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It was a straightforward job. Not wetwork which was nice, and not 
complicated. Not to say that it was going to be a cakewalk, but what job 
worth taking was? All we had to do was kidnap Congressman Grey and 
get him to “participate” in the Humanis Policlub rally the next day. After 
a bit of quick research and fact checking the info Mr. Johnson gave us, we 
decided that taking him at home was too risky. If I don’t have to deal with 
the tight security of a high-rent district, I won’t. We found the name of 
his mistress, and with a bit of talking were able to get into her place right 
before the congressman showed up that night.

Needless to say, the congressman was a bit surprised when he 
showed up for his tryst that night. We whisked him into the night, and 
his security detail didn’t even know he was gone.

The next morning Henri, our street shaman, used his physical mask spell to hide the 
congressman’s identity as we headed to the Metroplex Hall to insert the congressman into the rally with his new best 
friends. I had my old friend Joe Martin with NewsNet all set on my speed dial so when it went down he would know who 
to look for in the crowd. As we approached the heart of downtown, we saw that Knight Errant was expecting trouble. 
They had riot gear, water cannons, and were checking SINs of people on the way in. 

“Now what?” Silver Streak asked.
“Park back a ways. We’ll sneak in.”
“I think they’re checking permits, too.” Twitch, our street samurai, added.
“Henri and I will slip in with the good congressman. The rest of you wait here in case things go bad.”
We headed down an alleyway, and with the help of some spirit that Henri called up we slipped past the security 

cameras in a back alley. The throng of people was getting thicker as we approached the two rallies. The hate between 
the two groups was almost palpable in the air. Henri and the congressman headed on in as I watched. They got to the 
middle of the rally, and Henri dropped his spell on the congressman and made himself invisible. I called Joe and told him 
where to find the Congressman Grey right as the shot was fired. I couldn’t see who or where, but it didn’t really matter. 
Everyone flinched and ducked. When people saw they hadn’t been hit, most of the people from both rallies screamed 
and charged at each other.

The Knight Errant officers in between the two groups didn’t stand a chance. Normally I don’t feel sorry for pigs, but 
they were trampled before they could even make a move. I quietly slipped out of the square as chaos broke out. A minute 
later Henri told me he was clear on the link. I got to the van just before he did. We were just rolling out of downtown 
when Mr. Johnson called, telling us to meet him for payment.

We walked into the dive—no, it was a step below a dive, whatever that is—and the bartender motioned us to the 
backroom. Mr. Johnson paid us with a smile and gave us a bonus of some tricked-out contact lens. All was good as we 
walked away. Then a limo pulled up, and ADA Oaks got out. She gave me some song and dance about how she knew the 
congressman wasn’t there of his own free will. I wasn’t buying it and told her nothing.

I get back home and turn on the news to hear about how the congressman was coerced into being at the rally and 
really didn’t hold those beliefs. Someone sold us out. If I find out who, they’ll answer to me, that’s for sure.

RALLY CRY
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INTRODUCTION
SRM 04-03 Rally Cry is a Shadowrun Missions campaign adventure. 

Full information on the Shadowrun Missions campaign is available at 
shadowrun4.com/missions, which 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 04-03 Rally Cry 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 04-03 Rally Cry 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 guide 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 offers 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 04-03 Rally Cry (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 form 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, and include most of 
the skills and the gear they have access to. 

The NPCs in this adventure should generally stand up to the 
average player character but may need some adjustment to suit a 
particular group of 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
Gamemasters 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, another 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 gamemaster, 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 gamemaster feedback, the PCs’ exploits will be 
unable to affect the campaign.

MISSIoN SyNoPSIS
The runners are hired to abduct Congressman James Grey and 

have him make an appearance in the Humanis Policlub rally on the 
Metroplex Hall steps the next day. There are three different places 
where they will be able to find the congressman, and they will have 
to decide where to take him. The three places are his apartment, his 
car when he is being driven by his personal driver, o r his mistress’ 
apartment. Once they have him planted in the rally, they need to 
contact either KSAF or NewsNet to make sure that he is seen. After 
the team gets paid, ADA Oaks will approach them to try to limit the 
damage by confirming that the congressman wasn’t acting of his own 
accord when he joined the rally.

