Extreme Prejudice – A Shadowrun Adventure

Introduction

Betrayal


Thud smiled down at the woman, and patted her gently on the head. Thud had to be careful; the huge hand of a troll was more than capable of engulfing and crushing a human head. Ella smiled up at him, no fear on her face at all.


“I keep telling you, Ella,” Thud growled, his voice like the grinding of two huge stone wheels, “I can take care of myself!”


The woman called Ella frowned, and pulled a strand of her long brown hair out from in front of her blue eyes. Her lightly tanned face frowned in concern, and pushed ineffectually at Thud’s massive hand. Thud moved his hand away.


“Size doesn’t always help, Thud,” she sighed in exasperation. “Sometimes, it just makes you an easier target!”


An eavesdropper (although Elle’s bug scanner assured her that there were none) could have told that they had been having this argument for quite some time. Thud seemed intent on doing a run on his own, and Ella was set against it.


“Who is this Johnson, Thud? Where did he come from? Don’t you think its just a bit to convenient?”


Thud had been hunting for a group calling themselves the Extreme Order; a splinter branch of the anti-metahuman policlub known as the Order. Extreme Order members had killed his brother and mother, both trolls themselves. The previous evening, Thud had been contacted by his fixer; a Johnson wanted to arrange a solo run.


The Johnson was an ork, who wanted Thud to geek 3 humans. When Thud found out that these humans belonged to the Extreme Order, he readily agreed. His anger and desire for revenge had clouded his judgement enough that Thud insisted on doing the job alone. This is what Ella was angry about.


They argued some more, but Thud finally stood, picking up his Defiance T-250 shot gun from the faded-formica kitchen table.


“No, Ella, my mind is made up. I have to do this alone. Please don’t follow me.”


Ella watched through the window as Thud left the apartment, and walked off into the night. The next morning, she was awoken by a loud banging on her apartment door. Opening it, she found a large white box left on her doorstep, with no one in site.


Taking the box inside, she opened it at the kitchen table. Inside was Thud’s Defiance; battered and bloodstained. A note, taped to the shotgun’s barrel, read “One troll down, millions to go”.

Gamemaster’s Notes


Extreme Prejudice takes place in the year 2053, in the city of Seattle (although it can be readily adapted for any other large city). It is written as an introductory module (both for myself as a GM and my players) to the Shadowrun role playing system.


This adventure is designed for a team of 3-4 Shadowrunners. As it is designed to introduce the characters to a decker by the name of Whisper, a decker is not required. However, one may certainly belong to the team.


The module is designed to be run in a relatively non-linear fashion. Thus, the players may chose which points in the adventure to travel to next. The adventure is organized in the path the players would be most likely to follow, but they may chose another direction.

Plot Synopsis


William and Russell Sheffield were identical twin brothers, born in the year 2027. When the Awakening occurred, Russell  expressed, and became a Troll. William remained human, but a few short months later, was diagnosed with Lou Gehrig’s disease.


Russell, now calling himself Thud, was originally horrified at becoming a Troll. He blamed his parents, God, and his brother for his change. Thud hated his brother, and frequently asked himself why couldn’t it have been Bill? However, when his brother was diagnosed with Lou Gehrig’s disease, Thud suddenly felt guilt for his actions. He reconciled with his brother, and the two become good friends once again.


Over the years, the brothers drifted apart. Thud lead a very active life, while William, now known as Whisper, who’s body couldn’t support its own weight, was spending more and more time in the Matrix. Whisper spent so much time there that he has become something of a legendary decker. He had the money to back his lifestyle; his parents, Robert and Eleanor Sheffield, were well-known billionaires, and held non-voting stock in Aztechnology.


August 28, 2053, Whisper received a vid-phone call from Elle, his brother Thud’s human girlfriend. She told him that she was worried about the massive troll, and feared he was dead.


As it happens, Elle is right. Thud was lured into an ambush by members of the rabidly racist Extreme Order, a violent and unpredictable offshoot of the Order policlub. David Geller, leader of the Extreme Order, has been using a rather successful technique to lure metahumans into dangerous situations. There, he and members of his policlub enjoy an evening of torture and eventual murder.


