Expendable Assets

SLA Industries


Expendable Assets

A Scenario for SLA Industries

Written by James "Freddy"Lennon
Edited by dnotice.de

Time Needed: 4 Hours (approx.)

No of Players: 6 max.

"We have for you this simple operation, retrieval of company property,
shouldn't be to hard""

This scenario was designed as a simple introductory scenario for SLA. It is a prime example of how your beloved employer places you in situations beyond your control and it gives you a little taster of the world of SLA. 

The scenario is designed to welcome you to the world of SLA Industries (a beginner level scenario). It contains high level corruption, deceit and manipulation (and these are the good points!).  A simple mission, an easy task. You want to make money fast and easy, then this is for you!

The scenario is designed with a beginning level party in mind, designed to introduce them to the quirks and irregularities of the SLA Industries RPG, and to let them have a good time of it!

Player's Introduction

Start the players in the BPN Hall. Fresh new SLA Operatives, looking forward to getting into their first BPN and making some fame. Describe the BPN Hall scene. Lots of Ops waiting in lines (enormous queues filled with all sorts of races), bored Wraiths sit silently, cleaning weapons, Impatient Brain Wasters trying to agitate everyone. Silent DarkFinders patrol the corridors, ever vigilant against Subversion.

Let the PC's hang around for a while (approx 3 to 4 hours being bored, annoyed by Brain Wasters, crushed by passing Chagrins etc.), then have them approached by a small fat, balding (and sweating) human in a wrinkled grey suit. He smells of stale sweat and cigarettes. This is Herman, he is a BPN Financier (see 'GreenBag Shuffle' in Karma for more details of Crazy Herman). He will offer the party, the 'easy option'. Rather than standing in line all day, they can take the BPN he has to offer them. The PC's will notice that the crowd generally moves away from him and a large Brain Waster even turns around and runs when he sees Herman approaching.
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If the players refuse the BPN, have them stand in line for another hour and a half and then give them this BPN anyway! (Herman is very insistent!)

NOTE:  Remember this is meant to be a really annoying set up here. Put them through situations like ‘needing a form 54IX72 to stand in this line’ or you have to have a blue pass to stand here or look at this section etc. This section is really just to try the players patience, and to allow you as the GM to gauge reactions.

Herman is severe pain, but he is also a severe pain with a Higher Clearance than the players – They might need reminded of this.

The Job

The players are shown into a small room and Herman promptly leaves. A smartly dressed man flanked by two DarkFinders sits at the other end of the room. The man is in his late 40s, short, greying hair and moustache. His SCL Badge has the name 'Anton Karyk' and shows his clearance to be 7B and his  Dept. as Cloak Division.

Karyk tells the players to be seated and then explains the mission. The PCs are to kidnap an important and well-known corporate, Tara Stewart. She is currently working in the Dept. of Data Retrieval. The players will not be told why they have to kidnap her, only that they must be very careful with her.

The Truth

The truth behind the matter is that Tara is the target for a true kidnapping that Cloak Division have set up using Tara who is actually an undercover Cloak Division member (oh yes and she is also Anton Karyk’s daughter!). They are going to use the PC's as the 'Sacrificial goats' to get the real kidnappers into the open (and remove them from the scene). The Players will be trailed and watched by the real kidnappers when they leave the building as they continually monitor it. The kidnappers are a group called Wildfire.

Wildfire

Wildfire is a small cell of disgruntled ex-SLA. They intend to kidnap Anton's daughter to use as bribe material against him. They plan to use him for favours and information because of his position. Wildfire knows exactly who Tara is, but figure her to be there to keep an eye on internal employees, not to draw them out into the open. Anton is ruthless and will not even cry one tear if his daughter is killed in the fray (his position comes first - he can have another daughter, he won't get another job like this one, and he enjoys his work.).

Stipulations & Conditions

There are a few stipulations and conditions that go along with this:

Blank rounds are to be used in all weaponry to minimise damage. 

Minimal physical damage is to occur to ANY employees (MINIMAL DOES NOT MEAN NEARLY DEAD!). 
A few bullet holes may be left in the walls, and some equipment may be damaged, but it is to be kept to a minimum.

The Lifts will be out of use at the office. This has been arranged. A passkey is provided to start them up again.

After Tara is kidnapped, she is to be taken to an address in Lower DownTown, an old warehouse called Mixy’s storage. 

