE BEING WRONG
The Northside border between the Corridor and the 
sub sprawl could have been the Barrens of any other 
city, but in Chicago, it was almost bucolic. The winds 
had died down and the cold rains had ended, leaving 
the nighttime air crisp and surprisingly free of pollu-
tion. Red took a deep breath as his soul returned to 
his body from an astral scouting and pushed off the 
wall he had been leaning against to proceed into the 
Thai restaurant down the block. Inside it was warm, the 
smell of cooking Pad Thai turning his stomach as he 
smiled and refused a menu, taking a seat across from 
the restaurant’s only customer. The well-known fixer 
tipped his trademark bowler hat in silent greeting. A 
few seconds of silence passed before Old Crow began, 
gritting his teeth and speaking in an uncharacteristical-
ly soft tone.

“I hate being wrong.”
Red smiled. “You and everyone else. Still, that’s quite 

an admission, coming from you.”
Old Crow narrowed his eyes. “Every instinct I had 

told me that the corps pushing back into Chicago was 
the worst we would have to deal with.” He seemed to 
slump in the booth, his gaze far away. “Even then, we 
could still make the most of it, maintain the spirit of free-
dom and hold fast.”

Red shrugged. “Not a lot of profit in neo-anarchy 
these days. But you’ll find a way, sooner or later.” 

Old Crow scowled. “Thanks, but I didn’t ask you here 
to listen to me sulk. I know Chicago is a drekpit. We both 
do. Everyone does. But it grows on you.”

“Ha. Like Strain III on a ghoul.”
Old Crow smiled sadly. “Yeah ... look, I’m worried for 

its future. And I’m not talking about the corps.”
“Then what?”
“I assume you’re familiar with Long Pig Farms?”
Red’s smile faded. “Yes … Do you have a problem 

with ghouls?”

Old Crow pulled a hardcopy folder from his jacket 
and slid it to the vampire. “No. But their problem has just 
become ours...”

Red scanned the file, his expression darkening with 
every line he read. “Have you verified this?”

Unconsciously, Old Crow twirled his mustache. “You 
wound me. I always verify my intel.”

Red nodded, setting the open file down on the table, 
nightmare images illustrated in high-definition clarity. “I 
assume you have a plan?”

Old Crow ground his teeth. “I do. But I don’t like it, 
and I don’t think you will, either.” He chuckled bitterly 
before continuing. “There’s been more than a few corp 
Johnsons making regular hires since Project: Takeback 
got the greenlight. They’re making use of shadow as-
sets, and that means they’re willing to work with us, af-
ter a fashion. I don’t have any credibility with them, but I 
think Simon does. He can bring together the corps and 
the shadow assets. If I pass him the intel, I think he can 
show them the risks of not moving on this.”

“Not hard, consider the precedent in this town.”
Old Crow nodded and continued with gritted teeth. 

Red knew the idea of allying with the megacorps went 
against his very foundation. “Maybe, with their com-
bined resources, this problem can be fixed for good.”

Red exhaled and slumped in his chair. “Okay, what 
do you need from me?”

“I’m gonna meet with Simon for a come-to-Ghost 
meeting. He and I know each other from way back, 
but he licks Lofwyr’s boots, now. No telling what could 
happen. But we need to get the players together.” He 
smirked. “If things go south, I need you to pull my hoop 
out of the fire.”

Red chuckled gently and closed the file. He just 
couldn’t get away from this town.

“Just say when.”
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Introduction
SRM 08-01: Keep Your Friends Close is a Shadowrun Mis-
sions 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 08-01: Keep Your Friends Close is intended for use 
with Shadowrun, Fifth Edition, and all character and 
rules information refers to the fifth edition of the Shad-
owrun rules.

Adventure Structure
SRM 08-01: Keep Your Friends Close consists of sever-
al scenes. These scenes form the basis of the adven-
ture, 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 im-
possible to foresee everything that a group of player 
characters 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 paper-
work 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 
08-01: Keep Your Friends Close (or any Shadowrun Mis-
sions adventure).