Geller, an accomplished Street Mage, uses the mask spell to disguise one of his club members as an metahuman. While in this disguise, the club member would hire a metahuman shadowrunner to perform some bogus run. This “run” always lead the metahuman into a trap, where the members of the Extreme Order would have their fun.


Thud has fallen victim to Geller’s latest trap. He was murdered two nights ago in a chemical warehouse on the outskirts of Seattle. Geller, confident of his abilities to cover his tracks, even went so far as to send a memento of the evening to Elle Morgenstern, Thud’s human girlfriend.


Distraught, Elle contacted Whisper, and told him what happened. Using his formidable skills as a decker, and calling in several favours, Whisper has managed to discover that Thud was last seen getting into a limousine. In a Matrix raid that nearly cost him his life, Whisper has learned that the limousine is owned by a small corp called Endocrine Enhancements.


According to public records, Endocrine Enhancements is involved in genetic research, and has invested a fair bit of nuyen into the field of bioware. David Geller is listed as company CEO and sole owner.

Whisper attempted a raid on Endocrine’s computer system last night, but could not penetrate its defenses. Unable to move on his own, Whisper needs the help of a band of shadowrunners. He needs someone to penetrate Endocrine’s head office physically,  so that his remote cyberdeck (see the section at the rear of the adventured called New Tech for details).


After doing a bit of research, Whisper has come up with a list of names (which, coincidentally enough, happens to be the players). If the players have established characters, then Whisper has heard of their accomplishments, and wants to hire them.


If this is the party’s first adventure, then Whisper has researched the characters on the sly. He wants to put together his own group, in the hopes that he can actually work with them in the future as part of the team. For know, however, he is the Johnson, and he knows it.


Whisper contacts the party through a fixer known as Dealer. If the party already has a fixer, then use him. Dealer (human male, age 47) works for Ares Macrotechnology as a minor office clerk, moonlighting as a fixer.


The adventure is divided up into sections. It is designed to be played in a non-linear progression, but is presented in the path the players are most likely to take. The adventure begins in the Rotting Hole, a scummy bar in Seattle’s downtown core.

The Rotting Hole

Tell it to them Straight


Finally, some work. You have been contacted, and told to come here, the Rotting Hold bar. Located in Seattle’s downtown, this bar goes a long way towards making a manure pile look clean. From what you can gather, the bar opens up, does business for a few nights, then closes down before health officials can show up. Word on the street has it that you’re just as likely to get knifed inside this bar as you would be during the middle of a gang territory battle. Also, the likelihood of contracting a fatal disease goes up the minute you walk through the door.


Still, this is where the man said to meet him. Holding your breath (and mentally running through a checklist of your weapons), you push the door open and step inside.


It is here that the players will meet their regular fixer. Alternatively, if this is their first time playing, they will meet Dealer. The GM may user Dealer in the future as the party’s fixer, if he so wishes.

DEALER
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Initiative: 5 + 1d6

Armor: 4/2

Threat/Professional Rating: 2/2

Skills: Etiquette (Corporate) 4, Etiquette (Street) 4, Firearms 3, Leadership 3, Negotiation 4.

Gear: Colt American L36 [Light Pistol, 6, 11(c), SA, 6L, w/2 extra clips], lined coat [armor, 8, 4/2].


Dealer’s real name is Ian Krenst. Ian had been a loyal, if non-essential, employee of Aztechnology for 25 years, before almost being killed during a gunfight in his office. After that, he began to question his existence.


Ian decided to utilize his knowledge of the inner workings of the corps (slight though it may be) to become a fixer (calling himself Dealer), and arrange jobs for Shadowrunners.


Dealer knows he is running a terrible risk, but is not insane. He refuses to accept any job against Aztechnology, or to have anything to do with any operation against his corporation. It is his hope that, should his superiors ever learn of his clandestine night work, they will be more lenient if they know he has never worked against the corp.


Dealer is 1.7 meters tall, and weighs about 86 kilos. His brown hair is mostly gone (remains only in a fringe), and he has brown eyes and a pale white complexion (Dealer rarely sees the sun). Dealer is somewhat pudgy, and favours brown pants and white shirts (but is never seen wearing a tie at night). Dealer never takes off his lucky black jacket (it is armored, and Dealer tends to get a bit nervous).


