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The pen felt alien in his hand, like trying to conduct a symphony with a frozen soy dog, and he 
wondered if he even remembered how to write.

“Hey, Mr. Chum, uhh...” The boy shivering against the stained concrete wall took another bite 
of his krill-wich, “You said 200 yens, right? 200??”

Putting his finger to his lips, he nodded and pulled the high collar of his dress coat up to keep 
the drizzle off the piece of paper before him as he began to write...

Hoi, Stace. Yeah, it’s been years. I told you I’d call, and you told me not to, but I still 
think about you. Something was always coming up, but this time it’s big. This may be 
it for me, so I wanted to tell someone. Yeah, Stace, I’m stroking my ego again, and you 
probably know I’ve got an adrenalin rush flooding my face like the magic alone never 
could. But before you put a flame to this letter, take a few steps back cause it’ll go up 
in a flash, and you’ll miss out on a good tale. I know you dig that fantasy shit, which is 
probably the only reason you were interested in me, and this yarn goes back ages.

Arcanoarcheology 101: There’s a lot of arcane drek undiscovered or hidden out there from past Awakened 
ages, and then there’s plenty more the megas got their hands on and announce to sing their praises and rub it in on their competitors. 
After Horizon recruited me at the undergrad Careers Futures assembly, I dug into them. Something in the reams of data caught my eye, 
one of a kind if you believe their hype. A set of scrolls, undeciphered, origin unknown, with no data copies outside their core and no 
known physical copies in existence. What a rush as I thought of the possibilities!

The skinny, wet-mopped boy tugged at his sleeve, “You done? You want this delivered now?” The boy held up the yellow-and-green wrapped 
sandwich. “‘Cause it’s gettin’ chill, you scan?”

“Chill yourself, omae. This’ll be a minute.” Wiping his rimless glasses off on his shirt, he continued.

What the hell does it matter? Cause I had the chipspeed and the balls to do something with the knowledge. Yeah, ego-tripping 
again. You remember those two weeks I took to go home and be with family? Yes, you do. You liked the pics of mom’s garden. “That 
smudge of dirt on your face is bonzer cute!” I remember every word all the time. Well, they were fake. “The Dick” whipped them up 
for me and covered up the rest of the two weeks as well, and maybe he was a dick, but he always did what he said he would. Favor for 
a favor. All the detoxing I cast on him to undo his “lifestyle choices” were worth it, cause the two weeks I spent in Chiba replacing my 
eyes, and a few other things, aren’t in any datastore or pic in the ‘trix.

“Enhance your calm, chica.” Yeah, it dimmed my magic, but the trade-off helped my research. You know I can’t have enough tech 
spinning round my AR face. No, Horizon would still want me, even “diminished.” It’s my research blaze they crave, but they didn’t find 
out anyway. My new eyes are so whiz, you’d have to take them apart to see the truth, and the pre-recruitment stipend they gave me 
paid for the whole thing. I suppose that’s ironic, considering I used the eyes to record every millimeter of the scrolls in exact detail. I got 
access to their arcane library during my new hire orientation. No tech allowed inside. Supposed to be a loyalty test. They were impressed 
with the results. I didn’t try to swipe some phony “new and untagged” book of secret drek. I was impressed with the results, too. In fact 
I’m exiting Horizon stage left and selling them to the highest bidder tonight.

I got the whole thing planned. Guns, explosions, and rocket screams thirty stories high as I disappear in glory and splendor forever 
and ever. Damn, what a rush! I know. I haven’t changed, and it’s ape shit crazy, and it’s the adventure of a lifetime, and maybe I’ll see 
you again afterwards, or maybe not? Ok, you can burn it now. You won’t want this in the open if you ever want to be left alone to your 
six-legged, hairless cats or whatever you’re splicing together now. Ok, I know. I’m sorry.

-Parker

“Ok, chummer. That’s it.” Distracting the boy with a credstick, he folded the letter, stuck it at the bottom of the Stuffer Shack bag, and covered 
it with the sandwich. “Take it to the address I gave you in twenty minutes, and I’ll tell you where another 200 is.”

“Oh click!” Snatching the bag, the boy darted out of the alley, “You got it, Mr. Chum!” and disappeared into traffic.
A limo pulled up on the street at the front of the high rise. “Time to place a call,” he muttered to himself as he brushed the drizzle off his new 

suit. His brain whirred as he felt the hum of his implanted commlink switching on, and his AR image materialized in cyberspace before him. A 
Pharaoh with electron-gleaming bronze skin and a reptilian head flexed its sculpted muscles in response to his movements. The connection clicked 
through. “I am The Scion,” his deep, electric voice thrummed.
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3IntroductIon

IntroductIon
SRM 04-02 Extraction is a Shadowrun Missions campaign adven-

ture. Full information on the Shadowrun Missions campaign 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 04-02 Extraction 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 04-02 Extraction 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 condi-
tions 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 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 

gamemaster 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 04-02 Extraction (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 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 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 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 that include most of 
the skills and gear to which they have access. 

