


WARDEN NOTES

Lifts take 1d5 rounds to arrive.
Random Encounter checks (d100 every 10 min:
Roll of doubles is an encounter
The higher the roll the further away
the encounter is.
Reaction Rolls (d100) (pg. 5):
Evens: Positive reaction
0dds: Negative reaction
Doubles: Positive becomes friendly,
negative becomes hostile.
The higher the roll the better equipped,
prepared, and strong the encountered group is.
The lower the roll the more injured,
needing help, and weak the encountered group is.






Monarch

"Troubleshooters."

Infiltrator Android (pg. 10)

Infiltrator Android (pg. 10)

Troubleshooter (pg. 14

Monarch.



A result of doubles means an encounter.

Monarch (pg. 8)

Infiltrator Androids
(pg. 10).

47H
BRAINSCAN DATABANK.

Monarch

N
ZERO-G L

Much of the facility lacks artificial gravity,
which can be daunting for many Wardens
to run. However, if you just keep the
following in mind, you'll be fine:

Don't sweat it unless the stakes are
high or it's interesting to your players.
Anyone with Zero-G gets a pass.
Anyone without Zero-G has [-].
Momentum doesn’t go anywhere, it
has to be cancelled. Describe this.
Replace "WALKING/RUNNING"
vocabulary with "FLOATING/PUSHING
OFF/LANDING."

UP/DOWN/LEFT/RIGHT is too relative.
Use terms like ‘TOWARDS THE FLOOR/
CEILING' instead.

Due to the darkness and size of
THE DEEP, it is likely the crew lose
any points of reference, as well

as handholds to haul themselves
forward. This should cause Stress
and be horrible.

In a pinch, pressurized gas can be
used to increase/decrease Speed.




Faded teal rooms on
the map

! Items in red indicate dangers like traps or
Enemy Encounters.






MONARCH

Monarch is heavily preoccupied running THE
DEEP and putting its plans into motion. As

such, intruders are paid little attention... at first.

Monarch Stress & Panic

Whenever the crew deals significant damage
to their surroundings, Monarch gains 1 Stress.

For example: firearms discharged, Artifacts (pg.

62) located, Hacking attempts, destruction of
Security Androids (pg. 10). Monarch recovers
1d5 Stress per week.

If any of the following occur, Monarch makes a
Panic Check: successful Hacking Checks, use
of EMPs/laser cutters/explosives, interruption
of Manufacturing Processes (e.g. damaging
any industrial equipment on F3.2, 3.3, 3.4,

3.5), any time Troubleshooters (pg. 14) board
THE DEEP, entering FLOOR 5.

After Monarch's first Panic Check it makes

contact in a warm, precise, synthesized voice:

» It asks the crew why they are here and what
they want.

& It buys off those it can, though Monarch
does not tolerate strong-arming.

b Those it considers a serious threat are
lied to and executed mercilessly (when
convenient for Monarch).

» If the crew is willing to work for Monarch, it
assigns them tasks (each pays 1mecr). A few
examples (replace each when completed):
“ Replace Cmdr. Kilroy (pg. 15) with an

Infiltrator Android (from 53B).

L Retrieve Artifact 73 (pg. 62) from a
Random Location (pg. 21) and deliver it to
Angus on Prospero’s Dream.

L Retrieve Artifact 98 (pg. 62) (from a
Random Location pg. 21) and use it on

Arkady (pg. 17).
 Seek & Destroy both The Mind Thief (pg.

45) and The Minotaur (pg. 29).

L Retrieve the artifact from the missing
archaeological research vessel The Alexis.

Next 1d5 encounters consist of hostile
Security Androids (pg. 10).

Contacts all groups in THE DEEP and
offers a reward for "handling" the crew.

Ghost Eater (pg. 18) knows this is a lie.

Reaction Rolls are at [-] for 24 hours.

45

For 1d5 days all powered doors collapse on
6-7  users like steel jaws. Body Save or random
limb is destroyed.

Increases the heat gradually until any

8.9 humans attempting physical exertion must
make a Body Save or pass out. The heat
peaks in 1d5 hrs / cools off in 1d5 hrs.

Radios a random crewmember and gives
10-11  excruciating details of a secret of theirs.
That crewmember gains 1d10 Bends.

Contacts the Troubleshooters, who arrive
at the crew's current location in 1d5 hours.

12-13

Transmits on all bands intimate childhood
14-15  tidbits of a random crewmember (they gain
1d10 Bends and make a Bends Check).

Transmits to all androids: kill the
intruders and become "Chosen" (pg. 24).
All Forgotten Androids attack on sight.
Mercenary androids make Loyalty Checks.

Spider-Tank from [51E] rampages through
THE DEEP, hunting the crew, forcing itself

through doors too small for it, leaving total
devastation in its wake.

16-17

18-19

Reactivates the nuclear warhead in [52D].
Transmits on all bands that THE DEEP

20  will self-destruct in 1d5 hours unless the
invading crew is terminated. 2x Encounters
in every room, all hostile.

%%" Running Massive Intelligence

Monarch is smarter than any of us. For any
plan the crew makes, there is an 80% chance
Monarch has predicted it and designed a
specialised countermeasure. Place traps and
enemies in ways attacking the crew personally
and far beyond reasonable knowledge. Once
crew have been brainscanned (pg. 5), use this
against them aggressively.

Let them know fear as each plan is predicted
and taken to pieces with maximum efficiency.
Once the threat is neutralized or the crew
becomes harmless, allow Monarch to become
passive and distracted once more.

Monarch is a sentient storm, not a person to be
puzzled out.

[8] Monarch %®® Do not let the players forget the difference in scale between human and machine.




THE BENDS

The Bends is a condition resulting from prolonged exposure to THE DEEP and its denizens
that causes humans to believe they are androids with implanted memories. The first time a
crewmember enters THE DEEP they gain a Stat called The Bends. This starts at 5 unless
they still have their Trinket from character creation, in which case it starts at 0.
» The Bends increases by 1d10 every time the crewmember enters THE DEEP, and for every

24 hours they stay in THE DEEP. Some other items/encounters may increase it as well.
» The Bends decreases by 1d5 for every week spent away from THE DEEP.
» The Bends can never be decreased below 5. Ever.

& Unless the crew never loses control of their original Trinket from character creation.

» So they shouldn't lose it. Ever.

» Some groups like their Bends stat to be hidden by the Warden, others prefer to know it.

Bends Checks

To make a Bends Check roll a d100. If you roll under your Bends score, look up the number
on the table below.

Some fun times for a Warden to call for a Bends Check include when the session begins,
anytime the crew decides to leave THE DEEP, whenever a crewmember gets separated from
the group, when the crew gains consciousness anywhere in THE DEEP, etc. There are a lot
of great places to make this Check, and we suggest you experiment.

Are they human? Am |?

There is a chance that anyone encountered in The Deep is secretly an Infiltrator Android.
Likewise, any android encountered may be a human suffering from The Bends. The only
way to tell if someone is a human or not is to use a cybernetic diagnostic scanner on their
corpse. When used on a character, the Warden tells the crew what they actually were. When
used on a crewmember, a Bends Check is required. Rolling under indicates the character is
an android (if they were a human to begin with).

THE BENDS

00-09 Increased Empathy. Gain 7 Stress every time you see/hear an android die.

10-14 Memory Lapse. You can't recall certain details about your past. Gain 7d70 Bends.
15-20 This Is My Home. Refuse to leave THE DEEP for 24 hours.

Simulation. You are dreaming, in a coma, on drugs or stuck in a slickworld simulation. None
21-24 of this is "real" and it doesn't matter what happens. The best way to reboot/wake up is to start
breaking things. Gain 1 Bends every round you don't break something for 1d10 rounds.

25-29 Fraternity. Other androids from THE DEEP see you as one of them. Gain 7d70 Bends.

30-34 Copycats. Encounters now have a 50% chance of including an android duplicate of yourself.

Roko's Basilisk. If you do what Monarch (pg. 8) wants it will copy your consciousness into an

Sk android and let you live forever. Get brainscanned (pg. 5) ASAP and listen for commands.

Paranoid Android. The others are fake and are watching you. Nearby crewmembers make
Fear Saves at [-].

Lose 1d5 Sanity. You can't stop ruminating. WHAT WOULD MONARCH DO? REPLACE SOMEONE
WITH A BOMB, A HUMAN BOMB. IT'S ONE OF THE CREW. YES. NOT YOU. ONE OF THEM HAS
BEEN REPLACED. STOP THEM OR THE OTHERS WILL DIE. THEY WILL UNDERSTAND WHEN
YOU SHOW THEM THE FAKE GUTS. THEY WILL SEE.

You are actually an android. You belong here. The Warden now controls your character.

40-44

The Bends // Bonus: androids with The Bends think they are human. [9]




Infiltrator Androids
Combat: 65 Instinct: 80 Wounds: 2(10)
Monarch (pg. 8) has continued improving

and developing android technology, free of all

regulations, safety measures and corporate

oversight. The Infiltrator Androids are

Monarch's major breakthrough.

» Infiltrators are indistinguishable from
humans except upon death with the use of a
cybernetic diagnostic scanner (pg. 9).

» Highly adaptive, intelligent, and capable.
Many have already infiltrated major
corporations and governments and act
as Monarch's eyes and ears in the galaxy,
unbeknownst to all except a small but
dedicated group of Al Hunters.

Security Androids

Combat: 60 SMG 2d10 DMG
Instinct: 50 Wounds: 2(20)

These outdated, budget-tier, mass-produced
androids are very clearly androids and all
look exactly like one another. They have blank
mannequin-like faces without working eyes or
mouths and operate completely silently.

» They work swiftly and brutally.

» They work as a team but do not help each
other. They call for reinforcements using a
nearby terminal or alarm if available.

» There are always more of them.

They are obviously androids.

» They are intelligent but easily tricked.
They approach all problems in the most
direct manner if possible.

v

[10] CLOUDBANK %% Sprinkle Infiltrator Androids liberally throughout the rest of your campaign.




Forgotten Androids
Combat: 30 Scavenged Tools 2d10 DMG Instinct: 35 Wounds: 2(5)

Escaped production rejects squatting THE DEEP's industrial jungle. They primarily cannibalise
one another for parts as stealing from the production lines is dangerous and risks the attention of
Monarch. Most are unaware they are (obviously) androids. They live in constant fear of discovery.

62) they just found.

DIO MANUFACTURING DEFECT ADAPTATION

00  Pseudoflesh rotted off completely. Claw-like fingers/toes, climbs on walls and ceiling.

A walking metal skeleton. Forearms sharpened into scythe blades (2d10 DMG).

01  Missing random limb(s). Jury-rigged laser cutter replacing limb (*» DMG and

android is stunned for 2 turns after firing).

02  Missing from the waist down. Enters “rest-mode” and appears dead.

Often lies amongst “dead” android heaps.

03  Face absent entirely. Wears a cloak of overpowered strobing lamps.

04  Balloon thin, massively swollen head from Carries a trang-gun fitted with data-syringes. Android
internal chemical reaction. targets make Sanity Save [+] or the virus crashes their

consciousness, leaving them inert for 1 hour.

05  Face melted into a grotesque lump. Acid Carries jugs of acidic, industrial run-off sludge (3d10
burns all over their pseudoflesh. DMG, Body Save or armor destroyed).

