DELTRON 3030 
GURPS game for Gaelcon

by Cian O'Sullivan
Sections:

1. Game synopsis and Setting

2. Background

3. Story

4. The Players

5. The Game

6. Locations

7. Character sheets for PC’s and NPC’s, and equipment stats

1.
Game synopsis:

The players are a security team that must defend the orbital installation they are guarding from a high-tech, semi-mystic, outlaw rap-star. But an even greater danger lies within the base they are on.

Game setting:

This game is a cyberpunk action adventure set in the year 3030. To get a feel for the universe it’s set in, think of tech-heavy sci-fi settings, flush with microprocessors, cybernetics, bio-implants and futuristic materials. If you’ve read any William Gibson (Neuromancer, Count Zero Interrupt, Mona Lisa Overdrive) or Transmetropolitan then you’ll have a pretty good idea of what we’re dealing with. If you haven’t… well, stated loosely, Cyberpunk is a setting where cybernetics, medical science and some computer technologies are far more advanced than other technologies – this is generally coupled with a dystopian society, where the populace are abused and kept down. Governments and Corporations rule with an iron fist, and lone rebels (usually hackers or bio-modified street warriors) fight against oppression.

This game is set entirely in a far-flung space-base orbiting Jupiter, so you won’t have to worry about urban landscapes or cultural tom-foolery: the players will never set foot off the geo-synchronised base the game is set on.

I could fill pages with what kind of tech is available to humanity at this point, so I’ll just compress it to a few categories:

Computers: advances in micro technology have made computers far smaller, and incredibly faster. Wearable super-computers are commonplace, and neural interfaces allow users to interact with their personal systems quickly and smoothly. True AI does not exist, but some few AI entities are now so good that it’s practically impossible to tell the difference – these ones are extremely rare, and so expensive that you could buy a small moon for the same price.

Cybernetics: cybernetic implants are much more common now, but the really good ones can be incredibly expensive. High quality cybernetics cannot only replace limbs but also improve them, as well as improving optic and aural capabilities. These kinds of implants are not commonly available to the public: the Big Seven (see below) prefer to keep them for themselves.

Robots: robots are available but, since good AI is so very expensive, they’re generally not trusted with complex tasks. They are dim-witted, have no self-initiative, and are usually relegated to menial duties, vehicle operation and occasional combat duties.

Personal weaponry: still based on good old projectiles. Of course, they’re much more powerful now, have smart-electronics built in, and are often based on rail technology. Laser weaponry does exist, but it’s extremely bulky and inefficient, even if it is wicked awesome. Body armour is much more effective: lightweight, high-strength materials have made full body armour a real option.

Medical: no nanobots yet, suckas! Still, medical technologies have advanced hugely. Cancer and diseases have been almost eradicated (amongst those who can afford the costly treatments. Check out the slums and you’ll find that disease is still rife) and fully equipped medical facilities can treat almost any problem: from nerve damage to dismemberment. Hell, if you can bring them a living brain they can keep it alive and hook it up with a cybernetic body.

Transport: there’s no teleportation, but Ion drives have advanced to incredible speeds. Space elevators and orbitals have lead to colonisation of almost the entire solar system by prospectors, industrial and mining concerns, and people who just want to get off Earth. Movement around the solar system is fairly rapid (it’s only a matter of days to get from Earth to Jupiter, for example), but spacecraft still can’t be steered very easily, so it’s very awkward.

All right, that’s enough about technology. Next section: Background to the game!

2.
Background:

To start, here’s the blurb for the game. That’ll give you the basics:

It’s the year 3030. In orbit around Jupiter, 390 million miles away from their homes, a group of Security Guards patrol the Warehousing Spaceraft of the Corporate InterGalactic Bank of Time. Their training: extensive. Their equipment: expensive. Their mindstate: bored. But out of the black, something is coming.
After a series of devastating land wars in the late 22nd century, mankind was close to extinction. Tiny, self-sufficient city-states and arcologies gradually repopulated the planet, terraforming and repairing as they went. Due to necessity and practicality, pure capitalist ideologies became the dominant (and eventually only) governing force. The very concept of “war” was blamed on the weaknesses of nationally based, elected governments – with corporate structures being put forward as the logical, reasonable way to ensure that such massive conflicts never happened again. This, of course, was bullshit, but people needed something to believe in.

In the mid 25th century, the ideas of  “government” and “nation” were finally done away with – humanity was now split into “Conates” (a shortening of Corporate Nations). Under the new Conate system, the basic value of human life was considered to be zero. Human rights meant nothing. All that mattered was whether or not you were profitable to the Company. Implants and imprinting were used to track and control the populace. Local Government existed only to keep the people calm and controlled.

And, as with any system where people are systematically repressed, rebels arose…

The major power in the universe is the Big Seven – seven corporations that pretty much control the entire ebb and flow of human space. Smaller Conates do exist, but only at the whim of the Big Seven: delegation can be a useful control mechanism over the populace. The rights of citizens have long since been subsumed into the will of the Big Seven. There is constant competition between the seven Conates, a massive battle for dominance that has been on-going for generations. Amusingly, entire wars have happened over inter-company power struggles: wars caused by the new order that was set up to ensure they never happened again. 