He comes off as someone trying to appear calm and dangerous, but actually seems to be a bit nervous. Dealer is an intelligent man, and knows well the operations of both the corps and the street. He is difficult to fool, and is an excellent negotiator.


Dealer has been contacted by Whisper to approach the players on his behalf. Dealer is waiting in a private room near the rear of the bar. He introduces himself to the Player Characters, but will not discuss the job until all are present. When the Player Characters are ready, read the following boxed text.


With the introductions out of the way, Dealer smiles, and says “On to business.” Reaching down beneath the table, he pulls out a black briefcase, and opens it towards you.


Inside you can see a cyberdeck. You can tell it has been heavily modified, but are not sure how. The top portion of the briefcase appears to be a monitor of some kind. Dealer reaches around the lid, and flicks on the power switch. You hear a low humming, and an image springs to life on the monitor screen. You see what appears to be a human face, but with skin and hair made of molten silver. After a few seconds, you realize you are looking at a Matrix persona!


Because Whisper cannot travel physically, he uses his remote cyberdeck to communicate with the Player Characters. Very few people actually learn who Whisper is; he prefers to deal with them only through the Matrix. Only his most trusted friends will ever actually meet Whisper’s meat body.


Whisper introduces himself, and apologizes for not meeting the players in person. He tells the Player Characters his story, explaining that his close friend (he does not tell them that Thud was his brother) was killed. Whisper needs the Player Characters to sneak the remote deck into Endocrine Enhancements’ Seattle office, and jack him in inside so that he can find out who killed Thud, and why.


Whisper instructs Dealer to provide the characters with maps of Endocrine’s labs and offices (Player Handout #1). The Player Characters may have some questions; here are some answers.

Why don’t you come with us? Using the remote cyberdeck is safer (at least for Whisper).

Why is Thud important to you? We have worked together on a few runs. Thud was a good and loyal friend, and I wish to avenge his death. (This is not strictly true; Whisper and Thud loved each other, but never did work on a run together).

Where can we find Elle? She and Thud lived together in an apartment in Redmond. Here is the address.

Dealer. Dealer is open when talking about his dealings as a fixer. About his daytime life, he says nothing. Dealer goes to great length to hide his corporate connections from runners, and his runner connections from corporate.

Thud. Thud was a large, imposing troll (is there any other kind?) but was kind and loving to those he held dear. As far as whisper knows, he had no strong enemies. He admits, however, that as a Shadowrunner, he could have pissed anyone off at any time.

Whisper. Whisper is unwilling to say much about himself, other than that he is a decker. If questioned about the deck’s technology, he admits that he built it himself. He cautions the players that it is worthless to anyone other than himself; the deck is rigged to self-destruct if tampered with (rating 8 explosive trap, explodes for 15D damage, -1 for every .5 meters).


Should the Player Characters accept the job, Whisper tells them that Dealer will take things from here. He asks the characters not to open the deck again unless they desperately need his help. He does tell them that if they need help bypassing any security systems, they can ask him. He then logs off. Dealer informs the Player Characters that the job pays 1,000Y each, plus one half of whatever monetary value Whisper can pull out of Endocrine’s systems. Dealer can pay as high as 1,500Y each, if the players try to negotiate.


From here, the players can choose to go visit Elle (Beauty and the Beast), do some research on the street (Legwork), or attempt to invade Endocrine immediately (Diving In). Clever parties know the advantage of information, so it is unlikely the players will go to the last option first.

Debugging


Not very much can go wrong here. This encounter should go smoothly, unless the players get  cocky and mouthy. If they try to hock the remote cyberdeck, they find it is worthless except as possible research (3,500Y). Tampering with the deck runs the risk of blowing up the deck (explosive trap, rating 8).

Beauty and the Beast

Tell it to them Straight


You follow Dealer’s directions to a run-down neighborhood in Redmond. Looking around at the squalor and decay, you wonder why Thud would keep a woman he loved in such a place. Furtive glances from behind closed shutters and within dark alleys illustrate that this is not a good place to be after dark.


