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HARLEQUIN’S BACK

ICES FROM

B VR oY i,

[HE PAST.

Harlequin sat alone In a quiet room lit only by the sinking
flames of a dylng fire. He wore a long, simply cut robe shot
through with gold and burgundy threads, and he had left his
face unpainted. The firelight sparkled off the metallic threads In
Harlequin's robe and the intricate metal filigree on the walls
behind him. Harlequin stared at the drink in his hand, oblivious
to all else around him.

The liquor swirled in the glass, impelled by the gentle
movement of hls wrist. He watched the magical blending of
color as it hovered on the edge of solldity. staying liquid only
because of the energy imparted by his hand. He reversed the
direction of the liquor's motion, and its colors changed dra-
matically. Reflected firelight danced along the edges of the
brimming crystal goblet.

Harlequin felt tired. worn by the passing of time and emo-
tions and the changes through which the world pulled itself. For
the first time in almost as long as he could remember, he lacked
a cause or a direction. The time for such things was past, ban-
ished with the quick snap of a fine-edged blade. Trivial, he
knew—polntless and inconsequential—and now done.

Sighing, Harlequin sipped from the goblet and let the
drink’s deep fire bum through him. He nearly laughed at the
pleasure of it until—as always—the cold aftertaste caught him
by surprise.

“How far you have fallen,” sald a long-dead volce behind him.

Stowly, Harlequin turmned from the fire and looked across
the room’s long expanse. At its center, crisscrossed by shad-
ows cast by the dancing firelight, stood a figure In a black
robe. The cloth was torn, covered with the dust of a thousand
roads. Dark. gnarled hands hung limply from the sleeves, but
no face showed within the raised hood. In its place, Harlequin
saw only chuming smoke.

The elf ralsed an eyebrow, snorted once, and raised hls
drink to his lips. "Oh, please.” he muttered.

“You cannot ignore me,” sald the robed figure, its icy
voice underlaid with a howling wind,

Harlequin snorted again, spraying a few drops of liquid
from his mouth. “I can do as | please,” he said. He drank
again, this time more deeply.

“You are drunk.”

Harlequin laughed. “And you, sir, are a feeble attempt to
frighten me with an image so common that it would not fright-
en a child.” He gazed into the heart of the fire. “Lewis Carroll
must be spinning In his grave.”

"Indeed he must.” agreed the figure. "You are not only
drunk, but confused. A Christmas Carol was written by Charles
Dickens, not Carroll. You fog your mind so that you cannot see
the truth.”

Abruptly, Harlequin stood and hurted the glass toward
the robed figure. The missile fell just short of Its target, explod-
ing Into fragments of brilllant crystal and a spray of liquld color.
The specter did not move.

“Begone, foul spirlt,” Harlequin cred. “| summoned you
not into my home and | banish you hence.” He flung his hand
toward the robed figure, spreading hls fingers as If throwing
dust. A hint of power danced between his fingertips.

"You cannot banish me,” said the dark figure, unmoving.

Harlequin's face grew wild, “/ can and | dol" he shouted,
thrusting his arms out to his sides. “M'aela J-taarm querm talar!”

The room darkened suddenly. Pockets of moisture sealed
in the blazing firewood burst open, throwlng showers of sparks
into the alr. They rained down on Harlequin, ignored untll a
cool wind rushed back at him and damped them Into embers.
He brushed the char from his shoulders.

The black robe still had not moved. "It has been a long time
since those words were last spoken, Har’lea'quinn. And this is
not the first time you have used them against me.” The Agure’s
robe rustled slightly. “They did not aid you then, elther.”

Harlequin paled. “No ...." he breathed. stumbling back to
his chair. “You are gone ... forgotten ... =

“Forgotten, perhaps. but never gone. How can we ever
be truly gone?”

Harlequin tumed away. shielding hls eyes with his fore-
arm. “You are the past. Your place Is there,” he moaned. “That
world is gone.”

“Perhaps.” replled the figure, “but as long as you remember ... ~

“Yes. That is the key. isn't it?” Harlequin sald, lowering his
arm. He faced the robed figure. "My mind. You are right, what-
ever you are, | am drunk, and that is a bad state for one llke me.”

"Then | am a figment of your imagination?”

Harlequin shrugged. "Were you ever anything more?”

The robe moved as if the figure laughed, but Harlequin
heard no sound. “That porders on blasphemy. Once, you were
more devout.”

“Never for you.”

"I understood you too well.”

Harlequin thrust his shaking hands Into the pockets of hls
robe. "Or vice versa.”

The figure bowed slightly. "Perhaps. Madness can bring
wisdom.”

Harlequin sneered. "You are the Master of the Twisted
Path. The only wisdom you teach is avoidance.”

“And yet | am here.”

“Alamestra,” sald Harlequin, pointing to the now-motion-
less, solid globs of color around the figure's feet, “is not an
Indulgence known for glfting wisdom.”
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VOICES FROM THE PAST

“Then what of me?”

"What of you?” replied Harlequin.

“If | exist only as a creature of your mind. why am 1 here?”

Harlequin shrugged. "It matters not. Your words are lles
and your deeds treachery. Your inspiration Is betrayal. 1 care
not why you are here and will not listen to you.”

“And yet you say you summoned me."

“l am—was—drunk.”

“If 1 am of no consequence or concem, why did your dls-
pelling fail?”

Harlequin stared at him.

“You have cleared your mind. The fog Is lifted. yet / remain.”

“You are a hangover incamate, nothing more.”

The figure shifted again. “You lie to yourself.”

“No.” said Hartequin, “you lie to me."

“As]sald.”

Harlequin tensed. "This is foolishness. You are a shadow of
the dead past conjured by my drunken mind to vex me.”

“Why me?”

"l do not care,” Harlequin snapped, turning back to the
dying fire.

*You lie to yourself.”

"You repeat yourself, bland spirit.”

Slowly, the figure ralsed one arm and polnted at Harlequin.
"l am Decelt. | am Deception. | am Treachery. | am Betrayal. [ am
the passlons that lead men to lie to others and themselves.”

Harlequin tumed and stared. his eyes growing wider. “As
you say.,” he said.

“As you do, now.”

"Your words can never be believed,” sald Harlequln.

“l am not words. Har'lea'quinn. 1 am emotion, | am pas-
sion, | am what you feel.”

Harlequin fell silent.

"And you feel them, do you not?”

“| feel nothing.”

“You can taste them In the alr.”

"I taste nothing.”

“Smell them on the wind.”

“The air Is still,”

"Hear them laughing in the silence, calling for their due.”

“I hear only your maddening volce.”

The figure lowered Its am. “You lie to yourself.”

Suddenly, Harlequin strode toward the figure. “/ do not!"
he howled. his hands held before him and clenched Into sweaty
fists. He shook them at the robed figure. “It Is too soon!”

“They are coming.”

Harlequin spun away, then rounded back on his antago-
nist. "It is too soon! They cannot be coming!”

“You decelve yourseif.”

“It is you who deceives mel”

"As | have said.”

His shoulders slumping, Harlequin stumbled back toward
the fire. "It is too socon ...,” he mumbled. “Nothing Is right ... |
cannot understand. ... ~

“You do not wish to understand. The humans play with
things they do not comprehend because no one teaches them.”

Harlequin whirled back to face the figure. “And telling

them would stop them? | think not.”

The figure shifted. “The humans have danced their little
dance. Har'lea'quinn. They shook thls world. and the others.
Now they pay the price.”

Harlequin grasped his head and shook it. "No ... it Is too
soon. ...

“You will still be saying that when they tear the fingers
from your hands and blind you with them. Have you fallen so
far. Har'lea'quinm? Have you forgotten the horror?”

“lean't ... "

"Nor can I.” The figure stared at Harlequin. | expected
more from the last Knight of the Crying Spire.”

Harlequin stared back at the figure. “The Northem Islands
are gone. Forgotten dust of a forgotten world.”

“As all shall be. Har'lea'quinn, as all shall be.”

“What would you have me do? " Hadequin cried.

“Destroy the bridge.”

Harlequin blanched. “That cannot be done ... How ...

"Thayla’'s Volce.”

Harlequin sat abruptly. "No.”

“You know where she roams. Her song will prevent them
from crossing. They cannot pass her.”

Harlequin stared into the darkness and slowly nodded. “Yes ...~

“Travel lightly. Their allies already wander the nether-
worlds. It will not be safe. They will smell you coming.”

"l understand.”

The figure walked past Harlequin toward the dying
embers of the fire. "Move quickly, Laughing Man: they have
built their bridge before.”

Harlequin stared sllently Into the shadows. still nodding.

Shaking its head. the figure stepped into the fire. The
embers flared and kindled, but no heat warmed Harlequin. At
last he looked up. saw the growing shadow of his chair on the
wall, and turned in time to see the last swirls of bumning cloth as
the heat from the now-raging fire spun them higher and higher.

He stared at the fire. then turned swiltly as the large.
omate doors at the far end of the room burst open. A young
woman entered, her leng white halr falllng in waves over the
black satin dressing gown she dutched to her body with one
hand. The other hand held a heavy-barreled chrome pistol.
“Did you ..., " she stammered. "I felt ... ”

Harlequin stood and walked toward her. “Indeed you did.
Prepare yourseff: it is time to see how much you have leamed.”

She stared at him. As he moved past her he tumed and
continued walking, backward.

“The netherworlds ... * He paused, and smiled. "Pardon
my anachronism. The metaplanes will ring with the sounds of
battle and songs long unsung.” He walked backward out of the
room and down the hall.

She foltowed quickly. "1 don’t ... What happened?”

Harlequin grinned broadiy. “Times have changed.” His
path arced across the large hall they had entered. He began
ascending the stalrcase, still facing her.

She stopped at Its foot and yelled up after him. “"Will you
tell me what the frag is going on?”

“Why, my dear,” he said, finally turning away from her,
“Harlequin's back. Can’t you tell?”
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Hartequin's Back is a multipart roleplaytng adventure set
in the Awakened world of Shadowrun.

The year is 2055. Advances In technology are astonlshing,
with humans able to blend with computers and travel through
that electronic netherworld of data known as the Matrix. Even
more astonishing is the return of magic. Elves, dwarfs, drag-
ons, orls, and trolls have reassumed their true forms, white
megacorporations (rather than superpowers) rule much of the
world. Moving through thls world like hushed whispers in the
night are the shadowrunners. No one admits their existence,
but no one else can do thelr secret work.

The world of 2055 has another dimension, one that few of
Its denizens experlence. Many people in many times have
named this insubstantial realm of perpetual variance and
ordered chaos many things. The mystical practitioners of the
Sixth Wortd call this dimension the metapfanes, and the
adventures of Harlequin's Back take place in that dimension.
Welcome to Harlequin’s astral quest, chummers.

GAMEMASTERING NOTES

Hartequin’s Back is unlike any other Shadowrun adven-
ture published to date, even though it contains many similar
elements. The five short adventures that make up this story
line all take place in the metaplanes as part of an enormous
and bizarre astral quest. Though the players serve as the pro-
tagonists of each agdventure, the overall astral quest is in many
ways Harlequin's journey. For additional Information on this
aspect of Harlequin's Back, see the Plot Synopsis and
Running Harlequin, pages 1O and |1 In this section.

The following definitions of speclfic terms used in this
adventure should make the various elements of Harlequin's
Back easler to follow. The story refers to the underlying
themes and background information of Harlequin's Back that
provide a frame of reference through which the players and
gamemaster can view and understand the events presented.
Adventure refers to the events that take place in each part of
the astral quest (Aftermath, A Fistful of Karma, and so on)
that describe the goals, opposition, and possible actions of the
player characters. These are simply shorter versions of standard
Shadowrun adventures, The sectlons within each adventure
are referred to as chapters, and are comparable to the sectlons
of standard Shadowrun adventures. The term sectlon is used
in the nomal fashion, to refer to the parts of each “chapter”
such as Tell It to Them Stiralght, Hooks, and so on.

The adventures of Harlequin's Back combine decision-
tree and linear story formats. For each adventure, the player
characters may arrive at different locations in the story via dif-

ferent paths, or follow one event in the story directly into the
next. In order to pack maximum plot and peril Into
Harlequin's Back, the adventures frequently contaln plot lines
that are more linear than the usual Shadowrun adventures.
The gamemaster should think of each adventure as the bare-
bones plot and should feel free to make any changes neces-
sary to flesh it out and give his players more choices. To ald
the gamemaster in this task. the individual chapters of each
adventure Include suggestions for gamemastering the various
situations that may arise,

To run Harlequin's Back, the gamemaster needs a thor-
ough familiarity with the material in this book, as well as a
working knowledge of the Shadowrun, Second Editlon (SRII),
rules. The gamemaster should also be famillar with the
expanded magic rules Iin the Grimolire, Second Edition
{Grimotre II}. Aside from the Player Handouts in the back of
the book. all the Information presented in Harlequin’s Back s
for the gamemaster's eyes only.

This adventure is a sequel to the original Harlequin
adventure released in 1990, and so gamemasters and players
may find knowledge of that adventure useful, though not
absolutely necessary. If a player group has not experienced
Harlequln, the gamemaster must make certain minor adjust-
ments to some sequences and scenes in Harlequin's Back.
Specifically. the gamemaster must figure out how the player
characters would recognize Harlequin and Jane Foster or create
a characteristic way for that duo to Introduce themselves. In
addition. the gamemaster must massage the text where nec-
essary to reflect Jane Foster's presence or absence In any given
part of the story.

Harlequin’s Back Is designed for a team of four to six
shadowrunners with a wide varlety of talent. The team should
Include at least one female player character and one or more
mages or shamans. The gamemaster should not reveal the
exotic, magic-rich nature of this astral-quest adventure to play-
ers ahead of time and should not allow the nature of the
adventure to affect players’ declislons regarding which charac-
ters to play. Harlequin’s Back offers plenty of challenge even
to such technologically criented characters as deckers, riggers,
and those with heavy cyberware, as thelr equipment changes
or aven vanishes in accordance wlith the demands of astral
space. Coping with such changes and finding ways to use
other skills effectively shouid keep these players Interested.

SHADOWRUN RULES

Hardequin’s Back uses the Shadowrun, Second Edition
(SRIN), rules, as well as the expanded magic rules In the
Grimolre, Second Editlon (Grimoire IF). All specific Informa-
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INTRODUCTION

tion, particularly game statistics, appears in SRIl format.
Gamemasters still using the first-edition Shadowrun rules
(shame on you!) will need to make a few adjustments to non-
player character, weapon, and spell statistics.

MAKING SUCCESS TESTS

During the course of Harlequin's Back, the players will
make a number of Success Tests using a skill and a given target
number. These Success Tests are Indicated by the name of the
skill, followed by the target number In parentheses. For exam-
ple, a Sorcery (5) Test refers to a Sorcery Success Test against a
Target Number of 5.

SUCCESS TABLES

At times, the gamemaster will use success tables to deter-
mine how much information the players receive from inquiries
and investigations. Each success table lIsts different information
obtained for differing numbers of die roll successes. Rolling a
higher number of successes always reveals the informatlon for
the lower numbers of successes as well. For example, a charac-
ter rolling three successes would leamn the information for three
successes, and also the information for one and two successes.

HOW TO USE THIS BOOK

Aside from the SRII rules and those in the Grimolre,
Second Editlon, this book includes all the information needed
to run Harlequin’s Back. The gamemaster should read through
the entire book before beginning the game. Some important
plot developments do not become apparent until well into the
adventure, but the gamemaster must lay the groundwork for
these developments early on. He or she can only accomplish
that by being famlliar with the story line. The gamemaster must
also thoroughly examine the maps. plans, dlagrams, and play-
er bandouts included in this book. Where approprlate, the
maps are coded or numbered to link each area to its descrip-
tion in the text.

Though Harlequin's Back as written tries to cover all the
likely and even some of the unlikely Ideas that the players
might come up with, it Is Impossible to foresee every possible
action the players might choose to take. Therefore, the
gamemaster must be prepared to Improvise if necessary. The
Plot Synopsls later in this section summarizes in detail both
the story background and the most probable course of the
events. Within this synopsls, the first mention of names of
characters Important to Hartequin's Back appears in boldface
type.

Harlequin’s Back is divided into a series of adventures,
most of which are self-contalned storles, though some exist
solely to connect two other adventures, Together, these
adventures comprise the overall story line and advance the
player characters toward the adventure’s ultimate goal. Each
adventure consists of a number of short encounters that
describe the events the player characters will most likely face
during Harlequin’s Back.

Each adventure beglns with a section entitled Overview, a
device unique to Harlequin's Back. This section summarizes

the events of the ddventure in terms of how they fit Into the
overall story structure. The Overview also describes the meta-
physical aspects of each adventure's events. The sections with-
in each adventure follow standard Shadowrun format. Most of
them contaln four parts: Tell It to Them Stralght, Hooks,
Behind the Scenes, and Debugging.

Tell it to Them Straight Is read aloud to the players. It
describes where the player characters are and what Is happen-
Ing to them as though they were actually there. Depending on
the player characters' previous cholces and/or the point In the
adventure at which the encounter occurs, the gamemaster may
need to adapt the text to sult the situation. Any special instruc-
tions to the gamemaster In this section appear In boldface
type.

The second section, Hooks, gives the gamemaster hints
and tips about imagery to use in the scene, emotlons to con-
vey, sounds, sensatlons, textures, and so on. The Information
provided in this section varles In form and content from scene
to scene, ranging from general themes to specific emotions.
Often, the Hooks section describes symbolism and metaphors
{mportant to understanding the eéncounter. The metaphysical
nature of events in Harlequin's Back makes the effective use
of Hooks especially Important. When no real change takes
place in the player characters’ environment from one chapter
to the next, the Hooks Information has been omitted rather
than repeated.

The next section, Behind the Scenes, tells the gamemas-
ter what is really happening in each encounter and proposes a
potential sequence of events. Any maps needed to play an
encounter are included in this section. Information the players
can discover and possible consequences of the player charac-
ters’ actlons also appear here. Non-player character statistics
needed to roleplay the encounter are usually included here as
well. This section may also contain hints and suggestions for
handling a particular encounter,

The final sectlon of each encounter, Debugging, offers
suggestions for getting the garme back on track If things go too
far wrong: for example, if the player characters overlook a vital
plece of data or if half the team meets an untimely death. The
gamernaster need not use any of the suggestions given In this
sectlon: If he or she can think of a better method of redirecting
the game, he shouid feel free to use it. As always, the
gamemaster may also let the chips fall where they may.

Because of the unusual nature of this adventure, the run-
ners cannot use thelr contacts to obtain information, and so
Harlequin’s Back does not have a standard Legwork section.
The player characters can only do the usual legwork In one
adventure (A Astful of Karma, pp. 54-80), and so Legwork in
that adventure lists information and rumors about various peo-
ple and aspects of the story that the runners can learn from
local folk. A Fistful of Karma also includes a small Cast of
Shadows section that contalns descriptions and statlstics for
the major characters of that adventure. The Master Cast of
Shadows section at the back of this book includes game infos-
matlon and rofeplaying hints for the major and/or recurring
non-player characters in Harlequin’'s Back. Plcking Up the
Pleces provides tips on wrapping up the entire adventure and
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awarding Karma. as well as offering suggestions for answering
unresolved player or player character questions. finally. the
Player Handouts chapter at the end of this book includes sev-
eral handouts to be given to the players as their characters
uncover clues and vital bits of information.

ADVENTURE BACKGROUND

Because Harlequin’s Back is in many ways Harlequin's
astral quest, the background of the adventure begins with
Harlequin himself. Harlequin is ancient, though not the oldest
being on the planet (someone else, not even human. has that
dubious honor). He Is not even the oldest of his generation,
But through a combination of circumstance (or fate), cunning,
ambition, and sheer willpower, Harlequin is perhaps the most
powerful among them. He has few true friends and about the
same number of true enemies, but more would fear him if they
understood him.

Unllke most of his contemporaries (please don’t say peers:
that would anger him), Harlequin does not desire temporal
power. The grand machinations of politics. economics, and

society do not interest him half as much as the detalls of how
those forces work. His fascination with the nuts and bolts of life
has enabled him to maintain connections of one kind or anoth-
er with various long-lived power bases that exist in 2055 with-
out any of them perceiving him as a threat. His ongolng meta-
physical research, espedially since the re-emergence of magic.,
has also kept him In touch with the world as a whole, though
he realizes that only subconsciously.

Lately, Harlequin has felt bored. For years, his research, and
his fierce hatred for Ehran the Scribe over a minor affront cen-
turies before, dominated his attentlon. After avenging that slight
a few years ago (in the originaJ Halequin adventure), Harlequin
gave his full attention to his metaphysical researches and to the
instruction of his new apprentice, |ane Foster (Ehran the Scribe’s
bastard daughter, though she does not know it). Hartequin dis-
covered, however, that he had lost his sense of purpose. Once
upon a time, in a land long blasted to dust, Harlequin had been
a hero, a knight in shining armor, untll a tragedy he cannot bear
to speak or think of broke his banner of knighthood. In this mod-
ern time, with nothing to propel him forward and again without
a purpose. he lapsed into deep melancholy fueled by drink.

8 HARLEQUIN'S BACK



INTRODUCTION

The opening story. Volces from the Past, finds
Harlequin In this Intoxlcated state. The events of the story
can be Interpreted as a true vision or as an alcohol-Induced
hallucination conjured up by his subconsclous mind (which
may be more in tune with reallty than the rest of his psyche).
Real ar not, the vislon spoke of a frightening truth that
Harlequin easlly conflrmed—dark days were approaching the
Sixth World. As the level of magic In the world Increased.
the barriers between thils world and others weakened, allow-
Ing nightmare creatures to travel to this world. These dark,
horible beasts had come to the world before, most recently
during Harlequin’s youth, and they sought to devour every-
thing In thelr path. Some wilshed 1o consume physical mat-
ter: rocks. trees. grass, anlmals, flesh. Others desired less
tangible nutrition: emotlons, Intellect, dreams, deslres. They
cared nothing for life as we understand it. And they had
Invaded In force—thousands, hundreds of thousands. per-
haps even millllons of them had appeared across the globe,
all-consuming and unstoppable. Unable to stand against this
vile horde. the worid’'s clvilizations hid behind powerful
magics and walted for the level of maglc In the world 10
drop below the level at which these creatures could survive.
Once the creatures departed. the people re-emerged to
reclalm thelr land. The creatures have many names. but
Harlequin calls them “the Laemy.”

From Harlequln's research and his own experlences, he
knows that the metaphysical barriers berween the worlds
shouid not yet have weakened (o the point where the crea-
tures can cross from one to the other In any nhumbers. Thls
calamlity should not occur for another 2,500 ycars or so. Yet
Harlequin’s vislon and the results of subsequent research
showed that the creatures would arrlve early-——within the
next decade. In fact—because of a single event In recent
U.S. history.

In the early days of magic’'s return to the modem world,
the now-defunct Unlied States of America fought and lost a
polltical battle with a band of powerful, maglcally aware
Native Americans led by a8 man named Oanlel Howling
Coyote. To force the return of tradluonal Amerindian Jands
to thelr rightful owners, Howling Coyote and others
employed a powerful maglc ritual known as the Great Ghost
Dance, which allowed them (o control the weather and
much of the environment In western North America. To
demonstrate thelr power {and the consequences of setting
aslde thelr demands). they caused volcanlc eruptions and
created violent storms. The Ghost Dancers won, but at a
piice Howling Coyote and his followers had elther falled to
foresee or chosen to accept. $t was blood maglc that pow-
ered the Great Ghost Dance and other, smaller ghost
dances, and the ralsing of such power cost the llves of many
of the Dance’s practtioners.

The dancers may have been unaware of a second
dreadful consequence of the Great Ghost Dance. The
Dance created a “splke” In the levet of the world's magic
at the slte where It was performed:; the expendlituce of life
energy and the powerful emotions raised the level of
maglc In that area significantly higher than everywhere

else in the world. (This effect resembles the background
count concepl described on p. 89 of Grimolre Il, and also
discussed In the Tir na nOg and Germaay sourcebooks.) In
the area of the spike. therefore. the creatures that ravaged
the world millennla ago are “closer”™ to the Slxth World
than at any other place. The presence of the splke shortens
their “Journey™ across the metaplanes from thousands of
years 1o a mere few.

The Sixth World Is doomed unless someone Lakes drastic
action, Knowlng thls, the Great Powers of the world (in the
metaphysical sense) have tapped Harlequin on the shoulder
and told him (o take care of the problem. Of course
Harlequin's going to need a llttle help. ...

PREPARING THE ADVENTURE

It Is Impossible to create a published adventure that pro-
vides the approprlate oppositlon level for every group of
player characters. Some groups are Inhetently more powerful
than others.

The gamemaster must adjust the game statstles and
capabllitles of the opposltion to provide an appropriate
level of difficulty for the group. If the adventure does not
sult the player characters™ strengths and weaknesses, the
gamemasler may use It as an outline to develop an adven-
ture of his or her own. Ot If (t works well except for a quirk
here and there, the gamemaster can change any part of the
plot and story events to make the adventure a better one
for the players.

The adventure suggests Threat and Professional Ratings
for each of the NPCs. As indicated In the SRIt rules, use
Threat Ratlng dice In place of Dice Pools for these characters
{p. 187, SRH). Gamemasters should adjust the actual Threat
Ratings to betler reflect the icvel of opposition presented by
the player characters, especially in those adventures where
malntaining game balance promlses to be exceptionally
tricky. The gamemaster should fcel free to modlfy Threal
Rating dice on the fiy during an cncounter to provide the
proper level of oppositlon. To that end. the text occasionally
Includes notes on how tough a battle or encounter should be
for the player characters,

The gamemaster will ind such manipulation cruclal to
keeping some of the encounters In this adventure at a man-
ageable level The fights In Harlequin's Back work best when
choreographed llke an actlon mavie. Though lead and maglc
flies everywhere, only a few of the bad guys actually get a
clean shot at the heroes at any one time. That limitatlon. and
the appllcation of the SRII Professlonal Ratlng rules. should
help keep large fights under control.

for gamemasters using the first-editlion Shadowrun
rules, the Professional Rating system works as follows. Non-
player characters with a Professlonal Rating of t will withdraw
from a Nght afier taking a Light wound, those rated at 2 will
withdraw afer taking a Moderate wound. those rated at 3
after a Serlous wound. and those rated at 4 will ight until
unconsclous or dead
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PLOT SYNOPSIS

As Harequln Is fond of saylng. "When Fate taps you on
the shoulder, you'd best pay attention. Unfortunately, she has
that blasted hablt of tapplng you on the opposite shoulder, so
that when you tum around she’s actually on your other side,
8)ggling like a schoolglrl. [ hate that.” The fickleness of fate is a
theme that underlies thls entire adventure, as the player char-
acters soon dlscover.

A few weeks before the events of Harlequin's Back begin
In the Shadowrun world. Fate chooses her soldlers for the
adventure’s astral quest. Harlequin belleves that fate s one of
the Great Powers of the universe, and that she decldes or at
least helps along cenain cvents that are “destined”™ to occur,
Harlequin accepts that Fate plays a blg part in the story behinc
the events of thils adventure.

For whatever reason. fate plcks the player characters.
{Harlequin wouldn’t necessarlly have made the same
cholces. but If Fate thinks these refugees from pollte socl-
ety can handie the job, he’ll lay in a big supply of patlence
and good humor ang see how It all turns out.) Her touch
Inltlally mantfests liself In subtle ways; for example, the
characters seem tuckler, and everyone they meet treats
them wlith the respect they've always suspected they
deserved. Animals stop and stare as they pass: blrds stop
singing or suddenly start warbling en masse. Shaman play-
el characters notice increasing numbers of animats appro-
prtate to thelr 1otems following them around. All magiclans
notice that thelr conjured splrits, both old allies and the
newly summoned. behave with unusual deference, In
short, things get welrd.

One night after two or three very pecullar weeks, the un-
ners fall asleep and begin to dream. Though they do not dls-
cover the truth immedlately, they are embarking on an astral
quest—namely, Harlequin’s quest to repe! the creatures that
seek to Invade the world from astral space.

The runners flad themselves on a dark, (onely road that
ends at a river. Sltting at the rlverbank Is a gaudy. tacky,
glass-bottomed boat simllar to those found In various
watery tourlst taps. In fact, the player characters can still
read a time-faded “Aqua Park”™ logo on the boat’'s side. The
boatman. however. (dare we say ferryman?) Is a nlghtmar-
Ish figure that the runners find simultancously terrifying.
oddly familiar, and comforting. The boatman is the Dweller
on the Threshold, guardlan of the metaplanes. He chal-
lenges the runners, forcing them to prove thelr worth to
make thls quest. Though the runners have no ldea what's
really going on, the Dweller glves them a few clues. He
warns them that “thls s a quest most serlous,” and that to
twrn back will bring dlre consequences to them and every-
thing they know.

Once the player characters pass the Dweller’s tests,
they proceed across the rlver. On the other slde. they
appear to wake up. and they find themselves crammed Into
the back of a minlvan driving acsoss a desert in southwest-
e North America. Thelr driver Is Harlequin; navigating In

the front seat next 1o him Is his apprentice. Jane “Frosty”
Foster (famlllar to runners who participated In the orlginal
Harlequtn adventure). Briefly and matter-of-factly,
Harlequin explalns a few of the clrcumstances surrounding
the player characters, though certainly not all. He tells themn
about the effects of the Great Ghost Dance, the Impending
invasion of the dreadful creatures, and the quest the ronners
are about to undertake.

As rwilight falls. the van tums off the highway on to a
dirt road. Hours later, In the depths of the night. the runners
arrive at a place as remote as any they have ever seen. Lvery
one of them. even those not maglcally glfted. can taste the
power there.

Harlequin parks the van, scrs the alarm, and then glves
the runners a final brieRng. He tells them they are 10 search
for Thayla's Volce. the maglcal singlng volce of an andent
and powerful queen that now restdes In an enchanted
Songblrd. (Thayla's story Is told in The Bridge, Part One, p.
22.) Actuglly finding the Songbird, however, s the last stage
of the quest. Before that. the runners must gather items nec-
essary to transpon the bird from where It resldes to where It
Is needed; they must find a cage, a perch or swing, and a
hood to cover the bird’s eyes. Hartequln does not know
where or In what form they will find these things. but he does
know that the runners wilt be tested In each Place before they
can galo the Item,

Harlequin also wams the ruaners to be aware of the sym-
bollc nature of thelr journey; he tells them to look for the
metaphorc as well as the llteral meaning of what they see and
experence, and says that the events of thelr quest will uli-
mately tel them what they must do. Harlequin himself wil)
undertake a different leg of the quest. the search for a cenaln
rAtual needed to complete his appolinted task. He does not
know the nature of the ricual or where he may nd it. Such, he
says. Is the ficke fAinger of Fate.

Note that thougbh the text of the adventures assumes Jane
Foster accompanles the player characters. her presence (s not
required. (f the team does not Include a female character, Jane
foster goes with the runners. If a [emale team member alteady
exlsts, Jane may or may not be present, at the gamemaster's
discretton.

The quest begins as the runners and Harlequin descend
Into the earth and emerge on a huge outcropping that
extends over the edge of a great chasm (see The Bridge. Part
One. pp. 22-26). Far across the gap. they barely can see
whal Harlequin calls the Enemy—a swaming horde of crea-
tures buliding a bridge. The chasm represents the gulf in the
metaplanes between our wosld and the world of the crea-
tures. The outcropplng Is the splke of magic created by the
Great Ghost Dance. and the bridge is the |ourney that the
creatures are undertaking to reach the Sixth World, Harlequin
tells the player characters that they must stop the creatures
before they finlsh thetr bridge. Before he can say anything
else, loathsome beings attack the player characters. A star-
tled Harlequin fends them off, and with a gift of Karma sends
the runners on their way.
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In the first adventure. Aftermath (pp. 27-33). the run-
ners find themselves (n North Amerlca’s Paclfic Northwest
region, in a distant future time following a tersible cataclysm.
In this Place, the runners become Involved In the plight of a
tiny community known as the Enclave and thelr barttle with a
fival sertlement known as the Collective. The team must dls-
cover and retrieve the hood for the Songbird. This item 1s cur-
rently In the possession of the Collective’s leader, a man
named Oscuro. Oscuro is actually a manifestation of a human
named Darke. a contemporary of the runners’ and thelr
nemesls throughout the astral quest. Darke Is an ally of the
very creatures thls astral quest seeks to thwart; in many of
the adventures his avatars symbolize his evil nature by
appearing as dual beings. both human and monster.
Harlequin also has a manifestation in this Place; he is Leroy.
the leader of the Enclave. Thayla Is also present symbolically:
she Is Leroy's wife Talla,

The next Place to which the runners travel blends the
American WIild West of the 1880s with odd. neo-Victorlan
varlations of technology and magic. This adventure segment,
A Astful of Karma (pp. 54-80). pits the runners agalnst the
enigmatic and evll Mr. Trey (a.k.a. Darke), the oppresslve
owner of the local mine. Mr. Trey wants to buy up all the land
around the peaceful town of Valley Hope In order to expand
his nefarious strip-mining operatlon. Also In this Place are a
deaf saloon singer named Cella. the manifestation of Thayla;
the refuctant sheriff Bergamot. the manifestation of Harlequin:
a |ust-out-of-Jail-and-out-for-blood gunslinger named Dred
francls; and Sy Vants, a powerful ranch owner and thug with
a sadistic Interest in Cella. Vants s an avatar of the dark war-
rior, the belng that represents the Enemy (see Elements of
the Story. p. 12 In Running Hartequin}. As an addlidonal
complication, laws of maglc and technology in Valley Hope
do not work qulte ike the runners expect. In this Place they
must find the Songbird’s perch—they do not realize at first
that it Is a plece of bone they will have to take from Trey the
hard way.

The next adventure, By the Sword (pp. 81-102). takes
place In an Arthuran Engfand In which the Grall Quest never
occurred, Lancelot betrayed King Arthur for lust alone. and
eternal winter grips the land untll the murdered Spring
Champlon can be rebom. In this Place the runners must find
“the sword that ran through the best and finest Kalght of the
Round Table.” That knight, however. may not be the person
they expect to find. In addition. the sward is broken; to repalr
it, the player characters must meddle In the maglc of men and
women, of power-rtch places, and of redemption bought with
blood. The player characters must take the mended sword to
the next Place, where an NPC known as the Architect wiil
bulld the cage to hold the Songblird.

The next adventure. The Impossible Dream (pp.
103-119). takes the runners to a realm of pure metaphor
where the Inhablitants spend all thelr time bullding a great
Tower In hopes of reaching unattainable Heaven. The runners’
joumey through this Place Is rife with misdlrection. confuslon,
and lles, and the landscape is littered with hidden meanings
and secrets. High up In the Tower, the foreman (Darke) holds

the lovely Malden (Thayla) hostage to prevent the Architect
{(Harlequin). who helped begin the Tower's construction from
taking steps agalnst him. The runners must rescue the Malden
and free the people of the Tower from the foreman's oppres-
ston. As thelr reward, the runners ask the Archltect to build the
cage to hold the Songbird.

Next, the runners travel to the Placc where the Songblrd
walts. In this adventure. The Songblird (pp. 120-121), the
runners discover the fate of the land Thayla once ruled. They
may also learn that the bird’'s song without Thayia's will
behind it Is not strong enough to repel the Enemy, Bird In
hand (or rather, In cage). the runners retum to the chasm and
the Bridge. more than llkefy belteving that they have finlshed
the astral quest,

Unluckly for the runners, they have miles to go before
they sleep. In The Brdge, Part Two (pp. 122-123), the run-
ners conflrm thelr suspiclon that the Songbltd alone cannot
stop the creatures. Harfequin tells them they must find Thayla
herself, In whatever faraway land she (lves with her dark com-
panlon. Off the runners go to the next Mace. following the
Songblrd to a forblading Victorlan mansion (The
Masquerade, pp. 124-142). The master of the house. Lord
Umberley (Darke), is holding a great masquerade ball at
which the runners are expected. Thayla Is held prisoner In the
manslon by Umberley's brother, Nacht (the dark warrlor), and
the runners must rescue her from Nacht's and Umberiey’s evll
clutches. Umberfey has set the runners up to fall, unaware
that some of the Great Powers of the metaplanes {totems
and so on) have come to the masquerade ball to waich the
final acts of the quest play out.

Having reunited Thayla with her Volce, the runners
return to the chasm (The Bridge, Part Three, pp. 143-1(44),
where they find Darke attempting to pollute the Place so
that Thayla cannot use her maglc there. The player characters
must stop Oarke's blood maglc and destroy his minions In a
glant, cdimactic battte. Once they accomplish this, the run-
ners and Harlequln face an interesting dllemma. The
Enemy’s human aliles know the location of the outcropping
over the chasm. and they also know that Thayla Is there. If
the runners leave her there alone. the Enemy’s allles will
almost certalnly come and klll her. The rupners must freely
choose to stay and guard Thayla. If they do, the Great
Powers Intervene (o protect the place from the Enemy ... for
a time.

RUNNING HARLEQUIN

This section provides a few helpful hints ang guidelines for
running Harlequin's Back. The gamemaster should read
through this book as many times as necessary to become com-
pletely famlliar with both the obvious and subtle aspects of the
story and the way in which al) the elements Interweave
throughout the adventure.

RULES AND LIMITATIONS
The different Places In the metaplanes that the runners
vislt al) have untque rules and laws, espedally for how maglc
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works. The gamemaster should follow the rules wiitten to
tepresent the unlque qualltles of each Place as closely as pos-
slble to help malntain game balance. but may feel free to
alter them to sull the specific players participating In the
game. tveryone games for different reasons, and so the
gamemaster may change the way each Place works If neces-
sary to ensure that everyone has a good time. There's no
polnt in belng falthful to the written adventure If players get
too frustrated or bored sflly.

One rule for maglc applies across the board: NO ASTRAL
PROJECTION IS ALLOWED. Player characters may not astrally
project during the astral quest. Doing so will quickly unbalance
the story and defeat the purpose of the astral quest by revea-
Ing 100 much Informaiion. DO NOT ALLOW CHARACTERS TO
ASTRALLY PROJECT DURING THIS ADVENTURE.

CHOOSING PLAYER CHARACTERS

Though technlcally there are no restrictlons on who can
successfully participate In Harlequin’s Back, the gamemaster
should think carefully about what kind of player characters are
“chosen by Fate™ to ald In the astral quest. Ideally. the partidi-
pants should be more than murder machines. They should
have some redeeming qualltles: compassion, pity. empathy,
valor. for example. They need not be heroes (hey. this Is
Shadowrun—woul!d we limit a Shadowrun adventure to hero-
Ic player characters?), but some positive elemeni should set
them apart from the amoral street scum and double-dealers
with whom they regularly traffic.

The characters’ abllltles should not depend too much
on external equipment. Player characters such as deckers of
riggers, who need machinery In order to use thelr speclal
talents, will have the hardest time playlag active roles in
the story. Some of the Harlequin's Back adventures simply
offer no role for a decker or rigger, even when (ransformed
(o make them approprlate to the setting In which the
adventure takes place (a rigger appearing as a charicteer,
for example). Though such characters may participate in thls
adventure, the nature of thelr ablilties makes such participa-
tlon more dlfficult. Of course, some enterprising players
may thrive on this challenge. As always, the gamemaster
makes (he final decislon.

Any kind of maglclan may play an active part In
Harlequin's Back, though the varlous types may fnd their
magic altered In subtle or dramatic ways depending on the
adventure. Characters with maglcal abllity may not under-
stand the rules of maglc operating from Place to Place. but
then life’s full of chaos. Characters with cyberware retaln their
abllitles In most Places. though the rationale for those abllitles
may shift radlcally.

The adventure By the Sword requires the presence of a
lemale runner. If necessary. the NPC Jane Foster may play
this role.

HANDLING PLAYER-CHARACTER DEATH

Harlequin's Back has important consequences for the
Shadowrun unlverse, and the gamemaster must make an
equally Important dedslon regarding the ultimate fate of the

player characters Involved In the adventure. If characters dle,
the gamemaster may choose one of three destinles for them.

If a player character dles In an adventure, he Is "dead” only
for that adventure and eams no Kama Award for that adven-
ture. He rejolns the group at the start of the next adventure.

A dead player character also may stay “dead” for all the
remalning adventures In Harlequln's Back. In thls case, the
player chaiacter wakes up back In the “real™ Shadowrun unl-
verse at the same time as the rest of the team but with no
memory of what has happened. He keeps hls Karma Awards
for the adventures in which he partidpated. but galns nothing
for the rest. The gamemaster should also subtract the charac-
ter’s Karma from the Team Karma Pool {see p. 191, SRIN).

Third. a player character who dles may simply be dead.
Period. Such a character dles In the physical word as well as
the astral. In this case also. the gamemaster should subtract
the character’s Karma from the Team Karma Pool.

The optlon the gamemaster chooses affects the Karma
Awards at the end of the adventure. If the gamemaster prefers,
he may ask the players to choose what dealh means In thls
adventure.

ELEMENTS OF THE STORY

On the surface, Hartequin's Back lavolves the runners
attempting to prevent the eatly arrlval of the Enemy In the
Sixth World. Underlying thal story is Harlequin's own recogni-
tion of and coming to terms with who and what he has
become. Careful observance of the events In each of the
adventures shows Harlequin (through his varlous aspects)
often unsure and self-doubting, beset by personal demons and
more willing to evade a problem than face it head-on.

The players can do llttle except observe the battle In
Harlequin’s psyche, unless they are very observant and can
manlpulate him during The Bridge, Part Three (p. 143).
Nonetheless. his mental and emotlonal confilct. as much as the
characters’ struggle to thwart the Invading Enemy, drives
Harlequin’s Back. All the tanglble and ephemeral elements
that Harlequin and the runners must examine and embrace or
reject appear in vaslous gulses In each of the Places. Each of
these elements can be represented symbollcally. as described
below. The gamemaster can use these symbols to more dosely
tie together the separate adventures by stressing the common
elements running throughout the story. and as a device to give
the player characters’ acttons deeper signlficance.

Sacrifice

The ultimate denlal of self-interest for the sake of others,
sacrifice Is often the greatest expression of heroism. Sacrifice
can be easlly corrupted f made for questionable reasons.

Redemption
In this story. redemption represents the reclalming of lost
ideals: a retum to older and perhaps better ways.

Thayla
In all her forms throughout the story. Thayla represents
herolsm. sacrifice. strength. and antlstic accomplishment.
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Harlequin

Though loath to admit his own metaphysical part In the
adventure, Harlequin appears throughout as a tom warrlor,
angry poet, and divided soul seeking physlcal and/or spiritual
redemption.

The Enemy

The Enemy symbollzes corruptlon, destructlon, mindless
consumption, decelt, temptation, and obsesslon. Throughout
the story, the Enemy manlfests primarily as Darke and his
shadows, as well as the dark warrior. For the player characters,
Darke represents the opposltion to be overcome and the major
force to be reckoned with, but he Is only a humnan ally and a
symbol of the Lnemy's greater darkness, which is represented
by the dark warrior.

Corruption

The Enemy most clearly represents corruption in the
story, usling the dark warrior a3 its agent, but corruption
also takes other forms. For example, corruption lles behind
many actlons people take to get what they want: accepting
temptation, self-centered behavlor. ego, ambitlon, and so
on,

Beauty
Beauty of shape, motton, expression, thought, and deed,
and 15 value to Individuals and the universe at large, appears

throughout Harlequin's Back. Often represented by Thayla,
beauty is also present In the Songblrd and others.

Conflict
Confilct may exist for good or ill. represented by a dash of
forces (large of small) and/or by desires In opposition.

Transformation

Thayla glving her voice to the Songblird and then retriev-
Ing It, the redempton of Lancelot. and the rebirth of the Spring
Champlon all provide examples of transformatlon.

Restralnt

Restralnt manlfests as restriction and isolation, symbollzed
by the Imprisonment of the Malden, Thayla's Volce captive In
the Songbird, and Thayla heid prisoner by Nacht (the dark war-
rior).

Love

Love appears In Harlequin's Back In Thayla's love of her
land. which leads to her sacrifice. Other possibliities the
gamemaster may wish to explore Include love springing from
beauty and belng betrayed by corruption.

The Runners
The runners represent untried potentlal and the limitless
poss(bllirles of the unknown,
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OVERVIEW

This sectlon sets up the adventures of Harlequin's Back. It
describes events that take place prior to the stan of the story,
events that foreshadow the astral adventure. These odd. inex-
plicable occurrences add atmosphere and suspense to the
characters’ lives at a time when they suspect nothing uausual.
Ideally, the gamemaster should Integrate these events Into
storics and adventures that have no connections. real or Imag-
Ined. to the Hardequin's Back stories. Be pantlcularly subde §f
the players know the gamemaster plans to sun Harlequin's
Back in the near future. Let the players sweat over thelr own
fevered Imaglnings: thelr characters certalnly don’t know
what's golng to hit themn,

HOOKS

The key words here are odd. spooky. welrd. and forebod-
Ing. The followlng events have no quickly accessible explana-
tlons and they should leave the players wondering what's
going on. The more welrded-out they are. the berer,

BEHIND THE SCENES

Big things don’t Just happen suddealy. They bulld
slowly, llke a growing storm, scattering hints for the per-
ceptive observer. The events In thls sectlon should fore-
shadow the maln adventure In much the same way. Weave
these events into any adventures or storles that occur
before Harlequin's Back begins. As always. these events
serve only as suggestions—feel free to extrapolate from
them of Invent different ones.

BARKING CATS

One or more player characters notice that every animal
they see acts uncharacteristically. Sometimes the antmals get
very quiet and stllt around the runners. Other dmes they get
very loud and excited. but seldom violent. Even welrdey, anl-
mals that should behave violently, don’t. Guard dogs trained
o attack, or at least bark, sit and stare with thelr tongues
hanglng out.

Use barking dogs. howling cats, a fleck of birds exploding
suddenly out of a tree. all the anlmals In an area suddenly
belng qulet. all the anlmals watching the runners as they pass,
and so on. Describe the event as offhandedly as possible; let
the players assign as much or as little value (o the events as
they wish.

LUCK IS WITH THEM

For a short time, lower all target numbers for the players
by 1. Don’t tell them why, Just do 1t. This will completely freak
out any “rules-lawyer” players who Inslist on calculadng all the
target numbers along with the gamemaster,

Refresh the runners’ Team Karma Pool suddenly for no
easlly determined reason. To the player characters, it will seem
ltke they suddenly got “lucky,”

Clve the characters a couple of extra successes just when
they can really use them (or even If they can’t). Let the players
determine the actual number of successes as usual, then deter-
mine the final result by adding 1 or 2 additional successes.
Again, don’t tell them why, Just do It. Let them wonder.

SUDDENLY, THEY HAVE RESPECT

Subtly change the verbal tones or body language of non-
player characters, so that for no apparent reason the runners
recelve more respect and/or fear from thelir friends. strangers,
co-workers, allles, enemles, spirits—everybody. Everyone acts
as If something about the characters has changed, something
that no ane can see or tdentify but reacts to. Just the same. The
players cannot igure out what they're doing differently or how
to keep It golng—it Just happens.

PORTENTOUS DREAMS

Dreams are a very common foreshadowing device In folk-
lore and mythology. As the beginning of the events of
Harlequin's Back loom doser, each of the players experiences
such a dream. Choose from the suggestions below. make up
your own, or skip the whole Idea entirely [f you prefer. If han-
dled propetly. portentous dreams can add greatly to the
amblance of the advenrure and give the runners clues to the
adventure’s goals and thelr possible actlons.

A beautlful. raven-halied woman garbed In
medleval dress slts and gazes Into a reflecting pool.
The refiection she sees Is not her own, but that of a
young, handsome elven warrlor in stunning fligreed
armor of sliver and blue crystal. Suddenly, a black
arrow strtkes the warrlot. who recolls In paln. Inky
blackness pours out of the arrow wound, filling the
pool. and the woman screams as a black, olly arm
forms from the surface of the wacer and grabs her by
the hair. It drags her into the water, where she begins
to drown.
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A single tower, topped with a splre of copper
and gold. rises high Into a sapphlre midday sky. The
dreamer is flying, drcling the tower, which rises above
a sprawling, glittering cdty. A woman's voice, so
beautlful and Inspiring that It defies description and
comprehenslon, sings a song. The dreamer Jlses,
rcaches the top of the tower and enters a room there.
The large room Is dozens of meters across and opens
to the alr at each of the cardinal points (north, south,
east, and west). A frail wooden birdcage hangs from a
thin gold chaln In the center of the room. The song Is
coming from inside the cage. Qliding forward and
tooking In, the dreamer sees a breathtaklng white and
black blrd. Its head lifted In [oyous song. The rest of
the cage’s Interior contalns a vile, horrid mess of rot-
ted food. as If the cage had not been cleaned in cen-
turles. Suddenly a shadow falls across the cage. the
bird stammers. and the dreamer awakes.

The dreamer cannot lose the recurring tmagce of a
young ork dashing Into the street to push her toddler
son out of the path of an oncoming automated cargo
truck. The truck strikes the ork. smashing her against
Its grll and pulling her under. to be crushed by each
ol the truck’s six wheels, The dream replays In slow
motlon, and each rime the dreamer sees foreknowl-
edge In the woman's eyes. She knows what wlll hap-
pen If she saves her ¢hlld. and she knows what will
happen If she does not. Lach time she saves the chiid,
and each time she dles slowly and palnfully on the
pavement. her weeplng son pulling at her Jacket as
the last of her blood and breath bubbles from her (Ips.

A shaman character sees the body of her totem
animal impaled on a terrlble, twisted black spear. On
doser examination. the dreamer sees that the weapon
Is made from the bones of children.

A glant tree grows toward the heavens, then Its
leaves and branches wither and dle. and the tree col-
lapses into dead ruln In the space of a few minutes.
The dreamer steps forward Into the debrls and sees a
large coyote mask. The dreamer plcks It up. The eyes
blink. and the mask laughs as the dreamer wakes.

A character with a substantial amount of cyber-
ware finds himself tylng on a hospltal table. He looks
down and sees that hls body Is composed of metal
and wires. A gloved hand pushes aside the blinding
white lamp that shines down on him, and a doctor
leans Into view. Hls hair Is covered and his face
masked. Stlll, the dreamer can see the doclor's pale
face, decorated with a single black dlamond palnted

above hls left eye. The doctor polnts to an identical
table and asks, "How can you hope to save her when
you have no blood?™ The dreamer looks and sees a
stunning raven-halred woman with pale, waxen skin
lylng on the other table. A tube Is connected to her
body In preparatlon for a blood transfusion, but the
doctor holds the other end. The drearmner’s body has
no veins from which to draw blood.

These next three dieam Images provide clues to actlons
the runners will need to perform In the adventure. They do not
have to be given In a dream, but they should be presented to
the players In some way prior 1o the start of the adventure.
They need not be presented In the order written, but the pid-
mary Image of each dream should be strongly emphasized.

A long. narrow plece of shiny metal that Is bro-
ken In two melts quickly, as If subjected to high tem-
peratures. It runs and pools and then slowly rises
upward In the form of a finely wrought cage. perhaps
for a blrd. The sound of a metalsmith at work. lightly
tapplng his tools on metal, can be heard.

A beautlfu) black and whlte bird lifts Its head In
song. but then a palr of hands—one of them male,
the other female—gently plcks up the bird and care-
fully slips a white leather hood over Its head. The bird
accepls the hood without protest and stops singing.

A stunaning woman with black hair and pale skin,
wearing a beautlful red slik gown, crouches on what
seems to be a long white plece of wood. She Is cry-
Ing and trying to sing. but makes no sound.

WHAT'S WITH THE LAUGHING CLOWN?

Different characters at different times see an obese, badly
made-up dJown holding three black balloons and laughing
hysterically at the characters. If they chase him. he hikes his
pantaloons and runs, glggling madly. The runners cannot
catch him.

ODD THINGS OVERHEARD

Meanlingless blts of overheard conversatlon, perhaps
some of the following suggestions. stick in the characters’
minds.

» °l feel like I'm only a shadow of the man | once was,
hopling that no one tums off the light ... ~

* “What did he expect them to do? It wasn’t like he really
cared or anything ... ~

« "It looked fine. Everything looked fine, but how was | to
know? Who'd have thought to look there ...

+ “Gawd. | wish that blrd would stop singing, It's driving
me fraggin’ nuts!”

- “She’s llke a different woman. She's got drive now, a
purpose. I'm not sure | didn't like the old her better ... *
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* "Sometimes you gotta take a stand, tell them you're
tired of the drek and |ust dea) with It. If not you, who?”

LESS THAN TWENTY QUESTIONS

Al some polnt, each of the runners Is approached on the
street by an attractive member of the appropriate sex, who
asks the character a few questlons. The players feel comfort-
able enough to answer without hesitatlon or decelt. Stress this
to the players—they should answer without heslitation or
decelt. The answers must be the complete truth for thelr char-
acters. If they don’t have an obvious answer and feel they have
to “make one up.” let them. That answer then becomes the
truth, Have them answer the questlons In private so none of
the other players can hear. These questlons have been dupli-
cated on a cheery looking form that can and should be photo-
copled from the Player Handouts section, p. 151.

Y. What's your favorite color?

2. The last time you wore a costume for fun, what was It?

3. Under what clrcumstances. If any, would you sacifice yous
life?

4. What's the best thing you've ever done?

S. What's your favonite number?

6. Which great igure from mythology., literature. or the medla
do you {dentfy with?

7. What's the worst thing you've ever done?

8. Under what clrcumstances. If any. would you betray your
friends?

9. What manner of dylng do you fear most?

These questions should occur in such a way as to have no
connection 1o the Hartequin's Back adventures. These ques-
tions should simply worry the players, and provide some
insight Into thelr metaphyslcal llves, Some of the answers
become relevant Inlater sections.

BEGINNING THE ADVENTURE

When the gamemaster conslders the players (o be suffi-
clently rartied by these events, the actual adventure can begin.
A terrible thunderstomm rages across Secattle (or wherever the
runners currently reslde) the night all this begins, Torrendal raln
pours down on the dty. accompanled by blinding flashes of
lightning and bullding-shaklng blasts of thunder. Local weather
mavens are calllng It the “Worst Storm of the Century™ with far
too much glee.

Eventually. the runners find themselves dropping off to
sleep. Though they may be scattered across the cdey, they all
doze off at roughly the same time.

And the fun begins. ...

DEBUGGING

The runners can only get off track in this chaptes by falling
to become neany paralyzed by paranola. Move on to the next
chapter, Into the Desernt, p. 17,
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HARLEQUIN'S BACK

OVERVIEW

The runners are ready to hit the astral road with Harlequin
and jane foster, But they must get past the Dweller on the
Threshold. who marks the official beglnning of thelr astral
quest. They leam some of the reasons behind what's golng on,
Inctuding things they'd probably rather not think about. But
their journey Is only beglnning. ...

TELL IT TO THEM STRAIGHT

Read the following as the astral quest begins:

The falntest sliver of a moon peeks out at you from the
turbulent night sky. You stand with the rest of your team on a
dirt road that Is barely wide enough for all of you to walk
abreast. The road bears signs of frequent passage. but no one
efse IS In sight. The empty road stretches into the darkness as If
it might go on forever. The deep forest on elther side of the
road Is curlously stlll, the sllence unbroken by even the
rustlings of nocturnal wanderers. Even the alr seems stll),
undisturbed by the slightest breeze. The road curves away
ahead of you. If you llsten very carefully, you can hear the
qulet sound of what you tentatively Identify as lapping water.

A doud obscures the mooniight and you can see a faint
glow of what you take to be firelight from beyond the curve In
the road. A barely perceptible breeze blows In that direction.
You walk toward the glow, and the lapping-water sound
grows stronge:.

Read this when the characters reach the riven

The road drops gently down a hlll toward a wide, black
fiver that stretches as far as you can see. At the end of the road
lles a simple wooden dock, a few meters long. lined with a
row of bumning torches.

A long boat Is mcored alongside the dock. The vessel
stretches almost the length of the dock, and it seems to be col-
ored (Ight blue or light green. It scems to be made of fiberglass
and apparenlly has a sec-through glass or plastic bottom. As
you gel ddoser. you can make out the words “Aqua Mark” print-
ed along the boat’s slde In fading block letters. Strange to be
seeing something llke that In this setting. ...

Suddenly. you notice a person standing at the end of the
dock. You aren’t sure If he was there a minute ago. Even In the
firelight. you can barely make hlm out. He wears long, dark.
tattered loose robes. The robe’s hood obscures his face. but
the breeze catches the folds of the garment and pushes them
aside, and for a moment you see¢ something old, dried, and

shriveled. With a twisted. gnarled hand the figure beckons you
to come aboard.

Read this as the boat pushes off from the dock and heads
out across the riven

The robed figure guldes the boat as It moves away from
the dock. You hear no sounds of a motor or any other kind of
propulsion. You look at the figure, stifle a laugh at the comic
contrast created by his presence behind the wheel of the
tounst boat. and realize that someone Is standing back on the
dock.

The female figure Is polsed at the dock’s edge. The light
from the torches sllhouettes her body beneath layers of a sheer
robe that sparkles with a myriad of colors. She waves her
hand. a spray of colored threads fall away from her, and she
fades Into the darkness. ...

You realize your pilot Is gone and so Is the boat. You find
yourselves somewhere else.

Pause a moment, and then read the followlng;

“One of you wouldn't happen to have a cigarette lighter,
would you?” the elf asks. “Rigures we'd get this far and the
damn lighter'd be broken.”

You feel a Jolt and most of you strike your heads agalnst
the low roof of a minlvan. It seems Impossible, but your entlre
team Is packed Into the rear of the vehide. Behind the wheel
slts an elf clad in a black T-shirt emblazoned with some picture
you can’t make out. A pale woman wearing a laded tank top
and black denlm shorts slts next to Mm, riding shotgun. The elf
glances back at you. walting for an answer. and you see that
he's wearing a baseball cap bearing the logo of the Brooklyn
Dodgers (you aren’t sure how you recognlze that). Then you
recognlze the driver. It's Harlequin, He grins.

"Confused?” he asks. as the woman tums toward you as
well, regarding you critically from behind a palr of incredibly
narrow ltallan sunglasses. A moment passes and the woman
sighs. shakes her head and goes back to watching the moonilt
desernt scenery ovtslde the van windows—which you now real-
Ize suelches for kilometers and kllometers In every direction.

“Fraggin’ right you are. Welrd stuff. welrd times, Shaking
the walls of heaven kinda times, ya dig? Don't freak though,
you wouldn’t be here )f somebody didn’t think you could han-
dle it.” He pauses to take a drag from his cigarette. “You
chummers ever done this type of thing before? You know,
slinging about the netherworlds—er, the metaplanes—rfighting
wrongs, performlag grand deeds. all that drek?™ He pauses
agaln, regards them, and then says. “Well, don’t worry about
it. Ya gotta start sometime.”
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Harlequin takes a long drag on hls clgarette, which does
not seem to be bumning down. He gestures with It. “She told
you what's going down here?” he asks. “You know—fate,
Destiny. the Weaver. Kismet, Lady Luck. She’s the one who
picked you for thls, chummers, not me. S0 make sure you pay
yous proper thanks 10 the cosmos when you get the chance.
She tapped me on the shoulder too. and then did that thing
where she darts around o the opposite slde. | hate that.
Anyway, It's not jlke we've got a choice. Had she asked. I'da
sald yes. Only makes sense. after atl.”

He then turns back toward the road ahead and eventually
directs the minivan oft the road and on to a barely visible track
In the hard desert ground.

Read this when the minivan reaches the she of the Great
Ghost Dance:

Without waming. the minivan lurches 10 a stop along the
road, Harlequin studies the surroundings for a moment and
then says, softly, "We're here.” He shuts off the van's engine
but leaves the headlights blazing.

The elf opens his door and steps out, letting the cold night
alr Inta the van You do the same, walking forward to where he
stands, a few meters ahead of the van. The woman )5 the last
oul.

“Can you smell it?” the elf asks no one In particular. “Frag,
| can almost hear It. t0o.”

The van's headlights shine out on 10 a wide. clear area. As
your eyes become more accustomed 10 the JIght, you can sce
that much of the area Is even more barren and flatter than the
land surrounding it. Though llutle llfe 1s visible here In the
deseft, nothing at all scems to want to grow In the flal
expanse.

“1 wonder how many drcles there were. how many peo-
ple.” he says solemnly. “Dld they use drums, or did they just
dance? Did the sky or the ground open up for them? Did any
of the Powers come to watch? How many dled? How many
lived? How many wished they hadn’1? And who the frag
tavght them how (o do 11?”

He tums back toward you, pulling off his baseball cap and
brushing back his halr. “This is where It happened. chummers.
This Is where they broke the spirit, pardon the pun, of the
good al’ U.5. of A. This is where (hey danced the Big Onc. the
Great Ghost Dance. And this Is where we stan.”

Glve the characters some time to Interact with Harlequln
and examline thelr surroundings. then read the followlng:

Harlequin qulelly paces out a large clrcle. roughly 20
meters in diameter, then walks toward the middle of the citcle
without speaking. Jane foster follows him around the edge of
the drcle, but she doesn’t head inside,

finally. Harlequin stops at the exacl center. looks up at the
sky and then down al the ground. He ralses his right hand and
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a small metalllc globe of sitver light rises from It. growing In
brilllance untll It Hllumlinates the entire area In a light that casts
no shadows.

"Magic leaves an Imprint wherever you work It,” he says.
“Usually It's falnly Insignlficant and produces no lasting change.
But when you work maglc on the scale of what was performed
hete, It's a different tale entirely.

“Life’s energles empower maglc. and when life Is expend-
od In that effort, the result can be staggering. And It leaves a
permanent Impression on the area. You see. magle. throughout
most of the world. exIsts at a centaln level. As time goes on.
that level Increases as part of the cycle you call the Sixth
Worid. Maglc rises. then falis away to nearly nothing. following
an ages-old pattern. As the leve!l of magic rises. so do the
aapabllitics of maglclans. There's more to work with. and more
that can be done. And so the dangers increase. 100.

“Cenaln things, cenaln belngs. require a spedfc level of
magic to exIst. And certaln things can only enter our world
when magic here reaches a certaln level. The problem is. the
Great Chost Dance raised the level of magic In this particular
spot to a level far higher than anywhere else on the planet. It's
highes here than it will be on most of the planet for a thousand
years. And because of that, In a far too short amount of time,
creatures from elsewhere in the metaplanes will be able to
enter this world and destroy it.”

He pauses and looks at the runners. His volce carries an
eamest note that's hard to mistake. He Is not exaggerating.

“They've had other names. but let’s Just call them the
Enemy. All they want Js to destroy and consume: they don’t
care about anything else. Not all of them are mindiess, though.
In fact. some of them are qulte brilllant. If things had followed
their natural course and the Enemy didn’t arrive for a couple
thousand years. manking actually might have stood a chance.
By then. maglc and technology would have become powerful
allies. In past ages. when the Enemy came. people elther
fought and dled or hid and hoped to survive, But 2.000 years
from now, | belleve mankind would have been capable of
holding its own,

“But the Enemy capable of entering our world now could
survive and ravage the planet. They need a certaln maglc level
to get in. but most of them could survive easlly without it once
they're here. We'd have no hope agalnst them. We couldn't
even hide with the maglc we have now. Only the fraggin’
dragons would have any hope of living through It. This place.
this level of maglc right here, will soon be high enough for the
Enemy (o slip through. And Il that happens. we're all dead.”

He pauses. “I'm serlous. If they slip In. the planet and
everybody on It Is dead. We've got to stop It. We have no
chaice.”

HOOKS

Agaln, welrd 1s the key concept here. According to the
laws of nature, the runners should not a)l fit In the badk of the
minivan, but they do. Equally as strange. Harlequln’s traveling
companlon Is Jane “Frosty™ Foster (the runners may recognlze
her from previous encounters with the elf) and this odd con-

glomeration s apparently road-tripping through the desert.
Just let this scene play htself cut—there should be enough
golng on 1o thoroughly confuse the players.

The bare. almost featureless spot in the desert 15 the site of
the Great Ghost Dance. and the place radlates both power and
malesty. This locale should be eeric and dead qulet. Ut serves
as a crossroads of the metaplanes, ovenvhelming In fs scale
and Implicatlons. Beyond describing the area. the gamemaster
doesn’t need to do much 10 set the mood. The runners should
quickly figure out the significance of the slte on thelr own.

BEHIND THE SCENLS

The astrad quest has begun. Officlally. It begins when the
runners pass the Dweller on the Threshold. but thar rdtual is a
mere technicallty here (even the Dweller knows it) Remember
that from this polnt on, all the adventures take place entirely In
asual space. It may took llke the real word. It may even hunt
like the seal world. but it s something completely different.

Though Harlequin's Back Is an astral quest. this adven-
ture does nat use the standard Shadowrun rules for such a
Journey (pp. 93-97 of the Grimolre. Second Editlon).
Harlequin represents the primary motivating force of the
quest (though the runners must complete it for him) and hav-
Ing been ralsed and taughl maglc in a different age. his view
of the metaplanes )s different from the modem (clrca 2055)
view. Many of the prindples are the same, but the questor
does nat simply move from Place to Place untll he or she
finally reaches the Cltade!l. Harlequin's metaphysical under-
standing of things is much less linear than that. and It Is his
view that matters. {Yes, this does mean that a character’s
world view shapes how maglc works for him In the
Shadowrun universe.)

Resolve all encounters on thls astral quest using roleplay-
ing rules. The players should handle events as If their chasac-
ters were really involved In physical encounters. Reslst the
temptation to allow the characters to resolve encounters with a
few simple die rolls; these events hold far too much impor-
tance to the survival of thelr world for the player characters to
get off that easy. The player characters must play out events for
themselves.

BEGINNING YHE JOURNEY

The quest begins as indicated In the Arst Tell It to Them
Straight entry. Though the runners do not know It, they are
approaching the Dweller on the Threshold. (NEVER explaln to
the players exactly what is golng on during Harlequin’s
Back. Ler them Rgure things out for themselves.) The envl-
ronment Jn thls part of the astra) quest Is very limited. Any
character who attempts to ieave the road and enter the forest
reappcars on the other slde of the road. Astral perception
shows the same vlew of the environment. Spellcasting works,
but the spells have no effect. Guns and other pieces of tech-
nology also do not work, though characters with cyberware
wlll not feel hampered in any manner. No nature splries
answer a3 shaman’s call here, and any clementals a hermetic
mage may have on call appear dbut tell the magldan that they
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are “forbidden to reveal what is happening.” They also refuse
to answer any questions, regardless of the magiclan’s ablliry
to compe! them. A character who attempts to walk the other
way down the road eventually reaches a curve that takes him
to the edge of the river, The runners cannot avold the
Dwelter.