It is an abandoned building. They have to get there via the sewer system to avoid other Operatives and Shiver Patrols. Once at the location, sit tight for the retrieval team. At this point radio silence has to be adopted. No communications with SLA Central are to be made in case they can be monitored. The team have to wear no insignia or badges that will define them as SLA employees.

The team are given maps of the sewer route, the office and the warehouse. If the team are compromised they are to remove themselves from the scene without getting caught. This is a very secret mission and what they know cannot be divulged to anyone. The Squad will be told to report to a sub-office in Lower-DownTown for outfitting and make-over. They will have to make their own way. 

The players easiest route would be by taxi (Honest!) unless they have their own transport. If not, run a taxi scene with ‘Big Bert’ – veteran driver of Mort Roads for 15 years. He knows all the quick routes but will take them the ‘scenic’ route. Give players Detect rolls to determine that they have passed the same building at least twice! 

Bert is a loveable rogue who has no problems with going toe-to-toe with ANY cheeky/obnoxious SLA Operatives. 

The Kidnapping

The kidnapping should go well if planned (well up to a point). The Dark Finder security team won't arrive for five full minutes after the action starts (they have been given orders to thoroughly inspect the building, starting in the storage vaults underground. 

There are however normal security on patrol (4-man team, Blocker body armour and FEN 603s with real ammo). The players are not told of this situation – the first they know is when they begin shooting!

If the players are still in the building when the DarkFinders arrive, they will be 'terminated with extreme prejudice'.

The Building

Access to and from the building can be from front or rear entrance only. The office is on the third floor and the lifts will be non functional on the day in question (This is a set-up - The PCs have been given a code to make the lifts operational). The PCs will have to enter the building as Maintenance Crew (identities they will be given by Anton). 

Studying the Building:

The Building is a very small building for the area (8 Floors high). The outside of the building has a Window Cleaner’s cart. 

The players are to remember that they must not have any other ID on themselves other than the fake ID or any identifying items.

Anton will provide fake ID for entrance into the facility, but will explain that the ID he provides is designed to degrade after 24 hours. Alternatively the window washer's cart could be used to gain entrance and exit.

	Security Team

	STR
	7
	Blade, 1h.
	4
	Equipment:

	DEX
	7
	Pistol
	4
	MAC Knife

	DIA
	5
	Auto/Support
	4
	FEN204 with 2 clips std. Ammo

	CONC
	6
	Eval. Opponent
	3
	

	CHA
	5
	Unarmed Comb.
	4
	Armour:

	COOL
	7
	
	
	BodyBlocker Armour: PV5

	HITS
	14
	
	
	


The Escape

Once the PCs have Tara they have to escape down the manhole in the side alley of the building. The manhole has been purposely opened for them to use (or so they thought, it's still locked!). With the aid of the navamap, they are to traverse the tunnels to Down Town, the map provides the safest route (a safe route on Mort?)

	DarkFinder 01 (standard DarkFinder Package)

	STR
	11
	SLA Info
	6
	Advantages:

	DEX
	11
	Detect
	5
	Regenerate (as Stormer)

	DIA
	9
	Rival Company
	7
	Claws (fully retracable): PEN 2, DAM 1, AD 0

	CONC
	9
	Eval. Opponent
	7
	Ambidextrous

	CHA
	3
	Unarmed Combat
	7
	

	PHYS
	11
	Intimidation
	7
	Disadvantages:

	KNOW
	9
	Interview
	5
	Sterile

	COOL
	11
	Forensics
	5
	

	HITS
	22
	Pistol
	7
	Armour

	
	
	Rifle
	6
	DarkFinder Crackshot (see below)

	Height
	1.90
	Auto/Support
	5
	

	Weight
	77.5
	Climb
	4
	Equipment:

	
	
	Tactics
	4
	SLA/DF As.R 30 (see below)

	Walk
	1
	Pathology
	4
	SLA/DF DarkFinder (see below)

	Run
	2
	Psychology
	4
	

	Sprint
	4
	Streetwise
	4
	

	
	
	Polearm
	5
	


SLA/DF As.R 30 (DarkFinder Assault Pistol)

This is a heavy assault pistol, which can be switched from full to semi-automatic or single-shot. The As.R 30 is designed to be compact, but at the same time have devastating potential. Silencer, laser painter and 3 point Recoil Baffling come fitted as standard. A folding stock may also be added.

