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I groaned as my commlink buzzed, rousing me from a fi tful sleep. I 
sat up and rubbed my face, collecting my thoughts before I answered 
it. Th e clock next to my bed read 09:30 AM. Who the frag was calling 
me this early in the day? I remembered a time when working the shad-
ows meant you worked at night. None of this 9:30 drek back then.

I leaned over and grabbed the battered and well worn case of my 
old cyberdeck. Th e case read “Alpha Allegiance K36,” and I fi rst picked 

it up over two decades ago. Th e guts inside had been mostly ripped out 
and replaced a dozen times over the course of two decades, and several 

years ago I fi nally replaced the entire inner workings with a state of the 
art commlink. It was a fraction of the size of my baby and several times more 

powerful. But it was so ghost-damned little. I was always afraid I’d break it or lose 
it. Besides, I’d worn the deck strapped to my arm for so long, I felt naked without it. I 

grabbed the cord from the deck and plugged it into my datajack. I could have gone wireless, but I don’t 
trust wireless networks. Th ey’re too open, too easy to hack into and read. Frag that noise. My deck only 
operated wirelessly if I was actually jacked into it, and anyone unlucky enough to try slipping into my 
deck was in for a world of hurt.

“Whazzit?” I asked as I answered. I wasn’t fully awake yet, and sleep slurred my words. I recognized 
the voice on the other end. It was Moreau, a chummer and fellow runner from back in the day. I’d run into 
him a few times since I came to Seattle last year. He’d settled down some, mostly did freelance work for 
the Draco Foundation. As he spoke, my sleep-fog vanished. His daughter was missing. My jaw clenched 
tightly as I clamped down on emotions that came bubbling up. I’d lost my own daughter just a couple 
short months ago. 

He didn’t have many details yet. Fiona was an Arcanoarcheologist, a specialist in pre-Awakening 
magical items. She also occasionally sold her fi ndings to the various organizations and corps that had 
an interest in such things, to fi nance her operations and allowing her freedom from any corp control or 
interference. Yesterday, she’d arranged to have her latest fi nd smuggled in, and never made it home.

Of course I off ered to help. Th ere was an old saying, “parents shouldn’t outlive their children.” Th is was 
truer than anyone who hadn’t suff ered such a loss would know. I even waived my own fee, simply asked 
what he could aff ord to pay. Th ere were few runners I knew that would be willing to do a job for free, even 
if it was for a good cause such as fi nding a missing daughter. I wondered if I would have been that 
heartless twenty years ago. Probably. I didn’t give much thought to what Mr. Johnson might think 
or even want, beyond what he was paying me to do. Th ere was no reason to expect diff erently from 
these snot-nosed drekheads running around calling themselves shadowrunners now.

I grimaced as I checked my calendar. Tonight was the concert. Johnny was pissed that he 
wasn’t going to make it, but he was tied up somewhere up in Quebec, helping Becky fl ush out 
a wasp hive they’d found. I was in charge of security, helping bolster Underworld 93’s physical 
and matrix security for the show. Th e club had its own people, but I went back with the star of 
the show a long time, and she’d asked that I be on hand. Apparently a couple of her fans were 
making death threats again.

I knew a couple runners I could call. Some were new blood to town, a few locals trying 
to break it into the big time, even a couple guys who had a bit of experience under their belt. 
I started making calls. Line up a meet with some folks, get them on a search and retrieval 
for Fiona. I called up Al, my smartframe. Or agent. Whatever the frag the kids call them 
these days. I gave him some parameters and set him to doing a data search, see if we could 
pinpoint who Fiona was meeting and where. Give the kids somewhere to start.

I got up and got dressed. I smiled as I pulled out an old t-shirt I’d 
owned almost as long as my beloved cyberdeck. “Live at 
Underworld 93! Mecurial!” the shirt 
read. It was going to be a long day.
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3 INTRODUCTION

 INTRODUCTION
SRM 04-00 BACK IN BUSINESS is a Shadowrun Missions campaign 
adventure. Full information on Shadowrun Missions is available at 
shadowrun4.com/missions 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 04-00 BACK IN BUSINESS is intended for use with 
Shadowrun, Twentieth Anniversary Edition, and all character and rules 
information refers to the fourth edition of the Shadowrun rules.

aDVentUre strUCtUre
SRM 04-00 BACK IN BUSINESS consists of several scenes. Th ese 
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 following subsections, providing gamemasters 
with all the information necessary to run it.