These characteristics apply to the area around the boat
dock and the short boal nde as well. Any actlons the players
take bring them back to the dock or the boat.

At the dock, the runners encounter the Dweller In the
guise of the robed figure. When the figure moves. the run-
ners hear the sound of dry leaves rustling. After the Rgure
beckons the runners to the boat. It speaks. Each runner hears
the voice of a long-dead loved one (this scene |5 most effec-
tive If each runner feels some gullt about that indlvidual’s
demilse).

“Welcome to this place Beyond.™ It says In Its frightening-
ly famlllar voice. “You may come no further untll you have
been Judged worthy.”

At this point, a paricularly savvy player character may
reallze that this ts an astral quest. If the characters do not real-
Ize the nature of thelr surroundings now, they should soon. As
soon a$ It his them, the players are bound to point out two
things. First, If this Is an astral quest why are the mundanes
present? Good questlon—do not answer It. Second, why can’t
they stop the quest and retumn to thelr bodies? Another good
question with no answer. (The answers have to do with the rit-
ual Harlequin performed to involve them In the quest. The ritu-
al lles beyond the runners’ understanding and Harlequin's nat-
ural abllicy—he performed it at the real location of the Great
Ghost Dance. using the higher magic level there—and should
remaln a mystery.)

The Oweller now calls each of the runners by name—thelr
real names. not the slily street names they go by. He also
brands them by naming some particularly nefarious deed they
have performed. If necessary, consult the answers provided to
the short questionnaire from Foreshadows, p. 16, for some-
thing damning. Give all the runners equal treatment, equal
time. equal embarrassment. (If the runners Uy, they cannot
defeat the Dweller, Individually or collectively. Any character
who attempts to do so Is dumped unceremonlously In the
rlver and plucked out agaln. dripping wet, to stand back
among hls comrades.)

Next. the Dweller tests cach runner. The gamemaster
should choose one skill or Attribute that exempllfies the char-
acter and come up with some test that shows the character’s
abllity In that area. Resolve a test of that sklll or Attribute (no
Dice Pools of any kind apply) agalnst a Target Number (5.
Astrally actlve players may remembe: that the target number
for this test Is usually the Quest Rating and should sensibly be
afrald. Note any successes each character generates on thls
test. Multiply the number of successes by 3 ro calculate the
character’s personat Karma Pool for the duration of the astral
quest. The players do not know it yet. but thelr characters do
not have thelr normal personal Karma Pool or thelr normal
Team Karma Pool for these adventures. The points they get
here are the only personal Karma Pool polints they get. {For

more Informatlon, sce Harlequin's Glft. p. 26 In the following
chapter.)

Nommnally. characters who fall the Dweller’s test return
to thelr bodles and cannot participate In the quest. Not so
In this case, If a character falls the test—and It's likely most
wlll—the Dweller simply regards him or her silently and
then says. “Despite your fallure, desplte the fact that you
are not worthy of the tasks before you, desplte the fact that
you are nol worthy of the companionship of those who
have succeeded. | am forbldden to deny you passage.”
Agaln, player characters may know this Is simply wrong
under standard quest rules. but the Dweller offers no expla-
natlon. (The Great Powers are Interested In this quest. and
they have decreed that all the runners shall pass. Though he
doesn’t really know I, Harlequin has friends In high places
on thls trip.)

Once all the sunners have been humilllated. tested, and
perhaps humlliated agaln. they enter the boat. It rocks precarl-
ously as they dimb aboard. espedlally If the team indudes any
troll or ork runnecs. Onge the runners settle themselves onto
the tiny benches. the Dweller glides behind them to the rear of
the boat and steers It away from the dock. Read the players the
third sectlon under Tell it to Them Stralght.

The runners cannot Interact with the female figure who
appears on the dock as they leave. This is Fate, weaving the
final threads to send the player charactees off on their quest.
The runners will not know this, of course, dbut they might
guess.

ROAD TRSP

After the boat fades away. the runners ind themselves sit-
ting In exactly the same posktlons in Harlequin's minlvan.
Luckily, the aJr condltioning is working.

The minivan Is only a representation of the group’s |our-
ney. Like the road In the previous sceng, the minlvan Is a limit-
cd environment. Any actlons the runners may take bring them
back to the seats In the minivan.

Here. Harlequln wears a T-shirt emblazoned with the
Image from the cover of the Pink Floyd album Dark 5ide of the
Moon. (for those of you not famlllar with the arcwork, it
deplcts a pAsm with a single ray of white light entering on the
left side and radlating as a prismatlc spray on the other side.) A
palr of faded jeans, cowboy boots. and the Brooklyn Dodgers
cap complete his clothing. A beaten up denim Jacket Is draped
across the back of hls seat. It has no adomments, except for a
small yin-yang pln.

Jane “Frosty” Foster Is riding shotgun. Bracelets on her
wiists and a pendant that hangs down under her shin look Iike
they might be focl. She remalns aloof from the conversation
unless the runners ask her direct questions. Otherwlse she
keeps sllent and watches the desert pass by.

The minivan itself Is a falrly nondescript vehide with gray
carpet, blue fabrlc seats, a radio that plays any statlon the pas-
sengers might deslre, and working alr conditioning. The dga-
rette lighter does not work. The glove comparment contalns
nothing. but on the dashboard sits a small, suede-textured fig-
ure of a German shepherd, whose head bounces up and down
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on a spring as the van travels along. The vehicle’s doors cannot
be opened. and the runners cannot exit the minlvan.

(f none of the ruaners offers a dgarette lighter, Hartequin
conjutes a small burst of lame to light the clgarette that hangs
in his mouth. If any of the runners complalns about the smoke,
he ignores them. The windows do not open but the alr condl-
tloner does a decent |ob of keeping the alr moving.
Unforrunately, It also tends to blow most of the smoke into the
rear of the van.

When Harlequln talks, he Is agitated and rambling. He
talks a lot and speaks rather quickly, because. truthfully, he's a
little scared. It's been ages since he was <alled on to perform
anything llke what he and the runaners are about to artempt,
and he Is worrled that he’'s out of practice. Such tasks may
have been commonplace n his youth. but now ... If you need a
model for his behavior. think of a high-strung. sarcastlc come-
dian on a verbal rear.

If any of the runners try (o ask him questions after he
speaks his plece, Hartequin waves them off. If they persist, he
scowls at them and says, “Look. | can answer the questions
now that I'll answer later anyway. or | can concentrate on drl-
ving this thing. Trust me, thls Is not the kind of place where
you want to get lost.” Jane Foster has fallen asleep by now and
remains that way vntll the van reaches the site of the Great
Ghost Dance or the runners deliberately wake her,

If they wake her, Jane can answer some questlons,
though she's not wllling to really say much, considering
Harlequin himself Is sitting right there. A}l she really knows Is
that the group of them are on some great astral quest to take
care of some “problem.” Harlequin has not told her the spe-
cific nature of the problem, and she’s unwilling to speculate
(though she has a pretty good Idea of what's going on). She
doesn’t know exactly where the van is headed, which could
be anywhere. considering that they're driving In astral space.
(Again, she has a reasonable Idea about where she thinks
they're headed. but tacks the confldence to trust her own
research and Instincts.) She can’t explain why the junners
were chosen. She can tell them that she and Harlequin Ialtlal-
ly planned to recruit fellow questors themselves, but It qulck-
ly became apparent that someone or something clse was
making thelr cholces for them. She’ll add, “Like he says,
when the universe taps you on the shoulder, you listen—and
you fry and stay out of Its way.”

Time passes: the player characters can do llttle. and
Harlequln will not talk to them rlght now,

SHALL WE DANCE?

If any of the runners enters the actual area of the Great
Ghost Dance—the Rattened. barren clrcle of land. about 20
meters In dlameter. described at the end of Tell It to Them
Stralght—he or she iImmediately senses the power present.
The Dance was effectively “blood magic™—people died wili-
ingly to fuel the magic. and the echoes from that sacrifice can
still be felt. Mundanes experlence the echoes as lightheaded-
ness and agltatlon. Maglclans experience much more—dou-
ble a character's Magic Attribute If he or she Is a shaman,
halve it if not.

Unlike the road leading to the Dweller, or the minivan,
this site Is a “real” place. Technology and forms of magic
work here. Astrally percelving (an odd thought. considering
the runners’ location) subjects a maglclan to an overwhelm-
Ing blast of emotion and power. Any maglcian looking into
the astral must make a Wlllpower Test to reslst an attack of
SO Stun. No Dice Pool of any kind can affect this test. Any
Stun damage taken Is recovered at a rate of about 1 box per
minute. The sensatlon Is not permanently damaging, Just
overpowering.

Other than the flamess and barrenness of the area, nothing
Indlcates that this Is the site of the greatest exerclse of maglc
In the modem era.

After Harlequin's ominous splel, the runners no doubt will
ask plenty of questlons. Answer them as best you can using
the Information presented here. A couple of likely questons
and Harlequin’s answers follow:

Why us? ~“Got me, kid. Llke | sald, fdidn’c plck you, Lady
Luck dld. Thank her when you see her.”

What can we do? “)'ve got some Ideas on that, but we
gotta go elsewhere to take caze of business.”

Can we wamn anyene? “| did. Most of them didn’t believe
me. Not that I'm surprised. they were always a falrly self-cen-
tered tot.”

Can | go home now? "Nope. we're all here for the long
haul, llke It or not.”

How powerful Is the Enemy? “Individually. they vary In
power from total punks to dragonslayers. Some have already
been summoned or slipped through. That's the way It goes.
The problem Is that when the rest come. they come llke an
ammy. A huge. un-fraggin’-stoppable army.”

Are the bugs the Enemy? “The /nvae? Not hardly. Just a
pesky nulsance. those things. The Enemy aren’t true spirts llke
the bugs. They're much more physical. The bugs also need a
minimum level of maglc before they can be summoned. but
the Great Ghost Dance only accelerated their appearance by a
couple hundred years. Not that they're much of a threat any-
more.” (Thils question assumes that some player characters
know about the Insect spirts as presented In the Shadowrun
adventures Unlversal Brotherhood. Queen Euphorla, and
Double Exposure.)

Once Harlequin has answered some questlons, the sliver
ball lighting the area begins to Ricker. The etf looks up at It.
winces and says. “Okay, rime to cross over, Everybody drcle
around me.” As the runners gather around. the ball drops
down level with the elf's head and then disappears. plunging
the area back Into darkness.

“Let’s see whal we're up against,” Harlequin says, and
suddenly It's day.

DEBUGGING

Agaln, little can go wrong here. This scene feaves the
player characters fittle lecway to stray from the events as pre-
sented. Move on to The Bridge, Part One, p. 22.
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OVERVIEW

In this section. the runners get thelr first glimpse of the
Enemy. Harlequin takes them to the Chasm and the Bridge to
see the progress the Enemy has made in spanning the gulf to
our world. Harlequln 1ells the player characters the story of
Thayla’'s Song and what they must do to bring the Songbird to
the Chasm. When the Enemy somehow attacks from this side
of the Chasm. the runners must repel the attack and begin
thelr quest.

TELL IT TO THEM STRAIGHT

Read this to the players Immedlately followlng the condu-
slon of into the Deser:

The light {s blinding. baghter than the noonday sun. The
als Is dry and harsh, and a stiff wind blows hot agalnst your
faces. You biink. cough, and reallze that the desert seems very
different. Where before the scrub-covered ground was broken
and rocky, It's now Nat. parched, and cracked Then you realize
no sun hangs overhead: the sky Itseif throws a bright. colorless
light down on ¢verything.

One of you gasps. and the rest turn. Two Impossibly deep
pits lie on elther side of you. You cannot see the far slde or the
bottom of either. You stand on a narrow strip of land some
hundred meters across that stretches away from you between
the two plts almost to the horizon. Nearly lost In the haze of
distance, you think you can make out something.

You all stare at this slght. slack jawed and speechless for
long minutes. untll you realize that Harlequin has set off down
the stretch of land. Jane foster following a few steps behing,
He waves at you to catch up, and you do.

After a pause, read the following:

You [oflow the el for some time. A small part of your
mind, perhaps the last rational plece. wonders how much time
has passed as you've walked. Hours? Days? Years? Then. In
the haze far ahead of you. your destination appears. and you
reallze that you haven't been walking behween two plts. You
see that you are on a huge outcropping of rock that |uts kito-
meters out over & chasm—a chasm whose bottom you cannot
see. The ground grows broken ang rocky, and you must climb
through the treacherous terraln for the last few hundred
meters. As you reach the end of the rugged ground and top a
small crest, you look down on an unbellevable scene.

The outcropplng ends abruptly. and beyond It lles a wide
open space and roaring wind. The far side of the Chasm Js
barely visible, bul you can make out what looks llke a bridge

stretching away from the land on that slde. The dark construc-
tlon Is already kllometers long, landng out across the Chasm,
and a horde of beings swam over it. You cannot quite Idendfy
them. but whatever they are. they are building at a feverish
pace. llke so many ants.

“They'te coming. you see.” Harlequin says. shouting
against the roar of the wind. “And the Great Ghost Dance. this
outcropping. has made It thousands of years easler for them.”

Read the following when the Enemy attacks:

Harlequin yells and you tum and see something ctambering
over the rocks. Al first you mistake the creatures for glant spl-
ders, but then you see what yau had taken for legs are actually
long, furred tentacles. Then you realize that the black. furred,
amored bodles of the beasts had once been human, The crea-
rures’ heads have sunk Into their shoulders. and long talls whip
behind them as they scuttle over the rocks. low (o the ground.

The six foul things see you and suddenly leap. bridging
dozens of meters In a fractlon of a second. Thelr terrible stench
reaches you a heartbeat before they do.

HOOKS

This landscape represents metaphysical phenomena, The
Chasm 1s the gap of Ume and metaspace the Enemy must
cross ro reach our world. The outcropping. shooting more than
two-thirds of the way across. represents the Great Ghost
Dance. This Is a place of grand power and mysticdsm, a place
where the fate of the world hangs In the balance. This place Is
neither calm nor simple.

BEHIND THE SCENES

The dark ground |s mottled with blacks, browns, and
grays. The Rat carth Is parched and cracked and sustains no
life. piant or anlmal. On three sides of the outcropplng lie the
Chasm, a bottomiess hole of blackness that seems to descend
10 the very beginning of time Itself. A fierce wind roars from its
depths. and the sky overhead Is filled with chuming black
cdouds that occaslonally break to reveal a violet so deep that
It's hard to took at.

The runness may possess any of thelr usual gear when
they materiallze on the outcropping. and it all funcrions nor-
mally. They cannot carry all their gear, however. so determine
what equipment each player character seems to use most
often and supply them with those Items. Deckers may have
thelr decks. and riggers can command one small drone. All
other gear. spells. and foc! appear and functdon nomally.
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Make the trek across the outcropping seem dreamllke.
The players should sense time passing as they walk, but be
unable to judge hours or minutes. in fact. make the characters
feel as If they have Journeyed forever. Let the players think
they are walking across a strip of land tlll they reach the Chasm
edge. then reveal the land to be an outcropping,.

A stretch of tom and broken ground marks the end of the
outaoppling. The debrls rises three to four Hmes the helght of a
troll, and the characters must dimb over It, carefully and slow-
ly. After a small rise- near the end of the outcropplng. the bro-
ken ground gives way to a flat arca. maybe 20 or 30 meters
across. Then the ground drops away Into the Infinite depths of
the Chasm,

Auoss the Chasm. the runners can barely see the far side.
The rock face seems the same as what they have just crossed.
but no detalls are visible except for the bridge being construct-
ed toward the outaopplng. The player characters cannot Iden-
tify the swarms (hundreds? thousands? mllllons?) of figures
performing the constructlon. but thelr continuous progress Is
immediately apparent. even from this distance. It will only be a
matter of time before the bridge spans the Chasm,

Harlequln allows the runners a few moments 10 absorb the
wene. “This Is the heart of reality, whece Intention and polen-
tial take physical form, where desire Is manifest and things are
everything that they seem ang more.

“As you can see, the Enemy Is coming.” he says as he
points to the barely visible framework of the bradge. “It's belng
made of the bones and spint of thelr own kind and those
they ve vanqulshed. Normally. they'd walt for the two sldes of
the Chasm to grow natusally doser. as they will over ume and
as the maglc level of our world rises, But they can see the out-
cropping. and they know what It means.”

The player characters wlll probably have some questions
at this polnt. The followlng paragtaphs outline everythlag
Harlequin {s willing to say about the Enemy and what Is golng
on. Paraphrase answers to the characiers based on thls Infor-
mation. Harlequln shrugs off questlons he Is unwlliing or
unable 1o answer. Certaln bits of this Information also appear In
other parts of this book for easy reference.

HARLEQUIN'S ANSWERS

The Enemy comes from another place in the metaplanes
that Harlequin cannot Identify. He also cannot say whether thls
place is real, Imaginary, symbolic. or physical. The Lnemy can
pass into our word during a window of opporunlty near the
peak of the mana cycle. That cycle will peak in about 2.500
years. with the Enemy’s window occurring roughly 300 years
on either side of the apex.

The tnemy comprises primarily physical creatures, not spli-
its in the sense that 2 1st-century people use the term. Many dll-
ferent kinds of creatures make up the horde. most with unlque
powers and abllities. These highly magical. temibly vidous crea-
wres lack any remorse, plry. consdence, or care. They exist sole-
iy lo consume. The more primitive ones consume physical mat-
ter—rocks, soll. rees, animals, Aesh. The more Intelligent and
powerful creatures—the truly dangerous ones—seck to con-
sume less tanglble things like emotions. paln, desire, hopes. and

fears. Hundreds of thousands. pechaps mitlions of these vile
aearures exist. (Meta)human dvillzatlon has never successfully
stood agalnst them, though modem technology might have bet-
tered the odds—In another rwo millennia or so. In 2055, howev-
er, humankind doesn’t stand a chance.

Some of the Enemy have already entered the world.
through smaller. temporary spikes In the maglc level. Some
have been called across through summoning rltuals perfarmed
by Ignorant fools. Most of those fools have pald dearly for thelr
arrogance. for now, only a few, perhaps a score, of the Enemy
exist In the world of 2055. Note that the Insect splrits, the
invae, are not the Enemy, though these creatures come into
our world In a simllar manaer. In fact. the Enemy will gieefully
consume all the bugs they can find when the time comes.

Harlequiln teils the player characters that only one way
exlsts 1o stop the Enemy from crossing the Chasm early—ren-
deting the outcropping unusable for them. Ang he believes he
knows how to do just that.

Thayla’s Vaolce

Harlequin tells the runners a story to explain hls plan for
stopping the Enemy. (The tale is duplicated on page 152 in the
Player Handouts section for convenlence.) The elf' s volce and
manner seem very distant and distracted as he tells the story.

Ages ago, before written memory began. lived a queen of
great beauty and even greater heant. Thayla relgned over a rich
green valley nestled between two mountaln ranges that rose
like spikes Into the heavens, Under her rule. the land she loved
prospered, and her people lived thelr days In Joy.

Lach moming, Thayla greeted the rising sun with a Song.
She sang In a volce as cdear as the alr and as bright as the great
buming ord liself. Nothing foul or dark could prosper In her
land, for her voice was too pure for such abominations to bear.

One night. an amy of dark crearures made to enter the
valley, seeklng to overrun the prosperous land and corrupt It
with thelr vile presence. Thayla rose that morning as she
aways did. and upon seeing the black army. sang. Her volce
filled the valley with power and hope.

The evll horde, shown the depravity of thels existence by
her volce. had no cholce but 10 Ree. And as they did—nunning
and flying with wild abandon for refuge beyond the valley—
one black soldler slowed and. for the briefest of moments, lis-
tened to Thayla's Song.

Days passed. and the terrible army remalned beyond the
valley, fearful of the Song. finally. driven by thelr dark masters.
they surged forward agaln. And agaln Thayla sang.

As belore, the foul creatures fell back blindly. unable to
stand even a few pure notes of her voice. But again the lone,
tall warrior whth halr and eyes of dark fire lingered and listened,
if only for a few moments, before fieeing the valley.

The next time the creatures approached Thayla's domain,
Iess of the army came, The rest were unable to masshal the will
necded to enter the valley. But again. the lone dark soldler fell
back last, so that he could hear her Song.

finally. not one of the black army would come. Not even
the terrible threats of their vile masters could push them for-
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ward. But still a single warrior In ebony and red armor would
slip into the valley before each dawn and listen, and after a
time, watch as well.

The black figure advanced to where he could see Thayla
standing high upon the terraces of the great sprawling dty that
surrounded her palace. And he would watch her every mom-
Ing, as she rose and greeted the new day with the Song. And
as he listened. blood lowed from his ears and his skin blistered
from the powerful purity of her voice, but he would not tum
aslde. He would not flee from her Song. And so he stood, lls-
tened, and watched.

Then one night, the dark warrior slipped Into the dty as
Thayla stept. He aept Into her dtadel, sat at the foot of her bed
and watched her.

When she woke and found him there, she called for her
guards. but none were strong enough to move the dark was-
dot. She called her sorcerers. but none were wise enough to
banish him. She sang to drive him away. but though his body
and splrit were wracked with paln. he stood strong and firm.
enraptured by her beauty.

Unable to drive him away. the great Queen Thayla dedd-
ed to Ignore him. Though he stocd at hert side, she ate without
speaking to him. Though he ran alongslde as she took her
horses out for exerdse. she dld not look at him. And though
he stood sllently nearby as she slept. she did not acknowledge
his presence.

Each morning, she would rise and greet the sun, singing
loud and strong so that the dark army walting beyond the val-
ley could not enter. And each momling, he stcod beslde her
and cried tears of blood and fire at the pain and |oy her voice
gave him,

And so thls went on for some time. Thayla slept. sang.
and performed her royal dutles. 8ut the black warrior stayed at
her side. and slowly the land began to darken from his pres-
ence. The animals of the field sickened, as did the people. The
crops would not grow. and dark and terrible clouds filled the
sky over the valley.

Thayla knew the black soldler was the cause of all these
things, and so she asked him to leave. He dld not even answer
her. She trled to trick him Into leaving. but he would not be
fooled. Then she trled to force him away. but he could not be
broken. FAinally, she begeed him to leave.

“But | do not wish to leave.” he replied. These were the
ficst words he had ever spoken to her. and his voice was llke
dried leaves blown on the autumn wind. "Your beauty 15 like
none | have ever seen.”

“But you cannot stay,” she told him., “Your presence Is
destroying my land and my people.”

"I care not for your land or its people.” the warrlor told
her. 7| care only for you.”

Faced with his determination, Thayla wept. Slowly her
people dled. Finally, she called her greatest advisors together
and told them what they must do.

“As you know, the presence of the dark warrior Is destroy-
Ing our land and our people.” she sald. "However, he will not
leave my slde. We cannot make him leave, and so I must lcave
the land and take him with me.”

Her advisors walled at her words. “But you cannot! It 1s
only your volce that holds the black army at bayl If you leave,
we will certainly diel”

Thayla nodded. for she knew this to be true, but sald,
will leave, but my volice will remaln.” And with that she
charged her most powerful sorcerers with the task of pladng
her voice In a songblrd that would greet the rlsing sun each
mornlng as she had.,

They searched the land and found the finest songblrd of
all. And as the sun rose, they performed the dcual, When the
fArst light appeared the next mom. the bird sang with Thayla’s
Volce, and the Song held the dark army at bay.

The sorcerers rejoiced at thls, but when they tumed to
congratutate Thayla. she and her dask shadow had gone. They
searched the land but could find nelther of them.

But the Songblrd rose each moming. And with a volce as
pure as the clear ale itself, It sang the Song. and the black army
trembled In Its tracks. unable to enter the valicy.

At this polnt. Harlequin pauses for a long time. He stares
across the Chasm at the Bridge and Its temrible englneers. and a
vague sense of uneasiness Rils the alr. Finally, he rums back to
the runners and says, "I belleve If we can bring the Songbird
here, the Enemy will not be able to stand against Thayla's Volce.
You have to find the Volce, though It will not be an easy task. |
must remaln here and prepare this place for the Songbird.

“You worry about knowing where to go—fFfate will guide
you. But you must be observant and cunning In each of the
places you visit. For what you must do wilil not always be obvl-
ous, and It will often be steeped In symbolism and metaphor.
Draw on every experlence you have ever had—remember
everything you are told. everything you dream, everything that
happens to you and around you. The most Inconsequential
things may hold dire Importance. You must do more than look
and llsten, you must see.

"1 do not know predsely what you wlill need to do. except
that b wlll somehow be related to what we are attempting
here. You must find a way to bring Thayla's Volce back here.
The Song. Queen Thayla, the Songbird. the Enemy—they may
manlfest in many forms. In many guises. so you must stay
awase. ... " His volce ualls off as he stares beyond the runners
toward the broken terraln behind them. Suddenly the eif polnts
and shouts, “To the rearf”

As the runners turn, read the players the final sectlon
under Tell it to Them Straight, p, 22

THE ENEMY STRIKES

This fisst antack of the £nemy uses creatures that nelther
the runners nor Marlequin have ever encountered. These crea-
tures are unique. terrible maglcal constructs of the Enemy.
Technically, they were “bullt” millennta ago. but they now
breed by Infecting host bodles and changling them.

The creatures are fast and powerful, but this fight is
designed to frighten the player characters, not to defeat them.
Frighten them bad. feel free to fudge numbers to ensure none
of the player characters die here (ah, the true value of a
gamemaster's sczeen).
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Determline Inltlative per standard rules; no sumrlse sltua-
tion exlsts. Two of the slx creatures attack Harlequin Immedl-
ately. He has no magles prepared {(assume he has an unpre-
pared Inltative of 8). Roll for the creatures’ artacks and then
roll a large handful of dice for Harlequin's Damage Reslstance
Test. (Note that Harlequin has no game stadsiies: In this adven-
ture he serves as a plot device to push the story and the run-
ners In the right dlrection. He should not be permanently
harmed In this Aght. and so resolving all the usual tests serves
no purpose. But let the players worry that Harlequin may be
killed, which would leave them on their own.)

Harlequin goes down hard, twitching and frothing, as a
result of the double attack. He’'s not dead—not even dose—
but force the runners to use some healing maglc on him after
the fight (see below).

Enemy Crawiers (4)
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10 8x5 12 6 8 6 (6 7 8/10
Inltlative: 7 + 4DG
Threat/Professional Radng: 6/4
Attacks: 3

Tentacle Attack (x 2): Melee Combat Artack Dice = 13,

Damage = 12M Stun

Mouth Bite/Venom (if both tentacles hit): Melee Combat
Attack Dice = 13, Damage = fvery 2 net Melee Combat suc-
cesses reduce the victim’s Reaction by 1. Success may be off-
set by the viciim’'s Melee Combat successes. per standard
tules, and by a standard Damage Resistance Test. Reactlon
reduction wears off at the rate of | polnt per minute after the
fight has ended. Any Reactlon reductions affect cyberware,
bloware, and maglcal bonuses to Reactlon as well.
Notes: The creatures move qulckly across the ground or by
leaplng (distance raveled Is the same. leaping Js Just more
impressive). They make no noise.
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Make It hard, but not Impossible, for the runners to deal
with the creatures. If the ight proves too tough for the player
characters, reduce the creatures’ Threat Ratings to more man-
ageable levels. The creatures have no Damage overflow. so
once they're dead, they're dead, and they vaporize In buming.
twisting sprays of ash. Any creatures knocked unconsclous do
the same after a few minutes.

Regardless of what seemed to have happened, Harlequin
is alive and recovering after the fight. though the runners need
to assist him with heallng magic or some sort of technological

medlcal ald. (For the purposes of any Heal or Treat spells the
runners use, Harlequin's Essence Is effectively an 8. Do not
explaln this, merely provide It as informatlon. Harlequin him-
self will not answer any questlons on the subject.)

Use of healing maglc leaves Harlequin better, but still
weak. However, he Is now forewamed.

THE GATE

After the attack, Harlequin begins to create a mystical
gateway to send the runners on their way. He tells them that
because they are already in the metaplanes, the creation of the
gate Is simply a traditlonal rdtual, used to mark the beginning
of quest, and a gesture he belleves appropriate.

That sald, he walks over to the flat side of a large rock,
removes a huge plece of chalk from the pocket of hls coat and
begins to draw on the rock (as he does so, Jane Foster quletly
says to one of the runners, "He usually uses the chalk to play
hopscotch on the sidewalk.”), After a minute or two,
Harlequin's drawing beglns to resemble a door.

If a player character with astral perception uses It to exam-
Ine the drawing. he or she sees that Hardequin Is Inscribing the
door with lines of force—apparently nothing powerful. In fact,
the enchanting doesn’t even seem to have a purpose. (It may
be completely symbolic, just as Harlequin sald.)

His work takes hours, and he gradously refuses any assis-
tance, induding any offered by Jane Foster. who grows more
and more nervous. (Jane refuses to talk about the source of her
anxtety—Harequln’s taught her much but kept her faldy shel-
tered. She has never tested his Instruction and Is concemed
that the elf Intends to send her off with the group without even
an explanation, let alone more information than they have.)

Once Harlequin completes the doonway—an ornate, 6ll-
greed design created with excruciating detall—he brushes the
chalk dust from his hands. filps the small plece of chalk remaln-
Ing to one of the runners and begins to address them.

"It's ready for use,” he says. “Before you head off, you
need to know a few final things. Each Place you go. the rules
wlill differ. Your equipment may or may not arsive with you.
your maglc may not work the same. for all | know, you may
not even be yourselves in some of those Places. But no mat-
ter whail happens. no matter what you see. always remember
the Mace )s causing the changes. No matter what you have,
no matter what you are carrying. no matter what your
options. your sharpest weapon wlll always be your wit and
cunnlng. Pay attentlon, listen, look for the patterns, see
beyond the obvious, If you don’t, you may fal! and be lost out
there forever.

“Now, you will also meet things ... ~

At thls polnt, a second wave of creatures attack. Any
guards the runners have posted see the creatures advancing. If
the runners have not posted guards, Harlequin's volce tralis off
and he finlshes his sentence by saying, ™ ... more often than
you'd ltke.”

Initlally the runners see six of the same creatures as
before. Let the players begin to plan a defense. Then a dozen
of the creatures appear. And then more. At thls point,
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Harlequin's face becomes very dark as the shapes of other
things begln to move among the rocks.

If the runners participated In the first Hardequin adventure.
Harlequin turns to them now and says, "My sword, If you
please,” (He Is referring to the omate sword thrown to one of
the shadowrunners at the end of that adventure, He knows full
well that ts only value was monetary, but he’s decided to yank
the runners’ chalns.} When the runners’ only reply 1s a blank
stare. Barlequin clutches at his heart and says. “You didn’t
bring my sword? Do you have any ldea what It was?™ He paus-
es, walting for an answer (the Enemy continues to dose). Then
Harlequin winks, saying. “It’s okay. | have another one.”

A flash of maglcal energy among the rocks grabs his
attention. He waves the runners toward the door in the rock.
“Gol” he yells. "Go qulckly! A sorcerer stands among them,
and he will try to break the gatel™ Harlequin begins to walk
toward the approaching creatures. As he does, wisps of what
seems 10 be water vapor swirl toward him and begin to wrap
around hls body, forming bright. almost crystaliine armor.

By this time, the runners should be moving toward the
rock door. If any of them hesitates, staring at the chalk door-
way. Harlequin yells, "Open }t. you bloody fooll” as Jane Foster
steps up and pulls It open. The chalk door opens just like a
regular door. except that It Is two-dimenslonal (it has no

depth). Once the door Is open, a dry hot breeze comes
through. Jane Immedilately steps through the doorway.

A flash of deep green lightning strikes Harlequin, forking
as 1t hlts and reboundIng Into the rocks. The elt curses as
dozens of crawling creatures surge over the rocks. Turning
toward the runners, Harlequin cuts his right palm with the nails
of his left, drawing biood. As the runners dart through the
door. he snaps hls right hand toward them. spraying them with
hls blood. The droplets strike the runners and they all feel a
warm shot of power rush through them. "My luck goes with
youl™ he cries.

As the runners pass through the doorway, they see
dozens of crawling creatutes rushing toward Harlequin and
the doorway. and behind those creatures, larger, fatter things
that flash with dull green energy. Harlequin Is walking toward
the crearures. The white and blue crystalline ammor 15 formed
nearly solld around him, and In quick succession three globes
of energy surround him and contract. wrapping around his
body and fading from view. finally. as the last runner enters
the doorway. Harlequin snaps his right arm and wrist to the
slde, and a long. thin-bladed sward with an ornate hift
appears In his hand. The blade gleams with a light all its own,
and rivulets of Rire erupt where the blood from his hand runs
along It. Then the creatures descend on him and the lightning
strikes agaln. ...

Blackness lies behind the doorway, and then the runners
slowly arrive in another Place entlrely. ...

HARLEQUIN'S GIfFT

Harlequin's statement of "My luck goes with youl™ was
more than mere dramna, Lach of the runners already has a per-
sonal Kamma Pool with a number of polnts determined by each
character’'s encounter with the Dweller In Into the Desert. p.
20. Those are the only personal Karma Pool points they have
for the entire adventure of Rardequin’s Back.

Thanks to Harlequln, they also have a Team Karma Pool of
50 polnts. All the standard rules for Team Karma Pools apply,
except that the polnts from thls pool do not return once
they've been spent. They are gone for good, regardless of
whether the runners dellberately bum the polnts for automatic
successes. Do not reveal the nature or amount of this poo! until
after the players have spent some polnts.

DEBUGGING

Agaln. Illttle can go wrong here. Balance the Inltial
encounter with the Enemy's creatures to make It challenging
but not deadly. If any of the runners take the blg dlve,
Harlequin invokes some heavy juju to restore them to life. Give
the player characters a good scare. but do not malm them,

Dissuade any runners who stay and try to fight the second
wave of creatures, If one or more of them tries 10 do this,
Harlequin fires a concussion-blase spell to knock them through
the door. Let them try to reslst the attack all they want—fudge
the roll result If necessary. and blow thelr wiliful (irtle hoops
Into the next scene.

From here. go to the fArst adventure, Aftermath, p. 27.
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AFTERMATH

“The great peaks of honor we had forgotten—Duty,
Patriotism, and—clad in glittering white—the great pinnacle
of Sacrifice, pointing like a rugged finger to Heaven.”

—{Lan Lloyd-George, London, September 19, 1914

OVERVIEW

The runners find themselves In a post-apocalyptic Paclfic
Northwest, in an area they may recognlize as what used to be
Seattle. The nature of what destroyed the area. ot how long
ago It happened. is never made dear. Here they encounter the
Enclave, a survival communilty In trouble. Time and the difficut-
ty of making It through each day have taken thelr toll on the
area and the populatlon. and it seems unlikely they will survive
on their own much longer. Apparently. their only hope lles
with another communlty known as the Collective, located sev-
eral hours’ jourmney away. The Collective s not exactly a saving
grace. however, as its people seem to want enly conquest, not
cooperation.

Because this Is the first Place on the player characters’
qQuest. they may be surprised to see Harlequin's famlltar face In
the form of Leroy, leader of the Enclave. Technlcally speaking.
Leroy Is not Harlequin—they simply share many common
attributes and aspects. Observant players galn Insights Into
Harequin's nature by observing Leroy and others like him they
meet during thelr quest. Likewlse, Talla represents Thayla, who
Is wlilling to sacrifice herself for her peopte. The similarlty of
names alone should be enough of a clue for the runners to
make the connection. If they fall to recognize her from that
<lue, it's okay—they’ll get a few more chances to make the
rght connections.

Eventually, the runners meet this Place’s manlfestation of
Darke as Oscuro. leader of the Collective. Oscuro holds the
item they need to obtaln In this Place, a leather hood for the
Songblrd.
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TELL IT TO THEM STRAIGHT

The heat hits you llke a physical blow—llke the breath of a
blast fumace or a summer breeze from Hell. You can actuaily
feel It sucking the moisture from your skin and throat. Wind-
blown dust scours your eyes. Harsh, gritty sand shifts under
your feet.

Where In the name of the Splrits are you? You look
around, scoping out your surroundings.

You're standing on dusty ground. If asked to describe it,
you'd probably call it a blasted plaln, except it's not really a
plain. It probably used to be a plaln, before some selsmic nastl-
ness wrinkled It llke a synthslik shint dried on high heat. Now
blighted by parallel ravines, each about ten meters wide and
slightly deeper and separated by knife-edge ridges. artlstically
It's a dramatlc locale—but not a place to spend any time.

The land slopes gradually upward toward movuntalns in
the distance. No—volcanoes. three of them. spaced almost
evenly along the horizon. Active volcanoes at that. all topped
with sullen fire, belching thick plumes of smoke and solld par-
tides into the hot, dry air. Between you and the distant flery
mountalns lle foothllls of naked. blackened rock. And in the
middle distance. something looks llke a forest—but not the
pure. pristine forests of the tribal lands surrounding Seattle.
Even at this distance, this looks llke a forest out of an elf's
worst nightmare. dark and twisted and somehow Innately
wrong. Depressed by this dlasted landscape. you tum your
gaze 1o the skes. hoping for something better.

All you get Is more disappointment. The sky Is a rolling
rumoll of clouds, chuming llke the vislon of a spedal-effects
wizard after a three-day bender. Blllowing smog you assume is
filled with polson. no doubt belched out In megaton quantities
by the volcanoes. rolls so low you Imagine you could touch it.
Bolts of a slckly yellow lightning lick through the doud masses.
The heavy douds give you the Impression of twilight ... but
there’s an area near the zenith that's marginally bAighter than
the rest of the sky. That has to mark the position of the sun.
doesn’t it?

As you shlft nervously from foot to foot. you flnally notice
that your clothes and gear feel strange. You look down.

frag. whal's happened? You're no Jonger wearing your
famillar “business sults™ covered with pockets and pouches
bulging comfortably with extra clips, grenades, and other wiz-
zer toys. Instead, you're wearing very fitted, very retro black
Jeather [lumpsults. No armor, no hardened plates, Just supple,
glove-soft leather. Your retro-chic fooitwear’s gone, too.
replaced by lace-up combat boots. Damn It, you feel Ilke
refugees from an anclent, low-budget biker movle.

And what happened to your weapons? There's not a gun
Jn sight. and you're also missing your personal exploslves,
your cell phones, your detonators, and every other tech toy
you own. In their place, you find gear so primitive you've only
ever seen It in fat-screen vid and old-fashtoned paper books.
Knlves. mainly—and not even good knlves. Not a monoblade
or vibroblade among them. Just brotal chunks of metal, with
hilts of wood (wood)) and bone. still bearing the Impresslons
of the hammer blows that forged them. Knlves, and projectile
weapons you'd probably call crossbows except they don't
have the stablllzers. recoll absorbers. and laser sights common
to every crossbow you've ever used.

If any of the characters has cyberware, read the followling:

And what the frag happened 1o your cyberware? You feel
llke you stlll have the advantages it gave you, but there’s nary
a plece of chrome In sight.

It the momentum of the runners’ fight with the ~alacom”
tums agalnst them, read the following:

On your home turf, with your usual gear, you'd reduce
this fiying horse to dog food without breakng a sweat. Here?
Unless you get redlly lucky, the fragger Is going to use your
chest cavity as a feedbag.

Something flashes through your peripheral vision. For a
moment you fear that My Little Twisted Pony brought his
friends. But then you realize what It was you saw.

An arrow as long as your aim Just Rew past and buried
ltself fletching-deep (n the horse’s shoulder. followed by
anothter one that whooshed by a centimeter from your head.
The second arrow bites deep only a hand’s-breadth from the
first one. The winged horse throws back Its head and It
screams Its agony at the douds.

Once the alacom Is down, read the following

As the winged horse collapses In a pool of Its own blood.
you tum your attentlon to your newfound allles.

Your three rescuers approach cautlously, glving you time
to see that they're all female, all human, and all dressed much
the same as you. All three carry simple recurve bows almost
as tall as themselves—not the pulley-and-wire compound
bows you're used to, but obviously eficlent as heli. On thelr
backs they wear quivers holding more of the sheaf arrows that
did such a Job on the horse.

The woman you guess (o be oldest of the three lays her
bow carefully on the ground, and—unarmed—steps toward
you. “| am Maranda.” she says. staring intently Into your eyes.
“Who are you. and where does your alleglance lie?”
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AFTERMATH

HOOKS

The runners should get a distinct feeling of “| don’t think
we're in Kansas any more, Toto.” This metaplane combines the
fammlllar and the shockingty different. a comblnation tatlor-made
to aeate a vaguely nightmarish atmosphere. Unfamiliar dangers
lurk over every rise—and perhaps In the clouds above—and the
“ground rules”™ on which the runners usually depend (such as
their edge of sorcery and cyberware) are no longer valld. £ven
when thelr apparent allies arrive, the runners continue to experl-
ence the nagging feellng that all Is not quite what It seems.

BEHIND THE SCENES

The first thing the runners will notlee, after taklng In the
particularly inhospitable landscape, Is that they themselves
have changed. They'd better get used to It fast. because thls
Place Is sending a nasty test thelr way sconer than they expect.

CHARACTER MODIRCATIONS

The following sules suggest ways for the gamemaster 10
translate the characters’ weapons, cyberware. and powers Into
appropriate equivalents for this world, and describe how maglc
works In this Place.

Weapons and Equipment
feel free to lavishty
embelllsh the fact that
the runners possess
only very primitive
weapons. The
gamemaster chooses
the equlpment each
character now catrles,
keeping In mind one

Spirit’s force Ratlng

Less than half shaman’s Charisma
Shaman’s Charlsma or less
Greater than shaman’s Charisma

CONJURING DRAIN TABLE

Cyberware and Bloware

The runners also lost their cyberware. The characters sull
possess most of the abllities and advantages normally created
by thelr cyberware, but no evidence of the technology exists.
In this Place, cyberware becomes the equivalent of a physical
adept’s special ablities. Characters retaln any bonuses (o rat-
Ings and other advantages conferred by Intemal cyber systems.
Cyberware that affeces the outslde world {cyberguns. radlos,
and so on) ceases to exlst. These same rules apply to bloware.

Unfortunately for them, though the runners must do with-
out many of the wizzer features for which they pald preclous
Essence, thelr Essence Ratings on this metaplane remain the
same as they were on the streets of Seattle. That sald. the
gamemaster should also base hls dedslons of what weapons,
abllides, and advantages to give each character on the person-
alitles of individual characiers and players. “Power gamers”
who measure success according to the amount of chrome they
can Jam Iato thelr chasacters’ bodles might be outraged to And
themselves reduced from the metallic gods of thelr everyday
llves to the capabllities of "mere” off-the-rack humans. Because
the maln Idea of playlng Shadowrun Is to have fun, gamemas-
ters should tempes thelr dedslons with a sensltivity to what
players will accept.

Maglc

This metaplane affects maglc In three distinct ways: spell-
casting works different-
ly. summoning offers a
few qulrks, and when
assensed astrally, the

Draln Level environment of thls

(M) Physlcal Place looks even nastl-

(S) Physical er—more scourged and

(D) Physical rwisted—than [t does in
normal sight.

basic rule: no weapon
exists In this Place that
doesn’t use muscle power, directly or Indirectly, to do dam-
age. Knives, swords {not katanas), axes, and clubs all appcar
in this Place. as do bows and crossbows (light or medium
only: no high-tech compound or windlass-cocked heavy
crossbows). And no firearms or explosives. Because these
represent primitlve verslons of bows and crossbows (no com-
posite materials here), reduce all Power Levels listed for
these weapons by .

The runners must also get along without thelr other wiz-
zer tech. The transition to this “netherworld™ stripped them of
all electronics and other tech toys. They have no communica-
tlon devlces (apart from thelr volces). no computers or
cyberdecks, no laser range-finders, not even a piezoelectric
dgarette lighter.

The runncers also lost thelr armor. The leather clothes they
wear offer an Ammor Rating of 0/2. When they start feebing vul-
nerable, the runners might try to Jury-rig armor for themselves:
the gamemaster decides whether or not they succeed and
determlines the resulting armor ratings.

On this metaplane,
spellcasting works In a
slightly different fashion than on earth. The runners won't know
about these differences untll they actually try casting spells,
Some consequences of this modlfied mana-flow they'll proba«
bly never understand and will certalnly never mastet.
However, the natives of thls Place understand exactly how
maglc works here. angd some Inhabltants have mastered the
techniques of spellcasting at a terrifylngly high level.

The maln difference s that. in this Place, every type of
spelicasting represents a form of “blood maglc.” All spells
draw thelr powetr from. In part. the llife energy of the castér or a
(willlng or umwilling) “donor.” Spelicasting as blood magle also
mcans that all unresisted Draln causes Physlcal rather than Stun
damage. Whenever any character casts a spell. wounds spon-
tancously appear on the caster’s body and begin weeping
blood. If the caster reslsts the speli’s Draln, these wounds
cavse no damage, creating a purely “cosmetlc” effect that adds
to the atmosphere. If the caster falls to completely reslst a
spell’s Drain, the spontaneous wounds cause actual damage.
These wounds can be treated normally using first ald or healed
with maglic. (Of course, casting a healing spell opens up
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wounds on the caster ... ) Even If a caster successfully reslsts all
Drain, repeated use of maglc eventually tums him Into a blood-
soaked mess. (A secondary consideration is that this physical
manifestation of spellcasting Immedlately tells nadves of the
Place If a character uses maglc. Reactions to this information
will vary, as seen In later sections.)

Spelicasters may power thelr spells using the life encrgy
of a “donor.” rather than thelr own life energy. This appears
1o be a simple (albelt gruesome) process: as she casts a spell,
the caster opens a wound In the donor. The severity of thls
wound varies according to the power of the spell belng cast,
The caster must physically Inflict the wound on the donor.
who must be within arm’s reach. For symbolic reasons, most
casters who use this method cut the donor with a knlife. By
using the blood and life force of a donor to power thelr
spells, these casters avold the more unpleasanl conse-
quences of blood magic: they take unresisted Draln as Stun
rather than Physical damage, and do not show the usual
spontaneous wounds. The donor takes a number of boxes of
Physical damage equal to the force of the spell, and may
attempt to reduce this damage by making a Body Test
agalnst a target number equal to the Force of the spell, Every
2 successes reduces the damage taken by |. Wheither of not
the donor Is a volunteer, he or she must be motionless.
restrained, or otherwlse Incapable of reslstance.

Actualiy kllling the donor Increases the Force of the spell
by +3

Uslng the llfe force of a donor to powcer a spell appears to
be simple. but Is actually a complex procedure requliing the
caster to modlfy the spell in Intricate. yet subtle ways The run-
ners CANNOT learn thls procedure. The skllls requlred to
power spells through donors and Increase a spelt’s force by
kllling & donor belong salely to the “villains™ In thls adventure,
and are Included only to add an extra touch of horror to the
story. None of these technlques will work on any other meta-
plane or in the “real world.”™

Something about thls metaplane also affects the way con-
|uring works. When a shaman summons a splrit. he does aot
necessarlly open wounds on hls body. but the character takes
all Drain as Physical damage. and all Damage levels Increase by
1 stage. Modlfy the Con|uring Drain Table, p. 140, SR, as fol-
lows. .

Theoretlcally, this metaplane does not affect a mage’s abll-
Ity to summon clementals. Unfortunately, this theory remains
untested, for such summonlngs requlre a conjuring lbrary. and
such rthings Just con’t cross the metaplanar barriers to this
Mace.

All other maglcal abliitles. Incuding the powers of physl-
cal adepts, remaln unaffected.

ATTACK FROM ABOVE
After giving the characters some time to come o terms
with thelr environment. have each team member make a
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Perception (8] Test. Those who achleve at least | success
notice something diving toward them out of the overcast sky
and have time to react. Those who fall to achleve even a single
Success are surprised.

A strange creature piummets out of the sky toward the
runners, swooping down on them Jlke some glant hawk. It
looks llke a black-furred unlcorn with huge, black-plnioned
wings. Its single horn—as long as a human’s forearm, and
sharp as a needle—Is blood-red. While normal unicorns
ermanate an aura of peace and tranqullilty, this beast radlates
an ajr of sheer. bloody-minded violence.

flytng Unlcom

Known In these parts as an “alacom” (wlag hom), this
ferodous carnlvore prefers Its meat kicking and screaming,
Unltke most predators, the alacom kitls for the Joy of It as often
as for food, and rarely retreats, even from a losing fight.

B Q S C | W E R Attacks
7 5x5 7 — 3/4 4 (B) 5 B8M. I Reach
Inttlative: S + 206
Threat/Professtonal Rating: 6/4
Powers: Venom
Weaknesses: Vulnerabllity (volcanic rock)

CONDITION MONITOR

UGHT  MOCIRAME SE0Us DEADLY
STUN STUN STUN STUN
AR b 7 Mg L3 el
STUN 3| [ 3 e -—]
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PHYSICAL LJH. £y o rore
UGHT  MODERATE SEROUS DEADLY
WCUND  WOUND WOUND W OUND

UNEXPECTED AID

The runners should find the ight with the alacom heavy
golng without thelr farmlllar weapons. Let the runners realize
Just how deep In the drek they have sunk, then bring in the
equallzers: three watrrloss from the nearby Endave (see The
Endave, p. 34). (( It looks llke the runners have the fight under
control, the newcomers stand at a distance and simply watch.
If the three warrlors—Maranda (the leader). Tela. and
Brannen—decide (o help. they stay well out of the fray. pound-
ing arrows into the alacorn whenever they get a safe shot
through the meiee.

When the alacorn goes down, the warrlors cautlously
approach the runners, led by Maranda. She reacts susplciously
to any Indlcations that the runners ysed magic (those weeping
wounds give it away)—in her experience. the only people who
use maglc are enemles of the Enclave. She's developed a
sense for the enemy over the years, howevers. and the runners
|ust don’t "Rt the profile.” She’s willling to trust her gut instincts
on the Issue.

Once she feels mostly confldent that the runners are
not In service to the enemy, she Invites them to the Enclave
to meet her leader and her people. She does not provide
any speclfic Information, even }f questioned. about herself,
her people, the land, or thelr destinatlon. If the runners
press the Issue, she grudgingly reveals that thelr destination
Is a place called the Enclave, and that a man named Leroy
leads the communlty. In response to any other questlons,
she simply says that Leroy will glve them whatever answers
he sees fit. After she extends the Invitation, Maranda rejolns
her companlons, and the three of them set out across the
wasteland. The runners may declde whether of not to fol-
low. Judging from the angle of the sun. and based on the
(unconfirmed) assumptlon that they're In the northern hemil-
sphere, the runners can conclude the warriors are leading
them west.

Maranda

In her early thirties, black-haired Maranda has a marathon-
er's body, all whipcord musdes and pent-up energy. Her skin
Is parchment white—her assoclates share the same complex-
lon—but this paleness Is a natural result of environmental con-
ditions, rather than a result of sickness or malnutrition (as
denizens of the sprawl might assume). She doesn’t say more
than she has to, but gives the Impression that she hears every-
thing. She never looks completely comfortable without her
bow in one hand and a sheaf arrow—ready to nock,. draw and
loose—In the other, Like her two assoclates, Maranda is a
phystcal adept. (Residents of the Enclave do not consltder phys-
Icat-adept abllitles 10 be “maglcal™ In orlgin. and so people
possessing these abliites eam no taint of the susplcion with
which these people view sorcery.)

B Q S C A w L M R Ammor
S 5 4 2 4 S 6 6 4(5) 0/2
Inltlative: 4 (5) + 106 (206)
Threat/Professtonal Rating: 4/4
Physica)l Adept Abtlitles: Combat Sense (2). Improved Abllity
(Projectlle Weapons +2). Increased Reactlon (+1), Increased
Reflexes (+ 1)
Sklils: Armed Combat 4, Ellquette (Endave) 6, Leadership 2,
Projectile Weapons 4 {Bows 0), Stealth 3 (Wllderness 5),
Unarmed Combat 4
Gear: Bow (STR Min 4. SM). 12 Arrows, Knlfe (4L), Leather
Clothing (0/2)

CONDITION MONITOR

UGHT  MODERATE SEROUS DEADLY
STUN  STUN STUN STUN
IR o7 Thi# 3 1hue] -
STUN ¥ b i s —I
PHYSICAL Timi|  [5] i ozs
UGHT  MODIRA SROUS DEADLY
WOUND  WOUND WOUND WOUND
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Tela and Brannen

Simllar in general appearance to their leader and also
physical adepts, the sisters Tela and Brannen look about five
years younger than Maranda. They lack Maranda’s self-confi-
dence, and they serously distrust the stzangers. Without per-
mission from Maranda—which she probably won't glve—they
refuse to speak to the runners.

B Q S C ) w L M R Armor
5 4 4 I 3 5 6 6 4(5 0/2
Infdative: 4 (5) + 106 (200)
Threat/Professlonal Rating: 3/3
Physical Adept Abllitles: Combat Sense (1), Improved Abllity
(Projectile Weapons +2). Increased Reaction (+1). Increased
Reflexes (+ 1)
Skilis: Armed Combat 4. Etquette (Enclave) 5. Projectiie
Weapons 3 (Bows 5), Stealth 2 {Wllderness 4), Unarmed
Combat 4
Gean Bow (STR Min. 4, 5M), 12 Arrows, Knife (4L). Leather
Clothing (0/2)

CONDITION MONITOR

UGHT  MOCERATE SERICUS DEADLY
STUN STUN STUN STUN
STUN 51 13 R$4y v
1IN 2y 3TN e
PHYSICAL Lw’ jor Ky o
LUGHT  MODERATE SERIOUS DEADLY
WOUND  WOUND WOUND WOUND

DEBUGGING

A suspldous team might declde to probe Maranda’s mind
magically to take the Informatlon they want. The warriors’ reac-
tion to whatever maglc the runners already used should due
the team Into what response to expect. but If they Inslst on try-
Ing it, let them ... and then let them pay for thelr foollshness.
As soon as a mage or shaman stants to cast any spell, superfl-
dal wounds open on his fiesh, telling Maranda and the other
warriors what's happening. In an instant. the three archers
snatch up thelr weapons and do thelr best to drop the player
characters In thelr tracks. If the runners fall 1o go down Imme-
diately, the warriors make a fighting withdrawal in order to
wam the Enclave that enemies lurk in the area.

If the runners declde not to follow Maranda or otherwlse
dienate her, let them wander around aimlessly In the waste-
land for awhlle. Just when they think they're never going to
find thelr way out of this dismal sltuadon. let them stumblc
across the Enddave (see The Enclave. p. 34), Of course. without
Maranda as escort. they receive a far less friendly welcome. As
long as the runners avold dolng anything stupld, like attacking
the Enclave’s defenders, the team can get back on track when
they appear before Leroy.

Co to The Enclave, the next section.
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TELL IT TO THEM STRAIGHT

How much longer can thls go on? You've been trekking
across this blasted wasteland—scrambiing up one knlfe-edged
ridge after another, stumbllng down the other side—following
the three black-dad women who lead you on at a killing pace
for at least three of four hours. you think.

And lt feels llke a week, which would account for the
sandpaper rasp of your throat. You've got no supplies—no
water. no clectrolyte replacement—and your three less-than-
friendly tour guides aren’t carrylag anything to offcr you elther.
Not that they seem to notlce any discomfort, of course. No
matter how tough the going gets—and It's pretty fragging
tough—the three archers don’t slacken thelr pace for a second.

At least you're moving away from the volcanocs and that
dark, rwisted forest you spotted when you arrived. for some
reason, that makes you feel Immeasurably better about the
whole thing,

You rcach the bottom of another narrow ravine, cursing
loudly as the loose rocks shift under your boots, threatening to
sprain an ankle, and brace yourself to dimb up the other side.

Your guldes are already halfway up (bloody fraggers). Are they
never goling to stop?

After the team travels far five hours or so, read the fotlowing
You reach the top of another brutally steep ddge. and you
stop 1o glve your screaming muscdes a break. In the far dis-
tance—west. you think—you see the silver reflectlon of light
oft water. There's a curving shoreline maybe ten klicks away,
then the ocean, dotted with slands.
Hey. walt a tick ..,

As soon as the runners recover from the shock of reallzing
they're standing where Seattie should be, read the following

Your tour guides barely manage to hide thelr Impatlence
and pity at your apparently Irrational dalms (o recognlze this
area. As soon as they can get you moving agaln, they tum
hard right and work thelr way along the top of the ridge
Muscles buming. you follow.

The golng seems a lintle easler now, and after slogging
along for a few more minutes, ycJ see what must be the
archers’” destination. Maybe a Kick ahead of you to what you
guess is the north, the land Rattens out slightly. The rdge you're
walking on widens. and [oins other broad ridges to create a fat-
topped area—almost a mesa—a good 700 meters wide. A
rocky knoll rises from the middle of the mesa, and atop that
knoll stands something that has to be thls "Enclave™ Maranda
mentoned. for the dozenth time you resent the absence of your
binoculars angd other viston-enhancement alds as you try 1o
examine the setttement from afar.

The Enclave Is nothing spedal, you can tell that even at
this distance. In fact, It reminds you of the artists’ Impressions
of Paleollthic villages you've seen on the Archaeology Channel
when the Urban Brawl game’s blacked out. There's maybe a
dozen bulldings—and calling them bultdings Is belng chanta-
ble—ranging In slze from lintle blgger than a phone booth to
the slze of a three-cas garage. They all seem to be made of
stone. but not the cut-and-dressed type. Just various-sized
boulders plled up (nto something that serves as a shelter. The
roofs look green and you assume they're covered with whatev-
er passes for turf In this Mace, presumably supponed by wood
beams. A rough wall of stone, a tumble-down affalr of plled
rocks that you udge to be aboul three mcters high. encloses
the entlre serdement. Halfway around the drcumference of the
wall you see a gate made from what looks ilke heavy. rough-
hewn beams of wood. Maranda and the others stride on, their
pace Increasing now rhat their destination’s In sight.

The archers stop five meters away from the gate and gen-
ty lay their bows down at thelr feet, The movement comes
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aross as ritualistlc, an Impression confirmed when Maranda
and the others look expectantly at you andg the weapons you
still cradle In your hands.

Glve the runners a moment to decide whether to set thelr
own weapons down or hang on to them, then read the fol-
lowings

You see movement atop the walls framing the gate.
Guards, of course. shelicred behind rough battlements of plled
stones. Your skin crawls as you Imaglne sham eyes taking a
bead on you over the Jron sights of crossbows.

But instead of the dull thwap of a bolt belng fired. you
hear a muffled order from above. and the heavy gate
swings open. Your guldes plck up thetr weapons. [As you
follow sulti They gesture for you (o follow them through the
gate. You take a deep breath and stride into the heart of the
Enclave.

A large man wearing much the same dothes as everyone
else walts Just Inslde the gate. He caries a agossbow, cocked
and loaded. but not qulte pointing at anyone.

Maranda crosses to him and speaks quickly In a volce too
low for you to overhear. The meaningful glances she keeps
shoollng al you. however, makes it a no-bralner to guess the
topic of conversation. When she stops talking, the man looks
you over coolly. "My name Is Gareth,” he says at last. “Go with
Maranda. Leroy will speak with you later.” Then he tums and
walks away, obvlously assuming that his orders will be obeyed
without question.

Maranda rums to you. "Come with me.” she says Ratly.
She leads you deeper Into the Enclave to one of the smaller
buildings. Opening the door, she polnts Inside. “In there.” she
tells you. “Don't try to leave, Leroy will speak with you.” The
continuation of the thought—"when he’s damn good and
ready”—is left unspoken.

HOOKS

Maybe thls Place Isn’t qulite as far removed fram the “real”
one as the runners first thought ... and probably hoped. The
realization that the blasted wasteland s actually Seattle after
“the BIg One™ or some other. more devastating scourge,
should be a real shocker.

Upon first meeting Maranda and friends, the ruaners
might well conclude they're In some kind of replay of Mad
Max, and that version of the sltuation will work just ine, When
they enter the Enclave, give them the strong impression that
this world Is even more squalld and depressing than the one In
that anclent flat film. and assure them that no Mel Gibson ana-
log will show up to Improve the scenery. The runners should
definitely sense—eventually, If not at once—that this sodety Is
on its way out,

BEHIND THE SCENES

THE OCEAN
When the chasacters first spot the dlstant ocean. have all
the players make Intelligence (6) Tests far thelr characters. A

Successes Result

0 The rocks under your feet—they're Just
rocks, chummer, for all you can tell,

1 The rocks you're examining don’t seem to
fit Into any of the familiar classifications:
sedimentary. Igneous. metamorphlc. and
so on. Obvlously. some strange ecologi-
cal processes have been at work around
here.

2 You finalty make sense of what you're see-
Ing ... and your chest and throat tighten
S0 you can hardly breathe. Some of these
rocks ... they'te not real rocks. They're
fine conglomerates mixed with coarse
aggregate, with a high metallic content.
In other words—ferroconcrete. But ferro-
concrete exposed (o enough energy to
change Its chemlcal structure almost
beyond recognltion,

3. But walt, there's more. You can’t qulte put
your finger on It, but something Indlcates
it wasn't radlant heat and radiation that
did this to the ferroconcrete. Your first
thought was that Seattte got nuked to
rubble at some Indeterminate time In the
past. Yet now, you're nol so sure,
Something really strange has happened
here ...

single success allows the character to realize why thls view
looks disturbingly familiar.

Read the following aloud, addressing It speclfically to the
players whose characters achleved at least | success:

Tox and damnation. now you know what's been niggling
at the back of your mind for the past few hours. You've been
here before. Well, not predsely here, but ...

That big volcano behind you—thal's Mount Ralnler. And
that one to the north—Mount Baker. And the one on the hon-
2zon off to the south—that's got to be Mount St. Helens. To the
west, that's Vashon Island. and over there Is the peninsula
where Brementon would be In the real world.

And right where you're standing, this would probably be
deepest. darkest downtown Aubum.

You're home ... In a manner of speaking.

The runners will almost certainly want to question
Maranda about thelr discovery. The warrior has no interest
In discussing these strangers’ Nights of fancy. but If they
Insist on asking her about landmarks and other signs of this
clty they apparently dreamed up. she’ll malntaln that she
has no Idea whether there ever was a clty on (his slte. As
far as her people’s storles go back. the land always was as
It is now.
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Players into the post-apocalyptic scene may set thelr
characters to examlinlng the area. looking for confirmation
that this is actually the Seattle area after some kind of holo-
caust. The only source of this confirmation Is the rocks undes
thelr feet. If the runners follow this angle, have the players
make Physlcal Sclences (6) Tests (a concentratlon In Geology
Is definitely relevant),

WELCOMING COMMITTEE

Though the runners have to figure It out as they go along,
Gareth Is Leroy's most trusted lleutenant, and so he Is the sec-
ond most important person In the Enclave. The Enclave doesn’t
get many visitors, but everyone recelves the same greeting:
they're sequestered away until Leroy, the leader of the senle-
ment. can speak with them and evaluate thelr level of threat.
Gareth expects to have his orders followed with no back talk. If
the runners don’t follow Maranda when he tells them to, he
simply ralses hls hand in a sllent signal, and eight crossbow-
armed guards appear to “escort” the runners to a small storage
building (Location 3 on the Enclave map, p. 38).

The team may use the few moments It takes to cross the
Enclave to evaluate thelr new situatlon.

Gareth

In his late thirtles. Gareth 1s a blg human, almost two
meters tall with shoulders that some trolls might envy. His
dark halr and eyes provide a striking contrast to hls pale skin.
His knuckles and bare forearms are (iberally decorated with
battle scars. Like Maranda, he’s a physical adept.

Gareth truly belleves In everything the Enclave stands for,
and he Is loyal unto death to Leroy personally. He takes his
duties—foughly equivalent to security chief—very seriously.

B Q S C 1 w E M R Armor
6 4 6 3 4 6 6 6 4(6) 072
Initlatdve: 4 (6) + 1D6 (2D06)
Threat/Professional Rating: 4/4
Physical Adept Ablliles: Combat Sense (1}, Improved Abllity
(Projectile Weapons «2). Increased Reactlon (+2). Increased
Reflexes (+1) .
Sidlls: Armed Combat 5. Etlquette (Endave) 6, Intimidation 2,
Leadership 4, Projectlle Weapons 5 (Crossbows 7), Stealth 1
(Wilademess 4). Unarmed Combat 4
Gearnt Medlum Crossbow (5M). 12 Bolts, Knlfe (6L). Leather
Clothing (0/2)
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THE ENCLAVE

The Enclave offers few ameniltles. The geound within the
endosing wall conslsts of the same rocky hardpan the runners
struggled over to reach this communlty, broken here and there
by patches of coarse grass. In the center of the enclosed area
stands a well, surrounded by a low rock wall. This well offers
the onfy potable water In the entire area.

Physical Structures

As the runners guessed. the building walls conslst of care-
fully plled rock, while the roofs are layers of coarse turf laid
over beams of wood. The few windows feature wooden shut-
ters and no glass. Doors are roughly shaped. ill-finting. and
mounted on rusting iron hinges. All In al(, the living conditlons
seem to lean toward the lousy side of primitive.

The runners can smell wood smoke and cooking food and
see thin plumes of smoke emerging from rudimentary chlm-
neys atop some of the bulldings.

Community Members

As they cross the Enclave, the runners see some of the
setilement’s resldents. A dozen or so guards man posltlons
around the rough batttements of the walls, and another half-
doren or so perform dutles within the settlement Itself. The
unners can also catch sight of maybe two dozen people who
apparently make up the regular Inhabltants of the Enclave—
men and women. with very few children. Everyone stares at
the strangers with sullen curlosity tempered with a healthy
dose of susplclon. or out-and-out paranola If any of the runners
bear slgns that they've been using magic.

In fact, the runners see only a fraction of the Enclave’s
population; the rest are In the bulldings or outstde the walls,
hunting. loraging, or patrelling the arca. The Lnclave’s total
population comprises 36 guards and 120 other Inhablitants,
plus the “personallties™ of this adventure: Gareth, Maranda and
her team, Leroy. and his wife Talia.

The entire Enclave subsists on a comblnation of limlted
agriculture and hunting-gathering. The settiement cultivates
small flelds In several of the ravines to the north of the
{nclave’s mesa (and thus out of sight as the runners
approached). Unfortunately. as the runners can learn when
they finally meet Leroy and have a chance to get thelr ques-
tions answered, most of the crops the farmers save from the
wild beasts that prowl the wildemess come up twisted and
mutated, polsonous. or lacking all nutritlonal value. The farm-
ers themselves need a contlngent of guards to do their work (o
avold ending up as snacks for various native critters fike ala-
coms.