Secrecy is paramount: the corporations never want the others to know what they’re up to. As a result, secure locations are critically important. This is where the game is set – on one of the secure locations of the The Corporate Institutional Bank of Time (CIBT). The CIBT is a small Conate concerned with banking, research and efficiency theory. It has close ties with all of Big Seven. The particular secure location in the game is a warehousing facility, known as Jove, that is orbiting Jupiter – and let’s be clear on this one: The facility is not spinning around a moon of Jupiter, but Jupiter itself. On a slow, wide orbital, the base is practically invisible, a speck of dust against the blanket of stars. Its course is carefully plotted and regulated to avoid collision with any other bodies; it maintains almost constant radio-silence; it appears on no maps or charts and its existence is known only by a few (its location is known by even fewer). On-board security is handled by a small body of highly trained, well-equipped security staff who never know where they are, precisely. They are extremely well paid to keep their eyes open and their mouths shut. A shoot-to-kill policy is constantly in effect, while always remembering Rule Number One of Jove: Do Not Damage The Cargo. 

The facility itself is very large. Four towering engine blocks comprise the most part of the bulk (for those pesky course shifts, as well as occasional upper atmosphere dives into Jupiter, to collect processable materials), along with warehousing sections, living and recreational quarters for the guards, security systems and docking facilities. The entire facility is about 120 meters on each side, and each engine block is as tall as a 30-story skyscraper. For the exterior, imagine the skyscrapers standing close together in a square formation – halfway up them is a thick, disc shaped structure that connects all four. That’s the basic shape of the facility. For the interior, think of cramped or military style structures – the Nostromo from the first Alien movie, or Battlestar Galactica.

The CIBT keep a lot of stuff on this facility. No one outside the top levels of the corporation ever really knows everything that’s there from one month to another. Sometime the cavernous warehouse is almost empty; sometimes it’s packed to the brim. Things can stay there for years before being moved on, or get taken away again after a few days.

The security team itself changes every 2 months. The twelve guys on the station are shipped out, have the memories of their tenure erased, and are replaced by a new security team. This has resulted in some guards, who’ve been on the station numerous times, being posted there for what they think is their first time! Hurrah for Cyberpunk! Hurrah, I say! Ahem…

3.
Story:

As I’ve said, cybernetics and implants are fairly common, if very expensive. However, one thing the Conates have never been able to improve is the brain of a human being. Giving a soldier a better arm or leg is one thing, but those people still need to be trained and taught in order to make them good operatives. Neural networks do allow people to access information stored on personal computers, but they can’t replace training and experience. They can never be as fast and as instinctive as a person who actually knows what they’re doing. Problem is, this kind of training is expensive, and Conates are all about saving money.

This is where “wetworks” come in. Living, fully manipulatable brain tissue that can be vat grown and programmed with several years worth of experience, and then seamlessly integrated into someone’s brain, giving them the full benefit of instinct and practice without the time and money it usually takes. Programme an Ace pilots’ skills into a functional wetwork, and anyone it’s implanted into becomes a fantastic pilot – not as brilliant as the original (some things can never be fully replicated), but better than they’ld ever have become on their own, and without needing to spend years in flight school.

Unfortunately for the Conates, no one has ever been able to perfect wetworks – and CIBT has certainly been trying. The human brain has proven to be far too complex a machine for them to tinker with successfully. The wetworks themselves already exist – Medical Conates have been able to grow grey matter, and even programme it with information. The problem arises with implanting it into a living subject. Every attempt has resulted in the patients’ brain rejecting the vat grown tissue. Massive brain damage has followed in every case, with 100% of subjects becoming vegetables or suffering from brain death and subsequently actual, physical death. 

Except for one.

Harvel Demiskis was a construction worker for CIBT. To pick up a little extra cash on the side, he signed up for a medical trial. After it was noticed that his brain reacted far more efficiently than usual with neural networks, it was decided to test him for wetworks compatibility. The medical corps of CIBT didn’t care even slightly that Harvel was almost guaranteed to be destroyed by the process – he should have thought of that before he signed on for trials (such is the way of the Conates). Harvel wasn’t even informed of what was going to be done to him. All he knew is that he was gassed, and woke up a few hours later in post-surgery. And suddenly, knowledge flooded through him…

Nobody knows why Harvel is the only person who has survived of the thousands of test-subjects who have been sacrificed on the altar of wetworks. All the CIBT knows is that after they implanted him with a tiny wetwork (containing data on how to use a yo-yo), he seemed to assimilate it easily. That in itself was very rare, but sometimes the really small implants took a while to be rejected. After a month had passed, Harvel had been displaying the skills of a yo-yo champion without any side effects whatsoever. So then they planted him with their largest wetwork, just to see what would happen. The full Operational Package – half encyclopaedia, half instructions manual, this wetwork was originally designed to be implanted in the perfect soldier. It included information on vehicle operation (civilian and military), space flight, weapons, tactical and military strategy, historical documents, electronics, computers, hacking… everything. Everything they could think of that the ultimate commando would need.

