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Mega-City One sits on the east coast of America. 

Half of the city (and it’s 800 million population) were lost during the Apocalypse War of 2104. 

In 2122, the current population stands at 375 million, averaging 1.3 million citizens for each of the 305 city-sectors 

Mega-City One measures 1525km in length, and 670km in length. 

Rad Island (map; top right) is a volcanically-active nub of the coastline that is being investigated as a site for a second Power Tower. It was rendered unstable by East-

Meg nuclear missiles. 

Ontario Crater (map; middle left) is the dried-out remnant of Lake Ontario, Canada. 
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Sector House 69
Statistics
•
Personnel

o
Full Complement: 250 

o
Manpower lost during Five-Star Confront, 2121: 107 

o
Manpower lost since 8 April 2121: 9 

o
Support Staff: 30 

o
Present Population: 104 

•
Vehicles: 

o
Catch-Wagons: 3 

o
H-Wagons: 3 

o
HH-Wagon: 1 

o
Lawmasters: 46 

o
Meat Wagons: 4 

o
Med-Wagons (air): 1 

o
Med-Wagons (ground): 2 

o
Pat-Wagons: 5 

o
Riot Wagon: 1 

o
Tek Wagons: 1 

o
Utility Shuttlecraft: 8 

Schematics

•
Total No. Levels: 48 

o
SubLevels 2-5: Power generators 

o
SubLevel 1: Protective tweenlevel barrier 

o
L1: Civillian vehicle park 

o
L2: Justice vehicle garage (hydra-lifts raise and lower vehicles from ... 

o
L3: Justice vehicle park 

o
L4: Protective tweenlevel barrier 

o
L5: Check-in 

o
L6-9: Holding tanks, juve cubes. 

o
L10: Interrogation suites, psyko-cubes 

o
L12: Briefing room and auxillary administration offices 

o
L13: Equipment stores and mechanoid unit 

o
L14: Armoury and firing range 

o
L15: X-Quads (exercise facilities) 

o
L16: Dormitories 

o
L17: Senior judge quarters 

o
L25-26: Tek bay 

o
L27-28: Med bay 


Dream police: L27 


Psychiatric: L27 


Forensics: L28 

o
L29: Protective tweenlevel barrier 

o
L30: Aircraft hangar deck 

o
L31: Aircraft maintenance 

o
L32: Protective tweenlevel barrier 

o
L33: MegWay patrol control 

o
L37: Sector chief's office 


Deputy sector chief's office 


Main administration offices 

o
L38: SJS offices 

o
L41: Psi division 

o
L44: Sector house security 

o
L47-48: Communications 

Hierarchy

•
Command 

o
Sector Chief: Burchell (m52) 

o
Deputy Sector Chief: Tanner (m45)

•
Departments 

•
Administration: 

o
Chief of Administration: Sasool (m35) 


Chief Accountant: Walsh (f42) 


Chief Supply Officer: Chun (m36) 

•
Crime Bureau 

o
Chief of Operations: Kaln (m38) 


Iso Warders 


Chief Warder: Fletcher (m43) 


Wally Squad 


Squad Leader: Jolie (f44) 

•
Internal Affairs Bureau 

o
Chief of Operations: Clive (m53) 

•
Med Division: 

o
Chief Medical Officer: Tallan (m39) 


Chief Forensic: Horatio (m58) 


Chief Pathologist: Hollister (f36) 

o
Dream Police: 


Chief of Operations: Kroiz (m41) 

•
Psi Division: 

o
Chief Psi: None. Psi Division 69 currently has no active operatives. 

•
Sector House Security: 

o
Chief of Security: Rooker (f36) 

•
SJS: 

o
Chief SJS Officer: Moore (f37) 

•
Street Division: 

o
A-Watch Duty Officer: Millen (m42) 

o
B-Watch Duty Officer: Straad (m39) 

o
C-Watch Duty Officer: Skeene (f51) 

o
Chief TRU: Woo 

•
Supply and Ordanance: 

o
Chief Quartermaster: Gunn (m52) 

•
Tech Division: 

o
Chief Technical Officer: McDonald (f39) 


Chief Mechanic: Rutland (f38) 

•
Miscellaneous Personnel: 

o
Brady: SJS judge (m34) 

o
Chalmers: Traffic Bureau, A-Watch duty officer (m33) 

o
Elliot: Street judge (f32) 

o
Gorman: TRU operative (f24) 

o
Hale: TRU operative (f26) 

o
Hardin: Street judge (m37) 

o
Hepple: Street judge (m36) 

o
Houdini: Senior street judge (m48) 

o
Hindley: SJS judge (m27) 

o
Landis: Forensics, Tek Division (m31) 

o
Rollins: Street judge (m49) 

o
'Spanky' Hanks: Empath (m42) - under sedation 

o
Sunny: Traffic Bureau comptroller (m28) 

o
Tierney: Tech Judge, Analysis (m27) 

Strength:

•
Climbing: Cannot be accumulated. In the JDSS, physical strength determines the speed of ascent by hand or line. Str 2: 25% faster than average, Str 3: 50% faster, Str 4: 100% faster (and so on). 

•
Long-distance Running: Does not suffer the usual fatigue penalties incurred. May not be selected by human characters with a Strength rating of 4, whose sheer muscle-bulk impairs long-distance performance. 

•
Recover Quickly: Cannot be accumulated. Str 2: Any single Stun-result is immediately cancelled out. Str 3: Two stuns negated, Str 4: Three stuns negated. 

•
Resist Disease: Cannot be accumulated unless the character acually spends game-time in contact with specific disease vectors. This SA adds a 1d6 bonus to the normal resistance roll rules as detailed in the New Rules page. Example: A judge with a Strength of ‘2’ must make a successful roll that falls under the 2 (strength) + 1d6 bonus total to resist infection. The 1d6 must be made afresh with every new instance of contact with a disease. 

•
Swimming: Cannot be accumulated. All judges can swim, but this character is a much stronger swimmer than most. 

Initiative:

•
Agile: Deduct two Stuns or one Wound result from damage suffered from a fall or a collision, providing that the distance fallen (and the surface made contact with) is within reasonable parameters (at the discretion of the Tac-Chief). An Agile roll may only be made during a collision if the character has space to maneouvre his body into a safer position. 

•
Dodge: Cannot be accumulated. A character normally cannot make an attempt to evade an attacker but this special ability allows him to make a roll equal to the difference between his Initiative and the attacker’s Combat Skill - if the Initiative is the higher of the two. Dodge is rolled before the attacker rolls his Combat Skill; if successful, the attack fails. Otherwise, the enemy rolls his Combat Skill as normal. 

•
Fast Draw: Cannot be accumulated. The judge will automatically outdraw the opposition if his Initiative is at least twenty points higher than theirs. 

•
Fast Shot: Cannot be accumulated. May fire two shots at once. Aiming bonuses apply to both shots as if they were actually a single-shot. 

Combat Skill:

•
Crack Shot: Cannot be accumulated. Doubles the normal aiming bonus from +10% to +20%. 

•
Cross-draw: Cannot be accumulated. The judge can draw a gun from a holster located on the opposite side of his body to his gun-hand no speed penalties. 

•
Follow Moving Target: Cannot be accumulated. Negates the normal -10% penalty. 

