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PARADISE LOST 

Mary Fal ls tapped fur iously on the keyboard of her table­
top computer , at a speed few humans or metahumans could 
match . Screen after screen of in formation flew by , too fast for 
unaugmented eyes to read-but not too fast for hers. Nature 
had g iven  Ma ry what others  had on ly t h rough cyberware 
implants, inhumanly fast reflexes and a razor-sharp mind . Once 
ever y ge n e r a t i o n  or so i n  t h e  Fa l l s  fa m i l y , t r u e  ge n i u s  
ex p ressed i tse l f  i n  a l iv i n g  vesse l .  Once a ch i ld p rod i gy 
gawked at by the curious, Mary Fal l s  had bu i l t  herself a power­
fu l and wealthy mid-siz.e corporation at the relatively young 
age of 33.  

A fat load of good I t  h ad done her. She typed faster, bit i ng 
her l i p un ti l she tasted blood . The electronic river ro l l ing down 
the flatscreen cast a pale , g reen ish l ight on the sharp l i nes of 
her  cat l i ke face . S i l e n tly . Mary cu rsed h e rse l f  fo r t r ust i ng 
Molokai M icro tro n i cs .  A t  fi rst , she  had fo u nd i t  d i ffi c u l t  to 
bel ieve her l uck when that moron of an elven scientist brought 
her his breakth rough In the maki ng , him bleating about making 
both thei r  com panies a fortune .  She'd i nvested a fortune . a l l  
right , spend i ng erect l i ke water with the su re knowledge of a 
golde n payo ff. Th ree yea rs of work and mill ions of n uyen later ,  

-----------
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when her  prize new tech was al most  market- ready , some 
bunch of slags had stolen i t .  Molokai Micro . maybe--or some­
one they'd tipped off for a sha re of the profit.  Her profit.  

It could ha ve been a nybody. for a// I fragglng know. Mary 

swo re , pushing that thought away. Normally , she never threw 
good money after bad , but she had too much invested i n  th is  
p ro ject to let  i t  go.  Gri tti ng her  teeth , Mary ke pt typing .  
Somewhere in  the shadowiest corners o f  the Matrix , there had 
to be a team that could get her what she needed . 

Nah eka watched i n  sat i s facti on a.s h i s  h u m a n  captive 
sweated and re tched under the pressu re of the mind s ift.  The 
human convulsed as the last sh reds of h i s  resistance collapsed , 
and Naheka rumb led with p l easu re .  Soon he wou ld  have al l 
the i n formation he desi red .  The magn ificent feathered serpent 
st retched the long muscles i n  h is  neck, l u x uriati ng i n  h is tri ­
u m ph .  A l l  h is plann ing had paid off. He had the prototype and 
the defi n i ng software-the m i nd of th hu man scientist from 
Mol o kai Microt ronics wou ld reveal a l l  the knowledge of the 
devi ce that anyone had ever possessed . Master Ryu myo wou ld 
be p l ea sed with  h i m  fo r d u p i ng M a ry Fa l l s I n c . , M o l o ka i  
M icrotronics, and the powerfu l and ha ted M l tsuhama . 

The si ft stri pped the hu man · s  m i n d  of i n format ion an d 
inte ll igence , leavi ng it an em pty shel l .  Naheka let the energies 
of the si fting spel l  unravel , d igesti ng what he had learned as i f  
it were a h eavy mea l .  The serpe n t  co i l ed h i s  powerfu l ta il 
a round the un f ortu nate scientist and crushed h i m , as a human 
m igh t  step on a beetle. Naheka con tem plated the body. then 
fl ung it i n  the ai r, snatched it back i n  m id - fl ight with his power­
ful jaws , and casually swa llowed it down . 

Kinu wandered th rough the sp rawl of u rban Honolu lu i n
sea rch of something , anything , to make himself feel like living . 
Each rundown bu ilding in the dark alleys brought back a d iffer­
ent childhood memory-gang fights, brutal street politics, and 
the betrayal of friends in the struggle to surv ive. Kinu had grad­
uated from these dismal gutters w ith f lying co lors . A real sur­
vivor , he was-a gutter rat to the bottom of his shriveled sou l. 
ALO H A , the A rmy for the Libe ration of Hawai 'i ,  had recruited 
him for one cause. Later, Mitsuhama had secret ly recru ited h im 
for another. He had betrayed one master for a new one, but 
noth ing had changed . Money and power gave the game glitz 
and glamour, but underneath it a ll , it was sti ll the game of the
shadows. There was no escape, just prettier facades.

Mary Fa l ls sat back, her busy hands q uiet now, a sm i le 
slow ly spread ing across her face. Th is group of shadowrunners 
ought to be just about perfect . . . 
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PARADISE LOST 

Paradise Lost is a roleplaying adventure set in the world 

of Shadowrun. 

The year is 2055. Advances in technology are astonishing, 

with humans able to merge with computers and travel through 

that electronic netherworld of data known as the Matrix. Even 

more astonishing is the return of magic. Elves, dwarfs, drag­

ons, orks. and trolls have reassumed their true forms, while 

megacorporations (rather than superpowers) rule much of the 

world. Moving through it all like whispers in the night are the 

shadowrunners. No one admits their existence, but no one else 

can do their secret work. 

This adventure begins in the shadows and back alleys of 

Seattle's urban sprawl, then moves to the islands of the 

Independent Kingdom of Hawai'i, whose fantastic natural 

beauty conceals the same shadows found in the rest of the 

world. Within its borders. megacorporations. political groups, 

and paranormal beings vie for power at the expense of the 

ordinary citizen. Not even the kingdom's relative isolation in 

the Pacific Ocean can keep it free of sinister global influences. 
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GAMEMASTERING NOTES 

Paradise Lost pits the runners against powerful and clever 

opposition. To have any chance of success. the runners must 

focus on their goals to the exclusion of all else, no matter how 

sorely tempted they may be to follow interesting sidelines. In 

this adventure. getting sidetracked can get a runner killed. If 

necessary, the gamemaster can adjust game statistics to suit 

his players, but skill and experience will still make the differ­

ence between life and death. 

Paradise Lost takes the runners to a foreign environment, 

in the process depriving them of some of their usual equip­

ment and contacts. Their employer's generosity compensates 

for this handicap. up to a point. The runners will be granted 

privileges far and above anything most of them have ever 

experienced, but at the price of sacrificing considerable free­

dom. As extremely well-paid hirelings, the team must follow 

orders and walk a narrow path, while still using the ingenuity 

and resourcefulness characteristic of novahot runners. 

Like other Shadowrun adventures, Paradise Lost uses a 

decision-tree format that allows the players' team to arrive at 

the same encounter via different routes, depending on the 

choices they make and the success or failure of their actions. 

Because Paradise Lost requires less investigation than many 

Shadowrun adventures, the plot offers fewer possible direc­

tions. The Plot Synopsis at the end of this section describes 

the most likely sequence of events, though the gamemaster 

should be prepared for any choices the player characters may 

make. 

Except for sections designated as Player Handouts and 

the Kingdom of Hawal'I background section. the contents of 

Paradise Lost are for the gamemaster's eyes only. Before play­

ing this adventure, both players and gamemaster need to be 

familiar with the basic Shadowrun, Second Edition (SRII) 

rules. The gamemaster must also have a thorough familiarity 

with the material in this book, in particular a clear understand­

ing of the connections between the different encounters. 

Paradise Lost is designed for a team of five to eight shad­

owrunners, including at least one skilled decker and preferably 

a topnotch rigger. It will be to the team's advantage to include 

a mage or shaman with a solid command of several illusion 

and manipulation spells, and a few talented street samurai. If 

necessary, the gamemaster may round out the shadowrunning 

team with additional non-player character recruits hired by 
Mary Falls, Inc. The runners· employer will provide virtually any 

piece of gear they might need, though their skills and abilities 

are far more important than how much hardware they can 



INTRODUCTION 

pack. Paradise Lost is a tough adventure in which the players' 

actions have Important international ramifications. 

SHADOWRUN RULES 

Paradise Lost uses the Shadowrun, Second Edition (SRII) 

rules. All game information. specifically statistics. appears in 

the SRII format. Gamemasters still using the first-edition rules 

will need to convert the non-player characters (NPCs) present­

ed in this book to their first-edition equivalents. The gamemas­

ter must also adjust weapons to reflect different Damage 

Codes. watch for differences in some spells. and calculate vari­

ous Dice Pools for use with first-edition rules. This adventure 

also assigns some mage NPCs spells found only in the second 

edition of the Grlmolre. Gamemasters who do not own the 

second-edition Grlmolre should substitute appropriate spells 

from SRII or the original Grlmolre. 

MAKING SUCCESS USTS 

During the course of Paradise Lost, the players will make 

a number of Success Tests using a skill and a given target num­

ber. These Success Tests are indicated by the name of the 

appropriate skill and the target number. For example. a Stealth 

(6) Test refers to a Stealth Success Test with a Target Number 

of 6.

Paradise Lost sometimes suggests a Skill Test to replace 

or augment specific roleplaying encounters. Gamemasters may 

ignore these dice rolls if not needed. making that judgment 

based on the player characters and the circumstances. When 

used. these opposed tests (p. 68. SRII) usually require the 

player character involved to test his or her skill against a non­

player character using the same or an opposing skill. with only 

one of them able to actually succeed in the effort. Usually, the 

character generating the greater number of successes achieves 

his goal. Opposed tests are indicated by the name of the 

appropriate skill and the rating of the opponent's skill to be 

used as a target number. Negotiation is a typical situation in 

which this type of test may be used. In a Negotiation 

(Willpower) Test. for example, the initiating character rolls a 

number of dice equal to his Negotiation Skill against a target 

number equal to his opponent's Willpower Rating. The oppo­

nent makes the same test using a number of dice equal to his 

Negotiation Skill against a target number equal to the initiating 

character·s Willpower Rating. The character that generates the 

most successes wins the opposed test and adjusts the out­

come in his or her favor. The difference in successes generated. 

or the net successes. determines the final result of the action. 

SUCCESS TABLES 

At times. the gamemaster will use success tables to deter­

mine how much information the players receive from inquiries 

and investigations. Each success table lists different information 

obtained for different numbers of die roll successes. Rolling a 

higher number of successes always reveals the information for 

the lower numbers of successes as well. For example, a charac­

ter rolling three successes would learn the information for three 

successes. but also the information for one and two successes. 

HOW TO USE THIS BOOK 

Along with the Shadowrun rules and the Grlmolre, 

Second Edition (Grlmolre II). Paradise Lost contains all the 

information needed to run this adventure. Information neces­

sary for this adventure appears in the Rigger Black Book and 

the Neo-Anarchlst's Gulde to Real Life (NA Real Life), and 

has been reprinted from those sources in this book. The 

gamemaster may find additional information from these 

sourcebooks useful, in particular the Neo-Anarchlst's Gulde to 

Real Life. Before the start of play, the gamemaster should read 

through the adventure carefully, paying particular attention to 

the sequence and timing of events. Some important plot 

developments will not become apparent to the players until 

well into the adventure, but the gamemaster will have to lay 

the groundwork early on. He can do that best by being familiar 

with the entire storyline. In addition, the relationships between 

several non-player characters in Paradise Lost color the Inter­

woven events of the plot, and the gamemaster must under­

stand these relationships and events in order to respond to the 

runners' activities in a believable and timely fashion. The 

gamemaster should also carefully examine all maps, plans. dia­

grams. and player handouts. 

The written adventure tries to cover all the most likely. 

and even some of the more improbable ideas that the players 

might come up with during the adventure. It is impossible. 

however, to predict every possible action the players might 

take, and so the gamemaster must be prepared to improvise if 

necessary. Again. being familiar with all the major non-player 

characters and their motivations will help. The Plot Synopsis 

later in this section summarizes in detail both the story back­

ground and the most probable course of the adventure. Within 

this synopsis, the first mention of names of characters impor­

tant to the adventure appears in boldface type. 

The adventure consists of a series of encounters that 

advances the player characters toward their goal. E.ach 

encounter is divided into four brief sections titled Tell It to 

Them Straight, Hooks, Behind the Scenes, and Debugging. 

Tell It to Them Straight Is read aloud to the players. It 

describes where the player characters are and what is happen­

ing to them as though they were actually there. Depending on 

the point in the adventure at which the encounter occurs, and 

also upon the player characters' previous choices. the 

gamemaster may need to adapt the text to better fit the situa­

tion. Special instructions to the gamemaster will appear in 

boldface type. 

The next section, Hooks, provides the gamemaster with 

hints and tips on imagery to use in the scene, emotions to con­

vey. sounds. sensations, textures. and the like. Information in 

this section varies from encounter to encounter. ranging from 

general themes to specific emotions. 

Behind the Scenes tells the gamemaster what is really 

happening in each encounter as well as indicating the possible 

direction of events. Information the players can discover. any 

relevant NPC information, and the consequences of player 

actions also appear here. If a map is needed to play the 
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INTRODUCTION 

encounter, it is included in this section. Non-player character 

stats needed to roleplay the section are usually included here 

as well, though in some cases, the gamemaster may be direct­

ed to existing archetype or contact statistics in Shadowrun, 

Second E.dltlon. This section may also include hints or sugges­

tions for handling the encounter. 

Debugging provides suggestions on how to get the 

adventure back on track if things go too far wrong. Because the 

players have several opportunities to miss vital clues in this 

adventure, the gamemaster may find these suggestions partic­

ularly useful. They are, however, only suggestions. If the 

gamemaster can think of a better method to redirect the game, 

he should feel free to use it. The gamemaster can, of course, 

ignore these suggestions and let the chips fall where they may. 

Several special sections at the end of the book gather 

together essential information needed throughout the course 

of the adventure. The Legwork section contains information 

the player characters can obtain through their contacts or 

through the public data nets. Because this adventure assumes 

that the runners are foreigners to Hawai'i and have no contacts 

on the island, they must use considerable ingenuity to get 

information from their usual contacts back in Seattle. Cast of 

Shadows gives vital statistics and bacl<ground information on 

important NPCs that appear in the adventure. Minor non-play­

er character statistics appear in the appropriate encounter with­

in the adventure. ricking Up the rleces lists the Karma awards 

the player characters receive for completing the adventure. as 

well as discussing major and minor changes in their lives that 

will occur as a result of their involvement in the adventure. 

Player Handouts consists of different NewsNet items, depend­

ing on the outcome of the adventure. 

The Gamemaster lnfonnatlon section contains a variety of 

information the gamemaster will need or find useful during the 

adventure. Security includes material on weapon detectors 

condensed and reprinted from the Neo-Anarchlst's Gulde to 

Real Life, specifically those descriptions and additional rules 

that will assist the gamemaster in running the security systems 

with which the player characters must cope. Matrix System 

Maps contains detailed maps of the main ALOHA and 2M 

computer systems, which the runners may deck into at any 

time during the adventure via the Matrix. Maps of computer 

systems not connected to the Matrix are included in the appro­

priate encounters. Finally, Undercover Identities provides the 

runners with false identities that they will use in their under­

cover work during this adventure. 

The Kingdom of Hawal'I background section contains 

information of use to both players and gamemaster in running 

not only this adventure but possible further adventures in the 

Independent Kingdom of Hawai'i. 

rRErARING THE ADVENTURE 

It is impossible to create a published adventure that provides 

the appropriate opposition level for every group of player charac­

ters. Some groups are inherently more powerful than others. 

The gamemaster must adjust the game statistics and capa­

bilities of the opposition to provide an appropriate level of dif­

ficulty for the group. If the adventure does not suit the player 
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characters· strengths and weaknesses, the gamemaster may 

use It as an outline to develop an adventure of his or her own. 

Or, If It works well except for a quirk here and there, the 

gamemaster can modify any part of the plot and story events 

to tailor the adventure to the players. Because Paradise Lost 

involves extremely high stakes and a corresponding level of 

danger. the gamemaster should be careful not to reduce the 

power of the opposition so much that it strains the credibility 

of the story. 

The adventure suggests Threat and Professional Ratings for 

each of the NPCs. Per SRII rules, use Threat Rating dice in place 

of Dice Pools for NPCs (p.187, SRII). Gamemasters may adjust 

the actual Threat Ratings to better reflect the level of opposi­

tion presented by the player characters, but be careful not to 

reduce those ratings too much. 

Such manipulation will be crucial to running some of the 

firefights in this adventure at a manageable level. The fights in 

Paradise Lost work best if choreographed like an action 

movie. Though lead and magic flies everywhere. only a few of 

the bad guys actually get a clean shot at the heroes at any one 

time. That limitation, and applying the SRII Professional Rating 

rules. should help keep large fights under control. 

For gamemasters using the first-edition Shadowrun rules. 

the Professional Rating system works as follows. NPCs with a 

Professional Rating of I will withdraw from a fight after taking a 

Light wound. Those rated at 2 will withdraw after taking a 

Moderate wound. those rated at 3 withdraw after a Serious 

wound. and those rated at 4 will fight until unconscious or dead. 

PLOT SYNOPSIS 

In the late fall of 2051, during a routine run in the Seattle 

matrix, a mediocre elven decker named Hackpool ran across a 

golden, globe-shaped icon. Intrigued by the icon's apparent 

lack of protection. Hackpool reached for the construct, and 

much to his surprise triggered black IC that appeared as a gap­

ing maw filled with bloodied teeth. Unknown to the luckless 

elf, the golden Icon belonged to a megacorporation that was 

field-testing its new defenses. As far as the megacorp's deck­

ers could tell, the experiment worked perfectly: the black IC 

devoured Hackpool's persona, leaving no trace of him. 

Meanwhile, Hackpool's panicked consciousness slammed 

back into his meat body. Against all odds. the elf found himself 

alive and kicking. having suffered no more from the IC attack 

then a nasty scare. The puzzled elf pondered this apparent mir­

acle, wondering what on earth could have saved his miserable 

skin. His deck was anything but state-of-the-art. and he lacked 

elegant defense utilities. He had. however. rigged an ancient 

REX signal modifier to clear up his deck's fuzzy audio-visual 

signal. Upon examining his REX. Hackpool discovered Its cir­

cuits slagged. Apparently, the REX had somehow short-circuit­

ed the lethal biofeedback loop normally created by black IC 

and had saved his body and brain cells from the ravages of the 

IC's assault on his mind. Dimly. Hackpool realized he had 

stumbled onto something amazing (and potentially lucrative). 

Hackpool knew that most electronics companies neither 

made nor sold the little-used REX components anymore. He'd 

bought his own at an old pawnshop. He searched frantically for 

the manufacturer, but discovered the company had gone bank­

rupt 20 years ago. Determined to make his chance discovery 

pay off. Hackpool contacted several Mr. Johnsons of his 

acquaintance, and one of them led him to Mary Falls, Inc. 

(MFI). This mldlevel corporation specialized In food products, 

but was eager to diversify its business. Intrigued by the poten­

tial of Hackpool's find. MFI hired the elf to head a research 

team dedicated to development of the technology they named 

the AFD (Antl-Flatllnlng Device). 

Using its considerable corporate resources, the MFI team 

easily recreated the REX circuitry. The death of a decker during 

lab testing, however. graphically proved that a fully functional 

REX provided no protection against black IC. From the botched 

test run, the MFI researchers concluded that Hackpool's mira­

cle had not been caused by REX circuitry, but by the way In 

which the worn-out components of Hackpool's REX had Inter­

acted with the IC. To duplicate his discovery, they had to find 

out which components had failed and how, and then duplicate 

those malfunctions in a manufacturable unit. 

The MFI research team spent more than a year trying to 

solve this knotty problem, until Hackpool succumbed to black 

IC while testing a preliminary model In the Matrix. MFl's presi­

dent and principal shareholder, Mary Falls, concluded that MFI 

lacked the necessary facilities to properly research and develop 

the project and decided to search for a joint-venture partner. 

PARADISE LOST 9 
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Bypassing the megacorps for fear of a hostile takeover, Mary 

discovered the ideal partner in the Hawai'i-based company, 

Molokal Mlcrotronlcs (2M). In addition to its state-of-the-art 

research facilities, 2M's Isolated location provided relative 

seclusion from prying megacorps. 

Within six months, 2M had developed a working AFD 

prototype. Molokai's top management, however, doubted 

MFl's ability to market and distribute the product, and quietly 

sold the AFD prototype to Mltsuhama Computer 

Technologles for a hefty fee. 

According to a prearranged plan, an MCT undercover 

assault team descended on a meeting of representatives from 

MFI and 2M at Molokai's offices In Honolulu, slaughtering 

everyone present. At the same time. MCT raided 2M's lab, 

located on a small island off the coast of Molokai. The raiders 

stole all the AFD prototypes, downloaded the necessary data 

files, then destroyed every remaining scrap of information on 

the project and killed all staff members working on the AFD 

except for a single scientist. Molokai's top corpboys, of course. 

had already received compensation from MCT for "assets 

expended" In the raid. 

The leader of the MCT assault team that struck the lab is 

Robbie "Klnu" Kurosawa, an undercover agent for both MCT 

and ALOHA (Army for the Liberation Of Hawal'I). ALOHA. a 

radical group of descendants of the original Polynesian 

Hawai'ians, wish to free Hawai'i from corporate and political 

foreign influence and to unite all the islands of Polynesia. 

Though Robbie works for both ALOHA and MCT, lately he has 

begun to believe in ALOHA's cause. Like MCT, ALOHA has a 

vested interest in acquiring the AFD; through Robbie, ALOHA 

saw a chance to take what it wanted. 

ALOHA's mysterious and powerful leader, the feathered 

serpent Naheka, acted on a tip from Robbie and turned the 

tables on MCT. As the MCT assault team departed from the 

ruined lab in its water transport. Naheka surfaced from the 

ocean depths and attacked, drowning all members of the MCT 

team except for Robbie and two other undercover ALOHA 

agents. Robbie's fellow agents gathered up the AFD proto­

types, data chips, and the surviving scientist and departed for 

ALOHA's secret headquarters In Waimea Canyon on the island 

of Kauai, while Robbie stayed behind to fabricate a story for 

MCT. Claiming that the kraken known to lair In the area had 

attacked the assault team, Robbie told MCT that the AFD pro­

totype and data fell into the ocean. MCT sent search boats out 

to find their lost prize. As the player characters enter the story, 

the search parties have turned up nothing and MCT is conduct­

Ing an intensive Investigation. Though the corp does not yet 

suspect Robbie's Involvement, they are keeping a careful eye 

on him and on every other member of the search parties. 

Molokai, meanwhile, has assured MFI that because the raids 

took place on their property, they will find and deal with the 

perpetrators. Though MFI publicly accepts this arrangement, 

Mary Falls privately trusts nobody. Because her presence in 

Hawai'i consists of only a single agent, she hires shadowrunners 

to make a long. long run to Hawal'I and find out what really hap­

pened at the Molokai lab. The rewards, should the runners suc­

ceed at their task, will more than compensate for the risks. 

IO PARADISE LOST 

Because MFI has invested so much In the AFD project, Mary 

Falls plays Mr. Johnson. She invites the runners to dinner at a 

luxurious restaurant, where she tells them a little about the AFD 

project and the joint venture between MFI and 2M. She offers 

the runners a hefty fee to discover who conducted the raids and 

why, and to retrieve the AFD prototype and data files. 

The runners land at Honolulu airport, where they see a 

newscast that mentions a recent terrorist attack carried out by 

ALOHA. They check into a deluxe suite at the Honolulu Hilton 

and meet their bellboy, Daniel Kapaa, who also happens to be 

Mfl's sole operative in Hawai'i. Following Kapaa's instructions, 

the characters play tourists, spending their first day surfing, 

suntanning. and sightseeing. That night, they meet an infor­

mant at the Kona Kalaa Luau who gives them the keys and 

access codes they need to break into 2M's corporate offices in 

Honolulu. 

The runners break in and surprise an ALOHA squad that 

has returned to 2M's offices to make sure the corp has no 

more data on the AFD. The runners capture an ALOHA mem­

ber who worked as an account executive for 2M; he reveals 

ALOHA's involvement in the disappearance of the AFD, and 

directs the runners to ALOHA's headquarters in Waimea 

Canyon. The runners must travel to Waimea, break into 

ALOHA's headquarters, and retrieve the AFD files from the 

main research computer. They must also take the prototypes 

and backups of the files from Naheka·s private study, all with­

out attracting unwelcome attention from a band of terrorists 

and an extremely powerful dragon who regards mere 

(meta)human life as cheap ... 

RUNNING THE ADVENTURE 

During the course of this adventure, the player characters 

get quite a few glimpses of the good life. As players in a high­

er-stakes game than usual, they receive better treatment from 

their employer but must do more to earn it. Make sure the 

players understand the consequences of failure by immersing 

them in pleasant descriptions of warm sun and surf, the beauti­

ful people, and breathtaking scenery, contrasted sharply with 

the brutal actions taken by 2M, Mitsuhama, and ALOHA. Use 

the character of Naheka as a motif for the adventure. Beneath 

the feathered serpent's beauty lies a cold, uncaring heart that 

sees others merely as resources to be used and expended. 

Pay particular attention to pacing. The runners have 

approximately seven days to complete this adventure once 

they arrive in Hawai'i. If they do not complete the run within 

those seven days, Naheka makes the deal with Fuchi described 

in Picking Up the Pieces, p. 50. 



TELL IT TO THEM STRAIGHT 

For characters who have a telecom, read the following 
aloud or give the player a copy of Player Handout 2, p. 63. 

You jander home after a day spent loitering in your 

favorite seedy hangout, swilling cheap beer because it's the 

only thing you can afford and looking for an opportunity that 

never knocked. As you pass your telecom. you notice that 

some slag has left a message in your e-mail. You're tempted to 

ignore it, but the small corner of your psyche that refuses to 

give up hope decides to take a peek. Much to your surprise, 

you read the following: 

»>»[GREETINGS! Your reputation precedes you. Street

buzz says you're the best. I can offer you a chance to prove it

tor top pay. Interested? Meet me at La Maison D'lndochine

tomorrow at 20:00.
R.S.V.P. by 12:00 tomorrow, LTG 1206(43-9683) mail­

box 001]<<<<< 

For characters without a telecom, read the following aloud: 

You gulp down the last of your final after-lunch beer and 

jander toward the exit of your favorite seedy hangout. Time for 

you to hit some other dive and see if any biz is cooking there. 

You could use some biz; your cred reserves have sunk so low 

that pretty soon you'll be guzzling soybeer. 

As you step out the front door. a large hand drops onto 

your shoulder. You spin around fast, ready to fight, but think 

better of it at the !>ight of a large troll dressed immaculately in 

a pinstripe suit. The troll greets you politely in a deep, gravelly 

voice. "Good afternoon. [character's street handle]. This is for 

you.·· He hands you a plain, white envelope. bows as elegantly 

as a troll possibly can, and disappears into the sidewalk crowd. 

HOOKS 

Pique the players· Interests in this encounter. Make them 

feel flattered as well as intrigued. Whether they receive the e­

mail message or meet the polite troll, emphasize that some­

one they don·t know both knows them and has found them, 

but seems to intend them no harm. Use what you know of 

each character's history to make it plausible that their past 

records have impressed a Johnson who wants to hire them. 

BEHIND THE SCENES 

If the characters meet the troll, he bids them good-bye 

and leaves immediately after handing over the invitation. If the 

characters follow him and ask who sent him, he replies, 'Tm 

sorry. but I don't know. I'm only a messenger." The troll, 

named Egmond, works as a bouncer at a popular local night 

spot and occasionally performs discreet deliveries for well-pay­

ing customers. An MFI corporate guard hired him to make this 

delivery. but Egmond does not know the man's identity. For 

Egmond's statistics, use the Troll Bouncer contact on p. 213 of 

SRII. raising Charisma to 3, Etiquette (Street) to 4, and adding 

the Etiquette (Corporate) 4 skill. Egmond carries a Beretta Model 

IO IT in a jacket holster and wears stylish armor clothing. 

The white envelope contains a hard-copy print of the 

same message that characters with a telecom have received 

via e-mail. (Give the players Player Handout 2. p. 63.) Runners 

without a telecom must find access to one in order to post 

their response to the invitation. 

If the characters trace the LTG mailbox, they discover that 

it is part of a public, pay-per-use, e-mail service and that 

clients call in to retrieve messages. This particular mailbox 

belongs to John Doe XVII. 

After responding to the invitation, each character wlll 

receive the following message, either via e-mall or In 

another envelope from Egmond. Read the following aloud 

or give the players Player Handout 3, p. 63. 

>>>>>[Please dress in suitable attire, and ask for the 

table reserved for Smithson. I will expect you promptly at 
20:00.]<<<<< 

The players have most of the day to prepare for the meet­

ing. If the characters want to check out the restaurant, go to 

Legwork, p. 51. Appropriate clothing costs 200¥ per point of 

Body for each character. In order to carry off a sophisticated 

look. each character must achieve 2 or more successes on an 

Etiquette (Corporate) (6) Test. If the test is unsuccessful. that 
character's ensemble somehow fails to look quite right. 

DEBUGGING 

If the players decline or fail to respond to the offer by the 

scheduled meeting time. Mary Falls will find another team. 

Several weeks later. the runners will hear tales of that team·s 

wild success. 
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TELL IT TO THEM STRAIGHT 

You approach La Maison d ' l ndoch i ne , wonder i ng what 

kind of Johnson would set up a meet  in a p lace l i ke th is .  Bright 

l ights sh i ne under the pretty pink awnings. and even from out· 

s ide the p lace r eks of wea l th and sophistication. Th is  place is 

some step up from the usual scruffy bar or Stuffer Shack-you 

could blow a couple of months ' earn ings in a si ng le  evening. 

You walk  in ,  and immediately envy your  johnson ·s fat cred· 

stick . Though small . the interior exudes legance. Golden chan­

deliers h.�ng from the high cei l ing :  l ive palm trees and bamboo 

plants stand in  pots made of lapis lazu l i .  ev nly spaced along 

th wal ls .  A holographic stag off to the right shows breathtak­

ing scenery from Southeast Asia. A string quartet of  elves plays 

someth i ng spark l ing and baroq ue, as far removed from your 

usual slash-metal as  diamonds are from muck . 

Ta l l .  slender. and drop-dead gorgeous. the maitre d '  stops 

t y p i ng on t h e  com p u t e r  key board at h e r  s t a n d  as yo u 

approach . She fl i ps long. g los y. black curls over her shou ld  r 

and asks pol i t  ly . .. How may I hel p you .  gentl men ? "  

When the characters reach Mr. lohnson 's  table, read the 

following: 

A woman i n  her m id-30s. d ressed head to foot i n  bl ue• 

and-gray corporate chic ,  looks up as you arrive at the tabl 

H r brown hai r I s  sleeked back into a s vere chignon . and sh 

bl inks  at  you from beh i nd a pai r  of round , black-rimmed spec­

tacles. If she lost the glasses. let her hair down and dressed for 

a night on the town . sh might look q ui te attractive. 

The lady int roduces herse l f  a .. Mr. johnson" and says l i tt le 

t h roughout  the su m ptuous  meal . As you push back you r 

plc1.tes. your  appeti tes final ly sated . he says. " Let ' s get down 

to busin ss. The party I repres nt hc1s sough t you out becc1us 

of your  unmatched ski l ls and record of successes. I have a job 

for you . if you ' re i n ter sted . I t  requ i r  s a lot of t ravel and pays 

ext rem ly well-ln fact .  more than you've ev r received for a 

si ngle assignment .  And it is very,  very important to my cl ient.  

Would you l ike to hear more ? '' 

The Johnson eye ach of you in turn . " Betore I continue. I

must warn you that th  i n formation you are abou t to hear i s  

s t r i c t ly  con fident ia l .  I f  you hear me ou t  and then tu rn  me 

down . I wi l l  take al l  necessary precautions to ensure that this 

i n formation does not fall i n to the wrong hands. I th ink  you 

know what I mean , so we' l l  say no mor about it. 

" For  the past few years,  my c l ient 's  company has been 

work i ng on a product known as the AFD. o develop i t ,  the 

c o m pa n y  e n te red i n to a j o i n t  v e n t u re w i t h  Mo l o k a i  

Microtronlcs .  also cal led 2M . In  the Independent K ingdom of 
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Hawai ' i .  Molokai researched the project i n  the i r  labs. Two 

weeks ago , representatives of both companies met at 2M's 

corporate offices in  Honolu lu  to d i scuss progress. An efficienr 

assault  team showed up and assassinated everyone pre ent­

and at the same time. someone raided the AFD research lab. 

