Judge Dredd Campaign Module 001

Setting 2124 AD  Mega-City One

Characters start the game as rookies, not yet full judges.  They have one final test to pass before they are granted Full Judge Status and are awarded the badge of office and given the Mark II Lawgiver pistol.

After 15 long years of training from age 5 up to 20 you have trained nearly everyday through the most vigorous physical challenges and mental problem solving.  Now with the other 100 members of your class from a start size of nearly 60,000 you are ready to face the last part of your training.  You are all seated in the main lecture hall of the Academy of Law the main complex for Judge training, standing nearly two thirds of a mile high.

Generally considered a milk run the last day, the first real street mission test can often prove fatal or worse a chance to fail out of the program.   You recall the lecture on the cadet team that went to investigate a remote mining facility deep in the Cursed Earth.  The facility, a valuable iron mine had gone off line and all contact with the mines 2 dozen staff and computers was lost.  The cadet team sent to investigate expected an easy assignment; their horrific deaths at the hands of the undead sparked the beginnings of the Zombie War.

The final assignments are random and you wait patiently for the data slug with your orders to pop up from your trainee desk.  You look around and see startled looks from the other cadets some happy grins some blank with disappointment, some with fear.  Finally the little blue colored lozenge pops up ready for you to insert it into your slug reader.

Per Order of the Justice Department

Chief Judge Barbara Hershey

Justice Academy Sector Chief Simon Davis

Cadet 3478-92B is assigned to Meg West Sector 190

Sector House 190

Sector Chief Judge John Barker

Assigned Street Judge (Training)

Judge Taylor Roland B-Watch Commander 

You are ordered to report to B-Watch Commander for further instructions.

  This assignment is to last 1 week or until relieved as a result of official action or failure.

Successful completion of this assignment will result in graduation from the Academy of Law and promotion to Full Street Judge with all privileges and responsibilities.

SIGNED

HERSHEY

CJ MC-1

This could be a cake walk assignment.

“Attention” boomed over the loudspeakers around the hall and from an internal speaker on your desk.

“Attention Cadets”  by now you all have your assignments.  Cadets are to report to the Cadet Armory for basic equipment issue.  H-Wagons will be leaving on Pad A for Meg North, Pad C for Meg South, Pad B for all points in Meg East and Central, Pad D for Meg West and the North West Hab Zone and Pad E for all points in the Cursed Earth.  Check with the Pad control officer for your specific area flight times.

Good luck you are Dismissed!”

With that all the cadets leap to attention and begin filing towards the armory and equipment issue level.

At the QM;

“Because your still rooks the Justice Department will not be issuing you the expensive and few in number Lawgiver Mark II,” bellowed the Quartermaster Judge.  “So until Full Eagle Day you will issued the fine Walther –Mitsubishi PPK II, those of you going to the Cursed Earth will be issued Stump Guns.  Have your orders Slug ready for equipment issue.

-  Walther-Mitsubishi PPK II 

-  6 Walther Pistol magazines

-  Day Stick

-  4 sets hand-cuffs

-  4 Stumm Grenades

-  Cadet uniform

-  Binoculars

-  Birdie Lie Detector

 (You notice most of this equipment is chipped, painted over and obviously used many times before you)

Although it’s not the best equipment and not even the best equipment you’ve trained on its something and could be part of the final grade.

At the landing pad you check in with the Flight Control Judge who takes your order slug and says

“Atlantic Tunnel sector flight is in 30 minutes, you can wait in the lounge Cadet.

In the expansive lounge are a number of other cadets are seated in plastiform chairs.  Several servo-droids wander around offering synthi-caf and other drinks or snax. (PIC 1).

>>Character has 30m to kill<<

**After a few minutes the lift near you opens and a strikingly beautiful woman exits, she’s older maybe near 50 but still remarkable and fit, she has flowing long blond hair and her Judges uniform fits snugly around her tight body.  Before even looking at her badge you know this is Judge Cassandra Anderson of Psi Division.  No other Psi’s look like her.  

She quickly exists the lift and heads to the Pad Judge, as she passes you she turns and says “Keep your mind on the job cadet” then stops looks at you further and touches her brow, she then looks at you again and walks to the pad.

