
Crate, Stock and Two 
Smoking Barrels

Background
After a hectic fight with the ZetaTech guards in the 
surveillance room of the facility, all the commotion 
is over and your Players can return to Night City.  
Everybody’s happy as they head down to the garage 
to steal a truck.

The Rest of the Story
The Emergency Purge Switch was a good idea. It 
killed all the fully human inhabitants of the building 
with ease, but there are two problems. First of all, 
there are two residents of this facility who aren’t 
fully human: Jack “Smiley” Henderson and Henry 
“Jaws” Cole. Second of all, the Emergency Purge 
switch locked all of the door on the ground floor.

Setting
Hopefully, your Players will realize that fighting 
“Smiley” and “Jaws” up close and personal isn’t 
the smartest plan and choose to retreat. When this 
happens they will wind up on the roof where two 
Scorpion 16 missile launchers are stored. These mis-
sile launchers are for anti-aircraft fire but should 
work well on “Smiley” and “Jaws”.

Forces
Due to the fact that every human in the area has been  
killed by the toxic gas there are only two opponents 
that can face your Players now, “Smiley” and “Jaws”. 
Usually they guard ZetaTech’s executive offices but 
they are on their way down to find out what just 
happened.

Jack “Smiley” Henderson
Ref: 5 (Brawling+5, Dodge+4, Stealth+3)
Int: 5 (Notice+4)
MA:5
Body: 15 (Strength Feat+5)
Cyberware: Omega Frame, Artificial Shoulder mounts, 4 Cyber 
arms with Hammer Hands and EMP/Microwave sheilding, SP:25 
Torso plate, SP: 25 Face Plate, SP:25 Cowl, Nasal Filter, Pain 
Editor, Flame Thrower

Beats
Ambush: As your Players are leaving the facility, heading for the garage they 
must make an awareness check against “Smiley” and “Jaws” to spot the 
cyberpsychos coming down the stairs. If the Players fail the awareness check 
then “Smiley” and “Jaws” get the advantage, (+5 Attack for one round). 
Either way, the fight begins. Despite the fact that the Players outnumber 
“Smiley” and “Jaws” it isn’t likely that the fight will be short. “Smiley” and 
“Jaws” are designed to be tough to kill and very dangerous. Most likely the 
Players won’t be able to do much to them. But, unless they get into melee 
range, they shouldn’t take too much of a beating.

Revelation: After three rounds of combat, Leon will remember some hand-
held anti-aircraft weapons stashed on the roof of the facility. He tells the 
Players that if they can get to the missile launchers they should be able to 
kill the cyberpsychos.

Pursuit: With this new knowledge, your Players will, most likely, head for the 
roof.The stairs go from the ground floor to the second floor to the roof. They 
take three rounds to climb at an MA of 5 (45 meters). If they try to take the 
elevator the Players will have to dodge the cyberpsychos for two rounds while 
the Elevator gets to them. Once they are in the elevator they must stop the 
cyberpsychos from getting into the elevator, (or shooting their flame thrower 
into the elevator), for one round while the elevator closes. Once the Elevator 
is closed it will take six rounds to get to the roof. In these six rounds the 
cyberpsychos may try to open the doors which is a strength feat check of 20. 
Once they are in the elevator shaft they can cut the elevator line (SP:10). 
They can also, (with their MA of 6), run up to the second floor and have one 
chance, (each), to open the doors as the elevator goes by.

Final Battle: Assuming at least one of your Players makes it up to 
the roof, the final battle can begin. It will be the player(s) with 
missile launchers against cyberpsychos. The missile launchers each have 
one shot and two reloads. To use the missile launchers use the heavy 
weapons skill. If the Players want, they can get in the AV4 and fly away but 
the cyberpsychos will shoot at them with the missile launchers. If they have 
time the Players can even get in the AV4 and shoot the cyberpsychos with the 
7.62mm Minigun (6d6+2) using the heavy weapons skill.

Villain is Killed: In the end the villains are killed and the player/s escape with 
their lives. They can take the AV4, if it has not been destoryed. 

Leon (If Leon is dead use one of his Team Mates)
Ref:8 (Fencing+8, Dodge+6, Handgun+7, Stealth+6)
Int:5 (Notice+6)
Body: 6
MA:7
Gear: SP 14 Armored Jacket, Sword, Militech Arms Avenger

Henry “Jaws” Cole
Ref: 5 (Melee+5, Dodge+4, Stealth+3)
Int: (Notice+4)
MA:5
Body: 15 (Strength Feat+3)
Cyberware: Omega Frame, 2 Cyber Arms with Rippers and EMP/
Microwaver Sheilding, Vampires, SP:25 Torso Plate, SP:25 Face 
plate, SP:25 Cowl, Nasal Filters, Pain Editor, Flame Thrower

Leon’s Team Mates
Ref:7 (Stealth+6, Dogde+6, Handgun+7, Melee+8)
Int:6 (Notice+6)
Body:8
MA: 7
Gear: SP:14 Armor Jacket, Militech Arms Avenger, Kendachi 
MonoKnife


