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Back-story (to be revealed to the player over the course of the run) 

 

 On the night of April 29th, 2021, the noble family [name TBD] was blessed by the birth of twin 

boys, and there was much rejoicing.  However, as the head of the family was looking in on his sleeping 

heirs, one of them underwent a horrible transformation, turning into a troll inside the crib he shared 

with his brother.  The nobleman, having been an active member of the political party intent on 

regulating the rights and freedoms of the metahumans that had begun emerging over the previous 

decade, was horrified by the change, and so arranged for the baby to be sent out of the country and 

raised as someone else, so as to save the family from the shame of having produced a troll.  

 The human twin was subsequently raised as an only child, but suffered from recurring 

nightmares wherein he was confronted by a monstrous, troll-like version of himself.  Although these 

nightmares made for an unpleasant childhood, the human twin eventually put his fears behind him and 

grew up to be a respectable British nobleman, active in politics, entirely corrupt, and altogether 

contemptuous of the metahumans that rapidly spread throughout the country.  However, even as the 

human twin became successful in business and politics, particularly after inheriting the family's wealth 

following his father's death, he continued to be troubled by his nightmares, until one day the nightmare 

apparently became real, as he spied his trollish doppelganger lurking outside his London office.   

 Unbeknownst to the nobleman, the troll twin was forced to grow up on his own, ultimately 

becoming a Shadowrunner.  However, as a result of a job investigating black market shipments out of 

the country, he eventually learned the origins of his birth, and went out to find his brother, only to 

realize that he had become a corrupt, meta-phobic politician. In turn, the troll twin decided to take his 

half of the birthright, meaning that he has begun a campaign of burglary and sabotage against his 

human brother.   

 When the human twin actually stumbled upon his troll brother in the act of breaking into his 

office, he had a kind of nervous breakdown, as it seemed his nightmares had actually become real.  

Sensing that he was the victim of some sort of plot – maybe someone found out his secret fear and is 

using it to gaslight him, or maybe he's gone so far that he's ended up with a split personality – the 

nobleman needed someone to investigate the problem; someone who could be discrete, who ran outside 

his regular circles, and who wouldn't have a vested interest in his psychological curiosities.  That's 

where you come in. 



Act I 

 

Scene 1 

 You begin our story waiting in the security line at Seattle international airport, on the way to 

your new gig in London.  You were contacted by a British Decker representing Coutts & FitzHerbert, a 

small outfit who performs reference and headhunting services for England's elite.  In addition to 

finding reputable maids and footmen, Coutts & FitzHerbert also provides England's genteel society 

with access to the gritter elements of the Sixth World by acting as a liaison between Shadowrunners 

and nobles, finding the right runner for the job while collecting a sizable commission.  You have been 

contacted by Coutts & FitzHerbert for this specific job as a result of your particular character 

archetype, and prior to arriving at the airport have been provided with money for travel expenses, a 

fake identity complete with SIN, and a ticket to London. 

 



 
Red dots: security NPCs  

Black dots: NPCs 
 

You enter through security and are asked to provide SIN and ticket info by an automated security 

screening machine.  If you mouth off to the machine, you are selected for secondary screening, 

meaning the doors on the security station shut for a moment, and then you're free to go with a 

temporary stat debuff (Probably to Will or Charisma).  After getting into the terminal, you can look at 

flight info, check a Help Center machine (that has information about where/when you need to go to 

your flight), or log into a console, where you can check previous messages received from your contact 

at Harcourt as well as read a new message giving you more information  (“You should have made it 

through security by now, so hopefully you're reading this in the terminal...”)  

 

There will also be some stores and restaurants to visit, with one end of the terminal ending in a 

wall/window and the other ending with “Under Construction” signs, because I figure if anyone else 

wants to add on to the airport this would be an easy way to start.   

 

You'll have a set amount of time to explore the airport before your flight takes off, with changing NPC 

behavior and GM text indicating when the flight is boarding, or, if you take too long, when the next 

flight will be available (for a fee).  Alternately, you can opt to be “bumped” to a later flight in exchange 

for a credit, although then you'll have to wait around in the airport longer.  If you miss both flights the 

Coutts & FitzHerbert decker wipes your accounts and fake ID and airport security will get an alert 

about you, because if you're unprofessional enough to miss two flights in a row then Coutts & 

FitzHerbert has no interest in your services and will simply cut you loose.   