•
Hand to Hand Combat (hth): Specialisations include baton (daystick), bite-fighting, boxing, kickboxing, knife-fighting, street-fighting (down and dirty) and wrestling. Only one of these specialisations can be selected at a time, though a cumulate in the same specialisation can be added at the same time if desired. Martial arts do not fall into this category; they have their own individual entry in this section. 

•
Martial Arts: Martials arts are NOT normally available to Mega-City judges. Specialisations include kung fu, karate, taekwondo, jiu-jitsu, aikido and krav maga, in addition to lots of Twenty-Second Century versions like doomfist, kaa buum, uff-O, klegg's teeth and laserass. Only one of these specialisations can be selected at a time, though a cumulate in the same specialisation can be added at the same time if desired. 

•
Throw: All judges are trained to wield their boot-knife as a projectile weapon, but this SA makes the thrower a cut (ahem) above the rest. Other throw-based specialisations include grenade and mundane (the ability to turn innocent, everyday objects into dangerous, airborne weapons). Mundane is only available to judges with a CS of fifty or over. 

Street Skill:

•
Acting: There is no game mechanic attached to this SA; the success of the actor is down to the skills of the player controlling him. Without this SA, however, the judge would be hard-pressed to pull off even a half-accurate impersonation of Judge Dredd. 

•
Coordination: Umbrella category for many different abilities related to bodily dexterity, including catching objects, juggling, vaulting and dancing. The lack of this SA does not prevent anybody from attempting any of these feats, but it does allow them to do so with a greater measure of talent. This SA tends to favour Wally Squad judges, but technically any judge can develop heightened coordination. 

•
Disguise: Only available to Wally Squad judges. There is no game mechanic attached to this SA. The judge knows what fashions to wear to ernable him to stand-out or blend-in with certain Mega-City societies. The judge can also apply cosmetic make-up to himself, even mimick surface injuries to his person. 

•
Gambling: Only legally available to Wally Squad judges. May specialize in any single game of chance. 

•
Hide 'N' Sneak: Judges with this SA are able to blend into the background, or stalk their suspects as a shadow tails's it's owner. 

•
Lip Reading: The judge can learn what another is saying - beyond his normal range of hearing - by watching the movement of his lips. Characters without this SA can't even attempt to read lips. 

•
Local Knowledge: The judge is familiar with the locations, inhabitants and politics of any given environment. Category specializations may include neighbourhood, sector, city, cursed earth, foreign, offworld and other-dimensional. Local Knowledge doesn't have a dice-related mechanism, but is instead a dramatic device used by the Tac-Chief to impart information to the players. In certain cases doubt will arise over whether a judge has access to a specific area of local knowledge; such issues will be resolved by a roll made against a SA Bonus augmented SS. 

•
Sex: Only available to Wally Squad Judges. Techniques designed to enhance a sex-partner’s pleasure and assist seduction for information-extraction purposes ... foreplay, massage, sexual positions, toys, sex psychology, sexual perversions, etc. Sex psychology, foreplay and positions come 'free' with the initial purchase of this SA; the other must be purchased separately. 

•
Survival: Cannot be used unskilled. The judge is aware of the perils and pitfalls of a specific environment, as well as knowing how to survive there by using native flora, fauna and personnel. Specializations include desert, arctic, forest, jungle, marine, swamp, tundra and space. Survival doesn't have a dice-related mechanism, but is instead a dramatic device used by the Tac-Chief to impart information to the player. In certain cases doubt will arise over whether a judge has access to a specific area of Survival; such issues will be resolved by a roll made against a SA Bonus augmented SS. 

Drive Skill

•
Avoid Control Loss: Reduces any penalties incurred when vehicle enters a roll, spin or skid. 

•
Drive: Cannot be attempted unskilled, but if the judge has a prior familiarity with this type of vehicle he can attempt to learn how to drive it at a -10% penalty. This SA grants the judge operational knowledge of most modern vehicles, from roadsters to mopads to juggernauts. 

•
Drive Fast: The judge can attempt to break acceptable rates of speed for his vehicle with a lessened chance of losing control.. 

•
Evasive Maneouvres: Reduces any penalties incurred during sudden, extreme course changes, or emergency stops. 

•
Lawmaster Wheelie: -10% unskilled use. A successful roll results in a 10% loss ofspeed, but places the Lawmaster between the rider and a ground-based threat. A control loss roll should be made if the wheelie roll fails. The Tac-Chief will decide how many times this SA roll should be retaken, depending on the duration of the wheelie and the terrain that it crosses. 

•
Pilot: Cannot be attempted unskilled, but if the judge has a prior familiarity with this type of vehicle he can attempt to learn how to fly it at a -20% penalty. This SA grants the judge operational knowledge of most modern airborne vehicles, from hover-pods to stratbats. 

Tech Skill

Tech skills are divided into two categories - Whizz and Field. Whizz covers academic skills, skill that street judges would not be particuarly interested in, but are listed here for completeness, the province of Tek Division. Field special abilities are practical technical knowledge that judges may have either picked up during their time as a full eagle, or maybe a subject that they majored in at the Academy of Law.

•
Whizz: Normally only available to Tek-Judges. None of these SAs may be attempted unskilled. 

o
Biology: The study of life-forms in general. Specializations include human, mutant, zoology and xenobiology. 

o
Botany: The study of plant-life 

o
Chemistry: The theory and practical application of chemical substances, including developing compounds from existing substances and synthesizing brand-new chemicals. 

o
Forensics: The science of crime-detection, based on the analysis of physical objects within a crime scene. One specialization is Ballistics, an analysis of weaponry and ammunition involved in a crime. 

o
Genetic Engineering: The science of modifying biological systems. Specializations include cloning and bio-warfare. 

o
Geology: The study of natural, inorganic structures and their effects on their native biosphere, such as plate tectonics and minerology. 

o
Graphology: Image analysis using specialized computer equipment. 

o
History: The study of the dynamics that shape any particular society. Many specializations abound, based around specific eras, events and locations. 

o
Parapsychology: The study of paranormal phenomena, including hauntings, paraphysical manifestations (possessions, poltergeists), astral-plane dynamics, occult belief-systems, astrology, synchronicity, transformations, etc. 

o
Physics: The theory and practical application of the microscopic building-blocks of the universe. Specializations include Particle, Quantum, Temporal and Astral. 

o
Robotics: The theory and design of robots and cyborgs. Specializations include artificial intelligence and bio-mechanics, as well as the fields in which various types of robot are to be employed (warfare, domestic, municipal, transportation, etc). 

