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The Sixth World is not on the brink of collapse—

it’s in the middle of it. It’s an ongoing, slow-motion 
disaster, consuming lives and souls by the millions 
every single year.

The scale of destruction is beyond what a sin-
gle team of shadowrunners can fix, but sometimes 
they can avoid the worst of the damage. If they’re 
lucky, they might even make a small piece of the 
world better. But if they want to stand a chance of 
that, they need to understand how the world is col-
lapsing and who’s making it fall. They also might 
need information on possible allies in the fight.

Collapsing Now has information on ten orga-
nizations and individuals shadowrunners need to 
know about. Some of them have been around for 
a while, others are upstarts, but each of them is 
poised to shake up the Sixth World, either aiding 
its continual collapse or perhaps shoring up the 
bulwarks for a time. Here’s a quick rundown of 
the groups discussed here and why they matter:

•	 Freedom Network: An unholy union of ex-
tremist organizations who seem to be taking 
aim at technomancers, though their motiva-
tions are murky.

•	 GreenWar: A veteran eco-terrorist group, 
they have grown more active lately, and no 
one knows how far they’ll go for their cause.

•	 Grey Cell: A mysterious patron is laying out 
a lot of cash for a variety of runs, with a par-
ticular focus on magical phenomena.

•	 Halberstam’s Brain: A force of chaos in the 
Matrix is back, allied with AIs that may be 
even less stable than he is.

•	 Monads: The children of cognitive fragmen-
tation disorder continue to find their way in 
the Sixth World, exploring technology and 
devising plans that will keep the shadows 
hopping.

•	 Ordo Maximus: A world-class collection of 
magical talent with an unfortunate tenden-
cy toward vampirism, the Ordo has enough 
wealth and power among its members to 
draw attention from anyone interested in 
power.

•	 Sea Dragon: In much of the tumult that has 
shaken up North America, Sea Dragon has 
been there, behind the scenes or in front of 

them, throwing around huge piles of money 
and amassing a land-based kingdom. With 
both Seattle and St. Louis moving to inde-
pendence thanks in part to her efforts, she is 
worth watching more now than ever.

•	 The Shadow Chapters: Some shadowrunners 
have seen enough analogies about bundles of 
sticks being harder to break than individual 
sticks, and they’re doing something about it 
as unions of shadowrunners are beginning to 
appear in major sprawls.

•	 Stark, Theissen, and Van Der Mer: Every 
dystopia needs a law firm willing to do the 
bidding of its many shady characters, and 
the Sixth World has its fair share. STV has 
a particular expertise in Awakened clients, 
counting bug spirits, shedim, and toxic mag-
es in their roster. Do they have an agenda 
other than collecting retainers?

•	 The Yakuza: A classic. Their power is deep-
ly intertwined with the Japanacorps—their 
rise can extend the Yakuza’s reach, but they 
also often fight over the same talent. Japan’s 
Ghost Decade led to an increase in Yakuza 
power, but now that the corporations are 
surging, the Yaks must work to hold on to 
their hard-won power.

NPCs and other game rules are included in 
these write-ups, giving players and gamemasters 
options about how to use these elements in their 
campaigns. The organizations can be dropped into 
almost any sprawl in the world, set up as antag-
onists or potential allies, clients who can spur a 
job along or obstacles who can make it more dif-
ficult. For players, the organizations can be a way 
to define their character—perhaps they are seek-
ing to join one of these organizations, or perhaps 
they once were part of them and left on bad terms. 
Or maybe they have old friends or enemies in the 
ranks of these groups, contacts or opponents who 
could add flavor to an ongoing campaign. There 
are also new options for characters in this book, 
including the special weapons used by GreenWar. 
And of course, it’s always useful to be up to date 
on the state of the Sixth World, if only to improve 
your understanding of just how fast it’s falling 
apart.
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CONNECTING TO JACKPOINT VPN...
...IDENTITY SPOOFED
...ENCRYPTION KEYS GENERATED
...CONNECTED TO ONION ROUTERS

JACKPOINT STATS
93 Users are active on the network.

