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Outside. rain began to fall from a nea.r-doudless sky, Re­
fracted lighr caught the elfs eye as he spoke. 

"What does your re.search tell you? You've read the evidence, 
from Stevenson's work in the 1970s, through hypnotic regression, 
10 metaplanar research. Is it for real?" The elf leaned rorward on the 
couch, reaching toward the transparenr table. Magellan ·s map of 
the world lay below It, His drink rested atop. He curled his long 
fingers around the slim stem of the Spanish-made crystal glass and 
took a long sip of Rhone w ine. He was teasin8 her with his 
question , because he knew the answer. 

"We can· rsayforsure, Quicksilver. Theevide,cesuggests thlsis real, 
At ieas:. l think.so. But I CN1

1t prove itsdentifical~.r- Not yet. iJilyway. It's 
a strong probability-that's all I can say:· She smiled at him. 

He shook his head gently. "You· re hung up on me wrong kind 
of science. You study hermetics and shamans here, and the 
d ruids-as m1Jch as they'll allow. You'd be really good, you know, 
if you didn' t get bogged down in earning a living in the machine." 

She grimaced. "We need the money. I have to do the enchanting; 
the department needs the funding. Ifs only tempor..uy. When the 
Beaumonrf und ran out, we had to make ends meet. The corpora.res have 

their research, and we tJy to keep to our own perspective." 
The tall elf grinned. ·You people always tell ycurselves that. 

You're trapped. You want corporate money, but yo·.; also want ro 
stay v irgin-pure academics. You·ve never taken what you wdnt 
from the corporates, llke I took space from Transys. lhey had to let 
me In. Know what you want. and know how roget it ! I spent three 
years learning how to hack them. Now rhey take any:hing I choose 
m give them. But they won't get what rm on m now. Amelia. Ifs 
roo precious. 

The woman stared at him. brushing back her lon;5 fair hair with 
one hanct. "l thought l saw a spark in you, o ld friend. J thought a 

woman in your life m ight beu1uslng it. But it's nota woman, is it?" 
"Ah. Amelia, you're not so perceptive as you sometimes 

think. There is a woman. but also more. We spe,1k of rarefied 
things. you and I. We've talked about astrology, hermetics. the 
Tarot. the Golden Dawn. great spirits and the metaplanes--a 
hundred sources of wisdom, anct still you cton't see me as I am . I 
am p ossessed by love. old friend. and that love has brought me ro 
something truly surpassing ... The elf brought the gl,:tSs to his lips 
again. with the barest hint of a dramatic flourish. As ,e returned It 
to the table. his cybereyes held the American ·s gaze. She lir a Ure 
as she looked back at him . 

-Tell rne ... she said gently . The elf heard in hervoic.e the desire 
of one friend to know the heart of another. ''I sensed your 
quietness. M least. Tell me." 

··rve thought long and hard about life returning. I've seen 
myself in ancient times, In Karnak and Thebes, Athem and Beijing, 
Rom e and Jerusalem. I've caught glimpses of my past selves. and 
though I fought against those glimpses. I sensed her in them. too. 
I even sensed you , once or twice. We are old souls. you and I: she 
is young, but still I am d rawn to her. Transformation brings a new 
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promise to more than metahurnans: that both of you have lived in 

those ancient places proves it. I have yet to d iscover every one of 
my past lives. but I have found a way to become all of those people 
dfld more. Forever. Forever.• He sounded triumphant, yet she 
heard an underlying sadness in his voice. He seemed exhausted by 
his timelessness. bent with the weight of ages, sad with ayeaming 
that extended into an uns.een future. Yet his eyes shone with hope 
and expectation. 

"What hdve you found? Quicksilver. tell me what you have done." 
"I am making myself immortal, Amelia. Where l have been, what I 

feel. what I c.m see and reach for, and who Jam becoming. I make images 
and unrealities and ghosts, my dear, inside the /1/iaoix: it becomes my 
servant. r know how ro Become again, without the need for frail Hesh. I 
have smpped away e.tery layer of myself. down to the child, and hidden 
myself away, still becoming. l have done this and made this for myself. 

but I must leave myv.ork with others. I've given my masters enough. My 
time grows short. - Suddenly. he grinned at her. 'Tl! le.ave my deck with 
you, as always. others also have pecesof me. but I may never need to 
call on them.· 

He stood up. 'Tm off again. Not Skye chis time: I've had 

enough of corporate security. I 've learned how to get rid of them. 
Now 1 am greater than myself. and I want to stay with her." His 
white reeth flashed in the lamplight as he smiled, and he swept her 
into a friend 's embrace. 

She hugged him back. sensing his strange delight as she held 
him, st ill nor sure of what or whom he had spoken. She could not 
know thar she would never see him again. In this li fe. he had five 
days left to live. 

Ou.side, the rain fell harder from a skystillstrangely emptyofdouds. 



INTRODUCTION I 

Jmaso is a roleplaying adventure set in the world ofShadowrun. 
The year is 2053. Advances in technology c1.re astonishing, 

with humans able to blend with computers and travel through the 
netherworld of data known as the Matrix. Even more astonishing 
Is the return of magic. Elves, dragons. dwarfs. orks, and trolls have 
assumed their true forms, 'vVhile mega.corporations :rather than 
superpowers) rule much of the world. Moving among It all llke 
whispers In the night are the shadowrunners. No one admits their 
existence, but no one else can do their secret work. 

This story takes p lace in the city of Edinburgh and the lands of 
Scotland in the United Kingdom. The London Sour<ebook con­
tains a wealth of information on the U. K. world ofSIYdowrun. tut 
l~go can be played without reference to this sourcebook (though 
players and gamemasters may find it useful). 

GAMlMASTER'S NOTl'.S 

1maao Is, to put it bh;ntly, a strange adventure. It is a stoiy of love 
between IWO people: both dead, and one become a strange and 
bewUdering entity. bNgo dem&1.ds more from the gamemaster and 
playeTS than the standard, straightfO!warcl Sh.Ktowrun advent\.Jre, in­
voMngthe characters in a taleoflove, nobility. and treachery. \Nhich ·way 
the story swings, to pathos or bathos or the triumph ofcynldsm over love, 
depeoos on the players, but the gamem<1Ster ::,lays the piVoral role in 
telling this strange story. Unfolding this adver,ture will make unusual 
demands on his or her skills. 

This advenrure str:ps away from the runners their usual 
equipment and contacts. The gamemaster must improvise to 
make some parts of the adventure suit the Individual group. The 
runners may feel out of their element and In over their heads, but 
that is okay. 
~ uses a decision-tree format like other Snadowrun c!.dven­

rures. but the connections between some sections may seem tenuous 
when viewed from outside the story. The gamemaster should be 
prepared to prod the characteTS and ::,layers in a certain direction if they 
neerl a little push. The Plot ~ below describes the most likely 
sequence <:I events. To run this adventure. the gamemaster needs a 
thorough knowledge d the contems of this book, as well as a wolklng 
familiarity with the b.lsic Shldowrun, Second Edldon (SRO) rules. lhls 
bocl<'s cooten1S are for the gamem.ister's eyes only, except for !hose 
ltemsman<edasPIAyel'Handouts. The book ind'Jdeseveiythingnee<ied 
to roleplay lmigo. 

Imago is designed for a shadowrun ning team of five to eight 
player characters. The group should contain at least one skilled 
decker, and two will give the team a real advantage, Ide.illy, the 
group should contain an elven character, and at least one shaman 
(not a street shaman), though two w ould be better. Major portions 
of this adventure require no firepower, but street sarr.urai have an 
opportunity to shine on key occasions. If the group seems a little 
weak on firepower, the adventureprovidesachance to hire some. 

finally, the team's chances of success improve If It contains c1 

character with good social skills (especially Negotiation). because 
the group must work hard to acquire contacts and resources 
through persuasion {and payment, of course). 

Thls adventure assumes that the runners halt from one of the 
North Arrerlc.an nations (or anywhere else In the world apdrt frorn 
the UX ). and are not native British folks (hereafter referred to as 
Bri,s). Conducting legwork and finding co:itacts requires far more 
effort In Imago than In other Shadownm advenrures: a UCAS 
runner m.ay have a trustworthy Mr. John!',On in Seattle, but that 
means absolutely z.lp i:'I Scotland. In brief, foreign runners have ~o 
contacts in t his adventure 5ave for those they develop during the 
game. On the other hand, ifthe player characters are Brits, then th~ 
gamem~;ter may allow these characters to obtain far more infor• 
mation through "background contacts" rhan foreigners could 
hope to i,cqulre, In this case, the gamemaster must devote a Jo: 
more wo·k and thought to how much information he allows th(: 
character:;; ro obtain through such contacts. Running Brit characters 
in Imago poses other problems. however, All Brit mages must b<> 
licensed, and Brit shamans use different totems than UCAS sha 
mans. All in all, allowing Brit p layer characters into lma,o make:, 
things more difficult for t he gamernaster. 

Mos·; encounters in this adventure are planned out anc! 
describecl In detc1.il, and hints for gamemastering the various 
situation~ appear In the Individual encounters, 

Part of ,his adventure takes place in rhe Matrix. The VlrtuAI 
Realities soJrcebook will help gamemasters deal with this mate­
rial, but even the formal Shadowrun rules cannot entirely prepare 
either gametnasteror ;,layers for some of their charac.ters· encoun 
ters with the adventure's key character, Qulcksllver. Quicksilver':, 
irTMgo (this term is explained later) behaves within the Matrix In 
unique ways sometimes not quantifiable within the Shadownm 
rules. Quicksilver"s natuTe goes beyond rules and formulae, anci 
the game master and players must accept this to play the adven · 
rure. The Plot Synopsls below gives additional guidelines for 
dealing with rhe bizarre way Quicksilver's chips function in game 
play, as cloes a section in Legwork, p. 64. 

One additional book useful for this adventure is the second 
edition of the Gr:lmolre (Grlmolre II), which wil l prove helpful for 
roleplaylng free spirits and their powers. 

SHADO'WIUN RUUS 
Imago uses the Shadowrvr1, Second Edition (SRJI) rules. All 

information, specific.ally game statistics. appears In that format. 
Gamemasters still using the fi rst-edition Shadowrun rules will 
need to make a few adjustmen:s, mostly to non-player characte1 
statistics and weapon and spell statistics. If the adve,ture presents 
a situation in which a significant difference exists between the first 
edition and SRII rules, the text provides a method for resolving thc1t 

situation according to the first -edition rules. 
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I INTRODUCTION I 
MAKING SUCCESS TESTS 

During the cou1se of Im.go, the players will make a number 
of Success Tests using a skill and a given target number- These 
Success Tests a1e Indicated by the name of the appropriate skill 
and the carget number. For example, a Stealth (4 ) Test refers to a 

Stealth Success Test with a Target Number of 4. 
Imago often sug.gests a Skill Test to replace or augment 

specific roleplaying encounters. Gamernasters r,ay Ignore these 

dice rolls if not needed, making that judgment based on the player 

characters and the circumstances. When used. rhese tests usually 
require the player character involved to test his or her skill against 
a non-player character using the same skill. This is an opposed rest 
(p.68. SIUl). lnanopposedtest, two characters use the same skill, 

or an opposing skill, against one another. with only one of them 

abie to actually succeed in the effort. Usually, the character 
generating the greater number or successes achieves his goal. 
Negotiation is a typ!c.al situation for this type of test. Opposed 
rests are !ndic.ited by the name of the appropriate skill and the 
rating of the opponent's skill to be used as a target number. For 
example. in a Negotiation (Willpower)Test, the lnitiatingcharacrer 

rolls a number of dice equal to his Negotiation Skill against a target 

number equal to his opponent's Wlllpower Rating. The opponent 
makes the same test using a number of dice equal to his Negotla• 
rion Skill and a target number equal to the player character's 

Willpower Rating. The character that generates the most suc­
cesses wins the opposed test and adjusts theo1.1tcome in his or her 
favor. The difference In successes generated, or the net successes, 

determines the final result of the action. 

SUCCESS TABllS 
At times. the gamemaster will use success tables ro deter­

mine how much information the pk\yers receive from their inquir­
ies and investigations. Each success table lists different i nforma­

tion for different numbers of die roll successes. Rolling a high 
number of successes always reveals the ir.formatiOn for the lower 
numbers of successes as well. For example, a cti.araccer rolling 3 

successes would learn the information for 3 suc<:esses as well as 
the information for both I and 2 successes. 

HOW TO USE THIS BOOK 

The gamemaster should read through this entire book before 
beginning the adventure, and should also carefully examine all 
maps. plans. and diagrams. Where appropriate. letters and num­

bers on a map link an area to its description in the text. 
This book tries to cover all the events l'.kely ro occur d uring this 

adventure. The Plot Synopsis below summarizes in detail both the 
story background and the course the adventure was designed to 

fol low. Within this synopsis. the first mention of names of peop e 

important to the adventure appears in boldfu.e type. 
The adventure begins with the sections entitled So It Begins 

and Welcome to Bonny Scotlillld. These sections bring the 

runners from outside the U.K. into the adventure setting. followed 
by 18 short sections describing ea.ch of the encounters the players 
will face, or are likely to face. in the course of roleplaylng Imago. 

""°5t of theencounrersbeginwithaseaionendtledTdl It To Them 
Saalgjlt. This describes the team's loc.a.tion clJld what is t,awenlng to 
them as though the player cha.'acters were actually there. Any special 
instructions to the gamemaster are printed In boldface type, Some 

encounters may occur at dilrerent stoges <i the adventure. or more than 
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once. Dependingontheactionsoftheplayercharactas, thegamemaster 
may reed to adapt the description in Tell It To Them ~ to better 

~t the current situation. 
Tell It To Them Str.ight is followed by a new section c.illed 

Hooks. This section gives the gamemaster an emotional back­
g round to fill out the facts of an encounter, providing hints and 

tips about imagery to use in the scene. emotions to convey, 
sounds, sensations, textures, and so on. Gamemasters can use 

Hooks to bring color to the encounters. The information provided 
varies i n form and content from scene to scene. ranging from 

general themes to specific emotions. 
Next comes the information entitled Behind the Sanes. The real 

story exists here, and only the ga.memaster kfl()',\,5 what is really going 
on at any given moment in an adventure. Straightforward encounters 
presenting no important plot complications (for example, hiring a 
vehide or street 5amurai, and so on), may skip this section. If the playels 

or gamemaster need a map to play this encounter, it appears in this 
section. Mnor non-player characrer stats needed to roleplay the 
encounter also appear here. 

Finally. each encounter includes hints for running the en­
counter entitled Debugging. This section suggests ways to get 
the story back on track if things go too far wrong. for example, 

most gamemasrers will not want the player characters to get too 
discouraged or killed off too easily. The gamemaster can, of 

course. ignore these hints and let the chips fall where they may. 
In Imago, debugging Is especially important for keeping the 

adventure on track. 
Legwork contains the information the player characters can 

obtain through their contacts or through the public data nets. As 
noted. this adve nture assumes the player characters have no 
contacts within the U.K. The main adventure sections detail the 

information the characters can obtain through the new contacts 

they develop. 
Stats for important non-player characters appear in Castof 

Shadows. Minor non-player character stats appear in the appro­

priate encounter w ithin the adventure. 
Plcklng Up the Pieces sums up the results of the adventure. 

depending on the characters' actions. and provides tips on 

awarding Karma. 
Player Handouts contains general information and maps for 

the players. as well as different newsnetitems, depending on the 
outcome of the adventure. An.uchy In the U.K. provides infor­

mation on Sb.ldowrun's Britain for gamemasters working with· 
out the London Sourceb<><>k. including the all-Important import 
restrictions. and British slang and Scots dialect for atmosphere. 

The final Maps section is for the gamemaster. 

PREPARING THE ADVENTUll 
It Is impossible to create a published adventure that p,o­

vides the appropriate opposition level for every diverse group of 
player characters. Some groups are inherently more powerful 

than others. 
The gamemaster must adjust the game statistics and c.apa­

billties of the opposition to provide an appropriate level of 
difficulty for the group. If the adventure does not suit the player 

characters· strengths and weaknesses, the gamernaster may use 
itasanoutllne todevelopanadventureofhis own. Or, If It works 
well except for a tweak needed here and there. tlie gamemaster 
can change any part of the plot and events to make the adventure 

a better one for his group of players. 
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I INTRODUCTION t 
The adventure suggests Th,eat and Professional Ratings for 

each oftheNPCs. PertheSRJI rules. use Threat R.ltingdicein place 
of Dice Pools for Nl'Cs (p. 187. SRII). Gamemas:ers should adjust 
the actual Threat Ratings to better reflect the level of opposition 
presented by the player characters. 

Such manipulation will be cructal to running some o f the 
Hrellghts ln this adventure at a manageable level. The fights In 

lllllto work best choreographed like an action movie. Though 
lead and magic Hies everywhere, only a few o f the bad guys 
actually get a clean shot at the heroes a t any one time. Thar 

~ limitation, and applying the SRII Professional Rating :ules, should 

~,.-.· help keep large lights unde, control. 
forgamemasters using the !list-edition Shadowrun rules. the 

f ~ . Proh!ssional Rating system works as follows. NPCs with a Profes-

~ siooal R.lting of I will withdraw from a fight after taking a Light t waund. Those rated at 2 will withdraw after taking a Moderate 
f. wound, those with a Professional Rating of 3 withdraw from the 
f light dfter a Serious wound. and those rated at 4 will llghr until 

unconscious or dead. 

~; PLOT SYNOPSIS 
t: 

tr,uu,ys Neuronet Is a British megacorporarion specializing 
In experimental communication systems. advancec cyberware, 
and Matrix software. They have always gone ro g reat lengths to 
acquire and keep the very best British researchers. and they usually 

l,· succeed. In 2048, they recruited an unusual new employee. 
t Transys knew the elf only as Qukkslher. Attempts to trace 
f his~tproved unsuccessful: he came to the company by hacking 

l: past the most vicious IC in existence right into the CPU of the 
J lransys Edinburgh system, then asked the company for a job. 
~ Impressed, Transys gave him one. Quicksilver's .salary quickly 
ti'. became astronomical ;.s he developed cybeiware and Matrix 
f IMovatlons of extraordinary complexity and power. 

I A loner by nature. Quicksilver was a strange individual prone 

·~1-· to Introspection and stormy emotions. He counted no ,eal friends 
within Transys, not least because no one could comprehend what 

he was doing most of the time. One fellow err.ployee, a young 
rechnidan named AJ.lsd.llrumeron, became the closest thing to 

't. a &lend that Quiooilver had at Transys. Cameron allowed Quick­
·i silver his own space and simply liked being aro,md the elf when 

he was in one of his rare gregarious moods. Quick.silver also 
formed a friendship of sorts with Professor Amelia Richardson, 
an expatriate from Seattle and a researcher in the Occult Sciences 

~rtment at the University of E.dinburgh. Professor Richardson's 
work focused on life after death and reincarnation, two subjects 
tt\ilt obsessed Quicksilver. This mutual Interest In the survival of 

' tht soul formed the basis of their fTiendshl p. 

late in 2052, Quicksilver's lire turned upside down. Dragged 
alongtoasoeial function by Cameron, he met Moras MacDonald , 
daughter of a Transys board member, Sir laln M•c.Donald of 
Glencoe.Moragwasa wild young elf, Intense and passionate.and 

·;,, Q.uicksilverfound himself overwhelmed by his feelings for her. The 

·· two met In a series of clandestine encounters, keeping their 
relationship secret not so much because they needed to. but 
because they shared a passion for secrecy. Falling ever more 
deeply in Jove. Quicksilver stole more and more t ime from his 
work to be with Mo rag. During his frequent trl ps to the Highlands, 
ostensibly taken to recuperate and "recharge his batteries,'' he 

ev.u:led the corporate security assigned to protect him and trav-

eled ro see Momg instead. Revitalized by his time with her. he 
wandered further and further afield in order to contact the druids 
and spirits to whom he entrusted part of his ext raord inary final 
work. These travels proved his undoing. 

Not unexpectedly. Quicksilver earned enemies within Transys. 
Fellow employees envied his prestige and success. He had enemies In 
other corporations. too, who wanted him out of the way to check T ransys' 
burgeoning growth. In particular. the megacorporation Zeta-lmpChem. 
beginning to branch out into Matrix research, wanted to end Tran.sys' 
dominance of the British research market. When their agenG within 

Transys learned I-ow anxious corporate security was becoming at his 
abseno5, they spared no e!fort to l'ol!ow the elf. They tracked him to 
castle ~don on Rannoch Moor near Oencoe. murdered Morag 
M>.c.Dcnald before her lover's eyes. then killed Quicksilver as he Clied to 
Hee for his life. They covered up the elfs death, and disguised Morag's 

de.!lth as part of the deadly Campoell-Mac.Donald dan feud. Operating 
on the principle that the only good witness Is a dead witness. they left 
behind the bodies of a few Camp:>ells along for the ride, and rerroved 
the bodies of their owr, mer. slain in the fight. 

No one, except for l'rofessor Richardson (and she has no 
ctetalls), suspects that Quicksllver·s obsession with llfe after death 
and reincarnation drove him to conduct the most extraordinary 

experiment of hi5 li fe; encoding himself into chips and programs. 
He created revolutionary hardware capable of encoding his per­
sonality Into a set of programs he named the Affect program 
(feelings). the Memory program. the Perception program. and the 
lntegrative-E.xecutlve program. Quicksilver continuously updated 
these unique programs and chips using a high-resolurion telem­
etry II nk between his brain and his cyberdec.k, and ~ they contain 
everything he knew and felt right up to his dec\th. When the chips 

with these programs are slotted into Q uicksilver's cyberdeck, his 
personality relnte·grares as a full "person." 

Quicksilver·~ current prolonged absence mystifies Transys. 
who does not kn,::,w that he is dead. The few people Quicksilver 
c.al ls friends have become increasingly anxious about his disap ­
pearance, a11d begin looking for clues. Alasdair <:..aimer on, margin­
ally aware of Qui cksilver's concerns and research. hopes to find 

something existing i.S a free or mobile elemenr In the Transys 
system that might provide a due to the whereabouts of QLlcksilver · s 
missing research files. He hires the runners th1ough an l l'ltermedlr 
a,y In Seattle, choosing to use outsiders rather than Brits for 

reasons of security (and freedom of action). Ca:neron Is only 
backing a hunch that something important still exists In the 
system; he does not know w hat he expects to find, and counts on 
the runners to come up with something. 

Imported into the U.K., the runners check the Transys system 
and encounter Quicksilver's Imago. a free presence in the Matrix 
which appears as an amnesic, almost autistic chlld. The chlld can 
only speak the name Amelia and ask to be taken co rer. With a li ttle 
legwork and a few contacts, the runners establish this name as c\ 
reference to Amelia Rlchardson, who holdsQutcksllver's cyberdeck, 

She knows only that Quicksilver hid unique chips to be integrated 
Into the deck, not what they contain or where he concealed them. 

In an effort to erase all connections with Quicksilver, Zeta­
lmpChem agents within Transys assassinate A lasdair Cameron, 
leaving the runners without an employer and on their own. 
Pointers from Richardson and contacts made at Hamish's B.ir In 
Edinburgh send rhe team to the Scottish HlghlanC:s, where they 
can trace Fiona Mac Mhulrtc:h, the druid with whom Quicksilver 

le ft his Affect program chip. The runners must talk her Into parting 
with the chip. and she asks a symbolic price for It- if she gives 
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them something of Quicksilver. they must participate In a druidlc 
ritual and leave something of themselves in return. After slotting 
the Affect chip into Quicksilver's cyberdec:k. the runners must lure 
the imago our of the Transys system and into tbe deck. and this 

time the player characters will probably have to face the system's 
IC. (The last time they penetrated the system, they had Alasdair's 

ID codes to protect them.} When the imago arrives at the deck, the 
decker engages the Affect program. 

Now the imago sends out waves of terrible anguish: w ithout 
memory. the imago feels the pain of his lover's death but pos­
sesses no recollection of the specific event that caused this 

anguish. The runners must next find the Memory chip, which is 
protected by a free spirit living on the shores of Loch Ness. :This 
encounter will tesr the runners' nerve and Integrity. 

Integrating the Memory chip into the deck allows the imago 
to recall events bur not their specific contexts (that requires the 
Perception program and chip). The imago knows he lost someone 

he loved more than lire itself, but can only <e<:dll random emotional 
details. The Memory chip allows the imago to point the runners 
toward Morag MacDonald's existence and death. 

With Morag MacDonald 's name, the runners can trace the 
Perception chip to castle laidon. where Quick!-ilver and Morag 
died. They may acquire the chip through force, negotiation. 
dealing with Morag·s ghost. and/or persuading her father ro let 

them get the chip. When the runners integrate the f'erception chip 
with the Imago in Quicksilver's cyberdeck, the child develops 
enough to provide the final clue to the lntegratlve-Executive 
chip's location, which is in Amelia's university office. 

With all the chips In place. Quicksilver reintegrates. a whole 
person onc.e again. He asks the runners to take his deck to Castle 

l.4idon and i'.llow him to use the mind and spirit of a living de<;ker 
to emerge from the deck, take form, and-in effect-die again 
with Morag·s ghost so that the pair c.3n pass over into the afterlife 

together. The decker who agrees to help Quicksilver undergoes an 
exhausting ordeal whlle the rest of the runners keep a swarming 
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ream of Zeta-lmpChem agents at bay. The runners may die here, 
but if they survive, they are first ln line for some powerful Karma. 

GAMIMASUR'S Non 
Beware this tale: Imagos c..1nnot and do not exist: no such 

free forms roam the Matrix, and Quicksilver's cyberdeck obeys 
no standard design principles. Accept Quicksilver as a unique 
entity. Like Harlequin and Ehran of the Harlequin campaign 
book. Quicksilver is a virtually timeless being of unique skills and 
abilities. What happens in l111ago does not set precedents for 

other ShAdowrun adventures-it Is one of there stories that no 
one wil l believe. 

Why did Quicksilver scatter his chips across Scotland? Why 
did he leave the elements of his personality with an academic. a 
druid, a spirit. and a wild young elven noblewoman? Read about 
him in the Cut of Shadows, chummer. He was following his own 
personal karma. and this soul's been around long enough to know 

that you don' r buck that. 

U.K. WEATHER 

One Hnal note. Toe weather. a popular topic of British conversation, 
actually matters in this adventure. Roads in the Scottish Highlands often 
remain impassable from late September through late March. and the 
fieezlng fogs and mists that roll S\Xidenly and unexpectedly down from 
the mountains make traveling In a chopper a great way to commit 
suicide. It makes lire a lot easier for everyor1e involved if this adveriture 
is set between April and October. 

ADVENTURE HOOKS 

Though each encounter provides Hook information pertinent 
to that scene, follow'.ng are a few general statements regarding the 
theme, direction, and feel of lm"'!O, The series of events related 
here are unique. Quicksilver accomplfshed something no one else 
h~ been able to. The nature and success of his experiment evoke 

the spirit of a time when the mana flowed stronger, when 
emotions ran closer to the surface. and people saw the world as 

a place of ihexplicable wonder. 
This reeling of" otherness· should run strongly through Imago. 

dominated by a sense of oddness, that things are not as they 

should be. or were. The key is to make the runners· environment 
feel different. but not ne<:essarily foreboding or worrlsome. 

Theeventsofbnlgot.3.keplaceinamagtc-richatmosphere,andthe 
runneis should encounter the effects of that almosphere regularty. Most 
encounters detail specific. increases in mystical ambiance for the 
gamemasrer, tu gamemasters should keep a lookout for other oppor­
tunities to make the runner.; aware of the magic. 

Several thematic thrusts should be at least symbolically 

evident throughout the adventure: lost love, fragmentation, de· 
spair. love that transcends time. and rebirth. Make the runners 
aware of these themes casually: pasl>t!rs-by may talk about being 
unwilling to live without a recently departed loved one. A child 
complains that he dropped his doll and now cannot find all the 
parts. A man may remark that his newborn son looks just llke his 
own departed father. One of the runners drops a glass and it 
shatters into thousands of pieces. 

The gamemaster should create haunting. disquieting ilTlclges. but 
ones that ultimately speak of final transformation and traruceooence. 



I SO IT BEGINS ... 

llLL IT TO THEM STRAIGHT 

For a person lacking gainful employment there a,e w orse 
things to do than eat out at the Red Lobster Restaurant at Seatt.1e·s 
Stoulrer-Madlson hotel. The food's great and w hat's more, the 
place ls full of businessmen and fixers llkely to be seeking some 
hired help. You're just settling into your second ro und of Harvey 
Wallbangers when you notice a gray-suited , prospero us-looking 
man making hi.sway toward your r.able. His wiry, graying hair and 
five o'dock shadow look familiar. He g rins as he sets his alumi­

nlzed brtefcase down beside the chair he·s pulling up. 
"Cood evening, people. I'm guessing your credit balances 

could do with some refreshment. I'm actir,g as an agent for 
someone who would like to offer you the chance for delightful 
foreign travel. a pleasant work envlronment, and something In the 
wayofpayment.Oneortwoofyourememberme, rm sure. Peter 
Albrecht's the name. Can we talk? I have a suite on the eighth 
lloor. Please bring your drinks. I'll get the w aiter to deliver your 
meals to my room If you·ve already ordered." 

Yoo'veheard of Albrecht. He's a fixer who acts as dl1 inrermediaiy 

for corporations who for some reason don't want to use !heir O\,Vl'l 

negodalas. Sometimes that's bad news, but Ifs log!cal if Albrecht's 
fiootlng b' a l'oreiJYl outfit. And he mentioned pnyment. Is there a 
~woro In the Ameiic:an language? 

Youe.xltthe elevator and makeyourselfcomfortable in Albrecht's 
suite. He's ccmfortable, roo. relaxed, no slgn of stress. You're happy 
t> hear him out. He might even pick up your djnner tab. 

"J represent a British clti2.en who ls anxlous about a missing 
perso n. My contacrwishes for you to travel to Britain, investigate 
chis person 's disappearance, and determine at least If he Is dead 
or alive. My contact works for a British corporaclon and can give 
you access to relevant Information. Because the person who 
wishes ro hire you is acting privately . y ou won ·t be employed by 
the corporation Itself, and so the remuneration Is less than m ight 
be expected. As It stands, you will receive round-trip tickets on the 
suborbital to Britain. all travel expenses. and five hundred nuyen 
per person per day for a m inimum employment of one week. My 
diem d oesn't anticipate any violence or danger on this job, but i f 
It becomes likely. pay ment will be revised according ly.-

Albrecht smiles broadly. "Come on, chums. this is a piece of 
Cdke. You want the money, even if i t Isn't a lot. And Scotland's 
lovely ttils time of year. Best whisky in the world and the men wear 
ski.ts. It's a pushover." 

Your lobsters arrive. Albrechr looks satisfied enough to pay for 
them if you agree to his proposition. 

HOOKS 

The beginning of this Job seems much like the start of any 

other adventure. which me.ans nothing happens to tip the player 
characters off to what Is In store. As !he smallest possible hint, a 
w oman looking for her lost purse may enter the restaurant as the 

runners are leaving. All that she was ls In that purse. she walls. 
Without it, she is nothing. 

IMAGO 9 



I SO IT BEGINS ... I 
Play out the meeting in full. Cive Albred'ltsomedwacter. Enjoy the 

looks on the players' faces when he quotes the proposed fx'.Y rate. 

BEHIND THE. SCENES 

AlasdairCameron hired Albrecht to find someforelgn runners 
to investigate Quicksilver's disappearance. carneron is acting on 
his own initiative. and is prepared to sink some nuyen imo finding 

out what happened to his friend. Albrecht knows very little about 
the job. because Cameron himself has only a vague idea. of the 

direction the investigation may take. Play this Initial encounter 
very strnlghtforwardly. !f the runners ask for more informat'on, 
A lbrecht tells them the following. 

If rhe runners want the name of their contact In the U.K .. 
A lbrecht reveals Cameron's name. If any runner makes one or 

more net successes In an opposed Negotic1tion (Willpower) Test 
w ith A lbrecht (Negotiation Skill 4), Albrecht tells the runners that 

Cameron works forTransys Neuronet. a Bri tish megacorporation. 
If rhe runners decide to check on Transys, provide the informdrion 
available in Legwolk (p. 64). Albrecht does nor know the name or 

nature of the missing person. and does not have enough informa­
rlon to make a guess. 

If the team asks why the employer wants foreign runners. 
Albrecht points out that BriUsh runners are a rare species. Massive 

red tape and a bureaucratic eagle eye watching British citizens 
makes life tough for the SINiess. British employers often Import 
foreign runners to work their shadows, 

If the runners try to take the easy way out and pum p Albrecht 

for information about the U.K., he looks pained and tells them in 
a voice d ripping sarcasm to check the public bulletin boards and 

computerized information services; in Seattle this is SeaSource, 
operated by Renraku. This Information appears in Legwork. p. 64. 
but the players receive certain items in the form of Player Hand­
outs if They make specific checks: a map of Scotland (p . 75). a 
street map of central Edinburgh (p . 76). a chunk of general 
information about Edinburgh and the U.K. (pp. 72- 73). and 
information about importing restricted items Into the U.K. (Anar­
c.hy In the U.K., p . 79). If the runners fail to check for restrictions 

on conrrollect items. Albrecht can brief them on rhe subject. On the 
orher hand, the game master might decide to teach the runners to 
be more thorough by busti,g them for possession at Ed inburgh 

International Airport and hitting them with some hefty fines. 
Albrecht tkiies up the paperwork if the runners agree to the 

job. arrc:1nging to provide forged passports and British visas to get 
the te"m Into the country. These w ill be av"ilable the following 
day, but Albrecht points out that the papers remain valict only for 

a short time. When the runners finish the job for which he hired 
them. the passports and visas expire. [The forged passports 
appear on equally forged credsticks and appear valid only because 

someone illicitly Inserted the proper datafile into one o r more of 
the numerous British creds:ick/10 verlHca.tion system databases. 
The verification systems access these databMes every t!me a 

holder uses a credstfck/1D, for example, at airports. For more 
informarion on credstick use and verification. see Spr.lwl Sites. p. 

1 26. For an updated. source. see the Neo-AR.iltchlsts' Gulde to 
Real LIie, p. 103.) 

The runners also need valid licenses for all personaJ cyberv,.are 
in order to enter Britain. Albrecht arranges this as well. but he 
needs to know what enhanceme, ts the runners carry ln order ro 

get the small print right. A lbrecht refuses to provide the runners 
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forged llcenses for weaponry of any kind, lnclud'ng knives. Brits 

check these licenses veiyc.arefully. and Albrecht considers the risk 
of discovery roo great. If the runners end up needing weapons, 
they must make appropriate contacts in Edinburgh. 

The Brits frown on visitors carrying cyber-weaponry such as 
razors, spurs, or weapon-assisting systems such assmarrlinks. Albrecht 

plans to represent these enh.Ulcement5 as similar pieces of legal 
augmentation. He assumes that in the general rush through c'llrporr 
security. the security sensor readings will be close enough to the 
notations on the runners' passports to avoid security's suspicions. 

DEBUGGING 

Little can go wrong here. unless the runners refuse rhe job. 
They may w ish to negotiate the fee with Albrecht. If so. make an 
opposed Negotiation (WIiipower) Test for the runner haggling 
with Albrecht. Adjust the final nuyen by 5 percent per net success. 
per person per day. 

The runners may also express doubt about the quality of their 

forged permits. If so, Albrecht retires to his bedroom. makes a 
personal telecom c.all, and reassures the runners by infonnlng them 
that he has Raul Esterhazy doing the work for him . Any runnermaklng 

an Etiquette (Street) (3) Test recognizes this name as one of the best 
forgers in North America. On the weapons front, the runners must 
simply go naked. Albrecht tries to rea.ssurethem by pointing out thar 

the U.K. is a lot less street-vlolent than American nations, and 
Edinburgh is so amazingly peaceful that very f'ew policemen routinely 
carry automatic weapons. Really. (Would we lie?) 

When the runners agree to the job and take care of any 
Legwor1< (p . 63) they w ish to conduct, go to the next section. 

Welcome to Bonny Scotland. A lb recht needs the runners to 
leave the day a~er this meeting . which gives them plenty of time 

to access SeaSource and do some quick checks on general 
Information about Transys Neuronet, if desired. 

f 
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TELL IT TO THEM STRAIGHT 

When tile characteas debari< Jn Scotland, read the following: 
You arrive at Edinburgh International Airport on the subor­

bital; it was 1000 hours when you left and it's 2100 local time after 
a two-hour Hight. The Ghost travels fast. Edinburgh is cold, gray, 
damp, and everything else you'd associate with a British summer. 

You're hurried down the gangways onto the passenger coach 
and unceremon'.ously dumped at Terminal 3. Before you stand the 
serried ranks of grim-faced British Customs and Immigration 
officials and a handful of llghtly armed British police. The 9ueues 
are at leas: as long as you'd been warned. Behind the acres of 
barriers, tables. and security devices a tall red-haired man waves 
toyou; Ir appears that Alasdair Cameron's here In person. Just like 
you were told, he's actually wearing a skirt. The tartan is distres5-
inglyred, with lumps of green threaded with yellow. You remerr.­
befthatSc.otscall their skirts "kilts." and you make a note to do the 
same when you meet your employer. First, though. you ·ve got to 
get through the bureaucracy. The outcome of the next few hours 
depends on the forged licenses. neat little p!asheen cards contain­
Ing an enc.ased chip. These should get you through the security 
checks, alongVvith the duplicate hard c.opyyou have dS back-up. 
Boy, Brits just love red tape .... 

'OK, matey. business or tourist?" You try not to sweat as they 
open your suitc.ases. 

When the <hncters pa.s.s dlrough customs, mad dte Iulo~ 
It's taken two hours to get through tt:e red tape. but the wait 

obviously didn't faze your employer. Alasdair Camerol'l greets 
each runner with a vigorous handshake ~hat engulfs your suddenly 
puny dlgit!i In red-furred, shovel-sized hands. He quickly ushers 
yoo Into a waltil'lg limo and tells his driver to head for Queens 
Street. and your mind is distracted from wondering how he got to 
beso huge. The low-rise residenrial districts of suburban Edinburgh 
surprise you, especially the number of buildings made of srone. 
Graffiti Is rare and the roads are well cared for. This isn · t Seattle, 
that's for sure. As the limo passes through the center of the city, 
Alasdair points out a massive rockoutcropcalled Arthur's Seat, on 
which st.ands the Impressive might of Edinburgh Castle. Sweeping 
down a hillside, the car moves through Princes Street. turns a 
bend, and arrives i 11 Queens Street. 

-1 thought we could talk in my fla:,K umeron says quickly, 
"but I've booked you into the Royal Mulmeld Hotel In Castle 
Terrare. Fascinating place-used to be a theatre, and now :he 
balcony restaurant provides the best prime Angus beefsteaks in 
the city.· He'5 talking a little too fast and seems slightly uncom­
fortable, but thatdoesn 't last long. To be precise, it dissipates after 
he knocks l>ack "two wee drams" of mal: whisky. You discover 
yourselves that it has a pleasant. warming effect. 

ihankyou for coming. Ifs hard to Rnd British, ah, operarlves 

who aren't In the pay of some corporate or official interesr. l work 
for a research company c.a.lled Transys Neurone,, and my boss has 
gone missing. I need you to Rnd him, but the circumstances are 
rather odd. He used to go olf to the Hig.,tands alone on oc~ion, 
getting back to nature and all that, bu.t company security always 
went with him. In the last few months, he'd taken to disappearing 

for several days at a time, efficiently evading thesecuricy force. He 
spoke to no one about where he was going or what he was doing. 
Now he's been gone for two weeks, but he would never leave 
voluntarl ly tor so lol'lg w ithout lnforml ng the company. 1' m abso­
lutely sure cf that. Obv\ously, the company is doing what it can to 
Rnd him, an::I It has a pretty long reach. My boss was a very gifted 
man. rhough. and l think there may be people l n the c.ompany who 
don't want him back. Just petty jealousy. I can't name names. but 
It's possible thar more than one person might be saboragi11g the 
effort to iocare him. I want him back :ust bee.a.use I liked him. 
Quic.ksllver .va:. an amazing person, very intense, and a complete 
genius. I cton·t think he was really close to anyone. but I think he 
liked me an:! I admired him very deeply." 

Camercin finishes on a sudden note of tenderness, making 
you feel he ·eally cared about Quicksilver. You begin to warm to 
this gruff, sl,ghtly shy Scot. 