•
Field: Cannot be used unskilled. Practical application of specialty knowledge. Judges may have studied any of these discliplines during their Academy years, or have been posted to a street division where such special abilities have been acquired over time. 

o
Armourer: Conversant with contemporary weaponry, including the physics of, correct practical application, repairs and maintenance. 

o
Communications: Covers conventional communications devices, their modification and inhibition. Cryptography is but one specialisation - the science of codes, their encryption and decryption. 

o
Demolitions: The theory and practical application of explosives. 

o
Engineer: Theoretical and practical translation of 'drawing-board' concepts into physical systems. Specializations include transportation, industrial, municipal systems, weapons development, temporal mechanics and matter displacement (teletek). 

o
Forgery: Faultless duplication of objects, including security bypasses and multimedia. 

o
Information Technology: Conversant with contemporary computer hardware and/or software. More specialisations include hacking and virus writing, but they are more Whizz than Field applications and it would be a rare day to see a street judge with a working knowledge of either. 

o
Kit Bashing: Building devices from everyday objects and scrap. 

o
Linguistics: The study and application of spoken languages. One specialization - Language - enables a character to converse freely in a specific foreign tongue or dialect. Linguistics has no dice-related mechanic, functioning automatically. 

o
Mechanic: Repair and maintainance of machinery. Street judge Field specializations are limited to lawmaster, which allow the judge to install non-vital and vital components to his bike. 

o
Modify Equipment: Improving the performance specifications certain items 

o
Open Lock: Manual attempt to bypass security systems - electronic and mechanical - without the aid of an Auto-Key or Lock Hack. 

o
Robotics: Basic repair and modification of robots. Specializations include the fields in which various types of robot are to be employed (warfare, domestic, municipal, transportation, etc). 

o
Surveillance: Employing discrete technological systems (audiovisual, biological, chemical) for espionage, eavesdropping and counterespionage purposes. 

Med Skill

Med skills are divided into two categories - Whizz and Field. Whizz covers academic skills, skill that street judges would not be particuarly interested in, but are listed here for completeness, the province of Med Division. Field special abilities are practical technical knowledge that judges may have either picked up during their time as a full eagle, or maybe a subject that they majored in at the Academy of Law.

•
Whizz: Normally only available to Med Judges. None of these SAs may be attempted unskilled. 

o
Alien Anatomy: Treatment of non-human physiologies. Specializations include specific alien species. 

o
Diagnose: Determining the root cause of an illness, disease, virus, poisoning or other malaise. 

o
Hypnosis: Inducement of subject (or subjects) into a deep-trace state, whereby information can be gleaned from their memories, or behaviour-altering suggestions inserted into their subconscious. 

o
Interrogation: Med-assisted information-extraction procedure. Drugs and specialised equipment are used to lower any interrogatee resistance. 

o
Surgery: Invasive and external operations, numerous specialities. 

•
Field: Practical application of specialty knowledge. Judges may have studied any of these discliplines during their Academy years, or have been posted to a street division where such special abilities have been acquired over time. 

o
First Aid: Basic emergency medical care, including the correct use of medipak contents and CPR. This SA may be used unskilled, at the judge's normal MS rating. First Aid is taught to every judge, though some are more flexible in it's application than others. 

Psi Skill

Before you learn exactly what Special Abilities your psi-judge has got, know first how your psi is graded by Justice Department. There are three grades of psi, measured in the JDSS by your current PS rating:

•
PS: 10-30: Grade 3 

•
PS: 31-70: Grade 2 

•
PS: 71-00: Grade 1 

Note: If you are reading this section and your judge is not psychic, these grades do not apply to your judge!

Prospective psi-judges must now select one category from the following list. This is their primary psi-power.

•
Hypnopath: A Hypnopath can induce a state of trance in his subject to extract useful information, plant subliminal commands or to render the subject ignorant of the hynopath's actions. 

•
Pre-Cog: Precognitives have the ability to see into the future. Psychics that can gaze into the past are known as Retro-Cogs. Some pre-cogs are also retro-cogs. 

•
Telekine: Telekinetics can move onjects with the power of thought. 

•
Telepath: Telepaths can communicate with their minds. Some can probe the minds of others without their being aware. 

When the primary power is chosen, next select two special abilities from the relevent section below. Hynopath, Pre-Cog, Telekine and Telepath already have one power allocated to each, which is not counted when the other two selections are made. This automatic power is listed in brackets. Note: As you can see below, if you have chosen the Hypnopath, you have already acquired all the powers your psi-judge will ever possess.

•
Hypnopath Powers (Induce Trance) 

o
Create Illusion 

o
Mind Control 

•
Pre-Cog Powers (Precognition) 

o
Astral Projection 

o
Psychometry 

o
Remote Viewing 

o
Resist Injury 

•
Tekekine Powers (Telekinesis) 

o
Astral Projection 

o
Channel Life Force 

o
Create Thought Form

Manipulate Probability Fields 

o
Pyrokinesis 

o
Resist Injury 

•
Telepath Powers (Telepathy) 

o
Astral Projection 

o
Create Illusion 

o
Detect Psyker 

o
Empathy 

o
Mind Control 

o
Possess 

o
Psi-Attack 

o
Psi-Block 

o
Resist Injury 

o
View Paraform 

Additional psi-powers are purchased just like any other Special Ability.

Psi Powers

Note: Some powers listed below depend on a roll made against the difference between the psi's own PS and that of their opponent. If the opponent has a PS of greater value than the psi, an opposing roll cannot be attempted, and vice versa.

•
Astral Projection: To separate the spirit from the body and travel to locations on the same plane as the physical body. Maximum distance travelled is equal to PS rating in kilometres. The maximum duration that the spirit can be separated from the body is again equal to the PS rating, measured in minutes. The astral form is invisible to non-psis. When a psi attains a PS rating of sixty he can travel unlimited distances on that same plane. Should the physical body be disturbed during astral projection, the spirit form is drawn back to the body. If the body is destroyed, the psi-form is trapped in the hinterlands between life and death much like a ghost. 

•
Channel Life Force: Using bio-energy to heal one's own injuries or those of others. The amount of life force available is measured by PS in units. One stun can be negated at a cost of ten units, or one wound from at a cost of thirty PS units. The psi’s PS rating is reduced by the amount of units needed to effect the treatment for a number of minutes equal to the total unit expenditure. The psi may attempt to heal others of their injuries, but the unit cost is double that required to heal himself. 

•
Create Ilusion: Generating a phantom image drawn from the mind of a particular subject. The resolution and tangibility of the phantom is equal in proportion to the quality of the memory culled. Psis with a PS rating of sixty and over may attempt to generate multiple illusions. 

•
Create Thought Form: Channelling psi-energies over many hours to create a Stock - an entity comprised solely of psionic energy. The stock will initially exist to serve it's creator, but if left to it's own devices for too long will begin to develop it’s own identity and ambitions. Stocks appear as normal, living beings to non-sensitives, but psis with the View Paraform SA will notice an eerie glow about the entity. 

•
Detect Psyker: The psi may attempt to sense the presence of another sensitive. Range limited to a number of kilometers equal to the PS of the seeker. 

•
Empathy: Detect strong emotions from any particular subject(s) at a distance in metres equal to the receiver's PS rating. The psi will experience those emotions himself, manifesting the same responses as the subject, though not as intensely. Emotions generated by paraforms tend to affect an empath very strongly, and may actually incapacitate him. 

•
Induce Trance: To hypnotize a subject using the power of the mind, placing them into a highly receptive state where suggestions could be placed into their subconsciousness, or to search their mind for important information, or merely to incapacitate them. Willing subjects are automatically entranced. The chance of success with hostile subjects is equal to or less than the difference between the PS of the psi attempting to the trance and the subject's PS. Only one recipient may be entranced at any one time. 

•
Manipulate Probability Fields: To shift the elements of chance in the psi's favour, or stacking the odds against others. This SA starts - at the lower end of it's power - by tweaking simple odds, such as finding an unlocked door in a security wing, or coming across a fifty-credit note just as one is short on money. At it's zenith, the SA can affect the lives of numerous people, causing them to be contaminated by rodentine sewer gas which emerged three sectors away, or all simultaneously winning the Megalotto, causing a strat-bat's landing wheels to crack or increasing the rate of traffic accidents across a sector. 

