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Trego rubbed the badge on his leather jacket. The Skraacha had a number of things to give members that have 
done good deeds, but the badge was the most important. Anyone could get the colors, but without the badge you’re 
just a prospect, a wannabe. Trego had earned the badge when those Alamos 20K goons had come in to burn the entire 
Underground out. He’d saved lives that day—women, children, even an elderly ork he had carried away from the fires 
despite the burns on his back. He had scars, too, and those got him respect as well. He moved his left hand a bit more 
every day, despite having no skin left on it, just burn scars. A walking reminder of their triumph that day, as Darra had 
put it when he pinned Trego’s badge on.

He shook his head and went back to his current job, watching the marketplace. Making sure the fights didn’t get 
too out of hand, the snatch-and-grab thieves got caught, collection money was paid. Simple stuff, really. The folks here 
were decent about things. The collections were like taxes upside, the fights happened in areas where folks could use a 
little entertainment, and a little bit of snitching of food was accepted. It all appeared to 
be fine. But he felt like something was wrong, even though he couldn’t figure out 
what it was. So he did what he always did when that feeling hit him—he put 
out his left hand and tried to make a fist.

Then he saw what it was. A small piece of the insulation that 
showed up on the lighter scarring of his skin rather than the 
darker, well, everything. He thought quickly, trying to piece 
together was he was seeing as he sniffed at the insulation. It 
had no smell. That was wrong. It should. The stuff always 
smelled musty. Trego knew he wasn’t the smartest person 
in the Ork Underground by any stretch of the imagina-
tion, but he had an instinct for when something was 
going wrong, and he usually acted before thinking. It 
got him into trouble sometimes, but most people agreed 
that doing something, anything, was better than noth-
ing when Trego was concerned. He ran up to the giant 
gong that had been cut out of the side of a container ship, 
picked up the massive hammer, and heaved at it with all 
his strength. The din he made served as the fire alarm for 
the cavern, which was so deep inside the Underground that 
there was no electricity, just lamps that ran off of whatever 
the people could use for fuel.

The fire drills Trego had insisted on worked. People 
didn’t panic, but instead moved quickly to the exits and 
started getting the makeshift firedoors closed. He was about to move toward 
an exit when he heard the bawling of a child. Cursing, he started searching as quickly 
as possible, knocking over the stands as he searched for the kid. He eventually found her in her 
dirty pink dress, curled on a pillow, bellowing for her mother in Or’zet. He picked her up and started running as fast 
as he could, seeing the insulation dropping at a faster and faster rate around him.

Trego had made a study of fire after his burns. He had an old pocket secretary that could take bookchips and read 
to him. He figured he knew what was going on—it was something called a dust explosion. But wouldn’t the burning 
lamps prevent that? Wouldn’t things burn up before they became too concentrated? He didn’t have the answers to his 
own questions, but he tossed the little girl to the ork who was at the firedoor waiting for him.

When asked later, no one could say why Trego didn’t go into the shelter himself, but they all guessed that he must 
have figured something out and known there was no time to save himself. He grabbed the handle with his good right 
hand and heaved his whole weight backwards to slam the door shut, sealing everyone inside.

The sound and heat in the cavern was enormous, but the noise Trego made was even louder. Everyone on the safe 
side of the door swore that he wasn’t screaming in pain, but in triumph. As if he had beaten the fire like it was just 
another rival gang member.
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3INTRODUCTION

INTRODUCTION
SRM 04-07: BURN is a Shadowrun Missions campaign adventure. 

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. Maps, player 
handouts, and other playing aids are found at the end of this document.

PREPARING THE ADVENTURE
SRM 04-07 Burn 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 04-07 Burn 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 char-
acters may arrive at the scene by different means or under 
different circumstances than the text assumes.

Behind the Scenes covers the bulk of the scene, describing what’s 
happening, 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 environ-
mental conditions 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 
challenging for experienced or powerful characters and other 
ways you can add some “extra spice” to the scene. This subsec-
tion 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 sug-
gestions 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 04-07 Burn (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.
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4 GENERAL ADVENTURE RULES

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.

