CONSPIRACY X- FURTHER DOWN THE RABBIT HOLE
By Wayne O Connor
A Follow up to the BURNOUT scenario. The scenario can however be played unconnected to that scenario.  
The Players are asked to investigate General Marcus Barnaby, who is believed to have Black Book or Saurian links. The players must covertly observe the General in the opening scenes. They then learn of a facility location where they discover further Saurian/NDD plotting. 
The Scenario has a relatively free form slant in its individual sequences (how they monitor/spy Barnaby. How they break into the facility. Etc etc) and certain action moments are keyed to occur at dramatically appropriate points to propel the plot. 

Linking events:

If players have played BURNOUT, they may have glimpsed the General in the communication area of the Saurian Hideout prompting further investigation. Regarding the crash itself, Aegis and the players have covered up the explosions as a crashed military plane, the crash also unfortunately killing some Campers and any PCs killed in the BURNOUT scenario. Having reported to Aegis the events, they are instructed to further investigate and given a Location to meet another Aegis agent.

INDOCTRINATION

· Hermes Summons Message.

· Mister Spencer’s Debriefing.

· Espionage.

HERMES MESSAGE
The players each receive a message from Aegis via their Hermes links. 
Investigate activities General Marcus Barnaby (File attached). Suspected Black Book/Saurian Affiliation and connection to recent foiled kidnapping of Geneticist. Surveillance Operation and necessary follow up investigations. 

Meet Agent Spencer, Map co-ordinates provided. Further Debriefing.
AGENT SPENCER

The message directs them to a cabin in the woods. When they get there, they are met by a young man in casual clothing, who identifies himself as Mr. Spencer and flashes his Hermes link as evidence of his Aegis connection. He informs them that he is a computer expert and has received an instruction from Aegis to assist them in monitoring General Barnaby. He gives the players a small button sized device, that he says they need to place on the Modem connection USB to allow them remote access to the generals computers. He provides 2 such devices (one for home/office computers), the device shall bypass antivirus protections etc. It will essentially send the players onscreen copy of the Generals drive and computer activities. The hard part is to initially place the device (ASPHYXIA link) on the computers requires a break in.

Having given them the device and instructions, Spencer departs into the night. He is very careful to lose any attempted tail. 
Besides this the players may bug the Generals home or surveillance it in whatever way they chose depending on equipment available. 

PART 2: ESPIONAGE
How the players proceed at this point is up to them. The Players need stage break-ins and surveillance. Some information on the Generals own security measures etc are given below. 
The Generals Home. The General is recently divorced and lives alone but owns a large Doberman dog. His house also has an alarm system fitted to the doors and windows. His computer is located in an office on the first floor overlooking a large garden. The General is away most days from early morning (6am) until 9pm(approx). A Maid cleans the house on the Tuesday and Thursday mornings from 9-12pm. The General keeps his office closed. The office computer is on the large mahogany desk and a safe is located under the desk behind a false shelf front. The House is surrounded by a high tree line for privacy. 

The Generals Office. The First thing is that it is located on a secure military base and the office is located in a building that has a staff of about 20. Even at night, there are 2 military guard’s posted. The Facility is alarmed and has cameras which one of the guard’s surveys from a secure room. The office has a safe in the wall and the computer on a desk, with photos and recommendations on the walls. To access the facility would require someone with military clearance to get in. The base fence is patrolled and lit but there are one or two weak points. 
The Generals activities: The General keeps a regular routine, rising at 5am then departing to the base. He works from his office mainly until 8pm, stopping in a restaurant for food on the way home where he is given the same window side table each night and is known by name. Here he occasionally reads files pertaining to work. 

Basically, until players have set up Bug’s or Asphyxia or began monitoring via sound devices the Generals activities show nothing untoward or suspicious. Once they have (hopefully without detection) begun surveying, move to the Next Scene. If they are in some way detected, read Complication segments. 

PART 3: RESULTS

Once players have instigated the surveillance they may get the following results:

COMPUTER SURVEILLANCE:  The players find nothing untoward on the Computer. But an Accounts folder shows a discrepancy. Evidence in a Hidden folder show certain expenses are faked, and money is being siphoned to a Project entitled ICARUS. The folder shows expenses for security items (wire/camera) personnel. But most importantly it has an Address. 2138 Lexington DW. 
AUDIO SURVEILLANCE: Whether they do it by bugs or audio surveillance using scopes, the PC’s pick up a conversation that Barnaby receives. The Caller is unidentified and can be traced to a mobile phone. The Caller is male (any voice recognition software detects an unusual but undetermined vocal quality to the voice). Barnaby speaks to him and reassures them that the recent incident has been covered up. Unless the PC’s were detected the core statement is this:

The Project can continue. Our security at the Facility is good. Not having the geneticist is a small set back, it may hurt our timeline a little but we’re progressing. We will meet our end of the bargain and I trust you will meet yours?
Of course. (hangs up)
COMPLICATIONS

If the PCs are in some way detected by Barnaby or he feels he’s under threat, he is seen breaking pattern one day and using a Phone Kiosk. If players listen in on Audio surveillance they hear him say (paraphrase to suit the Game situation that has set Barnaby on edge):

I think we may have a situation. I can’t be sure but I think I’m being watched. 