Scan � is provides a quick synopsis of the scene’s action, allowing you 
to get a feel for the encounter at a glance.

Tell It to � em Straight is written to be read aloud to the players, 
describing what their characters experience upon entering the 
scene. You should feel free to modify the narrative as much as 
desired to suit the group and the situation, since the characters 
may arrive at the scene by diff erent means or under diff erent 
circumstances than the text assumes.

Behind the Scenes covers the bulk of the scene, describing what’s 
happening, what the non-player characters are doing, how they 
will react to the player characters’ 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 powerful characters and other ways 
you can add some “extra spice” to the scene. Th is subsection should 
usually only be used for home games, or games where time is not 
a factor. At most convention and Open Play events, gamemasters 
should omit this information. It adds to the scene, but does not 
contain important information.

Debugging off ers solutions to potential problems that may crop up 
during the encounter. While it’s impossible to foresee everything 
that a group of player characters might do, this section tries to 
anticipate common 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 diff erently. Use your own style when it comes to pre-
paring and running 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 con-
vention time slot.

Please keep this in mind when running the adventure. You should 
leave at least 15— 20 minutes at the end of the time slot to complete 
any necessary paperwork and pass out the players’ Debriefi ng Logs. 
(Make sure that you have enough copies of the Debriefi ng Log for 
this adventure to give one copy to each player aft er running the 
adventure.) Th is section off ers some guidelines you may fi nd useful 
in preparing to run SRM 04-00 BACK IN BUSINESS (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. Th at way, if something 
diff erent 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 adventure 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 
characters, possible problems you notice, situations where you think a 
particular character can shine and other things you’ll want to keep in 
mind while running the adventure.

steP 3: KnOW tHe CHaraCters
Prior to the start of the adventure, examine the PCs’ record sheets 
and Debriefi ng Logs for your reference and have basic information 
about their important abilities handy so you can refer to it during play. 
Also go over the characters and keep their previous events listed on 
the Debriefi ng 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 diff erent things. Sometimes 
you drop the ball and forget something or you just make a mistake. 
It happens, don’t worry about it. Nobody is perfect all of 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.

General aDVentUre rUles
Shadowrun Missions adventures use the rules presented in Shadowrun, 
Twentieth Anniversary Edition (SR4A). Standard rules such as success 
tests, the Rules of One and Six, and other common mechanics are 
described in SR4A and are not repeated in this adventure.
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4  INTRODUCTION

Please keep in mind when preparing for the adventure, that the 
PCs will not necessarily comprise 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 fl exibility 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 adventure. Th ey 
are the allies, antagonists, and background characters in the adventure 
that interact with the player characters. NPCs in this adventure have 
already 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. Note that their dice pools are pre-
calculated to save the gamemaster time.

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. 

Th e NPCs in this adventure should generally stand up to the 
average player character but may need some adjustment to suit a 
particular 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 the Prime Runner 
Creation and Advancement Table (p. 285, SR4A). Take the player 
characters’ abilities into consideration when assessing the NPCs in 
this adventure and modify them accordingly.

MissiOn DiFFiCUlty
GMs are encouraged to use their own judgment, and to adjust the dif-
fi culty of the encounter to take into account the abilities of the players. 
If the players have no magical support, replace magical defenses 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 fi ght. Missions should be a 
challenge to the party, but should never be insurmountable for a team 
playing it smart.