If the runners spend any time wanderng around outslde
the Enclave. feel free to Introduce them to some of these nas-
ties. The beasts that wander thls Place possess charactenstics
simllar to “standard™ paranormal anlmals, but always with
some kind of dark twist, either to thelr appearance o7 thelr
paranatural powers. for example. runners might encounter the
lecal version of the cockatrice. wlith blood-red feathers. eyes
that glow llke embers, and the powers of Regeneration and
Pestilence In additlon to Its normal Paralyzing Touch abllity. We

COHMNOITION MONITOR CONDITION MONITOR

Invite the gamemaster (o pull out all the stops. and twum any
critters the team meets Into rabld nightmares.

£ven though no one can summon the courage 10 admit it
openly, the Enclave Is dylng. The most obvlous clue Is that
people are dylng faster than healthy children are being bom.
Those who recognize this ugly truth have begun to despair,
and the fecling [s starting to spread through the settiement.

Guasds

Made up of an equal proportion of men and women. the
£nclave's guards have never known anything but this life of
hardship. All these humans have halr and eyes In the nomal
gamut of shades. but thelr pale complexions make them look
half-dead. All wear “standard-Issue” leather dothlng and cary
knives on their belts. Those on wall duty also carry aossbows
or longbows. Those carmrylng out other errands typlcally carry
swords or clubs. Observant characters may notlce a number of
nasty-looking pole ams ieaning agalnst the walls, strategically
placed to help repel a major assault. (If the runners decide to
start troubte, treat as many as one in three of the mundane
guards as physical adepts of the same level as Tela and
Brannen.) Additional condition monitors appear In the back of
this book.
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Inttiative: 3 + 1D6
Thecat/Professional Ratdngs: 2/3
Sklils: Armed Combat 4, Exlquette (Enclave) 4. Projectlle
Weapons 3 (Bows or Crossbows 5}, Stealth 2 (Wildemess 4).
Unarmed Combat 4
Gean Bow (STR MIn. 4, SM) or Medium Crossbow [5M), )2
Amrows of Bolcs: or Sword (6M) or Club {SM Stun): Knife (4L),
Leather Clothing (0/2)
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Enclave Inhabltants

Never tralned to thrive under harsh treatment as were the
guards, thelr lives weigh heavy on these humans, who range in
age from young chlldren to adults in thelr mid-40s.
(Apparently, no one grows older than about 45. ... ) A wide
range of hair and eye colors offset thelr uniformly pale com-
plexions. On a Merception {4) Test, the runners will notice that
everyone—even the children—carries a knife on his or her belt.
If needed, use the condition monitors provided at the back of
the book.
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AFTERMATH

8 Q S c 1 w 4 R Armor
4 3 4’ I 3 5 6 3 0/2
Inttlattve: 3 ~ 106
Threat/Professional Rating: 1/3
Skills: Armed Combat 3, ELtlquette (Enclave) 5, Projectite
Weapons 2. Stealth 2. Unarmed Combar 2
Gean Knlfe (4L}, Leather Clothing (0/2)
"Decrease STR and the Damage Code for the knife as
appropdate for chlldren,

ENCLAVE MAP KEY

Gate (t)

Smithy (S)

The forge fire burns constantly so that at least rwo Enclave
Inhabltants can contlinually work at forging swotds and othe
needed Implements.

DEBUGGING

The runners can easlly get sidetracked If they provoke 2
fight with the gate guards. If they act so foolishly. {et them suffer
the consequences. The six gate guards carry megium crossbows
{SM damage), and they know how to use them. To add to the
runners’ woes In this sltuation, the team Is standing unprotected

In the open. while the

The heavy wooden
gate has a Barrler
Rating of 13. and it
requires a total Smength
of 12 to swing the gate
open. The gate Is large
enough that four peo-
pfe can combline thelr
effors to open or close
It. When the guards
shut the gate, they
secure It with a heavy
bar that requires a total
Strength of 8 to lif.

0y

N i T

Well (2)

The well shaft
measures two meters
in dlameter. The sur-
face of the clear. pure,
cold water lles two
meters below ground
level: the water itself Is
ten meters deep. Slx
buckets with ropes
attached rest on the
tough balustrade.
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Storage Bultding (3)
Maranda takes the
runners to this storage

10 Meters

THE ENCLAVE

guards recelve partlal
cover when they're fir-
Ing (~4 to the runners’
target numbers). While
reloading thelr cross-
bows. the guards
crouch Dbehind the
rough rock bartiements,
which have a Barrler
Rating of 8. The sounds
of batlle immediately
attract more Lnclave
guards and “regular’
Inhabltants who arm
themselves with what-
ever weapons they
have at hand. Maranda
and frlends also figure
Into this equation: all in
all. the runners would
be much better off
minding thelr manners.

They may run
Into the same problems
If they declde 10 refuse
Gareth's orders. Adjust
the locals’ reactlons
based on how in-your-
face the runners act.
The people of the
Enclave don't trust any-

building and tells them
to walt until Leroy has
time to speak to them. The shed is dark. dank. and smells
unpleasant. for a complete description of this bullding, see Tell
It to Them Stralght in Leroy, p. 39.

Long House (4)

The largest and most important bullding In the Endlave. the
“long house™ serves as Leroy's home and the settlement’s
equivaleat of a city hall. The Endave always statlons two guards.
armed with swords and pole arms, outside the maln door.

one they don’t know,
pariculady people who
use magic, and It won’t take much to persuade them that the
runners are better off dead. Feel free to drop some not-so-subtle
hines to thls effect. If the cunners refuse to walt in the storage
bullding but also manage to avold goading Maranda and the
others Into violence. Gareth eventually relents. allowling the run-
ners to stay In the compound guarded by Maranda and her
team. plus another eight wel-armed guards, while he informs
Leroy of thelr presence.

If everything occurs as suggested here. go to Leroy. page
39 li the runners avold waliing In the storage bullding, go to
Leroy and begin where the cwo panties meet.
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AFTERMATH

TELL IT TO THEM STRAIGHT

Adjust the following description to reftect the events of The
Inclave.

You enter the building and the door doses behind you

It’s dark In here. The only light Is what can lcak In around
the mismatched edges of the door and through chinks
berween the rocks of the walls. The low celling forces the taller
members of your team to hunch over, almost crouch, to avold
smacking thelr heads. The predominant smell In the air s
blood. mixed with other earthy odors. Half a dozen gutted and
skinned carcasses hang from the beams overhead. A nasty sus-
piclon leads you to examine them a Ilttle closer. and you're
relleved to find four legs on each carcass—some local equlva-
tent of boars. you'd guess. Stacked agalnst the walls are wicker
baskets contalning some kind of unidentiflable grain—coarse.
gritty stuff reminlscent of gravel—something you take to be a
potato-analog, and a bitter-smeling vegetable that looks like a
gray-skinned tomato. If this Is what the people of the Lndave
eal, It's no wonder they look depressed.

Give the runners a few minutes to discuss thelr sttuation
and conslder thelr aptlons, then read the followlng:

Suddenly. the door swings open. After the relatlve dark-
ness of the sioreroom. even the muted lllumination outsige
makes your eyes water. and you long for your missing flare
compensation. Through your tears, you can see at least a
dozen people gathered outslde. And every one Is dad all In
black and armed with assorted weapons—all low-tech, but
quite capable of tearing through the thin leather you wear.

"Come out.” You recognlze the volce and the Rat delivery
as that of Gareth. Cautlously, you obey.

A semlclscde of armed guards covers every angle of the
building’s doorway—elight plus Maranda and her team.
They're all polsed for actlon, bows and crossbows ready to
come to bear In an Instant. Just beyond the cordon of guards
you see another knot of figures: Gareth, flanked by four guards
arrylng pole ams, plus someone you've never met but who
looks startiingly familllar.

Harequin? No ... not qulte. The simlarity (s stiking—the
same halr, the same chiseled features, the same plerdag eyes.
But this man Is unmistakably human. He's wearing a Icather
Jumpsuit and a cloak of black fabric that blllows around hls
shoulders. This must be Leroy.

“"Come out,” Garcth repeats. “and set your weapons on
the ground. All of them.”
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AFTERMATH

As soon as the runners (quite sensibly) relinquish thelr
weapons, read the followling:

"My name Is Leroy.” says the man who resembles
Harlequin. Though he wears a stern expresslon. his volce
sounds curlous rather than threatening. “Who are you people.
and what Is your business here?”

HOOKS

This scene will answer some of the runners’ questions, and
no doubt pose more. The amount of Information they recelve
will depend entirely on how they behave toward Leroy.

The emphaslis placed on Leroy by everyone else {n the
Endave should tell the runners that the leader represents the
key figure In this mystery play. Without his cooperation, they’ll
never leam what they need to know. never retrieve whatever
item they were sent here to find ... and perhaps fall to retumn
home in one piece. Ideally, they should feel overwheimed. out
of thelr element, and out of their depth.

BEHIND THE SCENES

When she shuts the runners Into the storage bullding,
Maranda leaves Tela and Brannen and three other armed
guards outside to make sure they don’t go anywhere.

Leroy arrlves after a sultable Interval, accompanled by
more than a dozen guards and followers (see p. 43 In
Debugging for more about Leroy). When Gareth orders the
runners to lay down thelr weapons, they have a cholce. If they
hesitate or refuse, the guards traln their bows on the runners’
hearts, but don't fire unless the characters do something really
stupld. The overall tone of the subsequent conversation with
Leroy will be much colder. of course, but the conversation still
takes place. If the runners wlillingly glve up thelr visible
weapons, the guards assume the equivalent of “parade rest.”
watchlng but not overtly threatening the team.

As hls tonc of voice suggests, Leroy feels more curious
about the strangers than threatened by them, which is the
exacl opposlte of Gareth’s feellngs. As long as the runners
remaln at least marginally polite and do not make any verbal or
physlcal threats. Leroy dlsmisses all but four of hls personal
“honor guards™ (plus Gareth and Maranda} and 1alks openly
with the runners, He answers any questlons the runners ask,
but If they ask anything that could be Interpreted as Intelll-
gence-gathering efforts by an enemy. then Gareth’s face clouds
up. and Leroy refuses to answer and Immediately becomes
more suspliclous of the team and thelr motives. If the
gamemaster conslders the runners to have made a sufficlently
favorable impression, Leroy Invites them to Join him in the
long house, much to Gareth's outrage.

If Leroy Invites the runners to the long house for their dls-
cussion, the team meets his wife, Talla. She’ll do what she can
to make the runners feel at home. but does not contribute
much 1o the discussion unless the team actively draws her In,
{See below for her description and stats.)

Leroy willingly answers personal questlons about himself
(see Leroy In Debugging, p. 43). On a successful Psychology

(5) Test, the runners reallze that Leroy Is actually rather glad to
discuss hls crisls of faith with someone who might understand
and concelvably show him a way out.

No matter how much he may come to trust the runners,
Lecoy never dismisses his personal "honor guard™ In thelr pres-
ence. Depending on how thoroughly the team allays hls fears,
he may dismiss Gareth (provoking a look of absolute outrage
from hlis lleutenant. but no argument). Encourage the players
to earn Leroy’s trust through mundane means. [ necessary.
remind them that castng spells opens small wounds on the
caster’'s body: everyone In the Enclave understands the mean-
Ing of these wounds,. and predlctably assumes that the
strangers ase trylng to Influence Leroy with thelr “dark pow-

s.” They seact vlolently, and now. Using maglc to make
Leroy trust them Jsn't a tactically sound dedslon.

Leroy’'s Honar Guard (4)

These two men and two women represent “the few, the
proud” within the Endave, and will use thelr physical adept
powers to protect Leroy to thelr dying breath.

B Q S C | w E M R  Amor
6 6 5 2 3 5 6 6 4(5) 0/2

Inltlative: 4 (5) + | D6 (2D6)

Threat/Professional Ratlng: 3/4

Physical Adept Abllides: Combat Sense (2), Improved Abllity

(Armed Combat +«2), Increased Reactlon (»1), Increased

Reflexes («1)

Skills: Armed Combat 6 (Pole Arms 8). Ltiquette (Enclave) 4,

Prolectlle Weapons 4, Unarmed Combat 4

Gean Knife (4L). Leather Clothing (0/2). Pole Arm (5S). Sword

(7M)
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Talla

Tall and very beautiful desplte being rall-thin, Talla Is In her
late 20s. She wears her ebony halr fong and stralght, and her
eyes are brilllant green, She speaks rarely, but always to the
polnt. She seems wrapped {n an alr of Ineffable sadness, as
though she looks into & dark and birter future.

B Q S c i W E R Armor
4 S 3 5 5 6 6 5 0/2
Inldatdve: 5 + 1D6
Threat/Professional Rating: 1/3

40 RARLEQUIN'S BACK



AFTERMATH

Skiis: Armed Combat 3, Eriquente (Enclave) 6. Leadership 2,
Psychology 4. Stealth 5 (Urban 7)
Gear: Knife (3L), Leather Clothing (0/2)

CONDITION MONITOR
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THE STORY SO FAR

The [ndave Is older than any of Its current Inhabltants. Thelr
folk tales tell of stl) earter days, of a time when thelr ancestors
roamed thls area as nomadic hunters. As recently as five genera-
tons ago. thelr people would only occaslonally stay In one place
long enough (o establish small agricultural preserves. The wiid
creatures that also roamed the wastetand made life difficult, but
many pure streams ran down the ravines from the distant moun-
talns to water the reasonably fertile earth.

Perhaps 60 or 70 years ago. things began to change. The
streams began to dry up or became poisoned. The soll also
changed: many crops withered and died entirely, and those
plants that did survive grew twisted and stunted.

Attacks by feroclous anlmals began to Increase. Where
once the nomadic hunters fought off an alacom assault once
every few weeks. now the flying predators attacked almost
dally. Horrlfic creatures they'd never seen before—far more
deadly than alacorns—began emerging from the mountain
slopes. The nomads bowed (o necesslty and bullt the walled
Enclave over the only pure sprang still lowing.

As the Endave inhabltants retreated from the horrors of the
land, they leamed of another settiement of people also forced to
withdraw, somewhere up In the foothills of the volcano equlva-
lent 1o Mount Baker. This setttement was ruled by a mysterious
leader who called himsedf "Oscufo™—no one within the Enclave
knew whether the name was a title or a personal name. Leroy
now believes that "Oscuro™ Is actually a title. as someone using
that name stlll rules the other settlement.

Oscuro

for several years. the other settlement remalned as much of
a mystery as its leader. The Endave repeatedly sent representa-
tives to meet with thls other group, ind out more about I, and
propose cooperation. None of these representatives ever met
Oscuro himself. The difficult overland [oumey Kllled many of the
Endave’s representatives; they often fell to acddents or hostlle
aeatres. Those who managed 1o reach Oscuro’s setlement and
survive the retum |oumey reported that they spoke only with the
lowest-level members of Oscuro’'s government. These funcrionar-
les agreed In princdple with the Endave’s suggestions of coopera-
tlon, but nothing ever came of these discussions, Oscuro

promised—also through Intermediaries—that he'd send a dele-
gatlon 1o the tndave, but that also neves happened.

Though the representatives never met Oscuro ang never
were allowed opportunity to explore his mountaln settlement.
the Lnclave evenrually pleced together a reasonably accurate
plcture of Oscuro’s soclety.

It was grim: Oscuro’s soclery offered a dark, perverted
reflection of life In the Enclave. Though physlcally bard—
nobody in the Enclave ever had quite enough to eat. and the
local anlmals presented a constant danger—the Inhabltants of
the Enclave knew no spidtual or social constraints. Lach person
made hls own declslons, felt free to gather and speak openly
{even against the minimal existing govermment). and had a
say—If he cared to exerdse it—In the sectlement’s polldes.
The Enclave's govemment conslsted of a single leader chosen
by consensus who held “power” only so long as the rest of the
community contlnued listening to his oplnlons and advice.
Leroy Is the Enclave’s current [eader.

The Collective

By contrast, the Inhabltants of Oscuro’s settlement
seemed better off, at least physically. Thelr Jimited attempts at
agficulture seemed more successful than the Enclave’s, and the
mountaln settlement’s hunting parties almost always retumed
with prey. The mountaln settiement’s sole physlcal pcoblem lay
In its lack of pure drinking water. Oscuro’s people had to set
up elaborate means of filtering and purifying wates drawn from
nearby springs. and the community seemed certaln to eventu-
ally exceed the capadty of those purlfication methods.

from a sodal and splitual perspective, howevet, life seemed
worse In Oscuro’'s camp. The entlre sodety functioned as a sur-
vival machline, and every man, woman, and chitd served only as
a cog In that machlne. Individuals were forced to subordinate
thelr hopes. dreams, ang aspiratlons to the survival of “the
Collective™ {Leroy’s name for Oscuro’s soclety). Oscuro’s sodety
stifled Individual freedom, creadvity, and the human splrt in gen-
eral, and Oscuro himself ruled as an absolute dictator through
fear and force. brom Leroy's description, the runners might sus-
pect that the Collective borrowed a form of govemment appar-
ently invalldated dunng the upheavals of the 1990s, but It’s actu-
ally based largely on the model of the megacorporation.

The Collective’'s population has grown sreadlly over the
past five decades. Until recently. Oscuro made no effort to
conceal the fact of his repressive rule, or that he and his lteu-
tenants use blood maglc to ald the Collective and to keep the
“dtizenry” In Jine. He and those he trusts also use some forms
of primitive cyberware. The Enclave. In contrast. rejected the
use of magic and cyberntech from Its founding. and conslders
both “technologies™ talnted and evil.

Nearly 30 years ago. the leader of the Enclave realized the
true extent of Oscuro’s dark, soul-destroylng soclety and
stopped sending delegatlons, baslcally curting off all communi-
catlon with the Collective.

Overtures
In the Ave years or so since the people of the Enclave
chose Leroy as their leader, Oscuro has begun making over-
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tures toward the Enclave. Oscuro’s representatives suggest
that the rwo socleties merge Into one settlement and therefore
Increase everyone's chances for surviving the hatsh environ-
ment. The Collective’s delegations always point out the diffi-
cultles of life In the Enclave (showing more specific knowledge
about those hardships than Leroy considers strictly Innocent)
and then extol the physically easier condltions within the
Collective: more food. better shelter, improved standard of liv-
Ing. lower Infant montality, better “health care.”

And some of the Enclave’s people listen. When the dele-
gates arrive, they always ask 1o speak directly 1o the people of
the village, angd Leroy always gives them permission to do so.
While Gareth conslstently counsels agalnst this. Leroy refuses
to censor what his people hear. The representatives’ clalms of
better living condltlons strike a chord with many within the
Endave, particularly those who've tost children to malnutrition.

Personally. Leroy dlsmisses these descriptlons of “the
good life” In the Collective because he knows that Oscuro’s
people pay a large spiritual price for thelr physlcal suevival, and
he feels no desire to pay that price himself. He assumes that
Oscuro’s efforts to re-establish contact after so many years
means that the Collective Rnally outgrew its potable water sup-
ply and needs the Endave’s well.

Howevey, Leroy must remper his dislike of the Collective and
face a bitter reallzadon: the Endave 1s dying. Leroy knows that keep-
ing the Indlave lsolated means eventudl death, and while he. Gareth,
and many others prefer to die free rather dhan trade thelr liberty for
condnued sunvival, Leroy cannot make that dedislon for others.

£ach time a delegation amives from the Collective, a handful
of Leroy’s people follow the representatives into the foothllls.
This slow defectlon only speeds the Enclave’s downfall, but
Leroy will not forbld his people to leave. While Oscuro obviously
wants the Enclave’s water supply. not more mouths to feed, the
Collective clalms to welcome any who declde to [oln Its ranks.

In the last few months, the Endave’s condition has deteri-
orated dramatically. Its facmers often find their crops destroyed
ovemight. Hunting partles vanish without a trace. Every depre-
datlon could be reasonably attributed to wlld animais, but
Leroy feels certaln that Oscuro Is directing these events to put
more pressure on the Enclave.

Involving the Runners

The Story So Far describes the events that took place
before the team's amival. Aftes hearing this story, the runners
might offer to help Leroy In some way. perhaps by guarding
the flelds or undertaking a scarch-and-destroy misslon to catch
the party responsible for destroying the crops. While Gareth
doesn’t trust the runners as far as he can throw them, Leroy
gladly accepts thelr help. Whatever the runners dedde to do,
make sure they retum to the Enclave In time to meet Oscuro’s
next delegatlon {see The Delegation, p. 44).

LONG HOUSE MAP KEY

Leroy's Quarters (1)
tuxurious by Enciave standards, the rupners consider
Leroy’s quarters one (small) step up from sordld.

Armmory (2)

The armory provides safe storage for spare weapons. If
Leroy accepts the runners” offer of help. he sends them here to
kit themselves out with weapons. As before, the gamemaster
decides what weapons to make avallable In this Place.

Meeting Hall (3)

The meeting hall sefves as the heart of the long house.
Leroy holds all officlal meetings In thls large. open area Iit by
smoking oll lamps.
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Gareth's Quasters (4)

Leroy’s first lleutenant occuples these Spartan quarters.
Gareth Insisted that he sleep dose to Leroy ln order to protect
him.

(uards’ Quarters (5)
Eight of Leroy's personal guards live here.

DEBUGGING

Because of thels nature and thelr mission. the runners may
refuse to stay put llke good little puppets and decde (o scope
out the Enclave on thelr own. If spotted. they recelve the treat-
ment described In Debugging, p. 38 In The Enclave, but more
s0: after all, the strangers already proved they're Incapable of
taking orders. The runners’ most llkely move Is 1o send one or
more of thelr number to Investigate astrally. If so. let the astral
scoutls) spot Leroy with his sidemen on his way 1o speak with
the team. If necessary. hint that it might not be pollitic (consid-
ering the local distrust of maglc) If some of the runners aren’t
“at home™ when the boss-man arrives.

If the runners go out of thelr way to allenate Leroy and
Careth, Leroy orders hls guards to boot the team out of the
Endave. If the gamemaster decldes to glve the team a chance
to get back on track, they could “accidentally” encounter
Oscuro’s minlons taking Talla to the Collective (see The Price
of Peace, p. 47). If they succeed in rescuing the “damsel In
distress.” Oscuro responds by mobllizing hls forces and march-
ing on the Endave. Go to Leroy's Last Stand, p. 50.

If things progress as outlined In this section. go to The
Delegation, p. 44.

LEROY

Born 28 years ago to parents long since dead. Leroy
knows only life In the Endave. (Predictably, he knows nothing
about such nonsense as “melaplanes” or “netherworids.” This
is the real world. end of discusslon. He knows nothing about
anyone named Harlequin, and falls to grasp the concept that
he serves as a manifestation or avatar.)

In another world. Leroy might have been a poet or
phllosopher. In thls world, drcumstances consplred to fosce
him Into the role of leader of the Enclave. He had no ambiltion
to gain this posltion and would gladly step down If there was
someone to replace him. for reasons he's never understood,
most of the Enclave’s inhabltants seem completely convinced
that Leroy Is the best person for the |ob and that nobody could
handle the responsibltities nearly as well. He has groomed oth-
ers (o take over as leader, but each time the Enclave’s drcum-
stances ook a downtumn, the communlty. Including his chosen
replacement. tumed to Leray for guidance. They continue to
belleve 1a him because he seems infallible, but Leroy fecls an
Increasing pressure to perform that threatens to overwhetm
him. He knows that the people trust him to keep them alive,
and the first time he makes a major erros, his already shaky
sell-esteem will coltapse. When this happens. he'll almost cer-
talnly abdlicate his role as leader, unwilling to allow his people
to contlnue to trust thelr lives to someone unworthy of that

trust. And because no one stands ready to take his place when
he steps aslde, the Enclave will have no guldance and begin to
collapse as a sedety.

If It's polnted out. Leroy finds bitter amusement In the ety-
motogy of hls name: a corruption of /e Rol, “the king.” He finds
bltrer amusement In many 1hings these days.
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TELL IT TO THEM STRAIGHT

Your hosts suddenly faunch Into a flurry of activity, appar-
ently caused by something happening outslde the walls of the
Enclave. Your curiosity plqued. you drift toward the gate.

The heavy doors stand open, flanked by armed guarcs. You
see Leroy. Gareth, and Talla striding over to take up posldons |ust
Inside the gates. A welcoming party of some kind, you decide.

Now you see who they're welcoming. Five trolls. the firs
metahumans you've se¢n here, dressed In fancy tunlcs and
doublets and looking like refugees from a Renalssance falr.
Under other clrcumstances, they'd look fudicrous. Contrasted
with the rough leather garb of the Endave people, however,
their clothes make them look affluent, well-fed, and healthy. At
a guess, you'd say they hall from the Collective.

Leroy steps forward and shakes hands with the largest of
the trolls. obviously the leader of the delegatlon. (Hey. that
troll has cybereyes! Even if they are blg. cdlunky things.)

Leroy points toward the long house and leads the visitors
Into the bullding. four of Leroy's bodyguards stadon themselves
outside the door to guarantee privacy for the conference.

Unless the runners Intesfere, the meeting lasts an hour or
s0. At the end of that time, read the following:

The door of the long house bursts open and the trolls
stride out. barely restrained violence showing In every move-
ment and expression, Obvlously, negotiations didn’t go well.
Leroy and Gareth follow them out. and they look |ust as
unhappy. Leroy’'s bodyguards shift alertly. gripping thelr
weapons In response to the violence they feel In the alr.

But nothing happens. Oscuro’s delegates stalk angrily to
the gate and out of the Enclave without bothering to say
good-by. The gates stam shut behind them, and Leroy and
Gareth vanish back Into the long house,

Sometime later, read the followlng:

You temember notlcing that Tela and Brannen seemed
patticularly Interested In the Collective's delegatlon. You
decide to try and get the palr to answer some of your multl-
tude of questions.

But when you look, the two warriors ar¢ nowhere to be
found. No one you talk to has seen them In hours.

HOOKS

Inltially, the runners should sense that malor. far-reaching
evenlts are afoot. and they're watchlng the concluslon of a
political gavotte that the two communitles have been dancing

for years. Though they can alter the detalls, they lack the Influ-
ence to change the beoad sweep of events.

Later. the runners deary see thal the Issue has reached a
Rash polnt and that the relationship between the Endave and
the Collective has degenerated to violence. The runners
choose thelr level of Involvement. but they should understand
that If events contlnue on thelr present course, things will tum
out badly for the Enclave.

BEHIND THE SCENES

DEALING WITH THE DELEGATION

As the players should guess. this delegation brings the
latest overtures from Oscuro and the Collectlve. Leroy and
Gareth obvlously choose to discuss these important mattess
privately with the troll emlssaries,

On a successful Perceptlon {6) Test, the runners notice
that the trolls are wearlng some kind of armor undec thelr
dothes. If they look around the Endave whlle the delegation
walks to the long house. they notice Yela and Brannen watch-
Ing the trolls from a distance. On a successhul Psychology (8)
Test. the runners notlce that the sisters’ body language and
expresslons seem wistful.

Delegation Leader

A hermetlc mage. the delegatlon leader serves as one of
Oscuro’s minor lleutenants and Is completely loyal to hls mas-
ter. His cucrent misslon Is to Increase the pressure on Leroy to
Join forces with the Collective, and so he cops a combatlve
attltude from the stant. He wears the equivalent of a vest with
plates (4/3) unders his clothes. If he casts spells. he uses his
knife to draw his own blocd to power hls magic. taking any
unresisted Draln as Physlcal damage. If the runners witness
thls. they'll gain a better understanding of how magic works
hece.
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Delegates {4)

These guys fall irmly Into the goon category and have
only one responsibility: keepling thelr leader allve In a scrap.
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Negotlations

Unless the runners Interrupt the proceedings. negotladons
kst for about an hour before breaking down Into mutud recrimina-
dons and Insults. Gareth and Leroy both recognize that the trolls
arrived with no rea) Intentlon of reaching an agreement: In fact,
thedr maln goal was to cause a “diplomatic (ncddent.” If the runners
ask about the purpose of the visit, Leroy admits the Collective’s
aims quite openly. Gareth. naturally, refuses to discuss the mater
with the runners. Leroy and Gareih fear that the Enclave now
stands one step doser 1o unmidgated war with the Collective,

TELA AND BRANNEN

As the runners might guess. Tela and Braanen finally
decided to throw In their lot with Oscuro. As soon as the dele-
gaton left the Enclave, they sneaked away and followed the
trolls Back to the Collective. If the players don’t discover thls
for themselves, find some subtle way to let them know that
Tela and Brannen went ~“over the wall.”

RANGE WAR
The Collective now escalates Its campalgn of violence agalnst
the Enclave. Acting openly for the first time, Collective assault

teams begin ralding the Endave’s Aelds—buming the crops. salt-
Ing the fields—and kliling everyone they catch. Other tcams lie In
walt for Enclave hunting pamies. Though the Collective has yet to
mount an assault on the Enclave lsell, most people bedieve It's
only a mactter of tme. Though Gueth and some others urge Leroy
to mount redprocal assaults against the Collecdve. Leroy knows
that the Enclave lacks the resources for that kind of operation.
further, asslgning soldlers 1o assault groups would mean less pro-
tection for those members who remalned in the Endave.

The runners may Involve themselives In the violence In any
way they sce At. perhaps guarding the Enclave’s ficlds or the
hunting partles. Or they might choose more direct action, like
ambushing Collective assault teams.

They might even propose making a dlrect assault agalnst
the Collective. but for once, Leroy and Gareth agree and forbld
them 10 try. Leroy forbids any Enclave personnel to accompany
the runners on such a wild-goose chase. and an assault without
support troops would be a messy form of sulcdde. Leroy stlll
clings to the hope that Oscuro will reopen negotiations and
allow him to solve thelr differences through diplomacy.

This state of affalrs lasts for theee or four days {unless the
runners do something to speed up the timetable). During this
period, the Enclave loses a dozen people and an equal number
suffer wounds from the Collective’s attacks.

The Collective's Forces

The make-up of any Collective assault team depends on
its misslon and on the expected level of resistance. for exam-
ple, If the Collective Inltlally sends slx-person assault teams
agalnst the farmers, and the runners begin defending the fields
or Leroy assigns guards to the people working the fields,
future assaults might Involve twelve-person teams.

Collective Soldlers (6+)

Though well-armed, reasonably skilled, and single-minded
In thelr devotion to their cause, these soldlers will not throw
thelr lives away needlessly—but seem quite willing to die If
that's what the misslon requlres. Thele apparent soullessness
makes them particularly frightening opponents. They refuse to
be taken prisoner.

B Q S C i w E R Ammor
5 5 5 I 2 6  Vardes 3 072
Inidatve: 3 ¢ 106
Threat/Professlonal Rating: 2/4
Skills: Armed Combat 5, Projectlle Weapons 5. Stealth 3
{Wilderness S). Unarmed Combat 4
Cyberware: Many carry cyberware similar to that of the dele-
gatlon, at the gamemaster’s discretion,
Gean Bow (STR Min. 4, SM), 12 Arrows: or Sword (7M): Knife
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DEBUGGING

If the runners find a way to start trouble In this encounter,
Leroy and Gareth try (o break It up before anyone gets killed
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by Incapadtallng the runners (preferably without hurting them)
and sending Oscuro’s delegates on thelr way. (Even In this
Place. It's bad form to allow anything to happen to diplomats.)
I the runners geek the delegates, the story continues unaffect-
ed—Oscuro simply uses the death of his emissaries as the
excuse he needs to escalate the tenslon between the
Collective and the Enclave.

Desplte Leroy's orders to the contrary. the runners
mlight declde to take the fight to Oscuro. They fing It reta-
tlvely easy (o sncak out of the Enclave, but don’t know how
to find the Collective. |i they plan to walt for a Collectlve
strike team and follow It home, the first team they fing Is
the one taking Talla to Oscuro (see The Price of Peace. p.
47). This glves the runners the opportunlty to rescue the
“damsel In distress.”
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TELL IT TO THEM STRAIGHT

After a few days highlighted by repeated ralds by the
Collective, read the followlng:

Morale here in the Encifave was pretty low at the best of
times. Now, after a few days of this wlll-sapping guerrilla war-
fare, you can’t Imagine how It could get any lower. Something
has to change, and soon, or the Enclave Is doomed.

You're eailng a late mldday meal—a bowl of gruel colored
with one of the last pseudo-tomatoes In stock—when you hear
a commotlon from the direction of the gate. You almost hope
that the Collectlve finally declded ta make a direct artack. You
hurry to the wall and dimb to the battlements.

The Collective force approaching Is not an attacking army.,
only rwo dozen people led by a single Individual carrylng a
white lag on a short staff. You refuse to belleve that this Is a
flag of parlay. The approaching force stops half a dozen yards
short of the gate.

Suddenly, Leroy stands beslde you on the battlements,
scrutnizing the Collective force. "What do you want?” he calls
out after a moment.

A large human. dressed even more extravagandy than the
moll delegates. steps forward. As the rest of the force subtly
shifts around him, you reallze that the other 23 people came
along solely to escort and guard thls huge man. He steldes
doser to the gate. then stops. flsts on hips. and looks up at
you. 'l seek the one called Leroy.™ he says |n a volce like rocks
rartling around In a helmet.

from the comer of your eye, you see Tafla move nearer o
her husband. as though seeking the reassurance of physlcal
contact.

“lam Leroy.”

The big man’s face twlsts Into an expression that you
mentally tag as a nightmare smile. More like an expresslon of
unholy glee—the kind of expression you'd expect from an
arsonlst watchlng the brushfire he set engulf a day-care center.
fam Enganar, and I bring a message from Master Oscuro,” he
grinds out. "He wishes to know If you want peace.”

"Of course 1 want peace.” Leroy calls back., “"What sane
man wouldn't?”

His Irony Is quite obvlously lost an Enganar. “Would you
pay a price for peace?” Enganar says, and hls grin actually
becomes broader and more predatory.

Leroy hesltates. “"What price?” he asks suspldously.

“A simple price,” Enganar responds. “If you pay It—If you
give it to me—1 tak: Jt to my master. And my master willl
cease all hostillttes toward you and promise etemal peace.”

“What price?” Leroy demands agaln.

Enganar throws back his head and brays with laughter.
“Herl Your wife.” And he polnts a sausage-thick finger at Talia.

With blinding speed. Leroy snatches a loaded crossbow
from the hands of the nearest guard and levels the weapon at
Oscuro’s lieutenant. Though hils knuckles are white and the
weapon trembles, Leroy’s volce Is steady. "l think you know
my answer without asking.”™ he replies coldly. He adjusts hls
alm, “Or would you llke me to drive the point home?~

Enganar laughs agaln. He reaches behind him and drags
out Into the open someone you hadn’t noliced before. You
recognize her at once—It's Tela. one of the warrtors who
saved you from the alacorn. Without missing a beat, he draws
his knife and runs It across the young woman's throat. As the
blood gushes. Enganar gestures toward the Enclave’s garte.
WIith a tortured scream, the heavy gates tear apart as if they'd
been struck by a bullet traln. The lleutenant drops Tela's body
to the ground at hls feet.

Leroy chokes back a cry and fires. The bolt files true.
stralght for Enganar’s heant ... but falls to the ground an Inch
from his skin, as If it hit an invisible wall.

Enganar Jaughs agaln. | have your answer. then,” he
aows, it will be war. And the £nclave will fal as easlly as that
gate.”

The other guards on the wall loose thelr arrows and bolts
with as lictle effect. Whh a final laugh. Enganar turns hls back
on the Enclave and the dclegation withdraws.

On the evening of Enganar's visit to the Enclave, read the
following:

You're stlll amazed at how fast Leroy got himsell back
under control. five minutes after Oscuro’s delegation left, he
was sequestered away In the long house with Gareth, planning
the Enclave’'s defense—troop distribution, loglstics. fallback
positions, and other large-unit mllitary drek. The sun’s gone
down and they're still meeting,

No. not any more. Across the dackened compound. you
see the door of the long house open and Gareth emerge. He's
exhausted. you can see It In every line of his body. Exhausted,
and close to despalr. He looks like he needs sléep. and you
reallze that might not be a bad idea. If you're going to war,
you may as well be rested.

A sceam from the long house shatters the quiet of the
night and raises the hair on the back of your neck. It's the
scream of a man in hell.

The long house door bursts open and Leroy runs out.
“Yallal™ he screams. "“Noff” The young man Is struggling to
buckle on his sword belt as he sprints for the shattered gate,
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HOOKS

Enganar’s sacrifice of Tela to power the Ram spell should
horrify the runners as thoroughly as It does Leroy and the oth-
ers. Clearly, Leroy will never glve up Talia. and so total war
seems inevitable.

BEHIND THE SCENES

THE VISIT

The sole purpose of this deiegation from the Collectlve
obviously was to provoke the tnclave Into taking hostlle
actlon, Oscuro does not know Talia, he only knows of her exls-
tence. and assumes that Leroy loves her deeply. He chooses 1o
use this knowledge as a weapon by offering (o exchange one
precious thing (peace) for another (Talla).

Enganar

As cruel and evil a man as ever walked this Place. Enganar
loves his job. He's a toxlc shaman of no mean sklil. who fol-
lows the totem of Alacom. Before approaching the Endave, he
armed himself with a Barrier spell modified 10 <reate an Invisl-
ble shleld. In case things get nasty, he’s accompanled by a
toxlc land splAt of force 4. This splirlt only gets Into the act If
the runners try to attack the lleutenant and his entourage in
melee combat. If necessary. Enganar sacrifices one of his body-
guards (o boost the force of any spell he casts. His 23 body-
guards are al standarg Collective soldlers (see The Collective’s
Forces. p. 45).

B Q s C 1 w 3 M R Armor
6 4 3 a4 6 6 6 6 5 3/4
Inltlattve: S + 106 (4D6)
Threat/Professional Rating: 5/4
Skllls: Armed Combat 5, Conjuring 6, Edquette (Enclave) 2,
Leadership 3. Maglc Theory 4. Sorcery 6. Unarmed Combat 4
Spells: Barrler (Modlfied) 4 (7). flamethrower 4 (7). Increase
Reflexes (+3) 3 (6). Ram 5 (8)
Gean Knlfe (3L). Sword (SM). Vest with Plates (under clothes)
(3/4)
Notes: If Lnganar “boosts™ a spell by taking the iife of a donor.
use the force given In parentheses. The Alacom totem offers
no signlficant Advantages or Dlsadvantages {(much llke
Coyote).

CONDITION MONITOR
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NIGHTTIME DEPARTURE

Apparently. Leroy Intends to charge off into the wilder-
ness and take on the entlre Collective single-handedly. If the
runners manage to stop him—and if they don’t, Gareth cenain-
ly will—he iImmedlately blurts out the story.

When he'd finished his meeting with Gareth. Leroy went
looking for Talla, but she wasn’t in thelr room. He found only a
note reading, °I love you.” He Immediately understood that
she took to heart Oscuro’s offer of peace and had dedided to
sacrifice herseif to save the llves of everyone else |n the
Endave. And that Is exactly how It happened.

Leroy can think of nothing but his love for Talla and hls
need to save her. Unless Gareth and the runners can convince
him otherwlse. he charges off Into the night In pursult, hoping
against hope to find hls wife and rescue her. Of course. Gareth
and the runners must successfully convince him to (et someone
else mount the rescue mission. The team recognizes that with-
out Leroy as Its touchstone, the Enclave will cease to exlst,
leaving Its Inhabltants at the mercy of Oscuro. White everyone
understands Leroy's desire to rescue his wife, he cannot be
allowed to risk his own Iife In the attempt—nol even as a part
of a larger rescue ream.

Much as It palns him, Leroy eventually accepts the logic of
this argument. He rums to the runners and begs them to save
his wife from Oscuro’s clutches, at the same time asking them
to understand that he cannot spare any assets to ald them
without depleting the Endave's defenses to a dangerousity low
level. Jf they can retum Talla to him, he'll give them any reward
within his power to bestow.

Finding Talla

i the runners replay the Hming In thelr heads, they reallze
that Talla might have as much as a three-hour head start {about
the length of time from the departure of Enganar to Leroy's
discovery that she’s left the Enclave). Even if she walted a
while before she left, the runners stlll need to make up a fair
chunk of lost time,

Nonc of the Enclave’s guards saw Talia go over the wall or
slip out the shattered gate. If the runners scout around outside
the walls, however, a successful Stealth (4) Test lets a character
plck up on her trall, which heads roughly In the direction of
what they refer to among themseltves as Mount Baker, A single
success on a separate Stealth (8) Test tells a character that the
trall Js less than two hours old.

Once the team picks up the tradl and beglns to follow it
the characters must make a Stealth (3) Test every ten minutes
or so of game time. If they fall to achieve a single success. the
teamn has lost the trall and must make a successful Stealth (5)
Test to reacquilre It

About half a kilometer from the Endave, more footprints
Join Talia’s. The runners can determine that approximately
elght unidentified individuals stood here and walted for some
time. They may even guess that these tracks belong 1o a “rea
guard™ left behind by Enganar in case Talla decided 1o go ovet
the wall on her own. Under ¢scort by this rear guard. Talla Is
now moving toward Mount Baker at an average pace of about
5 kllometers per hout.
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To complete thelr misslon. the runners must now play
atch-up. The gamemaster deddes how long this takes based
on how hard the players say thelr characters are pushing them-
setves. In this terrain, 5 kllom:eters per hour sets a brisk pace.
dut not a brutal one. Without maglcat ald. the fastest the run-
ners can reasonably travel on this broken ground Is 7 kilome-
ters per hour. Talla started out 90 minutes ahead of the team,
which means they'll catch up with her In about three hours,

Which, colncldentally, Is when Talla’s escons pfan to take
a breather, They choose the bottom of a narrow ravine as a
good. defensible place to stop. and cruelly bind Talla hand and
foot for their break.

Rescue

When the runners catch up, they ind that the leader of the
‘escont detachment™—a nasty blt of work called Bellaco—set
three of his people as sentries. who hunkered down out of
sight behlnd boulders or In crevices in the ravine walls. He and
the other four soldlers have declded that thelr orders from
Enganar sald only to bring Talla to Oscuro. Those orders sald
nothing about her condition when they arrived. nor did they
forbld the escorts to have a litle ~“fun™ with hee on the way.
When the runners appear on the s¢ene, Bellaco and his four
fiends are describing 10 Talla how they'd like her to entertaln
them.

For all of the escorts except Bellaco. use the stats for the
sandargd Coltectlve soldlers (sce The Collectlve's Forces. p.
45). All are armed with both bows and swords,

Bellaco

Bellaco looks like a particularly nasty Humanls caricature of
his phenotype: natuce (or something) exaggerated the charac-
teristics that distingulsh him as an elf. He enjoys cruelty for cru-
elty’s sake and explolts every opportualty to humillate a
defeated enemy or anyone else. A hermetlc mage. Bellaco
uses his knlfe to draw blood to power his spells. If he belleves
ke may dle without the extra power. he trles 1o kill Talla to
boost the force of a final speil. Oscuro cast In¢rease +4
Quickness on his lieutenant and Quickened the spell.

8 Q s C 1 w E M R Amnor
3 7(61) 4 3 6 4 6 7 618 3/4

Initlative: 6 (8) « 1D6G

Threat/Professlonal Rating: 4/4

Grade of Inltiation: 2

Skills: Armed Combat 5. Conjuring 3. Leadership 2. Magic

Theory 2. Projectlle Weapons 5, Sorcery 6. Stealth |

{(Wildermess 3). Unamed Combat 4

Spells: Hellblast 4 (7). Mana Bolt 3 (6). Stlnk 2 (5). Control

Thoughts 3 (6)

Gean Medlum Crossbow (SM), |2 Bolts. Knife (4L). Swoed

(6M), Vest with Pates (3/4)

Notes: If Bellaco “boosts™ a spell by taking the life of a donor,

use the force In parentheses.
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Cleaning Up the Mess

The runners should be able to rescue Talla from Bellaco
and his goons and retum her to Leroy. The gamemaster may
decddde how best to handle her undoubtedly emotional home-
coming.

The runners might suspect that resculng Talla completes
the task for which they were schlepped to this metaplane. If
the runners expect (o be tcansported forthwith to yet another
strange locale, they must face disappolntment—they've stlli
got work to do. As Gareth points out to them dourly, there’s
still a war to fight. The fact that Oscuro lost his lever against
Leroy—Talla—means that It's only a matter of time before he
mounts a maor offensive agalnst the Enclave.

DEBUGGING

The runners might decdlde to make a pre-emptive strike
and artack Oscuro’s delegation. As long as events transpire n
such a way to allow Enganar to dellver his message. the team
may feel free to slaughter the delegatlon or dle trying.
Detivering the message accomplished the necessary damage.

If the runners guess Talla's reactton to the message and try
to counter I, the gamemaster should block their efforts long
enough to allow Talla to follow her consclence. for example, If
they suggest (o Leroy that Talla might sacrifice herself {or the
tnclave, Leroy dismisses the idea. He argues that the message
simply served as a further attempt to sap the tndave’s morale.

The runners may declde that Leroy cannot possibly offer
them anything valuable enough to lustify them putting thelr
llves on the line for relative strangers, and refuse to rescue
Talla. If they need more motivaticn, Leroy polnts out that as
stzangers In this world, they must have been sent here for a
reason, and If they cannot state thelr mission. perhaps rescuing
Talla Is It. “You can save Talla and the Enclave. That Is a noble
enough goal for anyone.”

If the runners still refuse to rescue Talla, then Leroy and
Gareth turn away from them In scom and spread the word
throughout the Enclave that the strangers are cowards and
quite possibly traltors: the gamemaster should make thelr lives
quite uncomfortable. The next day, the runners learn that
Gareth and Maranda went out during the night to rescue Talla.
Maranda died and Gareth took a mortal wound but returned
with Leroy's wife. Leroy's community halls Gareth and
Maranda as heroes of the Enclave. and the runners’ stock drops
another couple of notches.

Go t0 Leroy's Last Stand. the next seclion.
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TELL IT TO THEM STRAIGHT

As ntght begins to shroud thls Place, the lookouts on the
walls call out a waming. You rush up the ladders to take a
look. .
There's movement off toward the horzon In the direction
of Mount Bakes, too far away to make out details, but you
know It must be Oscuro’s atmmy. You actually feet the Enclave’s
morale drop another notch. and you're not feeling too happy
yourselves. How could Oscuro possibly field an army that big?
At a guess. at least a thousand warriors |ust crested the distant
Ase—a fve-to-one manpower advantage.

Oscuro uses sound tactics, you think to yourselves:
approaching by night prevents the Enclave from sniping at
his forces from a distance. When the sun comes up tomorrow
moring, battle wlll be jolned. WIIl you llve to see anothet
sunset?

When the runners actually set eyes on Oscuro, read the
followlng:

There he Is, leader of the Collective. Oscuro himself.

You'd visualized a large man, but he’s relatlvely short.
bullt light and slender. But slze Isn't everything (ask
Napoleon}—he exudes an aura of command. of sheer power,
that you can feel rom here. He apparently sees no need to
carry mundane weapons. and wears no armor, only simple
leather. On hls Jeft wrist sits something that looks llke a blood-
red hunting falcon wearing a leather hood.

And the Instant you see that hooded bird. you know what
you're here for. You need that ieather hood.

When the battle Is |oined and the runners see Leroy In
combat, read the following:

Surrounded by the broken remnants of hls personal body-
guard. hls sword In his hands, Leroy stands ke a rock as
waves of enemy soldlers break agalnst him. In less than a
minute, you watch him survive three assaults that should have
completely overwhelmed him. for the fourth time you see him
blotted from sight by a mass of Oscuro’s warriors. This time he
can’t possibly survive. ...

But a moment later the mass of humanity parts and Leroy
still stands, bleeding from terrlble wounds. but stlll laylng
about hlm with his sword. Bodtes wre plled around him, creat-
Ing a fortification of flesh. Oscuro’s soldlers gather for another
charge ... then quall at the look In Leroy's eyes. They stop their
advance. and some even step back In fear of that Rashing
sword.

At that precise moment, a bolt of lightning licks from the crest
of a nearby ridge. striking Leroy and bansfixing him. for an Instant
that seems to last an hour he stands with hls back arched In pain
and his eyes (o the heavens. Then he falls heavily and lles sdil.

As sogon as the runners defeat or otherwlse disengage from
thelr opponents and check on the fallen Leroy, read the
following:

Leroy lles among the bodles of his slain foes, hls sword
sdll dutched In his hand. Talla kneels beslde him weeping
gently, tending to hls many wounds ... but you can see that
only maglc can aid him now. When you look at the wounds on
his body. you're amazed he lasted this long.

If one of the runners uses healing magic on Leroy, read the
followlng:

You lean over Leroy's body as he gasps the last breaths of
his life. The energy flows through you Into him. You feel his
power, you shape yours Into hls. ...

Suddenly, you are sprayed In blood. At first you fear it Is
your own, a penalty for working magic In this Place, bul more
power washes over you and you reallze that something else Is
happening. Talla. bleod spraying {rom the dagger she has
thrust Into her own heant. falls forward onto her husband and
across your hands.

Thelr blood poals together and spllls down onto the
ground. The hard. rocky earth absorbs the blood and the
power of your spell and stalns It dark. Not dark red, but the
brown of fertlle earth. What the frag Is golng on here?

As you watch, the ground around Leroy's body. watered
by hls and Talla’s blood. begins to change. The cocks dissolve
into dust. as Il the processes of eroslon had sped up a blilion-,
fold. Then the dust changes. transforming Into loamy soil.
Already. In these few seconds. you sce the green spikes of
plants emerging from land where nothing would grow before.

And the change spreads. as If his blood and Talla's death
acted as a catalyst for a focal change. and the results of that
change are catalyzing the process further afleld. Your skin
crawls as the ground shlifts beneath your feet, changing In tex:
ture and density. You watch with awe as the area of change
spreads out from the bodies, the rate of change and expansion
Increasing the further It extends,

Jt takes you a moment to consclously hear It. but there'sa
nolse assoclated with the process. a soft, gentie, chuckling
sound—the sound of dear water bubbling over a rocky stream
bed. A meter away. a large boulder splliis In two, and pure.
sparkiing water gushes forth, forming a natural spring that
washes Leroy's and Talla’s bodles clean.
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AFTERMATH

As far away as you can see, the contours of the land subtly
change. Red-ocher rock and dust Is tinged with the green of
new plants. The wasteland Is coming alive.

Around you. the new world you helped bring Into belng
fades away, and you reallze your personal Journey must con-
tinue.

HOOKS

In this cimactic confrontation. the runners should consider
the Enclave doomed ... unless they manage to do something
Innovative to even the odds.

The end brings sacrifice and redemptlon, prompted by the
healing powers of maglc.

BEHIND THE SCENES

The runners might declde to go over the wall and take the
fight to Oscuro’s forces, or they may walt through the night
with Leroy and hils people. The gamemaster should play up the
growing sense of desperation felt by the Enclave’s people.
They know they are massively outhumbered and that thelr ene-
mles will use the “evll forces™ of magic agalnst them. Some
regret sticking around when they had the chance to desert the
Enclave, and a few enterntain desperate thoughts of golng over
the wall now desplte the risk of running Into one of Oscuro’s
patrols.

Leroy refuses 1o sleep the night before the batte, Instead
walking through the Enclave like Henry V before the Battle of
Aglncourt, doing what he can (o boost morale and prepare his
troops for the morrow. feel free 10 play thls scene as high
tragedy—the doomed “monarch™ trylng to breathe spirt Into
his followers.

THE BATTLE

Actually, Oscuro’s army contalns consliderably fewer
troops than the characters thought they saw: a good half of his
army were actually Hluslons created to further undermine the
morale of the Enclave’s forces. The morning shows that
Oscuro’s army numbers a mere 400 or SO0 hundred soldlers.

The gamemaster chooses how to run the battle, but
remember that the only combats that need to be played out
dice rol) by dice roll are those Involving the runners. Everything
else happens as a dramatic backdrop for the runners’ herolcs.
Because the runaers cannot follow every scene of the battle,
the gamemaster should find It easy to manipulate events In
such a way as to keep the tenslon high without slaughtering
the team out of hand. For example. if the runners seem to be
walking ali over thelr opponents. a probing rald by Oscuro's
forces may threaten to overwhelm them. If the runners find
themselves about to be killed and gutted. a counterattack by
Endave troops may save them In the nick of time.

The ebb and flow of battle should—subtly, of course—give
the runners a clear view of Oscuro commanding hls forces.
When they spot the “falcon™ on his wrist, they reallze that they
came to this metaplane to retrieve the blrd’'s leather hood.
Obvlously, this requires them to get close to Oscuro. And It

should seem equally obvious that a direct assault Is doomed to
fall. The player characters must create and execute thelr own
plan to obtaln the hood.

Ffighting Oscuro

Oscuro commands the Collective’s forces from the top of
a nearby ridge. protected by a personal bodyguard of four
standard Collectlve soldlers plus Enganar (sec The Price of
Peace, p. 48) and any surviving troll delegates from
Delegation. p. 45. All these soldiers stand prepared to give
thelr lives to save thelr commander.

If the runners manage to approach Oscuro, the small man
unhoods his “falcon™ and sends It against his attackers—at
which polnt they discover that the falcon s actually a tiny local
varlant of an eyekllierl When he looses the eyekiller, Oscuro
discards the leather hood. unaware of lts Impornance to the
team. In this sltuatlon, they might be able 1o acqulire the hood
without actually ighting Oscuro.

Oscuro carely uses donors to “boost™ hls maglc because
he rarely needs to augment hls awesome powers. If necessary,
however, he willingly sacjifices any number of hls bedyguards.

If pressed beyond hope of winning. Oscuro reveals hls
true nature In an effort to give himself an edge. Oscuro’s statls-
tics and complete description appear In Debugging. p. 53.

Local Eyekiller
8 Q S C ! w E R Atacks
3 5x4 [ - 2/5 2 (6) 5 5L
iInitative: 5 + 1D6
Threat/Professlonal Rating: 3/4
Powers: Llectrlcal Crojectlon, Enhanced Senses (Low-Light
Vislon. Amplified Hearing)
Commemtary: This varlant of the eyekdller iIs comparable In slze
to a hawk, about 35 centimeters long with a wingspan of
almost a meter. Its electrical projection power packs the same
punch as that of the full-sized blrd. Once frec of its hood, the
eyeklller attacks anyone who It perceives to be threatening Its
master. If wounded. It tries to save Itself.
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VICTORY

If the runners manage to destroy or drive off Oscuro, his
well-coordinated army dissolves Into chaos. While some sol-
diers continue to fight. most tum tall and flee at the first oppor-
tunity. The Enclave’s soldlers caslly mop up the remaining
pockets of resistance.
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SACRIFICE

As soon as the runncrs remember that they saw Leroy
felled by a magical attack, they can ind him laying on the bat-
flefield near Gareth’s mangled body. Talla kneels at his side
and tends his injuries, but it Is dear that Leroy will die very
0.
One of the maglclan player characters could, and probably
should, try to save him using heallng maglc. When they
attempt this actlon, read them the final sectlon of Tel) It to
Them Stralght, p. 50.

Talla's sacrifice catches the runners by surprise. She s not
acting according to any prearranged plan or out of despalr at
lesing her husband: she Is obvlously responding to an uncon-
scious understanding of the unique role she must play In the
fitual that will Jlow thls Place to be rebom. They witness the
uansformation of the wasteland catalyzed by Leroy’'s and
Talia's mingled blood and the heallng maglc—a sultable sym-
bol to end a symbolic adventure. If the runners acquired the
eyekiller's hood. they now move from this Place to the next. If
they somehow fail to get the hood. they move on to the next
Place with the knowledge thar they have fallen short of thelr
goul.

DEBUGGING

The runnejs might declde to take the fight to Oscuro
rather than walting for his army to amive. That's okay. If they
ak Leroy In a persvasive enough fashlon to supply them with
some trtoops for this strilke, he might agree to meet their
request. (Narurally, Gareth will be present at any such dlscus-
slon, and centainly will offer some pithy comments on the tacti-
el soundness of the team’s suggestions.)

In this verslon of events. the team meets Oscuro’s van-
guard only a couple of kKllometers away from the Endave—it
seems Oscuro was planning to assault the settlement regard-
less of how things tumed oul with Talla. When the fight Is at Its
worst and It looks as though the runners may go down in
defeat, Leroy shows up at the head of a relief force. The events
in Sacriflce unfold as described In that section.

If the runners decide to avold the battle altogether, the
gamemaster must weave together some sequence of events to
bring them Into contact with Oscuro and the hood.

If no reasonable way presents Itself to get the runners back
on track, then move on to the next adventure. A fistful of
Karma, p. 54. Let the players know during the transition
berween Places that they falled to achleve thelr goal In this
one. They recelve opportunities o make up for thelr mistake
later.

Make alt Karma Awards at the end of the entire
Harfequin’s Back adventure.

OSCURO

Oscuro represents the local manifestation of Darke, the
player characters’ immedlate opposition and avatar of the
Enemy. though the tunners wlill not reallze this yet. Killing
Darke In this Place does not harm the “real” Darke. In thls man-
festation, Darke may shift at will between two forms.

He prefers to appear as a small, slightly bullt human—
handsome In a cruel way, with short. dark hair, plercdng blue-
gray eyes, and an aqulline nose. In thls form, the only weapon
he ever cames Is a small knlfe which actually serves as a Rating
4 weapon focus. He rarely appears without his hooded “fal-
con,” actually a local varlant of the eyekiller, on his wrist.

Oscuro’s rrue form Is something absolutely horrlfic: an
amorphous, multi-limbed. shifting shape with dozens of pro-
trusions that might be eyes. It cannot talk In this form, but It
can cast spells normally and can even wleld lts knlfe using a
specialized fighting-limb. Also In this form, Its top speed peaks
at almost twice that of a running man, and it reeks of rotting
meat.

If Oscuro assumes hls true form, the morale of hls army
Immedlately suffers. Soldlers remain with thelr unlts out of fear,
but no longer possess the disdpline they showed a moment
earller. For this reason. Oscuro assumes hls true form only In
dire emergency.

Oscuro Is a Grade 4 Inltiate.

The statistlcs to the left of the slash represent Oscuro In hls
human form; the numbers o the right of the slash refer 10 hls
true form.

B Q S C ) w E M R Armor

6/9 8/114/8 4/— S/5 4/4 6/(6) 8/8 4/6 0/2/(1/4)
Intlative: 6 « 1D6/8 + 306

Threat/Professional Rating: 7/4
Sklils: Amed Combat 8, Con|uring 3, Etquette (Enclave) 3,
Leadershlp 6. Maglc Theory 3, Sorcery 6, Unarmed Combat 6
Gean Knife [4L/8L. Weapon Focus (4}]. Leather Clothing (0/2)
Spells: Animate 4 (7)., Chaotic World 5 (8). Death Touch 2 (5).
Fire Strike 4 (7). Hellblast 3 (6). Ignlte 2 (5). Increase Quickness
(+4) 6 (9), Mob Mind 3 (6). Mob Mocod 4 (7). Power Bolt S (8),
Spectade 5 (8). Thunderdap 4 (7)

Notes: (f Oscuro boosts a spell by taking the life of a donor.
use the force in parentheses.
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PHYSICAL —Tim| [0 g e
i rd i mn
LIGHT  NODERATE SEROUS DEADLY
WOUND  WOUND WOUND WOuND
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“Yhis thing of being a hero, about the main thing to do Is
to know when ro dle. Prolonged life has rulned more men
than it ever made.”

—WIIl Rogers (1949}

OVERVIEW

Steampunk cowboys with maglcal Implants? Trolls firing
slx-guns from the backs of dinosaurs? This metaplane Is one
welrd Place, chummers!

In A Fistful of Karma, the runners find themselves In a
fantastic verslon of the Old West, thelr cyberware and maglc
transformed to fit the strange laws of this reality. The conflices
and challenges they face during thls adventure are unblushing-
ly drawn from several dasslc "horse operas.” The shadowrun-
ners must save a town from a sinlster outlaw’s return and elim-
Inate an even more lethal danger lurking In Its midst.
Depending on the number of shadowrunners involved and the
gamemasrer's Inclinatlon, this adventure may be the story of a
lone champton (reminlscent of Shane, High Noon, or the
adventures of the Lone Ranger or Cisco Kid). or it may plt a
small band of heroes agalnst desperate odds (In the manner of
The Magnlficent Seven or Sliverado).

So saddle up, pardner, and be sure to wind your
cyberware.
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TELL IT TO THEM STRAIGHT

The currents of the metaplanes draw you In a hundred
directions at once, twisting Resh and splrit In ways they were
never meant (o go. Lven the maglcians are howling as you all
fall through realms of astral space that thelr senses have never
touched. Slowly. the clouds of Indescribable color swirling
around you fade to a dusty, tan haze,

Shaking your head to clear your vislon, you look around.
Rolling hiit country extends to the horizon In front of you. Over
your shoulder, you see a majestic line of haze-shrouded
mountalns,

As you! vision dears, awareness of your body trickles back
to you. Your tortured muscles throb In an uneven, plodding
rhythm as you sway gently on the back of ... a horse? You're
ridlng a Nuke-lt Burger on the hoof? Too welrd, chummer!
And what happencd to your chrome?! Where'd this dumsy-
locking metal arm come from, all rivers and ratchets hanging
off your shoulder? The nearby trolt riding a scaled-down tyran-
nosaurus looks almost normal by comparison.

HOOKS

The runners have ended up In a Place closer to Kansas {as
In. “Toto. we're not In Kansas anymore~), but one unlike any
Kansas they've ever been to, let alone halludnated. Let the
player characiers leamn the strange and nasty rules of this Place
mistake by mistake. blunder by blunder—and enjoy watching
them do It.

If you can find the soundtrack to the film The Good. the
Bad. and the Ugly. play 1t In the background. Subtiety aln’t the
name of the game ‘round these parts.

BEHIND THE SCENES

The atmosphere of the Mace for this adventure can best be
described as “cowpunk.” The shadowrunners are transformed
Into typical Inhabltants of a Place that resembles the Old West,
but with clockwork cyberware, metahumans. and maglc
thrown In.

CHARACTER MODIFICATIONS (MUNDANE)

Before the gamemaster runs thls adventure. he must help
the players transform thelr shadowrunner characters Into prop-
er cowpunks. Players and gamemaster should keep In mind
the followlng Important polnts about this process:

‘Tiansformed cyberware gives the wearer the same
scores, skllls, Attdbutes, and so on that It does In the “real”

Shadowrun world. Cyberware that does not transform simply
ceases o exIst, and the characters lose whatever benefirs or
abllitles It glves them.

‘Everyone retalns hls or her race: elves stay elves, trolls
stay trolls, and so on.

‘Characters and thelr gear should change to fit the
punked-out. Old West metaphor. The look, feel, and (of
course)} fun are the most Important things to keep In mind
when detemnining the changes.

Attributes
Unmodifled Physical and Mental Attributes remaln
unchanged (unllke Just about everything else).

Skilis

Mast skills remaln the same, though some. such as com-
puter skllls. become utterly useless on this metaplane. Other
skills ace transformed as described below,

A character’s highest Vehicle Skifl becomes his Riding
Skill. If a character actually has Riding Skiil, add that Skill
Rating to his highest Vehlde Sklif to determine his Riding SkllI
on thls metaplane. Any character with a vehlde control rig
galns additional bonuses when riding (see Vehlcles, follow-
Ing). Simllarly, the Whips/Fflalls Skill or Monofitament Whip
Skl transforms into skl with a bullwhip.

Speclalizations and concentratlons In weapons from the
real wortd dso apply to the transformed weapon the charactes
Is carrying. For example. a character with flrearms (Ares
Predator) Sklll of 8 mtght no' have flrearms (Colt .44
Dragoon) Sklll of 8.

In general, skills that alow a character to do something In
2055 will allow him (o do an equivalent thing If an equivalent
exists on thls metaplane. For example, someone with Maglock
Skl can pick locks here, and somecane with medlcal skllls can
use the medical technology avallable on thls plane. For social
dealings with the local folks. use a player character's highest
Etiquette Skill Rating.

Cyberware

A typlcal street samural In 2055 has a cyberarm, most |
likely equipped with Aghting spurs or a bullt-In smarngun. He
carres wired reflexes, an eye stuffed full of fancy optics. and
probably armor implants. plus a heavy autoplstol hanging at
his hip and an assault rifle in his hands. Hls working clothes
conslst of street leathers and dattle dress uniforms (BDUSs). In
thls Place, that same samural wlil have a bulky metal am
powered by magically enhanced clockwork, His hand
becomes an articulated gauntlet that he can replace with &
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snap-on slx-shooter or a blade. He winds hls implants up
with a key. The cyberoptics change Into a flat, metal box riv-
eted in front of one eye. contalning a set of revoiving lenses
that seem to be made from faceted crystals. Dermal armor
tums Into rippling patches of brilllantly scaled snakeskin cov-
ering the samural’s torso, and he wears a six-shooter hol-
stered In a gunbelt around his walst. In place of leathers and
BDUs he wears a Stetson or sombrero, neckerchief. denlm
workshirt, jeans, possibly chaps, boots. and spurs. Quite a
sight, aln’t he?

This metaplane’s reality allows the exlstence of some
cyberware, but its form and functlon are based on fantasy-
Victorian technology and a hefty dose of maglc. It Is impos-
sible to describe the changes In detalt for every plece of
cyberware In Shadowrun, ideally. the {ollowing guldelines
and examples will allow the gamemaster and players to
declde how cybered characters took and how thelr equip-
ment works.

Certaln cyberware does not transform, and simply ceas-
es to exlst on thls metaplane. Thls category includes all data-
lacks, softlinks, and sklllwlires; all communlcatlons cyber-
ware; all headware memory. Including encephalons, tactical
computers, and Internal cyberdecks: and all gene-tech. Any
advantages provided by thls cybenware are not avallable to
the player character during this adventure.

Power Sources: Cyberlimbs, wired reflexes. and similar
devices require mechanlcal energy to function on this meta-
plane. If the user does not use any speclal powers or bonuses,
cybertlmbs can functlon for an Indefnite perlod without
recharging. for example, a player character with a normal
Strength of 4 can use hls cyberarm at Strength 4 for days with-
out exhausting significant power. However, If he uses the
am’s augmented Strength, then he needs lots of energy.