 

In order to really flesh out this scene, I was hoping to have NPCs gradually fill up the waiting area until 

the flight boards, at which point they actually get in line and walk into one of the boarding tunnels.  It 

seems like this would be possible by having NPCs spawn off-screen in the security line and then 

disappear when they walk into the tunnel.  So maybe in the course of the time that the player is in the 

terminal, one waiting area could go through a complete cycle of filling up and emptying before the 

player's flight boards.   

 

Once you get in line to board, the computer takes control of your character and walks you into the 

tunnel where the scene fades to black. 

 

At this point I was thinking we could try some kind of title screen, just to change things up.  So after 

fading to black, maybe the camera fades into the side of a building that has the Shadowrun Returns 

logo on it, with “SR: Identity presents: Domestic Placement Agent” spray-painted beneath it.   



 

The screen fades in to another 

airport terminal, but this time 

you're waiting to go through 

customs at the London airport.  

After a similar experience to the 

security line in the first airport, 

you walk outside, where you're 

met by your contact. 

 

Similar to the last map, I was 

hoping we could figure out a 

way to populate the London 

airport with dynamic NPCs.  I 

thought they might spawn in the 

tunnels, go through customs, 

and then walk out onto the 

street to catch a cab or 

something, and they simply 

disappear when they are out of 

the player's sight.   

 

 

 

 

 

Scene 2 

 From here, your contact takes you to a hotel room to be outfitted (I haven't drawn up a blueprint 

for this yet, since it will be fairly simple).  Here you'll be able to select some gear, and depending on 

your character type, some weapons.  This is also where you'll be informed of your cover story.  The 

cover stories are divided according to archetype, but depending on which triggers we use this might 

change. Furthermore, because this module is being designed for slightly higher-leveled characters, it is 

entirely possible you will be eligible for more than one archetype/cover story, which simply means 

you'll get to pick which cover story you like more.   

 

Cover stories: 

Street Samurai/Phys-Adept:  you've been hired as part of the noble family's maintenance/porter staff, 

and will be expected to perform physical labor (carrying luggage, fixing stuff, etc.)   

 

Decker: you're a high-priced accountant, hired to sort out some of the nobleman's business dealings. 

 

Rigger: you've been hired as part of the noble family's security team, who need extra remote 

surveillance capabilities for when the family goes on vacation to the countryside. 

 

Mage: you've been brought in to consult on an excavation of standing stones occurring in the peat bogs 

near the noble family's country estate 

 

Shaman: you've been brought on a cook's apprentice due to your knowledge of exotic tinctures and 

materials. 



 

Face: You’ve been hired as a footman or maid, working directly with the rest of the servants. 

 

Whenever you're ready to go, your contact will take you to the nobleman's house. 

 

Scene 3 

 You arrive at the noble family's house the night before they are to leave for a  vacation at their 

country home. Upon arrival, you're met either by the head of security or chief of staff (depending on 

which entrance you use) and told to go to a specific part of the house, where you're given the tasks 

you're supposed to be performing as part of your cover.  Each character/archetype will have a different 

NPC acting as a point of contact depending on your cover (chef, security chief, groundskeeper, etc.)  

Then you have the opportunity to speak to the nobleman himself, who reveals some of his reasons for 

hiring you, as well as suggesting that you investigate specific NPCs or areas depending on which cover 

story you have.   

 

Street Samurai/Phys-Adept: The nobleman would like you to investigate the rest of the manual laborers 

because he suspects that they may have been susceptible to blackmail or bribery, considering how little 

he pays them.  To do so, you must enter a bare-knuckle fighting tournament held every year in the 

village near the noble family's country estate, convincing the rest of the workers that you would like to 

be part of their tournament team representing the noble house. 

 

Decker: Under the pretense of working as an accountant, the nobleman has tasked you with 

investigating the security and data management systems at both his London home and the country 

estate, because not only has he lost substantial amounts of money directly out of his accounts, but 

certain bio-coded locks have been found opened.   