So 2M cla ims,  at least. According to the i r  story, the ra iders 

either sto le or destroyed al l  the AFD prototypes and data files. 

and m u rdered a l l  personnel  work i ng on the AFD .  Molokai 

Microtronics told my clien t that because the raids occu rted on 

i ts property. it would tak fu l l  responsibi l ity for the investiga­

tion . My c l i  nt agreed to th is .  but  wants ome assurance that 

ZM is deal ing straight .  

" Your s t reet reputat ions and track records have led my 

c l ient  to bel ieve that you are the right people for the job. On 

my cl ient 's  behalf .  I want  you to go to Hawai ' i  and investigate 

the raid  on 2M and . if possible, retrieve the AFD prototypes 

and data flies .  U nfor tunat  l y .  my c l i en t  does not know the 

location of 2M 's laboratory .  Com pany op rat ives . how ver,

shou ld  be able to get you i n to Z M ' s  corporate o ffices. The

company wi l l  a lso provide you with cover ident i ties. and I will

personal ly  see that you are adeq uately equipp d for the mis­

sion . I f  you take the job. I can give you I 0.000¥ each up front

and another 50,000¥ apiece upon completion . ·

HOOKS 

Give the players a brief glimpse of what i t  feels l ike to take 

La Maison·s luxury for granted. Con iderable tension, however. 

underl ies the elegant facade . [veryone behaves accord ing to 

unwri tten . strict rules of conduct. The restaurant pat rons engage

in short. ters conversations. and no one real ly smiles. Make the

runners fee l  as if inappropriate b havior might br ing conse­

quences far more dangerous than mere social disapproval .

BEHIND THE SCENES 

La M a i so n  d ' l n d oc h i n e se rves  d e l u x e  F re n c h  and  

Vi tnamese Food in  a private. elegant setting. Th exorbi tant 

pric s reflect the qual ity of the food . the beauty of the su r­

round i ngs . and the restaurant ' s  reputat ion among corporate 

top dogs as a secure place to do business over a del icious. 

re laxing meal . The cement wal l s  ar extremely th ick. and chan­

del i  rs hang from various spots in the 1 4- foot-high cei l i ng. I n  

addition to the d in ing room on the main level . the restaurant 

includes two private rooms on the lower level . The proprietor, 

jeremy Ngok,  a l so maintai ns  a s leeping area downstairs for 

thos nights when he works late (and for d iscreetly entertain ­

i ng company ) .  
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LA MAISON D' INDOCHINE (BASEMENT) 

LA MAISON D'INDOCHINE. MAP KEY 

The following text and map key apply to the map of La 
Malson d'lndochlne. 

Front Stairs (D 
The polished-oak front doors open onto a short marble 

staircase that leads up into the restaurant's main dining area. 
The staircase functions as a magnetic-anomaly detector, with a 
Rating 9 and Concealabillty of 10. If the players set off an 
alarm, security guards step out of hidden wall panels and 
demand the characters' weapons. If the players refuse to com­
ply, the guards immediately open fire with stun weapons and 
then call Lone Star. Six cops arrive within five minutes of 
receiving the call. 

Lone Star Cops (6) 
B Q. S 
4 4 4

C 
2 

I 
3 

Initiative: 3 + 1 D6 
Threat/Professional Rating: 3/3 

w 

3 
E 
6 

R 
3 

Armor 
5/3 

Skills: Armed Combat 3, Etiquette {Corporate) 4, Etiquette 
(Street) 3, Firearms 3, Unarmed Combat 3 
Special Skill: Police Procedures 4 
Gear: Ares Predator [Heavy Pistol, 15 {dip), SA, 9M, w/2 spare 
dips], Armor Jacket (5/3), Sap [6M Stun] 
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CONDITION MONITOR 

CONDITION MONITOR 

IJG"T � ..... 
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CONDITION MONITOR 
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Security Monitoring Rooms ® 

CONDITION MONITOR 

UGtfl� $811('.)Uj 

UGH! """"" 
WO<K)"""' 

CONDITION MONITOR 

IJG"T""""" ..... 
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CONDITION MONITOR 
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La Maison's security force keeps constant watch over the 
restaurant from the monitors in these two rooms. Ngok posts 
six guards in each room during the restaurant's operating 
hours, with two guards assigned only to the monitors. At the 
first sign of trouble. the remaining ten guards dash into the 
restaurant. Specially designed wall panels that look like part of 
the restaurant's decor allow the guards to enter and leave the 
security rooms . 

Security Guards ( 12) 
B Q. S C 
4 4 (5) 4 (5) 3 

Initiative: 3 + 1 D6 

I 
3 

Threat/Professional Rating: 3/3 

w 

3 
E 

4.5 
R 
3 

Armor 
5/3 

Skllls: Armed Combat 3, Electronics {Maglocks) 2, Etiquette 
(Corp) 4, Firearms 5, Unarmed Combat 3 
Cyberware: Muscle Replacement (I), Smartlink 
Gear: Ares Predator [Heavy Pistol, 15 {clip) gel rounds, SA, 7M 
Stun, w/2 extra clips, Internal smartlink]. Armor Jacket (5/3), 
Stun Baton [6S Stun] 

The guards try to take down troublemakers quickly, with 
as little fuss as possible. Though they try to prevent escape, 
they rarely pursue offenders very far outside the restaurant. 
Culprits they successfully stun are turned over to Lone Star 
when the cops arrive. If necessary, use the condition monitors 
given in the back of this book. 

Maltre d' Post ([) 
The maitre d" stands behind this small podium. If the play­

er characters are appropriately dressed and remember to ask 
for Smithson, (see R.S.V.P., p. 11 ), have the first runner to 
address the maitre d' make an Etiquette (Corporate) (6) Test. If 
the test is successful, the maltre d' checks the reservation on 
her Fuchl PlOO tabletop computer, smiles and says pleasantly, 
"Right this way, please." 

If the test ls unsuccessful and/or some of the runners lack 
appropriate clothing, the maitre d' takes a few moments to 
check the reservations on her computer. After confirming the 
existence of the Smithson reservation, she glances pointedly at 

PARADISE LOST 13 



LA MAISON D'INDOCHINE 

her computer's credstick slot and waits expectantly. The maitre 
d' refuses to budge until a runner puts at least 50 nuyen into 
her account. Should the runners try to force their way past the 
maltre.d', she presses the PANICBUTTON™ on the side of her 
podium. The security guards rush out and immediately open 
fire, and the guard manning the monitors calls Lone Star. A 
six-trooper patrol arrives within five minutes. 

Maltre d' 
B Q 
2 4 

s 

2 
C 
4 4 

Initiative: 4 + I D6 
Threat/Professional Rating: 1 /2 

w 

4 
E 

4.5 
R 
4 

Skllls: Computer 3, E.tiquette (Corporate) 5, Japanese 4, 
Unarmed Combat 2 
Special Sklll: Restaurant Management 3 
Cyberware: Datajack w/100 Mp of memory, telephone 
Gear: Tabletop computer with 5,000 Mp of memory 

CONDITION MONITOR 

""'-' 
"""' 

In the event of trouble, the maitre d' takes cover behind 
her podium or scrambles into one of the restaurant's private 
booths. She fights only in self-defense. 

Tables @ 
Six tables, each of which comfortably seats four, are care­

fully arranged on the main floor of the restaurant. The tables 
accommodate those who do not want to pay extra for the lux­
ury of a private booth. As usual, the tables are booked to 
capacity. If a fight breaks out, patrons will duck under the 
tables for protection. Use the Mr. Johnson archetype, p. 210, 
SRII, for the patrons' game statistics if necessary. 

A staff of three waiters and three busboys serves the din­
ers. These hard-working individuals divide their efforts 
between the tables and the private booths (Areas SA to SD). 
For their game statistics, use those listed for the maitre d'. 

Private Booths @-@ 
These private booths are hidden behind sturdy panels 

which are three meters high and hard to knock over. Each 
booth features a large, round table and chairs, as well as a 
couch built into the partition panel. Each patron reserving a 
booth receives a wristband with a built-in PANICBUTTON to 
alert the security guards in case of trouble. Booths SA and SC 
also have trap doors hidden in the floor that open into private 
rooms below. These electronically controlled doors can only be 
operated from the security room computer. 

Mary falls' Booth @ 
The maitre d' leads the runners to this large, private booth 

in a back corner of the restaurant, where they find Mary Falls 
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waiting for them. The booth is located above a private room on 
the lower level that Mary has rented for the evening. 

Entertainment Area @ 
A few steps lead up to a stage that displays holographs of 

Southeast Asia. An elven string quartet arranged on the steps 
plays light, classical music. In addition to their musical skills, 
the musicians offer extra security. If the regular security guards 
need help, the elves back them up. 

Elven Musicians (4) 
B Q S C 

4 6 3 6 4 
Initiative: 5 + I D6 
Threat/Professlonal Rating: 3/3 

w 

4 
E 

5.8 
R 
5 

Armor 
2/1 

SkHls: Electronics 2, Etiquette (Corp) 3, Firearms (Pistols) 4, 
Unarmed Combat 5 
Special Skllls: Composition (Classical) 2, Instrumental Music 
(Classical) 6 
Cyberware: Synthlink (specialized datajack for electronic musi­
cal instruments) 
Gear: Armor Vest (2/ 1 ), Fichettl Security 500 [Light Pistol, 12 
(clip) gel rounds, SA, 4L Stun], Kazukl 300 violin synthesizer 

CONDITION MONITOR 
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CONDITION MONITOR 
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CONDITION MONITOR 

CONDITION MONITOR 
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If trouble breaks out. the elves initially play helpless and 
head for cover. They watch the combat while moving into 
strategic positions. ready to attack if the security guards appear 
to need assistance. 

Kitchen (j) 
A set of swinging doors leads Into the main dining area, 

and a similar door leads into the alley outside. Cupboards line 
three of the walls. In the center of the room is a large cooking 
area full of ovens, microwaves, and counters bearing various 
kitchen Implements. The kitchen staff consists of a chef, two 
cooks, and two prep cooks. Use the Bartender archetype on p. 
203, SRII, for game statistics, replacing the special skills listed 
with Cooking 5. 

Restrooms @-@ 
Location 8A is the women's restroom. Location 8B Is the 

men· s restroom. 

Back Stairs ® 
The back stairs lead from the alley to this heavily secured 

door, which opens only to those with passcards. Passcard 
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holders Include proprietor Jeremy Ngok, the chef, and patrons 
renthi3 the private rooms on the lower level. For this evening, 
MFI Is renting one room; the other Is vacant. Once an Individ­
ual Inserts his or her passcard, backup secllrlty systems per­
form a retinal scan. If the pattern does not match that on file for 
the passcard holder, access Is denied and an alarm alerts 
restaurant security. The retinal pattern of an MFI employee, the 
chief troll guard Bounder, has been temporarily added to the 
restaurant flies. The door has a maglock with a Rating 6 and 
the retinal scanner has a Rating 5. 

Bounder 
B Q 

11 (12) 4 
s 

10 
C 

4 

I 
5 

Initiative: 6 + 2D6 
Threat/Professlonal Rating: 6/4 

w 

2 
E R Armor 

3.5 4 (6) 5/3 

Skllls: Armed Combat 3, Athletics 6, Economics 5, Etiquette 
(Corporate) 4, Etiquette (Street) 5. Firearms 6. Interrogation 6, 
Negotiation 4, Unarmed Combat 7 
Cyberware: Dermal Armor (I). Smartllnk, Wired Reflexes (I) 
Gear: Ares Predator [Heavy Pistol. l 5 (clip). SA. 9M, 
w/Smartgun Link], Armor Vest (5/3), DocWagon™ Platinum 
Contract, Stun Baton, Uzi Ill [SMG, 24 (clip), BF, 6M, 
w/Smartgun Link] 
Notes: Has+ 1 reach in melee combat 

A large troll in his mid-20s, Bounder was born Sasha 
Griczuk. the human child of Pavel and Eileen Griczuk, two 
respected scientists. Sasha was large for his age, but bright, 
talented. and articulate. An excellent student and athlete, 
Sasha graduated from high school at the age of 15, and 
entered the University of Washington the following year. 

Within six months, Sasha unfortunately gobllnized Into a troll. 
His transformation dulled his Intellect; the university expelled 
him, and his parents Immediately disowned him. 

The loss of both his mental abllltles and his parents' sup­
port turned Sasha Into a drifter, surviving through a series of 
odd Jobs that wore heavy on the young Sasha. Renaming him­
self Bounder, he began hiring out as a bouncer and bodyguard. 
When Mary Falls hired him to protect her on a business trip 
through NAN territory, his charm and still-sharp wit (for a troll) 
Impressed her, and she offered him a job as chief of security at 
MFI. Bounder is a natural leader, and the rest of the MFI securi­
ty staff look up to him. He Is grateful to Mary Falls for giving 
him the kind of steady, responsible employment that he would 
find difficult to get anywhere else, and he displays unflagging 
loyalty to her. 

CONDITION MONITOR 

Private Guest Room @ 
Mary Falls has booked this room for the evening. It con­

tains two beds separated from each other by wall panels. and a 
small bathroom lies Immediately adjacent to it. The door to the 
hallway has a Rating 5 maglock with a Rating 4 passcard reader 
and a PANICBUTTON™ attached that sets off an alarm In the 
security monitoring rooms. 

Eight MFI security guards, four trolls and four orks, wait In 
this room while Mary Falls dines with the runners. If any trou­
ble breaks out Inside the restaurant that La Maison's own secu­
rity cannot handle. these guards will pitch In long enough to 
get their employer safely away. 

Troll Guards (4) 
B Q S 
9 2 9 

Initiative: 2 + 1 D6 

C 

2 
I 
3 

Threat/Professlonal Rating: 4/3 

w E 
3 5.5 

R 
2 

Armor 

5/3 

Skllls: Etiquette (Corporate) 3. Firearms 4, Unarmed Combat 4 
Cyberware: Smartllnk 
Gear: Armor Jacket (5/3), Level I Dermal Plating 
Notes: + I Reach in melee combat 

CONDITION MONITOR 

CONDITION MONITOR 
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..... , 
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Ork Guards (4) 
B Q 
7 4 

s 

8 
C 
2 

I 
3 

Initiative: 3 + I D6 
Threat/Professional Radng: 3/3 

w 

3 
E 

5.5 
R 
3 

Armor 

5/3 

Skills: Etiquette (Corporate) 3, Firearms 4, Unarmed Combat 4 
Cyberware: Smartllnk 
Gear: Armor Jacket (5/3) 

CONDITION MONITOR 

Private Guest Room @ 

CONDITION MONITOR 

""" 
"""' 

CONDITION MONITOR 

.,.,. 
....., 

Currently vacant, this room is identical to Private Guest 
Room (10). 

Storeroom @ 
The restaurant storeroom contains row upon row of sturdy 

shelves, brimming with foodstuffs, dishes, napkins, silverware, 
and so on. 

Office @ 
This neatly organized office is one of three rooms that 

form proprietor Jeremy Ngok's private quarters. The door Is 
equipped with Rating 6 maglock and PANICBUTTON™ , as well 
as a Rating 7 passcard reader. Entry requires a specific passcard 
that only Jeremy possesses. 

Ngok is in his office, hard at work on a new promotion for 
the restaurant. Though it is unlikely that the runners will enter 
this area, if necessary use the Bartender archetype on p. 203, 
SRII, for Ngok's statistics, adding the special skill of Restaurant 
Management 5. 

Bedroom @ 
Ngok sleeps here on the nights he chooses not to go home. 

Living Room @ 
A huge trid screen dominates this recreation area, along 

with a pool table and a few pieces of computerized weight­
training equipment. 

SITE. SECURITY 

In addition to the security systems described in the map 
key, La Maison d'lndochine maintains a contract with Hard 
Corps Security for astral protection. The restaurants first line of 
astral defense is a watcher spirit, who alerts Hard Corps head­
quarters if it spots anyone astrally projecting into the restau­
rant. In case of trouble, Hard Corps will send a mage and a pair 
of Force 4 air elementals to deal with the problem. 
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Watcher Spirit (Force 4) 
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The watcher simply patrols the astral and reports intrud­
ers. If attacked, it squeals in fear and flees. 
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Skills: Armed Combat 3, Conjuring 5, Etiquette (Corporate) 4, 
Sorcery 6 
Gear: Weapon Focus [4M]/Katana (Rating 2) 
Spells: See below 

The mage travels astrally, not physically, to La Maison, 
and his statistics reflect his condition in astral space. In astral 
combat, the mage uses his katana and spell defense, but does 
not cast any spells. 
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Air Elementals (Force 4) 
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Initiative: 20 + 1 D6 
Threat/Professional Rating: 3/4 
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Powers: Engulf, Manifestation, Movement, Noxious Breath, 
Psychokinesis 
Weaknesses: Confinement, Vulnerability (Earth) 

The statistics given for the air elementals reflect their astral 
forms. The elementals do not manifest and concern themselves 
only with astral Intruders. 
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MAKING THE DEAL 

Mary Falls refuses to reveal her identity or the identity of 
the corporation she says she represents, nor does she reveal 
anything specific.about the AFD. She is willing to negotiate the 
terms of the deal, but drives a tough bargain. If the team 
chooses to negotiate, have one runner make a Negotiation 
(WIiipower) Test. Each success that the runner achieves raises 
the fee by 10.000 nuyen. Make the same test for Mary; each 
success that Mary achieves reduces the fee by the same 
amount. Once everyone has reached an agreement, Mary pre­
sents the team with ten alternate identities to choose from (see 
Undercover Identities, p. 59), all of them employees of the 
Polson Corporation and their families. The Polson Corporation is 
one of many shell companies that MFI controls through several 
layers of holding companies. Mary can also provide appropriate 
makeup, clothing, and other accessories. Make sure that the 
players choose identities that their characters can realistically 
play. For example. the troll street sam without a scrap of magical 
ablllty should not assume the identity of an elf wage mage. 

Because the characters are posing as corporate types and 
their families, they must leave nearly all their usual equipment 
behind. They will be flying to Honolulu on a passenger plane, 
and so must choose carefully any weapons they decide to 
carry-airport security tends to be tight. If players seem anx­
ious about these circumstances, remind them that MFI will pro­
vide weapons, cyberdecks, and other needed equipment in 
Hawai'I, up to a maximum cost of 10,000 nuyen per character. 
The characters can pick up the gear on arrival in Honolulu. The 
company will provide any equipment listed in SRII if the char­
acters can justify their need for it to Mary ("You anticipate 
needing a surface-to-air missile?") Upon successful completion 
of the run, Mary will allow them to keep any remaining gear as 
a bonus for a job well done. Before leaving the restaurant, 
Mary gives each runner a standard credstlck coded to his or 
her chosen alias in the amount of 5,000 nuyen in certified 
funds. Roughly two hours later, MFI guards escort the players 
to a limousine and drive them to Seattle-Tacoma International 
Airport. At Sea-Tac, Mary tells the runners to watch for a chauf­
feur at Awalani Airport in Honolulu; he will drive them to the 
Honolulu Hilton, where a visitor claiming to be from Auntie 
June will contact them. Go to Hawal'lan Paradise, p. 18. 

DEBUGGING 

If the runners listen to Mary's pitch and then refuse the job, 
she leaves. Minutes after her departure, the restaurant staff 
throws the runners out without returning any of the weapons or 
gear that may have been confiscated earlier by the security staff. 
Mary Falls spreads word on the street that the runners are unreli­
able. Reduce the.player characters' reputations accordingly. 

If the players cause a fight or make any kind of scene In 
the restaurant,. Mary deems them unsuitable for the mission 
and withdraws' (or does not make) her offer. Any characters 
captured during combat will be hauled away by Lone Star and 
imprisoned for two months or suffer some other reasonable 
penalty at the gamemaster's discretion. 
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TELL IT TO THEM STRAIGHT 

You stretch in your seat as the plane lands, Impatient to 
get up and move after the long flight from Sea-Tac. Something 
bothers you about your surroundings - nothi ng dangerous, just 
unfam i l iar .  I t  takes you a moment to figu re out  that the
strangeness is sun l ight.

You find you r l uggage and jander through the ai rport. 
searching for your promised ride . After a few minutes, you spy 
a prone body on a bench , covered with a large sign that reads 
'' Pol son Corporat ion . "  U nder the sign l i es  a snori ng dwarf  
dressed in  shorts and a Hawai ' ian shirt so loud it screams. You 
shake the dwarfs shoulder and he wakes with a start, grum­
bl ing '" Bout time you showed . Fragging tourists . "  Seeing your  
faces, he apologizes for his surly reaction and offers to carry 
your bags to the Toyota E l i te waiting outside. 

You gaze out the wi ndows at the early morn i ng sunl ight 
as the dwarf d rives you to the hotel . Broad streets l ined with 
palm trees seem to glow softly, the golden l ight picking out 
the bri l l iant green of the leaves and highl ighting the clear, daz­
zl ing bl ue of the sky . Welcome to paradise. 

The hotel clerk accepts your fake IDs and hands you the 
keys to a l uxury suite .  Booked for a week, paid in advance. The 
bel lboy , a scrawny tanned youth, puts you r luggage on a rack 
and brings it up to your  suite. He insists on fol lowing you in  
and un loading your bags . and you try to decide j ust how much 
of a t ip he expects. After swinging the last bag to the floor,  he 
looks you in the eye and says. "Greetings from Auntie June . "  

HOOKS 

E.verything goes so smoothly at the airport that the run­
ners might almost forget that they are in Honol u l u  for a run. 
Emphasize the space, the efficiency of the staff, the glorious 
sunl ight pouring in through every window. Then introd uce an 
important jarring note : a trideo newscast in one of the lounges , 
a replay from earl ier i n  the day. The newscast mentions a foi l ed 
terrorist attack on the ai rport, apparently perpetrated by the 
terrorist group A LOH A .  The gamemaster may either give the 
players the text of the newscast on p. 62. (Player Handouts) , 
tippi ng off the runners to ALOHA's potential involvement in  
thei r shadowrun ,  or simply tel l the players that the broadcast 
recounts some local Hawai ' ian news and withhold the actual 
text unti l the runners fi rst hear what ALOHA real ly is. 

At  the hotel , the employees t reat the runners l i ke royalty. 
Everyone smi les at them and bends over backwards to accom­
modate them because they th ink the runners are h igh rollers 
with nuyen to burn . In i tial ly .  Dan iel Kapaa may get on the run-
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ners' nerves; unti l  he mentions Auntie June. they may assume 
he is  only an overeager bel lhop bucking for a fat tip. 

BEHIND THE SCENES 

For  t h e  d w a rf c h a u ffe u r ' s  s tat i s t i c s ,  u s e  the  Dwarf  
Techn ician contact on p .  206 , SRII , rai s ing the E. t iq uette 
(Corporate) Ski l l  Rating to 4 and addi ng Car 5 and Unarmed 
Combat 3 .  

Th e  characters need not pass a security check at Awalani 
Airport. Because H�wai ' i  is a corporate tour ist haven , it has freer 
customs regulations than most other places . A i rport security 
intensely scrut inizes those departing the islands, but regards any 
contraband brought  i n to the nat ion as a p roblem for the 
Hawai ' ian pol ice . Also ,  Awalani only accepts fl ights originating 
from airports and ai rl ines that maintain rigid ly attentive security 
procedures, and so ai rport officials feel reasonably confident that 
arrivals to their territory pose few threats. 

The bel l boy , Dan i e l  Kapaa , is M F l ' s  sole ope rative i n  
H awai ' i  ( see Cast of Shadows , p .  56 ) .  Most people  i n  
Honol u lu  know Kapaa as a scrappy kid who uses his job as a 
bel l boy at a l uxury hotel to run a lucrative side busi ness in  
procuring i l legal and semi-legal goods for wealthy cl ients. The 
bel l captain at the hotel knows about Dan iel ' s  i l l icit deals and 
takes a cut of his profits. 

Once Daniel has spoken the password to the runners , he 
gets right to business with the fol lowing debriefing: 

"Name's'  Daniel-Dan ie l  Kapaa . I ' ve booked you on a 
chartered day tou r  that leaves in two hou rs. It starts with a 
Japanese brunch downstai rs at Kintaro's Lounge, fol lowed by a 
bus tour  that stops at the Dole Pineapple Plant, the National 
M u se u m , and  Wai k i k i  Beach . Then you  tou r Macadamia 
Studios and watch a trideo fi lming in  progress. You fin ish up 
yo u r  day at the Kona Ka laa Luau , just  o u ts ide  the hote l  
grounds. You can go on as m uch or as l ittle of the tour  as  you 
l i ke ,  but show up at the l uau-yo u ' l l  meet somebody there
who can provide you with security passes and floor plans for
Molokai Microtron ics'  offices downtown . We want you to
break in and snoop around.

"The contact knows who you are ; she 's  al ready gotten 
paid , so don ' t  sweat i t .  By the way. don 't  pack anyth ing  
heavier than a Streetl ine Specia l  to  the  l uau . The  secu rity 
guys w i l l  cal l  H N PF if they smel l trou ble , and those guys are 
no one to frag with. 

"After you scope out 2M' s  offices, come back here . I ' l l  
wai t  from midn ight to about 2 a.m. , and we' l l  d iscuss what to 
do next. I can arrange eq u i pment ,  transport, whatever you 
need. Anything you want at the moment?" 



HAWAl'IAN rARADISE 

QUESTIONS AND ANSWERS 

The runners may want answers to several obvious ques­

tions. Kapaa will only answer a few, pointing out that people 

might get suspicious if he stays too long in the runners· suite. 

If the runners ask who they are really working for, Daniel 

claims not to know. "I got an offer from one of my regular con­

tacts to help you guys keep your cover and take care of your 

equipment and transport. Within a budget, of course." If they 

want to know how much money they can spend, Daniel smiles 

and says he'll let them know when they've reached the limit. 

If the runners ask about the AFD, Daniel looks puzzled and 

says, "An A-F-what?" If asked about 2M. he answers. "They're 

a mid-sized research firm that handles projects from bigger 

corps. They got offices in Honolulu and Hong Kong. and secret 

labs all over the place. And no, I don't know where they are. 

Isn't that what you guys are being paid to find out? How much 

are you getting. anyway?" 

If the players ask any other questions, Daniel affects igno­

rance, playing the role of a simple guy hired to do a simple 

job. He pretends to know far less than the runners do. If the 

runners pepper him with too many questions, he gets annoyed 

and snaps, "You guys want equipment or what? My time 

costs. you know." 

EQUIPMENT 

Before discussing specific equipment with the runners, 

Daniel pulls a small duffel bag out from under one of the beds 

in the suite and passes each runner a fully loaded Streetline 

Special, calling them "a special present from Auntie june." 

To fulfill the characters' requests for equipment, use the 

Availability and Street Index rules given on p. 184, SRII. Daniel 

can try to get any weapons or vehicles the runners want, but 

the more they ask for. the less chance they have of getting It. 

Daniel can easily handle requests for four pieces of equipment. 

including weapons. Any additional requests add + I to the 

Availability Rating of all the items desired. To determine how 

long It takes Daniel to get each piece of equipment. use stan­

dard Availability rules (p. 184. SRII). In addition to weapons 

and transport. Daniel can come up with the cyberdeck 

described below. but cannot get any other type of equipment. 

If the runners wonder how he can possibly get so much equip­

ment so fast, he jokes, "If I told you, I'd have to kill you.'' 

Cyberdeck 

Daniel can give the team a Fuchi Cyber-4 deck with 

Response Increase I, 250 Mp of active memory, and 1,000 Mp 

of storage memory. The deck has the following utilities: Attack 

4, Bod 5, Decrypt 3, Evaluate 5 (for AFD information only; the 

rating drops to 3 when used on any other datastore), Evasion 

3. Masking 6, Medic 4, Mirrors 4, Sensors 4. and Sleaze 4. (The

decker wants more. or better, utilities and forgot to bring her

own software? Tough darts, chummer.) Daniel reminds the

runners that they must return the cyberdeck after the run.

Vehldes 

If the runners ask for wheels, they get a Ford Americar and 

two Yamaha Rapiers on loan. If the gamemaster feels gener­

ous. the runners may also have a Honda-GM 3220 Z.X (see p. 

12, Rigger Black Book). Daniel will supply additional vehicles 

if and when the runners demonstrate the need for other kinds 

of transport. 

REST AND RECREATION 

The runners have time to sleep a little before beginning 

their tourist junket. When the team is ready to start their vaca­

tion, go to Haoles Don't Surf, p. 20. If the team wants to sniff 

out some Information, go to Legwork, p. 51. 

DEBUGGING 

Little can go wrong in this encounter. The gamemaster 

can be as generous as he wishes with gear and weapons if 

those specified seem to be shorting the runners. If the runners 

attack Daniel, for whatever boneheaded reason. that brainless 

action ends the run. 
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TELL IT TO THEM STRAIGHT 

If the runners follow their tour Itinerary, read the followlng 

aloud. If they choose not to follow the Itinerary, omit the 

first paragraph. 

Pineapples, sunshine, native art, sunshine, tropical drinks, 

sunshine, scantily clad bodies ... you've had a wiz day, chum­

mer. And it's not over yet. An island feast awaits you this 

evening, a few, brief hours from now. Ahhh, the good life. 

Your mother was wrong, you did live to see it. Maybe you'll 

retire here once this run is over. 

In your hotel suite, you find several cardboard boxes 

marl<ed "Special Delivery--Candy's Toys." Inside the boxes is 

every scrap of gear you requested from Daniel Kapaa. along 

with a set of car keys and two sets of motorcycle keys 

wrapped in a note. The note reads, "The autos are in the hotel 

lot. The parking attendant will bring them to you. Have fun at 

the luau, but don't forget to stop by the office. Love, Auntie 

June." 

When the characters are dressed and equipped for the 

luau, .-ead the following: 

You enter the grounds of the Kona Kalaa Luau, passing the 

mandatory security check with flying colors. Good thing you 

left the heavy bang-bang in the hotel. You seat yourselves 

around the outdoor stage and watch the show. a traditional 

dance by costumed natives complemented by magically gen­

erated images rising into the moonlit sky. The dance and pic­

tures tell the story of the Goddess Pelee's rise from Mauna Loa. 

The illusory images of a volcanic eruption are spectacular and 

realistic enough to make you flinch. The show ends, and the 

scents of delicious food lead you toward a sumptuous ban• 

quet. Despite the lure of an open bar, you keep the drinks to a 

minimum. You know you'll need your reflexes in top shape 

later on. You manage to savor your meal, despite your increas­

ing worry at your contact's failure to appear. 

From somewhere behind you, you hear a commotion. A 

tall, blond elven woman sprints across the luau grounds, fol­

lowed by three male humans and a male ork. As she races past 

you, she tosses a small, leather satchel your way. You notice that 

the elf and her pursuers all have the same hairstyle, a ponytail 

with shaved sides. Must be some kind of gang. Is the elf your 

contact? And who the frag are the bruisers chasing her down? 

ZO PARADISE LOST 

HOOKS 

Unsettle the characters in this encounter. Set scenes of 

happy vacationers slap up against the lethal weapons from Daniel 

Kapaa and the desperate flight of the elven woman. Jolt the run­

ners out of their vacation mood; it's back to business as usual. 

BEHIND THE SCENES 

Depending on the results of the various Availability Tests 

for equipment made in the previous encounter, various boxes 

of gear may or may not have arrived by the time this 

encounter begins. Because the odds are that at least one or 

two of the items will show up quickly, the Tell It To Them 

Straight narrative mentions a few boxes. If the Availability 

Tests from the previous encounter indicate that Kapa.a will find 

it hard to lay his hands on what the runners want, the 

gamemaster should omit any mention of equipment. 

ATTHl LUAU 

Weapons are forbidden at the luau, and the runners should 

know better than to pack heavy gear. Any problem in this area 

brings the runners to the attention of the Hawai'ian National Police 

Force (HNPF}. For simplicity's sake. assume that any weapon with 

a Concealability Rating of 7 or better escapes detection. 

Meedng Serena Day 

Serena Day, the fleeing elf, is the runners' contact. She 

and the four men hunting her down are all members of a 

tough, Anglo gang called Haoles Don't Surf, taking the name 

"Haoles" from native slang for white people. Though the gang 

started out as a protection group for Anglo-run businesses in 

reaction to growing anti-white sentiment in Hawai'i, nowadays 

it controls many popular night spots and runs an efficient. 

underground information network. Though the gang has non­

white members. Caucasian humans and metahumans hold 

most of the power. The Haoles oppose ALOHA and seek to 

thwart its goals. 