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

Step 2: Take Notes
Take notes for yourself while reading through the ad-
venture that you can refer to later on. Possible things 
to note include: major plot points (so you can see them 
all at a glance), the names of various non-player char-
acters, 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.
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Step 4: Don’t Panic!
Gamemastering involves juggling a lot of different 
things. Sometimes you drop the ball and forget some-
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 particular group of char-
acters, especially a more experienced and powerful 
group. The scenes and NPC descriptions offer tips on 
adjusting the NPCs to suit the abilities of the char-
acters in your group. To adjust the power level of an 
NPC, refer to Helps and Hindrances (p. 378, SR5). 
Take the player characters’ abilities into consideration 
when assessing the NPCs in this adventure and mod-
ify 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 
assumption that two players who have run the same 
missions will have roughly the same amount of re-
sources available to them (give or take some nego-
tiation 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, cyber-
decks, 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.
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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-
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 three years, the Astral Preservation 
Society 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 zero anytime characters are within the Con-
tainment 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 dramatically. Noise levels will 
vary from area to area, but unless otherwise specified in 
the scene, assume a default Noise level of zero 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
Simon Andrews, a Saeder-Krupp fixer, caught wind of 
the renewed bug threat from an old contact of his. This 
led him to attempt to facilitate a meet where the var-
ious corporate representatives and a few other shad-
owy assets could put differences aside and work to 
benefit everyone’s self-interests. Unfortunately, the 
meet didn’t go as planned, and before talks could even 
begin, the building was ambushed. Simon escaped, 
but those who arrived to the meeting earlier than the 
others were not so lucky.

Simon hires the runners (Scene 2: That Bloody Lizard) 
to track down and rescue Quantum Princess, Lothan the 
Wise, Maggie Goldberg, Sarah Silverleaf, and Nick Ryder. 
Simon gives them a list of who was invited and mentions 
that perhaps contacting them might be a good place to 
start (Scene 3: We Missed You At The Party).

Depending on whom the runners contact (and 
whom they believe), they head either to the Big Hearts 
Night Shelter (Scene 5: Little Hands, Big Hearts) or to a 
trap (Scene 4: It’s A Trap!).

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 grant 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 who 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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If the runners fall for the trap, they must escape; a 
traitor has wasted their valuable time. As a result, Quan-
tum Princess is dead when they find her. 

At the Big Hearts Night Shelter (Scene 5: Little Hands, 
Big Hearts), unbeknownst to them, old dwarf women 
take care of homeless folks, whom they invest with bug 
spirits. As they learn the truth, the runners face a choice 
between rescuing Sarah Silverleaf and Quantum Princess 
who remain at the Big Hearts, or heading across town to 
stop a ritual involving the other three contacts. 

At the Truman Tower in Chicago’s Core, the runners 
find a way to the top of the three hundred fifty-two-sto-
ry building (Scene 6: Going Up?). Once there, they find 
Maggie, Nick, and Lothan trapped in cocoons (Scene 7: 
We Are Not Ready For This). Stopping the ritual is first, 
but then they must choose whom to save and get back 
out before the ant spirits collapse the building on them!

Given the if/then nature of this mission and the high 
stakes it holds, use the following chart to keep track of 
the kidnapped contacts’ status.

Scene 1:

Best Laid Plans
Scan This
In this scene, Simon Andrews contacts the runners. He 
tells them to meet him inside the Noose at Samson’s 
Noodles at 11 a.m.

Tell it to Them Straight
You didn’t sleep well last night. Maybe it was the 
pounding rain combined with the heat. Sweat and 
sleep don’t mix well—but there is something else, too. 
Everyone in the city seems on edge. You’ve been up 
for a few hours already, and thankfully, the weather has 
cooled down a bit. You’re getting ready to do nothing 
in particular when your commlink beeps, alerting you 
that you have a message. You were about to ignore it 
when it beeps at you again. You see it’s from Simon 
Andrews and take a look.

“Hey mate! I gots a job for you, yeah? An’ beside 
bein’ a decent night’s nuyen, it concerns some contacts 
of yours that you’ll likely want to know about. Meet me 
at Samson’s Noodles, inside the Noose. Get ’ere as soon 
as possible, and I’ll pick up the tab.”—Simon

CONTACT STATUS
QUANTUM PRINCESS

If the runners shop at the Maker Collective, fall into Dr. 
Tate’s trap, or investigate further into the Shattergraves 
before going into the Big Hearts Night Shelter, Quantum 
Princess dies.

SARAH SILVERLEAF
If the runners investigate further into the Shattergraves 

before going into the Big Hearts Night Shelter or head to 
Truman Tower before rescuing her, Sarah dies. 

MAGGIE GOLDBERG
Unless the runners go directly to Truman Tower* (without 

stopping to rescue Sarah and Quantum Princess), a ritual has 
already started to invest Maggie with an Ant spirit queen. 
The runners must stop the ritual, but Maggie dies when it is 
interrupted. If the ritual has not begun, Maggie lives, but has 
already been prepared as an ant spirit nymph.

NICK RYDER
If the runners choose to save Lothan at Truman Tower, 

Nick dies*. 

LOTHAN THE WISE
If the runners choose to save Nick Ryder at Truman 

Tower, Lothan dies*. 

*If the players split the party or get otherwise very creative, at the 
gamemaster’s discretion, these fates may be altered. 