**If the character goes near her she says to the controller “I don’t have time to wait for an H-wagon Ill take a Hoverpod.”  The controller points to a row of pods attached to the platform and says, “sure Judge Anderson take number 5 it’s the best in this string”.

****If the character doesn’t follow he can make a save vs. Listen to pick up the conversation.

On the 24 Hour News Ticker  

-  The Mega City One employment rate is rock steady at 13.4% a slight increase since the 2nd Robot War.  

-  More pro-democracy terrorists have been rounded up all are reported to have ties to Total War.

-  The Justice Department is pleased to announce open recruitment through out Mega-City One.  Applicants should apply at their local block house.

-  There are still anomalies left over from the Judgment Day War, anyone encountering zombies or zombie like activity should contact the Justice Department immediately.

-  Immediate Family of citizens in Iso-Cubes 4844-6823 in Sector 90 will be compensated 500 credits for there loss.

-  Texas City has announced a 50 credit travel tax on all visitors to the city.

-  The Justice Department plans to relocate 20,000 citizens this week out of Sector 218 DP Camp.  

-  Permanent repairs of the West Wall are scheduled to be completed in July.

-  Start a new life on Luna City.  Restrictions Apply.

Shortly your H-Wagon touches down.  Steam and exhaust vents from beneath the huge Justice Department Carryall its many weapons protruding menacingly.  

  “Give the tecs a few minutes to refuel and flush out the tanks cadet then she’ll be ready to board”.

The ride to Sector House 190 is short.  Other than 3 other Full Street Judges you are the only passenger.

Sector House 190 West is surrounded by Gasket Plaza, where hawkers sell a variety of Munce snacks and poorly designed replicas of the building to non-discriminatory tourists, and residents of Blythe Spirit Block take their robodogs out for morning runs.  Sector House 190 is within viewing distance of the City Wall and law pod traffic connects the two, ferrying supplies directly from the Sector House to the Wall Guard Judges.  An Undercity Control Point Gate is also located in this sector.

Sector House 190 is 400 stories from city bottom and reflects the smaller stockier profile of post-atomic Justice Department Buildings.  It was constructed in 2111.  The main shell is composed of 10 feet thick rockcrete and has three main portals:  The ground vehicle garage (levels 1-3), Main check-in (levels 11-13) and the hanger bay (levels 27-30).

The Sector House is not as heavily armed as others and funding is being considered to upgrade its weaponry.

X6 Autoguns

X12 AP Laser Cannons

X3 Peterson Fast-Action Heavy Laser Cannons

Vehicle Complement; 

X4 H-Wagons

X36 Lawmasters

X9 Law Pods

X2 Manta Prowl Tanks

X28 Pat-Wagons (including):

     -6 Catch

     -2 Meat

     -3 Med

     -4 Tech

The Sector Chief Judge is not happy with the limited number of vehicles he has available

On arrival you proceed directly to the Duty officer and hand over your orders.  You are immediately logged into MAC (Macro Analysis Computer).  The main entrance is an expansive glass, marble and brass appointed structure.  It reflects all the power and majesty of the Justice Department.  Hundreds of citizens are lined up in the huge hall waiting to file a compliant or be processed for a crime. Numerous robots scurry back and forth between the humans monitoring their actions or performing mundane tasks.

After a few minutes the duty officer takes the data slug from his terminal and passes it over to you.  

    “Welcome to Sector House 190 Cadet Judge, glad to have you with us.”  He reaches over and shakes your hand.  “Usually the chief wants to see all new personal but he’s out on a wall tour.  Report to level 5 for initial issue and quarters assignment, glad to have you with us we sure can use more judges.”

Duty Officer Judge; Kevin Miller (Level 6)  

 ((Millers huge desk is covered with crumpled synthi-caf cups and data slugs.))

The quartermaster levels are just has huge as the entryway, multi-floors per level with test areas, ranges, research labs and massive storage bays.  The contact control point is a relatively small office block with a long row (4m) of clear plasteen windows.  A few Tech Judges can be seen in the office areas.

  Soon a judge sees you standing at a window and comes forward.

  The judge is young and looks hardly out of the academy herself.  Her black hair is cut severely short almost in a high and tight fashion, her young eyes have a hardened look.