"I can sive you one solid lead and one other path of investi­
gation. I km•w thar Quicksilver sometimes had a late-night drlik 
at Hamish's Bar at the bottom of f'rinces Street. just 'round the 
corner from here. His corporate security always waited outside. I 
haven't gone there myself to ask any questio11s-l didn't want to 
chance being seen by someone from Transys who doesn ·t Wclflt to 
find Quicksi lver. Yo1J could try asking there. 

"! can a so give you a set of Matrix ID codes that will get you 
into the Trc.nsys system safely and a:tow you to explore Ir. 
Quicksilver was a br111 lant decker and programmer. and I just can 'r 
believe that tie didn't leave something in the system that wlll give 
usa clue. He wa.sparanoid and secretive by nature. but he always 
created dupliCi\te, even triplicate fl les so that he would never lose 
anything, Whatever ls there wil l be hidden very carefully if my 
hunch ls rig, t. There·s no risk for you because you'll have che 
proper codes to go where Quicksilver p'.ol>ably left his work. but 
I don't have access to the codes for the system structures where 
they keep ch,? blg-nuyen information. I'm taking a real chance with 
thls-1 wish I had the skills to check It out myself. but I don't. 

'The on y ot her Information I have thar might help you is that 
I know Quid.silver tiad a friend In Edinburgh University. i know it 
was a wom,m, al'\d the relationship was platonic-they talked 
philosophy, from what I could gather. But that's all I know. As I 
x1ld , Quicksilver was very. very secretive about himself. 

• Albrecht reported that you carr.e to an agreement on t he 
terms of the ob. I've booked you into th~ Royal Muirfield to start, 
which includes your room and meals.· A fleeting grin crosses his 
face. ''Bur I can't handle you ordering twenty bottles of chilled 
Bollinger a d-¾y, all right? If you need more money for traveling or 
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I WELCOME TO BONNY SCOTLAN 

paying someone for Information. get back to me. Here's my 
telecomnumber. 

"Oh, and let me give you a picture of Q uicksilver. He WM really tall 

even for an el~und two meters. He had st-ortsilver hair with a small 
black stre.ak on the left temple. He earned a lot of cyberware. jacks Md 

such around his neck which he used to c.onc.eal by wearing a blue silk 
scarf. He had blue-silver cybe1eyes, which were pretty distinctive. He 
also llked black a lot, he usual!Ywore plenty ofit. and this year he'd taken 
ID wearing a silver signet ring on his left index finger." 

HOOKS 

Immerse the runners In the following situations and moods: 

In the airport , they encounter confusion, b ureaucracy. culture 
dashes, and men in skirts. 

With Cameron the runners experience initlal d iscomfort. 
which quickly turns to <1/fection and concern. 

In gener<1I. the runners feel like strangers in a very st range 
land. like fish out of water eyeing the flying pan. 

•~~ BEHIND THE SCENES 
'•j 

The beginning of this scene simply serves m move the runners 
.. ,... through Customs and Immigration. If stupid enough to t ry to 

~ Import anything restricted or illegal. the gamemaster car. relieve 
··~. , the offending runner of plenty of nuyen here. The ream also meets 

i_.'-'·_'.. Alasdalrcameron, their employer, who explains the nature ofthelr 
f task (see The cameron C:onnectlon. following;. 

~ GlmNG PAST THI BURIAUCRA TS 
. ; If the runners try to conceal anything on the list of controlled 

,: su~tances and Items (see Anarchy In the U.K .. p. 79). the security 
systems autor.1atic.1lly detect the item. Brits have exrrernely good 
security devices, especially In the <1irports. The runners rnay be able 
to slip through a very small item which is normally difficult to 
detect. The gamemaster can use his judgment here. Jf the possi­
bHl1y exists that such an Item might pass through securl ty, hav e th,e 

;'. officials make an Intelligence (4) Test using a target number 
.; appropriate to the Item In question. However, airport security 

automatically discovers all magical items, no matter how small, 

Covert bureaucratic mages constantly assense the airport, and at 
least one of th,..rn will detect the Item despite any masking the 

runrter who owfo · -ses. lf the runner is an initiate (see Grlmolrc 
I. p. 38), assu:ne cht S.::.."toms staff Includes an assensing Grade 2 
mage with a Magic Attribute Rating of 7. 

Have the official handling each cyberware license make an 
:... Intelligence (9) Test. With 1 success. the official decides thar the 

: license somehow look5 odd. deliberates over it. and passes It 
MOUnd, muttering, ·This look odd to you, MacDougal?" and so on. 

' For some rea50n the hard copy appears slightly different than the 
· .. electronic check they run on the license card. 

The above circumstances do not apply to any runner carrying a 
tybefgun, which the seaJ:ity system automatically detects. The runner 

·. 1)¥ the appropriate 6ne, and the officials lock up the equipment 
· permanently using a neat little electromagnelic device. For now. the 
: weapon Is useless, but the gamemaster might allow the runner to ger it 

rtpai1'd when he gets home. Bad move, terms. 
Make the runner cariying the cybergun sweat a little here. 

:. Have the officials and the runner make opposed tests, using the 
. officials' Interrogation Skill (Rating 4) and the Negotiation Skill of 

the runner and a 1arget Number of 4 for both parties, If the runner 

achieves more successes in the rest than the officials, he impro­
vises a plausible e><:cuse for his equipment, or perhaps just blathers 
and bores the officials Into letting it pass. 

ff the officials achieve more successes than the player charac­
ter, the runner may be In trouble . The officials do not spot the 

license as a forge1y, but they decide thar it "does not conform to 
B1ltish regulations" and say so. Have the runner make an opposed 

Charisma (Willpower) Test against the official5. If he achieves more 
successes than the officials, they just conRscate the item involved 
If possible. If the cfficlals achieve more successes than the runner. 

they confiscate the item and levy an on-the-spot fine as well. If 
unable to confiscate the item (personc1I cyberware being an 
obvious examp.e), they levy a fine and force the n.mner to 
complete an appl cation for a license, warn the runner not rouse 
the iten, in quesli,Jn, and demand the runner provide an address 
at which he or she can be reached during his sray in the UK. 
(Actually. rhar's just a bluff-even British officials can't trace 

everyone everyw--.ere.) Because the runner needs a license for 
eilch individual rt!strlcted item. the gamernaster may use this 
opportunity to relieve the runner of whatever he wishes by c.alling 
down the laws o:<:onfiscation. Fines appear in the Am,rchy In the 
U.K. section. p . 79. 

Gamemaster'sNote:Allowtheteam·s " licensed" cyberdeck(s) 
ro pass this check automatically. The runners must have decking 
resources for th\! adventure. and cannot afford to lose their 
cyberdeck here. 

THl CAAIERON CONNECTION 
Alasdair Cameron is exactly what he appears to be-an 

honest guy who wants to find out what happened to hls friend. His 
bellef that some Pf:ople within Transys preferQuick5ilverto remain 

lost is valid: these people know Quicksilver ls dead. and so 
conrinLJe to deto.J · all Investigations down blind alleyways. These 
unsavory characters enter the frame of the story later on; ignore 
this information fc,r now. For details about Alasdair, see CilSt of 
Shadows, p. 67. 

QUESTIONS AND ANSWERS 
Like any good Investigative team, the player characters want 

to get all the information they can before they begin. Alasdair 
provides the following information in response to appropriate 
queries concerning specific topics. 

Q.ulcksllver 
"Quicksilver joined the comp.1ny five years ago. His past 

seems ,o be a cor1plere mystery, At least. I know the company 

checked him out and found nothing. He has a British passport. but 
these things can be forged, as I think you know. The company 
stopped caring a~•!r a while, because he was so damned good at 
his job. He began worldng with neural skillsofts. but later special­
lz.ed i n wetware :t-search, )iological chips with intrinsic pseudo­
lntelllgence capab,lltles. He also got Involved with recombinant 
technologies and i;mart viruses d5 elements of wetware. He was 

the cutting edge of research In thnr field. No one knew what 
Quicksilver was dc,ing umi. he decided to reveal i t. He was a real 
perfectionist- it t,,ok him more than two years to build his 

cyberdeck. and he always carried i t around w ith him in a battered 
blue briefcase. He never answered anyone· s questions about what 
It could do ... 
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Qulcksll\ler's Retreat 
Specifically, where did Quicksilver go when h•e wanted to get 

a.way from it a.JI before he began evading corporate security? "The Isle 
of Skye. The company owns a couple of hostelri~ along the east 
coast. I'm sure the company alerted security to looklorhim there and 
followed upa.JI their leads. As far as I know, they c.tme up empty." 

Q.ulcksllvefs House 
Where did Quicksilver live? "In Marchmont Road. out past 

Melville Drive. The company has already gone o·,er his Rat with 
the finest-toothed comb imaginable. You'll find nothing there ... 

G.unemaster's NoCe: Any investigation at his fbt will be ut:erty 
frutless. even if the runners bre,,,k in, intenogate neigt1bors, and so on. 

Tr.msys Neuronet 

Alasdair looks rather uncomfortable about answeri□g ques­
tions al:>out his company. Have the runner who ask:xl the question 

make an opposed Charisma {Willpower) Test. If the 1.mner c1chieves 
at least 1 net success, Alasdair paraphrases the informatior on 
Transys available in legwork (p . 63), but refuses :o SclY anything 
more. Yes, this is odd in view of the fact that he Is giving them 
access to a peripheral partofthecompany·scomputersystem, but 
Alasdair has irrational e!ementS in his personality. just like any 
other human being. 

Number of Rw,neB 

The runners may wonder why Alasdair imported so many 
te.i.m members if all he really needs is a decker to hunt for clues 
In me Transys system. If the team includes a str(,et samurai, for 

example, the muscle may wonder about his rQle in the 1ob. 
Alasdair replies simply that he does not know where the investi­
gation may end up. Quicksilver o~en wandered the Highlands. 
and if the investigation follows him there, people with skills other 
than decking may become important. Alasdairwants tocoverhis bases 
from the outset. 
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We.ipons 

The runners probably feel nc1ked without the protection of 
their weapons. The initial stages of the job hold no dangers, but 
the team should l>egin the process required to acquire weapons 
early on. Alasdair refers the runners to Hamish's Bar as the best 
place he knows for them to make contacts. He also warns the 
runners not to carry any visible weapons within Scotsprawl 
because doing so constitutes an offense against the law. 

General Information 
If the runners failed to do enough tegwork on Scotland. and 

Edinburgh in particular , Alasdair provides a street map of centraJ 
Edinburgh and a map of Scotland. (See Player Handouts.) Para­
phrase information from the other relevant player handouts (on 
the U.K .. Edinburgh. and soon) for Alasdair's replies ihhe runners 
have absolutely no clue. 

When the runners feel they have acquired sufficient infonna­
tion from Alasdair, they should spend the rest of the day in the 
hotel recovering from jet lag. It is, after all, almost U30 local rime. 
If they reel up ro it, they can go to Hamlsh's Bar (p, 15) this 
evening, and start the job the next day. When their decker jacks 
into the Transys system, he or she discovers the ChUd In the 
Matrix (p. 20). lf part of the team wants to begin ammgingmedical 
insu,ance. licenses and permits, and so on for each of the player 
characters. go to Taking Care of P•erwork, p. 23. If the team 
wants to hire a vehide (unlikely at this stlge), go to Gettlng 
Wheels, p. 24. If they decide to wander aimlessly around 
Edinburgh like poorty organized tourists, taking In the sights and 
sounds and dropping into bars at random. the Legwork. section, 
p. 63, includes tips on picking up contacts and provides .specific 
Information about Edinburgh available from plodding the streets. 
If they decide to check out Alasdair Cameron or Quicksilver, 
consult legwork as weU. 

DEBUG<ilNG 

If the runners find themselves too low on nuyen to pay a spot 
fine for their weapons at the airport, Alasdair Cameron can cover 
thei r costs up to i I 0,000 (but 50 percent of the fine comes out of 
the team's fee). Le,wing the airport only poses a major problem If 
the runners foolishly try to import heavy weapons or explosives, 
which carry massive penalties if discovered. Any runner carrying 

such an item automatically gets frog-marched off to prison, no 
trial. The gamemaster now has a non-player character on the 
,)rison island of Flatholme off the Somerset coast. This situation 
does not affect runners with functioning brains smart enough to 
eave such items at home unless they go out of their way to prove 
:hey are connected to the criminal party. 

The runners' course for beginning the investigation is clear. 
Quicksilver's flat (a total waste of time) and the mysterious female 
with whom he used to conduct philosophlC<ll discussions repre­
$ent potential red herrings, but the player characters will probably 
cake the obvious routes: a promising location to v isit (the bar) and 
a solid lead to follow (decking). But players are contraiy beasts. If 

the runners try to find the mystery girl in the Philosophy Depart­
ment of the university (located in George Square in 2053). they 
draw a total blank. No one there has ever heard of Quicksllver. 
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HAMISH'S BAR 

TELL IT TO THEM STRAIGHT 

You keep your expressions under tight contrcl a.s y.:>1.1 walk past the 
kllted trolls looming next to the lurid blue neon signs advenising Hamish ·s 
Bar. The all of fareO'JlSide prmiises you 82 difu-er'lt malt whiskies and the 
bestheavyintoYvn,\M'\ateverthatis.lnside.younolirethesubduedlighting 

and gern.inesav.d.tston the Roar. The tables look llke !$l. (larldy stained okl 

¥IOOd. You !eiist tte impulse lo touch one as )00 pass. You can tt>.!I )OO've 
beat the after-VYOli< OOY.d, bec.au'ie lhe bM surface still looks elem. Looking 

c?IOUlld.you see a '3lrmlx of people: a pairof tollsdrnching their massive 
lis!sarooncipewrerquartmugs. tM:>elvesatask:letablewtiostudiouslyavoid 

looking at you. a yUlf1g elf we.man sitting alone. and a SG1ttering of scruffy­
looking street people in tartans. leathes, denim. and metal. Not much 
e;t,eware CY corporate~ in this place. Trying to look contidert, you 
v.alk up to ire bar. The huking Ol1< barman stands with his arms crossed, 
glaring as you app,oach. 

"Nnts of heavy, is it?" he half-snarls at you. " Great, thanks,· 
you reply, tiying to hide your accents and the fact that you have 
notde.i. what you just ordered. The ork fills a series of glasses w ith 
foaming. warm beer the co lor of mahogany. Though not what 

you're used to. the brew is rich and malty. Half,.,vay through the 
glass, you realize this stuff has a real k ick to it. Clutching your pint 

Qf heavy, you sit down at one of the empty ta;,les and take a long 

look around. 

HOOKS 

Surround the r\Jnners with the smells of a pub: old wooo. s.awdust, 

tEer and ale. Fellow panons provide a. ~ckground of laughter, argu• 
ment5, the soft low buzz of private oooversations, the dinking d beer 

mqgs. and the cxxasional soond of breaking glas.s. 
A sense of d isplacement shadows this encounter. The rur1ners 

do not belong here, ,md everyone knows i t. 

BEHIND THE SCENES 

Use the Bar Archetype from Spr.-wl Sites, p. 14, for this 
location. The runners meet three Important non-player characters 

at Hamish's Bar, If the gamema5ter wants the runners ro meet any 
of these contacts in some other p lace, he has to get the runners 

there. The team mY~(cQmact these fhr« principal Nf'Cs. Ouncan 
the Fixer serves as a source for street purchases and general 
.issistance, Fionnghuala Colquhoun provides a lead on the Affect 

<hip, and Hamish the bannan gives the runners important infor• 
matlon about f.dlnburgh and its environs. Obviously, the runners 

meet Hamish upon entering the bar, but they can meel the other 

two whenever the. plot needs moving alo ng. The gamemaster 
need only make sure that these characters appear when needed. 

for example, if the runners hit Hamish· s Bar before encountering 

.-. 
• '• j 

C ·.' J 
C) 

) 
/ 

/ 

I . Stage 
2. Office 
3. 8u 
4 . Boot~s 

1 M<.-1 .. , •.• • 5. Storeroom 

Chlld ln the Matrix. p. 20. they should meet Dunc.an bur not 
Flonnghuc'tla. Because she leads the runners to the first chip. the 

runners should not meet Fionnghuala before meeting the Child 

and possibly talking to Professor Amelia Richardson (Halls of 
A.c.ademe. p. 29). Of course, all this may not happen during the 
runners' first two drinks--they may need to make Hamish's their 

reg ular watering hole. 

Initially. the patrons of Hamish's Bar ignore the runners, ao:.epting 

them as jU';t another set of tourists. The desaiptions of each main non­

player character below indk.ate what he or she knows and prov:de 

guidelines on vvhat that character may say. As on every first date, :he 
NPCs keep their l\ps shut, and the runners may need to meet With them 
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more than once to gain any information. The gamemasrer may reflect this 

reticence by having the runner make an opposed test using his or her 
Intelligence against a ta/get number equal tO the NPC' s Negodatlon Sklll. 
If tt.e runner achieves more successes than the NPC, the runner knows that 
ttiecharacrer may be hiding Information. Armed with that knowledge, the 
runners should press their advantage until they learn something more. 

Though the runners may meet other Interesting characters at 
Hamish's. as described in l egwork. p . 63, the point of the 
e ncounter is to bring the runners together w ith Duncan and 
Flonnghuala. Quick to recognize a potential customer, Duncan will 
most likely approach the runners himself, but the:, may h,we to 
work their way through the entire bar to contact Fionnghuala. One 
or the easiest ways to p lay this enco,.mter is fo· nearly every 
character In the bar to tel I the runners in a prominent Scottish accent 
that they can "rakk off. we don't like talking to seps in here!'' 

Depending on what tlme the team .eaves Harnish·s Bar, they 
c.3n head In several directions. If they have not decked Into the 
Transys system. they should do so now, go to Chlld In the Matrlx. 

p . 20. If they get her name from Flonnghuala, they may want to talk 
to Professor Amelia Richardson of the Occult Sciences Departmenr 

oftheUnlverslty;gotoH.lllsof Audeme. p. 29. lftheydecidethey 

need a vehicle. go to Getting Wheels, p. 24. To find weapons or 
hire muscle, go to Prime Scotch Beef. p. 27; t o make other 
logistical Mrangements for their stay, such as arranging medlc.c"II 
Insurance. go to TaJdng C.Ve of Paperwork. p . Z3. When the 

runners decide to trace Quicksilver's druldlc frlem:1 In the High• 
lands. go to Death ln Queen's Street, p. 3 1 . 

H~MISH MACLEOD 
B Q S C 
7 4 6 2 

W E 
Z 6 

lnltLad\.-e: 2 +- 1 D6 
Threat/Professional Radng: 2/2 

R Ammr 
2 5/ 3 

SkJIJs: Armed Combat 4, firearms 4. Etiquette (Stret:t) 4, Unarmed 
Combat4 

Spe<i..l Skllls: Rumormill 5, SymJ)<lthetic. LlsreninE, 2 
Gean Armor jacket (5/3}, Claymore [two -handed sword: 
Concealablllry Z, Reach 2. (Str - Z)S] 
Notes: Hamlsh has natural low-light vision. and a mild ,dlergy to 
sunlight (Nuisance} 

CONDITION MONITOR 
LIGHT 1AOJE,AIE smo1,s DEAl}.·-1 
STUN STUN STUN STUN 

STUN ~: l~~:1 VN•I f." l'•, I ~ :, .,;,: ·2 ,.,,. 

4: :aj PHYSICAL t.7'Ni r-l 't••I I~ •. , ... ; ·3 ·,It. ~!e('.{J 

LIGHT '·110DfR/.!E S:'llO.S )E.ti.:tv 
WOJND W:)1;1'.D ·NCJ~C ',,•tJJ\-:., 

Hamish Mac leod, the ork proprietor of Hamish's Bar, is 

twenty years old , tough and grizzled, and a sliver under two 
meters worth of solid meat. Hamish stands for no nonsense on his 

premises. The claymore over the bar does not hang there just for 
decoration: when things get out of hand. Hamish uses it. Close· 
mouthed w ith strangers, Hamish never divulges m:>re than basic. 

information <'.bout any of his regulars. but he is friendly enough, to 
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the men, at least. (He tends to treat all women as pretty young 
things.) Hamish hates people incapable of holding their drink. 

Hamish represents a rich source of general Information about 
Edinburgh and about people the runners may want to check out. 

See l egwork. p. 63, for the rules on acquiring contacts. If Hamish 
takes a liking to the runners, reduce all target numbers for 1heir 
Inquiries about A lasdair cameron. Quicksilver, Fionnghuala 
Colquhoun, and Duncan the Fixer by I . 

Getting onto Hamish's good side takes t ime. On a sewnd 
visit. have the friendliest rumer make a Charisma (9) Test: If this 
is an ork runner, reduce this target number by I . If the p layer 

achieves at least 1 success, treat Hamish as a contact. Players can 
make rhls test on each successive bar crawl, assuming their 
characters drink, pay, and tip well, unrll one of them makes a 
successful tesr. 

TheShadowrunrulesctonotindudeguidelinesforplayingHamish's 
Rumonnill Skill. If needed. the gamemaster ran use Hamish to toss out 
red herrings or olher tangential clues. If the runners make a habit of 
dropping into the bar orten, Hamish can be a great plot-advancing 
device. bui he never knows dflytning specific. 

DUNCAN THE FIXER 
B Q S C 
2 4 2 2 

I W E 
4 3 6 

lntdattve: 3 T 1 D6 
Thrut/ProfesslonaJ RAttngs: I / I 

R Armor 
3 (3/5) 

Skllls: Armed Combat 3. Etiquette (Street) 4 , Negotiation 4 , 
Unarmed Combat 3 
Gur: Ares Viper !Heavy Pistol. 30 (clip), SA/Bf. 9S(n}. Armor 
Jacket (3/ 5, worn only when expecting trouble), Knife (2L) 

Twemy-nlneyea,sold. CXlncan the Rxerisashort. thin. rat~ ~low 
with a sallow complexion and a revoltingly pencil-thin mustache. He wears 
bocksatinshirtsO(:e-ltothenaveltorevealanexpanseofhairle.sschestand 
a gold Celtic medallion. and favors trousets in the hideous pink and green 
Cra~ clan t.aitan. CXmcatl poses as a Crav.fcro jUSt so he CM\ wear the 
most hideous r.?Jtan in existence. He keeps an eye ouc for ~ . 
knowing that many eventually e!'ld up at Hamish's; he sells them his 
consider~ seivic:es for cold. haJd rash. Though his fees are exressive. he 
never gives people bad contacts, shoddy gear, ormlsleading~(atleast, 

not Intentionally). likely to apprmch the runnersoo his CMn, DunCiln airers 
his help in the fi:>11<:l'wing areas. 

CONDITION MONITOR 
LIGHT ~lOCtRAl: SERIOUS D;A'.JLY 
STUN STUN STUN STUN 

STUN 1 "I\, H 'J• •H N IJr,c ' ,It, ., 1r,1 ·311' ' 

1·~· 2r'>I n,, \Jr.;;. 
PHYSICAL I r,t 21r., . ·31nit. I°" :leoc 

LIGHT f/C:;i:~gE S:RIOlf. DEADLY 
WO.IND WOUND WOU~D 'ilQIJND 

Information 
Duneon·s services as a contact are available to anyone who 

can pay i400, his standard "consulting fee." for S.400, he will 
provide general inf-o on locations around Edinburgh and f-or i400 
a throw, info on fionnghuala. Alasdair Cameron, or Quicksilver. 
See l egwork. p. 63. Another £400 buys the runners the name of 
the besrvehicle-hi re man in Edinburgh: Jackie Stewart of Stewart's 
Hyperdrive in Leith Walk (see Getting Wheel s, p. 24). According 
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HAMISH'S BAR I 
to Duncan, Stewart often deals with foreigners unfamiliar wich 
British red tape. ("Nudge nudge. wink wink, know what I mean? 
Just say that Duncan from Hamish·s Bar sent you.") for i600, 
Duncan gives the runners the name of Angus MacNab, a useful 
contact for weapons, armor. and so on. Angus hangs out at The 
Arbroath Smokie. a rough-tough pub ln Lauriston Place (" lust 
along from the Royal lnfinnary Hospital. ha ha. ··i Duncan assures 
the runners that MacNab is one tough piece of work (see Prime 
Scotch Beef, p. 27). for .5.800 Duncan provides the address of Dr. 
KMx's Body Shop, p. 43. 

Duncan comes across as whining and obsequious, spinning 
even the measliest fragment of information into a tale to justify his 
exorbitant rees, even when all he ean offer are the barest scraps. 
As usual. if a runner makes a successful opposed Negotiation 
(WIiipower) Test against Duncan, the fixer reduces his price by 10 
percent per net success. 

lesouKes 
?rovided they pay him in advance. Duncan can get weapons 

or other items directly from Angus MacNab and sell them to the 
runners for a 25 percent markup on Angus' prices {see Prime 
Scotch Beef, p. 27). This arrangement makes Duncan nervous, 
however, for two reasons. First, his markup shoots the prices 
through the roof and Duncan is too cowardly to face down runners 
angry at being ripped off: second. Duncan fears being caught by 
the pollce. Only if the runners pay in advance, induding his 25 
percent fee, will Duncan agree to act as rhe team·s intermediary. 

l.alsln1Cash 
Having accepted a !ow-paying job to begin with, and finding 

the cost of doing business fairly steep, the runners may find 
themselves in dire financial straits at some poinr. especially after 
Ala.sctair Cameron dies (see De.uh In Queen's StTeet, p. 31 ). If 
Duncan knows of their connection with Transys Neuronet. he 
olfers to purchase weapons and cyberware for them in return for 
a nonnegotiable 50 percent of the <1ction they bring out of the 
Matrix. He pays 40 percent of the gcing street price for the 
equipment and hands the runners a suitably inflated bill. He needs 
2A hours to raise any amount above £4,000 for such purchases. 

R0NNGHUALA COLQUHOUN 
I Q S C I W E R Armor 
2 4 2 3 6 Z 5.3 2 

lnldlttve: Z + I D6 
Threat/ProfesslonAI Rating; 0/ I 
Skills: Biologic.al Sciences 7, Biotech 5. Cybertechnology 3, 
Etiquette (Corporate) 3, Negotiation 3, Physiu1I Sciences 3 
Cybcnv.u-c: Datajack with 200 Mp memory 
Ciear: fashionable Clothing, Knife (2L) 

CONDITION MONITOR 
LIGHT MODERATE SERIO~IS )E.ADLY 
51\JN STUN STUN STUN 

STVN llN• 21r,. n, .r-1:, 
•l"'\il. 2 ,nit. .,;h•. 

2 1N m• •• ·I(,: 

PHYSICAL -2 ,nit_ 3r· re.« 

LIGHT "1QDE1i.41 SERO.IS :):.ADL'i 
WOUND WOIJN) wa.w •,\'CLND 

A small, slender, female el f, fionnghuala (pronounced. fin­
ell-lah) is i'.8 years old but looks only t 9 . Fionnghuala was born anci 
raised ln Edinburgh. where her father holds the Chair of Neuro­
physiology at the University of Edinburgh and conducts research 
at the Royal Infirmary. During this adventure, Professor Colquhoun 
is on sabbatical at the University of Johannesburg. Flonnghuala·s 
interest in neurophysiology prompted her to work clS her father's 
research assistant and led to her acquaintance with Quicksilver . 
Despite the fact that she lives ln Edinburgh. Fionnghuala firmly 
believes in getting back to nature. If the runner speaking with 
Fionnghu,1la is a shaman with a rural totem or an elf who makes a 
plausible nature-lover, reduce by l all target numbers for Social 
Skill Tesrs made !n conversation with her. An elven decker will not 

fit this bill. 
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Fionnghuala enjoyed a few evenings or conversation with 

Quicksilver, though she knows him only as Erewan. Only If the 

runners ctescrlbe Quicksilver will she recognize the cybereyes, the 
blue scarf, or t~ streak of black In his sliver hair. If a runner rolls I 
success in a Charisma (6) Test. or I or more net successes ln an 

opposed Negotiation (WIiipower) Test, Fionngh1Jala admits that 
she knows Quicksilver. In order to coax vital information out of her, 
therunnersmustconvlnceherthattheytrulycareaboutQulcksilver·s 
safety and that they fear violence against him. If the runners lie 

(claiming to know more than they do, for example), flonnghuata 
makes an opposed lntell!gencf' (Charisma) Test against the lying 
runner. One or more successes tells her that the runners are lying, 

and she accuses them accordingly . If this happe'ls, Increase the 
target numbers for all subsequent Soclal Skill Tests by+ 2. Make the 
player characters work e\len harder to connect with her. flonnghuala 
will not accept bribery. 

The runners r eed the information In the ~llowlng para­
graphs. The gamemaster can make lt difficult for the players to 

learn the information. but they make a Success Tes,only to flnd out 
about Quicksilver's romantic involvement. 

Information 
flonnghuala knows that Quick.silver worked as a programmer. In 

their frequentdl.scusslonsof themedlcal aspectsof cyberware research, 

he Impressed her with his vast knowledge of skillsofts and 
neuromodulator research. These conversations naturally n.med to 
discussions of spiritual phll050phles. Quick.silver had studied astrology 

and several mystical traditions In depth. and his Interest In reincarnation 
Md the fate of the soul after death bordered on ohsess1on. In their most 

recent COllver.;adon, Quicksilver spoke of Ii~ after death witti an 
exnaordinary intensity and passion. She know-s that he often discussed 
such matters with a mend at the University of Edinburgh, and she trles 
to remember the name, "Richards, or Rlcharmon. I can't remember, 
but she's a woman. A human: 

Fionnghuala last saw Quicksilver three w eeks ago. If the 
runner talking to her rol ls 1 or more successes in An opposed 

Charisma (WIiipower) Test, flonnghuala says mournfully . "He told 
me he had found someone, a girl. I think he only saw meas a friend 

he could talk to. He played w ith a silver ring when he spoke of her. 
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I guess she meant a lot to him.· At this point, the runners realize 
that fionng~uala was half in love with Quicksilver. 

"There's one other thing I remember. He once mentioned a 
d ruid with whom he'd talked about astrology. Aonasomething. her 
name was, but he d idn' t speak of her as it she was a lrlend. More like 
a passing acquaintance, o r a colleague. I know he spent time on the 
Isle of Skye, and I think th!s Fiona person lives there.· She he51tate:s, 
looklng puzzled. "He said something really ~lrd. He told me he 
rr.ight le.ave his feelings there. He had a premonition that things 
would soon go wrong. He looked half-crazy 'wtien he said it. I guess 
he was always half-aazy, In a special kind of way." 

Resources 
If the runners remain on good terms with Aonnghuala (they 

tell the rru1h) and ask her for medical suppl!es, the player must 
make an opposed Negotiation (Negotiation) Test. If the player 
rolls I or more successes, Fionnghuala supplies the n.nners with 

a minor item from the Royal Infirmary, provided they convince her 
that she is stealing for a good cause. ("We have to he.ad into the 
H ighlands. The paranaturals might eat us alive. the terrain Is 
hazardous. and medical insurance is worth squat out there. Please 

help us!") for iSOO Fionnghuala can supply the runners with a 
med kit, o r two Rat ing 5 antidote patche5 and two Rating 6 trauma 

patch~ for l SO percent of the price llsted on page 263 of SRJI. As 
she can smuggle only a few small irems away from the Infirmary 
at a time. these limits are absolute. 

DEBUGGING 

The runnerS may become di5COllraged if tt,ey fail to make caitads 
on theirfirstvlslttoHamlsh' s. In this event, AlasdairCameron encourages 

them to try again: Scots are dour folk and persistence pays cff. Paranoid 
(or very careful) runners might suspect Duncan the f1Xer c:J being a 
corporate plant or undercover police agent Hey-(he hideous trousers 
alone could put a man with a weaker stomach off'hls reed. lfthey refuse 
to deal with Dunc.an, Invent another NPC with a similar profile and 
conta.a:s who can fill Du,c.an's shoes and give the runner.; the same key 
l~ds. 
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TELL IT TO THEM STRAIGHT 

You're back In A lasdair cameron·s plush fiat, g,~ttlng your 
gear ready for a Matrix run Into the Transys system. Nervous, 
jumpy, dearly worried about this whole operation, Cameron gives 
you a set of ID codes for byp.1,Ssing the IC infesting trte research 
subsystem used by Quicksilver and his fellow researchers. 

"Beyond the CPU is an SPU that leads Into oth•?r research 
monitoring and data storage systems," cameron mutters. · 1 have 
no access to that. Don' t head that way, or all hell will t reak loose. 
Those systems have enough alarms and IC to nail you. no matter 
what you·ve got.· Knowing Transys' reputation. you decide to 
take Alasdair's advice. 

Fingertips on ttX? console, you brace for the ded<lng run. it feels 
weird to lnvadeacorporatesystem with ID codes up your sleeve, without 
knov.;ng what you're looking for. Better mMe sure you ve got fast­
analysis programs to check those daiastores. chummer. 

HOOKS 

Aside from the bio-organic look of some ofTrans~1s· sculpted 
system. the run should feel fairly normal until the Child appears. 
His arrival brings a sense of mystery and strangenes.;, the same 
senSc1tions of brushing the edge of another dimension that people 
feel upon seeing a ghost. for example, the gamemaster might 
Inform the decker that he or she feels a slight breeze i1, the Matrix 
when the Child appears. If the decker asks. the bree.z,e feels cold. 

lftheplayersorgamemaste"needadditionalinsp!raticnforthelook 
and feel of the blo-organlcpansof the Transyscomputer system. take a 
look at H. R. Giger's designs for the mottcn piaure Alien. 

Bl.HIND THE SCENES 

Alasdair wants to keep tabs on the runners ro prevent them 
from downloading the Transys research secrets. Us:ng his own 
cyberdeck. he prowls the system dlrectly behind them. (Treat the 
deck as a Cyber-4 with Response Increase 11 ). See p. 32, Vlrtu..l 
Rwldes.) Using his own deck allows him to handle security and 
alarms should the need arise while the decker invE.-stigares che 
system. The gamemaster should make sure that Ala.5.dalr and the 
deckerst.ay within Contacr Range. If the runner offers to let Alasdair 
use a hitcher jack. Alasdair will refuse. Alasdair's ~ .mx persona 
appears as a gray-robed old man. 

If the gamema.ster uses the Vlrt\MJ Realities sourcebook, 
treat the subsystem the decker enters as a sculpted system (p. 51 , 
Vlrt\l.aJ Reallttes). The system looks biological: nott-ing within it 
appears manufactured. IC wlll look like predatory animals or 
micro-organisms. nodes look like organic entities (vi~.cera. or with 
sculpted sulci like the outside of the cortex. for example. or even 
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as verdant woodland), and so on. The bio-organk reality affects 
the decker's persona (see p. 52, Virtual Rullttes). changing 
anything metallic or manufactured. If the decker's persona ap­
pears ilS an armored knight. for example, rhe armor becomes 
leather or cloth. 

The re5e.clrch subsystem map appears below, along with 
explanations of important system details. If the players and 
gamemaster agree to use the Options rules for programs (p. 42. 
VbtPaJ Rea.lltfes), then all JC uses the hardened-defense option 
explained on page 22 of that sourcebook. 

RESEARCH SUBSYSnM 
Because Alasdair has provided the passcodes for this cluster, 

the decker need not make tests against any of the cluster's white 
or gray IC. This absolute freedom strikes the decker as odd, and 
makes the ambush by what looks like a corporate decker (see 

Combat!, p. 22) ever, mote shocking. 
For players using the System Load rules from Vlrtul Rull­

des, the Maximum Load Rating and Current Load for each of the 
nodes is listed In parentheses following the Security Rating. 

Despite Alasdair's passcodes, chMges In overload or slowdcmn In 
any node set off an alert (see pp. 14-15, \lbtual RNiNles). 
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TRANSYS NEURONET 
RESEARCH 

SUBSYSTEM t 
System Map 

Trmsyi Neuronet System Map 

OU ,. Central Processing Unit 

DS = Datastore 
I/OP = Input/Output Port 

SM- Slave Mod.ile 
SPU = Sub-Processor Uni t 

1/0 3 
1/04 

DS 3 

SAN-1:Direct0I)' (311 )411. Ur.listed. Green-3 (Load 6/4), Access 

4, Trace and Report 4. 
SlO•t: Data routing. Orange-4 (Load 12/ Io:, Access 4. Tar Pit 4. 
W--Z: Adrninis(Jatjon. Red-3{Lcoo 12/10). ~ 5. Probe4, )ammer4. 

OS- I: Basic records/files. Ora.nge-4 (Load 12/6). Tar Pir 4. 
t/(1'-t: Terminals. ~e-4 (Lew 12/6), Aa:55 5, Trco!and D.rnp 4. 

Sftl-3: Security. Red-3 (Load I l / 7 ), Access 7. Black 4 . 

SM-1: Sensors. Orange-4 (Load 12/5). Probe 4. Trace Md Repon: 3. 

SM- Z: Cameras. Orange-4 (load 12/8}, Access 4. Blaster 4. 
SM-3c M',glocks (intefia"). Oialge---4 (l...coo 12,18). A<:J:'£55 4. Blaster 4. 

S,U-4: Per5onnel. Orange-5 ,:Load 15/8) . Barrier 5. Trace and 

Report 4, Acid 4. 
05-2: Pef!.onnel. remrds.. Orange-4 (Lm:l 12/10), Barrier 6, Blaster 5. 
I/OP-1: Termillal5. ~ (Load 1"l/4).Aa:555. Trcn! ard Repc.t 4. 

S,U-S:Ongoing research. Red-3 (Load 12/9). Aocess 6, Killer (5) 4.' 

~3: Updating buffer. Red·3 (l.ra.d 12/9). Scramble 6, Blaster 4. 
l,IOP-3: Biological mooitols. Red-3 (Lcocl 12/8), Aa:J:55 6. )3mmer 5. 
I/OP-4: Terminals. Red-3 (Load 12/ 9), Access 6. Blaster 4. 

SPU-6: Data routing. Orange-4 (Load 12/ 6), Access 5, Tar Baby 4. 
SPU-7: System security. Red-3 (LO<l.d 12/ 10), Acid 4. Blas,er 4 . 
SPU-8: R&.D master node. Red-3 (Load 12/3), Black 3. 

OS-4: Ongoing research data (400 Mp). Red-2 (Load 8/3), Black 3. 
DS-S: Re!.e.arcl1 projections (150 Mp). Red-2 (Load 12/3), Black 3. 

CPU: Red-5 (Load 10/ 13), Killer (S) 7, Trace and Dump 6. 

DS--6: &ack-up files (800 Mp). Red-4 (Load 16/ 11 ), Barrier 6. 
Scramble 5. Killer (S) 4. 
DS-7: Back-up records (700 Mp). Red- 4(Loa.d 16/ 12), Barrier 

6, Scramble S, Blaster 5. 
SPU-9: Security node (access to other research subsystems). Red· 
3 (Load 12/ 10), Access 5, Killer (SJ 4, Trace and Dump 5. 

'The letter notatiQn on j{iller IC Indicates damage staging. See p . 

20, Virtual Realities. 

1/0 Z DS2 

SAN J 

SAN 2 

DS4 055 

THE CHILD 
If thE decker uses a bro\A/Se program to analyze datastores fi:r 

references to Quicksilver. he finds nothing. No files belonging to. about. 
or created by the elf remain in the system. That someone would puige 
the sub$y.rem of rtll references to Quicksilver astonishes and frightens 

Alasdair. He 5imply carnor believe that no trace of his friencfa contribu· 
lion to th<! c.orporatioo existS. Something of the elf himself remains. 

however, as me decker soon discover.;. 
Gamcma.ster's Note: The decker may encounter the Child in 

DS-5. DS ·6 , DS-7, or in rhe Cl'U. Time the Child's appearance ro 

give the deck.er c1 chance to map at least half of the system: thi~ 
map becomes important later in the adventure. 

When th•: Child appears, read the following p.uagraph aloud: 
An e lven child materializes in front of you. He has short silver 

hair and silver-blue cybereyes mat look strange in his sad face. He 

gdles thr ;,ugh you rather than at you. reaching out with his small 
hands. ·';\melia ... he pleads. ··Help r.1e. Bring me to Amelia. - And 

then he d isappears. His persona did n · t leave. he simply vanished 

You knov.- rh~t C<i.n 'r happen, Bur it just did. 

The :hild represents Quicksilver's imago. This unique con­
struct cannot function without the chips onto w'1ich Quicksilver 

encoded :heotherpie<esofhis personality. TheChild isQuick5ilver·!> 

rempla,e: the lntegrative·E.xecutive chip cannot properly inte­
grate the other functions of Quicksilver's mind without it. Quick­

silver programmed his deck toactiv<1tethe imago ifhe failed to key 
in the de·:k's suppression codes at specific intervals. Though th~ 
runners know nothing of this, they immediately rec.ogniz.e Quick · 

si lver from the picture Alasdair showed them. The hair and eyes 
give him away. If Alasdair stays within Contact Range of the 
decker, he also sees the imago and recognizes Quicksilver. 