Such cyberware gets Its power from magical clockwork,
wound up with a large key Inserted In a socket in the charac-
ter's breastbone. When fully wound up, the clockwork oper-
ates for a number of Combat Tums equal to the character’s
unaugmented Body Attribute. Winding the works is a
Complex Actlon. To wind up hls or her cyberware, a player
character most make a Strength Test agalnst a Target
Number 4. Every success achleved winds the clockwork
enough to power all the relevant cyberware for 1 Combat
Tumn. This dice roll allows a character to use multiple cyber-
ware systems: for example, characters with wired reflexes
and cyberlimbs can use all those systems In the same turn
while expendlng only 1 Combat Turn’s worth of energy.

Stored energy Is depleted only when the character uses
his augmented scores. for example. If a character winds up
hls clockwork with 4 Combat Turns’ worth of energy, he
might use hls cyberware for 2 Combat Turns and then. walt
awhlle before using the other 2 turns’ worth, after which he
needs to wind up the works agaln In order to use the aug-
mented powers.

Cyberlimbs: Cyberlimbs transform Iinto something
resembling medleval armor. with additlonal touches of
Victorian technology such as neat rows of rivets, polished
brass fittings. hydraullc pistons. The usual hand attachment

for a cyberarm resembles a finely articulated gauntlet. which
can hold and manlipulate anything that a human hand can: a
gun, a rope. the relns of a horse. and so on. A hand can be
removed with one Complex Actlon and replaced (requiring
another Complex Action) with another attachment. If a play-
er character has cyberware that would logically transform
into a hand attachment (e.g.. a smartgun link or retractable
spurs) but does not have a cyberarm, that character gets a
cyberarm with +0 Strength for this adventure,

Avallable attachments Include a Knife Rand. Sword
Hand. and Gun Hand. A Knife Hand does (Str + 1)L damage
In combat; hand razors transform Into a Knife Hand. A Sword
Hand does (Str « 3)M damage In combat: spurs transform
Into a Sword Hand. A Gun Hand Is a heavy plstol attached to
the cyberarm and normally reduces the target number for
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shots by |. When used In conjunction with a Smartgun lens
(see Cyberoptics, below). It becomes the equlvalent of a
smartgun link, reducing the target number for shots by 2.

Cyberoptics: All cyberoptics transform Into varlous
lenses ground from maglcally charged crystals. The color of
the crystal indicates Its function. For example, normal vision
lenses are clear, Flare Compensation lenses are green. Low-
Light Vislon lenses are smoky gray. Smartgun lenses are
blue, Telescoplc Vislon lenses are amber, and Thermographlc
Vision lenses are red. When the Smartgun lens is used with a
Gun Hand. It reduces target numbers for firearms by 2.
When used with any other handgun or rifie. It reduces the
target number by 1.

The different lenses are mounted In a brass housing rivet-
ed over the character’'s eye sockel. Rotating a lens Into place
requires a Complex Action, and only one lens may be In place
at any one time.

Any player character with a smartgun link gets a cyberop-
tic equipped with the smartgun lens, whether or not he wore a
cybereye on the physical plane. However, a character firing a
Gun Hand but using a lens other than the Smartgun lens does
not recelve the full smartgun bonus.

Anlmal Bonds: All bioware and cyberware that aug-
ments a character’s Body or the functlon of muscles or Inter-
nal organs transforms into an animal bond. An animal bond
Is a portlon of some symbolically appropriate animal that has
been magically grafted Into the shadowrunnes’s body.
Dermal armor, for
example, most often
becomes pleces of
colorful snakeskin.

FIREARMS TABLE

Appearance

Though every character stlll looks more or less llke
himself, the detalls of his or her appearance can change
considerably. In addition to changes In appearance caused
by transformed cyberware, the player characters’ clothes
also change. The personal styles of the shadowrunners
come Into play In this transformation; If a character Is a
meticulous dresser on the physical plane, he will be tricked
out In equlvalent duds here. Two-gun rlgs, shoulder hol-
sters, decoratlons on firearms. saddles. and the (lke ace all
up to the players.

The bad news is that body armor does not transform.
Nothing stands between the runners and hostlle fire except
thelr own tender hides (and any dermal armor they may pos-
sess).

Players can also be creative In selecting the anlmal bonds
that represent cenaln ¢yber Implants. Let folks get as creatlve
as they llke In fleshing out the detalls of thelr characters’
appearance and costume.

Gear and Money

Some equipment has no counterpart on this plane and
thercfore does not exlst for this adventure. Every player
character also gets certaln basle pleces of equlpment,
whether he or she possessed Its equlvatent on the physlcal
plane or not.

On thls metaplane, virtually everyone owns a gunbelt
with a holster. Most
professionals’ gunbeits
are also equipped with
loops or a pouch that

Muscle implants most can hold up to twelve
often transform Into Pistols Type Conceal Ammo Dmg Wt Cost bullets for reloadlng.
the rippling muscles of Derringer HO ) 2(b) am 25 5 but the average cld-
the tiger, covered In Light Revolver Lp 4 6icy) oM | 10 zen’s guabell does not
tawny. striped fur. Heavy Revolver  HP 3 6lcy) am (.S 12 have thls feature.
Pretty much any carnl- Rifles Characters may also
vore will do for most Carblne AR 2 8(m) 6M 3 6 wear shoulder hol-
enhancements. Such Light Rifie AR _ 1 6(m) 8M 4 12 sters, but these offer
exotlc ablllitles as Heavy Rifle SR — 16(m) 8% 5 15 no reload pouch. The
water breathing would Shotgun SH — 2(b) osf 5 8 gamemaster should let
requlre rippling gills Scattergun HP 3 2(b) asf 3 7 players decide what
like a shark’s; the fllck- kind of gun leather

Ing tongue of a snake
might represent such
enhancements as a chemtcal analyzer. (Say. he really does
speak with forked tonguel)

Characters with animal bonds must consume great
quantltles of fresh meat to keep the bonds functioning. If a
player character with an anlmal bond goes for 24 hours
without gorging on several pounds of meat. hls bond
becomes dormant and he loses Its benefits untll he can eat
properly agaln. Apart from this requirement, the cyberware
or bloware functlons exactly as It does In the “real”
Shadowrun world.

thelr characters carry.,

This adventure
does not require a massive shopping expedition to gear up. In
fact. If the runners act herolcally, they will fnd friendly locals
willing to provide whatever they need. Stlll. everyone necds
some pocket change from time to time. Have each player roll
2D6: the result represents the amounc of local dollars hls char-
acter Is carrying In assorted blils and coin. All costs listed In
this section refer to dollars.

flrearms

56

Holdout weapons become derringers. such as the
Remington .41 two-shot pistol. Light pistols become light
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revolvers. Jlke the Colt Navy .36 or Smith & Wesson .32
"Model! 2.7 Heavy plstols become heavy revolvers. llke
Colt's Dragoon .44 or Peacemaker .45, or the Smith &
Wesson Frontler .44-40. SMGs are transformed into light
tifles or carblnes (gamemas-
ter's cholce). Assault rifies and
LMGs are transformed Into
heavy rfles. These rifies are all
lever-actlon weapons with
bullt-in magazines, llke the

Henry .44 or Winchester 73- Ammunltion

inch .44-40. Heavler weapons, (Box of 50)
such as the Vindlcator or Light Pistol
assault cannons. also become Heavy Plistol
heavy riftes {sorry. no Gatling Derringer

guns available in this adven- Carbine/Lt. Rifie
ture). Heavy Rifle

Smartguns transform Into a

AMMUNITION

COST TABLE

augmentatlon or techno-wizardry they offer on the physical
plane. Weapon focl do not transform, but retaln thelr original
shape and offer all normal bonuses in combat.

Knives become bowles; throwing blades and shurlken
become (hrowlng knives.
Swords become machetes or
cavalry sabers (gamemaster’s
cholce). though a dapper shad-
owrunner who ends up looking
llke a real “dude™ might carry a
sword cane. Clubs. saps, and
Cost batons afl transform into simple

2 clubs. All whips become 4-
meter-long bullwhips. Game
statlstics for avallable melee
weapons appear on the table
below: as with flrearms.
Avallabllity does not apply.

[V B ~ N VY R VY

Gun Hand. No matter what the

actual gun’s former shape was. [t becomes a heavy revolver.
The Mode for all weapons Is Single Shot (see p. 92, SRII).
Availabllity does not apply. as all these weapons can be pur-
chased easlly In town.

Ammo

Two kinds of bulfets are available In thls Place: standard
ball ammo and enchanted sllver bullets called argents.
Characters can easlly obtain ball ammo In the appropriate cal-
Ibers for different weapons at any general store, but standard
roungs are next to useless agalnst most magical belngs and
defenses. Argents allow the characters to successfully conduct
normal ranged combat
agalnst elementals and
other beings with
Immunity  agalnst
Normal Weapons, and
they can also breach

the maglcal amor that Weapon Conceal
protects many crea- Bowle 6
tures against conven- Buliwhip 4
tional bullets. Among Cavalry Saber 2
his possessions, every Machete 4
Sword Cane 6

player character wlll
find three argent
rounds far  each
weapon he owns. A
single argent round
costs the same as a
box of standard ammu-
nition. Costs In dollars
for conventional ammo
are llsted on the table.

Throwing Knlfe 8

Armned Combat Test.

Melee Weapons
Melee weapons

on this metaplane do

not reflect any of the

Concealabillry Is 2.

MELEE WEAPONS TABLE

*Bullwhips can also entangle a target. The attacker must try to make an
entangling attack: If his Armed Combat Test Is successful. he yanks the
target off hls feet. The victim may make a Strength or Qulckness Test
agalnst the attacker's Bullwhip Skill to stay standing. Increase this target
number by the number of extra successes the attacker rolled In his

Vehicles

No matter what you drive on the physlcal plane, on thls
metaplane you rlde something with legs. Lvery transformed
character rldes on some kind of steed. Humans, elves, and
orks ride horses. Dwarfs are 100 short to comfortably ride
horses, and so they ride somewhat slower ponles. Trolls. too
heavy for horses, ride 2-meter-tall dinosaurs called thunder-
feet. Game statlstics for each type of mount appear on the
Rlding Animais Table.

Each class of mount also comes with an appropriate stan-
dard saddle, equipped with saddlebags and sttaps to hold
equipment such as lanars and rifie scabbards.

Any character
carrylng an implanted
vehicle contiol rig on
the physical plane
possesses a speclal
atfinity for (lding

Dmg, Wwe. Cost beasts on this meta-
{StriL .5 5 planc. The rider retalns
(Su)L* i 5 Ns usual Inltlative
(Str + M 2.5 10 bonuses when rlding.
{Ste + )M 3 3 and in-creases Hhls
(Ste « 1}M 2 20 mount's base
(StriL .25 3 Quickness by the level

of hls vehlicle control
7g. fFor example, a rig-
ger with a Level 2
Vehicle Control Rig
rtding a horsc adds 4
+ 3D6 to his Init-lative
while mounted: the

"*The Concealabllity of the sword cane Is the target number for horse’s Qulckness
Perception Tests to notice that It is a sword cane rather than a walking
stick. If a character tries to hide a sword cane on hls person. Its

becomes 6 x 4.

During travel over
long distances. a
mount can sustain a
movement rate of
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twice Its base
Qulck-ness In
kilometers per
hour for up to

RIDING ANIMALS TABLE

Certain
magical pow-
ers do not

function at all

10 hours a Mount a Q S ) w R Attacks on thls meta-
day. A horse Horse (0 4x4 8 2/3 2 3 6S. « | Reach plane, Includ-
has a base Pony o 3x4 6 2/3 2 3 4S. + } Reach Ing sorcery,
Qulickness of Thunderfoot 14 3x4 12 /3 [ 'y 108, +2 Reach other than the
4. and 50 can *This Reactlon applles when the beast Is not belng ridden. When mounted, the anlmal clemental
travel 8 kph, reacts with Its rider’s Reaction. Thunderfect react with thelr rider's Reactlon - 1, maglc  de-
ar 80 kilome- scribed below;
ters (n a full astral percep-
day at normal tlon: metam-

speed. Player characters may. of course, spur thelr mounts to
move faster. A mount’s running speed In kllometers per hour
works oul to 1.2 times Its running movement for one Combat
Tum. A horse’s running movement 1s 4 x 4, which equals 16.
and so a galloping horse can go 19.2 kph. To calculate speed
per minute, simply multiply the cunning movement by 20: the
result Is the dlstance In meters. A horse can gallop 320 meters
lnaminute (4 x4 < 16, 16 x 20 = 320).

However, a mount can only gallop safely for a numbes
of minutes equal to the mount's Body. After that time, It
begins to tire. Ridlng Tests can be made agalnst the mount’s
Willpower to let its rider force the anlmal to gallop for an
additional number of minutes equal to half the mount’s Body
(1/2 Body). The tder must make a successful Riding Test
agalnst the target number +2 for each addltional (1/2 Body)
minutes the mount gallops. f the rder falls a Ridlng Test. the
animal drops to a trot (half its running speed). It refuses to
gallop agaln untll It has traveled for at least an hour at a
slower pace or rested completely for half an hour.

In addltion. a galloplng antmal suffers damage from
fatigue. Each additional (1/2 Body) minutes at a gallop does
GM Stun damage 1o the anlmal, which It resists with Body. If It
Is galloping when (1 hits D level damage. It will fall. possibly
Injuring the dder.

Mounted Combat: With a few changes. combat on a
mount resembles a low-speed fight between vehlcles {for pur-
poses of this adventure. anyway). A mount’'s Handling Rating
Is 6 minus Its Intelligence Rating: a horse has Handling 4 (G -
2) and a thunderfoot Handltng 5 (6 - 1). If the mount Is
fatigued or wounded, add the appropriate modifier to the rid-
er's target number when making Rlding Tests.

In the event of a crash. the mount falls, and both horse
and dder take the damage indicated on the Impact Table (p.
107, SRI}. Unllike vehicles, mounts do not provide riders with
cover or protectlon. Darnage to the “vehlcde™ means the mount
Is wounded.

CHARACTER MODIFICATIONS (MAGIC)

Maglc on this plane suffers severe restrictions. All maglc
that functions on thts metaplane is assigned to one of the four
elements: Alr, Larth, flre, and Water. Shamans and mages ailke
will ind themselves restricted to an affinlty for one or more
elements.

aglc (Inldates cannot monltor thelr maglcal energles astrally as
required for meta-maglcal processes): summoning (the spints
on this metaplane cannot be summoned by the powers of
maglcians): and locked or qulckened spells (they do not
accompany the magiclan on to the metaplane. and the charac-
ter loses thelr benefits for this adventure).

ln addltion. certain maglc Is less effective and/or works
differently on this plane. Bound elementals cannot be called:
any allted or free splirits who accompany the shadowrunners
must manlfest physically all the time. Like the player charac-
ters, the splrits cannot use astral perception. While power
and weapon focl transform and operate normally on this
metaplane. retalning all thelr usual bonuses in combat, no
other focl transform, and they are not avallabte to the magl-
clan during thls adventure. Enchanting Skl exists on this
metaplane, but differs sufficlently from Enchanting on the
physical plane that to all Intents and purposes. the playes
characters cannot use the sklll in this Place.

The followlng pages offer guldelines for using varlous
forms of maglc on this metaplane.

Elemental ARlnhy

Most maglctans on thls metaplane can use only one of
the four maglcal etements. Hermetlc adepts are automatlcal-
ly limlted to thelr chosen elemental affinity. Shamanic adepts
are limited to the element that most closely corresponds to
thelr totem’s habltat: air for Splrits of the Sky. earth for
Spirlts of the Land. fire for Splrits of Man, and water for
Splrits of the Sea.

fully capable mages and shamans (as opposed to hermet-
lc and shamanlc adepts) make random dle rolls to delermine
which element(s) they can manipulate In this Place. Players
should roll four dice. one at a time. assigning each dle to a
spedfic element as they roll i1. The element assoclated with the
highest dle roll result Is the element the maglcian can use. If
the dle foll for two or more elements Is tled, the player can
choose which of those elements his character will use. for
example, a player controlling a mage rolls a 5 for the element
of alr, a 2 for earth. a 3 for fire. and a 2 for water. The alr die
shows the highest result. and so hls element for this adventuse
1s alr. This means that the character can only perform alr maglc.
If the player had rolled a 5 for fire as well as for alr, he could
choose elther fife or alr magic.
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A maglcdlan can use any element for which he rolls a 6. for
example, a player who rolls a 6 for fire. a 4 for water, a 5 for
ar, and 6 for earth can use both fire and earth magic.

As an advantage of thelr skill and knowledge, inltiates
aan reroll indlviduat dice when deternining thelr elemental
affinity, one die for each grade of Initlation. The player may
divide hls rerolls among his dice as he wishes. If the magl-
clan In the Nrst example above Is a Grade 4 Initlate who
prefers Aire magic. he can reroll the fire die up to four times
In an attempt to tle or beat the high result of the alr dle. He
may also choose to reroll the alr dle in an artempt to get a
result less than or equal 1o 3; If he succeeds. the result of the
fire dle becomes the highest resull. He can also allot his 4
rerolls (o diffecent dice and attempt to roll sixes In order to
use multlple elements.

Physical Adepts

Whth the exceptlon of astral perceptlon, all of a physical
adept’s powers transform Intact. They may use all thelr abilities
in exactly the same manner as on the physical plane, with
identical results.

Sorcery

A maglc user on thls metaptane has only a few spells
avallable. For any elemental afinlty he possesses. he can
either use an attack spell or manlfest the element. Magiclans
can cast any of these spefls with a Force up to twice thelr
Maglc Attribute, subject to Physical Draln if the Force
exceeds the Maglc Attrlbute. Standard spellcasting rolls
apply (see p. 129, SRI), but offensive magle on this meta-
plane Is almed physically. This means that targets of attack
spells may use Combat Pool or Magic Pool dice to augment
thelr Reslstance Yests. Yargets cannot use both Dice Pools
simultaneously: they may use Combat Pool dice to “dodge”
the spell effect, or they can use Magic Pool dice to block the
maglcal energy.

Attack spells funcdon llke combat spells. The target resists
them using Body. duration I3 Instantaneous. range Is line of
sight, and Draln |s (Force/2)M.

Actack spells have no effect on an elemental spirlt of the
same element: for example, a fire attack spell has no effect on
fre elementals. However, these spells do Increased damage
agalnst elementals of the opposed type: for example. water
spells do Increased damage to fire elementals. Attack spells do
normal damage to elementals of the other two types. Both
increased and normal damage are listed (followlng) for each
type of attack spel).

Manifest spetls offer non-combat applicatlons for the ele-
ment In question (see the listed manifest spells for examples).
Most have sustained duration, operate at Touch or Self range.
and have Draln (Force/2)L even if the manlfest effects mimlic a
normal spell with a higher Draln.

Alr Attack: The magician hurds a blast of hurricane-force
ar. dolng (Force)S Physical damage with the elemental effect
of blast. This spell has no effect on alr elementals, but does
(Force)D damage to earth elementals.

Alr Manlfest: The maglcian can create a cdoud of breath-
able alr In any environment; underwater. In a smake- or gas-
Rlled area, even a sealed chamber. The radlus of the doud Is
equa! to the Force of the spell In meters, and the air within
that volume stays fresh for a number of minutes equal to the
number of successes achleved by the magician agalnst a
Tasget Number 4. The maglclan can also levitate to a helght
equal to the spell’s Force in meters while carrylng up to his
full carrylng capacity. Treat this effect as a levitate person
spell with a range of Self.

Earth Attack: The magidan hurls a bolt of jagged elemen-
tal earth that does (Force)S Physical damage to fire and water
elementals and (force)D damage to alr elementals. This bolt
also acts as a ram spell (p. 151, SRII).

Earth Manlfest: The maglcan can create a solid barrler of
earth (treat as a barrler spell. p. 158, SRIl). He can also
extend this effect to form a meter-wide bridge or ramp, with
a length equal to hls Magic Rating In meiters. The ramp or
bridge remalns stable as long as one end stays In contact
with rock or soll.

Fire Attack: The magiclan hurls a bolt of Rery energy
that does (force)S Physical damage and has the elemental
effect of fire. The spell does (Force)D damage against water
elementals.

Flre Manifest: The magiclan can manlifest light (same
eflect as the (ight spell, p.158. SRIi). produce warmth (treat
as light spell, but the effect Is a comforable warmth in any
ambtent temperature rather than visible light}, ang light fires
(treat as the Ignite spell. p. 158, SRIl: however, the spell
cannot be used agalnst living targets. thelr garments, or
thelr equipment).

Water Attack: The magliclan hurls a stream of steaming
water that does (Force)S Physical damage with the elemental
effect of add. The spell has no effect on water elementals, but
does (force)D damage to fire elementals.

Water Manifests The maglclan can create drinkable
water, providing 1 liter of water for every success achleved
agalnst the spell’s Target Number of 4. This spell has a
Permanent effect. The manlfest water spell can put out fires,
extinguishing burning materlal equlvalent to the spell’s
Force in square meters for every success rolled agalnst
Target Number 6.

Conjuring

Player characters may only use Conjurlng Skill In thls
metaplane to banish elJementals of the maglcian’s own affin-
Ity. For example. a maglclan with a Are affinity can only ban-
Ish fire elementals. In all other respects, conjuring works
llke standard banlshlng (p. 143, SRIl). If the elemental tar-
get of the banlshing spell Is working In partnership with
humans or other g}gs. the elemental’s allles wlill try to
slaughter the banf g maglcian by crude means (guns,
axes, polnted stid® i ihile he Is busy attempting (o exor-
clse thelr buddy. ‘ﬂ'ﬁ‘ 'd-be exorclsts are therefore advised
to bring along back. .J’.
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RUNNING THE ADVENTURE

The plot In A Fstful of Karmma advances In two ways,
Certaln events occur within a timetable and willl happen -
regardless of the player characters’ actlons. The way they
react to these events, however. can change condltions later
In the timetable, and the runners’ handling of these sltua-
tlons Is cruclal to the eventual outcome of the story.
Centaln other events only occur when the player
characters go 1o a particular place or places.
The runners can freely explore the town
and valley, hopefully doing a little leg-
work to Increase thelr chances of Agur-
ing out what ls golng on.

The central action of the story
unfolds over three days. On the third
day at high noon {of course). the belea-
guered sherlff of Valley Hope wlill con-
front the vilialns. Without the shad-
owrunaers’ help. he will fall and most
likely dle. I the runners pltch in. the
town stands a chance of staying free,
But behind thls surface challenge
les a darker secret. Deep In the
shaft of the old Flattop Mine
turks a mysterlous man named
Trey. the puppetl master who
pulls the strings on heroes,
villains, and JInnocent
bystanders. Ultimately, the
player characters must
defeat Yrey in order to
obtain one of hls bones to
use as the Songblrd’s perch.

_—l\y/-’;;—-" -
N 7S
/’.\i/fiﬁz_\

ABOUT THE OPPOSITION

The vHlains in this adven-
ture are powerful Individuals
attemping to take over a
reglon with a population of
about 200 people. Such a task
requires a cenaln amount of man-
power, and so the runners can
expect to encounter three types of
opposition.

At the top of the danger heap
stand the prindpal villains, Sy Vants
and hls hired gun, Dred francis.
Either of these NPCs make more than
a match for the typical player charac-
ter. As far as gunfights and other
confrontations are concemed, Vants
calls everyone else's shots; all of the
more-or-less faceless gunslingers that
the player characters confront are
working for him. The least dan-
gerous are the unmodlified
cowpokes, normal people

with slightly-above-average combat skills.

In a one-on-one fight, most shad-
owrunners can wipe out a force of
cowpokes In a few Combat Tums.
Vants may call on an almost
unlimited supply of cowpokes.
Much more deadly are
the “cowpunks.” NPCs firted
up with cyberware who are
dangerous in combat. Payer
characters who take on a
standup fight against cow-
punks at even odds may
have bltten off more than
they can chew. and so the
gamemaster should usually
put no more than one cow-
punk per two shadowrun-
. ners Into any given fight
scene. Vants employs six
cowpunks: three humans,
two trolls, and a very
nasty elf,
Encounters In which the
opposltion appears in
apparently overwhelming
force are not Intended as
Nght scenes. though play-
er characters have been
known to plunge into
Impossible fights and
win agalnst atf odds. If
the runners declde to
perform such outlandish
heroics, the gamemaster
must debug the plot line as
best he can.

YACTICAL HINTS
Though 1the bullets In this Place
hit a llttle softer than In the player
characters’” “real” world, keep in
mind that thls Place does not offet
body armor, elther. A hit that
wouldn’t even faze someone weat-
Ing an armor |acket can be deadly
here. Also. though few NPCs pos-
sess maglcal abillty In thls adven-
ture, maglc Is less potent here. and
so the abllity to wield It glves the
player characters less of an over-
whelming advantage than In a ron
on the physlcal plane.
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TELL IT TO THEM STRAIGHT

After the runners have surveyed the land, read the followlng:

You've been moseying along the narrow paths through
the hills for a couple of hours now. The sun’s high, and yout
mouots malntaln an easy pace In the heat of the day. As you
crest a hlll, you hear the crack of shootin’ lrons. Downsiope.
you see a contraption that looks llke an old-style steam traln
chugging along a broad. dusly road. Somehow. you all know
It's called a landsteamer,

The engineer must have it stoked up real high: the thing’s
beflowing smoke and running almost twice as fast as the usual
speed for a steamer. As the tealn rounds a curve, the three cars
behind the engine rock from side 1o side ltke a sldewinder with
a broken back.

Now you sce why the steamer Is making so much speed:
adozen ranntes come whoopln' around the bend after It, firing
at any passengers brave enough or dumb enough 10 show
thelr faces out the back of the last car. A few tough ones are
retuming the outlaws’ fire, but as you watch, one of them lets
out a holler and falls back Into the cac.

Suddenly a section of the road a hundred meters In front
of the rraln erupts Into a blocky figure of din and stone, taller
than the englne bearlng down on I¢, It spreads Its squarlsh
arms, and the dirt of the road bubbles and seethes In front of It.
The steamer screams as Its engineer pulls hard on the brakes.
Behind the engine, the pursulng dders begin to close the gap.

Read the following once the characters head off toward
town, with or whhout the landsteamen

The road stralghtens out as It reaches the valley ficor. Rich
praifie land lies to elther side. Aftes about three hours’ ride,
you see the bulldings of a small town among the gently
rolling. grassy hills.

If the shadowrunners are not riding alongside the land-
stcamer, read the following:

You ride Into town along a broad, dusty maln street. A
white clapboard church and tldy shops and homes mark the
town’'s edge. and a sign In front of the chapel reads ~Valley
Hope Place of Prayer.” Passersby eye you curlously. with what
might be a lite dislike. A few kids playing In front of a small
schoolhouse stop thelr fun and sliently watch you pass. A mid-
dle-aged woman herds them Inslde and doses the school-
house door with a backward glance at you.

Valley Hope looks like a ntce place. Shame the folks here
don’t seem 10 cotton to strangers,

If the shadowrunners accompany the landsteamer Into
town, read the following:

Just outside of town, the road forks. The steamer tums off
the maln road, bearing along a gentle curve. following It, you
pass outbulldings and warehouses, As the steamer crawls dong
the mad, a few folks gather and yell greetings. The conductor
bellows news of the robbery, and a youngster runs to ferch the
town doctor. Someone else shouts something about getting the
sherlff. As the story of the fight with the outlaws begins to
spread, a few townslolk throw admiring glances your way.

After the shadowrunners arrive In town, read the following

Down the street, a bay window erupts In a welter of glass. A
towering figure charges Into the street, holding a screaming man
above 1ts head. ft hurls the man away. Hls screams choke off abrupt-
ty as he hits the front of a bullding with a skckening, wet crunch,

Passersby scurry for cover. A horse hitched In front of the
town hall rears. screaming In terror. The monstrous glant bel-
lows and stabs clawed hands In the direction of the horse. You
feel a blast of heat. and the poor animal collapses. reduced to
a charred mass of meat.

You can see the towerng thing dearly now. and you proba-
bly wish you couldn’t. It stands about three meters tall. covered
In a cracked, mottied gray hide shot through with twisting veins
of white. In the slanting rays of the aftemoon sun, the velns seem
1o glow greenish-white. The monster has only one good eye: the
other Is a puffy wound, weeplng pus down the thing's pocked
cheek. Its long arms end In wicked-looking claws. Scraps of rot-
ted doth flutter across Its body here and there.

As you goggle at the monster. Its good eye rolls toward
you. It snarls and ralses Its amms, The glowing velns flash with
brighter fire as tendrlls of energy crackle around Its talons.

HOOKS

The gamemaster should keep the welrdness golng and
play up the surrealism of the events. Hopefully. the runners
will begin to play along.

BEHIND THE SCENES

This encounter taunches the runners Into two potential
fights, elther of which can make them look like heroes or
cowards.

THE TRAIN RAID
Landsteamers. the “lron horses™ of this Mace, use alchemical
engines that bum a rare mineral called phlogjston fos power. Thelr
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tires are made of a tough, natural resin and can negotlate any reason-
ably smooth road, even if it is unpaved. Needless to sy, wherever
there are ralns, there are train robbers. and this world s no excepton.

Lucky for us, Butch Cassldy never had an earth elemental
In the Hole-in-the-Wall Gang. These outlaws, however, do
have the assistance of such a spint, and the engineer does not
want to pit his machine agalnst its powers.

This encounter glves the runners an opportunity to get
famillar with their weapons and equlpment in ighting the out-
laws and to figure out thelr magic in dispatching the elemen-
tal. In addition, If the runners take actlon to save the traln, they
can be sure of a hospitable weilcome In town.

If the shadowrunners do not Intervene, the steamer brakes
to a halt as the earth elemental dps up the road In front of it. The
bandits overtake the halted traln, relieve its passengers of chelr
valuables, and loot the freight car. Faced with magical as well as
physical force. the passengers surrender. The outlaws then ride
off with thelr loot {and out of this story). In the wee hours of the
moming,. the steamer pulls Into town with Its tale of woe.

If the player characters attack the elemental, they distract
It from stopping the landsteamer. It pursues Its new attackers,
allowing the steamer to bame) onward. The outlaws continue
to pursue the steamer, leaving the elemental to whup the
interfering runners. If the player characters attack the outlaws,
the outlaws split up: half of them tum off the road to engage
the runners, and the other half pursue the steamer. if the player
characters let the robbers stop the steamer and then attack. the
passengers dive for cover and take no part in the ensulng fight,

The road on which the steamer travels 1s about 10 meters
wide and runs stralght for about 100 meters in front and in back
of the steamer. The ground slopes up sharply along the road.
making it almost a gully at this polnt; unless the rder spends a
full Combat Tum negotiating the slope. he or she must make a
successful Riding (5) Test to safely climb or descend on horse-
back. The Interior of each car 10oks llke a |9th~century traln car: a
box about four meters wide and ffteen meters long. with rows
of thinly padded wooden benches on elther slde of a narrow,
central alsle and a smatl window by each bench.

The Outlaws

The outlaw gang numbers two cowpokes per shadowrun-
ner plus the gang’s leadet, a troll cowpunk (for game statistics
on cowpokes and cowpunks, see Cast of Shadows. p. 79).
Just to make things Interesting. use the same mix of races for
the cowpokes as the runners chose for themselves, for exam-
ple. If the player characters comprise a troll, an ork. and two
humans. then the outlaws should consist of two trall cow-
pokes. two ork cowpokes, and four human cowpokes.

If half the outlaws are knocked aut of the fight. the rest run
for the hllls, splitting up In several directlons to evade pursult.
Captured outlaws can offer no useful Information. They live a
wide-ranging \ife. hirting small towns and Isolated landsteam-
ers with the assistance of the elemental. The runners may take
the weapons and the 2D6 dollars carrled by each dead or cap-
tured outlaw as spolls of battle.

The earth elemental Is a Force 6 elemental—In manlfest
form. as all splrits on this metaplane must be In order to functdon.

It has the ratings and powers of a typical earth elemental as
described on pp. 142 and 216, SRIl. Remember that argent
rounds allow player characters to use firearms agalnst elementals,

The easily confused elemental can only concentrate on
one opponent at a time. If attacked from different directions, It
goes after the closest attacker. ignorlng other dlstractlons
unless someone gets In its way as It moves toward Its target.
Once It disposes of one 1arget. It chooses another. Agalnst a
mounted opponent It prefers to use Its engulf power, trapplng
the horse so that the elemental can close with the rider In
physlcal combat. The elemental fights untll destroyed.

After the fight

Assuming the shadowrunners vanquish the dandits. the
steamer’s passengers regard them as heroes. Some folks Will pass
the hat. collecting 62 dollars as a reward for the characters. The
tom-up road where the elemental manifested requlres 4 hours
labor to repalr well enough to let the stecamer by, though any play-
er character who can wield earth magic can manifest earth to
patch the road and allow the steamer to ravel onward Immed|-
ately. The conductor will urge the shadowrunners to ride along-
slde the steamer the rest of the way Into town, to both discourage
the outlaws from striking again and so that he can tell folks about
the runners’ brave actlons when they get to Valley Hope.

WELCOME TO VALLEY HOPL

One hundred and elghty people live In the town of Valley
Hope, some In homes along the maln road. The road through
the valley splits just before entering town. The southem leg
becomes Maln Street; the northem leg. along which the land-
steamers pass through town, Is called Traln Street. The towns-
people are all extras, as described in Cast of Shadows, p. 80.

Bulldings marked with an R on the map are private resl-
dences, sometimes occupled by one famlly and sometimes
renting rooms. Bulldings marked with an S are stables. Lvery
buliding has an outhouse located somewhere In the back.

Valley Hope Map Key

Church (1): Across Maln Street, atop a small hill, stands the
church and the town cemetery. The church sports a fine new
steeple complete with a bullt-In clock brought all the way from
the Last.

Parsonage and Schoaolhouse (2)t Parson £mmerick and hls
wife tive In the parsonage. and Mrs. Emmerick Is the school-
teacher. Both Emmericks are orks. The parson Is also a magi-
clan able to use fire and water. but he can only banlsh splrts.
When required. he acts as the town exorclst.

Sheriff's Office and Jall (3): 'Nuff sald.

Clarion Offlces (4) The Valley Hope Clarion Is the local news-
paper and a cruclal source of local history (see Legwork. p.
70). An elf named Kendall Sltver s the edltor.

festus Barber Shop (5):1 A shave costs 10 cents. a haircut 15
cents, a bath 50 cents,

Mrs. fenning’s Boarding House (6): No vacancles at present.
fergus Fine Yard Goods (7): fabrtc and talloring services ase
avallable here, Repalrs cost 10 cents [or minor darning or
patching, $1.00 for major repalrs.
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Max Hammel's Smithy and Livery Stable (8-9): It costs 25
cents a night to board a horse, 50 cents for thunderfeer.

Unlon Feed Store and Seed Stock (10): Feed angd seed are
available here.

Old No. 93 Saloan (11)1 The Old No. 93 charges the same
prices as the Songblrd Satoon. but does not rent rooms and
serves no meals.

Hasher's Carpentry and Lumberyard (12): The lumberyard
sells the maln materials for construction In thls town,

Rattop Mining Co. Business Offlce {13): A slgn posted on the
door dlrects all Inquides about employment or mine business
1o Mr. Trey at the Flattop Mine.

Offices of Simon Renfrew, Attorney (14): Renfrew can
answer questlons about business matters |n the valley and can
also tell the shadowrunners the history of the town.

Western Spherics Business Offlce (15)t At a cost of S cents a
word, locals can send messages by crystal ball.

Western Spherics Crystaltomant's Tower (16): This tower Is’a
magical construct used to power the crystad) ball. its operator
works in a dtual chamber atop the tower.

Unlon Continental Landsteamer Starion (17-17d): All land-
steamers pull Into this station. It consists of a ticket office and
walting room (17a). luggage and freight warehouses (17b),
and a phloglston stockplle (17¢) guarded by two cowpokes at
all dimes. Near the station [s a tall water tower {1 7d).

Doc Wundesfich’s Office (18): Doc Wunderlich |5 the town's physl-
dan. Medical facilides are aude by the standards of 2055. Treaoment
In Doc’s infirmary Is nothing special: bonuses for hospltal care do not
apply. Doc Wunderllch also serves as a source for the tawn's history.
Valley Hope Bank (19): A troll cowpunk guards the bank dur-
Ing business hours, §0—4 Monday through Saturday.

Songbird Saloon (20): Jed Porkins owns this place, which Is
described In Down {n the Valley, p. 68.

Valley Hope Land Office (21): Land caims are made, settled,
and recorded In thls small bullding.

Valley Hope Farmess’ Cooperative (22): The Coop sells fresh
produce (2 cents/Ib) and meat {8 cents/Ib).

Wardell's Emporfum (23)r Winch Wardell s the proprietor of
thls general store.

Mrs. Venturl’'s Apothecary (24} first ald suppiles such as ban-
dages. herbal poultices, and antlseptic are available at 50 cents
per unlt,

Regardless of whether or not the runners come Into town
with the landsteamer {(as described In Tell it to Them Straight).
the runners™ arrival coincides with the attack of the mine uea-
ture. The villalnous Mr. Trey created this ceitter from the corpse
of a miner out at the flattop Phlogiston Minc.

Jf the creature erupts from a bullding on Main Street. the
runners wlill be In front of the church. and the monster con-
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fronts them In tront of Fergus Ane Yard Goods. If the characters
confront the monster on Traln Street. they stand In front of the
Old No. 93 Saloon, and the monster eme:ges from the Flattop
Mining Co. Business Office. Needless to say. the emergence
of the creature trashes the office. The landsteamer has |ust
pulled Into the siding In front of the statlon.

The monster attacks the shadowrunners as soon as It sees
them and fights until dead. If rendered unconsdous. its bond
to Trey Is broken; without hls power to sustaln It, It disinte-
grates, Ideally, the shadowrunners should take the monster
down without serlous trouble. If they seem to be losing. Shertff
Bergamot jolns the fight. He fires argent buflets and dispatches
the creature with a lew well-placed shots from hls heavy
Winchesier.

Mine Monster
B Q S C ) W M R  Ammor

8 6 10 0 2 3 6 4 4/2
Initlattve: 4 + 206

CONDITION MONITOR

UGHT  MODERATE SERCUS DEADLY
STUN STUN STUN STUN
I N L2 Ths NA
STUN 1] [I% o =
) e b 4 Ly T Uc

PHYSICAL L_ i Yo o
LIGHT  MODERATE SERGUS DEADLY
WOUND  WOUND WOUND WOAD

Threat/Professional Rating: 3/6

Skills: Sorcery 6. Unarmed Combat 8 (Reach + 1. |OM damage
from talons)

Notes: The mine monster can cast a Force 6 Are antack spell,
The creature’s armor is a magleal effect. and fts Balllstic Rating
does not reduce damage from argent rounds.

If the player characters defeat the monster with or without
help from the stierlff, they recelve & heroes’ welcome from the
town. An admiring crowd Invites them to the Songblrd Saloon
for a free round of drinks, and the Songblrd’s owner, Jed
Porkins, offers them free rooms for the night. The team
receives even more It they already eamed acclalm by folling
the landsteamer robbery. For a description of the Songbird
Saloon and Its stuff angd regular fixtures, see Settling In, p. 68
of Dawn in the Valley. the next chapter.

If the runners rumex tall and ran. or otherwise did nothing
to eamn a heroes’ welcome ... well. none of the other folks did
much about the creature elther. so nobody will be 100 hard on
them for belng yellow. But nobody offers the runners any free
drinks or rooms, elther.

DEBUGGING

In the initlal battle with the outiaws, the only real trouble
occurs If the outlaws start Xlcking the shadowrunners’ butts. In
thls case, the gamemaster can have several passengers lake
heart and starnt fiing on the bandits. If the runners have trouble
dealing with the earth clemental, have a wounded passenger
tass a heavy rifle loaded with argents to the nearest player
character. The sltver bullets should dispatch the beastie. As 3
last resont. a previously unconsclous passenger can wake up
and turn out to be capable of banlshing earth elementals.

Apart from getting tom up by the mine monster, which the
gamemaster can avoid by using Sheriff Bergamot as a rescusy,
the only other obvious problem occurs If the runners decide they
don’t like this Place and simply ride out of town. Not to wony,
Let them rde wherever they llke: when they reach the end of
the valley. they will re-enter It from the opposite slde. Whethet
they Ilke It or not they are trapped In the valley until the adven-
wre’s dimax, win or lose. If the shadowrunners try to leave the
area in any way, they simply waste time riding through this loop
and end up where they started, Feef free to put the adventure
timetable “on hold™ If the players try to escape, and plck up the
srhedule when they get back from thelr excurslons, Go to Down
In the Valley, the next chapter.
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TELL IT TO THEM STRAIGHT BEHIND THE SCENES

When the runners settle Into the Songbird Saloon, read the
following;

The only place In town with rooms to rent Is the Songblrd
Saloon. It's also the dosest place where a feller can get a drop
to cut the dust. so It Isn't long before you walk through the
saloon’s swinglng doors.

The harpsichord in the comer doesn’t sound llke the usual
barroom plano. and the feller playing It wears a dirty pow-
dered wig and a soiled satin sult. Half a dozen barmalds and
barboys In cheap. rumpled finery and sweat-streaked makeup
strofl through the room with trays of drinks and food. or sit at
the tables with the cllentele. laughing and keeping the orders
coming. Most of the patrons are drinking beer or wine drawn
from huge hogsheads behind the bar, hefting thelr drinks In
heavy pewter goblets. A popular alternative seems to be an
herbed cordlal served in a ceramic mug and set on fire before
drinking.

A pretty woman with pale skin and black balr comes up to
you carrying a tray. She smiles and gestures as ¥f to say. what'll
you have? When you ask her name, her smile tums sad for a
moment. She touches her slim throat and shakes her head.
Someone at a ncarby table mutters, “Cella can’t talk nane.
Dem shame. she used'ta sing like a blrd.”

This sectlon describes Valley Hope and the surrounding
territory. places ang people of interest, and the Inforration the
player characters can leam, The gamemaster should give the
players a copy of the valley map below and the town map (see
Valley Hope, p. 65). but only legwork or actlve Investigation
allows them to determine the significance of the locations

marked on elther map.

ABOUT THE VALLEY

In addfdon to the 180 people living In the town of Valley
Hope. another hundred or so folks live In the valley Itself, The
followlng map and key show sltes of Interest to the player

characters.

Valley Hope (A}
See the town map and accompanylng description for
detalls (Valley Hope. pp. 63-66).

Rattop Phtogiston Mine (B)

If the shadowrunners explore this area. they will find
only the rulns of the miners’ barracks and the empty tunnels
and shafts of the abandoned mine. No sign of human hablta-
tion exIsts In the area. even though Mr. Trey claims 1o live on

the slte.

HARLEQUIN'S BACK 67



A FSTFUL Of KARMA

Blood Eagle Ranch (C)

Blood tagle Ranch is the stronghold of Sy Vants. the maln
villain of this plece. In the area marked “C™ on the map stands
a comfortable two-story ranch house, a large bunkhouse for the
Blood Lagle gang. and assorted cattle pens, stables, and out-
bulldings.

Attacking the ranch Is a Asky proposition. The ranch house
and Its envlrons are almost always guarded by & force contala-
Ing two cowpokes per shadowrunner, led by two human cow-
punks. This force 15 busy elsewhere only twice during thls
adventure: during the events described under Hoorawl in the
Day One chapter {p. 72) and No Escape In the Day Two chap-
ter {p. 74). During those events, only four cowpokes and a
human cowpunk protect Blood Lagle Ranch.

Homesteads (H)

Areas marked with an H on the valley map are home-
steads worked by famliles seeking a new life on the frontier. All
of these are small farms, with at most a dozen head of cattle
and a few planted acres. The houses all have rwo or three
rooms, and a small bam and some sheds sheiter nearby. If the
shadowrunners approach a homestead polltely and make no
threatening moves, they recelve simple hospltality from the
resldents: water {or perhaps some more vigorous drink), a bite
to eal, directions to thelr destination, and so on, They can also
elidt Informatlon by chating with homesteaders, as described
In the Legwork sectlon of this adventure, page 69,

SETTLING IN

The player characters should settle In at the Songblrd
Saloon, which Is Intended as a focal point of actlon In the
adventure as well as an ad hoc base of operations for the shad-
owrunners. If a crowd of admirers escorts them In after thelr

SONGBIRD SALOON

PRICE LIST

ttem Cost
Beer $.10
Wine $.25
Dragon's Breath $.50
Meal $.50
Room . $.75
Private Room $1.00
Entertainment $2.00

Lengthy Entertainment-

herole actlons In the adventure to date. so much the better. [ed
Porkins, an ork and the owner of the Songblrd, makes them
welcome with free rooms and a round of drinks on the house.

The wine |s decent but the laming cordjal known as
Dragon’s Breath is temfic. Every shot of Dragon’s Breath does 4L
Stun damage at « | 10 the Power for every previous round drunk
In the past few hours. For example, a third drink of the stuff does
6L damage. To resist thls damage. drinkers must roll Body dice,
The more Stun damage a character accumulates from drinking
the stuff, the drunker he or she becomes. (Oh, and the hangover
Is spectacular.) Prices for drinks, meals, rooms. and entertain-
ment at the Songbird appear on the table above.

Soon after the player characters arfive at the Songblrd, the
gamemaster should make a polnt of Introducing Cella to them.
In some ways, she typlfies what will happen to the town If Trey,

SONGBIRD SALOON
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the evil Sy Vants, and his sidekick Dred frands take over. Celia
lives in the upstalrs room marked 2 (see Second floor Map.
below). Porkins lives In a house next door to the saloon. Rooms
4,6, 8 and 10 are home to the saloon's other two employees.
who augment their Incomes by conducting entertalnment in
their quanters. The other rooms are for rent: the shadowrunners
will most likely stay in them during this adventure.

LEGWORK

In plenty of places In Valley Hope, casual conversation or
diigent research can give the characters Important Informatlon
about the town, Its people, and its history. Player characters
an leam several different tdblts by chatting with folks around
town or at the homesteads:; they can also leamn about Cella
specifically by sounding out locals at the Songblrd. or about
Valley Hope's history by talking to Kendall Sllver, Doc
Wunderlich, or Simon Renfrew. As with standard legwork, the
player must make a Success Test using an approprlate
Etquette Skill agalnst a given target number. The amount of
Information avallable depends on the number of successes
achleved. Characters who achleve more than | success galn all
the Information avallable at all previous Jevels of success.

AROUND TOWN

Appropriate Contacts (Target Number 4}
Any townsfolk, merchants, barber, and so on.

Successes Result
I “IU's been gettin® bad. That critter you fellers ran

Into s Just the latest. Never used‘ta have

much trouble with angry spirits, but lately

Parson’s been run ragged putting down

spooks. Tetchy fire critter tried to bum down

the livery last week. Well, | hope to tell ya. It
was a near thing.”

heas tell Mr. Trey from the mine company Is

lookin® t'open up old flattop agin. It'd be a

good thing, | guess, bring in more money fer

the town, but there wuz talk that the tallin’s
from the mine was pizenin” the water here-
abouts. That's one reason they shut the place
down, "bout the time the sherlff and the

Vigilance Committee cdeaned out the worst

of the hooligans that were runnin’ che valley.

Muyst be five, six years ago now.”

k) “Well, you dldn’t hear It from me—llve and let
live, | always say—but a feller from the Blood
tagle spread was talkin® blg at the Old No.
93 last night, and he allowed as how anyone
who wanted to get along in this town had
best walk soft around Sy Vants from now on,
cuz things wuz gonna be different soon.”

N
3

HOMESTEADS

Appropriate Contacts (Target Number 4)
Any homesteader.

Successes Result

t “The Blood Eagles have been pushin’ us to sell
out to Sy Vants, Well, | told him | didn’t
come here Just to move on agin. but last
month ] found my prize mlich cow dead In
her stall. Doc says It looked llke locoweed
pizenin’, but I been all over my meadow
and ain’t found a sniff of tocoweed. Now, |
dunno, | got the famlily to look out fer.
Mcbbe | oughtta think about It.”

2 “Mr, Trey from the mine, he's been telilng us
there'll be good money made when the
mine opens up agin next year, Secems llke |
could do right well to sell the spread and
move on over to Flattop.”
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CELIA
Appropriate Caontacts (Target Number 3)

Anyone at the Songbird after Hooraw! (Day One, p. 72} Is
over.

Successes Resuht

1 “Long ‘bout six years back. Celia used’ta slng
here at the Songblird. She gave the place a
falr clalm to its name. too. Well, Sy Vants
took a real shine to Cella. but he's awful
rough on women he takes a llkin' to.”

2 “Seems like one night, he tried to ... well ... to
force her, and when she fought him he beat
her plumb near to death. Ever since then,
poor little gal can’t sing a note; hell. she
can’t even talk no more. Vants Just got more
crazy, llke he'd put his brand on her. Him or
one of his boys killed one feller who was get-
tin’ kinda sweet on Cella. Most every night
he was In the Songblrd. sometimes just
watchin’ her, other times makin® her sit with
him while he talked at her,

“After the sheriff and the vigllantes cleaned out
the town, Vants spent awhlle In territorlal
count. He musta bought his way off, cuz one
night he walked In big as life and twice as
ugly, and started in on Cella again. Well sir,
Sheriff Bergamot come In. and when Vants
drew on hlm, sheriff put a bullet In his arm,
kicked him Into the street, and horsewhlpped
him clear out of town.”

3 “That happened mebbe four years back. Since
then, Vants seemed to settle down some,
Looks Ilike he was |ust a-bldin” hls time.
though. Things could get ugly round here.”

TOWN HISTORY

This Informatlon Is avallable froms Kendall Sitver, edltor of
the Valley Hope Tarfor. Doc Wunderlich: or the town's attor-
ney. Simon Renfrew. All three community leaders worked with
Bergamot to break Vants™ power [n the valley. The shadowrun-
ners need not make any Success Tests to get thls Informatlon:
they need only ask any of the above-mentloned characters
about the history of Valley Hope.

“Six years ago. thls valley was caught berween two
culnous elements. Sy Vants. whose daddy had been one of the
first settlers out here, treated the whole valley llke a feudal pre-
serve. When the territorlal government opened the area 10
homesteading. Vants went nearly insane at the thought of
what he called “settler trash” fencing his range.

“On the other side of the rlver, we had the flattop
Phloglston Mine. The mine managers treated Valley Hope llke
any other boom town—a cheap piace (o provide rooms. bars,
and gambling to separate the miners from thelr pay packets.

And the money comling through the town attracted toughs
from all over. To make matters worse. the tallings from the
mine were polsoning the river and even getting Into the well
water. The managers kept saylng the matter was under study,
but nothing ever got done.

“Arlen Bergamot started out as a saddle tramp with a gun
like lightning. He came Into town to dalm a small bequest lefi
him by a brother of his who'd gotten kllled one night. shortly
after he stood up at a town meeting and suggested that the
town get an Injunctlon to close down the mine. Well,
Bergamot stayed long enough to hunt down the men who'd
killed his brother, and got enough evidence to bring murder
charges agalnst the mine’'s manager to boot. With that as a
lever, we persuaded the company to close down Hattop.

“Bergamot stayed on Jn Valley Hope-—sald It had the kind
of peace he'd been looking for. | was one of a group of cltizens
who approached him and asked him to lead a Vigilance
Commitiee to put down Sy Vants and hls wild dogs. He
agreed. and put steel into folks’ splnes. With Bergamot leading
us. we closed down the worst saloons and deaned out the
brothels. and put the Blood Eagle gang on notice that thelr
days of ruling with the gun were over. Everything came to a
head one day: when the shooting stopped, Bergamot had
dropped Vants' top gun—a feflow named Dred frands—and
had both frands and Vants In custody.

“Sy's money and connections kept him out of prison,
though Francls drew a sentence. Most of the other gunslingers
got killed or ran off, and for the last few years It's been pretty
peaceful around here.

"Now. | don’t know ... | don't like the ook of things at all.
Vants has been bullding up the Blood Eagle spread and has a
small amy out there. And this gent from the mining company.
Mr. Trey, Is trylng his damndest to open the mine agaln.
Something’s gone out of the people here—myself included.
Seems llke all our efforts may Just go for nothing.”
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TELL IT TO THEM STRAIGHT

flead the following as part of the events described under
Hooraw!, p. 72:

You sit In the saloon comparing notes from your separate
conversations and easing your thirst, Outside. the afternoon
sim bakes the dusty street. The bewlgged harpsichord-player’s
music makes you think of blsds by the side of a brook. Maybe
that's why you don’t hear the approaching hooves uatil the
first shot rings out.

Shrill yells. galldping hooves. and gunfire suddenly Al the
stteet. An elderly man by the door glances out, then ducks
back. - ‘Pears the Blood Lagle boys are hoorawin' the town,”
he says, his volce flat. As If punctuating hls remark, a well-
dressed townsman dlves through the saloon doors, trips. and
sprawls face-first In the damp sawdust on the floor.

As the chaos outside contlnues to mount. the saloon doors
swing open and two men swagger Into the Songblrd. One s
human, well-dressed in a stylish sult of dark serge and a banteced
Steson. The other Is an elf [n fancy duds. with a glittering steel
cyberamm artached to one shoulder. The splnet's music stops
abruptly. Without more than a token glance at you or the other
austomers, these two toughs walk to the big table by the bar.

Once seated, the human Jooks around, grinning, "Thls
here’'s a saloon. aln’t It? Whaddya gotta do t'get a drink in
here? People come here fra good time, don't they? So why
Aintcha havin® a good time?”

The owner comes o the table, nervous and swealing. He
addresses the human. “"What can | get you fellas, Sy?”

Sy glances at him sourly. “Not you, Porky. You know who
[want.”

"Aw, now. Mr_ Vants, after last time, sherff told ya ... ~

Vants rises partway out of hls chalr. “Sheriff aln’t here,
Porky, is he now?”

The sweatlng saloonkeceper scuttles away. stammering.
“OK, OK. I'll send her out.”

Vants settles back In hls seat. grinning. "How ‘bout a little
muslc?” he yells. In the moment of qulet that follows. you hear
the sound of a slap from the kltchen. The spinet player begins
to pick out a tremulous tune. After a moment, Cella comes
out, rubbing one reddened cheek. The two cowboys' grins
grow wider as she walks slowly and fearfully toward the table.

Keep reading the scene until (hopefully) the player charac-
ters present intervene, {If they don’t, they don't.)

WIth exaggerated courtesy. Vants rlses and pulls out a
chair. “Well, Miss Cella. Been a long time. You're Just as purty

as you were back then. 100. Quleter, maybe.” Vants' sideboy
snickers.

Cella doesn’t move. Vants grabs her arm and slams her
Into the seat. The elf stands up and moves behind her chalr.
She stares dully at the table. Vants draws his chalr up to face
her and begins talking In a low volce. You can’t hear what he's
saying. but It makes Celia tum her head away with a grimace
of disgust. Vants grabs her ¢chin with casual strength and forces
hes to look at him as he keeps talking. This offhand brutality
goes on for a minute or two. until Cella suddenly snaps.
Mouth open In a stlent scream, she leaps at Vants with her
hands stretched Into claws. Vants seems to shrug. and Cella is
hurled to the floor with stunning force. The only sound In the
room Is her tortured breathing.

The clf with the arm extends one fancy tooled-leather
boot and plas Cella’s wrist to the floor with It. Vants, with
something ltke madness glittering In hls eyes, stands over her,
“Just a lintle taste. Miss Cella. After tomorrow you'll sing a new
song. lirtie bird. You surely will.” He rums and walks out of the
bas. the elf backing out behind him, keeping alen eyes on the
hangdog customers. The cowboys saddle up and lead the
pack of whooping. shooting Blood Eagle boys out of town.

Cella gers palnfully to her feel. None of the townspeople
mceet her eyes. You do. and In them you see the contempt so
richly deserved by people who stand by and let these things
happen. Holding her head high, Celia walks up the stalrs to
her rcom.

Read the following as part of the events under Bad News,
P- 72:

The qulet evenlng s broken in stages, as the starling
plece of news spreads from one person to cthe next llke raln-
drops spattering the surface of a pond. Ripples trigger more
ripples. undi the evening’s stillness Is turned Iinto chaos. A
townsman runs up to you and blurts out, "Have you heard?
Dred Frandls Is coming back to town. He'll be here tomorrow,
on the noon steamer, It's over, All over.”

Read the following as part of the events under Flre In the
Night. p. 73:

Screams and the danging of a bell shatter the silence of
the night. Confused voices shout the dreadful word: “Fire!” As
you tumble out Into the street, the lurid glow of a burning
bulilding lights the sky and a tickle of smoke catches in your
throat. A man running past with a duster drawn over his night-
gown yells. “The land officel The land office Is burning!”
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BEHIND THE SCENES

After a restful night in a couple of rooms above the
Songblrd Saloon. the shadowrunners can continue to get
acqualnted with their surroundings. They will be free to do leg-
work, explore the valley, and so on. At some polnt during this
day. all four of the events described In the following pages
take place. Save for the obvious fact that Fire tn the Night
occurs late In day one, the events take place In no particular
order.

MEETING THE SHERIFY

If the player characters Jook for Shenff Bergamot around
town, no one calms to have seen him since yesterday's fracas
with the mine monster. If the runners check the sherff's office,
they find It locked up tight. If they break In. they discover the
sherlff falrly easlly by following the smell of raw whiskey.
Bergamot Is passed out In one of his own cells, sleeping off a
monumental drunk. Player characters may use Flrst Ald,
Medlidne. or ftiquette SKIlI to sober him up; the process takes
a base time of 8 hours and all Success Tests must be made
agalnst Target Number S. The character trying to sober up
Bergamot must stay with him constanty. dosing him with food
and coffee, working him over with cold water, and so on. At
the end of the process {or [2 hours, If the test falls) the sheriff
Is both sober and able to Interact with other characters. Untll
then, he 1s elther unconscious or Incoherent.

If no one Intervenes, Bergamot remalns out of action until
day two. If the player ¢haracters sober him up earller, they can
try to give him a backbone transplant as descrbed In Call to
Duty (Day Two. p. 75).

HOORAW!

The gamemaster should begin thls event by reading the
players the appropriate Tell 1t to Them Stralght text (p. 71).
The well-dressed tough Is Sy Vants. owner of the Blood Eagle
Ranch. As the player characters may guess from hls behavior
toward Cella, he Is also thls Place’s avatar of the dark warrior.
The cybered clif Is one of his cowpunk gunslingers. The rest of
Vants' boys thunder up and down Maln Street throughout the
saloon scene. chasing passersby. shooting at signs and win-
dows, and otherwise having a good. old-fashloned hooraw.

Trey has assured Vants that Sheriff Bergamot Is currently
out of commission and will be permanently removed the next
day when Dred frandls arrives. Vants is getng a head start on
enjoylng the new regime.

The players should discover the ugly history between
Vants and Cella through legwork. During the saloon scene, all
onlookers can see that Vants appears to feel a sadisdc lust for
Cella that revolts and terrifies her. Hopefully, the scene will not
proceed as wrinten. The gamemaster should read it with an
occaslonal pause to let the player characters intervene. If they
do. Vants gestures to the elf to take care of them whlle he
keeps his artention on Celia,

The elf then plants himself between Vants and the player
characters. saying. "You fellows must be strangers. It lsn't wise

to Interfere with Mr. Vants. Why not get wise and sit down?”
The curled fingers of his cyberhand-flcat over the butt of his
slx-gun as he speaks. "None of your nevermind anyway, (s It}
Just two old friends taking care of unfinished business.”

At that point. It's the shadowrunners’ play. If anyone
makes a move for a gun or starts to cast a spell they touch off a
shoot-out with the elf. Resolve combat. keeping in mind that
the elf fights to the death, If the player characters do not aa,
the scene continues as before. but the elf stays where he Is—
ready to kill—unt)l he and his boss leave.

If the runners make a move, Vants leaps up at the first
shot. Celia held In a cruel grip In front of him as a shield, He
yells at the shadowrunners, “Yer all dead men, Y hear me?!
Dead menl™ He backs toward the door. pushing Cella back Into
the room as soon as he ducks outside. Vants immediately
leads hls gang out of town. He Is at heart a coward, but he is
dso confused—he was not supposed to face any resistance.
The town was supposed to have been cowed. If Vants starts
trouble In Valley Hope before Dred Francis arives, he could get
In trouble with Mr. Trey—and he s very, very frightened of
Trey.

If the shadowrunners attempt to pursue Vants. they come
under fire from a dozen Blood Lagle boys. which should drive
them back into the saloon.

Cella gently refuses artempts to help her up. preferring to
get up under her own power. Once on her feet, she smiles,
touches one of the runners gently on the cheek, then tums and
goes up to her room. If anyone goes to check on her condlton,
she does not open the door, but simply sltps a note under the
door that reads, “PMlease go away. | am fine.” She stays In her
room untl evening.

BAD NEWS

If the player characters have nol leamed Dred Francls’
Identity or why his ardval In town should cause such a stir, the
man who told them of Frands’ arrlval will suggest they talk to
the edltor of the Carion, or maybe 1o Doc Wunderlich. Elther
of these NPCs can reveal the town history Information glven in
Legwork, p. 70 of Down In the Valley. If the runners listen In
on the dlscusslons taking place on every street and in the
saloon, they wili [earn that Sheriff Bergamot apparently knew
about Frands' pending arfval yesterday, shorly after the shad-
owrunners arrfived In town. He tried to enlist the ald of the
town |leaders—the doctor, lawyer, and newspaper editor—to
form a force to appose Francis. Vants, and thelr gunslingers,
but they refused.

If the shadowrunners try 1o mobillize the townsfolk to am
themselves and meet Frands with guns In thelr hands, a tll,
handsome man (Mr. Trey) steps up and argues agalnst getting
involved In a personal feud between the sherlff and Francis,
Instead. he suggests that Bergamot |ust leave town. because
then Francis would have no reason to stay. Furthermore. he
says. in the event of trouble. bls own Flartop Mining Company
}s prepared to brAng In lawmen 1o keep the peace as part of
thele program (o rejuvenate the old mine outside town and
bring new prosperity to Valley Hope.
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The speaker dellvers this argument cogently and forceful-
ly. and people quickly agree with him. "Mr. Trey's right,” is the
general opinlon. The street crowd quickly breaks up as people
head for thelr homes. Some shutter their windows and hope
for the best. Others, their hearts gripped by terror. pack thelr
belongings and prepare to flee.

MRE IN THE NIGHT

Late that night, a fire elemental rampages through the
land office (21 on the town map). As people try to form a
bucket brigade from the water tower near the landsteamer sta-
tlon (17d). the splrit hurls Aery bolts at them, rearing with
laughter as they scatter.

Unless the shadowrunners destroy the elemental by force
of with maglc. It reduces the land office to ashes in minutes.
After starting a few more minor blazes on the roofs of nelgh-
boring residentlal bulldings, it leaps Into the sky and flashes off
toward the west,

A water maglclan can extingulsh the blaze handily once
the runners have disposed of the spirt. Otherwlse, the land
office bumns to the ground. .

fire Elemental

Trey has sent thls Force 8 fire elemental to further tear
apart morale and socliat structure in the town. If the player
characters engage It In combat, It Aghts untll destroyed.

8 Q S C I w E R
9 10x 3 6 8 8 8 B8A 9
Initlatbves 19 « 1D6
Threat/Professional Rating; 8/4
Attacks: Ranged Combat {Sklll = 9). Range = 16 meters,
Damage = 8M
Powerss Engulf, Flame Aura, Flame Projectlon, Guard,
Manifestation, Movement
Weakness: Vulnetabllity (Water}
Notes: The laws of this Place require the elemental to be In Its
manlfest form at all times,

CONDITION MONITOR
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DEBUGGING

Various debugglng strategies for each cvent of Day One
apptar below. Once the varlous events of the first day have
played out and the runners have had time to do legwork (see
p. 69). move on to Day Two, the next chapter.

HOORAWI

If Vants® elf sideklck appears to be trashing the player
characters, Vants calls off the gunslinger. Much as he might like
to start a full-scale shoot-out, he dases not do so yet because
he might anger Mr. Trey.

If the player characters somehow get the drop on Vants
even though he has Cella as a hostage. the cowpokes and
cowpunks outslde burst Into the saloon to rescue him. If the
shadowrunners don’t appear to mind being outgunned. have a
townsman whimper, “Fer the luvva heaven. stranger, they'll kil
us al} if ya don’t tum him loosel™

If the shadowrunners declde to starnt a full-scale war with
the Blood Lagles. Vants gallops out of town while hls boys
fight it out with the player characters. Assuming the good guys
win, they’ll have that many fewer guanles to shoot tomorrow,

BAD NEWS

If a player character tries 1o plck a fight with Trey. Trey
gently opens hls coat to show he is unarmed and refuses to
take offense at anything the runner says. If the runner presses
the fight anyway, Trey retreats and attempts to use hls tcy
hand power to make the player character back off. Once out of
sight, Trey teleports back to the mine. If the runners pursue
Trey. each of them must make a successful Perception (8) Test
to see him dlsappear. If a character achleves more than one
success. he or she brefly sees Trey's human outline waver ang
assume the shape of something ... horrible before vanishing
from sight.
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TELL IT TO THEM STRAIGHT

Read the foflowing as part of the events of No Escape, below:

As dawn breaks over the valley, you hear a racket of hors-
es, shouts, and the clatter of wheels and hamesses through
your window. You look out on to Main Street and see a dozen
wagons full of people, accompanied by ten or fifteen riders.
Doors and windows pop open up and down the length of the
street as the nolse mounts; mothers yell for chlldren, and men
curse balky mules. horses, and thunderfeet.

As the people shout questlons and answers back and
forth, you realize that the ones in the street are townsfolk and
settlers escaping before Dred Francls arrives. Fearing the retum
of the bad times when the gun ruled In Valley Hope, they are
gathering thelr famllies and most possessions and leaving.

By an hour after sunrise. the little cavalcade driven by fear
Is windlng Its way westward out of town, leaving hope behind.

Read the following as part of the events of Last Words, p. 76 ;

People are beginning o peer out of thelr windows, The
hot midday sun beats down on a street that looks llke a battle-
field. Smoke from the fires that Vants and his men set tint the
alr gray.

Through the smoke, you see a tall igure appedr as if from
nowhere. "You have all been very brave.” says Trey.
“Honorable. courageous ... and very, very annoying.
Unfortunately, you are also more competent than my late asso-
dates.”

He walks toward you. paying no attentlon as you adjust
your weapons to cover him. As he walks, the handsome Mr,
Trey becomes something else. Something horrible. His legs
fuse and stretch Into a thick serpent’'s body. His torso bulges
with grotesque muscles, and a second palr of arms rips free
from his disintegrating Jacket. His face shudders and shifts Into
an etongated nightmarc dominated by three glaring eyes and
a gaplng maw lined with needle-like teeth. The horrible thing's
volce blsses In your ears, cutting through you like a kntfe, ~if
you cannot afford me amusement, then you can dle.”