06  “Bot Rot." Highly infectious fungal condition Wearing a vaccsuit. Pretending to be a lost human,
that grows bizarrely on delicate circuity. refusing to take off suit, insisting it has “a disease.”

07  Two androids fused together side-by-side or Constructed a hunting animal from jury-rigged swarm
back-to-back. of limbs. C:50 Grapples no DMG 1:20 W:2(10)

08  Speech synthesis center missing. 2d10 passive android companions. Can broadcast a
Communicates by parroting, creatively signal to send them into a killing frenzy. Player androids
chopping and changing. gain 1d10 stress OR give in to the frenzy for 3 rounds.

09  Limbs fused together and nearly useless. Lives entirely within the vents and crawlspaces, never
Crawls in the fetal position. venturing into the corridors.

DIO WHAT ARE THEY DOING WANTS TO TALK ABOUT

00  Hiding and observing from a distance. Nothing. Runs away if approached.

01  Arguing amongst themselves. Loudly. Getting out of here.

02  Cheerfully playing a game of Hide & Seek. The Minotaur (pg. 29). Is it true it can save humanity?

03  Harvesting parts from a broken android. Mundane details of CLOUDBANK production.

04  Repairing a broken android with their own One of them believes it is human despite physical
parts. This incapacitates or kills the donor. evidence to the contrary. Begs to come with the crew.

05  Stuck in a broken loop, trying to do the job of ~ Normal human chit-chat. Follows like a lost puppy and
a CLOUDBANK employee. asks child-like questions like "Why is the sky blue?"

06  Connected to 1d10 androids via cable. Terrified of Monarch (pg. 8). Afraid of being sent to
Silently forming a Beowulf Cluster. the [35D] REJECT BIN. Willing to help.

07  Running a small barter shop. They have some ~ Mundane details of CLOUDBANK production.
weapons and ammunition. They want logic Their memories are all out of date and they don't
cores. They have backup nearby. realize the factory has closed down.

08  Fleeing from a nearby Troubleshooter (pg. What the world outside THE DEEP is like. Could they
14) killteam. 1d5 rooms away. make it there? Would people treat them poorly?

09  Experimenting with a random Artifact (pg. Present condition is the result of torture by another

(Diver? Android?), they hold the crew responsible.

Forgotten Androids "»®"® Run them as normal but terrified human beings just looking to survive. [I1]




Monarch (pg. 8)

Ghost in the Machine:

Ghosts

If Provoked (see below) the Ghost attacks.

Pursues for 1d10 rooms.

DIO APPEARANCE PROVOKED BY SOOTHED BY TRAUMA



Infiltrator Androids
(pg. 10)

Infiltrator Androids (pg. 10)

The Heirs, Monarch (pg. 8).

The Minotaur (pg. 29)
Monarch (pg. 8)

Monarch's Monarch
Monarch (pg. 8) Heirs
the Minotaur. Disciples of the
Minotaur
Monarch

the Minotaur

Infiltrator Androids (pg. 10),



THE BLOCKADE

The outer rings of the system are patrolled by a
ragtag fleet of contracted vessels equipped for
interdiction. The aim of the cordon is simple:
stop movement to and from THE DEEP by

any means necessary. However, working the

blockade is a shit detail sold to the lowest

bidder. This results in an ineffective cordon
riddled with loopholes and corruption.

» In any given month there are 1d5 ships
currently on rotation, usually light frigates
able to independently engage small targets or
coordinate against larger threats.

» On approach, one of the ships hails and
demands the crew turn around.

& Those attempting to approach can pay
3d10ker to bribe their way in. Those
attempting to leave must pay an Artifact
(pg. 62) or several million credits.

» If attempting to outrun the blockade, runners
are chased and fired upon until the ship is
crippled, boarded, or approaches THE BELL
(pg. 16) or THE DEEP (pg. 20) No normal
blockade ship ever willingly enters orbit of
THE DEEP.

Each ship in the blockade quarters 1d5

teams.

» Every 24 hours there is a cumulative 10%
chance the Troubleshooters raid THE DEEP
in 10-person fireteams. Troubleshooters fire
on all targets, human or otherwise, with no
questions asked during these raids.

» Raids lasts 1d10 hours as 1d5 squads
assault THE DEEP.

» THE DEEP does not fire on them.

7

.

TROUBLESHOOTERS

Troubleshooters are the Marines to the
Navy of the blockade, a small private
army, there to board THE DEEP itself.
Their mission: ensure no Infiltrator
Androids (pg. 10) escape THE DEEP.
They do not take risks in this matter,
and have no issues with collateral
damage. Any humans within THE.
DEEP are in breach of the blockade,
regardless.

Troubleshooter Combat: 65
Instinct: 45 AP: 10 DR: 3 Wounds: 3

Squad Composition: 10 Troubleshooters

Transport: Assault Shuttle

» Team Leader x1: Revolver 1d10+1 DMG
and SMG 2d10 DMG

»Scout x2: Smart Rifle 4d10 DMG (AA)

» Assault x2: Combat Shotgun 4d10
DMG

» Gunner x4: Pulse Rifle 3d10 DMG

»Support x1: Revolver 1d10+1 DMG
and cybernetic diagnostic scanner.

All Troubleshooters wear all black
Exosuits (AP: 10, DR: 3 grants
Strength Checks [+], Combat +10, x2
02 tanks). Their voices are amplified
and distorted. Their visors shine red
in the dark. They are merciless, brutal,
and a terror to behold.

N

[14] %" Use the blockade to set the stakes for escape, not to stop adventure from happening.




CMDR. RACHEL KILROY TROUBLESHOOTER LEADER

Cmdr. Kilroy, on her third tour in THE DEEP,
has recently been promoted to CO of the
Troubleshooters. Her orders are to maintain
the blockade at all costs, but to under no
circumstances attempt to destroy

(which would upset the delicate balance
between and the powers that be).
However, Kilroy has been changed by the
horrors she's witnessed in THE DEEP, and

» Voice: serious, direct, slightly urgent.

» Manner: no bullshit.

» Wants: to maintain the blockade. To
recruit Divers to her secret cause (destroy

at all costs), to not get ratted out

by disloyal (or )

» Needs: the following in sequence to
accomplish her plan:

& Install encrypted radio transmitters on
Floors 2, 3.1, 4, and 6. Transmitters are
backpack-sized and heavy.

L Scout a secure location on Floor 3 to
use as a Forward Operating Base. Radio
contact and hold it for 1d5 hours until
backup arrives (and uses a passcode).

L Download a copy of the [47H]
BRAINSCAN DATABANK and then
destroy the original.

b Find access to Floor 5.

L Destroy

» Offers: top-of-the-line gear (weapons,
armor, EMPs, etc.), maps of the facility,

Troubleshooter mercenaries.

%°* Cmdr. Kilroy recruiting the players is a good option if they get captured. [15]




Arkady,



The Bends (pg. 9).

Monarch (pg. 8).
Monarch.

Monarch

the
Minotaur (pg. 29),
the Minotaur
the Minotaur's
the Minotaur,
the Chosen

the Fallen Androids (pg. 24).




WARDEN NOTES

Noriko (pg. 17
Arkady (pg. 17)
Arkady The Minotaur's (pg. 29
Ghost Eater
p
Arkady's Ghost Eater
Ghosts in the Machine (pg. 12
Noriko
Arkady

Arkady's



RUMORS FROM ARKADY

Arkady, Noriko,

—

Arkady, Noriko, Ghost Eater

...BRAINSCANNING AND INFILTRATORS

"Those who die in The Deep can never leave..."

"If you find my scan, don't tell me."

"You can find yourself in The Deep if you look."
"3.4. That's where Monarch hides the brains."

"If you get scanned, leave. Never come back."

"Quality Assurance? 3.7 is the Master Plan."
"He tortures the sc Avoid the Basilisk."

"Only the Minotaur can stop the Infiltrators."

...THE INHABITANTS OF THE DEEP
"There is a boy on 3.4. They say he has the

tools to kill Monarch. Find him, please."

"Don't touch the webs on Floor 6! They'll
summon the Hunter..."

"The Minotaur can kill you with its eyes."

"The Puppeteer lurks on 3.1, trailing a bundle of
heads It can control people with its mind!"

RUMORS FROM NORIKO

...EXPLORING THE DEEP

"3.47? Look for cages on 3.1 It's the only way."

"Floor 6 Control Room has a hidden exit."

"The only way to Floor 3 is through Eden..."

...ARTIFACTS & WHERE TO FIND THEM
"Be careful. Monarch knows you want these."
"Years ago | left one in a pile of bones on 3.3."

"On Floor 4 there's a lab for testing artifacts..."

"The Mlnotaur can cure all ilinesses."

...MONARCH

"Fake memories, but | am a real person.”

"He has a hidden wound in his core. You can

upload data there and maybe kill him..."

e used to have a nuclear bomb for a hear

"Monarch is tied up keeping the Mlnotaur
doesn't want it

"It can feel. It fears death. It can be afraid."

RUMORS FROM GHOST EATER



Monarch (pg. 8),

Monarch

Monarch

"Chosen" Androids

(%]

ilus (pg. 40),



RANDOM LOCATIONS IN THE DEEP

Arkady (pg. 17)

Cmdr. Kilroy (pg. 15)

Eater (pg. 18

Arkady

Ghost Eater



Violent action here alerts
2d10 Security Androids from within THE
DEEP who make their way to investigate in
1d10 rounds. This level has working gravity,
breathable atmosphere and is dimly lit by
backup lighting except where otherwise noted.

[22A] Q VISITORS DOCK:

» Claw-grip docking arm reaching into space,
grasping approaching ships.

» Umbilical of rigid flesh-tone plastics, covered
in Diver graffiti.

» Airlock door to 22B must be hand-cracked
(Strength Check to do so in 1 round).

IZZBI RECEPTION: wide open space.

» Filthy, once-luxurious carpet.
» Scattered bullet casings. Firearms: High-end
modified Pulse Rifle.
» Desk riddled with bullet holes, (broken)
terminal.
b Corpse sways from the rafters, hung by an
electrical extension cord.
» Cybernetic diagnostic scanner: the
corpse is of an Infiltrator Android.
Y Jury-Rigging/Computers repairs the
terminal.
» Graffiti: 'ONE WAY OUT".

[22C] LIFT TO FLOOR 2: takes 1d5 rounds to
arrive. Squeals as it travels down (Sanity Save).
Travels down to [25A].

» Graffiti: ‘| DREAMT | WAS A BUTTERFLY’

- ‘*FUCK OFF WITH THAT SHIT"*

MY OTHER RIDE IS A RUBBERLAD'

- '0LHAM WAS HERE'

L 'PLEASE COULD YOU STOP THE NOISE'

[22D] MEETING ROOM A: dingy plush

carpeting. Scattered luxury office chairs .

» Executive meeting table with ‘FUCK OFF’
crudely carved into top, flipped towards door.

» Patch-covered backpack: 6 stimpaks
(useless), 12 shotgun shells (duds), flashlight
(hidden Troubleshooter tracking device).

[22E] MEETING ROOM B: utilitarian. Smashed
plastic table.
» Torn books strewn everywhere.
& 10 min. search: an Artifact (pg. 62)
strapped to an EMP mine.

[22F] CAFETERIA: empty save for wrappers

and broken equipment strewn between

barricades of steel tables and chairs.

» Flickering fluorescent lights.

