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>> KSAF STREAMING NEWSFEED
@17:32:01/01-02-73

In the last year, crime in Seattle has dropped 32%, due in no small part to the vigorous efforts of the city’s new law enforcement company, Knight Errant, who came in with something to prove last year after Governor Brackhaven dropped Lone Star Securities. However, it seems that the criminal element may be adjusting to the new cops on the block. Crime has been on a slow but steady rise in the downtown area for the last two months.

Led by the mysterious Junior, the Seattle Mafia has been pushing the Triad and Yakuza out of Downtown and crime across the board has been skyrocketing. Sources say that Assistant District Attorney Dana Oaks has made curtailing this rise in crime a priority for the Knight Errant Special Crimes Task Force.

>> Download the full story for only 2¥ now!

//archive/KnightErrant/Athack/Casefile: Clean Sweep

//Case File: KE-393-00273-A12

//Subject: JUNIOR
//Filed By: Detective Theodore Athack

//Date: 01.03.73

Operation: Clean Sweep continues to bear fruit. Knight Errant officers, in conjunction with licensed bounty hunters, were able to 

track down and capture the fugitive known as Jack “Cap’n Jack” Turner, a small time smuggler operating out of the Ork Underground. 

Once captured, Turner was quick to turn over any and all information he had. We’ve been able to cut off some of his suppliers from 

dealing to Seattle, but going up the food chain further has proven difficult.

Turner answered to an ork known as “Junior.” Junior is a mid-level enforcer for the Finnegan Mafia family. Junior has managed 

to keep his identity well hidden thus far. We’ve traced his activities throughout downtown, where he operates the local BTL and drug 

trade, and handles some of the dirtier aspects of enforcement. There are over a dozen deaths directly linked to Junior and his crew, 

and almost two dozen more that we suspect are on him. Rumor also has it that he deals guns to some of the local gangs, using them 

as disposable muscle as well.
Junior is rumored to occasionally work out of the Gravity Bar on Stewart St & 1st Ave, or Murphy’s Law on Cedar St & Western 

Ave. We’ve tried staking both places out, and while we’ve gotten wind of Junior holding meetings at each, we’ve been unable to find 

concrete proof of who he is, nor were we able to track him entering or leaving. Magic involvement has not been ruled out.

I recommend we try to infiltrate Junior’s operation with an undercover operative. I have several members of the SCTF that would 

be ideal candidates.

NEWSNET SPECIAL BULLETIN!
Posted 11:10:41/01-17-73

Knight Errant officer slain Downtown!

Detective John Guilder, a member of Knight Errant’s Special Crimes Task 
Force, was found dead yesterday in a back alley in downtown Seattle. He was 
shot in the head, execution style. Sources say that Detective Guilder was working 
undercover investigating local mob activity. He was a decorated officer who had 
been wounded twice in the line of duty.

He is survived by his wife Alexandra and his two children, Matthew and 
Joseph.

HIDING IN THE DARK
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3INTRODUCTION

INTRODUCTION
SRM 04-01 Hiding in the Dark is a Shadowrun Missions campaign 
adventure. Full information on the Shadowrun Missions campaign is 
available at shadowrun4.com/missions and includes a guide to creat-
ing 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 04-01 Hiding in the Dark 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 04-01 Hiding in the Dark 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 following 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 modify 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 cir-
cumstances than the text assumes.

Behind the Scenes covers the bulk of the scene, describing what’s hap-
pening, 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 descrip-
tions of important items.

Pushing the Envelope looks at ways to make the encounter more chal-
lenging for experienced or powerful 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, gamemasters 
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 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 game-

master does things a bit differently. Use your own style when it comes 
to preparing 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 convention 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’ 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 04-01 Hiding in the Dark (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 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 Debriefing 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 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 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 very 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 adventure. They 

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. 

The NPCs in this adventure should generally stand up to the 
average player character but may need some adjustment to suit a par-
ticular 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’ abili-
ties 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 difficulty 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 fight. 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 conflict and is full of opposing Factions who butt 
heads constantly. Characters can try to remain neutral, but often any 
decision they make will favor one Faction over another. These 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 The 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 finds out about it. This is tracked on an individual basis, 
so even if one teammate sells out information to NewsNet, another 
runner can sell out to KSAF and still earn KSAF Faction Rep.

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. These commlinks will 
not contain any valuable paydata.

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 GM, 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 actions in the scenario when 
providing Reputation modifiers, per those rules (p. 265, SR4A).

The second is to make sure that all players have updated their 
character’s calendar. PCs are allowed to go on one run per week. The 
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 report-
ing form available at shadowrun4.com/missions to report the 
outcome of the Mission. Future adventures will reflect the outcome 
of this one. Without GM feedback, the PCs’ exploits will be unable 
to affect the campaign.