HOOKS

fear and desperatlon rule the town. Play up the sense of
Impending doom:; describe peoplte weeping openly In the
streets, a family tossing all its belongings onto a wagon untll
nothing more will it and they must declde what to leave
behind. a cdock ticking ominously In the background. and so
on. One way or another, a confrontation s coming and the
player characters can feel it In the air,

BEHIND THE SCENES

Varous events that occur on this day are described In the
following passages. They should occur in the orders given,
though the gamemaster may make appropriate changes fo
best it the drcumstances. The runners may spend the eary
part of the day guarding the fleelng townsfolk (No Escape) or
straightening out the sherlff (Call to Duty). or may try to tackle
both daunting tasks. if the runners manage to Influence events
so that Bergamot frees the town once agaln. Trey goes after
the runners for spolling his fua litte scam.

NO ESCAPE

If the shadowrunners try to persuade the ficeing townsfolk
to stay. they fall. These people are temifled. perhaps more than
should be expected. though when asked why they are leaving
so precipltately, they all say, “You weren’t here last time. You
can’t understand what It was llke.” Several of rhe settlers got
bumed out yesterday: even as the player characters urge them
to stay. reports begin to trickle Into town that the Blood Eagle
gang Is torching the abandoned homesteads. Instead of firing
up the victims with angry courage. thls news plunges them
deeper Into despalr and strengthens thelr resolve to leave.

Thesc poor folks get Into real trouble after they travel a
few miles out of town. just past the fork In the road leadling to
the Rattop mesa. a heavily armed band of cowpokes attacks
the refugees. All those who resist. roughly 20 percent of the
group, are klited. The cowpokes empty the settlers’ wagons,
leaving thelr possessions In pathetic heaps by the side of the
road. then set the vehidles alight. The cowpokes also drive off
the settlers’ riding and draft anlmals Into the surrounding arca.

It any of the shadowrunners accompany the refugee
wagon train or trall it by stealth, they will be present during
the cowpokes’ rald and so must dedde whether to fight. sur-
render. or escape. Of the 14 ralders, 12 are cowpokes (8
humans. 2 elves. 2 trolls) and 2 are cowpunks (§ human and |
troll). Four riders block the road ahead of the wagon traln and
order It to halt. When It does. or If the refugees try to break
through the barricade. the rest of the force hits the wagons
from both sldes, five attackers on each side. Any horseman or
wagon retuming fire becomes the target of a barrage of gun-
fire. Unprepared for any serious resistance, the ralders with-
draw If they take more than four casualtles (members dead o
Incapadtated). They head off north at a full gallop. but If pur-
sued they Aght to the death rather than surrender.

Unless defeated In combat by the runners, the raiders
order the beaten refugees back to town. The leader says, “You
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had your chance 1o git and you didn't take It. Now you'll dance
to owr tune, They'll need workers up to the mine shortly. and
you all look like Just what the doctor ordered.™ The weary band
will be a kilometer or two out of town when the landsteamer
carying Dred Francis chugs by.

CALL TO DUTY
Without active support to fight off his alcohol blnge {and
plenty of arguments) from the player characters, Sherlff
Bergamot will be a huang over zombie when Dred Francls
anives on the noon steamer.
The player characters should
find it falrly easy to motivate
the sheriff to Aght: his con-
sclence has already done
most of the work, and hls
tough will has been unravel-
Ing the debilltating fear
gnawing at him {an emotion
imptanted by Trey). This
«ene Is primarlly intended to
give the players a chance to
do some roleplaying,
Bergamot telis the run-
ners hls story In roughly the
followlng words. ~| stood up
to these monsters once. long
ago. But then | had the peo-
ple standing behind me, We
shared a dream, and we were
willing 10 Rght os even to dle
to keep [t allve. Now I'm
alone. Don’{ you understand
that? Alonel The rest wash
thelr hands of It and think
they can survive. By the time
they find out they're wrong.
I'll be gone and what wlill )
have accompllished?” The
funners must then convince

If the shadowrunners have not bothered to check up on
Bergamot. they see him desperately trylng to enlist the towns-
folk’s support throughout the moming of day two. If the run-
ners do not actlvely support him, Bergamot will nerve himself
to face Vants and Frands at high noon even though he Is con-
vinced he will die In the encounter.

As the last seconds before twelve o'dock tick by on the
steeple clock In the chuyrch, the streets empty and Bergamot
stands alone—unless the player characters stand with him.

HIGH NOON
By the ime the showdown

takes place. oo many varables
have entered the story to allow
for arvy one setting.

As the clock strlkes
twelve, the eastbound land-
steamer tums off the high road
into Traln Street and chugs
through che deserted town.
Alongslde It rldes Sy Vants,
Depending on the number of
shadowrunners active In the
adventure, he may be accom-
panied by some of his men. If
only a few shadowrunners
remaln able 1o Aght. Vants and
Francls will be accompanled by
a single cowpunk (preferably
the elf from Hooraw! If no one
has killed him yet). If more
than three runners are
Involved. give Vants an addi-
tlonal force of one cowpunk for
every two player characters or
one cowpoke per player char-
acter, mixed as the gamemas-
ter chooses.

francls gets off the steam-
er with hls gun In hand.

Bergamot to rise above hls
self-pley and fight.

Whether the player characters use Negotiatlon Skill or play
oUl a soap-opera sene with Bergamot. the sheriff eventually
pulls himself together. Depending on how early (hls scene takes
place. If it takes place at all, the shedff and any shadowrunners
who accompany him can spend the rest of the time before the
showdown trylng to enlist the ald of the townsfolk,
Unfortunately, Valtey Hope's locals are a lost cause. Some are
afiald. Orhers reluctantly admit that Trey has promised lucrative
contracts with the mine to people with the sense to let the past
take care of itself. Stlll others act openly hostlle toward
Bergamot. saylng that “folks are tired of his rules and regula-
tlons—maybe this town needs to loosen up a little, et folks with
grtt make thelr own way.” No matter what thelr motivation for
refusing to help. all the townsfolk urge Bergamot to leave town
before noon. HIs deparnture, they say. will solve thelr problem.

Everybody with cyberware
has waund the springs as tight as they will go. It's show time.
The villains follow a spedfic plan untll engaged In combat.
If the opponents” side Includes more than three bad guys. they
split Into two groups: one Jed by Vants, the other by Frands,

" They move through town by two different routes. One band

sides up Traln Strect to the cemetery. then down to Maln Street;
the other rides down to the Songbird Saloon, then up Maln
Street. Both groups converge on the shedff's office. If only two
of three bad guys show up for the showdown, they ride past
the Songbird and up Main Street to the sherff's office.

The viilalns enter the office, looking for Bergamot. They do
not find him there. and so they move back down Main Street,
shouting taunts to draw the sherlff out. As they go, they shoot
out windows and maybe even start a small fire somewhere.
They move carefully bur not stealthlly, ready for combat at any
moment.
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Eventually, they work their way back to the Songblird and
move Inslde the saloon. Vants goes upstalrs, kicks open Cella’s
door. and drags her down to the malin floor. Frands yells, "it's
real easy. Bergamot. Either you come out now, nice and
peaceful, or we'll see what It takes 10 make the little bird
scream.” If the player characters antlcddpated thls move and hid
Cella. the outlaws threaten to kill Porkins and torch the saloon.

If the shadowrunners decide to help take down the vil-
lains, they may make whatever plans they llke, position them-
selves accordingly. and start the fight when they are ready.
Anytime a bad guy moves within 20 meters of a player charac-
ter or Bergamot. the gamemaster must make a Perception Test
for the villain to see If he spols the character. However,
nobody gels the advantage of surprise In this fight because
everyone s expecting violence at every moment. If the runners
manage to defay making thelr move long enough for the bad
guys to get to the Songblrd and take Cella (or even poor
Porkins) hostage. then the Inltiative seems to shift to Vants and
Frands. Once they ucter thelr threat to Celia, Bergamot tres to
take thém down.

Ideally. the showdown ends with francls, Vants, and thelr
minlons ready for a trip to Boot Hill, with Bergamot and Cella
allve. If the gamemaster can possibly arrange It. he may use
the following ending scene.

Read the followlng or paraphrase It

francls and Bergamot stand fadng each other. barely ten
paces apan. You start to draw on frands. but Bergamot holds
up a hand. "My Job. | think. fiends.”

francls smlles. “Seems we been here before.”

“Never agan.” Bergamot says flatly.

Frands’ smile fades. "Whenever you llke, sheriff.”

A second ticks by. Another, A sudden, shrill scream—
compelling. strangely muslcal—rings through the alr. “Behind
youl”

You whinl to see the bloody almost-corpse of Sy Vants,
ruaniag on shecr hate. levellng a scactergun at you. Gunfire
thunders across the town as you fire, Bergamot fires, and
Francls Rres, and the scattergun booms Its Impotent curse at
the sky as Vants falls for the last time. You tum. 8ergamot is
standing. frandcis Isn’t. Then you all rum toward Cefla.

She holds her throat In both hands. her eyes wide and
wondering. Then she steps toward you. Her hands leave her
throat and touch you fleetingly on the cheek. like a kiss from a
hummtngblrd. Her lips move.

And she says. “Thank you.~

If the shadowrunners have left Bergamot to stand alone In
thls showdown, he starts the battle In hiding on top of the
Songblrd. He opens fire on the villains as they pass the saloon
on thelr way to his office. A running battle ensues, but eventu-
ally one of the bad guys drops the sherff, Wrong ending—too
bad, chummer. Wherever the player characters are at that
moment, they hear peals of hideous laughter In thelr heads.
Trey's human face appears before them, grinning hideously as
he says, "Heroes fied, music dead. nothing learned. honot
bumed. See you soon, dinner, sce you soon.” Trey's face then

changes Into Its true form. its needle-toothed maw gapes
wlide, drawing the shadowrunners into It as If In a nightmare. A
mysterlous force hurls them out of this metaplane and Into the
next adventure.

LAST WORDS

Enraged by the fallure of his plans, Trey decides to cut his
losses and wipe out the defenders of Valley Hope. With
Bergamot gone and the troublesome Interlopers destroyed or
banished to other metaplanes, he can feed on the town and its
Inhabltants without further distractions. He no longer bothers
to wear hls human form. but reveals himself in his dreadful true
form.,

Trey Arst seeks to destroy Bergamot. Ignoring attacks from
the runners unless they actually wound him. Thelr presumption
In hurting him Infurlates Trey. who tums his full sorcerous abili-
tes on any successful attacker.

If Trey Is about to kill Bergamot. Cella throws hersell In
front of the sheriff and screams “Nol™ The Trey creature recolls
at the sound, dapping one palr of hands to Its ears. If the shad-
owrunners miss thls clue, the creature recovers after a moment
and tums to attack them. Hopefully someone will figure out
that Cella’s volce causes the monster paln. If any player says
anything aboul her singing, that’s close encugh. At that point,
Bergamot grabs Cella by the shoulders and yells “Sing}”

And she does. In every Combat Tum that Cella sings, Trey
takes 10S damage. Screaming horribly, the monster tres to Kill
the singer; the runners must keep her alive untll the monster
dles. It inalty explodes, sending hunks of randd flesh and gobs
of pus spinning and bouncing down the street. The smell is
appalling. As Trey's last bits fali to the ground. a single white
bone about the length of a man’s arm (though It 3s not an arm
bone) lands at the feet of one of the runners. They see it and
know they need that bone o create the perch for the
Songblrd’s cage (though the runners may take a minute to fig-
ure that out).

Once Trey dles and the runners recover the bone, the
streets of Vatley Hope waver around them. The noonday sun-
tight begins to flicker lIke a cosmic strabe. and the scene fades
from the runners’ sight as they are hurled Into the next meta-
plane.

DEBUGGING

Ultimately. a showdown wili occur between Trey and the
runners. How many townsfolk dle before that happens
depends entlrefy on the runners’ actlons. Because the con-
frontatlon between Sherlff Bergamot and Dred Francls Is
Inevitable, fittle can go wrong In this encounter unless the run-
ners polntblank refuse to help {see High Noon, p. 75 of this
section. for the consequences of that decision). If the runners
attemprt to flee Valley Hope, they discover that all roads lead
back Into the valley and that they can only avold Trey for so
long. If It becomes obvlous to the gamemaster that the runners
are simply ducking the fight out of cowardice, end thls part of
the adventure and send them spinning off to the next place.
compiete with the knowledge that they have falled.
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The following NPCs appear only In A fistful of Karma.
Major NPCs are listed first, followed by cowpokes. cowpunks,
and extras.

BERGAMOT

Arlen Bergamot came to Valley Hope at a time when the
locals were caught berween the corrupting influence of the
fattop Mine (a source of poliutlon and a sinkhole of moral
Iniquiry) and the viclous rule-by-force of Sy Vants and his gun-
dingers. Revolted by Vants' casual brutality. 8ergamot threw In
his lot with the rown’s leaders and trained up a Vigllance
Committee to stand up to Vants' Blood fagle gang (see
legwork, p. 70). The grateful townslotk made him sheriff of
Valtey Hope. a posltion he has held ever since.

During the few weeks before the runners' arrval on this
metaplane, the evll Mr, Trey has becn subtly manipulating
Bergamot. taunting him with Ored frands’ Impending return
and playlng up hls fate to face unbeatable odds alone. The
support of the shadowrunners ailows him to fight off Trey's
suggestions of worthlessness and find his courage again.

When not In the throes of thls Induced torment, Bergamot
x1s courageously and dedsively. He bears a distinct physical
resemblance to Harlequin, and he Is the elf's avatar In this Place.

B Q S C | w E R Ammor
4 6 4 5 4 2 6 5 o/1
Inltlaglve: 5 « 1D6
Threat/Professional Rating: 4/4
Shlils: Armed Combat 6. Firearms 8. Leadership 4. Negotiation
6. Riding 5. Unarmed Combat 6. Whip 5
Gean Bowle Knife, Bullwhip, Heavy Pistol In gunbelt with 12
rounds (6 argeny), Heavy Rifle (loaded with argent rounds).
Horse. Light Piscol In shoulder holster [no reloads). Throwing

Knives In slecves (2) ;' .
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1
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CELIA

Cella represents the valley In many ways: beautiful, kindly,
brutallzed by the viclous forces that seek to possess it. The
retum of her lost voice at a crucdal moment of herolsm Is an
Important symbol that will be repeated throughout this adven-
ture.

A compasslonate woman, Cella has refused to let her terri-
ble trauma break her will. As should be evident, she Is thls
metaplane’s Incamation of Thayla.

R Amor
4 0/!
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Sklils: Negotiation 4, Singing 6. Unarmed Combat 3
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DRED FRANCIS

Frands Is a killing machine: Just alm him at a target and
walt for the exploslon. During the years of terror In their past.
the citlzens of Valley Hope feared no one morse than Dred
Francls, A courageous townsman might stand up to Sy Vants’
othet gunnles. but It Is a rare cltizen of the valley who does not
teel cold fear at the mere thought of facing Dred Francls,
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Inttlative: 7 « 306
Threat/Professional Radng: 6/4
Skills: Armed Combat 6. Firearms 8. Leadership 4. Riding 6.
Unarmed Combat 8
Cyberware: Cyberarm with Gun Hand [+1 Strength
{Uockwork)]. Cybereye with Smangun Lens, Demrmal Armor |
(Animal Bond). Muscte Implant 2 (Animal Bond), Wired
Reflexes 2 (Clockwork)
Geant Bowle Knlife, Heavy Plstol In gunbelt with 12 reloads
(plus Gun Hand)
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SY VANTS

Sy Vants combines the formidable ablities of a physical
adept with wealth and a nearly insane lust for power. He is
Trey's principal tool for the corruption of the valley, and the
adventure’s apparent main villain. He Is also the avatar of the
dark warrior.
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506 6 6
Inldatve: 4 ~ 206
Threat/Professional Rating: 4/4
Siils; Amed Combat 6. firearms 6, Leadership 3, Negotation
4. Riding 8, Unarmed Combat 6
Powers: Improved Body |. Improved Unarmed Combat Skiil 3,
Increased Reflexes 1. Paln Reslstance 5
Gear: Heavy Plstols (2) In two-gun belt with 12 reloads (all
argent), Heavy Rifte. Horse. Saber
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TREY

Trey Is this Place’s avatar of Mr. Darke, the twisted human
dly of the Enemy that the runners meet In The Bridge, Part
Three (p. 143). In a reflectlon of Darke’s evll nature, Trey can
appear In both human and monstrous forms. In hls human
form, he bears a distinct resemblance 1o Oscuro from
Afiermath (see p. 53). LIke the dreadful creatures he serves,
Trey feeds on human misery and possesses ample power with
which to create a bumper crop of his favorite food. The legacy
of polluted narure and twisted humanity at the Rartop Mine
drew him to the valley. Over the past year Ne has slowly
galned control of the area through hls human pawns: once
control Is assured he plans to reopen the mine, less o extract
phlogiston than to destroy the valley's ecology and feast on
the residents’ resultant agony.

Human Form
B Q £ C | w (3 M R Amor
7 8x3 4 6 6 6 8 8 17 6/4
Initlative: 17 » 1DG
True Forma
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Inttative: 19 + D6

Threat/Profeasional Rating: 4/4

Skills: Negotiation 8. Riding 3. Sorcery 8 Unarmed Combat 8
Spells: Fire Magic

Powers: (cy Hand’. Suggestion® ", Teleport***

‘This powet allows Trey to paralyze a single target with
terror. To use the Icy hand power, make a Sorcery Test for Trey
against the target's Wilipower or Sorcery, whichever is higher.
If Trey achteves any successes, hls victim can only cringe and
cower for a number of Combatl Turns equal 10 the successes
rofled. Trey may use this power in hls human or true form.

**When Trey successfully uses hls Negotlatton Skill agalnst
a target or target group, roll Trey's Sorcery Skl dice agalnst
Target Number 6. If the tess Is successful. Trey can trigger a sin-
ge motivatlon in the listener; fear, greed, sorrow, obedlence,
and so on. Untess the target has some Jmportant reason to
resist, the suggested mollve takes hold of him. The more suc-
cesses Trey achleves, the more compelling I the suggestion.

**Trey can teleport to or from anywhere In the valley at
will, but only at night. By day he must walk or ride horses,
which he Icathes. No test Is necessary 10 use thls power,
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COWPOKES

Cowpokes have no speclal abititles or powers over and
above the skills listed In thelr statistics below. They are moder-
ately handy In a ight agalnst unskllied opponents. Cowpokes
employed by Sy Vants are particularly dangerous because they
use deadly force with no concern for right or wrong. This
propensity for excessive viclence gives them a Threat Rating of
I and Professlonal Rating of 2.

If needed. use the condlition monltors provided at the end
of this book In addltton 10 the ones provided here. Statlstics for
each race of cowpoke appear below; alt have the same
Inltlative. Threat/Professional Rating. Skills, and Gear.

Dwarf Cowpoke
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Lif Cowpoke
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Human Cowpoke
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Ork Cowpoke
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Troll Cowpoke
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Inttlagve: (Reacdon) + 1D6

Threat/Professional Rating 1/2

Skills: Arearms S, Riding 6. Unarmed Combat 4

Gean Bowle Knlfe, Carblne, Heavy Plstol In gunbelt with 6
rounds, Mount {appropriate type)
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COWPUNKS

As elite gunslingers, cowpunks possess both cyberware
and animal bonds and so make either dangerous opponents of
valuable allles. All cowpunks carty the following gear: a heavy
pistol In a gunbelt with 12 rounds (In addition to any Gun
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Hands). a light rifle, a Bowle knife, and an appropriate mount.
If needed. use the conditlon monitors provided at the end of
this book In addition to the ones provided below.

tf Cowpunk
8 Q S C | w 4 R Armmor
3 718 314 2 3 2 6 5(9 O/

Inttlative: © « 306

Threat/Professional Rating: 2/3

Cyberware: Cyberarm with Gun Hand: Cybereye with
Smartgun, Thermographlc and Telescopic Lenses; Muscle
Replacement | (Animal Bond): Wired Reflexes 2 (Clockwork)

CONDIHQN MON"QD CONDI‘ION MQNHQD

mlil-‘i]Hl[fh mﬂ[‘illil[[lj
A ERERAEARER R E AT TTH

COMDIIION MONI!OR

CONDIHQN MONIIOR

mHHIH[IM-, mmiLH[IIb
s LTI T 113 | [~ AT T H

Human Cowpunk
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Initlativer 9 + 3D6
Threat/Professional Ratng: 2/3
Cyberware: Cyberarm with Gun Hand and Sword Hang;
Cybereye with Smartgun. Low-Light Lenses: Dermal Amor 2
(Anlmal Bongd}: Muscle Replacement 2 (Anlmal 8ond): Wilred
Reflexes 2 (Clockwork)
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Troll Cowpunk
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Initlative: 4 « 2D6

Threat/Professional Rating: 2/3

Cyberware: Muscle Replacement 4 (Anlmal Bond), Wired
ReRexes 1 (Clockwork)

Skills: Armed Combat 4. Flrearms 6. Rlding 6, Unarmed
Combat 6
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EXTRAS

The statistics for extras apply to every ather NPC in the
adventure: townsfolk. settlers, steamey passengers. and so on. for
chlldren, reduce the Physical Attributes listed betow by | point.
Do the same for elderly extras, but Incease thelr Mental Atributes
by | polnt as well. Attributes vary by race: all, however. have the
same Inltladve. Threat/Professlonal Radng. skills. and gear.

Dwarf Extra
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Human Extra )
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Ork Extra
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Troll Extra
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Threat/Professlanal Radng: O/

Skilts: firearms 3. Riding 4. Unarmed Combat 2. Characters with a
given profession also have Rating 6 In that profession’s skdli(s). for
example, Doc Wunderlich has Medidne 6 and fAirst Aid 6. Mrs.
Venturd, the herbalist. has Enchanting 6. A saloonkeeper like Porking
or a typlcal merchant has Negodation and tdquette 6, and so on.
Gear: Many townsfolk are not amed. AmMmed townsmen carry a
light pisto! In a gunbelt, but no reloads. Women are more likedy
to carry a derringer. If anything. Settlers typleally carry a light pis-
tal (no reloads) and may also pack a light rifle or shotgun If
expecting trouble. Most folks also have a mount of some kind.
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BY THE SWOR

“And there by ordinance of the Queen was set a quest
of ladles on Sir Gawaine, and they Judged him forever
while he lived to be with all ladles, and to fight for thelr
quarrels ... "

i Ty —Malory, Book i1l

: O OVERVIEW

.
; Y The emphases In thls quote belong to the author of this
. y adventure.

“Dear kinsman by blood, ) am In sorry plight. For now my
honour has departed and my struggle Is ended ... My
courage and my valour stemmed wholly from him, my coun-
sel. my succour that sustalned my spiric. The knight of
o knights in Christendom. thou wert worthy to be king. though
. | wore the crown. Mine good fortune, my good name on
earth were galned through Sir Gawayne. and through hls wis-
dom alone. Alas.” sald Arthur, “now my sorrow increases. |
. am utterly destroyed In mine own land. Ah. treacherous,
cruel Death, thou lingerest too longl Why dost thou hold
back? Thou overwhelmest my splirit.”
N —The Alliteratlve Monte d'Arthur
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BY THE SWORD

In this adventure, the runners must ind and obtaln the
sword of Lancelot, which they will take to another Place and
use the metal to bulld the Songblrd’s cage. first they must find
Lancelot. now an old, broken man, who reveals that he long
ago broke his sword and lost the broken plece. To mend the
sword, the runners must visit the §sland on which Castle
Maydenlande stands and pass a number of symbollc trials of
honor and Integrity. Within the castle ltself, a guardlan crone
bars the way to Gawaine's great hall. and the runners must
overcome her to recover the remalnder of the broken blade.
Carrying both pleces of the sword. the runners return to
Lancelot, who must now perform a final act of atonement for
hls great transgression. The ruaners must also rescue a mysteri-
ous, simple youth during the course of this adventure. The
Prestesses of the Place. who live on the Iste of Apples, may
provide important Information and cruclal assistance during
this adventure.

This adventure makes many demands on the gamemaster
and requlres that the player characters wlllingly undergo sev-
eral difficult tests and trials. The fact that the ptayers may
belleve they know the history of this Place creates speclal
problems, because most of the Arthurlan lore the players are
lkely famlliar with does NOT apply here. The followlng back-
ground Information outlines the past events and current con-
dition of thls Place.

THE PAGAN LAND

This adventure Is set In a pagan Place that Is derived from
the early Arthudan wiitings. rather than the Christlanlzed, sec-
ondary Continental romances. The events here also have no rela-
tonship to the Grall romances. The twao key male protagonlsts of
the drama—Lancelot and Gawalne—develop as very diffesent
characters than those portrayed In later Arthuran wrilings, which
are probably the players’ maln source of Information.

In the early tales. on which thls adventure serting Is based.,
Lancelot Is not the finest knight of Arthur’s court: he Is a traltor
who betrays his king out of lust for Gulnevere, not for splritual
love. In the course of the pagan verslon of the story, Lancelot
slays the brothers Gareth and Gawalne (Arthur's nephew). both
knights of Arthur’s court, and thus leaves Arnthur vulnerable to
Mordred’s machinatlons against the king,

Despite his betrayal of Arthui, Lancelot remalns a traglc
figure. for he has struggled for many years to become a
Christlan knlght and to espouse the virues of courtly chivalry,
But Lancelot's eflons are doomed. for he Is half fay—half of
the bloodline of Avalon ltself. He knows that as Christlanity
grows In power. the anclent and mysterlous world of the Isle
of Apples will fade and the route from Avalon to this
world/Place wlll become more difficult to find. Half of his
being feels keenly the sadness of this loss. for he 1s losing half
of himself, His broken sword symbwollzes his Inner divislon, the
fracture he caused berween he and Arthur, and the dichotomy
berween hls actlons as a knight and the Ideals of knighthood.
Before his broken sword can be mended. Lancelot must com-
plete his atonement for his betrayal of Arthur by accepting
that he cannot exorclse half of hls belng—a long-denled

admisslon that should cause him great pain and make him an
even more traglc figure.

The second key male protagonist—Gawaine—ls the finest
knight of the Round Table In this adventure setting. The writers
who penned the later, Christlanized Arthurlan tales painted
Gawalne In dark colors. some even portraying him as a rapist
and murderer of women. But the earller texts deplct a different
Gawaine, This Gawalne enjoys the favors of women. true. but
women readily offer themselves to him. As a pagan, Gawaine
knows that accepting these favors is not sinful. He refuses the
attention of marrted women (unllke Lancelot), and rescues
tmprisoned women (the Besteged Lady I5 a standard motif in
his adventures. and he plays a central role In the rape/rescue
myth of the Nower Bride). In these tafes, the myrad women
Gawalne serves are symbollc aspects of the pagan Goddess. In
tum, Gawalne Is an aspect of the eternal Champlon of the
Goddess, the Horned God/King who represents the natural
cycle of the seasons. of death, and reblrth.

In this adventure. Gawaine represents the life of the Mace
where the runners find themselves. Because Gawalne 1s dead,
the Place Is barren. He cannot be returned to fife, but
Lancelor’s atonement for slaylng Gawalne breaks the enchant-
ment/curse on Gawalne's son Guinglalnn, who then can take
his father’s place as the new champlon. His freedom allows the
cyde of seasons to begin anew. Lancelot's broken sword can
be mended. and so becomes sultable for use as the base metal
of the Songbird's cage.

Cross-Gender Roleplaying

The symbolism of the Place in this adventure dictates that
the player characters’ group include at least one female runner
and one male runner. No male can serve as a Prlestess of
Avalon, and no female can serve as Champlon of the Goddess.
But do not confuse character gender whh player gender.
Nothing prevents a female player from soleplaylng a male run-
ner. and vice versa. If necessary. Jane Foster can substitute for
the femate runner.

The female runner also shoutd have a high kssence Rating,
If she Is a shaman. subtract | from all target numbers when she
deals with the Priestesses of Avalon. If the female shaman fol-
lows a druldic totem (see pp. 28-32. Grimolre Il. for Informa:
¢on on drulds), subtract 2 fromn these target numbers.

BUT WE KNOW THIS ...

The gamemaster must assume that players will try to draw
on thelr knowledge of popular Arthurlan tales to Interpret
events and react to characters In this adventure. But as the pre-
ceding sketches of Gawalne and Lancelot show, this adventure
serting |s based on verslons of the Arthurian cale that few peo-
ple are likely to know. bven the Grall theme s different. tn
these pagan tales. the Goddess’ Cauldron often took the place
of the Grall challce/cup. In the Place the runners visit, the
Round Table knights made no Grail quests. No Perceval or
Galahad figures In this universe. Rather, Lancelot knows thal
the Grall belongs lo the Coddess and represents a source of
splritud wisdom. He fears that the Grall may overwhelm his
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Christian self-ldeal, and he knows Gawalne has taken suste-
nance from it as Champion of the Goddess. If runners ask
Lancelot about the Grail, he looks palned and fearful and woss-
es himself. If they ask Gawalne, he smlles and quletly tells
them they are not ready to understand the Grall mysterles.

Runners, especially mages. may refer to Merlln at some
point. Merlin Is one of the names of the Welsh magician/bard
known as TallesIn, but Tallesin has no direct associatlon with
the events that occur In this Place. Lancelot crosses himself as
if warding away some evll If Merlin Is mentloned: Gawalne
cemembers hlm as an old frlend; the Priestesses of Avalon
smlle at the menton of the bard but say nothing of him.

Player characters may bring up Mordred as well. Gawalne
knows of Arthur's death only through Viviane, the Priestess of
Avalon, and Nimue, the Lady of the Lake. Lancelot knows of
that event only through secondhand tales. Nelther can give
any direct account of Arthur's death. In thls Place. Mordred
himself was slaln shortly after killing Anhur. Viviane achleved
this through ritual sorcery, but this Is known only to her,
Gawalne. Nimue. and the other Priestesses. Gawaine and the
women are not golng to tell the runners the truth of such mat-
ters, and Lancelot knows only that Mordred is dead. All other
major knights are long dead, as Is Guinevere.

THE MAGICAL LAND

Certaln magic rules apply to the entrery of this Place. The
Background Count Is 2 for all locatlons, save the Isle of Apples,
which has a Background Count of 5 (see p. 89, the Grimolre,
Second Editon. for applicable rules). Any hosdle creatures and
people the runners encounter have protectlon from the magic
of the Place, which provides them with Armor Ratings of
Impact/Ballistic 3. unless otherwlse noted.

Assensing the land generally gives the magldan the defi-
nite sensation that this Place Is barren, save for the Isle of
Apples. This condition seems obvlous from the land’s appear-
ance, but assensing should always strengthen the visual
Impression.

Elementals may be conjured here without the use of a
conjuring library. but any spirits summoned are half the
expected strength {halve the splrit’s Force Rating, rounding
fractions down). That even the splrits appear weaker here also
reftects the barrenness of the land. Any Priestess can automatl-
cally control any confjured elemental or spiit. Such elementals
and spirlts cannot be forced to oppose or obstruct a Priestess.
Also, any Priestess can dispel any elemental or splrt automatl-
cally, without the need for a dispelling attempt.

DRESSED FOR THE OCCASION

The runners come to this Place dressed In thelr own cloth-
Ing and equipped with their usual gear. Obvlousty. the runners
look somewhat out of Place. as It were, as thelr attlre and gear
appear wholly out of context. Each non-player character reacts
differently to the runners’ physlcal appearance.

The Prlestesses show no visible reaction to the way the
runners look. They represent the Power of thls Place and they
don’t sweat such small detalls, Gulnglainn shows no surprise,

because he Is amneslac and doesn’t remember what people
ought to look llke anyway.

Lancelot finds the runners so confusing that he cannot
converse coherently for 6 minutes upon meeting them. Ask
the runners to make an Etiquette (6) Test before they speak to
Lancelot. for every success generated, reduce this time by |
minute. For the minutes during which the old knight Is con-
fused. he asks them suspiclously and repeatedly who they are
and where they come from. Lancelot also wards away elves
with the sign of the cross because he assoclates them with the
world of faerles. For all the runners’ dealings with Lancelot,
Increase all target numbers by | if the group includes eiven
runners. He also reacts adversely to mages or shamans,
Increase all target numbers by 1 1f the group Includes magl-
dans. Runners can avold these cumulative penalties by simply
leaving their elven mates and their spellcasters behind when
they deal with Lancelot or by disguising them (Lancelot has no
way of recognlzing a spellcaster. though he knows a Priestess
when he sees one). Lancelot looks slightly askance at trolls,
orks, and dwarfs, but they look human enocugh to him.

Bercllak (the Winter Champion) shows surprise at the run-
ners’ appearance and some Interest in thelr armor and gear. He
assumes that thelr weapons work by magic if shown how they
operate or what they do. He dislikes trolls because he associ-
ates them with glants, and he refuses to permit any troll inta
his home (see Castle Maydenlande. p. 98). The presence of
troll runners does not otherwise affect the group’s dealings
with Bercilak.

THE AVATARS

The Enemy does not directly manlfest in thls place. All of
the runners’ trials come from within, and so the Enemy lcself
need not challenge the heroes,

Harlequin shows up In two guises. The first Is as Lancelot,
but the resemblance Is quite vague. as the knight Is qulite old
and appears very dlfferent than he might have in his youth. His
resemblance to Harlequln becomes qulte striking when
Lancelot shows hls gullt over his murder of Gawalne.

The elf also appears during the very last scene. When
Guinglainn takes on the form of the Spring Champlon he sud-
denly bears a sharp resemblance to Harfequin, though at no
time before this does the young man resemble the eff,

Gawalne resembles Ehran the Scribe in many ways.
Runners who panticipated In the original Harlequln adventure
may plck up on this similarity more casily than those who
know him only through his media appearances. The gamemas-
ter must decddde how much 1o stress the likeness.

Also, Vivlane bears an Inexplicable resemblance 1o Jane
Foster. which Is noted In the description of the Priestess. In this
case. the llkeness Is colncidental and bears no signlificance in
the story.
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TELL IT TO THEM STRAIGHT

Your senses reel, then suddenly a harsh, blting cold
replaces the vertigo. You struggle to your feet. and the hard
crust of the ground crunches slightly underoot. Windng as the
cold hits your face and exposed skln, you tum (o survey your
surroundIngs,

Sparse, mostly dectduous trees grow all around you, leav-
ing only the bare path you stand on without vegetatlon, You
hear the sound of your own breathing. the small sounds of
your fellow runners, and somewhere out there, the sounds of
animals and blrds.

Your breath swirls into a freezing mist In front of you. It Is
obviously winter In this Place. but something tells you this land
Is dead—something else Is responslble for the barrenness.

You hear an unfamiliar noise, turn, and see the ghostly
form of what seems to be a young boy standing a dozen or so
meters down the path. A fine. blurry hato of white and blue
light accents the figure. He Is tumed away from you, facdng the
side of the path and bent over slightly. as though he were talk-
ing to something or someone on the ground. He wears a
heavy, dark woolen doak, with a hood that conceals most of
his face. As you move closer he speaks, addressing something
you cannot see,

“There Is truth there, evident and yet beyond understand-
ing.” he says. "Hope as well. my friend. but not now. not for
some thme. Prices must be pald. and though you pay yours
now, the balance Is st}ll askew.” He pauses and cocks hls head
as if listening to a reply. “Perhaps. but your concems are not of
this world any longer. In time, someone will come and fnd the
sword that ran through the best and finest Knight of the Round
Table. But those days are not here, and those ways not mine to
command,”

The vislon then fades.

HOOKS

This s a Place and land of high maglc. The symbollc and
mythologlcal nature of the setting should become apparent
once the runners beglin Interacting with the environment. Use
aarefully worded. mystecdous descriptions 1o evoke the dls-
tnct, almost palpable sense of otherworldliness here.

The runners, dressed for the strects of Seattle, have
walked into a falry tale—one dlstinctly unilke any they ever
heard as children.

MAP 1

forest Tealls
[} 2 4
L L —
Kilometers

4 ]

y "Guinglalnn
== ', Fountaln
= i g i —
Lancelot's Hut | \? ,
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" (Runners start here)
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BEHIND THE SCENES

The runners And themsefves In the poslition shown on Map
1. in a clearing becween two of the elght paths that lead to a
fountain. The lightly wooded land Is In the grip of winter. with
temperatures hovering around 10 degrees below freezing.
Frost covers the bare trees, and the ground Is hard underfoot.
A few small animals and birds move among the brush. and the
runners’ breath freezes In the chill alr. If the runners step away
from the paths into the woodlands, they eventually retum to
the same path on which they started. regardless of the direc-
tion they think they're walking. The runners quickly lose thelr
sense of direction away from the paths. which can be polnted
out to the team If they keep straylng. The runners can deady
Identlfy the Inland lake to the south of them by the smell of
fresh water.

From their starting point, the runners will lnevitably find
the nexus of the paths, at which stands a smal} pavilion.
Outside this tent. three women st next to a small fountaln.
Water bubbles from the fountaln and seeps Into the surround-
Ing ground. One woman, Anna, Is about 80 years of age,
white-halred and dressed In black. A second woman, Gwyar, Is
abour 30, with brown halr and red dothing. The third woman,
Bellsent, Is IS years old. dressed In white, with fine. honey-
blond hair. All wear long dresses of simple design. with belts
and neck scarves, and seem quite comfartable In the ¢cold. All
threc women share the same fine, fair skin, green eyes, and

medlum bulld, and each possesses a speclal beauty {see also
notes on Vivlane, p. 95). Anna, Gwyar, and Bellsent are
Pricstesses. Use Vivlane's statistics (p. 95) for them if neces-
sary. The Priestesses do not show any spedal Interest In the
runners, but they converse readlly enough If spoken to. The
Priestesses remaln at thls place until the runners have seen
Vivlane {see The Isle of Apples, p. 92). Then they leave ang
can no longer provide Information. They serve primarily as
guldes to help the runners avold mistakes and to direct them
to what they seek. The three speak almost as one person,
because they are aspects of one and the same thing.

WHERE DO WE GO FROM HERE?

Runners must talk to the Priestesses politely and with
respect. If they tceat them otherwlse, the women refuse (o
help. The runnees may ask the trlo many questions, especlally If
the group returns to the fountaln after finding/freelng
Guinglalnn or meeting Lancelot. The most likely questions they
may ask elicit the following answers from the women. As a
general rule, the Priestesses do nol volunteer Information In
response to broad “help us™ questlons (e.g.. “what should we
do now?’). The single exception to this Is noted in the (oflow-
ing passage.

Where do we find the Anest knight?
The Prlestesses will not Identify the finest knlght for the
runners. The runners must leamn this Information on thelr own.
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If asked his name. the Priestesses say simply, “he who serves
us.” If the runners assume the finest knight is Lancelot. Anna
smiles and comments on the runners’ retative youth. Any of
the three Priestesses will tell the runners where they can find
Lancelot, however. If the runners mentlon Gawalne and ask hls
whereabouts, the Priestesses cell them the knight Is in Castle
Maydenlande, and point out the direction In which the castle
lles,

Where Is the sword that ran through the finest knight?

The Priestesses tell the runners that the sword Is broken.
Part of It lles with "he who overcame the finest knlght.” and
pant with "he who was overcome,” If the runners bave visited
Lancelot and ask whether the broken sword he holds Is the
sword In question, the Pdestesses make comments of the ~if
you ask that question you already know the answer” varlety. If
the runners then ask where the missing tip of the sword lles,
the Priestesses look away to the northeast but glve no answer
In words. If the runners ask whether the broken sword alone i3
enough for thelr purposes. the Priestesses shake thelr heads. If
the runners ask If the broken sword can be mended when they
find the tip, the Priestesses say yes. but they wili not reveal
how this can be done. However. a successhul Perception (6)
Test allows a runner to notlce that Anna looks briefly toward
the northeast (f someone asks this question,

Why is the land so barren?

The Priestesses look pleased If the runners ask this ques-
tion. Belisent says that the Champlon of Spring Is doubly lost
to the land (a reference o hls Imprisonment and the enchant-
ment/curse on him). If the runners have Guinglalnn with them
and ask if this Is the one to whom Bellsent refers. she smiles
again but does not actually confirm this directly.

How can we reach the Islands?

The Priestesses tell the runners that both Islands are magl-
cal, fay, and dangerous places. Anna tells them that "no man
may set fool on the Isle of Apples and live.” They mean man
literally. In this case. A female runner or NPC can set fool on
the Island safely. If the runners suspect this and ask this specific
question, the Priestesses smile but do not speak. An Essence
{6) Test enables a female runner to guess that the true answer
to this query Is yes.

The Prlestesses offer little more information about the
istands. They willl tell the runners that patlence and walting for
messengers Is a wise course of action. but they will not elabo-
rate on thls agdvice.

Guinglalnn

Runners may return to the fountaln after locallng
Culnglalnn and ask for the Priestesses’ advice or help. to free
him. The Priestesses cannot offer any assistance for this task.
The runners must free him themselves. Once they have done
that, however, they may retum to the fountaln with him and
ask 1o be told his name. The Prestesses stllil won't reveal his
name or ldentity. but Gwyar rewasds them with the gift of the
green-tnged belt around her waist. Gwyar ties the belt around

the walst of the male runner with the best combination of
strength and charisma. “Strength™ here means a combination
of Body and Strength Artribute Ratings, and combat skills (the
gamemaster makes this dedslon). The belt may be removed
only by a Priestess, and It is Important later In the adventure.

Also, Bellsent appears espedally happy to see Guinglalnn,
and looks expectantly at the runners; obviously, there Is some-
thing more they have to do.

Lancelot

Il the runners ask questions about Lancelot before they
find him, the Mrlestesses glve only enigmatic replies. Once the
runners meet Lancelot (see The Traltor Knight, p. 88), they
have access to much more Information. The Priestesses do not
reveal any Information about Lancelot the runners have not
learned already from the knight himself, but they do confirm
Information Lancelot has provided. If a runner guessed some-
thing about Lancelot and refralned from questloning him
directly to spare the knight embarrassment. the Prestesses
confirm the accuracy of that guess—rather enigmatically, of
course.

Arthur and Avalon

If asked where Avalon lles, the Priestesses look toward the
tsle of Apples. They confirm that Arthut’s body lles there as
well, If the runners ask.

The Lake
The Priestesses say nothing of the Lake.

Offering Thelr Services

Runners may ask the Priestesses If they may perform some
service for the women. If the runners make this offer In the
right spirit—as a genulne offer of help and not with the blatant
expectations of a reward—the Priestesses look around them at
the cold, barren woodland and then look polntedly at the run-
ners. They glve no further dues.

From here the runners need to find Lancelot {see The
Traitor Knight, p. 88) or Guinglalnn (see Spring Lost In
Winter, p. 90). If they choose to go elsewhere. they make no
progress untll they have found both these men.

DEBUGGING

falling to ask the right questions will delay the runners,
but It should not prevent them from achleving their final goal
eventually. The only way the runners can really mess things up
Is by taking a hostile attitude toward the Priestesses. If they
make any threatening gestures toward the women, approxi-
mately six splrits and elementals appear per runner (bear In
mind the magical skiil ratings of the Prestesses). These splrits
protect the Priestesses, who throw a stack of Force 30 chaotlc
world spells at the runners and depart at once. increase all tar-
get numbers for the runners by 2 for the remalnder of thelr
sojoum In thls Place.
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TELL IT TO THEM STRAIGHT

Agaln you find yourself walking through the forest. as jt
seems you are fated to do In this Place. Around you. the
woods remaln cold and sllent, except for the faint sounds of
birds and animals. The path curves, and through the trees
ahead you can make out a faint trail and the bluish haze of
smoke. The odor of buming wood reaches your nose,

for one unreasoning moment feas grips you. but you
quickly realize these woods would provide Hittle fuel for a for-
est fire. Then you enter a small clearing. A rough stone hut
marks the center. Smoke rises from the hut's crude chimney,
then sjowly drifts back toward the ground.

On one side of the hut slts a large plle of chopped half-
ffozen woed and the dulled axe undoubtedly used to divide
the logs. You hear no sounds, see no other signs of life. The
hut has a slagle unadorned doos, with no apparent door
knocker or handle.

HOOKS

See At the Fountain, p. BS. for Informatlon on the atmos-
phere of the woods.

BEHIND THE SCENES

See Map 1., 0. 85. for the locatlon of Lancelot’s simple stone
hut. A large plle of chopped wood and a limber-felling axe stand
next (o the hut. A small stone well lies fust west of the hut, A
simpie wooden door provides the only entry to It. A thin trall of
blue smoke rses into the sky from a hole atop the hut. The hut
containg an uncomfortable-looking pallet bed. a crude wooden
table and chale. a few utensils, and a meager pantry of food.
Numerous Christlan Icons are scartered throughout the hut, and
Lancelot’s sword—which has the tip broken off—s wrapped In
plain doth and stored beneath the paliet bed.

The funners could easlly enter the hut without Invitation,
but they should knock at the door and wait for Lancelot to
answer. The runners should treat the old knight with respect.
His suffering shows In the lines on his face. and he desesves
the runners’ compassion, Alone and old, Lancelot has lost
everyone he loved and now lives out his days In solitude.

Showling Lancelot compassion will help the runners obtaln
informatlon from the old knight, as well as the broken sword.

Lancelat
Lancelot Is stooped with age. He appears to be 70 or so.
tall with a medium bulld. gray halr. and hazel eyes. Arthritls

has rwisted the jolnts of his ingers, and the cold makes them
swell palnfully. Lancelol is dearly depressed. and he speaks
slowly with a great deal of effort. hls conversation marked by
long pauses, sighs, and hand wringing. (Don’t overdo this—
you want pathos. not bathos.)

B Q S C ) W E R Armmor
3 2 5 6 6 6

Inttlative: 4 « | D6

Threat/Professional Rating: 2/1

Skillss Aimed Combat 4 (Sword 8), Etiquette (Court) 8,

Leadership 8, Milltary History (Alblon} 10, Unamed Combat 4

Geant Chaln Mall Armor (6/4). Sword (Nomal, 7M, + § Reach),
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TALKING TO THE KNIGHT

Lancelot hesltates slightly before Intreducing himself, as If
ashamed. A Perception (6) Test reveals the hesltation, which
may hint that Lancelot Is not the finest knight. The runners
may well be puzzled by this, I they don’t make a Perception
Test at thls polnt, they should leamn the truth through further
Interrogation. They can ask Lancelot many questions. Base the
answers he provides on the following Information,

Of the Sword and the Finest Knight

The runners should tell Lancelot why they are In this
Place.  they do not offer that Informatlon. he asks before he
volunteers any answers. If they explaln thelr quest truthfully,
Lancelot agaln hesltates and looks very uncomfortable. Have
the runners make a Perception {6) Test. One success means
the runners notice his hesltation. Two or more successes altow
the runners to see that his discomfort stems from them touch-
Ing on a subject of which he Is very ashamed.

If the runners suggest that Lancelot Is the finest knight. he
looks palned. shakes hls head. and falls sllent. He Is deeply
reluctant 1o tell the runners the name of the finest knight. A
successful Essence (6) Test persuades him to reveal the name
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of the finest knight. Reduce the target number by | H Lancelot
Is questloned by a dearly sympathetic female runner (make
this call based on roleplaying). If the test succeeds, Lancelot
breaks down and tells the runners that he slew Arthur’s finest
knight. the king’s nephew. while in the grip of a frenzled pas-
ston. Lancetot’s remorse and regree Is Infinlte. and he wishes
out loud that he had been slain that fateful day rather than
emerglng victorlous. Lancelot’s admlssion contalns a blt of
self-pity. but hls remorse and sense of tragedy s genulne. This
scene should be traglc. Lancelot knows he sealed Arthur's fate
and the fate of this Place that day. He doesn’t identlfy Gawalne
as the finest knlght, but If the runners ask directly whether the
knight Is Gawalne. Lancelol nods mutely.

The runners may show surprise and say that they took him,
not Gawalne, 1o be the finest knight of the Round Table. Lancelot
demurs at this, saying that skill at arms and loyalty to king were
the best measure of a great knight. On the former count he could
Ry daim to be Gawaine’s equal, but hardly on the tatter countl If
3 runnter makes a successful Perception + Essence (9) Test, be dis-
cems that Lancelot Is stlil holding something back If the runner
presses the point gently. Lancelot impulsively takes a bronze
¢cross from the table. holds It hard to his chest and seems to labor
for breath for a few moments. At this polnt, have the runnes who
15 doing the questioning make an Essence (6) Test. If the runner
achleves any successes, he experiences a gut-level sense that
Lancelot has some fay. strange quality within him that the old
knight Is sauggling to suppress. as he holds the symbol of his
adopted falth 30 tightty to himself. Aura assensing might reveal
this anyway (at the gamemaster’'s discretion). but the reallzation
has extra potency If it accurs In this context.

If the runner presses on and tries to home 1y on what tor-
ments Lancelot, the old man becomes Incoherent. He holds
hard to the cross and recltes a simple prayer over and over.
Tell the runner that he can sense that Lancelot's Inner turmoil
relates both to the old knight himself and to some other quallty
that gave the finest knight his status and pride of place. That
quallty Is the touch of the Goddess. though the runners aren’t
Iikely to recognlze It ar this stage.

If the runners push this scene even further and say outright
that the finest knight must be Gawalne and that Lancelot murdered
him, the old knight throws himself to the floor and weeps pldfully.
No further conversation with him Is possible after this, unless the
runnees try o Lake the broken sword from beneath his bed.

Gaining the Sword

The runners can take the sword from Lancelot In three
ways. First, they can take It by force. Lancelot tres to prevent
such attemprs and puts up as much of a struggle as he can
using the Intact sword. but he cries for mercy I he suffers a
Ught wound. If the runners take the sword by force. Increase
all test target numbers by 2 for the rest of thls adventure,

Second. the runners ¢an persuade Lancetot to give up the
sword voluntarily by explaining that they need It to complete
thelr quest. f they tel) him the truth, Lancelot is moved by the
tale of Thayla and the need for metal for the Songbird’s cage. and
he reluctantly tums over the Sword to them. If they lle, determine
whether thelr story Is plausible (they really don’t need to lle, so

be tough on them). If the story I$ not plausidle, Lancelot refuses
to give up the sword and the runners must admit they've tled
and tell che tuth (make a Chardsma (6) Test for the runners to see
If Lancelot Is willing to accept the true story).

Third. the runners might take the sword using magic of a
deception of some kind (e.g.. a sultable manlpulation spell).
But such skullduggery represents a dishonesty not in accord
with the stary line here. If the runners choose this route any-
way, Increase all subsequent test target numbers dy | for the
remalnder of the adventure.

Mliscellanea

Runners may ask Lancelot about Arthur. any of the great
knights. Gulnevere (not terribly tactful). or many other
Arthurlan toples. possibly as a way to pass the time while they
try to galn the knight's trust. Base Lancelot's responses on the
Information provided In The Pagan Land and But We Know
This ... sectlons of By the Sword, p. 82.

Guinglainn

I the runners have Guinglann with them when they meet
Lancelot. Lancelot does not atlow the boy into his hut. The old
knight Is plainly agitated by the boy's presence and the fact that
he has been freed. and makes the sign of the cross as If to ward
himsell agalnst Guinglalnn. He absolutely refuses to speak of the
boy. A mage using a mind-reading spell may detect In Lancelot’s
mind an Image of Gawaine (see Meeting Gawalne in Castle
Maydenlande, p. 101) as an older version of the boy.

THE BROKEN SWORD

The sword Lancelot gives them Is a plaln, long sword with
the tp (about 16-18 centimeters) broken off. which leaves an
lrregular fracture at the end of the btade. Undoubtedly, the run-
ners will want to know where the rest of the sword Is, espedalty
If any mage among them detects that the sword ls In no way
maglcal (nor. for reference, is the Intact sword Lanceiot wears at
his walst). Lancelot remembers for a moment the homor of the
sword dp breaking off In Gawalne's flank as he slew him. and a
mage with a sultable mind-reading spell may be able to detect
this. Lancelot will not tell the runners where the tip can be found.
)f the runners press him about Cawalne’s whereabouts, Lancelot
crosses himself agaln and looks toward the northem shorellne.

from this encounter, the runners can return to the
Prlestesses (see At the fountaln, p. 86). they can find
Gulnglalnn If they haven't done so already (see Spring Lost In
Winter, p. 90), or they can head for the northem shorellne (see
The Isle of Apples. p. 92).

DEBUGGING

Short of assaulting or kliling Lancelot. the runners can do
little wrong in this encounter. They make life very tough for
themselves from here on In If they harm the old knight. And If
they klll him. the adventure ends Immediately. They will have
falled completely. for Lancelot cannot now sacrifice himself.
This adventure ends. and the runners move on to the next
adventure, The Impossible Dream. p. 103.
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TELL IT TO THEM STRAIGHT

You follaw the trall deeper Into the woods. After a small
rise. you enter a clearing. It appears roughly clrcular, per-
haps 50 meters In dlameter. At Its center stands an equally
clrcular hedge of thorns and brambles. about three meters
high—]Just high enough to prevent anyone from seelng
inside. As you approach the clearing. you can plalnly smell
freshly cut grass and feel & pleasing warmth begin to seep
into your body.

HOOKS

See At the Fountaln, p. 85, for Information on the atmos-
phere of the woods.

BEHIND THE SCENES

At the end of the eastern trall through the woodlands
stands a great wall of thorny brambles surrounded by an
almost-circular clearing. The wall Itself is clrcular and some
three meters high, Warmth gently emanates from beyond
the wall.

falrly obvious strategles (a levitate person spell, or |ust hav-
Ing someone cdlamber onto the shoulders of a troll to peer over
the wall) enable runners to see that the wall hides a strange
plant—something that resembles a filigreed pea pod. roughly

elgnt feet high and covered with intertwined tendrils of light
green. The grass Inslde the thom barrier, and the pod, are clearly
fresh. green. and growing. The pod seems to contaln a figure of
some kind, perhaps a man or woman, but that Is simply an
Impresslon—the runners cannot make out any detalls.

FREEING THE CAPTIVE

The players may belleve they have found Merin, If any of
them recalls a verslon of bls capnire within a tree. However,
the captlve is Gulnglalnn, Gawalne’s son, who lles dormant
here awalting his own freedom and the changes In thls Place
which wlil transform him Into the new Spring Champlon In his
father's place. The runners must free him, though they should
not expect this to be a stralghtforward operation.

The runners cannol bypass the thorn wall. Maglcal or
technologlca) flight. levitation, even tunneling Is thwacnted by
an Invisible spherical barrier that cannot be breached. The only
way to get to Guinglalnn Is to cut through the wall, maglcally
or physlically.

Mana-based spells have no eflect on the thoen wall.
Otherwlse, It takes Physlca) damage per standard rules. It has
an effective Body Rating of 6. When damage to the wall reach-
es Deadly. the thom wall Is destroyed In the area of effect. If
more than one assault (by weapon or spell) Is needed to Inflict
a Deadly wound, the smallest area of effect of the varlous
attacks Is destroyed. This means that only area-effect weapons
are of much use against the thom barrier. Attacks using gas
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weapons must Incude corrosive agents to have any effect. If
the runners are carrylng defollants (I). the gamemaster must
determine damage to the wall.

The thom wall retallates If artacked using an Initlative of
I5 + IDb. It sprays thoms for 20 meters in a 60-degree arc
centered on the area of the wall that took damage. The thorns
infllct 6M damage to targets 0-10 meters from the wall, and
6L damage to targets | 1-20 meters away. Everyone In the
area of effect Is vulnerable. and the wall doesn’t need a
Success Test to hit targets. The artack stops only If the wall Is
wholly destroyed of when Guinglainn Is freed. The wall does
not fire thoms Into the Intertor area around the pod.

The thorn walt also attacks by firing the hard nodules
growing on Its stems, These nodules are triggered when the
wall Is attacked, firing In a 60-degree arc at a range of 50
meters, The runners may avold the nodules by making a suc-
cessful Quickness (6) Test. Reduce the target number by | for
each 2 levels of Athletics Skilt above 5 a runner possesses. For
each point of Magic Attribute a runner possesses above 5.
reduce the target number by 1. A runner struck by a nodule Is
affected per a force G fire dan spell.

Orxce the runners breach the wall and at least one reaches
the pod. they still must free Guinglainn. This can be done simply
by curting at the stems with a kalfe, dagger, or simllas Imple-
ment. It takes 30 “runnper turns” (ke man-hours) to cut
Cuingalnn free. If a runner Is uslng a knife/dagger weapon focus.
the focus ratng counts as the effective number of tums (e.g.. one
runner with a Rating 5 knlfe weapon focus would need only 6
trns to free Guinglainn). If simple physical strength Is used to Ap
at the stems, a successful Strength (6) Test must be made for the
action to count as an effective “runner tum.” During thelr attempt
to free Guinglainn, the runners are subject 10 magical beguiling—
they hear slien volces teliing them that they are sleepy. tlred,
weary, thelr eyes and limbs are heavy, and so on. A successful
Wilipower (5) Test must be made every tum to avold this magical
effect. Otherwise. the runner loses | polnt of Willpower per tum.
If a runner's Willpower reaches zero, the runner falls asleep.
Determine the duration of this sfeep by subtracting the runner’s
Lssence Rating from 10; the result Is [n hours, and all affected run-
ners sleep for a minimum of | hour. Affected runners regaln lost
Wilipower when they awaken.

THE CAPTIVE FREED

As soon as Quinglalnn Is freed, the wall stops attacking the
runners. The young man wakes and looks around him. confused
and uncentaln. He does not know hls name, where he Is, or hls
own past. He says very lintle, but responds to those who treat
him genty and politely with a warm, winning smille. The only
thing he remembers Is why he fell asleep. He says, 7| was walk-
Ing In the snow and | saw a raven lying wounded on the ground.
blood around It. When | saw this, | fell Into a trance. | know
nothing else.” Players probably will not recognize the colors rep-
resented—black (taven), white (snow) and red (bloody—as those
of the Coddess who has protected him untit the day comes for
him to take his place as the Spring Champion.

Gulnglalnn Jolns the runners for the remalnder of the
adventure. The Isle of Apples, p. 92, and Castle

Maydenlande, p. 96, produce strong reactions In the boy,
which are described In those sectlons. From here, the runners
can go to cither of those encounters, back to the wise women
(At the Fountaln, p. 85), or to find Lancelot If they haven't
already done so (The Traltor Knight, p. 88).

DEBUGGING

The Goddess’ protection makes Guinglainn effectively Invul-
nerable. Runners blowing the drek out of the thom wall with
assault cannons Wl not hurt him, though they do not know that,
and 50 they should tasget area-effect weapons away from the pod.

If all the runners fall asieep trylng to free Guingtainn, they
awaken to find bim free and dolng hls best to care for them.
Sleeping runners must wake up on thelr own: they cannot be
woken by any means.

The runners are not llkely to artack Guinglalnn. but If they
do, he simply disappears before thelr eyes and reappears at
the end of the adventure (sec The Lady of the Lake, p. 102).

GUINGLAINN

The young Cuinglainn stands 1.7 meters tall. of medlum
bulld. with wavy blond halr and blue eyes. His resemblance to
Gawalne Is striking and obvious to the runners If they have
seen Gawalne already. Guinglalnn Js an amneslac and recalls
nothing beyond what Is noted In the first encounter with him.

Guinglainn Is both cursed and blessed by the Goddess. The
Goddess has cursed him with simple-minded madness. but has
provided him formlidable protections as well, Guinglalnn Is effec-
tively Invulnerable to any maglc or weaponry that would cause
him any harm. Assensing reveals truly prodiglous magical bari-
ers placed upon his body. He Is also unaffected by ilfuslon spells.
Untli the end of the adventure, he simply tags along with the
runners and doesn’t speak much or Aght.
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Threat/Professionat Rating; 1/1
Sklllst Armed Combat 4 (Sword 8). Athletlcs 5, Ettquette
(Coun) 6, Leadershlp 2, Negotiatlon 4. Unamed Combat 3
Gean None
Notes: Guinglann’s Strength Increases by 1 berween 11 Am.
and 1 r.m., In a pale reflection of the way hls father’s prowess
waxed and waned.
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TELL IT TO THEM STRAIGHT

You had hoped for something different. but the shoreline
here Is as barren and cold as the woodland. You see no birds,
but If you listen carefully you think you can hear thelr cres
under the gentie rhythm of the light surf.,

The shore IS only a few dozen meters wide and strewn
with rocks agalnst which dull. murky water slowly laps. A mist
on the water obscures everything beyond a few meters. but If
you stare long enough you think you can make out the falnt
outlines of an island. ...

HOOKS

The overwhelming feeling of mystery and power remalns
with the runners. Once they have spofted the Island, the feel-
Ing grows. espedally for any female player characters, Men
feet thelr attentlon focus on the island. but women recelve the
distinct Impresslon that the Island holds great promise,

BEHIND THE SCENLS

From the barren northemn shorellne, the runners can just
discemn the Isle of Apples. shrouded In mist across the water.
They cannot reach the Island by any means other than the
barge sent to fetch them. This barge arrives at the first dusk
after they beglin to walt. Assensing reveals mighty maglcal bar-
rers that absolutely prevent any other means of entry to the
Island.

At dusk, a small, Rat-bottomed barge carrying a single
robed and cowlied figure drifts lazlly loward the shoreline to
plck up the runners. This event occurs only If the runners
have already met Lancelot and freed Guinglainn: otherwlse.
the night passes without the barge’s arrival. The figure wears
black. relleved only by a red belt and a white scarf. As the
boat reaches the shoreline, the figure says in a dispassionate
female volce. "No man may set fool on the Isle of Apples
and live~™ (sKIp this If the runners already heard this from the
women at the fountatn). The runners declde whether any or
all of them board the barge. If they declde not to board the
barge. It drifts away after a few minutes and never retumns.
Guinglalna will not enter the boat and cannot be compelled
to do so.

HAZARDS OF THE JOURNEY
The robed figure does not speak after Issulng her warn-
Ing. If a runner pulls back the cowl of the figure’s rabe. he Is

In for a deathly surprise. The igure has no face. All the run-
ner sees Is vtter darkness, with a maelstrom of stars where
the eyes should be. The offender must make an Essence
{10) Test; subtract 1 from the target number for each point
of Maglc Attribute above S the runner possesses. or above
2 If the runnet Is female (maximum reduction of 4). Runners
who fajl the test turn to glass Instantly, topple and shatter
Into countless flying shards. No first ald or maglc can save
the runner. That's the end of thls adventure for the unlucky
victim. Regardless of which mortallty optlon the gamemas-
ter has chosen for all of Harlequin's Back (see p. 12), the
affected runner should refoin the group In The Impossible
Dream, p. 103.

When the barge asrives at the disembarking polnt shown
on Map | (sec p. 85). any male who sets foot on the island Is
struck dead In the same manner. Males can safely stay In the
boat, however. The barge remalns at the shorellne untll the
runners express thelr deslre to retum to the malnland. female
characters who disembark experience the events presented In
the rest of thls chapter.

THE PRIESTESS Of AVALON

The Isle of Apples. also known as Avalon, (s the ream of
the Goddess and the burial site of Arthur. The Island Is less
accesslble to mornals than It once was, a fact which pains the
Priestesses. Setting foot on the Island Is a thoroughly unset-
tling experience. A visltor first feels pain and deep sadness,
followed by a sense of the strength and power of the Istand
and ks women. and a sense of yearning hope (perhaps & once
and future King exists after all).

The Island Is not frozen and bleak ke the mainland,
but gives the Impression of a land on the verge of spring.
Viviane approaches the runners as scon as they set foot on
the Island. Behind her, copses of trees partlally hige the
wooden bulldings that mark the settlement of the
Priestesses. The runners will not be Invited 10 the main set-
tlement, and powerful nature spirlts prevent any runners
from laRitrating It. Only Viviane talks to the runners. She
knows all that the runners have done and why they are
here. She Is wiling to give them guldance. now that they
have freed Gulnglainn. Vivlane s;peaks wlith female player
characters only. Vlvlane conslders men ephemeral In most
senses, for enduring power and soverelgney reslde In the
hands of the Goddess alone. Stlll, Viviane knows that a
Seasonal Champlion ts needed to restore the barren land
beyond the Island. And she has a keen sense of the tragedy
of the fates of Arthur, Lancelot, and Gawalne, and grieves
for them,
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Vivlane's helpfulness depends entirely on the Intelligence
and thoughtfulness of the questions runners ask her. as well as
the level of compassion and concem the ruancrs have dls-
played in thelr actlons so far. Runners must show that they
have reflected on what they have seen so far. Generlc “can you
help us O wise one?” questtons get very short shrift.

The runners may ask Vivlane questions about many sub-
jects. See the Overview, p. 82. and At the Fountaln, p. 85, for
Informadion on subjects not covered below. Viviane may also
reveal the followling Information to the runners.

Guinglalnn

Viviane confirms that Gulnglalnn's freedom s the key to
lifing the basrenness that afflicts the land. She does not vol-
unteer whose son he Is, but tells the runners that the secret
lles In Castle Mayden(ande. If the runners ask her specifically
If Guinglainn Is Gawalne’s son, then she admits this Is so. If
the runners ask about Gawalne and his status as the best
Knight. review the materla) in the Overvlew, p. 82, and feed
some of It to the runners. Viviane can reassure the runners
that Guinglalnn cannot be harmed and Is in no danger. The
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runners can do nothing about hls amnesla. Indeed, If they tell
Guinglalnn that Viviane has sald that he Is Gawalne's son. he
does not react to the news.

If any tunner asks whether Guilnglalnn was cursed of
afflicted by the Priestesses, Vivlane says that he has been
awalting his time under the protection of the Goddess.

Lancelot

Runners must show compasslon for the old knight
when speaklng of him and behave accordingly; Viviane
knows what they have done. She wlll confirm both that he
stew the best knight and Gawalne’s Identity as the victim.
At the gamemaster's discretion, she may add that half of
Lancelot belongs here. on the Isle of Apples. for hls mother
was a Prlestess and Lancelot Is half-fay. Viviane tells the
runners not to return to him again. however, If the runners
spedfically ask whether Lancelot must atone for his treach-
erles in some way yel to be seen, Viviane looks greatly
pleased with them. She says agaln that Castle Maydenlande
must be searched for the answer, and she also glves the
querying runner a handful {2D6 + 2} of hawthorn berrles for
heallng. If swallowed. each of these berrles reduces any
Physical damage by 1 box. The berrles can only be taken
after a chasacter has been wounded. They can be fed to an
unconsclous or dying runner,

Castle Maydenlande

If the runners ask what they must do In Castle
Maydenlande. Viviane says that one of the male runners must
give blood—just as the blood of the best knight was shed—
and draw It using the same metal that struck down the best
knight. This Is an Important plece of Informatlon, and the run-
ners should definltely get this clue.