•
Mind Control: Mental 'remote-control' over the mind and body of another. Chance of success is equal to or less than the difference between the psi’s PS rating and that of the subject. A PS of seventy or above may attempt to control multiple minds (rolled against the difference between his PS rating and theirs', -10% penalty for every individual target beyond the initial two, who come 'free'). The more minds ensnared, the less complex the psi's commands must be, in proportion to the strain of controlling so many bodies. 

•
Possess: Transferring the psi's mind into the body of another, temporarily displacing the native soul. Chance of success is the difference between the psi's PS and that of the target. The psi may inhabit the mind of the target for a number of minutes equal to his current PS rating. Possession is a tricky business; the host body may attempt to reject the invading spirit by making a PS roll every twenty minutes. 

•
Precognition: The ability to foresee future events with advance notice equal to PS rating in hours. Occasionally, flashes from events much further ahead into the future will manifest themselves as determined by the Tac-Chief for dramatic purposes. The psi has limited control over the visions he experiences. 

•
Psi-Attack: A psychic attack on another character from a range equal to his PS rating in metres. Psis with a PS of sixty or more have their range increased to their PS in Kilometres. A psi-attack manifests itself as a general state of ill-health in the target, building up to fever and eventual death. Sometimes the victim may see terrifying hallucinations, or die out from sheer fright. 

•
Psi-Block: Attempting to hide oneself from psi-based detection methods. The chance of success is made against the difference between the Psi’s PS and that of the detector. 

•
Psychometry: Registering images of past events generated by touching either living, unliving or inorganic objects related to that item. Psychometry will function up to a number of hours past equal to the psi's PS. 

•
Remote-Viewing: The Psi can project his mind to any location on the planet and view images and sounds from events occurring at the moment in time. If the Psi has previously visited that location, he rolls his PS as normal, but unfamiliar locales result in his halving his PS rating. 

•
Resist Injury: Mind over matter technique employed to ‘ignore’ an injury. A successful PS roll will negate negate a single stun. Wound damage can be voided if the psi makes a successful PS roll at half it’s current value. One roll per wound. Head-based stuns or wounds cannot be negated. If the psi is already wounded - or suffers a wound - he cannot use this SA until his wound is treated and his PS restored back to it's previous rating. 

•
Telekinesis: Moving objects up to the psi's PS rating in kilograms x2 at a range equal to his PS rating in metres. Self-levitation is possible with a succesful PS roll, to a height in metres, duration in seconds and speed in kilometres per hour equal to his PS rating. 

•
Telepathy: To 'read' the thoughts of another, up to a distance of metres equal to the psi's PS. Attempting to probe the mind of a subject against his conscious will is equal to or less than the difference between the psi’s PS and that of the target’s. A telepath can also send message of his own devising to another being; the recipient does not need to be a psi-sensitive in order to understand the message, but he cannot make a psi-reply himself unless the psi is actively scanning his mind for the information. 

•
View Paraform: The ability to see astral forms, ghosts, phantoms and entities that exist in the material plane (our 'normal' state of being). This SA will function on a successful PS roll, but will also automatically allow the psi to view paraforms should the entity(s) wish to make themselves seen. 

There are many more psi-skill powers, but most remain the province of powerful, paranormal entities, sorcerors and non-humans.

Introduction

Judge Clones

Players of the JDSS can take on the roles of judge clones as an interesting alternative to 'scratch-building' their JCs. Aside from the novelty of playing characters with a stronger, science-fiction related base, judge clones are a quick way of creating a judge without first having to spend time thinking about their physical appearance and personality traits, a challenge that some players may have some difficulty with. Think as judge clones as templates, much like those featured in the core rulebooks of other roleplaying games.

Judge Clone Backstory

The first judge clones were generated in 2066, under the expert guidance of Morton Judd, Chief Geneticist of Justice Department. The first successful clones were cultured from DNA extracted from the great Judge Fargo, the Father of Justice. This batch was known as Strain 0001. It included Judges Dredd, Rico and Corde, all of whom where exact copies of Fargo in every physiological sense. Judge Corde was killed during his rookie years in a mysterious gangland slaying, assisting street judges in uncovering corruption within the Justice system, but Dredd and Rico succesfully graduated to full eagle status.

     The cloning process was continuously refined over the subsequent years and the possibility of mass-producing clones on demand was no longer a madman's fantasy but a faint light on Gen Con's horizon. In 2071 - in the aftermath of the Great Atom War - Morton Judd and a group of loyal geneticists were sentenced to death for attempting to murder Chief Judge Fargo, who strongly disagreed with the moral nature of the nebulous paths that genetic manipulation research was tempting Judd down. Without Judd's genius, research into the cloning process became more laborious and time-consuming. However, by 2123, fully one-third of the total population of Mega-City judges was comprised of clones. With the present crisis in judge manpower, interest in judge clones has intensified, and new, quicker methods of growing clone-stock are being studied. The end result - by 2140 - is projected to be that of a Justice Department with over half it's number comprised of clones, though even that accomplishment may not be enough to stem the swiftly inflating levels of lawlessness seen in the City over the last decade.

Choosing a clone template

With the exception of the Fargo, Dredd (dry those tears NOW) Garymere and Torque rootstocks - which have been featured as reference points - you may select any of the templates listed below, in any of the age-ranges available as listed inside that particular template's parameters. 

•
Note that Psi-judges do not figure in the templates listed; experience has taught Gen Con that psi-traits are not passed from rootstock to clone for a reason that is not yet clearly understood. Numerous attempts have been made to replicate Psi-Judges Anderson and the late Omar without success. 

How to use the templates: Choose the age at which you wish to play the clone. Next, check with the template to ensure that your choice is legal. Returning to the Create a Judge page, roll up your skills as directed under the appropriate age range, then return to this page with your results. Check against the base skill ratings. Not all skills have a base rating; you use instead your original dice roll. If you have made a roll which is lower than the corresponding baseline number, ignore your roll and use the baseline instead. Additionally, not all templates have a listing for the Bald Eagle age range; these clones will not have been in existance long enough to determine an average indicator of their performance.

Personality / Skill Attributes: Character-building guidelines listing traits most commonly associated with both the rootstock and successive clones.

Baseline / Additional Special Abilities: Exactly the same mechanism as that in force for 'Natural' judges.

Template-Tolerence: When a strong rootstock is employed for cloning, standard procedure at one time was to make exact copies of it, but modern, accelerated cloning techniques have sacrificed some degree of 'authenticity' for swifter gestation. Though they may closely resemble their 'forefather', clones produced by this method are just like Natural humans, capable of developing medical and psychological idiosyncracies not present in the original rootstock. The greater the percentage displayed, the more scope you have - if you so wish it - to modify your clone's template to suit your own preferences, including physical appearance and new personality traits. 

•
Strain 0001 - Fargo

Fluff: S (3), I (30), CS (27), PS (30)

Helmet: S (3), I (47), CS (46), PS (30)

Bald Eagle: S (3), I (69), CS (66), PS (30)

Personality Attributes: Thoughtful, but quick to make well-considered judgements. Righteous sense of justice for all. Highly competent at directing large-scale operations. Only speaks when he has something useful to say. Prepared to serve on the streets or behind a desk if it will promote the growth of successful law-enforcement. Suffers fools badly. 