HIDING IN THE DARK

MISSIoNS FACTIoNS
BurieD unDergrounD PLotLine

ork Rights Committee: This faction is pushing to see the Ork Underground become a 
full-fledged, 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 flagship 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 fight 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.
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MISSION SyNOpSIS
Assistant Deputy Attorney Dana Oaks has been looking to make 

a name for herself and to stop organized crime in Seattle. She has 
been methodically working her way up the criminal ladder, starting 
with a few small time dealers and thugs and getting them to roll over 
onto their boss. After getting her hands on Captain Jack Turner in 
SRM 04-00 Back in Business, she’s chosen her next target: a mid-level 
Finnegan Family enforcer known only as “Junior.” Junior has been 
running sections of Downtown for the Family for the last six months 
and has been making quite the reputation for himself as a very smart, 
but very ruthless crime boss. He handles drugs, guns, gambling, and 
prostitution for part of northern downtown.

Junior is very secretive with his true identity, however, and so far 
Knight Errant has been unable to find out who he is. Several weeks 
earlier, Knight Errant sent in a couple of undercover operatives to try 
to infiltrate Junior’s gang. One was found dead a week ago, executed, 
while the other hasn’t checked in since then and is presumed dead. 
Dana Oaks wants to hire the runners to track down Junior and capture 
him. She’s offering a sizable bounty on him.

Following up their leads, the runners find that Junior masks his 
identity, and that no one ever sees him entering or leaving the two 
bars he’s known to frequent. Through legwork, digging and hacking, 
or sheer intimidation the runners can find out that both bars have 
entrances leading to the Ork Underground, and that both bars are 
co-owned by a businessman named Johnny Torinni.

When the runners enter the Underground and start asking 
around, they’re invited to meet Johnny Torinni, who offers to help 
the runners out, if they’ll do a little business for him. Torinni is a 
businessman who owns and operates numerous businesses in the 
Ork Underground, as well as a construction business Topside. He’s 
very philanthropic, donating a lot of money to help improve the 

Underground, and he’s been a major supporter of the reconstruc-
tion efforts since the fire that destroyed a large portion of the Tourist 
Highway. The side jobs that Torinni asks the runners to do involve 
escorting a shipment of building supplies down to the Tourist 
Highway, distributing food to a group of ork squatters, and finally 
defending a group of small businesses in the Goblin Market from a 
group of Bot’Kham who have been extorting them.

Once the runners have done these missions, Torinni will admit to 
the runners that he is also Junior. He’s been using his criminal activi-
ties to fund his businesses and philanthropy in the Underground. He 
doesn’t believe that taking advantage of Topsiders is wrong, as they’ve 
done their best to keep his people and his “city” downtrodden for 
decades. He pleads his case, pointing out the good he does for the Ork 
Underground, and offers to pay the runners even more than they were 
getting from Oaks to leave him be. 

This presents the runners with a choice. Do they do the job they 
were originally hired for, or do they renege and take Torinni’s side?  
If they insist on taking him in, he’ll go willingly as he doesn’t want 
to risk a firefight in the Underground. Some of his employees are less 
forgiving, but the runners can talk them down (with Torinni’s help). 
In either case, they’re going to leave either Dana Oaks and the Seattle 
Faction unhappy, or they’re going to make the O.R.C. unhappy. Tough 
choice on the runners’ part.
 
 Gamemaster Note:  There are a lot of small steps in this 
adventure, and it is very easy for the runners to get bogged down in 
the scenes. Keep the adventure moving, and if you’re on a time limit, 
watch the clock. The runners should reach the Ork Underground with 
at least an hour left.Sa
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SCeNe 1:  MeeT THe LAw
SCAN THIS

The runners get a call from Tosh Athack requesting that they meet 
at a local coffee shop. Once there, he connects the runners to a virtual 
conference with Dana Oaks, who wants to offer the runners a chance 
at a “bounty” to bring in a local crime boss who has managed to keep 
his true identity a secret, and is only known as Junior.

Gamemaster note: If the runners have played SRM 04-00 Back 
In Business or CMP 2010-02 Copycat Killer?, they may have previously 
met Tosh Athack and ADA Dana Oaks. Adjust the text accordingly 
where necessary.

TELL IT To THEM STRAIGHT
Seattle. The Emerald Sprawl. It’s cold and wet, a light drizzle 

soaking the city to its bones. Even in augmented reality the glistening 
emerald green overlay of the city’s buildings seems to be soggy and 
miserable. It would be a great night to find a warm bar or club to relax 
at, or maybe just stay home and watch some trid. So of course, that’s 
when your commlinks beep.