CHOOsinG siDes
During the course of a scenario, the PCs will be presented with options 
to choose sides between several Factions in the adventure. Seattle is a 
city full of confl ict and is full of opposing Factions who butt heads 
constantly. Characters can try to remain neutral, but oft en any deci-
sion they make will favor one Faction over another. Th ese choices will 
earn the character positive or negative Faction Reputation. Positive 
Faction Rep doesn’t mean that a runner has become a member of that 
Faction, but rather just notes that the Faction looks upon the character 
favorably, and is more inclined to deal with the runner. High enough 
Faction Rep will earn the character a favor from that Faction at the end 
of the adventure (see Picking Up � e Pieces for more information). If 
your Faction Rep drops low enough, contacts that are members of that 
Faction may not deal with you at all.

Each Faction keeps tabs on its opposite, and every organization is 
full of spies, so any time a character deals with one Faction, the other 
side inevitably fi nds out about it. Th is is tracked on an individual basis, 
so even if one teammate sells out information to NewsNet, you can sell 
out to KSAF and still earn KSAF Faction Rep.

SRM 04-00 BACK IN BUSINESS touches on the main factions 
for both the core plotlines to introduce them to the players. Future 
Missions adventures will focus on one plotline or the other.

a nOte On COMMlinKs
By 2070, commlinks have become a universal appliance. Because just 
about every NPC is going to have one, they won’t always be statted 
out in the adventure text. For NPCs who do not have a statted com-
mlink, assume it has all necessary ratings at 3. Th ese commlinks will 
not contain any valuable paydata.

PaPerWOrK
Aft er running a Shadowrun Missions adventure, there are several 
important pieces of paperwork that need to be fi lled out.

Th e fi rst is to make certain to distribute a copy of the adventure’s 
Debriefi ng Log to each player. As the GM, please make certain to fi ll 
this out and sign off  on it for each character. In the interests of time, 
you may have each player fi ll out the sections, with appropriate values 
that you give them. Please consider the PCs actions in the scenario 
when providing Reputation modifi ers, per those rules (p. 265, SR4A).

Th e second is to make sure that all players have updated their 
character’s calendar. PCs are allowed to go on one run per week. Th e 
calendar is used to track the character’s monthly lifestyle expenses, 
adventures, and their downtime exploits.

Finally, certain modules will request that you use the web 
reporting form available at shadowrun4.com/missions to report the 
outcome of the Mission. Future adventures will refl ect the outcome of 
this one. Without GM feedback, the PCs’ exploits will be unable to 
aff ect the campaign.

BACK IN BUSINESS

MissiOns FaCtiOns
BURIED UNDERGROUND PLOTLINE

Ork rights Committee: This faction is pushing to see the Ork Underground become a 
full-fl edged, legitimate district of Seattle, by any means necessary.

seattle Government: The city of Seattle is hurting for money, and sees the Underground 
as a huge expense that they can’t afford, with little to no gain from its largely SINless a popula-
tion, and worries that making it a district would give legitimacy to the gangs, crime rings, and 
smugglers that use the Underground as a base of operations.

newsnet: Horizon’s fl agship news outlet in Seattle, NewsNet has long struggled to main-
tain its status as Seattle’s top reporting agency against its primary rival, KSAF.

KsaF: KSAF built a reputation on reporting the news sometimes before anyone knew 
it was news. Those days are past, but with the brewing fi ght between the city and the Ork 
Underground, KSAF sees a chance to get the scoop and reclaim their glory days, burying NewsNet 
in the process.

ARTIFACT RUSH PLOTLINE
atlantean Foundation: This faction has long believed in a grandiose magical “Fourth 

Age,” and the recent infl ux of magical artifacts being discovered lends their claims much 
credence. They are scrambling to be the fi rst to gather these artifacts and unlock their secrets.