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 it’s largely SINless a 
population. The government also 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 
maintain 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 in 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.

RALLY CRY
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SCeNe 1: THe MeeT
SCAN THIS

The team is asked to meet Mr. Johnson at a small, trendy nightclub 
that has become the latest overnight “place to be and be seen” in the goblin 
rock craze called the Howling Griffin. The team is meeting William 
MacCallister, an ork who is active in trying to topple the Brackhaven 
regime, the advancement of metahuman rights, and the fight to get the 
underground recognized. He knows this is a mission where stealth will be 
necessary, and if done correctly, the risk of injury is minimal.

TELL IT To THEM STRAIGHT
As you walk up to the Howling Griffin, the goblin rock from 

inside seems to energize the crowd of people waiting to enter. A full 
mix of metahumanity in synth leather is out in force tonight. You 
are about to get into line when an AR message flashes across your 
commlink. The message says, “Mr. Johnson party, this way please.” You 
bypass the long line, moving past more than one grumbling person, 
and speak with the bouncer. He talks on his headset for a second and 
says, “Go around to the side entrance. Jerome will meet you there.”

When you step into the side alley the volume lessens until the 
side door opens up. A black dwarf smiles at you. He looks at each of 
you in turn and waves you in. He says, “Please follow me. I know the 
drill—I’ve never seen you, you’ve never been here, all that crap. That’s 
why we brought you in the back entrance.” You see a security camera 
in the hallway as you walk to a back private room. You see the sea of 
metahumanity in the main room at the other end of the hallway. There is 
a mosh pit going strong at the edge of the dance floor. The dwarf glances 
at the camera when you notice it and says, “Don’t worry, it’s off.” He 
opens the door and motions you in saying, “Mr. Johnson will be here 
in a minute. Please make yourselves at home. Is there anything I can get 
you?” You look around the room and see a fully stocked bar and buffet 
table. Jerome waits for any requests for a moment and then leaves. When 
he closes the door the goblin rock fades to a soft hum barely audible. You 
see a large conference table and a trideo screen on one wall.

After everyone gets anything are settled
The door opens, and an ork with salt-and-pepper hair and 

matching goatee walks in. As he turns, his smile matches his ork smiley 
button almost exactly.

“Thank you all for meeting me here tonight,” he says. “I have 
a business proposition for all of you. As I’m sure you are aware, the 
current city government has been blocking efforts to legitimize the 
Ork Underground. Tomorrow there is a rally on the Metroplex Hall 
steps to show support for the action of properly recognizing the Ork 
Underground.” He pauses and walks over to the trid screen, “Of course 
the Humanis Policlub is going to have a counter rally. As is their right. 
Misguided but legal,” he says and shakes his head.

“As some of you may or may not know, the current government 
is believed to have ties to this and other such metahumanity hate 
groups, though we haven’t been able to find any proof of this so far. 
This battle will be won as much in the public perception battlefield 
as in the courtroom, and this is where you all come in.” He pauses, 
looking at each of you in turn with a nod and a smile that would 
make any politician proud. “I want you to make sure a certain city 
council member is part of the Humanis rally, thus exposing the 
government as the bigots they are. I can offer you 10,000 nuyen each 
to accomplish this.”

After the team agrees
“Good, I am glad you are all on board.” The trid flashes up a 

picture. “The target is Metroplex Congressman James Grey. He has 
voted with Governor Brackhaven on every major issue, he campaigned 
with Brackhaven in the last election, and he’s often the one to push 
the governor’s agenda in congress. His being labeled a racist would 
be a major blow to the administration and help further the cause of 
getting the Ork Underground recognized.” He pauses looking around 
the room and then continues. “I’m sending you a data packet on his 
residence and habits.” 

A file is downloaded to your commlink as Mr. Johnson keeps 
speaking. “I’ll give you a minute to read through the information and 
then answer any questions I can. I don’t know what your best option 
is, and don’t want to know what your plan is. I just want to see the 
congressman at the rally.” He smiles and waits for any questions.

