
 
This was a small game, run with only two players. Neither player knew his/her character's full stats, just 

their base attributes. They did not know what skills they had, what they could and couldn't do, nothing.  
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Equipment 

:

Militech 5.56mm "Plainsman" (RIF +2 N C 5D6 10 2 VR 400m.), 3 ten-shot clips (2 Ball, 1 

AP) Computerized Rifle Sight w/Low Lite and Laser Range Finder, (+3 To Hit Extreme 

Range, +2 To Hit Medium/Long Range). FN High Power 9mm Pistol (P +1 J C 2D6+1 14 2 

VR 50m.), 3 fourteen-shot clips, dual purpose ammo. Trench-Style Fighting Knife (1d6+2 

blade, +2 punch damage). Light Armor Hunting Vest (14 SP Torso Only).

Description : Age 36, ht 5'10", wt. 160, brown hair, brown eyes, Portugese/American

1) Gang members, hostile. Buckeye might actually toast anyone who looks like they might even be close 

to whacking his targets. What fun.

2) Gang members, neutral. Yeah, right.

3) Gang members, friendly. A guardian gang, like the Golden Knights or the Silver Slash or something. 

They'll probably help if the players are under assault, and depending on their losses, they may or may 

not go any further with the good samaritan act.

4) Fixer. This guy wants to buy or sell. He'll offer to help the players if they ask for it, but he'll be 

thinking more about the skinsuits they're wearing (if they aren't too damaged). He'll ask for money, of 

course. He could set the players up with a ripper doc or net runner.

5) Ripperdoc or Netrunner. Both are groovy. The doc can tell the players what's wrong with them, 

cybernetically. He can't reverse it, though, without the code, and he doesn't specialize in "orbital 

nanotech", as he puts it. The netrunner, though, might be able to send a "rooter" (ie, a system-

scouring program which looks for gaps in code and encrypted files) into one of the players' neural 

jacks. If the players know SGI's name and involvment, they could have the 'runner hit the data 

fortress and possibly find the data there. Neither of these options is particularly cheap, either, so the 



players better have a good wit explaining how they'll pay for the help.

Clothes are Jumpsuits, T-Shirts  

Affectations are Tribal Scarring on Face  

Language is Swahili/English  

Traits are Moody, Rash  

Valued Person is Lover (Eva)  

Value Most is Honor  

How He Feels About People is Untrustworthy  

Valued Posession is Nothing.  
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Cyberware 

:

Neuralware Processor w/Kerenzikov Boost (+1); Basic Hearing Module w/Radio 

Link, Tight Beam Radio Link, Wide Band Scanner, Scrambler; Total HC 19.5

Equipment : Skinsuit (Safety Red, SP6) w/booties

Clothes are Jumpsuits and Leotards  

Affectation is an Eastern Orthodox Cross Pendant  

Language is Romanian/English  

Traits are Arrogant, Snotty  

Valued Person is Lover (Ajani)  

Value Most is Honesty  

How She Feels About People is Neutral  

Valued Posession is Cross on Chain  
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Cyberware 

:

Neuralware Processor w/Vehicle Link, Int. Plugs (Temple), and Chip Socket; 

Adrenal Booster. Total HC : 18.5

Equipment : Skinsuit (Safety Red, SP6) w/booties







1.) The OTV approaches within 50km. of the shack. A jamming pod is used to restrict the 

shack's communications and sensor gear.

2.) The OTV docks with the shack. The gang will have to force the airlock open. Inside the 

shack, its crew is frantically trying to contact someone, anyone, for help.

3.) The gang gets the airlock doors open. There is brief gunplay as the shack crew fires at the 

group as they retreat to the second module. One or more shack and/or work gang members 

might die in this exchange.

4.) A quick recon of this module's habitats reveals that an armed shack member has dug himself 

in quite well, and intends to stay that way. He is armed with a shotgun. If the players don't 

kill him within a few rounds, one of the gang members decides that they could seal off his 

habitat and flush it out. This works, of course, and kills the shack member.

5.) By this time, the players have killed just about everyone in the shack (11 people -- four 

scientists, four technicians, two guards, and a netrunner), with minimal loss of life.

6.) They begin the download and database purge. While they've been busy, the jammer pod has 

gone dead. There is a brief message from their pilot that she has to detach, filled with much 

hysteria. If the players watch from a viewport, they can see the OTV lift off and turn away 

from the shack before a sleek, white dart hits it midships, cracking it in two. A black, armed 

OTV comes into view with one more missile under one of its "arms".

7.) The new OTV docks, and forces entrance. Inside are six men in combat skinsuits (SP14) 

armed with shotguns and Tsunami Arms pistols. They will kill most of the group, leaving 



the players (and another NPC if I wish).

8.) They are waylaid, captured, and wake up strapped to medical tables. They are interrogated, 

threatened, and then immobilized while a heavy dose of nanoids are injected into their 

necks. They spend the next few hours in a state of catatonia, until all memory is removed.

9.) They remember waking up in an alley in a hot place, evading a group of hunters, and finally, 

killing them. They are then waylaid by men in black clamshell armor who give them a good 

fight. They are taken back, interrogated again, and injected again.

10.) They remember waking up in an alley in a very cold place. They are tracked by a man with 

red eyes and a penchant for knives. They kill him, and are soon apprehended by the 

clamshell boys again. Amy's character suffers from a nasty black eye. Interrogation and 

memory wipe again.

11.) They remember waking up in the Night City alley. They remember everything up until now.



 


