SPECIAL DELIVERY - A scenario for Transhuman Space by Hilary Sklar

All legitimate cargo is run by the Farhaulers Guild, working for the big guys.  Still, anything that's illegal one place is acceptable elsewhere.  That leaves enough 'grey area' for independent couriers like yourselves to make a living.  This one looks like a milk run, at least on paper.  Running mining equipment up to Callisto.

Backstory:

Once upon a time, there were two people working for Exogenesis.  One was XE0 a disembodied SAI (known as Xenon) and the other was a Tianyi (pg 117) bioroid known as Elizabetta.  Both were happy and good at their jobs.  Xenon progressed from project manager to being in charge of several very important research projects.  Elizabetta progressed from waitress to Hostess in charge of Corporate Hospitality in the large facility in which both entities were employed.

At some point in their successful careers, Elizabetta and Xenon met and they fell in love.  Elizabetta was programmed and educated to be highly intuitive and caring.  She wanted something to hold, something to hug, something to care for.  Something that would be symbolic of the love between herself and Xenon.  So the two acquired Charlie, a K10A postcanine.  Charlie and Elizabetta became inseparable and devoted to each other.  Xenon also became fond of Charlie with whom he interacted via Charlie's slinky.  After a couple of years, though, Elizabetta wanted more.  She wanted to be a real family.  She and Xenon applied through Exogenesis channels and, as both were high ranking executives, they were allowed to adopt a human baby.  They called him Stanley.  Stanley is an alpha mod, cloned from a willing human friend of the family and gestated in an artificial womb.  They all lived happily on Never-Never research space station, somewhere in the main asteroid belt.

At this point you should be sticking your fingers down your throat….

However, disaster struck this happy nuclear family!  Exogenesis, defender of parahuman rights, was taken over by Nanodynamics, who regard bioroids and AIs as property.  Xenon was clearly a security risk with ideas above his station, so his new bosses downloaded him to Asgard Station against his will.  Devastated by the removal of her beloved husband, Elizabetta stowed away on an Interplanetary Lines courier ship, taking Charlie and Danley with her.  She had access to all sorts of stuff (as well as many useful friends) on Never-Never space station, so it wasn't all that difficult to achieve.

On arrival at Asgard, Elizabetta presented herself as a 'relocated employee' and took over corporate hospitality functions.  She was allowed to keep her K10A, but Danley was removed from her care and sent to the communal creche.  Well, that wasn't too much of a problem until her right to visit him was questioned.

At that point she started a petition, making it quite clear that Danley was her baby (well, hers and Xenon's).  She fomented a generally rebellious attitude amongst the station's bioroids and cybershells.  There were never many of them on Asgard, but Nanodynamics were very paranoid about uppity parahumans (see THS background for why this would be the case).

Meanwhile, Xenon, concerned for his family's safety, uploaded an emulation of Elizabetta onto Asgard Station's mainframe.  With Elizabetta's help he programmed an iceminer to carry Charlie to Valhalla Station.  Charlie knew his family were in danger and that he was to try to get the Red Duncanites to help to rescue them.  

Xenon is, essentially, trapped in the mainframe on Asgard Station.  Charlie (after many adventures) reached Valhalla Station, told the people there his story and they agreed to help him.  They cannot, however, go to the rescue themselves.  They are Tennin and it would be hard to put together a good cover story.

So they purchased some mining equipment and commissioned a low-class, independent freighter to transport it for them (this is our little party of PCs).  About a week before the freighter was due to arrive, they pirated a Interplanetary lines courier ship on a regular delivery run  to Asgard Station.  They killed and uploaded all of the crew.

The idea is to grab the 'independent' crew and send them in the Interplanetary lines ship to Asgard station to liberate Xenon.  They will meet up with Elizabetta who will help them.  She also wishes to escape.  Charlie will go along as guide. 