Skill Attributes: Exceptional, all-round performance.

Baseline Special Abilities: As per normal rules

Additional Special Abilities: (f) 1d4+6, (h) 1d6+7, (be) 1d8+10

Template-tolerance: 10%

Rootstock History: Eustace T. Fargo (b.2011 - d.2072) The first Chief Judge of Mega-City One, remembered as the 'Father of Justice'. On his death - shortly after the Atom War - Fargo's body was preserved and interred in the Hall of Heroes for eternity. 

Continuity Goofs # 1: Judge Fargo dies in 2051 according to page 59 of theJudges Manual. In the epic 'OZ' storyline, Fargo is clearly still Chief Judge after the Atom War. As a reviisonist measure, it will have to be assumed that Fargo died shortly after the cessation of the war, Judge Goodman his immediate successor.

•
Strain 0002 - Coglin

Fluff: S (2), I (25), CS (25), PS (24)

Helmet: S (2), I (35), CS (35), PS (24)

Bald Eagle: S (2), I (45), CS (45), PS (24)

Personality Attributes: Adaptable, dependable. Nondescript personality, though more of a 'yes, but ...' than a 'yes' man. Rarely loses temper.

Skill Attributes: Street skills (I, CS, SS) predominate.

Baseline Special Abilities: As per normal rules

Additional Special Abilities: (f) 1d4+5 (h) 1d6+6 (be) 1d8+7

Template-tolerance: 20%

Rootstock History: (b.2035 - d.?) Judge Gregory Coglin was a street judge for fifty-nine years. In 2117, he chose to take the Long Walk at the end of his usefulness as a 
Mega-City Judge. 

•
Strain 0005 - Solomon

Fluff:S (3), I (32), CS (25), SS (28), TS (34), PS (32)

Helmet: S (3), I (39), CS (35), SS (36), TS (43), PS (32)

Bald Eagle: S (3), I (43), CS (45), SS (58), TS (59), PS (32)

Personality Attributes: A man of the streets who would - on skill basis alone - be better served in Tek Division. A keen student of sociology and the impact of technology on modern civilisation. Well-equipped to control and manipulate the mood of society, though he would rather accomplish this via face to face contact than by pushing counters on a tactical map. 

Skill Attributes: Technical aptitudes, street skills, social sciences. Exceptional decision-making skills. Excellent grasp of legalities.

Baseline Special Abilities: As per normal rules

Additional Special Abilities: (f) 1d4+7, (h) 1d6+7, (be) 1d8+9

Template-tolerance: 15%

Rootstock History: (b.2019 - d.2076) Judge Ulysses Solomon was a street judge who led the battle against the Mek-Troopers of President Booth in the aftermath of the Great Atom War. Solomon enjoyed another four years as a street judge. 

Continuity Goofs # 2: According to the timeline published on page 59 of the Judges Manual, Judge Solomon is twice elected as Chief Judge. As Solomon does not appear to be much older than forty-five for his cameo in the Cursed Earth epic, it is highly-unlikely that he was previously elected in his thirties. Judge Hershey is the youngest ever judge to take the post of Chief Judge. Conclusion? Solomon was never Chief Judge, but Chief Prosecutor against President Booth, on behalf of all three Mega-Cities.

•
Strain 0007 - Hansar

Fluff: S (2), I (28), TS (31), MS (38), PS (25)

Helmet: S (2), I (37), TS (38), MS (50), PS (25)

Bald Eagle: S (2), I (45), TS (41), MS (65), PS (25)

Personality Attributes: Compassionate, determined. Considers the well-being of the one to be just as important as that of the many.

Skill Attributes: Carla Hansar was a Med-Judge; more than half of her clones have displayed similar aptitudes. Some interest in technical applications. 

Baseline Special Abilities: As per normal rules

Additional Special Abilities: (f) 1d4+4, (h) 1d6+6, (be) 1d8+7

Template-tolerance: 20%

Rootstock History: (b.2039 - d.2099) Carla Hansar pioneered several medical technologies during her unique stint with both Med and Tek Divisions. She was killed during the First Robot War. 

•
Strain 0008 - Goodman

Fluff: S (2), SS (36), TS (34), PS (25)

Helmet: S (2), SS (45), TS (45), PS (25)

Bald Eagle: S (2), SS (55), TS (52), PS (25)

Personality Attributes: Amiable, conscientious, open to criticism, popular among citizens, more so than perhaps among fellow judges for his leniency. Enjoys the company of children.

Skill Attributes: Quickly assimilates local knowledge and customs (SS-related special abilities). Technical aptitudes have included botany and linguistics (Goodman could converse in any human language within the Mega-City walls).

Baseline Special Abilities: As per normal rules

Additional Special Abilities: (f) 1d4+4, (h) 1d6+6, (be), 1d8+6

Template-tolerance: 30%

Rootstock History: (b.2009 - d.2101) Clarence Goodman began his career as a street judge. His ability to exchange pleasantries with just about every Mega-City citizen veered him in the direction as a Justice Department Multimedia spokesperson. Goodman became Chief Judge in the wake of Chief Judge Solomon's resignation. Goodman was killed SJS Chief Cal's assassins. 

Continuity Goofs # 3: According the the timeline on page 59 of the Judges Manual, Judge Goodman became Chief Judge in 2071, and that he died in 2101. However, 2000AD Prog 89 states that Goodman had been Chief Judge for forty-three years, marking his true year of ascension as 2058! Again, a revision made by writers John Wagner and Alan Grant, years later, during the 'OZ' storyline, states that Fargo was Chief Judge in the aftermath of the Atom War.

•
Strain 0013 - Morphy

Fluff: S (3), I (38), CS (35), DS (27), PS (27)

Helmet: S (3), I (46), CS (48), DS (49), PS (27)

Bald Eagle: S (3), I (54), CS (62), DS (59), PS (27)

Personality Attributes: Wiser than his years, but physically quicker than most youngsters. Tendency for facial hair, notably moustache. Adopts a fatherly attitude towards other judges.

Skill Attributes: Highly skilled in the street-based skills (I, CS) and an expert Lawmaster rider.

Baseline Special Abilities: As per normal rules

Additional Special Abilities: (f) 1d4+6, (h) 1d6+7, 

(be) 1d8+9

Template-tolerance: 20%

Rootstock History: (b.2035 - d.2112) Frank Morphy was a highly-respected street judge, who was often the prime candidate to take rookies out on their FSE; Judge Joe Dredd was one of the rookies who made full eagle under Morphy's wing. Tragically, Morphy was murdered shortly before his retirement. 

•
Strain 0019 - Rubins

Fluff: S (2), I (35), SS (34), DS (33), PS (26)*

Helmet: S (2), I (45), SS (43), DS (47), PS (26)*

Bald Eagle: S (2), I (57), SS (54), DS (58), PS (26)*

   * NOTE: Rubin clones are double-zero rated against psi-attack.

Personality Attributes: High degree of general coordination. Quick to learn new concepts, chameleon-like personality. Domineering, though fair to his subordinates.

Skill Attributes: Initiative, driving, street skills, acting, psychology.