He lived. He absorbed. He assimilated all of the knowledge. No one had ever survived before. The CIBT immediately freaked out. They now had their hands on the most valuable human being alive. They had no idea why the operation had been a success, but they were pretty sure that they didn’t have the facilities to find out. They were also sure that if any of the Big Seven found out about him, they would immediately descend on the CIBT like the hounds of hell, doing anything necessary to obtain Demiskis. In order to stop this from happening, they contacted the Conate in the Big Seven that they were closest to, the T-AUC (Tessier-Ashpool United Consortium), and sold Demiskis for an appallingly huge amount of money. In order to keep him safe until T-AUC collects him, they have placed him in storage in their most secure facility: the Jupiter-orbital warehousing facility, Jove.

Harvel Demiskis is unimaginably valuable. He is worth a phenomenal amount of money to the CIBT. He also contains within him the secret to making wetworks a reality, but only for those who can study him in-depth enough to discover why he survived the wetworks implant. He contains the secret of crafting the perfect soldiers, the perfect accountants, the perfect bus drivers… the perfect anything. Once T-AUC have collected him and transported him to their best medical facility, he will be destructively tested at length in order to uncover that secret.

Some people will do anything to stop that from happening. If wetworks become readily available, human life will become worth even less than it is now, because expertise will become a matter of simple surgery rather than inborn talent. The Conates will become ever richer and more effective. A deep agent for the rebels in the CIBT managed to get word of what had happened to his contacts, just after Demiskis was shipped out to Jove. Only one rebel was close enough, and good enough, to try and stop the T-AUC from getting their hands on him. Deltron Zero, rap-hero, hacker and interplanetary badass…

All that stands between him and Harvel is the 12-man security detail of Jove.

That’s all the background you’ll need.

4.
The Players:

The party consists of six members of the 12-man security detail that guards Jove, the CIBT’s Jupiter Warehousing Facility. They are elite. They have been trained on the most sophisticated VR facilities that exist. They have all been equipped with cutting edge cybernetics, weaponry, body armour and communications equipment. They’ve even got limited self-diagnostic and repair systems installed, just in case they’re injured while away from the medical bay.

The security team has no idea that Harvel Demiskis is on board – in fact, they never know what’s in the warehouse area. They’re not even allowed in there unless it’s an extreme emergency. All 12 members are given an individual 10-digit code to memorise that gives them access to the Warehouse, although anyone entering the area is immediately logged so you’ld want to have a good excuse. The only way in or out is by knowing the 10-digit codes. There are no swipe cards or anything, just a keypad.

The security team is split into three 4-man squads, who work in three eight-hour shifts. While one team is working, the other teams are sleeping or having their recreation time. By the time the other teams would need to be bothered, Deltron has already dealt with them (we’ll get to that in time), so the players will never even meet them. The stations tech-expert (mechanical repairs) and psychologist are on the other teams (
The 6 are as follows:

· Lieutenant Heylo Trady – the over-all head of the security team. Ex-Military. Tight-ass and unimaginative, but very effective.

· Sergeant Parrik Lillywhite – the second in command. More humane than his Lieutenant.

· Bill Walthers – jovial bloke. Bit of a cunt. He’s the IT guy, and received basic training in debugging most of the ships systems. Anything serious, though, and he’s supposed to call in help from CIBT central.

· Bollis Daykassa – doesn’t give a fuck about you or your shit. Good shot and a good soldier.

· Dessy Hillsal (other team) – on-board medic. Mostly non-combat related duties. Loves the military trappings.

· Genner Mikrunt (other team) – just another soldier. In it for the cash. Probably carries a picture of his “gal” around in his wallet. Cunt.

5.
The Game:

The game is split into four chapters:

1. State of the Nation – the players get used to their characters and each other, and get to play around with their stats a bit

2. Positive Contact – the players realise that something is terribly wrong with the base: they must fix any damage done, investigate the cause and tangle with Deltron Zero

3. Mastermind – the players learn the truth about what’s in the hold

4. Things you can do – the players make their decision about what to do with Deltron and Demiskis

Chapter 1 – State of the Nation

The players will get the basic information they need from their character sheets, but to begin with you can give them some colour information about what their lives are like on Jove. Their daily routine consists of the following:

· Get up and breakfast.

· Patrol ship, perform maintenance tasks.

· Lunch.

· Patrol ship, perform maintenance tasks.

· Dinner.

· Patrol ship, perform maintenance tasks.

· Recreation time.

· Sleep.

Life gets pretty dull on board a top secret Conate facility. Nobody knows where it is, it has never even been threatened, and most of the time there’s only five other assholes to talk to. The security detail have been on board for six weeks now, and they’re starting to feel a little pent up. There’s very little to do on this no fun, no action, dead-end space warehouse. Luckily, there’s an interesting duty to be taken care of today: the Jupiter upper-atmosphere dive. 

Some of the less exotic on-board resources (including water) that Jove requires can be restocked from the freely available materials floating around in Jupiter, so the station was equipped with an atmospheric scooper that can filter a huge amount of these resources out of the gas giant. The scooper resembles a massive sail: a central mast 500 feet long that has hundreds of fish-rib spindles sticking out from either side. Splayed between the spindles is a thin, fibrous net that gathers the minerals from the cloud and pumps it back to the mast. From there it’s fed into a processing plant deep in the underbelly of Jove. The station’s massive engine stacks, usually used for minor course adjustments, push the station down into clouds for a full shift, as the mast is unfurled to gather as much as it can before Jove resurfaces. The processing plant contains a bewildering array of cutting edge machinery that separates, purifies and processes the various materials it gathers before sending them to the necessary parts of the ship.