Draco Foundation: Founded after former president Dunklezahn’s death, the Draco 
Foundation has been searching out any number of strange things for research. Rumor has it 
that even 15 years after his death, Dunklezahn is still guiding them from beyond the grave. No 
one knows their true motives, but they will do whatever they can to get their hands on these 
strange artifacts and discover what they can do.

saeder-Krupp: For now, Lofwyr is content to sit back and watch as mortals scramble about 
for baubles from a past life. For the time being, he’s just gathering data.

lung: Like Lofwyr, Lung is watching and waiting to see what gets unearthed, and what 
the mortal races do with it.
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MISSION SYNOPSIS
Dr. Fiona Craig, an Arcanoarcheologist who specializes in pre-
Awakening magical artifacts, came across an interesting artifact during 
a dig in Greece. A shard of obsidian, she theorized it was a piece of a 
larger artifact she found references to called a “morel stone.” Unlike 
most magical artifacts, the item doesn’t have a magical aura, but instead 
appears to have a faint aura similar to that of living beings. Th is made 
the artifact unique and incredibly valuable. So she decided to take the 
artifact to Seattle, where the Draco Foundation and the Atlantean 
Foundation had recently entered a state of corporate cold war and were 
both seeking to outdo each other seeking out artifacts. 

Fiona had the shard smuggled out of Greece and delivered 
to Seattle, where she planned to sell it to the highest bidder. She 
arrived in Seattle just ahead of the artifact, and went down into 
the Ork Underground to meet the smuggler she’d hired. She had 
a meeting with Laurent Nazaire from the Atlantean Foundation 
planned for that evening, breakfast with her father in the morning 
to arrange for a meeting with the Draco Foundation, and then was 
meeting with Saeder-Krupp, Aztechnology, and Lung’s Seattle rep 
the next day. 

 Unfortunately for her, she was betrayed by the smuggler she’d 
hired to bring the artifact in. Jack Turner wasn’t a fool, and he did 
his research on both his employer and the item she was bring in. He’s 
decided to sell the item himself, but he needs Fiona’s connections to do 
it. He’s currently holding her captive, trying to force her to cooperate 
with him and give him the names of her contacts. 

Aaron Craig, Fiona’s father, ran the shadows under the street 
name Trouble during the 50’s. Today, he works freelance for the Draco 
Foundation going under the name Moreau. He knew his daughter 
was coming into town last night, and when she missed her breakfast 
meeting, he started making calls and found that Fiona had been 
missing since early the previous night. He turned to an old friend, a 
fi xer named MacCallister to get some help in fi nding his daughter, 
fearing the worst.

MacCallister is working security for Maria Mercurial’s show at 
Underworld 93, so he contacts a group of shadowrunners. Th e earliest 
he can meet them is immediately following the concert, so he invites 
them to be his guest at the sold out show. Aft er the concert, he lays out 
the job for them.

Tracking down Fiona isn’t too hard, but there are a lot of folks 
interested in her, and more importantly in the artifact she was 
bringing in. Nazaire knows that something is up, and like Moreau 
he’s found that she’s gone missing. He’s discovered that MacCallister 
was hiring some runners to fi nd Fiona, so shortly aft er they accept 
the job, he contacts them himself. He’s not interested in Fiona, 
but he wants to get his hands on the obsidian shard that she was 
smuggling in. He off ers them up additional payment if they’ll bring 
him the artifact.

Tracking Jack Turner leads the runners to the Ork Underground, 
where he operates out of. Once there, the runners end up in the 
middle of a fi ghter between the Underground’s local protection gang 
the Skraacha and the Reality Hackers, a thrill-gang looking to cause 
havoc. Knight Errant’s Special Crimes unit arrives on the scene to 
break things up, and the runners have the opportunity to get a third 
job. Th e lead detective, Tosh Athack, realizes the runners are more 
than just innocent bystanders, and he puts them in touch with District 
Attorney Dana Oaks. DA Oaks has been trying to track down Jack 
Turner as well, but the city and Knight Errant don’t have jurisdiction 
in the Underground, and it’s too dangerous to try to send in a squad 
of offi  cers. She will tell the runners about a bounty on Turner, if they 
can capture him and deliver him to Detective Athack for prosecution.