Alasdair 1as never seen anything like the imago before. 
For :echnically minded players. the imago functions as ii 

unique smart frame (see pp. 44-45. Virtual Realities) created by 
Quicks',h,er's cyberdeck. The Imago uses all ofQuicksilver' s access 
and back-door codes. w hich give it unrestricted access to the 
Transy5 computer system. Several Transys employees have en 
countered ir, and Its appearance definitely makes the people 

behind C~uicksilver's disappearance nervous. Ignore the imc1go·~ 
potenrial load Rating: the imago simply exists, and the fact thc:. t 
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its appearance apparently does not alter the node's I :>ad rea.1/y 
scares some Transys deckers. 

COMBAT! 
Of course, the decker cannot ge: out of the system with out a 

fight. Once he reaches SPU-2 or SPU-6 on his way O l.t. a gray­
robed, hoodt"d figure enters Conrac.t Range and attacks the 
decker's persona. The figure ignores Alasdair. w ho runs for the 
SAN. Decker dogfight! 

Tr.msys Decker {I) 

IS Q S C W E R 
2. 3 2 I 6 4 5.5 7 

Initiative: 7 + 206 
Thrut/ProfesslonAI R.ttns: 3/4 
Skills: Computer 6 
CyberwMe: Datajac.k w ith 30 Mp memory 
Gear: Fuchi Cyber-4 cyberdeck 

Fuchl Cyber-lV 

Annor 
NA 

MPCP &rdenlng t\ctlve Memory Stor,1ge lo.td Speed 1/0 
6 3 100 500 20 20 

Persoi»: Bod 5, E.vasion 4 , Masking 4, Sensors 5 

Progr.uns: Armor 4 , Attad 5. Poison 4, Shield 4 
Notes: Response lncredSe { 1 ), Load Rating 4 

CONDITION MONITOR 
·-sCHl \l'.O:ll/.1 
S1.JN S'UN 

STUN 

l'ffYSICAl 

When his MPCP damage reaches the Serious level, the hostile 

decker disengages from combat and retreats through the system 
CPU and SPU-9 into a second research subsystem. As tt,e runners 
have no ID codes or passwords for the subsystem, the te.lm decker 
cannot follow his or her assailant. 

The sudden attack panicked Alasdair at first. as he c-:>uld think 
of no reason ro expect hostile action. After thinking it through. he 
points out to the team that because the system JD~ had not 
changed, foe hostile decker could fOc!_ffi the system free!y, but the 

company itself did not have the standard measures against 
expected intruders in place. Let the runners draw th1! obvious 
implication on their own: like Alasdair, someone within Transys is 
acting on his own initiative. Who attacked them. and v,hy? 

PAYOATA 
Predictably. the decker may try to increase his remuneration 

a little by skimming a datastore somewhere along the way. The 
relevant datastores, DS-4 through DS-7. contain resear< h data on 
medical c.yberware development-., specifically neurophysiologi­

cal implants and monitors. The value of that information averages 
about 5,000 nuyen per IO Mp of downloaded data. Though 
Alasdair specifically asked the decker not to skim from T•·ansys. he 

will tolerate one tum of data downloading. yielding dat.:1.equal to 
the l/OSpeed Rating of the c:yberdeck. If rhe decker gets greedy 

and tries for more. A lasdair ei ther demands that tte decker 
download the data into Alasdair's cyberdec.k v ia the 1/0 I nk or else 
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simply deletes the stored infonnation. 

The decker may be able to extort concessions from AldSd.air 
by pointing out t hat the hostile decker must have been operating 
fmrr. within Transys, because the attacker fled from combat by 
vanishing within ,he system. A forcefully stated, "You said it was 
safe, and I walked into an ambush. Moresuspidous people mJght 
wonder how that guy found me. I think you owe me a little hazard 
pay!ff might carry some weight. Have the team decker make an 

opposed Charisma (E.tiquette) (Corp) Test against A lasdair; if the 
decker rolls a highernum ber of successes. A lasdair lets the decker 
keep a maximum of 100 Mp of data. 

MOVING ALONG 
Where the runners go from here depends on where they have 

already been. If they al ready paid a v isit to Hamish'> Bar and made 
some contacts, they might decide to track down Quicksilver's 
academic friend, Amelia Richardson. If they do, go to H.uls of 
Academe. p. 29. lf they want to go vehide or weapon hunt ing, 
go to Getting Wheels. p . 24. or Prime Scotch Beef, p. 27. To 
arrange for mooical insurance, drivers· licenses, weapon permits. 

and so on. go to Tu.Ing Care of P~rwolt<. p . 23. If they feel like 
going druid-hunting in Skye at this point, talk them out of it. 
Alasdair insists he needs to rethink a few things in light of what 
happened in the 1 ransys system. and asks the runners to meet him 
the following day to discuss their next move. 

DEBUCiGINCi 

If the decker succeeds in downloading masslve amounts of 
paydat<1 to his deck and ignores Alasdair's demand that he or she 
hand It over, Alasdair pulls out a1; the stops, even pleading w ith 

the runners not to steal the data and betray his trust. If they ignore 
his appeals. Alasdair informs them with great dignity that if they 
keep the data, he can no longer employ them. If they stlll refuse 

to give up their ill-gotten gains, the adventure ends here . Alasdair 
takes his first opportunity to inform the authorities of the runners' 
t rue identities and thei rforged papers, which in dude fake licenses 
for unlicensed cyberware. magic. and soon. When the runners try 
to go home, airport security intercepts them and escorts them co 
Edinburgh· s New Tollbooth Prison, where they spend the next five 
ye..:irs or so. They deserve it. 

At wme point the decker m ay t,y to get past SPU-9 into the 
other research subsystems. The gamemaster must improvise the 

details of that other system, but make sure ii carries plenty of gray 
and black IC. 
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After the initial run on Transys, the runners realize this job 
could take a while. If they decide to get coverage for themselves 

while In Britain, this section explains how to take care of the most 
Important types of paperwork. 

MEDICAL INSURANCE 

The runners can c1rTange medical cover for themselves by 
dlallng818-808·2l2Z (Cc.reline) or 715-715-0715 (BUCM) and 

downloading the appropriate payment through a credstick trans­
ftr to a certified account register. Fees run £600 per per5on per 

week ror the e([Ulvalent of DocWagon Gold service, and i 1,500 
per person per week for the equtvalent of DocWagon Platinum 
strvice. Note that this coverage does not apply to the Wild Lands: 

there are no medical facilities in the Wild i.ands, and the terms of 
all insurance policies become invalid if the runners enter chese 
areas, If the player characters sustain injuries within the Wild 

lands. they cannot receive medical treatment under their policy 
unless they make it back to the Habitable Zone; they also need a 

plausible stoiy to explain how they received their injuries w ithout 
referring to the WIid Lands. This explanc\tion becomes particularly 

difficult if the runners get bitten by Nessie. 

DRIVING LICE.NSES 

Runners who maintain international driving l icenses are rare, 

though any rigger in a group automatically carries an IDL. Visitors 

to the U.K. can apply for an LDL by presenting a North American 
drivers license at the Lord f>rotector's Licensing Bureau ln 

Queensferiy Road. but the IDL takes at least seven days to arrive 

(6 + ID6 days). If an applicant tries to speed up the process by 
brtblng an official, that official summons a secCJrity officer and 

assesses a spot Ane of S.5,000. The Bureau deports the runner ifhe 
cannot pay the fine. Really! If the player characters want to take a 

short cut, they must nnd an appropriate contact (i.e .. Duncan the 

fixer at Hamish's Bar. ?· 15). 

WEAPON PlRMITS 

The lord Protector's Administrative Bureau, also in Queensferry 
Street, issues weapon pennlts. Any rur.ner checking into this will 

falrfyscream, No way, chum mer. Any weapon-permit application, 
everi for a pistol, Involves filling out triplicate versions of a 296-

llen form that demands to know everything ftom the applicant's 

parents' dates of birth to the exact uses for which the l icensed 
weapons are Intended and a whole stack of personal info~mation 
Into the bargain. Forget It. 

TALISJVIONGERS 

No tali:,monger in Edinburgh will SEIi .1nythlng to a customer 
who does n::>t hold a lkense from the Lord Protector's Admln.istr<",­
rive Bureau, and the runners cannot obtain such licerses. This 

adventwe does not make allowances for characters picking up 
magic from !'>treet talismongers, but the runners could buy magic 

from a contact 5uch as Duncan the Fixer. They find very little 

available through these sources. however, and will end up paying 
at least triple the prices listed in the SRJI and f,rfmoltt II rules. 
British talisrnongers refuse to deal with the runners dlrectly and 

willsetlonl} throughintermediariessuchasDunc.an(whomayadd 

25 percenr to the price for hlmselfifthe gamemaster wishes). 
The gamemaster may take pity on the runners and allow them 

to do a litt!ci talismongering themselves. 
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CHANGING MONEY 

The w rong money always makes a rookie stand out in a 
crowd, so changing money is a wise move, chummer. Runnersca.'1 
change nuyen into pounds sterling at a rate of l :1uyen = 5.2.45 at 
any one of the many Scottish banks (Royal Bank of Scotland . 

Clydesdale l~nk.andsoon)dottedaroundthesrreetsofEdinburgh. 

Only major stores and b,rnks accept nuyen, and bars only accept 
Scotti.sh or E.nglish pounds (this also applies to Habitable-Zone 

locations}. Barmen may take pity on runners caught without 
pound notes to pay for drinks in a bar, charitably giving them the 

princely exchange rate of I nuyer. = i l , Of course, thegamemaster 
can have the bartender throw the runners out instead. 

Street ✓endors w ill accept nuyen at an exchange rate of I 
nuyen = U , but only if the runner m aki ngthe purchase rolls 1 more 

success tha.7 the vendor in an opposed Negotiation (Willpower) 
Test. Othen-vise, it's back to the old 1 to I . 
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TELL IT TO THEM STRAIGHT 

The showroom on Leith Walk is smaller tha11 what you're used 
to, but you see a good range of auto:, right in fr•:>nt~r:,, bike:;, a 
I imo as centerpiece, a couple of durable-looid ng Land Rovers and 
vans. At the back is a busy garage, with a lot of repai rs and spray 

jobs and such going on. Stewart's Hyperdrive i,, a busy place, and 
it clearly gets a lot of business. You wait a few 'llini.tes before an 
ork mechanic notices you and points you out to his boss. a sallow­

faced, long-haired man in dirty overalls. He stri::les over to talk to 
you, rubbing his oily hands in a manner not altogether redSSuri ng. 

''Visitors. I see. Jackie Stewart's the name. Besi: autos in the whore 
ofScotland. We'vegc;. the wheels If you've got the credstick. W~t tae 
t:llk business?" He ushers you into hisaamped offia and demands cur>5 
ofteil from his dowdy, paper-swamped secrerory. 

" Driving licenser he says expectantly. 

HOOKS 

The sounds and ambiance of a busy car de, 1l ership and repai r 

shop surround the runners. 

BEHIND TH£ SCENES 

The runners are likely to want to hire at least one vehicle 

during their stay in the U.K. If they lease a car 1'or driving amund 
E.dlnl:>urgh, they will still need something more i:;ractical for getting 
around the Highlands. Duncan the Fixer in HaJnlsh's Bar (p. 1 S) 
may recommend Jackie Stewart at Stewart's Hyperdrlve; if not. 
then general contacts (such clS Hamish himself) or public informa­

t ion (C-net) <1lso point them to the Hyperdrive 

DOING BUSINESS 
If the runners do not have an international driver's license, 

Stewart still wants to do business with them, but ups all his rental 
rate; by 10 percent. Add + 1 to the target numbers of any test~ 
runners must make \Yhile dealing with him. Because he insists the 
runners mU5t get an IDL, have one 7'l.lnner r ,ake an opposed 
Negotiation (Willpower) TestagainstStewart If tie runner achieve5 

at least I more success than Stewart, Stewart ,tdmi:s that he can 
arrange a "temporary IDl" (a forgery thar will :~o undetected for 
rwo to three weeks). A temporary IDL takes 24 hours to produce 
and costs the runners i6,000. The fee Is not llegotlable. Rental 
charges (as w ith purchase fees) can be reduced by 5 percent (rather 
than the standard IO percent) if a runner achieves 1 more success 

than Stewart in a separ<1teopposed Negotiation (Willpower] Test. 
W ith the I DL question out of the way, Stewart discusses with 

the runners what kind of transportation they r.eed. lf they lack a firm 
idea of what that is, Stewart describes what he h.ts available, which 
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is plenty. Allow the runners access to any car. bike, or van 
described in SRD and rhe Rigger Black lklok except articulated 

trucks. Stewart's markup makes the purchase terms 105 percent 
of t:,e pr:ces listed in the above sources. Rental c.ost5 2 .5 percent 
of the vehicle's value per week for use within Scotsprawl, ar.d 6 
percent of its t otal value per week for any travel outside of 

Scotsprawl. Stewart does not rent l:>ikes, he only sells them. 
Obviously, the runners will need vehicles at some stage of this 

adventure, and unless they c.arry big, bulging credsticks, they 
settle for rent ing rather than buying. The rental fee includes 
insurance, but the runners must deposit 25 percentofthevehide's 
value in a holding account as security. If they go back to A lasdair 

Cameron for money '.assuming they reach him while he ls still 
alive), he gives them enough money to pay one week's rental, up 
to a 24.000 maximuro (he really cannot afford more than that). He 



GETTING WHEELS 

throws in 75 percent of the necesSdry deposit. and the runners can 
squeeze an extr.=1 IO percent out of him if they generate ar ledSt I 
more success th<1n Cc.meron In an opposed Negotiation (Will­
power) Test. 

If the runners try for something a little spe<;i~I. for example. an 
annored vehicle or an ACV, they learn that Stewart docs nor deal 
in any nonstandard vehicles, and he has no c:\ccess to vehicle 
weapons. If the runners tell him they need a vehicle for Highlands 
travel, h~ suggests a van-the Nissan-Holden Brumby. the Rover 
Tounnan (equivalent profile to the Gaz-Willys Nomad from p. 25. 

Rigger Black Book). or the Land Rover 2046 should work as :ong 
as the runners stick to the roc:\cis as much as possible. As an 

alternative, the runners may each buy a bike (again, allow hem 
any bike from SRII or the Rigger Bt..ck Book, but no weapons). 
Both the bikes and the van are built to withstand some off- road 
tr,wel. but not enough to get the runners where they need to be. 

The runners· best option is d hover vehicle. Have the ru:mer 
suggesting this make an opposed Etiquerre !Street) (Charisma} 

Te5t lfheor she mentions that Duncan from Hamish's Bar salct that 
Jackie could help them out. modify that runner'$ target numbers 

ror the opposed test by + I . If the pldyer rolls I or more net 
successes, Stewart admits he might be able to help. Though he 
· ne'er deals i' that type o · vehicle" himself, his brother Angus 

keeps a hover vehide in his garage in Pitlochry. Jackie warns them 
that "You need a special license for one of those. J can·t ,·mange a. 
er, temporary license for a hover vehicle of sufficient, um. quality. 

You'd need weeks rae get permission from rheauthorl tles. Angus 
might let you rem his if you stay outside the sprawl. You·11 have to 
pick it up at Pitlochry and head o!f from there. H you tell me where 
you want to go. I <an tell you the best route. You'd best stick t<1e 
the roads: the wilder areas are crawlin' with paranarurals. Avoid 
the police or they' ll snag you for sure. You understand. of course. 
none of this comes cheap." 

Angus owns a Nissan Hovemuck, and charges i2,500 per 

day in rent. If the runner handling the bargaining makes a 
soccessfJI opposed Negotiarion (Willpower) Test. Stewart re­
duces his price to 1Z,250 per day. The runners musr pay for a week 
inadvan~eand deposit 150,(X)() in a holdingaccounras insurance, 

If the runners tell Stewart they are heading for Skye. he 
suggests they take the A9 to Drumgask. then the A86 co Spean 
Bridge. the A82 co lnvergarry, then the A87 to the Kyle of 

Loch,\lsh, where the runners can catch the ferry to Skye. 
Finally. any vehicle the runners rent comes with a half rank of 

gas or appropriate fuel. but they pay to fill up. Srewarr" s modifies 
all its vehicles to include additional fuel storage faclllties equal to 
two full :anks of gas. If the runners plan to spend any time in the 
Highlands, they will need that kind of fuel reserve. They can buy 

extra fuel <1t stand<ud r.:1tes in E.dinburgh o r the Habitable Zone. In 

the Wild Lands, they find fuel only at a handful of serrlements such 
as the Kyle oflochalsh and Drumgask. where it costs l 50 percent 
of 5tandard prices. 

SUCH A DE.AL 
If the runners come to an agreement with Stewart, he begins 

the paperwork, including rhe thumbprint scan for the runner hiring 

the vehicle, If appropriare. As soon as chey begin signing the 
J)<lpers. the t~m he<1rs yells and the sounds o f treaking gla5s from 
the garage forecourt outside. SteWdrt h<'\S rdused to pay " i nsur­
ance premiums" to a street gang working the Leith Walk area, and 

the gangers have come to inflict some dam"ge. Through the office 
wtndoW>, the team sees a throng of learher-jacketed gang mem-

llers smast·ing windows and attacking garage workers with iron 
bars and p:ck-axe handles. If the runners just sit tight. the police 
Mrive with n four minutes anci arrest the few gang members le~ 
behind-rr,ost fleet leaving broken w indows and broken limbs 

behind. fftne runners want to get on Stewart's good side, thi~ is 
their char.ce. 

The runners need 1 Combat Turn to pick 1..p tools to use as 
c.l ubs or kn. ves. whatever each runner prefers rouse. They need I 
<ldctitiona. ,:om bat Turn to reach the gang members attacking :he 
mechanics Six gang members, traditional Scottish xenophobes 
all, jump the runners. The gang leader also sendshisvlclous plr bull 
terrier into the fray (use the Large Dog profi le. p . 199. SIii). The 

gang members have Professional Ratings of 3, which means that 

they will fi.ght until they take Serious Stun or Physic.di d"mage. 
When at t ·ast four of the six gang membNs facing the runners 

suffers this level of damage. the whole g ang runs for it. 
This fi8ht musr remain an unarmed c:ombat. If any runner pul.s a 

firearm, Stewart shoots out ''Don't use lt," because a gun means the 

police get irivotved. The runners also need to avoid casting area-effect 
spells, because the gang members and mechanics are rolling around in 
melee combat. If at least Orte runner gets involved in the fight. Stewart 
warns che n.1nners off pursuing the fleeing gang. 

Lending A Hand 
lftheru'1nersjumpedrlghtintothebr<1wl.Stewartthankstnemquickly 

d!1d hustles them olf the propeity. 'lheywon · r be backafter that. Get away 

llefore the police arrive." Ole of his mechanics~ a limo our of the 
garage. "Ge: in. tell }ocky where you w<111t tae go. Come bad< raemooow. 
rll have a bdterdeal fer ye." If the runners return the 'O!lov.ing day, their 

IDL has dlrec .dy amve:.i, and Ste-wart reduces rental fees by 50 percent for 
one week a, id/or lowers any arranged purrna.se price by IO percenr. 

Not My Problem, M.\te 
If the r Jnners sit on their hands during the brawl, Stewiirt wil l 

still getthem out ofhisg,uage before the police arrive, celling them 
It's best n•)C m hang around when British police start tal<ing 

statements. If the runners return the next day, any IDL or vehicle 
arrangeme 1ts take place at the previously agreed-upon costs. 
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Gang Memben (6) 

8 (l S C 
3 4 4 3 

I W E 
3 4 6 

lnld.utve: 3 + tD6 
Thr'Mt/Professloul a.dng: 3/3 

R 
3 

~or 
4/2 

Skills: Armed Combat 2, Etiquette{Street) 5. Firea.rms 2, Unanned 

Combat4 
Giun Club (SM Stun). Heavy leather Jackets (4/2). Knife (4L) 

The Tartan Army street gang extorts pr-:>tection money from 
businesses in and around their patch. Leith Walk. They only accept 
rude, obnoxious humans as members. Their leather jackets bear 
the emblem of a white thistle above a stuck-out red tongue. They 
never use firearms. preferring to do their dirty work without 
chancing police Involvement. 
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CHECKING THE VEHICLE 
If the runners hire a vehicle here or tt,e hover-truck from 

Pitlochry, they ma.y want to c.heck. its roadworthiness. If they do, 
the vehicle work.s fine. If a rigger checks the vehicle, he has the 
usual odds of finding the tracking signal bug with a Conce.alabllity 
Rating of 6, which is stuck behind the dashboard. With a range of 
300 kilomerers, this bug packs a powerful signal. A standard bug 
scanner may find the tracker. of course, and a standard jammer 
blocks it. Such tracldng bugs are a common security device, and 
Stewart maintains that that is itsonlyfunction. (for once, someone 
is telllng the absolute truth: the bug has no other purpose than to 
help Stewart keep track of his vehicles.) 

MOVING ALONG 
From here, lherunners' op1io~dependon their acdonsso far. Apart 

from doing l.egwofk. p. 64, revisiting tllmlsh's Bu. p. I 5, and similar 
general adM!ies. they may want to locate QJicksilver's university 
contact (IWl5 of Academe, p. 29). pick up some weapons (Prtrne 
Sc.otdl Beef, p. 27), d-.eck oot the lransys sys:em under Alasdair's 
watchful eye (CNld ln1he Mabtx, p. 20). or they may be ready (pemaps 
after waiting a day) to head for 1he Highlands. f they choose !his last 

option, go to ~ In Queen's Screet, p. 31. 

IACKlt snw ART 
B Q. S C 
Z 4 4 3 

J W E l 
3 3 4 .8 4 

lnhY.ttve: 4 + I D6 
Thrut/PrOf'esslonAI R.adnp: 2/2 

Armor 
5/3 

Skills: Armed Combat 3, Computer 3 . Cc,mputer Theory 4, 
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Electronics 4, Electronics {S/R) 6, Etiquette {Street) 3, Ground : 
Vehides (BIR) 8, Negotiation 4. · 
Cyberwue: Datajack. Vehide Control RJg ( 1 ) . ' 
Gear. Ares Predator [Heavy Pistol. 15 (clip), SA. 9M]. Armor Jacket ! 
(5/3), Knife (4L) i 

Jackie Stewart Is 37 years old, of medium build and height, 
with a sallow complexion, dark, lank hair. and brown eyes. Bom 
and raised in Inverness, he spent the last flve years making tis 
business the leading 'Jehlde rentcll and repair nrm in E.dlnburgh. 
Though cheerful and honest. Stewart keeps a definite reserve 
when dealing with foreigners. He has a disconcerting habit of 
looking slightly away from a person when talking to him or her. 
making the man seem shifty to those who do not know him. 

CONDITION MONITOR 
LIGHT M<XlEAAIE 
STUN STUN 

STUN 

PHYSICAL 
UGKT i.1ODERATl 

WOUND WOUND 

DlBUGGING 

SEOOUS 
SlUN 

S~oo.JS 
WOUND 

DEADlY 
STUN 

iJEADlY 
WOUN:> 

The text of this encounter covers most of the angles. If the 
runners use firearms against the attacking gang, they suffer 
specific consequences. Edinburgh trideo and other media report 
the fracas, making special mention of gun-toting, trigger-happy 
Americans. This notoriety makes getting In touch with general 
contacts and any attempt to develop new ones even more drfficult 
for the runners during the following week, as all E.dinburghers 
regard Americans with more suspicion. To retlect this situation, 
increase the target numbers for all Success Tests by 1. The same 
penalty applies to dealing with people at Hamish's Bar. In addi­
tion, Stewart suddenly withdraws his offer of the hover vehicle and 
demands a ZO percent surcharge on security deposits. If the 
runners act like they don't know a thing about 1t, make 'em pay for 
it. The only thing they havegoingfor them is that the pollcewon't 
get on their tails. Yet. 

In the unlikely event that the runners c.lnnor afford to either 
rent or purchase a vehide, they can sdll manage a trip to Skye by 
coach. See Over tbe SeA to Skye, p. 34. 



► 
I rRIME SCOTCH BEEF I 

TELL IT TO THEM STRAIGHT 

The Arbroath Smokie doesn't have a meat bouncer outside 
the door. It doesn' t n~ one. Everyone inside !ooks more than 

capable of taking care ofthem5eJves. Everywhere you look, you 
5ee extra-heavy body armor, blatant cyberware. and hard atti­

tudes. Theair is blue with tobacco smoke and most people here act 

as though they've drunk half their body weight In beer at lunch­
dme, and now they're just topping up. A toothless troll vendor 

flingsunident illable fiat things at customers, who rip them apart 
with their hands and shove them down thei r throats. After a 
moment, you realize that these are the famous Arbroath smokies 
forwhich the pub is named: herrings that have been dried, salted. 
and smoked for, oh. several years, you guess. They look more like 

shoes for street rats than Rsh. 
You summon up enough cool to walk to the bar. being flagging 

Gtreful not to jostle anyone. and order pints of heavy. The barmen 

alha\/e razor daws retracted along their forearms. and you guess 
lheynee<lthem. You don·rwantto hang around In here any longer 

1han you have to, so you tell one of the scowling barmen that you 're 

looking for a gentleman by the name of Angus MacNab. 
The room freezes. All eyes turn to look at you. An ork spits 

thidbrown phlegm at yourl'eet. A troll thes.ize of a rhino with skin 
temreto match shovC$ through the throng at the bar. He eyes you 

upa,id down, plants his vast Rsts on his hip.s, and spits his words 
at you. "Did ye call me a gentleman. ye rakkin' septics?" 

HOOKS 

Man. this is a tough bar. A lesser man's limbs could get 
aa:identallybroken here and noonewould think anything of it. The 

poor sap got what he deserved for coming in here. didn' t he? 
Harsh voices, loud laughter, the damp thwack. of an occa­

sional punch, the sounds o f glass breaking and wood splintering, 

spttlng. coughing, more laughing. Not a good place to crack an 
Olkor troll joke. though other races do drink here. 

BEHIND THE SCENES 

A troll ~treet samurai for hire. Angus MacNab bills himsel f as 
the source for unlicensed wei.\pons and armor. If the runners buy 

him and his entourage enough drinks (say. 1200 worth), Angus 

graciously decides to hear them out rather than throw them out. 

The following are his basic terms. 

PElSONAL Hill 
Angus charges S.5,000 per day, plus rhe cost of any ammuni­

tion expended, repair to any of his items daf:laged on the job. and 

so on. This arrangement covers at most any job apart from a dearly 

suicidal venture, though Angus may decline an offer he thinks 
might bring him up against heavy or military weapons. If the 

runners wart to hire him, have one team member make an 
opposed Negotiation (Willpower) Test. If Angus achieves more 

net successes than the runner doing the negotiating, the troll ups 
his rate by 10 percent, irritated by the runner's haggling. 

As an Almost casual .-side, Angus W""1S the runners 
.tgalnst ttylng to che:at him or doublecross htm. Re.cl die 
followl.ng .u part of Angus' sundard lntrodudory splet: 

" And if ye have cl11y thoughts about backstabbing me, ferg~ 
· em. My clan never forgets treachery. My Uncle Murdo got boxed 
by a bunch ,,f seps who took his weapons and cyberware. My 
American cousins. good old boys from the Confederated States. 
they got the rakkies who did it. Hunted 'em for two years and 

trapped 'em like rats. They pulled the heed right off the pixie, sent 
It tae me in one of them nice federal Express boxes." Angus leers 

me.1ningfully at any elf among the runners. 

WEAPONS 
Angus can supply any type of weapons and ammunition for 

the runnersexceptforla.sers, heavy weapons. or military weapons. 
He charges 150 to 200 percent of the listed cost of any item in SIUI 
or the Street SAnlurAI c.utog. US<? the standard Availability/ 

Street Index rules given in those sources to determine whether or 

not the runners have access to the items they request. Armor other 
than heavy armor is also available with the same price markup. 

In all cases. weapon availability ts subject to gamemaster 
discretion. The runners only need heaV)I firepower at the very end 

of the adventure. and the gamemaster may wish to restrict access 

to more powerful weapons until the runners close in on the story'$ 

climax. 
These costs may send the runners back to Alasdair Cameron 

(again, assuming he is still aJive) to ask himtocovertheirexpenses. 
If alive and solvent, Alasdair agrees to pay for standard pistols, 

hand guns. and basic armor. provided the runners agree to sell 
them l>ack ac the end of the run co a. suitable contact (such ~ 

Duncan the Fixer) and give Alasdair the money. If the runners want 

to buy anything more powerful, he wants a damned good reason 
why they need lt (a reason they are unlikely to have at this stage). 

If the runners make an opposed Negotiation (Willpower+ 2) Test. 
Alasdair reluc.tantly pays 50 percent of the cost of a more powerful 

weapon. Alrudair refuses to pay for Angus' services under any 

clrcumstanc.es: the troll costs too much. and his Imported runners 
ought to have enough muscle of their own. 

INFORMATION 
According to his professional ethics, Angus refuses to provide 

information a!:>out any other NPCs. He makes this pointedly clur 
if the runners cry to pump him ("Ye should nae ask that. I keepmae 
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crap shut. Ye"d do weel to dae the same yersel. " ) 

If the runners ask Angus about unlicensed body shops, street 
docs. and so on. Angus does not give away his contac t. but :ells 

the team . ~1r ye hae need o ' it , I'll get ye to the right fe lla.·· Angus 

knows Dr. Knox (see Dr. Knox's Body Shop. p. 43). and will supply 

his name co the runners If they get badly banged up and have no 
insurance. o r cannot risk hospital treacment (because they pulled 
firearms at Stewart's HypcrcHve. for eKample). 

When they leave the Arbroalh Smokie, the runners can head 
·n several directions. Depending on their p revious actions. the 

obvious posslbllities lndude Child ln the MAtrtx, p. lO, H~ls of 
Ac:.icteme. p. 29. Getttns Wheels, p. 24. and Death In Queen's 
Street. p . 3 1. For AngusMacNab's stats. see Ca!1t of Shadows. p . 
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67. The Arbroath Smokle uses the Bar Archetype on p. I 2,Sprawl ; 
Sites. and the same bar map as H.lmlsh's Bu, p. 15. 

DEBUGGING 

l hls encounter presents a fai rly straightforward opportunity 
for me runners to get badly needed gear. Only if they behave · 

offensively or aggressively will they get into trouble . lftheydo, the , 
bar pat rons d ump the runners outside on b e pavement, beaten I 
co a pulp and Sertously Stunned. Some fifty hard-drinking. hard• f 
living men toss back beers in the Arbroath Smokie on any g ive,, 1 • 

day. ,md triey do noc tolerate outsiders well. 



I HALLS or ACADEME I 

TELL IT TO THEM STRAIGHT 

You walk up several flights of cold stone steps, past porters who 
eye you with suspicion, and stand on a landing from which corridors 
lined with dosed office doors lead In all directions. Ii takes you a few 
minutes 10 find the name plaque reading "Prof. Amelia Richards.on'" 
on a plain, panelled door at the far end of one of those interminall!e 
passages. You knock politely. A volce with a familiar accent calls 
'Come!" :,o you tum the doorknob and walk in. 

Amelia Richardson is a tall w oman w ith elegant features. 
probably in her mid-40s. Every surface in her office overflows with 
rtal books--remembef them?--and countless objects and or113-
ments featuring traditional Celtic designs. The brass m ode! of rhe 
solar system and the huge t rld horoscope display tell you she has 
an Interest in astrology, but she ·s clearly no flake. r rom behind ~er 
lmposing desk. which is itself d warfed by the t rideo and computer 
monitors on its surface. she gives you a bright-eye'-1 and attentive 
look of calm intelligence. 

.. Are you the m ixed-course stud ems?" she asks. You "M bet a 
nuyen to a British penny that voice came from Seattle. A.in' t that 
nice in a city of st1angers? 

HOOKS 

Stretch the Image ofasprawllng. stuffy British university to tne 
utmost here. Tiny, Oclrrow hallways branch off big, d rafty ones in a 
~ wildering maze. Quiet murmuring from the studenrs and 1n• 
structors in the classrooms and hallways echo down the corridors. 
People ~sing by give the player chcv;,.cters odd looks (they·re­
u~ifferent). The whole place looks .,nd feels gemeelly shabby, 
like a once-grand manor house whose owners cannot quite alfcrd 
to keep it up pr"perly. 

BEHIND THi. 5CENES 

lnthisenc;ounter, the runners meet Prores.sor Amelie'\ Rlchardson 
of me Occult Sciences Department at the University o f Edinburgh 
ampus located in George Square. Several sources lead to her. 
Flonnghuala at Hamish's Bar. p. I 5, c.an provide the name 
·iuchards(on). ~ and the Child In the Mmtx. p. 20, asks for Amelia. 
The runners can trace Amelia Richardson from eitrier source fairly 
easily, though the gamemaster can complicate things (and toss in 
c1 few red herrings) by giving the runners a list o f a dozen or so 
Richdrdses and Richarclsons co wade through If the team works 
rrom that name alone. In the team's fastest route of inqulry, they 
an use C-net to access the university LTG d irectory. Far fewer 
people named ~ Amelia" appear in the university listings even t han 
Richa.rds(o n). 

Amelia Richard son is a v ital contact for the player characters. 

\ t or oeta 1s on .l'.me11a. see \.aSt ot :!l>haaows, p. ~ -) 1 ne runners 
must cultivate her carefully, and <1C<ll w ith her openly and honestly . 
If they conceal relevant information, have Amelia make. an op­
posed Perception (Charisma) Test against the runner hiding the 
facts. lf Amelia achieves more net successes than the runner. she 
voices her suspicions. 

To e><p lain their inte1est in Quicksilver, the runners tell Amelic:1 
rhac someone hired them to find out what happened ro h im. So tar , 
chey know very little. but they obviously know of her friendship 
w 'th the elf. If they encountered the Child/ Imago before meeting 
Ame.Ila. they should reveal this, too. Though Amelia admits to 
know ing Quicksilver. she wants to hear them out before she s.ays 
anything more. 

As ,1 condition for volunceerlng word one about Quicksilver. 
Amelia cemands to know the:iame of the runners· employer. If the 
runner!'> lie , have Amelia make an opposed Perception (Charismai 
Test. IF ~he ro lls 1 more success than rhe runner doing the talidng. 
she suspects a lie and grows angry. She Is from Seattle ; she 
underst<.nds runner-employer loyalty. and she only wants basic 
information. When the runners reveal Alasdair cameron·s name. 
Amelia recognizes the name of Quicksilver's research assisranr 
and opens up co the runners (a little). 

JUST GC)OD FRIENDS 
Now rhar Amelia knows rhac A lasdal r already rol ct the runne:::, 

a few things. she provides other general information about Quick• 
silver readily enough. If the runners ask about her relationship wirh 
Q uick5il•,rer. Amelia smiles fondly and says they were friends who 

shared <. mutual Interest in certain magical and occult t raditions. 
Have th•= runner doing the talking make an opposed Negot iation 
(Willpower) Test: if he or she generates more net successes than 
Amelia, the professor says a little bit more. 

-·-------------------
Su,.ccsses 

I 

2-

Result 
"He had an Interest ln astrology, an area 
some of my colleagues study. As you may 
guess. my interests lie in that field. too. 
"Quicksilver was also interested in pc1St 
lives, another ofmy petsubjecrs. Reincar­

nation intrigued him." 

If a5ked about her work. Amelia admits to a w ide range :,f 
interests w ithin occult sciences. "Unfortunately, I spend more ti me 
than I'd like doing enchanting work. This depar.ment gets less 
corporate spon:.orshlp than it used to; we lost a major funder last 
year. My enchanting helps pay the bills:· 
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If the runOO'S have mettheOlild/lmago, they m:ly' ask if she has any 
ldea.whyitspedftcallymentionedAmeliaandaskedrobebroughttoher. 
This question makes Amella RJchardson uneasy. Ary runner making a 
successful Perception (4) Test notices her discomfo.n. 

If the runners uk Amen. why the Imago mentioned her 
spedftully, re.ad the following: 

'"I don't feel that I can share the reason for -:hat wirh you just 
yet. I mean. I only met you a few minutes ago.· Amelia ls 
concealing the fact that Quicksilver's cyberde:k is back in her 
apartment. connected to the Matrix. She's notl<:ed some activity 
on the deck· s displays quite recently. but believes Quicksilver was 
accessing it remotely. 

MISSING lN ACTION 
Amelia last saw Quicksilver three weeks ag•:>. "I think he was 

on his way to see a woma.n ... a lover. I don't know where. He 
wouldn"t say much about her.· Amelia has n,:, idea what has 
happened to Quicksilver. and feels anxiousabotit him. She wants 
to believe the runners are the good guys, but 1efuse5 to blindly 
believe in their abilities, 

THE DRUIDE.SS 
From talking to Fionnghuala at Hamish 's Bar (p . 15). the 

runners know chat Quicksilver knew a druid rwned Fiona who 
lived on the Isle of Skye, and may remember his ,:ryptlc remark to 
flonnghuala that he was considering leaving his feelings there. 
Amelia, obviously startled by this revelation, conflnns that Quick­
silver often visited Skye. and ,hat he d id so before she sensed the 
recent change in him that she attributed to romance. He never 
mentioned anyone named Fiona to her. but she knows that he met 

with druids on Skye and discussed astrology with them. "You'd 
most likely flnd Fiona at Dunvegan Castle on the west side of the 
island. The castle ls a major rellglous site on the Sickle Ley Line. 
Even If you don't find her, ten to one you ·11 find someone there 
who knows where she is." 

The gamemaster should fie ld other queries that the players 
come up with uslng the details for Amelia In c.uit ofst..dows, p. 
67, but be conservative. Amelia gives nothin~: away until she 
thinks things through. By the time the runners return from Skye she 
has decided to give them more information and t1elp. Before they 
leave the Unlverslty, $he as~ them for a a,ntact number where 
she c.,n leave any information that occurs to her later. 

Thlsc.onversation only needs one runner talking at a ti me, and 
the rest might flnd looking around the office quite interesting. 
Assensing the place reveals two magie.11 power foci (Celtic. 
medallions. Rating 3) in a g lass case. If a pl.1yer specifically 
announces that he wants to scan the bookshelves. he ~nds several 
volumes on the following important subjects: enchanting. reincar­
nation cases and theory. spirit survival of bodily death and astral 
metaplane research. and ancient occult traditions. 

After this encounter, a visit to Skye should be next on the 
runners' agenda. Atrhis point they probably have ,encountered the 
Child/Imago, but still may need to get a vehicle (go to Getting 
Wheels, p. 24) and weapons (go to Prtme ~ h Beef, p. 27) In 
preparation for thetrip. lftheyarealready tooled L1p and think they 
know where to go, they have a shock In store. Go to De.lttt ln 
Queen's Street. p . 3 l . 
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DEBUGGING 

Play this encounter as a cat-and-mouse game. Amelia does; 
not want to give much information away, creating the dist:lnci! 
impression that she needs both time and more evidence of thell! 
good intentions toward Quick.sliver to convince her to offer the. 
runners significant help. 

The runners must find the dues pointl ng to the Isle ofSkyeb>. 
tlke the next step in their Qulcksllver hunt. If they have not yet! 
visited Hamish's Bar, they should do so soon. If they visited the; 
bar and missed meeting f1onnghuala, Amelia tells the team thal; 
Quicksilver knew druids on Skye and suggests that they inves~·: 
gate that island because it was one of Quicksllver's frequent; 
haunts. Allow the runners time to get this Information from, 
Fionnghuala. but If they fail to do so, send a telccom message from 
Amelia to point them in the right direction. 



I 

RLL IT TO THEM STRAIGHT 

Alasdair Cameron·s worried face appears on your 1elecom 
screen. ·usten, something's going on. I think Transys changed 
some of the system ID codes, and I can't raise the people down in 

RAJ>. Quicksilver's enemies may be on to me: we need to decide 
what to do. Get round here as soon as you can. I don ·t think It 

would be safe for me to leave right now; I hope I'm Just being 
paranoid. Please come round right away.· 

The message ends. You'd better head for Queen's Street fast , 
chummers. 