THE DREAM OF FLOWERS

Tinally, Viviane may offer to allow the runners to take
part In the Rltual of flowers. Vivlane says only that this Is a
ritval of the Priestesses that the runners may find enlighten-
ing. If the runners wish to decline, fine, Go to Castle
Maydenlande, p. 96.

If the runners choose to take part in the ritual. they are
taken to a clearing on the eastern edge of the settlement
and given hot mulled wine and honeyed oatcakes rolled in
finely grated almonds and caraway seed, and expected to
sit quietly until the quarter moon rlses to close (o Its
zenlth. The Priestesses of the island (some 40 in all) gather
together and begin to sing softly. The runners Immedlately
fall into a sleep-Uke trance and dream. Any male runner,
even though he remalns In the barge or on the far shore.
may make an Essence (10) Test. Any successes mean that
he. too. falls asleep and dreams. Reduce the target number
by 2 If the mate runner IS In the barge on the Island’s
shorellne or has a strong bond with any female runner who
Is dreaming.

The dream Is Intensely vivid. and the runner cannot be
awakened untll It ends. Female runners see a bow of white

light form around the moon. The bow descends around them,
covering them with red and white flowers glrded with the
blackness of the night sky. They stand alone on unknown,
grassy terraln, and a glant humanold gure wearlng a great
bronze breastplate and hefting a large club comes racing
toward them. If the runner tries to flee in her dream, her feet
do not move. The figure plcks her up, throws her over his
shoulder and races off toward a grim-locking castle {n the
distance. (Later, a successful Perception (8) Test will enable
rhe runnes to recognlze that Castle Maydenlande and thls
castle look very simllar,) Back In the dream, a successful
Perception (6) Test enables the runner to see that a young
man with golden hatr Is pursuing the glant, though he cannot
keep up with the glant’s gait. A second Perceptlon (6) Test
enables her to recognlze this pursuer as Guinglalnn.
However, the dream Guinglainn Is unllke the amnesiac half-
chlld, half-man the runners have encountered. This
Gulngtalnn Is strong and determined and he runs In a fury al
the glant. Finally, a moment of paradoxical Intuitlon occurs,
The female runner knows she Is helpless to reslst the glant
but also knows that the young man can only come after her
because of her own power. Her strength and reslstance
empower him. The glant Is an abductor only because he has
been chosen for this role. The runner feels a surge of confi-
dence and strength: this makes life easler In Castle
Maydenlande. The dream ends.

Male runners who dream see the same terraln and the
same abductlon scene, but the woman appears to them as
one of the Pricstesses (most Ilkely Belisent). They see them-
selves—not Guinglalnn—give chase and see the glant racing
toward the castle. The final feeling Is one of fear and self-
doubt as the glant disappears faster than they can pursue.
The dream ends.

Both male and female runners who dream see them-
selves as atone In thase vislons (l.e.. no other cunner Is with
them), from here, the runners should go to Castle
Maydeniande, p. 96.

JANE FOSTER ALONE

If the runners’ group contalns no female characters, Jane
Foster enters the Isle of Apples alone. Events proceed for her
as oultllned above, Inciuding the dream. The gamemaster
dexides what questlons Frosty asked of the Priestess, and what
she tells the runners when she retums (though she has no rea-
son to keep anything from them).

DEBUGGING

Too bad If the males get geeked. They were warmed. A/l of
them getting geeked Is a problem. however, because 1t will be
impossible to complete the advencure. Hopetully, If one steps
off the barge and keels over dead. the others should have the
sense not to follow sult. If they all do anyway. suggest that the
players find more Intelligent approaches to problem solving In
the future.
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Apart from such madness as attacking Vivlane. the runners
can do Ile 1o derall this encounter. Speaking with Vivliane and
particlpating In the dream provides the runners extra help,
information, and advantages In Castle Maydenlande. But a
group of runners thal never sets foot on Avaloa can stlll com-
plete the adventure successfully.

If appropriate. proceed to Castie Maydenlande, p. 96.

VIVIANE

Viviane Is a woman In her middle years, 1.8 meters tatl
and of medlum bulld, with thick, wavy brown hair and green
eyes. She s dressed In a simple brown robe with a neck scarf
of black. red, and white. A green belt glrds her walst. Viviane
has a speclal quallty of beauty that cannot be reduced to sim-
ple. definable physica) characterlstics. She doesn't have legs up
to het neck. cheekbones you could plane wood with, or any
other readily Identiflable feature currently defined as desirable.
Rather. she Nas a powerful and wondrous female physical pres-
ence. Her beauty Is felt more than seen.

I anything—and thls Is only notlceable to a runner who
specifically looks for such a resemblance. and makes a success-
ful Perceptlon (B) Test—Viviane most resembles |ane Foster,
though this has no impact on any level on the events of this
adventuie.

B Q S C 1 w L M

3 6 2 10 8 6 8 40 7
(nitative: 7 « 106
Threat/Professional Rating: 15/4
Skillsy Armed Combat 4 (Dagger 10), Conjuring 40,
Cnchantment 40, Interrogation 7. Leadership 10. Maglcal
Theory 40, Negotlatlon 8. Psychology 10, Sorcery 10
Gean Power Focus (B). Spell Lock: Mask (40), Weapon Focus
(Knlfe) (8}
Notes: Viviane knows all spells In verslons with Force Ratlngs
of | through 15. On the Isle of Apples, she galns bonus dice
equa) to her current Essence Rating for all Spellcasting and
Resistance Tests, Her Leadership Skill Rating Is doubled when
deallng with any other Priestess.
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FIRST LINE OF DEFENSE

I the players disembark at Polnt B, two glant figures
emerge from the woodland around the shoreline and savagety
attack the runners. These creatures are fomorlans and appear
to be half-glant. half-troll. They fight to the death and cannot
be forced to flee combat by any means, magtical or otherwlse.

Fomortans (2)
8 Q S ¢ 1 W E R Attacks

10/3 4x2 I | 3 4 5 4 9D, +1 Reach
Initdative: 4 + 106
Threat/Professional Ratingz 6/4
Powers: Comosive Secretlons. Enhanced Physical Attributes
{Strength, 3 times/day. increased by [Essence + 2] for
[Essence]D6 tums), Enhanced Senses (Thermographlc Vislon),
Magical Reslstance
Weaknesses: Allergy (Alr Pollution. Severe), Allergy (Sunlight,
Nulsance)
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BEHIND THE SCENES

The island of Castle Maydenlande Is shrouded in mist,
which obscures the lsland’s outline to distant observers.
Jmpenetrable maglcal barrlers around the Island prevent any
form of access other than the ferry sent for the runners. The
ferry comes only If the runners have already found both
Lancelot and Guinglalnn, and It arrives at the first dusk after the
runners begin waiting on the shoreline opposite the Island. The
small ferryboat. simllar In shape to a rowing boat, drifts ashore
at dusk. A gnarled. aged femryman In a plaln brown robe s the
vessel's sole occupant. He does not speak or respond to the
runners. If the runners have the gift of Belisent's girdte. they
disembark at Point A shown on Map 3. above: If not, they dls-
embark at Point B. The island Is as barren and frozen as the
mainlang. Travel across the Island Is normal. but the runners
cannot teave the land (e.g.. by swimming): the bamier around
the Island is a1 shorellne level. The ferry walts at the shore until
the runners have found Gawalng within the castie.

THE BENEADING GAME

To reach Castle Maydenlande. the runners must pass
through a barred wooden gate bearing a great iron chaln and
padlock, located In the middle of the Island. The runners can
open this gate only with the keys hanging from the belt of the
knight who guards the gate. The knight is clad In chaln mall.
his face hidden by a great helm and visor. and he greets them
with a challenge. The knight. named Beccilak. will not permit
them to pass unless they play a game with him. The game Is
an exchange of blows. One runner must take the axe Bercilak
holds and use It (o strike a blow at the knight's neck. On the
moming of the day after tomorrow, the knight will rerumn the
blow against the onc who struck him. Bercllak does not reveal
his name or dlscuss the game, The runners can elther attack
and overcome him, or agree to play the game, If they artack
Berdlak. resotve the combal per standard rules. If the runners
agree to the game, Berdlak will give his axe to a male runner.
How the runners conduct themselves at this polnt Is crudial.

Berdllak kneels as If awalting a beheading. If the runner
strikes firmly at his head, the knight Is automatically beheaded.
Bercllak’'s headless body then plcks up his head. replaces It on
his shoulders. and Invites the runners Into hls home. the man-
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slon standing In front of Castle Maydenlande. He appears vety
pleased. but he reminds the runners of thelr agreement for the
game and promises 1o refurn the runner’'s blow at dawn of the
day after next. He takes the keys from his belt, opens the gate
for the runners. and directs them to the mansion. He enters the
small gatehouse himself and tocks the door behind him. No
layout of the gatehouse Is provided on the map. If the runners
enter it (the doors are locked). Bercllak will be gone even
though they did not see him leave.

If the runner dellberately tries (o miss when he strikes at
Bercllak. the knight becomes angry and reminds the runner of
the rules of the game: a blow must be struck. If the runner then
deliberately strikes weakly or at an angle so as (o deliver a
glancing blow. the knight becomes enraged and grabs the axe
to assault the runners. They have falled the test of the
Beheading Game, and must fight Bercllak and take hls keys
before they can approach the mansion.

Bercllak

Bercllak stands a lirtle over 2 meters tall. He Is powerfully
bullt and In his mid-40s. His black halr and thick black beard
are streaked with gray. Hls eyes are gray. and his demeanor Is
polite but reticent. He Is clearly a powerful knight—Impress
this fact on the runners. His axe Is spedfically crafted for him.,
and if anyone eisc wields It In combat (as opposed to using It
in the Beheading Game) they suffer an Increase of 2 1o the tar-
get numbers for all tests. Bercllak cepresents the Winter
Champlon, Infertile and part of the barrenness of the land. If
the runners succeed In the Beheading Game, they reduce the
extent of thelr own sacrifice required In Castle Maydenlande,

Berdiak Is not a manifestation of the Enemy In this Place,
though the runners may assume that he Is, based on hls

appearance.

8 Q S C I W 3 R Armor
7 6 7 3 4 6 6 S a/6

Inidatlve: 5 + 206

Threat/Professional Ratdng: 5/4

Skills: Armed Combat {0 (Axe 12}, Athletlcs 5. Lilquette 6,

Leadership 4. Unarmed Combat 7

Gean: Chain Mail Armor (4/6). Weapon Focus (Axe) (4)
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THE MANSION

The runners can proceed only to the manslon after thelr
encounter with Berdlak. If they have slain 8ercllak, they find
the manslon deserted and the gate to Castte Maydenlande,

MAP 4

Hall

Rooms Rooms

® °
Wood

Well shed

north of the manslon, open. Go to Inte the Castle, p. 99.
Otherwise, Bercllak greets them at the manslon’s door. The
knight no longer wears hls armor nor holds hls fearsome axe.
Instead. he carres only a simple blackthom stick and wears a
coarse black robe. Of course, the runners may not reallze the
robed man is the knight who challenged them to the
Beheading Game; the only dues to his identity are his helght
and hls voice. Make a Perception (6) Test to determine
whether the runners recognlze Bercllak’s identlty: reduce the
target number by | If any ruaner has acute hearing. If the run-
ners ask Bercllak directly whether he was the guardlan of the
first gate, he smiles enlgmatically and refuses either to confim
or deny this. He invites the runners to be his dinner guests In
the great hall of the manslon.

If the runners refuse, Bercllak takes offense and demands
o know why they have refused his hospltality. If they continue
to refuse. Bercilak takes his axe from just inside the doorway
and artacks them, fighting untll the runners kill him. The run-
ners then find the mansion house empty and the gate to Castle
Maydenlande open. Bercllak does not return to play the sec-
ond half of the Beheading Game, and the runners fall that test.

Some players may know that, in some legends, eating
food from an otherworldly place—and the presence of the
women and Bercllak’s symbollc role suggest this Is Indeed
such a place—is unwise. If a player character speciReally asks
about this, allow him or her to felgn an upset stomach: Bercllak
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takes no offense. In fact, the food here Is flne. Note that
Bercilak does not allow any trolls into the mansion. They can
stay In the gatehouse, which Is quiet and comfontable, but no
luxury dinners here, chummers.

If the runners accept Berdlak’s Invitatlon, he serves them a
splendid meal. Pies, sweetmeats, venison, panridge. pheasant.
frults. fine wines, and mead are plled high on thelr host’s table.
At dinner, he Introduces them to the women of the house-
hold—Ragnall and Winlogee. Bercllak’s wife and daughter.
Both are surpassingly beautlful women and look more llke sls-
ters than mother and daughter. Both have honey-blond halr,
green eyes, and fine. pale skin. They wear fine dresses of differ-
ent colors. Ragnall wears green edged with yellow and has a
yellow lace belt around her migdriff: Winlogee wears pale blue
trimmed with cteam lace and a white lace choker around her
neck. If game stats are needed for either woman. use those
provided for Vivlane, p. 95.

Bercllak. Ragnall. and Winlogee tactfully and politely
decline 1o answer questlons. They present themsclves simply
as residents of the mansion at the gateway to Castle
Maydenlande. and dalm to know little or nothing of events In
the castle or on the majnland. They know the soverelgn of the
castle on the hlll only as “a worthy knlght and gentleman.”
Even Bercilak clalms not to know the soverelgn’s Identlty, say-
Ing that he only deals with heralds and emissartes, though
even they have long gone and the castle appears deserted
now. They felgn having heard of Arthur, Lancelot. Gawalne.
and the like as legends only. They are much more Interested In
dlscussing the runners and thelr lives and regard thel: quest as
a romantic. Intriguing adventure that they wish they could help
with but cannot.

However, If the runners ask how to get into Castle
Maydenlande, Bercllak says that he alone can grant them
access and agrees to do so the day aher tomorrow. In the
interim, he Is happy to eniertain them as valued and honored
guests.

During this meal, Winlogee makes eyes at the male runner
wearing Belisent's glrdle. Make her romantic Interest In the
runner obvious. If no runner wears Belisent’s glrdle, she focus-
es her attentlon on the male runner with the highest Charisma.
However, a successful test using an average of the runner’s
Perception and Essence ratings agalnst a Target Number of 6
enables the male runner concemed to recognize that Winlogee
is ambivalent and feels inner confifct about her attraction.

Afer the meal, the runners feel agreeably warm, comfort-
able, tired from thelr exernlons, and probably slightly drunk.
The mead was strong and so was the wine. If the group
includes any determined teetotalers, Berdlak makes at least
four toasts to them. which they cannot politely decline.
Bercllak shows the runners to the guest bedrooms, He has pre-
pated one room for each team member, but they may declde
to hole up together for the night. No marer. Whatever thelr
intentions. they peacefully fall asleep.

THE TEST OF VIRTUL
In the middie of the night. a male runnes Is awakened by
Ragnall to And himself alone on a luxurious four-poster bed

(select the highest-Charlsma male after the one selected by
Winlogee). Ragnall Is dressed provocatively and makes obwvi-
ously seductive gestures to the runner.

If the runner accepts her Invitation, he falls the test of
virtue, for Ragnall Is Bercilak’s wife and no truly chivaltous
male would accept her advances. If he wishes to resist. have
the player decdde what his character Is golng to say and do.
What he should do. of course, Is to pralse the beauty and obvi-
ous delights of Ragnall and decline what would be bllss
beyond nomal morntal hopes because of her married status. In
retum, Ragnall says that her husband Is Impotent. and makes
even more determined acdvances to the runner. To resist these
advances, a runner must make a successful Wilipower (6) Test.
A smar player whose character falls thls test will use Karma to
get another shot. If he falls the second Wilipower Test. he falls
the 1est of vinue as well. If he succeeds. Ragnall reluctantly
pralses his scruples and withdraws. but not before giving him
the lace belt at her walst as a keepsake. Then the runner falis
peacefully back to sleep.

THE RIDDLE GAML

The following moming, the runners receive breakfast In
the great hall Just before dawn. This meal 1s as magnlficent as
the dinner served the previous night. but only Bercllak Is heve:
the womenfolk are not present. Berclak announces his inten-
tlon of hunting boar In the eastem forest during the day and
Invites any male runners to accompany him. If any of them
dedde so0 to do. great. Stick ‘em on horseback with chaln-mall
vests and lances and set a bunch of azed and powerful boars
on them. Have fun. If the male that Winlogee made eyes at the
previous night decdddes to go. have her appear at the end of
the meal and persuade him otherwise. If he stlll decldes to go.
too bad,

During the daytime. only ane possible event Is of Impor-
tance. The runners can run around the manslon house or forest
all they llke; the gamemaster should devise sultable encoun-
ters (especially In the forests) to occupy the runners’ time.
However, the runner to whom Winlogee Is attracted should. at
some stage. be alone In the castle so that she can approach
him, if this Is impossible, the Riddle Game simply does not
take place.

If Winlogee's chosen runner can be found alone at some
time. this encounter needs careful staging. It must take place in
a darkened area, but because the rooms of the manslon house
are decorated with very heavy curtains, this [s easily asranged.
Winlogee comes to her man wearing a lace vell, and seduces
him. Love and lust fill the runner. and he acqulesces readily.

When these two have enjoyed each other, Winlogee rises
and throws back the vell. Het face [$ that of an aged hag.
though her body remains that of a young woman. She says to
the runner that he Is hers. and she is his. She then explalns that
she Is subject to a cruel enchantment. Winlogee can be beauti-
ful by night {as she was at dinner last night, and after break-
fast—at dawn—If she appeared then) and a hag by day If this is
what the man wishes: a beautiful lover at night and someone
to be shunned by day. Or, she can be ugly at night and beauti-
ful by day. She asks the runner how she should choose.
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The answer to this riddie Is simple: the runner must say
that the choice should be hers. He wilil accept her dedslon. If
the runner makes this reply. Winlogee crles for [oy and glves
the runner her lace choker. The enchantment upon her is lifted
and she will always be young and beautlful, by night and by
day. The unner has succeeded In the Riddle Game. Any other
reply means the runner has falled. and Winlogee leaves, If the
runner succeeds. glve the rwo of them a carnal reptrise. It
should be time for dinnec when they Anish.

COMETH THE DAWN

Dinner passes just as It dld the preceding evening.
Whatever the runners’ Intentions, they fall asieep aimost
immedlately afterward. In the moming. the runners wake to an
empty household. Before them stands the closed gate o
Castle Maydenlande, Identlcal to the gate that blocked access
to the mansion.

Bercilak stands, attired In chaln mall and hefting hls axe,
demanding that the runner who agreed to play hls game accept
his blow. Again. the runners can attack Berdlak if they wish; con-
duct combat per standard rules. Otherwise, the runner who

beheaded him must kneel 1o accept his blow. Bercilak strikes
downward with his axe. The gamemasters should ask the runner
what be’s dolng. and really apply the pressure. ~If you fllnch away,
you might get lucky. It might be a glancing blow. Otherwise your
fraggin’ head’s coming off. Do you think you can Just put It back
on like he did?” Try your best to get the runner to flinch. (f he
does. Berdlak stops his blow shon and chides the runner for cow-
ardice. Repeat this for a second and third strike If pecessary. If the
runner flinches a third ime. Berdlak bellows with rage and attacks
the runners. Conduct a combat per standard rules.

If the runner hangs tight and walts to be beheaded.
Bercllak’s blow passes through hls neck. like the wind through
wheat. without harming him, The axe vanishes. Berdlak throws
off his visor and helm and the runners see a rejuvenated,
youthful man. His beard no longer contalns streaks of gray. He
yells for Joy, disappears before the runners’ eyes. and the gate
to Castle Maydenlande flings open. The ruaners can pass
onward. They have succeeded In the Beheading Game.

THE CASTLE MOATY

Two each-ulsges {water horses) lurk In the stagnant, foul
watecs of the castle moat. They are torpld and may not attack
the runners. If the runners enter the water, try to conjure an
elemental from It, or otherw)se disturb the moat, the creatures
attack. Otherwise, make an Essence (6) Test for the water hors-
es. Only If the test succeeds do they attack. Add | to the tar-
get number for each of the gifts the runners may have
recelved: girdle. belt, and choker.

tach-Ulsges (2)
B Q S ¢ 1 W E R Attacks

10/1 ax6 8 — 2/4 3 6 4 6S, ¢! Reach
Inidative: 4 + 306
Threat/Professional Rating: 5/4
Powers: Compulslon (LOS). Engulf, Enhanced Movement,
Enhanced Senses (Low-Light Vision, Sonar)
Weaknesses: Allergy (Alr Pollution. Severe). Allergy (Sunlight.
Nulsance)
Notes: The each-ulsge’s skin secretes a highly adhesive coat-
Ing. Any vicdm touching an each-ulsge must make a successful
Strength (6) Tes! to free the affected body part(s) or weapan
from the creature’s skin, Qulckness multipller for swimming Is
S. This critter usually sticks to its victim, then drags Its meal
Into the water to drown him.

INTO THE CASTLE
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The castle lies largely in rulns. The outbuildings are Just
pltes of rubble. The upper story of the once-fine keep Is In total
disrepalr, and so only the ground-level floor of the keep Is
mapped here. Increase al) target numbers for events within the
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castle by 5—encounters here are desperately dangerous.
However, apply the following reductions to target numbers.
All are cumulative per Individual.

-2 for a runner wearing Bellsent’s glrdle

-2 for a runner wearing Ragnall’s belt

-2 for a runner wearlng Winlogee's choker

-2 If the runners succeeded In the Beheading Came

-3 for a female runner

-2 for a runner who experienced the dream of the abductlon of
the flower Malden

The script assomes that the runners approach the castie’s
maln gate, which they can push open easily. However, they
may try another approach. The slit windows of the castle are
too narrow for runners to squeeze through. but they might try
blowing a hole in a wall with a missile or spell. If they do. the
caslie takes no damage. and a palr of Rating 8 earth elementals
animate from the surrounding ground and attack them.

EMPTY CASTLE AREAS

If the cunners explore the castle’s armory. the guard-
rooms, and guest rooms, Improvise detalls. The guest rooms
all have one notable feature: they all contaln wardrobes filled
with old, faded ball gowns, dresses. and other women's gar-
ments, and thelr decor IS dearly feminine. The decor In other
rooms can be Improvised, but everything Is dusty. faded. and
sllent within Castle Maydenlande. The castle Is also pitch dark,
though unlit wooden torches can be found along the walls.

THE SENTINELS

As the runners approach the Great Hall, they see a palr of
stone statues of knights holding swords in thelr hands In the
comdor before them. The statues stand perfectly stiil untll a
runner approaches within a meter of them or unti) the runners
attack them In some way. Then the statues animate and fight
ferocdlously. Damage less than Deadly wounds does not affect
them. nor do mana-based spells. Edged weapons (knives, dag-
gers, katana, swords, and the (lke) have no effect on these stat-
ues unless they are magical weapons.

Stone Knights (2)
8 Q ) C { w 3 R Attacks
6 3 7 — — 4 — 4 85
Inttlative: 4 + D6
Threat Rating: 5
Skllis: Armed Combat 8
Notes: The stone knights have a Barrier Rating of 7. Runners
must achleve a Deadly wound against a stone knight to
destroy It.

THE CRONE
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Guarding access to the great hall 1s an old woman, a man-
lestatlon of the Goddess In her destructive aspect. She Is
dressed entirely In black and has white halr and green eyes.
The woman Is ugly. stooped. and hard of face. Dusty fumiture
and old. Rlthy drapes and carpets dutter her chamber. The
aone guards Gawalne agalnst any who enter and lack suffi-
dent skill and power to overcome her. The crone Is Immune to
any spells that affect perception or volltion {e.g.. llluslon spells
and controlling manlpulation spells). However. the crone does
not attack the runners Immedilately. First, she demands to
know thelr reason for entering the castle. How welfl the runners
reply to thls question determines how severely she tries them
In the Inevitable combat to follow. The runners should make
three key polints In thelr reply (give them no more than a cou-
ple of minutes 1o state thelr case). frst, they must say they are
here to free Gawaine, or Guinglalnn, or at least to It the curse
of the land’s barrenness. Second, they must Indlcate they are
acting In accordance with the wishes of the Priestesses. or that
they serve the will of the women of the land. Third, they must
say they are here to offer a sacrifice of thelr own (they can only
have learned this from Viviane). The crone does not discuss
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anything they say. save for the last point. She teils them they
must give blood Into the cup they will find before them and
looks to the door to the great hall, Then the crone states oml-
nously that whoever seeks the glory of freelng the land must
show skill and endeavor. and she attacks the runners with
spells. For each of the rthree aforementioned points the runners
have successfully stated, reduce the Force Ratings of her spells
by one.

Crone
g Q § C i w M E R  Attacks
4 7 3 6 6 6 12 6 9 By weapon

Inktlxtive: 9 + 106
Threat/Professional Rating: 5/4
Gear: Weapon focus (Knife) (5)
Spells:

Combat: Death Touch. Power Boit, Slay EIf. Slay Human,
Slay Troll, Stun Touch

luslom Chaotic World., Invisiblilty, Stink

Health: Decrease Attribute (1.2.3.4), Decrease Cybered
Attribute (1.2.3.4), Decrease ReRexes (1.2.3)

Manlpulation: Acld, Add Stream. Bultet Barrier. Control
Emotion, Control Thoughts. flame Burst. Ice Sheet
Notes: The crone has Sorcery Skill and Conjuring Skl of 12.
She uses spells al a base Rating of 8 (subject 1o modiRers
above). She does not conjure/summon spirlts or elementals.
but attempts (o dispel any conjured agalnst her. She does not
attack any female runner who has experlenced the Dream of
the Rowers, but she may use conlrol spelis to take such a run-
ner out of the fray. She does not artack Guinglalnn, and he will
not attack her. She has magical protectlons that confer the
equivalent of 4/8 armor and glve her 2 addlitional automatic
successes In any Reslstance Test agalnst maglcal effects,
though she must achleve at least one success herself on such
tests. Lastly, the crone’s weapon focus loses its magle If taken
from this Place and Is of no use 10 the runners.
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MEETING GAWAINE

The Great Hall I1s empty and sllent as a tomb. The huge
table Is set for a fine banquet, but cobwebs and dust hang over
the silverware, the fine tureens, the fine sitver and goid plat-
ters. The very center of the table holds four ltems not covered
In dust: a golden platter, a slim sltver rod. a sinuous Ivory-han-
dled sliver knlfe (almost long enough to be a short sword.
though it has a slim blade), and—much larger than these oth-

ers—a great slivered pewter cauldron. To the right of the huge
wooden throne. a metal bracket on the wall holds the broken-
off tip of a sword, which clearly Is the lost fragment of
Lancelot’s sword. Droplets of blood trickle down the stone wall
from the Up. To the left of the throne, a large stalned-glass
decoration Is set Into the stone wall and glows with a dim
light. The drcular decoration has a center design showing a
white rose on a background of red petals. A concentric clecle of
glass bearing Latin Inscriptlons surrounds the rose design. The
outer area of the drdle is evenly divided Into 24 segments,
alternatety white and red, and a final outer decle also bears
Latin Inscriptions. If any of the runners read Latin, the Inner
script reads. "May the earth open and swallow me, may the
sky fall upon me, may the sea rise and cover me. may fire con-
sume me. 1 am forswomn™ (a powerful binding oath). The outer
Inscription reads. ~| pralse the one who, to keep guard over
me, dld bestow my seven senses, from Are and water, earth
and alr: one Is for Instinct, two Is for feeling. three Is for speak-
Ing. four Is for tasting. five Is for seelng. six is for hearing.
seven Is for smelling.™ A cunner able to dedpher this Inscrip-
tion may make a Magical Theory (8) Test to recognize that they
come from the fabled Books of Brocellande. the writings of
TaliesIn.

Next. the runners must make thelr own sacrifice here,
foreshadowing Lancelot’'s. A male runner must take the sword
tip and use It to cut himself and let some blood run Into the sil-
ver cauldron on the table. The runner must Inflict a Moderate
wound on himself, unless the runnec is the one who succeeded
personally In the Beheading Game. In this case. a Light wound
willl do. This sacrifice Is the only way to bring Gawalne’s splrit
Into the hall. At that polnl, Gulnglaipn Is no longer with the
runners, If they brought him here. He has simply disappeared.

If the runners make the sacrfice, Gawalne appears In spe¢-
ral form. hovering within the stalned-glass decoration. He is
strikingly handsome, some 45 years of age. with wavy blond
halr, blue eyes, and a ready smile. A wound from a sword
thrust |s clearly vislble on his right hip. Hls resembfance to
Gulnglalnn Is obvious. He looks approvingly at the runner who
has made the blood sacrifice and tells him that another sacrifice
s now needed to free the fand from Its barrenness. Only by
that sacrifice can the broken blade be formed anew. He com-
mands the runners 10 And Lancelot and take him to the Lady of
the Lake, Gawalne does not converse much, though he Is
unfallingly polite. especlally to female runners. Gawalne then
disappears. Go to The Lady of the Lake, p. 102.

DEBUGGING

The only major glitch here occurs If the crone of Castle
Maydenlande defeats the runners. If this happens. any runners
disabled or rendered unconscious during the combat wake to
find that she has gone. They can proceed Into the Great Hall
and make thelr sacrifice, but Gawaine dearly finds them barely
worthy. They can @0 on to the next encounter, but the taint of
fallore hangs over them.
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BEHIND THE SCENES

The runners can return to the mainiand by ferry to find
Lancelot. When they show him the broken tip of the sword with
which he slew Gawalne. he laments and fal)s Into weepling, The
old knight appears utterly broken, a palnful and wretched sight
for the runners. After a few moments he stands stiffly upright, as
If summontng all his remalning strength. He takes both parts of
the broken sword and walks away toward the lake. The runners
should simply foltow him. If the runners come 10 the lake before
this dimax, absolutely nothing happens.

AT THE LAKESIDE

A solltary figure walts by the lakeshore as Lancelot and
the runners approach. The figure Is Guinglalnn. bul the young
man now appears very dlfferent. He knows himself as
Gawalne’s son and the next Champion of Spring, and he looks
older, wiser, strong, and purposeful. Even hls galt communl-
cates this. Lancelot looks at him as If acknowledgling an old
friend. Guinglalnn says simply, “The blade Is stlit broken,” and
the old knight nods agreement. Lancelot gazes out over the
water and crles out, “Arthur!”

What comes to Lancelot Is not his dead king. but his
king's greatest possession—Excaltbur. Ffrom the waters
emerges Nimue. the Lady of the Lake. beanng the treasured
sword In her hands. Nimue Is a Priestess, but she has an elfin
beauty. Pearls and fine-fronded. lowering lake plants gird her
body. Magican runners do not even need to make a test to
know that this sword screams with maglcal power. Lancelot
strides forward, but It Is Guinglalain who takes Excalibur, and
Lancelot nods as If acknowledging the young man’s dalm to
the sword: Guinglainn says “blood must be atoned.” Then the
youth hands (he sword to Lancelot. The old knight kneeis. dr-
ves the blade through his chest and slumps 1o the ground.
Make thls a dreadfully shocking, unexpected moment.
Lancelot's blood seeps down the lakeslde Inta the waters. At
his last breath, a sigh of paln and release escapes his lips.

Viviane appears at this polnt, with half a dozen Priestesses
bearing a bler. Fondly, gently. she tums over the old knight's
body and holds his face In her hands, kissing hlis forehead as she
weeps over him, She pulls the bloodled Excallbur from his body
and gives It to Guinglalnn. A runner standing close enough may
hear her whisper, "Lancelot. did you find peace at last?”

The body Is placed on the bler to be taken to Avalon. If a
female runner asks very politely If he belongs there, Viviane
says that Lancelot’s mother was of Avalon, and he is coming
back to his true home after so many years In his wildemess of
suffering. Viviane answers such a query only If It comes from a
female runner,

Gulnglalnn takes the broken blade from the runners and
grips the area of the break In his hands. When he removes his
hands a moment later. the blade |s whole and he glves the
sword (which has no special abliities) to the runners. Thelr
work s done. Finis. They carry two final images of this Place as
they leave: Lancelot’'s body on the bler. with his face showing
peace at last, and the young King/Champlon, Arthur's grand-
nephew, standing stem and strong and proud. By his feet, a
tiny lowering plant extends Its petals to the rays of the wam-
Ing sun and he reaches down toward lt. ...

The Place changes. and the runnees are adrift again In the
metaplanes.

DEBUGGING

The runners are only spectators at thls scene. They should
do nothing to alter the fateful events here. If they plan to do
s0. drop extremely heavy hints to them that they have already
done enough to retumn the fate of this Mlace to the powers that
shiould hold sway over It.

Continue with The Impossible Dream, the next adventure.
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THE IMPOSSIBLE
DREAM

“What shall it profit a man, If he shall gain the whole
wortd and lose his own soul?”
—Mark 8:36

OVERVIEW

This part of the astral quest takes place In a blzarre, myth-
lc. archetypal ream. The plot Involves a peaceful Village cor-
rupted by an outslder called the foreman who tricked the vil-
lagers into belleving they could only find Utopla in the heav-
ens. Convinced that everything they ever wanted awalted
them In the sky. the villagers abandoned theit homes to con-
struct a monstrous Tower. Eventually, everyone except a disll-
lusioned man known as the Archliect climbed up Into the
Tower. leaving the Village In rulns.

Outslders can see clearly that the Foreman has virtually
enslaved the villagers by tricklng them Into attempting the
Impossible. The only person able to convince the villagers to
retum to thelr homes Is a virtuous Malden beloved by all, but
she lles captlve In the Foreman’s bunker at the Tower's sum-
milt.

In this adventure, the runners must explore the remains of
the Village, Agure out what Is going on. dimb the Tower, con-
front the Foreman, and free the Malden. As thelr reward. they
may ask the Architect to construct the Songblrd’s cage from
Lancelot’s sword. As the avatar of Darke In this Place. the
Foreman Is a dangerous adversary with many minlons and
guardians at his disposal, and so the runners will ind thls pot-
tion of the quest a worthy challenge.
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THE IMPOSSIBLE DREAM

INTO THE BREACH

On this metaplane, the player characters all wear gray
robes and carry none of thelr equilpment or weapons.
Enhanced characters still possess the ablitles granted by thelr
cyberware, but the tech looks like Acsh and blood. The only
tech that does not work Is datasofts that provide information.
The runners can acquice all the equipment they will need 1o
complete the adventure along the way.,

MAGIC ON THE MYTHIC PLANE

Most magic functions normally on this metaplane, except
for conjuning. The spirits of this place are different from those
with whom the player characters usually deal, and so the
gamemaster should use the following Information whenever a
player character actempts to sermmon a splrit.

Elementals have the normal statlstics and powers
described In the Shadowrun rules, but differ in appearance and
personallty from thelr “real-world™ counterparts. These splrits
do not have the same tendencies toward subservience that
normal elementals show; If not treated with respect. they sim-
ply disappear. if Insulted or threatened, such a spirit may even
tum on Its "master.” Characters do not need a conjuring library
to summon splrts here.

Though unusually wlliful, all these spirlts fear the
Architect’s sword. an anlifact the player characters witl probably
acqulre during the adventure. Though the sword's presence

does not drive them off, they will shy away from the weapon
and Its wlelder. If asked why, they cannot give an answer and
willl act frustrated by thelr discomfort and confuslon.

The appearance and general behavlor of this metaplane’s
elemental splrits are described below.

Alr Elemental

An alr elemental appears as a silver-halred, winged priest-
ess wearing a blue robe. A trumpet blast heralds her amval
she wlelds a glass knife and speaks only If absolutely neces

sary.

Larth Elemental

An earth elemental appears as an enormous night crawler
with a human head that bumows up out of the ground. )t reeks
of carrion, but Its touch nourishes the earth, and tiny vines
sprout wherever It crawls,

Flre Elemental

A fire elemental appears as a blacksmith with a leather
apron and a steel hammer. He Is annoyed that the maglcian
has dlisturbed hls work and demands to know what Is so blast-
ed Impontant.

Water Elementa)

A water etemental at first resembles a two-headed flylng
eel but assumes human form moments after It appears. lts
human shape resembies one of the player characters, but Its
skln has a slimy sheen.,

Nature Spirits

Nature spirits also retaln thelr normat statistlcs and pow-
ers. and they look and behave much like this plane’s elemental
splrits, except that they are easler to summon. Splrits of Man
mimic Are elementals, Spirits of the Alr mimlic alr elementals,
Spidts of the Land mimic earth elementals, and Spirts of the
Water mimic water elementals.

ABANDON ALL RATIONAL THOUGHT

An Important element of this setting |5 a dreamlike fluldity
Intended to convey the otherworldly nature of the astral plane.
Under normal drcumstances, conslstency Is csitical to an effec-
tive adventure: this particular Place, however, takes capriclous-
ness as lts main aspect. When running this adventure, the
gamemaster should feel free to Improvise additlonal detalls
without worrying about why they exist or how they fit Into the
story. if something does not work out, It can afways vanish as
soon as the characters look the other way.

Most of these Improvisations should Involve Inconsequen-
tlal detalls that have no effect on the adventure, but the
gamemastes may also Introduce more significant elements If
he or she wishes. Amnor and weapons can appear and dlisap-
pear, old adversaries can put In a cameo appearance, charac-
ters can change Into anlmals, and so on.

Two plot devices In thls adventure further reinforce the
Irratlonal atmosphere of the Place. Interdudes break the flow of
the maln plot, temporarlly transponting the player characters to
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PLAYFUL SPIRITS TABLE

Dle Roll  Spirit

1 Just ahead, a gnomelike creature walts for the runnees with a big black box in his lap. He speaks only If spoken to
and scems rather shy. His name IS Morris, and he willl glve the runners the box If they ask about It. He does not
know what Is inside. but he wams them that It could contain |ust about anything and that they should be care-
ful. The box can do anything the gamemaster deslres.

2 A blue-skinned man In a trench coat Is lurking nearby and attempts to get the player characters’ attention. He
telts them he knows a short cut and that he will show It to them If they promise not to tell anyone he helped
them. Upon recelving thelr promise, he leads them to a trap door that opens Into an access tunnel, This tunael
Is the backdoor to the Limbo Room (for detalls, sec Interfude One: The Limbo Room, p. 112 In The Tower.

3 Toady be a liddle froggyman who hoppy-hops up to the bigfolk and starts babbling about anything what crosses
his warty liddle mind. Toady be harmiess. but he do go on and on and on "bout nuttin’ In particular. pestering
the blgfolk with lots of questions ‘bout “wut are dey doin™ and “wut Is dat™ and like dat dere. Toady be a cry-
baby coward who go away If the bigfolk get mean or get In a fight,

4 Lying on the ground Is a strange-looking tallsman with a mysterious runemark etched on It If any of the player
characters touches It. a strange igure appears, dressed all In black. His eyes glow with a green fice. This figure
Is “Mister Mystery.” a minor splirit who llkes 1o pretend he Is a living enigma. He tries to draw the player char-
acters Into a polintless discussion by making up cryptic statements and tuming thelr questions back on them.
Once they figure out he is wasting thelr time. he wlil vanish (mysteriousiy).

5 A tiny girl with batlike wings flutters down from the sky and setties on the shoulder of the character with the
highest comdined Intelligence and Wisdom. She leans down and whispers into hls or her ear. waming that
“the splrits are restless”™ and to ~avold distractions.” Unwilling to become a distraction herself. the helpful sprite
files off without another word.

6 A strange belng that looks llke a cross berween a street samural and a tractor comes rumbling and rattling Into
view, He Introduces himself as the Guardian and demands that one of the characters challenge him. claiming
they must defeal him to complete the quest. (He Is lying.) If no one challenges thls false guardlan, he looks
disappolinted and retreats out of view.

another setting. flashbacks return them to an earller part of (oltiative: 5 + 106
the scenario. Both devices are Intended to unsettle the players. Threat/Professional Rating: 5/4
Throughout this adventure. the gamemaster can also keep Skills: Unamed Combat 5
things mixed up by using the malicious nature of many splrlts Powers: Immuntty to Age, Nomal Weapons. Pathogens, Pofsons

agatnst the runners. The serting for this part of the quest relies

heavily on aspects of the astral planes, so any splrits who hap-
pen to be In the area when the player characters show up will CONDITION MONITOR

more than llkely interfere. These creatures get a kick out of LGHT  MODERAT SEROUS CEADLY
|

playing with the runners. Though most of their pranks should SN STUN STUN STUN

be little more than a nuisance. thelr actlons can become far STUN =l pan 3 L

more serous If the gamemaster wants 1o play It that way. To

nerate Interfering spirits. roll 1DG and consult the Playfut Y .7 A L3 o ve

se 8 5P Y PHYSICAL {i~|  [F5 Y o

Splrirs Table. 2
UGHT  MODERATE SEROUS CEADXY
WCOUND  WOUND WOUND WOUND

False Guardlan

The false Guardian witl ight with its metal Aists. pummel-

Ing its vicims Into submission. If the characters somehow FAMILIAR FACES
defeat this thing, all of Its armor falls off to reveal a gaunt. By thls point In the quest. the characters should be used
shaking flgure. The {Igure offers the runners a concusslon to looking for and finding famtilar faces. For the record,
grenade In exchange for sparing hls miserable life. Harlequln Is the Archltect, Thayla Is the Malden, and Darke Is
the Foreman. “"Mother,” who appears In the Cathedral, bears a
B Q S € &+ W € R Attacks distinct resemblance to Viviane from the adventure By the
(/s 3Ix2 11 5 4 7 7 5 (NS.+] Reach Sword, but she does not resemble Jane Foster.
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TELL IT TO THEM STRAIGHT

Read thls to the players as the transition from By the
Sword,

WIth a flash and a stgh you find yourselves emerging from
a dark forest. A rolling plaln stretches out before you with
mountains in the distance. In the foothllls lles a small village
huddled around what appears 10 6¢ an enormous tree, reach-
ing high into the clouds and out of sight. lls branches cast a
dark shadow over the tiny bulldings beneath.

You notlce that you are all dressed in shapeless gray robes
tied with a black sash. and your equipment Is gone. Those of
you with cybernetic enhancements feel as If nothing has
changed, but the tech looks like ordinary flesh and blood.

Of all the places you've been on thls quest, thls one
promises (o be the welrdest yet.

HOOKS

As discussed In the Overvliew, this adventure has a
dreamllke fee). with some events occurring In an llloglcal
sequence. The gamemaster needs to walk a fine line between
effective use of this technique and sheer confuslon. Some con-
fusion Is good. but take care not to disteact the players too
much with inconsequential events,

BEHIND THE SCENES

The Village has been abandoned for years and only falntly
shows Its former glory. As the characters wander through the
ruined bulldings. they notice odd. anachronlistic detalls (street
slgns, posters, and other, modem devices). These current-day
fragments should be easlly Identiflable refuse from a malor city
that well-traveled player characters will recognlze as Chicago.
(f the runners bring these anomalies to the attention of any of
the non-player characters they encounter later In the story, the
natives consider these detalls very odd and cannot explaln
why they exlst In the Village.

As the runners draw closer to what they thought from a
distance was a tree. they clearly see that It is a great Towet
reaching up Into the heavens. The “branches™ high above the
Village seem to be parts of a city reaching outward from the
center portion of the Tower. which dimbs upward out of stght.

LEAVING SO SOON?
(f the player characters try to go any direction except for-
ward, the entire plain lurches and a brick wall appears, stretch-

Ing as far as the eye can see. After a few anxlous moments. a
modem-looking door appears. complete with emergency bar
and llluminated Exlt sign, like the backdoor of a nightclub.

The ExIt Door Js meant as a broad hint that the runners are
golng the wrong way. [l they don't take the hint and one of
them appreaches the door. a troll bouncer will appear and bas
the way. “Leaving o soon?” he asks, and then adds, ~I can't
stamp your hand, y'know. If you leave. you're gone. 8e a
shame to miss the openling act.”

Like the Dweller on the Threshold. the Bouncer serves a
spedific funcilon and has no Information for the runners. If they
try to question him he acts evasive at Airst: If they continue to
pester him, he gets testy and snaps. “Make up your mind
before | declde you're more grlef than you're worth.”
Artacking the Bouncer Is sheer folly, because he Is acrually a
powerful splrit creature. If the runners have thelr hearts set on
mayhem, however, go ahead and Indulge them.

Bouncer
B Q S C ) w E R Armmnor
8 4 8 2 2 8 8 3 5/3

lnldative: 3 « 2D6

Threat/Professional Rating: 9/4

Skills: Unarmed Combat 7

Powers: immunlty (o Age. Normal Weapons. Pathogens,
Polsons: Regeneration

CONDITION MONITOR

UGHT  MODIRAT SERIOUS DEADLY
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If the runners fight the Bouncer. he glves them a chance
to back off every time he downs an opponent. Onty the magl-
cdans among them can do any reliable damage. but agalnst the
Bouncer’'s powers, the runners should not stand a chance.

Moslt teams wilt heed the troll's warning and head for the
Village. but some players may decide that leaving is the thing
to do. Uf this happens, elther let them do It—In which case
they automatically fall to complete thls pan of the quest—or
drop all pretense and tell the players that thelr characters are
about to watk away from the adventure.
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THE ARCHITECT AND THE CATHEDRAL

At the heant of the Village. In one of the few shafts of light
leaking down through the branches of the Tower. stands a
vast, ruined Cathedral. A strange figure sits on a stump In the
shadows of the Cathedral. slumped over with his head In his
hands. At first he appears to be an aged elf covered with
cybemetlc enhancements, but doser scrutiny shows that he Is
covered in machines that seem to have grown over and into
bim Hke vines.

He comes 1o life as the player characters approach, mov-
ing very slowty. Dust falls from his robes as he tries to reach
behind hlm. moving as if artempting to pull a dagger from his
back. If a player character tries to figure out what the elf Is
dolng. he or she discovers a key lodged firmly between the
elf s shoulder blades—as If he was some kind of wind-up toy.
A few rums of the key breathe new life into the elf, but the
player characters cannot dispel the lethargy of hls movements.
At first he does not seem to notice the runners, but simply
moves toward the tool shed and beglins 1o tinker with the
machines that cover his body llke clockwark parasites,

Sooner or later the player characters will tire of watching
the elf and Insist that he tell them where they are and who he
is. The elf answers with a rlituallstic recltation. spoken In a rev-
erent monotone.

Read the followling as the elfs answen

"Who am 1?7 | am Thomas Alva Edison. | am Henry Ford. |
am the Cenle who can make your dreams come true. | am the
Monkey’s Paw that can turmn your dreams Into nightmares. | am
Pandora’s Box. | am the Archltect.”

The Architect claims to have no other pame and cannot
understand the need for one. but suggests that the runners call
him Calne If they feel uncomfortable calling him ~Archltect.”
The Village also has no other name that he can recalt, but he
remembers suggesting “Eden” to the Vlllage elders. As the
Architect Interacts with the player characters, the stiffness
slowly feaves him and some of the smaller machines drop off
his body. If the runners ask about the machines, the Architect
replles that he does not remember them always being there
but he has not been paying dttention.

The Architect has a story to tell. and the player characters
can get It from hlm lo many ways. The simplest Is to ask him
what Is golng on, but no matter how convoluted the runners’
approach. they eventually hear the (ollowing tale.

Read the following aloud, speaking the Architect’s dlatogue
ln a monotone:

"it Is difficult to look back. It has been so long and so little
has happened. | feel rusted straight through—my memories
seem as stiff as my body—but | will tell you what | can.”

The Architect pauses for a moment. looking up at the sky
as though the past Is etched in the cdouds. Apparently inding
whatever he s searchlng for. he smlles and leans closer to you.

“Let me tell you a stosy. It may or may not answer your
questlons, but the truth at the heart of It may help you in your
quest.”

The strange figure pulis a bellows from & hook and puts
the brass nozzle down his throat. pumpling alr Into hls chest.
Choking out a doud of dust. he wheezes twice and beglns to
spln a strange story. its obvious importance (o him compels
you to llsten dosely.

“A long time ago. In a nameless Village. people lived in
harmony with the land and the Mother Provider. Then the ser-
pent came, wearing the body of a man as you or | might wear a
sult of clothes. Undemcath lurked something evil that no one
could see. One could smell It sometimes, or catch a glimpse of it
In the mirror, but no one could hear him hiss undl It was too late.

“The vlllagers were simple folk who had everything they
could ever want. The serpent told them they were poor and
that they lived llke animais In pathetic huts and rhat thelr god-
dess was a slave driver who denled them the simplest com-
forts. When the elders asked the serpent to show them what
they lacked. he produced a black bag full of strange and won-
derful treasure.

"When the people’s Innocent eyes saw the serpent’s
hoard, thelr hearts rumed biack with Just. They beiteved hls lies
and they wanted treasure of their own. The serpent was
pleased. He told them he would gladly help them. He told
them that the treasure came from the sky. and to get It they
had only to bulld a Tower tall enough to plerce the douds. He
would be the Foreman and would show them the way. All they
needed was an Architect.”

The storytelles pauses for a moment, overcome by a sad-
ness that you find painful 1o watch. Mustering his resolve, he
fills his lungs with the bellows once more and contlnues.

“The Architect was young and foolish. He loved from afar
a Maiden of uncommon beauty, and his every deed was a mls-
gutded effort to win her affections. When the elders asked him
to design the Tower, he readlly agreed. In a matter of days the
villagers abandoned thelr flelds and every man, woman. and
chlid devoted their lives to the Tower’s construction.,

"After three tong years of backbreaking labor. the villagers
set the last stone of the most magnlificent bullding they had
ever seen. But the eluslve douds still drcled far overhead and
no one could get any treasure. Instead of praising the Archltect
for hs accomplishments, the vitlagers cursed him and tumed
to the Foreman.

“The Tower grew taller and taller, but never tall enough to
reach the sky. It grew so huge that the workers began living in
Its upper reaches. leaving thelr homes and the Mother
Geddess behind. Eventually. everyone save the Architect and
the Malden had vanished into a prison of thefr own construc-
ton to work [tke slaves for the serpent.

“The Malden loved the Architect and could not bear what the
villagers’ betrayal had done to him, so she stayed with him as
long as she could. When no one was left In the village. she fol-
towed her people Into the Tower, swearing to do her best to bring
them back. She never retumed ... and the foollsh boy became a
lonely old man doomed 10 live In the shadow of his pride.”

Once finished with his tale, the Architect stands slowly,
sending the last of the clinging machines tumbling to the
ground. He seems younger and liveller than when he began

108 HARLEQUIN'S BACK



THE IMPOSSIBLE DREAM

his story. He asks the runners why they have come and what
they Intend to do. If their purpose seems noble, he takes them
to the tool shed and shows them a sword hanging from a
hook. He tells them that he made it to Kl the serpent. but he
forged It from the last of his courage and so dlid not have the
resolve to wield It. If the runners swear to find the Malden, the
Architect gives them the weapon.

The Archltect accompanles the runners during thelr inves-
tigation of the wins If they ask him to, but he wlill not enter the
Tower under any drcumstances. He cannot even bear to look
at It, and knows that someone must go In his stead.

Architect
8 Q S C | w E R Armor
3 3 3 4 8 8 6 S 0]

Inttlattve: 5 + 106
Threat/Professional Radng: 2/3
Sldlls: Architecture 10, Metalworking 8
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The Architect’s Sword

The sword 1§ a maglcal artifact forged spedficaily to fight
the Enemy. though even the Architect does not know this. A
simple sword of no partlcular ¢craftsmanship. It functons as a
nomal sword («1 Reach, (STR ¢ 2)M damage]. Certaln of the
Enemy’s metaplanar manlifestations are Vulnerable to the
weapon (see p. 220, SRI).

The sword also transtates to other metaplanar realltles and
stays with the runners In each of the additional scenes and
adventures of Harlequin's Back. It does not, however, retum
to the rea) world at the conduslon of the story.

The Cathedral

This buliding Is In better shape than most in the Village. In the
foyer stands a marble basin fllled with a wamn, translocent yellow
liquid that tastes Jike chicken soup. On the wall behind the basin is
a row of pegs from which dozens of masks hang. In varlous
shapes and slzes but all made from simple materlals. If the
Architect Is present, he comments that it was once the custom for
the devout to wear a mask In the presence of thelr Patron so that
the ugliness of thelr mortal features would not offend her.

When the player characters enter the Cathedral, the stili-
ness Is broken by a doud of doves that flutter to life, filling the
alr for a few moments before settling in the rafters. The flurter-
Ing of thelr wings Is briefly accompanied by a muslcal sound
that echoes In the distance. 1t |s impossible to tell where the
sound came from.
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£ach of the stalned-glass windows flanking the sanctuary
displays an Image from a dlifferent religion. All religions are
depicted. but the player characters will not llkely recognlize
most of them. Jf a runner gazes Jong enough on a single
Image. 1t begins to move. The observer fafls Into a fascinated
trance from which only hls companlons can awaken him,

Near the back of the Cathedral stands a dals surmounted
by a marble altar stone. A statue once stood atop the altas but
It has been toppled and lles In shattered fragments strewn
across the first few stalrs leading up to the dals. Lylng on the
alear stone Is a strange collection of objects that could be mis-
taken for garbage. save for the fact that they are carefully
arrayed on velvet cushlons. On the first cushlon lles a handful
of mints, on the next a pormnographic magazine, on another a
pile of gold colns, and on the last a gun. The gun Is an Ares
Predator Il loaded with 10 normal rounds, and It 1s one of the
few weapons avallable to the player characters during the
adventure If someonce has the presence of mind to take It. The
weapon Is inexplicably wam to the touch, as though It had
Just been used. The bael Is hot and does not cool down.

If the Archltect |s present or the runners ask him about
these obfects, he tells them the Foreman brought these with
him from the sky and presented them to the Village as a gift.
50 many people wanted to sec them that they had to be dls-
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played in a public place. At first they were kept In the Hall of
the Liders, but eventually the demand to see them became so
great that the Cathedral was the only place large enough to
accommodate the crowds. Eventually the villagers toppled the
statue to make room for the prectous trash.

Unqulet Spirit

Before the arival of the Foreman, the Cathedral was ded|-
cated to a belng known only as "Mother.” If the player charac-
ters ask the Architect about Mother, he telis them. “She was
our Patron and my muse, but they tore her down to make
room for the Foreman’s glfts.” Mother Is a powerful spirlt who
represents the Great Powers of the universe, and she still
resides in the Cathedral. When the characters approach the
altar, thelr presence rouses her.

When the chazacters approach the altar, read the following)

As you near the altar a wind rushes through the rafters, dls-
turbing the doves, who fly off In a white cloud of feathers. The
breeze slowly gathers strength, lIffing the dust off the chancel
Aoar In a small whirtwind. Dust and grit give the whirwind sub-
stance as It hovers over the shattered statue. The sound of the
wind dses to a deafening howl: it drives you back to the foyer
where you stand dutching your ears. Barely visible at the heart
of the maelstrom, the chunks of stone beglin to glow as they rise
slowdy Into the alr. The stones come together, and a thunderclap
deafens you as a bolt of lighming sunders the atar stone and
sends you flying out the door. When the dust settles and your
vislon dears. you see a woman In front of you. her body a |Igsaw
of shartered stone held together by bands of light.

Mother has been rebom. but hes power Is as shattered as
her statue. She wanderss around the sanctuary, obviously con-
fused. She will stop If addressed, but If the player character
who speaks Is not wearing a mask the spirlc becomes disgust-
ed by what she sees and looks away, If asked why she averts
her eyes. Mother says. ~Your features may be fair. but | can see
your soul reflected In your face. Your slns are blemishes | can-
not bear.”

)f the characters ask Mother who she Is, she looks puzzled
and responds hesltantly. She does not know who she [s. but
she knows her children are gone. She feels lonely and sad; she
misses them teeribly. She asks the player characters to bring
her children back. If they agree, she seems satisfied. The light
holding her together fades. deposlting a heap of rock on the
floor.

DEADFALL

A dark ring around the base of the Tower looks from a dls-
tance llke fallen leaves around a tree, but on doser examlina-
tlon Is revealed as a ring of graves with strange markers fash-
loned from salvaged scraps. Each marker is adomed with the
name “tcarus” and a bdef epitaph. All of the epltaphs are differ-
ent, but resemble the followlng examples:

“In seeking heaven you found the earth.”

“You were three miles high but now you're six feet
under.”

“What goes up must come down.”

All the epltaphs mention heaven and earth somehow and
have a cynical tone, If the runners ask the Architect about the
graves he tells them that the bodies started to fall 200 days
after the last villager entered the Tower. A fresh corpse falls
from the sky every couple of weeks on average. apparenty at
random. One week four bodles fell, and three months once
went by with no deadfall. Five hundred villagers climbed the
tower; during the five years they have lived up there, almost
200 have fallen.

The Architect thinks the villagers are working themnsetves
to death, and that they have become so devoted lo their task
that they hurt the dead over the wall Instead of wasting the
time It would take to climb back down and bury them proper-
ly. He burles the dead out of habit, but admlts that he s often
tempted to leave them lying in the rulns.

A Vishtation and a Wamlag

If the player characters linger amlid the deadfall, thelr pres-
ence rouses the spliries of the dead. These phantoms announce
themselves by devouring the light and sounding the hollow
bells of the damned. Suddenly engulfed by darkness. the play-
er characters will probably ready thelr weapons. Glve the play-
ers a chance to overreact by asking them to state thelr charac-
ters’ Intentlons.

After a few tense momenrs, a small host of phantoms slse
from thelr graves, muttering a deafening litany of regrets.
These phantoms are humanold apparitions bound to the earth
with glowing chalns. Desperate to ascead. they straln against
thelr bonds. The phantoms take no heed of the player charac-
ters at first, but must answer If addressed. They no longet
remember who they were; they know only that they want to
“rise up.” and they beg the characters to free them. Only the
Archltect’s sword can.sever thelr bonds.

If the runners figure out how to free them, the splrts rise
Into the sky untll the last dlsappears. For a few moments, noth-
Ing happens—then the phantoms fail back to earth llike raln,
the light of thelr oy ddving away the darkness.

One of the spirits remalns for a short while. drawn to the
character with the highest Charlsma (In case of a tle, the phan-
tom prefers female characters or shamans). The phantom
assumes the aspect of a handsome young man dressed ltke a
medleval peasant. He thanks the runners and asks them to free
the others, Indicating the Tower. He also warns them to watch
the sky.

If the Architect Is present. the phantom asks his forgive-
ness, saylng, “We did not understand.” Once he has said his
plece, the last phantom sinks siowly Into the ground,

DEBUGGING

In this surreal adventure. the gamemaster can get away
with almost any strategy to get the runners back on track. This
chapter also provides a rich environment for exptoration of the
surrounding area. the Viltage. and eventually the Tower. Don't
feel hampered by the strangeness, Go nuts. Have fun.
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TELL IT TO THEM STRAIGHT

Though you can see It with your own eyes and the
Archltect told you of Its construction. you still find it hard to
believe that the thing you thought was a gigantic tree Is a
manmade structure. Even now. standing at Its base and staring
at the vast, open-girder superstructure that reaches kllomelers
Into the sky. you can hardly comprehend it.

But you belleve—and some of you know—you must climb
to succeed. It occurs to you that the Foreman must have sald
the same thing 1o the people of the Village.

HOOKS

This cllmb and this structure are both Impassible. The scale
of evenything Is ust too blg for the runners to grasp. but they
know they have some part In It. They must go on. They must
8o up.

BEHIND THE SCENES

Eventually the player characters should figure out that
everything they need to accomplish In this adventure Is In the
Tower somewhere. The base of the Tower looks like the skele-
tal superstructure of a skyscraper of the foundation of a bridge.
The chacacters will have to improvise cimbing gear from the
equipment In the Architect’s shed. Once the runners come up
with some feasible means of climbing. let them do It. They
need not make any Success Tests; they simply cimb.

After climbing for a few days. they encounter the first
Guacdlan,

GUARDIAN NUMBER ONE

The Foreman expected the Architect to come after him
one day. and so he left a Guardlan behind o prevent the
Archltect from ¢limblng Into the Tower's upper reaches. The
Guardlan resembles a kraken. but It Is obvlously a Jand creature
and uses Its tentacles to maneuver around the superstructure.
The Guardlan Is covered In fine brown halr and has lour eyes
clustered Just above an enormous mouth. Of Its ten tentacles,
It uses slx to move and four to aftack.

Guardlan | (Kraken)

This enormmous creature attacks exclusively with lts Engull
power, which allows It to grab the runners with Its tentacles
and throw them Into Its gaping moutb. Its mouth Is a gateway
to another world; once the Guardian has Engulfed the entlre
group. go to Interlude One: The Limbo Room.

L ,‘Jﬁ:‘n): wEin ) v) .
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When the characters next encounter this Guardian, It has
lost Its Engulf. Immunity to Normal Weapons. and
Regeneration powers, making it much easler to defeat. When
the runners finally slay the beast it begins to putrefy. slowly
tumlang into rancld sludge that drips down the face of the
Tower In greasy blobs (yuck).

B Q s C l w L R Attacks
12/ S5x2 18 — 13 6 8 7 9S. +3 Reach
Inltdative: 7 + 3D6
Threat/Professional Ratings 7/4
Powers: Engulf (Speclal); Immunity 10 Age. Normal Weapons,
Pathogens. Pofsons; Regeneration
Weaknesses: Vulnerability (Architect’s sword)

CONDITION MONITOR
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INTERLUDE ONE: THE LIMBO ROOM

Those Engulfed by the Guardlan emerge In the lobby of a
private club. This setting Is Identical to the player characters’
own world. and the runners appear wearing their usual cloth-
Ing and carrying their usual equipment. If he can manage It,
the gamemaster should make the players suspect that thelr
characters have somechow left the metaplanes.

Any character who leaves the club finds himself on a dusty
road In a rocky landscape reminiscent of an Arizona desernt. The
Limbo Room seems to be a roadhouse of sorts. with severat
cars and motorcycles parked outslde.

The lobby Is small and not particularly well-lit. The club.
howevet. Is rather nice, The low lights lend an interesting
amblance to the jolnt. Soon after the runners’ arrival, a Head
Walter appears and leads the runners to a large booth near the
stage. As they pass the band. the lead singer breaks into an a
cappella rendition of “Games without frontiers.” At the tabfe of
the booth sits a lovely young girl wearing a tight-fitting span-
dex dress: behind her stands an elf in a long black coat. If the
players ask about the other patrons of the club, they notice
several susplclous-looking figures lurking about.

If the players ask If thelr host or his assoclates are armed.
have one of them make a Perception (4) Test. If the runner
achleves at least 2 successes. he or she Identifies a long lump
in the elf's ¢coat. an unllkely bulge In the young lady’s handbag.
and a sultcase on the floor next to the girl that could contaln
Just about anything.

As the player characters approach, the girl types a command
Into the keyboard on her lap and the monitors bullt Into the table
flicker to life, Displayed on the screen Is a tideo Image of a heavy-
set man In a white sult sitting behind a large black desk. He seems

anxlous about something and fidgets with a string of rosary beads,
Note that the monltor Is connected to the Foreman’s office
through an approximation of the Matrix. The player characters can
deck Into this false Matrlx if they think to ask.

The man In the suit Identifies himself as Bill Foreman, He
acts fiendly but there is something sinister about him. He
Introduces hls assoclates as Blaster and Eve. Both watch the
characters susplclously. This incarnatlon of the Foreman has
been sent to test the characters’ dedlcatton, and he tries to
bribe them to abandon the quest,

Read the foltowing:

“You are Involved In something you cannot hope to
understand. If you persist. you will face powers you cannot
hope to overcome. Continue along this course and you will all
die before the day Is out. Worst of all. you will have wasted
your llves attempting to complete a fool's errand. | implote
you to reconslder. The powers | represent are prepared to
compensate you well If you leave now. | can show you the
way out and save your lives in the process.”

Having sald his plece. Foreman tells Eve to place the brief-
e on the table. It contalns anything the gamemaster deckdes
the player characrers might want. Make the contents an effective
temptation: use something more Insightful than truckloads of
cash. If they accept the bribe. that's It. On to the next Place. folks.

If the runners turn down Foreman’s offer. the disappolated
villaln mutters “Pity.” His image disappears from the terminal,
replaced by a shrieking skull that orders hls minlons to attack.
Blaster. Eve. and assorted thugs spring Into actlon and artempt
to gun down the player characters before they can get away.

Eve
Eve is a viclous samural who only artacks male characters,
going first for those with high Charisma.

B Q S C ! w L R Armor
4 6 5 S 4 6 2 59 0
Intttative: 9 + 3D6
Threat/Professional Rating: 4/4
Skllls: Armed Combat 6. Etlquette (Corporate) 4, Ettquette
(Street) 3. firearms 4. Interrogation 4. Unarmed Combat 5
Cyberware: Cybereyes (Low-Light and Themographic w/Flare
Compensation). Retractable Spurs. Wiced Reflexes (2)
Gean Ares Predator [Heavy Pistol. 15 (clip). SA. 9M. w/2 extra
dips. Laser Sight (-1 modIRer to target numbers)|

CONDITION MONITOR
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Blazer
Blazer Is a hioman who has orders 1o take out any spell-
casters. He holds back from the fight untll someone starts cast-

Ing spells.

8 Q S C \ w L R Amor
3 S 4 S 5 5 3 5(n 513
intdattve: 7 + 2D6

Threat/Professlonal Rating: 4/4

Skllls: Etiquette (Corporate) 3. Etlquette {Street) S, fireamns S,
Unarmed Combat 4

Cyberware: Dermal Mating (1), Smartlink. Wited Reflexes (1)
Gear: Amor Jacket (5/3). Browning Max-Power [Heavy Pistol,
10 (clip). SA, 9M], Heckler & Koch HK227 {SMG. 28 (dip)
SA/BF/FA, TM, w/2 extra clips, Gas Vent II, Smartlink]
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Thugs

One thug appears for each of the player characters. Lach
thug has orders to kill a speclfic player character and will only
attack that character. If a thug's target goes down. the thug
puts a bullet through his vicdm’s head to flnlsh the Job and
then walks calmly out of the cub. If someone trles to stop a
depardng thug, the thug trles to Aght his way out.

