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. . . ANARCHY: SUBSIDIZED . . .

Kobayashi. She reads reactions and responses live from her audience, 
adapting her show to their likes and dislikes. This means she can cater 
every little sound to the crowd. While she can’t please everyone—who 
can?— she always pleases the majority of a room. Kobayashi sees 
Ikemoto as an advanced prototype, and he wants hundreds of her in 
every major city. If his dream is realistic, he could revolutionize the way 
people experience music. Naysayers say that she’s a cheat, a creation 
without any vision of her own, only a built-in desire to cater to the 
lowest common denominator. We know what we like, and so does she. 
Sometimes, she knows what we like more than even we do.”

The camera crew surrounded Lisa, rushing out alongside her. The 
van had blocked a black sedan into a corner, where a man struggled 
to climb out a window. Two members of the news crew rushed him, 
inspiring a pantomime of the words “Oh shit!” by the man. 

Lisa’s narration maintained its flow. “Beyond her musical tal-
ents, Kobayashi enabled Ikemoto for personal development. Outside 
the studio and off the stage, she lives a normal life. Kobayashi’s tech 
allowed for rapid facial reconstruction to allow her to have a personal 
life outside the limelight. Every now and again, paparazzi discover her 
identity, and she has to change, but in a recent interview she told 
Club Odakyu, ‘I wouldn’t give my life up for anything. I live everyone’s 
dream, and I never take that for granted.’ Horizon is in talks with her 
manager, David Murakami, to do a full season of a reality vid following 
a different persona each week.”

Two crewmembers approached the car. The one closest to the 
man put a fist through the window, grabbing him and wrenching 
him from the vehicle as Lisa continued. “She’s a hop, skip, and a jump 
from breaking the world music sales record. You’ve heard it here first: 
We think that once she passes that benchmark, the sky is the limit. 
She’ll move beyond millions, she’ll be the first billion-seller in history. 
Club Odakyu is proud to be right there alongside her in her rise to 
superstardom. Either you love her or you hate her, but Teiko Ikemoto 
is here to stay. The critics can keep complaining, but that will only fuel 
the fire of her star.”

Lisa then approached the man with her camera crew. Her two 
enforcers slammed him against a wall, and Lisa flashed him a sassy 
little grin. “We’re ready for our exclusive, Mr. Goto!” 

“This is Lisa Watanabe, staff reporter for Club Odakyu and pop 
culture ninja. I’m reporting on the run, while following the man who 
supposedly fathered a child with Teiko Ikemoto.” Lisa spoke rapidly 
from the back of a news van, her voice barely audible over the overac-
tive grind of the engine and the blaring noises from rival motorists 
outside. Lisa crashed to the side, barely maintaining posture. 

“Damn it! Chuck! Watch what you’re doing with that thing!” 
She snapped at her cameraman as they steadied themselves. She 
dusted off her skirt, clearing her throat to speak again. “You say you 
don’t know who Teiko Ikemoto is? If you’ve lived under a pop-culture 
rock for the past six months, I understand. Otherwise, you’re falling 
behind the rest of the world, dinosaur. Teiko Ikemoto is a fab new idoru 
on the Japanese maibumu scene. She’s the coolest teenage construct 
to grace the lens of every camera that matters. She’s half cybernetic, 
half bishojo, all sensation! Her chart-topping hit ‘Lollipop Dreams’ 
is taking the world by storm. If you’ve seen commercial vids for a 
new Yamaha, you’ve heard ‘Lollipop Dreams.’” The van careened and 
swerved, throwing Lisa off-balance again. She grabbed the side wall, 
both angry and amused at the same time. 

“If you have plans this summer, drop them immediately. Teiko is 
on tour all year long, all over the world, in her, Too Cool for New School 
live tour. She’s visiting one hundred cities worldwide in her bid for pop 
superiority. She’s even hitting a sub-orbital. You can find dates and 
locations at the end of this article, but take it from me when I say her 
live show is unlike anything you’ve ever seen. Anyway, we’re following 
a man who supposedly fathered a baby with her. How that works? We 
don’t know! But the DNA tests can’t lie, can they?” The van stopped 
abruptly, slamming Lisa against the wall. Her camera technician 
rushed to help her up. 