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 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 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 and 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, you 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 
commlink, 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 
reporting 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.

MISSIoNS FACTIoNS
ArtifACt ruSh PLotLine

Atlantean Foundation:  this faction has long believed in a grandiose magical “Fourth 
Age,” and the recent influx of magical artifacts being discovered lends their claims much 
credence. they are scrambling to be the first 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.

EXTRACTION
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MIssIon synopsIs
Parker Acson is the hottest new arcanoarcheologist to graduate 

from MIT&T. Horizon not only paid for his studies (on loan against 
future earnings, of course), they also paid for his delta-grade cybereyes 
and other nigh-undetectable headware. Not that Horizon knew or 
suspected it. What magician would willingly dampen his arcane power 
for a skull commlink of all things? Besides, the techs in Chiba still 
make eyes that will fool even the latest Elliptex CyScanners, provided 
they aren’t removed and disassembled. But if someone’s willing to pry 
out your eyes to get a look at what they’re made of, odds are you’re 
dead anyway.

Parker has a knack for research, particularly in the field of the 
arcane. When he applies himself to a subject of interest, however, 
there is little he cannot uncover, arcane or not. While a first-year grad 
student at an MIT&T orientation meet-and-greet for megacorps, he 
impressed a Horizon scout and signed an after-graduation contract 
with the corp. The next day his research drive kicked in, and all things 
Horizon consumed his interest. That’s when he uncovered a comment 
on a blog entry whose original post had been deleted. The original 
post must have contained secret information about a loyalty test for 
thaumaturgical new hires and was probably deleted by a Horizon data 
spider just before a comment on it was posted. The comment was 
almost as revealing.

Apparently, in addition to their data stores, Horizon’s Seattle 
headquarters boasts a hermetically sealed library containing original 
works on the arcane, and the library is part of the new-hire tour. 
Awakened new hires are left alone in the library for two minutes with 
what they are told is the newest arcane tome. “It hasn’t even been 
tagged or catalogued yet!” they are told. Then the tour guide gives 
an excuse that they must leave for a moment. There are no cameras 
or electronic devices of any sort allowed in the chamber, so they wait 
to see if the new hire tries to swipe the book. It’s a fake of course, 
and the commenter derided the test as fabricated, transparent, and 
full of mindless corporate drek. Parker saw the ordeal differently. 
Unrestricted access to Horizon’s meat books for two minutes? It was 
the opportunity, and the thrill, of a lifetime!

Two years later, after Parker blew his Horizon Scholastic 
Lifestyle funds on a pair of delta-grade cybereyes and a few other 
trinkets Horizon would never detect, or suspect, Parker was standing 
in that library recording every centimeter of the sole surviving 
Thaljun Cordex scrolls in perfectly reproducible condition. Test 
passed … with flying colors.

The mission begins moments before a Horizon New Hire 
banquet. The team is assembled by their fixer, and their employer 
will take over communication. Their Johnson is The Scion, an 
AR image of a pharaoh with a reptilian head, and he wants them 
to perform a flashy, hostile corporate extractionon Parker Acson 
… right now. Although he seems to be the representative of a 
powerful, magical foundation, The Scion is actually Parker Acson 
communicating with his implanted commlink from his table at the 
banquet, and it’s not a hostile extraction. Unknown to the runners, 
it’s more of a breakout or an escape, and the hot commodity is 
not the extractee. It’s the recording of the book in his headware. 
Parker intends to use the runners to broker his defection to either 
the Atlantean or Draco Foundation, whichever offers the best deal 
for him and the book. He plans to do this from the safety of the 
shadowrunners’ safehouse.

There is plenty of information to research what’s going on and 
the players involved. There are several parties after Parker Acson, each 
with different goals. There are scenes for meets with the Atlantean and 
Draco Foundations as well as scenes for delivering Parker. However, 
this Mission is designed to be free form after the runners acquire 
Parker. Here are the five important players and their objectives:

•	 Horizon — A crack response and retrieval team is pounding the 
pavement looking for the runners and their extractee. Publicly, 
they trail Knight Errant forces. On Horizon extraterritorial 
property, they unleash full lethality. They also go in strong 
when out of public sight, as would be the case when they raid 
a safehouse. They want Parker back badly, but if they learn he 
stole from them, they will turn purely offensive and try to kill 
him and the runners.