B Q S C I w 4 R Armor
4 5 4 3 3 473
Inhtative: 4 + 106
Threat/Professionat Rating: 3/3
Skitls: Armed Combart 3, Ltiquette (Street) 3, flrearms 4,
Unarmed Combat 3
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Gean Ares Predator [Heavy Fistol, 15 (dip), SA. OM, w/2 extra
dips]. Armored Vest w/Plates (4/3), Club [Reach 1. 6M Stun]

FLASHBACK ONE: ANOTHER VILLAGL

Once Blll Foreman Is gone, the player characters can leave
the Limbo Room whenever they want (assuming they survive
the ambush). Once they leave the club, they reappear at the
edge of the forest through which they walked at the start of
this agventure. Go back to the beginning of the scenario and
start all over again. as if the runners have |ust arived on this
metaplane. When the runners cdimb the Tower thls ime, they
encounter the Guardlan agaln. but It has tost much of Its power
and can no longer Engulf them.

WORK IN PROGRESS

After an acduous cimb. the runners reach an area of the
Tower where the villagers clearly abandoned the Architect’s
original design. The Gothlc look glves way (6 a post-industrial
nightmare that looks more tlke a scaffold than a completed
structure.

The player characters can make out several Aigures work-
Ing In the superstructure, all dangling from complex harness-
es. They seem to be prying loose a redundant cross brace. As
the runners climb higher and higher. the Tower becomes
broader. assuming the treellke shape they observed when
they first saw It.

As they climb. they pass through areas of the Tower once
Inhablted but abandoned as the Tower grew. The volume of
each once-Inhablled area Increases geometrically as the Tower
rises ang widens. Astute player characters notice that though
the overall slze of these areas Increases, the slze of area that
was Inhablted decreases.

The architectural style of the Inhablted arcas changes as
well, moving from the emotionally significant Gothlc stylings
near the base to the post-modem, sprawl-like morass near the
top. Flnally. after days of climbing stalrs and ladders by hand
and foot, the runnecs feel they are nearlng the top of the
Tower. They pass through a layer of construction to which large
gas-fited balloons are anchored. Beyond that, they reach day-
light agaln In an area that bears a distinct resemblance to the
Interconnecting rools of a modem sprawl. In this place they
find the Foreman.

In the Read Offlce

The Foreman [Ives In a bunker on the top of a platform that
rises above the cloud of balloons. The balloons are keeping the
unstable Tower from coliapsing under Its own welght. An open
elevator and a serles of ladders similas to those used on a con-
structlon site lead upward. Both are guarded. The bunker ls
addltionally protected by Guardian Number Two In the shape
of the Henchman—an acromegallc glant covered In metal
plates and splkes that have been riveted onto hls body—and
by a seemingly unlimited supply of gunmen.
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Guardlan 2 (Henchman)

-] Q LSl & ( w € R  Amnor

8(11) 4 8 2 2 4] 1.2 3(9 5/3

Initlativer 3 (5) « 206
Threat/Professional Rating) 6/4
Skils: Amed Combat 6
Cyberware: Dermal Plaiing (3). Spurs (8M). Wired Refiexes (1)
Powers: Pain Reslstance (Physical Adept abllity) (6),
Regeneration
Weaknesses: Vulnerabllity (Architect’s sword)
Notes: ¢ | Reach

CONDITION MONITOR
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Gunmen
-} Q S C | w 3 R Ammor
3 6 5 — 2 4 5 4 5/3

Inittative: 4 + D6

Threat/Professional Rating: 4/4

Powers: Immunity to Age. Pathogens. Polsons

Weaknesses: Vulnerability {the Archltect's sword)

Gear: 2 Heavy Plstol Hands (9M. unlimited ammo)

Notes: The gunmen have heavy pistols in place of hands and
may fire each weapon twice in an actlon.
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In every round another gunman emerges from the bunker,
A chamber with slidlng steel doors that open and close every
Combat Turn. The chambers is extremely durable. and any
attempts (o damage It are a waste of lime. The 1ubes and wires
connected to the room are more fraglle—roughly halt of these
can be broken. To break them takes one charactet 6 rounds, 2
characters 3 rounds, and 3 or more characters 2 rounds. Once
the tubes and wires are broken, the gunmen appear at a slower
tate {one every 2 Combat Tums), The runners cannot |am the
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door—the gunmen Just keep coming, and coming. and com-
ing. (Sorry. chummer.)

The Guardlan tries to stop the characters from entering the
bunker: If they get past him and the gunmen, they find a large
concrete room llke a bomb shelter without a door, filled from
floor to celling with bizarre machinery. All the machinery is
connected to a trideo terminal like the one the runners saw in
the Limbo Room. Connected to the terminal Is an electrode dlr-
cet, something llke the primitive |acks used by early deckers. If
a runnet places the circlet on his head, he glows briefly and
then fades out of existence before any of his companlons can
remove the device. The vanished character leaves no trace
behind.

Any runner who checks the terminal reads the message
“Labyrinth Active.” followed by the vanlshed character’s name
and a five-minute countdown. Il another ruaner uses the dr-
clet, hls or her name Is added 10 the list. When the five min-
utes are up. run The Labydnth {(pp. 1 15-119) with the charac-
ters who entered the Labyrinth. Two tums after the last player
character who Intends (0 g0 enters the Labyrinth, the gunmen
stop appeanng.

DEBUGGING

See the Debugglng sectlon In The Village. p. 1 10.
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TELL IT TO THEM STRAIGHT

With a bright flash, you apper in a small stone room. A heavy
wooden door with a keyhole In the center is the only exit. Four
chests line the wall across from the door, and a table sits In the mid-
dle of the room. Amayed on the table are three keys and a saoil,
You notce that you are wearing a black robe and have no weapons,
ammnaox, or equipment save for a dull knlfe tucked In your sash.

BEHIND THE SCENES

The scroll looks anclent and bears a handwritten message
In a dumsy scrawl as If the writer was In a hurry. The message
reads. “Welcome (o the Complaint Department. | am not in the
office right now but If you leave your corpse | will be happy (o
bury you.” It Is signed ~BIIl.”

o

The chests are very heavy and supernaturally durable.
Only the keys wlll open them. )f the player characters unlock
one of the chests, the gamemaster should make a blg deal out
of asking which one, even though It doesn’t really matter. No
matter which chest they open, the runners find the same
things: some extra dothes, a small box of antlque data disks
marked “1 thru 12,” two dips of sport-rifie ammunition, a pack
of matches, and a ball of twine. Nothing of value Is In any of
the chests. Naturally, the runners will assume that the chest or
chests they didn’t open had the Important sruff Inside. {It's all
a mind game., chummer.)

None of the keys work In the wooden door. The door
does not open nomally, but If a runner rolls one or more suc-
cesses on a Strength (4) Test It pops right open to reveal a set
of stalrs heading down Into darkness.
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EYE FOR A LIE

As the player characters descend the shallow stalrs, they
feel a chill wing as though something very cofd awalts them at
the boctom. Eventually they reach a room about the same size
as the one they Just left, filled with ice and snow. The alr inside
s freezing.

In the center of the room Is a well with no rope or bucket.
A raven perches on the edge, scrutinizing the runners with
strangcly pale eyes. Near the back of the room, directly behind
the well, Is a frostcovered stone slab with markings on It. The
well. the slab, and the Ice and snow represent attempts by the
spirits In the Labyrinth to replicate the Norse legend In which
Odin sacrificed his right eye to the Well of Wisdom In
exchange for omniscience. The splrits ase having fun with the
ruaners and would find It Infinltely amusing If one of them
actually plucked out an eye and hurled It down a well because
of an old story.

The player characters can read the markings on the stone
If they clear the frost away. Though completely meaningless.
the markings look llke some kind of code the runners are not
dever enough to crack. As they attempt to read It (undoubted-
ly calling for all sorts of Maglc Theory Tests and the llke), the
raven croaks “An eye for the Truthl™ and then cackles. It says
nothing else for as long as the runners remaln In this room.

The raven can be kllled easlly and with no untoward con-
sequences: It Js only a dumb bird. after all. In fact, nothing hap-
pens at all unless a runner decldes to pluck out an eye and
drop It In the well, or the team collectively deddes to do noth-
Ing.

If someone gets carried away and pokes his or her eye
out. the character deals himself a Sertous wound. The character
bleeds homibly, dying within a marter of minutes. unless some-
one staunches the bleeding by achleving at least 2 successes in
a Blotech (First Ald) (6} Test or using healing magic. The only
response to the gift of the eye down the well Is a “plork™ when
the eyebalt hits bottom and hysterlcal laughter from the raven
(or Its corpse}. The malevoient bird then vanishes.

Once the eye Is “donated” or the runners decde to simply
walt and see what happens, a hidden door opens In a wall,
allowing them (o leave the chamber.

Like most of the Labyrinth, the snow-filled chamber Is a
|oke and a waste of time.

INTO THE LABYRINTH

The door leads Into a maze of bare stone rooms and corrl-
dors. The entire place I$ an fllusion; no door or hall teads any-
where except back in on iself. Let the runners wander: have
them perodically make Intelligence Tests and write down the
pointless resuits, Let them also figure out ways to detemmine
where In the Labyrinth they have already been, and then con-
fuse or counter thels scheme. When the playets begin to get
frustrated. have them find an open door and move on to Game
of Chance.

Game of Chance
At the heart of the maze Is a massive chamber resembling
an arena of some kind. Machinery all over the celling and back
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wall makes a rhythmtc nolse, Chalns and wires dangle useless-
ly. and leaky pipes dribble unfamiliar flulds onto the concrete
floor.

At a folding card table sits a masslve cockroach In a bad
plald sult, shuffiing a deck of common playlng cards. It chitters
musleally to Itself but looks up anxlously when the player char-
acters enter, (Yes. thls creature bears a distinct resemblance to
the Insect splsits of the Unlversal Brotherhood and thelr k. It
Is, however. Just another blzarre aspect of this maddening
Clace.)

Thls cockroach Is Guardian Number Three, and Its purpose
Is to find out what the runners are willing 1o sacrifice for thelr
quest.

The Guardlan welcomes the runners by fussing over them,
retrieving folding chalrs for cach of them and offering them
snacks from a side table (chips, dip. cold cuts, and cold beer).
If the player characters ask who he Is, the Guardlan answers in
the same way as the Architect. speaking In the same dtualistic
monotone,
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Read the following passage:

“Who am 1?7 | am Frank the Enforcer. | am Cerbecus. | am
the lock with no key. | am the immovable Object. I am the
Guardian.”

The Guardlan tells the runners that he knows they are
looking for the Malden and that he can show them the door to
the Back Room where she walts to be rescued.

Guardlan 3 (Cerberus Bug)
8 Q S o A R t R Actacks

9/6 6x3 12 2 4 8 6 5 95 -1 Reach
Infdative: 5 + 4D6
Threat/Professional Rating: 8/4
Powers: Enhanced Senses {Low-Light Vislon, Smell): Hardened
Armor: Immunity to Age. Normal Weapons. Pathogens,
Polsons: Noxlous Breath: Regeneration: Venom
Weaknesses: Reduced Senses (SIght). Vulnerabillty
(Archltect’s sword)
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This creature Is deadly In Its lalr. and so fighting the
Guardlan Is a waste of time. It Is a powerful splirit in lts element,
and the runners are on an astral quest that puts them In lts
power. If they inslst on using brute force. the Guardlan reluctant-
ly accommodates them, shedding Its clothes as It swells to
gigantlc proportions. The runners’ only hope of defeating it Is to
stdke It with the Archltect’s sword, which causes palnful wounds
that It cannot regenerate. The Guardlan uses Its noxlous breath
to Incapacitate Its opponents and concentrates Its attacks on a
chosen victim untll that victim goes down.

The Guardian fights for as long as the characters keep com-
Ing. pausing every time one of them falls unconscious or dies to
offer its opponents the opportunity to stop this foollshness and
get down (o buslness, If the characters manage to Kl the thing
through some Incredible stroke of luck. it decomposes before
thelr eyes, turning to dust In less than a minute. When |t Is gone,
the door to the Back Room appears amld the machinery.

What the Guardlan reaily wants to do Is play cards. To
propery play out this scene. the gamemaster should have on
hand a deck of standard playlng cards and a large collection of
poker chips (black and red If possible, though pennles or any-
thing else will do).

When the player characters slt down. the Guardlan passes
each some black poker chlps from an apparently empty pocket
In Its sult. €ach player gets a number of chlps equal 1o the
number of points In his character's personal Karma Pool. Don't

tell the players what the chlps are: let them make the connec-
tion. If the player characters ask thelr host what the chips rep-
resent. he says they are “something precious.” Once he has
passed everyone thelr chips. he takes a plle of chips for himself
equal to twice the total of all the runners’ chips.

The rest of the encounter Is a game of cards. The Cuardian
plays each player character In tum for any amount they like, match-
Ing thelr ante chip for chip. He will not play a character twice undl
everyone has had a tum. The game can be any game all the players
know (blackjack (21) works well). If your players aren’t card players.
Just cut the deck for each character—ihe high card wins. If a player
character wins a hand of a cut. he gets to keep his chips phus the
Guardlan's (thereby Increasing his Karma Pool). If the Guardlan
wins, he brushes all the wagered chips into a hole In the table.
When this happens. the losing runner feels a sudden. wrenching
pain and a sense of loss as though something predous has been
taken from him. The character loses-a number of Karma Points from
hls Karma Pool equal 1o the number of chips he bet.

If a character runs out of chips or asks If he can have more.
the Guardlan chitters with delight and gives the runner 20 red
chips. These chips represent damage. For every red chip lost to
the Guardlan. mark off a box on the losing character’s
Condltion Monitor starting with Stun and progressing to
Physlcal damage it all Stun boxes are fllled in. The character
does nol fall unconsclous when 10 boxes of Stun damage have
been filled: however, the character does die If he or she loses
the last red chlp. Any Kamma Pool points gambled away here
are lost only for the duration of The Impossible Dream.

If the player characters take all of the Guardian’s chips or
declde to end the game, the Guardlan collects the cards and
squares off the pack. retuming them to a jacket pocket. “"Well
played.” he says, and begins to decompose, curing up and
tumning gray before the runners’ eyes. In moments the cara-
pace cracks and the creature’s corpse tums to dust. With that.
the machines grind to a stop and a section of wall moves
aslde. revealing a red door contalning a palnted-over window.
The red door Is the entrance to the Back Room.

The Malden and the Invisible Cage

In the Back Room a beautiful girl lles Inslde a chalk clrcle.
The walls of her bare, unfinished room are covered In newspa-
per cllppings that contain the obituaries of all the people the
runners have ever Kllled. The only light comes from a flickefing
barttery-powered campling lamp that sits In one comer. When
the runners get closer they see that the girl has a metal clamp
around her head that seals her mouth shut. The runners cannot
remove the damp at this point. no matter how hard they try.

The chalk clrcle has meaning only for the Malden: the run-
ners can Cross It or erase It whenever they please. When they
wake the girl. she tries to fight them off, To calm her. a ruaner
must achleve at least one success In 3 Charisma (6) Test.

Painfully shy, the Malden suspects some kind of trick. and
so fears the runners untll they convince her they are trying to
help. The easlest way to reassure her Is to show her some evl-
dence that they have met the Architect. most lkely hls sword.
Uike the other NPCs In this adventure. the Malden has no prop-
er name anymore: she remembers having a name once. but
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she has forgotten It. She seems dlisturbed that she cannot
remember her name. Physlcally. she reflects aspect of Talla
from ARtermath. Cella from A Ristful of Karma. and interest:
ingly. Nlmue (the Lady of the Lake) from By the Sword
(though none of those other women truly resembles her).

The Malden
8 Q S C ) w [3 R Ammor
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Threat/Professlonal Ratng: 1/4
Skills: Singing 10
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The foreman Imprisoned the Malden years ago. locking
her In this room and deawing the clicle around her. He told her
that if she tried to leave the crcle or the room, he would know
and would send hls minlons to kill the Architect. The Malden
knew the Foreman could make good on this threat and so she
never tried (o escape.

She cannot overcome her mental block and cross the
chalk line even ¥f the runners erase it. They must push. pull, or
carry her acsoss It. The moment she crosses over. the room
dlssolves Into nothing and the runners and the Malden find
themselves in the forest near the Village (see Flashback Two:
Showdown).

FLASHBACK TWO: SHOWDOWN

The rulned Vllage looks the same as it did in Rashback
One (see p. 113). except that the rulns are in even worse
shape. The Malden immedlately sets off to ind the Architect,
and so the team makes Its way to the Cathedral. They find the
Foreman and some of his minjons using metal plates and
cement to seal the Archltect up in an old sectton of the broken
wall. As the runners approach, the Foreman screams In rage
and he and his minions attack.

118 HARLEQUIN'S BACK




THE IMPOSSIBLE DREAM

AL this point. the ruaners may think of having the Maiden
sing 10 ward off or damage the foreman and his group.
Unfortunately, she cannot sing with the gag In place.

The foreman

The Foreman Is the same man In the white sult the ¢harac-
ters have been seeing In the monltors all along. His lower body
ends in a bulbous. scorplon-like tall. though he cannol sting
with 1t. He shrieks when the playes characters draw near,
reveallng a mouth lined with fangs. (Al that moment he bears
a distinct resemblance to Oscuro from ARermath and Trey
from A Ffistful of Karma.)

When kllted. the Foreman curls up Into a ball and bursts
\nto Rames. howling and thrashing around as he dles. The
body |s reduced to ash In a macter of moments. In the plle of
ash lles a silver key that unlocks the metal gag on the Malden.

B Q s C i W € R Ammor
4 6 5 5 4 6 2 50) 6/6
Initlative: 9 « 3D6
Threat/Professlonal Rating: 8/4
Skils: Arearms 6. Unarmed Combat 7
Gear: Ares Predator [Heavy Pistol, 1S (clip). SA. OM. w/2 extra
clips. Laser Sight (-1 modifier to target numbers))
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Beetiebugs (6)

At first glance. these creatures took like the gunmen the
player chatacters encountered the first time they broke into the
bunker. They are actually roach-llke bugmen (llke Guardlan
Number Three) wearlng cheap sults and Halloween masks. As
they fight. their masks fall off and their sults tear, revealing the
Insect horror within.

8 Q S C | w t R Attacks

3 6 5 — 2 4 5 4 95, +3 Reach
Inittative: 4 - 2D6
Threat/Professional Radng: 6/4
Powers: Immunity to Age. Pathogens. Polsons
Weaknesses: Vulnerabillty (the Archltect’s sword)
Note: Though these creatures Inltlally resemble the gunmen
from earlier in this agventure, they o not bave Heavy Pistol
hands.

CONDITION PAOMNITOR

CONODUION MONIOR

o A TITTITTTH
ml[Tl‘IlflllL_J

N ENERNERNEE"
woes I T T T

A N N x

CONDITION MONITOR

N ESCEREEEND"
M EEERRERRAR

~ .

| W
[

COMNDITION MONITOR
vamb o ey
i -~

v (TTITIIIT T H

SN At BEY S

CONDITION MONITOR

m [TTITTITIThH
resen Y] EEEENE

N

CONDITION NONIIOQ
sn I TITITLh
e EREARERERE

L
Brs ! N\ v

EPILOGUE

Once the crunners defeat the Foreman, they and the
Malden Aind themselves emerging from the bunker at the top
of the Tower. Gathered around are the remalning villagers who
have heard rumors of or seen the commotlon the runners have
caused. The villagers are overjoyed to see the Malden. having
been told she was among the fArst to dle during the Tower's
constructlon. Able to speak now, she tells them the foreman
has tricked them Into doing a terrible thing and that they
should labor on the ground getting on with their llves Instead
of bullding a polntless Tower to the sky. The runners can add
whatever emotional or loglcal support they like to the
Malden’s words. Slowly convinced of the truth. the villagers
put down their tcols and follow the Malden down the Tower.

The desceat takes days. but finally they all reach the
Archltect at the bottom. who Is joyfully reunited with his
Maiden. As this homecoming (of sorts} takes place. someone
notlces that something Is happening to the Tower. Looking up.
the runners see that the stablllzing balloons have broken free
and are floating away. With the balloons gone. the Tower
sways and buckles. The people panlc and start to run away
from the base of the Tower. but the Architect shouts to them
to stand and wait. They do. and the Malden begins to sing In a
volce as pure as crystal, calming them all as the Tower falls
apan. It simply crumbles to dust. blowing away in the wind
untl there Is nothing left.of it. Through the dust motes, sun-
light shines down on the Village once again.

The villagers begin to rebulid the Village. staring with the
Cathedral. The Architect and the Malden are indebted to the
runners, and the Architect wishes he could glve them some-
thing. But alas. he laments, he has no wealth or finery to
reward thelr efforts. He suggests thal perhaps he could build
something for them to show his appreciation,

An astute runner should suggest he bulld them a bird
cage. When they glve him Lancelot’s sword (rom By the
Sword (or ask him to use the Archliect’s sword) and the bone
for the perch from A Rstful of Karma (wood can also be found
to substitute). he creates a simple bird cage. As soon as the
Archltect hangs hls completed work to the runners. the world
turns inslde out agaln as they are flung across the metaplanes.

Go to The Songbird, the next adventure.
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TELL IT TO THEM STRAIGHT

Read this to the players as the transition out of The
Impossible Dream:

The lines between reallty and Imagination blur again,
sending you spinning down the dark roads between the
Places. You have the cage now—how much longer can the
Joumey be?

A new Place blazes Into exlstence around you, a chaos of
sensatlons coalescing into form and substance. It Is night, and
the cool dr feels refreshing for a moment. You look around and
sce a town, perhaps a large viilage. though the archlteceure is
unfamlliar.

Then you see the bodies. The stench hits you. doubling
you ovet. You vomit a llfetime’s worth of sustenance onto the
street (0 mingle with the rotting Resh already there ...

HOOKS

If the players have been paying attentton, they should
expect thls Place to be Thayla's green and pleasant valley.
where they will Rnd the Songblird. They're right, but Thayla’s
land Is no longer green and pleasant.

They see death and horror everywhere they tum, Even the
most jaded shadowrunners should be shocked by the violence
and depravity the locals commitied |ust before thelr deachs.
Great evll has been done (o the valley: dcedge up every terrl-
ble Image, every sin, every wanton cruelty that comes to mind
and parade It for the runners. The Enemy has cotrupted
Thayla’s land.

BEHIND THE SCENES

The ruaners have arrived In Thayla's kingdom, which Is a
dreadful shadow of Its former self. Without the force of Thayla’s
own willl and convictlon. the Songbird could not keep the
Enemy at bay. Shortly after Thayla left her realm (by metapla-
nar reckoning. anyway), the Enemy entered Thayla's clty and
corrupted it. The Enemy drove the people to madness and
depravity. forcing them to perform vile acts upon themselves,
each other. thelr loved ones. and anyone and anything they
could find before dying in mid-atroclty. Thelr bodtes licter the
streers, preserved by the Enemy in eternal putrefactlon,

This adventure Indudes no map of Thayla's cty. Instead.
the gamemaster should use hls own hometown. or a city or
town close to home that the players know. By using the baslc
physlcal layout of the town but changing such things as archl-
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tectural styles. specfic bulldings. and so on, the gamemaster
creates a symbolic equivalent of the famillar town In a fairy-
tale realm. Place Thayla’'s palace In the clty center, or wherevet
the true heart of the town Is located. Make the locale famlliar
to the players In a disquleting way without actually revealing
the source of the layout. Let the runners wander the city for a
few hours; let them dlscover for themselves Just how much
the Enemy has destroyed.

SPECIAL CONDITIONS

The runpers appear on this metaplane with all of thelr
usual equipment and abltities Intact. Note, however. that any
splrits summoned here are automatically toxic and hoslile to
the summoner. See p. 100. Grimolre Il. for more information
on toxlc splrits.

COMES THE DAWN

When the sun finally rises over the devastated town. the
runners hear singing—a beautiful. uplifiing song welcoming
the sun and the new day. As they listen. the alr wamms with
the sunlight. and the stench of rotting corpses Intensifies. The
runners can easlly follow the singing. but It stops before they
can track It (o les source. By the time It stops, however, they
can see the tall rampares of the falry-tale palace that stands In
the center of town, The Songblird Is Instde. and the runners
should have enough sense to head for the palace. I they do
nol. the blrd sings again the next moming. and they can then
follow the sound to Its source.

THE PALACE

The palace shows slgns of having bumed at some poinl;
at least a quanter of the bullding Is charred rubble. A single
copper and gold tower rises from part of the debrls. and with-
In this Impressive remnant of the palace llves the Songbird.
The runners should guess that the Sangbird Is In the tower; If
not, the bird sings agaln the next moming and the runners can
follow the sound. If they wander through the palace’s ruined
sections, the Journey takes them most of the day and they find
nothing except more bodles. more horror, and more misery.

Regardless of whether the runners head directly for the
tower or walt another day, they encounter the four guardians
described below,

Guardlans (4)

These four creatures resemble humans with long. narrow
skulls and rows of polnted coppery teeth. Thelr skin s a leath-
ery hide that ocozes blood and pus from small, unhealed
wounds. The guasdlans defend the palace and the tower
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agalnst all comers, artacking on sight. Though they scream and
chitter as they attack, they are deaf, which should give the run-
ners an Initlal advantage over them.

B Q S C I w E R Ammor
6 8 6 2 2 6 ) 6/6

Inktlative: 5 + 2D6

Threat/Professional Rating: 5/4

Skills: Armed Combat 6, Unamed Combat 6

Gean Paln Whips (+2 Reach, 8M; with each strike. they flash

with a burst of energy)

Disadvantages: Reduced Senses (Hearing. Deaf), Vulnerabliity

{Architect’s sword)
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WIth their gear and abllitles Intact, the runners should not
find the creatures difficult to defeat. Once the fight breaks out.
however, thousands of ravens or othes dark-colored blrds burst
from the rulns of the palace and wheel Into the sky. soaring
higher and higher untll they vanlsh. After the ravens depart,
slience reigns In the vatley.

FINDING THE SONGBIRD

Eventually. the runners begin to dimb the thousands of
steps that wind around the Inner wall of the tower. They peri-
odically pass corpses locked In battle or some form of violent
affection. As they near the tower’s summil, the runners
encounter ravens pecking at the bodles. paylng particular
attentlon to the eyes and tongues.

finally, the runners emerge In a vast, crcular room with
four large openings at each of the cardinal dlrections (north,
south, east, and west). A wide balcony runs around the outside
of the tower and can be reached through the openings. The
floor of the room Is Inlald white marble velned with red and
gold. the walls black marble laced with sliver and gray.
Covering the celling 1s a flne, detalled painting showing a
cloud-filled sky and a blazing sun. Around the edge of the
palnting are a serdes of unrecognizable symbols that could be
astrological signs ot purely decorative designs.

At the center of the room. a wooden blrd cage hangs from
a golden chaln. A beavutlful black-and-white songblra stares at
the runners with Intelligent, Impassioned. sormowing eyes. The
cage Is casy 1o open, and the Songbird Is more than willing to
exchange It for the one the runners are carrying. The runners
must cover the Songblrd’s head with the hood before putting
the bird In the cage.

Also In the room with the Songblrd is the Warden. He
stands 3 meters tall with dark halr, swarthy skin, ebony ecyes,
and a soulless laugh. He resembles Oscuro from Aftermath,
Trey from A Fistful of Karma. and the Foreman from The
Impossible Dream. He wilelds a long, thin-bladed sword that
drips steaming blood on the ground.

Warden
B Q S C t W E R Ammor
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Initiative: 6 + 2D6
Threat/Professional Ratings 7/4
Skills: Armed Combat 8. Unammed Combat 6
Gean Sword (+1 Reach, 12D damage: split any boxes of dam-
age evenly between Chysical and Stun damage. with the
excess going to Stun)
Powers: Regeneration
Weaknesses: Reduced Senses (Hearing, Deaf), Vulnerabllity
(Archlitect's sword)

CONDITION MONITOR

LGHT  MODERATE SERIOUS DEADLY
STUN STUN STUN STUN

STUN [l h;\—‘.\' 3 i Unc —I
PHYSICAL L.:E‘_i' e oy
UGHT  MODERATE SEROUS DEADLY
WOUND  WOUND WOUND WOUND

As the runnecs enter the drcular chamber, the Warden
speaks to them:

"So tovely. so finel Kill It for me and | will give you thls
town. Strangle It. snap Its neck. drown It eat it. | care not.
Make it be quiet. Make tt dead and | will glve you {oys unspo-
ken and powers unforetold. Destroy It and | will ralse you high
In my councll.”

The Warden Is deaf. He cannot lp-rcad and Is totally 1lit-
erate. The runners have no way to commaunicate with him. The
runners may allow him to finlsh his speech, or may I|gnore him
and take the Songblird. The Warden cannot kil the Songbird or
even bear to look at It. As soon as the Warden readizes that the
runners Intend to take the bird allve. the runners must elthes
defeat him or hold him at bay long enough to exit with the
Songbird through the doorway that supposedly leads back
down the stalrs. When the runners pass through this doorway.
they are wrenched through the metaplanes once agaln and
returned lo the Bridge.

Co to The Bridge, Part Two, the next adventure.

DEBUGGING

Because thls chapter s relatlvely stralghtforward and sim-
ple. little can go wrong. Despite the horror of the surround-
ings. te players should find It a somewhat weicome resplte
from the bewlildering complexiry of previous adventures,
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TELL IT YO THEM STRAIGHT

Read the following to the players as the transition from Fhe
Songbird:

The dark stalrway leads you not out Into Thayla’s clty as
you expected. but on to the outropping of sock that Juts over
‘the Chasm. As you step from the chalk doorway Harlequin
drew (days ago. It seems), the heat and wind and the smell of
blood assault you.

A fight has taken place since you left, a battle even
greater than the tltanlc one you Red. Hunks of flesh that once
might have been Intact bodles lle scattered across the broken
ground: around them you see the slgns of flery blasts, light-
ning. and other strange enetgles. One of the bodles—It might
have had wings once—stlll bums with greenlsh-blue lames.

Harlequin stands near the edge of the outcropplng. slar-
ing at the Bridge. It has obviously grown In size, though you
cannot truthfully say It scems any closer to your slde of the
Chasm. The ell tums as you approach: he looks battered and
wom. His left armm Is In a crude sling. though he seems able to
move It freely. frosty rushes up to examine him, but he brush-
es her off as a ¢hlld might an overprotective mother.

"So.” he says wearlly, eyeing the cage and the Songbird.
“You succeeded. Tell me what happened.”

Once Hartequin has set up the rituval and the Songbird
begins to sing. read the following to the players:

The bird eyes Harlequin sllently for a moment and then
turns to look across the Chasm. It ruffles lts feathers for a
moment and beglins to sing.

Its volce Is purer. clearer. sweeter than any muslc you
have ever heard before. The sound of It washes away all the
pent-up anger. frustration, .hatred, and despalr you have all
bullt up throughout your llves. Even the toughest, coldest. and
hardest of you can scarcely keep from falling to pleces. Jane
foster drops to her knees. sobblng. Harlequin stares at the bird
whlle tears of paln or |oy. or perhaps both, stream down hls
face. He looks out over the Chasm, too, watching the Bridge.

On the other side of the Chasm., the frenetlc activity of the
creatures slows and then stops as they listen.

Afer a moment, the creatures go back to work.

Harlequln screams in rage and falls to the ground. He
huddles there. looking away from the Chasm, and does not
speak untll one of you approaches him. “You were right.” he
says. “Thayla's clty felt because her volce alone was not
strong enough to keep them at bay.” He locks up at you.
“We're going to have 10 find her. We must find Thayla and
bring her here.”

HOOKS

Unless observant runners make the connection between
the fate of Thayla's clty and what Harlequin expects to happen
when the Songblrd sings on the outcropping. the players may
think this encounter Is the end of the adventure. Allow what-
ever emotlons the rupners and players are fecling to domi-
nate; ralse thelr expectations of success as Harlequin prepares
the Songblrd’s rtual, When the singing falls o work. let the
runners wallow for awhlle In despalr and defeat before remind-
Ing them that thelr world can still be saved.

BEHIND THE SCENES

Harlequin has had a difficult time In the runners’ absence.
He tells the runners that aeatures of the Enemy. though few
that actually are the Enemy, have attacked the outcropping
repeatedly. Harlequin fears that they know of his plan, which
puts the entlre operatlon at risk.

Harlequin listens to the runners’ story of thelr adventures,
presumably lncluding a descriptlon of conditions In Thayla's
land: the gamemaster should have Harlequin base hls analysls
of the events only on what the runners say. If any of them
comments on Harlequin's and Thayla's symballc presence In
most of the Places, as well as the repeated presence of an
opponent In each Place. Harlequin avolds elaborating on his
own Involvement but surmises that the “dark igure™ repre-
sents the opposltion. He does not know if thls opponent 13 a
composlte figure or a single person opposing them on behalf
of the Enemy. He also does not Interpret any of the events of
the previous adventures, leaving the player characters to do
that themselves. He appears troubled If any of the runners
polnt out that In three of the four Places they visited, the
Harlequin figure had some sort of relationship with the Thayla
figure. If pressed. Hardequin dismlisses ¢his apparent link as
“typical metaphoric Image-role confuslon™ and refuses alt fur-
ther comment.

Once the runners have told thelr tale, Hadequln takes the
caged Songbird to the edge of the outcropplng. The runners
see thal he has prepared a ritual drcde 6 meters In dlameter,
though the magldans (If any) among the player characters do
not recognlze the clicle’s symbology or Its purpose. Harlequin
places the cage In the center of the drcle and then, staying
withln the clrcle, opens the cage and removes the bird. The
Songblrd sits on Harlequin's Ainger, gazing Intently at his face.
He avolds Its cyes.

Harlequin places the Songbird on top of the cage and
slowly backs out of the cIrcle. The bird continues to watch him.
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Finally, the elf rcaches out his right hand. holds It with the
palm fadng the ground. and says something In a language the
runners have never heard before. At thls polot, the gamemas-
ter should read aloud the second sectlon under Tell it to Them
Straight (p. 122).

FOLLOW THAT BIRD

Once 1t becomes evident that the blrd alone cannot stop
the creatures. Harlequin stands. brushes himselfl off and
address the runners;

“I' had hoped this would not be necessary, because It may
mean confronting the Encmy on his own ground. However, It
appears we must find Thayla and reunite her with her volce. |
belleve the Songblrd can find her If we set It on the path.” He
gestures, and a serles of sliver cords appears that connect the
Songbird and the runners. The bird looks surprised and stops
singing. It resumes watching Harlequin.

“The bird can take you to Thayla,” Hatlequin continues,
“but the rest Is up to you.”

He walks over to the ritual drcle, dispels Its maglc. and
plicks the Songbird up on hls inger while muttering something

to It. The bird chirps in reply. He carries It back toward the
chalk doorway. gesturing the runners to follow.

Once they all gather around the chalk door, Harlequin
says: “The cords | have woven will pull you after the blrd no
matter where It leads. Once you arrive where Thayla Is. the
cords will keep the blird tled to you even though you might not
see It. The Songblrd will go to its mistress as soon as you find
her.” He extends hls hand and the bird toward the chalk door-
way. The blrd leaps Into the alr and disappears through the
opening,

"Quickly!™ Harlequln yells. “Don’t let It get too far ahead
of youl”

Once the runners enter the doorway, go to The
Masquerade, p. 124.

DEBUGGING

Little can go wrong in thls adventure unless the runners
refuse to search for Thayla. If the runners do not agree to contin-
ue the quest. they find themselves awake and shivering In thelr
beds. For more Information, see Picking Up the Pleces, p. 145.
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“And Darkness and Decay and the Red Death held Him-
ftable dominlon over all.”
—LEdgar Allan Poe, The Masque of the Red Death

OVERVIEW

Followlng the Songblrd, the runners go In search of
Thayla, They ammve at a strange manslon where a masquerade
ball Is being held. with some very odd guests in attendance
(many of whom seem famllfar). The ball’s host, Lord Umbericy.
makes his final gamblt to stop the runners’ astral quest. When
one of the guests Is mysteriously murdered during a seance,
the player characters must prove thelr own Innocence and
track down the real klller—the dark warrior, who fell In love
with Thayla and will do anything to keep her by his side.

BACKGROUND

This part of the shadowrunners’ astral quest takes place In
a neo-Victorlan setting. complete with landed aristocrats,
wealth, status. and propriety. Maglic exists In plenty and Is
taken as a matter of course, but technology Is not much more
agvanced than In the reai-world nincteenth century. The only
exceptlon Is the Engine, a techno-magical computer system
located deep inside Lord Umberley's manslon.

The runners arrive at a masquerade ball hosted by Lord
Umberley. this Place’s manliestation of thelr nemesls, Darke.
Lord Umberiey }s a svave. cultured nobleman with a dark
secret. His brother, Nachi. Is a rwisted and depraved creature
that the famlly hldes away in shame. Though locked away
from the sight of others for most of his life, Nacht chanced to
see and fail In love with a beautlful mute glrt from an ad|oin-
Ing estate. Lotd Umberley arcanged with the gld's atcohalle
uncle to fake her death so that she might become Nacht's
ltfelong companlon. The glrl's name Is Thayla, and Nacht Is a
manifestation of the dark warrtor who came so long ago to
Thayla’'s land.

THE MASQUERADE
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The runners must find Thayla and convince her to retum
with them. Flrst, however, they must deal with Umberley and
Nacht. Umberley will go to any lengths to hide his famlly’s
secret, and Nacht will kill anyone who threatens to take Thayla
from him.

RULE MODIFICATIONS

The Place in which thls adventure occurs requires the fol-
lowing modifications of standard Shadowrsun rules. The
gamemaster should not immediately inform the players of
these changes:; instead allow them to discover the new rules as
they go along. Keep in mind that as far as the denizens of thls
metaptane are concerned. the way things work here Is perfect-
ly normal. A player character who attempts to do or talk about
something that Is not possible or does not exist in this seuting
will likely draw strange looks and comments from bystanders.

Attributes and Skills
The runners’ base Attrlbutes and skllis do not change In
this Place.

Appearance

for the most pan. the runaers retaln thelr normal appear-
ance on thls metaplane. Any visible cyberware such as dhrome
cyberlimbs or glowing eyes Is replaced by the character’s unal-
tered appearance {for more Informatlon, see Cyberware,
below). The runners wear clothing sultable for attending a nine-
teenth-century soclal function: sults for gentlemen, long gowns
for ladies. Though the runners will soon exchange this clothing
for masquerade costumes (scc The Masque. p. 132. for
detalis), the gamemaster should describe In detall each charac-
ter's outfit In order 10 make the expericnce of the metaplane
seem more real.

Cyberware

Cyberware as such does not exist In thls seting. and so
the runners appear without their metal enhancements. Some
cyberware, however. becomes magical amulets. tallsmans, and
the llke that provide the same bonuses as cyberware—wired
reflexes become an Amulet of Swlftness. dermat armor
becomes a RIng of Woodskin. and so on. Cyberware such as
datajacks and cranlal cyberdecks that has purely technologlcal
effects and/or Involves concepts unknown In this setting, sim-
ply does not exist here. The player characters lose any benefits
conferred by that hardwase.

Magic

All maglc, Including sorcery, focl, and adept powers,
functlons normally Inslde the manslon. Every wall of the
bouse has the equivalent of a Force 6 ward. If the runners
ask about the wards, they are told that the wards exist to
ensure prlvacy because magical ablilty Is very common
among the guests. In truth. Darke wants to keep outside
help from reaching the runners and so has hardened this
Place against other astral Influences. Spirits such as nature
spirits, elementals, and watchers cannot be summoned with-
In the mansion’s confines. Ally spirts can accompany chas-

acters into the manslon. but the runners cannot summon
allies once they have entered the house,

Also note that almost everyone In the mansion (with the
exception of the servants, who are little more than symbolic
constructs) has substantial maglcal protections and abillities that
may take the form of Sorcery Skill or magical talismans {or
both). Under these clrcumstances, showy displays of magic are
not likely to get the player characters very far,

Weapons and Armmor

Like cyberware. most modesn weapons do not exlist In
this Place, and so the runners’ weapons translate Into their
nearest appropriate equivalents. As a rule of thumb, most pls-
tols become nineteenth-century revolvers (5M damage).
Heavler weapons such as rifles, grenades, and automatic
weapons slmply do not exlst. Most melee weapons translate
into thelr Victorlan-era equivalents, though such high-tech
ltems as monofliament whips do not appear at all.
Cyberweapons transtate into the most simllar melee weapon;
for example, hand razors become a concealed knife. Weapon
foc! retaln their normal appearance and abillitles.

The runners’ dress has no armor value except for heavy
leather clothing worn only by unsavory. lower-class types,
which has Impact Armor Rating 1. The runners must be espe-
clally careful in combat. because they can no longer rely on the
damage-absorbing capabllitles of thelt armor to protect them.

The Matrix

No Matrix as the runners know It exists n thls setting, but
the mansion does have a kind of maglcal/mechanical computer
system known as the "Englne.” Decker player characters can
access the Englne \n much the same way as a standard com-
puter system. and may galn important Information from its
“memory banks.” For more detalls on running the Englne, see
In the Gears, p. 127.

Cyberdecks transform Into a satchel. sultcase, or carpetbag
contalning a heavy gauntlet and a helmet simllar 1o the fish-
bowi-like affalrs on anclent diving suits. Both of these compo-
nents are connected to heavy cables that terminate in multi-
pronged plugs. These Implements form the interface for the
Engine’s "maglc lantem,” a techno-magical virtual reality pro-
Jection system that allows access (o the Englne in a manne?
simllar 1o the Matrix.

Scorplus. a streer-smart cybermage. approdches
the mansion with the rest of his team. As he draws
nearer to the house. the rules of thls Place transform his
appearance. Instead of a grungy mage off the streets of
the sprawl. Scorplus looks llke a gentleman faflen on
hard times. He wears fine but worn formal evening
clothes. His cyberware disappears; his boosted reflexes
and sklllwlres become Amulets of Swiftness and Skill
and his hand razors become a concealed folding knife.
His trusty armored jacker becomes a smoking facket
{with considerably less armor value) and his HK-227
simply vanishes. His scorplon-shaped power focus
remalns unchanged.
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IN THE GEARS

At some point during the adventure, the runners are
likely to explore the mansion’s Engine In hopes of learning
more about their sliuation. The Englne (s a techno-maglcal
analog to a computer system. made up of countless dellcate
mechanlcal parts and gears (simllar to the anclent mechanlcal
computers of the late nineteenth century) and augmented
wlith arcane maglcs that permit the Englne to project data
and Images In a "maglc lantern™ show simllar to an old-style
virtual reality rig (old style by 2055 standards. anyway). The
physical Engine lies buried beneath the mansion. The runncrs
can access the system In the house In one of two ways:
through terminals scattered through the manslon or (hrough
the "maglc lantern.” The terminals are glass boxes slmllar to
modern screen-and-keyboard terminals, and they function In
the same way. The magic lantemn Is a virtual-reallty connec-
tlon that uses a diving-bell helmet angd a control glove con-
nected by cables to a temminal. Deckers find the whole setup
Incredibly awkward and archaic. but functional. By using thelr

OO Sl
ST

<O
o

-

S

SIS
o’\,s‘

AN

// '
»

_«al .

Computer Skills and the strange equipment. deckers can run
the Engine and attempt 10 get Informatlon from It as they
would any other computer system.,

Use a decker character’'s normal statistics when he or she
attempts to access the Engine. The virtual reality of the Engine
appears as a vast collectlon of interlocking gears. cogs. springs
and pistons; it looks like the physical machine. only more so.
Treat accessing the Englne as a mini-astral quest (see p. 95,
Grimolre 11} using Computer and other technologlcal skills to
overcome the Engine’'s defenses. If the decker reaches the
Cltadel, he or she has successfully accessed the hearnt of the
machine and gets whatever Information he requests.

A decker who accesses the Engine for Information can
lcamn any one fact contalned In the story of the Place for each
attempt. The Englne does not have information on this adven-
ture’s “true” events. for example, a decker can learn that Lord
Umberley arranged to fake Thayla’'s death, but cannot leamn
that Nacht Is the dark ‘warrlor or the details of Darke’s plans,
because the latter information is not part of the Place’s story.
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TELL IT TO THEM STRAIGHT

Read the following as the transition from The Bridge, Pant
Two-

You follow the Songbird down one of the many twisting
paths of the netherworld. The sky grows darker as you
progress. the alr thickening with molsture until you can barely
make out the shape of the bird flying ahead of you. The wind
picks up undl It reaches a high, keening moan. Thunder cracks
overhead and & cold hard rain begins 1o fall, soaking you (o
the bone and leaving you thoroughly chllled. Suddenly. a
blinding flash of lightning silhouettes a dark shape ahead. As
the boom of thunder rolls Into the distance, you look around
and reallze that the Songblrd has vantshed. You peer vainly
through the darkness and driving raln In search of your guide,
but can see¢ nothing.

Lightning Rashes agaln, lluminating the outline of a hulk-
Ing manslon atop a small rise ahead. Even over the thunder
and rain, you can hear falnt muslc that sounds llke the melody
of the Songbl«d.

As you approach the looming mansion. the faint glow of
lights through the curtalned windows show you spouts of raln-
water pouring off the eaves and off the strange, sculpted fig-
ures that seem to leer at you from the edges and comers of
the stonework. The heavy wooden doors support brass knock-
ers shaped llke grinning gargoyles. A dull, booming echo
sounds as you pound one knocker agalnst the door,

A few moments later. the door opens [o reveal a tall, thin
man In formal butler’s artlre. He motions for you to enter,
“Welcome to Umberley Manor,” he says. “| am Stokes. You
are Just In time for the festivitics.

When the player characters enter the manslon, read the
followlng:

You step into the manslon’s vast, vaulted hall. Light instru-
mental musle echoes off the high cciling from somewhere
behind one of several doors: the tune sounds hauntingly,
almost modckingly, llke the music of the Songblird. Alternating
squares of white and black marble cover the floor. each shot
through with veins of the opposite color and lald out like a
giant chessboard. Rich wood paneling covers the walls, and
) soft light lls the room from a crystal chandelier overhead. The

// 7 light appears to Rlcker slightly, and you realize It comes from
s N candles rather than bulbs. A wide, carpeted stalrcase rises to
7 el
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other doors Iead out of the hall. Through one of them comes a
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beard ang mustache. Smiling plcasantly. he extends hls hand 1o
you in greeting. He seems disturbingly famlllar,

“"How do you do?” he says. his valce warm and deep. 7|
am Lord Umberley. yout hosl. | sec you made 1t all right
despite this wretched weather. eh? I'm sure you'll want a
chance 1o dry off and refresh yourseblves. so Stokes will show
you (o your rooms and have your costumes dclivered to you
there. The masquerade will begin scon. | hope (o chat with
you a1 more length then: for now. I'm afrald | must artend 1o
several other preparations.” With a nod to the butier. Lord
Umberley leaves through the door from which he entered.

“This way. Il you please.” Stokes says. and leads you up
the broad stalrcase 1o your left.

Read the following when Stokes takes them to thelr rooms:

Stokes leads you through the tall. narrow corridors of the
house to the west wing, Taking you down one corridor. he
opens a series of doors along the Ieft slde of the hall, “These
are your rooms.” he says “If you need anything. please use the
tnglne terminals to signal me.” With a bow. he turns and
walks back down the cotrridor.

The rooms are nice. you've seen smaller apartments Each
room contalns a four-poster bed. bureau. wardrobe. nighi-
stand. and writing table. all made of dark. polished wood.
Heavy tapesiry cuntalns cover the windows: the antlque wall-
paper and plush carpeting remind you of something out of
Sherlock Holmes, Sltting on cach wrlting table Is & strange
object that looks I'ke a cross between an old-fashloned rype-
wrlter and a computer terminal. Metal cables run from the box-
thing Jnto the wall near the baseboard.

HOOKS

The astral quest Is drawing to a close. Throughout The
Masquerade. the runners should feel unsettied and uneasy.
Though the amblance of this Place Is genteel and Victorlan. the
kind of graclous sening In which comfort is paramount and dan-
ger seems unreal, there should be enough slrangeness to make
the runners feel as If they have walked Into the gaplng jaws ol
the dragon. Play wilh the gentee) elegance of the Mace and the
environment of the masquerade. where things are definitely
more than they seem (desplte Darke's Intentions otherwise).

BEHIND THE SCENES

As wlith (he rest of the metaplanes. everything (n this
Place symbolizes the runners™ struggle to find Thayla. Despite
the symbolic nature of events. howevel. the environment and
experiences have real effects on the player characters. After
the runners pass through the darkness and reach the manslon.
they become subject (o the rules of this Place (see Rule
Modificatlons, p, 12G. for delails).

This Place offers Darke. In the persona of Lord Umberley.
his last chance to stop the runners from findlng Thayla and to
thwart thelr astral quest. He intends to take full advantage of
this opportuniry. The manslon and the masquerade are Darke’s
creations on the metaplane, a setting and story that he has

arranged specifically to draw the runners to him via Thayla's
presence. Darke believes that he can easlly entrap and destroy
the runners on what amounts to his home cour.

Stokes and Umberiey treat the player characters as Lord
Umberley's invited guests In all respects. If the runners ask
Stokes or Umberley any questions. they answer to the best of
thelr ability. but nelther one will break character. Any talk of
astral quests. Jong-lived elves. or the “real world™ elicits con-
fused looks and comments about how the runner’s Imaglnatlve
storles will no doubt prove entertaining at the masquerade. By
engaging Lord Umberley or Stokes in conversation. the runners
can learn more abour the nature of the Place they are in.
though they must disguise their ignorance so as not to appeatr
too out of place. Needless to say. Lord Umberley tells the run-
ners nothing likely to help them find Thayla.

In their rooms, the player characters can talk over their sit-
uation and decide what they want to do next. No one Is
waltching them or eavesdropplng. but the runners cannot be
cenaln of that Play on thelr paranola (hey. It's Shadowrun.
afer all).

A decker who examines the strange-looking terminal atop
the writing table finds that It is connected to the house Engine.
Given sufficlent time and a successful Computer Theory (6)
Test. a decker may Rgure out how this device works and use
the “maglc lantern™ equipment that has replaced his or her
cyberdeck 1o access the system for an admittedly strange
Matrix run. Il the runners Investigate thelr rooms. a successful
Perception (6) Test reveals a secrel passage that runs behind
the rooms. with hidden doors In each chamber. If the player
characters choose (o explore the passage. go to In the Maxe
{p. 130). If not. go to The Masque (p. |31).

DEBUGGING

If the runners atempt 10 avold the mansion. they find that
every path they fake leads them back to the house. If they
stubbornly insist on not golng near the manslon. or want to
look for the missing Songbird outside. have Stokes arrive in a
coach to plck them up (with profuse apologles for not meeting
them sooner). Player characters who refuse even thls gentle
reminder to get on with things fall the final part of the astral
quest.

Encowrage the players to play along with the story and the
rules of the Place. If a runner acts belligerently or violently
toward Stokes or Lord Umberley. a palr of sturdy guards sets
upon the hapless runner and casts him or her bodily from the
house. The runner or runners ejected remain outside until the
other player characters finlsh thls part of the astral quest.
Umberley can only expel runners who refuse to follow the
rules: those who play the part of polite guests are beyond his
reach. at least for the moment

Il the runaers fall (o discover the secret passage or choose
to lavestigate It later. they can discover ir (or explore It) when
they are confined 1o thelr rooms {sec House Arrest, p. 139).If
the player characters fail to find Stokes™ body (which lies in the
passage: see In the Maze. p. 130). Lord Umberley eventually
“discovers” It and attemipts to cast suspicion on the runners.
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The passage behind the hidden panel fooks old. Its walls.
floor, and ceiling are lined with gray stone; archways suppon
the roof and several flickering lanterns give off dim illurninatlon.
Several tunnels branch off from the main passage. and addition-
af doors open off it all along Its length. You see no dust or cob-
webs: someone must use this passage lairly regularly.

As you round the corner of the passage. you see a body
lying on the cold stone Nootr. The flickesing lamplight casts
shadows over the face A dark stain has spread across the
body’s coat and shirt, pooling on to the stone ficor. You move
closcr and recognize the body. It's Stokes. the butler. The look
on his face is one you know wcll from your time In the shad-
ows; ir's the look of a dead man,

HOOKS

For the player characters. the sense af mystery and danger
in Umberley’s mansion deepens with shocking swiftness. Mere
minutes may pass beawveen Stokes dropping the runners off at
thelr rooms and them discovering hls dead bedy In the maze.
Such is the nature of this Place.

BEHIND THE SCENES

In thls encounter the runners see the first evidence of the
hidden hapoacenings In Lord Umbcerley’s manor. They also
encounter Nacht's handlwork for the first time. The scene In
the maze should serve as the beginning of a descent Into fear

that a hidden kllier may be lurking nearby. walting to strike at
any moment. In order to play up this sense of Impending
doom. allow the runners to wander through the passages for 4
while. and feel free to improvise addlilonal scenes and
encounters with the mansion’s Inhabltants 10 unnerve the
players before they discover Stokes' corpse, Stokes has been
brutally murdered by Nachr, Lord Umberley's twisted brother.

A cursory examination of the body tetls the runners that
Stokes was stabbed In the chest only minutes before they
found him with some Rind of sharp weapon. They can find no
other clues as 10 who or what kllled him, or why: no footprints,
no bloody knlfe. no other evidence. Play up the tenslon: remind
the players that the murderer could very well still be nearby.

Once the player characters have a had a chance to look
over the body. but before they can thoroughly Investigate the
area. they hear someone apptoaching. Lord Umberley appears a
moment of two later. saylng that he stopped by the characters’
tooms and followext them Into the hidden passage when no one
responded to his knocks, He acts shocked at the sight of Stokes’
body. but recovers himself sufficicntly 10 ask that the runners
keep the butler's death 10 themselves: he does not want to
upset any of hls other guests and spoll the masquerade, He
assures them that the matter wil be dealt with and bundies
them off to theli rooms to get dressed for the masquerade ball.

It asked about the hidden passages, Lord Umberley
explalns them away as an old feature of the mansion, “bullf
when It was often necessary to hide one’s dolngs. We have no
need of such things now.”

DEBUGGING

If (he player characters choose not to explore the hidden
passages, Stokes” body lles undlscovered untll later. elther
when 1he runners use the passage 10 get out of thelr rooms
(House Arrest. p. 139) or after they have been accused of
Colonel Quinn’'s murder (The Seance. p. 136) and the evidence
agalnst them seems to be mounting. In the latter case. one of
the servants stumbles across Stokes' body. and Lord Umberley
artempts o pin Stokes” death on the runners as well,

If the runners Insist on secing something done about the
murder or refuse to cooperate with Lord Umbertey. his lord-
ship agrees to call upon the Lord Constable to look Into the
matier. However. he does so In a manner that virtually guaran-
tees te runners the role of prime suspects. After all. they
were the last people seen with Stokes. they were found stand-
ing over the body. and he dled near their rooms. Stokes™ death
should cenainly Increase the other guests’ susplcions of the
runners following The Seance (p. 1306).
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TELL IT TO THEM STRAIGHT

Just as you finish purting on your costumes and admilring
the effects In the mirror. someone knocks politely on your
door. A footman In a dark forma$ sult has come to gulde you
to the masquerade. He leads you through the twisting, tuming
halls 10 a broad set of wooden double doors Just off the foyer.
then tums and asks, "How shall | tell them (o announce you?~

The footman throws open the great double doors. A liver-
led servant announces your entrance over the murmur of
music and conversation. All eyes In the room tum toward you
for a moment and then look away as you enter the strange and
colorful menagerie in the grand ballroom

The ballroom |s a vaulted chamber two stories high. with a
balcony running around the upper level. Tall, arched windows
of stalned glass plerce the walls at regular Intervals along the
balcony. These back-lit color displays show scenes from varl-
ous mythologles and legends—Qrpheus’s Joumey to Hades,
the death of the Norse god Balder at the hands of hls blind
biother. and simllar Images. The dance fleor uses the same
chessboard pattem of black and white marbie that you saw In
the foyer. Off to one slde of the ballroom stand several long
trestle tables laden with all kinds of delicadies,

On a low ralsed platform In a comer of the room a string
quartet plays lively classlcal music, an impressive feat consld-
ering that they are all dressed as blg furry animals wearing for-
mal sults. You warch the ferret. the hedgehog, the fox. and the
rabblt work thelr way through the final stralns of a complex
waltz.

On the dance floor, near the tables. and strolling along the
balconles above Is a stranger collection of party guests than
you can remember eéver seeing. even on some of the wilder
nights at Club Penumbra. People are dressed In costumes of
every Imaglinable kind: animals and fantastic beasts that all
appear distrblingly lifciike, famous people from every period
of history and many ditferent cultures. and costumes that
you're sure sprang from no mind bom on Earth, The guesrs
mingle and dance and cat and laugh and seem to be having a
grand old time.

Emergling from a small knot of people near one of the buf-
fet tables. a man approaches your group. He wears an tmmac-
ulate dark-red sult. His skIn has a ruddy cast. and a pair of
small homs sproutlag from his forehead accentuate hls neatly
timmed dark halr and beard. You recognlze him as your host,
Lord Umberey. He smlles pleasantly and makes a sweeping
bow. catching Frosty's hand In his own and kissing the back of
(v gently.

"You're looking lovely. my dear.” he says with a sly smille,
“Tell me, have you ever had an opponunity to dance with the
Devil?~

Jane smiles back. "Once or twice,” she replies coyly.

“Then you should know the steps well.” Umberley catches
her up In hls aims and sweeps her out on to the dance floor
Just as the animal quartet begins another waltz.

HOOKS

Welcome 10 Surreal City. The masquerade ball seems nor-
mal enough at first, even If some of the costumes are a little
outrageous. As the tunners beglin to mingle with the other
guests, thelr perception of events should change. Many of the
guests are more than they seem; In fact. their exact nature
scems (o change occaslonally, Thelr comments, observations,
even thelr manners Imply that they are greater belngs than
they appear (perhaps thelr costumes are Jess symbolic than
the runners think ... ). By the end of the masque. the runners
should have the distinct Impresslion that certaln Powers have
gathered at the mansion to watch the final act of the astral
quest play Itself out.

BEHIND THE SCENES

At the moment, Lord Umberley is toying with the run-
ners. He has them trapped In his domaln and Is willing 1o wait
for the best opportunity to ellminate them from the playing
field once and for all. Indeed. all he really needs (o do is delay
Harlequin’'s agents long enough so that any effort they make
wlll come (oo late.

During the masque, the player characters have an oppor-
tunlty to meet his lordship’s guests. The gamemaster should
use the guests described In Meeting the Guests, p. 132. as a
Jumping-off point for party guests with whom the player char-
acters may interact, but need not limlt the guests to the per-
sonalities described In that section. The runners may meet and
talk to virtually anyone the gamemaster can imagine. They
might meet people from their pasts (especlally dead people
who might have something left to say), figures from the pre-
sent. or even foreshadowings of people who will figure proml-
nently in events to come. Everyone the runners encounter at
the masque Is dressed In a costume appropriate for that Indi-
vidual's nature, and the person’s choice of costume might pro-
vide the runners with valuable clues about that person’s Inner
belng.
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PLAYER CHARACTER COSTUMES

Upon arrlval in their rooms, or when they return from
exploring the hidden passages. the player characters ind mas-
querade costumes laid out for them by some of Umbertey's
unseen servants. (If they choose not to explore the passages.
they find the costumes In a wardrobe of hanging on the back
of a door.) In keeping with the nature of this metaplane, all the
costumes somchow reflect the wearer’s Inner being. The
gamemaster should base these costumes on the Infomation
provided by the players In Foreshadows, p. 14, though he
need not stick excluslvely to that Information.

As an example, an ldeallstic character {there are some of
those lefi. aren’t there?) who sees shadowruaning as a means
(6 tight wrongs might recelve a superhero or knight costume.
A shaman might dress as his totem. The melaplanar environ-
ment makeés the costumes capable of cavsing dramatic
changes In the player characters’ appearances: donning a lion
costume, for example. may actually transform the wearer into a
llon for all intents and purposes (though the character retains
normal consclousness and the abllity 10 communlcate. of
course).

Jane Foster’s costume 15 an elaborate gown of a style that
seems famillar 1o the runners even though none of them have
ever seen ifs like before. The gown's deep greens and forest
shades contrast beautlfully with Frosty’s pale halr and complex-
lon. She takes an almost girlish dellght in the outfit and
changes into It at once.

Invest as much signlficance and symbollsm as possible
into the Image ang Identity that the costumes provide cach
character. For example. the other guests a1 the masquerade
wlil refer to the player characlers by names based on who ot
whal they appear to be rather than who they really are, and
willl expect the runners to show them the same courtesy.

MEETING THE GUESTS

After a waltz ot two. Jane and Lord Umberley rejoin the
runners. and his lordship introduces his honored guests to the
rest of the party. This soclal round provides the perfect oppot-
tunity for the player characters to meet any other guests the
gamemaster wants them 1o get to know. Umberley makes a
polnt of lntroducing the player chacacters to two of his guests:
the Lord Constable and Colonel Quinn. The Lord Constable is &
tall. thin man dressed ke a French aristocrat from the late sev-
enteenth century. Player characters who have met Ehran the
Scribe will recognize him as the Lord Constable. He s accom:
panled by a striking woman In seventeenth-century Castilian
dress. whom Umberley Introduces as Lady Nasie. Players who
paniclpated in the evenrs of the first Harlequln adventure will
recognlize her as Arlel Naslr. a free alr elemental and agent of
ELhran.

Lord Umbertey speaks of Colonel Quinn as an “old friend”
of his, The colonel Is tall and slender. with narrow features and
dark halr brushed back from a high forehead. He appears quite
famillar to the runners because he is dressed as a harlequin and
bears a striking resemblance lo thelr cohort on this journey.
Umberley tells the characters that the colonel has retired from
hls millitary career and that he Is a guest of hls lordship in the
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mansion. The colonel gives the runners a tentative smile and a
slight nod. but says lirtle to them,

For the most part, the party guests think and act llke
spolled arlstocrats at a pretentlous costume party.
Occasionally. the runners may pick up a hint of something
more as a guest offers a bit of sage advice or a dire waming,
but It is impossible to tell If such speakers are revealing thelr
true selves or if they are simply giving volce to drunken ram-
blings In the roles conferred by thelr costumes. The runners
should remain unsure of who and what they are meceting and
greeting, though they may quletly volce thelr suspicions to
each other.

In addltion to the Lord Constable and Colonel Quinn. Lord
Umbertey's party Includes some very Interesting guests. some
of whom may be powerful entlties In thelr own right. The
gamemaster should fect free to Include any persenality or
archerype that might enhance the story. Including Images of
people from the runncrs™ pasts (or furures). shamanic totems,
and archerypal embodiments of the runners’ own psyches,
fears, loves. and so on. This scene gives the gamemaster a ter-
ffic opportunity to take any shaman player characters to task
for past actions. (Just imagine a shaman's reactlon when a
betng garbed as his totem wanders up to him and stans dis-
cussing the character’s dedslons made only in the presence of
that totem. ...} All such figures should appear larger than life
and very mysterlous. The ruaners should never be certain
whether the person they are speaking to s real. an avatar. nei-
ther, or both.

Some of these guests crashed Umberley's masque. and he
could not deny them entrance. Odds are that many guests are
manlfestations of the totems and other Great Powers of the
metaplanes. They are not at the mansion to hand solutlons to
the runnérs. though they can provide cryptlc clues and hinrs
that may help the runners Interpret events from the other
adventures In Harlequin’s Back (or from the gamemaster’s
own campatgn). They are on hand primarily to observe. though
some of them cannot resist purting in their two cents’ worth,

Possible gucsts are described below: feel free to add 1o or
subtract from this list as needed for the story.

Aurlc

A young man with tapned skin, golden halr. blue eyes,
and a bright smlle. Aurlc Is dressed llke a French nobleman
from the time of Louls XIV. with all of the artendant rufiles but
lacking the wig and face makeup cammon to the time. His
powerful charisma makes him almost Instantly liked by those
around him, and admlrers and friends surround him wherever
he goes. Auric has a strong speaking voice and the soul of a
poet. He can be talked Into reciing some of hls work on occa-
sion. and may do so at the masque to entertain the other
guests. A trusting soul. Aurlc belicves everyone should get the
benefit of the doubl, Mayer characters who ask him about Lord
Umberley dlscover that Auric thinks his lordshlp needs a
greater appreciation for the arts, but that the young man
respects Umberley’s abilliles as a speaker and polltician. ~I
would not wish to debate him unprepared.” he <ays.

Jack-In-the-Green

A young man clad in furs and wearing a crown of laure!
and oak leaves, Jack-In-the-Green has a full gobler of wine in
his hand whenever any of the runners see him, from which he
drinks regularly and deeply. He acts wildly and outspokenly.
his behavior bordering on rudeness. Others at the masque find
him cither highly entenalning or a total bore, but Jack dlithely
ignores all criticism directed his way. I the runners choose to
talk to Jack. they find him surprisingly coherent. He willingly
accepts Lord Umbertey's hospitality, but makes it plain that he
does not care much for hls lardship. Jack trles to Induce at least
onc runner to drink with him. and witl drink hls new friend
under the table If given the opportunity. A ruaner who can
keep up with Jack’s carousing might well dlscover from Jack
that Lard Umberley has “something hldden, something he
holds on 1o as tightly as a miser does hls gold.”

Lady Rose

Drop-dead gorgeous, Lady Rose is tall, wiltowy, and falr
with strawberry-blong hale womn In an elaborate bralded coll at
the bace of her long. graceful neck. She has all the dellcacy and
beauty of her namesake blossom. and wears a sitken gown in
many shades of pink and gold that flatters the siight blush of
her skin. The only thing about her that is not entirely beautiful
are her eyes. A deep forest green, they seem to carry lirtle of
the wammth of her appearance. A deep and ablding pain lles
hidden behind her gaze. seeping through only around the
edges. Occaslonally, Lady Rose dabs at her face with a sliken
hangkerchlef, wiping away o (iny drop of bloed that runs down
her face and neck. She behaves pleasantly 1oward the runners.
bul remalns evasive and mysterlous.

Luna

Luna’s arlstocratic features are hightighted by her pale skin
and midnlght-dark bait and eyes. She wears a long. soft biack
gown with a black sitk wrap spangled with tiny white stars and
a crescent pendant on a sliver chaln, A qulet. almost menacing
presence. Luna speaks little, occaslonally making ceyptic com-
ments about what Is going on around her. She seems to have
considcrable knowledge of magic and will discuss it with any-
one who cares to talk wlth her. sometimes dropping in on
other conversations that Interest her. She is haughty and
reserved, especlally toward men. Stong-wiled women run-
ners might see her warm a blr toward them. but most of the
other women at the masquerade seem to avoid her Perceptive
characters may overhear Lady Rose refer to Luna as “witch-
queen.” Only under duress will Luna admh that Aurlc Is het
younger brother, though elther of them delends the other
fiercely ¥ necessary.