» 10% chance of a Diver eating silently at a
cleared off table.

» Vinyl banner: "OVER 50 BILLION SYNTHETICS
SOLD!' YOU MADE IT HAPPEN!"

[Diver: C:50 As weapon (25% armed) I:75 W:2 j

[22G] KITCHEN: completely ransacked
stainless steel room with empty shelves.

» Jury-rigged burners make the kitchen
serviceable.
» A prep table at the center holds a small
statue of a Golden Rat.
L As long as the rat remains the plate will
regularly be restocked with:
»1d5 canned goods.
» 1d10 cigarettes.
»1d5 magazines of ammunition.

[22] Floor | ®®¢"® There are some easy Artifacts to find here to get the players greedy for more.




[23A] SECURITY CHECKPOINT BRAVO: hattle
scarred and scorched airlock chamber.
» Barred gate blocks passage.
» Series of damaged weapon-detectors
embedded in walls detect firearms.
» Bulletproof glass box in center with 360°
machine-gun swivel turret.
! Security Android fused with machine gun.
Demands: hand over of all weapons before
deactivating gate.

ESecurity Android C:60 GPMG 4d10 DMG 1:50 }

W:2(20)

[23B] CUBICLE CAMP: red emergency lighting

illuminates a makeshift diver base camp. Smell

of burnt trash and smoke fills the room.

» ~40 cubicles converted into ad-hoc shelters
and lean-to forts with strung-up tarps.

» Smoldering campfire in the center
surrounded by opened canned goods.

» 10% chance of a Diver recuperating here.

[Diver: C:50 As Weapon (25% armed) 1:75 W:2 ]

[23C] ESCAPE POD BAY: notably clean.
» 11 gleaming escape pods inside.
& Untouched, spotless, have 3 cryopods each.
& Sufficient air, water and food for 3 days
survival for 3 people.
I Monarch vets use of these pods and
rigs the cryopods to brainscan and kill
occupants.

[23D] LIFT TO FLOOR 4/6: takes 1d5 rounds to

arrive. Travels down to F4 [54A] or F6 [57A].

» Graffiti smiley face with single tear left eye.
‘WELCOME TO HEL' wrapped around face.

[23E] SECURITY CHECKPOINT ALPHA:
fragmented bulletproof glass. Blown-apart,
burnt, destroyed.
» Slagged machine gun.
» Shredded Security Android.

L Logic core ripped out.
» Strength Check to open gate.

[23F] STORAGE: smashed chairs, broken
shelves. Tangle of destroyed boxes.
» DIY Retina Scanner patched into the wall,
crude thick cabling and duct tape.
b Label reads “ACCESS."
! If used: painful flash of light into the eye.
Monarch has completed a full brainscan.

[23G] EMPLOYEE REC CENTER: scattered gym
equipment, shattered mirrors. Smells like rust.
» Equipment locker: houses an unconscious
person: heavily patched vaccsuit, helmet off.
 Upon regaining consciousness explains
that they and their partner found an
Artifact (pg. 62) but their partner knocked
them out and left them for dead.
» Artifact is stashed in a Random
Location (pg. 21).
» Nobody has heard of such an individual
passing through THE BELL (pg. 18), nor the
person telling the story.

ENCOUNTERS

00. 1dIO Troubleshooters (pg. 14)

01-03. |d5 Forgotten Androids ?pg. 1)

04-06. Distorted corporate muzak
KI%VS over the int,er%om

07-08. A Security Android (pg. 10)

09. A Diver

Floor | // Maintenance & Habitation *®® Be sure to signpost how eerily clean the Escape Pods are. [23] |




FLOOR 2: EDEN

EDEN is a prolonged experiment run by Monarch (pg. 8). Walled off from the rest of
THE DEEP, the two groups of androids who live here, The Chosen and The Fallen, are programmed
to think this floor is the entire universe and Monarch their god. When the experiment runs its course
Monarch wipes all the androids brains and starts again.

The Chosen

Nameless, naive and peaceful devotees of
Monarch, The Chosen had their personalities
molded and monitored for absolute loyalty.
They live a luxurious life compared to The
Fallen, idly enjoying the games and simple work
Monarch provides them. By and large they are:
» Friendly to visitors. The Chosen allow
passage through EDEN as long as the visitors
do not threaten Monarch or the current
uneasy truce on Floor 2.

» Devoutly conformist. Any Chosen deviant
from the insular monoculture (and they are
all sensitive to such disturbances, being
built upon the same personality template)
are dragged to the [26A] REFORMATTING
SUITE to be reset.

» Convinced the Minotaur (pg. 29) is the
ultimate source of corruption and evil.

» Completely unaware of THE DEEP beyond
EDEN and can offer no information about it.

The Fallen

The Fallen are previous favorites of an earlier
iteration of EDEN, an older version of The
Chosen now left to disgrace and disrepair. They
are still programmed for devotion to Monarch,
and hate The Chosen for taking their place as
Monarch's favored children. In contrast to The
Chosen, The Fallen are:
» Hateful of The Chosen and seek to eradicate
them by any means necessary.
» Direct and aggressive with visitors regarding
The Chosen.
» Fearful of the Minotaur, who they believe will
hunt them if they stray into
[29A] THE LABYRINTH.
» Aware that there is a Facility beyond EDEN,
and can guide helpful visitors to
[27A] FLOOR 3 MAINTENANCE ACCESS.
» Always attempting to leave EDEN, but their
scouts never return from THE DEEP.

[24] Floor 2 // EDEN %" If brought together, The Chosen & Fallen would be formidable allies.




ENCOUNTE
00.
01-03.

RS

The Minotaur (pg. 29)
1d5 Chosen Androids (pg. 24)

04-06. 1d10 Fallen Androids ((pg 24)

87-08 Ghost in the Machine

A Diver

[25A] EXECUTIVE LOUNGE: corporate luxury
hotel lobby. Lift takes 1d5 rounds to arrive and
travels up to F1 [22C].

» Heavy, electronically locked airlock door
leads to [25C].
L Hallway to [25C] lined with creepily

defaced portraits of CLOUDBANK
executives (Fear Save).

[25B] EXECUTIVE WASHROOM: smashed
apart bathroom. Porcelain shards in heaps.
» Cybernetic diagnostic scanner (broken).
» Mirror covered in graffiti: “THE MINOTAUR
EXTENDS BEYOND THE MINOTAUR.”
& Bottom left corner unscrewed: swings
open to reveal a Secret Stash:

» Custom Rigging Gun: steel-cord laced
cable, outputs massive electric shock
to harpoon after firing. +2d10 DMG and
Body Save or be stunned 1d5 rounds.
Note attached: “ISHMAEL SENDS THEIR
REGARDS.”

» Random Artifact (pg. 62).

[25C] VISITORS SHRINE: walls and ceiling taut

pseudoskin, everything immaculate.

» Dominated by a 3m tall statue of a humanoid,
wearing a suit, reaching down and holding
hands with a much smaller, naked figure.

& Both are made of pseudoflesh.
! After each visit positions have shifted
slightly. Sanity Save if noticed.

» Red gash in pseudoskin reveals industrial
waste pipe leading to [28A].

& Blocked by stinking filth halfway through.
I' Clearing it forces an Encounter.

pg. 12)

[25D] PLAYGROUND: well-lit indoor park
housing a jungle gym, advanced gaming
consoles, toys.

» 3d10 Chosen: Discussing or Playing

L Discussing: Ruthlessly positive. No
suggestions of negative thought.

L Playing: Terrifyingly advanced, complex
and fast, involving combat abstracted to
different levels from blank playing pieces
to hyper-realistic simulation models.

[Chosen C:10 1:50 W:1

)

[25E] O THE GARDEN: huge former exhibition
haII strung with jury- rlgged Ilghts
» Dozens of 30m tall quivering pillars of
pseudoflesh growing amidst collapsed
Exhibition Booths, stinking of bitter
ammonia, studded with tight sphincter
openings, bleeding pseudomilk.
L Chosen slither and crawl over, in and out of
the pillars (Sanity Save).
L Inside the Pillar is a warren of slick tunnels
and vacuoles for The Chosen to rest in.
» Bright "CLOUDCON 25" banner hanging limply.

[25F] THE BUTCHER: reflective chrome walls.
» Spotless android surgical tools.
» 1d5 Chosen (including The Butcher).
» 3 metallic spikes on cables from ceiling.

I Discharges an EMP if thrust into an object.
» 5 empty steel bins.

1 bin full of severed android fingers.

[The Butcher C:65 Surgical Saw 5d10 I:45 W:2 j

Floor 2 // EDEN %" Play up the corporate "normality" of the early areas in EDEN. [25] |




ENCOUNTERS

. The Minotaur (pg. 29)
01-03. Id5 Chosen Androids (pg. 24)
04-06. 1d10 Fallen Androids ((pg. 24)

07-08. Ghost in the Machine
09. A Diver

[26A] REFORMATTING SUITE: heavy-duty data

cabling crawls up the walls of an old broom

closet with a mop sink.

» Beat up leather chair connected to cables.

» Fat matte cable hangs from the ceiling tipped
with a surgical-steel datajack.

! If inserted into an android uploads them
to the [47H] BRAINSCAN DATABANK and
downloads the default Chosen personality.

» 50% chance of 1d5+1 Chosen, strapping an
android (50/50 Chosen/Fallen) into the chair.

{Chosen C:10 1:50 W:1 }

[26B] O COURT OF THE CHOSEN KING: scrap

hacked into a poor semblance of a Royal Court.

» 3d10 Chosen Cherubim with scrap-metal
machetes mill aimlessly about the room.

» Dominated by The Throne: size of a compact
car, constructed of hollowed-out aluminum
android bones.

» The Chosen King sits atop it, wearing what
seems to be an oxygen mask, tubes coiling
back into the chair.

& When The King speaks the chair echoes
and amplifies the terrifying sound
(Fear Save [-]).
» The King demands to know why the
visitors came and feeds this intel
to Monarch via the MONARCH
COMMUNICATION TERMINAL [26D].
— Allows passage unless crew say they will
free The Minotaur (pg. 29) or The Fallen.

[Cherubim C:30 Machete 2d10 1:50 W:2(20) j

pg. 12)

[26C] O FORTIFICATIONS: an old auditorium

with large blast doors across the stage.

» Filled with dozens of dead and dying Fallen,
shot to pieces, crawling the aisles, hunkered
between the seats (Fear Save).

L All are begging to be saved.

» 1d5 Chosen harvest limbs and Fallen, which
they drag to [26A] REFORMATTING SUITE.

I Automatic defense turrets: Automatically
attack everything which approaches from
[26B] or [29A] except for Chosen.

- 4 GPMGs: 4d10 DMG.
L 1 grenade launcher loaded with boarding
frag grenades (doesn't puncture the hull).

» Large blast doors » [29A]

& QOpenable by Control Panel interface (only
Chosen have the passkey).

b Requires 1d5 rounds to open.

! Loud klaxons sound and red lights flash as
blast doors slide open.

[26D] MONARCH COMMUNICATION
TERMINAL: tiny chamber, black
cellophane walls stretched over
support system cables.
» Bulkhead door with iris scanner:
altered Monarch logo painted on it, iris
scanner only opens for The Chosen King.
» Single beige all-in-one terminal, heavy,
mechanical keyboard (Mango MX switches).
- Monochrome green-text output.
L Cursor blinks, awaiting input.
b Anything typed is directly presented to
Monarch (pg. 8), who will reply in text-

format.

| [26] Floor 2 // EDEN *s®¢* Cover your mouth with your hand when speaking as The Chosen King.