“Put your palm on the slab cadet”, she says annoyingly.  

The palm reader scans your palm data and instantly recalls all your info entered by the duty officer when you signed in.

“ ohh the big issue, welcome aboard new meat” she says.  She starts to enter a laundry list of data into her terminal.

  “That’s welcome Cadet says a voice further in the offices”

  You look and see a much older judge come into the central issue area, the judge has lost his legs from the thighs down, in place are bionic cylinders.  Though not lumbering, his movement is unnatural.  “You’ll have to forgive my staff Cadet, he shoots a glare at the female, sometimes the stress of this posting can cause us to be abrupt.

“Please carry on Judge Consalvo” he says then walks stiffly back into the offices.

  Judge Consalvo, apologizes and says in much milder tone your standard gear will be coming out shortly, your assigned to bunk 576 Level 26 of the dormitory block. 

A Moderna Silver Service Model 14 robot comes out carrying a large box.  In its mechanical voice it says “Initial Issue Kit 1989834   please put your hand on the slab to confirm receipt.”

 Once the kit is “signed” for the box will open and the contents can be inspected. 

 Inside the box:

X3 white towels

X2 white wash cloths

X3 toothbrushes

X2 tubes toothpaste

X2 bottles body soap

X2 Justice Dept issue PT gear

X1 Entry level Justice Dept Sector House Access Card

“Before leaving she says, “If you need civilian clothes you may sign out a set providing you have the proper authorization.  Good day.”

The dormitories are in a partial “open bay” configuration, a partition separates each 2 bed unit with a central corridor running down the middle.  Each compartment has no door.

Your partition is near the right rear corner of the level.

(See Handout 2)

While you are unloading your gear into your locker you immediately notice someone approaching.

  A tall middle age judge extends his hand, you immediately look to his badge and see ROLAND emblazoned across its surface.  The judge has tight chiseled features with a classic high and tight haircut, a large scare runs from the top left of his forehead across to his right eye.  The scar is deep and ragged.  It could have easily been fixed with current technology so this judge wears his scars proudly.  A thin Euro-Cit style mustache adds accent to his face.

“I’m B Watch Commander Judge Roland, glad to have you with us”

>>PLAYER RESPONSE<<

“This sector house isn’t the best equipped in the Meg but we are getting better.  The Zombie War drained us hard but we have great people here and we plan on coming back better than ever.  I’m not going to bother paring you up with another judge, frankly I cant spare the manpower, B shift gets to see all the aspects of the city from mild to full tilt crazy.  So I want you to secure a Lawmaster and hit the streets, particularly a 100k area of the meg-way near the house.  We’ve had some incidents along this stretch of the meg-way I want put to rest.”

--oh and Cadet get rid of that Walther and draw a Lawgiver LE, when you complete this assignment you will be issued the MK II at your Full Eagle ceremony.  I’m going to take a chance and let you take a Lawmaster out.  Don’t destroy it or your next patrol may be in the Resyk sewers.  I’ll forward your new issue to Judge Couhoun chief quartermaster.

The additional issue goes without problems, you turn in your Walther and all of its ammo and in return you are assigned a Colt Lawgiver LE and 4 spare magazines.  The LE’s 12 round magazine accepts Standard Execution rounds only.  Your Lawmaster is an older model; it is in excellent working order but has cosmetically seen better days.  It is fully equipped.

You head out onto the colossal megaway the 20 lane superhighway that runs nearly down the entire city.  Traffic us at its normal density, you marvel at the volume of vehicles.  From small electric buggies to huge 2 lanes wide Juggers hundreds of vehicles speed along at 200 mph.  The traffic roar would be deafening wear it not for your helmet.

Story Continues as per the Adventure Murder on the Megaway.  

NOTES:  Successful completion; Characters are promoted to level 3 “Street Judge

Characters receive their Lawgiver MK IIs and all Street Judge Equipment.

Should problems arise they might be investigated by Judge D’spatch in either case they will meet with the Sector House Judge.

Unsuccessful or poor completion; -Banished to the Cursed Earth or Undercity (whole new spin on the campaign).

If they break the law of course they have a long stay on Titan to enjoy and the campaign ends, unless they wish to continue.