We will deal with it.
He may also break Pattern and use a Cyber Café to relay an email? Your decision. Both these actions may alert players that they are exposed…Essentially Barnaby is the Scenario Hook to direct players to the Facility. Players may at this point feel the need to actively go after Barnaby and kidnap him. Have the Men in Black show up and interrupt the Kidnapping and have Barnaby killed maybe by a stray blast…Perhaps even have the Players being watched by MIB/NDD in some way?
PART 4: THE LEXINGTON FACILITY
At some point the players are led to this address. The facility site sits nestled into the tree line overlooking a dam. According to any research into the site, the building was a closed Dam operations site and is under maintenance. In fact, the builders etc are military in disguise. The Site is wired and cameras are up on the building. To find out what’s going on, the players need access the Facility.
The Factory floor level has some cameras and men patrolling. Covered trucks sometimes arrive into the site. 

If players break in: Allow them to gain access by whatever plan they try (within reason), Perhaps hidden in the back of a Truck (requiring a Truck Hijack before hand, maybe they get a Truck schedule from Barnaby’s computer?). Perhaps faking ID or just the whole covert Black suits, infrared goggles and stealth entry? 
Whichever way, they find a tunnel leading down in the Factory Floor. A Guard Booth is positioned and 2 Guard’s are here at all times. The tunnel leads down and connects onto another similar tunnel apparently, Some empty trucks are parked sporadically. 
Off from this vehicle size tunnel there are several small rooms, and an entry into a lab. The Small rooms are storage chambers of normal items etc for day to day maintenance etc and a room with lab spare pieces. 
In one sealed room, Groans of pain can be heard muffled. If players enter (requiring break-in skills), They find two mutated men chained to the floor in the room. These men are grotesquely altered with extra appendages, or no eyes or mouths etc. They cannot be communicated with…The sight of these may require Fear Rolls. 
The main room of interest is the Lab. 

THE LAB

In here there is evidence of genetic experimentation on human tissue. In jars around the lab are human body parts. In one cell, a man has been mutated, with extra limbs or similar such mutations, he cries in anguish (Fear tests if the players missed the mutant cell) as a doctor conducts testing monitoring on a computer.  The main doctor, Dr Gar Havisham, might be captured by the players in here. He is easily convinced to divulge the facility operations if threatened.
“The Saurian’s have given us clues, clues for cloning. They have been able to alter their own kind to make themselves appear human. They’re providing us with assistance in body alteration and gene level manipulation. Black Book is hoping to perfect clones for their own purposes, to replace high level people with the perfect clone. I don’t know what the Saurian’s are getting in return! I don’t know all the details; I was simply recruited to work on the project.”
And he doesn’t. 

At the dramatically appropriate time the room is entered by Men in Black and begins opening fire? Alarms start to blare. The players will be forced to flee. They may very well try destroying the lab in some manner, perhaps having brought explosives? Or by utilising whatever chemicals/resources are on hand to destroy the lab or perhaps the Fire fight with the Men in Black is the catalyst to the lab burning? The Test victim (a Homeless man the NDD kidnapped) is beyond saving and perhaps best put out of his misery. With Black Book agents closing in they can try hijack a truck for their escape? Black Book may pursue in Trucks or SUVs too, allowing for a dramatic chase.
Some Chase events:

· In the tunnels, a pipe is hit, shooting out water or steam at someone beneath.

· An Oil Drum is shot and ignited?

· A Stack of Metal Drain Pipes is kicked loose?

· Or a canister of gas is hit, torpedoing and deflecting off the tunnel walls?

Vehicle Chase Events:

· The classic side by side slam!

· One of the chasers has a single shot Rocket Launcher? Or the players locate one on the back of the truck they stole. 

· The Chase goes off road, through the woods?

· The Black Book agents are using Saurian weapons?

Truck Stats : 

Speed 100/50, Handling 2, Toughness 4, Range 350, DC 150, AV: 4-6.

SUV Stats:

Speed 80/50, Handling 3, Toughness 5, Range 320, DC 65(110), AV: 2-5 (8)

If the players make good there escape, the scenario comes to a close. The Facility is either destroyed or vacated rapidly by Black Book. Any explosions etc covered up. If they return, they find it empty. They report to Aegis and in the meantime return to their normal life’s until further instruction. They might let it be known about Barnaby’s financial discrepancies through media etc, forcing Barnaby if still alive, to be called to answer to a congressional board. He dies the night before he is due to answer, apparent heart attack. 
NPC Stats:

NDD AGENT, a Low level Agent:

Str 2, Dex 3, Con 3, Int 3, Per 3, Wil 2, LP 42, End 26, Essence 20

Qualities:

Hard to Kill 4, Influence Military 1, Military Rank 2, Official identity (No records), Nerves of Steel

Skills

Brawling 2, Computers 2, Dodge 2, Drive (cars) 3, Electronic Surveillance 2, First aid 2, Gun (handguns) 4, Notice 2, Stealth 3, Surveillance 2

Gear:

Pistol (d8x4 (16))
MEN IN BLACK (A Saurian Agent genetically altered to appear human)

Str 4, Dex 3, Per 3, Con 4, Int 3, Wil 3, LP 57, End 38, Essence 20

Qualities

Hard to kill 5, Psychic Void

Skills:

Electronics 2, Brawling 2, Computers 3, Drive (cars) 2, Guns(handgun) 2, Guns (Plasma Claw) 3,

Pilot 3, stealth 3, Surveillance 2

Plasma Claw Stats

Unpowered D6(3)x Str+1

Mode 1: a slow moving plasma ball steered by the user. Range 5-10-15-20-30

Damage: d6x8(24)

Mode 2: A Fast Plasma shot, uncontrolled but aimed. Range 5-15-30-50-100

Damage: d6x8 (24)