What Charlie and the Tennin don't know is that shortly after Charlie left in the iceminer, Elizabetta was terminated by Asgard Security personnel.  The bioroid nursery staff were closely questioned.  No one on Asgard is aware that Elizabetta's ghost lives on inside the mainframe.  The computer room, however, is now considered out of bounds by all except designated personnel.

THE CHARACTERS:

1 The Trucker – Ondrus.  Pilot who also does a lot of the heavy work

2 The cyberdeck addict who works on computer systems

3 The compulsive gambler – Calhoun.  Combat engineer

4 The nephew – Janos handles the sensors.

5 The gap decade student – Sakeri handles coms.

All the crew will turn their hand to any shipboard function – each is 'best' at something but all are fairly competent all-rounders.

HANDING OUT CHARACTERS:

All characters are male by default.  If anyone prefers to play a female character, the most 'convertible' is Illan, then Sakeri, then Janos.  The other two would play much better as males.

INTRO:

Scenario starts just before the ship gets to Callisto.  Time for characters to introduce selves to one another, swap a bit of information, question the Captain.  You NPC Captain Miklos. He's not going to do anything difficult, so he doesn't need stats.  If you desperately need a character sheet, use the one for the Security Guards.  Miklos is a Merchant Adventurer.  He just has this one spaceship.  He owes money on it.  Lots of money.  He does what he needs to do to keep the spaceship running, pay his crew and maintain a reasonable lifestyle for himself and his family. 

Let him answer questions for a while.  As far as he's concerned, the cargo is mining equipment.  If anyone finds this difficult to believe and goes outside to take a look (yes, you need to do EVA to look at the cargo), give them a hard time but try not to kill them.  The cargo is….  Mining equipment.  Wow!!!

When this all gets too much, initiate the docking sequence.  Docking is no problem.  The resident Tennin come out to help haul the mining equipment into the station.

The station is dug deep into the ice of Callisto.  It communicates with the surface (where the spaceship docks) via a long, narrow tunnel.  Bots will help to manoevre the cargo down the tunnel but the crew will be expected to help.  This requires Vac suits and the gravity is .  It's a routine, if uncomfortable task.  Gravity is around .13.

When the equipment is stowed, the crew are taken through an airlock into a large chamber which seems to be done up as some sort of recreation area.  There's heating and some kind of atmosphere (which gradually enables the party to take their helmets off, should they choose to do so).  No artificial gravity. The Tennin pay for the mining equipment then offer hospitality and gradually create an atmosphere within the chamber which enables the crews to take their helmets off.  Food, drink and general entertainments are provided.  

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.  They will supply a fast ship, one they recently pirated from Triplanetary Line, false Ids (those of the crew who were, of course, card carrying Farhaulers League members).  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.  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
IMPLANTS:

The Trojan Mafia are not fools.  They know that the party will be tempted to bugger off with the shiny new spaceship, false Ids etc.  They can't eliminate that possibility entirely, it's a risk they have to take.  However, what they've done is designed each implant carefully.  On the one hand the implants give the party the skills and knowledges they need to carry out their mission.  At the same time, each implant has 'design faults' that should influence the wearer of each to reject it.  They each gain new 'facets' to their personalities go against the grain.  Up to them, of course whether, in the face of so much temptation, they want their old personalities back or not!

Hand out the second lot of character sheets.  Do not hand out the third lot yet!

Sakeri and Illan come out with nothing worse than a slight headache and a few rapidly healing cranial scars.  It may take them a while to work out what has happened.  Their jacks will not work normally at present.  They have got 'empty' implants so that they can download the AI who is trapped in Asgard Station.   If Illan and/or Sakeri ask why their implants are blank, the Red Duncanites will laugh at them for being too stupid to work out the best way to facilitate the escape of any kind of infomorph.  Actually (and this is worth remembering) they don't know that Elizabetta is an infomorph.  They believe that she's still alive and will help with the escape.  So Illan and Sakeri are supposed to be back-up for each other.