Baseline Special Abilities: As per normal rules

Additional Special Abilities: (f) 1d4+5, (h) 1d6+6, (be) 1d8+6

Template-tolerance: 25%

Rootstock History: (b.2053 - d.2103) Mojo Rubins spent his early career alternating between traffic patrol and heavy weapons support duties. He later joined Wally Squad, where for the remainder of his life, Rubins closed several major numbers rackets and thwarted a Xeno shocktrooper plot to assassinate the Council of Five. 

•
Strain 0021 - Lobo

Fluff: S (3), CS (32), SS (37), PS (28)

Helmet: S (3), CS (43), SS (49), PS (28)

Personality Attributes: Easy-going, charming, beneficent, but can switch to tough hombre in a flash; Twenty-Second Century Zorro both in looks and personality. A tendency to descend into mild pessimism, a side-effect of his personality extremes.

Skill Attributes: Street skills, HTH combat specialities.

Baseline Special Abilities: As per normal rules

Additional Special Abilities: (f) 1d4+6, (h) 1d6+6, 

(be) 1d8+8

Template-tolerance: 25%

Rootstock History: (b.2078 -) Aste Lobo was the rootstock of a Cuidad Espana clone-template purchased by MC-1 to assist race relations with MC-1's large hispanic community. 

•
Strain 0023 - Mandela

Fluff > S (3), I (33), CS (32), SS (31), PS (28)

Helmet > S (3), I (44), CS (45), SS (43), PS (28)

Bald Eagle > S (3), I (57), CS (52), SS (56), PS (28)

Personality Attributes: Not comfortable with confined spaces or desk-bound jobs over long periods - the classic 'outdoorsman' in manner and appearance (grizzled). Gets along well with mutants and non-humans, suspicious of 'Normals'; whom Mandela considered 'too cynical for their own boots.' Quick to adapt to new cultures and geographies. Clones have performed well in liasons with alien immigrants to MC-1, as well as circuit and Undercity duty where their interpersonal skills are challenged to the maximum.

Skill Attributes: 'Physical' skills (I, CS, SS), survival, diplomacy, on the fly tactics.

Baseline Special Abilities: As per normal rules

Additional Special Abilities: (f) 1d4+4, (h) 1d6+6 (be), 1d8+9

Template-tolerance: 15%

Rootstock History: (b.2037 - d.2119) Norman Mandela distinguished himself by assisting in the founding of the Northern Territories (2084) in the wastes of what was once Canada. Mandela protected the Mega-City colonists from large armies of mutancheros with the help of a small, courageous band of judges and citizens known to history as 'Mandela's Madmen'. 

•
Strain 0025 - Garymere

Fluff > S (3), I (37), CS (31), DS (30), TS (34), PS (33)

Helmet > S (3), I (51), CS (46), DS (42), TS (45), PS (33)

Bald Eagle > S (3), I (63), CS (68), DS (51), TS (49), PS (33)

Personality Attributes: Determined, courageous. Odd moments of deep thought, making him appear appear slow to some. Predisposition towards violence. Quality of application of the Law is not a constant with the Garymere series. 

Skill Attributes: Favours practical skills over intellectual.

Baseline Special Abilities: As per normal rules.

Additional Special Abilities: (f) 1d4+5, (h) 1d6+7, 

(be) 1d8+9

Template-tolerance: 15%

Rootstock History: Robert Garymere (b.2068 - d. 2105) During the Apocalypse War, all of the clones from the Garymere gene pool turned and willingly aided East Meg in the conquest of Mega-City One. All of the remaining Garymere clones - and the rootstock himself - were tried and executed for their crimes. Only one survived and went through judge training. Discovered four years after his graduation, Judge Garet was recalled from duty and put into cryogenic suspension. During the Necropolis, when the Judges fell in their thousands, the Council decided the time was ripe for a fresh start. Exorcised from the cryo-chambers, Garet awoke to a new world, a world devastated by Necropolis. 

•
Strain 0031 - Steinwake

Fluff > S (2), I (33), TS (34), MS (33), PS (26)

Helmet > S (2), I (46), TS (47), MS (42), PS (26)

Personality Attributes: Analytical, inspired, firm believer in teamwork. Detached, uncharasmatic personality.

Skill Attributes: Technical and medical skills.

Baseline Special Abilities: As per normal rules

Additional Special Abilities: (f) 1d4+4, (h) 1d6+6, 

(be) 1d8+6

Template-tolerance: 20%

Rootstock History: Calvin Steinwake (b.2076 - d.2123) was a med-judge who saw most of his career on the streets with Med-Division mobile support units. He developed technical modifications to paramedic procedures which greatly increased street judge survival rate. Later, Steinwake studied the science of prosthetics at the GHoJ with a view towards relocating disabled judges from desk jobs back onto the streets to bolster manpower levels. Steinwake was killed by the forces of the parallel-dimension Judge Cal during the so-called 'Helter-Skelter' crisis. 

•
Strain 0058 - Dredd

Fluff > S (3), I (45), CS (49), SS (39), DS (40), TS (29), MS (26), PS (30)*

Helmet > S (3), I (68), CS (62), SS (67), DS (55), TS (36), MS (36), PS (30)*

    * NOTE: Though Judge Dredd is double-zero rated against psi-attack, his clones are not.

Personality Attributes: Extraordinary willpower. Single-minded, relentless determination to enforce his own system of beliefs and judgements upon others. Behaviour settles somewhat during later life, and a degree of sympathy towards fellow sentients emerges.

Skill Attributes: Excells at practical skills.

Baseline Special Abilities: As per normal rules

Additional Special Abilities: (f) 1d4+8, (h) 1d6+12, (be) 1d8+15

Template-tolerance: 10%

Rootstock History: Joe Dredd (b.2064 - ) is himself clone of Judge Fargo, but in many ways his own personal achievments have eclipsed his forefather's to the extent that Gen Con decided to branch-out and generate a clone series based on Dredd's DNA. The Dredd series was instigated in 2111; to date, seven clones are in the accelerated gestation stage.

    NOTE: Dredd was 'born' in 2064, underwent two years of accelerated growth and entered the Academy of Law at the physical age of five in 2066. 

•
Strain 0059 - Torque

Fluff > S (4), I (39), CS (42), DS (42), TS (25), MS (20), PS (30)*

Helmet > S (4), I (58), CS (57), DS (60), TS (25), MS (20), PS (30)*

    * NOTE: Torque clones are double-zero rated against psi-attack. 

Personality Attributes: Executors are stern, unflappable and direct.

Skill Attributes: Street-practical skills such as I, CS and DS have been raised above the average through genetic engineering. The sections of the brain responsible for intellectual thought have been slightly repressed so that more energy can be applied to the physical aspect of lawbringing. All Executors are double-zero rated, benefitting from advances in the field of psi-gene engineering.

Baseline Special Abilities: As per normal rules

Additional Special Abilities: (f) 1d4+6, (h) 1d6+10

Template-tolerance: 0%

Rootstock History: Damon Torque (b.2081 -) was a street judge with an exemplary performance record parallel to that of Judge Dredd. Torque was disabled during a dune shark attack on MC-1 some years since. He agreed to submit his body to science, in the area of genetic engineering. Under the watchful eye of Chief Tek Calgary, Torque's body was surgically shredded, scanned into a medical computer and reconstructed on hard-drive. From here, Gen Con was able to tailor Torque's mind and body to exacting specifications... the ultimate law-enforcer. Twenty-Nine Executors are ready to hit the streets. 