A group of gangers sit on the stairs to an apartment building across the street. They laugh loudly at some whispered joke, and one of them points in your direction. The others nudge him encouragingly. He tears away a small piece of loose brick, and throws it at you.
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The gangers are street punks, nothing more. They don’t really want a fight; they’re leery of Shadowrunners. The lead punk (Cyrus) is just trying to prove his bravery. He hopes the Shadowrunners will ignore him and move on. If the runners decide to react to his stone toss, he’ll have no choice but to stand and fight; the gangers have reps to protect, after all. There are two gangers for every Shadowrunner in the party (not counting Whisper).

GANGERS

Initiative: 3 + 1d6

Armor: 0/1

Threat/Professional Rating: 2/2

Skills: Etiquette (Street) 4, Firearms 2, Armed Combat 3, Unarmed Combat 2.
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Gear: Knife [8, (Str)L], synth-leathers [0/1], 3d6x10 Y (on credsticks). One of the gangers has a rating 2 maglock passkey.


Elle lives on the 12th floor of this 15 floor building. She answers the door quickly, and is surprised to see the Shadowrunners. She will be closed-mouthed at first, but once she learns that the runners plan on avenging Thump’s death, she will be very open and talkative. Read the following boxed text when the Player Characters meet Elle.


When the apartment door opens, you see a woman standing on the other side. In one word or less, this woman is beautiful. Other words that pop to mind are “gorgeous”, “sexy” and “lust”. That last one pops up a couple of times.


Elle is willing to tell the Player Characters her side of the story (see the opening tale for more information), and to answer any questions they might have. In regards to Thud’s murder, all she knows is that he met his fixer at the Drink E-Z bar (where she also works). She was not at work that evening, however. Here are some of the questions  the players might ask, and Elle’s answers.

Why on Earth were you with a Troll? [Elle has been asked this one a lot]. I knew Russell (sorry, Thump) before he expressed. We lived next door to each other as children, and fell in love when we were only 13. A few years later, when Russell goblinized, I was crushed. He started calling himself Thump, and refused to allow anyone near him – myself included. Then, when his brother fell ill, Thump seemed to calm down. He came back home, and we got to know each other again. I convinced him that I still loved him. We’ve been together ever since.

Who is his brother? His brother’s name is William Sheffield.

What was wrong with his brother? He came down with an illness; I’m not sure exactly what it was, but it left him in a wheelchair. The doctors said it was degenerative, and would eventually kill him.

Where is his brother now? After their parents died, William and Russell drifted apart. Last I heard, William was living in a hospital in Tokyo, barely alive. [This is true, as far as Elle knows. In fact, William only pretended to be in Tokyo in an effort to keep his identity as Whisper a secret from Elle. Thud, of course, knew.

Did Thud have any enemies? Yes, of course. Shadowrunners usually do. As far as I know, however, he didn’t bother anyone enough to call for this kind of revenge. No major corp jobs, or anything.


Give the players time to question Elle thoroughly. When they are getting ready to leave, they discover that other people have taken an interest in her. David Geller (leader of the Extreme Order) knew that Elle was living with Thud. As a hater of metahumaity, Geller harbours a special resentment towards “freak-lovers”. He has sent over a few of his members to kidnap Elle and bring her back, so that she could undergo a torture party (just as Thud did).


The policlub members are not expecting any opposition. Geller’s research led him to believe that no one would be interested in avenging Thud’s death. Thus, they will be quite surprised to see the players. As the players are wrapping up, the racists attempt to break down Elle’s front door. The door has a barrier rating of 4, and the thugs will break through on their second try.

THUGS
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Initiative: 3 + 1d6

Armor: 2/1

Threat/Professional Rating: 3/3

Skills: Etiquette (Corporate) 3, Firearms 3, Unarmed Combat 3.

Gear: Ares Predator [Heavy Pistol, 15 (c), SA, 9M w/1 extra clip], armor vest [2/1].


The policlub thugs have orders to take Elle alive. They do their best not to hurt her, but they don’t have any compunctions against hurting the players. Should any guards be taken alive, he may be interrogated (Interrogation skill vs. the target’s Intelligence). Relatively new members of the club, all they know is that Elle was to be brought back to Endocrine, at Geller’s orders. They had nothing to do with Thud’s death, and know nothing about it (although if they did, they would certainly approve).

