Alice, What's the Matter?

Across the city-bottom of sector 297, something is stirring.

Something new and horrible. The prayers of the ‘disturbed and insecure’ minions have been answered. Their loyalty and dedication has been given new direction, they have been drawn to the call of a new prophet. Seen as a guiding messiah by the people and as a psychotic serial killer by the Judges. The citizens of Sector 297 are being drawn to the power and the growing myth of a new cult.

The Cult of Creeping Death

During the last months of 2112, the citizens were plagued by an unusually large number of outbreaks of mutants from the Northern Radlands. These mutants, a particularly bestial and vicious strain, were used as proof by the Church of the Chasm of the ‘final days’ of MC-1, where the city would be brought to it’s knees in judgement by the denizens of the ‘lower worlds’. The leaders of the Church went in to the community to help with the slaughter of the innocent, waging war on normal citizens.

The Judges acted swiftly, sending in riot squads, including several squads with rather specific goals…

These special service squads hunted down the Church of the Chasm, and executed its members.  Not one survived, in what has become known by the citizens of Sector 297 as the ‘Night of Falling Darkness’. Such direct and violent intervention is rare, for the Judges know only too well the pitfalls of destroying citizens’ objects of worship and belief.

During the operation, one of the Psi-judges assigned to Squad Icon went missing in the Northern Radlands. His physical form was never found, though his fellow psi-judges believed him dead, for they could no longer feel his life force. This was the only casualty from the special squads, who managed to hunt down and execute sixty-eight Church members in that terrible night.

Time passed and the Judges noted with some satisfaction that the Church of the Chasm was unable to rebuild itself; it had been completely annihilated. Even its memory had passed from the citizens, who were quick to move on to other pursuits, and look to other cults for leadership and promises of ‘freedom’.

Then, six years later, the killings began.

At first no one took much notice – just another spate of killings amongst the homeless and disenfranchised, nothing unusual there. Then it became clear that the killings had a pattern, and they were getting more and more frequent. It seemed that someone (or something) was systematically hunting down all the known members of every cult in Sector 297, right next to the Northern Radlands.

All the victims were killed at night, each had no apparent wounds on their body, and each of them was found to have had their heart ‘removed’. Not ripped or torn out, just neatly removed (as though with surgical precision). Fear spread like a cancer through the citizens of Sector 297.

Eventually a squad of Judges was sent in to investigate. They found nothing and no one was willing to talk for fear of their lives. No matter how hard the Judges interrogated, nobody was willing to say anything.  A Psi-judge with the squad, Judge Helion, noticed that there was a strange force at work in Sector 297, a force he did not understand and had never encountered before, Psi-related, but unlike anything he had heard about.

In the spring of 2122, the Cult of Creeping Death appeared in Sector 297. They declared themselves the successor to the Church of the Chasm and began to recruit members for their ‘services’. 

Reports began to filter back to the Judges that the Cult advocated the use of drugs to achieve ‘higher states’ in which the worshipper would ‘understand the nature of the world’.

Another squad was sent to investigate. Six days later they were all dead, their bodies were found next to the perimeter of the Northern Radlands, neatly stacked up, each with no apparent wounds, and each with their heart missing.

The Cult of Creeping Death openly claimed responsibility, warning off all Judges from Sector 297.

Two days later, a high-ranking member of the Cult was captured. He was carrying thirty leaflets relating to the Cult, as well as wearing the symbol of the Cult of Creeping Death around his neck on a chain.

After some hours of questioning, the subject died. Here is a summary of the interview, together with some notes relating to other matters we believe are connected with the Cult;

The Cult of Creeping Death is lead by a ‘high priest’ who receives messages from their ‘god’, the Nameless One, who they believe lives in the Northern Radlands.

The high priest is known to his followers as White Eyes. [It is believed by the Justice Department that White Eyes is in fact Appleton, the Psi-judge believed killed in 2112.]

The Cult encourages the use of many drugs, but chiefly the hallucinogenic Alice. The source of their supply is (at present) unknown, though they do appear to have almost unlimited access to the drug.

The Cult believes in an apocalyptic event which they will bring about by ‘leading the misled in to the arms of the Nameless One’.

The Cult of Creeping Death currently has four hundred members, each of whom is believed to be addicted to Alice. They worship in groups of six to fifteen, their ‘services’ involve little more than the taking of Alice, and the sharing of the experience.

Background Information

Creeping Death is a Cult with its base firmly rooted in the lower levels of Sectors 297 and 298 (or anywhere else that you as the GM decide the Justice Department has ‘let slip’ – the only requisite is that whatever location you choose should be considered ‘lawless’, and should be located next to one of the Radlands). It has been in existence for nearly a year. It has no connection with the previously unsuccessful (and short lived) Church of the Chasm.

The Cult of Creeping Death is lead by its ‘High Priest’, this being Julian Vine, a perp also known as the serial killer White Eyes.

Appleton, the Psi-judge who went missing, has nothing to do with Creeping Death; this is a red herring to make the Judges cautious and nervous about a powerful rogues psyker that doesn’t exist.