Th e runners then have to navigate the Underground and fi nd 
where the smuggler is holed up. Word’s reached him that people are 
looking for Fiona, so he’s hired some extra muscle. Th e runners have 
to get the girl, the artifact, and the smuggler so they can get their 
various paydays.
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6 SCENE 0: WALK ALL OVER YOU

SCENE 0: WALK ALL OVER YOU
sCan tHis
Th is scene is only for runners who transfer in from New York. If all or 
none of the runners are transferring, skip it. Th is scene is to transition 
characters to the new campaign.

tell it tO tHeM straiGHt
It started out as just another night in the Rotten Apple, and then 
things went bad fast. Th e Neo-Anarchists in the Terminal went crazy 
and started a revolution. An Ares VP’s daughter was kidnapped and 
one of the Neo-A’s leaders launched a biological weapon into the heart 
of Manhattan. It could have been worse, the Neo-A’s were stopped 
before too much damage was done, but somehow the blame got 
pinned on you. With the heat on in Manhattan, your fi xer Peaceman 
suggests that maybe it’s time to move.

“I hear Seattle’s nice this time of year,” he tells you. “I have a 
friend out in the Emerald who can help out. I’ll have him get in 
touch with you.”

BeHinD tHe sCenes
Th is adventure refers to the events of SRM 03-12 ELEVATOR RIDE 
TO HELL. Check the runners’ log sheets if they ran the adventure 
and see what their outcomes were, and tailor this scene to that. If 
the runners stopped Sid from launching his bio-weapon, then the 
Neo-Anarchists have put a sizable price on the runners’ heads. If the 
runners actively helped Sid, then the MDC (Manhattan Development 
Consortium) has put a price on them. If they tried to stop Sid but 

failed, they don’t have a price on them, but no one’s happy with them 
and their name is currently mud in Manhattan.

Th is scene is transitory, and should be brief. Despite Peaceman’s 
ties to the Neo-Anarchists, he’s not one of their more radical members, 
and as such he’s sympathetic to the runners. He arranges to transport 
them and their gear out of Manhattan and into Seattle with a 
minimum of fuss. He tells them to fi nd an apartment and settle in. A 
local fi xer by the name of MacCallister will be giving them a call about 
some work as soon as he has something.

PUsHinG tHe enVelOPe
For convention events or Open Play, simply transition the Season 3 
characters as quickly as possible. Use the Season 4 FAQ to help players 
transfer characters over to Seattle.

If this is a home game, play up the transition. You can have goon 
squads from the Neo-Anarchists or squads of corp security coming 
aft er the runners in Manhattan. Th e runners’ contacts won’t deal with 
them anymore. Have fun with this. If the runners are hesitant to leave, 
keep hammering home the fact that they are no longer welcome in 
New York, and that if they stay, eventually someone will get lucky 
and take them out. Eventually aft er a few attacks, a lack of new work 
coming in, and their contacts refusing to deal with them, they’ll 
hopefully get the hint.

DeBUGGinG
If the players refuse to leave New York, have them make new 

characters.

SCENE 1: ROCK ‘N ROLL SINGER
sCan tHis
Th e runners are contacted by a Fixer known as MacCallister for a poten-
tial job. Th ey meet him at Underworld 93 and get to see a rare concert.

tell it tO tHeM straiGHt
It’s just aft er Noon on a Wednesday when your commlink chirps. 
Checking it, you see a matrix icon that resembles the traditional smiley 
face image, only red and cocked to one side, with little jagged lines 
resembling tusks on the mouth of the icon. Answering the call, the 
icon is replaced by a grinning male ork. His face is lined with age; his 
hair and goatee is touched with grey and a pair of golden datajacks 
gleam along his left  temple. Wire-frame glasses sit upon his nose, 
the kind that correct your vision, not tinted mirrorshades that make 
you look badass or even the more modern AR glasses or goggles, but 
honest-to-ghost reading glasses. 

“Hoi chummers!” Th e ork says with a cheerful grin. “I hear tell 
you might be interested in a bit of biz. If you’re interested, head on 
over to Underworld 93 tonight at 7. Th ere’s a small concert going on. 
Let the doorman know you’re there to meet MacCallister, and he’ll get 

you some good seats. Aft er the show’s over, we’ll have a chat and I’ll tell 
you a bit more. Interested?”

