Five Minute Guide to Running this Scenario:
Step 1:  You get to run an NPC who is the Captain of a rustbucket cargo ship.  You're running mining equipment to Valhalla Station on Callisto.  The crew have been together for some time.  They know most of the cargo you run is 'grey' and there is nothing grey about mining equipment.  They'll probably think you're lying and go outside to take a look.  Whatever, Step 1 is a 'getting to know you' area.  Soon as you've had enough, let them arrive at Valhalla Station.

Step 2:  The railroad: The Trojan Mafia gratefully accept and pay for the mining equipment.  They offer what hospitality they can (food, drink, a couple of persons of all genders and orientations).  Then they tell you what you're really here for.  They want to put implants in you to enable you to go and rescue some transhumans who are very unhappy working for Nanodynamics at Asgard Station.  You, the Captain, refuse to go along with this.  They kill you.  End of your friendly NPC.  Sorry.  However, the rest of the party have a very clear choice.

If any refuse the implants, knock 'em out and give 'em the implants anyway.  If necessary, kill them.  They're going to get new character sheets in a minute anyway.  If you kill the wrong people, you may need to shuffle the character sheets round a bit as the two characters with neural jacks don't get their proper implants till step 5.  Those two shouldn't object to the implants but, they're gamers.  They could do anything.

Step 3:  Hand out the secondary character sheets.

The way these work is, anyone who accepted the implant gets the new stuff on top of what they have already.  They keep their old character sheets.  In some cases these should interact in interesting ways.  Anyone who was killed just gets the new character sheet.  They won't be as gooby or as fun, but they'll still be playable.

On top of the implants the party also get new IDs, Farhaulers Guild membership, smart new clothing and a cool new Interplanetary Lines spaceship.

Step 4:  The new mission.

They get a map of Asgard Station and reasonably full intelligence.  Theoretically this should be programmed into the implants, but Valhalla personnel will be on hand to answer a reasonable number of questions.  Send them off on their new ship when you get sick of it.  Let them argue and plan in space for as long as they like.  Advise you allow around three quarters of an hour to run the Munchkin bit and twenty minutes to half an hour for the resolution.  That's a bit on the short side, so rush them through the railroad if you need to.

Step 5:

Kick in the doors, kill the corporate bastards and download the AIs.  Or whatever backstabbing version your table decides upon.  Basically it works better if they don't make a noise.

Step 6:
Actually, it's a bit more complicated than that.  The downloaded AIs have agendas of their own.  One tries to blow up Asgard Station.  The other just wants her baby (who will make quite a lot of noise).  This section should be mayham and I can't predict what the players will do.  Be prepared to roll lots of contests of will as the original characters argue with their implants!

Now go read the backstory.

