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1. Rocky Mountain Dynamics
2. Ares Aerospace Plant #23
3. Denver Food Industries




Plar Handout 1: Overhead imagery, Rocky Mountain Dynamics






Player Handout 8: Press Release

MetalStorm acquires RMD property to fulfill
new UCAS Navy contract

12:30pm PST, Friday, April 17", 2071

Metalstorm, a subsidiary of AresArms, is pleased to announce the purchase of the
former RMD electric motor manufacturing facility in Bow Mar. After spirited
negotiations, RMD CEO David Cherbourne and Metalstorm President Alan Davis held
a Matrix virtual press conference at 11:45am today to announce the transaction.

"This sale strengthens our balance sheet, and positions Rocky Mountain Dynamics to
expand into high-end electric motor design and production. Our Bow Mar facility's
falling profit margins and rising operating costs made it a natural location to begin
this restructuring."

RMD CEO David Cherbourne

"We are pleased to have the opportunity to acquire this facility from Rocky
Mountain Dynamics. The buildings, transportation infrastructure, and location mesh
perfectly with our needs. We look forward to bringing the PuebSec the most
reliable and fechnically advanced weapons system in existence.”

MetalStorm President Alan Davis

As reported Tuesday, MetalStorm won a PuebSec contract to produce and install
several classes of ground attack pods in aerial drones and aircraft. To see how
MetalStorm's revolutionary technology works, link to the trideo files attached to
this press release.



Felicity is the heart of the
Ghostriders. She tends to play
the mediator when tensions rise.

Felicity maintains a surprising
number of ties through the PCC
mystical community. For a
ganger, she has a surprising
knowledge of spirit activity in the
sector.

Her cat side comes out in her
social dealings. She’ll quickly and
randomly move from cold and
aloof to close and personal.
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Felicity
Ghostriders Gang Lieutenant

Human Female
Connection Rating: 2

B ARSTCI L WM IP
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Key Active Skills: Summoning: 4; Pilot:
Ground Craft (Bike): 2(+2); Negotiation
(Diplomacy): 1(+2); Sorcery Skill Group: 4;
Pistols: 2; Dodge: 3

Key Knowledge Skills: Spirits: 3; Gang ID: 2
Cyberware/Bioware: None

Gear: Riding leathers, Colt America L36 ,
Suzuki Mirage racing bike

Advantages: Magician (Shaman); Mentor
Spirit(Cat)

Uses: Word on the street in PCC Sector;
Magical Healing; Spirit Activity

Places to Meet: Route 121 and I-285 at night;
“All the World's a Stage.”

Contact: In Person
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Thrash the Body Electric
SRMO02-04|

able Level

OGreen O Veteran
Character: Location: U Streetwise O Elite
U Professional O Prime

m The fewer strings attached to a job, the better. At least that's what you've been telling
yourself. Now you'll find out if having the power in your hands will be everything you expected, or
just a shortcut to electrocution.

Mission Results

Successful jobs against RMD: Q0 Q1 Q2 Q3 Mafia
Street Gangs Contacted: 1 Godz O Dambusters Chavez
U Zombies 1 Ghostriders Mafia
Other Notes on Reverse: U Casquilho
Yakuza Enemy ooooomaooadAlly
Triad Enemy ooooomaooadAlly
Koshari Enemy ooooomaooadAlly
Kirillov
Vory
Fomin
Vory
Godz Enemy ooooomaodadAlly
Fronts Enemy ooooomaooadAlly

Enemy ooooomaooadAlly

Enemy ooooomaooadAlly

Enemy ooooomaooadAlly

Enemy ooooomaooadAlly

Previous Available
Earned

Spent

Remaining Available
New Career Total

Previous Available
Earned

Spent

Remaining

Contacts/Special Items Gained or Lost
QEric Fjordson dWallis

dRomero dWanda

QFelicity

Debriefing Log 02-04



Player:

Location:

SR4 Character Name:

SR3 Character Name:

m Players who participated in third edition Shadowrun Missions events should complete this form
before playing fourth edition Shadowrun Missions. GMs should verify Karma earned and play dates from existing
debriefing logs, then sign this sheet and initial and annotate the third edition logs as having been transferred.
PLEASE NOTE: This form must be completed in ink and be kept with your fourth edition debriefing logs.

SR3 Adventure Record
SRMO00-01 Mission Briefing

O Did not Play
SRMO00-02 Demolition Run

O Did not Play
SRM00-03 FORCEd RECON

O Did not Play
SRMO00-04 A Fork in Fate’s Path

O Did not Play
SRMO00-05 A Dark and Stormy Night

O Did not Play
SRMO01-01 Double Cross

O Did not Play
SRMO01-02 Strings Attached

O Did not Play
SRMO01-03 Harvest Time

O Did not Play
SRMO01-04 The Gambler

O Did not Play
SRMO01-05 A Walk in the Park

O Did not Play
SRMO01-06 Lost and Found

O Did not Play
SRMO01-07 Keys to the Asylum

O Did not Play
SRM01-08 Duplicity

O Did not Play
SRMO01-09 For Whom the Bell Tolls

O Did not Play

Total Career Good Karma Earned

Special Notes

O Played,
O Played,
O Played,
O Played,
O Played,
O Played,
O Played,
O Played,
O Played,
O Played,
O Played,
O Played,
O Played,

O Played,

earned

earned

earned

earned

earned

earned

earned

earmned
earmned
earmned
earmned
earmned
earmned

earned

_____ Good Karma on
____ Good Karma on
_____ Good Karma on
_____ Good Karma on

Good Karma on

Good Karma on

Good Karma on

Good Karma on

Good Karma on

Good Karma on

Good Karma on

d3IAOTION VINHIVYA

Good Karma on

Good Karma on

Good Karma on

Transferred on