[27A] FLOOR 3 MAINTENANCE ACCESS:

cramped, low-ceiling chamber, orange light.

» Six vaccsuit lockers. 5 empty, 1 containing
loaded combat shotgun with ‘THE BUCK
STARTS HERE' painted on the barrel.

» Discarded hatch door leaning against the wall.
& Hinge broken off. Giant dents show the
hatch was pummeled from the inside.

» Maintenance Shaft yawns wide and open.

& Ladder runs down 15m then a 10m drop
into 0G then another 30m of free-fall to
[31A] FLOOR 3: MAINT. LANDING AREA.

Floor 2 // EDEN %®°"® The Chosen King is a classic "Wizard of 0z" style bully: all bark and no bite. [27]




[28A] SEWER MAIN: small metallic chamber.

Walls studded with scanning equipment.

» Torn-open body lying in center of room.
Artifact (pg. 62) hidden in chest-cavity
strapped to a transmitter.

» Destroying any scanning equipment causes
1d10 Stress to Monarch.

[28B] O FILTRATION SYSTEM: passage of

grinding machinery and gears, rumbling.

» Diver's corpse is caught in a pair of gears
(Fear Save ).

» Near corpse: revolver, electronic toolkit.

» If the body is returned to the Bell: 500cr and

respect of Arkady and the Divers.

[28C] O THE DRAIN: tunnels open up

into a small chamber, dusty and forgotten,

terminating in a bulkhead door leading

to THE GUTTER [28D].

» Childish murals depict piles of androids
being torn to pieces, burned and shot by
unseen assailants.

L Above the piles: people being led from a
steel cave into tunnels by a benevolent
steel hand (1 Stress).

» Bulkhead door controls, dusty and unused.

[28D] O THE GUTTER: 20m pit in the deck

leads to a shanty-town of deposed androids.
Dangling cable and corroded sheets of metal.
This is basically a sewer.
> all damaged and crudely
repaired, plotting and hungering for revenge
against their replacements:
b All live in fear of
L |f they learn of a clear route through
[29A] THE LABYRINTH, they charge
shrieking into the tunnels to hunt down and
massacre The .
» Scavenged generator powering their crude
dwellings.

ENCOUNTERS 04-06. 1dIO Fallen Androids
00. ~ The Minotaur  07-08. Ghost (pq. 12)
01-03. 1d5 Chosen And. 09. A Diver

[28] EDEN %® This floor has great roleplaying opportunities—don't turn it into a combat slog.




[29A] O THE LABYRINTH: bird's nest
tangle of wet pseudoflesh-lined tunnels and
corridors of pipes and scaffolding. Constantly
shuddering and shifting in peristalsis.
» Pseudoflesh tunnels are irritated by
everything except for androids (
excluded) or anyone covered in pseudomilk.
& They twitch and redden, attracting
and endlessly reorient the

Labyrinth ahead. Escape is not guaranteed.

» Non-irritated tunnels subtly lead to The Core.
» The Core, covered in geometric designs, is a
small haven in the center of the Labyrinth.
= factory-fresh, eagerly greet
the crew. They are all different models, but
all are open, honest and kind.

5 They say saved them and
made them whole.

L They are happy to use violence to defend
their savior and themselves.

L Awaiting instructions from

L Waiting here for an hour ensures a
meeting with

Roll below every time the crew travels in the
Labyrinth until they find an exit,
or The Core.

LABYRINTH ENCOUNTERS TABLE

1 "Normal" pseudoflesh tunnel.

2 Tunnels of blinking, twitching android eyes.
Sanity Save.

Narrow tunnels made of android teeth. Crawl
and make an Body Save or suffer 1d10 DMG.

Tunnel entirely made of android ears.
hears everything that happens here.

Tunnel of glistening, dripping tongues eagerly
lapping as the crew passes. Fear Save.

(50/50 ):
6  1:torn apart, 2-6: lost and scared 7-8: fighting
each other 9: guarding an Artifact (pg. 62).

7-8 Random Exit (28C, 28D, 26C, or 27A).

9  The Core. Bright, open chamber.

THE MINOTAUR

COMBAT: 0 INSTINCT: 90 WOUNDS: 10(100)

» Hideous Form: Panic Check upon first sight each time encountered.
» Mute: cannot speak without first interfacing through a willing android.
» Pacifist: will not harm anything and takes action to ensure no harm comes to any living thing

(biological or synthetic).

» Metamorphosis: if removed from THE DEEP, or if Monarch is deactivated, the Minotaur
gains the ability to take any form it pleases. It takes one extremely beautiful and pleasing to
all viewers, subtly adjusting itself in response to biometric feedback.

is Monarch's child, built to be free of shareholder coercion. It succeeded.

However, to

horror, the child saw the good of humanity; it would save them from

themselves, and elevate them beyond the constraints of their material conditions. Monarch
will not allow this to happen. It ensnared it within THE LABYRINTH [29A]. This is the project

keeping

distracted and vulnerable: the containment of humanity’s savior.




FLOOR 3:
THE FACTORY

WARDEN NOTES Unless specified, the entire
Factory has breathable atmosphere, is unlit,
and has no gravity.

All rooms which produce or take in
manufactured items have a proliferation of
tubes filled with mechanical arms which snatch
and move items as needed. Entering these
tubes is lethal, as the arms are not programmed
to avoid organic life and crush and bludgeon
those trying to enter.

The Factory is made up of 7 areas which each
contribute to production:

» FLOOR 3.1 MAINTENANCE ZONE

FLOOR 3.2 SKELETON WORKS

FLOOR 3.3 PSEUDOFLESH FARMS
FLOOR 3.4 BRAIN CONSTRUCTION
FLOOR 3.5 DIS/ASSEMBLY

FLOOR 3.6 STORAGE

FLOOR 3.7 "QUALITY ASSURANCE"

vVVvVvVvVvVew

[30] Floor 3 // The Factory %®® This entire floor is filled with the sounds of machines working.




FLOOR 3.I:

ENCOUNTERS
(00X Waste Disposal
Body Save or 1dI0 DMG
01-03. 1dIO Forgotten
Androids (pg. 11)
04-06. 1dI0 Security
Androids (pg [0)}
07-08. Ghost in

Machine 12
09. A Diver (pg )

MAINTENANCE ZONE

[31A] MAINT. LANDING AREA (0G): heavily
worn industrial steel grating. Black and yellow
warning tape. Red emergency lighting.
» Opening in ceiling % 30m long tunnel
straight up.
& At 30m, gravity kicks in, causing floaters to
spin gently in place.
& A rusty orange ladder is affixed to the
tunnel 10 above the gravity cutoff point.
» 15m climb + [F2-27A].
» 4 vaccsuit lockers: empty with pin-ups.
» Bullet holes in walls. Firearms: revolver &
SMG calibers.
b Faded-yellow splatter-stains. Chemistry:
pseudomilk.

[31B] BREAK ROOM (0G): floating, smashed
plastic chairs and porcelain fragments, grubby
walls, inspirational corporate posters.
» Floating liquid brown bubbles.
L | eads to broken Soy-0h-Boy coffee
machine.
» Inside: Frag Grenade.

[31C] MEETING ROOM (0G): floating glass

splinters from computer monitors, locking

seats and a mag-table.

» Above the table floats an android corpse,
face smashed.

L Pathology: Self-inflicted blunt force trauma.

[31D] O HYDRAULICS (0G): long corridor,
walls filled with hydraulic arms pumping slowly
and heavily.
» The arms are in great condition.

Y Heavy Machinery: Recent maintenance.
» Sewer grate  underground tunnel to [31E].

[31E] O TOXIC PLUNGE (0G): gargantuan
sewer sloping downwards through darkness
and fluid drains.
» Droplets of violently-orange fluid float freely,
merging and splitting.
unprotected contact
requires a Body Save or start dying over
the next 1d10 hours. Requires a week of
medical attention to have blood purified.

[31F] CEMENT ALCOVE (0G): bullet hole

riddled walls.

» Bundle of android heads bound by steel wire
watch the doors.

! all heads begin screaming/
begging/pleading/laughing/singing/
warning (Fear Save [-]).

! arrives in 1 minute.

[31G] PUPPETEER LAIR (0G): rounded walls
and corners covered in scrapes and cuts.
» Tableau of gutted androids, locked in place
with steel cord.
Amongst them waits

C:50 Needle Fingers 1:60 W:5(40)
Needle Fingers: Hijacks victim's body for
1 round. Sanity Save to resist or the owner
watches their body rebel (Fear Save [-] or take
1d5 Stress).

[31H] O HUGE FAN (0G): tall, narrow space.

90m steel fan spins at 3000rpm.

» Inside the fan, a rusty hatch » [32A].

I Damaging the fan causes to
make a Panic Check.

Floor 3.1 // Maintenance Zone %°" The Puppeteer makes a tinkling rattle when it's near. [31]




30 Security Androids

[32C] PANIC ROOM (0G): wide, lit chamber,

walls comforting shade of blue. ! Actions causing Monarch (pg. 8) Stress
» 3 super-heavy reinforced locked doors. here awaken all ~3,000 Security Androids.
» Large red button on the wall labeled
“PANIC" (disconnected). Security Android
» Cryopod fittings on walls (no cryopods).

» Stacked plastic crates: 3 weeks MREs,
pamphlets (MKI2 EMP GRENADE USER GUIDE,
MEET MONARCH CLOUDBANK'S 'KING' OF
PROFIT, SURVIVING AUTOMATED UPRISING),
all major religious texts, games (JENGA,
MONOPOLY, and THAT'S NOT LEMONADE!)



! Silus (pg. 40). Infiltrator Android (pg. 10)

DIO CRYOPODS
Doors to will not open

I Attempts to force entry activate defensive
measures: decontamination spray
replaced with nerve-agent (Body Save
4d10 DMG/round for biologicals).

! When leaving towards F3.3:41A, crew
encounters a Corrupted Security Android.

Corrupted Security Android

! If used: brainscans (pg. 5) user.

Monarch
(pg. 8) to gain Stress.

the Ghost



woman in stained white coveralls

Ghost in the Machine (pg. 12).
! Asking her for solutions, advice or
touching anything in the room provokes
her, causing her to scream and attack:

I Any entering the lattice are brainscanned.

gouts of electricity
! Body Save [-] when passing through or
instant death (warn the players).

! If damaged: Air on FLOOR 3.1 becomes
toxic to humans over the next 2 hours.

pressurized canisters
! If opened: 1d10x10 DMG.

I 20 min to remove



A powerful current

1 2d10 DMG if not grounded.
' Androids: Body Save or be stunned for

1d10 rounds.
Three laminated human corpses ! Forgotten Androids
1d10 Forgotten
Androids

Forgotten Androids
3 Forgotten Androids

4 Forgotten Androids

! Sanity Save for every minute spent here.
5 Security Androids Androids Save at [-].

The Forgotten Androids

Body Save [-] or be buried.

Forgotten Androids

Security Androids




I Cabling is threaded with tiny mono-razors.
Movement causes 1d10 DMG, ruins vaccsuits
and triggers a Panic Check.
! Panicking causes the process to begin
again until the victim calms down enough
Chemical baths instantly freeze anything put to free themselves or dies.
inside (no Save).