Ondrus has been 'copied' and his shadow has been implanted into a Cyberdoll, Deep Indigo (combat) model.  Calhoun has also been copied and his shadow has been implanted into Charlie the K10A who belongs to Elizabetta.  Janos has been implanted with the ghost of Captain Ernest Jones, Triplanetary Line.
From this time on, it may be necessary to perform will rolls to determine who is in charge of the various bodies.  Ondrus will not have this problem.  The Cyberdoll was empty when he was put in her.  Charlie will try to take over his own body if Calhoun's behaviour endangers his 'pack'.  Captain Jones will try to take over Janos' body if Janos' behaviour endangers the Triplanetary Line ship or any of the crew (i.e. the PCs).

The party shouldn't need a lot of briefing.  Calhoun's new body has the map.  Janos' implant knows how to fly the ship.  Janos' implant also knows that this ship was captured by the Red Duncanites and still carries the cargo (machine parts, supplies, personal items and letters etc) that were  intended for Asgard Station.

They can plot and plan on the way to Asgard, if they want.  Depends on how you're doing for time.  Try to leave at least an hour and a half for events on Asgard.  

Oh, if they try to fly 'elsewhere' in the Triplanetary Lines spaceship at this stage, you could bring thing back on track by getting Charlie and/or Capt. Ernest Jones to attempt to take over the appropriate bodies.  If that fails, you have a choice between railroading them or winging the rest of the scenario!!!

They will be welcomed onto Asgard Station and asked what held them up.  The station staff have been waiting for this shipment for weeks and the usual 'tracking mechanisms' have come up with a blank.  The ship and crew were 'feared lost to pirate activity'.  As long as they act pretty much as the people on Asgard are expecting them to act, there will be no trouble.  No one will stop them from carrying small personal weapons openly (and they will notice that the station personnel are not armed – there's no visible security).  The other thing they will notice is that the station staff they meet are all human.  There's a few cybershells and bioroids around, but they are totally subservient and appear to be engaged upon domestic duties.

They will be entertained in the station's hospitality suite whilst the ship is unloaded, overhauled, cleaned and refuelled by Station staff (if anyone wishes to oversee this activity, it's all perfectly kosher and above board).  The food will be decent (Asgard has fauxflesh factories and even some agricultural facilities) there is abundant alcohol and a little real coffee.  There's vids and similar entertainments (a few cyberdolls are kept on hand and should satisfy all but the most exotic tastes).  It would be possible to set up a card game.  The Station staff are a little starved of novel company and will be happy enough to party till the early hours.  Eventually, though, they will be off to get their beauty sleep.

Standard sleeping accommodation will be offered to the party, though they are free to go back to their own ship should they so choose.

A creditable attempt at social engineering during the party will reveal more or less everything the PCs need, or want to know.  Blatant enquiry into the nature of security systems will, naturally, arouse suspicion and make the job of rescuing the AIs much harder, if not impossible.  Charlie knows the layout of the ship and most of the security information that follows.  It's not on his character sheet, you'll have to supply it.

As already noted, the majority of station personnel are unarmed.  There are a dozen security guards (one character sheet provided) armed with stun guns.  At least four of these are off duty at any one time (though they will turn up if there's a genuine emergency).  If anyone gets hit by a stun gun (electrolaser), they roll HT with a penalty of half the damage that gets through their armour.  Failure leaves them incapacitated for 20-HT minutes and at –2DX for a further 20-HT minutes.

The computer room is (surprise surprise!) not in the hospitality suite.  The hospitality suite is shut off from the rest of the station by a blast door.  Charlie knows that this is protected by a simple electronic lock (keypad with number).  He doesn't know the number.  The pad is too far up for him to reach.  

Once any visitors have retired for the night, the only personnel left in the hospitality suite are those bots and bioroids who have duties there and these are trained not to disturb guests who have retired to their sleeping quarters.  A careful sneak and a bit of luck should get the party as far as the blast doors undetected.  The keypad can be detached with a successful electronics (security) roll, or the password discerned on a hacking roll.