 

Rigger: The nobleman needs you to investigate his own security chief.  The seeming ease with which 

his stalker/troll doppelganger has accessed the nobleman's accounts makes him suspect that, assuming 

the culprit isn't simply a split personality, the guilty party must have had help from the inside, and who 

better than the head of security? 

 

Mage: You've been asked to act as a kind of astral bodyguard by placing whatever protective spells you 

can over the nobleman while investigating his house and the grounds of his estate to find any signs of 

astral tampering (cursed items, spells, etc).  

 

Shaman: The nobleman is already suspicious of the kitchen staff, as he had to recently fire his last chef 

for stealing (non soy-based) food and selling it on the black market.  As such, your job will be to 

investigate the kitchen and its staff in order to determine if anyone has been doing anything suspicious, 

all the way from poisoning his food to reading his thoughts.   

 

Face: As a smooth talker, your job is to find out the gossip going around the servant's quarters.  In 

many ways, the servants have the best intelligence on the goings-ons of the household, but because of 

the strict class divide, the nobleman has no way of gaining access to that intelligence network.  Your 

job will be to make friends with the servants and report any useful information you might find to the 

nobleman. 

 

 

  

 



Noble house 1st Floor 

 



Noble House 2nd floor 

Following this interaction, you will have as much time as you want to investigate the house, and once 

you are finished, you can find your bed in the servant's quarters. Interacting with it will conclude Act I, 

and Act II will begin with the arrival of the noble family and their servants (and you) at their estate in 

the countryside.   



Act II  

 

 Act II opens at the nobleman's estate in the countryside.  Scene divisions have not been 

completed for this act yet, but here's a rough breakdown of how the story/scenes will progress.  

Depending on your character, the main plot and the side plots will advance together.  Act II will flesh 

out your character's cover story/side mission, and the events of Act II will set you up for the climax of 

both the main story and your cover story in Act III.  Basically, WTSHTF as part of your side-story, the 

troll twin will appear to take advantage of the mayhem so that the main story and the side story reach 

their climaxes at essentially the same time.  

 

Street Samurai/Phys-Adept: After some training, you eventually enter the fighting tournament in the 

final scene of Act II.  If you win, you go on to a larger, national-level underground tournament in Act 

III (and you'll definitely win, because the nobleman has rigged the whole thing, although the method of 

your success will differ depending on whether or not you legitimately win).  

 

Decker:  

 

Rigger: 

 

Mage: While investigating the ley-lines around the country estate, you discover an ancient crypt 

containing a mummy.  The nobleman is so pleased that he plans to have it sent to a museum in London, 

where you will accompany him to the opening gala (in Act III). 

 

Shaman:  You learn that the entire kitchen staff is part of a food-smuggling ring that takes the healthy, 

real food from the nobleman's estate and sells it on the black market in the slums. You can decide to 

help them, turn them in, or simply look the other way.  Additionally, while investigating the gardens 

and grounds, you meet a ghost of the nobleman's ancestor, and must help the ghost defeat a malevolent 

spirit that was unintentionally released during an expansion of the gardens. You're rewarded with the 

skull of the dead ancestor, which gives you a stat bonus.  

 

Face:  

 

 



Act III 

 

Street Samurai/Phys-Adept: At the tournament, you have to navigate multiple levels of intrigue, as 

other noble family's have attempted to rig the results of the tournament, as they all have substantial 

wagers placed on the outcome.  

 

Decker: 

 

Rigger: 

 

Mage: At the museum gala, you realize too late that the crypt you discovered was not really a tomb, but 

a prison, and that by transporting the mummy to the museum (which happens to have a powerful 

standing stone located beneath it), you have allowed the mummy to come to life! He awakens and, with 

the help of some other peat-bog mummies in the museum, starts slaughtering the guests at the gala.  It's 

up to you to protect the nobleman and stop the mummy.   

 

Shaman: It turns out that the malevolent spirit you defeated was only the minion of something larger, 

which has followed you to London as a result of your taking the ghost's skull.  You'll have to call upon 

the magical forces of London itself to defeat the big bad.  

 

Face: 

 

The final scenes of Act III will be back at  Coutts & FitzHerbert's offices, going through a mission 
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