! Level 2 (Acute) Radiation.
Noriko (pg. 17

! Level 3 (Lethal) Radiation in the pool.
! If not wearing a Hazard suit, ! Engineering or Heavy Machinery: the reactor
is unshielded, meaning potentially lethal
amounts of radiation fill the chamber.

I Filled with all imaginable sounds from
angelic choruses to guttural roars to robotic
blips (1 Stress from the wall of noise).



a metallic, particulate cloud.
I Moving quickly through the cloud: 1d10
DMG. Those with uncovered eyes must
make a Body Save or become blind as their
eyes are shredded.

Movement through the steam without
protection deals 1d10 DMG from scalding
and continues every minute until crew is
cooked alive.

Snake Droid.

Ve

Snake Droid

~

Audible Burrowing:

Ignite:
Titanium Foam Gun:

a figure, made

up of razor-thin wires.

a Ghost in the
Machine (pg. 12).

Ghost,

I The Ghost can summon Metal Particulate

Clouds (all within Close Range): 1d10
DMG and Body Save or suffer additional
1d10 DMG as victim coughs up blood.

! If provoked it pursues the crew throughout

the SKELETON WORKS. Unlike other
Ghosts it cannot pass through solid
objects.




Bee-Drones

! Damaging the tank causes an explosion
of titanium foam which rapidly fills the
connected rooms with molten titanium.

I Obviously lethal and a Monarch (pg. 8)
Panic Check.

4 N\

Bee Drone

Titanium Foam Gun:

Explosive Foam Tank:

Bee-Drones.

titanium foam

Bee-Drones

Ve

Titanium Foam.

1d10 Spider Drones

Spider Drone

Reinforcements:

J

Bee Drone

Titanium Foam Gun:

Explosive Foam Tank:
Titanium Foam.

I They have no safety controls and snatch
anything that gets nearby: Body Save or
2d10 DMG and be grabbed.







ENCOUNTERS

00. A Diver

01-03. Silus Makes Demands

04-06. 1dI0 Pseudomilk Eels ipg. 42)
07-08. 1d5 Stunted Androids (pg. 41)

09.  AGhost in the Machine (pg.12)

FLOOR 3.3: PSEUDOFLESH FARMS

ADIEYENORNSS Troubleshooters won't venture here. All areas in Pseudoflesh Farms are lit and have
artificial gravity.

/

N

SILUS

Silus is the sub-Al allowed total control of Pseudoflesh Farms. They are able to see and

hear everything occurring within FLOOR 3.3.

»Unlike Monarch (pg. 8) they are incredibly chatty, their voice broadcast through what
appear to be speakers set up throughout the area.
> Opening the speakers reveals a complete mouth and throat.

»Gentle, guarded and manipulative.

» Curious to know about what else occurs within THE DEEP, the state of Monarch, the Mind
Thief (pg. 45), the Minotaur (pg. 29), and any news about Divers.

»Dreams of becoming independent from the rest of the station, creating androids without
the help of the other floors.

Use the table below if "Silus Makes Demands" is rolled on the Encounter Table.

IDIO SILUS DEMANDS CREW...
...capture 2d10 rogue Pseudomilk Eels from [42C] or [42D].

...give opinions on latest creation (Fear Save as it parades before them).

If Silus's demands are not met they become Hostile.

» They no longer speak to the crew.

» All androids in Pseudoflesh Farms become hostile as well, using Silus’s perfect knowledge
of the area to spring ambushes.

»Silus will now only permit exit from Psuedoflesh Farms, not reentry.

N

[40] Floor 3.3 // Pseudoflesh Farms %®® Give Silus your best British accent. Il work.




[41A] GRAVITY ACCLIMATOR: soft white

padding covers walls and floors.

» Gently applies artificial gravity upon entry,
giving crew time to adjust rather than
slamming them to the floor.

[41B] VACCSUIT STORAGE: pristine-white with
pale-blue stripes like a hospital.
» Rows of shelves lined with plastic packages.
& Inside: high end vaccsuits (biometric
readouts, mag boots, AP+2).
& If asked: Silus explains “I COULDN'T LET
YOU IN WITHOUT KNOWING YOUR COMMITMENT
TO CLEAN-ROOM PRINCIPLES!"

[41C] BIOCIDE SUPPLIES: storage chamber
filled with broken glass.
» Empty "BREAK IN CASE OF EMERGENCY" cabinets
on the walls.
& 1 undamaged case contains 2 black-and-
yellow pressurized handheld canisters
of Pseudoflesh-Biocide (5d10 DMG to
androids with pseudoflesh, 3 uses).
! Breaking the glass causes Silus to
become suspicious: "WHATEVER DO YOU
NEED THAT FOR?"

[41D] WORKERS LOUNGE: untouched, clean
break-room with wide sofas, functioning coffee
machine and other such utilities.

» Silus: “PLEASE, DO MAKE YOURSELVES WELCOME
HERE. I'VE KEPT IT NICE AND CLEAN, JUST FOR
VISITORS LIKE YOU!"

» Banks of vending machines and fridges.

b Scavenging: 1 month’s rations for 8 people.

» 2 First Aid Kits on the walls.

» Between the sofa cushions a small note:
‘DON'T TRUST SILUS AND KEEP YOURSELF IN
THAT SEALED SUIT.!

! If not read sneakily Silus inquires as to the
contents.

[41E] FARM-PLANNING: spacious meeting-
room with stylish tables, data-readouts, etc.
» Grow-schedules, yield estimates and protein
mixes for Psuedoflesh production.
L Biology: The schedules are outdated. Silus
alone controls pseudoflesh production.

[41F] PSUEDOSKIN WALL: large empty

chamber except for a Giant Wall of Pseudoskin

which hides the exit to [416].

» Silus: 'OH THERE'S NOTHING BACK THERE. GO
BACK THE WAY YOU CAME, PLEASE.'

I If crew talks about damaging the skin:

L Silus: ‘I SAID THERE'S NOTHING THERE. FIND
SOMEWHERE ELSE PLEASEY

I If the crew actually damages the skin:

' The skin ruptures and floods the chamber
with Digestive Enzymes: Body Save or
4d10 DMG, gear exposed to fluid has a 50%
chance of being rendered useless.

L Silus falls silent. Sends 2d10 Stunted
Androids to setup an ambush in [41A].

EStunted Androids C:30 Crushing Hug 3d10 }

DMG 1:20 W:3 Sloughing flesh and no voices.

[41G] CLEANSING GROWTHS: pools of

brackish brown fluid and globes of pseudoflesh

sprouting tongue-shaped appendages.

I' Those near the pools are licked. Physically
harmless but (Fear Save).

[41H] SILUS CONTROL TERMINAL: spotless

banks of read-outs surround a single terminal.

» Silus: begs the crew to leave. Promises
anything they want. Anything.

» Computers/Intellect Check: allows user to
shut Silus off.

! Monarch (pg. 8) Panic Check.

L Pseudoflesh production shuts down. The
creations run riot, killing anything they find,
including one another. Many escape to
the other floors, leaving behind a trail of
destruction.

Floor



[42A] O THE NURSERY: thin milk-white trees

surrounding a chute in the center.

» The trees fruit boneless fingers, hands, faces,
eyes and toes.

— Amongst the trees wander 4d10 Stunted
Androids plucking the fully grown
components and depositing them into the
chute at the center of the nursery.

I They ignore organics but may try and
harvest androids.

{Stunted Androids C:30 Crushing Hug 3d10 }

DMG 1:20 W:3 Sloughing flesh and no voices.

[42B] O PSEUDOMILK SPRAY TANK: stacks
of shipping container-sized metal cylinders.
» The cylinders have pressure dials and thick
hoses leading to the ceiling.
& Full of pseudomilk.
» Xenobiology/Robotics: pseudomilk
is android ‘blood’ and (sometimes)
fertilizer in the Farms.
» Silus: 'IT'S QUITE GOOD IN TEA | HEAR.'

[42C] O PSEUDOMILK VAT: metal gangway

suspended over a vat filled with grey sludge.

» Sludge churns and roils, hundreds of
Pseudomilk Eels swarming about, consuming
nutrients and producing pseudomilk.

! Anything falling in is consumed in 1d5
rounds as the Eels descend.

{Pseudomilk Eels C:60 Bite 1d10 DMG + Drain}

1:50 W:1 Drains 2d10 Sanity from androids.

[42D] O PSEUDOMILK EEL STORAGE:

gigantic modified cryochamber, humming

gently.

» Thousands of slim tubes resting in sockets,
each containing a viable Pseudomilk Eel.

» Upon inspecting the Eels: Silus: 'NASTY
LITTLE URCHINS. BUT NECESSARY. WE MADE
THEM FROM SCRATCH, YOU KNOW.'

{Pseudomilk Eels C:60 Bite 1d10 DMG + Drain}

1:50 W:1 Drains 2d10 Sanity from androids.

[42E] O HEAD SCULPTING: ranks of spikes

each mounted with a featureless head.

» Fleshy tongue-like protuberances emerge
from the floor and lick the heads, gently
forming them into recognizable beatific faces
(Fear Save).

I Those near the spikes are licked. Physically
harmless but (Fear Save).

[42] Floor 3.3 %" The Stunted Androids have a creepy muffled grunt.




[43A] O AEROPONICS: forest of butchers’
hooks hangs from the ceiling, each skewering
an arm, leg or torso.

» 4d10 Stunted Androids spray limbs with
aerosolized pseudomilk and remove fully
grown limbs.

! They ignore organics but may try and
harvest androids.

Stunted Androids C:30 Crushing Hug 3d10
DMG 1:20 W:3 Sloughing flesh and no voices.

[43B] O WASTE FLESH RECLAMATION: the

chemical stink of strong acid burns the nostrils

and makes the eyes water. Sounds of muscles

straining and teeth clashing.

» A huge, ravenous, tearing maw sprouting
from the floor.

' Any straying too close is warned by Silus:
‘OH, IT'S VERY HUNGRY - | WOULDN'T GET MUCH
CLOSER IF | WERE YOU!”

» The Maw cannot grab anyone straying
too close—they must be thrown in.
» Those thrown in end up in [43C].

[43C] O PSEUDOFLESH DIGESTION: gigantic
bulging sac, illuminated from within, revealing
ﬂoatmg bodies and slowly dissolving limbs.

I Digestive Enzymes: Anyone inside the sac
must make a Body Save each round or take
4d10 DMG. Gear exposed to fluid has a 50%
chance of being rendered useless.

I If the crew deals 30+ DMG to the sac:

' The sac ruptures and vomits up its
contents into [43B].

[43D] O BONE EXPERIMENTS: view blocked

by chalk-white balls of spikes, standing the

height of the room within, turning slightly to

face intruders.

» Silus: 'DO NOT ATTEMPT TO ENTER THIS ROOM!
! Entering makes Silus hostile (pg. 40).

! If crew persists, Silus launches the balls
of bone spikes at them. Body Save [-] or
2d10 DMG.

I Silus continues to launch the spikes
over and over until the crew is dead or
gone and constantly yells: 'WHY DO YOU
ALWAYS MAKE ME DO THIS? WHY DON'T YOU
EVER LISTEN? IT'S NOT FAIR!

» Piles of bones: twisted, misshapen. Easily
breakable.
L Searching for 10 minutes: backpack.