WHen tHe rUnners aCCePt anD GO tO UnDerWOrlD 93:
Underworld doesn’t really look like much from the outside: a simple 
ferrocrete building that looks like it should be warehousing machin-
ery, not the location of a nightclub. Th e only distinguishing features 
of the club are a simple steel sign outside with the name, and an AR 
display that is far more impressive blazing the name of the club in 
bright neon lettering along with the club’s logo: Charon steering a 
speedboat across the river Styx.. At one time, this was the place to 
be for Seattle’s who’s who. Th e attraction for the place has long since 
faded for younger crowds who are always looking for the next big 
thing, but the place still retains its reputation as being the place to see 
some of the hottest music acts of yesterday and today. Jetblack, Shield 
Wall, CrimeTime, DarkVine, Blitzkrieg, the Psychedelic Phlegmm. 
All have graced the stage at one time or another, and tonight looks 
to be another big name. 

Th ere is a sizable crowd outside the building, with a line of people 
stretching around the building. A pair of intimidating troll bouncers 
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wearing expensive tailored suits stand guard at the door, ignoring the 
majority of the crowd as if they simply didn’t exist, only occasionally 
letting people into the club aft er one of them consults an actual paper 
list on a clipboard. One way to make a guest list unhackable is to 
write it down. An ARO in front of the building explains the crowd. 
Mercurial is doing an unannounced concert at Underworld 93 tonight 
at 7:30.

BeHinD tHe sCenes
MacCallister is working as head of security for Underworld 93 tonight, 
organizing the physical security and manning matrix security himself. 
He’s not normally involved with Underworld 93, but he’s working the 
show as a favor to Mercurial, who has had some death threats again 
recently. He is unavailable until aft er the show, but has made arrange-
ments for the runners to get good seats.

Inside the main doors, the large lobby is packed with people 
chatting, posing for the press and me-feeds, or gawking at the 
memorabilia of music stars past and present that line the walls. Two 
more well dressed but obviously dangerous guards man a MAD 
Scanner (Rating 6) that patrons have to pass through to get into the 
club. A coat and weapons check room stands next to the scanner 
encased in bulletproof glass (Reinforced Barrier, Amor 8, Structure 
9). Th e runners will have to check any weapons, and will be given 
individual claim tags for each item checked.

Past the scanner is a long hallway where the restrooms are located, 
as well as one of several spiral staircases and the entrance to the main 
bar area. Th e staircases lead up to an intricate series of catwalks that 
run the length of the club and connect a number of balconies and 

booths that are attached to the walls and hang suspended over the stage 
and dance fl oor. Th e runners have a pair of booths reserved up here, 
and are escorted to them.

Th e bar itself is manned by six bartenders, and the seating area 
contains a large number of tables packed in as tightly as possible. Th e 
tables are fi lled to capacity, and a number of patrons are hovering 
around the seating area like vultures, waiting to claim any table that 
goes unoccupied for even a nanosecond. Towering over the seating 
area is “the Beast,” an enormous ten-meter high, bald and bullet-
headed statue that has served as the unoffi  cial mascot of Underworld 
93 for over two decades. Lasers shoot from the statue’s eyes, smoke 
billows up around it, neolux tubing running the length of the statue 
bathes it in an eerie neon glow, and holograms and AR wrap the 
sculpture in glowing, fl ashy eff ects. From its belly, a massive speaker 
blasts out music.

Th e stage itself is set in the far south wall, and huge video displays 
and state of the art AR displays provide dizzying imagery for Emerald 
Cacophony, a local SynthMetal band playing as a warm up for 
Mercurial. On the huge dance fl oor, bodies writhe to the music. 

Aft er a bit, Emerald Cacophony fi nishes their set and exits to a 
smattering of applause. A tall man in his late 40s with a lined face, 
dark hair, and goatee wearing an immaculately tailored suit gets up 
on the stage. He smiles out over the crowd. None of the runners will 
recognize him, but an Assensing (6) test will reveal something of a 
shock: the man is actually a dragon! He holds up his hands to quiet the 
crowd down and says “Alright you brain damaged re-wired mutants! 
Here’s the reason you’ve been sweating all over our nice, clean fl oors 
all evening. Ladies and Gentlemen — if there are any out there — and 
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