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CONNECTING TO JACKPOINT VPN...
...IDENTITY SPOOFED
...ENCRYPTION KEYS GENERATED
...CONNECTED TO ONION ROUTERS

JACKPOINT STATS
81 Users are active on the network.

LATEST NEWS
Seattle Governor Corinne Potter points to UCAS power outages 
as evidence the country cannot help its constituents.

PERSONAL ALERTS
>>> You have 6 new private messages.

>>> You have 4 new responses to your JackPoint posts.

>>> Still no word from your cousin in Toronto

There are seven Members online and in your area.

YOUR CURRENT REP SCORE: 777 (69% Positive)

CURRENT TIME: 12 November 2080, 2240 hrs

>LOGIN
>ENTER PASSCODE
_ _ _ _ _ _ _ _ _
...BIOMETRIC SCAN CONFIRMED
CONNECTED TO <ERROR: NODE UNKNOWN>

Welcome back to JackPoint, chummer; your last connection was severed 3 hours, 14 minutes, 19 seconds ago

TODAY’S HEADS-UP
Our job is simple—when things go bad, we make money either fixing them or making them worse.  
And things have gone really bad.—Glitch

INCOMING
>>> You need to see the big picture sometimes, so you know how massive the train wreck is.  [TAG: CUTTING BLACK]

>>> We pay for the violence we inflict, and I’m not just talking about the cost of ammo.  [TAG: FIRING SQUAD]

>>> You’re not just seeing things. But it’s still possible you’re going crazy.  [TAG: SPLIT STREAMS]

TOP NEWS ITEMS
>>> United Nations continuing negotiations to bring emergency supplies to the UCAS.
>>> Corporate Court announces update to agreement with spirits near Kilimanjaro, hailing “unprecedented cooperation.”
>>> North American Urban Brawl League exploring expansion; southern Aztlan, Pueblo Corporate Council,  
Salish-Shidhe seen as leading contenders.

“Experts know zip over zap.”
—New York Daily News headline
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Introduction
In 1977, the power in New York City went out 

for 25 hours. Parts of the city were ravaged by riots 
and looting; by some estimates, more than 1,000 fires 
were set, and 1,600 stores were looted. One observer 
noted that “the underclass in a crisis feels no compul-
sion to abide by the rules of the game because they 
find the normal rules do not apply to them.”

In Sixth World Toronto, the entire rulebook is 
about to be thrown away. The power is going to go 
off, not for one or two days, but for thirty (the back-
story behind what is happening and why can be found 
in Cutting Black, which can inform a campaign but is 
not needed to run the game). The chaos and suffering 
will be considerable. People will have to find a way 
to adapt, inventing new social structures on the fly 
that can help them get supplies they usually take for 
granted, like food and water. They’ll have to live with 
no Matrix and limited transportation options. Along 
with the increased difficulty of day-to-day life, there 
will also be a host of new threats, as people go miss-
ing, gangs try to use the chaos to expand their reach, 
and escaped critters roam the streets. 

This is where the runners come in. There will be 
plenty of work to be done, from finding missing peo-
ple to combatting gangs to recovering supplies and 
more. As the blackout gets longer, the chances to un-
cover mysterious information and dig into what’s go-
ing on behind the scenes extend, giving them hints as 
to what caused the extended power outage.

The Setting
30 Nights takes place in the UCAS city of Toronto, 

on the shores of Lake Ontario. The first chapter of 
the book provides critical info on the city, including 
its districts, notable locations, criminal organizations, 
and Awakened features. A map showing many of 
these locations is on a fold-out page at the back of 
the book. Gamemasters and players alike can use this 
section to get some familiarity with the city, learning 
the background of the city that’s about to be plunged 
into darkness.

The Nights
This section of the book details events for each 

of the 30 nights that the campaign covers. The de-
scription of each night starts with a brief introduc-
tion, followed by Hooks to show what’s interesting 
about that particular night and how the PCs might be 
connected to the action. That’s followed by Hotspots 
listing some of the key locations for the night. The 
Job details just what the PCs do during the night and 
tells how the story of that night develops. Who’s Who 
covers who is involved in that night’s plot, and the 
Special Notes offer any last bits of info needed to 
make the night work.

The time it takes to play through in a night varies. 
Generally, each night should not take more than a 
single game session, and some sessions might be able 

to cover multiple nights. In the end, though, game-
masters can stretch or condense the events of each 
night as they see fit.

Gamemasters can use the nights described here in a 
variety of ways. They may decide to to drop the players 
in the city on night one and make them fight through 
all 30 nights, or they may bring them in and out of To-
ronto, checking in for a few nights, getting some jobs 
done, then heading out for a week or two before some 
job brings them back. Days can be shifted around a little 
if the gamemaster desires—maybe night 8 could take 
place ten to fourteen days after the blackout starts, rath-
er than seven days—but the general chronology should 
be maintained, even if some nights are skipped (that is, 
night 25 should not happen before night 24).