You don’t recognize the number that pops up, but in your line of 
work that’s not unusual. Connecting the call, your vid screen shows 
the face of a brutish troll with massive steer-like horns looking at you.
 “I got a job that might be up your alley,” the troll’s deep voice 
rumbles. “If you’re interested in hearing more, meet me at Reno’s on 
Battery and 4th in an hour.”

When the players get to Reno’s
 Approaching the faux-adobe style exterior of Reno’s you see 
three kids that look to be college students trying to look tough in their 
combat biker leathers and cute little racing crotch-rockets, all no doubt 
bought by their rich fathers trying to buy their love. They glare and 
posture for the sorority girls hanging on their arms.
 Inside the bar the faux-Aztech style continues, though the decora-
tion is also a shrine to all things Combat Biker. Autographed pictures 
line the walls, beaten and scuffed helmets are mounted with pride next 

to photos of their owners, and along the back wall mounted on a raised 
platform is the Reno’s pride and joy, an actual bike once used by Reno 
Pyatt, owner of the bar and former member of the Seattle Timber 
Wolves. The dinner rush hasn’t started yet, so there’s only a handful of 
patrons sitting up at the bar. At a back booth, you can see the hulking 
troll you spoke with earlier.

BEHIND THE SCENES

Meeting Tosh and Dana Oaks
Detective Theodore “Tosh” Athack is a Knight Errant officer with 

Seattle’s Special Crimes Task Force, working with Assistant District 
Attorney Dana Oaks and focusing on gang activity and organized 
crime. Tosh is willing to kick in teeth and do whatever he needs to get 
the job done, but Dana Oaks wants to adhere as close as she can to the 
letter of the law. She’s on a crusade to clean up Seattle as best as she can, 
and she wants to make sure that the criminals she brings in cannot slip 
through any legal loopholes. 

She also wants to avoid letting her crusade turn Seattle into either 
a warzone or a three-ring circus. She’s willing to bend the law a little 
bit, granting the runners temporary Bounty Hunter licenses for jobs she 
needs done that Knight Errant can’t accomplish on their own, but she 
fears if she just starts issuing open bounties on her targets that it will just 
cause additional problems and confusion. Posting bounties will simply 
tip off the criminals she’s going after, and having a horde of trigger-happy 
bounty hunters roaming the streets will just get innocent people hurt.

If the runners have Tosh or Oaks as contacts, or have met either 
during a previous Missions adventure, then the runners are getting 
hired because they’re a known quantity. Otherwise, Tosh will men-
tion that he got their number from a fixer who recommended them as 
“dependable and discreet”.

Arriving at the Meet
The fratboys outside of Reno’s are Combat Biker fans and posers. 

They’re a little bit drunk and showing off for their girlfriends. At the 
slightest sign of real trouble, they run off. 

Tosh waves the runners over and has them join him. Tosh seems 
irritable as the runners approach, and he avoids small talk and jumps 
immediately into business. He invites the runners into to a virtual 
meeting through augmented reality with his boss, Assistant District 
Attorney Dana Oaks. Any runners without at least goggles or glasses 
capable of viewing AR are left out of the meeting, as Tosh simply 
assumes that every runner would have AR access.

When the runners don their goggles, they see the virtual represen-
tation of Dana Oaks standing next to Tosh. Her virtual avatar resem-
bles the real Dana Oaks. Once all of the runners that can have joined 
the virtual meeting, Tosh nods to Dana Oaks’ avatar signaling her to 
begin the meeting. She looks around at each of the runners, sizing up 
their virtual selves. Ask the players to describe their AR avatars, if they 
have one. Dana Oaks is not that confident about her decision to work 
around established law enforcement, working with criminals to catch 
what she feels are worse criminals. If any of the runners have really 

HIDING IN THE DARK

RENo’S
Battery Street & Fourth Avenue

This bar and grill features a variety of combat biker memorabilia and serves a mix of Sioux, 
pueblo, and Aztec-Mex cuisine at reasonable prices. Owner Reno pyatt is a former combat biker.

>  He’s also a long-time fixer in the Seattle shadows, and has managed to remain so through 
a sharp ability to judge who has what it takes to do the job, and a willingness to walk 
away from runs—and runners—that don’t feel right to him. He’ll deal fairly with you, but he 
expects good work for his money, and the same loyalty in return.

>  Pistons
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outlandish avatars (or ones that simply reflect an outlandish meatbody 
look), she feels much less confident about this, though she will push 
on regardless.