HOOKS 

Horror overwhelm s the runners. cameron ·s body hardly looks 

human; ifs a twisted. burned monstrosity. The choking reek of 

burned ftesh ftlls the flat. Other than the small circle burned around 
what's left of Alasdair, the apartment is undamaged. The everyday 

sounds of the street enter the room through t he open balcony 

doors, their very o rdinariness seeming mac.abre in light of the 
charre<I lump on AJasdair's floor. 

There's something definitely weird about the way his dead 
arrn points toward the sky. 

BEHIND THE SCENES 

\Nhen the runners get ready to set off for Skye. they stop by 
their hotel room and Hnd an hours-old telecom message from 
Alasdair Cameron. 

Cameron's feeling that someone suspects him proves tragi­
cally well founded. Discovering that Cameron hired a band of 

, American runners to investigat@Qulcksllver'sdeath, Z.eta•lmpChem 
)gents within Transys killed the re5earch a5sistant, and intend to 

tame the runners for the murder rather than attempting to kill 
lhem, too. They even used magk for the mwder. a risky proposi­
ttonin the U.K.. tomoreflnnly pla.ntthe idea that brash Americans 

committed this crime. No Brit in his right mind kllls using magic­
why bother when a knife does the job just as well? 

When the runners arrive at Cameron's flat, they ftnd the door 
locked. No one answ~ their knocking. and so the runner.; must 

brw In or .somehow fool the Rating 4 maglock on the door (also 

llnked to a PANICBUTTON systeml. Inside, they find Cameron's 
tema.ins in the front room. His body and the area immediately 
around him look scorched; whatever kllled him burned his body so 

horribly that bits of it crumble to ash every time the runners take 
<l step. Only an autopsy c.an conclusively prove t.hat this charred 

lump was once Alasdair Cameron, but the runners do not doubt for 
a minute that this is Alasdair's corpse. The body type and shape 

look right, and they recognize the few personal effects left intact 
on the body. 

I 

came-on lies near the center of the room, his mouth open in 

an eternal. silent scream. His arche<I back lifts the body slightly off 
the ftoor, , tnd his head Hes close to the balcony. His right arm 
extends upward past his he.ad. pointing toward the balcony. If the 

runners attempt to determine where the dead hand is pointing, 
they can reach only one conclusion: the sky. (fhis sign comes as 

a very odd coincidence, spooking the runners and especially the 

magic.ians. The runners should make the obvious connection 
between " •;ky" and ~Skye ... , 

Even the most casual examination of the body forces the team 
to conclude that A lasdair Cameron died by magic. To hammer 

home this point. any magician present making a Sorcery (4 ) or 
Magic The:>ry (6 ) Test and achieving 3 or more successes knows 

that the killer used a combat spell With an elemental effect. 
Further examination reveals little more than the cause of 

death. A magician assensing the area learns that Alasdair died 
slowly anc painfully. The resonances of his death agonies still fill 

the room. To avoid becoming violently, physically Ill, theassensing 

magician rnust make a successful Willpower (2) Test. For another 
hour or so, at least, the room retains a Background Count of I (see 

p. 89, Grtrnotre 11, for more infonnation). 

A res,:>urceful shamanic player character might think of one 

other pos~~ble SO\.lrce of information and summon and question 
the hearth splrtt that dwells in Alasdair Cameron's home. When 

Alasdair d ied. the spirit began fading away. returning to its home 
plane (seep. 93. Grfmol.r~ 11 ), but a shaman can still summon it. 

Doing so. however. yields no Information. Though a nature spirit 
te<hnic.ally exists at a location, unless someone summoned it to 

actually~ present on either the ethericor physical plane. it knows 

little. In th s c.ase, the hearth spirit knows only that someone died 
by magic. Because the hearth spirit was only present Jin spirit.· it 
knows only general lnfonnation. (The same holds true for the 
relationship of any nature spi rlt to the events that transpire within 

its domaln whenever the spirit ls not actually present.) 
If the runners leave immediately after discovering Al.asclair· s 

body, they easily get away before the police arrive. If they decide 

to stay c1nd check the flc1t, count the number of Combat Tums 
{loosely linked to actions) that they spend hanging around. The 
map of C.,meron·s flat shown below indicates the positions of 

some key items the runners may want Describe the map com­
pletely for the runners: they spent time in the flat before and know 
its layout. 

AtopCameron'sdesk sits the smashed and useless shell of his 
Cyber-4 d,eck, the only sign of vanctalism in the Rat and a big clue. 
at least for the runners. to the party re.sponsible for his death. The 

desk's second drawer yields, in addition toa lot of papers and bric.­

a-brae, c1 small, sealed plastic wedge containing a c.hip with a 
Rating 6 Sleaze program. The desk has four drawers, and It takes 

a runner 2 Combat Tums to search the contents of eac:h drawer. 
A wail-sized painting of the Monarch of the Glen (of no value) 

hanging in theliving room concealsashallowwall safe, To find the 
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safe. playe1s must stc1te specifically that they loo ( behind the 
pain ring. They must force open rhe safe with a suitab·e implement 

(a crowbar. for example : the runners hcwe no explos1·1es). for each 
Combat Tum during which he tries to force the safe each runner 

should make a Strength (9) Test. On I success. the safe springs 
open, Inside, the runners find i28,000 In c.;i.sh (in S.100 notes). a 

certi fied credstick good for 5.500 nuyen. and a velvet-lined box 
containing family heirloom gold jewelry. The jewel·y has a base 
value of 1 l 0 ,000. but ttie runners cannot hope ro ge: its top price 
in a foreign country with so few conracts. They might as well fence 

the jewels through Duncan the Fixer ar Hamish·s Bar, w ho offers 
40 percent of top street value. 

In the bedroom. the runners find Alasdair's wallet in:;ide hi s 

jacket. The wallet contai11s i 1.525 in a variety cf bank note 
d enomination5. from £5 up to £ I 00. Ir also contc1lns personal 

photo IDs of various som. which are useless to rhe runners. 
Checking the mom and finding these Items takes me runners I 
Combat Tum. 

Unfortunately for the runners. the assassin~ Cc. lied the 
Edinburgh police. and those worthies may turn up at .-ny morn enc. 
For each Combat Turn beyond rhc second one that the runners sray 

in the flat, roll 206. (Make these rolls before beginning play to keep 
the players from becoming suspicious.) If the total of the 2 dice 
equals a number less than the number of ComlMtTurns elapsed. 

the police arrive. Have each player character make a P,:rception (4 ) 
Test ti') hear the distinctive wail of the police siren. The highest 

number of successes rolled in this test equals thE number of 
Combar Turns {about 5 seconds each) that pass between the rime 

the runners first hear the siren and the arrival of rhe Jnlice in front 
of the building. It rakes the police five additional Corr l>at Turns to 
leave rheir vehlcles and reach the apartment. 

Four policemen rum up. tipped off by the assassins. \oihO Wcl.tched 
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fr-om across rhe road for the runners to enter the building. If the runners 

are still around ar this point, they are in deep drek; the police demand 
thar the characters sun-ender to be taken in for questioning. The runners 
face rhree choices: fight. run away via the lire esc.ape, or sunender. If 
they decide to surrender. the adventure ends here. They land in pnson. 
wair six months for triill. receive a "Not Proven'' verdict (which in Scois 
law means. "you'regulltyasheil but we eon·r pin the rap on you, '')and 
get deported. VJ ro MckJng Up the Pl~es. p. 62. If the runne15 fight. 
they had bes1 be prepared to take the heat: the Edinburgh police shoot 

to kill. If they run, they ger away, bur the poficechase and shoot at them 
as t:iey fiee down the fire escape Imo the lMcl< streets of Edinburgh. ff 
any of the runners rakes a Serious wound (or worse), the group 
stumbles acros.s a h.lpless old man getting out of his car and comman­

deer it to get away. Smart runners will leave the apartment before the 
police show. or at least run as soon as rhey hear the sirens. 

If the runners ran from the police o r got out before the police 
arrived. the evening trideo broadcast runs an item on Cameron's 

murder along wlth a vague description of a bunch of A mericans 
wanted for questioning. The description remains too vague to 
identify the runners. but it definitely makes them nervous. Add • I 
to all target numbers for all Soc.ial Skill Test'S rhe runners make 

when dealing with contacts from this point on. 
If the runners fought and defeated the poHce. they are in real 

trouble. Precise descriptions of them circulate throughout the 
news media. making the runners prime targets for identific:ation by 
every bounty hunter and casual observer in the sprawl. They need 
to take cover fast. For a fee of i 5.000, Duncan the Fixer o r Angus 
Mac.Nab c.an arrange a safe p lace for them to stay overnight, no 

questions asked, but they need to get out of Edinburgh right 
fragging now. Allow the runners to reach either Duncan o r Angus; 
they cannot risk rcnning around anywr.ere else. 

However this encounter plays out, make sure that therunneJS 
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learn through trideo broadcasts or contacts (hat :he authorities 
plan to triple-check the papers of all Americans headi:ig out of 
Scotland for a while. That news should keep them from chickening 
out and going home. 

The t rip to the Isle of Skye makes a perfect excuse for the 
runners to get out of town: go to Over the Sea to Skye. p. 34. 
Should they be foolish enough to try leaving the coumry at this 
point, go to Plddng Up the Pieces, p. 62. 
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Special Skllls: Police Procedures 5 
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Bitton (Reach I , 6S Stun) 

CONOl110N MONlfOR CONDITION MONITOR 

t:~ ·?:~ · t~1 'i,:ri" 
~ fl f::-1 f,~ 1·1 

,rc,c,, c:: t::~ I f:j I IE:,\ --~~1· ..,:;:·.•: .~. '· ... : . 

r ON01TION MONITOQ CONDlflON MONITOR 

J:i; ''{!_;r~ ~~~• 

\M< :37:,-··· f,,: 
PHVSICA. C ::::::I: '·'-'I 

' ":, •· , "A • ,~ ~;: • .. : ......... ...:·.' ..... , 

DEBUCiGING 

If the runnerssUTenderto ttle police, the actvenrureends. Vv'hen rhe 
v.imps get OUT of jail. go to Picking Up Che l'teces. p. 62. 

Unless they scrounged some loot from Alasda.ir Cameron's 
flat, the runners find cash flow a major problem by tnis time. Could 
be a good time to sell ~ome items, churnmer. ln extremis. they 
might even sell a bodily organ 0 1 two: either Angus MacNab or 
L\mcan the Fixer can direct them to a suica.ble source. [go to Dr. 
Knox•~ Body Shop. p. 43). The body shop may also be their , ext 
destination ifthe police managed to fire some accurate pot shots. 
lftherunnersdownloaded ,my worthwhile data from Transys in the 
course of running Chlld In the Matrix. p. 20 they can ny selling 
itthmugh their contacts back home. (If these dire straits prompt 
the runners to go back into the Transys system to search for more 
paydara. they find the passcodes .i.ltered and the system on 
passive alert.) If all else fails, they can try mugging some old ladies 
for a few bob in the more provincial areas of Sc.otsprawl. You know 
what they s.ay-no matter w hat. the .show must go on. 
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TELL IT TO THE.M STRAIGHT 

As the runners prepare to leave ldlnbtl~. read them the fo8owlng: 
If~ time to leave Edinburgh. chummers. Your le:ad to the Isle 

of Skye may be tenuous. but it's all you·ve got. Yot1r employer's 
been boxed, and now someone's putting the hear on you. 
Alasdair's last message tipped you off that someone w ithin 
Transys Neuronet might beon toyou. lfhewc1.5 right. that someone 
might be the person who had hfm killed. You c.1n' t even quit and 
make for home; the police and officials hunting down AJasdalr 
Cameron's killers would just love to talk to you. lhey'd surely 
scrutinize your documents a lot more thoroughly tha, they did on 
your way In, and this time around you might get b~sted for fake 
licenses. Ain · t fife g rand?llme to leave town and lie 1<,w; it's better 
for your health. 

HOOKS 

The trip to Skye passes uneventfully. Perpetual thJnder<.louds 
loom In the sky. but the threatened storn neV€r bre.tks. Nothing 
unexpe<ted happens. 

The meeting with the druids of Dunvegan ls another story. 
Their init ial contdc.t with the druids may convince the runners that 
the druids are c.harlatans with little real power. As the encounter 
continues. their very real power becomes more and m-)re obvious, 
espec.ially to any magician assensing the area. The < lruids seem 
harmless and even silly in the beginning, but quickly become 
frightening, even alien. The runners dealing with them face a level 
and application of power they never suspe<ted possible. Magi­
cians, especially, should feel trepidation (if not outri[.ht panic) at 
the thought of participating fn a druldic rite. 

Much of the feel and texture of the druids and t1eir ritual is 
given below in the respective descriptions. A sense of fantastic 
power, in use and In reserve. overrides all other feelir gs. Though 
the runners had begun to suspect it. rhis encounte· convinces 
them that the events surrounding thei r investigation ::csrry reper­
cussions beyond anything they have ever encouncen?d. 

BEHIND THE SCENES 

Several options exist for traveling from Edinburgh ro Skye. 
The team c.an take an internal flight from Ed inburgh al ·port to the 
Kyle o f Lochalsh {i6SO per person): they can travel to Jlitlochry by 
b'JS {£60 per person) or rail (i l 25 per .~rson) and collecr their 
hired hover vehicle: or drive an auto. most likely a van. ~om 
Edinburgh to Lochalsh along the road route shown in the players· 
version of the Scotland map, p, 75. From Lochalsh. a l 5-minute 
ferry trip takes them to Kyleakin on the Isle of Skye. and rrom there 
they can hop a bus to Dunvegan Cast le . If they have nc, vehicle of 
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their own, they can figure our travel options and charges by 
checking with C-net. 

TRAVU TO LOCHALSH 
If the I\J"ll'as take a ptare. ttlf?j reach the Kyle<i l.oc::n:Ml U"leVeJ1tiily. 
If the runners use a hover vehide, it t«kes them 14 hours of 

driving along the road route to reach Locha!sh. If they use an auto, 
they need tw0 days to make the trip. because the roads have not 
been repaired properly in years and the runners end up making 
periodic detours across patches of inhospitable terrain. 

If they c.hoose hover o r auto travel. the runners get to see the 
wonderful Scottish countryside, complete with heather-c.overed 
hillsides. old plne forests. the new fQresr that the druids have 
begun to regenerate. pure cold stream s and rivers. the br<1cken­
covered plain and the Glens to the west, and the fabled lochs, 
narrow fresh-water lakes w ith pebbled or rocky shorelines. They 
also see a couple of well-armed convoys of police on powerful 
bikes protecting the route. because tourists head this way on 
occasion if they cannot afford the plane fare. They may pass a small 
number of well-armored touring vans on the road. If they travel by 
auto. Drumgask makes a logical stopover. They can get overnight 
accommodation including dinner and breakfast there for i85 per 
person (two :o a room). 

The Kyle of Loch<1lsh Is a small fishing village with a popula• 
tlon o f some 550 souls. Before heading for the druids, the runners 
l>ook accommodation; i I 00 per person per night two to c\ room, 
including supper ,md bredkfast. and a garage for their vehide if 
they have one (HS per night for a car or van. £35 for a hover 
vehi:le). They must take public transportation across the water: 
the druids of Dunvegan Castle govern Skye, and only allow one 
coach to operate on their island. 

The ferry trip across Loch Alsh is g lorious. This salt-water loch 
offers a pure. still sea, the sun shines brightly, and the ancient ferry 
travels lfttle faster than walking pace. making the t rip idyllic. The 
runners probably breakfasted on kippers (smoked herrings), oatme.11 
cakes, real saltecl bacon, fresh eggs, and lashings of cold toast. 
Make them feel good: the stronger their sense ofwell -beJng, the 
easier i t will be to catch chem off guard later, The ferry crip costs 18 
per person. and the coach trip from Kyleakin to Dunvegan ustle 
costs £ 1 5 round trip per person. 

DRUIDS Of DUNVIGAN 
If the runners know nothing of Dunvegan Castle , everyone 

they talk to at the Kyle of Lochalsh tells them that Dunvegan is the 
headquarters of the druids on Skye. Loc.als respond to all inq ui ries 
about the druids with a patronizing. "Ye'll see. Ye're tooeagertae 
ken aa. " lf the runners ask specific.ally about a d ruid named Fiona, 
rhe question provokes peals of laughter and the reply. " that's an 
awfa com mon name roond heer ... 

Dunvegan Casrle srands on a promontory overlooking the 
sea, and tourists never set foot inside it. At the foot of the 
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promontory 5tMds a 5tone circle some 40 feet in diameter, set 

with 30 stones each between five and ten feet high. As the 
coachload of tourists disembarks, seven druids emerge from the 
castle and make their way toward the circle. (For more details 
abou.tdruids and their regalia, see pp. 33-36, l 43-45, the London 

Solmebook.) Scots druids gener.ally form loosely organized groups. 
but one elf clearly leads these white- and gray-robed druids in a 
procession. He carries a pair o t a'.lkh-tipped staffs. one of oak and 
one of ash . 

It is immediately obvious to .:1nv shaman or mage that the 
·me-nony· the druids celebrate ln the circle (featuring dramat'c 
gesturing and recitations) is a show put on purely for the benefit 
of rhe tourists, who applaud politely at the end of it and deposit 
money in agolclen bowl shoved in front of them for this purpose. 
Wher, the ceremony ends, the druids Immediately prepare to 
return to their castle. This is tt1e runners· only opportunity to 
contact the druids. 

Initially, the "lead" elf{whose name is Finn!aen MacNaugh:on) 

waves them away with a weary expression. !Jut any mages or 
shamari5 in the group eaten hls attention, and he turns back.. He 
scowls at any street shaman with the group, and g ives any player 

character with an Essenceofless than 2 (duetocyber.vare) the cold 
shoulder. Assuming the runners· group includes a mage o r 
sha.mdl'l. the elf addresses himself exduslvely to these characters. 

I.I the runners try to break the ice by making a polite general 

query about the druids and their group, the elf gives them a "don't 
waste my time. what do you want?" reply. If the runners ask for a 
dn.id namro fiona, the elf thinks for a rnornent <1.nd ~sks why they 

wish to see her. If the runners a,;k for.'\ cini ici belonging ro the elfs 
group who knows Quicksilver (wherher they know the name Fiona 
or not). he tells them to wait and returns to the castle. The runners 
must use the name Quicloilver to get any a<.:.tiu11 rrorn the df. 

Finniaen rejoins the runners with Fiona Mac Mhuirich., fP.w 
minutes later. She listens quietly to whatever the runners say, 
offtring no response to any questions at first. In the end, the 
runnc.,s must reveal everything they know, the meeting In the 

Matrtx,Quicksilver·s friendship with Amelia Richardson. the works. 
As the runners talk, finniaen cas:s a force Rating 7 analyze trut':1 
spell and whispers his findings to Fiona towa~d the end of t he 
rumers' explanation. The player characters gair. nothing by lying, 

arid if they go beyond slightly em'.:>roidering the truth, Finniaen 
wams them agaim,t funher attempts at subterfuge. 

When the runners begin to run out of thlngs to say, Fiona 
spwtS, Read the foUowlng as her reply: 

"I have part of Quicksilver. He left something of himself w t th 
meanhe last solstic.e; I have not seen him since. (Gamemaster's 
Note: The last solstice predates the last date on which the rvnners 

know Quicksilver was alive.) What he gave me is part of his life·s 
essence. If I give part of him to you, you must give of yourself to 
me, for how else will I Know you are fit ro hold him?" 

lf~e runners do not slmpty accept her tem'ls, but .uk wha.t she 
llltAnS, read the followlng: 

''I cannot give you whdt he gave to me unless I rrusr you. 
unles.~ I know thAt you believe thar what I hold is ::>recious. The best 

proof of that trust Is your w illingness to giye of yourself. Only by 
lhatgiv!ng will you understand what he gave to me. Only by that 
giving will you be bound to d1erisli whar he gave. " 

Specific.ally, fiona requres mat the most talented magician among 
the runners (preferably a shaman: a mage is second best. a street shaman 
unacceptabl1:) parod~re In a druidic ritual within the drde at midnight. 
Agreeing to her terms without being told what the ritucll involves is the 
only proof ol' trust Fiofld will accept. ll1t: runners have no other option: 
arrac:king the castle is suicide (and ft)(> grtmemaster should set a few 

doz.en nature spirits on the runners if they tly). 

Thedl\l ds return to the castle, giving the runners time to think over 
their options but they really hove no choice. 1he d, vid), ~nerge from 
the castle shortly before midnight. The runneiscan wander around Skye 
while theyw,:l.it (interesting but uneventful), and may even think tony the 

best ta...'lic available for getting information about the upcoming ordeal: 
a-:crally asser,sing the Mea. 

ASTRAL ASSENSING AND AllllA RlADING 
If che plc1yer<harc1cter magician attempts any form of aura reading. 

he or she lmrnedi.ltely dereas within the~ a powerful line of rr,agic.;J 
energy that runs across the isldnd. The castle and stone d rde lie on its 

path. This tenitory lies on the Sickle Ley and has a Bad<ground Count of 
3 (pp. 32 ard 89. Grlmolre DJ. liad<ground count makes assensing 
difficult, bee.use the magician must sort through more '"static'· to firid the 
information he wants. Use a Target Numberof7 for all aura reading and 
other assensi11g Success Tests or add 3 co the player character's standard 
r.arger numtx:~ for chese test5, wrichever mal<es the tests more difficult. 
Use me follo11,,ingrables to detelm.ne the inforrnadonavailableon obiects 

and people t1e magician might try to assensef read. 

Sldde Ley Line 
Suc(ci!i~•CS Result 

J- 2 The background count represents regen­
erative earth magic. Its power refertilizes 
the land. 

3+ The energy of the ley Une has a specifically 
druldic affinity, and some affinity with 
conjuring. 

The Dnii1d~ 
Successes 

1-2 

3 , 

Results 
The druids are shamans. Their leader pos­
sesses an enchanted golden-sickle focus. 
The druids .,re m"king preparations to 
enact a ma~ical ritual at midnight. They 
belong to the Bear. [agle. and Wol f 
shamanic totems. The group's leader is 
,'lttuned to E...,gle .,s his ro tem. 
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Fiona Mac. Mhutrlch 
Successes 

1- 3 

4+ 

Results 
Fiona knows Quicksilver and feel'.; a strong 
affection for him. Her totem is E3gle. 
Fiona is inc.lined to trust the runners, but 
needs proof of their trustworthiness. Her 
instinct instructs her to ask of th<: runners 
something of their being, to be z:iven in a 
way that corresponds In some sense to the 
part of Quicksilver she holds. Sh(' holds in 
her m ind the Image of a sealed wooden 
box, which, by the srrength of the image. 
is very dear to her. 

These assenslng attempts yield odd results because they 
reveal a level of information not usually available frcm assen sing. 
One goal of dS.Sensing Is to dete<:t the presence of magical objects. 
However. a magician assensing flona may see aii image of a 
sealed wooden box, clearly mundane, associated with her aura. 
The runners may attrlbute this unusual effect to the presence of the 
ley line. or may come up with some other explanation. 

Assenslng The u.stte And Circle 
Both the castle and the druid!c drd e have Barrier Ratings of 

9 , ma.king any form of astral assensing very tricky indeed. Any 
successes simply reve<1l that these si tes carry as much powerful 
magic as the ley line; the castle contains beings with magical 
energies (the druids) and magical items, and the cird! itself shows 
latent magic;1J power in addition to the energies of the Jey line . 

COMETH THI HOUR ... 
Twelve druids. induding Rona, arrive at the ,jrcle shortly 

before midnight. following finniaen in procession. lach carries a 
golden sickle, a small golden bowl, and a lit torch, and each wears 
a medallion engraved with a different zodiacal symbol (if the 
runners ask, Finniaen wears the ram of Aries, Fiona he Cancerian 
crab). The druids demand that any streer shaman:, among rhe 
runners and anyone with an Essence of less than 2 w thdraw from 
the circle at least \ 00 yards. They g)ve the rest of the team 
permission to remain near the circle. but the druids warn them not 
co interrupt the ceremony. The druids stand just within the clrde. 
with Aries a1 the one o'clock position and Pisces at the twelve 
o'clock position. 

When everyone present h.u taken his or her pl.lc.c, Fiona. halls 
the runner ma.glcLl.nand Invites him or her Into the ,:enter of the 
clrde of druids. Re.ad the followlng: 

"Stone. sea, fire. and air c.all on you. The earth hnself calls on 
you. You must answer by givlng to her. You must decide how 
much you can give. Come before us." 

The magician moves to the center of the circle. As soon as he 
reaches the exact center, twelve manlf'estspirits (six mountain and 
six forest, in apparent violation of the rules of domain, p. 6 5. 
Cirlmolre If) erupt from the earth <1round the circle. one behind 
each druid {if the runners outside the circle decide to attack the 
druids, they have to go through the manifest spirits to do it) . 

When the runner maglcl.tn reaches the center of the circle and 
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the spirits appear, read the folJowlng: 
You're standing in the center of a circle of stones, druids, and 

spirits. You·re sc.ared and shaking. The druids begin chanting. a 
melodious, sweet sound that ripples and runs around <1nd around 
rhe circle. Your head hurts like the beginning of a migraine and 
your body feels heavy. It's hard to sray upright, and sweat breaks 
out on your forehead. The earth feels like it's pulsing below yo11 
feet. The raw power surrounding you sets your pulse racing . yow 
nerve endings on fire. How long can you take it? 

How Muc.h un One Person Gtve7 
The druids. are draining the mag!ciao, both to draw energy 

lnto the circle and to probe the magician's honesty <1nd tilt 
Integrity of his motive regarding Quicksilver. Fiona knows she has 
something very precious to Quicksilver: she wants the magician 
to know what it feels like to give away something that dear. 

During each tum of the ceremony. the magician must make• 
successful Magic (4) Test or el5e lose something of hims.elf here. 
Modify the target number according to the following cl rcumstances: 

- I l f the magician/runners mentioned Amelia, the Chlld. and 
Fionnghuala to Fiona. 

- 1 if the magician is a Bear o r Wolf shaman. 
-2 If the magician is an Eagle shaman. 
+ I if the magician prepared specific defenses before entering 

the circle (using aura masklng, any magic spell or item that creates 
a barrier, and so on). Interpret this strictly according to the rules. 

+- I ec1ch for Tums 8 through I 0. 
The ~an can choose to break the ritual at arry time. Make sure 

the player understands this. The magician need only step away from the 
center of me cirde. The ritual affects the magician for a maximum ci 10 
Combar Tums. but because this ls a test of courage and 'MIi, neither the 
player nor the character knows this limit. 

Once the magician falls a Magic Test, he or she !'eels increas­
ing ly unwell and nauseous but suffer.. no permanent ill-effects. 
When the magician fails a test. the following effects occur In 
sequence: 

On the firsr failure. the magician takes one box ofSrun damage, 
<1ccompanied by intense stomach sickness and cardiac pains. 

On the second l'ailure, the magician loses I point of K&ma. 
preferably from Good Ka,ma, but from the Karma Pool if that is the 
character's only available Karma. If the team agrees, take the point horn 
the Team K&ma Pool. Transient blindnessacc.ompanies this Ka,m,1105.\ 
Md lasts For the rest of the ceremony and for 6 tums after it ends. 

On a third failed Magic Test. the magician loses I point of his 
or her Magic Attribute and collapses, unconscious. Consciousness 
returns 12 turns later. While unconscious, the magician experi­
ences a v ision w ith both a visual and emotlonal component. The 
magician feels desperate, devastating grief and sees a young 
elven woman slumped on a set of stone steps, her white blou~ 
stained w ith blood, wearing a skirt made of red tartan. {This picture 
appears on the back cover of this book. so show it to the player.) 

The ritual ends w hen the magician chooses to step away from 
the c.enter of the circle; when IO turns elapse: or when he falls 
unconscious. whichever comes first. However, even If the magi• 
cian manages to make successful Magic Tests on a!I 10 turns. he 
or she still loses one point of Karma on the final tum- the earth 
demands something from this ceremony. On each failure, tilt 

m<1gician can feel the earth drawing away something of his own 
being. Increasing its own inherent m<1gic power. 
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After The Rlttw 

When the rltual ends. rhe spirits diSc1ppear and the druids 
gather around the magician to support him while he recovers. The 

magician experiences one more sudden shock: his body shakes 
and convulses for one tum as he recovers. and he experience:. 

great pain in his back and chest. as if bullets were ripping through 
him. The11 the sensation vanishes. 

Fiona holds the magician's head in her hands and tells him 
softly that now he knows something of what Quick.silver left with 
her. Now she Is wllling to part with what she holds. Fiona goes ro 
the castle and returns with a small black box sealed with .,.,.ax and 
a silver cia5p. 

When non.1. retums with the box, read the followlng: 
"This is part of Quicksilver. He knew that someone would come 

for it one day. He did not expectyou. I think, but he believed it would 
be a magician ... She smiles a11d gives the box to the runner. "I can 

aoo tell ycu one more thing. He followed the fey not long ago, a11d 
I know he met a presence at the lochside-at Loch Ness. I do not 
know what happened there; he did not deal with our druidic 
brethren at the Loch. I do not know whdt i I is I give to you. but care 
for it well." 

The druids return to their castle. The runners face spending 
the rest of the night out in the cold before they can get the coach 
and ferry back to Lochalsh, but they have the first piece of 
Quicksilver. 

lHI BOX 
If the magician assenses or reads the aura of the box. he feels 

mixed emotions (no test needed): love. longing, despair, and 
pain. The magician also feels a violent physical shock, as if bullets 
were plowing through his body. and then a sudden radiant 

warmth and release. This happens only the first time the box is 
~sensed; any subsequent efforts reveal nothing. If the magician 
tries to read or clSsense the box (or its contents) a second time 
before leaving Skye, the background count may disguise the fact 
that 1he box appears " lifeless ... If the magician makes a successful 
Ferceptlon Test. he or she can distinguish between the back­
ground count and the inert box. (See p. 89. Grlmolre II.) 

To open the box, simply br~k the seal and unfasren theutch. 

Inside, packed in cushioning foam, is a blue crystalline chip Ii nked 
toa tiny rod (a telemetry link), sealed within a small cube of iron­
hard transparent plastic. Any runner with Computer. Electronics, 

orCybertechnology Skill immediately recognizes that this is unlike 
anything they have ever seen. If such a thing were ;>ossible, the 

runner could believe the chip was alive. It appear.s fluid and 
changeable, and while obviously made of some 51ficon-based 
substance. the structure looks more like the inside of a magnified 
living cell than a standard deck chip. The runner also k.nows 
wi:hout a doubt tharusing this thing lies utterly beyond his ability. 

The runners should recognize this chip as something very, 
ve,ywelrd. They should not try to tamper with it. bur they do need 

to find out more about it. Any attempt to u~ the chip produces 
ooresults; it hd5 no function outside of Quicksilver sown cybe!'deck. 

Fiona's comment might be enough to send them on a trip to Loch 
NessnExt(go to~yHello To Nessie . p. 40)or they might decide 
tocontact Amelia Richardson again (go to W eird Science. p. 38). 

lfttieir magician collapse<i during the ceremony and had thevision 
of Morag MacDonald. they may decide to tr ace her instead (g o co 
Mor.ag M.uDo~d. p. 44). 

RONA MAC MHUIRICH 
B Q. s C w 

I NI R Asmor 
3 3 3 5 4 6 

6 6 3 
Jnttiatlvc: .l ➔ 1D6 
Thre..t/Professlonal Rating: 3/3 
Skllls: Conjuring 7, Enchanting l , Etiquette (Druidic "Tribal') 5. 
Magial Theory 2, Sorcery 5, Steahh 3, Unanned Combat 3 
Gear: Golden sickle (retish). Mistletoe (fetish), Robes 
Totem: Eagle 

Spells: He.ii 4. Hibernate Z, Levitate Item 2. Treat 4 

CONDITION MONITOR 
LIGHT 
STUN 

STUN I TNI 
·' W 

PHYSICAi. 
l.lGHT 
WCUNC 

~DERAff 
STUN 

MC-C.P.AI: 
w•:::Mlj 

SERIOUS 
STUN 

DEADLY 
STUN 

'JEAC;,V 
WOU\O 

Fionc, s 25 years old. of aoove-average height, slim. with long 

blond hair t>nd green eyes.Skye bom and bred, she looks slightly wild, 
and knows little of the outside world. That innocence made up pare of 
Quick.silver's amaction to her and hers to him; he wa:, sophistiCdred 
and worldly, and found her naive in me be;t sense of that word­

open. happy, and blessed with an inner harmony that made him reel 
at peace. He cold hei little of his work, but gave her the Affect chip 
simply because he trusted her. He asked her not to part with It until 

the time relr light, and assured her she would know whe1 thc.t rime 
came. fion.l recogniZ.es that now is the right time. She does not know 
that Quicksilver is dead, but she trusts the runners. 

DEBUGGINCi 

Apan from doing sorneching really stupid like attacking the 
druld5, the potential exists for the runners to make " couple of 
mistakes i1 this siruation. The magician might back off from the 
cirde befo-e he suffers any loss. though this is unllkely-the runner 
has no rea!;on to quit unless he is suffering. If the player announces 

that his ma.gician is backl ng out before he gives anything of himself 
{I.e., loses any points), the gamemastershouldquestion the player 
seriously : remind the player that his characrer hdS suffered no 
serious e(f,;:cts; Is he ab~lutely sure he wants to back out? Repeat 
the q ·Jestion. lf the magician chickens out, the adventure ends, 
unless ancther suitable character steps in and offer5himselfforthe 
ricuaJ. lfnor . Fiona regards the runners as completely untrustworthy 
dnd says so. No way forward from here. chummers. 

A sec:,nd danger is that the runners may tamper wib the chip. 
If they try to liberate It from Its plastic cube: the gamemaster should 
point out the danger of this: the chip is dearly frclgile. They d o not 
kr,ow what it is, and rhe plastic co.at cleorty protects it. Point out the 
wisdom of finding out what it is before they fool around \,',1th It. 
Nothing cl!:>pears to happen if they try using it in a srandard deck. 
which may be enough to keep them from destroying it. After all. 

why come this far just to throw away what they came for? If the 
player cha·acters damage or destroy the chip. once again they have 
reached the end of the adventure. Without thls chip they cannot 
reconstlt,.r:e Quick.silver and the adventure rails apart. Dumb move. 
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TELL IT TO THEM STRAIGHT 

You started out looking for a m i~ing person. and so far all 
you·ve found is some very weird :silicon which you·ve been told 
is part of that missing person. The only other trnce ofQ..iicksilver 

you·ve seen was that biz.arre manifestation in the Matrix. You 
know he was supposed to be c1 computer wiz-kid. but there's 

something going on here that's way beyond :1our experience. 
Seems to you that the person who knew him best. and who 
c.e"alnly knows more than she was saying. Is the one to contact. 

Ifs time to talk with Amelia Richardson again . 

HOOKS 

Most of this encounter is very straightforward. When the runners 
place the chip{s) inQuicksilver'scyberdeck, that feelingofmysteryand 
eeriness returns immediately. Toe theoretical implications of the 

cyberd«l< and its chips are frightening enough. bu : What they create 
rogether goes nearly beyond description and comprehension. 

BEHIND lHE SCENES 

The runners Ct\n get back ln touch with Amt•lla Richardson in 
one of two ways. They can return to Edinburgh. They m2.y need to 

do this anyway ir one or more of the team members needs medical 
care. Angus MacNab or Dunc.in the Fixer probably referred them 
ro DT. Knoll's Body Shop (p. 43) fur first aid. If the team took our 
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medical insurance, then they need to get back within the Habitable l 
Zone to call Careline or BUCM. Returning to E.dinburgh proves to I 
be easy if they did not encounter the police during De.th In ; 
Queen's StTeet (p. 3 I}. and they can travel straight back to ! 
Edinburgh and consult with Richardson at her university office. i 

If the runners fought tl-ie police in Death In Queen's StTeet, ! 
che runners know that Edinburgh is now a very, very dangerous i 
place for them. E.ven if they ran from the police in that encounter : 

and remaine<i completely isolated since. simply calling Amelia \ 
Richardson confirms their suspicions that they are wanted. Amelia ;· 
wc:.rns the runners that vaguely accurate desc.riprions of them are : 

circulating on all news media. If they foughtthe police, Richardson ; 
rel ls rhem that the police are d rculacing their exact descriptions as , 
suspects in a murder. She t>elieves in the runnerf innocence, , 
mainlybecausekilling~meronmakesnosensefortheteam. lfthe ; 
runners· return co Edinburgh poses too many risks. Ri<.hardson 
offers to tly out to meet them. In this c.i.se. the team meets her In 
che Kyle of Lochalsh, which rnakes a better base for their opera­

tions now anyway. 

BACK TO lDlNBURGH 
If the runners made it through Death In QµHn's Stred I 

w ithout meeting the pollce. they travel to Edinburgh unevenrfully. ( 

If che police may be looking for the team, the g2memaster should 1 
bJild on their J)<\ranola. Police cruisers seem to be everywhere. ~ 
Beat cops outnumber average citizens. The runners make It bacl<., i 
butt hey swear every minute of the trip. especially i f they fly in. In : 
fact, the gamemaster may decide to give the runners a real dose i 
of airport-phobia by having an official notice them at the airport ! 
and g ive chase. Of course, the runners get away, but they c.ause '. 
a big commotion and experience massive stres5. The way t hey ! 

handle thls encounter with the pollce could dig thern i nto an even 
deeper pit. and so they must be cautious. 

OUT OF TH£ VAULT 
Toe runners have at teast one of Quicksilver's chips at th!s stage, 

and so Amelia brtngsa battered blue brtefcasewith her to the meeting. 
E.\ger to heai- <Ill rtlJout what the group has done <II)(} learned since they 

last met. she weirs t0 produce Quicksilver's cyberdeck until after they 

show her the chip(s). ¼'hat a deck! It looks like a Fairlight Excalibur with 
a couple of hircher j<lcks. but one look Inside reveal:; that the skills of i 
whoever modified the deck go far beyond that of any decker in the : 
group. Nothing the decker knows helps him dedpherthe interior of this : 
thing. The deck's lnsidcs also expose four one-in~ cubic depress.'ons, 

and even the least intelligent runne: can figure out that the team slots 
the chip{s) into those spaces. It also becomes obvious that four of th~ 
chips exist. 

If this team of shadow runners follows the norm for their kind. 
they slot the chip(sl in their possession as soon as possible. They 
have rhe Affect chip (from Skye) and possibly the Memory chip 
(from Loch Ness). A decker who jacks into the deck,md inserts the 
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chip(s). in any order. expetiences the following results 

Regardless of whether or not the deck is hooked up ro rhe 

Matrix. the decker emerges inro a very confined space. The 
decker feels as If his or her icon's visibility and travel area are 

restricted to the deck. A ghostly figure appears before hin. in the 
exact shape of the Child/Imago (ChUd In the Matrix. p. 20) but 
lacking al! detail. As soon as the first chip is slo:-ted in to place, the 

deck stops broadcasting to the Matrix and remains i solated at 
least until all the chips are pre.sent. What the decker experiences 
(described in the following paragraphs) takes place entirely 
within the c:onfine.s of the deck. If the decker slots the chips 

wlthout jacking in to the deck, he or she can tel! that the deck is 

running, but experiences no other effects. 
If the decker p laces the Affect ch:p into the deck by Itself. he 

or she immediately e1tperiences the most terrible anguish. He 
feels the pain of death, a profound despair, and intense, over­
whelmlng grief, as if he lost a loved one to violent death. This 

affects the decker as an attack with a l'ower of 4, and does Serious 
Stun damage. The decker can resist th ls damage using Wi I power. 
If the decker is Seriously Fatigued by this experience, he or she 

automatically and reflexively jacks ou:. taking ,o further damage. 
If rhe decker slots only the Memory chip, he or she sees 

MoragMacDonald lying dead (see Cut of Shadows, p. 67), The 
deckerviews this scene in a weirdly detached way. experiencing 
no emotion at this terrible image except the fleeting sadness of an 
uninvolved observer looking on. Through the Memory chip the 
decker learns the woman's name, Morag MacDonald . 

If the runners mandge to get the Perception chip and slot only 

that chip at this rime. the decker sees the same scene as provided 
by Memory. but with clearer details and again, no emotion. The 
Perception chip c.lso provides details of the location of Casile 

Laidon, where the murder took place. 
Obviously, the runners may slot several combinc1tions of the 

chips. For example, if the decker places rhe Memory and Affect 
chips into the deck together. then the feelings frcm the Affecr chip 

receive context from the memories of the second chip. The decker 
sees the loved one and knows she is Mo rag MacDonald (provide 
Mor..g MacDonald's description from Cast or Shadows, p. 67). 