Daniel Kapaa approached Serena Day and asked for infor­

mation about ZM. Serena brought his request to her superiors, 

who turned it down rather than attract angry attention from 2M 

(or from the persons unknown who ordered the deadly assault 

on the corp}. Tempted by the money Daniel offered, Serena 

decided to go solo. When the gang bosses found out what she 

had done, they sent four enforcers-the ork named Kristo and 

three humans named Marcus. Tor, and Stefano-to discipline 

her. Serena spotted them at the luau shortly before they spotted 

her. and chose to risk passing her Information to the runners. 



HAOLlS DON'T SURF 

Unless the runners help Serena, her pursuers catch her 
somewhere outside the luau grounds. They drive her to a 
secluded location and make an example of her. No one will 
see or hear from her again. The runners are left wlth the leather 
satchel. which contains a passcard to 2M's offices In down­
town Honolulu and a rough floor plan clearly marked "Molokai 
Microtronics" (Player Handout 4, p. 63). 

If the runners choose to help Serena, they must act within 
5 Combat Turns. The Haoles have a deserved reputation as 
vicious street gladiators, and fight hard if attacked. If it looks 
like they might lose, however, they will flee. 

If the runners rescue Serena, she offers them all the Infor­
mation she has about 2M for 2,500 nuyen (the price of a sub­
orbital flight From Honolulu to Seattle). She plans to leave 
Hawai'i and hopes to find shelter in Tir Tairngire. Serena's extra 
info is well worth the hefty fee; as one of the Haoles' best 
operatives, she uncovered quite a bit about Molokai 
Microtronics. 

Serena Day 
B Q 

3 5 
s 
2 

C 
6 

I 
5 

Initiative: S + 1 D6 
Threat/Professional Rating: 3/3 

w 

4 

E 
6 

R 
5 

Skllls: Electronics 4, Etiquette (Corporate) 3, Etiquette (Street) 
6, Negotiation (Fast Talk) 6, Unarmed Combat 4 
Gear: Knife [2L]. Streetllne Specia.l [Hold-out Pistol, clip (6), SS, 
4L, w/1 extra clip] 
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Armor 
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Skills: Armed Combat 4, Etiquette (Street) 4, Firearms 5, 
Unarmed Combat 3 
Gear: Armor Vest (2, t ), Colt American L36 w/Concealable 
Holster [Light Pistol, 11 (clip), SA, 6L], Sap [9M Stun] 
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Armor 
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Skills: Armed Combat 4, Etiquette (Street) 4, Firearms 3 
Gear: Armor Vest (2, l ), Colt American L36 w/Concealable 
Holster [Light Pistol, 11 (clip), SA, 6L]. Sap [9M Stun] 
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If the runners agree to pay Serena, she becomes a fount of 
information as soon as the group transfers the requested funds. 
She tells them the following; "ZM's a piddly bunch of research 
geeks who bulldrek and blow jetwash about being bigger guns 
than they really are. Sure, they do stuff for megacorps, but only 
the kind of drek that's so boring even the corp bigwigs don't 
want to touch it. They do most of their work for other little 
corps without fancy research labs. 'Course. ZM's people know 
their fraggin' research. They do a good job, and they make 
pretty nuyen for a weeny little corp.'' 

If asked about the recent raid on 2M, Serena says 
"Something weird about that drek. The assault team knew 
everything. Security, layout, everything. Like they had some­
one inside. Also, that team had some major support from 
somewhere. Inside info I ran across says that some Seattle corp 
made a deal with 2M, paying Molokai to grease some of their 
labcoats. Say, you guys don't work for that corp, do you? Got 
any job openings for a resourceful, attractive, talented elf?" If 
the runners ask Serena the raided .lab's location, she cannot tell 
them that, but can tell them how to find out. 

"I hear they keep the Info on their labs in a small computer 
system, separate from the Matrix so no one can deck in. I 
marked where I think that system is on the floor plan I gave 
you. These guys are tight-they don't keep any info on lab 
locations anywhere else. Even some of the suits, the account 
guys, don't know where the labs are. They got couriers they 
call mosquitoes-dumb fragging name, huh?-that carry any 
updates between labs and corp central." 

If asked about security at the 2M offices, Serena replies, 
"Security's pretty tight. But with the goodies I got for you, you 
should be able to get In. Any computers or rooms inside, 
you·re on your own. They got some wicked security drek, so 
stay frosty and move quick. They got a guard rigged Into the 
sec-systems all the time. If he finds you guys messing with 
'em, you got 10 minutes before the badge shows up.'· 

If the runners ask why the four gangers were ch.asing her, 
Serena says little. If pressed, she growls, "I made a few calls 
some people didn't like. They sent these guys to terminate my 
membership in their group. I still got chummers in the group, 
so I ain't tellin' you drek. It ain't got nothln' to do wlth 2M." 

PARADIS£ LOST 21 



HAOL[S DON'T SURF 

If asked about ALOHA, Serena says, "Stands for Army for 

the Liberation of Hawal'I. But that's bulldrek. ALOHA's a 

bunch of twisted morons who want to wipe out anything that 

ain't native Hawai'ian. 'Course without the fraggln' megacorps, 

our economy goes to hell. But they don't care about that. 

These ALOHA guys got spies everywhere. They might even 

have guys in 2M." If the runners ask Serena about life in 

Hawai'i, refer to the Kingdom of Hawal'I sourcebook section 

and paraphrase the appropriate information In Serena's death­

less prose. 

Once the runners have asked all their questions, Serena 

begs the runners for a ride to the airport. If they refuse to give 

her one, she takes off to Aag down a cab. The runners will 

probably want to assemble any needed gear and then head to 

2M. Go to ZM or Not ZM, p. 23. 

DEBUGGING 

If the runners pack heavy weapons to the luau, they can­

not get In. To accomplish anything in this encounter, they must 

leave the big guns either in their car or back at the hotel. If 

they raise a ruckus, security calls the cops. The Hawai'ian 

National Police Force sends a Special Forces team that arrives 

from nearby Waikiki Beach in one minute. 
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HNPf Speclal forces ( 10) 
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Skills: Athletics 3, Etiquette (Corporate) 4, Etiquette (Street) 2, 

Firearms 5, Stealth 4, Unarmed Combat 5 

Gear: Ares Predator [Heavy Pistol, 15 (clip), SA, 9M], Armor 

Clothing [4/2], Defiance Super Shock [Taser, 4 (magazine), SA, 

I0S, w/2 extra magazines] 

Adept Powers: KIiiing Hands [SM] 

These special forces operatives use their unarmed combat 

skills or their tasers first, firing their Ares Predators only if 

things get tough. 
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If the runners choose not to rescue Serena and question 

her, they must break into 2M armed only with the map and a 

passcard. They know nothing about Molokai's additional secu­

rity measures, making the break-in tougher to pull off. 

If the Haoles gangers defeat the runners, they strip them 

of their gear and leave them bleeding in the street. Traveler's 

insurance paid for by MFI provides the runners with medlcal 

treatment, but the patch-up time required forces the runners to 

delay the biz. If the runners approach Daniel after they're walk­

Ing again, he tells them they've been fired. Go to Picking Up 

the Pieces, p. SO. 
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TELL IT TO THEM STRAIGHT 

The warm night air Is full of moonlight and the scent of 

flowers. It's a perfect night for a luau, or for strolling along the 

edge of the sparkling surf. Too bad you're working. Oh well, 

the pay makes it worth the sacrifice. You park on a deserted 

city street, not too far from Honolulu's active nighttime hub, 

and walk down the block toward the skyraker that houses ZM's 

office. The monolith looms tall and dark over you. You Insert 

your trusty passcard and breeze through the front door. 

Elevator next, for a fast ride up to the 31st floor. The passcard 

gets you into the elevator without a hitch. After a stomach­

dropping ride, you step through the open elevator doors into 

2.M's reception area. A few lights still bum near the front desk, 

but most of the rest of the office suite Is dark. You listen, but 

hear nothing. The office seems as quiet as the grave. 

HOOKS 

Security systems are everywhere, though most are not 

immediately obvious. Top security usually means paydata, so 

the runners should feel tense but tempted. If they are clever 

enough to figure out and beat the security measures, they can 

steal loads of paydata from this office-but If they put a foot 

wrong, they could be dead meat. Raise the tension by referring 

frequently to the time elapsed since the runners entered the 

building. The appearance of the ALOHA team should come as 

a complete surprise. If the ALOHA squad and the runners have 

come dressed In corporate skins as camouflage, they may ini­

tially mistake each other for Molokai employees and react 

accordingly. 

Later in the encounter, the interrogation of ALOHA agent 

and ZM accountant Mark Koyashi should provide the runners 

with some disturbing insights into their cushy job. 

BEHIND THE SCENES 

The passcard is a copy of the card that belongs to Alan 

Jenkins, a ZM account executive and Serena's former lover. 

When the relationship began to go sour, Serena copied Alan's 

passcard to use as leverage against him. She gave the card to 

the runners knowing that ZM's security system would log 

Alan's name during the break-In, buying him a drekload of 

trouble. The passcard only allows access to the 31st floor. The 

elevator does not stop at any other floor. 

SITE SECURITY 

The SO-story skyraker houses many businesses in addition 

to 2M, including several consulting firms. The landlord, 

Honolulu Offices Inc., provides overall building security via a 

centralized system, controlled by a CPU located in the land­

lord's fifth-floor office. In addition to electronic security mea­

sures, the system also controls the lights, water sprinklers, and 

air conditioning. Because it is maintained separate from the 

Matrix, the system cannot be affected from outside the building. 

Building Subsystems Map for 31st Floor 

CPU = Central Processing Unit 

SPU = Subprocessor Unit 

SM= Slave Module 

CPU: Building central processor. Red-5, Barrier 6. Trace and 

Burn 6. 

SPU-31: Subprocessor for 3 I st floor. Orange-5, Access 6, 

Barrier 5, Killer 4. 

SM- 1: Local security slave module. Controls all maglocks. 

cardreaders, and print scanners on the 31st floor. Orange-

4 Access 4, Barrier 4, Blaster 4. 

SM-2: Controls lights on the 31st floor. Green-3, Access 4, 

Barrier 4. 

SM-3: Controls heat/air conditioning on the 31st floor. 

Green-3, Access 4, Barrier 4. 

SM-4: Controls smoke detectors on the 31st floor. Green-3. 

Access 4, Barrier 4, 
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Molokai's monthly payment for security allows Honolulu 

Offices to provide the company with pressure sensors, 

maglocks, alarms, and cardreaders, all controlled by the bulld­
i ng CPU. The office's main doors also have a Rating 4 
thumbprint scanner. The person using the card must have a 

thumbprint to match the identity on the passcard in order to 
open the door, and so the runners must devise a way to fool 

the scanner into believing that it has registered Alan Jenkins' 

thumbprint. 

If the runners spoke to Serena in the previous encounter 

(see Haoles Don't Surf, p. 20), they know about the security 

guard jacked into the CPU on the fifth floor. If the team decker 

tampers with the building's system, the guard can detennine 
the floor from which the problem originated and will alert 

Honolulu Offices. Within ten minutes of receiving this call, a 

team of at least ten security guards from Honolulu .Offices' 

headquarters arrives to deal with the intruders. 

Security Guards ( 1 O+) 
B Q S C w E R Armor 
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Initiative: 4 + I D6 

Threat/Professional Rating: 3/3 

Skills: Armed Combat 4, Etiquette (Corporate) 3, Firearms 4, 

Unarmed Combat 3 
Gear: Ares Predator [Heavy Pistol, 15 (clip), 9M, w/2 extra 

clips], Armor Clothing [4/2], Low-Light Goggles, Portable 

Phone, Stun Baton {6S Stun] 
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Addltlonal Security Systems 
In addition to the security provided by the landlord, 2M 

has installed additional, Independent subsystems to protect 
particularly sensitive areas. Each of these decentralized subsys­
tems can alert the building's central system to the presence of 

intruders. but the central system does not control these sub­

systems. Tampering with the central system has no effect on 
2M's additional security. 

2M HEAD OFFICE MAP 

11 6 6 6 10 9 8 

13 6 6 6 4 

M: MEN'S I: SINK I= ELEVATOR 
W: WOMEN"S -1 : RECEPTION 

2M OFFICE MAP KEY 

The office suite follows a simple rectangular design, with 

offices of senior executives and managers on the outside of the 

rectangle and cubbyholes for junior staff on the inside. Ali 
executive offices have windows. A curtained glass wall sepa­

rates them from the interior hallway. Plaswood panels separate 

the cubbyholes of the junior account executives from the open 

area occupied by the secretaries. Each area referenced on the 
office map is described below. 

After office hours. lights remain on in the inner hallway, 
reception, and the accounting and secretarial areas. On the 

night of the runner's visit, people are working late In the office 
of the VP of Accounts Management and in the research area 

(see map, above). 
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llevators 
Three large elevators open into ZM's reception area. Bui lt  

i nto the floor in  front of each elevator is a two-meter by four­
meter pressure sensor. These sensors tri.gger no alarms, because 
the runners used an authorized passcard to enter the elevator. The 
system assumes that the runners are legitimate corp employees. 

Recepdon Area ( l )  
A large rece pt ion desk I n  t h i s  area con ta i n s  telecom 

equipment, a computer terminal , and various other h igh-tech 
widgets. The terminal is part of ZM's central network, which is 
connected to the Matrix .  

Main Doors (2) 
These tal l .  th ick, polished oak doors bear the company's  

logo: a gold and a si lver M,  overlapping inside an azure ci rde.  
The doors have a Barrier Rating of 6. Breaking them down sets 
off a loud alarm , alerting both the ALOHA team In the research 
area and corpboy Ahmed Vi rani in his office (see Office of the 
Vice-President, Accounts Management [ 1 1 ]) .  The alarm also 
tips off the bui ld ing's security guard,  who immediately cal l s  for 
reinforcements (see p. 24 of th ls section) . A thumbprint scan­
ner Is mounted outside these doors. 

Restrooms (3) 
The unlocked restroom doors have no security measures . 

Presentation Room (4) 
Th is spacious room contai ns dedicated computers that 

2M's  account executives use to generate research reports for 
d lents, as wel l  as a telecom unit. The computers are not con­
nected to 2M's central network. 

Th e d o o r boasts  a m a g l o c k ,  passca rd read e r ,  a n d  
thumbprint  scanner, a l l  Rating 4 and a l l  controlled by the bui ld­
ing's central computer. The door has a Barrier Rating 4. 

Accounting Area (5) 
This  area contains partitioned cubicles for ZM's account 

executives. In  each cubicle is a locked, macroplast desk that con­
tains that employee's personal suppl ies. A computer terminal 
connected to ZM's central computer stands on each desk top. 

Account Supervisors' Offices (6) 
Each of these rooms contains a smal l desk wi th a bolted­

down table-top computer. The doors into each of these rooms 
have a Barrier Rating 4, and a Rati ng 5 numeric keypad in addi­
tion to the Rating 4 maglock, cardreader, and thumbprint scan­
ner. Rati ng 6 pressure sensors cover the 5 meters of floor 
directly in  front of each office; deactivating them requi res the 
correct, seven-d igit code. Though not control led by the bui ld­
ing security system . the sensors wil l  alert it to intruders .  

Secretarial Area (7) 
This large area contains several desks used by secretarial 

staff. as wel l  as four terminals connected to ZM's central com­
puter system. 

Boardroom (8) 
The MCT raid  took p lace i n  th i s  boardroom (see Plot 

Synopsis, p. 8). It has since been cleaned up.  its wal ls repan­
elled and new plants put in. The boardroom contalns a brand­
new teak table , a computer terminal . and trideo screen used 
for presentations. These systems are connected to ZM's central 
computer network. 

The boardroom door has a Barrier Rating of 4, as wel l  as a 
Rating 4 maglock, cardreader, and thumbprint scanner. 

President's Office (9) 
This Spartan office contains a large oak desk, an ergonomic 

chai r, and a computer tem,Jnal connected to 2M's central net­
work. It has no security systems save for the overall bui ld ing 
security provided for the 3 1 st floor,  because ZM's president 
rarely uses this office. Company President Ted Dackson . along 
with VP Marketing Phi l ip Savage, spends most of his time enter­
taining new dlents or working out of ZM's Hong Kong office. 

Office of Vice-President, Marketing ( 1 0) 
Ph i l l ip Savage's  office is crowded with artwork. A shelving 

unit holds a few trophies from his previous career as a profes­
sional Urban Brawl player. (Savage owes his present position 
to the tenacity that earned h i m  hls fame as an Urban B rawler 
and his marriage to Dackson ' s  daughter, a former fan . )  The 
office also Includes the standard oak desk , chai r, and computer 
terminal . In addition to the standard security measures, Savage 
has instal led a Rating 5 keypad Inside his office door. The key­
pad controls an infrared laser system whose beams criss-cross 
the entire room . The correct seven-d igit code dea.ctlvates I t .  
The room Is dusty, and so a runner with  thermographic vision 
can spot the beams. Breaki ng the beams triggers an alarm , 
which alerts the bui lding's security guard . Capacitors also dis­
charge, momen tari ly I ncreas i ng the am plitude of the laser 
beam and Inflicting SS Damage on anyone in  a beam 's path . It 
takes 3 Combat Tums for the capacitors to recharge; during the 
recharge cycle. the laser beams do SL Damage. 

Office of the Vice-President, Accounts Management ( 1 1 )  
The office contains the usual desk, chair, and terminal . Jn  

contrast to Savage's aesthetic excess. th is room is  decorated 
with tasteful holographic pri nts and a few exotic plants. This 
office belongs to Ahmed Viran i , the Vice-President of Accounts 
Management. On the n ight of the break- i n ,  Vi ran i is hard at 
work, jacked I nto the central computer  network through hls 
Fuchi Cyber-6 .  I f  a decker i nvades 2M's system , he may rouse 
Vi rani 's  curiosity, but the veep avoids combat if possible. 

Ahmed has deactivated his office's security systems, shut 
the door, and drawn the curtains. His bodyguard , Rosenkrantz, 
waits outside. keepi ng a sharp eye on the office door and the 
area nearby. Rosenkrantz is a dwarf, stylishly d ressed In a tai­
lored busi ness su i t  made of armored c loth . At any s ign of 
activity where there should be none, Rosenkrantz uses h i s  
Stealth Ski l l  to blend Into the shadows and investigate, though 
h never strays far from Ahmed . Use the Bodyguard archetype, 
p. 49, SRII , substituting a Threat;Professlonal Rating of 5/4 for
the l isted Dice Pools.
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Ahmed Virani 
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As a top-level corp exec, Virani can enter every room in 
the suite except for the offices of his fellow senior suits. 

Because he is decking into his own carp's system and has all 
the necessary passcodes, his deck has no extra utlllties. 

Office of the Vice-President, Personnel and Payroll ( t 2) 
Like the other offices, this one contains a desk, chair, and 

computer terminal connected to 2M's central network. The new 

VP of Personnel, Leslie Chao, has yet to decorate her office to 
her tastes. The door has a Barrier Rating 4. as well as the stan­

dard Rating 4 cardreader, maglock, and thumbprint scanner. 

Office of the Vice-President, Accounting and finance (t 3) 

This office belongs to Derek Hanna, 2M's financial con­
troller and oldest executive. In addition to the usual desk and 
chair, his office houses 2M's cer,itral computer. In addition to 
the Rating 4 maglock, cardreader, and thumbprint scanner pro­
vided by the landlord, a Rating 7 keypad with Anti-tamper 2 

(p. 86, NA Real Life) controls an infrared laser system that 
covers the office floor. Deactivating this system requires the 

correct 9-digit code. The lasers do I OS Damage to anyone 
unlucky enough to stand in their path. 

The central computer terminal has a Ra.ting 5 retinal scan­
ner built into its screen. Programmed to offer access only to 

senior executives, the scanner activates at the slightest touch 

on the keyboard. To deactivate the scanner, the team decker 

must enter the 2M system at another point and move from 

there into the 1/0 port that controls the screen (see Matrix 
System Maps, p. 60). If the scanner is functioning and fails to 
recognize the retina of the person trying to use the computer, 
the scanner triggers the release of Green Ring 3 nerve gas (p. 

88, NA Real Life). Colorless and odorless, this gas fills the 

room within a single tum and does BS Damage. Those runners 

who successfully resist suffer cramping, nausea, double vision, 
and crippling pain for one hour; these conditions add +5 to all 
target numbers for any tests the player characters make during 

that time. Any alarm set off in this office also alerts the build­
ing's central computer and the jacked-in security guard. 
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Research Room (14) 

This heavily protected room houses two terminals, con­

nected not to 2M's central network, but instead to the corp's 
research subsystem. This subsystem contains considerable data 
on research projects, Including the locations and general 
amenities of each lab and the projects assigned to It. The sub­
system also contains data on the mosquito couriers that Serena 
Day may have mentioned to the runners (see Haoles Don't 

Surf, p. 20). Most of the area's formidable security systems are 
down, disabled by Mark Koyashl of the ALOHA squad (see 

ALOHA Strikes!, following). 

2M RESEARCH LAB SUBSYSilM 
CPU = Central Processing Unit 
SPU = Subprocessing Unit 
DS = Datastore 

I/OP = Input/Output Port 

CPU: Red-4. 

SPU-1: This subprocessor manages the datastores. Orange-4, 
Access 4. 
DS- 1: This datastore lists all research accounts. each 
account's manager, and Its lab code. Red-5, Access 6, 

Black-5, Scramble 4. 
DS-2: This datastore contains locations and brief descrip­

tions of ail labs. In this datastore, the runners can discover 
that 2M was researching the AFD project at an isolated lab 
on Makai Island, a tiny dot of land off the larger island of 
Molokai. The file includes map coordinates for Makai. The 
runners cannot tell from this system, however, that the 

MCT team purged all information on the AFD from the 
Makai Island lab's computer system. Red-6, Access 6, 

Barrier 6, Black-5. 
DS-3: This datastore contains information on the mosquito 
couriers' contacts. Red-5, Access 6, Barrier 4, Black-4. 
I/OP 1 and 2: These ports are research area terminals. 

Green-6, Access 5, Blaster 5. 
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SPU-2: This subprocessor manages datastores 4 through 23. 
Orange-4, Access 4. 

DS-4 to DS-23: Each of these datastores Is dedicated to 
an account manager and an account supervisor, and 
Includes a description of the research projects for each 
account. as well as correspondence with the relevant lab. 
Red·-4, Access 6, Blaster 5, Scramble 5. 

ALOHA STRIKESI 

On the same night that the runners break into 2M, a team 
from ALOHA, acting on a tip from member Robbie Kurosawa 
(see Cast of Shadows, p. 55), arrives to make sure that no 
clues to the AFD remain to be found by anyone else. Kurosawa 
has heard that the recently deceased account supervisor for the 

AFD project, Janet Kanlko, may have squirreled away some 
data on the AFD at a second lab for added protection. The 

ALOHA team Intends to verify or disprove that rumor and, if 
necessary, locate the second lab. ALOHA's operatives by­
passed both the building's and 2M's security measures with 
the assistance of an ALOHA member, Mark Koyashi. who 
works as an account supervisor at 2M. Mark and the three 
other members of the ALOHA team have reached the research 

area by the time the runners show up, avoiding detection by 
Virani's bodyguard through an invisibility spell cast by their 

shaman, Kanaka. Rather than turning the overhead llghts on, 
Mark is working by the faint light of the computer terminals, 
searching for Janet Kanlko's password. One ALOHA member, 
an ork named Kala, keeps constant watch on the hallway 
through a gap in the curtain. A well-armed street samurai 

named Stack rounds out the group. 
The ALOHA team left the standard Rating 4 maglock con­

trolled by the building's central system active and strung a thin 
strand of monowire similar to a monofilament whip across the 
doorway a meter above the floor on the hallway side of the 
door. Stack installed this nasty surprise for anyone unlucky 
enough to interrupt the group. To spot the monowlre, a runner 
must make a successful Perception (6) Test. If the runner is 

fighting when he makes this test, the distraction of combat 
raises the Target Number to 8. Running into the monowire 
causes 11 S Damage, walking through it causes 9S Damage, 
and grabbing it causes 7S Damage. For more information on 
monowire, see p. 89, NA Real Life. 
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Skills: Electronics (B/R) 5, Firearms 6, Unarmed Combat 4 
Cyberware: Datajack, Smartllnk, 100 Mp of memory 

Gear: Ares Viper Slivergun [Heavy Pistol, 30 (clip), SA/BF, 
9S(f), w/ I extra clip flechette rounds, smartlink]. Armor Vest 
(2/ I), Low-Light Goggles 

Kanaka 
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Skills: Armed Combat 3, Athletics 3, Conjuring 3, Etiquette 
(Street) 3, Firearms 3, Sorcery 4, Stealth 4 
Spells: Analyze Device 4, Analyz.e Truth 3, Chaos 5, Heal 4, 
Invisibility 6, Manaball 3 
Gear: Knife [4L] 
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As a Gecko shaman, Kanaka can use an additional die 
when making Damage Tests to resist poison. The rest of his 

totem's advantages and disadvantages are reflected in his 
given spell ratings. For more information on Gecko shamans, 
see the Kingdom of Hawal'l sourcebook section, p. 77. 
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One way or another, the runners should mix it up with the 
ALOHA team, either by finding and attacking them or by 
defending themselves from assault once ALOHA notices their 
presence. The ALOHA operatives are tough, but they did not 
expect to find trouble at a deserted office and so came lightly 
armed. The runners should either defeat them or convince at 
least some of the team to cut and ruri fairly easily. If looks like 
the runners might lose the fight, go to Debugging. 

TAKING PRISONERS 

If the runners capture Virani, he quickly agrees to guide 
them through the office's security measures. A coward at 
heart, Virani quails at the thought of combat and will console 
himself with fantasies of tracking the team down later to exact 
revenge. 

If the runners capture any ALOHA members, only Mark 
Koyashi will talk. The others refuse to speak even on pain of 
death, remaining blindly loyal to their cause. Mark plays tough 
for a while, but soon folds under the strain. (He's an account 
executive, not a hardened warrior.) If suitably motivated, and 
at the gamemaster's discretion, he may answer any or all of 
the following questions. 

If asked about himself, he states his name and reveals his 
affiliations with both 2M and ALOHA. If asked about ALOHA's 
Interest In ZM, he replies, "We wanted something called an 
AFD. an Antl-Flatlining Device. I knew who was working on It, 
because ZM picked up the project from a little company In 
Seattle called MFI, Mary Falls, Inc. I got ALOHA a few details 
on the project and the location of the lab researching It. The 
next thing I know, an assault team from I don't know where 
destroyed the lab and made a hit on this office at the same 
time, kllllng Janet and everyone else working on the AFD. The 
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top brass here didn't seem too upset. I know ALOHA didn't 
do It-there's no way we could have fielded that kind of force. 
But somehow, we ended up with the AFD info. I don't know 
how, or from who. We're here tonight because somebody 
heard that Janet might have hidden data on the AFD at another 
lab. I found out she hadn't just before you showed up." 

If asked about the AFD's whereabouts, Mark claims not to 
know. "Naheka wouldn't tell me anything like that." If the run­
ners ask about Naheka, Mark brightens and answers. "Our 
leader. He's a brilliant man, with fantastic magical power. He'll 
give Hawai'i back to us natives." Mark has only seen Naheka In 
human form, and has no Idea that his revered leader is a feath­
ered serpent. 

Mark can hold out against almost any persuasion the run­
ners can apply if asked to reveal the location of ALOHA head­
quarters. Upon pain of death, he will tell the runners where it 
is, but nothing else. At that point, he figures he'll die either 
way, and has a better chance of forgiveness from ALOHA than 
mercy from the runners. 

DEBUGGING 

If the runners look like they might lose the fight with 
ALOHA, the gamemaster can fudge the dice rolls in the play­
ers' favor or have a security team from Honolulu Offices show 
up and take on the ALOHA team rather than the runners. Of 
course, If outside security shows up, the runners should beat 
feet while the going Is good, thus remaining free and alive to 
try again. If the runners cut out prematurely, or if they fall to 
find the locations of ALOHA's headquarters and/or 2M's lab, 
they get another chance in•ALOHA's Revenge, p. 35. 
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BEHIND THE SCENES 

This encounter deals with the team·s transportation needs. 

Depending on the runners' destination. Daniel l(apaa makes 

one of the following arrangements. 

A TRIP TO MAKAI ISLAND 

If the runners want to go to ZM's lab on Makai Island near 

Molokai. Daniel provides a Samuvani-Criscraft Otter with a 

new engine and modifications that give it greater speed, ease 

of handling. and improved signature masking and autopilot. 

The boat also has vehicle-control gear. allowing a rigger to 

operate it. During the full day that it takes Daniel to procure 

the Otter. the runners may either play tourist or try to dig up 

more leads on the streets (see Legwork. p. 5 I). When the boat 

is ready. go to Sea Hunt, p. 30. 

VISITING ALOHA HEADQUARTERS 

If the runners decide to go to ALOHA headquarters in 

Waimea Canyon, Daniel can get them an unarmed Hughes 

Alrstar 2050 helicopter that seats six. Waimea Canyon is steep 

and dangerously narrow, with unpredictable. high winds. and 

so only a nimble rotorcraft such as the Hughes has any chance 

of penetrating the canyon safely. 

During the two days it takes Daniel to procure the vehicle, 

the runners can either investigate leads (see Legwork. p. 51 ). or 

play tourist. When the copter arrives. go to Why A' Me A', p. 39. 

DEBUGGING 

Though nothing can really go wrong in this encounter. 

the gamemaster may need a few tips for running it. Let the 

runners drive the action, rather than allowing Daniel to give 

away the store right off the bat. The players may well come up 

with other. more innovative approaches to the problems fac­

ing them than those Daniel offers. Though the Otter and the 

Airstar are the only two vehicles that Daniel can provide, the 

team might be able to persuade him to come up with a few 

other pieces of gear. No matter how good the team's negoti­

ating abilities, however. Daniel will not provide any individual 

item that costs more than 500¥, and he limits the total cost of 

additional gear to 5,000¥. Daniel grumbles about every addi­

tional request as if the cost were coming out of his hide, but 

he follows through. The runners find everything that Daniel 

promises them when they pick up their chosen vehicle. 

Statistics for each vehicle appear in the encounter in which 

they would be used. 
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I PARADISE LOST I 

TELL IT TO THEM STRAIGHT 

You make your  way down to the hotel 's marina, cloaked 
in the darkness of a moonless night-a perfect night for espi­

onage. The Otter looks l ike a harmless recreational craft, but 

you know better .  Others might not see the boat's  hardpoint­

mounted, pop-up turret machine guns,  but you do. Good old 

Danny boy's turned the Otter Into a gunboat. 

You download the coordinates you swiped from 2M into 

the Otter's navigational com puter, start up the boat and head 

out onto the dark ocean.  Next stop,  Makai Island . 

Taking advan tage of the i ncomi ng tid e ,  you cut  your 

engines for extra stealth as you approach the island. You gl ide 

through the black water silently as a hunting shark. Suddenly, a 

d istant l ight cuts through the darkness, just off the I s land's  
shore. The whi rring noise of another boat's engine d raws near­

er and nearer, unti l the other craft is  cio enough for i ts cone­

shaped l ight to search the waters near your vessel . You ki lled 

your  own l ights at the first sign of company; as the other boat 
sweeps the sea with its search l ights, you stay frosty and lie In 

t h e  bo t t o m  of t h e  boat  for w h at fee l s  l i k e  an etern i ty .  

Eventua l ly ,  the l ight moves away and the engine noise fades. 

As you watch the l igh t recede ,  you not ice that the water 

seems to swell  a l lttl d istance behind the oth r vessel .  as if 

something large was fol lowing the l ight beneath the waves. 
Cau tiously, you guide your  boat into a smal l cove. The 

si lence fee ls  eerie ;  you would swear that you are not alone. 

Br iefly, you entertai n second thoughts about d isembarking . . .  

If a runner scouts the Island astrally, read the following: 
The Island st retches beneath you , Its l i fe magic. danci ng 

before your astral sight l ike thousands of tiny flames. Plants. 

trees. and ani mals al l  bum brightly in  astral space. You look for 

the dark t spot on the astral landscape_, the most l ikely sign of 

concrete and steel , and move swiftly toward the l ifeless place . 

Suddenly , three shapes burst out of the trees and rush 

toward you.  You recognize them as watcher spirits, the biggest 

you 've ever seen.  Each one looks l i ke a full-sized tiger and sports 
fangs the length of your forearm. Looks l ike you 're in trouble . . .  