Debugging


From here, the players will likely want to proceed to Endocrine Enhancements (go to Diving In). They might want to go to Drink E-Z, but will find that is largely a dead end. No one there remembers seeing Thud with the Johnson. As for the fixer who set things up, Tall Ed died 3 days ago. This is actually just a coincidence (Ed crossed one too many loan sharks), so would be a waste of time to investigate.

Diving In

Tell it to Them Straight


From the outside, Endocrine Enhancements looks like any other corp. Clean, efficient, sterile. It’s a bit out of place out here in the sticks, but Endocrine isn’t exactly one of the top 5 corps. Truth be told, its probably not even one of the top 500.


If the players come here during the day, the place is crawling with employees and security. Should they cause trouble, there are 15 security guards here (see later for statistics), and Lone Star can be summoned in 1d6 minutes. Obviously, the runners would have to be suicidal to attempt a break-in during the day.


At night, staffing is minimal, and there are only four security guards on duty. The guards are  supposed to patrol the grounds in 20 minute shifts, but rarely bother to do so. Endocrine is a small company, and has never been hit, so security is loose. The only real threats to the runners are they building’s external and internal alarm systems, and the remote firing unit located on the third floor.
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The building is surrounded at a distance of 50 feet by a 12 foot tall chain link fence. Then fence has barbed wire on the top, and is electrified (10S Stun if touched). If electrocuted, the subject must pass a body test against a target number of 12, as per normal knock back rules (Threshold number is 1 for a Light wound, 2 for Moderate, and 3 for Serious). If he generates successes, but does not overcome the threshold number, the character is thrown back 3 meters. If he generates no successes, the character is hurled 3d6+5 meters through the air, and suffers a Moderate wound (power level equal to half of the distance traveled, round down).

1. Entry Room


This appears to be the lobby. The room is divided by a long counter. On your side, there are a few chairs to your left, and a desk and some filing cabinets to the right. On the other side of the counter are more desks and a filing cabinet. The room appears to be otherwise empty.


Have the players make Perception checks against a target number of 4. Those who are successful notice a video camera in the north-east corner of the room. Currently, there are only four guards on duty. The first guard is semi-intoxicated, and taking advantage of the bar in the large office near the boardroom (on this floor). Two more guards are manning the security room in the basement, while the fourth is asleep in the kitchen on the second floor.


The guards in the security room do not pay as much attention to the video cameras as they should. Thus, the characters can be in this room for a maximum of seven minutes before the guards see them on the monitors. If, at any time the guards detect the characters’ presence and get the chance, they will immediately notify Lone Star. Lone Star will react relatively quickly (for this neighborhood), and will be on the scene in 2d6+10 minutes.


The three terminals here are connected to EE’s main data system, but not to the security system. A decker can enter the main system, however, and plunder at will. I do not run deckers in my campaign, so I have provided no information for the raid. There are 3 private accounts here, with 13,500Y, 16,650Y, and 9,000Y in the accounts.


The system also contains information regarding EE’s researches into bioware. While the info is too well protected to be copied, the decker is left knowing that EE is on the cutting edge in that field, and that a breakthrough is imminent. Savvy players will realize that investing in EE stock is a very smart idea.

2. Office


This office is richly appointed, with walls paneled in dark, exotic wood. Several plants stand in the corners, and a comfortable black leather couch stands ahead of you. A large rosewood desk dominates the room, and a computer terminal sits on top. Strangely, you see no filing cabinets here.


Obviously, this room’s occupant is fond of oriental artwork. The walls hold several paintings, and the shelves contain numerous carvings and icons.


This is the office of Chairman of the Board Monica Carsters. Monica is a paranoid woman, and keeps no paper records. Her terminal is not part of EE’s main system; it is a standalone unit, with no ties to any other computer. Information stored herein is heavily encrypted, and set to erase itself if an attempt to decrypt it is made. Monica also keeps some emergency funds stored here, in the amount of 9,000Y.


The desk contains various papers, notes, etc., but nothing of any real importance. The top center drawer is still rigged, however. If the handle is not twisted sharply to the left before opening, a holdout pistol hidden in the drawer fires (roll 3 attack dice, damage code 4L) towards the opener. This drawer contains a rating 1 Maglock passkey and a Streetline Special (wired into the drawer).