Even if a game does not include the first two 
nights, the gamemaster should be sure to look at the 
sidebars on those nights to help we up what works 
in the city and how all types of characters can stay 
involved in the action.

Some of the characters pop up in more than one 
night, and some nights have clear threads connect-
ing them to other nights. These threads can be used 
as mini-plotlines for gamemasters who want to drop 
players in for a taste of the action in Toronto without 
engaging in all 30 nights. These are usually noted with-
in the text of each night, but for gamemaster reference, 
here is a list of some of those connections (note that 
some nights contain plots from multiple threads and 
so appear in multiple lists).

The Peregrine Thread: These nights deal with a 
character named Peregrine who sets up a refugee base 
in the Dominion Public Building and gives the run-
ners chances to assist his efforts. Includes: Night 6, 
Night 7, Night 19, Night 23, Night 25

The Black Lodge Thread: Who better to take 
advantage of confusion and chaos than one of the 
Sixth World groups that most thrives on those things? 
The Black Lodge is looking to work dark rituals and 
gain more power for themselves, and nights involv-
ing these plots include: Night 4, Night 12, Night 17, 
Night 26, Night 27

Critters on the Loose: During the blackout, some 
critters not normally seen in cities start rampaging 
through the streets. Can they be stopped? Where 
did they come from? This thread includes: Night 10, 
Night 14, Night 21

Killer on the Streets: The loss of power frees some 
convicts, and one of them is especially dangerous. In-
cludes Night 16, Night 22

Mobile Power: Vehicles and devices are down 
across the sprawl—but some vans are seen prowling 
the streets. What are they, and where do they come 
from? This includes Night 5, Night 7, Night 19

Corporate Intrigue: The search for some missing 
persons helps uncover some corporate family secrets. 
Includes Night 18, Night 24, Night 28

Those are suggestions that might help guide your 
way through 30 Nights, but in the end, there is no 
wrong way to play. Look over the plots and get ready 
to plunge players into darkness as they try to survive 
a city gone feral.
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The Dark of 
the Night

by Brooke Chang

“You know,” Sikh Burn grunted to his companion 
on the gurdwara’s rooftop, “when Vikrant asked me to 
come protect this place, I didn’t think I’d be doing it 
with bhangra.”

“Hey, at least it keeps you warm.” Jag grinned. With 
the blackouts, his teeth were probably the brightest 
thing around for kilometers. The expression didn’t last 
for long, though. “People needed a distraction. You saw 
how everyone was acting when you got here.”

The adept nodded. He remembered how everyone’s 
faces had lit up when the impromptu dance show start-
ed, especially two young children in the front row who 
had gone from being quiet and listless to laughing and 
jumping around seemingly in the blink of an eye. “How 
bad is it?”

“We’re okay for heat, thanks to Parm’s spells, and 
we melt snow for water. As for food, with what you 
brought with you, we’ll be fine if the lights come back 
on within the next week. A lot of people will be hungry, 
but they’ll live.”

Sikh Burn thought back to the van load of supplies 
he’d hauled from Calgary, now sitting in the gurdwara’s 

storage room. So what you’re saying is, we have less 
than a week of food left. The adept didn’t want to say 
it out loud; he knew that Jag was as frazzled as anyone 
else at the gurdwara, despite the brave face he was put-
ting on, and Sikh Burn couldn’t risk his comrade giving 
in to despair.

“The biggest problem is medical supplies,” Jag con-
tinued. “There are a few people with diabetes, heart 
trouble … not to mention people getting hurt fighting 
off attackers.”

“Attackers? People trying to steal supplies?”
Jag shook his head. “Not just that. There’s some kind 

of spirit roaming around out there, too. They cut up 
three of my guys last time they showed up.” 

“The mages can’t banish them?” 
“Most of the magic-users are up in Brampton. Parm’s 

the only one who’s here all the time, and when she tried, 
they swarmed her. We fought them off, but if anything 
happens to her, the heat goes off.”

“What kind of spirit?”
“A mean one?” Jag shrugged. “Some of the mages 

Parm talked to call them corruption spirits, whatever 
that means. Parm’s never seen anything like it before, 
and I don’t know drek about magic.”

Sikh Burn rolled his eyes. “Thanks, that’s really help-
ful.”

“Anytime, chummer.” Jag clapped the adept on the 
shoulder. “Come on, let’s go meet the others.” The two 
other rooftop sentries, Amit and Charan, were both for-
mer corpsec troopers who’d lost their jobs when Ares 
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