She is the object connected to the feelings of love and anguish. but 
only the Perception chip gives a context to che memo-y of her 

death. The Memoiy chip also holds the pain of Quicksilver's death. 
The decker feels his heart pumping like a racing engine and 
adrenalir.e rushing violently through his body. and rhen rheagony 
of death as bullets burst trrcugh his body. If the decker engaged 
both rt-e Affect and Memory chips, the effect equals an attack with 
a Powerof4 thatc.oesSerious Physical damage. Again, the decker 

resists using Will power. Jf the decker is Seriously Wounded. he or 
she automatically and reflexively jacks out before taking any 

further damage. 
This deck cannot be used to run the Matrix. Without all four 

cnips. :t effectively has no functions. But jacking into ir sure shal<es 

the decker up some! 
At this poinr the runners need to realize the implication of the 

Child/ Imago's plea to bring him to Amelia- Amelia has the 

cyberoeck, and only the cyberdeck can rescue the Child from the 
Transys system. Use Amelia Richardson to prompc the runners tc 
reach this conclusion if nece:;,.sary. Assuming they repeat·ed to her 

the Child's remarks from when they first encoun:ered him. 
Rlchardson makes the connection. When the runners decide to 
!:>ring the Child to the deck, go to 8rmglng the Child Home, p. 52.. 

From here, the runne rs may try Loch Ness (go to Say Hello to 

Nessie. p 40} or may begin 10 investigate Morag MacDonald. II 
t~ey alre,1dy cried Castle k\idon, they may want to apprO<lch 
Morag'5 larher (go to l.tlklng to the Lllrd, p. 55). Their othe1 

option is to go ro llr1nglng the Chlld Home, p. 52. lf Ameli<1 
Richardson mer the team at the Kyle of lochalsh. she returns to 
Ec!inburgti immediately afrer the meeting. raking the cyberdeck 

with her. If the runners want to meet wit:, her agitin. she arrange, 
to take time off from her work. The ream may also want to plar 
ahead and arrange a time and place for a later meeting. Amelia stili 

strongly recommends against meeting in Edinburgh. 

DEBUGGING 

As ii frequently the case with shc.dowrunners, the team·~ 

downfall i 1 this e11eo1,; mer may be greed. Someone ir the group wil 
surely recognize the cyberdeck · svalue. but should also recognize i~ 

lackofsrrt-etvalue. Noscreetcomact in Bri:ain will handle it: {hede6 
is too weird to appraise accurately. The runners' best opt ion lies ir 
finding a powerful corporate contact and selling it to one ofTr:\nsy.­

t\'euronet s rival corporations. but this woLild prove very difficul· 
indeed (a1d expose :hem to the risk of c.ouble-cr:>ssing) 

The poim remains moot, however, because Amelia does no 

a low the ::yberdeck o ut of her possession. If the runners foolishly 
try to tak,e it from her by force, she simply warns them that she­

keyed dLplicare electronic messages to be transmitted to thC' 
police wi:hin 12 hours unless 5he personally cancels them. nw 
message!, accurately identi fy the runners and detail their action~ 

and location. An i ntelligent. worldly woman, Ametia considerc(1 
the possibility that the runners might get greedy. She continues cc, 
cooperati! w ith the runners if they stay on the trail of the remaining 

chips, bu1: t his incident p uts her on her g uard, and she mal<e, surt: 
she covers all the angles from here on out. She wants to put the 
other chips toge(herwith the deck out of respect for Quicksilver's 

memory. aid becac1se what the tean has uncovered so far 
intrigues :ier, but she no longer trusts the runners and refuses io 
expose rerself to any danger if they get into tro..ible. And she 

hangs on to the cyberdeck a: all times. 
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I SAY HELLO TO NESSIE I 

TELL IT TO TKEM STRAIGHT 

The road peters out as soon as you approach the forest on the 
west bank of Loch Ness. This is the deep. dark woods of fairy tales, 
a veiy heavy deciduous forest. You can't even see the loch until 
you get within a few yards of the shoreline. All you know is that 
you're looking for a ~presence" here. which you assume is some 

kind of spirit. The loch stretches for miles-all kinds of Awakened 
critters and ani:nals probably lurk in the forests. not to me:ition 
what might be in the water. 

HOOKS 

Geez.. this is Loch Ness! What do you think ifs going to be 
like? The runners are in the hea,t of the magic, a prinordial place 
of power where mystic forces run wild and alliteration is king. 

BEHIND THE SCENES 

If che runners rented a hover vehlde and decide to travel on 

the surface of the loch. Nessie surfocesabout fifty yards to their rear 
and follows them (her stats appear below). She will rot attack the 
runners e)(cept in self-defense, but her appearance should SG'lre 

the runners out of their wits. The scare may also help them 
recogniie the remote chances of finding a spirit while inside a 
hover vehicle. If using public transportation, they take the bus to 
lnvergarry and walk to the loch from there. 

The runners meet a free spirit in this encounter The second 
edition of the Grlmolre ·'.pp. 76-83) presents valuable Information 

on these entities, and the section on Astr.d Met.planes (p. 93) in 
Cirlmotre II may dlso prove helpful. Quicksilver gave his Memory 
chip to the free spirit. who he trusted based on their st,ared 
experiences. Quicksilver meditated in the spirit's domain occa­
sionally, and the spirit communed with him. Quicksilver freely 
offered his Karma to the spirit, and in return It took him to its ow~ 

metaplane. whereQuic:tsilverconfronted events apparently setin 
what the elf believed to be his own past lives. The spirit introduces 
the runners to the Sdflle type of experience. 

CONIURING AND ASSENSING 
Anobvioussuategyforfinding the "presence" is for a shaman 

to try to conjure and communiatewith (or commanc to a service) 
a nature spirit in the area. Ford :,h.unan making this c\ttempt who 
has a totem other than Wolf, Bear. or E...gle. increase all his or her 

target numbers by ... 3 for tests involving spirits while in this area. 
Any conjuring attempts require the magician to make an opposed 
Conjuring Skill Test against the spirit's Force Rating. No conjured 

spirit (or commanded elemental) will perform a service in any way 
opposed to the i nterests of the locale (i.e .. damaging the forest, 

assaulting native creat1.:res. anc, so on). 
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The loch is a very large area to dStrally il!,:;t:11)t:. dnd tl11: 
assen sing magician must make a Perception Test to determine if 
he can filter out rhe interference of :he Backgrounc Count (3). 
Several free nature spirits roam the forests around the loch; they 
observe the runners. but do nm interfere w ith chem. Astral 
percep(ion allows a magician to 5ee these spirits, and I success in 
a Perception (6) Test informs him or her that thesedre nature spirit$ 

of the forests and mountains. If the magician achieves 4 or more 

sJccesses in the Perception Test he knows these are free spirits. 
The spirits have a chance to detect that they are being assensed 
Make a Force Test for the spirit, using twice the magician's Maglc 
Attribute modified by -3 (the background count improves the 
s;:,irit's perceptions) as the target number. If the spirit achieves at 
least 1 success. It knows it is being assensed and moves away from 
rhe runners. 

lffl DRUIDS 
Druids share this area with the spirits, but they remain hidden 

from the runners. They know the runners· location at clil t imes. 
however, beu.use their unique detection network of I ittle watcher 
spirits (p. 73, Grimolre ll) keeps them lnformecl. An assenslng 

magician may detect these spirits. but rhey simply observe the 
runners. :aklng no act:011. 

When the player characters redc.h the area, they can look for 

the "presence, " the great free spirit who protects Quicksilver's 
Memory chip, in two ways: by wandering around the lochside or 
using c\stral projection. 

W ANDEltlNG FREE 
If the runners simply shamble about, working their way along 

the lochside on foot, they meet the great free spirit in its manifest 

form when they approach the ruins of Castle Urquhart. Details on 
the great spirit appear at the end of this section. As soon as the 

runners near the castle, the great spirit commands them to stop, 

and then asks several of the runners to join it on the astral plane. 
The spirit knows why the runners came to it a;-ad tells rhem so up 

front. It trwites alt runners with E.ssence 2 or higher to its metaplane, 
using its astral gateway power (p. 79, Grtmolre 10 to permit all 
runners r::> project into astral space. The physic.al body of those 

trdvelers goes into a trance. If the entire team possesses Essences 
of 2 o r higher (ex:tremely unlikely). the spirit allows two player 
characters to stay behind to protect the bodies of those t raveling 
in astr.il space. 

If the runners approach the ~At spirit using this methoci rather 
thanasrrally projecting, a huge piasma (Parmormal Anlmals of North 
Amertca. pp. 126-7) that escaped from a guard installation on the 
naval base at lnvem~ may attack the runners, Roll 206 for every 

kllometer the group rravels along the lcxh shoreline. On a result of 11 
o~ 12, rhe piasma appears. The pi.asma isa huge, sabre-toothed. bear· 
like creature. that is by nature hur1giy. stupid. and hostile. !t likes to eat 

people. but will break olf its attack and try to flee i'. it suffers damage of 
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Senously fatigued/Wounded. 

fighting and/or kllling the piasma does not offend the druids 
of the loch. The runners' actions constitute self-defense. and the 
creature does not belong ro either the loch or the forest. 

PlumA 
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11 / 4 4x5 13 
Initiative: 4 + 2.06 
Threat Luing: 4 

IW 
2./ 4 4 

I 
6 

R 
4 

~tucks 
9D2, + 1 Reach 

PowCl5: Enhanced Physical Attributes (Strength or Quickness, once per 

clay each, allowing critter to Increase one of those Attributes by a number 
equal to Its Essence Rating for [Essence x ZJ x D6 turns). Enhanced 
Reactions {adds (Essence + 2] to lnltialive Roll), Enhanced Senses 
(The(mographic Vision, Wide-Band Hearing). 
Wwne»es: Allergy (Sunlight. Nuisance) 

CONDITION MONITOR 
LIGHT -.«)~£RATE 
SlUN SlUN 

STUN 

PHYSICAL 
LIGHT \1()()fRA1 

WOUND WOU/\0 

ASTRAL PROJECTION 

SERIOUS 
STJN 

~1'< 
.31r,1 

3 "" ' •J lril 

SH0\.1 
WCtl\l) 

DEADLV 
STUN 

✓._t-::;_v 

~.vC.J'I:: 

1he seconcl way for the runners to meet the great free splrir 
of Loch Ness ls by c1$tral projection. The g reat free spirit lmmedi· 
ately approaches any player-character magician using c1$tral pro­
jection to enter the etherlc realm, assuming the spirit did not 
actually issue an invitation fort he magician to appear on the astral 
plane. It asks several runners to undertake a minor astral quest. 
choosing those with Essence 2 or higher and using lcs astral 

gateway power as r:otecl earlier. 

THE ASTRAL Q.UEST 
The splrit draws the astral runners to its own meta plane (land, 

forest). Before they reach the metaplane. they find themselves 
floating in a dark void. where they encounter the Dweller on the 
Threshold (p. 93, Grtmolre fl). The Dweller knows all about the 

runners. and reveals at least one personal secret about each runner 
to the group as a challenge to thei r worthiness to enter a 
metaplane (tailor this encounter to suit the particular group). [ach 
runner on the quest must make a Success Test using a skill or 

Attribute chosen by the gamemaster against a Target Number of 
6. for every 2 succes.sesa ;>layer character generates, that character's 

Kannc1 Pool increases by I for the duration of the Quest Test to 
c.ome. The Dweller dismisses from the asrral plane any runner who 

falls to achieve at least 1 success. A shaman of the Bear or Wolf 
rotem automatlcaHy adds I Karma Pool die to his total for thls test. 
A shaman of the Eagle to:em automatic.ally adds Z Karma Pool dice 

to his rota! for this test. 
The great spirit ther. guides the runners to his metaplane and 

10 the Place of the Past, where each runner must face a re· 
enactment of the mostpalnful or t nreatening experience of his life. 
The gamemaster m ust create this scene using his knowledge of 
the runners· histories. For m.my, this experience may be a combat 
situation. Those runners faced With combat stand together, but 

ec1ch laces his own personal terror or nemesis. Only when a runner 
vanquishes his own enemy m ay he aid another runner. 

I\ solitary, non<0ml>at sltua.tion may more accurately represent 
some runners· experiences. For example. a decker may~ a 
r:enifyingly dangerous Matrix run. or a clwacter may relive the agonlzln.g 
losscl adase friend.and soon. uuelingordwsuchas lhesemustbefacro 

alone. For a non-combat QJ,est Test a character must make a successrul 
Willpciwer (8) Test to pass the ordeal. 

I 'runnas "die .. during their ordeal. their astral bodies retUm abrupuy 
to the r meat oodies, but tt,ey suffer no permanent Ill effi:cts. They have, 
howe ,er, failed their ordeal in the i'lace of the Past. 

l his adventure cannot offer a precise ~crlpt for this scene 
because the gam emaster must devise threats and ordeals drdwn 
from the past of each individual runner. However, one thematic 
twist should be a part of each n.mner's test: the characters see 
themselves in the dothing and sen ings of some historic.al perloct. 
A strt~et samurai may appear as a medieval knight In armor. using 
a lor.gsword to battle his nemesis-enemy. Though both the 

character and his enemy fight using the equipment of a bygone 
age. JSe the standard rules o f combat. A decker on a dangerous 
run, br all he may be sitting at a 2. 1 st-century cyberc1eck. will find 
himsdf in ancient Thebes or Atlantis. in appropriate garb, and his 
Matrix persona w\11 reflect his surroundings. An elven mage will 
walk rhe forests and towns in the age of john Dee and the 
Eliuhethan astrologers and alchemists, and so on. This improvi­
satio1, demands a 101 of work from the gamemaster, but the 
powc:rful scenes that result will reward both the runners and the 
garnc:master. Avoid sending the runners Into hopeless slrua­
tions-do not pit a streecsamurc\i in single-handed combat against 
a g rfat feathered serpent. When a character knows he can only 
lose. resignation takes the edge off his fear. True fear comes from 

the rope of living when the odds are against It. 
Nhen each character either passes or fails his or her orde.il. 

the v eat spirit returns the runners to the mundane world and 
dem,tnds payment in Karma for giving them Quicksilver" s Memory 
chip. It asks for 5 points of Karma, less one point for every Quest 
Test :he runners passed, to a. minimum of I point. If they pay the 
price. the spirit materialltes a green Memory chip similar In 
appearance to the Affect chip (see 0\/er the Se. to Skye, p. 34). 

fhe Karma to be given to the spirit should be d rawn from the 
c.har,,cters· Good Karma. but the points can also be removed. 

p ermanently. from the Karma Pool. The player characters cannot 
g ive the spirit Karma from the Team Karma Pool. 

lhe team may not have the requisite amount of Karma. If nor, 
the i .plrit asks chem to accept a Karmic Debt. raying the spirit 

Karrr,a In the form ofa Karmic Debt reduces the runners' Karma to 
a ne.~ative value, For each negative point of Karma, they must 
spend 2 points of Karma to raise the value back to zero. The 
char,1cters must erase the negative Karma value In this manner and 
then acquire more Karma in o rder to use it for any other purpose. 

Of course. no encounter at Loch Ness Is complete without an 
r1ppt·arance by Nessie. If they did not meet her as they arrived, the 
monster dutifully appe"rs. splashing about in the water. a$ the 
runners cteparr. Nes:;ie·s stats appear below just in c.ase the 
run1,ers p rovoke the poor monster into attacking. 

With the M emoiy chip ln hand, the runners may decide to ger 
in toJch w ith Amelia Richardson (go to Weird Science, p. 38) or 
they may be ready to search for Qulc.ksilver's dead objecr of 
affection, the only unexplored clue remaining (go ro MorAJ 
MacOou..ld, p . 44). If any of their number suffered serious Injury 
in tt is encounter. fi rst aid takes first priority. Safety lies either 
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within the Habitable Zone, for access to Carellne/BUCM lf the 
runners took out lnsurance, or Dr. knoll's Body Shol" (p 43) if not. 

Nessie (Gig.antic freshw.ilter Serpent) 
BQ.SCIWE R Attacks 

14/ 1 S X 3 9 - 1/3 3 6 5 6S2, - 1 Reach 

lnltkttve: 5 - 1 06 
Threat bttllg: 7 
Powers: Enhanced Physical Attribu1es <adds Es~nce Rating to 

Body. Quickness, or Strength each once per day for 12 cuns). Fear, 
Immunity co Normal Wedpons. Sonic Projection. 
Weaknesses: Dietaiy Requirement (Loch Ness water.veed. Nuisance). 

CONDITION MONITOR 
LIGHT \4CC:RAI: %~0\.JS 
STUN STUN n JN 

STUN [: /~~·1 [~:~~1 ~gQ I I 
PHYSICAL 4·-~·1 , I ' '4t ~~ ~,:ti [! ~-♦1 I I 

. GH1 '.10):f.A1 lEr. OJS 
WCUND WCJ'D ,'i::)~11,1) 

Great Free Spirit 
BQSCIWE R 
18 l 4 18 14 14 14 14 (A ) ll 

lntttatlve: f - 2. (+ 10/-20) + I 06 

Dl:ADLY 
HUN 

I~ 
I~ , ·:,:-_~ 
:: : .~.:)LY 
\' (:t;\J) 

Powers: Acclder.t, Astral Gateway, Concealment. Con~Jsion, Dis­
pelling, fear. Immunity to NoITTJal W e<1pons, Person 3l Domain 

(Loch Ness). 
Not.:: F refers to current Force. For Physical Atttbutes. Force represents 
me cwrenr force Rating plus Spirit Energy. For example, this critter has 
an iritial B(ody) of 48. Hey---we said it was a real tough bu~er. 

The "presence" the runners look for ar Loch Ness t ;ens out to 
be a g reat free foresr spirit, very powerful and willful. I t recognized 

Qulc.ksllver as a being of power and w isdom. whos~ willingly 
sacrificed Karma gave the spirit slgnifkamly g rea:er ga ns In Splrlt 
Eneigy than normal sources of Karma. This spi rit also K qulred a 

great deal of Karma In the course of its long associatic·n wit!- ttie 
local druids-this spiri t Is a real tough bugger. Its cu ·rent force 
Rating Is i 4 ~nd its Spi ri t Energy Is 30 while on the sho ·es of Loch 
Ness. its personal domain {seep. 80. Gr1molre II). 

DEBUGGING 

In order to get t he Memory chip from the spiri t. 1he runners 
must agree to the c:uest the spirir gives them. Because each 

characcer·s quest In the Place ofche rasris unique. the gamemaster 
must handle his own debugging for t he rnetaplanes. 

The runners may refuse to sac.rlfice Karma to the spirit. If they 

do. remind any shaman in the group that this remair,s the one. 
wet:-known way of bargaining with a spirit: if the runners w ant the 
chip. rhey must obllge. If they continue to refuse, no ch pappears. 

Go ro Picking Up the PlecH. p. 62. 
If the runners take a notion to attack Nessie, the crE•ature sinks 

our of sight as soon as Ir suffers damage of Seriously Wounded/ 
Fatigued. Add 2 to the target numbers of all Success Tests che 
runners make ln this location after ttle attack, Including those for 
the quest. Bad move. terms. The druids' dlspleasur~ w ith this 
action compou:, cts the personal pen.-.ltles the runners suffer. 
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Because the runners are unlikely to fight the monster. this adven­
ture d oes not script a druldlc coumerstrlke c1gainst the runners. 

Given areason to seek. revenge . druids tend co ponde1 their course 
of action. and so the gamem aster should carry this out as he sees 
fit. Keep in mind rhat the (elven) Scots druids most likely ciave 
friends In Tir Talmgire. the Salish-Shidhe Council. or o ther North 
American lands. Revenge could be a long time coming. 

If the runners attack the great free spirit. lt quickly smears 
them all over the lochside . The gamemaster can run a combat ifhe 

wishes, but he Ci\n save time Instead by simply informing all the 
runners that they died In this place. 
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TELL IT TO THIM STRAIGHT 

YourcontacrinHamish'sBartoldyouaboottheestim<lbleDr.Knox·s 
l!ocy Shop, which enjoys a fairty good reputation among the bar's 
tlelltele. T'nedoc does g,eatworkas lo:1gas he' sslightlysteam!ng (thar's 

mmktoyou).lfhe'ssober,heshakes,.vldifhe's~lysteaminghetencis 

toCDnfuse one clumpofvi~a -..Ath another. Hey-be grat"eful ttiat he·s 

tJerl up his stimulant l'>ablt. Another point ln hls favor Is that the d inlc's 

:hll il\5ide. and it looks lille the docstenli.res his equipment. It's c!lso the 
~choiceyou·ve got. 

BEHIND THE SCENES 

Thls section provicies a place for the runners io go :f they 
5ustain serious iniury and did not pick up U.K. insurance, or if they 

isktoo much by calling for the service the insurance provide:;-if 
tie police are looking for the runners, they may arrive with the 

medical ream. As an alternative. Duncan the fixer (for his stanc1ard 

fee) or Angus MacNal> can put the runners In touch with a contact 

f:>r Dr. Knox. The story assumes tne runners rerurn to Edlni:>urgh to 
l'islt the doc. but if the police are putting on the heat. 1he runners 
may have to get the doc out to visit them. Obviously, this me-ans 
lhe team pays his traveling and living expenses plus i 1,000 a day 

i.1 addition to all other charges. Apply the appropriate standard 

modiflers for providing medical care w ithout the proper Faclllties. 
lhedoc carries onlyc1. limited amount ofequlpmenton a house call, 
.nd so the g amemaster must decide how much Dr. Knox can pack 

In his l:>ag. 
Dr. Knox uses unmodified target numbers !per p. I 13, SR II) 

!or all Success Tests made while wo1king in his clinic; modify his 

target num~rs by 1-2 (or more) If he goes to where tr.e runners are 

holed up in a hotel room at the Kyle of Lochalsh. Dr. Knox c.,arges 
standard fees for repairing damage and treating wounds (p. 1 13, 
Sl II). w hich is the extent of meciical care available from him. His 

bus;ness does not include Implanting cyberware or conducting 
other fancy operations. 

If. a~er three days of treatment (of any type), che runners still 

need more recovery time in the body shop, Knox begins to 
complain about the risk he is taking: the trideo contint:al ly broad­

casts the runners' l\kenessesas the suspects !nan ongoing murder 

lwestigation. Theil presences make him nervous. He jacks his 

price up to double hisstandardfees, a minimum of i I ,500perday, 

before the runners can convince him to allow them to stay. After 
mother 48 hours, even the extra money cannot keep Doc· s nerves 

under control. and he starts drinking very heavily. r:iaking any 
furt~er treatment from him useless. The runners may try to force 
him to stop drinking. but he j'JSt falls to pieces from anxiety and 

fear. lime to hit the ro..d. chummers. 

DR.KNOX 
Use the! tancfard Street Doc Archetype for Dr. Knox (p. 21 1. 

SR II). Doc Kn :ix Is about SO years old, ofsllght build. bald ing. wl:h 

gray hair end watery blue eyes. He smells slightly of whisky. 
At the gamemaster's dlscret':on, Knox offers the followlrg 

items tc the runners at 200 percent of the price listed in Sit II. p. 

263· one met.1kit, two extrc. vials of drugs for a medkit, a box of 
three Rating 5 stimulant patches. and a single Raring 7 t rauma 

patch (loath t,, part with this. Knox charges the runners B ,000 for 

this baby). Ru 1ners who roll I net success in an opposed Negotia­

tion (N"egotia••ion) Test can reduce these prices by the standard 10 

percent. bur Knox's f-ees for treating the wounded runners are 

nonnegotiabl ~-
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BEHIND THE SCENES 

The runner:; can find out about Morag MacDona:d r:wo ways. 

If they insrcll only the M enorychip into Quicksilver's cyberdeck, 

ct1ey learn her name. If the runners slotted both the Affect and 

Memory chips into tt-.e dee.I<. they !<now what she tc,01<s like. bu: 

not wl10 she is. and rhey guess she may be dead , f the team·s 

m?.gician ccllapscci during the ritua; at the Isle of Sk:te, he or she 

~"w Morag and knows the tartan of t11e skirt she wore. If the 

ru,nen learned of Morag this way, then they know for sure th<1: 

she is de<1d. Investigating Mo·ag prooobly requlre:; a two-step 

process. depending on what rhe runners al rec>,dy Inc w: they may 

need to work from the specific clue of the tartan to discover her 

:icmc and they ccrtdinly need to check her history on,e they 

figure our hN identity 

MAC0ON,UD TARTAN 
The run,ers c..m learn about the 1artan two ways. ,\ny char,1crer 

mdking a succe55flll lmelligence (8) Tesc describes th:! rartan with 

sulliclert c\c.curacy to a t.:\tiveScor :or that person ro rec.cg 1itt the t..·u,:an 

of r-v\acDonald ofGencoe. (The decker or magiciilll whoac twlly xf'N the 

tarW'I makes an Intelligence (5) Test.) The runne15 may pre~rro check C· 

net. The computer seivic.e oilers mmy relev.mt Illes on Scodancl. 

indudingi\ program oftart:mp.>.ttems from which thedecl<erc:an identi~1 

the WT.?n on i\ successfi.1I Computer (4) Test. Either W<'ly. ch,~ runners now 

know Morc1g's surrwne. 

LONESOME DE.ATH or A MACDONALD 
C-net news<iata archives (accessible w ithout a Computer Skill 

Test) provide irformatlon on dea:hs/murdcrs of MacDonalds 

! i ncl ud ng Morag, if trey know her name}and publlc clata registers 

of all b irths and deaths to d<1te. Either rot..te of inquiry reveals tha: 

Morag M acDonald ciied : 3 days before th is advemure began, 

BeC<1use the public registers do not provide cause of death, the 

runners muse access newsctata c\rc.t1ives for more information (if 

necess.\ry, h<1ve a non-player ct·arac:cr s1.ch as Amelia Richardson 

pol11t the runners in the right direct;oni. When the char<'lccers go 

to the ,ews archives. give the p layers Player Hand,)Ut 3 . which 

reports Morag MacDonald's de<1th. 

The runners might think co access general information en the 

Ci.mpbell-MacDonal<i clan feud on the off chance that Morag·s 

de3th resulted from chat ancient Struggle. The runners can "Jiece 

together the history of tre feud fr,::im several C-m•t entries on 

history, socio logy. and other related subjects. Give rte decker the 

lnformMlon below as a summary. 
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The Cimpbell-MacDonald clan feud originated w ith 

the Glencoe massacre of 1692. King W Iiiiam's agents 
commanded Maclan MacDon?.ld, Jacobite chieftain of the 

MacDonalds of Glencoe. ro present himself and his clan 

leaders at lnverary in A:gyll. the Campbell citadel, to 

swear allegiance to King William. ,e c1ic1 this, but those 

sam e agen:s rejected his slgna:ure and loyalty as too little, 

too late. raid by che King's men, a force of 120 men led 

by Captain Campbell of Glenlyon arrived at Glencoe on 

February I . 1692. c1sking for shelter there wh!le collecting 

t?.xes. After enjoying MacDo, ald hospitality for a fort­
night, the men commanded by Campbeil rose i n the night 

<'Ind murdered all the MacDonalds they could find. Only 

38 Mac Donalds died at the hands of Campbell's force, but 

many others perished of exposure in the snow-covered 

moun~cins while crying to escilpe. 

The cold-blooded rr.urder o f Scots by Scots at the 

behest of the English k ing·s agenr5 fired rage and outcry 

all across Scotland. This tragic incident inAair.ed the 

common religious and regional divlsions between the 
MacDonalds [Catho lic Hig hla1ders) and the Campbells 

(Protestant Lowlanders). and the resulting feud has run 

almost continuously since that time. Eilch side actively 

ignores rhe other. but outrigh t violence and murders 

remain relatively rare. The massacre of 14 Campbell clan 

members by William M<1cDonald and his coi;sins in 2022 

is the most lnfnmous modern exception. However, schem · 

ir:g and intrigue are the rule rather than the exception for 

these clans. 

This episode s1ould send the runners to Castle laldon. p. 45, 

though they may decide to get the Memory chip instead if they 

have nor yet acquired it (go to Say Hello to Nessie, p. 40). 
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nLL IT TO THIM STRAIGHT 

Glencoe is a magnificent sight. Tre hillsides surrounding the 

valley of the glen aren't that high. the fores-cs aren't exceptional. 

i!lld the pu,ewareror the brook at the bottom of the valley doesn't 

travel over waterfalls or provide other visual delights. But there is 

amaje5ty and a d~psense of melancholy history here that you can 

almost breathe. The old MacDonalds never built a castle here­

they didn't need one, protected as they were by the natural 

dtfensesofche terrain. Theearly-21 st-cenruryMacDonalds moved 

with the times. Castle Laidon is fairly small-building costs are too 

high for real indulgence-but Cdstle Laldon is a stout-looking 

fortified keep. The outside is surrounded by razor wire and 

SUNeillance cameras, and you assum~ rhe laird has some meac and 

machinery i nside protecting his property, too. You'd be willing to 

bet thctt Ccstle i.didon is not open to tourists. 

HOOKS 

Glencoe radiates a deep sense of history that feels completely 

alien to runners born and bred in Seattle. The cascle g ives the area 

a decidedly anachronistic feel. beCduse mcdern conveniences and 

security systems surround a structl;re built in the traditional style. 

[ven more noticeable than the sense of history is rhe magic. 

from the c,aymore that piOjects a Rating 7 b..rrier spell to protecl 

the castle to the ghostly ;,resences, and of course Morag herself. 

Again. as thraughOl:t this adventure. play up the mystery and the 

mysticism of this land and people. 

BEHIND THE SCENES 

How :h<' runn:. · · 1.pproach this encounter and wlw they thd our 

he--e varies oonsider.u>iy oepending 01 previolA events. lrwendve 

rolep!aying can pay big dividends here. be<:ause the team may need to 

visit the rastle more than once to get everything they need. The runners 

need their ovm transport to reach Castle Laidon: coach service does not 

run through Glencoe. If they never picked up a \lehide. or have already 
trc\5hed it. the teem may be forced to walk acros.s the Scottish hills anct 

gltns.Theyseesomelovel}'scenery,butthegamemastershouldfeelfree 
to intenupt the rur.ners· nature walk with a hostile paranimal, or even a 

whole !lock <:i • em. 

The runners get no assistance (or even an audience) from Sir 

!din MacDonald if they contact him before this episode 1see 
T.dklng tothe La.Int, p. 55). They need the'.rmeetiragw1thMorctg's 

ghost (Meedng Mora1 ~cDonald, p. 48) to make an impression 

on him. The runners have only three options to get w:1ar they want: 

breaking Into the castle, using assensing and astral projection/ 

perception, and talking to the people inside rhe castle. The 

possi'.>ilities these srrategies offer to the runners appear below. 

following a quick guided to,.ir of the castle itself. lhe senior 

MacDonald·; left the glen alter the murders here and subsequent 

fure rals, and have stayed away. Their absence leaves security dnd 

m.2.npower , it lower levels than usual. and so the runners could get 

lucky if rhey try to break in. Most important. the mage In charge 

of prorect;ng the castle died in the recent Zeta-lmpChem stri.<e. 

and so the runners face no magical opposition. 

CASTLE LAIDON MAP Kf.Y 
The ca5 de may be new. but the family boas rs a long . illuscrious 

hi~tory. Ca ;tie Laid on cont<'.ins too many interesting details 

nooks, and crannies to be explored here. Add a liberal dusting o f 

sr~g·s head;. tartan drapes. wall-mounted shields and daymores. 

museum-quality stuffed animals in gla.ss cases. amique pistols. 

sets of bagpipes, and so on. 

S.Sements 
fhe en:ire floor level of the c;,stle consists o f cellars and 

basements. including cold storage for lots of foodstuffs, ceilars full 

of wine an•:t whisky. and a holding cell (Bl ) used fo· confining 

poachers u·tll the local au:hortties come to pick them up. 

Ill 

E.£ LAIDON 
UCIJll!n l: 

Up 

First Floor 
Four MacDonald fighting men have personal rooms in FI and 

Fl. At ary time. one of them i s asleep in one of these areas. Stats 

for the figt,ting Mac.Donalds follow the map key. The uea marked 

F 3 functio11s as a lair forthe L-Oi rd · s six Scottish stag hounds (use the 

Large Doe scats from SI II. p . 233). Someone inside lets the dogs 

loose to d•?al with intruders when necessary. Area F4 contains the 

kitchen. p·esided over by a pair of elderly dom~stics who act as 
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cool< and butler, and their personal rooms. The gar,!g e outside 

houses d L,md Rover 2046 and t'NO antique (but functional) British 

l ndust rial PLC Hunter-Wa.gner Jikes (use the Harley Scorpion stats 
from the Rigger Black Book. p. 2 l ). Al. vehicle fuel t,tnks are Full. 

An emergency electricity generator connected to a tank contain• 

ing 612 gallons o f fuel oil takes up tre remaining ~pace in the 

g.1rage . Two Rating 4 magloc.ks secure the gara.ge door. 

H 
l5 

CASRE LAIDON n 
Thrill floor 

Tl 

Second noor 
The Zeta- lmpChem goons killed Morag Ma.cDQnald on the 

g reat staircase leading from the Greeting Hall (F5) :o the feast Hali 

(St ). and her ghost rem ains here for the runners to encoJmer if 
they penetrate the castle p hyslcatly rather th<'.n :tStral y (see 

Meedng M.orag M acDonald, p. 48}. Quicksilve: c.<>ncealed his 

Perception chip In he: bedroom (S2). 1-.ote that the l.aird bricked 

up the window to this room and left the room exactly as i t was on 

the day of he( deatt1: her fa t.1e1 maintains it as a ~hrine m her 

memory. Room S3 contains the harclwclre. termin,11, i.nd monitors 

for the c;1stle security system . Two mo re Mac.Done.Id •ighting men 

occupy this room, o ne of whom possesses enough rudimentary 

Computer/ E.lectronics skills (nor shown in stats) to operate che 
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system. Rooms54 anci 55 are the personal rooms of the MacDonald 

seri io rs: James MacDonald currently occupies S4, .and he acts as 

the :.enior spokesman for the castle cx:c.upams when dealing with 

the runners. 
In the Feast Hall (SI), a huge claymore hangs over the 

tireplac.e; tt is a family heirloom and possesses special magical 

qualities. It creates an effective Rating 7 barrier against magic• 

based attac.ks within the castle, and add s ... I to the t,rget numbers 

of non-MacDonald magicians attemp ting to use magic (spells and 

ski l ls) w ithir the castle. 

Castle Laldon Security Systen, Key 

The letterdesignation attached to killer IC indicates (M)oderate, 

(S)erious, or {D}eadly staging. See Vlrtual ReaJtttes, pp. 20, 43. 

(PU "' Central Processing Unit 

DS = Datastore 

I/ OP ""· Input/Output P-::>rt 
SM= Slave M odule 

SPU = Sub-Processor Unit 

SAN: Orange-2 (load 6/0). 
SPU- 1: Security monitoring . Orange-4 (Load 12/6). Access 4, 
lrace and Dump 4. 

1/0P-J: Externd! cameras. Orange-2 (Load 6/ 0). 
I/ OP-2: Maglocks. Orange-2 (Load 6/0 ). 

SPU- 2: Active security and internal monitoring. Orange-4 (Load 

12/5). Barrier 4. Aclct 3. 

I/ OP-3: f ront gate guns. O rang e-2 (Load 6/01. 

I/ OP-4: Internal Cdm er<IS (roof and basement). Orange -2 

(Load 6/0). 

I/OP-5: Terminal, moniror display. O range-2 :Load 6/0). 

cru: Orange-5 (Load l 5 /8), Killer (M ) 5. Binder 3. 

m-1: C£neral data storage (oo o::rnme!Odl value). ~ 2 (IL8:l 6/0). 

SAN I 

Third floor 

CASTLE LAIDON 
System Map 

1/0 I 

0 
1/03 

OS I 

This floor contains the personal rooms of MacDonald family 

members. Room Tl belongs to a MacDonald the family would 

prefer to forger: M ad John MacDonald, a psychopathic, brain· 
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damaged br1.2te t hey shipped in after the muraers co p ro tect the 

hooseholct. Unfor:unately, Mad john p roved so unpredictc.ble and 

~en:;elessly violent that the family sedated him <'\nd keeps him 

under lock and key. Naturally. iftne runnt>rsattackt hec<1Stle.1twill 

be the one time rhe donestics forget co give h im his medication , 

so Mad John will be at lull strength and mad as hell. James gives 

him his armor and weapons to battle the runners. 

MacDonald Aghtlng Men (6) 
B Q S C. I W l II. Armor 
5 4 6 2 5 S S .5 (3.5) 4 (6) 5/ 3 

Initiative: 4 +- I 06 (6 + 2D6) 
Threat/Professional Rating: 2 [3)/ 3 
Sk111s: Armed Comba: 4 , Blke 2, Etiquette (Clan 'Tribal ") 3 . 

firearms 4 , Sceali.h 3, Unarmed Combat 5 
Cyberwue: Smartlink: two men have Wired ReAexes ( l ) 

<",ur: Armor facket (5/3), Sword (Reach I . SM). Stun Baton (Reach 

I, 6S Stun), (6) Tracking Signals. Waldegrave-Stevas Heavy r stol 

[Heavy Pistol. 26 (clip) , 9M. w/l extra clips, External Srnan:JlnksJ 

CONDlllON MONITOI? 
~~-=-:~. 
~ ..... 

l-7 
~-l 

C.ONDl"ION MONITOR 

CONDITION MONITOR 

CASTLE. SECURITY S YSUM 

CONDITION MONITOR 

: ~:..-4 • ,_ • 
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CONDITION MONITOR 
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CONDITION M O NITOR 

Four-meter•high razor-wire fencing surro :.rnds the perirr eter 

of the castle. The 1unners need some form of area effect (explo­

sives. a summo11ed elemental of the right type, a suitable combat 

or mani pula:ion spell, and so on) to get fJdS t this stuff. Forger bolt 

currer5. This w rre recoils unpredictably w hen cut. Want a 5evered 
throM. chummer? (Damage i~ SM ii the char~.cter runs. into the 

wire, 6M lfthe~• walk into it, and 4M if they grab it. Whipping razor 

wire does 6M damage. Impact armor protects against it.) 
At each of the regular inter.,als marked on the map, a rotating 

infrare,' Cdmera monitors a 120-yard area, set :o detect anything 

bigger than a rat during frequent. overlapping scans. Anything 

m::>vi~: into the area automatically triggers a:1 alarm. The main 
gc.tes" so mountinfraredmonltorcameras, anc apairofmaglocks 
key ed Nith a retinal ID system linked to the computer system 

in~idc: rhe castle. The main gc1tepo::.t:; mount a pair of SMC.S, 

hidden within the pillars. that rotate and swtvel to Hre on anyone 

assaultng the gates. Each gun fi res on a 60-degree arc, anci uses 
5M3 arnmo from a store of 200 ,;hots. The servo-sysrem operating 

the guns uses f l rearms Skill of 4 (the gamemaster m<1y also use me 

dumb-.5un rules from p. 89 of the Neo•An.irchJ5t5' Gulde to Re.al 

Life}. Again, the gates y ield to an area-effect damage tactic 
(ex.plo!,ives and so or.). Which gets the runners into the compound 

if they decide to crash the p lace. Of cour5e. hacking the castle's 

computer system lli:.dl>le::, the defenses <1ncl eliminarc_s at lca,t 

some c,fthese problems. Once inside rhe compound, the runner<, 

an ge: into the castle through the w indows or o ther openings. 

PULL ILIP THE DRA WBRIDGI 
The runners may decide to try c1 nonviolent apprOt',ch. If they tiy to 

talk thelr way lnto the cas!le. a disemlx>died voice angrily deman~ 

through an Intercom speaker thdt tiiey leave MacDonald lc:nd. At mis 
poim. t1e team needs co convince James IV\acDonald himself to speak 

with tl1cm. v artous ruses may c'lC!X)ITlplish this. The runners may dalm. for 

examp c, to know information relev.mi to the castle murders. A ~neaky 

approad1 might also work, like daiming that a bear mauled one of the 
group member,, (a big bottle ofSynthffomato ReUsh and some good 
acting c.ould d inch thisone)and heorshedesperatelyneeds rest in a safe 
place. 1-'the runne:s ral<.e \tie sob-sioiy appTOdCh. have !he n.nnerdoing 

tre raJ'<ing make .,n opposed Char:sma (Negotiation) Test against James 

ivlacD:::nald. Rfi:ILce the runner's targec number by I if che groupCdme 

up with a plausib,e reason for being <'lllowed to enter the place. If me 
n.1nner lf!d James MacDonald roll an equal number ct successes. Jai1"les 
dllows only one or IWO runners to enter. If the runner gcncr.,t~ more 

succes.!;es, jalneslets them All inc-Jrlt>. Atthe.maincastledoor. fourfigtmng 

MacDc,nalds brandishing heavy pistols demand that the runners t.and 
over <111 their weapons before they enter. Better do ii, chum mer$, onhey 
siarr sh,:x>ting-ttiis is a feudal state. not a democracy. If.a.mes rolls more 

sua:e:5!:.es thdn the spokesperson/runner- in the opposed Charism<1 

(Negotiationi Tes:. he tells the runner, to get otfhis lands before five 

minutes are up. or the machine guns ope, fire. nme to back off, 
c:hwnnlers. 

f one of the runner~ realty suffered an Injury while trctvehns 

ro Glencoe. James puts the i njured party In a third-floor bedroom. 