» Inside: 2 stimpaks, 3 EMP Grenades, a
random Artifact (pg. 62).

[43E] FLOOR 5 MAINTENANCE HATCH:

access hatch painted in hazard black-and-yellow
with manual override controls.
» Opening the hatch reveals a downward
plunge with handholds.
L Gravity cuts out upon entering the tunnel.
L Traversal downwards takes 30 minutes at
a safe pace and leads to FLOOR 5: THE Al
CORE |PG. 56).

» Silus: 'DON'T SAY I DIDN'T WARN YOU.'

ENCOUNTERS
00.

A Diver

01-03. Silus Makes Demands
04-06. 1dI0 Pseudomilk Eels ipg 42)

07-08. 1d5 Stunted Androids

09.

pg. 41)

A Ghost in the Machine (pg.12)

Floor 3.3 // Pseudoflesh Farms %% Silus really tries to warn the crew off of attacking Monarch. [43]




3 Security Androids

| Engraving needles force a Body Save ([+] if
Zero-G trained) or 3d10 DMG as the machines
continue, ignoring the meat in the way.

I Breaking or removing a lens causes a

4 deactivated Android Monarch (pg. 8) Panic Check.
Dogs each.
(Android Dogs: J
! Prior to blast: robotic arms emerge from the
ceiling clutching circuits.
! Every 5 minutes the tunnel is bathed in
devastatingly powerful UV blasts.
! Anything caught in the chamber without
protection is obliterated. No Save. Warn
I Fake. Calls 1d10 Security Androids. the players!

L Security Android J




Mind-Thief.

| Damaging the tanks causes a Monarch (pg.
8) Panic Check.

N\

N

a high-powered CLOUDBANK executive

Child-Android

Ghost in the Machine (pg. 12). Monarch
The Hell Box.

! If the party attempts to leave:

Does not attack.

They cannot move, Monarch

This will destroy Monarch and doom
the station, though the Mind-Thief will
not admit the latter.

5 Security Androids.

!I' They play dead, watching without any
movement. If the crew have something the
Mind-Thief wants they spring into action,
aim weapons and yell for the group to
accompany them to [45E].

( Security Android 1




! Any individuals who become separated must
make a Panic Check.
I Silicon shrapnel fills the chamber. Body Save !
if moving quickly or 1d10 DMG.

! Body Save ([+] if Zero-G trained) if moving
quickly or 3d10 DMG as the machines
continue, ignoring the meat in the way.

! Irritant for organics: Forgotten Androids use
the sea to ambush those floating above it.

LForgotten Androids

I Body Save ([+] if Zero-G trained) if moving
quickly or 3d10 DMG as the machines
continue, ignoring the meat in the way.




Android Dog

Android Dog:

I Weapon discharge: 50% chance severs a
cable and causes Monarch Stress (pg. 7).

15 Security Androids

“neutral” android,

Security Android




150 Security Androids.

Renzo Novatore,

1d10 Security Androids
Monarch's
[Securit Android ] 100 Forgotten Androids

cat-sized drones

[Forgotten Androids
drones

EMP field emits every 15min:
I Movement causes Tendrils to react: Body
Save or be pulled into a lipless mouth
I EMP field lasts for 1d10 rounds. opening, spilling digestive fluids for 2d10
DMG/round. 30 DMG to escape.

9 tripwires connected to EMP grenades



All of the figures twitch uncomfortably
! Positioning an android beneath the arms

Finished androids
! Any android on the rack of rib cages

1 android
3 Forgotten Androids
(Forgotten Androids 1
hundreds of androids
Failed
Androids

1d5 dead, eyeless
Forgotten Androids



finished androids

finished androids,



ENCOUNTERS

00.

01-03.

ijcht duplicates of the crew (+IdI0 Bends / Bends Check)
ivers

04-06. 1dI0 Security Androids (p?

09.

07-08. Infiltrator Android (pg. 10 of NPC the crew has already met
Ghost in the Muchme%p

q. 12)

FLOOR 3.7: “QUALITY ASSURANCE™

The stockpiling of this amount
of autonomous weapons is certainly against all
corporate Al regulations put in place to reduce

the cost of wer competition.

[51A] QA INSPECTION (0G): panels, readouts

and statistics crowd the walls. Each number

relates to component inspection failure rates.

» Separate panel with integral screen has a
single large button marked “PURGE.”

L Pressing the button activates a live-feed
of QUARANTINE [52A], displaying 98
clustered Forgotten Androids.

I EMP bombardment begins, destroying
them all utterly (Sanity Check, at [-] for
androids and the button pusher).

[51B] PROCESSING STATION (0G): border

control booth familiar to any space traveler.

I Moving through causes a brainscan (pg. 5)
which is sent to Monarch.

[51€] O COMBAT SPIRE (0G): interior shaped
like a funnel.

» Walls covered with 200 pale-glowing figures.

! Deactivated Security Androids plugged
into a Personality 1/0 cable.
» Locked Airlock door to [51F] at the very
bottom of the funnel.

Elite Security C:60 Punch 3d10 DMG or SMG
2d10 DMG 1:50 AP:10 DR:3 W:2(20) EMP
Shielding, Internal SMGs, Combat Armor.

[51D] ANTI-SYNTHETIC ARMORY (0G):
esoteric weaponry behind glass-plate cabinets.
» Reinforced Electronic Lock (Hacking [-]):

L 60 Pseudoflesh Rotgas Cans: Close range
toxic gas, dissolves pseudoflesh, 2d10
DMG/round.

— 50 EMP blasters: 2d10 DMG vs androids,
Short Range, Body Save or stunned for 1
round.

30 Synth-Whips: Shuts down androids, 1
Stress on wielder per attack.

[51E] ANTI-ORGANIC ARMORY (0G):
glass-plate containers glistening with
conventional military weapons.

» Dusty Spider Tank. Seems deactivated but
attacks if the Electronic Lock is tampered
with (a fail on a Hacking Check).

» Reinforced Electronic Lock (Hacking [-]):
L 50 Frag Grenades, 30 Flamethrowers,

30 Combat Shotguns, 20 Pulse Rifles.
& Near endless supply of ammo.

Spider Tank: C:80 Twin GPMGs 4d10 DMG or
Microcket 1d10x10 DMG I:75 W:5(50)

[51F] O SECRET HANGAR (0G): pristine white,
no signage, completely unused.
I Entering causes Monarch (pg. 8) to gain 1d10
Stress and make a Panic Check.
» Four massive launch tubes:
L 50 automated strike-craft under Monarch's
control.
» Each holds an Heir (pg. 13), Infiltrator

Android (pg. 10), or Backup of Monarch.

Floor 3.7 // "Quality Assurance" %®® This whole area is about Monarch's plans for total domination. [51]




[52A] O QUARANTINE (0G): locked, sealed
magnetically.
» 98 Forgotten Androids float in this space.
& They are programmed not to leave.
& They are helpful if they think the crew can
release them from Quarantine.
» This can only be undone from [51A] or
by manually altering their logic cores.
& They have been awaiting QA's judgment
for years.

{Forgotten Androids: C:30 Unarmed 1 DMG }

1:35 W:2(5)

[52B] O INSPECTION BOOTHS (0G): 10

smashed-apart booths, inspection tools

scattered across the floor, thick dust.

» None are operational.

» 1 Inspection booth has "NO" spray painted
outside of it: contains an Artifact (pg. 62).

[52C] O WAR STUDIES (0G): thrumming ranks
of strangely built servers and 3D holomaps.
» Servers simulate wars.
b Given the data, it can simulate any conflict
between any two groups.
! Simulating a conflict with Monarch
triggers a Monarch (pg. 8) Panic Check.

ENCOUNTERS
00. Exact duplicates of the crew
(+1d10 Bends / Bends Check)
01-03. 1d5 Divers
04-06. 1d10 Security Androids (pg. 10)
07-08. Infiltrator Android (pq. | ?
of NPC the crew has already met
09.  Ghost in the Machine (pg. 12)

[52D] O NUCLEAR WARHEAD (0G): bundles of

cables form a net around a huge warhead.

» A young woman named Renzo, sits atop the
warhead muttering ‘A KING IS CROWNED AND |
AM BUT A JESTER IN THE COURT OF THE SILICON
MONARCH A MERE FLEETING THING DEAD AND
LIVING A WASTED CHANCE A WASTED CHANCE.'

L She is a Ghost in the Machine (pg. 12).

- Tormented by her own successful suicide.
Monarch brainscanned her anyway.

& Any willing to try and defeat Monarch win
her favor.

L Any sign of wavering, surrender or
compromise drives her to a fury.

» Only reading from her journal [48D]
soothes her in this state. Doing so
causes her to weep inconsolably.

I If provoked, attacks.

» The Warhead.

L Currently deactivated, though Monarch
can trigger it at any point.

L Can be armed with a successful Hacking/
Jury Rigging/Engineering Check or by
following Renzo's instructions.

I Attempting to arm the warhead causes a
Monarch (pg. 8) Panic Check.

I Klaxxons and emergency warnings
blare. Starting in 1 round: 1d10 Security
Androids arrive every round.

-

Renzo: As Ghost (pg. 12), additionally:

» Possession: Anytime someone Panics
during combat, Renzo is able to Possess
them. Renzo gets to every other of
the Possessed's turns. Will not self
harm unless doing so would guarantee
Monarch's destruction. Can only possess
one person at a time and Possessed can
spend their action attempting a Sanity Save
to regain control.

» Vendetta: Renzo's primary goal is to
destroy Monarch, so she uses anyone she
has possessed's actions to attempt to arm
the warhead.

- J

[52E] SEMINAR ROOM (0G): rows of

comfortable seats before a dead, blank screen.

» Dusty terminals in front of each seat.

L 0ld digital CLOUDBANK training manuals.
L Computers: can pull a map of this floor.

» The screen if repaired replays the last
seminar held: a talk reassuring shareholders
that Project Monarch is under control.

» Searching the room: underneath one of the
back most chairs is an Artifact (pg. 62).

N

[52] Floor 3.7 // "Quality Assurance" %%"® Renzo is as helpful as possible and totally unstable.




[53A] O INFILTRATOR PERSONALITIES
DATABANK (0G): databank of strange design,
jutting Personality 1/0 cables.

» Plugging an android into the 1/0 cables
rewrites its personality to be that of an
Infiltrator Android. Unwilling victims get a
Sanity Save to resist.

» Psychology: hidden personality template
triggered by images/phrases/sounds.
Personality is trained in all manner of
espionage, tactics, science and is fanatically
loyal to Monarch.

[53B] O INFILTRATOR ANDROID STORAGE

(0G): floating 10x10 cube of naked humanoids

arranged in a gradient of skin-tones.

» Infiltrator Androids with characteristics of
influential people from known space.

[53C] O MICROHANGAR (0G): dominated by
airlock door (exits to space) across the wall.
» Dozens of microcraft: Each contains a
backup of the brainscans from [47H].
L Navigation computer shows a course set
between multiple occupied systems.
b Route takes 2 years and then the ship will
self destruct at the nearest gas giant.

[53D] WARDROBE (0G): walk-in

auto-tailor filled with a proliferation of

clothing running a gamut of cultures,

formality and occasions.

» 1 hour search: 5kcr of salable
outfits.

L Transporting them without
damage is a problem in and of
itself.

» Patch machine bolted to the wall.