After the team has asked a few questions
“Like I said I don’t want to know your plan, and I wouldn’t dream 

of telling you how to do your job. But if you can get the congressman 
into the rally without his security team knowing he’s gone missing, 
there will be a bonus in it for you.”

BEHIND THE SCENES
The Howling Griffin is a smaller bar that was just a hole in the wall 

until its featured band, Banshee’s Rain, was discovered about a year 
ago. The bar still has bands about once or twice a week, but usually has 
a DJ playing the recent goblin rock favorites and Banshee’s Rain big 
hit, “Smashing Twilight.” The dance floor is packed with metahumans 
of every race and ethnicity. The mosh pit at one end is composed 
primarily of orks and trolls, though a couple of humans can be seen 
amid the flailing arms and legs. There are tables around the bar that are 

THE HowLING GRIFFIN
Woods Ave & Montgomery Rd

This small bar was barely making it when its cover band got discovered 
in the goblin rock craze. Since then it has had a cult following that comes 
to dance the night away on the dance floor or bang it out in the mosh pit. 
The backrooms occasionally see Trideo, Inc. signing what it hopes is the next 
up-and-coming star from the bar, but more often the rooms are used for a 
coming-of-age celebration.

> The backrooms used to be great places for meets with potential clients. 
The added publicity since the emergence of the Griffin as a hotspot 
makes things a bit more complex, but the owners still know how to 
keep biz quiet. Rumor has it that there are some Ork Underground 
connections to the owners.

> Virtual Shadow
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6 SCeNe 1: THe MeeT

mainly deserted as almost everyone is dancing. Several ork waitresses 
take drink orders and fill them without missing a beat, no matter what 
the patron looks or acts like. Behind the bar are two female trolls that 
look like they could handle themselves in a fight but also have a flair 
about them that screams success. Their speed and agility at filling drink 
orders while making it a show of its own would be the main attraction 
in many bars, but seems to go almost unnoticed here.

Mr. Johnson is hiring the runners to abduct Congressman Grey 
and plant him in the Humanis Policlub rally. He has some basic info 
on the congressman’s habits and the security around him. He shares 
everything he knows and tries to aid the runners in any way he can short 
of getting directly involved. He is sure that Brackhaven is a racist against 
metahumans, so he has no qualms about framing the congressman. 

He expects the team to negotiate the pay, and in a way looks 
forward to the bartering. Each net success will add 500 nuyen per 
person, up to 2,000 more apiece. Any extra net successes can be used 
for payment in advance (500 nuyen per success) up to a maximum of 
3,000 nuyen up front.

Mr. Johnson understands the delicacy of what he is asking of the 
team, along with the need for secrecy and deniability. For this reason 
he won’t confirm who is behind the hiring.

PUSHING THE ENVELoPE
When the bouncer tells the team to go to the side door, a troll 

and an ork start hassling any humans or elves in the group. The ork, 
Robella, is trying to show off for her boyfriend, Knucklebones. She 
figures the runners are easy targets, allowing her to show him how 
tough she is and that she can take care of herself. She is trying to 

prove that she is strong and tough enough to be brought home to 
Knucklebones’ mom. Because of this she won’t back down unless 
things are really dire for her, or she feels Knucklebones is in danger. 

DEBUGGING
Not much can go wrong here unless the team doesn’t want to take 

the job. Mr. Johnson does not give any indication of what the bonus 
will be for not alerting the security detail.

KNUCKLEBONES (PROfESSIONAL RATING 1)
B A R S C I L w Ess Init IP
7 4 3 7 3 3 3 4 6 6 1
Condition Monitor: 12
Armor (B/I): 6/4
Dice Pools: Clubs 6, Dodge 6, Unarmed Combat 8
Gear: Armored vest
weapons: Sap [Clubs, Reach —, 3S, AP 0]

ROBELLA (PROfESSIONAL RATING 1)
B A R S C I L w Ess Init IP
4 6 (7) 3 (5) 5 (6) 4 3 3 4 3 6(8) 1(2)
Condition Monitor: 10
Armor (B/I): 8/6
Dice Pools: Automatics 10, Club 9, Dodge 8, Throwing 8, Unarmed Combat 9
Augmentations: Wired reflexes 1, muscle replacement 1 
Gear: Armored jacket
weapons: HK 227X [SMG, DV 6P, AP –1, RC 1, 28 (c), w/ explosive rounds], 
Sap [Clubs, Reach —, 3S, AP 0]

RALLY CRY
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SCeNe 2: IN THe NeWS
SCAN THIS

The team needs to make sure that Congressman Grey is seen 
in the Humanis Policlub rally. The best way to do this is to leak 
information to either KSAF or NewsNet.