This upper-atmosphere dive is not an automated procedure. Six crewmembers are required to do the job. The useful minerals that can be scoured from Jupiter are not in the outer atmosphere – Jove has to dive quite deep to get anything good. There are roughly 50 kilometers of crappy clouds on the surface of Jupiter, with the clouds getting very thick towards the bottom. At the bottom of this begins a much thicker layer (almost 1,000 kilometers), filled with interesting chemicals. This is where Jove is headed. In the thinner 50km section, windspeeds can easily reach 360km/h, but the lower section where Jove ends up is much calmer. 

Two people have to stay in the Sail Control Centre: one with the navigational computer to make careful checks and ensure that the overall orbital course of Jove is not damaged. This crewmember also has to monitor the processing plant readouts, to ensure that everything goes smoothly while the sail is out. Four crewmembers need to space-walk on the surface of the station to ensure that no problems occur with the mast, and to shoot out “clinkers”: floating chunks of ice that could damage the material of the net. The final crewmember is also in the Sail Control Centre, and has to stay glued to the highly sensitive short range scanner at the base of the mast – this scanner detects incoming clinkers, and the person manning it has to ensure that its information is correctly fed to the helmet displays of the shooters on the outside (after all, the clouds at their depth are far too thick for them to actually be able to see the clinkers).

While Jove is descending through the outer cloud layer, the shooter team have to sit and wait in the airlock, due to the dangerous nature of the high speed winds outside. The descent process takes about an hour.

It’s an 8 hour job once they’re down there: the team whose handling it spends their entire shift down there and they need to borrow two people from another team while they’re at it. One of the other four-man details handles normal on-board security. The six party members represent the people who start the job: they unfurl the sail and start the process. Let the person playing Lieutenant Trady decide who will do each job, and make them roll skill checks accordingly. The navigation and processing plant duties are pretty easy, but the clinkers job can be quite tricky.

These are the skill checks that need to be made to ensure that the process goes smoothly:

· Navigation (0) to maintain correct course shifts and Mechanics (0) to deal with any problems in the processing plant

· Targeting (-2) or Computers (-3) to detect incoming clinkers

· Shooting (0) to shoot down clinkers, or Shooting (-2) if the targetter failed their roll

For each hour that the process is on-going, get the players to make one check on their respective skill. Failing any of these checks doesn’t result in anything catastrophic, but don’t let the players know that. If anyone fails, tut loudly and make a note of it, or something. If you want one of the crew to be hit by a clinker, they do 1d6-1 damage, and put a hole in their spacesuit. Every spacesuit comes equipped with a roll of heavy tape to cover such tears, but the person will probably require medical attention.

This entire process is a good way to place the players in the thick of the sci-fi setting, so describe it to them: the great engine stacks come on-line in full power, humming as they push Jove against the gravity of Jupiter. The vast orange sphere above them slowly gets closer and closer, as the shooting team stand inside, waiting and staring out the porthole. Finally, the clouds envelop them. The surrounding mist gets thicker and thicker as Jove descends further into Jupiter. Once they’ve reached the appropriate depth the first clinkers begin to flit past, giving the shooters an opportunity to test their weapons and targeting systems – bright crosshairs displaying on the inside of their helmet visors over where the clinkers are. After weapons testing the mast comes out from the bottom of Jove, extending for 500 feet in segments like an aerial. After it reaches it’s full length, the hundreds of spindles slowly extend like the mast, spreading the net out to its full size: 400 hundred feet tall and 500 feet wide.

What the players don’t know is that while they’re out manning the sail, Deltron Zero has landed on the outside of Jove in his stealthship, has crawled into the main docking bay through a service duct (with the use of a very tough spacesuit and a high- temp blowtorch) and is using the element of surprise to quietly eliminate the rest of the security team. All of this was done in the cover of the initial descent, showing insane courage and audacity on the part of Deltron. By the time they finish their job, all 6 other guards have been incapacitated and blown out an airlock. Deltron was able to find Jove by tracking the heavy emissions from the engine stacks as it performed the atmospheric dive. However, thanks to the atmospheric dive they are in a separate part of the base, taking care of the scoop: had they been in the same section as the rest, Deltron would have gotten them too. The atmospheric scooper equipment is so delicate that it’s kept on a separate system from the rest of the ship – Deltron couldn’t access it without being in the appropriate section, and the security team is already in there.

How you want to introduce them to the fact that something is horribly wrong is up to you, but here’s a few ideas:

· They perform their duties on the sail for 8 hours as expected, but when the shooting team tries to re-enter Jove, they discover the hatches have been welded shut from the outside. They now have to find a way back into the station while the two people left on-board try to figure out what happened.

· During the atmospheric dive, they receive a brief, garbled transmission from one of the 6 people left on board. Trying to find out what it’s about, they are unable to establish contact with anyone else on board. Presumably, they will want to investigate. 

It is very important to note that the two crewmates who are in the Sail Control Centre are not on patrol duty – therefore they are not wearing their space armor. They begin the game weaponless and armorless, and will have to make their way to the Living Quarters in the upper floor in order to arm up.

Once the entire team is back on board, the second chapter begins.

Chapter 2 – Virus

This chapter should take up quite a bit of time – it’s where they hunt and tussle with Deltron Zero as he scampers about the ship, trying to put them out of action and find Demiskis. Remember that the players have no idea that Harvel is on board.