HOOKS 

Use the silence and the darkness to play up the tension of 
moving si lently and secretly. Let the players believe that this wi l l  be 

another snooping mission . just l ike in 2M or Not 2M (p. 23) .  Later 

in the encounter, play up the adrenaline high of the boat chase. 

Convince the runners that they cannot get out of hot wc1ter th is 
time. so that the appearance of the kraken comes as a relief. 

30 PARADISE LOST 

BEHIND THE SCENES 

The runners arrive at Makai Island prepared for the usual 
sneaking around and maybe a spot of datasteal ing, but events 

in tervene before they set foot on the beach. 

Give the runners dme to come up with a plan for getting to 

and searching the lab, but read them the following scene 

before they can Implement It. Note that all dialogue In Ital­

ics Is spoken In lapanese. If at least one of the player char­
acters speaks lapane.se and so would understand what was 

being said,  read the dlalogue aloud. If not, then simply 

Indicate who Is speaking and sum up the emodonal content 

of their words so that the runners get the Idea of what Is 

going down.  

C lo er than you 'd l ike .  you hear noise. In  a smal l clearing 

ahead of you , d imly l i t  by starl ight, you spy four men, thre in  

parami l i tary garb and one in jungle camo. You can't  see any 

identifying marks on their Fatigues. but you sure as drek recog­

nize the d i m  si l h ouettes of thei r A K -97s .  Fortunately , they 
seem to b search i ng the area for something other than you. 

and they don 't  seem to care about attracting attention. 
The man In  the jungle suit l ights a cigarette. The flare of 

his electro- match briefly i l l uminates his Asian features .  As he 

extinguishes the match , one of his companions steps forward. 

" How appropria te, " says the second man . He holds his 

assault  rifle easi ly at his side. but the p lacement of h is  arm in  

the sl ing tel l s  you he's  ready to use the gun. 

The cigarette man turns toward him. "Sorry ? "  

" I  was just about to  ask i f  you 'd Ille a last cigarette. " The 
gunman' s  voice sounds clear and even. Slowly, he raises the 

barrel of the assault rifle. 

The cigarette man tens s ,  star i ng at the r is ing gun .  He 

takes hal f  a step backward , stammering, " /  don 't . . .  I . .  , "

" Do n 't matter. " the gunman says .  " You 've lost the com­

pany 's trust. " He raises the rifle to his shoulder and aims. ·• And

you know what that means." 

The cigarette man looks wi ldly around for an escape route 

as the crimson beam of the assault rifle's laser sight marks the 

d stination of the bul let that wi l l  ri p out his chest. 

The man with the cigarette is Robbie " Kinu" Kurosawa, the 

leader of the MCT assault team that raid d the 2M lab . He also 

works undercover for ALOHA and gave the stolen AFD proto­

types and data diskettes to Naheka (see Plot Synopsis, p. 8) .

Ever si nce that operation . Ki nu has distanced h imself From the

AFD debacle, hoping to preserve his posi tion at MCT by sink-
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ing back into relative obscurity. His orders to lead the team 
sent to search Mak.al Island for evidence of the kraken attack 
that Klnu claimed had destroyed the assault team came as a 
nasty shock. He got an even nastier shock when he tried to 
contact Naheka, and found that ALOHA had changed its com­
munication protocol. Klnu suspects that the terrorist .leaders 
caught on to his actions as a double agent and regarded him 
as beyond salvage. He. did not, however, suspect that his corp 
masters also wanted him out of the way. 

RESCUlNG KINU 

Suspicious of Kinu's kraken story, MCT has decided to play 
It sate and get rid of him during the search of Makal lsland. The 
three MCT soldiers with Klnu, all Japanese, have orders to klll 
him and dump his body in the same cove Into which the shad­
owrunners have just piloted their boat. Hopefully, the runners 
will step in and save Kinu. If not, see Debugging, p. 34 of this 
section. For KJnu's statistics, see Cast of Shadows, p. 57. Note 
that none of the MCT soldiers carries anything to connect them 
with the megacorp. 

MCT SoldJer5 (3) 
B Q S 

5 5 5 

lnltta.ttve: 6 + 2D6 

C 

3 3 

Threat/Professlona.l R.utng: 3/3 
Cyberware: Wired Reflexes I 

w 

4 

E. R 
4 4 (6) 

Skills: Armed Combat 3, Etiquette (Corporate) 4, Firearms 5, 
Unarmed Combat 3 
Gearr AK-97 [Assault Rifle, 38 (dip), SA/BF/FA, SM, w/1 extra 
clip. Laser Sight, Thermographic Imaging Scope] 

CONDITIC>N MONITOR CONDITION MONlrOR 

llGHI """"" 
....... """' 

CONDITION MONITOR 

IF the rest of the MCT troops searching Maka! Island and its 
waters hear anything more than the single burst of autoflre 
planned In order to klll Klnu, all hell breaks loose. As soon as 
they flre, as If on cue, the runners hear the sounds of several 
people running toward them through the Jungle. If the runners 
want to stay and fight Mltsuhama's assault team, let them. 
Klnu lmmedlately heads for the cove at a dead run, Intending 
to swim for the MCT boats moored In the cove next to this 
one. At the gamemaster's discretion, Klnu finds the runner's 
boat first. 

Mltsuhama Assault Team (I 0) 
B Q S C I 
5 4 (6) 4 (6) 2 4 

lnltladve: 8 + 3D6 
Thrut/Professlonal Rating: 5/4 

w 

4 

E R Armor 
6 4(8) 5/3 

Cyberware1 Muscle Replacement Z, Wired Reflexes I 
Skills: Armed Combat 3, Athletics 4, E.tiquette (Corporate) 4, 
Firearms 5, Unarmed Combat 4 
Gear: Ares FN-HAR[Assault Rifle, 38 (dip), SA/BF/FA, SM, w/2 
extra clips, Laser Sight, Gas Vent 11, Thermographlc Imaging 
Scope], Armor Jacket (5/3) 

CONUITION MONITOh' 

CONDITION MC>NITOR 

CONDlltON MONITOR 

"""' 
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CONDlllC.-,N MONITOR 

CONDITION MONITOR 
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"""'' 
STUN 
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C.:ONOITIC.JN MONIIC_>R 

"""'' 
STUN 

C:ONDITtON MONITOR 

UC?fl �• HOA 
� - ......,

In addition to the assault team and the three men 
assigned to kill Kinu, MCT's search party Includes a combat 
mage and four Swordsman boats with a pflot and four crew­
men apiece. The mage controls three watcher spirits, but Ini­
tially stays out of the fight. If the runners seem to be win­
ning, the combat mage attacks with the second wave of 
MCT soldiers. 
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Combi&tMage 
B Q. 
3 4 

s 

2 
C 
3 6 

lnltLlatlve: 5 + I D6 
Thrut/Professlonal Radngi 3/3 

w 

4 
E 
6 

M 
6 

R 
5 

SkJlls1 Climbing 4, Conjuring 5, Firearms 4, Magical Theory 5, 
Sorcery 5 
Spells, Analyze Magic 3. Chaos 5, Heal 4, Mana Barrier 5, 
Mana Bolt 4, Power Dart 4 

CONf>111ClN MC-.>NIHlJ-1 

Watcher Spirits (3) 
B Q s C w E M R 

Attacks 

5 5 5 5 5 5 5 (5) 5 SM 
lnltLlatlve: 25 + 1 D6 
Threat Rating: 5 

c C>NDlfK)N M<>NITOI? cc,NOIJION M(>Nl10R 

CONfJ111C>N MONITCHl 

The runners should not win this fight, and the gamemaster 
may need to adjust the opposition accordingly to get that 
point across to the runners. Kinu strongly recommends a tacti­
cal withdrawal from the Island before the Swordsman crews 
seal off the cove. If the runners ask about the 2M lab. Klnu tells 
them that the company abandoned It, leaving nothing behind. 
The Island offers nothing for the runners except death at the 
hands of MCT's professional commandos. Klnu will gladly help 
the runners escape. telling them exactly how many 
Swordsmen MCT sent and from which directions they will most 
llkely approach. 

CHASE AT SEA 

As soon as the rest of the MCT personnel realize that 
some unexpected factor has fragged the plan, they begin clos­
ing In on Klnu·s last known position or on the source of the 
combat noise. If the runners scramble back to their boat fast 
enough, or If they never leave It. they need only worry about 
pursuit by the MCT Swordsmen waiting In the waters near the 
Island. The greater speed of the MCT craft means the 
Swordsmen wlll catch the runners' Otter. If the runners let him, 
Klnu wlll man the Otter's rear guns. Luckily for the runners. 

J. 

0 

only one Swordsman lies dose enough to intercept the fleeing 
Otter Initially. This first boat stands 100 meters off the runners' 
cove. Three more Swordsmen rapidly approach from about 
600 meters away. 

Gamemaster this chase using standard rules for vehicle 
combat (pp. 105-109, SRII). To reRect the hazards created by 
the darkness and the boats' proximity to an Island that might 
well be surrounded by shallow reefs, treat the terrain as 
restricted, adding a +2 modifier to all target numbers. 

Unless they really hose things up, the runners should be 
able to Incapacitate the first pursuing Swordsman, or at least 
force it to break off pursuit until reinforcements arrive. 

Samuvanl-Crlscraft Otter 
Handling Speed Body Armor Signature Autopilot 

2· 22/67" 2 0 4• 3• 

Seating: 2 bucket seats + 4 folding bench 
Cargo: 10 CF storage + 30 CF cargo 
Economy/Fuel: Assume the runners have plenty of gas. 
Weapons1 Pop-up Turret w/Medlum Machine Gun [40 (clip). 
FA. 93, w/2 extra clips, Thermographic Imaging Scope]t 
"Statistics reflect this Otter's high-performance engine. 
tHardpolnt halves recoil modifiers (round up). Popping up the 
turret requires a Complex Action. 

VEHICLE CONDITION MONlfOR 

I I I I I I I I I I I 
� A 

UGH! MODEflAlI SERIOUS DESTROYED 
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The gun's central firing arc faces straight behind the boat. and 
pivots 30 degrees to either side. The gamemaster determines 
whether or not a target lies within the gun's possible firing arc. 

MCT Zemlya-Polta.va Swordsman (4) 
Handling Speed Body Armor Signature 

5 30/90 3 0 3 
Seating: 2 bucket seats + 6 folding bench 
Cargo: 10 CF storage + 30 CF cargo 

Autopilot 
2 

Economy/Fuel: Assume each craft has plenty of gas. 
Equipment: EuroNav "Poseidon" outboard motors, Datajack 
Link (adds +2 to pilot's Reaction) 

. .. 
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VEHICLE CONDITION MONITOR 

I I I I I I I I I I I 
• . • • 

r.l:JOEAAlE SE� DES!ROY"r:O 

Swordsman PIiot 
B Q s C 
3 4 3 2 4 

E CONDITION MONITOR 
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UGl!I MOO!RAlE SERIOUS OESill0\1D 

VEHICLE CONDITION MONITOR 

I I I I I I I I I I 
A A A 

UGH! MOOERAl! SERIOUS OESlJlO'l!D 

w E R 
3 6 4 (6) 

Initiative: 4 + 1 D6 (6 + I D6 when controlling the boat) 
Threat/Professional Rating: 3/3 
Skills: Boat 5, Boat (B/R) 4, Car 4, Etiquette (Corporate) 4, 
Unarmed Combat 3 
Gear: AK-97 [Assault Rifle, 38 (clip), SA/BF/FA, BM, w/1 extra 
clip, Thermographic Imaging Scope] 

NDITION MONITOR 
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Swordsman Crew (4) 
B Q S 
5 5 5 

C 
3 3 

Initiative: 6 + 2D6 
Threat/Professional Rating: 3/3 
Cyberware: Wired Reflexes 1 

w 

4 
E 
4 

R 
4(6) 

Skllls: Armed Combat 3, Etiquette (Corporate) 4, Firearms 5, 
Unarmed Combat 3 
Gear: AK-97 [Assault Rifle, 38 (clip). SA/BF/FA, BM, w/1 extra 
clip, Thermographic Imaging Scope] 

STUN 

CONDITION MONITOR 

CONDITION MONITOR 

....."""' 

SAVED BY THE KRAK£N 

STUN 

P!fYSICAI 

CONDITION MONITOR 

LIGKT \IX&R S810A 
S100 STUN S1llN 

DIAOlY 
S1llN 

CONDITION MONITOR 
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Fortunately for the runners, a kraken really does llve in 
Hawai'ian waters, feeding on mahi-mahi, dolphins, small 
whales, and the occasional, overconfident scuba diver. The 
bright lights of the MCT Swordsmen attract Its attention, as do 
the flashes of light and explosions from any combat between 
the MCT vessels and the Otter. Foreshadow the kraken's 
approach by describing an ominous swell of water as men• 
tioned in Tell It To Them Straight, p. 30 of this section. 

Hopefully, the runners can come up with a crafty way to 
use the kraken against their pursuers. Because bright lights 
attract the creature, the runners might use a flare to lure the 
beast toward the attacking MCT Swordsmen. They might also 
try a confusion spell, an Illusion spell, a nature spirit's powers, 
or some other devious action to send the kraken toward the 
MCT boats. Give the runners a chance to come up with a plan; 
if they fail to take advantage of this opportunity, have the MCT 
goons do something stupid, such as attacking the kraken. For a 
complete description of the kraken, seep. 227, SRll 

Kraken 
B Q 

12/3 5 X 3 
s 

20 
Powers: Pestilence 

C I 
3 

w 

6 
E 

(6) 

CONDITION MONITOR 

R Attacks 
7 12D+2 Reach 
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SAE HUNT I 
As far as the runners are concerned, the kraken attack only 

matters because it gives the MCT troops more to worry about 

than capturing a fleeing Otter. For this reason, the gamemaster 

should not play out the combat between the MCT goons and 

the creature. Assume the kraken takes out one or two 

Swordsmen and lets the rest escape. The survivors tell MCT 

management about the kraken, and the corpboys wonder If 

Klnu told them the truth after all. Now unsure of what really 

went down in the 2M raid, MCT does not interfere with the 

runners for the rest of this adventure. 

A CHAT WITH KINU 

Klnu wants very much to reach Honolulu, get off the 

islands and start a new life away from both MCT and ALOHA. 

Unaware of the runners· connection to events surrounding the 

AFD, he offers them 20,000¥ to take him back to Honolulu 

Immediately. If the runners level with him. or even hint at their 

connection with MFI, 2M, and the AFD, Klnu trusts them and 

reveals all the information about ALOHA presented In 

Legwork (p. 51 ). If the runners ask speciflcally about Kinu's 

connection with their run. he comes dean about his role in the 

AFD scam. Paraphrase the information given about the raid in 

the Plot Synopsis, p. 8. Kinu knows little about Naheka. He 

believes the leader Is a powerful mage, but has no Idea that 

Naheka Is a feathered serpent. 

Though Kinu has never been inside ALOHA"s headquar­

ters, he knows it ls located In Walmea Canyon. He cannot. 

however, provide specific coordinates to its location or draw a 

decent map of the place. He shows no enthusiasm for taking 

the runners to the ALOHA HQ, where former comrades might 

see him, but he considers doing It In return for a 200,000¥ 

stake with which he can start a new life. If the runners haggle 

over this price, use standard negotiation rules to settle on a 

fee. If the team convinces Klnu to join them on their trip to 

Waimea Canyon, Daniel Kapaa ls wary of him at first, but even­

tually accepts his story and provides him with an AK-97 assault 

rifle (38 (clip}. SA/BF/FA, SM. w/ I extra clip] and a knife [7L]. 

Go to Kapaa Tours Unllmlted. p. 29. 

DEBUGGING 

If the runners decide to try to escape the Swordsmen 

and/or the kraken by returning to Makai Island. Kinu does 

everything In his power to talk them out of lt. repeatedly 

reminding them that an angry corporate assault team awaits 

them on the shore. If they ignore his advice, he sits back and 

does nothing. refusing to help the team commit suicide. The 

only thing that keeps him from diving over the side to save his 

own skin is the presence of a hungry kraken. 

If the runners fall to rescue Kinu, somehow klll him, or fail 

to make a deal with him, their next step depends on whether 

they already know the location of ALOHA's headquarters. If 

they do, go to Kapaa Tours Unlimited, p. 29. If not, go to 

ALOHA's Revenge, p. 35. 
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TELL IT TO THEM STRAIGHT 

You drive down the street, figuring it's a good time to go 

back to the hotel and catch a little shuteye. Maybe some sleep 

will help you figure out what to do next. The break-in at 2M 

turned up drek-all leads, and gave you a brand-new enemy to 

worry about. That's if those ALOHA slags can find you. 

Fragging slots really put a crimp in your run. The boys at 2M 

will probably be so paranoid that they'll all sleep at the office 

for the next month or so. Still, being frustrated in paradise 

beats the drek out of being frustrated in Seattle. After a good 
night's sleep, you're bound to think of something. 

In your rearview mirror. you spot a black Honda-GM 3220 

lX speeding your way. With a sudden. turbo-assisted thrust It 

pulls even with you, and an ork in a tropical shirt with a drek­

eating grin leans out the passenger window. "Aloha from 

ALOHA!" he yells. ''[ make loa, haolel" Suddenly, the muzzle 
of a submachine gun appears In the ork's hand ... 

HOOKS 

Remember all those thrilling car chases In movies? Make 

this encounter one of them. D cribe the oncoming truck bear­

Ing down on the fleeing (or pursuing) car, the screech of rubber 

on pavement, the frantic swerve to avoid a woman pushing a 

baby carriage across the street, and so on. 

BEHIND THE SCENES 

The gamemaster should only run this encounter if the run­

ners failed to leam the location of ALOHA's HQ In Sea Hunt 
\p. 30). The information in this enc.ounter literally falls Into their 

laps (open wide. shadowrunner, here comes a clue!) and so 

the gamemaster should only use it as a last resort. 

In addition to the ork, Toshi, the Honda contains three 

other members of ALOHA who want revenge for the 2M fias­

co. ALOHA traced th� team to the Honolulu Hilton and got a 

plate number on their rental car. Though the hit squad in the 
Honda cannot be sure that the player characters are shad­
owrunners. they do know that the runners are more than 

investment fund managers on vacation. 
During the car chase, give Tosh\ one free shot and then 

conduct the rest of the flght according to standard vehicle and 

melee combat rules. The ALOHA members go for a quick kill. 

alternating between flrlng quick blasts from their rifles and 
ramming the runners' car. Three members of the hit team are 

anned with Uzis. The driver, Cameron, packs a Colt pistol that 

he does not use. If the runners are using the Yamaha Rapiers 
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ALOHA'S REVENGE 

that Daniel provided for them (Hawal'lan Paradise, p. 18), the 
gamemaster may need to adapt Tell It To Them Straight 
accordingly. 

Th� runners should defeat this attempted hit. Assuming 
they survive to inspect the Honda and its (deceased) occu­
pants, they flnd a datachlp labeled "Insurance" that fell out of 
the driver's pocket. Give the runners time to stash the chip 
before the Inevitable police car arrives on the scene. Initially 
suspicious of the characters, the HNPF officers question them, 
but practically forget the runners exist once they discover that 
the victims of the crash are the ALOHA operatives. All of the 
ALOHA goons happen to be near the top of the HNPF's Most 
Wanted 11st (lucky. lucky runners!). If the runners explain their 
Involvement in the shoot-out in a vaguely believable way 
("Never saw them before, officer. They just started shooting!"), 
the cops leave the runners alone and cart the ALOHA goons 
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away. If the runners crack wise or shoot it out with the cops, 
they deserve any grief the gamemaster chooses to give them. 

Yoshi 
B 
8 
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Initiative: 3 + 1 D6 
Threat/Professlonal Rating: 4/3 

w 

3 

E 
3 

R 
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Armor 
2/1 

Skllls: Etiquette (Street) 4, Firearms 5, Unarmed Combat 2 
Gear: Armor Vest (2/1 ), Uzi Ill [Submachine Gun. 30 (clip), BF, 
6M, w/2 extra clips] 
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Cameron 
B Q 
4 4 

s 

3 
C 
3 

I 
5 

w 

3 
Initiative: 4 + 1 D6 (6 + 2D6 when rigging) 
Threat/Professlonal Radng: 3/3 

E. 
4 

R 
4 

Skills: Car 4, Car (B/R) 5, Computer 3, Electronics 4, Firearms 3 
Cyberware: Vehide Control Rig: 1 
Gear: Colt American L36 w/Concealable Holster [Light ·Pistol, 
I I (clip), SA, 6L] 

CONDITION MONITOR 
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ALOHA Members (2) 
B Q s C I 
4 4 4 3 3 

Initiative: 3 + l D6 
Threat/Professlonal Rating: 3/3 
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3 3 
R 
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Skills: Armed Combat 3, Etiquette (Street) 3, Firearms 4, 
Unarmed Combat 3 
Gear: Knife [4L). Uzi Ill [Submachine Gun, 30 (clip), BF, 6M, 
w/2 extra clips) 

CONDITION MONITOR 
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Honda-GM 3220 ZX Turbo 
Handling Speed Body 

4 50/150 2 

CONDITION MONITOR 

Armor Signature Autopilot 
0 I 2 

Seadng: Front/rear twin bucket seats 
Access: 2 standard/open top + rear hatch 
Economy: 45 km per liter 
Fuel: IC/30 liters 
Storage: 4 CF trunk 

Ford Amerlcar 

NDITION MONITOR 
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Handling Speed Body 
2 

Armor Signature Autopilot 
4 35/105 0 2 2 

Seating: Twin front/back bucket seats 
Aa:e.ss: 2 standard Fuel: IC/30 liters 
Economy: 50 km per liter Storage: 5 CF trunk 

VEHICLE CONDITION MONITOI? 
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Yamaha Rapier (2) 
Handling Speed 

3 65/195 
Seating: 1 

Body 
1 

Access: I CF underseat 
Econo,my: 120 km per liter 
Fuel: IC/ IO liters 

VEHICLE CONDITION 

I I I I I I I I I I I 

Armor 
0 

Signature Autopilot 
1 I 

VEHICLE CONDITION MONITOR 
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ALOHA'S REVENGE 

INSPECTING THE DATACHIP 

carrying only three flies. Cameron's chip nonetheless con• 
tains sensitive information concerning ALOHA's activities as 
well as the location of Its HQ in Waimea canyon. A raving para· 
nold, Cameron created the chip recently to use as a bargaining 
tool should he ever want out of ALOHA. Because he did not 
have time to finish his work. the information on ALOHA's 
headquarters is incomplete. The "canyon'' file contains a rough 
map of Waimea canyon, showing the entrance to ALOHA's 
headquarters. The "Life Insurance" file is cameron·s diary, and 
contains a description of ALOHA's involvement in the AFD pro· 
Ject. Excerpts from this file appear below. The "Blitzkrieg'' file 
appears at first to be a fan's collection of information about the 
wildly successful European synthrock group Blitzkrieg, but is 
actually a plan-in-progress for kidnapping the group when their 
world tour swings through Honolulu. Though this plot has noth· 
ing to do with Paradise Lost, it Is major paydata. 

The flies are protected by the equivalent of Rating 6 scram­
ble IC and can be read by slotting the chip into a cyberdeck. 

Cameron's Diary Entries 
cameron is a soclopath In addition to being paranoid, and 

his diary gives the runners an unpleasant guided tour through 
his twisted mind. Amid ramblings about death, destruction, 
and destiny. the runners can find the following two key entries: 

»>>>[21 :32:47/1-14-54: New assignment, something
called an AFD. Stands for Anti-Flatlining Device. Seattle corp 

Mary Falls Inc. working on the project with Molokai 
Microtronics (2M). Molokai selling out to Mitsuhama. MCT 

planning to hit 2M corp offices and labs, geek execs and sci­
entists, snatch prototypes and info. We snatch same drek 
from Mitsuhama. Wish I could go; hosing down a corp office 

sounds wiz. Labcoats and corpboys deserve what they get, 
motherfragging rich haole slots.)«<« 

>»»[23:35:54/1-18-54: Word from our guys at 2M.
Koyashi's got things in place. Nothing for MCT there except 

personnel. One of our ops on 2M lab hit squad. Not me. 
Slotting high-ups keep me out of everything.)<<<« 

After examining the information on cameron·s chip, the 
runners will probably want to go directly to ALOHA's lair. To 
arrange transport, go to Kapa.a Tours Unlimited, p. 29. then 
Why A' Me' A, p. 39. 

DEBUGGING 

If the runners fail to find and/or take with them cameron's 
datachip, their next step depends on what they already know. 
Unless they can discover ALOHA's Waimea canyon headquar­
ters from Klnu Kurosawa (see Legwork, p. 51 ), they're frag out 
of luck. Their skins are safe, though: ALOHA does not waste 
any more manpower on revenge. After a week or so, Daniel 
tells them they have been fired and must check out of their 
hotel. Go to Picking Up the Pieces, p. 50. 
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TELL IT TO THEM STRAIGHT 

You find Daniel ready and waiting back at your hotel suite. 

"Your plane awaits," he says with a grin. He accompanies you 

to the heliport on the hotel's roof, where the Hughes Alrstar 

crouches like a vast, black bird. 

Daniel tells you that he's been instructed to join you. 

"Pretty crazy. I know, but I couldn't turn down the fee they 

offered. I'm not going into ALOHA, though, bruddah. I'm just 

along to take care of the copter." 

Your rigger jacks into the controls, and the copter lifts off. 

Below you, the skyrakers of downtown Honolulu slowly shrink 

as you ascer.d into the bright, Hawai'ian sky. The land floats 

away behind you. giving way to calm, blue ocean. 

Too soon. your Airstar hangs over the Island of Kauai. 

Everywhere you look you see countless shades of green. From 

your bird's-eye view, the island looks like a verdant circle cen­

tered on a jut of dark mountains. You swallow to moisten a 

suddenly dry throat as the Airstar begins descending past the 

peak of Mount Waialeale and down Into Waimea Canyon. 

The sheer spectacle of brilliant, green forests and weath­

ered, red-orange rock takes your breath away as you drop 

deeper and deeper into the canyon. The copter approaches the 

outcropping of rock that hides the entrance to ALOHA's head­

quarters. Watching the rock get bigger and bigger, you feel an 

unnatural calmness, but recognize it as the calm before the 

storm. Almost as soon as you name it, you lose it. 

Your muscles tense up as you realize the danger in what 

you're about to do: dive into the heart of a terrorist organiza­

tion headed by a powerful mage and steal from it something 

they went to considerable trouble to get. Before you can even 

ask, "Why me?", the answer rings out in your mind. "Think of 

the money, chummer. Think of the mooey . .. " 

HOOKS 

Emphasize the fact that the runners are heading into 

unknown territory and incredible danger. At any moment, 

someone may notice them and cut them down. Remind the 

players that with this huge risk comes a huge payoff. the payoff 

of every runner's dreams. Run the encounter as straight as pos­

sible, and let the story tell itself. 

BEHIND THE SCENES 

Needless to say. the runners need some way to conceal 

the sight and sound of the Airstar's approach from ALOHA's 

vigilant sentries. The runners may attempt to use a vehicle 

mask spell; if no one on the team can cast it. Daniel does so. 

Refusing to comment on his magical ability, he shrugs it off as 

a trick of the trade. 

The entrance to ALOHA's HQ is concealed behind a small, 

rocky outcropping in the canyon wall. A small landing pad lies 

50 meters from the entrance and is large enough to accommo­

date any size copter up to and including a Hughes Stallion. As 

standard procedure. the terrorists conceal the pad with camou­

flage netting. and so spotting It requires a successful 

Perception (3) Test, using the appropriate modifier for a partial­

ly hidden object (p. 185, SRII). ALOHA choppers emit a 

transponder signal to trigger beacons surrounding the landing 

flat to counteract the camouflaging, but the team does not 

have the appropriate transponder code. 

Once the pilot has spotted the landing pad, he or she 

must make a Rotor Craft Test against a target number equal to 

the copter's Handling, adding a +3 modifier to the target num­

ber to reflect the area's unpredictable winds and the copter's 

proximity to the rock face. An ALOHA pilot suffers no such 

modifier. of course, having practiced this approach in simula­

tion hundreds of times. If the test is successful, the pilot lands 

the chopper safely. If the test is unsuccessful, the Airstar crash­

es as if traveling at I 00 meters per Combat Turn. 

Hughes Aerospace Alrstar 2050 

Handling Speed Body Armor Signature 

Autopilot 

4 190/260 4 2 3 4 

Seating: Twin + 9 bucket seats Access: 2 + 2 standard + 

I double-sized 

Economy: Assume the runners have enough gas. 

Cargo: IO CF storage 

VEHICLE CONDITION MONITOR 

I I I I I I I I I I I 
I\ I\ 

LIGHT MODERA!f SERIOUS DESlllOVEO 

The magical concealment necessary to land the chopper 

without detection by mundane security runs the risk of alerting 

ALOHA's magical-security vanguard. three Goose shamans in 

their medicine lodge (see Perimeter Security, following). For 

this reason. the team may prefer to rappel down from the 

chopper a few hundred meters up-slope of the entrance and 

sneak through the trees. The entrance to the ALOHA base lies 

300 meters above the canyon floor and an equal distance 

below the rim of the valley. Unfortunately for the runners, the 
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slope is steep and treacherous. requiring each character to 

make a Climbing (4) Test for every 50 meters he travels. If this 

test Is unsuccessful, the runner slips and falls down the slope. 

A falling character slides roughly 20 meters every round. 

To attempt to break the fall, the runner makes a Climbing (6) 

Test each round. The runner stops falling as soon as he makes a 

successful Climbing (6) Test. Calculate damage as (Distance 

Fallen/ I 0)M. Using this formula, a fall of I 00 meters inflicts 

I OM damage. (Nasty break. chummer.) To climb back up the 

slope unassisted, the fallen runner must make two Climbing (4) 

Tests for every IO meters that he climbs. If both tests are 

unsuccessful, the runner slips and falls again. 

Eagle Shaman's 
Medicine Lodge 

ALOHA 
HEADQUARTERS 

Secret Entrance 

PERIMETER SECURITY 

On top of the outcropping that conceals the HQ entrance 

stands a camouflaged medicine lodge, set up by ALOHA's 

three Nene (Goose) shamans. The three shamans spend most 

of their time meditating in the lodge. If they detect intruders, 

two shamans attack viciously as the third alerts the HQ. 

A pair of watcher spirits patrols nearby astral space. If any­

one approaches astrally and attracts the watchers' attention, 

the spirits carry a warning to Naheka and then return to tip off 

the shamans. 

Goose Shamans 

B Q S 

3 3 2 

C 

4 4 

Initiative: 3 + I D6 

Threat/rrofesslonal Rating: 4/3 

w 

5 

E 

6 

M 

6 

Skllls: Armed Combat 3, Climbing 6, Conjuring 4, 

Theory 3, Sorcery 4 

Gear: Knife [3LJ. Medicine Lodge {Rating 4) 

Spells: Mana Bolt 5, Powerball 5, Sleep 7 
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Magical 

The Goose shamans have the advantage of +3 dice for 

conjuring mountain spirits. but the disadvantage of a +2 penal­

ty to all target numbers for tests made when not standing on 

the ground of the Hawai'ian Islands. For more Information on 

Goose shamans. see New Totems. p. 77 of the Kingdom of 

Hawal'I sourcebook section. 

CONDITION MONITOR CONDITION MONITOR 

CONDITION MONITOR 
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Getting In 

The HQ entrance is nothing but a large hole in the canyon 

wall. Roughly four meters in diameter, the hole opens into a 

passage that slopes down to the Entry Room below. If the 

team rigger wants to accompany his fellow runners inside. 

Daniel offers to baby-sit the copter. 

INSIDE ALOHA 

Assuming the runners successfully sneak in, they must 

begin looking for the AFDs in order to retrieve the prototypes 

and any information about the system for their employer. They 

can get information from two sources, decking, or interrogat­

ing captured ALOHA members. Needless to say, both 

approaches risk the raising of an alarm. If and when alerted to 

the runners· presence, all security guards in the HQ move 

toward the runners· last reported location and search for them. 

The gamemaster must improvise minute-to-minute events as 

the situation demands, keeping in mind that everyone on both 

sides is primed to deal with trouble. 

DECKING 

The ALOHA base has a main computer system that is con­

nected to the Matrix, and the autonomous research project sub­

system described under Special Research Area (27). p. 46. The 

team decker can only access the subsystem from the Special 

Research Area or Naheka's office (see Lower Level Map, p. 48). If 

the players try to deck into the main system. refer to the ALOHA 

Main System Map in Matrix System Maps, p. 60. 