Madame Rouge

Clad In an evening gown of scatlet silks and a marching
vell. the sultry Madame Rouge embaodies beauty, flination. and
deslre. She seems 10 know every secret thought that the run-
ners have ever had, and coyly hints at her knowledge of their
Innermost deslres. Her appearance and manner subtly shift as
she moves through the masqucerade. as if she is a mirror
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reflecting the desires of those around her. A runner who Is
concentiating on finding Thayla may brlefly mistake Madame
Rouge for the woman he seeks.

Mother Mondas

A heavyset, mlddle-aged woman of average helght.
Mother Mondas wears a voluminous dress In varying shades of
green. A scarf led around her head holds her long brown hair
{n place. She Is almost overwhelmingly frliendly: she greets
everyone warmly, handing out blg hugs whenever possible. A
wonderful listener. Mother Mondas speaks only to balance the
conversation and encourage others to talk. Motherly In her atti-
tudes and advice, she stresses lorgiveness more than anything
else. She is firmly convinced that everyone has a little good in
them.

Old Man Coyote

A 1all. (hin man with long, gray bralds. Coyote wears
shapeless brown clothing under a gray cloak and a broad-
brimmed hat over a mask that deplcts the face of a coyote. He
leans on a tall wooden staff entwined with vines blooming
with small yellow flowers. He smiles easily and has a ready.
blting wit. Coyote has an annoying tendency to respond to
questions with another question that directs or leads the ques-
tloner. for example. a runner who asks Coyote if Lord
Umberley can be trusted Is llkely to receive the following reply:
"I don’t know. What do you think? You seem to suggest he
can’t be.” A runner who makes a successful Perception (4) Test
reallzes that Coyote seems famlliar, but cannot quite place
where he has seen him before.

Raven

This tall figure wears a robe of glossy black feathers with
shimmering green and gold highlights. The drape of the robe
creates 1he Impression of wings when seen oul of the corner of
the eye A llfellke mask of a raven’s beaked head covers the
Rgure’s face. The voice behind the mask is low and rich. with
an exotic accent that the listener cannot place. Nelther the
voice nor Raven's appearance glves any clue as to gender,
though almost everyone refers 1o Raven as female.

Raven is a polite speaker, but cagey and guarded. Runners
speaking to Raven tend to tefl her more than Raven tells them
In retum. If the runners offer cholce bits of informatlon. Raven
might retum the favor. Raven Is most Interested In secrets of
any kind. The secret need not relate In any way to the runners’
current quest: it need only be Julcy. It Is difficult to tell if Raven
likes to pry out secrets as a test of others’ fruthfulness or of
thelr abllity to keep things to themselves.

Ronln

A small orlental man, Ronln wears the garb of a samurai,
Including a pair of swords tucked Into his belt. His supreme confi-
dence and self-assutance borders on arrogance. Ronin allows no
one to stand in his way or to show him dlsrespect: he often scems
to be looking for a fight. Any runner foollsh enough (o take the
samural up on hls offer of combat swiftly finds himself over-
matched by Ronin’s superor skiil. The samural does not cause any
fasting ham to an opponent, but simply settles for soundly defeat-
Ing him or her in public. If a runner treats Ronin with the respeq
he feels Is due him. Ronin can be a helpful ally. He cares lirtle for
Lord Umberley and will tell any runner who approaches him prop-
eny that he believes his lordship is up to something.
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Sentth

Smith Is a dwarf wearing [eans, workboots, and a T-shirt
under a stained and scorched leather apron. A belt of (ools
hangs around his waist. and his hands are hard and caltused.
He walks with a stight imp and spends much of his time
apparently examining the architecture of the mansion. the con-
struction of the furniture. and so on. He is somewhat shy in
conversation unless the subject turns to construction or bulld-
Ing of any kind, at which polnt he becomes quile talkatlive. He
eventually drifts away from any conversation not about bulld-
ing and falls back to examining yel another facet of the grand
ballroom’s constructlon.

FINDING THAYLA

Most runners will want to locare Thayla as soon as possible
so they can complete thelr quest. To Aind Thayla. they need infos-
matlon, and so thcy may attempt to make lnquldes of the various
guests at the masquecade. using whatever Etiquette Skili(s) the
gamemuaster deems appropriate for the panleular Inqulry. For
examplc. talking with Ronln or Old Man Coyote might requlre
Edquette (Sueet) Skill. while questloning Auric might require
flquette (Medla) Skill. Clever runners can even use non-Liiquette
Skills: for example. a runner might slip In a fow questlons while
engaging someone In a discussion on maglc theory (Magic
Theory SklI) or physical sciences (Physical Sciences Skill). As a
rule of thumb. all Etiquette or other Success Tests 1o galn informa-
tlon about Thayla should be made against Target Number 6. but
the gamemaster may adjust the target number it he feels the run-
aers are having too difficult or teo easy a time of it.

The gamemaster should keep track of the number of success-
es the runners accumulate in their vadous Success Tests. As they
(each each number of successes listed on the Success Table below.
they gain the information listed for that number of successes as
weil as for lower levels of success. If several runners are working
the crowd, add their successes together as soon as the runners
have a chance to get back together and compare notes (which may
not occur until after the events in The Seance, p. 130).

Runners who ask Cofonel Quinn about Thayla and have a
total of at least 7 successes see him tum pale under his clown
makeup as he tefls them Thayla died of a fever some months
ago. “She was a lovely girl.” he says. “so kind and giving.” The
colonel becomes distraught and excuses himself for a moment.
saying he is not feeling well. He has been drinking heavily. and
$o his illness should not come as a great surpnse. Observant
player characters sce Lord Umberley speak to the colone)
brlefly before the colonel leaves. but they cannot overhear
whal elther man says.

DEBUGGING

Piay 1his scene (o the nth degrec. Keep the chazacters in
the dark about the other guests’ identitics: let them guess all
they like. but don’t give them a irm answer one way ot anoth-
er. Drop little hints abowt how important Lord Umberley's
guests really are. and use 1the masquerade senting to allow the
guests 10 act in whatever sirange manner they choose

Runners might learn some Interesting things if they talk to
the right people In the right way. Advise them (o play along
with the setting: runners who get pushy or belligerent will get
nowhere. Player characters foollsh enough to starr a ight or
draw a weapon In the ballroom must deal with Lord
Umberley’s guards. who swiltly dlsarm and subdue them. if
necessary, use the conditton monltors In the back of thls book
for the guards. Umberley uses the character’'s belligerence as
an excuse 10 have the runners confined. If this happens. skip
The Seance (p. 1 36) and go dircctly to House Arrest (p. (39).

Guards
B Q S C | w 3 R Amor
4 4 4 4 4 4 q 4 1/4

inttlattve: 4 + 1D6

Threat/Professtonal Rating: 4/4

Gear: Ducling Sword {(Stz + 2)M. + t Reach]. Revolver (Light
Pistol. SM}

ASKING ABOUT THAYLA

Successes Information

2 “Thayla? The name sounds famillar,; someone | ran Into once. perhaps.”

5 “Yes. 1've heard the name mentloned. | belleve Lord Umberley was talking to Colonel Quinn at the
time.”

7 “Colonel Quinn had a niece named Thayla, a pretty young woman. She was a mule. and seemed
very sad. 1 haven't seen her for some time.”

10 “I heard Thayla died of a fever not too long ago. Her uncle stlll moums her. poor man. Lord
Umberiey seems quite sympathetic to him: they speak together quite often. but nothing scems to
lift the colonel’s spurics.”

1S “Perhaps you should seek Thayla among the dead. for she Is no longer truly among the living. But
then. who of us 157 Take care in your quest. After all. you only hear the stories about the herots
who succeed In resculng the princess. For each of them. the dragon devours a dozen other poort
fools.”
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N,

TELL IT TO THEM STRAIGHT

Once the events of the masquerade have played out and at
least a few of the runners have had an opportunity to com-
pare notes, read the following:

Lord Umberley steps up onto the low stage next to the
string quartet and claps hls hands loudly. The music stops as
all eyes In the room focus on him,

“for our entertalnment,” he says, hls smooth volce ringing
through the room, "Lady Raven has agreed to put her walents
10 use.” With a flourish, Umbertey steps down and gesrures (o
a figure on the edge of the throng of party guests. She wears a
gown apparently woven of glossy black feathers with Irides-

cent green highlights, and a mask with the beaked face of a
raven. The feathers rustie as she moves. When she speaks. the
volce from behind the mask is fow and rich.

"We shall hold a seance.” she says, ~and | will use my
gifts to call a spirt from beyond to speak to vs. Gather around.
If you will.” Raven gathers the guests In a cicle on the dance
floor. You end up in a chaln with your teammates immediately
to her left, Lord Umberley Immedlately to her right, She
spreads her ams like great black wings. calling for all of the
guests to hold hands and keep the circle strong while she
communlcates wilh the Great Beyond.

“Now. then,” she says to the circle. “Whom shall we call
to speak with us?”
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Read the following once Calonel Quinn’s body has been
examined:

With Lord Umberley’s permission. the Lord Constable
takes charge and asks all the guests to remain calm and o stay
In the ballroom. He orders guards posted at the doors. suppos-
edly for everyone's safety, until the drcumstances of Colonel
Quinn’s unfortunate death can be resolved. Lord Umberiey’s
servants sllently remove the body through a set of doors at the
far end of the ballroom, They cover the bloodstaln on the floor
with a cloth. You find yourself unable to look away from the
cloth, unable to forget what lies under It.

Bewlldered and subdued, the guests mill about. engaging
In whispered conversattons. The musidans no fonger play. and
no one laughs. Little knots of people look carefully at those
around them. wondcring whlich of them might be a murderer
or In league with Colonel Quinn’s killer. As the guests reallze
that they are trapped lo the balliroom with a murderer. the
storm outslde suddenly seems to rage even louder.

HOOKS

Play up the mystery and magic of the seance. pulling out
all the stops. Once Colonel Quinn’s body Is dlscovered, the
scance dissolves In shock and fear. Suddenly, the wonderful
party has tumned sinlster. ...

BEHIND THE SCENES

During the seance. the runners can gamer a few Clues as
to Thayla’'s whereabouts. Unfortunately. Nacht also chooses to
strike agaln, leaving the runners In a sltwatlon thae Is beglinning
to spin out of control.

)f none of the runners think 10 suggest Thayla as the subject
of Lady Raven's rrual, Lord Umberley does so. Player characters
who achieve 2 or more successes on a Perceptlon (6) Test
notice that Umberiey seems panttcutarly pleased about the Idea.
Colonel Quinn appears to be absent from the ballroom.

Read the following when the seance gets underway:

As the lights dim, Lady Raven wams everyone to keep the
circle of hands unbroken no matter what may happen. She
begins to chant in a stzange. muslcal language that none of
you recognlze. The room- grows chllk: a sudden wind howls
through the great hall, extinguishing the candles and lantemns
and plunging the room Into darkness. You hear Raven's volce
chanting louder and louder. She calls out In the darkness, In
English: “You who sleep in the etemal rwillght, come (o us.
Grace us with your presence.”

Falnt shimmers of light play In the center of the circle.
Raven’s voice continues in a monotone. as if she Is In a trance,
“There Is resistance,” she says. “All Is not as It seems. | sense
sorrow and regiet and great angetr. | cannol reach her: a dark
force stands In the way. gleaming death In s hand.”

A sudden cry of terror and paln from outside the baliroom
culs off Raven’s chant. A wave of fear and canfuslan rolls
through the room: several people sctamble around in the
dark. attempling to restore the light. The ballroom doors burst
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open and a figure stumbles In. clutching the door handle for
support. The light from the foyer slihouettes him tn the doot-
way, He takes a step forward, then slumps to the figor. The
lights in the ballrcom spring back to life, reveallng the hilt of a
dagger stlcking up from the falten body’'s back. Several of the
guests scream: the Lord Constable and a few others rush over
to the body. You draw closer as the Constable bends lo exam-
Ine the fallen man: you see the pale face palal and garish
clothing of a clown, now streaked crimson with blood, It's
Colonel Quinn.

The Constable glances up at Lord Umberley. who stands
nearby. “He's dead,” he says In a low voice. "Murdered.”

INVESTIGATING QUINN’S MURDER

Thls encounter provides an opportunity for the runners 1o
dig for dues about the murder(s) and whatever else Is really
going on In the manslon. The runners can go about their
investigations any way they llke, within cestaln limlts
imposed by the Lord Constable. He Is In charge of Investigat-
Ing the murder and consliders cveryone a suspect. so the run-
ners cannot simply move around at wlll and ask people all
sorts of questlons. Untess they keep thelr Inqulries subtie, the
Lord Constable will polltely ask them to keep out of the mat-
ter and let him handle It. If they persist. he may well arrest
them on suspiclon of having commltted the crime or for
obstructing hls Investigatlon.

The following brief sections describe some of the possible
avenues the runners can investigate. feel free to come up with
other posslbllities as called for by the players’ actlons and/or
Ideas.

Examining the Body

Examining Colonel Quinn’s bogdy will be difficult. Runners
who rush to help the dying colone! when he staggers into the
baltroom have a chance to briefly look over the body if the
players say that thelr characters are taking the opportunity to
do so. Have every such character make a Perception (6) Test;
depending on the successes achleved, he or she may leam the
Information listed on the Examining the Body table, p. 138,
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EXAMINING THE BODY

Successes  Informatlon

I The trail of blood leads to one of the
tall bookshelves. Lylng open on a
nearby table Is a book entitied The
Intricacles of Engine Mechanlcs, a
textbook on Engines and their con-
struction.

2 There are no signs of a struggle, indl-
cating that Colonel Quinn either
knew his antacker or was caught by
surprise. The only other door in the
room |s locked. Though the runners
cannot discover this yet, this sec-
ond door leads Into Lord
Umbertey’s study, and he has the
only key,

3 The player characters discover that the
bookcase behind the reading table
conceals a seget passage thar con-
nects to the maze of passages
behind the runners’ rooms

Afet the Inltial confuslon, Umbetley orders the colonel’s
body moved to an anteroom. Once this happens. the runners
find It much more difficult to get a gander at the corpse

Scene of the Crime

A thin uali of blood Icads from the place where Colonel
Quinn fell. across the foyer, and all the way to the (Ibrary on
the opposlte side of the manslon. Player characters who exam-
Ine the lbrary and make a successful Perception (4) Test can
discover the dues provided In the table, but only If they can
escape the vigllance of the Lord Constable, who tries lo keep
ali guests confined to elther the baliroom or thelr rooms.

Talking to Lady Raven

Player characters who ask Lady Raven about the seance
can fing out the following informatlon. No test Is required:
Instead. the gamemaster should make the players roleplay
their questioning and reward them with information appropri-
ate 1o the quality of thelr performance.
= Raven befleves she brefly touched Thayla, but a dark pres-
ence came berween them that radlated anget and jealousy.
The presence did nol want anyone coming near Thayla.
* When Raven performed the Calling. she felr a quality In
Thayla's presence that made her suspect Thayla was not dead.
but alive nearby and calilng out through the splirlt world. She
has no idea why anyone would lle about Thayia's being dead.
* Though Raven called upon Thayla to speak, she recelved no
responsc. Thayta seemed elther unwilling or unable to speak.
* During the rirval, Raven saw Thayla within a great machine, a
vast collection of gears and cogs.

Sutcesses Informadon

0 Colonel Quinn was killed by a dagger
blow to his back between the ribs.

] The colonel was stabbed from behind
with a gold-hllted dagger. The attack
seems (o have been made by some-
one who knew how 10 wield such a
weapon.

2 Quinn died of a single stab wound,
most likely made by an artacker who
surprised him. The artacker Is proba-
bly shorter than the colonel,

3 The wound looks like It might have
come from the same weapon that
killed Stokes, (If the runners have not
yet dlscovered the butler’s body,
they notice the simllar wounds when
they come across Stokes’ corpse.)

Talklng with the Other Guests

The rest of the guests know nothing about Quinn’s murder
(or Stokes’). but the runners may gather additional dlues from
them about the nature of the Plice they are In and the threat
Lord Umberley poses. If necessary, vse cryptlc clues and hints
from the other party goers to help keep the runners on track.
Player characters who think to ask will leam from all the guests
that no one broke the ciccle during the seance. Therefore. no
ore in the ballroom could have murdered Colonel Quinn.

DEBUGGING

The only real problem In thls encounter occurs Il the run-
ners openly oppose the Lord Constable. If s0. Umberley’s
guards restrain them. If the runners become violent, remind
them that they are In a ballroom with some very powerful peo-
pie of unknown abllities. If they want 1o start something any-
way, the guards eventually subdue them.

The runiners may succeed In gealng out of the ballroom if
they act quickly enough. However, thelr depanture looks like
an admlsston of gullt In the eyes of all present. and Lord
Umberley telnforces that impression. From that polnt on, they
recetve no aid from any of the other guests, nor can they galn
the Lord Constable’s aid In finding Thayla. Have the guards
search the house for the runners. but they should not begin by
checking the secrct passages. Runners who take advantage of
the maze of passages can buy a little breathlng space.

Clve the runners a tough time during thelr investdgation.
The Lord Constable Is not golng let a bunch of strangers advise
hlm on how things should be done. He does not want any med-
dling, espedally from people who make good murder suspects.
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TELL IT TO THEM STRAIGHT

The Lord Constable steps up on the stage formerly occu-
pled by the animal-musictans and addresses the assembled
guests. “The Investigatlon Into this most disturbing matter Is
under way. In the meantime. I must ask all of you to retumn to
your rooms and remain there. | will question each of you Indl-
vidually In due tdme. My apologles for the Inconvenlence—but
I ask your cooperatlon so that we may swiftly resolve this
unpleasantness.”

A subdued murmur runs through the throng as Lord
Umberley’s guards escort you and everyone else out of the
grand ballrcom and through the halls of the manslon. All (oo
soon, you amive at the rooms assigned to you by his lordship.
Thelr splendor makes you think of a gilded cage. As the guards
dose the doors behind you. you sit down and wonder how
you can possibly ind a way out of the maze of deception lald
for you In this Place.

BEHIND THE SCENES

During this encounter, the Lord Constable orders all gueses
confined 1o thelr rooms as a temporary safety measure while he
Investigates the murder (or murders). While under house arrest,
the runners have a chance 1o begin actlvely searching for
Thayla. Lord Umberley belleves he has the runners trapped In a
way that will allow him to dispose of them safely and prevent
them from finding Thayla. Though he is more than willlng to kil
the runners If an opportunity presents Itself, Umberley plans to
simply delay them long enough for the other aspect of himsell
to defile the place where Thayla must sing to stop the Enemy
(sce The Bridge, Part Three, p. 143).

Whille the runners are In thelr rooms. Lord Umbertey takes
the opportunity to frame them for Quinn’s and Stokes™ deaths.
He informs the Lord Constable that he came upon Stokes’ body
In the secretl passages and saw the runners standing over him
{which may or may not be true, depending on the runners’
cholces earlier (n this adventure). The shadowrunners have per-
haps half an hour before the Lord Constable comes to thelr sulle
of rooms 10 question them (and most likely arrest them on sus-
pidon of both murders). Aside from simply waillng to be arrest-
ed. the runners can elther use the secret tunnels to escape and
search for Thayla, or a decker character can artempl [0 access
the Engine for more Information (see In the Gears, p. 127).

if the runners use the tunnels, the Lord Constable will find
them gone when he comes to question them. Lord Umberley uses
this opportunity to unleash his hourxds agalnst the player charac-
ters. The hounds we minor manlfestations of the Enemy, spedially

tralned to hunt down and ki) the runners before they reach Thayla,
of at least keep them from finding her undl It Is too late.

Hounds (4}
The hounds are huge. nightmansh. savage black mastiffs
created espedally to hunt down and destroy the runners.

B Q ) C | w E R Attacks
4 6x8 4 — 2/6 6 (6 5 75
Inktiative: 5 + 3D6
Threat/Professlonat Rating: 4/4
Powers: Enhanced Senses {Low-LIght and Thermographlc Viston)
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The hounds track the runners through the secret passages
that riddle the mansion. These passages seem (o go on forever
and apparently follow no architectural loglc. Eventually, the rup-
ners must stand and fight the hounds If they hope to find Thayla.

In addition to the hound hunt, feel free to Improvise other
encounters in the unnels. The runners’ movement through the
secret passages symbolizes thelr Journey through the meta-
planes to the Place where Thayla walts, and so they might well
encounter alt manner of challenges from thelr own thoughts and
feeilngs and souls as they approach thelr goal. for inspiration.
use the Places listed In Metaplanes, pp. 93-96, Grimolre 1l

DEBUGGING

If the runners choose to slt on thelr hands, they find it
almost Impossible to convince the Lord Constable of their
Innocence when he finally ammves. Even If they can get him to
search the tunnels and the rest of the mansion, they cannot
possibly persuade him to do anything untl! it Is too late. To
succeed, they rmust take matters Into thelr own hands. Remind
them of how desperate the sltuation Is and ask them how long
they dare delay. Some runners may even convince themselves
that Colonel Quinn’s death is symbolic; for all the runners
know, Harlequin may already have fallen to the Enenmvy.
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TELL IT TO THEM STRAIGHT

When the players have wandered through the maze of tun-
nels for some time, read the followlng:

You walk through the torch-lit tunnels as they slope
downward, deeper and decper Into the cool, dry darkness, fol-
lowing the thrumming you've been hearing for some time,
Vibratlons sing though the stones that linc the tunnel walls,
making you feel as if you are descending Into the gullet of
some strange creature that has swallowed you whole,

Undemeath the thrumming you can now hear a metallic
dicking and dattering. which sounds llke the hushed chatter of
great Insects scuttling just out of sight through the dancing
black shadows. You must be getting closc to the source of the
sound now. Just ahead. the corridor ends at a great bronze
door etched with Intertocking symbols and glyphs that form a
complex maze of connectlons similas 10 a dreult diagram.

The door Is coot to the touch. and swings open easlly. The
sllence with which It opens to reveal the room behind [t sor-
prises you: as heavy as the door Is, you heard only a whisper
from the doot's seal. As you step through. the doot swings
shut and latches with a mechanical dick all-too-reminiscent of
& gun bolt shooting back.

The room you enter looks llke a mad dock maker's fanta-
sy. Once a subterranean cavern. the chambes has been
enlarged and finished by human (or perhaps other) hands Into
a huge vaulted cathedral of stone. Most of the avallable space
In the vast chamber. however, Is taken up by a glgantlc
machine. Easlly the size of a bullding, the device Is a collection
of intertocdkng gears, motors, cogs. and pipes that move In a
strange, whirling dance. Paths and carwalks {ead deep into the
heart of the great machlne. and the lantems that light the room
cast these walkways Into deep shadow. Your quest has led you
here; now you must see what awalts you within.

frag. but you wish you had a real gun. ...

Once the runners have aveled deep Into the heart of the
machine, read the followlng

As you make your way down the comidor of machinery,
the rwisted maze of the Engine parts In front of you to reveal a
strange room at the heant of the machine. surrounded on all
sldes by the masslve gears and motors. Several other doors
lead from the central chamber Into other pans of the Engine.

The interior of the room stands In stark contrast to the rest
of the Engine. 8rightly lit by several lanterns contalning glow-
lng crystals. It jooks cozy. Thick carpet covers the floor and
several fine pleces of fumlture are scattered about. Two people
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are In the room, both resembling creatures from a falry tate.
The first Is a beautiful young woman, seated on the edge of a
couch. Her eyes bAim over with emotlon as she looks Implor-
Ingly at you: her beauty and sadness make you think of captive
princesses. You know the woman must be Thayla. Her com-
panlon Is hunched and ugly. dressed in dark, ragged clothing
that mocks the finery worn by the guests at the masquerade.
He regards you steadily, hls eyes buming with hatred and
anger. "Why have you come?™ he shouts. “You cannot take
herl She will not go with youl”

As you step toward the grotesque hunchback, anothet
volce speaks. “Fear not, deas brother,” says Lord Umberley,
as he steps Into the room from one of the many doors.
“These rufflans wilf soon cease to trouble us.” He turns
toward you. smiling as the glowing lantems throw hls fea-
tures Into sharp relief. He still wears the devll costume ftom
the masque. and hils tone o0ozes cold menace. “I'm
impressed you made It 1hls far, but now the game Is done.
Turn back or dle. The cholce Is yours.”

BEHIND THE SCENES

The vast Englne rcom burled beneath the manslon Is the
seming for the final confrontalon between the runners and the
forces that hold Thayla captive. The monstrous Nacht built the
room at the center of the Engine where the runners find him
and Thayla. He has rigged all of the catwalks and paths leading
to this place to collapse If anyone walks over ceaain parts; the
collapsing sections drop the unfortunate victim Into the grind-
Ing gears of the Engine, where he or she takes 8D damage.
Any runner who makes g8 successful Perception (6) Test can
spol these weakened areas.

Nacht knows every.nook and cranny of the Engine and
scrambles through It Ilke a monkey. He wlll move silently
through the shadows and make sniping attacks on the runners,
trylng to scare them Into tuming back. If these attacks do not
succeed, Nacht will retreat back to Thayla's slde to make his
last stand.

In additlon to Nacht's booby traps. the Engine has ils own
defenses. Strange mechanical appendages ipped with wicked
blades and saw-toothed edges lash out at Intruders in the
innards of the machine. striking suddenly and without wam-
Ing. The blades do 5L damage. To avold belng surprised by
the blades, a runner must make an opposed Reactlon (4) Test
against the machine’s Rating of 6. The appendages have
Barrler Rating 5: once that Barrier Rating is reduced to O, the
appendage In question breaks.
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CONFRONTING THE DARK

Lord Umberley sincerely means his threat. He glves the
runners a brlef time ro declde whether or not to leave. If they
leave. of course. they fail their quest. If they remaln, Umberley
and Nacht attack and artempt to klll them. Player characters
who look ta Thayla for help at thls polnt see her shake her
head sadly. They also remember that she cannot speak: she
sacsrificed her voice when she left her land. and she has lived In
sllence ever since.

Anempting to reason with Lord Umberley Is useless, The
runners can offer him nothing but thelr sucrender. If the runners
want to surrender. |ane foster refuses to go along with such a
plan. The runners wlll be hard pressed to convince her that
they have anything to losc by pushing ahead at this polnt.

Lorg Umberley and Nach( are quite powerful. and so the
shadowrunners face a tough fight. At the height of the barttle,
falnt singing echoes through the Engine. The Songblrd flies Into
the room and alights In front of Thayla. Lord Umberley cries
out in rage as the bird sings one final enchanting note and then
lies stlll. Thayla tcums toward the combatanes. transformed. Her
posture Is regal and her manner commanding: at last she looks
(ke the queen described In the fegend.

“Stopl”™ she commands. her rich, lovely volce almost
Impossible to reslst. Umbeney scethes. whlle a stricken-look-
Ing Nacht stands in awe of Thayla. She demands that the fight-
Ing cease, saylng that no more blood must be shed over her.
Thayla refuses to go with the runners; she chose her exile for
the good of her people. and she Is tired of conflict angd sacrl-
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fice. She does not wish to become Involved In thelr quest. only
to be left In peace.

Assuming they have survived the Aght with Nacht and
Umberley. the runners must now convince Thayla to help
them. Ignore Charisma ang other skills; talking Thayla Into sac-
rificing herself again to help them should be a feat of roleplay-
Ing rather than lucky dice rolling. Lord Umberley argues
agalnst the runners. playing devll's advocate (iiterally). He
points out rhat Thayla made her orlglnal sauifice for nothing.
and that therefore she should not bother with such futility a
second time. He also uses the shadowrunners’ mercenary
natures agalnst them. What can such hard-bltten, greedy mer-
cenatles who scll themselves to the highest bldder possibly
know of seif-sacrifice? The runners had better be convincing If
they want to counter Umberley's arguments.

If the player chazacters make a sufficlently impassioned
angd sincere ptea. Thayla begins to waver. She concedes the
value of thelr arguments and begins to consider the runners’
request. Umberley becomes more forceful and less sly In hls
counter-argument. and Thayla begins to defy him. Finally, in a
rage. he hurls a deadly spell at Thayla. He cannot allow her to
live If there Is any chance she will aid the runners. At the last
moment, Nacht calls out Thayla's name and leaps in the path
of the spell. He falls to the ground, mortalty wounded. as Lord
Umberley attempts to flee. The runners get a free attack
against Umbertey; they may pass this up and rush to Thayla
and Nacht's side. (If needed, Thayla's game statistics appear In
the Master Cast of Shadows, p. 149.)
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Not even healing magic can save Nacht; Umberey’s spell
was (oo lethal. The twisted hunchback tums his face to Thayla.
his breathing ragged. "My beauty,” he whispers, “Only now do
I leave your side. | love you.” He dles, and Thayla weeps.

"Holy frag.” |ane whispers. ~“That was the Enemy?”

“Yes,” Thayla answers, “but he cared for me In his way. In
tme. | even came to care for him. Perhaps hope still exists in
the world. If even one such as he can come to understand the
meaning of love, and a creature of appetite can leam sacrflce. |
will go with you. Nothing holds me here any longer.”

DEBUGGING

The runners should not ight any pliched battles untll they
reach the hean of the Englne. Gerting there should be a serles
of skirmishes, ambushes, and minor incldents. The runners
caich only shadowy glimpses of Nacht and cannot take him
down untll they face him In the open.

A clever decker character might well think to access the
£nglne and attempt to override its defenses, If the character
has the “magic lantern™ gear with him and makes a successful
Computer Theory (6] Test to find a sultable Interface port, he
can connect with the machine. If he does this from Inslde the
Engine, the machine arntacks the decker physlcally In order to
stop him, and so the other runners must defend thelr team-
mate long enough for him to shut down the Englne’s defensive
syslems.

Balance the final fight between the runners, Lord
Umberley. and Nacht carefully. Though (¢ should challenge the
runners and make them sweat. It Is not the heart of the
encounter, so don't overplay It. Also, glve the players an even
break on convincing Thayla to go with them. The runners need
not be great orators: a few good arguments willl suffice. Don’t
make it oo easy, but give them the benefit of the doubt if they
are really 1rying. Make the players really think about what thelr
characters believe: some of them may agree with Lord
Umberley that herolsm and self-sacrifice are a lot of [etwashl(

if the runners manage to kill Lord Umberley, hls “death”
only ends his manifestation In thls Place. The runners will find
Darke ready and waiting for themn when they return to the
Bridge. Co to The Bridge, Part Three (p. 143).

Lord Umberley

Lord Umberley Is a weallhy, bored aristocrat obsessed
with his own power and posiilon. HIs ourward charm hides a
devlous and nwisled soul that repealedly proves more than
willing to manipulate and destroy others to maintaln his per-
sonal comfort.

Umberley prefers to use magle in combat, using his power
focus 1o provide additional defense agalnst hostile spells. Hls
centenng ritual requires him to speak his spells in Nahuati, the
anclent language of the Aztecs. An astute player character
might notice this and make certaln connections with events
and circumstances In the physical world. Physically, Umberley
resembles Oscuro from AfHermath, Trey from A Flstful of
Karma, the foreman from The Impossible Dream. and the
Warden from The Songblrd.
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Initlative: S + D6

Threat/Professional Radng: 7/3

Intlate Grade: 8

Skills: Con{uring 7. Dance 4, Etlquette (Upper Class) 6,
flrearms 3, Interrogation 4, Magic Theory 6. Nahuatl 5,
Negotlatton 5. Sorcery 7, Unarmed Combat 4

Gean Amulet {w/force 6 anchored armor spell that activdtes
on commaad), Cane (Rating 4 Combat Spell focus). Plstol
(Light Plstol, 6M, 4 shots)

Spells: Bind 9, Confusion 8, Control Emotion 4, Decrease
Strength (3) 6. Detect Enemles 4, Ignlte 5, Levitate ltem 7,
Mana Bolt 5, Mask 4, Slay Human 8, Scunball 6
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Nacht

Lord Umberley's monstrous dbrother Insplres both plty and
disgust. Though hunchbacked and wisted. he has huge, ape-
ke muscles and Is very qulck on his feet. Desplte hls bestal
appearance and ragged dothing. Nacht §5 nelther stupld nor
foollsh. He |s obsessed with Thayla and files into a rage If she Is
threatened. Though by nature a creature solely of appetite,
Nacht has felt stlrrlngs of true feellngs {or Thayla that go
beyond possesslveness. Nacht bears a superfidal resemblance
to Sy Vants from A fistful of Karma.
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Inltlativer 4 + 2D6

Threat/Professional Rating: 5/4

Sklllsy Athletics 5. Armed Combat (Knife) 6. Stealth 7,

Unanmed Combat 7

Gean Heavy-bladed Knife (8L)
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OVERVIEW

In this section. the climax of Hardequin's Back, the run-
ners return 10 the Chasm with Thayla to find thal the forces of
the Enemy have beaten them to the outcropplng. Harlequin
lles unconsclous and badly wounded whlle Darke performs rit-
ual sacrifices and evl blood maglc on the outcropplng to pol-
lute It and make [t unbearable for Thayla.

The runners have no cholece but to fight and hope for a mirade.

TELL IT TO THEM STRAIGHT

Read the following as the transitlon from The Masquerade:

The road berween the Places stretches before you again.,
With Thayla beside you. you travel with renewed confidence.
Surely the end must be near.

As you step back on to the Bridge. you realize that some-
thing Is terribly wrong. A stench you remember from Thayla's
rulned dty strikes you llke a hammer blow. 8linking agalnst the
light. you look around and sce dozens of small human Rgures.

The edge of the outcropplng Is covered in blood. A man
kneels there, his hands and hls black-and-tan tunlc and pants
also soaked In blood. Before you can react to the sight or cven
get yout bearings, the man plunges a long. black-bladed orma-
mental dagger Into the hearn of a young boy who lles prone in
front of him. The chlld’s blood sprays Into the alr. catching fire
as It goes. The ground ripples with the force of the rltual sacri-
flce as the blood magic tears Into the fabrlc of this Place.

The man tums toward you. and you recognize him, He Is
Oscuro, Trey, the Foreman, the Warden from Thayla's tower.
and Lord Umberley—or rather. they are him. Bathed In the
flickering blood-fire, he laughs. HIs deep. resonant voice
seems (o echo throughout the Place. and the terrible figures
bullding 1he Bridge laugh along with him.

To onc sice of your nemesis stands a targe, 3-meter by 3-
meter lattlicework of bone and stretched sinew. Harlequln
hangs In It upside down. strpped and beaten nearly raw,
bleod slowly dripplng from dozens of wounds. At the base of
the frame sit a dozen or so young boys and glris, all locking
IImp and drugged. Like the boy you just saw killed. they wear
white robes. Ten dreadful creatures near the outcropplng all
tumn to look at you as you cmerge on to the Bridge.

The man licks blood from his arm, staring at Thayla. “KIl
them.™ he orders, “Ixcept the glrt, | have plans for her.”

HOOKS

This Is the big finale. Go to town with It, chummer.

BEHIND THE SCENES

Ever since thls astral quest began. Darke has tracked
Harlequin through the metaplanes. Incarnatlons of him have
appeared as the villaln n most of the Places the runners have
vislted. betraying his status as an ally of the Enemy. Darke is
an amoral beast who seeks only to Inflict paln and destroy life.
In most scnses he Is no longer human, despite his human
appeyance.

The allies he has brought to this Place are minlons of the
Enemy. crearures of lesser power that Darke was able to sum-
mon across the Chasm. They fight (o the death for him. with-
out care or regard for thelr own existence. Darke has sum-
moned six creatures known as crawlers and four known as
toads: statlstics for both appear below.

Enemy Crawlers (6}

B Q S 1 w C E R Amor

10 8x5 12 6 8
InHlative: 7 + 4D6
Threat/Professlonal Rating: 6/4
Attacks: 3

Temtacle Attack (x 2): Antack Dice = 13, Melee Combat,
Damage = 12M Stun

Mouth Blite/Venom (if both tentacles hit}: Attack Dice = 13,
Melee Combat, Damage = Every 2 net Melee Combal successes
reduces victim’'s Reactlon by |. Successes may be offset by vic-
tim’s Melee Combat successes and/or by a Damage Resistance
Test (as normal), Reaction reduction wears off at the rate of |
point per minute once the Aght has ended. This damage also
affects cyberware, bloware, and maglcal bonuses to Reaction.
Weaknesses: Vulnerabllity (Archltect’'s sword)
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Notes: The creatures move quickly across the ground by scut-
tling or leaping. The distance traveled Is the same for both
modes of movement; leaping Just looks more impressive,

Enemy Toads (4)

B Q S 1 W C £ R Amor

12 3x2 7 4 2 6) 3 3/3
Inidative: 3 + 206
Threat/Professional Rating: 6/4
Attacks: 7M., Melee Attack Body Slam (6 dice)

Powers: Binding
Weaknesses: Vulnerabillty (Archltect’s sword)

These creatures are toad-like plles of barely moblle fat that
excrete a geoey, binding gel. They atlack most often by body-
slamming a target and bindiag him or her to the ground until
the victim suffocates.
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DEFEATING THE ENEMY

Darke contlnues his blood sacrifices unless the runners
actively oppose him. His bloody handlwork has already ralsed
the Background Count of the area 10 3 by the time the runners
arrive; every addltlonal 2 sacrifices ralses the Background
Count by {. See p. BO. Grimolre 1l for informatlon on how to
apply background count agalnst the player characters and n
favor of Darke.

Smart runners will artack Darke first; his defeat drives the rest
of his minlons Into cracks In the broken ground. They hide. avoid-
Ing the runners, but apparently walting for something. Darke's
game staustics appcear In Master Cast of Shadows, p. 150.
Thayla's game statlstlcs appear In the same sectton on p. 149.

The player characters can cut Hardlequin down from the lat-
tice. He has been beaten to a pulp, but healing magic can bring
him back to consciousness. Unfortunately, Harlequin Is far toco
badly Injured to do anything other than give the runners advice.
The remaining chlldren are also conscious, but obvlously
drugged. Harlequin points out that thelr bodles are probably
drugged. resulting In a similar state in the metaplanes. The chll-
dren cannot really hold conversations, but they speak the form
of Spanish common In 2055 with a Mexican/Aztan dlalect. The
players are free to surmise from this what they wish.

As her part In defeating the Enemy, Thay!a is preparcd to
sing; before she does so. however, she asks the runners,
“What happens when you leave?”

Thayla raises an excellent question. The Enemy knows the
location of the outcropping and will undoubtedly send more

forces agalnst It once It realizes that Darke has fallen. Because
Darke was human, those forces will probably come from the
physical world of Earth {as the runners did), and so it will be
even easier for them to ind this place. Given these circum-
stances, Thayla wants to know what happens when the Enemy
comes back and she stands all alone at the Bridge. What, she
asks. Is to stop them from simply killing her?

Neither Harfequin nor Jane foster can answer her question.
e player characters must figure out and offer the obvlous solu-
tHon—someone will have to stay behind to protect Thayla

FINAL SACRIFICE

Thayla Is prepared (o sacrifice herself to protect the runners’
world. but one or more of them must volunteer to do the same.
Hardequln cannot force any of them to remalin. nor would such a
solutlon Immedlately occur to him. (He 15 far too sell-centered.)
Ideally, Thayla's troubling question should prompt the runners to
make the dedslon to rernaln with the queen,

Technlcally. nothing s fordng them to stay Thayla’s singing
alone should keep the Enemy at bay. Of course, her voice won't
stop the £nemy’s more mundane allles. The runners can simply
leave her and hope for the best rather than risk their own lives.

If the discusslon between the players threatens to drag on
without a concluslon. have Thayla force the polnt. She says:
“You must decide now. | am going to sIng. and those of you
who remaln here when | stant will never be able 10 leave. Go
now or stay.” At the concluslon of this speech. the gamemas-
ter should give the runners one minute to make thelr final ded-
slons (and depart. If they're leaving). At the end of that tme.
Thayla beglns to sing. {If the dexlslon to stay or go Is not unani-
movs. Harlequin goes with the majority group and Jane Foster
with the minority. Thelr paring Is awkward, at best.)

Any runaers who stay with Thayla hear her beautiful voice
swell through the alr, surging across the Chasm, It npples over
the Bridge. sending the creatures on It scuttling away wlith
screams of paln and terror. The area visibly brightens and a drele
of power appears wound Thayla. At the edge of the drdde dozens
of figures appews. fant and Insubstantlal. Any shaman swears he
or she sees hls totem standing there, and any particulaly refl-
glous characters see belngs or forms appropriate (o their falth.

The drde of power expands. engulfing the outcropping and
any who remaln on It In an all-encompassing warmth. The light
blinds them momentarly; as It [ades. they awaken back home In
Seartie. In the real world and in thelr beds. Al the runners need-
ed to do was commit themsetves to sell-sacrifice for the Powers
That Be lo acknowiedge thelr herolsm. Any runners who leave
vla Harlequin's chalk doorway also awaken back in their beds. but
they feel cold and alone. Go 1o Picking Up the Pleces. p. 145.

DEBUGGING

The runners either fight and win or fight and dle. They
etther stay with Thayla or go. from a structural standpolnt. littic
can go wrong In this encounter. Much can go wrong. however,
if the runners lose the fight or choose ta Icave Thayla unpro-
tected. See Plcking Up the Pleces, p. 145,
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Hartequin's Back plays llkke no other Shadowrun adven-
ture, and It ends uniquely, too. The everts bulld to a clear con-
cluslon Just as In any other Shadowrun adventure. but the
player characters have no way of knowing whether any of thelr
expertences actually occurred.

BACK FROM BEYOND

Any player characters who survive (depending on the
lethality option the gamemaster chose before beglnning play:
sec Introductlon, p. {2) wake up safe and sound In thelr beds.
How they wake up depends on whether or not they “dled”
during the adventure and when death occurred. Regardless of
other clrcumstances, all survivars wake up on the same mom-
Ing moments before sunrise. after a full night’s sleep. Because
they all wake up at the same time. regardless of when In the
sequence of adventures they may have dropped out of the
actlon, none of them can contact or vislt any of the others
before they too wake up.,

)€ I DIE BEFORE | WAKE ...

Runners who “explre” prior to the completion of all the
adventures In Harlequln's Back wake up abruptly at sunrise.
each with a Serious Stun wound that heals normally, No
other evidence exists of thelr having participated in any kind
of astral adventure. but they remember all the events that
apparently transpired up to the moment of their “death.”
These runners also gain the Karma Awards glven In the
Awarding Karma section. below, for each adventure they
completed. No finlsh, no Karma.

STAY? YOU GOTTA BE KIDDIN' ME ...

Runners who bow out at the concluslon of The Bridge,
Part Three (p. 143] rather than volunteering to stay behlnd and
guard Thayla wake up suddenly, thrashing around. for a
moment. the fadlng shadows In thelr squats seem harsher,
darker. more threatening than usual. As traces of daylight filter
Into the reom, the feeling of fear passes,

for a number of days equal to 10 minus cach runnet’s
£ssence or Maglc (whichever is higher). they dream of the
Chasm and of Thayla. of a finlshed Bridge and Thayla's cruel
death at the hands of the Enemy. Sleep does not come easily
to them. and each of them accumulates 1 box of Stun damage
for every night he or she dreams. This box does not heat unlil
the nights of dceaming end.

These runners also gain the Karma Awards outlined In the
Awarding Karma section for the different adventures, includ-

Ing Karma for The Bridge, Part Three. Obviously, they do not
gain the Karma Award for staying to guard Thayla.

FINISHING WHAT THEY STARTED

Runners who stay through the whole mess and agree to
guard Thayla get the biggest reward. They wake up gently.
called out of a restful night's sleep by the sound of a bird (an
ordinary bird) singlng somewhere outside their window. When
they go to look for the DIrd, however, Its song stops. These
runners feel calm and somewhat at peace. If only for a little
while.

Like the runners who chose 1o leave, those who stayed
dream for a number of days equal to their Essence or Magic
Attribute. whichever is higher. However, they dream of Thayla
In all her glory standing at the edge of the Chasm between the
Places and singing back the darkness.

These player characters gain afl the Karma Awards
described in Awarding Karma.

AWARDING KARMA

All things considered. this adventure can produce a gold
mine of Karma. The gamemaster should feel free to limit any
awards as appropriate to each Individual game and group of
player characters. The Team Karma Awards listed here are
glven for the entire adventure of Hartequin’s Back. If he or
she wishes, the gamemaster can break the awards down by
adventures or events withln each adventure, but that level of
detall should not be necessary. Regardless of the outcome of
any given adventure. the gamemaster should award Individual
Karma per the gutdelines on p. 199. SRIL,

THE BRIOGE, PART ONE

The Team Karma Award for this adventure is 4 for getting
dragged along by the plot and then for beating on a bunch of
faldy tough monsters.

AFTERMATH

The Team Karma Award for thls adventure is 8 if the run-
ners assisted Leroy and watched life reclaim the land. If they
didn’t. they get nothing.

A RASTFUL OF KARMA

The Teamn Karma Award for this adventure is 8 If the run-
ners helped Bergamot get his act together and stand up to
Trey. Vants, and the Blood Eagle gang. If they didn’t. they get
nothing.
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BY THE SWORD

The Team Karma Award far thls adventure is 10 if the run-
ners help Lancelot (o tegaln his honor and free the Champlon
of Spring. If they dldn’t. they get nothing.

THE IMPOSSIBLE DREAM

The Team Karma Award for this adventure Is 8 if the run-
ners enginecred the downfall of the Foreman and released the
Maiden to help her people. The runners also get a total of 4
addltional polnts of Team Karma for possessing the hood. the
perch. and metal for the birdcage. and for asking the Archilecl
to make the cage. If they did not ald the villagers. they gcl
nothing.

THE SONGBIRD

The Team Karma Award for this adventure s 2 for rescuing
the Songbird If the runners fall the rescue attempt or kill the
blrd as the Warden asks them to ... well, the wholc adventure
kinda ends right there, doesn’t 1t? You guessed it—they get
nothing.

THE BRIDGE, PART TWO
The Team Karma Award .Increases by one point just for
being there (Thanks for playing!)

THE MASQUERADE

The Team Kamma Award for this adveniure Is 8 for defeat-
ing Lord Umbesley. rescuing Thayla. and convincing her to
retum to the Bridge with them, Il they didn’t ... well. that's
really unfortunate. Once agaln. they gel nothing,

THE BRIDGE, PART THREL

The Team Karma Award for this adventure is 8 for those
runners participating In the events up to the polnt where they
must decide whether ot not to stay behind and protect Thayla
forever. Those characters who take off get no more Team
Karma. For those who stay. we suggest adding a whopping
additional 10 percent to all Team Karma Awards in any adven-
ture for a year and a day. Of course. the gamemaster may
change this award, lessen or extend the time, or simply award
Rat points instead.

These characters also tetain any remaining Xama given to
them Dy Harlequin at the start of the adventure. As in the
adventure, these points are gone once expended or allocated
In any way.

WHAT HAPPENED?

As stated eartier, afl the runners have complcete and clear
memories of the events In which they 100k pant (at least, as
much as the players themselves remember). Howevet, they
cannot find any locatlon In the desert of the American
Southwest that corresponds to the spot they visited at the
beginning of the astral quest, If by chance the runners bump
into Harlequin or Jane Foster, nelther one can tell them conclu-
sively what happcned. On many levels. the quest remalns as
mystifylng ta thent as to the player characters,

BUT DID WE WIN?

Aslde from any dlsqulet or calm the runners feil upon
waklng. they see no slgns that anything Is different with their
wotld. Lverything seems to work the same, and no swarms of
terrible nightmare creatures come surging out of the depths of
the metaplanes. How can the runners tell who won? How can
they know what actually happened? They can’t ... at least not
yct.

FUTURE SHOCK

We haven't yet dedded i the Enemy will play a part in
the ongolng story of the Shadowrun game, We'd like you lo
help us make that cholce. Fyou'd lixe 1o express an oplnion on
whether or not you want to sce the Enemy become a continu-
ing element of the Shadowrun universe. In the novels and the
game product, please send us a shor letter, no more than a
page or so. Let us know If your ruaners succeeded ot wimped
out at the ¢nd of the adventuce. whether of not you'd Jlke the
Enemy (0 become a contlnuing story/universe clement. and
how extensive you want thelr presence to be (keeping in ming
what thele actvity in the physical world will mean to where
your runners llve) Send all letters to:

FASA Corporatlon
I 100 West Cermak, Sulte B305
Chicago. IL GOGO8
Attn: Enemy Feedback

We won't reply to your letter, but we will read It and take
note of what you want to sec. Here's your chance to telt us the
dircction you think Shadowrun should be going. We look for-
ward to hearing from you.
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This scction provides descriptlons and statistics for the
major non-player characters who appear in every adventure ol
Harlequin‘s Back (In one form or another).

HARLEQUIN

Oh heck. let's |ust say It—Harlequin is effectlvely immor-
tol. He Is immune to dlsease, pathogens. poisons. and age.
and has existed for more than 7,000. (He refuses to talk about
his age. considering the very questlion to be Impollte.)
Harlequin Is an ell, with flowing red-brown halr that he prefers
to wear pulled back in a simple ponytall tled with a leather
cord. His eyes are usuaily green with gold flecks, though thelr
color can change according 10 his moods. the weather, and the
tightness of his underwear. Of average helght and light build,
Harlequin Is in excellent physical shape.

Harlequln almost always paints his face according to the
style of hls namesake. At a minimum, he wears a plain dia-
mond over one eye. Hls most dramatlc face paint (these days)
conslsts of full whiteface. with diamonds over both eyes and a
triangle across his mouth. The colors of the makeup vary
according to hls moods, the weather ...

He dresses like most spraw! inhabltants, though he has
had problems lately staylng up to date with recent tashlon. He
favors a long black or brown leather coat, someilmes adorned
with buttons and sometimes painted with various designs and
stogans. Undemeath, he wears blue |eans and loose-fitting cot-
ton T-shirts. Anaconda-skin cowboy boots are currently hls
favorite footwear

Harlequin's attltude. manner, phllosophy. dress. and
accent are subject to change at a moment’s nollce. He is
qulck-witied, but hls wit often depends on some obscure refer-
ence that perhaps only three other people In the world unde:-
stand. He Is quick to anger, and equally quick to forglve
usually. )f his anger lasts, it becomes an all-consuming passion.
Clven a chance. he rambles and raves on almost any sublect,
but what he says is often fascinating and truly eye-opening. He
also has an annoying entgmatic streak that most often mani-
fests when player characters want him to glve them direct
answers. He believes people should hunt for the truth, not be
given It; they should certainly never take anyone else’s word
for it.

Harlequin reveals nothing much about where he came
from and what he has done wiih his life. He may say that he
has been a poet, o wamor, a prince. a slave, a hero, a villaln,
and a coward. olten In various combinations. Among other
things, Harlequin I3 a powcerful hermetic maglcian, though he
understands and manlpulates magle In a vastly different way

than Is common in 2055. He therefore finds It difficult to teach

anyone ¢lse his art, especialiy those raised with a modern
world view like Jane foster,

Harlequln is self-inlilated to a double-digit grade. but even
that statement only works for purposes of comparison because
his magic functions differently. As a rute of thumb In roleplay-
Ing Harlequln. if it exists as a spell he can probably cast it {or
fake Tt quickly) at a level no player character can hope 1o resist.
He also possesses enough self-activating protections and
wards (0 make him virntually invulnerable to all save those who
can use magic on his level (which means slottin’ near nobody).

As in the first Harlequln adventure. Harlequin has no
game statistles because he serves primarlly as a motivator for
the story’s events, He can do whatever the gamemaster needs
him to do to move the story along. and he cannot do anything
the player characters must do for themselves to make the story
work. The gamemaster should treat him and others like him In
the Shadowrun world as tools around which to write and run
Interesting stories. No player character should ever be able to
beat Harlequln. and therefore he needs no stats. (First Axiom
of toleplaylng games—give It stats and someone will Kill it,
regardless of how tough It's supposed to be.)

Current events have left Harlequin a little shaken. The
Powers That Be have asked him to reassume the hero's role he
thought he'd left behind ages ago, and he’s not sure he's up to
It anymore.
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JANE “FROSTY"” FOSTER

A veteran of the orphanages of Columbia. Missouri. Jane
foster was making a life for herself as an executive secretary at
CommTech. Inc.. when Fate tapped her on the shoulder.
Though she does not yet know It. she Is the daughter of the
famous elven statesman. Lhran the Scribe. She met Harlequin a
few years ago when she became a pawn In a garoe of
vengcance between Harlequin and £hran (see the original
Harlequin adventure). She chose 10 temaln with Harlequin,
who had discovered her fatent maglcal talents. She has leamed
a great deal from him even though he Is a dificult master (big
surprise!), but lately she has begun to wonder If It Is time to
move on. The events of the Chasm and the Bridge leave her
stunned—they show her aspects of the unlverse she'd never
dreamed exlIsted. She also sees that there Is far morse to the
universe than Harlequin can teach ker.

Jane Is tall and thin with long. snow-white halr cascading
down her back. She Is civen, though her metatype is not obvi-
ous. Lqually at home In corporate suits or blker synthleathers.
|ane dresses for effect. No matter what outfit, her dothes are of
the fnest quality. She tends (o look for one-of-a-king ltems,
and alse favars simple but elegant Jeweiry. The most notable
plece she wears Is a platinum ring In the shape of a colled
dragon. Though the ning Is heavy and ostentatlous. she never
takes {t off.

Jane always wants to be (and frequently Is) In control, She
does not like sumpdses, and will go to great lengths to rnake
sure she knows exactly what Is going on In her world (leading
to frequent. bltier confrontations with “Mr. Enlgma.”

Harlequin). Jane's pragmatic streak often makes her come
across as hard, but she can make long-lastng friendships. She
Is sull declding about the nature of her relatlonship with
Harlequln. She carries her father's immortality tralt. though
Harlequin has not yet told her this.

Attributes
Body: 3 Willpower: 6
Quickness: 3 tssence: 6
Strength: 2 Maglc: 8
Charlsma: 6 Reaction: 5
(ntelligence: 5

Inltdative: 5 + 1DG ( +3DG)

Threat/Professional Rating: 4/3

Initlate Grade: 2

Powers: Immunity to Age. Disease. Pathogens. Polsons
Skdils

Athletics: 3 Edquette {Corporate): S
8ike: 5 Magic Theory: 2
Car: 4 Soicery: 4
Computer: 3 Unarmed Combar: 3
Conjuring: 3

Gear

Armor Clothing (0/3)
Power Focus (4) (dragon ring)
Spell Lock {Increased Reflexes +2)
Spell Lock (Barrier 4)
Spells
Combat
Mana Bolt: 3
Power Bolt; 3
Powerball: 2
Sleep: 3
Detection
CQlairvoyance: 3
Detect Life: 3
Health
Heal: 4
Increase Reflexes (+2): 2
Tieat: 4
lluslon
Chaos: 3
Confusion: 3
Mask: 4
Manipulation
Ice Sheet: 3
Spark: 2

CONDITION MONITOR

UGHT  MODERATE SERIQUS DEADLY
STUN STUN STUN STUN

STUN [y 2 30 wail

PHYSICAL 15 20
UGHT  MODERATE SEROUS DEADLY
WOUND  WOUND WOUND WOUND
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THAYLA

The lost queen of a lost land. Thayla has wandered with
the dark wasrdor as her sole companton for a very long time. By
the time the runners finally find her, she has passed through
more places and experiences than most could imagine and has
lost much of her passion for life. The player characters must
shake her oul of her apathy if they are 1o succeed In their
quest,

Thayla’s formldable maglcal ablilitles are bound up In her
volce, and she uses her singing as a Centering Sklll. She can
perform no maglc untll the Songblrd retums her volce during
Heart of the Machine (p. 140). the final scene of the adven-
ture titled The Masquerade. In that adventure, Thayla appears
In all her beaury and glory. The NPCs of Talla In Aftermath,
Cella in A Flstful of Karma, the Malden in The Impossible
Dream. and the Songbird In The Songbird all resemble Thayla
In ways beyond the physical.

Thayla s 1all and of lIght to medium build. Her halr Is
raven black and her skin pale, with a slight blush to her cheeks.
Her eyes are an Imposslbly brlllant. deep emerald. Her manner
Is polsed. regal, calm, and strangcly alluring desplte her alr of
command.

Aaributes
Body: 3 Willpower: 6
Quickness: 4 Lssence: O
Strength: 2 Magic: 16
Charisma: 8 Reaction: 4

Intelligence: 5
Inttjative: 4 + I1D6
Threat/Professional Ratlng: 6/2
Inlttate Grade: 10
Powers: Thayla sings to assaull the Enemy in the fnal scene
(The Bridge, Part Three, p. 143} Lach singing attack Is a
Complex Actlon and inflicts I6M damage on all entltles of the
Enemy la the area. The Enemy’s manliestatlons may resist thls
effect by making Wilipower Tesls.

Skllls
Admilnistratlon: 5 Negotlation: 5
Conlurlng: 6 Singing: 12
Dance: 5 Sorcery: 8
Evquette (Court): 7 Storylelling: 5
Magic Theory: 6 Unarmed Combat: 3
Gear
Armor Clothlng (0/1)
Spells
Combat Manlputatdon
Sleep: 10 Control tmotien: 12
Dctection Lignt: 7
Analyze Truth: 8 Mana Barrler: 8
Oetect Enemy: 6
Health
Heal: 10
lluslon

Cntenalnment: 6

5

CONDIT!ON MONITOR

LIGHT  MODERA SERIOUS DEADLY
STUN S‘UV STUN STUN
STUN il fan gl
L"- The =7 T 3 Tt <]
PHYSICAL 1151 2k 30y i
LIGHT  MODERATE SROUS DEADLY
WOUND  WOUND WOUND WOUND
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DARKE

Darke Is one of the mystertes of Harlequin's Back. A
human ally of the Enemy, he is a powerful magldan. All other
dues to his 1dentlty are scattered through the adventure In var-
lous places. Darke {s an evil man. so horrible that his presence
echoes through the metaplanes and his aspects In various
Places appear as both human and monster.

Not much can easlly hunt Darke, but he Is vulaerable to the
Archltect’s sword (for a descaiption of Vulnerabillty, see
Weaknesses of Awakened Belngs, p. 220, SRI). Il the run-
ners manage 1o kil him at the Chasm (see The Bridge, Pant
Three, p. 144), he dles in the real world. Rest assured. howev-
er. that the Enemy will find others like him,

Attributes
Body: 5 Willpower: 6
Quickness: 4 fssence: 6
Strength: 4 Magic: 8
Charisma: 3 Reaction: 5

Inteltigence: 6
Inldadve: 4 + 206
Threat/Professlional Rating: ©/4
Infdate Grade: 4

Skitls
Armed Combat: 4 Sorcery: 6
flrearms: 5 Unamed Combat: 4
Maglcal Theory: 4

Gean

Armor-lined Robe (4/2)

Generic Heavy Pistot (Heavy Plstol. OM, 12 rounds)
Power focus (3)

Spell Lock (Antl-Bullet Bartter 5)

Spell Lotk (Increased Reflexes (+ 1))

Spells
Combat Manlpuladon
Hellblast: 5 Anti-Builet Barrier: 5
Sleep: 7 flamethrower; 8
Detection llluslon
Mind Probe: 4 Invisibility: 5
Health Mask: 8
Decreasc Reactlon (-2): 4
Heal: 4

Increase Reflexes (v 1) 4

CONDITION MONITOR

UGHT  MCDERATE SERIOUS DEADLY
STUN STUN STUN STUN

STUN : .'-..‘:.i u" .! I‘\II r.f e

- A

L"“.: L2 b3 INe

PHYSICAL T2 2%

UGHT  MODERATE SERROUS E'i«'-C'—.j'
WOUND  WOUND WOUND WOUND
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THAYLA'’S VOICE

Ages ago. before written memory began, lived a queen of great beauty and even greater heart. Thayla relgned over a rich
green valley nestled between two mountaln ranges that rose ltke splkes into the heavens. Under her rule, the land she loved
prospered, and her people lived thelr days In joy.

Each moming, Thayla greeted the rising sun with a Song. She sang in a voice as dear as the air and as bright as the great
burning orb itself. Nothing foul or dark could prosper In her land, for her voice was too pure for such abominations to bear.

One night, an army of dark creatures made to enter the valley. seeking to overrun the prosperous land and corrupt It with
thelr vile presence. Thayla rose that moming as she always did. and upon seelng the black army, sang. Her voice filled the valley
with power and hope.

The evil horde, shown the depravity of thelr existence by her voice, had no cholice but to flee. And as they did—running and
flylng with wild abandon for refuge beyond the valley—one black soldier slowed and. for the briefest of moments. listened to
Thayla's Song.

Days passed, and the terrible army remained beyond the valley, fearful of the Song. Finally, diiven by thelr dark masters,
they surged forward again. And again Thayla sang.

As before, the foul creatures fell back blindly, unable to stand even a few pure notes of her volce. But agaln the lone, tall
warrior with halr and eyes of dark fire lingered and listened. If only for a few moments. before fieelng the valley.

The next time the creatures approached Thayla's domaln, tess of the army came. The rest were unable to marshal the will
needed to enter the valley. But again. the lone dark soldler fell back last. so that he could hear her Song.

finally, not one of the black army would come. Not even the terrible threats of thelr vile masters could push them forward.
But stlll a single wamior In ebony and red armor would slip Into the valley before each dawn and listen, and after a time, watch as
well.

The black figure advanced to where he could see Thayla standing high upon the terraces of the great sprawling clty that sur-
rounded her palace. And he would watch her every momlng, as she rose and greeted rthe new day with the Song. And as he lis-
tened, blood flowed from his ears and hls skin blistered from the powerful purity of her volice, but he would not tumn aslde. He
would not Ree from her Song. And so he stood. listened, and watched.

Then one night, the dark warmrior slipped Into the ¢ty as Thayla slept. He crept Into her cltadel, sat at the foot of her bed and
watched het.

When she woke and found him there, she called for her guards, but none were strong enough to move the dark warrlor. She
called her sorcerers. but none were wise ¢nough to banish him. She sang to drive him away. but though hls body and splirt were
wracked with paln, he stood strong and Arm, enzaptured by her beauty.

Unable to drive him away. the greal Queen Thayla decided to Ignore him. Though he stood at her side. she ate without
speaking to him. Though he ran alongslde as she took her horses out for exerclse, she did not look at him. And though he stood
sllently nearby as she slept. she did not acknowledge hls presence.

Each morning. she would rse and greet the sun, singing loud and stcong so that the dark army waltiag beyond the valley
could not enter. And each morning, he stood beside her and cried tears of blood and fire at the paln and oy her volce gave him.

And so this went on for some time. Thayla slept, sang. and pedormed her royal dutles. But the black warrlor stayed at her
side, and slowly the land began to darken from his presence. The animals of the field sickened. as did the people. The crops
would not grow. and dark and terrible clouds filled the sky over the valley.

Thayla knew the black soldler was the cause of all these things. and 50 she asked him to leave. He did not even answer her.
She tricd to trick him into leaving, but he would not be fooled. Then she tried to force him away. but he could not be broken.
finally, she begged him (o lcave.

“But | do not wish 1o lecave.” he replled. These were the first words he had ever spoken to her, and hls volce was llke drled
leaves blown on the avtumn wind. “Your beauty Is llke none | have ever seen.”

“But you cannot stay.” she told him. “Your presence is destroying my land and my people.”

"1 care not for your land or Its people.” the warrior told her. “I care only for you.”

Faced with his determination, Thayla wept. Slowly her people died. Finally, she called her greatest advlsors together and
told them what they must do.

‘As you know, the presence of the dark warrior Is destroying our land and our people.” she sald. "However, he will not
leave my side. We cannot make him leave. and so f must Jleave the land and take him with me.”

Her advisors walled at her words. “But you cannot! It Is only your volce that holds the black army at bay! If you leave. we
wiil certainly diel”

Thayla nodded. for she knew this to be true, but said. "I will leave, but my volce will remaln.” And with that she charged her
most powerful sorcerers with the task of placing her voice In a songblrd that would greet the rsing sun each moming as she had.

They scarched the land and found the finest songblrd of all. And as the sun rose, they performed the ritual. When the first
light appeared the next mom. the blrd sang with Thayla's Voice. and the Song held the dark army at bay.

The sorcerers rejoiced at thls, but when they tumed to congratulate Thayla, she and her dark shadow had gone. They
searched the land but coutd And nelther of them.,

But the Songblrd rose each moming. And with a volce as pure as the clear alr Htself, It sang the Song, and the black army
trembled In its tracks. unable to enter the valley.
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1" 20 QUESTIONS

Another flne survey from Prosperi Markeling Services.

“We know what you think!”

Print Name; Last Fiesl Middie (nillal Allas
Adaraess: (Streel Name and Number) Apl. # Date ol Binh (monthdayfyasrj—il Known
City Slets Zip Code System Idenulicallon Number (/f Applicable)

1. What’s your favorite color?

2. The last time you wore a costume tor fun, what was it?

3. Under what circumstances, if any, would you sacrifice your life?

4. What's the best thing you've ever done?

5. What's your favorite number?

6. Which great figure trom mythology, literature, or the media do you identify with?

7. What's the worst thing you've ever done?

8. Under what circumstances, it any, would you betray your friends?

9. What manner of dying do you fear most?

lundersiand thal the intormalion on this form is sinclly confidontial and is solely the proparty ol Iha Prosperl Marketing Services and thal my nama and likeness will not
be used lor promotional purposes. the usage o sald name and/or lixeness constitutes an illegal act punishabla by extreme viclance

Signature or Mark Date (month/day’year)
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HARLEQUIN'S BACK...

It's long been sald that trouble follows Harlequin around like a loyal dog, but this
time he's taking the lead and dragging some shadowrunners along on his waking
nightmare. It’s clear that the level of magic Is rising In the
Sixth World, and bigger maglc makes the world a more
dangerous place. But the particular danger Harlequin's
worried about Isn’t supposed to be a problem for
another two thousand years...

Harlequin's Back is a big adventure for Shadowrun,
Second Edition. It involves magic and mayhem
on a scale beyond any previously published
Shadowrun adventure and is recom-
.+ mended for veteran gamemasters and
-
fearless players. (Experience with the
first Harlequin adventure is helpful,
but not required.)
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