If the t,:am faked the injury. have James make a Perception (6) Test 

to ree.li2.e this. On l success. he detects the dishonesty and gets 

a, gry, w hich adds - I to all t<1.rger numbers for all s.Jbsequent 

opposed tests any runner5 ma,(e against th i5 char,-ae·. 

However rhe runners get in. they must make a strong case for 

s:aying. Orrce James rea.11zes their goal was to get inside. he 

ciem2.11ds to know what they want ar Castle Laidon. The truth 
make~ the best story ar this point, \.mbelievable as it may sounct. 
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b, Door 
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T·1f::' runner:. ~huuld tell James what they know of Morag's murder. 

a;1d that rhey believe her death llas somP mnnPCtion tll .:1 mic:.i;ing 

person they were hired to trace. The runners ma:{ even mention 

che chip{s) they acquired and show one to james. He looks 

skeptic.al «t their wenk stot')/ , but agrees to hear them out. 

·'Och, well. But what dae ye want?" he <:1Sks ,1gain. He wants 

the runners to tel! him what they want to do or ~Kpect to find in 

the C<lstl e. It they ask to search certa· n locations, h~ s.:1ys rhe police 

and the clan already examined every inch of the m'Jrdersite. There 

is nothing left to see. He offers to show the nmne-s where Morag 

died. but refuses to give them free run of the castle. 

If rhe runners assensed the castle. Chey can tell James that a 

troubled soul wanders within i t. Having a Hig'-11.i.nder·s re~pec.tfor 

magic and the Sight. he listens carefully to that clai Tl. If rhe runners 

ask to stay 'n the castle to try to contact the soul. l1rtve one runner 

make M opposed Charisma (Willpower) Test against James. If rhe 

runner ach;eves more successes than James. James allows one 

runner per net success to stay at the castle (a minimum of one 

runner stays). The others must wait outside. James allows the 

runner(s) who stay up to 24 hours to contact the soul they cl.aim 

to sense. 

Astral Assemlng and ProJect1ng 

If a magician uses astral p rojection or perceptio:1. remember 

the effects of the claymore in location S 1. [f rhe ma5idan makes an 

Astral l"erception Test, 2 or rnore successes ~ell him rhar "' 

collective ghostly entity surrounds :he castle and acis as a Rating 

7 barrier. If the runners rook c.1re of the appropriate legwork. the 

magician identifies the entil)· as the collective gho~.ts of the v ictims 

of the Gler.coe mc1Ssaae of 1692. Still s!ow:y p,issing from this 

world, these souls possess almost no astral awareness and li:rle 
remains of their presence. 

If the magician rndkes a successful Magic 18) ··est while using 

astral perception, he sees the ghostly form of Mo1ag MacDonald. 

Reduce the target number by I for each of Quicksilver's chips :he 

runners are arrying, and reduce the target number by Z. if :he 

magician experienced a vision of Morag on Sk:1e. Though :he 

magician can see Morag. he r ghost does not c:>mmunic.ite: it 

seems unaware of the magician's presence. 
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It the magic[~ astrally projects, a successful Magic {8) Test · 
(modified as above) allows him or her to meet the ghost and taH1 . 
with her. lf he has already seen the ghost with astral perception. 

he automati~fly finds the ghost when he astrally projects. 

If the runners encounter Mo rag MacDonald s ghost, the next 
section rells how ta converse with her. 

MEE.TING MORAG MACDONALD 
As an al ternative todi1e(.l~l1,dc.:011tact, the runners can meet 

Morag·s ghost at the stroke of midnight on the stairs where she 

died. Regardless of how tile runners got into castle Laidon, 

whether by talking their way around James MacDonald or forcing 

their way in, Morag speaks to them. Her ghost remains unaware 

of event s in the C<l.Stle after her death, so she does not notice if · 
overenthusicl5tic runners blow awdy her relatives in order to getto 
tl1e )ottom of the mystery. 

The ghost takes a barely vlsible specrrAJ form but the runne.rs · 

can easily read the anguish on her face ($tt cast of Shadows. p. · 

68). Desperate to communicate its plight, the ghost can only 
communicale w ith the runners by possessing one who agrees to 

the possession freely. lf rhe ghost possesses a runner. the runner . 

speaks with Morag·s anguished voice and behaves wi~h her · 

mannerisms, The ghost talks at r<1ther than w i th rhe runners. 

When Mor.ig possesses one of the runners, read the followlnJ: ( 
"They came for him, I know rhey did. They weren't Campbells. : 

Oh. they wore the Old Colors of tartan. but their eyes weren't [ 

C.lmpbell eyes. Bloody murder!They gunned him downashefled, l 
when he hadn' t so rr.uch as a dirk to defend himself. I saw it as I : 

breathed my last. Oh God, to die like tr.is ... He left his eyes, he said '. 

he would always see me, he le~ something of himself and I don't · 

know where it is. He saici he would aiways see me ... ·· 

During this brief possession. the possessed runner must make ; 

two Astral 3ody Attribute (6) Tests. If he or sh!" fails either test, • 
when Morag disappMrs the runner collapses into unconscious- : 

ness and does nor awaken for I 2 rurrs. 

If James MacDonald watches this incident, ir affects him 

profoundly. Uncertain of what he should do, he offers to putihe 
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~mners Jn touch with Sir lain MacDonald . the l <.\lrd and clan 

chieftain, currently in E.dlnburgh. If the runners risk arrest by 

returning to Edinburgh, James suggests they meet Sir lain ac the 

tnvergordon Hotel In l'itlochry. 

Jf the runners ask to search the casrle '°'fter this encolmter. a 

reluctant James agrees If a runner rolls at least one more success 

than MacDonald in an opposed Negotiation (Willpower) Test. 

QuJcksilver hid the Perception chip in the Immense headboard of 

Mo1ag MacDonald's bed , i n a depression behind the. shield of the 

MacDonald coat of arms. Successful astrcll percepr!on revedls only 

its presence as a magical objecr. but no details. The runners can 
also find the chip by searching the room physically; in this case. 
each runner search! ng makes a Perception (8) Test If none of the 
runners make a successful test. they m"'y return to t he casrle after 

fdlking to Sir lain MacDonald and search agaJn. The Perception 
chip looks like t he others. except yellow. 

Afler this e11counter, the runners may still need to acquire the 

Memory chip (go to Say Hello to Nessie, p. 40}, or they may want 
to meet Sir lc'li n MacDonald (go to Talktng to the ulrd. p. 55). They 
may also need to meet Amella Richardson for more work with the 
cyberdeck (go to Weird Science. p. 38. or Squ.utng the Circle. p . 

53). Whatever course of action they choose. trouble meets them 
oo the way (surprise, surprise). Co to Samurai Strike, p. 50. 

li\MES MACDONALD 
B QSC IWI 
3 34 4 656 

lnltl.\tlve! 4 + I D6 

Threat/Professional Rating: 4/3 

R 
4 

Armor 
5/3 

Skills: Armed Combat l. Etiquerre (Street} 2. Etiq uette (Clan 

iribal") 5, Leadership 2 , Negotiation 5 

Ge.ar: Armor Vest (5/ 3), Ares Predator [rlcavy Plstol. I 5 (clip) . 
9M). Stun Baton (Reach I . 6S Srun) 

Younger brother of Sir lain MacDonald, ji'lmes is 40 years olci 

anc1 of medium height. w ith Sdndy brown h<1ir and brown eyes. 
Estate manager for the MacDonalds of Glencoe. James oversees 
property. land rights, and so on. Though cautious, hesitant, and 

not overly bright. he is honest and brave. 

CONDITION MONITOR 
LIGHT 1/0Dcr.A~: 
STUN STUN 

STUN 11"' , r•,i, 
'1 ·.t. -~ Jr,.: 

PHYSICAL 
~l \' 
·l ~II 

UGHT t:00£1Aff 
•NOLIND WOJ1!C 

MAD JOHN MACDONALD 
I Q 5 C I W 

6 (8) 4 5 2 5 5 

lnltl.tttve: 4(8) + 3D6 
Tbrut/ Professlonal ltatfns; 5/ 4 

SF?IO·.JS 
STUN 

J f \ 4 
-1 rit 

:'! -1\• 
·J lr t" 

S91CI.~ 
W0 .. 1t..,: 

E R 
1.5 4 (8) 

DEAD:v 
STUN 

Anno? 

5/3 

Skills: Armed Combat 4. Bike I , Etiquerre (Srreet) 4. E.riquette 
{Clan -·i r ibal") 5 . Firearms 5, Srealth 4. Unarmed Combar 6 

CybeMare:Oermcll Plating(2). Retractable Hand Razor~. Smarrlink. 

W ired Rdlexes (2) 

Gear: Atmor Vest (5/ 3), Stun Baton (Reach I, 6S Stun) Swore 

(Reach I. 7M ), Uzi Ill [SMC. Z4 (d ip/. 6M , w/lnternal Sma11link. 

Sound 5 ;ppresserl 

Co.Jsln of James and lain. Mad /ohn is a hul':<lng bruce wit" 

buck teerh, freckles. brown hair and eyes. and weather-beaten ski:­

rhar mclkes him look older than his 32 years. M ild ly psychopathi, 

at rhe best of times. Mad John carries no gear unless James give~ 

itto him: normally, James stores Mad John·sgear in his own roorr. 

CONDITION MONITOR 
LIGHT ~tODER.z:E 
sru...: STUN 

STUN ;, i,., 
:' ...;· 

PHYSICAL 
11~ ~ T\I 
1-:-r 2' 1n.r 

LIGHT ;+:ct"<-q 
•/J:jJ\J~ ·.'·tG .... ~,L 

DEBIICiGINCi 

SZROLS 
STUN 

~3<CJ:­
',':·:)IJ"D 

Dl'AJ.Y 
SIUN 

·it•,; 
r-:·,,:-,; 
., ... .r: 

::.~~-\ 
~·t;J(; 

TI1e r Jnne~ may ch:,ose violence for this e ncolJl'lter. If they do. me:· 
may still meet Mora.g's ghost and find the Perception Chip, but they 
cripple thf:ir chances of doing business with Sir lain J'v\ac:Donald later on 

Though not faral to the ouccome, lt\is m istake c05tS ttiem heavily nt rht· 

end of th~: adventure. If they overcome the castle o::.cupants witOOIJ' 

seriously t.asming ttiem, Sir lain may agree ro talk vvith the runners late! 

(seelalldngtothe ulrd. p. 55). butthegamemascershould increase-the 
coom·s taiget numbers for negotiations vvith Sir lain by a numbe• 

proportior,aJ to me damage they did. 
The , unners may not agree ro allow Morag to possess one o 

{hem. Inc 1!5 Cd.Se, the gamema.srerc.,m cheat: the ghost should ge• 

its mes~;$e across. If necessary. use the procedure described or 

p . 80 of C,rlmolre n for free spirits witl, possession power. 

Lastl:1. the runners may not find the Perception chip. This only 

becomes a problem if they chose to shoot their way in. which 

rnak~s g e·rring back in later on one tough proposition. If they 

played nice gettlng into rhe castle, they should be able m 

negotiate a chance tc 5ec1rch ilg<1l11. 
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TELL IT TO THEM STRAIGHT 

Adtust this section a.s needed to reflect the runners· 51tlaai1on 

when the drek hits the rotating bl~des. 
After me fun and games at Ctstte Laidon. you take off age.in: you 

know the job's not finished yet. Unfortunately. you find out the hard way 

that other people want to Join the pany. Just as you hear the whine of a 

chopper that's zlg-z.agging in your direction. as if SCN1ni ,g the terrain. it 

spocsyou. The chopper dives stralghtatyourteam, guns blazing. Too bad 
your 50dal skills c.an 't ger you out of this mess. 

HOOKS 

Guns. guns. and more guns. 

BEHIND THE SCENES 

Alened by the runners· activities in rhe U.K. ancl their obvious 

inceresr In Quicksilver, Zeta-lmpChem agents have cracked the 

runners to Castle Laidon. where they launch their ffrsl strike as the 

ream is leaving. The outcome of this combat depends on several 

factors: the runners' decisions. whether they are c,n foot or in a 

vehicle. and so on. If necessary. the samurai in the chopper rries to 

di>c'.\ble the runners· vehicle(s) before going in for the kill. If rhe 

runners have enough survival sense to spread out ,md take cover 

in the nearby forest. they force the chopperto land and the samurai 

ro hunt the runners on foot. 

The eight-man l'NS (Integrated Weapon Syst,~s) chopper 

mounts cwo hardpoints with FN-HARs, their massive cartridges 

packing 1.000 rounds apiece. A security system us•~ thumbprint 

and retinal ID checks through scanners located en the control 

pane ls tO prevent unauthoriz.ed access to the chopper. The craft 

carries Ave street samurai, c, rigger. and a comlla : mage. all of 

whom wear wrist radios inorderto communicate with the chopper 

while on the ground. Their orders are to kill the runners. and this 

team keeps coming until they accomplish thei r mission or until at 

least half of the strike ream lose~ radio comrnunlcati:m. The rigger 

stays inside t11e chopper. and one samurai stands guard within 50 

yards of it to foll a possible sneak attack. 

In order to survive, rhc runners must cake c.ovt:r, which they 

find eaSlly in the woods by the castle. Because theZ•eta-lmpChern 

strike ream most likely packs superior fi repower, the runners wll l 

probably need magic to win the day. Fortunately, the strike ceam 
lacks subtlety: they nuke anything that moves. 
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SAMURAI (S) 

8 Q 
6 (8) 4 (SJ 

S C 
6 (7) 2 

I 
5 

w (. 
5 . 1 

lriltlath'e: 9 + 306 
Thrcat/Profes.slorwl btlng: 4/3 

R Armor 
5(9) 5/3 

Skllls: Armed Combat 3 , Bike 2 . Etiquette (Local) 4 , Firearms 5, 

Stealth 4. Unarmed Combat 6 

Cybcrw.Are: Cyuereyes. Low-Light, Dermal Plating (2), Muscle 
Replacement ( 1 ). Rerractable Hand Raz.ors (7L). Smartlink. Wired 

ReAexes (2) 

Gear. Armor jacket (5/3), Ares Predator [Heavy Pistol, .IS (dip). 

SA. 9M, w / 2 extra d ips. External Smartlink], U.ti Ill [SMC. 24 (dip), 

6M. w/2 extra clips, External Smartlink] 

<.::ONDITION MONllOR CONOHION M <..)r~lfOP 

CONOITION MONll<;)R 

cor-,on1<.")N l'\,lONlfOP 



I SAMURAI STRIKE i.,...__ __ 
RKiGEll (t) 

B Q 
5 6 

s 
4 

C 
4 

I W 
6 5 

l R Armor 

1.3 6 ( I OJ' 5/ 3 
fnltlattve: 6 ( 101· + l D6 (+ 3D6)" (•applies only when rigging) 
Tbrut/PrOf-esslonal Rating: 3/3 
Skills: Bike 4, Car 5, Computer 3, Electronics 3. Etiquette (Co:p) 1, 
Flrearms Z, Ground Vehides (B/R) Z. Gunnery 4 

Cyberwue: Cybereyes. Low-Light w(Thermographic arid Flare 
Compensation. Datajack, Radio, Smartlink, Vehicle Control R:g (2) 
Gw-: Armor Jacket (5/3). Waldegrave-Stevas pistol [Heavy l'tstol. 
26 (dip). SA, 9M. w/2 extra clips. External Smartlink) 

CONDITION MONITOR 
UGHT M0D6lATE 
SllJN STUN 

SERIOUS 
STJN 

DEADLY 
STUN 

STUN 

Pt!YSICAL 
LIGHT MODERA[ 
WOUND WOU'JD 

COMBAT MA.Gl (0 
8 Q S C. 

2 (3) 4 Z 2 
1 W 
5 5 

SE!IOLS 
WCllNC 

E M 
5.8 6 (9) 

~e:4+ 1D6 
ff11ut/Prof-eulonaJ Rating: 3 (4)/3 

R 
4 

Armor 

5/3 

!kllls:Conjuring 3. E.tiquette (Corp) Z. Firearms 3, Magical Theory 
4, Sorcery 6, Unarmed Combat 2 

CJl,erw.ve: Cybereyes, Low-Ught w/Thermographic 

Ge.r. Armor Jacket (5/3), H&.K 2Z7 ISMG, 28 (cl ip), SA/BF, 7M, 

w/1 extra dip, laser Sight (- 1 target number modifier)}, Power 
focus (3), Speciftc Spell Focus (Powerball 2), Spell lock (Armor/ 

2 successes), Spell Lock (Personal Com bat Sense/ 4 successes·) 

Spells: Armor 3, Clairvoyance 3, Confusion 3, Detect Enemies 2, 

Heal 3, Increase Reaction (+2) 2 , Mana Bolt 4, M anaball 4, 
Personal Combat Sense S, Poweroall 4 

*For non-player characters, increase Threat Rating by 1 for 

~ 4 suce:esses rolled wh~n using fae combat ~nse spelL 

CONDITION MONITOR 
LIGHT MOOERAT: SERIOUS DEADL V 
STUN STUN STUN STJ N 

STUN 

~YSICAL 
LIGHT MCOEliA'E !ERIO:.JS )EAJ.V 

WOUND WOUND WOU,\lD WCU"l~ 

fflLITY HlLICOPTElt 
Handling Speed 8/ A Sig APllot 

5 170/250 4/1 4 2 

swtng: Twin bt;cket seats + Z fotding benches 
: Ac:tess: 2 standard + I double-sized 

l Amwnent: 2 fN-HARs [Assault Rifle. BF/FA. 8M, I ,OCX) rounds 
i [dlp)]. forward firing. mounted one on each side. 

-------

VEHICLE CONDITION MONITOR 

[TI I I l I I I I I 
I\ ,' . f\ .A. 

UGHT MODtRATE SfRIOUS DESfROYtD 

At the end of chis skirmish the runners may need medica.l help. 
in which case they must risk going back to the Habitilile Zone or :o 
Dr. Kno>< · s Body Shop (or convince someone co make a house call}. If 

Zeta-lmpChern trashed their vehicle, they may return to Castle 
Laldon (p. 45} to borrow or ste.ai one. They may just hole up at the 
castle if te.m- members need rime to heal. If the team escaped 
rel:itive:y unscathed. they may Say Hello to Nessie (p. 40) or. if they 
want to place a new chip in Quicksilver's c:yberdeck, go to Sc]uarh1g 
the Circle or Weird Scle11ce. p. 53 and 38. respectively. 

DEBU<iGING 

If the rur ners get blown away, go to Picking Up the Pieces. 

p, 62. Even if they get incredibly lucky and snag themselves .t 

functional ch~pper by defeating the Ze,a-lmpChem gang. the 
security devh:es keep them from doing much with it. The only 
re1;ult of the team getting the chopper is another attack-the 
vehicle's long-range t racking signals tell their enemies where they 
are. Make the opposition tougher the second time, because the 

chopper gives the runners better weaponry and gear. Because the 

likelihood of the runners successfully hijacking the chopper is so 
stim , a !.e<Ond attack is not scripted here. 
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BRINGING THE CHILD HOME I 

TELL IT TO THEM STRAIGH1· 

When the tum decker finds the Child/ Imago a~ln, read the 
following: 

Your persona whispers, "Come to Amelia,·· to tt:e str ,:1nge. fey 
Child. and he takes your hand. He looks at you with the trust a child 

has for f rs parent. seeking protection and succor. Waving away the 
IC icons. he follows yotJ to rhe SAN. As you prepare to jack out. 
you see yourself disappearing imo your own deck wl rh the Child 
,;till holding your hand. You've never had that ~ind cf out-o f-body 
experience bebre when decking, and ]use for a momer r a chill runs 
(1Qwn your spiic. 

HOOKS 

By this time. the decker"s encounters with the ( hilct/11'lago 
should feel almost mystical. Play up that feeling. 

BEHIND THE SCENES 

Depending on whether or not the runners persuade Sir lain 
N\acDoMld to allow them access to the subS),stem they explored in 
Child In 1he M.mtx. p. 20, mis section mayplayoutseveral ways. Having 
his permission makes ttiis encounter a cakewalk. though the runners 

rannot make side trips to pilfer paydara. as they did on thei!· lasr visit_ To 
prevent the team decker from pulUngany fastones.a pairol'exceptionaJ 
~cDoiald ded(eJS 'Nie, Fuchi Cyber-6 (Response Increase 2) ded 
equivalents acc.ompany the decker in the system. 

If Sir lain has denied the team acces5 tothesystem,orif theyhave not 

yet tdlked to hirr .. then the team decker must access the ¥tern v-ithout 
ID codes. For details cl the system. see Old In the M.mt,, p, 20. The 
decker encounters the Oiild/lmago in tt,e tnim darastore th.,t the decker 
hctcks into. Of course, valwble datasti.11 exists for the taking lhroughout !he 
sys rem. an::! the decker can ny to downloa<:i it b-sale across the Mc.trix to 
a distant cont,cr. This kindofhaul Cin net the runnersdgood chunk of cash. 
With wt,ich they can blij or rent a good veh'de, hire A.ngus J'.t\acNa.:). and 

accomplish pienty of other things. If me decker failed to fir,d the Child/ 
lmago011 rhefit"$trun, the system aurom.,,ticallyg~on passive alert. If the 
deckerfailsthis timearourd . he or she may getcnemorechance by talking 
to ldin /'V\adJonald (Talkmg 1D 1he l.11rd, p. 5 5). 

Jf the decker Ands the Child/ Imago, he or she need not make 
any cesrs to get out of the subsystem. Incredibly. the Child 
neutralizes any IC it passes with a wave. 

The decke~ c.an transfer the Child into Quicksilver'!, cyberdeck 
by connecting the appropriate 1/0 po:-ts of the runner·s d<:ck to 
those of Quicksilver·s deck. If the decker jacks into C.uicksllver· s 
cyberdeck after transferring the Child there, he notice~; the imago 
beglnn ng to look more adult. If the Memory chip has b,~ n loaded. 
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ttieChild's expression appears more knowing. If the deck contains the 

Alrectc.hip, the 0,ifd shows signs of hurt and rear. but smiles uncertain~ 
from timetocime. lf thedeckerslotted the Perception chip, the Child lool<s 
abo1Jt him conswitly. Each time the decker subsequeritly jacks into 
Q1,.1icksil\,er·s deck. the Child looks and acts more adult, ~ if regaini~ 
faculties and r<:leaming skills and memortes (as in fact, he is). The te&n 

decker cannot use Quicksilver's cyberdeck, and once the Child returns lo 

it. any c.h:p placed w\lhin me deck can no longer be removed. The Chikl 
Is taking ~ck what belongs to him. 

When the deck contains the Affect. Mernoiy. and Perception 
chips. go to Squaring the Circle. p. 53. 

DEBUGGING 

Failing to renieve the O,ild from the Transys subsystem this time 
may make the team·s deder too discouraged to make any furthef 
attempts. If Sir lain IV\acDonald gives the runners official ac.c.es.s to the 

Transys SySterr (and they still need it). ct.is should inspire the ded<erto 
give it another shot (see Talklng ro the uwd, p. 55). Push the runne<s 
to ask for his help if they need it. If they give up. they have ½impec out 

v::, to Pkklng Up the l'le<es, p. 62. 
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SQUAR(NG THl CIRCLE 

TELL IT TO THEM STRAIGHT 

You h:wetiTee ofthe four unique chips that Quick.silver left with those 
he loved and trusted. You've slotted the chips into Q.Jick.sitver· s deck. and. 

watched the Child liom the M:!trix grow. Curious, you jack ln to seE- v.har 

tt,eChild isuptonow. Usually, hedoesn ·tspeakorreacr toyQU;hejustlooks 
around, ~t!y utterly ab5o!bed in himself. This time he's dra\1\/ing, 

aeatingasdntillatingimageintheendosedrv-\atrix.spacewidllnthedeck. 
He's sketching a Zodiac wheel. After he draws the signs, he places the 
planets In their proper Houses, and 1hen draNSagiowingredline ttirough 
the tail end of Sagittarius and says. "I rose here as a M,n ... Then he looks 
at you and sa'/S simply, ''Heaven, Amelia. Flnd heaven." 

HOOKS 

As always when encountering the imago. mystery and mys­

ticism pervade the scene. 

BEHIND THE SCENES 

In his usual en'gmaticstyte, Quicksilverhasdravvn the birth char: for 
what he believes was his last human lift:!. The only thing missing from his 
chart is he:Wen. the rw:.. or Mid-heaven of the horoscope. To recognize 
this omission, lhe team mage or Mother runner with astrologiedl 
knowledge must make a suc.cessful l'v\agic..'\l Theory (8) TESt, For a 

magician player character, reducetne target number by 1 forevery grade 
cf initiation he or she holds within a magiral grrup (seep. 38, r.irnolre 

I). If present. Amelia Richardson immediately recognizes the gap in 
QJicksilver'sdwt. but she waits to see if any of the runners identifies it 

refore pointing it out. 

To solve this finc1I puzzle, Amelia must key the posi tion of all 
the planets and Quicksilver's ri.sing sign at birth into the huge trid 

horoscope wheel ln he.r office, traveling back to Edinburgh if 
necessary. Amelia's computer calculates the MC as the first 
degree of Scorpio. As soon as Amelia enters that final element into 
her "id horoscope, the e lectronic displays for three sigm,--Libra. 
Scorpio, and Sagittarius-shift. flow, and fuse into ii single mass 
like running me1cury. The melded signs :arm the Integrative­
Executive chip, and the whee: shatters, leaving the chlp behind. 
This scene is very dramatic, so if the runners cannot get to 
Edinburgh. have Amelia trideo it and play it back. to them. The I/ 
E chip looks like the other three. except that it is brilliant red. 

Once any character slots the 1/E chip into the cyberdeck along wim 
the other three, the ded< starts humming softly. If the team decker jacks 
ln. he sees the adult Quicksilver sitting with his head ln his hands. 
lnoonsolable. 1/v'iththe inregratior. of the 1/E chip, Quicksilver remembers 
hls <Vld Morag' s violent deillhs, and recounts the murders to ttle decker. 
At this point. the decker must make a \Alillpovver (6) Test. If he fails. the 

de<".ker !eels Quicksilver s overpowe.ring anguis,1 ilt seeing the person he 
most loved murdered. :om horn him in her prime. Quicksilver's hands 

touch the head of the decker's persona. and the reality the elf sees 
overwhelr,s the <1ecker. He or she seesQuiC:<Silverstanding v.iirh Morag 
in me moonlight at Gencoe, heass a lone piper play ""Flov.;ers of the 
forest. " feels ttie despair of a soul barely united with its other half bclore 
violent dffith W4TS them apart. The decker watches grim-faced samurai 
mow Morag dO\vn on the steps of Ca.sue l.aidori. sees Quick5ilver 
running for the door, fees his dying agony as bullets rip through him. 
These sensations, as real as any of the decker's personal experierces. 
leave the decker .reefing vVit'h a .sense of utter deso~tion. 

Whether the decker succeeds or f.uls atthe WIiipower (6) Test. 

read the foUowlng: 
··1 knew I would die soon. but not so quickly or so violently 

l need to die with her. Take me to Morag. I know she still linger~ 
at Glencoe. I need your help. Don· t forsake me," 

TELL US MORE. . .. 
The runners need information From Amelia Richardson at thi~ 

point, some trivial and some essential. 
Knowledgec1ble players may hassle the gamemaster for the 

horosco'.,)edetc1ils (actually unimportant). Give them the following. 
to shut them up: Sun at l 9 degrees Sagittarius. rising sign at 2~ 
degreesSagittari us. Moon at9 degrees Lib1a. Mercury at I degree 
Sagittarius, Venus ar I degree Aquarius. Mars at 15 degreei. 
Aquarius Jupiter at 12degrees Taurus, Saturn at 24 degrees Libra 
Ur,mus at 18 degrees cancer, Nep:une at 23 degrees Libra. Piute• 
at 23 degrees Leo. Curious players may also wonder why It wai. 
the Libra-Scorpio-Sagittarius 3J<is that fused to yield the linal chip 
Amelia tells them that the major indicators in a horoscope are Sun 
Moon, rising sign, and MC, and the fusion of :he.se three sign!> 
brought all those elements together into the Integrative function 

Thehoroscopedetalls makeinterestingtrivia: more importantly, th€· 

runners must :ind out from Amelia what Qucksir,1er's oyptic word~ 
meant. Amelia speculates that Quicksilver somehow knows that f\/larag 
still exists as a ghost, probably by making a connection bet\o'.leen he,· 
Violent death and the gho5tly presences in the bac.kground ar Gencoe 
The injunction 'Take me to /mag" obviously means that Quicksilver 
wants the runners to take him (the deck) to Casde Laidon. But what doe!', 
he mean by, "I need to die -..vi.th her"? 

After thinking long and hard, Professor Richaldsori ans~rs. "I think 

! understand. He wants us to bring his astral fom, to the place wher1'· 
Morag's astral form reMalns. And then he wants to die so they can l,,i· 
;0gether. But some parr of his a-;tr~ form must surely be linked with thf· 
deck now. He needs that part set free. and somehow heneed5 your help 
to cio it. I have no idea how he re-created himself within this ded<. Bu, 
somehow, you'll have to free him from it." 

IMAGO 53 



I SQUARING TH[ CIRCLE I 
The runners must now choose between two opt1ons: go back 

to ustle La!don (go to Set My Soul Free, P- 58) or refuse 
Quicksilver's request. If they look doubt:ul about taking this on. 

Amelia offers chem her ow n spell foci as payment. Amel la does not 
guess the dangers Involved, but If her friend Quicksilver needs ,he 
runners, she will do her best to see that he gets them. If the team 
dedlnes this final adventure, go to Picking Up the Pieces. p. 62. 
Amelia keeps t he cyberdeck and looks for runners with more gucs. 

If the runners try to steal the cyberdeck, A:nelia stops them in their 
rracks using the threats de,;cribed In the Debugging section of 

Weird ~lente. p. 38. !f they agree to help Quick5ilver. they may 
need to ask Sir lain MacDonald for assistance, if they have not 
already done so. Go to T.\lklng to the Ltlrd, p. 55. 

lf a magically active character attempts to as.sense the cyberded<, 
or rast some form of detection spell on It, he or she discnvers nothing 

odd or unexpected. Quicksilver's unique metaphysical ties cannot be 
astrally perceived: as long as his imago lives, It traps him betwttn 
existence and nonexistence, and he cannot rest 

DEBUGGING 

This encounter Cc1n only go wrong If the runners refuse to help 
Quicksilver. Amelia Richardson already offered them a bribe and 
some information: no one else will offer more. If they back out 

now, after all that has happened, let the m iserable cowards suffer 
the consequences. Go to Plddng Up the Pieces, p. 62. 
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I TALKIN(j TO THE LAIRD 

TELL IT TO THEM STRAIGHT 

Sir Jain's impressive residence offer5 overwhelming but not 

ostentatious security. Cameras and scanners lie concealed in the 
foliage outside, and the two kil:ed MacDonalds at the front door 

fairly bristle with cyberware. Now you know what Scotsmen wear 

under their kilts: weird and threatening implants. 1/R beams. 

detection lasers and a few other su:prises you assume escaped 

your notice cover all the windows. The unsmlllng guards search 

you very thoroughly Indeed. They find every weapon you're 

packing that's bigger than a nail Ille. It rakes you several minutes 

to drag yourself up the massive staircase to the top floor, passing 

quite a few guards on your way. The clansmen on the top floor 

carry SMGs, and one even totes a gas-grenade launoer. E.ven 

though you were invited to be here, :he s'ght of all this protection 

makes you nervous. Telling yourself Rrmly to stop being silly, you 

head fo, the huge study at the end of the pas5age. 

The man standing in :he study doorway gives you a token 

welcome am: handshake. Leading you inside, Sir lain MacDonald sits 

down by a real fire and passes oystal tumblers of whisky around his 

drdeof guests. That indudes you and eight pistol-glipping MacDonald 

dan elders who keep you firmly in their sights. 
·weel,"saysthelaird ina rich Highland burr, ~ye'd betterhae 

some thin tae say fer yersel. The polis will be interesied ifye d:nna. 

I'll gie ye ten mir.utes." 

HOOKS 

Welcome to the world of big busiress. Sir !din wields the 

immense powert:1at comes with control overvasr sums of money, 

and he does not appreciate people who waste his time. His crack 

security guards stand ready to redct to any potential threat. 
Tension and danger fill the air; make the runners feel as though a 

single wrong word might get them shot between the eyes. 

BEHIND THE SCENES 

How the runners deal with SI r lain MacDonald determines how 

easy or difficult they find the final stages of this adventure. Though 

the team cansucceedwithoutSi rlain'said. it makes li:esimpler. This 

encounter depends on three important elements; how the runners 

manage to meet Sir lain, what information of value they can offer 

him, and what the rvnners ean gain from him in return. 

MUTING SIR IAIN 
The runners· meeting with Sir lain can come about in two 

ways. If they visited Castle Laidon and James MacDonald wit­

nessed Morag's ghost possessing one of the runners. James 

arranges a meeting in Edinburgh. If the runners dare not go to 

£diniurgh for fear of arrest, then Sir lain agrees to meet them in 

Pitlochry. Lacking James MacDonald"s assistdnce, the runners can 

c.onract Sir lain themselves. They rr.ake the :nitial contact by 

telecom. reaching Sir lain at Transys Neuronefs offices in the 
company's Meadows complex 01 at his home at Holyrood Court. 

Before they dial the number, the runners had better come up with 

a darnnect good reason why Sir lain should meet them. If the 

runners claim to have lnfom1ationabout Quicksilver. especially his 

cyberdeck, Si r lain definitely sits up and rakes notice. Claiming to 

have information about the true circumstances of Morag·s de.1th, 

on the other hand, may not be enough to catch his attention. The 

runner doing the talking must make an opposed Negotiation 

(Willpower) Test. If he or she 'Olis fewer successes than Sir lain. :he 

laird calls the player a crank and cuts the connection. If the ream 

claims to have information about Quicks'lver and can actually 

describe the elfs cyberdeck before Sir lain hangs up, Mac.Donald 

changes his mind. lf the runners can interest Sir lain in what they 

have to say, he agrees to meet them ,H Holyrood Court, warn:ng 

them tha: he maintains tight security and that the runners musr 

come unarmed. T.,e text of this encounter assumes thar the 

runners meet Sir lain at Holyrood Court; if they meet at Pitlochy. 

Sir lain books an entire small hotel for the evening, wires the pldce 

for surveillance, and stuffs it full of MacDonalds for cover. 

The ·unners may meet more thdn once w ith Sir lain. bur 

probably not nore than twice. For example, ir, after a first unpro 

ductive meeting, che runners go to Castle Laicton and mee, 

Morag'sghost, and if James seesMoragpossessa runner, a second 
and more favorable meeting wirh Sir lain might take place. If 

events between meeti r.gs reveal more information, the second 

meeting might find him more willing to help. 

Once the runners ,mive at the meeting, they l"r'lust f'r"ldke 

several successful opposed Negotiation (Willpower) Tests in order 

to get Sir Iain's hetp ln various. specific ways. They begin each test 

with a +2 modifier to their target numbers: they can reduce this 
?enalty by offering certain infonnation. The following sectiom 

suggest possible results. 

Morag's Death 

If fames MacDonald w itnessed Morag's possession at Castlt> 

:.aicton, modify the runners' target numbers by - 2. James' descrip· 

:ion of the scene affects Sir lain profoundly. If the runners descri~ 

a meeting with the ghost that James did no, witness. reduce rheir 

iarget numbers by I , unless they :nention that Morag specifiall;y 

said the Campbells were wearing :he Old Colors of the tartan. T:iis 

detail was nor part of the public record and is not common 

knowledge. If the runners mention the tartan. reduce their target 

numbers for all subsequent tests by I additional point. 
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I TALKING TO THE LAIRD 

Qulcksllver's Death 
Sir lain had no ide3 that his daughter loved Quicksilver. 

Because of the connection ro Morag. news of Quicksilve r's death 

Interests and Scddens Sir lain. but has no other effect 

Q.ulcnllver's Cyberdcck 
If the runners describe Quicksilver's deck clearly to Sir lain and 

roll ar least one more success than Sir lain in an opposcct Ch.\risma 

{Willpower) Test. their knowledge impresses him . To reflect his 

reaction, modify subsequent target numl:>ers for the ream by -l . 

If chey presenr Sir lain wirh the deck. they automatically receive 

chis modifier. bur the runners may consider their posirion more 

ac1vantageous if they do nor bring the deck. After all. he might just 

take it from ,hem. (He wouldn' t. but the playersdon·t know thal.) 

Qulcksllvcr's Rese.uch 
In general. tales of dealings with druids, spiritS. and the like leave Sir 

lain cold. However. if the runner.; give an accurate account of their 

meeting wirn the druids of Skye. Sir Ian rubs his chin and mJtters, ··Aye. 

hewc.sa'Wfain wi' them. Ye'retellin' mewtia I ken tae be true." Reduce 

subsequent taJgla't numbers for the group by 1 . 

Al.\.sda lr c..imeron 
If the runners admit that Cameron hired them to find Quick­

silver, Sir lain looks displeased but says nothing. If they po im our 

that someone changed the subsystem ID codes just before 

Cameron's death. Sir lain replies that a corporate deckerderected 

an unautho;ized presence In rhe Matrix. and changed the system 

checks nnd alerts according co standard procedure. No inforrnc\• 

tion about Alasdair can tilt the odds in favor of the runnecs. 

However. mentioning that A lasdair suspected the presence o f 

elements wlthin Transys that were actively hostile ro Qulcksilver 

e.uns a nod of recognition from Sir lain. <1nd brings th£- runn ers to 

rhe following point. 

Atta<k On The Runnen 
if the runners came under attack when they left Castle L<lidon. 

reporting this assault to Sir lain does nor affect subsequent 

Negotiation {Willpower)Tesrs. Butif the runners tal<ea bolder rack. 

d isplaying <1 half-healed wound orrwo and blaming the injuries on 

rogue elemems within Transys who kil led Cameron and now 
appe.u to be after rhe.m. Sir lain listens to them. If he agrees to 

allow them to visit Castle Laid on , he prorects them from a repeat 

attempt by providing th~ runners with a personal chopper and an 

escort of rwo MacDonald fighting rnen (for the MacD011alds · stats 

use the Street Samurai Arc.hetype. p . 62, SRH). 
The above e.xM"lples cover che only information the runners have 

to offer that might convince Sir lain to help chem. However. the runners 

might uy to accomplish a~ other things in this encounter. 

Stonewall 
The runners may try to pump Sir lain for more informc.rion 

about Quicksilver. No dice. Sir lain gives nothing away. 

C..rbage In, Glrba.gc Out 
If the runners have not yet downloaded the Chi le/ Imago into 

Quicksilve r's cyberdeck. they can avoid the hazards o f the sub-
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system defenses if they convince Sir lain to give them the \ 
subsystem·s new ID codes. Have the runners make an opposed 
Negotiation {Willpower) Test. If the team rolls more successes 

than Sir lain, he agrees to allow them access only if the team 

guarantees rhar its decker will not attempt to download any data. l 
Sir Iain's cousin. Hugh MacDonald (use the Decker Archetype. p. ! 
51. SRll, for Hugh's stats). will accompany the runner in the Matrix 

to ensure the ciec.ker's safety (and keep an eye on him). 

Have Fun Stonnlng The Cutle 
Jf the runners meet Sir lain early in the adventure, before trey go 

co Castle Laidon. they may decide to ask his permission to go there 

to investigate the scene of Morag's death. If the runners make this 

request, add a t I modifier to their targer numbers for rhe opposed 

Negotiation (Willpower) Test. If they roll more successes than Sl r lain, 

he approves a visit to the castle fur the team, accompanied by an 

additional half-dozen MacDonald fighting men. 