	Name
	Size
	Clip
	Cal
	ROF
	RCL*
	Range
	Weight
	Cost

	SLA/DF As.R 30
	P
	30
	12.7
	5/3/1
	11/6/4
	29m
	4kg
	n/a


*These figures include the Recoil Baffling

SLA/DF 'DarkFinder' 

The Scythe has always been one of the favoured weapons of the DarkFinder, now in honour of this, a new scythe has been designed and named after its users, the DarkFinders themselves. It is along similar lines to the DPB Flick Scythe, but through the use of stronger compounds the blade now oscillates at a faster rate producing increased damage potential.

	Name
	Skill
	Penetration
	Damage
	Armour Damage

	SLA/DF DarkFinder
	Polearm
	7
	5
	4


DarkFinder Crackshot

DarkFinder's Crackshot armour is specially customised to add extra protection to Slayer's loyal troops.

	Name
	PV
	HEAD
	TORSO
	ARMS
	LEGS

	DarkFinder Crackshot
	15
	35
	100
	65
	75


Sewer Encounters

'Old Herb' – Father of Carrien

Give the party Detect-rolls, if succeeded then they hear a slow clunking sound approaching them. It seems quite far away but is rapidly approaching. As it gets closer it becomes apparent that it is footsteps, armoured footsteps, only one set. In the distance a shadowed shape can be seen, illuminated by a flickering lantern. A large bulky shape, shrouded by a voluminous tattered cloak and carrying a cloth sack approaches them. As he gets closer his stench becomes apparent, he stinks beyond belief. Sticking out of the bag is an arm (human). A misshapen face stares out from his tattered hood. His one good eye peers intently at the party before him. 

This is Old Herb. He has lived down these tunnels for a very long time (you wouldn’t believe how long!) and through a life of wading in toxic gunk, has radically changed. He has skin as tough as Exo-armour and has the strength of a Stormer (18, +6 DMG). As well as this he acts utterly insane but actually  he knows the truth about the World of Progress. 

He currently lives with a group of Carriens whom he has ‘trained’ and adopted as his family. He is at this precise moment, bringing home dinner. He will treat the party as friends until he is made fun of or hurt, then he will berserk. There are 7 Carriens in his 'family', including a mutant Carrien.

Old Herb was once a prominent Karma Employee a very long time, working in the Bio-Genetic labs. Herb originally worked on the Carrien design Program and still ‘tinkers’ with Carrien DNA. He has been trying to increase the intelligence of Carrien and his family of Carrien are now of Intelligence 10! (they can also speak Killan).

After this, add in the odd encounter with wandering scavs or cannibals (or an infamous carnivorous pig encounter: Old Mavis, the ancient pig -"rumoured to be half pig/half devil – All evil! ").

Try to create atmosphere, lots of faraway noises, metal pipes being tapped then a reply to the tapping coming back. Lots of dark shadowy shapes and feral noises from all around.

If being played in a room with the ability to dim lights, do so, create the atmosphere of the dark eerie passages.

If  Music is available: Prince of Darkness theme or the Fog or Even Escape from New York is excellent here (especially for a Carrien chase!)!

Lower Down Town

The sewer exit comes up beside the location. It is an old warehouse (an old locked and barred warehouse! – another unexpected turn of events). The warehouse contains crates of machine parts (lots of crates to hide behind). It has a crane on the roof which runs the length of the building. A forklift truck is also here. A small office is in the corner (devoid of people). The forklift is a potential deadly weapon. 

It's 'forks' will do damage as follows: PEN 7, DMG 6, AD 3. Falling crates pushed onto someone will do damage as follows: PEN 0, DMG 5, AD 1. A DEX-roll or Acrobatics etc can be made to avoid them (lose an action time!) A PHYS-roll can be made to see if stun rules apply if the crates hit (a large crate full of machine parts landing on you could cause severe disorientation!!)

Tara has a crate of equipment here in case she needs it. A Silenced Pistol (17mm Pump Pistol), an MJL Powerdisc and two doses of KS Solo.

Wildfire All around

Once the Players have themselves established in the building, give them Detect-rolls to establish the fact that someone is sneaking around the building. It will be easy to establish the fact that several hostile bodies are cautiously approaching the warehouse. There are 6 members of Wildfire here in total including the cell leader, Seeker. 

3 standard group members carry DN 74s, and wear 00985.DN Body Armour and 2 smoke grenades. 2 group members carry DN 74s wear DN Body Armour and have DN80s. 

Seeker wears Customised Silverback armour, he has 1 dose of Kick Start Solo. If the party is more than they can handle then they will call for back up before entering. Smoke grenades front the attack. 

Talk will be attempted first. Seeker will ask politely for the girl, he will attempt a bit of ‘witty banter’ and then will attack.

