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Nothing’s as simple as it seems—any runner knows that. So what seems like a simple job 
guarding some precious cargo on the set of a trideo shoot is bound to get complicated. And 
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. . . A FISTFUL OF CREDSTICKS . . .

Mike opened the LMG logs and ran an ad hoc filter. He found 
the new userids and referenced them with P2.0’s user-identified 
SIN. “Oh. Shit. We got a problem. LMG has replicated at least 
twice more, and you aren’t going to like it.”

“Why?”
“Look at the name tied to this SIN.” Mike sent the results 

to Ghupta.
“Shit!” Mike saw Ghupta stand and cross his arms into 

his decision-making stance. “All right, we need LMG to stop 
guiding her—do we have an option flag to do that?”

Mike opened up a soft copy of LMG business docs in a new 
window and queried it. “No. It wasn’t part of the requirements.”

“Figures. What other flags can we use?”
Mike went to the functional docs and pulled up the list of 

LMG flags. One caught his eye. “U56? It says ‘Do Not Contact.’”
“Great! Use that one.”
“There’s no code behind it.” Mike flipped through the links 

of functional docs. “And no specs.”
“Typical subcontractor work,” Ghupta grumbled. “All 

right. We’ll have to add functionality to that flag to prevent her 
from receiving LMG data.”

“That’s going to take hours, maybe even a day or so to work 
out all the bugs.” Mike writhed inside as it sunk in that “we” 
meant him.

“Better that than having this beta test get out of hand and 
blow up in the press. Call Jay and tell him to get his ass in here. 
I’ll order pizza and soda.”

Mike let out a plaintive sigh. “Sure. Can you make one 
pizza the works?”

“Can do. Ask Jay what he wants on his.” Ghupta walked 
off back to his office.

Another night’s overtime for the salaryman, thought Mike, 
as he dove headfirst back into VR.

>USER 1: 15:43:23 Negative Event Alcohol
>USER 4: 15:43:25 Negative Event Violent Sport
>USER 1: 15:54:51 Negative Event Violent Sport
>USER 6: 15:55:01 Positive Event Vegetables
>ERROR USER 8: 15:55:03 Matrix Unknown Node
>USER 1: 15:55:10 Negative Event Alcohol
>USER 5: 16:03:32 Negative Event Cigarette

Two towering windows hung before Mike in his cluttered 
virtual workspace; one scrolling text, the other a series of images 
with correlating timestamps. Mike began to drift asleep as he 
watched the windows scroll by. Manually validating the software 
was too tedious for anyone to take, even the lead programmer.

“Mr. Anderson?” said a disembodied voice.
Mike’s mind jolted alert, startled by the voice. He paused 

the scrolling windows and turned to a pile of data files. As he 
rummaged through the pile, an icon of a classic alarm clock 
popped out. He grabbed the floating icon: 16:55.

Shit, he thought. So close. Moving to another pile of files, he 
took a few and jacked out of VR to AR. In an AR window he saw 
his boss approach from behind. Mike swiveled in his chair to face 
Ghupta Dhoum, or “Doctor Doom,” as his employees called him.

“Ah, Mr. Anderson, how is the beta test going?” said 
Dhoum as he sat down in Mike’s cubicle.

“I’m seeing 82 percent recognition of objects for referencing.” 
Mike shared the files documenting his report. “But I think Jay 
needs to upgrade his sniffing algorithms, half the places User 8 
and User 10 go to are unreadable.”

Dhoum flipped through the report on his commlink. “OK. 
I’ll coordinate with Jay. Hey, I was coming by because I had 
another question. I’m seeing extra query volume from LMG. Did 
we add testers?”

“We shouldn’t have. The test group was selected because 
of their limited interaction with other P2.0 users. Let me check.” 
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is where a good gamemaster shines. These alternative paths can 
be fun and enjoyable for both the players and the gamemaster. 
In the end, the point is to have fun. Each scene will have some 
gamemaster hints for keeping players on track, or, alternately, for 
expanding on the tangents they may take.

MaIn	SectIonS
This book is divided into several sections designed to assist 

you in bringing the adventure presented herein to your table:
•	 Preparing to Play: A plot synopsis, necessary background 

information, and other useful details and data.
•	 Adventure Scenes: The adventure itself, broken down into 

individual scenes.
•	 Legwork: Summaries of information and data the player 

characters might find during their research.
•	 Cast of Shadows: Profiles of the primary NPCs with whom 

the player characters will interact during the adventure.
•	 Player Handouts: Information designed for players.

adventure	SceneS
The adventure itself plays out over a series of intercon-

nected scenes. Each scene contains some, or all, of the following 
subsections:
•	 Scan This: A brief summary of the events in the scene.
•	 Tell It To Them Straight: A text selection that can be read 

directly to the players or paraphrased when the player char-
acters reach specific points in the scene.