Please keep in mind when preparing for the adventure, that the 
PCs will not necessarily compose 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 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
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 players will be presented with 

options to choose sides between several Factions in the adventure. 
Seattle is a city full of conflict and opposing Factions who butt heads 
constantly. Characters can try and remain neutral, but often the deci-
sions they make will favor one Faction over another. These choices 
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 earns 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 com-
mlink, assume it has all necessary ratings at 3. These commlinks do 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 adven-

ture’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 players’ 
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. Players 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, once an adventure is completed gamemasters should head 
over to the official Shadowrun forums at httt://forums.shadowrun4.
com and look in the Actual Play Results section. There are threads 
where you can post the outcome of the Missions adventure. Future 
adventures will be affected by these results. Without gamemaster 
feedback, the players’ exploits will be unable to affect the campaign.

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 population. 
City officials worry 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 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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5MISSION SyNOpSIS

MISSION SyNOpSIS
The underground has always been a dangerous place. Natural 

caves and mines linked to ancient concrete foundations. All these ele-
ments have claimed the lives of many, who have vanished down the 
twisted passages, never to be seen again. The Ork Underground, how-
ever, has been safer than most. The former roadways and basements 
of Seattle’s Pioneer Square suffered extensive fire damage in 1889 and 
were built over; since then, the area has been used for flophouses, gam-
bling parlors, speakeasies, opium dens, tourism, and most recently as a 
safe haven for the metahuman victims of the 2039 Night Of Rage and 
their human families. They brought with them their memories of that 
night, things like breathing in hot, oxygen-free air as the warehouses 
they were crowded into burned while the authorities watched. Decades 
later, the mostly ork descendants of those first settlers have known no 
other home, and they see the Underground as a place to hide from the 
hate and bigotry of the people that lived above them.

Safe until recently that is. A series of “accidents” have occurred, 
mostly involving fire and incendiary-enriched explosions that Horizon’s 
Special Effects teams in Hollywood can only dream of capturing on film. 
It seems as if the place born in fire has an affinity for flames and keeps 
calling to it. The body count, hatred, and places to lay the blame are 
climbing. Underground residents have been pinning a fair amount of the 
blame for the situation on Alamos 20,000, which claimed responsibility 
for the destruction of a part of the Tourist’s Highway that is one of the 
Underground’s few legitimate forms of income. The scars of that event 
are still fresh. Another villain in the minds of the Underground’s resi-
dents is Governor Kenneth Brackhaven and his administration, which 
many Underground residents believe is littered with anti-metahuman 
sentiment. The vote on Proposition 23, also called “Project Freedom,” 
is coming closer, which is only exacerbating tensions. There are plenty 
of other possible villains that are included in rumors and gossip passed 
around by Underground residents. Maybe Humanis Policlub or the 
Human Nation is causing some of the chaos. Or maybe the dwarves 
that walked away/were cast out of the Underground early in its history 
are stirring up trouble. Or maybe it’s the banished Tír Tairngire elven 
Princes, now living in the squalor of Tarislar, looking to vent their rage 
anywhere. Or it’s the dragons. Or the megacorporations. Or the rem-
nants of Lone Star trying to show up Knight Errant as worthless eunuchs 
who cannot protect the city. Or …

All the old hatreds and prejudices come to surface in times like 
this. Like moths to a flame—flames that someone appears to be fan-
ning to make things worse for the Ork Underground.

Enter the grievously injured fixer, “Bull” MacCallister, gathering the 
shadowrunners together in the Matrix bar, Virtual Underground 93, as 
he attempts to get to the bottom of the situation before more violence 
erupts. He hires the runners to track down and find the person, group, or 
groups responsible for the most recent attacks, with enough evidence of 
their crimes to prevent all-out anarchy and chaos under Seattle.

He won’t be able to talk to the runners for long, however, as another 
incident has occurred, which he suggests the group use as a starting point 
in the investigation. He offers a significant amount of money to each of 
them, as well as the thanks of the Ork Rights Committee.

 After getting through a small police blockade that’s been put in 
place to protect the public (or the SINners, at least) from the “dan-
gerous and unstable underground entrance,” the runners come across 
a horrific scene of a school that has been completely flattened by an 
explosion. The cheap construction materials it was made out of still 
smolder in places as would-be rescuers attempt to sift through the 
debris looking for any remaining survivors. With enough patience and 
the right words, they will be able to find out that two journalists were 
on the scene when the bomb went off so that they could report on it.