LATEST NEWS
Anniversary march in Las Vegas to commemorate 
technomancer massacre is planned, though organizers’ 
perspective on the event is unclear.

PERSONAL ALERTS
>>> You have 8 new private messages.

>>> You have 8 new responses to your JackPoint posts.

>>> The STV attorney you sent an inquiry to replied with 
an hourly rate that would feed a family of four for a 
month.

There are seven Members online and in your area.

YOUR CURRENT REP SCORE: 721 (68% Positive)

CURRENT TIME: 18 July 2081, 1434 hrs

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

Welcome back to JackPoint, chummer; your last connection was severed 5 hours, 23 minutes, 59 seconds ago

TODAY’S HEADS-UP
It’s not just you—forces are gathering against you. But some may be working for you, too. 
—Glitch

INCOMING
>>> The fabric of the universe is unraveling? Sounds about right.  [TAG: SLIP STREAMS]

>>> If the Awakened don’t make you nervous, here’s a few dozen reasons why they should. [TAG: STREET WYRD]

>>> Red dots are painting targets all over Barcelona. Do you want to block the shots or clear the way? [TAG: ASSASSIN’S NIGHT]

TOP NEWS ITEMS
>>> European nations band together to contract with Astral Space Preservation Society to investigate “ongoing astral 
damage.”
>>> Environmental activists claim corporations have funneled hundreds of tons of industrial waste into the SOX in the 
last thirty days alone,
>>> Lawsuit against the UCAS in behalf of shedim isolated by the closure of the Watergate Rift tossed due to plaintiffs 
lack of standing.

“The best lack all conviction, while the worst
Are full of passionate intensity.”
—“The Second Coming,” William Butler Yeats
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Undersea Heist
by Jason M. Hardy

The walls had a layer of luxury to keep you from 
remembering how thin the barrier was between you and 
death. The pressure on these walls was more than dou-
ble that of the pressure on regular buildings, and the 
consequences of giving in were far more grave. A reg-
ular building, when it develops a crack, lets in a draft. 
This building lets in the ocean.

Most buildings this far down have two layers of 
walls. The interior walls you could see and touch were 
set in flat planes at right angles to each other, but they 
were mounted inside spheres that did a better job of 
keeping the water pressure at bay. They also functioned 
as an extra layer of protection, letting water into the 
space between the two walls during emergencies and 
keeping most interior areas from flooding. Any break 
was still bad, of course—the construction meant that a 
breach would take longer to kill you. But it would kill 
you nonetheless.

Rook should have been thinking of something more 
useful. More job-related. But he couldn’t stop thinking 
about the architecture.

At least he had the advantage of privacy. Once the 
breach alarms had sounded, people had wasted no time 
moving toward evacuation capsules. Soon enough, 
someone would notice that he wasn’t heading toward 

any capsule, and the machinery of the building would 
start to herd him. He had to move quickly, jogging by 
booth seats in aquamarine upholstery and wood orna-
mentation on the walls that angled upward like rays of 
the rising sun. Gentle jazz still played—the sound sys-
tem would get around to turning itself off soon enough. 
The lighting was far brighter than normal, all the bet-
ter to help frightened people find their way out. Rook 
couldn’t skulk, but he was a troll trotting on a tile floor. 
He could only be so subtle. 

An ARO in his contact reminded him of the route he 
had memorized, a green arrow pointing to his left and a 
blue dot flashing in front of the kitchen door. 

He sent a mental message ahead. The item still in 
place?

The spirit responded immediately. Waiting it sits.
Someday he’d summon a spirit who spoke normal 

American. But at least it answered.
Anything between me and it?
Doors. One locked.
If that was all he needed to deal with, he’d be fine.
He entered the kitchen. Stainless steel shone on at 

least half of the surfaces. Small drones scoured whatever 
traces of grease they could find off walls and counters. 
It smelled good, like garlic and butter, but the time to sit 
and eat was a long ways off.

He passed through the kitchen quickly, hurrying to-
ward the office door at the far end. That was his desti-
nation.

I’m here.

COLLAPSING NOW  //  UNDERSEA HEIST
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