The various pieces of oriental artwork are very well done, and quite valuable. Total value of the artwork here is 25,500Y. Anyone attempting to fence this material must be very careful, as each piece is very distinctive. Once the police know of the theft, an attempt to sell these pieces through legitimate means will most certainly end up with the character’s arrest. A fence will pay anywhere from 10-40% of the artwork’s street value.

3. Staff Room


This room contains two couches, a plastic defenbachia, and an oval dining table. At the far end of the table is a vid-screen. The vid-screen has a built-in disk  player.


This is a staff lounge. There is little of use here (the vid-screen is bolted down). There are a total of 10 disks, 3 corporate promotional videos and 7 movies, popular about 1 year ago.

4. Storage

This would appear to be a storage room. The walls are lined with shelving units, full of office supplies and various odds and ends. A filing cabinet rests against the north wall.


The shelves here are full of paper, pens, pencils, paper clips, etc. The filing cabinets are locked (using a physical locking mechanism, not a maglock) and contain stock balancing information, order forms, and other bits of semi-important, yet useless,  paperwork. The closet here contains cardboard boxes full of useless bits of paper, broken office furniture, etc.

5. Computer Room 


The door to this room is protected by a Rating 7 maglock.


This is obviously the computer room. The walls are lined with large cabinets, containing mainframe systems.


A decker can jack into any of EE’s main systems here, including external security. Internal security, however, can only be accessed from the basement security room. A decker can shut off outside communication, however, so security would not be able to contact Lone Star. A smart decker can also change the password code required to use the elevators, effectively trapping the security guards on their respective floors.

6. Elevator

This elevator seems to be activated by the use of a numeric keypad.


The elevator cannot be used without first keying in the correct password (16537). Of course, if the players have decked into the computers in room 5, they may have learned that password (smart users will have changed it). The elevator goes to the basement, or to the second floor.

7. Kitchen


You have entered a kitchen.

8. Boardroom

This boardroom was obviously built with one purpose in mind; to impress the viewer. The room screams wealth, from the deep red leather chairs to the solid rosewood table, the room says, in a subtle yet firm way, that Endocrine Enhancements is a wealthy corporation.


There are two mahogany cabinets against the south wall, to either side of the door. Two black steel filing cabinets rest against the west wall.


Anyone who examines the table will notice a button, cleverly built into the scrollwork of the table. The button is at the head of the table, at the eastern-most chair. If pressed, a heads-up type digital display comes to life, seemingly within the desk. Here, the user can access the rooms lighting controls, and the table-top displays of each seat at the table. This table is extremely valuable, but sadly immovable.


The mahogany cabinet to the west is a bar, offering a wide range of various libations. To the east, the cabinet is refrigerated, and contains various upper class snacks and finger foods.


The filing cabinets against the west wall are each locked by a rating 6 maglock. If an attempt is made to open them, and that attempt fails, silent alarms in the basement security room will sound. Should this occur, the guards will power up the video cameras concealed in this room (two separate Perception checks against target numbers of 9 when the characters first enter the room, against two hidden cameras).


If security finds out about the characters, they will first attempt to notify Lone Star (if external communications are still functioning). They will then attempt to contact the security guards on the first and second floor, recalling them to the basement security room. Should they be unable to contact Lone Star, 3 of the guards arm themselves with AK-97 machine guns, and go in search of the characters. The fourth barricades himself in the Security Room, and will not come out unless he hears the password “twelfth night” (this password has just been picked by the guards, and is not in any of the computer systems – the only way for the characters to learn it is to get it out of one of the other guards).


The filing cabinets contain company plans, budget projections, and other pieces of apparently sensitive information. They are worthless, however, and were only placed here to keep any potential thieves busy.

9. Office


The door to this office is locked with a rating 8 maglock. A brass plaque on the door reads “David Geller, President”. The door and surrounding walls are made of armoured material, and have a Barrier rating of 24.


This office is simple, yet elegant. The room contains several filing cabinets, a fully stocked bar, and a large mahogany desk.


This is David Geller’s office. Geller is even more paranoid than Monica Carsters, so no data can be retrieved from his standalone computer system. The filing cabinets contain information regarding the day-to-day operations of EE, but no sensitive materials can be found here.