Talking with the journalists gets the runners one step closer to 
their prey, as they cut deals to reveal the source of their information 
on the fires and bombs, Captain Jack Turner, who is currently residing 
in accommodations provided by Seattle’s Finest, Knight Errant. With 
careful planning and strategies, they should be able to spring Jack from 
the jail under a police precinct and get just what the news crews on the 
scene at the school received—information.

This leads to an encounter with a go-gang of couriers teamed up 
through a combination of mutual love and protection, and a high-
speed chase through Seattle’s highways that cuts through the city—and 
could end in a race-ending crash if a clever enough trap can be designed 
and implemented.

At the end, the runners encounter the mad bombers themselves 
in a run-down old factory. The bombers fight furiously to the bitter 
end, and they may leave the runners wondering who was behind their 
activities.

SCENE 1: OLD SKOOL DECKING
SCAN THIS

To start the run, players meet an old-style fixer at an almost-as-
old-style meeting place within the Matrix. They’re given a job investi-
gating a series of fires and explosions in the Ork Underground.

TEll IT To THEM STRAIGHT
A call from a fixer or Johnson is a siren’s song to a shadowrunner. 

It means business, which always beats watching nighttime tridcasts of 
strange Japanese game shows, and it pays better as well. Mr. MacCallister, 

a fixer whose icon is a circular red ork smiley logo, has just sent a text of a 
time and place for a meet—2100 hours at the Virtual Underground 93. 
The only other text is “This is Biz.” It takes a second for you to remember 
that that’s the old slang term for a shadowrun.

When the group leaves their bodies behind  

and goes into the Matrix in VR:
Virtual Underground 93, an online meeting place based on a 

warehouse club in the Puyallup Barrens, has a styling that is very low 
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6 SCENE 1: OLD SKOOL DECKING

resolution and archaic compared to other online bars. It caters to older 
shadowrunners and fixers, as well as younger members of the same 
occupations that enjoy the retro appearance of the place. It has no AR 
equivalent, and entering the bar requires a sim module. If any members 
of the group lack one, there’s enough time to get a model from a Stuffer 
Shack and get home before the meet. It’ll be cheap and your online 
avatar will be pretty basic, but it’ll work. MacCallister’s icon (a red 
smiley ork face tilted to the left) is located on the door of a room obvi-
ously meant for private conversations. He’s apparently just finishing a 
meeting, as you see other avatars leaving the room and walking out of 
the virtual bar (Matrix etiquette dictates that people should walk out 
of the node and then log off rather than just disappearing from the 
middle of a room). The icons of the people leaving are a mixture of 
the mundane and the impossible. Once they leave, the letters “[LFG]” 
appear under MacCallister’s icon. Apparently this means he’s ready for 
the next meeting.

BEHIND THE SCENES
MacCallister sends the runners a passcode for Underworld 93. 

When they log on to the node, they see a simple grey square with a 
pink neon sign that says “Virtual Underworld 93.” Beneath the sign is 
a red triangle that marks the door into the node. Standing in front of 
the door is a large troll in a tuxedo, though the icon is basic and very 
blocky. Virtual Underworld 93 utilizes a lot of classic Matrix design. 
Older runners or those with programming skills may recognize the 
triangle as the old universal matrix symbol for an input/output port. 
The troll is a representative of the Analyze program running for the 
system, scanning anyone who attempts to access the node to see if they 
have the proper passcode.

Once the runners are inside, if they are running a Reality Filter 
program they have to make an opposed test (Reality Filter + Response 
vs. the node’s System + Response). If they don’t override it, the interior 
of the bar looks like a very low-rez version of the real Underworld 93. 
There are a dozen or so users inside, and on the stage a music file is 
playing a classic Concrete Dreams concert from 2051. The drinks are 
virtual but tasty. MacCallister calls them into the back room with 
the statement “[LFG]” under his icon on a doorway, as the private 
room is more secure than just talking in the bar proper. Runners with 

any video game knowledge skills may recognize this as an old gamer 
acronym that means “Looking For Group” ([Relevant Video Games 
Knowledge] + Logic (2) Test).