Eventually. the runners may need to take Quicksilver's 

cyberdeck ro the castle in order to free t he elf (see Set My Soul 

Free. p. 58) and fin ish their job. Be<.ause what they intend to do wilt 
put Quicksilver beyond the reach o f Transys forever. they need a 

p'ausible cover story to convince Sir laln to let them back into the 

castle. Sir lain knows very little about how decks work: che nm ners 

could easily convince him that Quicksilver's unique chips mu.stbe 

lr tegrated at the castle ro relive and dispel! the trauma of Morag's 

and Quicksilver's deaths. Actually, the runners· descriptions of 

recent events simply solid ifies Si r Iain's suspicions that enemy 

agents lurk withinthecompany. Someone killed A lasdai r Cameron, 

Quicksilver has diSc:lppeared. someone altered the subsystem· s ID 

coctes. and so on. Whoever masterminded these events could 

easily have murdered Sir Iain's daughter. Sir lain plans to use the 

runners as bait to flush ouc the murderers (see below). To build 

suspense. the g.vnernaster can roll some dice and have Sir lain 
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• I TALKING TO THE LAIRD I 

equivocate. but he sends the p layers to Castle Laidon . He cares 

nothing for thei; fate. and remains unconvincec, of Morag·s exist­

ence as a ghost. bl:t he knows a chance to exact revenge when he 

sees one. The MacDonalds live for revenge. 

Help! 
If the runners meet with Si r lain ear1y in the adventure. he 

refuses all their requests for money. weapons, muscle, autos. or 

anything else. If the players approach him closer to the final scene 

1 (Set My Soul free. :J. 58). Sir lain provides a company chopper and 

two MacDonaki fighting men (use the Street Samurai Archetype. 

p. 62. SIU, for stats) as escorts. Though he can get rnedlu1I 

attention for a desperately wounded runner, the gamema.ster must 

decide hOIIII wililng he would be to do so early in the adventure. 

Wher. the runners finish all their explanations and end by asking fur 

t-elp,Slrlainasksthem, ·w,at'sinitfaethecompany. then?"T1erunners 

s,ould be ready for '.his question. For example, they might play up the 

tech angle. claiming that ttie cyberdeck Vvill be priceless to Trmsys once 

it'ill'OO<Sproperty. Theirwor~alsocouJd leddSir lain to ;:he hostile elements 

within Transys who killed Qu!d<silver. Alasdair CAmeron. and Sir Iain's 

daughter (he winces at that). 
When the runners take off for Castle Lclidon In Set My Soul 

free. p. 58, Sir lain tips off one or two other top bortrd members 

about the trip and its purpose. He coums on the runners' presence 

at the castle to flush the enemy ou t. 

From this meeting the runners most likely go to Bmgjng1he CJillc1 
Home, p. 52. Set My Soul free, p. 58, orusde Ludon. p. 45. 

DEBUGGING 

Make i t clear to the rLnners rhar Sir lain holds all the cards. 

They are in no position ro make demands. 'They musr act honestly 
and thoughtfully, expressing themselves carefully. ln most cases. 

failure ro rolepla.y this scene effectively simply means rhar Sir lain 

refuses to help them. If they threaten him. he rums them over to 

the authorities. Either those authoriries or Tran5ys agents pick up 

Amelia Richardson at the same time, and the situation is resolved 

without the runners. The Scottish authorities ship the run1ers bacl< 

to l\orth America in disgrace. 

Go to Picking Up the Pieces, p. 62. 
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I SE.T MY SOUL FREE 

TELL IT TO THEM STRAIGHT 

You arrive at Castle Laidon with Amelia Richardson and the 

cyt:>erdeck, all four chips in place. You've been traveling under 
leaden gray skies; now mist begins to roll down tl1e hillsides into 

the glen. fine drizzle drifts into your faces as you walk past the 
razor wire and approach the gates. You don't know what will 
happen here, and nothing you 've ever experienced prepares you 

for it . Keep up your courage, <humme:s. You' ll nee<.i it. 

HOOKS 

M.:\gic, mysticism, majesty, and mayhem. rla.)' this encounter 

as the ultimate big finish. Don't skimp, 

Bl.HIND THE SCENES 

If the runners killed the occupants of Castle Laidon in ii 

previous v:sit, the place is deserted. The runners will have to bluff 

their way through an explanation for the empty castle that Amelia 

Rlchardsor. will accept. 

If the runners do not have permls.sion from Sir lain to visit. they 

must negotiate with James MacDonald to get into the castle and 

free Quicksilver. Amelia Richardson adds a strong argument for 

laying Morag·s ghost to rest. Make the runners sweat a bit while 

talking to James. but he makes no seriol.5 objections to the runners 

going in-he just stays our of the way. If the runners have 

permission from Sir lain, they wc.lk right in. The two MacDonald 

clansmen Sir lain sent w ith them will <ome in handy tater. If any 

MacDonalds still occupy the castle. the fighting men (except for 

the two escorting the runners) take up posi tions outside the castle 

as a precaution: the runners rame under attack not far from here 

on their last trip. James MacDonald stands on guarct inside the 
castle with the two extra men from Sir l?.in. if available. The runners 

must begin the ritual at midnight and, of course, the Z.eta­

impChem agents within Transys will launch a final all-out strike 

right at the d imax. Surprise, surprise. 

The gamemaster should structure this final scene with rhe 

following elements in mind: the final. midnight ded<.lng session: 

the possibility of combat: the strike by Zeta- lmpChem agents from 

w thin Transys; and the arrival of the MacDonald cavalry. 

Of course. the cavalry cannot arrive if the runners wiped out 

the castle's residents in an earlier encounter, 

IUST BECAUSE. l O U'KE. PARANOID • •. 
The r1,;nners may anticipate a corporate strike during their final 

decking session. find out precisely how they in:end ro defend 

againstir. .A.llowthe players· i ligenuityfree rein: they might boarci 
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up the windows of rooms. pour oil from the electric generator In 

the garage onto the stairs In the dasslc u oil .sllck derense," prepare 

oll pots to fight and fling down onto the anac:k.er.; from the =tic 

windows, set up trip wires. and so on. When the team completes 

their preparations, make a judgment call. Did the runners plan 
feebly or notat all. reasonablywell, orbrlll!antly7The gamemaster's 
verdict affects the final fight and Karma awards. 

MIDNlGHT 
If the runners jack into Quicksilver's cyberded< to check in 

wit h him soon after arriv ing at the castle, his im_age appea,s and 1 
say~. "We're here. Midnight. She always c:.omes to her room at ! 
midnight." The runners Rgure out that whatever is going to ~ 
happen will happen at midnight, and Quicksilver wants it to take i 
place in Morag·s room. In fact, theexacr location does not matter 

1 

as long as the team and the cyberdeck stay within the C.1Stle, but 
nothing happens until shortly before m;dnight. 

Deckers should be jacked into the cyberdeck: for a te.am with 

more than one decker. the additional p layer(sl uses a hitcher jack .. 

Quicksilver's deck is unique, but a runner using a hitcher jackis5till ! 
only along for the ride. Amelia Richardson stays dose to the deck, ! 

her spell foci ready to use as needed. She sets protective spells to ' 

keep enemies away from the cyberdeck and shield the deckers as 

they work. )ame5 and one of Sir Jain's MacDonald escorts stand 

guard. outside rhe room where the deckers work , The players may 
place the second MacDonald escort (and Angus MacNab. if . 
present) wherever they wish. ( Use m iniatures or some other visual \ 

representation to organize the positions of the runners In this \ 

final s.cene.) 

When the decker jacks into the cybercleck near midnight, t 
Quicksilver appears immediately and places his hands on the head j 
of the decker's persona. "I need you. If there is another decker : 

around, use a hitcher jack, and he can help us. I need your mind : 

anc spirit to help me free myself, so I c.,n be with her. I could not ' 

die with her before: the machine kept alive what I had saved of ; 

myself. Now l have reached the next turn of the Wheel. Your soul · 

will be my medium. Be strong. my friend. - Quicksilver's Image : 
shifts to the Child/Imago and Joins hancl(s) with the decker(s). 

On the stroke of midnight. the spectral formofMorag's mute 

ghost begins to mdtericlliLe within Lhe room. When she appear.;, 

the decker feels an intense rush of thoughts and emotions, as 

Quicksilver struggles within the deck to hee his self from the 

encoded chips. Quicksilver must use the soul of a living decker to 
translate his own personallty back Into reallty and transform 

himself. He takes the decker through hell and back mental:y and 

emotionally . The decker(s) cannot Jack out: Quicksilver controls 

the deck and the decker. Black IC has nothing on t1'1is experience. 

During me fim stage of his rransfonnation, Qulel<.sllver extractShls · 



SET MY SOUL FRH t 
perceptual skills, to see the ghost anct guide himself. The decker must 

make a Reactlofl (6) Test If Ile rolls at least I .success, ne experiencei a 
passing sensation of blindness, deafness, and numbness, as iffloating in 
abubbleisolatedlrom thewor1d. Jfhe fails to roll any successes, the decker 
l'eels blind, deaf. and numb throughout the entire ordeal, wholly at the 
mercy of wharever happens to Q.iicksilver. 

In the se:ood stoge, Qiic:ksilver extracts his memories and shares 
, Item with Morag's ghost. A multitude of images zips through the 

decker's mind's eye. (Yes, his life r&'lllydoes pass before his eyes in the 

bmk d an eye.) The decker must make an Intelligence (8) Test. If the 

decker fails to roll arry successes, he loses his sense of.time and personal 
place for the duration cl the ordeal, losing al knowledge of who he is or 
ww is happening. If the decker rolls at l~t I success, he or she suffers 

ltiis disor1ent.'.tlon only momefltarlly. 

In the third stage, Quicksilver frees his emot ions, and conveys 

to the ghost the depth of his love for her. This experience nearly 

I wipes out the decker. He relives every intense fueling, positive 

, and negative, thatheeverfeltforanyotherperson. As Quicksilver's 

emotions leave the deck, all feeling drains away. The decker must 

make a Willpower (8) Test. If he falls ,o roll any successes, the 

decker experiences existence stripped of all emotion, a horri fy· 

lngly desolate condition. At lea.st I success makes this a fleeting 

experience, but the decker still finds it excruciating. 
In the final stage of the process, Quicksilver must take apart 

tis own being, represented by the 1/E. chip, and transform it 
outside the deck. Essentlally, this process mimics death and 

rebirth. Though death still frightens Qukksllver, he experienced It 

once before. The decker has no slmllar experience to draw on; he 

suffers complete disintegration. No other form of isolation is as 

terrifying. Have the decker make an E.ssence (6) Test (rounding 

do'M'! the cl'laracter's Essence Rating). At least I success means 

that t he decker suffers no long-term effects from his or her 

experience. If the decker fails to roll any successes, he suffers 
temporary damage, losing I point of Essence. He must pay 5 

points of Karma to regain It. Until he does, the decker suffers twice 

the standard Essence loss from any cyberware implanted in the 

Interim. Despite his successful or unsuccessful tests, the ordeal 
leaves the decker wiped out, unconscious, and barely breathing. 

If a second decker is using a hitcher jack. reduce the target numbers 

iirlheabovetestsbj 1. Both deckers must make the tests independenfy; 

~k:l<silver'sOf'dealalrects !hem both. If more than one additional decker 
rides along using hitcher jacks, e&h decker must make the tests 

descdbed above using those tatget numbel's. Anyone connected to the 

~feels thedrects ofQ.Jlckstl\/er's translbrmatloo. Each character 
oo spend hlsor her own Karma Pool when making these tests, but only 

one of the deckers ~fthe teAJn has more than one) may use points from 
1he Team Karma Pool for each :est. 

In addition to the mental hell the decker(s) goes through. two 

other effect5 occur. At each of the four stages of transformation. 

thedecker(s) suffers as if hit by a Force 4stun bolt spell. The decker 

resists this spell normally, but can receive no mystical assistance 
f-om any of his companions: the bolt Is not realty a spell, merely 

an effect Even lf according to his Cond:tlon Monitor he is unco:i• 

sclous, he does not lapse into unconsciousness (or die) until the 

end of the transformation, l>ut his pain is visible. E.ach decker 

connecte<i to Quicksilver's deck experiences a moment of disb­

ttgration. but none as strongly as the (primary) decker. 

Amelia dlld any non-decking runners in the room see the Child/ 

Imago emerge li'om the de& as an astral form. His eyes begn to shine 

(l'ero:ption); looking around him, he sees the ghost and mO\ies towcVd 
her (Memory:,, and embraces her (Affect). Finally, the Child shirt!; into 

Quicksilver's adult form (lr.tegrative-Executive. thefinalchlp). Unl:ed. the 

tv.'O astr<'ll forms lookbad<atthe slumped decl<.er. They touch his facewitn 
their hands. he..:lling the worst damage (that is, the decker's Condition 

Monitor returns ro normal, but he remains unconsdocsand helpless). The 
ghosts look at the runners. and suddenly the team hears gvnflre Md the 
sound ci approaching choppers. Yells. screams, and prolonged bursts of 
automaticgunHree<hothrough the castle; a mortar shell riP5 inio the roof. 
The ghosts fade; enraptured by e.ach other. they seem unaware of the 

mayhem outside. Their forms fade. but a presence still lingers in the area. 
But the runners have other things to worry about. 

The runners must now survive a brutal attack. The Zeta• 
lmpChem strike team has dispatched the ~Donalds outside Of 
any ), breached the front doors, and reached the first ~oor. The 

enemy consists of six stl'eet samurai, two troll street samurai, and 

two combat m4ges. 

SAMURAI (6) 
8 (l S C l W E R Armor 

6 (8) 4 (5) 6 (7) 2 S S . I 5 (9) 5/ 3 
Initiative: 9 + 3D6 

Threat/Professlon.ll R.adng: 3/3 
Skills: Armed Combat 3 , Bike 2.. E.tiq uette (Local) 4 , Firearms 5. 

Stealth 4 , Unarmed Combat 6 

Cyberwa,e: Cybereyes, Low-Light; Dermal Plating (2), Muscle 
Replacement (I). Retractable Hand Razors (7L) , SmartJink. Wired 

Reflexes (2.) 

<ic:ar. Ares Predator [Heavy f>istol, IS (clip). w/2 extra clips. SA, 

9M, External Smartlinkj, Armor /acket (5/ 3), Uzi lll (SMG, 24 (clipL 

w/ 2 extra clips, 6M, External Smartlink) 

<:-ONDlflON MONITOP 

COtJOHION MONH(')J;! 

llOLL S~MURAI (2) 
B (l S C 

7 (8) 3 (7) 6 (10) 

lnldAthe: 4 + 206 

I W 
2 

Threat/ Professional R.ulng: 3/3 

( CJND l 10t,.J MONll OQ 

CO \lDl110N "v10f'-JlfOP 

E R A.rmor 
0 2 (4) 5/3 

Skllls: Armed Combat 5. Bike 3, Etiquette (Local) 3, Firearms 5, 
Stealth 4, Throwing 5, Unarmed Combat 6 

Cyberware: Muscle Repl<1cement (41, Wired Reflexes ( I ) 
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GeAr. Ares Predator [Heavy Pistol. I 5 (dip), w/2 extra dips. SA. 9M, 

LxtemalSmm:link:. Amor Jacket (5/ 3), {4)Concussion Grencldes. Uzi 
Ill {SMG. 24 (dip). 6/IA. w/2 extra d ips. External Smartlinkl 

CON{)ftlC."lN l"J1(1NITOR CONDITI ON MON110R 

: : ~· ... _!-.J."! 
, ;. ·,· _-..,., 

~;.~ :.~ 1;.,::-~ n I ic~,h 
t'/'. U-:~I .. -. ~~-

~ 1~1 ~~~-- ~~-~' ·Jf~( 

Sllo'I ti___]j[ __ f.:-: I I . · tJ 
.. =,., 4-· ki : I' =-- T -----;;;i 

.1;!," IM'.h~l ".. _.,.,. .... ~,:,,.. -. 

MAGES (Z) 
B Q SC Wl MR Armor 

5j3 2 4 2 2 5 5 6 6 { 10) 4 

Initiative: 4 - I D6 

Threat/ProfesslonaJ Rating: 3/3 

Skllls: Conjuring 3. E.tiquette (Corp) Z: firearms 3; Magical "'."heory 
4. Sorcery 6, Unarmed Combat 2 

Gear: .A.rmor Jacket (5/3), H&.K 22 7 [SMG, 28 (dip), SA/ BF, 7M. w/ 
I extra clip. Laser Sight H targer number modifier)}, Power f ocus 

(4). Specific Spell Focus (rowerball 2) 

Spells: Armor 3, Clairvoyance 3, Confus;on 3. Detect Enemies 2. 

Heal 3. Increase Reaction ! +2) 2. Mana Bolt 4, Manaball 4. Personc1I 

Combat Sense 5, Powerball 4 

,.,, .. t· .. ___ L; LE:: 
M~Cll 4 ,' j: :~ • f•·::f 

1.1 ., j 
r 1.7,.: 

CONDITION MONITOR 

The street samurai mdke. a. fi"onral c\S.5c1Ult, barked up by the combat 

mages. lhe two rroll street Sc:1murai outside attempt to throw c:.oncJ.SSion 
grenades (4 each) through the window of any room occupied by the 

runners. If the runners boarded up the windows. the trolls use assault 
c.mnon rounds first to blow the boards dpillt. lhisattempt takes them up 

to 4 Combat Turns, after wbch rhey enter the casrfe through the front 
doors and head for the runners. 

The runners must hold out again5t this SilVage assault for IO rums. 
If the gamemasterjudges the runners well prepared for a possible strike, 
reduce ttie time by 1 tum: if they prepared brilliantly. reduce the cime by 

2 rums. ff they stationed il11 elemental or spirit outside the castle as 
protection. subtract I additional tum ro acc.ount For the delay this entity 

causes the attackers, and reduce the time tt1e trol: street samurai have to 
arrack and throw the grenades to 2 tuns. 

If the runner~ got permission from Sir lain to go to the castle. 

2 turns before the time limit runs out. the runners hear what sounds 

like a fleet of choppers, the noise rising above the gunshots and 
screams echoing down the castle heJls. This is the c.,_valry, but if the 

runnersa.55ume the chopperscariy enemy reinforcements, let ·em 

sweat. If the runners did not get permission co enter Castle Lal don 

from Sir lain. the choppers do not arrive. and the runners face a 

fight to the death. 

If the cavalry does arrive, a horde of kilted M.:1cDonald street 

samurai floods into the castle. wiping out every Zeta•lmpChem 

operative. The MacDonalds know what the runners look like, and 
avoid shooting at them . The Mc.cDonald force automatically kllls 

rwo enemies per turn, and reduces the Condition Monitors of two 

others by one Damage level. As they work through the ground 

floor toward the runners, the)' take out the enemies nearest :hem. 
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Half r:1e s11rv1v1r.g Leta-lmpChem force turns w fight che 

MacDonald,. and the other half mainuins t he attack on the 

runners. Tot~ combat is a fight to che finish. 

SPlllITS Olf GLENCOE 
Shortly after the body o f the last enemy falls to the ground. che 

surviving runners see Sir lain MdcDonald enter the castle. Flanked 

by a piper ,ind six of t he largest hur,an beings In existence. all 

resple:1den- in the MacDonald carran. Sir laln reaches the dooiwa::i 

of the room where the decking too~ p lace and surveys the 

carnage. As he ope:,s his mouth ;o speak, ghosts begin to 

shimmer ir to percepcible spectral fo;ms. Describe ,his scene 

carefully ; it could easily degenerate ·.mo bathos, 1::ut the players 

should feel roo bartered and bruised to reacr cynically. 

Quicksilver and Morag reappear. smiling and holding hands, 

A vast great Spirit of Man towers above and behind them. 

appearing<' s a MacDonald clan leacer circ.a 1692. old and gnarled 

but w 'th RHce pride in his eyes, a~d wearing a daymore. From 

either side Df the room. a proce.sslon of MacDonald g:riosts enters. 

37 in al l. w )O walk toward the gredt spirit and rise into the ether 

above a;-id l)eyond him. When the last specter disappears. Quick­

silver and V\orag fade once more. The g reat spirit swings his 

claymore in a wide drde and vanishes. leaving only rhe distant 

sound of a piper's lament hanging in the air. 

This vi ;,itation stuns the living J'v\dcDonalds. They drop the'r 

weapons; , hese hard rnen hold their heads in their hands anci 

weep. Sir l.:in initially reacts in the same way, burc\raws himself u') 

to his full h,~ight and salutes the greatsplricas i t sweeps the sworc1 

through th•! air. 
After ,1 long silence, the Laird turm to his men. "Dinna jist 

star;d aboot. Put these br aw lads and :assies into t.he ambulances." 

Turning to the runners, he says not~ingof what justuanspired. but 

says simp!~,. " I thin!< we'll have that funny deck 'J ye ctinna m ind . 

If that strar.ge fella·s w ith my Morag and gone, I'd like tile have 

what's left :>f him." He rouches the deck gently , as a father would 

a young ct ild . "I'll be lookin· .-,.fter ye, dinna ye fean.•· 

DEBUGGING 

Orce the Rnal decking session begins, this encounter runs 

itself. The runners will have a very hairy time rr;ing to fend off a 

powerful strike force. If rhey hang ln there, Sir Iain's choppers. 

eqLipped .vith Rating 6 stabiliution units, will fly any serious y 

iniureci run r1ers to the Royal Infirmary Hospital, where they receive 

intensive ore at Si1 Iain's expense. Apply every positive modifier 

possible. nen go to Picking Up the Pieces, p. 62. 

The runners may feel unsure about handing over the deck. but 

they ind it hard co refuse w ith all those MacDonalas waving big 

guns around. Any character using astral assensing or Computer 

Skill finds ,·hat the special chips withi n the deck are inert. Quic~­

silver is gone. Somewhere in the metaplanes. something extraor­

dinary ma:1 be happening. Who can say? 
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AfTER THE ADVENTURE 

If the runners back off from the adventure at any stage. dlld/ 
or kill the folks at Cdstle Laldon, they have to get out c.f the U.K. 

The document check is just as tough on the way out as c>n the trip 
into Scotland. For one reason or another. the police want the 

runners; how difficult they find it to leave the U.K. depends on 
what they are wanted for. As with any shadowrun, possible 
reasons for arrest are too numerous to list here: the gamemaster 
will have to play lt lly ear. Generally speaking, if the runners use 

their llrains, they can leave. If not. they get caught. 
However much lhey might like to. the police a1nnot prove that the 

runners killed Alasdair Cameron. After spending svc months in remand 

(no b.lil). tt,e U.K. court system hands down a "not proven" verdict and 

orders the team deported. If they tried mixing itup with the police at any 

st.age, the runners reoolve a minimum of seven years imprisonment. Let 
them sweat. At some point early in the te.am's prison term. the British 

government offers them a job, promising their freedom in return for the 
won<. tv'la.kethlsa tough assignment. With plenty of possibilities forthif18S 

to go fatally wrong. 
If the runners played out the ftnal scenes with Sir lain MacDonald, 

he sends them back to Seattle (or wherever they live) in a private 
suborbital plane. If they handed $Jr l.lin the cyt>erded<. he gives them a 
Nttle something extra Once back at their hotel. or back home. the team 

~ a hefty package cootalnlng a Transys Barrie model ,:ybefdeck 
with the following components: MFCP 8. Hardening 4, Memory I 20, 

Storage 500, Lood 50.1/0 30and Response lnoease(2) with two hitcher 
jacks. Theded< is \.YOrth around 400.0'.X>¥. Every survMngmernberofthe 

group also receives a go!Mrimmed. qllcVt2 oystal. certifiec oedstid< 
bearing a tiny Transys logo and good for 75,CXX> nuyen. A big, big haul, 
right? Not really. Sir lain MacDonald is a rich, rich man and the runners 
went through tell. All things considered. the pay Is decent, but not 
excessive. 

Transys built a special al.um into the Barrie. If the de:.ker ever 

tries to hack a Transys system. the MPCP sends a s.igr,al to the 
system ·s SAN directories, which automatically alerts the ~.ystern to 

the Intruder's presence. Unless he or she examines the ·:leek c1nci 
makes a successful Computer (B/R) (9) Test. the deck.el remains 
unaware of this safeguard. The decker can remove the offending 
part of the MPCP by making another successful Computer ( B/ R) (9) 
Test. If the decker falls to roll any successes, he dam:tges the 
computer's MPCP so that it loses I Rating Point. Back to rt1e Cyber• 

4 If you want ro hack Transys, chum mer. 
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AWARDING KARMA 

Award Karma as shown below. If Angus MacNab shared 
much or all of the adventure with the runners. he should receive 
a small slice of the Team Karma reward. Round fractions up. 

TEAM KARMA 
The team surrenders peacefully to the police at 

Cameron's flat 

The team fails the final ordeal 

The team succ.eeds !n the final ordeal• 

The team prepares carefully and thoroughly 

for a strike at Castle Laidon 

4 

12 

Su,vival 2 
' Reduce this awazd to 8 points If Amel.la Richardson's offer of 

maglc.al Items bribed the runneJS Into accepting the Oltieal. Be ftexible 
about this: if the tea,TI agreed to the orde.il and a team ma,gldan cadged 
a single irem to help them out. do not penalize the runners. 

These higher-than-nonnal awards reflect the fact that the 
runners worked under tougher conditions than usual . Coping with 
few to no contacts. hard-to-get weapons, and the strange rules of 

the shadows in a foreign country ought to earn them some extra 
Karma. The big I 2-point reward for ultimate success reftects the 
fact that the runners touched the level of great-spirit Kamna In this 

adventure; it demands much, and gives much In return. 

INDIVIDUAL KARMA 
Award lrdvidual Kama per p. 199. SIii, v..ih the~ addtiorc;. 

Dr~ 
Double the usual Drama award. 

~ jtldMS 
If the magician in the ritual on Skye showed guts and made 

it through. award him or her an extra Karma point. 

As~al Quest 
All the runners who toughed out the astral quests and tests 

at Loch Ness get an extra Karma point. 



I LHiWORK I 

To fo llow up on or investigate d ·Jes l n this adventure, the 

player characters need to investigate ,:,eople, places, and sltua­

, tions. One of the best ways for runners to get the Information they 
· need is through their contacts. 

CONTACTS 

Imago presents the runners with a p roblem: they have no 

access to their usual contacts while in Scotland . Instead. the 

runners must establish new contacts during the adventure. Gen­

erally, the story specifies the contacts they make, for example, the 

non-player characters, such as Duncan the Fixer or Flonnghuc.la. 

who the players may encounter at Hamish's Bar. One or more 
runners may also want to spend some down ttme trawling for 

contacts among Edinburgh's social circles. The sections that focus 

on decking. when the rest of the playel"5 may l>e twiddling their 

thumbs, provide one such opportunity. For each full evening (o r 
equivalent) they spend out on the town, have each runner make 

a Charisma (9) Test If a player rolls I or more successes. that 

: runner meets someone who fits into whichever SIU1 contact 

. proftle the gamemaster deems appropriate. Make the contact 

: plausible-a bartender makes perfect sense, but a yakuza boss 

strains cre<llbility. (Yaks in Scotland? Not bloody likely. ) Be inven­

Hve In Improvising lhe5e encounters. For example, if an elf runner 

pays a visit to the Scottish Museum of MetahumanArt:s and Crafts, 

the gamemaster might allow him to bump into a friendly elven 

decker (though this person may not admit to being a decker right 
olF the bat l, Trear the5e acquair.tance5 as temporary, superficial 

contacts. The target numbers given for using these contacts for 

legwork reflect this superficiality. The Scottish contacts listed 

below simply allow the runners long-shot chances to dig up 

ddditional information if they get lucky, rather than functioning in 

the :.ame way as st,mdard resource contacts In other adventi.lres. 

Runners who want to use British contacts must use a Target 

Numberof8 for all appropriate Success Tests. Use Negotiation o r 

one of the Etiquette Skills: Interrogation does not work well in this 

country. Because the high target number mainly reflects a lad< of 

familiarity and trust. bribery may work wonders. A bribe of at least 

i250 reduces the target number by I , and a bribe of£ 750 or more 

reduces the target number by 2. 

THE CORPORATION 

TRANSYS NlUR.ONlT (GINIRAl) 
The following information is available from SeaSource (Se• 

attle) or C-net {U.K.). 

Appropriate Cornets 
~M!n, D.villf Techidan, fixEr, Mr. jcmsco, Street Coe 

Home Office location: Edinburgh. Scotland 

President/CEO: Sir lain G1eig 

Prlndpal DMslon: Transys Neuronet GB 

Division He.ad: Johnathan Cooper 

Chief Products/Services: E.xperi mental communication 5y5tems. 
lasers. advanced cyberware. Matrix software, neura.! skillsofts, 

mediu.l cyberware 

Brief Corpome ProHle 
Between 2013 and 2017, four separate Bri:ish hi-tech com­

panies merged their operations to form Transys Neuronet, speclA­

cally to stabilize the British re.search base In key Acids dominated 

by American and Japanese companies. Since its Inception. Transys 
has made a determined effort to retain t he best British ·esearch 

brains within the U.K., and has generafiy succeeded. ·Within the 

past five years the corporation has Increased its market share in 

Europeari medical cyberware from l 1 percent to 24 percent, and 

regards this area as a major field of corporate growth. Tram,ys 

mainta·ns a network of small laboratories across the U.K. that 

specialize in m ilitary. medical. and personal-enhancenent re­

search fc,r various clients. Reflecting i ts privileged position in the 

British economy, Transys Neuronet has received several permits 

from the Lord Protector"s Administrative and Licensir.g Bureaus 

for the deployment of a versatile range of intrusion countermea­

sures technology w:thin its computer systems. 
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TRANSYS NEURONU {TIDBITS) 
R.ln<iom information available in ~eattle and S,:oUand. Adjust 

target numbers accordingly. 

Appropriate Contam (Target Number 5 n Seatde, El In Scodand) 

Any decker or technician type. any corporate type. 

Successes 
0 

2 

3 
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Result 
"Wadda I look like? The library> .. 

.. British outfit. Very secretive. vuy hi·tech. 

The guys in one office don' t always know 

what the guys in the other office, are up to. 

I've heard there ·s a lot of infighting among 

the higher-ups there, jockeying for favor• 

i te·son position within the outfit." 

"'Transys? I he:irdtheygota superduperwhizkid 

'M)rking for 'em, just c..i.me in out c,fthe blue a 

feNyed!S back. Lotsofrumo~c\lxJutwhat he's 

\.\Orklng on. They got a big payoll' in medical 

research not long ~o. l'Aaybe he hdd some­

tning to do ....,;th thdt. ·· 
''They make damn good cyberdecks and 

c.omputersin that place in Scotland, what's 

it cal led, SIiicon Glen? I heard they were on 

the verge of something mind·boggllng. 

some kind of blological cyberdeck. but 

then I heard that about :{enral<U d while 

back too. Persistent rumor. though.·· 

MAJOR CHARACTERS 

The runners might want information on several characters, 

but none of it comes easy. To get it, they have two options: official 

sources and legwork (contacts). Because most Brit s prize personal , 

privacy, mosr daianets restrict access even to trivia! personal ; 

information, and hacking into such sources will not tum up 

anything much. Except for specific instances given in the maln 

text. contact5 reveal very little information about other characters. 

ALASDJ\JR CAMERON 

Appropriate Contacts (Target Number 8) 

Corporare Decker, Decker, Corporate Secretary, Dwarf Tech­

nician . Former Co:npany Man. Technician. 

Successt's Resuk 
0 "Does he host a vid show?'" 

2 

.. Name doesn"t ring a ... wait a minute. I've 

heard of a c.hap who does research for that 

Transys bunch. Just a company man. I 
think. Reliable and duL" 

·· Medical researcher. ! think. Been with the 

company a good few years. Happy, hon­

est kind of guy. Born bachelor.'' 

··1 hear he's involved in some hush-hush 

work with new cybeiware, but you get 

that rumor every day. Seem ~ a blt too staid 

for a genius.· 

ANGUS MACNAB 

Appropriate Contacts (Target Number 6) 
Detective. Bounty Hunter, ElfHitman, Fixer, Gang Boss, Gang 

Member. Meta.human Rights Activist, St reet Samurai, Troll Bouncer . 

Successes Resuk 
0 .. Ain "t heard of him. Lend me some money?" 

"Jeez! Are you for real? He'si,erious muscle. 

Watch your step with Angus. E.ven the 

police keep clear of him. He'll deal fair and 

square with you, though. long as you 

don' t cross him.'· 

2 + ··vou want hear, take Angus and pay what 

hea.sks. Don"t haggle w ith him. he doesn't 

like it. He"s got some goodcontacrsofhis 

own lf you ask n icely. Very nicely." 



PROFESSOR AMlLIA RICHARDSON 

Approprt.ite Cont.u:ts (Target Number 8) 
Any derical (religious) or media type. mage. shaman or druld 

Success@s Result 

0 "Sony, term, the spirits aren' t speaklng to 

me today." 

"Worksar the university, in their ocrult depart· 

ment. She·s a sep-sony, Americ:an. Caught 

her lecture on reincarnation at Pollocx Hall last 

year. Very sensible. Nice lady." 
2T "She's a m~dan herself. Doe:; ern:han1ing 

v.or1<, I think. helps the Department's funds 
along. Used to have a Sassenach boyfiiend­
thaf s English to you-but that was ye.us ago. 
She's well thought of in the university. I hear. 

Been there abou~ ten ~-.. 

MORAG MACDONALD 

Approprbte Conta«s {larget Number 6} 
Alm ost anyone; he r murder was public news. 

Successes 
0 

Resutt 
"Yea rattles me !<noggin. but I can· ts help ya." 

"Oh, -yes, she was one of the MacDon.alds 
killed at the L.aicton massacre a few \.\leeks 

back. father's a big noise in some corp or 
another. Ifs the (.ampbell-MacDonald dan 
feud again. Poor young thing. she was only 

about 20yearsold. Terriblebl.15iness." 
2+ ~ Aye, a terrible shame. There ·s a nasty 

rumorthat the killing had something to do 

with her d.;id's business. He' s a big boy at 

Transys, don' t ya know. Name of lain 

MacDonald.·· 

I 
SIR IAIN MACDONALD 

A.pproprl<ltc Contacts ('IMget Number 6) 

Any company/ c.oqxirate type, Decker. Detective, city offidal fype. 

Successes Res ult 
0 ·sorry. term, no com prende ·sep."' 

·nie Laird of the Mac Donalds of Glencoe: 

the cian chieftain. Big noise In Transys 
Neuronet, sits on their board. Straight as a 
die. Doesn't smile a lot· 

l + "Well, of course you know the Campbells 

murdered his daughter. Sir lain to ld the 

trid guys it was a personal matter. All the 

MacDonalds Will be looking to him now. 

They'll strike back, but these black-hearted 

feuds are a long time in the scheming ... 

Q_UJCKSIL VER 

Approprt.ate C.ontacts CT.arget N11mber 8) 
Any street type. 

Successes 
0 

Result 
"Gawd, not another bloody street name. 

Rak off, eh?" 

"Weirdo. Takesa very. ve,yoccasionaldrinkin 

Hamish's Bar at the end of Princes Street. No 

one dares lay a !land on him; they all respect 
him . I'm notsurev.-hy. I've heard he'sfey. born 

to faeries In the Highlands.· 

LOCATIONS 

Rlinners may ask contacts for Information aix>utthe Isle of Skye. the 

Kyleoflod'ialsh, L..lidon Castle, Holyrood Court. Loch Ness, Pidochry, the 
Occult Sciences Department. Stewart·s Hyperdrtve and m.my other 

places. The informatiOn available corresponds fairly dosely to tourist 

brochures. If a contaamight know the place In question. lift one or two 

lines of supemcial inbmiation from the location's description in the 

appropriate enc.ounrer{s). 

QUICKSILVER'S DECK 

Runners being who and what they are, they will tinker with 

Qu icksilver's deck If Amelia RJchardson allows them near it for 

long enough. They can probably convince her to let them examine 
it (in her presence) by p ointing out that the deck seems to be a 

critical piece of the puzzle, and m ightyield some important clues, 
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PHYSICAL EXAMINATION 
If a decker or some other techno-geek checks out the 

cyberdeck, have him or her make a Computer (B/R) (6) Test, and 

consult the following table. 

Successes 
0 

1-2 

3+ 

Result 

lfsacyberdeck. Wha'd theythinkitwas? 

It has a Falrlight ExG.liour c.a5e, dl1d the U>ual 
standard external jacks, but that"s about it. 

Inside, the only recognizable pieces aiedrcuit 

boards (of some kind) and components 

(m~.ybe ... ).Stateoflheartequipme:nr, but it's 

hard to say which art. 

Stunned sllence. Could it be ... ? (On a roll 
of 3 or higher. have the decker m.ikc d 

CompurerTheoiy (8) Test and consult the 

following table.} 

Successes Result 

0 It' sa cyberdeck, but with one hell of a non­

standard basic operating p rinclpl<:>. The 

boards and components are unique. 

1- l ooks like the heart ofthis fraggerissome 

sort of blo-computer. maybe a biological 

interface processor. If so. chis deck b wonh 

a small fortune. 

Further examination reveals that the deck is built like a regular 

cyberdeck. 'Nith active memory, persona chips. and so on. but the 

exearoon differs radicalfy from the standard design. The deck worksonly 

if the team decker slots one or more of Quicksilver's special chips. 
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MYSTICAL EXAMINATION 
Examining the deck from astral space reveals nothing until 

someone slots in the various chips. E.ach chip brings Qukksilver 

closer to existence, and Increases the chance that a magician wiU 

notice something odd. 

Without the chips, nothing odd exists to see. If the deck 

contains any of the chips, have the team rr.agician make an Astral 

Perception Test against a Base Target Number of 12, minus 2 per 

chip pre5ent in the de<.k. For results, consult the following table. 

Successes Result 
0 It's a cyberdeck. butt-brain. Surprise. 

1-2 Yes. there is sometrung oddly magical 

about it. The "magic" feeling centers 
around rhe weird chips, but there's no 

way to determine what it means. 

3-4 ltalmostfeelslikeapresence-lir,gersaround 

the deck. Kind of the same feeling a magi• 

cian might get assensing a haun ted 
house ... but that's impo.sslbie. Isn't it? 

5+ W hatever is there isn't part of t he deck. It 

feels like an ef.ect of something the deck 

has clone, or can do. But the presence is 

definitely not the deck itself. 

Neither the chips nor the deck radiate what could be consid­

ered magic. or life energy per se. Only subtle. direct assensing by 

an actual magician w ill reveal anything mystical about the deck. 



I CAST OF SHADOWS 

The following Nl'Cs play important roles i n this adventure. 

Because they will appear more than once during the course of the 

adventure. their statistics, descriptions, and resources are grouped 

here for convenience.. Information about these characters required 

to play out encounters appears i n the main text. Uc;e the supple­

mentary '.nforrnation provided in this section ro Resh out the 

character further. 

Descriptions and stat'.stic.s for other. minor characte rs are 

given in rhe encounter in which they make their appearance. 

ALASDAIR CAMERON 

Alasdair Cameron is 3 1 years old. taller than average. of 

medium bu'ld. with sandy brown hair and hazel eyes. Born and 

educ.a red in Aberdeen, A lasdair took a job with Transys Neuronet at 

the age of 24 after earning a Ph.D. in molecular biology and 

cybernetics. Alasdair has ~rc.veled on compary business to several 

European and American nations, but prefers to stay at home. His 

dan ties are tenuous; he had "row with two cf r,is brothers over an 
inheritance some years in the past, and has lost touch with his family . 

Though loyal to the company he works for. Alasdair's powerful 

affection and admiration for Quicksilver transcends this loyalty. H e 

has rationalized these two conflicting feelings ":>y celling himself that 

finding out a ll he can aboutQuicksilver'sdisappear,mceand the elfs 

research car only be in the company's interesrs. He chose ro act 
alone In order to avoic.i the scrutiny of agents within Transys whom, 

he suspec:s, may nor want to know what happened to Quicksllver. 

A shy man, Alasdair spends little time pubbing or c lubbing, 

though he o,ei'\S up In company. Though fond enough of women. 

he prerers h is bachelor lifestyle. 