However, in one of the desk drawers, the players do find a digital personal organizer. The organizer is completely empty, save for one entry. It reads “1-TM, h&K. 2-MLF, h&K. MLF interrupted.”

People

Dealer

Appropriate Contacts: Fixer, Mr. Johnson, bounty hunter.

Successes
Result

1
Dealer? Yeah, he’s a new fixer here in town.

2
Word has it he’s on the up-and-up. A real straight arrow.

3+
Treat him right, he treats you right. Cross him, and you end up in somebody’s sights, real quick.

Elle Morgenstern

Appropriate Contacts: bartender, ganger (Elle worked as a waitress in a bar near her home called the “Drink E-Z”).

Successes
Result

1
Elle Morgenstern? Yeah, she works nearby. Waitress, I think?

2
She hangs out with that troll, Thud. Ugh, makes me shiver just to think of it. Talk about Beauty and the Beast!

3+
Her and Thud have been lovers for over ten years. Think she fell in love with him while he was still human.

Thud (Russell Sheffield)

Appropriate Contacts: bartender, ganger, hitman, fixer, squatter.

Successes
Result

1
Thud? That the troll that geeked Hawk last year?

2
Yeah, I know’em. Runner, does mostly brute force work. Hired muscle, scary threat-man, that kind of thing.

3+
Heard he got geeked himself not too long ago. Sometimes, it don’t pay to piss off too many people.

Whisper

Appropriate Contacts: Company man, fixer, hitman.

Successes
Result

1
Whisper? Ain’t that some kind of new drink?

2
Oh, you mean the decker? Yeah, he’s a legend. In and out, data stolen before you knew you had it.

3-4
He’s something of a legend. Came on the scene relatively early, and took the Matrix by storm. Me, I think there’s a bit too much to his rep. Nobody’s that good, that fast.

5+
He’s real, I’m sure. I’m also sure he’s hiding something. Whisper has a secret – why is it no one has ever met his meat body? He only ever meets people on line.

Places & Things

Endocrine Enhancements

Appropriate Contacts: Fixer, Corporate, City Official, Company Man, Corporate Security Guard, Corporate Secretary, Mr. Johnson, Street Doc.

Successes
Result

1
Endocrine? Ain’t they over in Redmond?

2
Body shop from what I hear. Into gene splicing and stuff. Small potatoes now, but my sources say they may one day explode onto the market big time.

3
Endocrine’s been investing heavily into the bioware field. Stuff that’s like cyberware, but made of natural body parts. Well, as natural as anything grown in a test tube can be.

4+
Hear they’re owned by a Policlub; I think it’s the Extreme Order.

The Extreme Order

Appropriate Contacts: Dwarven Technician, Elven Hitman, Fixer, Gang Boss, Humanis Policlub Member, Metahuman Rights Activist, Street Cop, Troll Bouncer.

Successes
Result

1
No, you mean the Order. Their like Humanis, but only for white humans.

2
They hate everyone. Unlike the Humanis, they even hate humans who ain’t white.

3
Word on the street is that their leader, David Geller, owns Endocrine Enhancements, over in Redmond.

4+
If my sources are right, they’ve been hunting down and killing metahumans. Nothing big scale, mind. Small hits, here and there; more like a hunting party than a war.

Remote Cyberdeck: Long thought impossible, the remote cyberdeck allows a decker to jack directly into the Matrix from a remote location. Using redundant arrays of radio, telephone and infrared communications, the remote cyberdeck allows a decker to jack in from a remote location, as if he was actually there with the deck itself.


This technology has long been thought impossible, and technically, still is. It was researched and developed by William Sheffield (a decker known as Whisper). Whisper has Lou Gehrig’s disease, and is confined to a wheelchair. After so many years of existing almost entirely within the Matrix, Whisper has gained an understanding, and connection to, the Matrix so deep as to surpass most of his peers.


The remote cyberdeck can be used only by one such as Whisper: someone who spends vastly more time in the Matrix than out of it. The remote cyberdeck is a Fuchi Cyber-6. [Writer’s Note: no one in my group was even slightly interested in playing a decker. The remote cyberdeck, and Whisper, are my solution that problem].
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