Deltron has already infected the man computer of Jove with a powerful and unpredictable virus of his own design, bringing dire straits to their environment. You can quite literally make this virus do anything you want: it’s carte blanche to fuck with the players. Computers don’t work quite like they expected. Doors refuse to open, requiring the players to cut through them (high-temp blowtorches are available in the small arms locker). Readouts for various on-board systems show catastrophic breakdowns, but on investigation no breakdown exists. Most importantly, the long-range communications array is completely inoperative from inside the ship. They cannot send a distress beacon unless they spacewalk and send it from outside. They can receive messages with no problems. If they do send a distress message, after an appropriate wait (your discretion), they receive this text response: “CRITICAL COMMAND FOLLOWS: SERIOUS THREAT TO CIBT DETECTED. TERRORIST DELTRON ZERO APPROACHING/ON-BOARD JOVE. CONTAIN THREAT AND PROTECT ASSETS UNTIL RE-INFORCEMENTS ARRIVE. HIGHEST PRIORITY. FAILURE WILL RESULT IN TERMINATION. REMEMBER RULE NUMBER ONE.”

From the moment this message arrives, it should take about 10 hours for “backup” to arrive.

During this chapter, Deltron should be like the Alien in the Alien movies: mysterious, deadly, undetectable. One of the primary functions of his virus is to make him undetectable to Jove’s internal scanners: he should appear from nowhere, strike, and move on. Deltron has a wide range of abilities and powers (detailed in his character sheet). Of course, given that players are the unpredictable bastards that they are, you’ll never know what they’ll get up to or what they’ll try, so here’s a list of things that Deltron will attempt to do that might come in useful. Feel free to use them or ignore them, as the game demands:

· Get close enough to infect the players with a virus. He can’t affect the computer systems in their body armour because it’s not directly connected to the main computers. He needs to be within short-range broadcast radius to directly affect the players: about 15 feet. This requires a Hacking (0) roll for Deltron. If he succeeds, he affects the player as detailed on his character sheet.

· Hack into the primary computer in the Main Control Centre. If he does this, he’ll be able to find out exactly where Harvel is on board Jove. This requires two successful Hacking (-2) rolls for Deltron. Every roll represents 5 minutes spent at the terminal. Once he finds out, he’ll try to go and break into the area of the main warehouse where Demiskis is – either to rescue him, or to kill him.

· Hack into the computer in the Security Centre for Jove (same rolls required as for the Main Control Centre). If he succeeds, he will be able to access the cameras in the ship from any location, allowing him to constantly keep an eye on the players.

· If the players hunt for Deltron or even better, split up, then clap your hands and jump for joy! He hunts them, confusing and harrying them.

· Random events happen constantly thanks to the virus: garbled beeps come through their helmet speakers. Entire corridors suddenly plunge into darkness, forcing them to use their night vision or infra-red vision. Doors open for no reason, then close again.

· If the players decide to play the waiting game and hole up somewhere with guns, have them receive the emergency text transmission from CIBT GQ anyway, directly to their helmet communicators: “CRITICAL COMMAND FOLLOWS: SERIOUS THREAT TO CIBT DETECTED. TERRORIST DELTRON ZERO APPROACHING/ON-BOARD JOVE. CONTAIN THREAT AND PROTECT ASSETS UNTIL RE-INFORCEMENTS ARRIVE. HIGHEST PRIORITY. FAILURE WILL RESULT IN TERMINATION. REMEMBER RULE NUMBER ONE.”

· Finally: the game takes place in a very limited space. The various rooms and corridors of Jove are the only places to go. The players might decide to take up strategic locations at junctions in the ship and wait for Deltron to pop up so that they can take a shot at him. To prevent this very effective, very boring, style of play you can take advantage of Deltrons various abilities to misinform and confuse the players computer systems. You can also take advantage of the virus – doors being guarded suddenly open, while alarm bells start ringing two rooms over… that kind of thing.

Play up the claustrophobic nature of the Jove during this sequence: tight, cramped corridors with bright, halogen lights. Blind corners abound. Heavy blast doors block their armours in-built sensor arrays. Deltron fucks with their targeting systems and helmet-displays, making them see phantom images or blurs. (Incidentally, it will be much easier for the players to shoot Deltron without their helmets on: he finds it much too easy to disorient and confuse them through messing with their visual and auditory systems).

If anyone needs to go to the medbay during this section, make them nervous of using any of the systems. The surgery-unit looks like a torture device: a heavy chair inside an air-tight pod, with thick leather straps, and lots of little arms equipped with nasty probing and cutting devices. They should be wondering whether Deltron has infected it as well. A successful Computers (0) check reveals that the surgery-unit, like the Sail, is on a separate system to the main computer. However, Deltron could still have affected it by getting close enough. If any of them are brave enough to try it, it works perfectly. Deltron hasn’t touched it. But let them fear it. There’s plenty of other stuff that they can use in there, though. All of this is described in the Locations section.

On to the next section: Mastermind!