•	 Atlantean Foundation — Their representative in this mission 
is Laurent Nazaire. Although hesitant and wary, he will want 
both the stolen book and the arcanoarcheologist. He will not 
pay the most but can be earned as contact.

•	 Draco Foundation — A former company man and shadow-
runner known as Moreau is the point man for the Draco 
Foundation. He is not amused by the Horizon new hire’s antics 
and is weary of inter-corporate bullshit like this. He’ll pay well 
for the book and perhaps Parker Acson’s entire head, but the 
rest goes back to Horizon.

•	 The Eastern Great Dragon Lung — Represented by his assas-
sin Lin Yao Chang, Lung is curious to discover what is at play 
between these magical research organizations. Lin Yao is there 
to find out and dampen the situation by killing the arcanoar-
cheologist. If he finds out what the arcanoarcheologist stole, 
Lin Yao steals his headware in addition to killing him.

•	 Saeder-Krupp — The great dragon Lofwyr’s agent Simon 
Andrews will learn of Parker Acson’s theft and try to get his 
hands on the arcanoarcheologist. Andrews will attempt to have 
his hacker download the book data before hanging Parker out 
to dry and messaging Horizon with his whereabouts.

 Parker will try to keep the runners in the dark and use them to 
broker his deal with one of the Foundations. He would prefer that the 
runners believe The Scion is from a Foundation that already wants 
him, but if the runners discover what happened, he will own up to 
the ruse, admit he has no cred to pay them, and offer to get them a 
defection fee from one of the Foundations for their services. How 
the Mission plays out after the extraction will depend on the runners 
and their demeanor. There are roleplaying opportunities between the 
runners and at least four of the players involved (Horizon’s roleplay 
will consist of exchanges of hot lead) all while the major players jockey 
for position in Part 1 of The Artifact Rush! Will assassins or strike 
teams make short work of Mr. Acson? Is he dragon food? Or does he 
have a future as an arcanoarcheologist? Will the Cordex scrolls ever 
see the light of day? Will the runners get paid? It’s all up in the air, 
chummers, so good luck. You’re going to need it.
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6 scene 1:  extrActIon setup

scene 1:  extrActIon setup
SCAN THIS

A fixer or Johnson-type contact is required. A talismonger type 
can substitute. Select one of the players. If no one has one, use Tracy 
Deepwych.

The fixer (or substitute) has already assembled the team when she 
calls and introduces them to their employer, The Scion. The job is a 
corporate extraction and starts in fifteen minutes. There is limited time 
for research or planning.

TELL IT To THEM STRAIGHT
The message from [your fixer] said 7:45pm, top of the thirty-story 

Yojirushi building. The sun’s last rays have turned the clouds orange and 
gray as you look each other over. Your commlinks ring at precisely 7:45 
connecting you into a conference with your fixer. [Describe the person 
as they would appear shoulders up on a call with video.] “Evening. My 
end was to assemble you. I’m going to conference in Mr. Johnson and 
drop off. You should make a good team, but just the same, watch your 
asses. An unusual alignment is on the horizon.” Her gaze loses focus for 
a moment before she looks back, nods, and her image cuts out.

A new image joins the call. It is completely virtual, a Pharaoh with 
electron-gleaming bronze skin and a reptilian head. “I am The Scion,” 
his deep, electric voice thrums. “The foundation wants the Horizon 
Corporation’s new arcanoarcheologist Parker Acson to work for them. 
He is at a banquet for new hires at the Horizon Splendor building across 
the street.” You look to the northeast at the fifty-story Horizon building 
towering over you. It sparkles silver and orange in the fading light. “See 
the great balcony on its 28th floor? The banquet is taking place right 
now, and the recognition ceremony is set to begin directly after. Our 
offer to you for Parker Acson is 8,000¥ each. You may negotiate for 
more after his acquisition depending on his ‘condition’. The job is an 
extraction, hostile, and you must begin in exactly fifteen minutes.”

[Let them discuss briefly. Remind them that this time is cutting into 
their fifteen minutes of prep time. If they ask why they didn’t get more 

advanced notice so they could better prepare, The Scion will reply that, 
“Horizon’s data spiders are sharply focused on activity surrounding their 
sensitive matters, particularly the arcane. They are masters of information 
acquisition as well as dissemination, and we could not risk alerting them 
to this job.” Once they agree, continue...]

“I will call you once you have acquired the target and taken him 
someplace safe. Obliterate his commlink!” The image of the reptilian 
pharaoh collapses upon itself leaving the quickly darkening sky in your 
field of view. Time to work.