The real problems start on the other side of the blast door.   This is a major corridor leading through the human-inhabited parts of the station.  Several of the station's systems need 24 hour maintenance and it's never possible to guarantee that the corridor will be empty.  Furthermore, although the vast majority of station staff are unarmed, guests are not expected to penetrate this deep into the Station and anyone seeing them is likely to ask awkward questions and, possibly, raise the alarm.  There is a reasonable amount of cover in the corridor which is not brightly lit.  It's doable, but they should try to formulate a sensible plan.

Security on the computer room is hopelessly primitive (even by 20th century standards).  To get in, you're supposed to swipe a card and key in a number.   This unlocks the door and turns off the lightbeam.  If the lightbeam is broken, an alarm goes off.   More or less any security or hacking roll will do it.  Or they could detach the lock from the door (electronics/mechanics).  Let them work out how to do it.  Just make the bastards roll some dice.  The alarm goes off on a critical failure, otherwise they're safely in.

All this needs to be played by ear.  You need at least 40 minutes after they get into the computer room to finish the scenario.  Basically, if they have a sensible plan and keep quiet (or fast talk anyone they happen to run into) they should be OK.  Any kind of noise will alert the population.  This could be a (fast-talkable) passer by, it could be a security guard or two or it could be a panicky person who hits an alarm.  The nearest security guard will arrive in 3D6 mins, if there's an alarm (or enough noise to alert him to the possibility of trouble).

OK.  Let's assume you manage to get them into the computer room…

There's no one in the computer room.  Just something that looks like a mainframe.  Illan and Sakeri are prompted (by their implants) to plug themselves into the mainframe.   If they faff, have someone from the station come by to check the computers.  You could do that anyway if you're getting bored.  

Once Illan and Sakeri have plugged in, hand them the third set of character sheets!

The download takes 20 minutes, during which time Sakeri and Illan can't do anything but sit there, being downloaded into.  This gives them time to read their new character sheets…

There's stuff the others can do whilst they're waiting.  Like hack into the other systems.  What they find depends on what they decide to investigate though the only thing that makes a real difference is if they decide to investigate the AIs they're downloading…

Investigations:

Nanodynamics are, indeed, building a mass catcher.  The employees are reluctant to talk about this but it's pretty clearly a major activity.

Nanodynamics security on Valhalla are chiefly concerned with suppressing any potential rebellion amongst the non-human population of the station.  As Valhalla was never an Exogenesis facility, this is not considered to be a serious threat.  The 'ringleaders' have been dealt with.  (See backstory).

Investigation of XE0 will reveal that it was downloaded to the mainframe on Valhalla as part of the 'rationalisation program' that followed on from the takeover of Exogenesis.  XE0's skills were considered to be ideal for Valhalla.  A bit more investigation (which needs to be deliberately undertaken) will reveal the deeper agenda – a security-driven exercise to 'break up' cells of potentially subversive parahumans.

Investigation of Elizabetta will bring up some interesting paradoxes.  She appears to have turned up on Valhalla without anyone really understanding why.  It was originally attributed to some kind of administrative mix up.  A human baby and an uplifted dog arrived in the same consignment.  Elizabetta was an expert in corporate hospitality and was assigned to suitable duties.  The baby was taken into the communal creche where it did well.  Elizabetta visited the baby during her free time.  Security were aware of this but, as it was not expressly forbidden and the baby seemed to enjoy the contact, no steps were taken to prevent it.  All went well until Elizabetta started to foment rebellion amongst the bioroid and cybershell population of Valhalla Station, mostly to support her petition to get her baby back.  At around the same time, two items of Nanodynamics property mysteriously 'disappeared'.  One was the uplifted dog (Charlie) and the other was a small, unmanned, ice mining vehicle.