Attributes 
Body: 3 
Quickness: 4 

Strengtn: 4 
Charisma: 3 

Intelligence: 6 

Willpower: 4 

Essence: 5.4 

Reaction: S 
lnttiatlve: 5 .j. 1 D6 
Threat/Profes:.lonal R.\tlng: 2/2 
Sltllls 

Biology: 4 

Biotech: 6 
Bjotech (B/R): 4 

Compu:er: 5 

Compu:er(B/R): 3 

Compui:er Theory: 6 

E.lectronics: 4 

EJectronics (B/R): 3 

Etiquette (Corporate): 3 

l\'egotiation: 3 

Physical Sciences: 3 

Unarmed Combat: 2 

Cyberware 

Beta-Custorr.ized Head ware Memory ( 100 Mp) (p. 98, Stred 
Samurai Catalog) 

Datajack 

c.ear 
Fuchl Cyber-4 !with Response Increase 2) 
(6) Kilts (Cameron tartan) 

Programs: 
Analyze: 6 

Autoexecute: 4 

Bod: 5 

Browse: 6 

Compressor: 4 

Eva$ion: 4 
Masking: Z 

Medic: 4 

Restore: 4 

Scanner: 5 
Sensors: 5 

Sleaze: 6 
Smoke: 6 

CONDITION MONITOR 
LIGHT ~OD:RA1 SERIOOS DEADLY 
s·uN STUN STUN STUN 

STUN l .. flit , .J "N# ... inc ·2 ,,, •. ..;, Jr.,. 

PHYSICAL 
, IN llM' 
·t ~H. ·ll~i. 

1! !:::'0"! 

LIGHT MO:lERA'E SElllCIJS Ji:A)LY 
WOL;~JJ WOLt-.D ·t,'OLND WOU\JD 
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ANGUS MACNAB 

Angus MacNab is2.6 years old. 2.89 meters tall. and impressively 

wide even for a troll. He has slicked-back black hair Md dark brown 
eyes. and halls !Tom f ri\Seruurgh. Despite the fact that l:e is a troll, he 

cakes pride ln being able to trace his human ancestors back to (he 

hereditary abbots of St. Fillan's near Loch £am (In Gaelic, /\.o'\:\cNc1b 
means ··5on of the Abbot"). If asked (and frequently lfnot). he can reel 

off an apparently endless list of famous IV\cJ.cNabs. f.x.?Jnples within the 
past three .md a half centuries include Sir Allan fv'oacNab t 1798-1862). 
Prime Minist~r of Canada (""afore ye seps stole off wi' oor lands across 
these<1"), Robert f\o\acNab, Ministerof[usticein Nell\/ Zealand during the 

Flrst World War, and ··01ack Gerald MacNab the v.rife poisoner," whose 

nefarious <1etivities touched off the cl<111"s major 21st-century scandal. 

Angus never talks about his employers or his assignments. 

Coln or credstick from any employer buys his silence. He will, 
however. happily (and endlessly1 recite Gaelic fairy tales about any 

part of Scotland the runners happen ro end up in. a:id provided he 

gets enough money anct a few gallons of heavy now and then. is 
a brave and loyal employee. Angus only packs all the weaponry 

and gear he owns while actually on a job: he certainly does not 
c.arry an SMG around the streets of Edinburgh! 

~ : ....... 
··f .. -. ,• 
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Attributes 
Body: 7 (8) 

Quickness: 3 (6) 

Strength: 6 (9 ) 

Charisma: 1 

Intelligence: 2 

Willoower: 1 

[5sence: 0.3 
Reaction: 2 (4) 

Initiative: 4 .. 206 
Threat/Profenlonl.l Rat.Ing: 5/ 4 
Skills 

Armed Ccmlxit: 4 
Bike: 2 
E.tlquette (Street): 5 

Firearms: 5 

Cyberw," e 

Stealth: 3 
rt.rowing: S 
Unarmed Combat: 7 

Muscle Replacement (3) 

Retr<1ctable Razors 
Smartlink 
Wirec Refiexes (I ) 

Gear 
Armor Vesr (5/3) 

BUCJ'v\ Medical Insurance (equivalent 10 DocWagon 
PlatinJm) 

Bond &.. Carrington Hallmark with Smartgun Adapter 
(equivalent to Remington Roomsweeper) 

Dermal Armor ( I ) 

EnAeld AS-7 Shotgun 
Great Claymore (treat as Monofilament Sword with +2 React!) 

Grenades: 
(2) Defensive 
(3) Smoke 

Heckler&. Koch HK227 SMG 
Shurikens (8) 

W.,\la;::her Combat Axe (p. 12, Street Samurai Catalog) 
Vast quantities of ammunit ion 

Nms Base+ I .Rtrol, Armed/lh,rmed ~ Mll.lal thes11 ~ vi5a1 
We..knesses: Allergy (Sliver: Moderate) 

CONDITION MONITOR 
LIGHT ~JlC)Ett.E sn,ous :JEACL'r 
STUN STUN STUN STUN 

STUN I l•l• 2 · t-,..111 ~ w-, Jr-~ •I ~• t 2 l•jf. ·J ,if, 

l ~'-• 2 !~ , s ""I• .·c. 
PHYSICAL q te I ,it •2 1r· ·. .,) Irr, 

Ct't C. 

L\GH1 ),,10,):f/.~.::: SHOJS ,;,."\ .., 
.1 .. ~J .. 

'.',O~NC· WC,'iC WOl!N) WCUt\~ 

PROFESSOR AMELIA RICHARDSON 

Amel.a Richardson is 42 years old. She wears :1er light brown 

hair long an:i straight, which draws attention to her blue-gray 
eyes. Her personal style must be described as dowdy, bur she 
wears good-quality clothes; she favors mostly tweeds and wools. 

She grew up In one of the le5s Impressive neighborhoods of 
Bellevue in Seattle and workec as a trideo researcher before going 

to (he Uriversity of Washington. where she discovered and 

developed her magic.al talents. She received her Ph.D. ln Occult 
Sciences from :he University in [dinburgh and has lived there for 
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the past eleven years. She spec.lalizes in enchantment and enjoys 
reading pre-Awakening parapsychological literature, notably work 

on reincarnation and survival a~er death. She also studies esoteric 
c1Strology and mystic.al traditions and belongs to the £.dinburgh 
University Sidgwickites. a magi~I group that <:onducts soul­
survival research and astral studies. 

Amelia Richardson loves Scotland and considers it her adopted 
home. She likes its sense of hlsto,y. the gruffness of the people, 
even the climate. She cares little for modern-day Seartle, or any 
other North American nation. Her deceased parents left her 

enough money to provide for her future. so that she can teach and 

study for the love of Jr as much as for a salary. Despite her freedom 
to bury herself in the academic life she loves, Amelia resents the 
amount of enchanting work her superiors ask her ro do to raise 
money for the cash-strapped Occult Sciences Depanment. 

Amella Richardson leads a quiet life without romantic Involve­

ment. and would like a li ttle adventure. She Is tough. lntelllgem, 
willful. well-organized. and resourceful. S,we for the final expedi­
tion to Casrle Laidon. however. she prefers no1 to accompany :he 
runners on their field rrips. 

~ttrlbutes 
Body: 2 
Quickness: I 
Strength: 3 
Charisma: 3 
Intelligence: 5 

Willpower: 3 

Essence: 6 
Magic: 6 
Reaction, 4 

lnld.ltlvci 4 + I D6 
Thre.u/ProfeulonaJ R..\tlng: I/ 2. 
Skills 

Biology: 3 

Conjuring: 3 
Enchanting: 8 
Etiquette (Corporate): I 

Gear 

Magical Theory: 7 
Negotiation: 3 
Psychology: 6 
Sorcery: 5 

Ares Predator [Heavy Pistol. 15 (clip)]. 3 extra clips 
Armor Jacket (2/ I ) 

BUCM Me<1ical Insurance (equivalent to Doc Wagon Platinum: 

Honda-GM 3220 ZX 
Power Focus (4) 

Specific Spell Focus: Analyze Truth (3) 
Specific Spell Focus: Mask (4) 

Specific Spell focus: rerso7al Physical Barrier (4) 
Weapon Focus: Orlchalcum Dirk 
fl.:lt in Cramond Road 

Spells 
Combat 

Increase (Physical) Anribute: + I 
Personal Physical Barrier: 6 
Stun Bolt : 4 

Detectfc>n 

Analyze Truth: 6 
Clairvoyance: 4 

Jlluslon 

Mmlpulatton 
Levitate Item: 4 

Mask: 6 
Overstimulatlon: 4 

Use 8/ R E.lectronics: 6 

CONDITION MONITOR 
LIGHT ~toD:RAT: SERIOUS DEACLY 
STUN STUN STUN STUN 

STUN ~ [N ..,,.~ 
·l nll. 

2 · t-1• ,; !"II• •.'"•: 

PHYSICAL ., "'' •,l nil 

liGhT 1/~liA-E S:RO.IS ~ -~l-., 
WO.JNI) WOl'l\'D 'NCX.I\C- '1\•~Lt\r; 

MORAG MACDONALD 

Morag·sghostappearsasayoong, f-emaleelfof about 19years, with 

long. curty. hooey-blond hair. blue-green eyes. and ivory skin. She has 

long hands with slender fingers and almond-Shaped nal~. Vv'hile alive. 
she radiated extreme emotional intenstry. which Intensified <liter her 
death. She wears a laced cotton blouse. a NiacDonald r.art:an sklrt, and 
sllvereanings, brooch. and finger rings owned by theM\cDonald family 
for more man 300 years. 
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Unless she contacts Quicksilver's spirit. Morag cannot find 

peace. If a magician tries to use Conj\lri ng Skill to put her to rest. 

he will not succeed. Because of her location and the background 

spirit s of Glencoe, Morag has more power than most apparitions. 

Attributes 

Body: n/a 

Quickness: n/a 
Strength: n/a 
Charisma: 5 

ln.ltlattvc: I 5/25 + 1 D6 
Powers 

Compulsion 

Fear 
Manifestation 

Special lffect 

Intelligence: 4 

W\llpower: 8 
Essence: 6 
Reac.tion,5 

Possession 

Psychokinesis 

M orag's ghost has a version of the personal domain power 

normally restricted to free spirits (see p. 80. Grtmolre II). lnc.re.ase 

all target numbers for actions made against her by +4 whenever 

she is inside or within half a mile of Castle Laidon. 

CONDITION MONtTOR 
UGHT MO0EQAff SERIO.JS OtADL11 

STU\J STUN STUN STUN 

STUN l lNI 21N4 uoc. ·1"11. ·21M .J lnil 

PHYSICAL 2 l TT'>I# Jnc. 
•2 lnlt ·) Ir•. )ta 

OOOd 

LIGHT MOCERA1E SERIOJS DEADJ 
WOUND WCUND WOUl,-0 WOLL'-1'.:: 

SIR. IAIN MACDONALD 

lain MacDonald is 47 years old, of average height, with 

receding silver hair and brown eyes. His wife d ied in 2047, and the 

recenr loss of Morag has aged him beyond his years; his face is 

lined . his posture slightly slumped. He possesses a strong sense 

of clan honor and duty, however.As LairdandClanChie~din of the 

MacDonalds of Glencoe. Sir lain is deeply involved in plotting 

revenge agcllnst the Campbells for the killings at Castle Laidon. 

Given the two clans· history of mutual hatred, the Campbells 
refuse to communicate w ith the M,1cDonalds, and dan pride 

would not let them admit they had nothing to do with the 

murders. The Mac.Donalds will take whatever lime necesScJ.ry to 
plan suitable vengeance; after all. the feud has lasted for almost 

400years. 

Blunt, practical, and honest by nature. Sir lain also has a 

cautious streak. He prefers that others do the talking. On the 

Transys board, he acts primarily as a financial controller with 

responsibility for some minor overseas research projects. His habit 

of staring straight at people while negot iating has proven an 

effective technique for d riv ing a hard bargain. 
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A.ttrtbutes 

Body:3 
Quickness: 2 
Strength: 4 
Charisma, 5 

Intelligence: 6 
Willpower: 5 
Essence: 5 
Reaction: 3 

lnltLttlve: 3 + I D6 

Thre.it/Professloiw Rating: 2/3 
SkUls 

Corporate Accountancy: 8 

E.tiquette (Clan Tribal): 7 

E.tlquette !Corporate): 7 

Interrogatio n: 5 

Leadership: 9 
Negotiation :6 

Unarmed Combac:3 
Cybcrwarc 

Be:a-Customize<1 Headware Memory (200 Mp) 

Datajack 

Contacts 

MacDonalds of Gencoe, Mac.Donalds of the Isles. MacDonalds 
cf SJ eat f',kd)onalds of Oanranald, MacDonalds ofKingsburgh 
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Gear 
BUCM Super-Elite Medical Insurance (this provides 

comprehensive coverage, induding automatic entry to a 

Beta Shadow Clinic (see p. 99, Street 5.unurill C..u.log) 

Fleet of Rolls-Royce Phaeton limos 
Holyrood Court (Sir Iain's home in Edinburgh) 

l 2 percent stake in Transys :--Jeuronet 

Unbelievably vast sums or money 

CONDITION MONITOR 
LIGHT MODERAlE 
S1UN STUN 

STUN 

PHYSICAL 

LIGHT M◊Ctl<AE 
WOUNJ WOJND 

QUICKSILVER 

SERIOUS 
STUN 

S:RIOl.f 
WOUI\D 

CEADLV 
STUN 

Quicksilver is the chosen r.ame of a unique elven entity born 

in 2.02 l on the coast of South Wales near a complex of old Nubian/ 

Egyptian temples(see "Knights of Rage." p. 112, London Sou~e­
book). Having grown to adult size and abilities by the age of 10. 
Quicksilver traveled extensively in the Welsh and Scottfsh Wild 
Lands. TirTairnglre, Aztlan, califomia Free State. nr Nan Og. and 

the Middle Ecist. 
Tne Quicksilver entity sees t'.iscurrent life as 2 short incarna­

tion in which he must make further progress around the Wheel of 

Rebirth by mastering his own Becoming. This belief led him to 

enc.ode himself within a unique set of biochips. Because his 

personal karma requires that INhatever benefits him must benefit 

others, he must trust others by le,wing these pieces of himself with 

them. Quicksilver believes that only by demonstrati:1g such trust 

wlll the powerful karmic forces allow his new creation ro achieve 

beneficial ends. 

Quicksilver believes that he has lived through several past 

inCdfl'latiom, often with Amelia Richardson as a close friend, 

though he cannot be as open w ith her in this incarnation as in 

previous lives. Becauseoftheir mutual history. he left his cyberdec.k 

and the ma5ter 1/f. chip with her. He recognized Fiona Mac 

Mhuirich and the great free spirit o f Loch Ness as friends from 

previou~ lives, and considers the S?irit to be a spiritual guardian. 
He left part of himself with each of them. He believes Morag 

MacDona;d to be his soul mate, whose successive incarnat ions 

have been symbolically, anci. sometimes literally. related to his 

own. (for instance, both were born elves in this lire.) He also feels 

that M orag's soul is 5ignilkantly younger than his, and feels he 

must protect her by keeping their relationship secret. He believes 

that his personal karma and spiritual growth depends upon his 

love for Morag. 
Quicksilver has no stats; he needs none. 

I 
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THE UNITED KINGDOM: 
FACTS AT YOUR FINGERTIPS 

The following information was compiled by SeaSource. a 

subsidiary ofRenraku Computer Systems. 

POLmcs 
Monarchistic democracy, ruled by King George Vlll presiding 

over the two Houses of Parliament. The House of Commo,s has 

540 Members of Parliament, casting one vote each. The House of 
Nobles has a variable number of non-elected nobility: some se;its 

are hereditary. The Green Party controls the current government, 

and national elections are held for all Commons MPs on average 

every 4-5 years. 

DEMOGRAPHICS 
Total population estimated at 47 million, though estimates 

fro1T1 non-sprawl territories may be ~ignifkantly in error. Capita.I 
(;lty: London (pop. approx. 9. 7 million). Region.ii uplt.als: Cardiff. 

In Wales (pop. 500,000+), Edinburgh, in Scotland (pop. 1 mil­

lion+). E.stimatect total percent of humans, 76 percent (percentage 

may vary significantly by region). 

ECONOMY 
for reasons of national security, GNP/GDP figures remain 

under dassified statu!; by order of the major official economic 

departments of the LJ.K. government. E.stimatecl average per• 

capita income: i.90,000 (pounds sterling) per annum. Cunency: 
the pound sterling, stabilized at an exchange rate close to £2.50 

"' I nuyen. Major foreign corporate presences In the U.K. i nclude 

Aztechnology, Fuchi lndustriesU.K. , Renraku U.K.. and Amalgam­

ated Technologies and Telecommunications. Major corporation.s 

with majority British ownership include British lndustr:al PLC. 

Grenvllle-Adams PLC. Hildebrandt-Kleinfort-Bernal, Integrated 

Weapons System~ PLC, Transys Neuronet, and Z.eta-lmpChem, an 

Anglo-Swiss joint venture. 

MEDICAL AND LEGAL INFORMATION 
The U.K. public National Health Service provides emergency 

care for 24 hours and ongoing basic maintenance care fornon-U. K. 

nationals. Further treatment is provided only if the embassy of the 

appropriate nation can ensure paymem from the patient upon his 

return home. Medical Insurance with non-U.K. organizations may 

not apply within the U.K.; check before leaving on your trip. 

Medical Insurance is avallable for visitors within the U.K.: f'or 

information, contact 818-808-2222 (Careline) o r 715-715-0715 
(BUCM). 

LAW AND LAW ENFORCEMENT 
The British legal system has certain unique features, notably 

the banning o f contingency arrangements wirh lawyers. Foreign­

ers who run al'oui of Briti~h law should contact one or more of the 
following: 

British Council for Civil Liberties: 711-446-4444 

American Allied Legal De~nse Inc.: 71 t-285-2233 

Legal Network: 71 J-333-3888 
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PUBLIC INFORM-'TION SER\IICtS 
The major Brit ish public i:iformation source ls the national C· 

net, which stores upda:e news, transport infomat ion and sched­

ules, weather forecasts, information on public events, public 
service announcements, and so on. 

TRA Vll WITHIN TH[ UK 
Air travel is expensive by American standards. As a rule of 

thumb, expect to pay ii SO for 1he first 50kilometers traveled on 

internal U .K. ~ightsand I I 00 per addltlonal 50 kilometers. MajOr 

internal U.K. airlines i:'lclude British Midair, Geordie Airlines, 

Bricish Comet, and Sine.air Skies. Use of private aircraft requi res a 

U .K. pi lot's l icense and 7-day advance notific:ation of t~avel plans 

to be filed with the loul offices of the lord Protector's Admin:s­

trative and Licensing Bureaus. International licenses are not valid 
in the U.K. 

A single national ope:aror, BritRail. handles all rail travel. Fares 

vary between 40-70 peKent of wrresponding air fares. 

Major freeways w .thin tile U.K., calied motorways by the 

British. tend to be In poor condition, with lanes frequentiy closed 

for repairs. To foreign drivers. roads within cities and away from 

freeways will seer., extremely na,row. Road signs are o~en 

illegible. vandalized. or simply inaccura~e. Several local-route 

firms can easily arrange coach and bus travel with.in and between 

cities, at an average price of 20-25 percent of corresponding air 
fare. 

A visitor wi:h an international ctr:ving ker.se can hire a 

vehicle from local opera:o·s f'or travel wiMin cities and/or on major 

freeways, though the owning company may req'Jire a substantial 

security deposit. Vehicle hire for use outside thesE designated 

areas is subject to the discretion of t he local operator and may be 
difficult in dangerous districts. Security deposits for such hire may 
equal the cost of the vehicle. 

BASIC COSTS IN TH[ U.K, 
The prices below are U.K, averages estimate<: as of January. 

2054. Costs w ithin Londo, exceed th.ose listed by J 0-15 percent 

in most districts. On average, costs i n Birmingham and Edinburgh 
exceed those listed by 5 perce~t. 

Moderate horel room, £70 

Hotel breakfast (including 10 percent gra:i.rity): i 14 

Lunch ar moderate restaurant, including half a bottle of wine 

,md 10 percent gratuity. BO 
Dinner at same (including a bottle of wine), i 70 

Typical half-day city .sightseeing tour: i I 2 

Nightciub membership, one week :5.75 

Admission to museum or his,oric.al site; B-£8 
Moderately-priced ticket to major sporting event: BS-5:50 

Car rental per week in restr:cted areas, Including 
insurance: i450 

Taxi ride, per k 'lometer (i:icludi:lg l 5 perce1t gratuity}: i3 
Pai, of .ieans. average quali ty, i45-i60 
Pai: of shoes. moderate quali:y, i6S 
Pai, of shoes, specially ordered: 1400 
Medic.a! insurance, one week, full co\ierage: S:600+ 
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SCOTLAND AND EDINBURGH: 
FACTS IN BRIEF 

The following information was compiled by SeaSourc:e, a 

subsidiary of Renraku Compurcr Systems. 

GENERAL INFORMATION 
A se11i-autonomous nation within the United Kingdcm. 

Scotland has an estimated population of 6.6 million {Tl. percent 

human) and an estimated per-capita average income of £51,000. 

Its capital city is Edinburgh. Major elements of Scotland ·s national 

economy include research indust ries. tourism. specialty foods and 

whisky. 

Scotland :s usually divided into the following zones: inctus­

tric11/residential Scot sprawl (including Edinburgh and Glasgow). 

the h<1.bitable z.ones to either side of the sprawl. the Fringe Toxic 

Zone on theec15tcoa5t. the Irradiated Zone on thenorth coast, and 

the Wild Lande;. Tourists shol;ld avoid the Wild Lands, which are 

inhabited by a number of dangerous paranatural creatures. Ongo­

ing efforts by Scottish druids to reforest and regenerate :he 

Highlands may someday make Scotland's blighted wilderness 

once again suitable for humar habitation. Visirors are wamed t:,at 

the rule of Bri:ish law does not extend far into the Wild Lands. 

Here<iitary aristocrats, many of whom are the chieftains of Scottish 

clans, own large tracts o f Scottish territory. To this day. the sdon:­

of these c:ans use their wealth and power to perpetuare anc.lent 

feuds. 

The last census counted Edinburg h's population at 1.044 

m illion, 2.8 percent of whom are metahumans. Per capita income 

is estimated c.t £58,000 per annum. The National M useum of 

Scotland and the National Portrai t Gallery stil! stand in [dinburgh. 

along with many other cultural institutions. A m.ajor center for 

medical and cyberware research. the University of Edinl>urgh 

boasts world -wide expertise :n collaboration with the Royal Infir­

mary Hospital in several research areas. Holyrood House. ,he 

official residence of George VIII. lies in Edinburgh. as does the 

official meeting-place of the Scottish Regonal Parliament. in 

Edinourgl' Cast le. 

PLAYER HANDOUT #3 

CLAN MURDERS 
BLAMED ON ANCIENT FEUD 

The slaying o f 14 members of the M.acDonald clan and thei ' 

se:vants ,H Casile laidon ln Glencoe, family seat of Clan ChieJta1r 

Sir lain MacDonald. th re.a.tens to reignite the Campbell-MacDonald 

cl2.n feud. The ')odies of two assailants killed at the scene ha\·e 

been identified by police thls morning as those of Ro~ and 

C>ondld Campbell of Argyll. Among the MacDonalcis slain wert> 

Alexander and Rory MacDonald, thirteen.year-old twin nephews 

of Sir lain. and Sir Iain 's daughter Morag. The assailants usec: 

automatic and heavy weapons in the savage at:ack. 

From hisoftkesin the TransysNeuronetcomplex in Edinburg h 

whee he holds a seat on the board of this prestigious international 

company; Sir lain publidy stated through a company spokesper -

son that the killings are "a private matter to the MacDonalds, arc: 
we will settle ir in our own cime." Though police have inreNiewec• 

several Campbells c.nd MacDona!cis concerning the killings. they 

have no immediate suspect s. Local authorities fear that the 

MacDonald clan ts planning a major reprisal at the site of the 

infamous mass murders o f 1692, and believe thdt the clan will 

eventually take its revenge. 
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Seattle News-Intelligencer Update-Net Monday October 9 2051 I 14:00 / 1. Local News/ Seattle 

TODAY'S HEADLINES: 

INTERNATIONAL 
PORTliGAL- lo Li~bon todn)·, Johnny Spinrad announced the 
planned ac.:quisition of the Principality of M onaco. Said Mr. Spinr,.d. 
"'Everybody's got to have a hobby.'· 

ENTERTAINMENT 
WHO'S l\F:WS: NEW SOHO • .\1anhauan, Lower We~ts1oe, 3:27 
,\ .~ - Discovered while leaving a noted luxury hotel through a 
,pestionablc ponal, noted entrepreneur. restaurnreur. hair stylis1 and 
bon vivant. Johnny Pomp-Adore. said yesterday to our repliner. "Bua. 
o:f. yoL1 airocious bit of phlem. You disgust rnc on a . .. oh. is 1his on'! 

Hi there. Didn't we meet at The Bog Knohi Club'.' You were gulping 

dny.;n a howl of Voodoo Chili and chatting W'.thanattractivc bit of skirt. 
l recommended a V itmoe and you passed out." I admonished him with 

a quid synopsis M his poreniial nocturnal acri~iiy. and hi! responded, 
"Bad h:ii, like yours hardly nee~ ac.:knowlcdgmern.'· Thu~ equipped 
\~ith t()day·s CEt,BlJRITY NEWS NUGGET. 1 responded:'Tha1's. 
news to me.'' Ho Hum. f or current profile. ~ee Se,tion 6R. 
--1~1fESTYl.BS OF TJf~; RICH A~D ORGANI<.:,'' 

SPORTS 
Fveryoody losr. 

BOARD CHANW IN POWElFUL U,I(. CORPORATION 
C. Sargent 

The Transys Group home offic.e in Edinburgh. Scotsprawl 
today announced sweeping changes In che Board of Directors of 

Transys Neuronet U.K. Together with six senior executives within 

his division. Finance Di rec.tor Donald Menzles has been dismissed 

from the board, as has the research staff's senior director, James 

McLaughlin. and several senior research scientists. The Transys 
group has promoted Director Sir lain MacDonald to Deputy 

President, confirming him as the heir apparent to ailing Presldent 
Sir lain Greig and giving him effective control of this cutting-edge 

research outfit. Announcing the changes. a spokesperson for the 

presidenrcalled them ~a necessary rationalization and harrnoniz.1-

rion of upper-echelon relations in the context of an optimal 

integration of disparate administrative functions." Thls vague 

statement suggests tha, Sir lain MacDonald will transform Transys 

Neuronet U.K. into a tighter, leaner organiz..ation. 

Meanwhile, speculation continues about a possible link be­

tween the deaths of fourteen members of the MacDonald clan at 

Castle Laidon. Glencoe, and rumored breakthroughs at Transys In 

artificial intelligence research. Speaking for Sir lain, a company 

s'.>Okespersoo stated that the depucy president had no comment 

on these matters. 

LONE ST"R ANNOUNCES USl OF LAVS 
T. Dowd 

NewsNet (Seattle)-Lone Star spokesperson Jules Nectich an• 

nounced today that Lone Star Security, the major security provider 

for the city of Seattle, had acquired and deployed at least th~ 
GMCBanshee V/LAVs. Configured for security duty, the Banshee 

Vis include such state-of-the-art riot control equipment as tear and 

stun gas dispensers and water and stun-slug cannons. The crew for 

each vehicle consists of six to eight riot officers. Mr. Nedich stated 

that Lone Star would not use the LA Vs as patrol craft, but would 

instead station rhem at various locations around Seattle for use in 
situations requiring rapid er.iergency response. When asked if the 
deployment of military-surplus, low-altitude vehicles signaled a 

shift in Lone Star polfcy toward more active patrolling, Nadidl 

repeated hls statement that the LAVs were not patrol craft. but 

made no further comment. 
Governor Schultz's office publicly expressed support for Lo~ 

Star's acquisition of the LA Vs, though one offic.lal stated that the 

security firm must back up its equipment purchase with increased 
training of its officers: "Otherwise. those LA Vs will j ust be fraggin' 

big stun batons." 

CIO'S SON MISSING 
f'I. Dc1.2.a 

NewsNet (Seattle)-Lone Star Security has reported no leads in 

the seard 1 for Robert Gray Bear. l 4 , son of David Gray Bear. 

president of Gaetronics Corporation and brother of Harold Gray 
Bear. Chief of the Salish-Shidhe Council. 

Though rumors earlier this week suggested that the boy's 

disappearance was gang-related, Lone Star offic.lals now indicate 

the boy may have been kidnapped. The elder Gray Bear maintains 
mar no one has threatened him or his family. and that he has 

received no demands for Robert's release. Pointing to lack of 

evidence. '..one Star sources discount the continuing rumors offoul 
play. 

Despite the Jack of progress in the case, Lone S,ar officials 

predict that the boy will be found and his kidnappers arrested by 

the end of the week. "We have officers working around the clock 
on this case: one offkial stated. " If anyone can find him (Robert), 
Lone Star will." 

David Gray Bear has offered a 20,000¥ reward for any 
Information leading to his son's whereabouts. Mr. Gray Bear could 

not be reached for further comment 

GO 1: Local News / 2: World News / 3: Sports News / 4: Weather Update / 5: Business Report ! 6: Lifestyle Feature 17: Entertainment 
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Seattle News-Intelligencer Update-Net Monday October 9 2051 / 14:00 / 1. Local News / Seattle 

TODAY'S HEADLINES: 

INTERNATIONAL 
PORTUGAL- In Lisbo:1 today, Johnny Spir.ra::I announced 1he 
planned acqL1i1ition of the PriJJcipality of Monaco. Said Mr. 
Spinrad, "Everybody"s got to have a hobby." 

ENTERTAINMENT 
WHO'S NEWS: l\"EW SOHO. Manha1tan. Lower Westside. J:'.'.7 
A.M. - Discovered while leaving a noted l.1xury hotel thrnu_gh a 
4uestionab\e ponal, noted entrepreneur. restaurateur. hair sryli;t and 
bon vivant, Johnny Pomp-Adore. said yesterday r~1 our reporter. "Buzz 

off, you atrocious bit of phlem. You disgu~l me ( lll a . .. oh. is rhis on'? 
Hi there. Didn't we meet lil The Bog Knobi Club? You were gulping 
downabowl ofVom1m1Chili ar.dchatting wit:! anauractive bit of skirt. 
1 recommended a V itmoe and you passed out." 1 admoni5hed him wilh 
a quick synopsi~ of his potcn1ial nocrurnal ac:ivit)", and he resp<mded. 

"Bad hair like yours hardly needs acknowledgment.'1 Thu~ equipped 
with today's CE1-EBRlTY NEWS NUGGET, I re.sponde<l.''That's 
new~ Ill me.'· Ho Hum. For current profile, see Sec110TI 6B. 
"LIFESTYI.ES OF THE RICH AND ORGAMC.'" 

SPORTS 
Everybody :ost. 

BRfflSH CORPORATION IN TURMOIL 
C. ~rgent 

The sudden resig nation ofTransys Neuronet U.K.'s Director, 

Sir lain MacDonald, on the grounds of ill healrh has severely 

shaken Britain's world-wide leader in specialized cyberware and 
medical research. Though thecorporation'sailingPresident Sir laln 

Greig retains nominal control, the day-to-day running of the 
troubled giant appears ro have fallen to Donald Menzies of the 

Financial Division. Menzies moved swiftly to confirm the promc­

tion of Senior Research Director James McLaughlin to Acting Board 

Chairman, and rumor points to Menzies <.S the force behind the 

elevation of John Ca.wdor from junior research director to full 

Director with a seat on the board. 

Financial analysts report that Transys may succumb to a 

takeover bid from Anglo-Swiss megagiant Zera-lmpChem, wrich 
has taken an activ e interest in Transys Neuronet's resec.rch division 

for some years. According to an official statement by thecompdTly 

spokesperson at Zeta-lmpChem's Interlaken HQ, Zeta-lmpChem 

"has always been interested In acquiring gcid-chip research:· 

President/CEO Harald Meler was unavailable for comment. 

London's top firm of Hnandal analysts, HKB, kept st rangely quiet 

about the situation. Some industry insiders suggest that HKB may 

be planning its own Tr,msys buyout. possibly acting as ager ts for 

a third party. 

LONE STAR ANNOUNCIS LISI OF LA\IS 
T. Dowd 

NewsNet (Seattle}--Lone Star spokesperson lules Nedich an­

nounced today that Lone StarSecuri ty, the major security prov ider 

for the dty of Seattle. had acquired and deployed <1t lea.st three 

GMC Banshee VI LA Vs. Configured for security duty. the Banshee 

Vis i.1dude such state-of-the-art riot cont rol equi:>ment as tear and 

stun gas dispensers and water and stun-slug cannons. Toe aevv for 
each vehicle consists of six ro eighr riot officers. Mr. Nectich stated 

that Lone Star would not use the LAVs as patrol craft, but would 
insrea.d station then ar various locat ions around Seattle for use in 

si tuat ions requiring rapid emergency response. When c\Sked if the 

dep:oyment of militaJ)'"SUrplus, low-alt itude vehicles signaled a 

shift in Lone Star policy toward more active patrolling. Nadich 

repeated his statement that the LAVs were not patrol craft. bur 

mace no furthe r comment. 

Governor Schult.z'soffic.e publicly expressed SLlpport for Lone 

Star's acquisition of the LA Vs. though one official stated that the 

security firm m ust back up its equipment purchase w ith increased 

tr dining of its officers: · otherwise. ,hose LA Vs will just be fraggin' 
big stun batons.·· 

CEO'S SON MISSING 
P. Daza 

NewsNet (Seattle}- Lone Star Security has repolted no leads in 
the search for Robert Gray Bear, 14, son of David Gray Bear, 

president of Gae~ronics Corporation and brother of Harold Gray 

Bedr. Chief of the Salish-Shidhe Council. 

Though rumors earlier this week suggested rhat the bois 
d isaopearance was gang-relatec, Lone Star officidls now indicate 

the boy may have been kidnapped. The elder Gray Bear main rains 

that no one has threatened him or hi.s family , and that he has 

re•::eived no demands for Robert's release. Po!nring to lack of 

evidence. J.oneStarsources discou11t the cont inuing rumors of foul 

play. 

Despire the lac.k of progress in the case, Lone Star officials 
p redi ct that the boy will be found and his kidnappers arrested by 
the end of the week. ·w e have officers worl<lng around the dock 

on this case.· one official stated. "lf a.nyonecan :ind him (Robert). 
l one Star wiil." 

David Gray Bear has offered a 20,000¥ reward for any 

information leading to his son· s whereabouts. Mr. Gray Bear could 

not be reached for further comment. 

GO 1: Local News / 2: World News / 3: Spons News/ 4: Weather Update f 5: Business Report/ 6: Lifestyle Feature ! 7: Entertainmen1 
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I MAPS I 
GAMEMASTER'S NOTE: Both player and gamemasrer versions of the Edinburgh srreer map appear in this section, dlong with the players 
map of Scoclanci. The gamemaster map of Scotland appears on p. 12. Take care not co reve.al the additional locations marked on the 
gamemastcr maps to the players before the adventure! 
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t ANARCHY IN THE U.K. I 

This appendix summarizes information about the U.K. In 

addition to that given In the Player Handouts section. The 
gamemaster may wish to use the Information provlde<l in this 
section. such as penalties for importing restricted items without a 

license. British ~lang. and the like. in order to add extra depth anel 
color to the game. 

CONTROLLED WEAPONS AND 
EQUIPMENT: IMPORT PENALTIES 

The penalties llsteel below' apply If Customs officials catch the 

runners with ,my of the specified items. Of course. import penalties 
also apply to exporting these Items. 

Item 
Penalty (Flne/Prtson Term) 
Small 'Bladed Weapon 
Large Bladed Weapon 
Blunt Weapon 
f>ro)ectlle Weapon 
l'istol 

Riffe 
Automatic Weapon 
Heavy Weapon 

Explosives 
Milltary-lssue Weapons 
Military-Issue Armor 
Ammunition 
Controlled Substance/Blotech 
Nonaddictive Sul>stance 
Unlicensed Magical Items 
Class A Cyl>eiware. Unlicensed 
Class S Cyberware, Unlicensed 
Class C Cyberware. Unlicensed 
Unlicensed Deck/Matrix Software 

HOO 
i400 
.£100 
H.000 
S:7.000 
S:10.000 
~/l8n'Oltr6 
B0,000/2 years 
3 years 
3 years 
£7,000 
S:5,000 
£10.0'.Xl/18 months 
£1,000 
S: I .~H0.000 
HS,000 
i20.000 
£60.000/ 2 years 
S: 5, OCJ0--. £40, 000 

·1n some cases, these penalties differ from tho5e on page 25 
of the London Sourc.ebook . Scottish law and penalties do differ 
slightly from the E.ngllsh versions, anel the punishmem for viola­
tions sometimes Iles l>etween those :1s~ed for Possession and 
Threat/Danger in t he We.pon Flnes .ind Punishment Table. p. 
25, London Sourcebook. Particularly for items such as heavy 

weapons. Importation carries a stiffer sentence than possession. 

BRITISH SLANG 

The terms listed below are those mosr likely to crop up during 
the adventure. Terms marked with .-.n asrerisk are stricrly street 

lingo. For a more complete listing of British street slang, see pp. 
136-37 of the London Sourcebook. Gamemasters should use 
these terms as needed: certainly, use matey and term to replace 
the American word chum mer. The main text of rhe adventure uses 
slang sparingly, butthegamemaster may add as much as he or she 
wants to get a more authentic atmosphere. 

• Ace. 11dng ad/. Rubbish. 
Agro n. Trouble. 
•Sagger. baggle n. Policeman. 
Blood n. Doctor. 
'Boi v. To kill. 
Box, the n. Trideo screen. 
•soxed adj. Dead. broken. useless. 
Demi-tech n. Cclnnlballzed technology. 
fluff n. Pollution, bad weather. 
•JRO v. (vulgar) Go away. 
Gopplng adj. Dirty, polluted. 
Jammie n. Vehicle. 
Matey n. Friend/acquatntance. 
MeUow n. Stupid. air-headed person (derogatory). 
Oppos n. Enemies. 
Pixie n. Elf (derogatory). 
•p1az.zy n. Useless. 

'hp n. Cigarettes. 
bk, rakkle n. Jerk, suburbanite, hick (derogatory). 
Rak off v . Go away (derogatory}: also bkklns adj. Useless. 
Roller n. Rich person. 
Rub v. To hc.ve sex: also Rubbtns (adj.) and R\Jb off/out (v.) 
·SMdal n, Druid (derogatory). 

Sep, septk. n. American. 
Sherbet n. AlcohoUc drinks. 
SJ)olfflmed v. Made to look foolish. 

Stumlng adj. Drunk. 
Swiss adj. Expensive. 
Term n. Friend. trusted person. 
Tcnnln.-.l ddj. Good, great. 
'Trancer n. Chip addict. 
Trld n. Trideo. 

SCOTS DIALECT 

The gamemaster may want to use a Scots dialect for Scots 
non-player characters, especially street characters, in their nego­
tiations wlrh rhe runners. Keep it to smt\1I doses. though. or it will 
become a parody. As with British slang, the main text generally 
con~nes thisdlalect to street types. The following are a handful of 
basic Scots terms. 
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Aa ad/. All ("I've forgotten aa my school learnin.''l 

Aboot adv. About. 

Aff.i . .iwfy adv. Awfully ("That wad be an affa hard thing rae dae. -) 

a.Jm n. Child. 
Big bagglts n. Large stomach ("Och, that troll has awfa blg 

bagglts.'' [English] "I say, that troll chapple has an Impressively 

large tummy.") 

C.lnny. c.ann.te v. Cannot. 
Du v. Do ("I d inna ken w hat tae dae wi it.") 

Dinn. ken v. Don' t know (see above example). 

Doon adj. Down. 

Fae prep. From ("He's fae a foreign land.") 

Fe.lit adj. Afraid {Tm nae fean a yel") 

feHA n. Man. 
Fontt adj. Forward. 

Gaun v. Going. 

Heed n. Head. 
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Ken v. Know: also kens v. knows. 

Ma.sel n. Myself. 

N.ie adv. No, not ("That's nae clever o ye.") 

0 prep. Of (see above example). 
Puctdens n. Guts. 

Sele adv. So. 
Sassen.ich n. English, Engllshman. 
Stane n. Stone. 

Tae prep. To ("I'm going tae pull his heed offl") 
Totle adj. Very small . 
Wad v. Would. 

Wee ad;. Small. 

Weel adi- Well ("He's a weel-dressed fella.'') 
Ween n. Child . 

WI prep. With. 

Yen. You. 

Yersel n. Yourself ("Ye could shoot yersel, ye da~ rakkiel") 

- ·- ·-
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