Chapter 3 - Mastermind

It is important that by the end of this section the players know what’s going on. In order for the game to reach a satisfying conclusion, they have to find out what Deltron is after and why. There are a couple of ways this can happen:

They can find out on their own initiative: The players might just decide to hunt Deltron for the whole session, but they might also want to find out why he’s on Jove and what he’s after. All of this information is stored on Jove’s computers, but the security guards are certainly not meant to be going after this information. It’s carefully encrypted. If they want to access the information, then they’ll have to hack into the computer. This will be much harder for the players than for Deltron. After all, they’re not superstar galactic hackers like he is. One advantage they have is Lieutenant Trady’s access codes. It’ll get them past the initial security measures. If he agrees to provide the codes, then it’ll require two successful Hacking (-2) or Computers (-4) rolls to access the info. If he doesn’t agree, it’ll require four successful rolls. Each roll represents 5 mins of hacking. If they succeed, they can access all of the info on Jove’s computers. The highest priority file is the one on Harvel. It contains all the information from the Story section.

The players capture Deltron: Yes, this is possible. They can get the info out of him (if they don’t just kill him): make an opposed roll of Interrogation vs. Deltrons Will score. If the interrogator doesn’t have Interrogation, use IQ (-5). In any case, if they beat Deltron they get a +2 bonus. If they torture him, they get a +6 bonus, but that’ld be really nasty. You wouldn’t expect your players to do that, would you? Would you…?

Anyway, even if they fail to force the information out of him, you can always segue into the next section:

The players are really getting nowhere: Have Deltron offer them the information. If they’re really floundering, have it so that Deltron can’t break into the Warehouse area and realises that he needs one of their codes to open the massive bulkhead doors. His voice suddenly comes through their helmet speakers, very clear and close and personal. He appeals to them; explains the situation and asks for their help. It is almost beyond belief that they would just agree to help him. If they don’t, Deltron moves onto trying to give them reasons to betray the CIBT. 

No matter how they get information from Deltron, he also tells them some of the following, to try and influence them. You can treat all of the following as true or false, but I think they’re interesting twists in the tale. You mightn’t even have to use them:

· The players have been royally fucked by CIBT. They haven’t actually just been on Jove for 1 and a half months. They’ve been there for 5 years. Every two months their memories of having been on Jove are wiped, and they’re put back on for another two months. After all, it’s much cheaper to just use the same guards again and again rather than have to pay and supply more of them. At this point, let me explain how the memory erasure works: the guards are given a daily dose of a brain-affecting chemical in their food. While this chemical resides in the memory centres of the brain, it’s harmless. At the end of their two month stint, they are given an activator chemical pill, which erases all memories that have been written while the brain-affecting chemical has been present. All eight weeks just disappear. This is only a slightly harmful process, and usually the brain will roll with the punch. However, it’s been happening six times a year for the past five years: at this point, each and every one of the security team will have suffered permanent damage to the long-term memory centres of the brain. Once they leave Jove, they will suffer serious memory loss for the rest of their lives. Not only that, but their long, long absence has been explained to their loved ones as them dying while in service. As far as the outside world is concerned, these men no longer exist. CIBT has effectively destroyed their lives. This is how Conates roll: they chew people up and spit them out in the name of profit. Dessy can confirm this by doing tests with the Medbay surgery-unit.

· The moment that CIBT realised Deltron Zero was on board Jove, they warned T-AUC. T-AUC are sending a death squad to Jove to eliminate the threat and claim Harvel. However, since the players have been “contaminated” by Deltron, they are also to be eliminated. Their lives are over. All they can do is wait to die, or cut and run.

· Once T-AUC learns the secrets of Demiskis’ brain, human existence as the players know it will end. People will no longer be necessary. Once wetworks can perfectly teach anybody any skills they require, excess humans will become utter waste. It is not beyond the Conates to simply eradicate vast tracts of the population in the name of efficiency.

If the players still refuse to help him, he moves on to direct threats. This entire session is taking place during the atmosphere dive. Deltron says he would rather kill Harvel and die himself in the process than let the T-AUC have him. He claims to have reprogrammed the navigation computer to dive so far down into Jupiter that it kills them all. He can trigger this command if they don’t help him. It is possible for the players to override Deltrons new commands: it requires an opposed Hacking (0) or Computers (-2) roll against Deltrons Hacking (0) to succeed.

If this doesn’t succeed, Deltron can try to manually shut down the four engine stacks, resulting in a freefall down through Jupiters atmosphere. This is described in the Locations section.

At some point during this section, Deltron does not offer his apologies for having killed their six crewmates. If called on to do so, he simply states “There is a war on, you know”

Next section: Things you can do

Chapter 4 – Things you can do

This chapter will try to detail the various ways in which the session can end:

The players kill Deltron and successfully prevent him from getting to Harvel:

Depending on how long it takes them to do this, you can end the game with this being the conclusion. Angels sing, trumpets play, and coloured confetti streams down from the ceilings. Hurrah!

However, this is Cyberpunk. Things tend to not end happily. Even if they succeed, it’ld be best to have them discover that the T-AUC are coming to kill them. They can then decide whether they want to just leave, kidnap Harvel, or simply destroy the whole place and flee. There are places they can go: after all, if you decide to use the idea that the CIBT has already declared them dead, then they can just sell all their equipment on some black-market space port somewhere and disappear. Or you could have T-AUC marines storm Jove and slaughter them like pigs. It’s your call.