MacCallister is an ork fixer that has a lot of jobs for the Ork Rights 
Committee (ORC), mostly attempting to push through Proposition 
23—sometimes called Project Freedom—which will make the Ork 
Underground a new, legitimate district of the Seattle Metroplex. If the 
group has previously played the Shadowrun Missions Season 4 adven-
tures that surround the “Buried Underground” story arc, they might be 
familiar with the situation with the Ork Underground and it’s attempt 
at legitimacy, and the fight that certain other groups seems to be put-
ting up against it. If the group has not played these adventures, anyone 
with the Knowledge Skills of Seattle Politics, Underworld Politics, The 
Ork Underground, or any other similar skills can roll to show how 
much they understand of the situation, and may have heard of the 
recent number of accidents that have occurred on the news (and not 
just from pirate broadcasts, but mainline news channels.)

MacCallister speaks with a smattering of 2050-2060s slang that 
might take some getting used to for younger runners. Anyone over 
thirty gets along just fine, however, and feels a little nostalgia for the 
good old days before Crash 2.0. His avatar is a massive red minotaur, 
and he sits at a round table with a huge, frothy mug of beer in front of 
him. Any runners that have Knowledge Skills about Shadowrunners 
or Shadowrunning History and can make a Knowledge Test with a 
threshold of 3 to recognize the avatar as being that of an old shadow-
runner named Bull and known as “The Best Ork Decker You Never 
Met.” Once everyone has their avatars at the table, MacCallister 

VIRTUAl UNDERwoRlD 93
Ltg# 4206 (30-9095)

VU93 is a digital copy of the famous puyallup club that was set up as a virtual hangout for 
Seattle’s shadow community by a former runner named Bull. He maintains classic style Matrix 
iconography and architecture in the virtual landscape of the bar and has set it up to override all 
but the strongest reality filters. VU93 also acts as a semi-private BBS and utilizes a copy of the 
old Shadowland BBS system, circa 2057, where some local Seattle biz gets discussed.

> For virtual boozshe, it hash quite a kick! Are thoshe pink bunniesh?
> Slamm-0!

> Apparently someone forgot to tell Slamm-0! that Bull’s incorporated some BTL hotsim code 
into VU93’s alcohol supply. I’ll call ‘cat to come get him.

> Pistons

STREET SlANG
During the ‘50s and early part of the ‘60s, the streets had a lot of unique slang and 
lingo to them. By 2070 however their use had fallen mostly out of favor, considered 
“ancient” and “out of date.” younger runners will still encounter it from time to time 
when dealing with runners from that era. Some of the terms are creeping back into 
the lexicon as well thanks to the recent revival of the Karl Kombatmage trid series.

Biz A job, or business.

Buzz Turbo Get out fast

Chip-truth The complete truth, “I’m telling you the chip-truth, 
chummer.”

Chummer pal or buddy

Decker 2050’s era hacker, so named for their cyberdeck

Drek Common curse word, “This drek sucks!”

Frag Common swear word, “I’ll fraggin’ kick your hoop!”

Geek To kill, “Geek the mage first!”

Gillette Wired street samurai

Hoop Ass

Null persp (or Null Sheen) Easy, no sweat

Omae Japanese for friend

Slot Mild curse word, “Geek that slot”

So ka Japanese for “I understand”

Wizard (or just Wiz) Great, fantastic, excellent “That’s so wiz!”

> So you geek some slot’s hoop? And that’s just wiz biz, chummer? Then buzz 
turbo, and that’s the chip-truth? So ka, and does that make me a gillette, omae? 
This grandpa-style slang is null persp.

> /dev/grrl
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7SCENE 2: RED TApE ROADBLOCK

activates a security agent that protects against online eavesdroppers 
and gets down to business. He explains the situation going on in the 
Ork Underground with the “accidents” (you can hear the quotation 
marks around the word) and says that he wants the runners to inves-
tigate the situation. He says that each incident has been proven to be 
anything but accidental,—they are sabotage and terrorism-style attacks 
disguised very well. He offers 10,000 nuyen per person and is will-
ing to negotiate; each net hit on a Negotiation + Charisma Opposed 
Test increases the pay by 200 nuyen, up to a maximum of ten hits. He 
expresses that speed is of the essence for this job, as many lives are at 
stake. A second later, he adds that the violence may also hinder the 
chance of Proposition 23 succeeding. 

