Character information for Deltron Zero:

What can be said about Deltron that hasn’t already been said a thousand times by a billion awe-struck rebels, hackers, rappers and outlaws across the solar system? What do you say about the man who won the Intergalactic Rap Battle Championship four times in a row, and only agreed to stop competing when they asked very nicely? What can you say about the man to whom laws are a joke, the man who can stroll through any computer security, the man who devastatingly assaults the Conates without warning and disappears without trace?

What can you say about… DELTRON ZERO! RAP HERO! OUTLAW! HACKER! SEX GOD!

From his hidden base on planet Mercury, he strikes forth. This man has arrest warrants in every civilised sector in the solar system. He has been placed at the top of the Most Wanted lists for every crime-fighting organisation in existence.

And now he has come to Jove.

Deltron might seem like a silly antagonist, but in the context of this high-tech setting he’s just about the worst thing that could happen to the players. They may have cutting-edge tech, but he’s got it too. And he’s tinkered with it. He has broadcastable viruses. He can hack any data-stream, broadcast on every frequency. He is death incarnate to any computer system. He’s also badass on the microphone: he can bust out in a capella that’s astounding.

Upon hearing word that Harvel Dimiskiss, the man who contains the secret to wetworks, was on board Jove he immediately set out. Knowing that time was short, and only having the general orbit of Jove, he packed as much things as he could on his ship (a glorious piece of modified engineering) and set out. He patrolled the orbital band of Jove, scanning for everything he could. He got a lucky break when his sensors picked up the engines of Jove activating to begin the atmospheric dive. Approaching under cover of mist… well, the rest of this is in Chapter 1: State of the Nation.

Character:

Deltron genuinely hates the Conates. He sees them for the vicious, repressive regimes they really are and wants them to be destroyed. He doesn’t particularly hate the player characters though. He’s only eliminating them because time is short and he doesn’t have enough information with which to formulate a proper plan. If he doesn’t actually have to kill someone, he won’t kill them. If he thinks he can convert someone to his side, he’ll try.

In combat, Deltron relys on speed, agility and his ability to utterly befuddle the computerised weapons and armour of his enemies. He wears only the most light-weight of armour, so a direct hit could easily kill him. He has serious bio-modification: weapons are built into many parts of his body, and he has high-quality computer and broadcast apparatus embedded in various parts of him. This makes him extremely vulnerable to EMP attacks, but he has an anti-EMP field generator (run with it) that he wears in a backpack. If this generator is knocked out, he could be in serious trouble.

Deltron Zero

ST
12
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20
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15
Will
16

IQ
16
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16

HT
12


Speed
7

Move
7

Abilities:

No broadcast is secure: Any radio contact between party members can be heard by Deltron.

Renders are splendour: phantom images and sounds. This ability is constantly in effect. It causes any sensory equipment within 20 feet of him to register him as multiple targets that constantly appear, disappear and move about. Any action taken that targets Deltron is taken at a –4 penalty. In the case of helmet displays, this can be counteracted by removing the helmet, but the cybernetic eye of the Lieutenant will always be screwed up. This ability is even in effect if Deltron is unconscious! Yes, he can turn it off if he wants to.
Revert you to papyrus: a paralysing virus. Deltron may target one player within 15 feet. He makes a Hacking (-2) roll. If he succeeds, any electronic equipment being used by the target shuts down for a number of rounds equal to his margin of success. This includes cybernetic arms, eyes, neural interfaces, sonic nauseators and the targeting systems of players. Their Bulldog will still work, but because the targeting systems have locked up, they lose all bonuses and instead shoot at –2 penalty.

Spread the fear: a confusing virus. Deltron can hit all targets within 15 feet using this attack. He makes a Hacking (0) roll. If he succeeds, their electronic equipment acts erratically for a number of rounds equal to his margin of success. The effect of this is to lay a –2 penalty on any action taken involving any technological apparatus. This penalty stacks with that from Renders are splendour.

Bring dire straits to your environment: equipment damaging virus. This devastating attack can permanently damage a piece of equipment. Deltron may target one player within 15 feet. He makes a Hacking (-4) roll. If he succeeds, he may choose one piece of electronic equipment that player has and permanently disable it. If he hits Bill Walthers neural network with this, then Walthers must make a HT (-4) roll or be knocked unconscious for a number of minutes equal to his margin of failure.

Bust out in a capella that’s astounding: extremely powerful sonic attack. Small, extremely high-tech sonic amplifiers slide out from the sides of Deltrons neck, and he begins rapping at such a ferocious speed that it’s incoherent. The amplifiers boost the sound and blast it forth in a wave of sound so intense it’s like being hit all over your body with a sledge-hammer. Anyone lying within the cone-shaped area of affect (20 feet by 20 feet) must make a HT check. If they succeed they are fine, but they’re equipment goes into protective shutdown for 2 rounds. If they fail, they are knocked unconscious for minutes equal to their margin of failure. Due to the exhausting nature of this attack and the extreme physical stress caused by the amplifiers, every time Deltron uses this ability, he loses 5 HP.
Arm-mounted acid sacs: even if his weapons are taken, Deltron isn’t defensless. He has series of acid sacs surigically implant along his forearms. Each of these can fire twice, each time producing a fine cloud of potent acid mist. This isn’t a ranged weapon: he has to be standing right beside someone to hit them, and must make a successful Brawl role to do so. If he hits exposed flesh, the target takes 1d-2 damage. If the targets eyes are exposed, they must pass a HT (-2) roll or be blinded for a number of minutes equal to their margin of failure.
Skills:

Brawling


14
Damage: Thrust 1d
Swing 1d+1

Guns (pistol)


15

Guns (rifle)


15

Sneak



16


Computer Operation

16


Computer Programming
16
(writing/debugging software)

Computer Hacking

16

Equipment:

Light-weight space armour: performs as the PCs space armour, but only provides DR 15

Splat gun: this nasty bastard looks like a squat, six barrelled shotgun with really thick barrels, a pistol grip and a padded shoulder stock. Each barrel contains one 15mm piercing shell and propellant. It can fire one shell a round. Damage 3d+2, bypasses 20 points of DR giving the PC’s an effect DR of 10 against it.

Woofer: this bulky pistol is an advanced version of the Sonic Nauseators that the players carry. It’s range is 15 feet. On a successful strike, the target makes a HT (-3) save or falls unconscious for a number of minutes equal to how much he failed by. If the target is wearing their armour, they get +4 to their save.

High-temp cutting torch: 15 minutes to cut through a normal door, 45 minutes for a heavier one. Bulkheads cannot be cut through.

Arm-mounted acid sacs: even if his weapons are taken, Deltron isn’t defensless. He has series of acid sacs surigically implant along his forearms. Each of these can fire twice, each time producing a fine cloud of potent acid mist. This isn’t a ranged weapon: he has to be standing right beside someone to hit them, and must make a successful Brawl role to do so. If he hits exposed flesh, the target takes 1d-2 damage. If the targets eyes are exposed, they must pass a HT (-2) roll or be blinded for a number of minutes equal to their margin of failure.