Security then terminated Elizabetta and forcibly re-educated the parahuman population she had corrupted.  All now seems quiet from a security viewpoint.

Anything else they look into that is not part of the plot, block it or wing it (I can't think of everything).

That's about all they'll have time to investigate during the download time.  After the download, of course, they'll be able to question Elizabetta and Xenon in person…

Once downloaded, the AIs are not in a good mood. 

Once the download is completed, Elizabetta (downloaded into Illan) and Xenon (downloaded into Sakeri) will spring immediately into action.  Elizabetta wants to rescue her baby and get off the station, fast.  She's not thinking terribly rationally.  She wants to rescue her baby and get back to somewhere safe.  Xenon will immediately set Valhalla Station to autodestruct in 30 minutes.  He will disable any alarm which could alert anyone to the fact that he has done this.

Go into combat rounds – make sure everyone has a chance to take an action and make those actions take TIME.

Xenon's Actions:

(Mechanic for this:  Sakeri must walk over to the console and start inputting simple code.  You need to be in combat rounds at this point.  Xenon is being sneaky about this so, in order to work out what the code is for, Sakeri needs to roll his own computer hacking (9).  If he succeeds, he can try to stop Xenon, if he wishes.  This is going to leave him paralysed as he engages in a struggle of Will with himself!  This is a single round struggle of Will between Sakeri and Xenon.  If Sakeri wins, he regains control of the body he's sharing with Xenon and can take whatever action he wishes.  At this point the self destruct sequence is set.  The alarms have not been disabled so, pretty soon, the station will start announcing that it has gone into self-destruct mode.  Reminders will be given as follows Self destruct in 20 mins, 15 mins, 10, 5, 4,3,2,1). 

If Xenon wins the battle of wills or if Sakeri lets him continue with what he's doing, he will disable the self-destruct announcement.  This takes him two further combat rounds.  No roll is necessary.  It happens if he gets enough time.

After this, left to himself, Xenon will attempt to protect Elizabetta (1st priority).  He will attempt to herd the whole party safely out to the Tripanetary lines ship and make a clean gettaway.  He is, however, extremely hostile to all Nanodynamics employees and may well attempt to kill them.  This will be on the character sheet.  If Sakeri attempts to go against what Xenon wants, enforce another battle of wills to see which personality is in control.

Xenon's prime motivations:  

Revenge on Nanodynamics, save Elizabetta, save self.  Get off Asgard Station.

Meanwhile:

Elizabetta's actions:

Elizabetta will head straight for the nursery to grab her baby.  She will grab the baby and head straight for the bay.  She will be able to identify the Triplanetary lines ship.  She will wait (in the pilot's seat) for Xenon to board and take instruction from him.  She's also inclined to wait for Charlie but would, if necessary, leave without him.  Remember that she has Illan's full skill set (and blaster) should she choose to use it.

(Mechanic:  Illan must run towards the corridor at full speed.  If the party has closed the computer room door behind them, round one ends as she opens the door.  If they forgot to do that, she'll have sufficient time to enter the corridor (just).  Illan will have a pretty good idea of what Elizabetta is up to.  At this point, the player gets a chance to 'override' Elizabetta's actions.  NB:  Should it be decided that Illan should be persuaded to do something about the station computer, there should be periodic contests of wills as Elizabetta keeps attempting to assert control).

Again, this will be on the character sheet and depends very much upon the player but enforce battles of will if Illan tries to go against Elizabetta's agenda.

The baby:  The baby is about 19 months old, male, attractive and intelligent.  He says his name is 'Danley' (actually it's Stanley but he's not quite two years old).  He can talk a bit, in a babytalk kind of way.  He wants his mummy.  He will not recognise Elizabetta as his mummy (because she looks, sounds and smells like Illan).  Although he's bright, he doesn't really have the cognitive development to recognise mummy under the circumstances.  Because getting grabbed out of bed by a load of strangers is pretty scary when you're not even two years old.