Interrogation 

If the runners capture and interrogate ALOHA members, 

they can learn considerable information that might be hard to 

come by in any other way. To conduct an interrogation, the 

runner makes an opposed Interrogation (Willpower) Test. At 

the same time, the captive rolls a number of dice equal to his 

Willpower against a target number equal to the runner's 

Interrogation Skill. Apply the appropriate modifier to target 

numbers resulting from wounds inflicted on the captive, if nec­

essary. Then consult the Knowledge Category Table below to 
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determine how much each captive tells the runners, based on 
the number of net successes the Interrogating runner achieves. 
Though the dice roils determine what a captive will reveal, 
gamemaster and players should roleplay the actual interroga­
tion. In general, the captives reveal their knowledge only when 

asked the right questions. 
Similar to legwork, each number of net successes achieved 

allows the runner to learn th information available at lower 
levels of success. If he achieves 2 successes when interrogating 
a member of the cleaning staff, for example. that character also 
divulges the information available for achieving I success and 
no successes. After determining the category of knowledge 

that each captive can provide, consult the Knowledge Category 
tables for the exact information In each category. 

KNOWLEDGE CA TE GORY TABLE 

Net Successes 

Captive 0 I 2 3+ 

Cooks/Cleaning Staff/ 

Musicians/Goose Shamans A B C D 

Adepts/Chemists/Ork Guards A C D E 

Audrey Wilkes/Merill Toyoda/ 

Junior Mages A C D F 

Peter Wong/Peter Chan A C E G 

John Kalakaua A D F H 

Senior Mages A D f 

Lili Kalakaua A E. G

Knowledge Category 

A 

B 

C 

D 

E. 

F 

G 

H 

Results 

"Die, haole scum!" 
Captive describes his or he 

wori< for ALOHA. 
Captive describes the location 

and function of each room in 
the HQ, but the description 
Is limited and possibly false. 

Captive accurately and com­

pletely describes the con­
tents of the HQ's rooms. 

Captive describes general 
security provisions for the 
complex and reveals that 
Naheka is a powerful mage. 

Captive describes specific 
security provisions that safe 

guard important areas. 
Captive says that the AFD 

project staff is working in 
the Special Research Area._

"Naheka keeps back-ups of the 
data and extra prototypes 
somewhere. Don't know 

where. honest." 
Captive reveals that Naheka is a 

feathered serpent. 
Captive reveals the exact loca­

tion of the backup AFD data 
and spare prototypes. 
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UPPER LEVEL MAP 

The ALOHA headquarters comprises an upper and a lower 
level. E.ach Is a large, natural cave shored up with manmade 
construction. All celllngs are four meters high. and most floors 
are carpeted. The caves· outer walls are stone, but most of the 
Interior walls are made of heavy, artiflclal material and have a 
Barrier Rating of 16. Doors are made of somewhat lighter 
material and have a Barrier Rating 14. 

As In previous encounters, the descriptions given below 
of areas on the upper level map apply only to areas where the 
team Is likely to go. Unless a description specifically states oth­
erwise, all doors In the complex are unlocked and all rooms 
are brightly lit. 

Guards 
On both the upper- and lower-level maps, the letter G 

Indicates the location of an ork guard. E.ach of these guards is 
equipped with a portable wrist phone and will contact security 
in the Computer Room at the first sign of trouble. 

Ork Guards (6) 
B Q 
7 4 

s 

6 
C 

2 

I 

2 

Initiative: 3 + 1 D6 
Threat/Professlonal Radng: 4/3 

w 
3 

[ 
6 

R 

3 

Armor 
2/1 

Skllls: Armed Combat 5, Climbing 4, Firearms 5, Unarmed 
Combat 3 
Gear: Ares Predator [Heavy Pistol. 15 (cllp), SA, 9M, w/1 extra 
clip], Armor Vest (2/1 ). Portable Wrist Phone, Sword [SM] 
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The following descriptions assume that the team is flying 
In during the day, the logical time to approach a landing site as 
dangerous as Waimea Canyon. If the team penetrates the site 
late at night, assume that all oc-eupants of the HQ are In their 
sleeping chambers except for two security guards patrolling 
the upper level, two deckers In the Computer Room, and one 
chemist and an apprentice mage watching trldeo in the enter­
tainment lounge. Naheka sleeps in his cave . 

Entry Room© 
This square, unfurnished room has a cold, earthen floor and 

a meter-and-a-half high stand holding a palm print scanner. The 
scanner has the palm prints of 50 ALOHA members on file. 
Upon receiving a known print, the scanner opens two hidden 
panels in the walls. If Klnu Is with the runners, he places his 
hand on the scanner and opens the panels. The scanner has a 
Rating 5, and Includes a Rating 4 anti-tamper system. 

House Manager's Office @ 
The house manager, Audrey Wilkes, maintains both levels 

of the HQ, ruling her kitchen and cleaning staff wlth an Iron hand 
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(literally). When the runners arrive, Audrey Is In her office, poring 

over the supply Inventory flies on her table-top computer. This 

computer Is not connected to ALOHA's central system. 

Audrey WIikes 

B Q S 

3 2 

C 

2 3 

lnJtlatt\'e: 3 + 1 D6 

Threat/Professlo�I bdngi 2/ l 

w 

3 

I. 

1.7 

R 

3 

Cyberware: Cyberears w/ Recorder, Cyberhand w/ Built-In 

Telephone, Datajack w/200 Mp of memory 

Skllls: Accounting 4, Computer 3, Etiquette (ALOHA) 4, 

firearms 3, Negotiation 3, Office Procedures 3 

Gear. Colt American L36 [Light Pistol, 11 (dip), SA, 6L, w/ 1 eictra dip) 

Audrey has a master passcard that allows her access to 

any area In the HQ except for Naheka's cave. She has spent 

many years with ALOHA, and Naheka trusts her lmpllcltly. 

C..ONDITION MC.>NITOR 

Guest Rooms @ 
ALOHA assigns these sparsely furnished rooms to members 

on temporary assignment to the HQ. They are currently vacant. 

Entertainment Lounge @) 
A stage Intended for live concerts and a trideo screen 

dominate this large room. ALOHA's collection oftrlds ls stored 

beneath the screen. The lounge also offers a variety of virtual 

reality games. 

Dining Room ® 
ALOHA's dining room is filled with long tables and 

benches, the tables already set for the next meal. 

Muslc.lans' Quarters and Practice Room @ 
ALOHA 's resident elven musicians, Kehlanl and Karla, 

share these two pleasantly decorated rooms, living In one and 

using the other as a practice room. They provide after-hours 

entertainment for the hard-working ALOHA members. When 

the runners arrive, Kehlanl and Karla are in their practice room 

creating loud music. 

Instruments, both acoustic and computer-controlled, and 

music stands fill this room. Kehlani and Karla, decked into their 

Instruments and Jamming to a cyber-rock riff, are oblivious to 

the runners unless physically attacked. For the musicians' sta­

tistics, use the Media Producer contact, p. 209, SRII, with the 

following changes: raise the Computer Skill to 4 and the 

Unarmed Combat Sklll to 3, add Instrumental Music 4 _and give 

each elf a datajack. The dataJack reduces Essence to 5.8. 

Cooks' Quarters (j) 
Two cooks share each of these rooms, which look messy 

and lived-In. When the runners arrive, all the cooks are In the 

kitchen preparing the next meal. 

Maintenance Crew Quarters @ 
The HQ's cleaning crew uses these four rooms as sleeping 

quarters. The workers In the two rooms nearest the kitchen are 

asleep when the runners arrive, having just flnlshed a grueling 

night shift. The other maintenance workers are going about 

their duties elsewhere In the complex. 

Kitchen ® 
ALOHA's four cooks are busily preparing food in this 

large, well-stocked kitchen. For their game statistics, use the 

Squatter contact, p. 210, SRII, adding Cooking Skill 4. 

Storeroom @ 
This huge closet contains shelves stacked high with dry 

goods, other food staples, and cleaning supplies. The store­

room contains enough food to sustain ALOHA for months if 

necessary. 

Hallway @ 
This short, narrow hallway connects the HQ's upper level 

to the lower one. At the entrance to the lower-level cave, the 

flooring changes from smooth, synthetic material to dry earth. 

Gym@ 
This large room is full of exercise bikes, free weights, and 

UltraGym machines. Two of the HQ's six ork guards are working 

out when the runners arrive, one on a bike and the other on a 
bench-press machine. Because they are off-duty, these two guards' 

weapons are in their quarters. For their game statistics, see p. 42. 

Guards' Quarters @-@ 
Well but not elegantly furnished, these rooms belong to the 

six ork guards and two human physical adepts who provide 

physical security within the HQ. The occupants of Rooms 13A 

and 13B are on duty, and the occupants of Room 13C are work­

ing out in the gym. In Room I 3C, the runners can find the guards' 

weapons under the bed (for details, see Ork Guard stats, p. 42). 

Room 13D is dark; the two human physical adepts who 

occupy It are asleep. Light sleepers by nature, both adepts can 

sense the opening of their door, but will feign sleep to surprise 

the Intruders. The adepts keep their weapons under the bed, but 

rely on their formidable physical abilities If attacked. 

Physlcal Adepts (2) 

B Q S C 

5 5 5 3 

I 

3 

Initiative: 4 + 2D6 

Threat/Professlonal Radng: 4/ 4 

w 
3 

E 

6 

M 

6 

R 

4 

Skllls: Armed Combat 5, Athletics 6, Firearms 6, Unarmed Combat 8 

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

dip]. Katana [SM] 

Adept Powers: Killing Hands [55] 

CONDITION MONITOR CONDITION MONl105l 
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Financial Office @ 
Merill Toyoda, ALOHA's account�nt and financial manag­

er, is hard at work pe rforming complex calculations on her 

computer terminal in this well-furnished office when the run­
ners arrive. This terminal is connected to ALOHA's main sys­
tem, but not to the autonomous research system (see Decking, 
p. 40 of this section). The door has a Rating 5 maglock.

Merill Toyoda 
B Q S 
2 3 2 

C 

2 5 
Initiative: 4 + I D6 
Thre.t/ProfesslonaJ Rating: 2/2 

w 

4 
E 

4.3 
R 
4 

Cyberware: Cybereyes w/Low-Llght Vision, Datajack w/100 
Mp of memory, Telephone 
Skllls: Accounting 6, Car 4, Climbing 3, Computer 3, Etiquette 
(Corporate) 4 
Gear: Computer (Tortoise) w/Viewing Screen 

CONDITION MON
I
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Toyoda's Quarters @ 
Merill's luxurious living space boasts a thick, red, plush 

carpet on the floor and walls covered in holographic art with 
an ancient Egyptian motif. Ceramic statues of cats cover nearly 
every surface. Merill's door has no security, but is well guarded 
by her Awakened cat. 

cat 

B Q S 
3 5 x4 2 

C I W 

3/5 4 

Initiative: 5 + 2D6 
Threat/ProfesslonaJ Rating: 3/3 
Powers: Fear, Electrical Projection 

E 
6 

R Attacks 

5 6M (claw) 

Note: Electrical Projection power does 6M Damage. 

CONDITION MONITOR 

Showers @ 
Male and female HQ residents each have one of these 

spacious rooms. Two maintenance workers are cleaning the 
tiles in each room when the runners arrive: for their statistics, 
use the Squatter contact, p. 210, SRII. 

Bathrooms @ 
These are standard bathrooms with toilets and sinks. 

Sewage is directed to a central tank and then decomposed 
through magical and chemical treatments. 

Supply Room @ 
This storage closet contains various bathroom supplies. 
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LOWER-LEVEL MAP 

Computer Technicians' Quarters @ 
Technicians Peter Wong and Peter Chan live in these taste­

fully furnished rooms. Wong and Chan maintain and repair the 
HQ's data processing and telecommunications gear, modify 
and rewrite programs to suit ALOHA's needs and occasionally 
assist the deckers. 

Junior Deckers' Rooms @ 
The three less-experienced deckers of ALOHA's f ive deck­

ers live In these mid-sized rooms. Each room's furnishings 
include a wide variety of slmsense entertainment gear. When 
the runners arrive, all three deckers are at work In the com­
plex's Computer Room. 

John Kalakaua's Quarters @ 
This spacious but spartanly furnished suite belongs to john 

Kalakaua, ALOHA's veteran decker. The intense security protect­
Ing his quarters Includes a Rating 5 voice recognition system, a 
Rating 4 thumbprint scanner, and a Rating 6 retinal scanner, all 
of which a prospective visitor must bypass before opening the 
Rating 7 maglock on the door. Each of these systems Is 
autonomous, with no connection to the central security system. 

John's treasured Radio Shack PD-50, the first deck he ever 
owned, sits In solitary splendor on his desk. Because this deck 
is obsolete and therefore unusable, It has no statistics. 

Lill Kalakaua's Quarters @ 
Eighteen-year-old Lill Kalakaua, John's daughter, lives In 

this elegantly furnished room, which boasts the same impres­
sive security that protects John's quarters. When the runners 
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arrive, John and Lili are performing final tests on the AFD in the 
Special Research Area. 

Apprentice Mages' Quarters @ 
ALOHA 's four apprentice mages sleep in these two 

sparsely furnished rooms. When the runners arrive, all four are 
in the Magic Practice Area learning a lesson in the finer points 
of conjuring. 

Chemists' Quarters @ 
The chemists' quarters are tastefully but sparsely decorat­

ed, each with a trideo screen and trideo games for after-work 
relaxation. The three chemists perform supporting research and 
manufacture reagents used by ALOHA's mages. 

Adept Guards' Quarters @ 
The two physical adepts who guard the doors to Naheka's 

study sleep in this nearly bare room. 

Conference Room @ 
This room Is where ALOHA plans its kidnappings, assassi­

nations, and other terrorist attacks. Trideo and computer dis­
play screens line the walls, and terminals Installed at each .seat 
around the central oak table allow access to the HQ's main 
computer system. The room is protected by a Rating 5 
magiock on each door when not In use. When in use, Peter 
Wong activates and monitors the room's hidden security cam­
eras, and four guards stand at each entrance to protect the 
room's occupants. 

Computer Room @ 
This large room is the HQ's central telecommunications 

port, from which Wong and Chan transmit messages to 
ALOHA members throughout the islands and elsewhere. Ali 
doors into this room, except for the one leading to the Special 
Research Area, have Rating 6 maglocks. The remaining door 
has a Rating 7 magiock. The computer room houses ALOHA's 
central computer and peripheral systems, as well as three Fuchl 
Cyber-6 decks with Response Increase 2. 

Often, ALOHA's deckers perform Matrix datasteals from 
this location. One of them, a young man named Jan, is doing 
so as the runners arrive, surfing the systems at Awalani 
Airport. A second decker, Kira, stands ready to jack her col­
league out if he finds trouble. A third decker, flash, Is jacked 
into ALOHA's central computer system, gathering and analyz­
ing data from the security cameras monitoring the Special 
Research Area, the Chemistry Lab and the Magic Practice Area. 
If the runners bring trouble to this room, Kira reacts first, cap­
ping off a couple of rounds before fleeing. Flash will spot any 
unusual activity through the room's security cameras and alert 
the guards. Note that all three junior deckers have the same 
statistics, given below. All of them also have passc.ards for the 
Computer Room and Special Research Area. 

Deckers (3) 
B Q 
3 4 

s 

2 
C 
3 

I 
5 

w 

3 
Initiative: 4 + 1 D6 (8 + 3D6 in the Matrix) 
Threat/Professional Radng: 3/3 
Cyberware: Datajack 

E 
5.8 

R 
4 

Skllls: Computer 6, Computer (B/R) 6, Electronics 5, Firearms 
3, Unarmed Combat 3 
Gear: Colt American L36 [Light Pistol, 11 (clip), SA, 6L], Fuchl 
Cyber-6, Wrist Radio/Telephone 

CONDITION MONITOR CONDITION MONITOR 

llGffl MaDAli 
v.o.w·-

CONDITION MONITOR 
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fuchl Cyber-VI 
MPCP Hardening Active Memory Storolle Load Speed VO 

8 4 100 500 50 40 
Persona; Bod 7, Evasion 5, Masking 6, Sensors 6 
Programs: Attack 5, Browse 6, Decrypt 4, Medic 3, Mirrors 5, 
Sleaze 5 
Notes: Response lncrea:.e ( 1) 

CYBERDECK CONDITION MONITOR CYBH/OECK CONDITION MONITOR 

/\ I\ I\ I\ 

UGHf MOWA11 !m(X.15 DEC1( CRAAfD 
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UGH1 MOC�A11 lBl()(li DEC1( CR,IMO 

CYBERDECK CONDITION MONITOR 

A A A 

llGH[ MOOEAAll Sc� 

Special Research Area @ 

DEC1( OIIMI) 

This large area Is monitored by security cameras and pro­
tected by a Rating 7 maglock on the door. The room houses a 
computer terminal connected to ALOHA's main system, as 
well as an autonomous research computer that contains com­
plete details on the AFD project. One AFD prototype is in this 
room, attached to a brand-new Fuchi Cyber-7 deck. 

When the runners arrive, LIii Kalakaua is jacked Into the 
Fuchi Cyber-7, testing the AFD while John Kalakaua, Wong, 
and Chan look on. The AFD Is virtually ready for mass produc­
tion. 

Peter Wong/Peter Chan 
B Q S C 
3 5 2 3 5 

Initiative: 5 + 1 D6 
Threat/Professional Rating: 2/2 
Cyberware: Datajack 

w 

4 

l 
5.8 

R 

5 

Skills: Accounting 5, Computer 6, Computer (B/R) 5, 
Computer Theory 6, Electronics 5, Electronics (B/R) 5, Etiquette 
(Matrix) 6, Unarmed Combat 5 
Gear: Passcard for Computer Room and Special Research Area 

CONDITION MONITOR 

UGHl M1XtWi Ha6 
\\OIH)"""" """' 

John Kalakaua 
B Q S 
4 4 3 

C 
2 

I 
5 

Initiative: 4 + 1 D6 
Threat/Professional Rating: 4/ 4 
Cyberware: Datajack 

CONDITION MONITOR 

w 

5 

LIGHT�'( '!GO£ 
\\OIH).,,,.., """" 

E R 

5.8 4 

"""'' 
"""' 

Skills: Athletics 5, Computer 7, Computer Theory 8, Etiquette 
(Matrix) 5, Firearms 4, Unarmed Combat 4 
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Gear: Fichetti Security 500 [Light Pistol, 12 (clip), SA, 6L), 
Passcard for Computer Room and Special Research Area 

CONDITION MONlfOR 

LUI Kalakaua 
B Q s C I w l R
3 5 4 5 6 6 5.8 5 

Initiative: 5 + I D6 (9 + 3D6 In the Matrix) 
Threat/Professional Rating: 5/4 
Cyberware: Datajack 
Skllls: Climbing 5, Computer 8, Computer Theory 8, Etiquette 
(Matrix) 5, Firearms 5, Unarmed Combat 5 
Gear: Flchettl Security 500 [light Pistol, 12 (dip), SA, 6L], Fuchl 
Cyber-7, Passcard for Computer Room and Special Research 
Area 

A chlld prodigy, Lill was raised In the decking trade, and 
has spent virtually her entire fife In Waimea Canyon being 
groomed as a super-decker. 

Fuchl Cyber-VII 

CONDITION MONITOR 

UGli1 """""' """"' 
"""' """" """' 

,:oo., 
"""' 

MPCP Hardening Active Memory Storage Load Speed VO 

10 4 200 2,000 SO 40 
Persona: Bod 7, Evasion 8, Masking 8, Sensors 7 
Programs: Armor 4, Attack 7, Browse 6, Deception 4, Mirrors 
5, Restore 5, Sleaze 5, Slow 6 
Notes: Response Increase (2), AFD 

CYBERDECK CONDITION MONITO 
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ALOHA Research Subsystem Map 
CPU - Central Processing Unit 
DS = Datastore 
I/OP = Input/Output Port 

CPU: Red-5. Access 6, Barrier 6. 
1/OP-J: Orange-4, Access 5, Barrier 5, Blaster 5. 
DS-1 : This datastore contains design specs for the AfD. 
Red-5, Access 6, Black-6. 
DS-2: This datastore contains results of the ongoing evalua­
tion of the AFD. Red-5, Access 6, Black-6. 

Cbemlab @ 
This lab is equipped with an autonomous, dedicated, 

chemical-anaiysls computer as well as a terminal connected to 
the HQ's central system. The room Is monitored by security 
cameras, currently being watched by the decker named Flash. 
The door has a Rating 5 maglock. 

When the runners arrive, ALOHA ·s three resident 
chemists are working in the lab. For their statistics, use the 
Dwarf Technician contact, p. 206, SRII, adding Chemistry 6 
Skill. 

Magic: Practice Area @ 
This space Is designed to allow ALOHA's senior mages to 

conduct experiments and instruct the apprentice mages in the 
magical arts. When the players arrive, ALOHA's most experi­
enced mage. Cassidy Kane, ls lecturing the four apprentices on 
the art of conjuring. 

The room is heavily Insulated with gym mats to provide 
extra protection for training and against accidents, as well as 
holographic displays and trldeo screens to assist in teaching. 
Hidden cameras monitor all activity, and a computer terminal 
connects to ALOHA's central system. Security In this area 
matches that In the Computer Room. 

C.SSldy Kane 
B Q S 
3 3 3 

C 
3 6 

Initiative: 4 + 1 D6 
Threat/PrOfesslonal Rating: 5/3 

w 

4 
E. M 

3 3 (5) 

R 
4 

Skllls: Oimblng 3, Conjuring 6, Magical Theory 6, Negotiation 
4, Sorcery 6 
Gear. Power Focus 2, Passcard to her personal quarters 

Spells: Acid Stream 6, Analyze Magic 5, Chaos 5, Cure D 
Disease 6, Flamethrower 5, Heal 6, Increase Reflexes + 1, Mana 
Barrier 6, Mana Bolt 4, Mask 6, Mind Probe 3, Power Dart 6, 
Stunball 5 

CONDITION MONITOR 

UGHI """"" 
....., """' 

Apprentice Mages (4) 
B Q S C 
3 4 2 3 

I 
6 

Initiative: 5 + 1 D6 
Threat/Professional Rating: 3/3 

w 

4 
E 
6 

M 
6 

R 
5 

Skills: Climbing 4, Conjuring 5, Firearms 4. Magical Theory 5, 
Sorcery 5 
Spells: Analyze Magic 3, Chaos 5. Hea.l 4, Mana Barrier 5, 
Mana Bolt 4, Power Dart 4 

CONDITION MONITOR 

UCH! ioQHtJf DOIA 
v.wo ..,,., """' 

CONDlllON MONITOR 

Hermetic: library @ 

STUN 

NMICAI 

CONDITION MONITOR 

IIM>.l 
"""° 

CONDITION MONITOR 

LIGHT � 
"""" WOO<! 

An interesting mixture of ancient and modem, the library 
contains tall shelves full of printed books standing next to opti­
cal-chip readers and CD-ROM players. This library actually 
combines two libraries, one with Conjuring Rating 6, the other 
with Magical Theory Rating 6. Three senior mages--Walker, 
Apapane, and Akialoa--are conducting research in the library 
when the runners arrive. 

Senior Mages (3) 
B Q s C I w E. M R 
3 4 3 4 6 5 6 6 5 

Initiative: 5 + 1 D6 
Threat/Professional Rating: 4/3 
Skills: Climbing 4, Conjuring 5, Magical Theory 6, Negotiation 
4, Sorcery 6 
Spells: Acid Stream 6, Analyze Magic 5, Chaos 5, Cure D 
Disease 6, Flamethrower 5, Heal 6, Increase Reflexes + 1, Mana 
Barrier 6, Mana Bolt 4, Mask 6, Mind Probe 3, Power Dart 6, 
Stunball 5 
Gear. Passcards to personal quarters 
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Senior Mages' Quarters @ - @ 

""'' """" 

These com fortab le l iv ing q uarters belong to Wa lke r , 
Cassidy , Akialoa, and Apapane. E.ach room contains a bed and 
desk, plush carpet, and a table-top computer. The door to each 
room is secured by a Rating 6 maglock. 

Aklaloa's Den @ 
Th is spacious den is one of the benefits that Aklaloa enjoys 

as the leader of the A LOHA mages . Entertai nment parapherna­
lia, incl ud ing two huge trid screens, clutters up this area . 

Double Doors @ 
These o rn ate , b rass d o u b l e  doo rs lead i n to N ah e ka ' s 

i mmense private lai r. Each door bears the sym bol of a feath ­
e red serpent. Two physical adepts stand guard i n  front of these 
doors and remain at thei r posts no matter what happens el se ­
where in the HQ. 

Physical Adepts (2) 
B Q S 
5 5 5 

C 
3 

I 

3 

Initiative: 4 + 2D6 
Th reat/Professional Radng: 4/4 

w 

3 
E 
6 

M 
6 

R 
4 

Skills: A rmed Com bat 5 ,  Ath letics 6 ,  Fi rearm s  6 ,  Unarmed 
Combat s 
Gear. A res Predator [ H eavy Pisto l ,  1 5  (cl ip) , SA , 9M . w/ I extra 
c l ip] ,  Katana [SM] 
Adept Powers: Ki l l ing Hands [SSJ 

C O N D ITION M O N ITOR C O N DITION M O N I TOR 

UG+<I '"'''" """'" WOlY """" .......
� 
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Naheka's I.air @ 
The serpent's lai r  consists of a huge, barren cavern where 

Naheka rests when in his true form . and a wel l -furnished suite 
where he l ives when in human form. The cavern is magi cal ly 
masked to resemble part of the mountainside. and Is also pro­
tected by a Force 5 mana barrier. For game purposes, treat the 
mountainside i l lusion as a mask spel l  (p. 1 56, SRII) . The· mana 
barrier is an anchored spel l set to open when It detects 
Naheka's presence (see p.  47, Cirtmolre II), and is maintained 
by a bound , Force 4 earth elemental . 
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The cavern opens di rectly into the furnished suite, which is 
carpeted and contains such state-of -the-a rt ente rta in ment 
equ ipment as two large trideo screens and several pa i rs  of 

slmsense gogg les. It conta ins no bed , however, because 
Naheka a lways sleeps in serpent form i n  the cavern. Lili often 
visits and uses the equipment; in fact. Naheka i nstalled it more 
for her benefit than his own .  The su ite houses two computer 

terminals, one connected to the cent ral system. The other is 
Naheka 's personal computer, an autonomous system uncon­
nected to the Matrix . Two AFD p rototypes lie next to this com­
puter te rm inal. 

Hidden among shelves fu ll  of t r ideo ch ips i n  colorful pack­
ages is a back-up disk con tain ing all the AFD data as we ll as 
information re lating to other security projects. If the runners 
open the packages, they can easily distinguish the back-up 
chips from the trideo chips. To dist ingu ish the AFD paydata 
from the other project back- ups, however, the team decker 
must u pload them to Naheka's personal compu ter and must 
fake or bypass all passcodes. To find the correct chip, one run­
ner m ust make an Inte l ligence (8) Test. Divide the Base Time of 

2 0  m i n u tes fo r t h e  sea rch by th e n u m b e r  o f  s u ccesses 
achieved . The fi nal resu lt Is the amou nt of time It takes the 
team to fi nd the disk. Alternatively , the run ne rs can try per­
suad ing (or forci ng) Lili to tell them where to fi nd the back-up 
chip. If they succeed i n  this effort , she tells them to look In a 
ch i p  carrier named " Honeydew . "  Though al l the decke rs and
com pu te r  people know the back-u p ex ists , o n ly Li l l  knows 
exactly where it is. The AFD data on the optical chip  i s  p rotect­
ed by the eq u ivalen t of Red-5 , Access 6, and Scram ble 7 IC. 
Once the run ners believe th ey have found the right chip, go to 
Enter the Dragon , p .  49. 

AID GAME ST A TISTICS 

As descri bed in  the Plot Synopsis (p. 8) , the AFD protects a 
decker from physical damage infl icted by black IC. If attacked 
while jacked in ,  the decker still believes that he is sufferi ng phys­
ical damage, but Is actually su ffering mental damage. In game 
terms, the AFD dumps the decker from the system as soon as 
the damage reaches a Serious level .  The decker ends up with a 
bad scare and m aybe a nasty case of dump shock, but no more. 

The AFD is a del icate device. The fi rst time it pu lls a decker's 
fat out of the fi re ,  the gam emaster makes a Success Test against 
a Target Number 4, using 3 dice. If he achieves no successes, 
the AFD's ci rcuits overheat after it saves the decker , reducing the 
fragile components to s lag.  If the gam emaster achieves any suc­
cesses ,  add 2 to the target number for each su bsequent time 
that the AFD dumps a decker to save his skin .  Odds are that an 
AFD wil l  only work a couple of times before mel ting down. 

DEBUGGING 

The players have mu l tiple opportunities d u ring this sce­
nario to discover where ALOHA is keeping the AFD fl ies and 
prototypes.  I f  they are hav ing tro u b l e  fi nd i ng them , the 
gamemaster can nudge the runners i n  the right d irection. If the 
players simply cannot seem to find the AFD or the files, the 
adventure Is  over. Go to Picking Up the Pieces, p. 50. 
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TELL IT TO THEM STRAIGHT 

Flush with victory and in  possession of the paydata , you 
a lert the rest of the team to get ready to beat feet out of th is 

fraggi n '  place . 
A sudden, incredible ga le stops you in mid-dash . nearly 

knocking you off your feet. A huge, feathered serpent. almost 

30 meters long. lands in the cavern and bellows at you .  You 
stand stock-stl l l ,  mesmerized by the terrifying sight of the rows 

upon rows of swordl ike teeth that fi l l  its gaping mouth .
Sudden ly .  the bri l l iant-co lored serpen t whi ps its head 

away from you to look behind it. Fol lowing I ts gaze. you see a 

he l icopter-your helicopter.  with Dan iel at i ts controls-flying 

through a spot chat was sheer rock a second ago. Before you 
can take 3dvantage of the d ragon's momentary distraction , it 
glares at you once more . Seems you in terest i t  a lot more than 
the chopper does, chummer . . .  

HOOKS 

Keep this encounter fast and furious. When in doubt, wi ng 
it rather than stopping p lay to look up answers in a ru lebook.  

The runners can on ly  survive th rough fast action or  fast talk ,  so 
keep the tension high. 

BEHIND THE SCENES 

Dan iel sported Naheka as the serpent returned to his lai r. 
tai led him in  the copter and cast a spel l  to punch th rough the 

mana barrier .  Assume that the barr ier co l lapse s :  Naheka 
designed it to conceal rather than to stand up to assault .  

Un less they surrender outright, the player characters have 

th ree options: fight Naheka . hold on to the AFD and run .  or  
negotiate with Naheka . 

If the runners dec ide to fight Naheka . let them have i t . 
Naheka is fur ious at bei ng robbed and wi l l  l i kely k l l l  them . 

(Hey, chummer, anyone stupid enough to fight an angry dra­
coform deserves what he gets . )  If the fight go s bad ly for the 
runners . Daniel takes off in the helicopter.  If the runners man­

age to jump aboard . good for them, but Daniel refuses to r isk 
h imself to bail them out of t rouble they could have avoided. 

Runn ing is a better choice . but not by much. If the runners 
try to retrace thei r path through the A LOHA complex ,  they 

must fight thei r way through its enti re secu rity force . Assum i ng 
they pul l  off this feat, they find Naheka waiting for them out­
side the HQ. If they make i t  this far, their best bet is to dodge 
the serpent and leap for the he l icopter.  To make this evasion 
attempt , each player m ust make three consecutive Ath letics 

(6 )  or Qu ick ness (8)  Tests. Each atte m p t  ls con s idered a 
Com plex Action . If a l l  th ree tests are successful .  the runner 
manages to grab onto the helicopter .  To pull h imself Inside the 
copter through th door Dan ie l  left ope n .  the runner  m ust 

ach ieve 2 or more successes on ei ther a Strength (6) Test or an 
A t h l et ics ( 4 )  Test . L i ke t he  ear l i e r  tes ts ,  t h i s  Strength or 
Ath letics Test is a Complex Action. 

Init ial ly, Nahel<a ignores the helicopter and concentrates 
on k i l l ing the runners on the cavern floor. Once all th runners 
have ei ther reached the copter or d ied. Dan iel takes off with 

Naheka i n  hot pursu i t .  Conduct combat between the copter 
and Naheka accord i ng to standard vehicle com bat rules ( p .  
1 04 .  SRI I) . 