	WildFire NPCs (x5)

	STR
	8
	Pistol
	4
	Armour:

	DEX
	7
	Rifle
	4
	5x 00985.DN BodyArmour: PV 5

	DIA
	6
	Unarmed Combat
	4
	

	CONC
	6
	Sneak/Hide
	4
	Equipment:

	CHA
	4
	Detect
	3
	5x DN74 Pistol with Std. Ammo

	PHYS
	8
	Acrobatics
	5
	2x KK20 Pistol with Std. Ammo

	KNOW
	6
	Auto/Support
	4
	2x Smoke Grenades

	COOL
	7
	
	
	

	HITS
	16
	
	
	

	
	
	
	
	

	Height
	???
	
	
	

	Weight
	???
	
	
	

	
	
	
	
	

	Walk
	1
	
	
	

	Run
	2
	
	
	

	Sprint
	3
	
	
	


00985.DN BodyArmour

This body armour [...] has a lightly powered chassis which gives the wearer no modifiers to their movement and compensates for the bulkiness of the construction with a power supply for 3000 hours. 

	Name
	PV
	HEAD
	TORSO
	ARMS
	LEGS

	00985.DN BodyArmour
	5
	6
	12
	8
	8


DN74 Pistol

	Name
	Size
	Clip
	Cal
	ROF
	RCL*
	Range
	Weight
	Cost

	DN74 Pistol
	P
	20
	10
	3/1
	3
	12m
	???
	2000u


KK20 'Panther'

The KK20 requires a special modular 20 round magazine, available from KK, and is able to fit laser painter, silencer, flash suppressor and telesight fittings. 

	Name
	Size
	Clip
	Cal
	ROF
	RCL*
	Range
	Weight
	Cost

	DN74 Pistol
	P
	20
	10
	3/1
	3
	12m
	???
	2000u


	Seeker

	STR
	10
	Acrobatics
	6
	Armour:

	DEX
	13
	Pistol
	5
	PP 112 SilverBack: PV 15

	DIA
	12
	Blade, 1h
	5
	

	CONC
	7
	Rifle
	5
	Equipment:

	CHA
	7
	Auto/Support
	5
	FEN204 with Std. Ammo

	PHYS
	12
	Sneak/Hide
	7
	DPB VibroSabre: PEN 4, DAM 4, AD 2

	KNOW
	10
	Eval. Opponent
	6
	MJL PowerDisc

	COOL
	7
	
	
	

	HITS
	22
	
	
	Drugs:

	
	
	
	
	KickStart Solo (1 dose)

	Height
	???
	
	
	

	Weight
	???
	
	
	

	
	
	
	
	

	Walk
	1
	
	
	

	Run
	2
	
	
	

	Sprint
	3
	
	
	


PP112 'SilverBack'

The SilverBack gives the wearer a +3m/phase to their sprint move rate when in the suit. All close combat attacks are at a +1 to the PEN due to the speed of the suit which increases the velocity of the impact of any strike.

Helmet features Rangefinder monocular, Motion Scanner, Proximity sensors, Headset comm, Nava-map, Radar, AV stalk, gyroscopic stabilizers (8) and IR and UV Nightsight.

	Name
	PV
	HEAD
	TORSO
	ARMS
	LEGS

	PowerProjects PP112 SilverBack
	15
	10
	24
	18
	20


DPB VibroSabre 

	Name
	Skill
	Penetration
	Damage
	Armour Damage

	DPB VibroSabre
	Blade, 1h
	4
	4
	2


MJL PowerDisc

'HighPower' class blade for both hand to hand combat and as a short range thrown weapon, the blade comes in a circular form with trigger switch oscillator and power pack incorporated in the centre of the blade's hand grip. The hand grip holes are adequate size for anybody to use comfortably and the body and the blade of the disc is a carbon fibre construction. It has a full 2000 hour power pack.

	Name
	Skill
	Penetration
	Damage
	Armour Damage

	MJL PowerDisc
	Blade, 1h
	4
	4
	2

	
	Thrown
	
	
	


Pulled out of the fire

After the party has got into serious trouble, then the Cloak Division 'cleanup'  squads shall move in and terminate all the Wildfire Cell members in the vicinity. Have Tara walk away fastening on her Cloak Division badge and saying "Hi Dad, you took your time getting here!".

In the debrief Anton will explain that he wasn't worried about any of the players getting injured as they are only "Expendable Assets".

Welcome to SLA.
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