The team is hired to break into a research complex by the Johnson.  I ran this in Monroeville with Megalodon’s crew as the actual Johnson.  The complex is owned by Ares Macrotechnology and guarded by the Heavy Industries division of Knight Errant.  Decidedly not the people to screw with.  The entire staff consists of three twelve man teams.  
Each team consists of one commander, nine soldiers, one mage, and one rigger.  Each team also has an APC with full gear.  The teams rotate, staggered sixteen hour shifts.  Two teams are always onsite; one is back in town sleeping.  The team that just arrived goes on patrol outside for eight hours.  They then patrol underground for eight hours before returning to Seattle for eight hours.  A new team arrives every eight hours.  All soldiers are fully armed and armored, including the APC’s for both teams.  Only one APC is active with a rigger, the other is idle unless a soldier manages to get in.  
The compound itself is mainly underground.  Think of the first Resident Evil movie.  The perimeter is ringed with a six-foot concrete barrier, topped by a ten foot chain fence covered with razor wire.  The main, and only gate, has an armored guardhouse, tire shredders and steel crossbars blocking the lane.  The APC is parked just inside the gate, sideways blocking the entrance.  Buildings consist of two large warehouses and the main building housing the lift tunnel.  The warehouses are plain, empty, and big.  The main building is thick reinforced steel and concrete, one story high, and no windows.  The only points of entry consist of one loading dock and two security doors on either side of the dock.  Inside is a glass enclosed control center that handles communication with the underground area and the controls for the lift.  The only equipment is a lone forklift and some wooden pallets in the corner.  The lift itself takes up most of the floor space, easily big enough to get APC’s, forklifts, and heavy items underground.  The lift is also currently below ground.  The shaft for the tunnel does not drop straight down the entire way.  It drops about ten feet down to clear the ceiling/roof and then rides down a ramp half a mile at about a 30 percent slope.  At the end of its track, it is actually in front of the main gates on the surface.   Imagine the Hooples living room and dining room.  The lift is a square, almost that wide.
Underground the lift ends in an open central area.  The ceiling here is about 20 feet to help with moving construction pieces and equipment.  There is a central guard station and control room about 100 feet in front of the lift.  It has bulletproof glass and the controls in this room override the controls upstairs for moving the lift.  Also there is a dedicated crane on one side and another forklift as well as pallets, construction material and random crap like bags of cement.  The line of sight is clear from the lift to the guardroom, but the walls have enough cover.  As far other layout and where the soldiers are, whatever you need.  Mainly a few crew quarters, a few storage areas and maybe a science section.  This complex is a prototype, not a full blown installation.  There is a twelve man team down here, but they already did an eight hour patrol topside and are likely very bored.
No matter what, since the lift is belowground, the team has to walk down the shaft.  Once they drop the ten feet down, there is a landing, the lift rails, and two small slope walk paths for if the lift ever breaks down mid ride.  The section the rail travels on is sunk further into the ground than the paths, and the roof in the center is raised.  The entire shaft is metal, with two small rails on the roof near the center. The side paths are still as steep as the shaft so walking half a mile at the angle will be very uncomfortable with out a rope.  They are not steps; they are smooth metal so sliding would be a very fast but suicidal option.  It could get very tricky if one of the runners slips.  
Enemies and drones.  

Topside there is again seven soldiers.  Most of them are hanging in the guardhouse by the front gate.  The APC at the front gate is empty.  If needed, the commander or a soldier may get in and take over the mounted HMG.  The rigger always backs into the outside of the loading dock.  There may be another soldier or two with him.  During the day, one soldier is patrolling the outside of the fence at all times.  At night, there are two patrols, normally at the back and sides of the fence.  They usually are not moving, but dig into a camouflaged position and wait for an hour or so before relocating.  All soldiers are armed with an assault rifle and extras.  The riggers, mages, and commanders are armed with pistols.  The APC’s have riot armor as well various other weapons inside should they be needed.
The enemies underground are similarly armed, but without the APC to back them up.  

Besides the lift shaft there only two other pipes that provide ventilation to the underground.  Both are fairly small pipes that branch up through the walls of the warehouses.  Even if these are spotted, which is near impossible, there is a web of mesh in them that will catch anything that gets dropped.  You would have to drop six grenades to clear the mesh all the way to the bottom, but it would still be fairly useless.
The only two important drones are in the lift shaft.  They are mounted assault rifles that ride the two small rails on the lift shaft roof.  Those rails extend out of the shaft and have a grid they ride on in the roof of the central underground area, giving them the ability to cover the entire receiving area.  There are only two such drones, but with the rails they can travel separately, or on the same rail.  They can cause certain death on the walk paths since they runners have absolutely no cover, and must be very careful of their footing.  Any other drones; possibly hover drones stored in the attics of the empty warehouses or crawler drones in the woods are up to you.  Any spirits and astral barriers are up to you, but they there should be a massive astral barrier covering the shaft.  