Negotiating with the feathered serpent represents the run­

ners' best choice. Naheka gladly cuts a deal . as long as he 
profits from it. His interest in  the AFD is  strictly monetary: he 
sees the device as an excellent way to fund ALOHA's ongoing 
operations. Knowing that ALOHA cannot market the product 
i tsel f. Naheka shows interest in  establ ish ing a joint  ven ture 

with MFI to bring the AFD to market-for a heal thy percentage 

of the revenue. of course .  
I n it ia l ly.  Naheka demands 50 percent of the AFD's  net 

sales. I f  the runners feel l ike d ickering. have them and the ser­
pent make Negotiation Tests. Reduce Naheka 's  cut by I per­

cent for each net success the runners achieve. and increase it 

by I percent for each net success the serpent achieves. Naheka 

refuses to cut the runners in on h is  act ion . so if they want 

someth i ng out of th is deal . they' l l  have to work I t  out with 
Mary Fal l s .  

Unless the runners are total d rekheads. they wil l  guarantee 

their own su rvival as part of the dea l . Naheka agrees to let 
them go. on the condition that they never reveal anything th y 

have learned about ALOHA. He warns them that if they talk .  
no place in  the world can hide them from h is  vengeance. ( In  
fact . Naheka cares l itt le about the runners. He al ready began 

h is  plans to move operations from the Waimea Canyon site, so 
if the team ti p off the authorities. a l l  the local cops wi l l  find is 
a pai r of deserted caves. )  

After reaching an agreement  with the runners and repos­

sessing his " merchandise . .. Naheka shapechanges into humc1n

form and drafts a letter of agreement to be uploaded to MFJ ' s  

e-mail address. At th is  point. the runners are free to leave. Go 
to Picking Up the Pieces. p. 50.

DEBUGGING 

Not much to debug in  th is encounter. The runners either 
urvive or they don' t.
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This section provides information the gamemaster can use 

to wrap up the adventure's loose ends. 

AFTER THE ADVENTURE 

If the runners reach a dead end in Honolulu and fail to ful­

fill their mission they can either remain there or raise the funds 

to fly back to Seattle. The flight back via suborbital costs 2,500 

nuyen per ticket. The gamemaster can create an adventure to 

help them raise capital, using the Kingdom of Hawal'I source­

book section, or a generous gamemaster may allow the run­

ners to keep their certified credsticks. which gives them the 

funds to buy their way back home. 

If the runners fail to either recover the AFD or strike a deal. 

Naheka sells the AFD to Fuchi for 10 million nuyen. Fuchi 

makes a short-term killing by flooding the market with AFDs, 

at the same time developing a new type of black IC tailored to 

defeat the AFD protection. The new IC takes three months to 

hit the street. Within a month after that. other corps have 

reverse-engineered the new IC, making the AFD useless. 

Pleased by having made a fortune peddling the AFD and a sec­

ond fortune selling a countermeasure (that"s good biz). Fuchi 

cares nothing for the many deckers whose (false) belief that 

their brand-spanking-new AFD can save their hoops ends up 

costing them their lives. As part of the deal with Naheka. Fuchi 

supplies ALOHA with a few dozen AFDs. Though the corp 

does not inform the serpent of their progress in designing the 

AFD-defeating IC, Naheka is smart enough to expect just that 

development and will see to it that his deckers take advantage 

of the three-months' time lag before the AFD-defeating IC hits 

the street. 

If the runners cut a deal with Naheka, both ALOHA and 

MFI honor that agreement. Mary Falls pays the runners well for 

a successful run and sings their praises in both Seattle and 

Honolulu. Once tales of their successful exploits hit the streets. 

the runners can expect enough assignments to keep them 

busy for quite some time. Fuchi and other corps still develop 

AFD-defeating ice, but it takes four months rather than three to 

hit the streets. During that time and after, before word of the 

new ice hits the shadows, MFI rakes in the nuyen peddling 

AFDs to deckers and wannabes. If the runners play smart and 

keep quiet about recent events. neither Naheka nor Mary Falls 

will bother them. If the runners fail to understand that silence is 

golden, MFI and ALOHA together will track them down and 

geek them. 

If the runners escape Waimea Canyon with the AFD. 

Daniel gives them the bank passcodes that will allow them to 

access their hefty fee in exchange for the AFD material. He 
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rushes them to Awalani Airport. and the player characters trav­

el in triumph co Seattle and the waiting Mary Falls. In this sce­

nario. the AFD again hits the streets and sells like hot cakes 

until the corps put out AFD-defeating ice four months later. 

Overjoyed at being in sole possession of the AFD and its 

potential profits, Mary Falls sends the runners a gift. A few 

weeks after the run, the team decker(s) receive an unmarked 

shipment of five AFDs, hot off the MFI assembly line. 

Of course. Naheka will want revenge against the runners 

for ruining his plans. Sooner or later, he will track them down, 

at which po int the feathered serpent and his militant 

Polynesian followers may become the runners· ongoing neme­

ses. 

If the runners kill Naheka (unlikely. but possible), they 

temporarily cripple ALOHA. The AFD sells wildly until the 

new-generation IC eliminates its advantage. but the loss of its 

leader keeps ALOHA too disorganized to think of getting even 

with the runners. The Great Dragon Ryumyo eventually finds 

another vassal to head the organization. 

AWARDING KARMA 

Award team Karma as shown below. The awards reflect 

the extreme difficulty of this shadowrun. 

TEAM KARMA 

Avoiding conflict at La Maison D"lndochine + I

Discovering ALOHA"s headquarters in 

Waimea Canyon +6

Finding the AFD prototype in research area +5

Finding the AFD back-ups in Naheka"s lair +8

Cutting a deal with Naheka + I 2

Defeating Naheka/escaping from Naheka 

with the AFD +20

INDIVIDUAL KARMA 

When awarding individual Karma. follow the guidelines 

given on p. 199, SRII, doubling the standard awards for guts 

and smarts. 
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To fol low up on or d iscover c lues in th is adventu re ,  the 
player characters need to investigate people, places, and organi­
zations. One of the best ways to get the information they need Is  
through thei r contacts. Th is section provides success tables con­
tain ing information on locations and organizations available to 
the runners through these sources .  The entries appear in the 
order in which players wi l l  l i kely investigate them . 

To find out  what a part icu lar contact does or does not 
know . a p l ayer m ust make a Success Test usi ng Street or 
Corporate Etiquette against a given target number. The amount 
of in formation avai lable from the contact depends on the num­
ber of succe ses the player achieves. Characters who ach ieve 
more than one success gai n  a l l  the information avai lable to al l  
previous levels  of success. In  Paradise Lost , the player charac­
ters are op rati ng many m i les from home and so can make 
only l imited use of thei r Seatt le  contacts. They can ,  however, 
develop new contacts in  Honolu lu .  

The gamemaster should try to make the player character's 
i nteraction with his contact consist of more than a few abstract 
die rol l s. Play out the meeting in fu l l :  contacts are characters 
with their own ! Ives . points of  view. and needs. not simply 
spigots of i n formation to be tu rned on and off automatical ly. 

The p layer character ro l ls  a n u m ber of d ice eq ual to his 
E t iquette S k i l l  to determine  what I n formation the contact 
knows and wi l l  impart . Once the number of successes is deter­
mined ,  the gamemaster can roleplay the encounter with the 
appropriate information level in m ind .  Tai lor the meetings to 
the personality of spec ific contacts. Some wi l l  prefer a straight­
forward meet in  a specific place. wh i le others wi l l  only feel 
comfortable with elaborate forms of I nformation exchange.  

Contacts are general ly considered trustworthy, as long as 
the runners p lay it safe. A p layer character should nev r com­
promise h is  contact by later tipping others to his source. Are 
the contact 's  t ies stronger to h is  grou p or to the runner? A 
good runner never tests those t ies by placing h is  contact i n  a 
posit ion where he must choose. 

The q uestions of whether or-not the runner has to pay for 
h is  contact ' s  services. and how soon the contact may want 
information or  a favor in  ret u rn ,  add another d i mension to 
these encounters. Gamemasters who need a base-l ine value to 
determine fees for In formation can use the fol lowing form ula. 
Mult iply the contact's Ski l l  Rating in  his or her most appropri ­
ate Etiquette Ski l l  by the number of successes the player rol led 
in his Etiquette Test. Multi ply that total by the sum of the con ­
tact 's Charisma and I ntel ligence.  Then multi ply that final value 
by 1 0 . The resu l t  is in nuyen . Adj ust the base result to reflect
the actual contact involved . Apply normal Negotiation proce­
dures to determine the final payment for the information . 

Runners may also ask thei r contacts to "check around . .
.

" keep thei r ear to the ground , "  or general ly l i sten for news. In  
such a case , the gamemaster makes an appropriate Etiq uette 
Test for the contact a_t +2 agai nst the target number given in  
the information table. I f  the Et iquette Test results In  any suc­
cesses ,  the contact reports the appropriate information to the 
runner in  2D6 hours, or at a ti me determined by the gamemas­
ter. This is  an excellent way for gamemasters to ensure that a 
certain piece of information makes it to the runners .  The cost of 
this serv.ice is determined as if the contact i n i tial ly had access 
to the information (see above formula) .  

The gam emaster  ca n ad d com p l e x i ty to l egwork  by 
acknowledgi ng that contacts are not always avai lable at the 
convenience of the runners. Arrangements must be made 
before the actual meeting can take place. When a player char­
acter wants to meet with a contact . the gamemaster rol l s  2D6, 
then mult ipl ies the result  by 30. The resulti ng base time is the 
number of m inutes needed to arrange the meeting with the 
contact. P layers may elect to t rade off successes from thei r 
Etiquette Test to reduce the time it takes to reach the contaa, 
but they risk receiving less helpful information. In this case. the 
g a m e m aster  can h ave the p l aye r  m a ke t h e  c h a racte r ' s  
Etiquette Test at the time h e  announces his in tention to meet 
with the contact .  The player shou ld a lso decide at that time 
how many successes he wi l l  t rade off to reduce the waiting 
period . The base time value should be kept secret. 

DEVELOPING HONOLULU CONTACTS 

Apart from those contacts who p lay major roles in the 
adventure .  such as Daniel Kapaa and Robbie K u rosawa. the 
runners have no contacts in  Honol u l u  un less they take the time 
to identi fy and develop them.  For each fu l l  even ing or its 
equ ivalent that a runner spends out on the town . have each 
runner make a Charisma ( I 0) Test. If the player achieves I or 
more successes, that runner meets an NPC that matches the 
SRII contact that the gamemaster deems appropriate . When 
im provising encounters with these contacts, the gamemaster 
should be inventive. The runners might go to a karaoke bar. for 
exam ple and com pliment one of the locals  on his s ing ing. 
After the runners stand hi m to a few rounds of tropical d ri nks . 
they discover that thei r new friend is a fixer who operates in  
the Wai kiki Beach area. Because these contacts are temporary 

and superfic ial , the target numbers given for usi ng them are 
h igher than the standard Target Number 4. Appropriate bribes, 
however. may reduce this target number. For each bribe of 500 
nuyen or more that the runners offer ,  reduce the target number 
for Honolu lu contacts by I .  
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LEGWORK 

ELECTRONIC LEGWORK 

Deckers may also take an active role In acquiring general 
Information. Many electronic Information services exist In the era 

of Sudowrun-publlc. private, and secret-and these contain 
glgapulses of data comprised of on-llne conversations, rumors, 

stolen and dumped flies, and the like. Deckers can create simple 

programs to search vast databases for key words and related 

terms, then download the Information to their cyberdeck or 

Matrix-connected personal computer. Gamemasters should 

c1Ssume all deckers have a search program. 

Vlrtually any Information available In this section can be 
found In the Matrix, If one knows where to look and has the 

time. The base time for such a search Is 2D6 hours. The decker 

makes a Success Test using his or her E.tlquette (Matrix) Sklll, 

or defaults to Intelligence on the Skill Web. The target number 

Is given In the Information tables below. Hacking rool dice 

may not be used to supplement this Success Test. As with con­

ventional legwork, players can trade off E.tlquette Test success­

es to reduce the base time for receiving Information. 
Appropriate contact restrictions do not apply to obtaining 

Information through the Matrix. though the player must Indi­

cate what kind of Information sources the character Is search­

ing. If the character Is searching corporate-related databases, 

corporate contact Information Is appropriate. If the character Is 

searching a street-level chat-line database, street contact Infor­

mation Is appropriate. 
A decker Is limited In the number of subjects he can 

research simultaneously, based on his own abilities and the 

available time. The maximum number of searches that the 

decker can conduct at any one time Is equal to the charac­

ter's Intelligence divided by 2, rounded up. This base value 

assumes that the decker does nothing but sit and search, 
continually adjusting search paths and parameters. If the 

character wishes to perform other activities, the gamemaster 

must decide how much time those activities take up and 

adjust the base value accordingly. 

RESEARCHING THE AFD 

Note that no electronic or other data exists on the AFD. 

The Antl-Flatllnlng Device Is an unbelievably well-kept secret, 

and neither the Matrix nor any contact can give the runners 

any Information about It. The gamemaster should feel free. 

however, to let the runners burn lots of time looking (should 

they feel so Inclined). 

SEATTLE INFORMATION 

The runners can find Information on the following subjects 

from their Seattle contacts. 

LA MAISON D'INDOCHINE 

Appropriate Cont.lets (Target Number 4) 
Any Bartender. Company Man, Corporate Secretary. or 

Mr. Johnson. 

Successes 

0 

2 

3 

4+ 

MFI 

Results 

"The Messy Bimbo what?" 

"Some fancy restaurant In Bellevue. 

Supposed to be a corp hangout." 

"They serve French and Vietnamese 

food. No offense, chummer. but dinner 

costs more than you probably make In 

a month." 

"Tight security. chummer. They got 

weapon detectors, armed guards, the 

works. Safe place. though ... long as 
you behave yourselves." 

"E.ven the fraggln' musicians have 

guns, and the place has got grade-A 

astral security. You want my advice, 

chum mer, leave the heavy hardware at 

home." 

Appropriate Contacts 

Any corporate contact. 

Successes 

0 
1-2

3+ 

Results 

"Don't they make music trlds7" 

"MFI stands for Mary Falls, Inc. It's a 

mid-size company based In Seattle; 

makes processed food." 

"Mary Falls herself owns the whole 

company. I hear they're looking to 

diversify their business profile." 

HONOLULU-BASED INFORMATION 

The player characters can obtain Information about the fol­

lowing subjects through their Honolulu contacts. 

ALOHA 

In addition to the Information listed In the following 

Success Table, any Information about ALOHA contained In the 

Kingdom of Hawal'I sourcebook section Is avallable at all lev­
els of success. If the runners hook up with Robbie "Klnu" 

Kurosawa, he can give them the additional information listed 

below. 

Appropriate Contacts (Target Number 8) 
Any Honolulu contact. 
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Successes 

0 

2-3

4+ 

Klnu's Information 

Results 

"Aloha to you too, bruddah." 

"Crazy terrorist group. Wants to get 

rid of all corps and foreign Influ­

ences In Hawal'I. That Includes 

you." 

"Stands for Army for the Liberation 

Of Hawal'I. They got people work­

Ing everywhere. bruddah. They 

ain't as big as they talk, though. 

Not like they used to be." 

"Some psycho mage. calls himself 

Naheka. he leads ALOHA nowa­

days. His name means something, 

but I don't remember what." 

The ALOHA of 2054 Is a shell of the organization that 

played such a vital role In achieving Hawal'lan Independence 

(see Kingdom of Hawal'I, p. 65). About 50 members live at 

ALOHA's Walmea Canyon headquarters. and 200 or so field 

operatives are scattered across the islands of Hawal'I and on 

the mainland. Many of these field agents hold down manage• 

ment jobs In corporations, where they keep a watchful eye 

open for developments of which ALOHA can take advantage. 

ALOHA's current, stated goals are to rid Hawal'I of all non• 

Polynesian influences and to reunite the Islands of Polynesia 

into a single, powerful empire. 

ALOHA has plenty of mages and deckers, but most of its 

members reject the use of massive cybertechnology. Many 

members have a naturalist bent and regard excessive cyber­

ware as a "perversion" of the body's essence. 

ZM 

Appropriate Contacts (Target Number 9) 

Any Company Man. Corporate Secretary. Media Producer. 

or Mr. Johnson. 

Successes 

0 

2 

3 

4+ 

Results 

"Tu em? Whazzat. Latin or some­

thin'?" 

"That's Molokai Microtronics. Mid­

size research company." 

"They do a lot of work on contract 

for bigger corps. Got labs all over 

the Islands." 

"The lab locations are so secret that 

most of their own employees don't 

even know where they are." 

"2M got fragged In a major way a 

couple of weeks ago. I hear a mega­

corp nailed 'em." 
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The following NPCs play principal roles in the story of 

Paradise Lost. Because they will likely appear more than once in 

the course of the adventure, their statistics and descriptions are 

grouped together here for convenience. The characters are pre­

sented here in order of general importance to the story. 

Descriptions and statistics for other, minor characters are listed in 

the particular encounter where the characters appear. 

MARY FALLS 

Mary was born Ellie Llluokalani, the daughter of two corpo­

rate executives, in Honolulu. She was a child prodigy whose 

innate magical abilities manifested In her eighth year when two 

go-gang members attempted to abduct her from the Ala 

Moana shopping center. Hysterical with fear, Ellie Instinctively 

released a vicious mana bolt that fried her two would-be abduc­

tors in their boots. The Liluokalanis reported this incident to 

their corporation, which responded by sequestering Ellie and 

providing her with magical training in the hopes of raising a 

devastatingly powerful wage mage. The status of Ellie's parents 

in the corporation rose with Ellie's achievements. and so they 

raised no objection to their daughter's unusual upbringing. 

Miserable in her restricted. corp-run life. Ellie nonetheless 

refused to become a corporate tool. After enduring twelve 

years of forced magical training. she used her well-honed skills 

to disappear into the night. She boarded the first available sub­

orbital leaving the Hawai'ian Islands, a flight bound for Seattle. 

In Seattle, Ellie sold her considerable skills to raise money. 

intending to start her own corporation. When Mary Falls, Inc., a 

mid-size food manufacturer, went into receivership, Ellie 

bought the corporation's assets and resurrected the company. 

In a final break from her past, she officially took the name Mary 

Falls for herself. 

Over the years, Mary Falls has become a strong. confident 

businesswoman. Because she surrounded herself with talented 

employees, MFI has done extremely well. As the company's 

sole owner, Mary has access to corporate assets that Include a 

fleet of limos, several computers, and sizable amounts of cred­

it. One of Mary's few flaws is her paranoid fear of attack from 

the astral plane, which leads her to avoid using magical foci. 

Attributes 

Body: 3 

Quickness: 6 

Strength: 2 

Charisma: 5 

Intelligence: 8 

Willpower: 7 

Essence: 6 

Magic: 8 

Reaction: 7 

Initiative: 7 + I D6 

Threat/Professional Rating: 6/4 

Skllls 

Computer: 5 

Conjuring: 7 

Cooking: 3 

Corporate Management: 5 

Economics: 5 

Etiquette (Corporate): 6 

Etiquette (Street): 5 

Firearms: 3 

Interrogation: 4 

Leadership: 6 

Magical Theory: 6 

Marketing: 6 

Negotiation: 7 

Sorcery: 7 

PARADIS 
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Spells 

Combat 

Fireball: 6 

Manaball: 6 

Mana Bolt: 7 

Detection 

Analyze Magic: 7 

Detect Enemies: 5 

Mind Probe: 6 

Health 

Antidote S Toxin: 4 

Cure S Disease: 4 

Increase+ I Attribute 

Increase + 1 Cybered Attribute 

Treat: 7 

Illusion 

Improved Invisibility: 5 

Mask: 6 

Overstimulation: 5 

Manipulation 

Armor: 5 

Barrier: 6 

Shapechange: 5 

Vehide Mask: 6 

Gear 

Ares Predator [Heavy Pistol, 15 (clip), SA, 9M, 

w/Laser Sight] 

Armor Clothing (3/2) 

DocWagon™ Super-Platinum Contract (see p. 44, 

NA Real Life) 

Wrist Telephone 

CONDITION MONITOR 

DANIEL KAPAA 

A wiz-kid street mage made good, Daniel Kapaa met 

Mary Falls when she first arrived in Seattle. When Mary bought 

Mary Falls, Inc., she hired Daniel as a personal expediter. 

Upon agreeing to the AFD joint venture with 2M, Mary 

sent Daniel to Honolulu to keep an eye on the project. Daniel 

swiftly established a reputation as a good fixer, and no one 

suspects his affiliation with MFI because he has done nothing 

active, only keep watch on the corp's behalf. Daniel prefers to 

maintain a low profile and offer his help from a distance, but 

feels enough friendship for Mary to risk accompanying the run­

ners to Waimea Canyon. 
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Attributes 

Body: 2 (4) 

Quickness: 4 

Strength: 3 

Charisma: 5 

Intelligence: 5 

Willpower: 5 

Essence: 5.6 

Magic: 7 (9) 

Reaction: 4 

Initiative: 4 + 1 D6 

Threat/Professional Rating: 5/4 

Grade of Initiation: 3 

Skills 

Bike: 3 

Car: 4 

Conjuring: 4 

Equipment Acquisition: 6 

Etiquette (Corporate): 6 

Etiquette (Street): 5 

Firearms: 2 

Magical Theory: 4 

Motorboat: 3 

Negotiation: 6 

Rotorcraft: 3 

Sorcery: 7 

Stealth: 5 

Unarmed Combat: 5 

Winged Planes: 3 
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Spells 
Combat 

Fireball: 6 
Manaball: 5 
Mana Bolt: 8 

Detection 
Clairvoyance: 5 
Detect Enemies: 4 

Health 
Heal: 5 
Treat: 5 

Illusion 
Improved lnvisiblllty: 5 
Physical Mask: 5 
Trid Entertainment: 5 
Vehicle Mask: 6 

Manipulation 
Armor: 4 

Gear 
Armor Jacket (5/3) 
HKZZ7 [SMG, 28 (clip), SA/BF/FA, 7M w/2 extra 

clips, Laser Sight] 
Power Focus (2) 
Spell Lock (Armor/4 successes, usually deactivated) 

CONDITION MONITOR 

ROBBIE "KINU" KUROSAWA 

Kinu is one of ALOHA's top espionage operatives. His 
Japanese last name belies the fact that his ancestry ls three­
quarters Polynesian Hawal'ian. Over six feet tall with a strong, 
lean build, Klnu looks like a Hawai'ian god. He spent his youth 
as a prominent gang leader on the island of Maui, where 
recruiters for ALOHA and for Mitsuhama approached him. The 
opportunistic Kinu Joined both organizations, but gradually 
came to believe In ALOHA's cause. 

Over the years, Kinu has fed considerable, valuable infor­
mation to ALOHA's leader, Naheka. When he learned about 
the AFD mission, Kinu promptly reported that information to 
his leader and gladly did everything Naheka asked of him. His 
recent discovery that Naheka apparently Intends to let MCT 
make him a scapegoat for Its troubles made him feel betrayed, 
and though part of him simply wants to escape to a new life, 
another part would love to even the score with Naheka. 

Attributes 
Body: 6 (8) 
Quickness: 6 
Strength: 7 
Charisma: 5 
Intelligence: 5 
WIiipower: 3 

Essence: 2. 7 
Reaction: 5 (7) 

Initiative: 7 + 2D6 
Threat/Professlonal Rating: 6/4 
Skills 

Athletics: 6 
Etiquette (Corporate): 3 
Etiquette (Street): 5 
Firearms: 6 
Gunnery: 6 
Interrogation: 5 
Leadership: 5 
Military Theory: 4 
Motorboat: 4 
Stealth: 5 
Unarmed Combat: 7 

Cyberware 
Cybereyes (appearance normal) 
Low-Light 
Dermal Plating (2) 
Fingertip Compartment 
Wired Reflexes (I) 

Gear 
Monofllament Whip (in Finger Compartment) 

CONDITION MONIH>R 
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NAHEKA 

This powerful feathered serpent is a vassal of the Great 

Dragon Ryumyo, and every action he takes somehow furthers 

his master's goals. Soon after Hawai'i attained its Indepen­

dence, Ryumyo ordered Naheka to take over the leadership of 

ALOHA and continue that group's battle for Polynesian sover­

eignty. With the innate patience of a dracoform, Naheka devel­

ops his strategies slowly and carefully. Whenever necessary, of 

course, Naheka strikes quickly and cleanly. Though Naheka 

personally does not care who rules Hawai'i, he maintains the 

pressure on the Hawai'ian government at Ryumyo's bidding. 

Attributes 

Body: 12 (8) 

Quickness: 7 x 2 (x 4 when flying) 

Strength: 32 

Charisma: 6 

Intelligence: 6 

Willpower: 8 

E.ssence: 10

Magic: 8

Reaction: 7

Initiative: 7 + 2D6 

Attack Code: 12D, +2 Reach 

Threat/Professional Rating: 7 /4 

Skllls 

Conjuring: 6 

Etiquette (Tribal): 6 

Interrogation: 6 

Leadership: 5 

Magical Theory: 6 

Negotiation: 6 

Psychology: 5 

Sorcery: 8 

Spells 

Combat 

Manablast: 6 

Sleep: 7 

Detection 

Analyze Truth: 5 

Mind Probe: 8 

Illusion 

Mask: 5 

Overstimulation: 7 

Manipulation 

Mana Barrier: 8 

Special Abilities: Enhanced Senses (Low-Light Vision, Thermal 

Sense, Wide-Band Hearing). Hardened Armor 

CONDITION MONITOR 
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These three sections-Undercover Identities. Security, 
and Matrix System Maps-provide specific information the 
gamemaster will need to run this adventure. The first section 
describes the false identities Mary Falls offers the team. 
Security explains what the characters must do to by-pass the 
ever-present security measures maintained at all levels of life in 
the 2050s. The Matrix System Maps section provides the sys­
tem maps of ALOHA and 2M. 

UNDERCOVER IDENTITIES 

This section contains brief descriptions of the alternate 
identities that Mary Falls offers the runners at their initial meet­
ing (La Malson D'lndochlne. p. 12). E.ach of these profiles 
covers a broad range of ages and races and can apply to either 
sex. If necessary. the gamemaster should adapt the profiles to 
suit the player characters in his group. 

RALPH/RITA CARLSON 
Age: Between 30 and 40 years old 
Marital Status: Married, w/two children 
Race: Human or dwarf 
Occupation: Ralph/Rita manages an investment fund at 

Polson Corporation. Most clients ar people on pension plans 
interested in fixed-income investment vehides. 

LAUREN/ROBERT CARLSON 
Age: Between 30 and 40 years old 
Marital Status: Married to Ralph/Rita Carlson, w/rwo children 
Race: Human or dwarf 
Occupadon: Lauren/Robert is an assistant fund manager at 

Polson Corporation. working in the foreign exchange division. 

JUAN/JUANITA BEYER 
Age: Betw en 25 and 45 years old 
Marital Status: Single 
Race: Can be any race. but especially suitable for an ork or 

a troll. 
Occupation: Juan/Juanita works as security chief at Polson 

Corporation. 

COLIN/COLLEEN SCHECKTER 
Age: Between 30 and 50 years old 
Marital Status: Divorced 
Race: Human or elf 
Occupation: Colin/Colleen works as Polson Corporation's 

director of personnel. 

HUANG LI-CHEN/ROBERT HUANG 
Age: Between 20 and 35 years old 
Marital Status: Single 
Race: Can be any race 
Occupation: Li-Chen/Robert is Polson Corporation's fund 

manager, specializ.ing in speculative investments. 

STEVEN/STEPHANIE HONING 
Age: Between 30 and 50 years old 
Marital Status: Married. w/three children 
Race: Human, elf, or dwarf 
Occupation: Steven/Stephanie is the Vice-President of 

Marketing at Polson Corporation. 

WILMA/WILLIAM HONING 
Age: Between 30 and 50 years old 
Marital Status: Married to Steven/Stephanie. w/three children 
Race: Human, elf. or dwarf 
Occupation: Wilma/William works as a freelance holo­

graphic artist and housewife/househusband. 

WESLEY/LESLIE HONING 
Age: Between 16 and 25 years old 
Marital Status: Single 
Race: Same as parent identities given above. though an 

ork or troll can use this identity as the goblinized child of 
human parents. 

Occupation: Wesley/Leslle is a student. at a level of 
schooling appropriate to his/her age. 

SECURITY 

Throughout this adventure. the runners must deal with 
security devices and weapon detectors. The rules given here 
for dealing with such devices are paraphrased from the Neo­
Anarchlsts' Gulde to Real Life and are intended to help the 
gamemaster realistically depict the fine art of breaking and 
entering in the 21st century. 

WEAPON DETECTORS 
In the course of raradlse Lost, the player characters must 

cope with the two types of weapon detectors described 
below: magnetic-anomaly detectors (MAD) and chemical­
detection systems (chem-sniffers). 

ARA T 'ill 



GAMEMASTER INFORMATION 

Magnedc-Anomaly Detectors 

A magnetic-anomaly detector has a Rating from I to 9. To 

determine whether or not the system detects a weapon, the 

gamemaster makes a test using a number of dice equal to the 

MAD's rating, against a target number equal to the 

Concealability of the weapon in question. If the gamemaster 

achieves I or more successes, the MAD triggers an alarm. 

A standard MAD has a Concealablllty Rating 5, but its 

Concealabillty can be upgraded. To determine whether or not a 

character spots a MAD before walking through it. roll a number 

of dice equal to the character's Perception against a target 

number equal to the MAD's Concealabillty Rating. If the char­

acter achieves I or more successes, he spots the detector. 

Chemlcal-Detectton Systems 

Chemical-detection systems detect explosive charges or 

ammunition propellant and have ratings from 1 to 8. To deter­

mine If the chem-sniffer detects explosives or ammunition pro­

pellant, the gamemaster rolls a number of dice equal to the snif­

fer's rating against a Base Target Number 10. Modify the target 

number according to the total amount of explosive or ammuni­

tion carried, per the Chemical-Detection Modifiers Table below. 

These modifiers are cumulative. As with a MAD, even one suc­

cess means that the sniffer detects the explosive or ammunition. 

Chem-sniffers also have a Concealabllity Rating. The base 

Concealability Rating for built-In chem-sniffers is 4. which can 

be raised to a maximum of 8. To determine whether or not a 

character spots a chem sniffer. have that character make the 

same dice roll as described for MAD, above. 

CHIMICAL-DETECTION MODtnERS TABLE 

Sltuadon 

For each 8 standard rounds or portion thereof 

For each 6 explosive rounds or portion thereof 

For each 1 concussion or fragmentation 

hand grenade 

For each 2 smoke or flash grenades 

For each 3 mini-grenades (any type) 

For each 30 grams of standard 

(non-plastique) explosive 

For each 100 grams of plastique 

OTHER SECURITY SYSTEMS 

Modifier 

-1

-1

-1

-1

-1

-1

-I

In addition to weapon detectors, the runners must also con­

tend with various scanners and alarm systems. To defeat key­

pads and cardreaders, a character must either have the appropri­

ate passcode or passcard, or must rewire the device's internal 

electronics. This process requires the character to remove the 

casing and then tamper with the circuits. To remove the casing 

requires a successful E.lectronlcs (B/R) Test against a target num­

ber equal to the rating of a keypad or twice the rating of a 

cardreader. The task requires a base time of 60 seconds, and any 

successes beyond I success can be used to reduce the base 

time per standard rules (see p. 68, SRII). If the keypad or 
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cardreader has an anti-tamper system, add that system's rating 

to the target number of the E.lectronlcs {B/R) Test. 

Once the character breaches the case, he must tamper 

directly with the circuits. Resolve the character's success or fall­

ure using a standard Electronics Test against the system"s rat­

ing, plus 2. The base time for the task, minimum number of 

successes necessary, and use of additional successes to reduce 

the base time are the same as those for the E.lectronlcs (B/R) 

Test described above. 

MATRIX SYSTEM MAPS 

At various times in the adventure, the team decker may 

try to deck into either 2M"s or ALOHA"s main computer sys­

tem. Unless the decker is physically on the premises of the 

buildings in which these systems are located, he or she must 

cross a SAN with a Green-4 security rating to get to the LTG. 

Unless the decker knows the L TG number of the target system, 

he or she must find the number using the standard rules (p. 