“I dislike turning to those outside of the law” she says after a brief 
pause. “However, I find myself yet again needing the services of your 
kind. Crime in the Downtown district has risen considerably over the 
last six months. The so-called Tempo Wars that plagued our city shook 
up the crime syndicates, and a number of new players have risen into 
power. One of those has been brutally seizing as much power as pos-
sible. Prostitution rings and a massive increase in the number of drugs 
and dealers coming into Downtown are bad enough, but the violence 
between the various syndicates and gangs has skyrocketed in the last 
two months as a new player has attempted to wrest control from rivals. 
There have been at least twenty casualties so far, members of the Triad, 
the Yakuza, and the Seoulpa Rings. Unfortunately, this violence hasn’t 
been confined to the underworld. There have been more than double 
that number in innocent deaths.”

“Last month, two members of Detective Athack’s Special Crimes 
Task Force attempted to infiltrate the organization of a man known 
only as Junior. We found one of these men shot execution style two 
weeks later. The other has missed his last three scheduled check-ins, 
and we assume he’s dead as well. Whoever this man is, he’s smart and 
well connected. So we need to turn to someone outside the chain of 
command. Needless to say, none of us are happy about this move.”

For this job, Dana Oaks is issuing temporary Bounty Hunter 
Licenses to any runner that doesn’t have one. These expire at the end of 
one week. That is how long the runners have to find Junior, find proof 
of his identity, and bring him in alive. She is willing to offer a bounty 
on Junior equal to 7,000¥ per runner. She is willing to negotiate, and 
is willing to increase the bounty by 500¥ per net success on a negotia-
tion test, to a max of 6 hits. However, she cautions the runners that 
there are to be no civilian casualties, and that she wants Junior alive for 
prosecution and to get information from. The bounty only pays half 
if he’s killed, and their bounty licenses will be cancelled immediately 
if they are responsible for injuring or killing any civilians. She logs off 
once negotiations have ended, leaving the runners to discuss things 
further with Tosh.

Tosh is angry about the situation. Junior has frustrated Knight 
Errant’s efforts to find out his identity, plus killed two of his best 
undercover agents. Unfortunately, he has very little information to go 
on, which is why he’s being forced to turn to the runners to stop the 
bloodshed. 

He knows that Junior is reported to hang out in several bars, 
doing business there covertly. These bars have all been under constant 
surveillance, and while they suspect he was inside doing business, 
they’ve never been able to get eyes on him, or catch him entering or 
leaving the places of business. The only other solid fact they have is 
that Junior is not human. He’s a metahuman, and strongly suspected 
to be an ork.

Tosh can give the runners a list of several drug dens and unli-
censed brothels that are reported to be run by Junior as a starting point.

DEBUGGING
The only thing that can really go wrong here is if the runners 

respond to the fratboys with violence, and refuse to let them run off, 
or if they refuse to take the run. If they seriously injure or kill any of the 
fratboys, Knight Errant will be forced to respond, and Tosh will not 
deal with them. If they refuse the run itself, then the adventure is over.

If the runners push Tosh for the names of the bars under surveil-
lance, he is reluctant to provide that information yet as he is worried 
that the runners may interfere with the surveillance operations already 
underway. He explains that he wants them to check out the addresses 
he’s provided because they are location that they weren’t able to check 
out yet and feels they provide the best leads. If there is no time limit 
on the game, the addresses KE have staked out are dead ends, but the 
runners can investigate anyway. The locations include Club Penumbra 
on 5th Avenue and Yesler Way, The Sports Bar on University Street and 
Terry Avenue, and You Should Not Eat So Much! on Pier 60.

SCeNe 2:  MeeT THe pReSS
SCAN THIS

The runners get contacted by both Athena Tatopoulos and Joe 
Martin, members of Seattle’s press corps. They’re both looking for a 
scoop on what’s going on, and hoping the runners can provide them 
with one.

TELL IT To THEM STRAIGHT
Stepping out of Reno’s into the moist, cold Seattle air, you are 

considering your next move when a man stumbles out of Reno’s, bump-
ing into you. He’s disheveled and smells like a distillery, but then his 
drunken face clears for a second and he winks at you with his piercing 
blue eyes.

“Excuse me, I just need a moment of your time.”  He says in a 
rich, deep voice that belies his drunken appearance. “You probably 
recognize me. Joe Martin, NewsNET. I’ll be happy to sign autographs 
later if you like. For now, I have a business proposition for you.”

FrAtBoy BikerS (ProFeSSionAL rAting 0)

B A R S C I L W Ess Init IP Arm CM
4 3 5 3 3 3 2 3 6 8 1 5/9 10

Dice Pools:  Athletics Group 6, Dodge 5, Intimidation 7, pilot Groundcraft (Motorcycle) 9 (11), 
Unarmed Combat 6
Gear: Racing Bike Leather, Helmet, Commlink (DR 3), Suzuki Mirage racing bikes
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