•
Strain 0063 - Hershey

Fluff > S (2), I (37), CS (38), SS (40), DS (33), MS (29), PS (27)

Helmet > S (2), I (57), CS (52), SS (57), DS (53), MS (42), PS (27)

Personality Attributes: Stern and upright, adaptable and humanitarian. Strong leadership potential, but reluctant to accept command positions.

Skill Attributes: Street-practical skills are her strong point, but secondaries (TS, MS) are above average. 

Baseline Special Abilities: As per normal rules

Additional Special Abilities: (f) 1d4+7, (h) 1d6+9

Template-tolerance: 25% 

Rootstock History: Barbara Hershey (b.2075 -) First came to prominence as stringer with the Judge Dredd-led Judge Child Quest of 2102. She returned to the streets of Mega-City One and acquitted herself well, with numerous commendations awarded over a short-space of time. Hershey was elected Chief Judge in 2122, where she continues to serve. 

The Bloodline

"Must be really weird, having a double. You ever get flashes ... y'know, like you see where he is or what he's up to? Do you feel his pain, Rico?

     "I don't know ... maybe sometimes."

     "Creee-peee."

- Judges Egan and (Dredd-clone) Rico

As the technology of cloning advanced, and second generations of clones were unveiled, an unusual by-product of the cloning process was discovered ... a psychic link between clones of a certain series that came to be known - somewhat misnomeously - as the Bloodline (generally speaking, clones of the same rootstock are considered to be of the same bloodline). A bloodline is a form of low-level empathy which exists between certain clones gestated, incubated and inducted into the Academy of Law at the same time, who go on to train together. Their close-proximity can trigger this psi-phenomenon, which usually manifests around puberty. 

     In game terms, any clone has a base 10% probability of sharing bloodline empathy with a fellow clone - or clones. If the clone qualifies for bloodline, they receive the following Special Ability, which is to be entered in the Psi Skill section of the JDPC1 character-sheet:

•
Bloodline: This judge-clone shares an empathic link with clones of the same rootstock who fulfil the circumstantial criteria listed above. The maximum range of this power is equal to a distance in metres equal to the total of the affected clones' PS rating in kilometres (e.g. - Judges Dash (PS 23) and Quimby (PS 31) share a functional, empathic link up to a maximum distance of fifty-four kilometres. The clone will experience extreme emotions generated by the other, though not as intensely. He may not actually be aware that the emotions he is receiving are the result of the bloodline, instead misinterpreting that he himself is having an 'off' day. The precise mechanics of this ower are regulated by the Tac-Chief. 

There is one notable exception to the rule that bloodlines can only be generated by clones who have developed together; the Fargo rootstock, popularly known as the Clan. It was observed during their years of Academy training that Cadets Joe and Rico Dredd - Fargo clones - seemed to share a close link, almost akin to telepathy. This was the first recorded instance of the bloodline. 

    Not understood at the time - but thanks to psi-gene engineering, now so - one of the primitive emotional centres in the hindbrain functions at elevated levels to those of normal humans. It is thought that early Man used a measure of telepathy to increase coordination between himself and the other members of his tribe, improving it's chances of procuring live food during a hunt. In some humans, this power has survived - but to a greatly reduced degree -empathy. In fewer still humans telpathy survices intact, and may be even more powerful than the power inherent in their ancient forefathers.

     The empathic relationship between Judges Dredd and Rico (the Rico-clone formerly of Texas City, not Dredd's late clone-brother) is a peculiar one. Judge Dredd is double-zero rated against psi-attacks; Rico claims that he manifests emotions that are not his, but Dredd's. Theoretically, Dredd should not be able to transmit empathically, but Rico is allegedly able to receive. Dredd has to date not disclosed any personal experiences of receiving Rico's emotional psi-waves, but it was known to a select few - now all deceased - that Dredd possessed a psychic connection with the Judda-clone called Kraken, a modified Fargo clone. This encounter was intense enough for Dredd to actually perceive images as seen through Kraken's own eyes. 

When clones go bad

"Strange, isn't it? Fargo, Dredd, Rico, Kraken ... the same bloodline. The same people. Yet some turn out right and some ..."

- Anonymous judge.

The layman will wonder how it can be possible for a clone to deviate so far from another - in psychological terms - that he can actually seem to have a wholy separate personality profile. Clones are prey to character idiosyncrasies just as Natural humans evolve separately of one another during the course of their lives.     It is easy to get sensationalist about rootstock to clone deviations - the cases of Judge Rico Dredd and Kraken are about as dramatic as 'bad-clone' scenarios can get - but most clones are stable, honourable men and women who remain in full command of their sensibilities all their lives; this is exactly why their rootstocks were first selected as clone-templates.

    But sometimes an inherent streak of 'antisociety' can run deep, crossing generations, as in the case of the Garymere clones when Gen Con discovered too late that Judge Garymere was an East-Meg sympathiser and an ally of the soviet infiltrator Orlok during the events which culminated in the Apocalypse War. Subsequent Garymere clones fell into crime. A termination order was ratified and all surviving Garymere clones were nullified with a singular exception.

Judges

Rookie Erik Charlemagne

•
Gender: male Age: 17 Hand: right  

Ethnic Origin: caucasian Height: 1.86m Build: medium 

•
Primary Aptitude: Combat 

•
Profile: Charlemagne is a second generation Megger, his grandparents having emigrated from Brit-Cit and settled in MC-1 during the Goodman years. Following the destruction of the southern sectors during the Apocalypse War, the family was re-housed in Sector 142's newly constructed M.C. Escher Experimental Housing Unit. 

     During his Academy Suitability Assessment, Charlemagne was deemed unsuitable cadet material due to a disassociative disorder, a mental iregularity caused by pre-natal exposure to the Block Mania toxin. He came to the attention of Justice Department when, at the age of five, he engineered the deaths of two juves using the Block's Tesseract generators to distort the time and place of death. The arresting Judge, Winter, re-submitted him for Academy consideration and, following surgery and psi-counselling, he was enrolled. At the Academy, Charlemagne exhibited an affinity for tactical reasoning, coupled with a cynical outlook and a distinct lack of empathy. Stoic and efficient, he can be counted on to always have a calculated solution to any problem. Charlemagne considers the brain to be the best weapon in a Judge's arsenal and does not suffer fools gladly. 

Judge Solomon De'Ath

•
Gender: male age: 38 Hand: right

Ethnic Origin: caucasian Height: 6.2

Weight: 220 Build: athletic 

•
Primary Aptitude: Stength

•
Profile: Solomon De'Ath gained his full eagle in 2103, hitting the street just months before the full onslaught of Block Mania and the Apocalypse War. De'Ath was pounding his initial beat as junior block liaison officer for Steve McQueen Con-apts when the chaos first struck. Finding himself alone and fighting against a rampaging horde of crazed citizens, Sol bravely cracked heads all the way to the ground floor and potential freedom, when suddenly the citi-def unit from neighbouring Fred Dibnah Heights fired their experimental sonic cannon at the block's foundations, sending the whole structure careering through the city bottom into the Undercity, landing in the Big Smelly below. 