•	 Hooks: Descriptions of ways that characters might be 
encouraged to play a scene.

•	 Behind the Scenes: The mechanics behind each scene, 
including NPC motivations and any secrets or special 
instructions for the scene.

•	 Subplots: Secondary adventures—or red herrings—that offer 
avenues for gamemasters to develop less linear adventures.

•	 Pushing the Envelope: Suggestions for gamemasters on 
altering the scene to challenge more experienced players or 
more powerful player characters.

•	 Debugging: Suggestions for getting the adventure back on 
track if the player characters’ actions derail it.

•	 Places of Interest: Locations featured in the scene, includ-
ing descriptions and ratings for security systems and Matrix 
systems.

•	 Grunts and Moving Targets: NPCs in that particular scene. 
NPCs that are featured in multiple scenes are found in the 
Cast of Shadows section.

non-pLayer	characterS
Non-player characters (NPCs) are essential to bringing any 

adventure to life; they include the allies, enemies, and contacts 
with whom the characters will interact during the shadowrun. 
Important NPCs have relevant profiles, including stats, in the 
Grunts and Moving Targets section for each scene. Major NPCs 
who appear in multiple scenes are listed in the Cast of Shadows 
section at the end of this book. Gamemasters can and should 
tweak the NPCs to make them more or less challenging oppo-
nents (see Prime Runners, p. 284, SR4A). NPCs in groups of 
grunts benefit from Group Edge (p. 281, SR4A), while individual 
NPCs in this adventure possess their own Edge stat to use.

IntroductIon
Ever since Horizon ascended to the rank of a AAA corpora-

tion, there have been more questions about it than answers. Could 
a megacorporation be as benevolent as Horizon seems? How did it 
become so powerful so quickly? And just what is this “Consensus” 
that people keep talking about as being a key part of the corpora-
tion’s decision-making process?

A Fistful of Credsticks is the first in a series of three Horizon 
adventures that will enable Shadowrun players to become more 
deeply involved with the Horizon Corporation and to get a look 
at some of the activities happening behind the scenes. All three 
adventures in the series can stand alone, but playing them all 
(in any sequence) will provide gamemasters and players with an 
increased understanding of how Horizon works.

preparIng	the	adventure
A Fistful of Credsticks can be run with only the Shadowrun, 

Twentieth Anniversary Edition rulebook. However, many of the 
characters presented in this adventure draw from the additional 
core supplements Arsenal, Augmentation, Unwired, and Runner’s 
Companion. All rules in this adventure are assumed to follow the 
rules presented in Shadowrun, Twentieth Anniversary Edition. A 
gamemaster can, of course, use any optional rules that best fit his 
or her game.

This adventure will take the player characters from the Seattle 
Metroplex to Los Angeles. Much of the adventure concerns the 
P2.0 (or “pito”) social network tool. Information is given in this 
adventure to explain how the tool works, but gamemasters and 
players can gain a more detailed understanding of this software 
and its place in the LA social scene from the Corporate Enclaves 
sourcebook.

adventure	Structure
A Fistful of Credsticks takes the player characters into the 

heart of the media capital of the world. Getting the players to Los 
Angeles from their home sprawl is addressed in the section Would 
You Like to be in Pictures? (p. 8).

The runners are first hired by another runner for a period of 
time to assist him in protecting his assets while they are being used 
in the filming of a movie. If the runners do well, they are hired on 
retainer during the filming of the movie as the adventure moves 
to Los Angeles. The adventure continues with more missions to 
be completed, leading the runners to a complex puzzle to solve.

The adventure’s goals can be accomplished through stealth, 
social interactions, force of arms, or any mix of the three. 
The adventure as written should be seen as a guideline. The 
gamemaster should keep the plot moving forward by making 
adjustments and reacting to the runners’ choices and actions 
while providing opportunities for them to exploit rather than 
“railroading” them from set piece to set piece. Since this can be 
challenging, each scene offers suggestions to address runners 
who decide to follow tangents or whose actions cause them to 
skip certain scenes.

The adventure consists of a variety of connected scenes. Of 
course, as any gamemaster knows, for every suggested scene and 
outcome, players will think of two or three alternative methods of 
getting to their objective. Dealing with these unexpected detours 
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