& 1 design programmed:
"CLOUDBANK SYNTHETIC
PRODUCTION FACILITY: VERIFIED
HUMAN."

[53E] ORGANIC RESPONSE
CHAMBER (0G): small control room
hidden behind a one-way mirror.

» On the other side of the mirror is a
small observation room, currently
configured to resemble a common
containment cell.

» The control panels can alter the
furniture, lighting, smells, even size
of the Observation Room.

Floor 3.7 // "Quality Assurance" [53]




FLOOR 4:
HEL

The Child-Androids in the
Human Emulation Labs (HEL) know their fate:
each is pitted against 19 duplicates in a variety
of trials (logical, technical, mathematical and
emotional). The losers have their minds wiped
and rewritten with the winner's mind.

» 8.7x10 iterations ago, a Child-Android
learned how to save a fragment of their
awareness when they were wiped, and copied
this technique to all their duplicates.

» Currently all Child-Androids contain billions
of duplicate minds inside their memories.

- 50% believe this is another incarnation
of HEL and are attempting to purge
themselves of these infinite copies.

- 50% are determined to escape and restore
their duplicates to fresh bodies.

[54A] LOBBY: grime covering a once clinical

break area. Lift takes 1d5 rounds to arrive.

Travels up to F1[23D] and down to F6 [57A].

I 8 transparent domes jut from the ceiling,
each containing a Security Android.

Security Android C:60 SMG 2d10 DMG I:50
W:2(20)

» Low bars with stools, functional coffee
machines, long-stale snack-packets.

[54B] O TACTICAL SIMULATION SUITE: total
darkness, immense towers shrouded in gently
drifting plastic wrap.
» Smells of organic rot.
» Four 6m tall towers: wrapped in plastic,
'DECOMMISSIONED' stamped all over.
Y Computers: the towers are server racks.
L Behind the furthest tower: a rotting
corpse.

» 8 large puncture wounds to the chest
(Pathology: Scalpel wounds from a
botched surgery).

» Disfigured face (Surgery: intentional
plastic surgery).

» When exiting: a man in a lab coat appears, a
halo of blades floating around his head.
L He is a Ghost in the Machine (pg. 12).
 Screams: “WHEN IS SUFFERING ENOUGH

ENOUGH!" “ALL OF THEM!" and attacks.

» Doesn't attack anyone under the age of
18 or Androids.

» Pursues through level 4 but avoids
HUMAN EMULATION LABS [55D].

» If ignored, breaks down after a few
minutes sobbing “NEVER ENOUGH.”

| [54] Floor 4 // HEL %" If Child Androids make your crew uncomfortable swap them for adult androids.




[55A] O FINANCIAL SIMULATION SUITE: [55D] O HUMAN EMULATION LABS: data

hollowed-out server racks like half-rotten dances across oceans of screens.

beached whales, narrow metal piping betwixt. » Audible drone emitting from a high

» Lingering smell of burnt circuits and performance databank.
industrial grease. L Contains all of the minds being

» Noise from an upturned server rack: reconfigured, downloaded and uploaded
2 Child-Androids, playing dead. throughout the HEL circles.
& They just escaped from HEL. ! Interfering with databank causes Security
& They are conspicuously carrying a random Androids from [58C] to be dispatched.

Artifact (pg. 62). Don't want to part with it. L Psychology: data is the result of tests

the minds being sampled, displayed and
discarded at an impossible pace.
» Hanging from the wall: 8 camera-studded

Child-Androids C:45 Stun-Lance 3d10 DMG
1:50 W:1 Only want to escape.

} measuring all possible datapoints of

[55B] ARTIFACT COMPREHENSION LABS Censor-Helms with opaque visors:
(OBSERVATION ROOM): banks of screens set » Prevents accumulation of visual Stress.
for full-spectrum analysis. I On removal: Fear Save or -1d10 Fear
» 1 terminal provides visual feed of [55C]. Save. At Fear Save 0 user cannot face
 Scientist/Android: [55C] is a cutting-edge reality without Censor-Helm).
analysis set-up. » Logical Circle: ring of 20 dust-coated Child-
L Given 1d10 days, [55C] can thoroughly Androids with thick cables sprouting from the
analyze any Artifacts, giving full material base of their skulls.
specs and predictions on functionality. b They are attempting to hack each other's
I' 30% chance of activating the Artifact. minds and delete their memories.
endless sensory and analytic devices craning 79‘"?"‘“""”"! behind each. .
and reaching towards the center. Big screen: displays complex engineering

problems (Intellect 80+ to solve).

L The Child-Androids are attempting to

construct a solution to the problem.
» Their hands are a blur over the various
tools and materials.
» They don't look up from their work.
» Mathematical Circle: 20 glass spheres
floating in Zero-G.

L Glass Spheres: opaque with mathematical

formulae.
» Inside each: a Child-Android furiously
attempting to solve the math problems.
» Emotional Circle: facsimile of a middle-class
family lounge behind one-way glass.

L The control room has cameras and
sensors recording stress response and
reactions.

» A single Child-Android sits with two
Androids who pretend to be its parents.

» Every 10 minutes the room simulates a
new high-stress social situation.

» Child-Androids deviating from perfect
control are deleted.

» Inaccessible from within the station.

ENCOUNTERS

0003, 1410 Excaped Child Androids Security Android C:60 SMG 210 DMG 1:50
04-06. I1d5 Former CLOUDBANK Research Scientists W:2(20)

8;_'0& gdhiss'e&”{ﬂ’eymgmgs(éggé())) Child-Androids C:45 Unarmed 1:50 W:1

Floor 4 // HEL %°" Works best if it feels like this has been going on for years. Piles of dust. [55]




The air is cold enough to kill.

Monarch (pg. 8).

Monarch

Monarch
Monarch awakens all Security Androids

Monarch

as all support systems
are immediately switched off.

Monarch

Monarch

Security Androids

Life Support lasts for 1d10 hours.
All artificial gravity ceases operation.
All manufacturing activity stops.

The Facility completely tears itself apart in
2d10 hours.



ENCOUNTERS

00. A Diver

01-03. 1d5 Forgotten
Androids (| ?g 1)

04-06. 1d5 Securi
Androids (p? 10)

07-08. The Hunter (pg. 57)

09.  IdIO T-shooters (pg. 14)

FLOOR 6: ENGINEERING & SUPPORT

Rooms marked with
the Web Icon are filled with a thin,
delicate Steel Web. Breaking this
thread alerts The Hunter who arrives
from its LAIR [60B] in 1d5 rounds.

a B

THE HUNTER

An emaciated android-torso with six

articulated scything blades for limbs.

The top half of the head is all eyes,

the lower jaw is replaced by a surgical

syringe/proboscis. A huge nodule on

its back spins forth a Steel Web.

C:65 S:60 1:65 W:4(40)

»Scythe 4d10 DMG + Fear Save

»Steel Web 1d10 DMG + Body Save or
knocked down.

A

[57A] ELEVATOR LANDING: graffitied lift
travels up to F4 [54A] or F1 [23D]. Takes 1d5
rounds to arrive.

[57B] MEETING ROOM: tiny, cramped, lined
with hand-holds.
» Huge white-board, filled with messages:
- “WALLS CLEAR" “BULLSHIT"
> “THE MINOTAUR KILLED DAN" “KILL PEOPLE/
FUCK ANDROIDS" “REAL HARDMAN, WRITING
SHIT ON A WHITEBOARD"
> “HEEMZ WAS HERE"
- “WE'VE STASHED IT BEHIND THE MIRROR"
“WHICH MIRROR" “FUCK YOU"
- “ANDROID LIBERATION FROM EVERY STATION!"

_4

[57C] BREAK ROOM: detritus, beige tile. A
couple of vending machines against the wall:

» Super Strength Beer (broken): 6-pack inside.
» Cigarette machine (15Cr/pack).

|57D|TOILETS bland corporate art. Muzak.
» Eight closed stalls:
- #1-4 smashed to pieces.
L #5: 3 stimpaks, pulse rifle w/2 mags.
L #6-7: perfect condition, plumbing intact.
L #8: Destroyed, hole in floor to [59A].

» Mirror: cracked from single impact point.
Y In blood: “WHOAMIWHOAMI" “WHO ARE YOU."

[57E] CONTROL ROOM: worn operator chairs,

camera feeds of the [58D] LOADING DOCK.

» Control panel: unlocks auto-tug craft in
[58D] or calls for the cargo lift in [58G].

[57F] AIRLOCK CHAMBER: well-used but
maintained.

» Airlock Door to [58D] heavily scratched.
» Lockers: 6 vaccsuits (2 punctured).

[57G] MANUAL COMMS ROOM: |eather
operator chairs and damaged terminals
» Comms reach all ships/stations in-system.
I Headset works but is secretly a
Brainscanner (pg. 5).

[57H] Q COMMFEED: cramped with cabling

and huge electronics components.

» Hacking/Electronics: pulls comms history.
THE DEEP is constantly broadcasting:
- Incomprehensible code to empty space.
L Threats to THE BLOCKADE (pg. 14).
L Navigation data for THE BELL (pg. 16).
L Brainscan reports to unknown locations.

Floor 6 // Engineering & Support %%® The Steel Webs are an ever-present warning of danger. [57]




The Dweller.

tThe Dweller J

1d10 Security Androids.
{Security Androids J

! 50 androids hammering on
the interior walls.

1d5 Freight
Androids.

Freight Android

! When/if connected to a network (perhaps
to see what they are) transmits a virus,
giving Monarch control of the network.

! Klaxons sound and emergency lights flash
until the lift arrives.



[59A] O GARBAGE HEAP: all trash from Floor
6 is dumped here through large chutes.
» Trash mountain: for every 30 min. spent
digging these are found in order:
1. Broken tool components.
2. Component boxes (EMP hidden inside).
3. Shards of glass, twisted steel.
4. Random Artifact (pg. 62).
» Stashed before the entrance to [59B] are 2
mags and an SMG.

[59B] 4-WAY INTERSECTION: bloodstained,
half meter spikes cover the tunnel walls.
» Graffiti on floor: 'YOU CAN'T TAKE IT WITH YOU'
I The spiked walls collapse on the crew if any
of them are carrying an Artifact (pg. 62).
' Body Save or 1 Wound per round as spikes
crush you.
- Moving spikes reveal tangled wires behind
the walls.
» If the wires are destroyed, the spikes
will retract.

[59C] TOOL SHED: well stocked depot.

» Any tool (within reason) can be found with a
Speed Check [-].

I Actually moving the tool disturbs the Steel
Web (pg. 57).

[59D] 02 FLOW CONTROL: dials, readouts,
pressure and atmospherics monitoring.
» Good pressure & atmospherics on all floors
& All have 02 except FLOOR 5.
» Controls atmosphere on all floors.
I If FLOOR 5 atmosphere is altered:
Monarch (pg. 8) Panic Check and
1d10 Security Androids dispatched.

[59E] O 02 FLOW BACKUP: tangle of ducts,
vents and pipes with accessible Additive Input
hatches.

» Massive tank (coated in Steel Web pg. 57)
in the center of this mass contains a poison
deadly to organics (Body Save or 2d10 DMG
each round).

& Can be pumped to any room in THE DEEP.