The players side with Deltron in killing or kidnapping Harvel:

If the players decide to help Deltron, then impress upon them that they are now fugitives for the rest of their lives. They can choose to run with Deltron, or flee on their own. Getting Harvel out of the Warehouse won’t present much of a challenge for the combined powers of the players and Deltron.

Again, depending on how much time you have left, you can have the T-AUC death squad arrive and end the session in a blazing firefight.

The players refuse to help Deltron, and he successfully initiates his self-destruct plan for Jove:
Once Deltron has activated the descent programme for Jove, the players have one hour to escape before the base has gone too deep (Navigation (0) check for someone to figure out how much time they have). Their priority command from CIBT is still to save Harvel. Remind them that failure to do this will result in their termination. They can either choose to just flee and save their own skins, or they can try to retrieve Harvel from the warehouse. 

If they’ve already obtained the information on where he is, then they will certainly have enough time to get him, put him on a ship and try to flee. Deltron will confront them in the docking area for a last ditch attempt to kill Harvel. If they successfully eliminate Deltron, they can then flee the doomed station.

If they haven’t found out where Harvel is, then they need to do that (as described above). They can try to hack the computer, or capture Deltron and torture it out of him. They’ve only got one hour, though, so no matter what they do they have to do it fast.

After one hour has passed, huge lumps of frozen rock and ice begin to pummel Jove, gouging huge rips and holes in it’s sides. Long before gravity crushes the base like a aluminium can, the players will be sucked out into the hostile atmosphere of Jupiter, and Jove will be dashed apart.

All right, so that’s the game. Next is a set of descriptions of the places the players will visit during the game.

6.
Locations:  

The main location for the game is, of course, Jove. Jove is equipped with advanced sensors and weapons arrays, but these are rendered useless by the fact that most of the game will be spent in the thick fog of Jupiters upper-atmosphere.

Jove is comprised of three floors. The upper floor contains the living areas and control rooms. The middle floor has the docking bay and warehouse. The lower floor has the processing plant and sail control centre, and the entrances to the four engine stacks.

The upper and lower floors are each connected to the middle floor by an elevator and two narrow sets of spiral-stairs.

Up through the centre of the entire station, on every floor, there is a thick circular trunk. This contains the sail in it’s furled state, ready to be lowered into the clouds of Jupiter.

Upper floor:

The Mess:

The Mess is quite a small room – it’s never meant to have more than 8 people in it at a time. It’s got a long table that can fit 8 diners, and a door at the back leads to the kitchen. The guards mostly eat processed foods from packages, so the majority of the equipment in the kitchen is stuff like re-hydrators and microwaves, but there is a set of sharp kitchen knives. There’s a dumbwaiter in the kitchen that leads down to the General Warehouse, which can be stocked with food down there and sent back up. It is large enough to hold one person, if that person isn’t wearing armour or carrying any equipment.

The Rec Room:

The Rec Room contains enough material to keep a bored mind busy for a long time. There’s several vid screens to watch movies on (no TV though – no unauthorised outside broadcasts are allowed), as well as music stations with headphones. There are smartbooks, with real-paper!( screens that can display any selection of text. All of the above have vast libraries that would take someone years to work through – even if they weren’t having their memories erased every two fucking months.

The Quarters:

The living quarters comprise five rooms. There’s a central dressing area with lockers for personal items, wardrobes and benches. This section also contains lockers to hang your body armour in. Leading off from this are three bunk rooms with four beds in each – one for each team. The final room is the communal bathroom/shower. Anyone exploring the other teams rooms finds that the team who was on duty didn’t leave any gear behind. Dessy and Genners’ bunkmates, who weren’t on duty, seem to have left their gear behind.

The Gym:

The gym is… a gym. It contains work out equipment and machines. Yes, these can be used as improvised weapons.

The Small Arms Locker:

The Small Arms locker can be opened by anyone with security clearance. This means the entire crew. Again, any entry into the locker is automatically logged.  Deltron can only access this room by cutting or blasting through the door. 

It contains:

· Automatic rifles

· Service pistols

· Stun guns

· Stun prods

· Frag grenades

· EMP grenades

· Spare ammunition

· Replacement body armour segments

· High-temp blow torches and fuel tanks (15 minutes to cut through a normal door, 45 minutes for a heavier one. Bulkheads cannot be cut through)

Main Control Centre:

The Main Control Centre is the nerve centre of Jove. It’s a bare room that contains several terminals and readout screens:

· Navigation terminal

· Communications terminal

· Information terminal (this contains orders, scheduling and diary information, and information on what’s in the warehouse. It’s strictly off-bounds to the guards, and is only meant to be accessed by CIBT officials who come to log their deposits and withdrawals from the warehouse. This is the terminal the players or Deltron will have to hack if they want to find information on what’s in the warehouse)

· Engine readout screen

· Processing plant readout screen

· Jove’s Weapons readout screen

Security Control Centre:

The Security Control Centre is kept separate from the Main Control Centre in order to prevent all of the important ship functions from being in one location. This tiny room contains the security camera screens and the means for locking down Jove – from the terminal here security bulkheads can be dropped, doors locked and security measures overridden… but only for those with the appropriate access codes. This is another room that it should be very difficult for Deltron to access. Not that he’ld really want to: after all, once his virus is uploaded he’s invisible to Joves’ cameras and the security systems will be going crazy anyway.