THE NOOSE
Before Bug City, there was the Noose: Chicago’s oldest disaster 

zone. In 2039, three days after the Night of Rage, Alamos 20,000 blew 
up the Sears Tower and the fallout created Chicago’s Shattergraves. 
The surrounding areas saw an exodus of corporations and well-to-do 
citizens, leaving the area from the lake to Western Avenue and from 
North Avenue down to Cermak Road to become a no-man’s land. The 
Noose has had forty years to become a nexus for black markets, red-
light districts, rumormongers, diehard survivalists, winner-take-all 
gangs, black-hat hackers, and people too poor or too tough to leave.

The Noose is home to Noosenet, Chicago’s own data haven for 
shadowrunners. It’s pretty low-tech, but robust. 

> Hey! I heard there is a synthetic intelligence that lives in 
Noosenet.

> DeForest

> No way. The SI is Noosenet!

> Chubba

> Ugh. Log off, kiddies, before I boot you off.

> Bull
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Behind the Scenes
This is a straightforward call for a meet. Samson’s Noo-
dles is a greasy-spoon Thai restaurant just inside the 
Noose. Unlike every area surrounding it, this partic-
ular neighborhood doesn’t seem like a warzone. It’s 
not gorgeous, but signs of normal life and communi-
ty are readily visible. If the runners don’t have Simon 
as a contact, they can do legwork beforehand on him 
and easily discover who they’re dealing with. If they 
decide to get in touch with any of the missing contacts 
(Quantum Princess, Lothan the Wise, Maggie Gold-
berg, Sarah Silverleaf, or Nick Ryder), or the contacts 
who escaped the meet (Becky 99, Juan Xihuitl), they 
receive no answer. Martin Tate, however, answers, but 
only after Scene 2: That Bloody Lizard. Five contacts 
are missing, Becky 99 and Juan Xihuitl have gone to 
ground temporarily, and Martin Tate is party to the ab-
ductions, and therefore laying low.

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

Debugging
If the runners don’t trust the message or don’t want 
to go to the meet, have Simon be more specific about 
which contacts are in question, and he can even drop 
the hint they need help. It could be the runners have 
never encountered these contacts before; if so, you 
can leave off the part about “contacts” and have Simon 
offer 2,000 nuyen (plus dinner) just for showing up and 
listening to the job. 

Scene 2:

That Bloody 
Lizard
Scan This
The team meets with Mr. Johnson at Samson’s Noo-
dles. They are told about a secret meeting between 
corporate Johnsons and shadow assets to address Chi-
cago’s renewed bug problem. Unfortunately, before 
the meeting began, bug spirits attacked the gathering. 
While some escaped, five of the invitees (who also 
happen to be the runners’ contacts) were abducted. Si-
mon hires the runners to find and rescue the Johnsons 
so that his plan to bring corporate and shadow assets 
together can still succeed in stopping the bugs. In ad-
dition, there is some development about Chicago’s re-
newed bug infestation. 

Tell it to Them Straight
As you approach Samson’s Noodles, you can’t help 
but notice the smell. Particularly, the putrid stench of 
metahuman misery no longer assaults your nose. Un-
like the patchwork destruction you drove through to 
get here, these last few neighborhoods seem like they 
are from some other city, not inside the Noose, one 
of Chicago’s worst areas. The temperature continues 
to creep downward, but even with the glare from the 
clouds, it’s still sunny enough.

On the west and south sides of the street, various 
mom-and-pop stores are open and doing business—
particularly a convenience store and a donut shop—but 
toward the north and east only rubble remains of what 
was once a mall before the Sears Tower came down. 
Everywhere else there are apartments filled with survi-
vors; both the apartments and the survivors have seen 
better days. 

When the runners go inside the 
building, read the following:

When you open the door to Samson’s Noo-
dles, the smell of Thai curry welcomes you 

SAMSON'S NOODLES
At 11 E. Illinois St, Samson’s Noodles is the bottom floor of a 

red-brick building with a few apartments above it. Run by the Sang 
family, the restaurant has been one of the rare staples of stability in 
the Noose. They serve anyone who comes in on a sliding scale of 
payment, but no one is turned away. As if that wasn’t enough, they 
also make donuts until lunchtime. Aside from the Silver Spoons, the 
other gangs and criminals leave this place alone, making it a decent 
place for uninterrupted meet-ups. Most important, the food is wiz.

> You know why the other gangs don’t mess with the 
Sangs right?

> DeForest

> Shush, child.

> Mr. Pink

WEATHER
During this mission, the weather continues to get worse. 

Beginning in this scene, anyone piloting a vehicle should make a 
Vehicle Skill + Reaction [Handling] (1) Test to avoid crashing; apply 
the light glare visibility modifier (–1). The runners can ignore the 
–1 penalty for glare with flare compensation, thermographic, or 
ultrasound. 

If any players have the Survival skill, 4 net hits allow them to see 
a severe storm is coming. 
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