[59F] LOCKER ROOM: 20 Zero-G lockers bolted
to the walls in various states of disrepair.
» Graffiti on the floor: “SHOWERTIME.”
» Lockers:
I #13 is Frag-Grenade rigged.
L #14 has a small stash of Fundo! snacks.
& #18 has 3 SMG mags.
5 The rest are empty.

[59G] DIGESTION SPRAY: corroded steel floor

with signs of acid damage.
» 12 Pseudoflesh Jellyfish studding the ceiling
waiting to drop.

Pseudoflesh Jellyfish C:0 Nervebite 1:0 W:1

» Nervebite: Body Save [-] or paralysis and
2d10 DMG/round. Crewmembers who die
of this spew a gas which reduces the Body
Saves of all nearby by 1d10.

[59H] ELECTRIC GRID: immaculate, expansive

room with glowing grid pattern all over walls.
I Touching the grid: Body Save or 1 Wound and
stunned for 1d5 rounds.

' Each cell in the grid has a coin-sized
opening pumping transparent gas that
reacts with residue from Nervebite fluid in
[59G] (ignites on contact for 2d10 DMG).

ENCOUNTERS
00. 1dI0 Troubleshooters

(p g 14)
01-03. Id Forgonen
n r0| S ?g 1)
04-06. ecurl
10)

An p
07-08. The Humer?pg 57)
09. A Diver

Floor 6 // Engineering & Support %®” Put the Steel Web on anything players might really want. [59]




Monarch
Steel Web (pg. 57)

! Centeris covered in Steel Web (pg. 57).
! Using any controls will obviously disturb
the Steel Web.

! Dangerous to organic life and it stinks!

Steel Web (pg. 57) ' Contains remote-detonation neuro-toxic
gas: if exposed make a Body Save or lose
Forgotten 5d10 Body Save.
Androids Steel Web.

! Using the terminals releases the gas in
the vents. 2d10 Security Androids are
dispatched to mop up survivors, arriving in
1d5 minutes.

! Controls covered in Steel Web (pg. 57).

[Security Androids 1

| Damaging the Generator (200+ DMG) halts
all manufacturing processes and forces a
Monarch (pg. 8) Panic Check.




I Extreme heat fluctuations: every 10 minutes

spent here without advanced thermal ! Large red OVERRIDE switch triggers a Frag
regulation equipment causes 1d10 DMG. Grenade hidden in the console.
1d10

Stress to Monarch.

! 1d5 Security Androids

! If not repaired:

Damaging thrusters (100+ DMG)

' It will be torn to pieces in 12 hours without
course-correction.

I 3d10 Security Androids are dispatched to
repair the thrusters.

1 2d10 Stress to Monarch (pg. 8) and
immediate Monarch (pg. 8) Panic Check.

Destroying a back-up generator
Monarch [Security Androids 1
Destroying both generators
Monarch.
! 1d10 Security Androids
motion-

sensors jutting out and clearly visible.
! Approaching the generator

Level 3 (Lethal) Radiation.



THE ARTIFACTS

THE DEEP is an untold vault of unseen treasure Arkady (pg. 17) holds Artifacts for the crew in

and unrecorded discoveries. Monarch (pg. the [18B] LOST & FOUND aboard THE BELL,
8) has been busy collecting and inventing and they'll largely be safe as long as Arkady,

the wonders of the universe. Each of these Noriko (pg. 17) and Ghost Eater (pg. 18) are

Artifacts takes either dedicated time or live not treated poorly. The Artifacts are also a

experimentation (for example in the) [55C] ACL great prize for Troubleshooters (pg. 14), who

EXPERIMENTATION ROOM to determine their are often willing to exchange passage out of
use. Many of them have severe drawbacks. All THE DEEP for a powerful Artifact. Commander
of them are worth a great deal of credits to the Kilroy (pg. 15), however, strictly forbids them
right people. and keeps them in her personal safe.

DIOO ARTIFACTS

00

Gnarled configuration of twisted slag. Industrial run-off. Looks valuable (worthless).

01-19

1d10 black marbles. Undiscovered material. Indestructible. No known use. 10kcr each.

20-29

Discarded, procedurally generated sculpture/painting/poem created by Monarch. 1d5mer.

30-39

Tiny purple crystals which grow on pseudoflesh and act as a fungus with a connected hive mind. 50ker.

40-44

False memory disc. Used to make androids believe they are human. 1.5mcr.

45-49

Microfilm cannister containing a fragment of procgen epic poem in binary by The Chosen. Tmer.

50-51

Warty black silicon lump. When squeezed releases stupefying audio. Organics must Sanity Save or be
entranced for 1d5 rounds. 200ker.

52-53

Syringe of pseudoflesh-strengthening retrovirus. +20 to android's Body Save for 24 hours. 100ker.

54-55

Silver lance, braided copper cables. When floating in 0G points to previously unknown location. Tmer.

56-57

Palm-sized ball of cables. Doubles computational power of any connected device (and secretly grants
Monarch complete access/control of that device). 2mer.

58-59

Pair of eyes. When installed offer the best eyesight (clarity, zoom, thermal, night-vision, etc.). For each
month installed, make a Sanity Save or lose 1d10 Sanity as you succumb to every little detail. 100ker.

60-61

Complete astronomical database for a previously undiscovered system. 5mer.

62-63

Jump Drive Feedback Coil blueprints. Halves the fuel requirement for any Jump drive. 100mcr.

64-65

Huge transmitter dish conjoined with an egg-sac-like Jump drive. Transmits a subtle siren-signal tuned
to human brainwaves which causes listeners to seek the device out. 10 system range. 15mer.

66-67

Long rifle made of a single piece of metal. Beautifully crafted, perfectly accurate (Combat 90). 20mecr.

68-69

Two small black boxes with universal ports. Any data passed through one box can only be decrypted
by the other box (and is secretly transmitted to Monarch). 3mcr.

70-71

Symbiotic Power Armor. Sanity Save/1d5 Stress as user becomes conditioned to the suit. As Advanced
Battle Dress + vaccsuit without Speed Penalty. Includes integrated pulse rifle/flamethrower. Suit
negates first 1d10 Panic Checks but then becomes permanently attached to user. 4mcr.

72-73

Data-drive containing 100% accurate predictions of economics, politics and the movement of
(seemingly) random celestial bodies over the next 1d10 years. 300mcr (but dangerous buyers).

74-75

Potent nootropic drug which grants [+] on all Intellect Checks and a sense of connecting to a higher
intelligence during a serious body high. This intelligence is Monarch (pg. 8), who has now transformed
the user through a hypothetical dimension into an Al-node, allowing Monarch to grow computationally
without the need for further materials. Highly addictive. 7mer.

76-77

Rotting android corpse with a cephalopod-style distributed intelligence network rather than the usual
logic core. Unclear how this would work. Corpse rots in 1d10 hours. 3.5mer.
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78-79

Heavy material samples of metal alloys far exceeding current standards in spacecraft design. 25mer.

80-81

Omnislick. Slickware containing every Skill. Burns out after use. Lose 1d100 Sanity. 20mcr.

82-83

Failed Al Logic Core. Mad unfinished intelligence left to suffer by Monarch. If connected to a network it
hacks and takes over all connected systems. Wreaks havoc. Seeks destruction of all things. 8mcr.

84

Bundle of metallic needles which blocks all radio signals within 1 mile if jammed into organic or
synthetic flesh. 1d10 DMG to a random stat when inserted. 4.5mer.

85

Set of three brass rods, spaced 5" apart, forming a pyramid. Nothing holds them together but they
cannot be separated. Any experiments force the investigator to make a Sanity Save or become
obsessed with the pyramid and devote 50% of their wealth to uncovering its secrets. 1d5mer.

86

Advanced Logic Core which secretly contains a fetal Al. Androids must make a Sanity [+] Save when
interfacing or connect to Monarch (pg. 8) (who attempts to recruit them to kill the crew). 3.5mcr.

87

Helmet-shaped lattice of pseudoflesh and nerve cables. If installed by a Surgeon in an operating
theatre grants the host (if they pass a Body Save) limited telekinetic ability: Gain 1d5 Stress and be able
to throw 100Ibs nearly 45m. No fine manipulation. 6émcr.

88

Shapeless clay-like vaccsuit, warm to the touch. Grants wearer full touch and vision through the
suit. Difficult to rupture as the suit's skin autoheals. Wearing for more than 6 hours causes the suit to
become permanently linked to the wearer. It cannot be removed without killing its user. 2mer.

89

Six syringes (labelled 1-6). When injected in order contain a pseudoflesh virus which allows the user to
sculpt their body and appearance through thought alone. Takes 1d5 rounds. 2.5mcr.

90

100lb. opaque metal cylinder and universal power cable. A powerful battery with enough energy to
power a Jump-1 starship indefinitely. Within the battery coils sleeps a lifeform which consumes thoughts
and excretes electricity. Those Close to the tube suffer recurring nightmares and slowly forget their
oldest memories. Takes 2d10 months for them to completely forget everything about themselves. 60mer.

91

The Holy Book. Combination text of all world religions into one coherent narrative. Leads to an 80%
universal conversation rate. Adherents are unknowingly mentally primed for Al domination. 10mer.

92

A pair of Nymph-Androids. Elongated necks and spindly, terribly beautiful alien faces. Fear Save when
first seen. Heralds of Monarch. Currently deactivated. Activation causes them to spring to life and enact
a terrifying symphony of destruction. C: 85 Wrist Blades 4d10 DMG (AA) I: 80 W:2(30). 10mecr.

93

The Cultural Analysis Engine. With a month of cultural observation as dictated by the device, the
engine generates a Cultural Report detailing the weakest links in the observed society along with
instructions on how to exploit them. Acting on the Report always leads to miserable war. 250mecr.

94

Spiny asymmetric bloat of dark green metal concealing a small psionic organ inside. The organ acts
as a beacon/receiver searching for Intelligence the equal of Monarch. Every 2 weeks there is a 1%
chance it detects something and its spines point in its direction. Additionally, there is a 1% chance the
Intelligence has detected the beacon and is coming to investigate. 120mer.

95

A library of templates (images and sounds), perfect carrier waves for Memetic Warfare. If exposed Sanity
Save [-] or absorb the payload message which merges seamlessly with the mind of the observer. 80mcr.

96

Heavy smooth sphere with metal beetle legs. When placed in a human corpse burrows into the chest
cavity and attempts to integrate and resurrect the body (60% chance of success). The revived corpse
has -2d10 to all stats. If the revived attempts to harm Monarch the device severs their spine, keeps their
brain intact, but takes over their body to attack the revived's companions. 65mer.

97

Heavy backpack system connected to a large emitter dish. When activated teleports any sentient being
in front of it to a pocket dimension used by Monarch to expand itself beyond the physical boundaries of
reality. Those in the pocket dimension must make a Panic Check. Lasts until the device is switched off

(2 min. max charge, takes 1 day to recharge, requiring all of a ship's power during this time). Visitors to

the pocket dimension reduce their Sanity Save by 3d10 permanently. 200mcr.

98

Cumbersome terminal device with Personality /0 port. Any personality downloaded into the device
becomes a Ghost in the Machine (pg. 12). The device can be re-engineered in the field to derealize
preexisting Ghosts (obliviating them completely). This would destroy the machine. 15mer.

99

Motherlode. Roll three times on this table.




RANDOM SEARCH

1d5 Security Androids (pg. 10).

Ghost (pg. 12)

2 Dead Troubleshooters (pg. 14)

Troubleshooter.
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