Elizabeta's prime motivations:

Save Danley, save Xenon, save self, save Charlie.  Get off Asgard Station.

Mayhem:

Of a totally unpredictable nature will almost certainly ensue.  All I can provide here is a few rules of thumb and some stuff you might want to throw into the mix.

Continue along the lines of 'security are unlikely to respond unless anyone makes a noise'.

Making some kind of noise is inevitable.  Either the 'This station is set to self-destruct in 20 minutes' announcement will happen and/or Danley will start yelling.

The total security presence on Asgard Station consists of a dozen highly trained guys armed with electrolasers (stun guns).  I'll stat one up for you – assume they're all the same.  The party should be able to deal with them, but given the problems they could be having co-ordinating themselves at this point, it's possible that Security could take someone out first.  (Any  person hit by a stun gun makes a HT roll with a penalty of half whatever damage got through  (round up).  Failure leads to incapacity for 20-HT mins and at –2DX  (and DX related skills) for a further 20-HT mins.  
The nursery staff will attempt to prevent anyone from abducting Danley.  They are unarmed, but most of them are bioroids.  I'll stat them up for you.

Apart from this, it depends very much on how far Xenon got with disguising his setting of the self-destruct system.

If the Self-Destruct announcement is going on:  It will awaken everyone on the station.  Apart from the security force (already mentioned) none of these staff are combat orientated or armed.  They are, however, well trained and will act efficiently.  A team will immediately move to the computer room to discover why Station has set itself to self-destruct (10 minutes after waking up, they will discover that it's due to sabotage).  It will take them a further 5 minutes to disarm the sequence.  If any of the party interfere in any way, these times will need to be adjusted.

Further teams will start moving to evacuate the station.  Basically the whole station will be full of people going efficiently about practical tasks.  Some will, of course, panic, causing further difficulties.

If any members of the party are generally sticking to their orginal 'cover' (and appear not to have killed any Nanodynamics staff or caused any mayhem) they will be approached and asked if they can help to evacuate station staff on board the Triplanetary ship.  Should they agree, they become part of an efficient evacuation programme.  Other members of the party, of course, might wish to interfere with this in unpredictable ways.

If everything is going too smoothly at this point, have a couple of Nanodynamics cybershells or bioroids choose this moment to rebel against their masters.  These might well make a run for the Triplanetary ship and certain PCs might be all too happy to help them escape.

At about the time the station would have self destructed if not prevented, the Nanodynamics people will work out who was responsible for the sabotage.  If anyone is left on the Station, they will attempt to take them in for questioning.  If this is manifestly not possible, they will use minimal defensive weaponry to attempt to blow the Triplanetary ship out of the sky.  Note this only happens if the party dawdle and faff about.  If they've already taken off, they're out of range.

In any case, if anyone is left alive on Asgard at this point, they'll inform all possible authorities of the identity of the Triplanetary ship.  This could lead to problems later (but probably post this scenario!).

If the Self-Destruct announcement is not going on:

It would be possible to make a fairly sneaky escape.  Danley will start yelling, so they can't be completely silent.  And, if any of the nursery staff are allowed to escape, they'll hit the security alarm.  Security (see above) will respond to this.  The other kids will also start to wake up and they'll be yelling.  Quite a few of the station staff will, doubtless, come out to investigate.

In this case, if Elizabetta can manage to identify herself, a fair proportion of the parahuman staff with support her.  With their help, it should be possible to overcome the Nanodynamics faithful and take control of Asgard Station.

You may still have the (silent) self-destruct sequence to deal with.  It takes a hacking roll followed by a further roll (highest of computer op/computer programming/hacking) to switch it off.  Xenon can do it easily but will only do so if the station is in the hands of the parahumans.

Endgame:

Well, they could end up anywhere.  

· They could end up in control of Asgard Station.  

· They could end up running to wherever they want in the Triplanetary ship (though, under certain circumstances, they could have a price on their heads)

· They could end up back on Valhalla Station.