Creeping Death gather in groups of up to twenty members, at these meetings they shoot up with Alice, sharing the visions and experiences as part of the ‘worship’. Each meeting is lead by a ‘priest’, usually the one with the most experience in taking Alice.

White Eyes is preaching the gospel of cleansing according to ‘the nameless one’. The nameless one exists only in the imagination of Julian Vine; he believes he is in touch with the mind of a great being that lives in the Northern Radlands. Julian’s aim is to get the Cult’s strength up to one thousand, at which point he will lead them all in to the Radlands on a great pilgrimage to meet the nameless one. White Eyes stalks the walkways and tenement blocks of Sector 297 at night, slaying all he imagines stand against him.

Julian is receiving his supply of Alice from Graham Knight, a pharmacist working for Neeto Pharm, a licensed drugs company with shops throughout MegNorth.  Graham Knight also works for the local crime boss, Fredrick Larson, who intends to create havoc in the area in order to mount his own crime blitz in sectors far removed from the beleaguered Sectors 297 and 298.

Larson wants to introduce massive quantities of Alice in to the water and air supply of Sector 297, under the cover of Creeping Death, to cause the Judges a massive problem.

Larson has also had psychologists and technicians creating various methods of untraceably distributing messages to the citizens (self-incinerating leaflets, word-of-mouth campaigns, etc), in order to spread anti-Judge propaganda, and most citizens now believe the Judges are behind their problems. It is hoped that Alice will induce violent psychoses in most citizens, resulting in much mayhem and the deaths of many Judges.

Alice is a powerful hallucinogenic which places the subject in a surreal fantasy world of their own imagination. The recorded effects of the drug vary from user to user. Any users exhibiting psychoses or phobias will have the effects of these mental illnesses enhanced, and will be trapped for hours in their own personal nightmare. More stable users experience an entertaining and idyllic flight of fantasy. Most users suffer from delusions related to whatever hallucinations they are experiencing. 

Game Notes: Alice takes effect in 1D10 minutes, and hallucinations last 1D10 hours. 50% of users experience bad trips, but only one roll is made per user, period – if you are vulnerable, Alice will ALWAYS send you into screaming fits. It is mildly psychologically addictive; roll a Will save with a DC of 10 (make this roll every 1D3+2 doses or become addicted). If addicted, cravings return in 2D6 hours, and if not satisfied, withdrawal symptoms (-2 from all attributes until the next dose is taken, or two days of cold turkey have passed) appear 4D6 hours afterwards. 

The Mission

The squad are brought into a briefing room, and told that they have been selected for a very important mission; special jurisdiction has been granted to allow them temporary ‘Wally Status’, and the squad are to ‘go native’, and infiltrate and investigate the goings on in Sector 297 city-bottom.  Any Judges going in to that area in uniform generally don’t come out again.

The Briefing Officer will stress that this is primarily an information gathering exercise, though they would of course like to see the head of the Cult brought in. Extermination of the Cult leader is not warranted, as the Department want the Cult to play out its hand, to see if there is any grounding in the cult’s claims.

Julian/White Eyes will continue in his reign of terror and death, oblivious to any and all attempts to stop him. During the day he hides away in his storm drain, dreaming tortured dreams of his time on an imaginary Hellworld. At night his head is filled with Alice-induced nightmares and visions, confirming his delusions, trapping him in a world he never made (quack).

Graham Knight is an intelligent man, and will react appropriately to any threat to his position.  He would prefer to stay at Neeto Pharm, but is realistic, and wants to stay alive (Larson would have him killed if he were captured).  Play him as an intelligent, but not physically threatening, foe.  He does have many minions himself, however, most of whom don’t realise the breadth of Knight’s crimes…

The final obstacle that the squad will have to face (or the first, largest and most pervasive) will be the general populace of Sector 297.  They have been subjected to a huge psychological experiment by Larson’s minions, and now are just one small nudge away from what is essentially Block Mania.  They have been generally left to their own devices since the end of the Apocalypse War, and there is a somewhat fragile peace in this sector.  Judges just seem to rock the boat whenever they turn up, and so they are not liked.  This is why a Wally Squad has been set up to infiltrate the sector.

Conclusion

The rest is up to you as the GM.  This is just a rough outline of a setting for several adventures based in Sector 297.  You can take it in many directions, depending on your own personal vision of MC-1.  You may decide that Appleton is White Eyes after all, and is now an insane, powerful ex-psi-judge with a grudge (but what made him so…?).  Or you may have the Nameless One be an actual alien/extra-dimensional/psi/mutant entity in the Northern Radlands, and White Eyes actually is following its orders.  Or it could all be the work of a madman (and a crime boss) with no supernatural element at all.

Stats are deliberately left out for two reasons: firstly, so you can tailor the strengths of the opposition to match those of your players and give them a run for their money; and secondly, I am new to the D20 system, and don’t know enough to create nicely rounded stats and numbers…  (
Have fun!

[This Judge Dredd scenario is based on a SLA Industries scenario from the Fanzine ‘The Big Picture’: http://www.carnage.uk.com/tbp/index.html#03]