165. SRII). 

MATRIX SYSTEM MAP KEY 

CPU= Central Processing Unit 

SPU = Subprocessor Unit 

DS = Datastore 

SAN = System Access Node 

I/OP = Input/Output Port 

SM = Slave Module 



GAMEMASTER INFORMATION 

2M MAIN SYSilM 

SAN: Orange-4, Access 4, Trace and Report 4. 
CPU: Red-5, Trace and Report 6 , Black-5. 
SPU- l : Accounting subprocessor. Orange-5, Access 6 , Trace 
and Dump 5. 

1/ OP-l: President's computer terminal. Orange-5, Access 
6, Blaster 6. 
I/OP-34: VP's terminal, Accounting. Red-4, Access 6, 
Trace and Bum 5. 
DS-l: Financial records. Red-5 , Access 6, Barrier 7, Trace 
and Bum 4. 
DS-2: Monetary accounts. Red-6. Access 7, Black-5. 
DS-l l : President's diary. Orange-6, Access 5. Barrier 5, 
Trace and Report 5. 

SPU-2 : Client accounts subprocessor. Orange-5, Access 6, 
Trace and Dump 5. 

I/OP-22 to 24: Account supervisors' terminals. Orange-5, 
Access 6, Killer 5. 
I/OP-25: VP's terminal, Accounts Management. Orange-
6. Access 6, Trace and Bum 5. 
DS- 3 to 5: Account data, mainly correspondence with 
cl ients. Orange-4. Access 5. Trace and Report 5. 

SPU- 3: Marketing subprocessor. Orange-4, Access 5 , Trace 
and Report 5. 

I/OP-32: vr·s terminal, Marketing. Green-5, Access 4 , 
Trace and Dump 4. 
I/OP-33: Boardroom terminal. Green-5, Access 5. 
DS-9 and lO: Marketing lists and proposals. Orange-5. 
Access 5. Barrier 5. Trace and Report 5. 
SM: Boardroom display screens. Orange-4. 

SPU-4 : Personnel subprocessor. Orange-5, Access 5, Trace and 
Dump 5. 

I/OP-3l: VP's terminal, Personnel. Orange-6. Access 6 , 
Trace and Burn 5. 
DS-7: Office personnel records. Orange-5, Access 5, Barrier 5. 
DS-8: Records on lab personnel and mosquito couriers. 
Red-5, Access 5, Barrier 6 , Trace and Burn 5. 

SPU-5: Correspondence subprocessor. Green-5, Access 5. 
I/ OP-26 to 29: Secretaries· terminals. Green-5, Access 5. 
I/OP-30: Reception terminal. Green-5, Access 5. 
DS-6: Correspondence. Orange-4, Barrier 4. 

SPU-6: Account manager's subprocessor. 
I/ OP-2 to 2 l: Jun ior account managers· terminals. 
O range-4, Access 6. 

ALOHA MAIN SYSilM 

SAN-l: Normal correspondence. Green-5, Access 5. 
SAN- 2: Financial correspondence. Orange-6, Access 6 , Trace 
and Burn 6. 
CPU: Red-5. Access 7, Black-4. 
SPU- 1: Correspondence subprocessor. Orange-5, Access 6, 
Killer 5. 

DS-1: Correspondence files. Orange-5, Barrier 5. 
SPU-2: Security and building maintenance subprocessor. Red-
4 , Access 7. Trace and Burn 6. 

I/ OP- l through 3: Computer room terminals. Orange-5, 
Access 6. Blaster 5. 
SM- t: Security cameras. Red-4, Barrier 6. Trace and Report 5. 
SM-2: Security maglocks and attached devices. Red-5. 
Access 7, Black-4 . 
SM-3: Lights. Orange-5, Barrier 5. 
SM-4: Heat/ air conditioning. Orange-5, Barrier 5. 

SPU-3: Accounting and finance subprocessor. Orange-5. Access 6. 
I/OP-4: Accountant's terminal. Orange-4, Access 5. 
DS- 2 : Bookkeeping and financial records. Orange-5, 
Barrier 5. Scramble 5. 
DS-3: Cash accounts. Red-5. Access 7, Black-5. 

SPU-4: Personnel and miscellaneous subprocessor. Orange-5, 
Access 6, Trace and Report 6. 

I/OP-5: Conference room terminal. Orange-5. 
I/OP-6: Special research terminal. Orange-5. 
DS-4 : Contacts and personnel information. Red-5. Access 
7, Barrier 7, Black-5. 
SM-5: Conference room display screens. Orange-5. 
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PLAYER HANDOUTS 

"California Free State Trade Representative Orren Debare 

will visit Honolulu tomorrow to discuss improved and expand· 
ed trade agreements with the Kingdom of Hawai'i. Debare's 

last visit to the Islands caused a minor scandal when the repre­
sentative allegedly became involved with Rachel Hong, 

famous restaurateur and star of adult simsense. Our news at 

I I :00 includes an in-depth report on the trade talks, and a 
look at Ms. Hong's latest sim." 

"A routine traffic stop in the vicinity of Awalani Airport 

earlier today appears to have prevented a terrorist attack 

against the airport. Police stopped the vehicle In question, a 

rental passenger van, when it ran a stop sign on the access 

road leading to Awalani's cargo-handling depot. According to 

official reports, two men leaped from the stopped vehicle, fired 

several rounds at the police cruiser, and then fled into a nearby 

industrial park. Inside the van, police found several pieces of 

luggage packed with the industrial explosive RVX-12. 

Authorities believe the radical terrorist group ALOHA was 

behind the attempt." 

"Mitsuhama Computer Technologies today denied reports 

that its military forces are using the waters near Hawai'i for 

training maneuvers. Yoshi Akimoto of MCT's press liaison 

office stated that yesterday's story in the Maui Screamer

datafax was unfounded and 'typical of the irresponsible jour­

nalism common to such junkfaxes.· 

'A few cargo vessels entering Hawai'ian waters to 

engage in normal shipping procedures becomes an act of 
aggression In the minds of foolish people with overactive 

imaginations,' Mr. Akimoto said. Akimoto declined to say 

whether or not MCT planned to sue the Screamer for libel." 

Permission to photocopy. Copyright ©1994 FASA Corporation 
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PLAYER HANDOUT #2 

>>>>>[GREETINGS! Your reputation precedes 

you. Street buzz says you're the best. I can 

offer you a chance to pro\le It for top pay, 

Interested? Meet me at La Malson 

D'lndochlne tomorrow at 20:00. 

R.S. V.P. by 12:00 tomorrow, LTG 

1206(43•9683) mallbox 0011<<<<< 

PLAYER HANDOUT #4 

PLAYER HANDOUT #3 

>>>>>[Please dress In sultable attire and ask 

for the table reserved for Smithson. I wlll 

expect you promptly at 20:00.1<<<<< 

2M HEAD OFFICE 

Pennlulon to photocopy. Copyrlght ©1994 fASA Corporation PARADISE LOST 63 
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SEATTLE DATAfAXTM

A Service of Renraku Computer Systems
Custom Edition 

ENERAL 

· Aztlan c iv i l  war heats u p .  Seventy dead In figh t i ng near
Cul lac:an as a result  of government weather magic creating a 
flash flood through rebel positions. R£F#AZT0928.
· UCAS Senator Moe Dennel ly denies participation In black­
magic rituals I nvolving the death of four Kansas teenagers .
F.B . I .  continues to investigate. R£F#DENN029.
·Terrorist attacks against Universal Brotherhood chapter houses
conti nue in North America. Authorit ies can not p inpoint  the
source of th is aggression and seem unable to prevent further
attacks. R£F#U B0292.

FEATURES 
· Project Hope bri ngs new l i fe to Seatt le ' s  Barrens .  A look
behind the scenes and an interview with manager Jonathon
Tung. R£F#PRH002 .
·Wi l l  Fuch i 's  new PCD3500 non- l inear processor revolutionize 
data process i ng? An i nterview with design -team leader  Dr.
Anne Devren. REF#FCH I 0292.
·The 200-foot snake ki l led near Nashv i l le early this week Is
only one of dozens of  "un ique" paranormal animals to appear
in recent years. Why is it happen i ng and w i l l  it conti n ue?
R£F#PNA029 1 .

POLITICAL 

SEATTLE-Masked gunmen opened fire last n ight on a 
storefront distribution poi nt for the Ork Rights Committee In  
the Redmond Barrens. Alamos 20,000 is being blamed for the 
resulting death of six people. one of them a four-year-old boy. 
though authorit ies bel ieve the emerging ork-act ivi st leader 
Preacher (a.k .a .  John Picari l le)  was the intended target. S ince 
h is  first publ ic appearance at an open Seattle Councl l meeting 
two years ago, Preacher has risen to a highly visible national 
posi tion as a spokesman for the ork and trol l underclass. But 
w h o  is P reac h e r ,  a n d  w h a t  d o e s  he rea l l y  sta n d  fo r? 
R£F#PRCH009. 

GAMEMASilR'S NOTE: If the players are successful ,  give 

them this to read. 

ANANCIAL 

Ma ry F a l l s ,  I n c .  ( M F I ) ,  a S e a t t l e  m a n u factu re r of 

processed food products , has announced the opening of I ts 

new electronics division . Long-time MFI employee Sasha 

Griczuk wi l l  head the new division. Griczuk boasts a degree 

in economics from WSU, in addition to considerable man­

agement experience at MFI . Company president Mary Falls 

expressed her confidence in  the new ventu re .  

"Sasha has been a valuable member of the MFI  team for 

many years , and no one deserves th is  opportunity more , "  

Fal ls  said. 
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SEATTLE DATAFAXTM

A Service of Renraku Computer Systems

Custom Edition 

GENERAL 

· A ztlan c iv i l  war heats u p .  Seventy dead in fight i ng near
Culiacan as a result of government weather magic creating a 
flash flood through rebel positions. R£F#AZT0928.
· UCAS Senator Moe Den nel ly denies participation i n  black­
magic rituals i nvolving the death of four  Kansas teenagers.
F . B . l .  continues to investigate: R£F#DENN029.
·Terrorist attacks against Universal Brotherhood chapter houses
conti nue i n  North America.  Authori ties cannot pinpoint the
source of th is  aggression and seem unable to prevent further
attacks. R£F#U B0292.

FEATURES 
· Project Hope brings new l i fe to Seattl e ' s  Barrens .  A look
behind the scenes and an interview with manager Jonathon
Tung. R£F# PRH002. 
·Wi l l  Fuchi 's  new PCD3500 non-l inear processor revolutionize
data processing? An i n terview with design-team leader Dr.
Anne Devren . REF#FCH l 0292. 
·The 200-foot snake ki l l ed near Nashvi l l e  early th is  week ls
only one of dozens of Aunique" paranormal animals to appear 
I n  recent years . Why is it happen ing and wi l l  it cont i nue?
R£F#PNA029 1 .

POLITICAL 

SEAT
T

LE-Masked gunmen opened fi re last n ight on a 
storefront distribution point  for the Ork Rights Committee In  
the Redmond Barrens. Alamos 20,000 Is  being blamed for the 
resulting death of six people, one of them a four-year-old boy, 
though authorit ies bel ieve the emerging ark-act iv ist leader 
Preacher (a.k .a. John Picari l le) was the intended target. Since 
his fi rst publ ic appearance at an open Seattle Council meeting 
two years ago, Preacher has risen to a highly visib le national 
posit ion as a spokesman for the ork and trol l  underclass. But 
w h o  i s  Preac h e r ,  a n d  what  d o e s  he rea l l y  sta n d  for?  
REF# PRCH009. 

GAMEMASTER'S NOTE: If the players are unsuccessful, give 

them this to read. 

FINANCIAL 

In a recent downsizing move, Mary Fal ls ,  Inc.  (MFI ) ,  a 

Seattle manufacturer of processed food prod ucts . laid off 20 

ful l -ti me employees. 

«The natu re of the processed food market has changed 

and we are restructuring to adapt to those changes."  said 

MFI president Mary Fal ls .  

Permission to photocopy. Copyright © 1 994 FASA Corporadon 
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FACTS AT A GLANCE 

ropulatlon: 4, I 08,229 
Human: 54% 

Elf: 8% 
Dwarf: 4% 

Ork: 22% 

Troll: 11 % 
Other: 1% 

rer Capita Income: 20.000¥ 
Populatlon Below roverty Level: I 0% 
On Fortune's Active Traders List: 7% 

rersons of Corporate Affiliation: 64% 
Education: 

High School Equivalency: 30% 

College Equivalency: 24% 
Advanced Studies Certificates: I I% 

Regional Telecom Grid Access: PA/ HI 

>>>>>[Before we get too far along, I'd like to make an 
important point. Th roughout this upload, the Kingdom's 
name is spelled Hawai'i. Most people in UCAS are used to 
seeing it spelled the old way, without the apostrophe, and 
think Hawai'i looks strange. Predictably, the spelling of the 
island chain's name and its pronunciation got simplified for 
American consumption when the Kingdom was still a state. 
Upon secession, the Kingdom of Hawai'i reclaimed the cor­
rect spelling-with apostrophe-and the correct pronuncia­
tion. Hawai'i is pronounced ha-VEYE-ee, with a noticeable 
glottal stop before the final syllable {set off by the apostro­
phe) . The easiest way to slot off a kama 'aina {native 
Hawai'ian: literally, "land child"), is to mispronounce the 
name of his country or write it without the apostrophe. You 
have been warned.]<<<<< 

- Holly {15:16:29/12-1-54) 

CLIMATE 
Now, as always, most people consider the Hawai' lan 

climate to be the closest thing to paradise on earth. During 
the w inter months, daily temperatures climb as high as 27 

degrees Celsius. and nighttime temperatures rarely drop 
below 18 degrees. In the summer, daily temperatures aver­

age around 30 degrees Celsius, with nighttime temperatures 
dropping to 22 degrees. Thirty-five degrees Celsius remains 

the highest temperature recorded in the kingdom, and I I 
degrees. the lowest . 

>>>»[Don't laugh, chummer. I was in Honolulu when it hit 
11 degrees, back in 2050. The whole fragging place shut 
down. Major absenteeism from work because of the "freezing 
cold." I drek you not.]<<<<< 

- Nene (1 1 :45: 11 /12-13-54) 

The average annual rainfall in the Kingdom of Hawai'i is 
60 centimeters, but this figure applies largely to the capital city 
of Honolulu. Certain parts of the island Kingdom , such as 

Waimea Valley. receive many times this amount of rain . 
Waialea.le , on the island of Kauai. for example, flourishes under 

an average annual rainfall of I , 128 centimeters. Some of the 
heaviest precipitation ever recorded, a total of 96.5 centime­
ters in a 24-hour period, occurred on the slopes of the Kilauea 

volcano on the ''Big Island " of Hawai'i. Most of the kingdom's 
rainfall occurs during the months of October, November, and 

December. 

>>>>>[According to my research , weather patterns have 
changed plenty since the 20th century. Might have something 
to do with the Great Ghost Dance on the mainland. That 
event certainly seemed to cause the volcanic eruption that 
buried the town of Wailea on the island of Maui, turning it into 
the "Pompeii of the Pacific."]<<<<< 

- Weppler the Weatherman {21 :05:07/12-3-54) 

PARADISE LOST 65 



KIIIQGDOM OF HAWAl'I 

Hurricanes are a serious threat to life in this part of the 
Pacific, actually striking the Hawai'ian Islands an average of 
every four years, with many more passing dose enough to 
do damage. Historically. the northernmost islands of Ni'ihau 
and Kauai suffer most. The island o f Oahu nearly always 
escapes the worst of the tropical storms. 

>>>>>(Visitors from Seattle often find it surprising that the 
length of the day doesn't change much between summer 
and winter, but that's the tropics for you. In Seattle, people 
get used to the summer sky staying light until 21 :30 or 
22:00, if it's not raining. Not so in Hawai'i, chummer. Sun 
usually goes down around 20:30, every night. No long twi­
light, either. It's day, then it's night. Short transition.]«<« 

-Lace (13:36:42/12-1-54) 

GETTING THERE 
The Kingdom of Hawai'i's major international airport, 

Awalani ("Sky Harbor"), lies just west of Honolulu on the 
island of Oahu. Awalani was built over the site of the old 
Honolulu International Airport and more than half of the land 
that once belonged to Hickam Air Force Base. Awalani is the 
only airport in the Kingdom capable of handling suborbital 

and semiballistic fl ights. Regularly scheduled flights connect 
w ith major cities throughout North America and the Far East. 
In addi tion to international flights, local airl ines such as 
A loha Air and Moku'aina Air run regular commuter flights 

from Oahu to the so-called "outer islands" using Federated-

66 PARADISE LOST 

Boeing Commuters and Cessna C750s, or even Hughes 
Aerospace A irstar rotorcraft for those willing to pay a p remi­
um. Lio Lawe Ukana ("Pack Horse") A ir Transport handles 
most cargo shipping between the Islands in its Luftschiffbau 
Zeppelin LZ-2049 SHAPELY airships. 

>>>>>[Best way to move your fire-engine-red Ferrari 308 
Mondiale from island to island . . . )<<<<< 

- Magnum (23:49:05/12-6-54) 

Most of the other Hawai'lan Islands maintain small air­
port facili ties, with the exceptions of Ni'ihau and Kaho'olawe. 
The island of Kauai has a single airport. near the city of 
Hanamaulu. Molokai's airport is located just outside the town 
of Hoolehua, and the island of Lanai has a limited-facility 
airstrip near Lanai City. The island of Maui boasts three air­
ports: a major facility at Kahului, a smaller site at Mahana, 

and a bare-bones facility at Hana. The Big Island of Hawai'i 
also has three si tes. the largest at Hilo and two smaller ai r­
fields near Ke-Ahole and Kamuela. In addition to air links, 
hydrofoil passenger ferries and conventional-hull cargo ferries 
also move goods and people between the islands. 

>>>>>[Kaho'olawe is off-limits, and for !ragging good rea­
son. The Royal Hawai'ian Armed Forces use it as a testing 
ground and bombing range, and on any given day or night 
there's a pretty good chance somebodys going to be out 
there blowing the drek out of it. Ni'ihau, however, is a dif­
ferent issue. In theory, it serves as a preserve for a small 
colony of "traditional," aboriginal Hawai'ians who haven't 
bought into the 19th century, let alone the 21st. Apparently, 
these people still live in !ragging grass huts, living on fish 
they net and spear. In practice? Well, chummer, explain to 
me why the Royal Hawai'ian Armed Forces patrols the 
waters around this "primitive preserve" and sinks or splash­
es any boat or plane entering the restricted space without 
even asking for ID ... ]<<«< 

- Bomba (02:28:56/12-15-54) 

GEOGRAPHY 

The Kingdom of Hawai'I comprises eight sizable islands 
and numerous islets, which are the peaks of a chain of sub­
merged volcanoes. The chain lies approximately 3.380 kilo­

meters (2, I 00 miles) southwest of San Francisco, California 
Free State. From northwest to southeast, the major islands 
are Ni'ihau, Kauai. Oahu, Molokai, Lanai. Maui, Kaho'olawe 

and Hawai' i. Oahu is the most populous island and the site 
of the national capital. Honolulu. Of the Kingdom's 4. 1 mil­
lion residents, 3.2 million live on Oahu, and nearly 3 million 
Oahu residents live In Honolulu. 

The nation's total land area covers 16. 706 square kilo­
meters or 6.450 square m iles, making It approximately 85 
percent of the size of Vermont. UCAS. Most of Hawai' i con­
sists of mountain ranges. The highest point in the Kingdom 
is the peak o f Mauna Kea on Hawal'i. a huge, extinct vol­
cano that rises 4.208 meters ( 13,796 feet) into the tropical 
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skies. Many people believed that the volcanic crater of 
Haleakala ("House of the Sun") on the island of Maui was 

extinct until the llmited eruption of 2017 proved the volcano 

was merely dormant. Contrary to popular belief. however, 
the eruption of Haleakala d id not coincide with the eruptions 

in North America caused by the Great Ghost Dance. The 

Haleakala eruption occurred almost three months later. on 
November I 5. Analysts now believe that the two eruptions 

were connected , albeit by accident rather than intent. 

According to recent studies, a magical "echo" of the cata­
clysmic forces that racked North America during the Great 

Ghost Dance caused the Haleakala eruption. 

HISTORY 

According to traditional histories. the Hawai'ian Islands· 

first inhabitants arrived between the years 300 and 600 A.O. 

from Polynesian islands such as Tahiti. which lay more than 

3.000 kilometers to the south. Captain James Cook of Britain, 
the first recorded European visitor, arrived in 1778. 

Up until the late 18th century. independent chiefs and 

kings ruled each island in the Hawai'ian chain. In 1790. the 

chieftain Kamehameha became king of the island of Hawai' i 

and spent the next twenty years conquering the other 

islands. From 18 10 until his death in 1819, he ruled the 
entire island chain as King Kamehameha I. 

In the year 1820. European missionaries sailed to the 
islands, intending to "civilize" the so-called "savages." As did 

other missionaries intent on saving souls according to their 

own lights, these religious zealots did considerable harm by 
suppressing and outlawing native Hawai'ian traditions. even 

going so far as to ban the Hawai'ian language. However. 

they did considerable good in the areas of public education 
and public health. One shicing example is Father Damien, a 

Belgian Jesuit who worked with Hawai'ian natives suffering 
from leprosy. He established a leper colony on Molokai and 

moved to it w hen he contracted the dreaded disease in 

1873. Father Damien continued to work with his flock until 

his death in 1889. 

The period immediate ly after the unification of the 
islands by King Kamehameha I brought prosperity to Hawai' i 

through agriculture and trade with other cultures. Within a 
decade of the Europeans' arrival. however, devastating 

infectious diseases brought by both European and American 
traders decimated the native population. Working w ith the 

missionaries. American planters established sugar planta­

tions in the 1830s. and the planters and their associated 

interests increasingly dominated the islands' economy and 
government. 

Meanwhile. the islands' native rulers attempted to 

modernize the kingdom in their own ways. The v isio nary 

ruler King Kamehameha Ill and his chiefs drafted Hawai'i's 
first constitution and created a legislature. one of whose first 

acts was to create a public school system. These develop­

ments raised an ominous red flag to the mostly American 

men and women whose fortunes depended on their ability 

to control every important facet of life on the islands. 

Perceiving strong rulers as a threat to their interests. they 
took steps to eliminate them. 

ANNEXATION 
In 1893. American i nterests deposed Queen 

Liliuokalani. aided very effectively by a U.S. Navy officer who 

placed his gunboat at the disposal of those overthrowing the 
monarchy. In the following year, Sanford B. Dole. a scion of 

the influential family that owned most of the islands' pineap­

ple p lantations. declared Ha','.Vai 'i a republic and named him­
self as its head of state. In 1898, the United States of 

America annexed the Hawai ' ian Islands, formally declaring 
them U.S. territory in 1900. 

During the early 20th century. Hawai'i's importance to 

U.S. military interests grew by leaps and bounds. Pearl 
Harbor became America's primary naval and air base in the 

central Pacific. presenting a tempting target for Japanese 

forces during World War II. In 1959, the U.S. government 

declared the Hawai'ian territory the 50th state of the Union. 

Hawai'i's official motto, Ua Mau Ke Ea O Ka Aina I Ka Pono 
('The Life of the Land Is Perpetuated in Righteousness"), 

remains the kingdom·s national motto to this day. 

BREAKING A WAY 
Though residents of the state of Hawai'i enjoyed a rela­

t ively high standard of living during these years . many 

natives could not forget their islands' former independence. 
The 1990s saw the sti rrings of a strong "Hawai'i for 

Hawai · ians .. movement. cal led Na Kama 'aina (The land 

Children). Members of Na Kama'aina and their sympathizers 
lobbied for secession from the U.S., calling for the rebirth of 

Hawai' i as an independent kingdom. To most observers. the 

increasingly strident lobbyists had little chance of achieving 

their goal. Hawai'i had become far too important to the U.S. 

military for the American government to even consider let­
ting the state go. Pearl Harbor, always an important naval 

base, had become vital by the time of the American pullout 

from Okinawa and the Philippines in the early 21 st century. 

Additional important strategic facilities included Hickam and 
Dillingham Air Force Bases, Kaneohe Bay Marine Corps Air 

Station, Schofield Barracks. and Space City at the Haleakala 

volcano on Maui. This latter facility had been a major player 
in the development of the SDI "Star Wars" program in the 

1980s, and despite the official phaseout of the Star Wars 
program during the 1990s. Space City grew considerably 

larger after the turn of the century. Though the federal and 

Hawai'ian state governments continued to engage in 

"meaningful dialogues" with Na Kama'aina throughout the 

late 20th and early 2 1st century, few believed that negotia­
tion would end with Hawai'ian independence. 

After the Lone Eagle incident in 2009, Hawai'i assumed 

even greater importance to the United States. Anticipating 

the coming g uerrilla war between the U.S. government and 

the Native Americans, military planners realized that military 
sites on potentially disputed territory, particularly high-tech 

research facilities. were at particular risk . Though Na 

Kama'aina and several smaller, spl inter groups in Hawai'i 
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were pressing land claim s on behalf of native islanders with 
as much insistence as any of their Native American counter­

parts on the mainland. the relatively small percentage of 

" true'' Hawai'ians on the island made the chances o f success 
virtually nonexistent . Taking this fact into account, U.S. mili­

tary authorities moved several important aerospace research 
projects, including ongoing investigations into pulse-deto­

nation p ropulsion for hypersonic spy-planes, to t he U.S. 

naval base at !'earl Harbor. They also relocated other, less 

savory projects to a military "zero zone" near Kahuku l'oint 

on the northern coast of Oahu. 

Over the next six years. as the war against the Native 

Americans escalated. Ni. Kama'aina and such newly formed 

splinter factions as the militant A LOHA (Army for the 
Liberation Of HAwai 'i ) gained confidence from events in 

North America and stepped up their activities. Na Kama'aina 

and most of its fellow moderate factions appl ied increasing 

political pressure on the state and federal governments. 

including a worldwide public-relations campaign. ALOH A 

and other extremist groups preferred more direct action. 

Between 20 I I and 20 I 3. ALOHA claimed responsibility for 

two dozen car-bomb attacks against U.S. military installa­
tions and government buildings. k illing more than I 50 so­

called "legitimate" targets and almost twice that number of 

collate ral v i c t ims. A LOHA ·s brutality horrified most 

Hawai 'ians. even those most firmly committed to the goal o f 

independence. In 20 13 Na Kama'aina engineered a huge PR 
campaign to distance itself from A LO HA in the world 's eyes. 

The militants· actions eventually tipped the balance in 

favor of independence, though not in the way that ALOHA 

and its fellows might have expected. In 2014, the belea­

guered Hawai'ian state government declared martial law 

and pleaded for aid from Washington. The federal govern­

ment sent troops from Kaneohe Bay Marine Corps Air Base. 

organized into what it termed a "Civil Defense Force," to put 
down the ALOHA-sponsored civil insu rrection . Though 

many of the Civil Defense Force's commanders knew that Na 

Kama'aina had never engaged in o r endorsed ALOHA-style 

terrorism. the CDF moved with equal brutality against mem­

bers of both organizations. Government troops made no d is­
tinction between bomb-throwers and organizers of letter­

w ri t ing campaigns. dragging both from thei r homes and 

clapping them in prison. Several of these so-called "political 

criminals" were later "shot while attempting to escape. " 

>>>>>[The level of brutality and the infringement of 

individual , constitut ional rights seems unbelievable until 
you recognize its historical context. At the same time that 
the Civil Defense Force- what a fine euphemism- was 

breaking heads in Hawai' i, the U.S. Army on the mainland 

was rounding up Amerinds and locking them away in "re­

education camps" in the first steps of the genocide cam­

paign. It was a bad time to be a member of or to sympa­

thize with any aboriginal people.]<<<<< 

- Holly ( 15: 19 :58/12-1-54) 
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The federal government's brutal repression of legitimate 

protest under the guise of protecting the civil ian population 

swung popular opinio n decisively behind the secessionist 

movement. Na Kama'aina. A LOHA and the other secession­

ist groups w ho had survived the government crackdown 

went underground and conti nued to work toward their 

goals. A LOHA and its fellow extremist g roups continued 
their cam paign of v io lence, though on a much smaller scale. 

Meanwhile, various researchers w ithin Na Kama'aina, deter­

mined to find something they could use for leverage in their 

effort s. searched through genealogical a rchives in an 
attempt to trace the bloodline of King Kamehameha I. the 
king who had united the Hawai' ian Islands in 18 10. Much to 

their surprise, they succeeded. 
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»»>[Not surprising. Look hard enough for something and 
you'll find it, whether it exists or not.]««< 

-Blaze (09:46:08/12-9-54) 

The al leged true descendants of the great King 
Kamehameha I turned out to be the Ho family. a large. 

spread-out clan whose various members lived on all of 
Hawai'i's major islands as well as on the U.S. mainland. 

According to Na Kama'aina·s criteria. the rightful ali'i (king) 

and true heir to the Hawai'i throne was Danforth Ho. the 24-

year-old owner of a profitable management consulting firm 
on the island of Maui. Though Danforth Ho owed less than a 
quarter of his ancestry to the aboriginal Hawai'ians. he sym­

pathized strongly with the secessionist movement. particu­
larly after the federal crackdown on legitimate protest. 

Despite his sympathies, he could not believe that Hawai'i 
would achieve independence in his lifetime, and he declined 

to accept any political entanglements. 
During 20 15 and 20 16. the ideologues of Na Kama'aina 

managed to convince him otherwise. judging from Ho's 

journals dating from this period. he came to accept that 

Hawai'i must secede before the United States drained the 
islands of all their wealth and resources to support the gov­

ernment's struggle against the newly forged Native 

American Nations. Few modern-day analysts accept this 
argument. but at the time, Ho found it persuasive. Despite 
his desire to avoid political involvement, Ho took on the 

sovereignty that Na Kama'aina held out to him. He took his 
immediate family underground and allowed Na Kama'aina 

and other secessionists to describe him as the " rightful ruler 
in exile." 

Armed with a symbol around which to rally the people. 
Na Kama'aina saw its influence grow. ALOHA also expanded 
its membership and power. and escalated its campaign to full ­

fledged guerrilla warfare against the Civil Defense Force. 

Meanwhile. Washington stepped up its war against 
Daniel Howling Coyote and the NAN. transferring more and 

more asse ts from H awai ' i to the mainland. When the 

Hawai' ian state government protested. federal officials replied 
that a quick solution to the " Indian question" would settle 
affairs in the islands more effectively than a few more units of 

troops mired in a guerrilla war. By making an example of the 
NAN. Washington c laimed that the U .S. would send an 

unmistakable message to the secessionists in the islands. 

>>>>>[The message? "You're next. .. "]<<<<< 
- Sydney (22:10:10/12-15-54) 

During 20 16 . Danforth Ho began to take his position as 

Ali'i in exile seriously. His management background in labor 
relations had honed his instinct for brokering alliances. which 

he used on his new nation's behalf. Apparently without the 

knowledge of his handlers in Na Kama'aina, Ho began nego­
tiating for funds and support with various corporate interests 
in the islands. 

>>>»[Danforth Ho set up his strongest connections with 
Yamatetsu Corporation, connections which still exist 
today.]<<<<< 

- Ringer (23:05:31 /12-6-54) 

Startled and suspicious when various corporations 
began. unasked, to provide funding and even military/ secu­
rity assets to the secessionist movement. the leaders of Na 

Kama'aina apparently considered jettisoning Danforth Ho 
when they realized that thei r ali'i in exile had cut deals 

behind their backs. Only his importance as a symbol kept 
them from acting against him. Tensions between the Na 
Kama'aina leadership and Ho escalated throughout the year, 

with the former trying to keep control of the secessionist 

movement, and the latter taking his position as ali'i seriously 

enough to do what he could to help his nation. In early 
20 I 7. th i s conflict rose another notch when the Na 

Kama'aina leadership realized that Ho had negotiated with 
the yakuza. To Ho. the japanese mob's considerable influ­
ence among Hawai'i's sizable japanese population made 
asking for their cooperation a sensible move. Na Kama'aina 

leaders considered dealing with the yakuza an unacceptable 
compromise of their ideals and even made a few abortive 

attempts to separate themselves from Ho unti l they realized 

that the people of the islands were loyal to him. 
At I 0:30 a.m . Pacific Standard Tim e on August 17, 

2017. the federal government mobilized troops to imple­
ment the Resolution Act of 2016. which called for the exter­

mination of all Native Americans. At 10:32 a.m .. simultane­

ous eruptions occurred at Mount Hood. Mount Ranie r. 