TELL IT To THEM STRAIGHT
You are working on your next move when the commlink tells 

you there is an incoming call. When you answer it, an antique cartoon 
microphone icon appears. The person says, “A friend of a friend said 
that I should talk to you about the upcoming rallies downtown.”

It takes a minute to realize that it is Athena Tatapoulos. She will 
wait for a reply. “I want the same thing you do. I want Seattle to see 
the excitement of the rallies downtown. Here is my commcode. When 
things are about to get exciting, give me a buzz and I’ll pay you 1,000 
nuyen for your time.”

When the team is on the streets doing legwork 

before they have grabbed Congressman Grey
A man approaches you on the street. Is that—no it couldn’t be. Or 

is it? The man walks up and says, “Hi, Joe Martin with NewsNet. As 
if you didn’t know me.” He flashes a plastic smile, the smile that made 
him famous, and says “A source of mine says that the rallies tomorrow 
at the Metroplex Hall will be the news event of the year, and you know 
what is going on.” He waves a hand at you before you can speak, “Don’t 

worry I’ll keep you out of the spotlight. Just let me know where to have 
the cameras pointed and I’ll slip you 1,000 nuyen, no questions asked. 
Here is my commcode—just let me know what I need to know.”

BEHIND THE SCENES
Athena and Joe got a tip that there was going to be a big breaking 

story at the ORC rally and Humanis Policlub counter rally. The person 
told them to contact the team for more information. 

PUSHING THE ENVELoPE
When Joe is talking to the team have a passerby recognize him 

and start playing the adoring fan. As he signs autographs and gets them 
on their way, they snap pictures with him that have the team in the 
background. Have the group realize what happened as the people move 
off with their mementos of the occasion.

DEBUGGING
This scene simply sets up the secondary players in the Buried 

Underground plotline. The offer is to each individual runner, and 
each runner is free to choose whichever contact they want to work 
with. However, they can only choose one at the end of the adventure, 
so it’s not possible to sell out to both. Both are sincere and on the up 
and up, so the runners don’t have to worry about getting sold out 
by them.

SCeNe 3: HOMe SWeeT 
APARTMeNT

SCAN THIS
Congressman Grey and his family live in a luxurious high-security 

apartment complex. They don’t live in the top-level suites, but they 
have all of the amenities. Mrs. Grey is in denial about her husband’s 
infidelity but is beginning to wonder. Their daughter is what she really 
cares about, and she will stick it out in the marriage for her.

TELL IT To THEM STRAIGHT
The ten-story high rise is a mix of plascrete and tinted glass. The 

security starts at the front door with an ID and retinal scan. After a 
quick recon, the presence of exterior security cameras watching all of 
the entrances is confirmed.

When they enter the lobby
As you walk into the building, a guard behind the desk gets up 

and approaches. “Who are we visiting today?” he says with a smile. 

The quick shift of the eyes shows he is assessing the situation even as 
he makes small talk.

BEHIND THE SCENES
The ten-story skyscraper is from the age of metal and glass. It 

is an antique that has been updated and modernized with plascrete 
without changing the look of the building. Silver windows all reflect 
the lights. The absence of AR or physical graffiti is a testament 
to the security of the building and its occupants, especially the 
congressman and his family. The apartment building uses mainly 
detectors and preventive measures to deter unwanted people from 
entering. The doors use a scan ID coupled with a retinal scan of 
the user to verify identity. There is a call button to allow guests in. 
They then need to sign in at the front desk. The doorman uses a 
Rating 5 scanner to check all presented IDs. He has a panic button 
on the underside of his desk. His desk also has a bank of monitors 
for observing the building.
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