Medbay:

Medbay is quite small – it contains one surgery-unit, several benches and a variety of cupboards containing emergency medical equipment. The surgery-unit looks like a dentists chair from hell. It is a large pod structure, which forms an air-tight seal once the patient is put inside. The person is strapped in and sedated, and then various arms with nasty looking items at the ends go to work. Anyone with wounds requiring surgery (and who’s brave enough) can be strapped in. The surgery-unit can be treated as an auto-heal – no wound is too much for it. Of course, if a legs’ been blown off, it can’t replace it. It can clean the wound, seal it and replace lost blood. There are also crutches available! The surgery-unit requires two hours to do its work, after which the patient is good to go… so long as they don’t strain themselves to hard.

The other items in the medbay include bandage-spray, disinfectants and a wide range of anti-biotics and anti-venoms (the surgery-unit can identify which of these is required, if provided with a blood sample). 

The medbay also contains a very small stock of expensive Diagnostic Smart Bandages. There are exactly 12 of these. They are thin, clear sheets of adhesive plastic measuring 12-inches per side. When applied to a wound, it’s tiny inbuilt sensors administer anti-bleeding agents, pain-killers and drugs to prevent shock. After wearing one of these for 5 mins a player automatically regains 1d6 +1 HP, but only if they are at rest. Only one smart bandage can be used per wound.

Middle floor:

The Docking Bay:

The Docking Bay is a large, mostly empty room. At one end is a huge, armoured door that leads to the cold void of space. This is where docking vessels fly in and out of Jove. The room has enough space for three small vessels, two medium sized vessels or one large vessel to dock. It has all the expected equipment for a docking area: refuelling hoses, trolleys with repair equipment and replacements parts, etc.

At one end of this room, hidden behind a large crate filled with crates, there is an access panel that leads to a vent which leads through two valves to the outside of the ship. In case of a build-up of pressure inside the bay (an explosion or venting gas) this vent opens to release excess pressure into space. Any players who make a thorough search of the room, and examine the panel, will discover that it looks tampered with. If they open it and look inside, they will find two space suits stowed in the vent. If they decide to follow the vent, they will discover the valves have been cut through and re-sealed with thick sheets of alloy-plastic. They can carefully make their way to the outside of the station (provided they don’t forget to re-seal the valves behind them) and discover Deltrons’ stealth-ship anchored to the side of Jove, hidden from the visual sensors by the thick mist.

At the rear of the Docking Bay is the massive bulkhead door that leads to the Main Warehouse, and also the much smaller door leading to the General Warehouse.

Main Warehouse:

The Main Warehouse is the largest room on Jove. It is split into ten separate storage areas, arranged five a side along a main corridor leading down the centre of the room. In Storage Container 8, there is huge, plain metal crate. On one side of this crate there is a door with a keypad. Nobody on board Jove knows the code to open this door. The only way to get in is to cut through the door (or let Deltron do it… he is a solar-system renowned computer raper, after all). Inside the crate is a small and sparse but comfortable living chamber. It contains bathroom, bedroom, kitchen and recreational facilities. It also contains a very angry and very dangerous Harvel Demiskis. If the players walk into the container, they find him sitting in a chair, playing with a yo-yo.

The rest of the rooms are filled with crates and boxes. It would take interminable hours of searching to find anything useful.

General Warehouse:

The General Warehouse is for the security guards use. It contains more than enough food, medical supplies and toiletries for their entire stay. It also contains one end of the dumbwaiter that leads to the kitchen.

Lower floor:

The Processing Plant:

The Processing Plant is very cramped. It contains just enough room for a person to crawl around between the humming machines that take up the bulk of the space in the area. These machines are not supposed to be tampered with by the personnel, only by authorised CIBT mechanics. In the case of one of them suffering a fault, the Processing Plant readout screens in the Main Control Centre and Sail Control Centre will display and alert, and the machine can be shut down. Then the guards are supposed to wait for a CIBT mechanic to come and fix it.

This a great opportunity to fuck with peoples heads. Have the virus make the readouts (both for the Processing Plant and the Engine Stacks) display catastrophic warnings, and watch the players run about like headless chickens. Mwa hah hah!

Sail Control Centre:

The Sail Control Centre is a small booth with enough room for two people. One to man the terminal controlling the Sail and the readout for the Processing Plant, and one to man the targeting systems that detect incoming clinkers.

Engine Stacks:

The four doors that lead to the Engine Stacks are heavily armoured. They require the same 10-digit code needed to get into the Warehouse, or a lot of time with some serious cutting tools. Or a little time with some explosives. Inside the door is a tiny room. It contains a lever. The lever shuts down the engine. No one is ever meant to go inside these rooms unless the readout is saying “omgwtfpwn3d we’za all gonna die”. Incidentally, these engines would be making a huge amount of noise if they were about to pop. Anyone investigating a possible malfunction would be able to tell pretty quickly that nothing is actually wrong.

Deltrons ship:

Deltrons ship simply cannot be broken into. It’ll fucking detonate if someone tries. However, it can be fucked with. It’s a brutal little thing, about the size of a modern tank. It’s mostly made of engine, it’s jet black and it’s squat and angular. It’s connected to Jove by huge magnetic clamps on it’s landing legs. An enterprising individual with a cutting implement could do some serious damage to the underside of a ship like that…
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