“Handle the camera, Chuck. I’m fine.” She grunted at the camera-
man. 

“Alright, Lisa. You’re back on in three, two, one …” Chuck re-
sponded. 

Another voice came from the front. “Lisa, come on! He’s outside. 
We have him cornered.”

As Lisa got out of the van, she continued her report. “Ikemoto 
is the brilliant invention of Mitsuhama research scientist Kane 
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ANARCHY: SUBSIDIZED .....................

unique challenge for almost any level of characters. Some of the 
scenarios will present relatively daunting odds if approached head-
on. That’s intentional. There are a number of situations that the 
runners won’t be able to stomp roughshod over unless they’re at 
the absolute high-end of the power scale.

Lastly, some of the information about Neo-Tokyo can be 
found in the Corporate Enclaves supplement. It is not necessary 
to have that book, however, as everything in this adventure is 
self-contained.

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 char-
acters 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 sequential 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 charac-
ters reach specific points in the scene.

•	 Hooks: Descriptions of ways that characters might be encour-
aged to play a scene.

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

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

•	 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, including 
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.

non-PlayER ChaRaCTERS
Non-player characters (NPCs) are crucial to bringing any 

adventure to life; they include the allies, enemies, and contacts 
the characters will interact with 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 

InTRoDuCTIon

Teiko Ikemoto is hot. There’s no getting around that.
The difference between a building and a reputation is 

that when you tear down a building, it stays down. When you 
tear down a reputation, if it has a shred of a foundation left, it 
can regenerate. Power brokers know this, and they use it to 
their benefit. They know they can destroy reputations, and it’s 
only temporary assassination. It’s an unwritten rule: Character 
assassination is a petty crime—actual murder raises the stakes. If 
you want to play the game, you don’t play for keeps. You hurt your 
enemies, and you let them grow back and come after you later. 
This way, you’re sure to always be fighting with the top names in 
the game. 

But what does all this matter to shadowrunners? That kind 
of lofty reputation is generally beyond their means.

In this mission, shadowrunners become agents in this 
ongoing fight. They’re charged with destroying a reputation, 
though they’re not initially aware of whose reputation is really 
on the line. They directly attack the character of a pop star. They 
devastate her popularity, changing her public image. This throws 
her career into a downward spiral, destroying her artificial life. But 
the real target is the manager riding the coattails of her success. He 
is a man of wealth and privilege, and the reputation of the people 
he represents is one of his few weak spots. 

When it comes down to it, Horizon needs this manager to be 
stripped of his standing, but it can’t draw undue scrutiny without 
risking its brand. The manager is a terrible human being and 
deserves far worse than what they want to give him. Sometimes a 
corporation wanting to keep their good name has to play with kid 
gloves for the greater good. Still, if they do this right, the ultimate 
blow will be devastating. If the manager loses Ikemoto, he loses 
his fortune. In the corporate world, that’s a fate worse than death. 

PREPaRIng ThE aDvEnTuRE
Anarchy: Subsidized takes place over seven distinct stages. 

Four are small, self-contained missions. The other three are 
capstone pieces, along with a trial run to give the runners a taste 
of what they’ll be doing. The default setup assumes the game takes 
place over six sessions, though expansions are possible; throughout 
the book, you’ll find hints for side missions that you can use if you 
and your players are interested in lengthening the process. There’s 
nothing wrong with this. It might break the six-session model, 
but that’s encouraged. If you want to run the whole thing in a 
single, long session, more power to you. If you want to turn it into 
a yearlong campaign, awesome.

In-game, the mission is very long, compared to some 
Shadowrun published missions. Because of the nature of the 
events, the mission takes approximately nine months to a year to 
accomplish in entirety. The path through the adventure is relatively 
linear but isn’t a strict directive. The outline of the adventure is 
more of a toolkit with guidelines to help gamemasters through 
the process. Creativity plays heavily into the nature of planning 
and executing the campaign.

The default campaign assumes that the characters involved 
are a little above average, but is perfectly playable for 400 BP 
characters. It may be a bit challenging, but it’s designed to be a 
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