MacCallister is about to call the meeting to a close when he perks 
an ear up and looks down, saddened, “There’s just been another attack. 
It is a really bad one this time. You need to go to The Circle, a residen-
tial area of the Ork Underground. It’s most easily accessible through 
the bottom level of the DeRegulaire Parking Garage on Highway 5, 
just south of the Northgate Mall.”

PUSHING THE ENVEloPE
The audience of VU93 is many and varied, ranging from virtual 

prostitutes, barflies that challenge anyone to a contest of darts-for-
shots (With BTL-based virtual drinks), Miracle Shooter buffs, wan-
nabe shadowrunners trying to get in on a deal, and wannabe Johnsons 
trying to get jobs done. There are a few icons of famous celebrities 
(three are “Caution Tape Girl”), and a few runners might recognize a 
person in a trenchcoat and fedora who wears a bandit mask that hides 
his nose and mouth while still allowing him to convey the fact that 
he’s smiling widely. (Knowledge Skill: Shadowrunners or Hackers + 
Logic (2) Test to recognize The Smiling Bandit, who is dropping in 
on an old friend.)

DEBUGGING
Picking a fight with MacCallister in this node is the very descrip-

tion of a bad idea. It’s also the dictionary description of suicide” right 
under picking a Matrix fight with FastJack and drinking toxic waste. 
While MacCallister’s skills as a decker have atrophied a bit, he’s still 
quite skilled and is backed by the club’s security spider and possibly 
even a few of the virtual bar’s patrons as well.

SCENE 2: RED TApE ROADBLOCK
SCAN THIS

With next to no information available on the fires and explosions, 
the group has to investigate the latest attack, which happened only 
hours ago.

TEll IT To THEM STRAIGHT
You head to the latest emergency scene, which is accessed via a 

massive underground portion of a parking garage. The structure is 
owned by the Ork Underground through a few dummy organizations 

and is not one of the better-known access ways into the Underground. 
Right now, the parking building is jammed with construction and 
cargo vehicles all bearing the logo of Topside Construction. The 
trucks are filled with bags of permacrete and support beams, and they 
are parked and stopped while the drivers and workers lounge around 
collecting lesser, but easier, transport pay while doing nothing at all. 
Near the bottom of the building, a heated conversation can be heard 
between three people.

NoDE: VIRTUAl UNDERwoRlD 93
Sculpting: The core node resembles the physical Underworld 93 in many ways, though 

the resolution and iconography are quite dated in style. There are four private 
nodes that are not connected directly to the Matrix and are only accessible through 
the main “bar” node, and each of these meeting room nodes are small, simple, 
unadorned rooms with a long table and a number of chairs.

Authentication: 
Node 1 User: passcode
Node 1 Security and Admin: Biometric passkey

Privileges: Standard
Attributes:

Node 1: Firewall 7, Response 7, Signal 5, System 7
Nodes 2-5: Firewall 5, Response 5, Signal 1, System 5

Spiders: 1 Security Decker
IC: 

Node 1: 4 Black Attack IC Rating 6
Node 2-5: None

Resident Programs: 
Node 1: Analyze 6
Node 2-5: None 

ARC: 
Node 1: Scramble Black Attack IC
Node 1: Alert Spider
Node 2-5: None

Security Decker (Professional Rating 5)
Bull, the system admin for VU93, insists that all security spiders refer top themselves 

at deckers. If he catches any of them referring to themselves as hackers, he challenges 
them to Matrix duel and fires them if they lose.

B A R S C I l w Ess Init IP CM
3 2 4 2 3 5 5 4 5.0 12* 3* 11*

Dice Pools: Computer 14* (base skill 6), Data Search 13* (base 5), Cybercombat 13* (base 
5), Electronic Warfare 12* (base 4), Hacking 14* (base 6), Etiquette 8, perception 10
Augmentations: Commlink, control rig, datajack, sim module (hot-sim modified)
Gear: Commlink (Firewall 6, Response 6, Signal 5, System 6) 
Programs: Analyze 6, Armor 6, Attack 6, Black Hammer 6, Blackout 6, Bio-Feedback 
Filter 6, Browse 6, Command 6, ECCM 6, Edit 6, Encrypt 6, Exploit 6, Medic 6, Scan 6, 
Sniffer 6, Stealth 6, Track 6)
*Stats in the Matrix, hot-sim.
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