BEHIND THE SCENES
The Yojirushi building is a 30-story office building that has seen 

better times. Originally owned by Renraku, the building was sold 
shortly after the debacle with the Arcology and Deus to a private 
owner who has mainly used the building as a tax shelter. Many of the 
floors are completely vacant, and the runners’ fixer has arranged bribes 
with the rather lax security to allow the runners to take the freight 
elevator all the way to the top floor where the maintenance door to 
the roof is unlocked.

The Scion is in fact Parker Acson himself. The arcanoarcheologist 
set up this job and called the runners from the new hire banquet 
using his implanted commlink. He is under tight control and can’t 
leave Horizon to sell the copy of the Thaljun Cordex on his own. He 
will keep this a secret from the shadowrunners as long as he can. The 
runners may be suspicious that The Scion’s plan is to call them instead 
of vice versa, but that’s fine. This is a clue.

Let the runners use their fifteen minutes for quick research and 
planning, but do not let them waste much real time on this. You will 
want as much time as possible to enjoy the post-extraction portion of 
the mission. You may proceed to Scene 2 to prepare as GM and to give 
the runners information as they plan.

trACy DeePWyCh (ProfeSSionAL rAting 1)
A black woman in her late thirties, she has thin-braided black hair adorned with feathery 
trinkets, silver thread, and odd-shaped jewelry. A dark red-and-yellow overcoat covers her 
clothing. Her high cheekbones make her smile appear tense. she is a street shaman who 
ran an unlicensed talismonger shop out of her van, but her biz was busted. now she’s using 
her connections to get back on her feet. she operates out of coffin motels downtown and in 
snohomish and moves almost daily.

B A R S C I L W Ess M Init IP Arm
3 3 2 2 4 5 3 4 6 3 7 1 6/4

Dice Pools:  conjuring 5, sorcery 6, Arcana 6, perception 8, Influence 7, Arcane street 
Knowledge 9, drain 8
Spells: All detection spells, Heal, Knockout
Gear: commlink (dr 3), lined coat

HoRIzoN’S DATA SPIDERS
From the moment this mission begins, Horizon’s data security teams 

will be scanning the Matrix for activity related to parker Acson plus any of the 
following subjects:

•	 the draco Foundation
•	 the Atlantean Foundation
•	 Any major megacorp other than Horizon
For every single data search or inquiry the runners make about parker using 

the Matrix (which is everything except face to face), give Horizon’s data spiders 
five dice to see if they are alerted. the threshold for the test is (5,  –1 per search 
term in the above list). If Horizon is successful, they will begin research on the 
runners. Have the searching runner’s related contacts alert her in four hours (–1 
per point of loyalty) that someone has been asking around about them.

the more alerts Horizon receives, the easier it will be for their strike teams 
to find the shadowrunners after they abduct parker, so keep track of this. once 
parker Acson is abducted, the search term “parker Acson” will become synony-
mous with terms like arcanoarcheologist, extractee, and acquisition so even if your 
runners try to be discreet, Horizon will still be right behind them.

EXTRACTION
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7scene 2: HostILe extrActIon

DEBUGGING
If during their planning, they just have absolutely no way to reach 

the balcony of the Horizon Splendor building, alert them to a hidden 
duffle bag containing ten sets of rappelling gear and gloves, a grapple 
gun with 200m of micro-wire, and a 500m reel of micro-wire attached 
to a grapple assembly. They should be able to use this gear to reach the 
balcony and get down.

scene 2: HostILe extrActIon
SCAN THIS

The shadowrunners storm Horizon’s new-hire banquet with no 
employer restrictions on how hostile they want this extraction to be. 
They escape the Horizon Splendor building, possibly with a strike team 
on their heels, and reach their safehouse.

TELL IT To THEM STRAIGHT
Twenty-eight stories up, the balcony of the Horizon Splendor 

building stretches out across the open distance fifty meters from 
you. The noise of the busy street below is almost drowned out by the 
wind, by the distant whir of chopper blades, and by the occasional jet 
engine screeching overhead. Scanning it, you see wait staff cleaning, a 

gentleman in a suit watching, and a blue eastern dragon tending bar, 
its tail pouring a beer from a tap. As a server walks across to the bar, 
her every footstep ripples outward in dark blue. The balcony appears to 
be covered in water. Taking the beer from the dragon, the server turns 
and walks towards a pair of tall glass doors. The doors open and close 
automatically, and she disappears into the hall beyond.

BEHIND THE SCENES
This section provides you with a list of security assets with which 

to challenge your shadowrunners and timeline of events. The longer 
the runners take, the harder this extraction will become as Horizon 
security has more time to rally its forces.

zIP LINING
Anyone attempting to zip line from the thirty-story yojirushi building down to the 28th 

floor balcony of the Horizon splendor building must make a climbing + strength (2) test to slow 
down or resist 4s Impact damage from hitting the balcony at high speed.
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