Mount St. Helens. and Mount Adams. The government's 

genocide campaign ground to an abrupt halt. When news of 
the cataclysm reached Hawai'i, Danforth Ho issued orders to 
his forces throughout the islands. 

Groups of kahunas (shamans) engaged the diminished 
Civil Defense Force . immobil izing rather than e liminating 
government troops wherever possible. Great Form spirits. 

many of them free and working toward Hawai' ian indepen­

dence for personal reasons, reinforced these magically capa­
ble "shock troops." Meanwhile. the yakuza mobilized a civil­
ian army to disrupt communications throughout the islands. 

and private corporate security forces blockaded government 
facilities. Backed by hundreds of Na Kama'aina mem bers and 

thousands of civilians, Danforth Ho marched on the capital 

building next to the lolani Palace. The mob displaced officials 
of the state government and installed Danforth Ho as Ali'i. 
Taking the name of King Kamehameha IV, Ho declared 

Hawai'ian sovereignty on August 22. 20 I 7. 

>>>>>[This account is staggeringly oversimplified. 
Some strange drek went down in late 2017, of which no 
official record exists. Many people claim that records of 
events did exist, but don't anymore. Purged from the net? If 
so, why? People who lived through Secession Day tell all 
kinds of weird stories about things like dragons, unnatural 
storms rolling down over Honolulu from the Punchbowl 
crater, activity in the Diamond Head and Haleakala craters 
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on Maui, and something huge turning up momentarily near 
the USS Arizona Memorial in Pearl Harbor. Just what the 
frag happened in August of 2017?]<«« 

- McHugh (02:43:54/12-5-54) 

HA WAl'I ALONE 
The federal government lost little time in reacting to the 

Kingdom of Hawai'i's declaration of independence. Much of 

the Pacific fleet had sailed from Pearl Harbor in mid-July, 
heading for the west coast of North America, p resumably to 

support land-based military units in the government's geno­

cide campaign . When King Kamehameha IV declared 
Hawai'ian Independence. more than half the fleet reversed 

course and sailed back toward the islands at flank speed. 
Military historians sti ll debate what might have hap­

pened if the task force had reached the islands. Lucidly for 

the newly independent Kingdom of Hawai'i , a contingent of 

major corporations led by Yamatetsu was already pressuring 

Washington to recognize Hawai'i as a sovereign state . 

Coupled with the realization that the Great Ghost Dance had 
forever changed America's role on the world stage, this cor­

porate pressure worked on the chastened U.S. government. 

Washing ton publicly recognized the sovereignty of Hawai'i, 

o rdering the naval task force to sail into San Diego harbor. 

»>>>[Let me tell you about the task force incident. 
Anybody know what a "Thor shot" is? Project Thor was 
based on simple projectiles Uokingly referred to as "smart 
crowbars") in orbit, each with a retrorocket and a guidance 
package. To hit something on the ground-or in the ocean, 
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for that matter- send the appropriate commands to a cou­
ple dozen Thor projectiles. They kick themselves out of 
orbit and re-enter at some ungodly speed, while their guid­
ance packages look for an appropriate target such as a 
main battle tank or an Aegis cruiser and adjust their trajec­
tories to hit it. Pow, the target takes a hit from a guided 
meteorite packing frag knows how many joules of kinetic 
energy. 

I've heard from various sources that the U.S. Navy 
task force turned around when a salvo of Thor shots land­
ed in the ocean a couple hundred meters off the flagship's 
bow. The commanders figured the next salvo would land 
on their decks. It just so happens that in 2017, Ares 
Macrotechnology (or whatever they called themselves back 
then) had just taken over the Freedom space station, the 
one they eventually renamed Zurich-Orbital. They were the 
only interested party with the necessary assets in orbit. 
See, Ares was one of the megacorps that Danforth Ho had 
held a few serious meetings with . .. ]<<<<< 

-Nit (01 :21 :05/12-19-54) 

New Haw,d'I 
In addition to staring down the United States govern­

ment and making it blink first. the new Afi'i faced the equal­

ly difficult task of tearing down the state government and 
replacing it with a national government structure that com­

bined elements of monarchy and democracy. without throw­
ing the entire country into chaos in the process. Adding to 

the difficulty, Kamehameha !V's power struggle with Na 

Kama'aina had come to a head. Having achieved its goal, 

the secessionist organization found itself shut out of the new 

government . Instead of the figurehead that Na Kama'aina 

initially had expected to produce, Danforth Ho had become 

a strong and charismatic leader who did not take kindly to 
orders from anyone. Fortunately . Na Kama'aina chose to bid 

for power by campaigning for seats in the newly created 

legislative assembly rather than attempting to replace the 
king. Over the next two years, the Kingdom of Hawai' i 

evolved into a constitutional monarchy, whose king retained 

real but not absolute power. A democratically elected. leg­
islative assembly provided the people with a voice in their 

government, and wielded power as a counterweight to the 

monarch. 
Events between 2017 and 201 9 proved tha t Na 

Kama'aina had made the right choice, and virtually handed 

the secessionists their elect ion platform. In his efforts to 

shake off the yoke of the U.S., Danforth Ho struck deals with 

major megacorporations. and the corps expected the new 

Kingdom of Hawai'i to live up to its side of those agree­
ments. As Afi'i , Ho granted these megacorps significant 

freedom to do business in the islands as they chose. The Na 

Kama'aina candidates for the legislature called for the gov­

ernment to curtail the corporations· freedom, and they found 

more than a few receptive ears for this message. After the 

first election. King Kamehameha IV suddenly faced a strong 

faction within his own government that proved willing to 
fight him at virtually every turn. The irony of the fact that this 
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rival faction consisted of the very people who had convinced 

him to rule for the good of his land was not lost on Ho . 
Despite these and other difficulties, Kamehameha IV ruled 
well and justly until his death In 2045. Despite the bleating of 
conspiracy theorists, no one has ever discovered the slightest 
shred of evidence pointing to foul play. Danforth Ho·s son 
Gordon ascended the throne at the age of 25. and rules today 
as King Kamehameha V. 

GOVERNMENT 

The two branches of the Hawai"ian government are the 
alrl and his appointed officials. and the elected legislature. 
Both branches can propose legislation. The legislature can 

block a proposal by the all'i with a three-quarters majority. If 
the alri chooses to override a legislative veto, all members 
of the legislature must resign. effectively paralyzing the 

entire government until new elections can be held . A 
responsible ali"l. therefore. rarely exercises his royal preroga­
tive to override. The ali"i can block a proposal by the legisla­
ture. but that chamber can overturn a royal veto with a 
three-quarters majority. 

Though the legislature can unseat the ali"i and replace 
him with the heir apparent. the current All'i enjoys consider­

able popular support. Any move to replace him would virtu­
ally guarantee election losses for all legislative incumbents. 

ROYAL FAMILY 
The current ali"i is King Kamehameha V. born Gordon 

Ho in 2020. Only half his ancestry is Hawai'ian , but his 
bloodline can be traced directly to the great King 

Kamehameha I . Kamehameha V holds a postgraduate 
degree in economics from Harvard and is an excellent judge 
of people. 

His chief advisor Is a kahwna named Ke-one-poko ("the 
short sand .. ). an aging yet powerful man w ho also served as 
advisor to King Kamehameha IV. Ke-one-poko Is widely 

believed to be a Nene shaman . though he has never publicly 
revealed his totem. The ali"i regards the kahuna as a friend 
and mentor. as well as political advisor. 

LEGISLATIVE FACTIONS 
Of the various factions within the legislature. the most 

important includes many of the leaders of the original Na 

Kama·aina. Though many of these individuals claim to sup· 
port the pan-Polynesian cause of the new Na Kama'aina and 
ALOHA (though they publicly denounce ALOHA ·s violent 
tactics). m,,ny political analysts believe that these old lions 
are simply clutching at any straw that might prove useful in 
prying power from the all Ts grip. 

ECONOMY 

The modern-day Kingdom of Hawal"i owes its strong 
economy to tourism and virtually unfettered megacorporate 
activity. The nation remains a favorite vacation spot for high· 
ranking. corporate execs around the world. and the Waikiki 
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region of Honolulu caters specifically to this group. The 
majority of the nation's wealth, however. comes from its sta­

tus as a free port for megacorporate trade. and other busi­

ness transactions. In exchange for corporate help in gaining 
independence, Hawai'i's king promised the megacorps 
more latitude than they enjoy almost anywhere else in the 

world. and those pol icies largely went into effect. The sheer 
volume of trade funneled through Hawai'i guarantees that 

the government's coffers are never empty. despite the 

Kingdom's low tax rate. At the same time, the huge volume 

of trade benefits all kinds of local companies. 
Though increasing numbers of residents of Hawai'i 

regard the corps as undesirable foreign influences, wiser 

heads both within and outside the government recognize 

that the corporations are necessary to Hawai'i's survival. 
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Because the island nation is not self-sufficient, the economy 

would collapse without corporate or other outside influ· 

ences. In addition. the megacorporate presence provides a 
needed buffer against the acquisitive impulses of other 

nations. particularly UCAS and Japan. UCAS would love to 
repatriate the island chain. and Japan is angling to control 
Hawai'i through its d ient state. Calfree. Only the presence 

of the corporations has given the Kingdom of Hawai'i the 

necessary wealth and resources to resist encroachment on 

its hard-won sovereignty. Distasteful though it may be. cor­
porate involvement is a necessity for the survival of Hawai'I 

as a sovereign nation. 
Though IO percent of the population officially lives 

below the poverty line. a significant number of these people 
do so voluntarily. Many Hawai 'ians. usually those of 

Polynesian descent. prefer to live simply in the mountains 

and valleys of the islands. relying on subsistence farming 

and rejecting all technology more advanced than that which 

existed in the 19th century. 

>>>>>[True, as far as it goes. That 10 percent figure is 

based on the official population , those with registered 
SINs. Nobody knows how big Honolulu's SINiess under­

class is, but you can bet your hoop lots of them live below 

the poverty line.]<<<<< 
- Auntie Social (19:50:33/12-13-54) 

Hawal'i follows the international standard of using the 

nuyen as its official currency. Various groups advocating the 

expulsion of non-Polynesian peoples and influences from the 
islands want to overturn this standard and bring back a tradi· 
tional currency. perhaps based on the pa ·anga of Tonga. but 

these efforts have shown little success. Though standard 
costs for goods usually amount to I 05 percent of com para· 

ble costs in Seattle, Honolulu supports a strong black mar­

ket. Buyers with the right connections and a li ttle luck Cctn 
sometimes acquire certain goods and services for as little as 

90 percent of comparable Seattle prices. 

CULTURAL FORCES 

The epidemics of the 19th cen tury decimated the 
native. Polynesian Hawai' ians, and the percentage of such 

natives in the islands' population has remained low. In 2010. 

so-called "true" Hawai'ians made up a mere 6 percent of the 
population. Though immigration from other Polynesian 

islands has increased the Polynesian population in the past 
four decades. fewer than 10 percent of the population can 
legitimately daim as much as a quarter of Hawai'ian ances­

try, and as few as I percent are pure kama 'aina. As of 2050. 

the population breakdown by ethnic group is as follows: 

Polynesians 9.5% 

Anglo-American 30.0% 
Asian 

Hispanic 

58.4% 
2.1 % 
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English remains the Kingdom's official language, a fact 
that irritates many kama 'aina. The second most common lan­
guage Is Japanese, though fewer than 5 percent of the popu­
lation speak Japanese exclusively. Most Polynesians speak 
Hawai 'ian. and roughly half the Polynesian population use it 
more often than they speak English or Japanese. Almost all 
Polynesians, however. understand English. 

»>»[Course, some of the more militant slags pretend not to 
understand English, just to make a point or slot you off.]<«« 

-Grace (12:25:32/12-8-54) 

AWAKENED RACES AND CREATURES 
For reasons still unknown. the Awakening created a 

higher percentage of orks and trolls in the Hawai'ian Islands 
than in most other locations in the world. The large number 
of orks and trolls among the population has resulted in a cul­
ture remarkably free of knee-jerk prejudice against "trogs," 

by comparison to the rest of the world. 

»>>>[Knee-jerk prejudice still exists in Hawai'i, but it's 
directed more against elves.]<<<<< 

-Auntie Social (19:53:19/12-13-54) 

>>>>>[About fragging time, too.]<<<<< 
-Trashcan Man (00:06:49/12-15-54} 

The three most prominent examples of Awakened crea­
tures exclusive to the Hawai ' ian Islands are the nene. the 
mo ·o. and the gray whale. The nene Is a goose adapted to 
life on the harsh, volcanic rocks of the Hawai'ian mountains, 
more aggressive and resi lient than its un-Awakened coun­
terpart. The mo·o is an Awakened gecko lizard , and a wide 

range of lizard metaspecies belongs to this classification. The 
gray whale is larger and even more intel ligent than its un­

Awakened cousins. 

>>>>>[An Awakened whale? I 'm gonna give up 
surfing ... ]<<<<< 

-Lucinda (13:00:20/12-4-54) 

KAHUNAS 
Hawai'ian shamans are traditionally referred to as kahu­

nas, a term that some apply to hermetic mages as well. 
Highly respected for their power and the wisdom with which 

tradition has invested them, kahunas act as counselors, psy­
chologists. doctors. veterinarians. and repositories of folk­
lore. According to tradition, the chief advisor to the Ali'i 
must be a kahuna. 

Hawai' ian kahunas typically follow the songs of totems 

native to the islands. though some follow other totems. 
Interestingly, of the non-island totems, native Hawai 'ians 

only follow Cat. Dog. Rat, and Shark. 

SECESSIONIST REMNANTS 
Despite the secession of the Kingdom of Hawai' i from 

the U.S .. certain diehards among the original secessionists 
remain dissatisfied. They believe that multinational megacor­

porations have too much influence on life in Hawai'i and on 
the actions of its government, robbing the kingdom of true 

self-determination. They also object to the fact that the dom­
inant languages and cultural forces in the kingdom are 
Anglo-American and Japanese rather than Polynesian. 
According to the anti-foreigner firebrands, Hawai'i can only 

claim true independence when the nation is governed by 
Hawal'lans for Hawai'ians. without megacorporate influence. 

The secessionist group Na Kama'aina has recently resur­
faced as a social force, w ith a new rallying cry of " Polynesia 
for Polynesians." Its leaders talk of a United Polynesia. an 
ethnically pure homeland for the Polynesian people, free of 
all outside influences. Drawing their inspiration from the vari ­
ous folktales that speak of Hawai' i as the central mountain 
peaks of a huge, sunken continent that will soon resurface to 

reassert dominance over the world, many Na Kama'aina fol­
lowers currently work toward making Hawai' i the economic 
and political center of a United Polynesia. 

To demonstrate solidarity with Na Kama'aina's goals~ 
many native Polynesians are trying to resurrect the culture 

that existed before the arrival of the missionaries and 
traders. Unfortunately, so few reliable records of that culture 
remain that their attempts amount to little more than wild 
guesses. Many kama 'aina, particularly the young militants, 

are learning Hawai ' ian and other Polynesian languages and 
adopting traditional Hawai'ian names. It is quite common to 
meet a young kama 'aina whose credstick identifies him as 
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Thomas Smith. but who calls himself Ka-wena- 'u/a -a-Hi'iaka­
i -ka -poli-o -f'e/e-ka-wahine- 'ai-ho -nua ("The red g low of the 

sky made by Hi'laka in the bosom of Pele the earth-eating 
woman"). 

ALOHA Rises Again 
' Though the new incarnation of Na Kama'aina claims that 

it can achieve its goals w ithout resorting to violence or 

bloodshed . the ever-present splinter groups and upstart 
organizations such as ALOHA intend to achieve a purely 
Polynesian state by any m eans necessary . The existence 

and/ o r extent o f any connection between modern-day 
A LO H A and the organization of the same name that 
bombed military bases before the secession remains in 

doubt. but the g roup indulges in similar terrori st attacks 

against megacorporate assets. 

HA WAl'IAN LANGUAGE 
The Hawai 'ian language is gradually gaining in populari ­

ty and importance. though English and Japanese remain 
dominant. The glossary below lists several commonly used 
Hawai'ian terms. 

GlosSclry Key 
adj. = adjective 

adv . - adverb 
art. = article 
conj. = conjunction 
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(for) = formal 
(inf) = informal 

(ins) = insulting 
interj . = Interjection 

mod. = modiAer 
n. = noun 
prep. = preposition 

v . = verb 

a conj. Of. 
a.11'1 n. King. 
alohal interj. Principally hello. hoi. and good-bye. The term 

also has many other meanings. including love. mercy. 

compassion. pi ty. loved one, and so on. 
bruddah interj. Friend (inf: common equivalent of chum­

mer). 
e mod. Imperative modifier. as in " E hele," meaning "Go 

ahead." or "Go!" 
hale n. House. 

haole n. White person: foreigner (usually ins). 
hawawa n. Man (ins: equivalent ro slag). 
hele v . To go. 

hoa n. Friend (equivalent to chummer). 
hoa palo n. Enemy. 

ho'okalakupua n. M agic. 
' lllo or 'lllo wahlne n. Woman (ins: equivalent to biff or 

slitch). 

ka, ke art. The. 
kahuna n. Priest. sorcerer; expert in any p rofession. 
kama'aJna n. Native Hawai'ian (" land child'"). 

kanaka n. Human or metahuman. 

kane n. M an. 
kanlke interj. Common negation equivalent to bulidrek. as 

in "Cut the kanike. hOil." 

keko n. Human (ins.: used by metahumans). 
klla n. Cyberware ("steel " ). 

kukae interj. Common curse word. equivalent to clrek. 

ma conj. At. 
mal mod. Negative imperative. meaning "don' t," as in " M ai 

hele," or " Don' t go." 

makal adv. Toward the sea. 
make v. To kill. 

make loa v. To die. 
mauka adv. Inland. 
mea make n. Weapon. 

naheka n: Snake 
nlwa.llkanaka n. Elf (ins). 

ola v. To exist: to be alive. 
pe-hla 'oe7 "How are you?" 

plllkua n. Tro ll. 

pu n. Gun. 
ule n. Common insult. equivalent to pud. 

wahlne n. Woman. 
wlkanlkanaka n. Ork. 

wlwlkane n. Elf. 
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MILITARY FORCES 

Used only for defense, the Royal Haw ai 'lan A rmed 

Forces represent a unified, modern military, tailor-made for 

combined-arms operations. The Hawai'ian military Is excel­

lently suited for repelling attacks by air or sea. but is vi rtually 

incapable of attack or d efense any significant distance 

beyond HawaiTs territory. A s Is true of most militaries, 

Hawai'ian forces have no defenses against space-based 

attacks. 

AIR FORCE 
Hawai'i 's small but lethal air force operates out of Kaiao 

Field, formerly Hickam AFB. w est of Honolulu. Upon seces­

sion , the island nation "inherited" large amounts of state-of­

the-art. advanced techno logy from America's research into 

hypersonic spy-p lanes. which the air force has put to good 

use. 

GROUND FORCES 
Hawai' ian ground forces more closely resemble the for­

mer U.S. Natio nal Guard than the U.S. Army. The Hawai'ian 

army, known as ru·ali Koa among civi lians. frequently cross­

trains with the Hawai'ian National Police Force (Na Maka' i). 

NAVY 
Though Hawai'i's naval vessels seem to date from 

before the secession. the apparent age of the fleet is an illu­

sion . The hulls o f Haw ai' ian naval vessels w ere under con­

struction at the Pearl Harbor Naval Shipyard w hen Hawai'i 

declared its independence, and so range in age up to three 

decades o ld or better. However. all systems installed within 

those o ld hulls are close to the cutting edge o f military tech­

nology. At any given time, roughly 5 percent of the nation's 

naval force is in dry dock fo r refits and upgrades. and most 

vessels have up-to-date fi re-control and weapons system s. 

COVERT FORCES 
Most military analysts and even most Hawai'ian civil ians 

know that the Kingdom has covert forces. Little, however, is 

known about the number. composition . training, missions, 

and so on of the so-called Na Kiu. 

MILITARY FACILITIES 
In addition to the spy-plane projects at Hickam AFB. 

Hawai 'i " inherited" several other mi litary facilities from the 

U.S. government. The best-known o f these facilities are 

Space City. the o ld SDI faci lity atop M ount Ha leakala on 

Maui. and the mysterious research site near Kahuku Point on 

Oahu. The Hawai ' ian government has maintained as hig h a 

level of security as that formerly maintained by America, so 

the average citizen knows little about what goes on at these 

facilities. 

A few people speculate that government agencies are 

conducting magical experim ents within the Haleakala crater, 

possibly in an attempt to supplement the armed forces with 

powerful magic. Most research projects in these faci lities are 

so " black " that speculating about them too much can be 

hazardous to the health. 

HONOLULU 

Hawai' i's capital city of Greater Honolulu is d ivided into 

Hono lulu and Waikiki. The modern-day sprawl extends from 

Diamond Head in the east. along the south coast of Oahu to 

a point just west of Pearl Harbor and climbs through the val­

leys that reach like fingers into the Ko'olau mountain range 

north of the city. The sprawl incorporates once-distinct urban 

areas such as rear! Ci ty. Waipahu , and f.wa Beach. It has 

fewer slums than the Seattle sprawl. and nothing within 

Honolulu's city limits even com es close to the squalor of the 

Redmond Barrens or Hell's Kitchen. 

VITAL ST A TISTICS 
Population: 2,978.000 

Human: 57% 
Elf: 12% 

Ork: 22% 

Troll: 9% 

Other: 0% 

Density In Populated Districts: I .000+ per square ki lometer 

Per Capita Income: 3 I ,000¥ 
Below Poverty Level: I 90/o 
On Fortune's Active Traders List: 8% 
Persons of Corporate Affiliation: 66% 

M eans of Commuting to Work: 
Internal -Combustion Vehicle. Individual: 3% 
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AutoGuide Electric Vehicles, Indiv idual: 24% 
AutoGuide Electric Vehicles, Group: 6 I% 
On-site Workers: I 0% 
Other: 2% 

Felonlous Crime Rate: 7 per I ,000 per annum 
Education: 

High School Equivalency: 31 % 
College Equivalency: 32% 
Advanced Studies Certificates: I 3o/o 

Hospitals: 33 

DISTRICTS 
The most prominent districts of Honolulu are Waikiki 

and the downtown area. Craters at Diamond Head and 
Punchbowl overlook the Greater Honolulu sprawl. 

Waikiki 

Widely known as the tourist district, Waikiki represents 
a wonderland of five-star hotels, breathtaking post-modern 

architecture, ritzy nightclubs, and restaurants that run credit 
checks before accepting a reservation. High-level corporate 
executives comprise virtually all of the vacationers, as few 
ordinary citizens can afford Waikiki's prices. The population 
in Waikiki is dense, but transient. because most " residents" 
are tourists stayi ng in I ,000¥-per-night rooms in the 
Outrigger Ala Moana or Royal Hawai'ian hotels. 

Kapiolani Park and Diamond Head form Waikiki's east­
ern boundary, Kapiolani Boulevard its western boundary, 
and the misnamed HI Interstate its northern boundary. 

7 rA 

Downtown 

Towering skyrakers, each bearing the logo of a major 
megacorporation, dominate the downtown section of mod­
ern Honolulu. The financial district. in many ways the heart­
beat of the d istrict , centers around the intersection of 
Nuuanu Avenue and Beretania Street. In addition to the cor­
porate centers, the downtown dist rict also conta ins the 
lolani Palace and the Legislative Building, home to the elect­
ed branch of the Hawai' ian government. Both buildings are 

located on King Street, a short d istance east of downtown's 
corporate core. 

Diamond Head and Punchbowl 

Bot h extinct volcanic c ra ters, Diamond Head and 
Punchbow l overlook the sprawl of Greater Honolulu. The 

subject of countless holo postcards, Diamond Head lies to 
the east of the city. by Kapiolani Park. A brisk, 40-minute 

walk from the park takes the interested tourist to a vantage 
point from which he can see the sprawl spread out before 
him. 

Punchbowl once he ld immense significance in the 
Hawai'ian religion as the site of human sacrifices and other 
importan t ri t uals, sti ll reflected in its officia l name of 
f'uowaina ( "Hill of Sacrifi ces"). In the 20th century , 
Punchbowl became a m ilitary cemetery. After secession. the 
independent Hawai' ian government exhumed the bodies 
and shipped them back to UCAS with appropriate honors. 
As of 2055. Punchbowl is a public park. According to rumor, 
the site hosts mysterious. magical rituals after nightfall. 

TRANSPORTATION 
Though Honolulu residents are permitted to drive pri­

vate vehicles. many choose to use public transport instead . 
Most residents with private vehicles connect them to the 
city's AutoGuide system. because retaining personal control 
over the vehicle means coping consciously with the city's 
confusing network o f one-way and restricted-use streets. 

AutoGulde System 
Honolulu 's AutoGuide vehicle guidance and contro l 

system works similarly to the GrldGulde system used in 
Seattle. though it handles individual vehic les less well. 
Despite the system 's p roblems. most drivers still find it 
easier to drive using AutoGuide than to navigate through 
Honolulu's traffic on their own. The autopilot of a vehicle 
linked to the AutoGuide system loses one level of effec­
t iveness. 

The Bus 

in addition to handling private vehicles, the AutoGuide 

system controls the city's extensive public t ransit system, 
known as the Bus. Each of the big, yellow vehicles that 
makes up the system has "The Bus" painted on it in meter­
high let ters. The public transit system covers the city and 
extends across the entire island of Oahu. Tourists can catch 
The Bus at the five-floor A la Moana shopping center and 
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travel from there all the way around the coast of the island, a 

four-hour trip. The Bus is surprisingly efficient, and many peo­
ple w ho refuse to use public transit in other cities g ladly rely 
on The Bus for daily transportation. The autopilot system of 
The Bus is minimal without the AutoGuide system, but with 
the AutoGulde system provides Level 3 effectiveness. 

LAW ENFORCEMENT 
The Hawai'ian National Police Force, also known as Na 

Maka' i, enforces the law throughout the islands. It also has 
nominal jurisdiction over Hawai'ian waters to a distance of 
50 kilometers from shore, though in practice it cedes this 
jurisdiction to the navy. As its name implies, the HNPF is a 
national police force, rather than an independent law 
enforcement contractor such as Seattle's Lone Star. 

HNPF engages in community policing, assigning indi ­
vidual officers to a given neighborhood for six-month tours 
of duty. Community policing allows the officers and the local 
people to get to know each other, making it more likely that 
people will trust and cooperate with their police officer. 
Trained to prevent crime by defusing troublesome situations. 
HNPF officers can often sense trouble brewing and w ill go 
out of their way to calm the people involved before violence 
breaks out. Though HNPF officers regard pulling out the big 
guns as a last resort, they frequently fight smarter and harder 
than the average Lone Star cop. Many HNPF officers are 
kahunas, though few have any great power. The HNPF 
Special Response Team consists exclusively of physical 
adepts, trained in special weapons and tactics. 

ORGANIZED CRIME 
Organized crime in the Kingdom of Hawai'i belongs exclu­

sively to the yakuza. Traditionally protectors of the common folk 
in Japan, the Hawai'ian branch of the organization has assumed 
similar responsibility toward the islands' Japanese inhabitants. In 
predominantly Japanese areas, the yakuza collects protection 
money from businesses, but actually offers protection in return 
against hostility toward or encroachment on Japanese interests 
by the kama 'aina population. 

The yakuza makes the bulk of its money by skimming 
huge sums of nuyen from Hawai 'i ' s black market. 
Corporations t hat employ Hawai' ian residents instead of 
Importing workers and keeping them in corporate enclaves 
quickly learn that a liaison with the yakuza is the only way to 
keep business running smoothly. Corps that attempt to oper­

ate without the yakuza's blessings suffer from a staggering 
number of accidents--not enough to provoke direct action by 
a corporate army, but enough to dramatically decrease the 
overall profitabllity of any given project. 

SHADOWS IN PARADISE 
Honolulu is the center of the Hawai'ian shadow com­

munity, a smaller community than that in Seattle because of 
the difficulty of entering or leaving the kingdom on an unof­
ficial basis. The level of corporate activity, however, means 
greater numbers of available shadowruns. The average 

Honolulu-based runner sees more action In any given year 

than his or her colleague in Seattle, and the increased risks 
that Hawai'ian operatives run means a higher rate of 
turnover in personnel. HawaiTs unique geography makes 
for fewer wannabes among Honolulu shadowrunners: if a 
runner hoses up big-time. he has nowhere to run. 

Honolulu fixers operate largely through personal rela­
tionships. In the Seattle sprawl, a good brag sheet can get 
a runner biz, even from a fixer he does not know. A 
Honolulu fixer does business with people he knows and 
trusts, even if that policy means rejecting runners who 
might have greater skills. 
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The following Information describes totems unique to 
magic users from the Kingdom of Hawai'i: Honu (Turtle), 
Kohola (Whale), Mo ·o (Gecko), and Nene (Goose). 

HONU (TURTLE) 

Characterlsdcs: The p lacid Turtle exists in complete harmo­
ny w ith h is env iro nment. Thoug h fert i le. he feels little 
responsibility toward his young or toward those w ho fo llow 
him. Turtle sees survival as a privi lege to be earned rather 
than a right to be g ranted . He finds combat to be an alien 
concept, and prefers to escape from danger by using his 
environment as a shield. 
favored Environment: On or near the sea 
Advantages: +2 dice for Illusion spells, +2 dice for conjuring 
sea spirits. 
Disadvantages: Turtle shamans feel little urge to protect 
others, even when doing so poses no danger to them. 
Turtle shamans tend to go through life in a detached state, 
observing things going on around them rather t han partici­
pating. Their innate lack of curiosity makes them d ifficult to 
rouse to action. Turtle shamans suffer a -2 die modifier for 
combat spells. 

KOHOLA (WHALE) 

Characteristics: Whale exists in harmony with her environ­
ment. aware of and reveling in the interconnectedness of the 
world. Whale appreciates beauty and the importance of tra­
dition above all things. and holds personal honor and fulfill­
ing oaths dearer than all else. Loyal to those she adopts, 
Whale protects them with her life if necessary. Though slow 
to anger. her rage is terrible to behold. 
favored Environment: On or near the sea 
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Advantages: +2 dice for combat spells, +2 dice for conjuring 
sea spirits. 
Disadvantages: Whale shamans never engage In combat 
unless attacked. O nce aroused, however. they are almost 
impossible to stop. (Whale shamans do not start fights­
they finish them.) A Whale shaman refuses to break an oath, 
believing that her totem will punish such an act by with­
drawing all of her powers. A smart Whale shaman knows 
that the best way to avoid breaking an oath is not to make 
one. Whale shamans suffer a - I die modifier for illusion 
spells. 

MO'O (GECKO) 

Characteristics: Because he is fast-moving. Gecko is virtual­
ly im possible to pin down. He is a prankster, but not a thief. 
Extremely adaptable and difficult to kill, Gecko almost always 
manages to get into places that others wish to bar him from. 
Unfortunately , he often assumes that his colleagues can avoid 
trouble as easily as he does. 
favored Environment: Gecko Is comfortable in any environ­
ment 
Advantages: +2 d ice for manipulation or illusion spells, + 1 
d ie for resisting the effects of poison. 
Disadvantages: Most Gecko shamans have short attention 
spans and find It difficult to keep their minds on a single 
task. They revel in getting into trouble for the sheer joy of 
getting o ut of it. (Unfortunately, they tend to bring their 
friends along. ) A Gecko shaman suffers a - I die modifier for 
combat spells. 

NENE (GOOSE) 

Characteristics: Bo und to the islands of Hawai' i, Goose 
draws her power directly from the volcanic rock which com­
pose the islands. Incredibly adaptable, Goose can survive In 
virtually any environment. She is a loner by nature, extreme­
ly tenacious and fierce when threatened. Goose owes her 
loyalty to the islands of Hawal ' i and the kama 'aina as a 
whole, rather than to ind iv iduals. 
favored Environment: Volcanic mountains 
Advantages: + 1 die for combat spells, +3 d ice for conjuring 
mountain spirits. 
Disadvantages: Goose shamans take the greatest good of 
the greatest number to heart, and that principle guides all 
their actions. To them, t radition Is so important that those 
who turn away from the traditions of their ancestors often 
lose their totem's protection. Goose shamans suffer a +2 
modifier to all target numbers for tests made when not 
standing on the earth of the Hawai'ian Islands. 
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