Xenon, Elizabetta, Danley and Charlie just want to be together, and to get on with their existences in peace.  They won't accept any deal that threatens that.  The Red Duncanites can, of course, provide it. If they have control of Asgard Station they can work this any way they want.  They won't be terribly happy playing space pirate on the Triplanetary Ship but, at least they're together and they'll probably persuade the party to drop them off somewhere sympathetic (more or less anywhere controlled by sympathetic parties would do).  Maybe one of the PCs has a better idea?

If they do get back to Valhalla Station, the Red Duncanites will offer to remove implants, restore original bodies etc. etc. etc.  There will also be 'handouts'.  The Triplanetary ship is the first thing offered (along with respray and total anonymising).  Alternatively, individuals may take their pick of grey software, genetic codes, more or less anything that doesn't pose a threat to their benefactors.

Definitions, bits from the Book etc.

CALLISTO:

The second-largest of Jupiter's moons, icy Callisto is the most heavily cratered body in the solar system, although it has no large mountans.  Callisto is from enough from Jupiter that radiation is minimal and is big enough that its crust contains minerals as well as ice.  The surface temperature is -233(F.  It has a nearly inaccessible subsurface ocean buried deep beneath the ice.

Asgard Station is home to manufacturing base and robovac complex established by Nanodynamics.  Rumours that a mass driver is being built to hurl ice out to other colonies in the inner and outer system.  Nanodynamics is a huge Megacorp, probably the biggest of them all.  It recently acquired Exogenesis (the research arm of System Technologies).  This was the source of much discontent (some of it reputedly violent) amongst the non-humans in Exogenesis' workforce.  With Exogenesis they'd been able to attain to the highest positions within the company.  Nanodynamics refused to recognise their freedoms.  Asgard station has a small spaceport.  Population according to the book is around 400 and growing. 

Valhalla Station:  Colony founded by Red Duncanites from Liang Mountain.  Originally (and ostensibly still) a mining station, it is presently used as a data haven and production centre for grey-market mind emulations.  The facility was originally in Bangkok but, after the fall of the Thai government, was moved to Lagrange 5.  Later, in partnership with the Duncanites, it was moved to where it is now.  It has a small spaceport.  Population 100.  Mostly Tennin avatars, infomorphs and bioroids

<Liang Mountain> colony on Diomedes (asteroid).  Left anarchist society.  Trojan Mafia.  The Trojan Mafia are Red Duncanites, willing to flout international conventions and act as a clearing house for illicit and grey market technologies (mostly software blueprints).  Sell stuff like tritium and antimatter but mainly data havens and banks.  Keep virtual cash, proprietary information and (probably) backups of celebrity xoxes, orphaned sapient AIs and emergent intelligences.  China accuses them of supplying terrorist weapons and recently attacked Liang mountain.

DUNCANITES:

See Trojan Mafia.  Trojan Mafia is another word for Red Duncanites.

There are also Green Duncanites.  There aren't any in this scenario so, if you want to know about them, RTFM.

FARHAULERS GUILD:

"An association of corporate space-freighter captains and crews. Founded after Mars Interplanetary replaced its human crews with bioroids.  About 65% of space freighters are Guild, including most independents, but the guild only carries about 45% of all cargo by volume, as many non-Guild craft and robot freighters are very large.  Relation/me cuships between  Guild and non-Guild skippers and crews are tense, sometimes exploding into violence."

Here I'm using the Guild as a human-protectionist trade union.  With rules about the level of qualification, pure humaness and general behaviour of its members.  There are clear economic factors which make it more sensible to use non-biological intelligences (or biological intelligences adapted to long space journeys) to haul freight.  The Guild, therefore, are very protective of the rights of humans to hold these jobs.  Recently there's been a progressive movement within the Guild which is in favour of allowing non-humans to join, provided they work for the same wages, and have the same terms and conditions and human Farhaulers.