     Days later, Sol pulled himself from the rubble, unaware of the invasion taking place above. Whether it was due to his massive exposure of the Block Mania virus in the already foul waters, or the small matter of the surrounding half-million rad count, the De'Ath who emerged was a changed man. With his already legendary charisma combined with a new love of mayhem and ultra-violence, Sol recruited a formidable army of freaks, geeks and other undercity denizens and emerged street-side to meet the Sov invaders head on. 

     The events that followed are still subject to extreme speculation. Somehow, De'Ath managed to capture and secure a sector house and surrounding district, for the duration of the conflict. Though later vaccinated and re-conditioned back into service, there are those remain unsure that the job was completed properly. De'Ath's brutality in enforcing the law has led him to be compared, rather unfairly, with his superfiend namesake. Sol himself remains largely unconcerned, pounding the beat with great vigour and glorifying in his reputation as the most Drokked-up law man this side of the Meg. 

     As they say back in Apetown, "Simpin' ain't easy!"

Judge Alex (Crashbag) Garet

•
Gender: male Age: 25 Hand: right

Ethnic origin: caucasian Height: 6.1 Build: lithe 

•
Primary Aptitude: Coordination 

•
Profile: Garet is a strong, determined individual, who’s life is the law. An average student at the Academy of Law who attained a Grade 2 Pass. However, he made up for his lack of originality with determination and courage, never faltering under pressure or wavering under fire. Saying little and thinking deeply, he appears slow to some, but this acts as a front for the cool and tough shield he has built around himself. Garet is predisposed towards violence; he thrives on it. That's not to say he resorts to it unnecessarily, but when it comes to the crunch, he enjoys the buzz of bloodshed and broken joints ... preferably those of others. 

     A clone from a long disused gene-pool, Garet finds himself constantly striving to make good in an effort to put right what once went wrong with his clone-father, Judge Garymere. 

Judge Gareth Grant

•
Gender: male Age: 25 Hand: right 

Ethnic origin: caucasian Height: 6.4 Build: average. 

•
Primary Aptitudes: Combat and street. 

•
Profile: At the age of four a young orphan was found by Circuit Judge Bicaster in the wreck of a crashed transport pod deep the Cursed Earth. The Transport had been ferrying the boy’s to Mega-City Two for a vacation. It was forced to the ground by a severe ion storm. The boy had managed to survive on his own for four months without any outside assistance. When Judge Bicaster first encountered the boy he was busy skinning a large lizard that he had caught for food. As the transport pod was on his list of missing transports Bicaster brought whatever survivors he could locate back to the City. Once back in Mega-City One it was quickly discovered that the child had no family left alive. Judge Bicaster was left with a choice; leave the child to the state or submit him to the Acadamy of Law? Bicaster spoke to one of his former tutors and secured the boy - Gareth Grant - a position in the Academy. 

Rookie Elvie Garcia

•
Gender: female Age: 16 Hand: right 

Ethnic origin: hispanic Height: 4.11 Build: voluptuous 

•
Primary Aptitudes: Combat and technical 

•
Profile: Tough, accurate, knowledgeable and resourceful. Garcia has had to work hard to gain the grudging respect of her colleagues. She has never let her height or looks interfere with her professionalism - indeed, she has intimidated the toughest of street perps and tackled a rogue Klegg mercenary single-handedly. Her solutions to some of the Academy set-piece scenarios were a little unorthodox - and although most Tutors admonished her for stepping out of SOP's (standard operating procedures), she did get praise from a few of the grizzled tutors for her inventiveness. 

     Rookie Garcia can hold a grudge - and has been competing with a fellow Rookie (Sprague) from the age of six. She has been warned that pursuit of vendetta's and grudges will not be tolerated 'on the street'. Her sense of humour has also teetered on the edge of disrespect, and she was reported more than once for her humour. Dazzling white smile (when it occurs - which can be rare). Short, stocky and voluptuous (and a little self-conscious of the fact). Her motto: “Doing good while looking good.” Garcia has one sister - Mabel Garcia - deputy SJS chief. 

Judge Hal (Grim) Grimalkin

•
Gender: male Age: 17 Hand: right 

Ethnic origin: caucasian Height: 1.83m 

Weight: 113kg Build: athletic 

•
Primary Aptitude: Combat. 

•
Profile: Born 28/01/2104, Mercy Lows Medi-Centre, Boris Karloff Block, Sector 119 South. Born just before the outbreak of the Apocalypse War, Hal Grimalkins’ parents were both killed by invading Sov troops during an assault on a refugee column. He was rescued by a Citi-Def group, and was sent to an orphanage when the war ended. The young Hal was found to be naturally extremely strong, and was inducted into the Academy of Law at age five. Cadet Grimalkin took to the Judge system well, although some of his Tutors found some of his judgements to be rather harsh, and he was considered to have a rather cynical and pessimistic nature. He soon earned the nickname ‘Grim’. 

     Aged ten in 2114, Cadet Grimalkin fought in the zombie war known as Judgement Day. When the Academy was over-run, he was badly injured while fighting in hand-to-hand combat with a large group of undead, and was only saved when Sabbat the Necromagus was eliminated. Grimalkin recovered, but his hair - which until then had been dark brown - turned completely grey. He was diagnosed with Post Traumatic Stress Disorder - and spent some months in therapy before being passed as fit - although his brush with death left him rather more cautious than before. He is dependable and reliable, but he finds it difficult to trust people he doesn’t know. His contemporaries regard him as rather stiff and formal, as he isn’t particularly friendly. He is intelligent and quick-witted, but doesn’t have much imagination, and frequently says the first thing to come into his head without considering the consequences. 

Judge Hidekazu Hayabusa

•
Gender: male Age: 19 Hand: left

Ethnic Origin: Oriental Height: 6.4 Build: lanky 

•
Primary Aptitude: Driving 

•
Profile: Judge Hayabusa was recognized and prepared to be a judge for his precocious ability to adapt and overcome challenges by focusing on the task involved and surmounting it. Although his English is not perfect, he quickly learned to make it a functional part of his live and prove that he might be a good transfer candidate to Mega-City One as a part of Hondo City's commitment to cultural and law enforcement cross-fertilisation.

     Hayabusa is normally taciturn; he observes situations, summing them up and then succinctly offering his input. He is able to focus extremely hard on the task at hand. His primary sense is visual; he enjoys practicing his lip reading skills more than his English listening skills. Hondo City has reminded him that he must pass full fluency exams before he is twenty.

     He is filled with a deep commitment to the Law and the safety of citizens. With the privileges of the judge also comes grave responsibility. Hayabusa does not make light of the Law and believes that others too must see and respect the Law with the same unflinching degree of scrutiny that he himself observes. 

     Hayabusa is a tall Hondo male with classical facial features are more Romanesque than oriental, thus observers often mistake his origins. However, close associates soon learn that he exhibits certain typical eastern behaviour traits, such as his preference for silence. Hayabusa is most comfortable patrolling the megways.

Judge Winslow (Robocop) Ho

•
Gender: male Age: 27 Hand: left 

Ethnic Origin: oriental Height: 1.84m Build: wiry 

•
Primary Aptitude: Driving 

•
Psi-Rated 00 

•
Profile: Born into a small community in the Cursed Earth, which was later destroyed by rogue Judge Izzard. During a follow-up investigation of the incident, Circuit Judge Ellis found Ho (then 3 years old) - the only survivor - in the wreckage of a wagon-train. Ellis placed the boy into care with a Sector 42 orphanage. It's matron - Mrs. Overlarge - returned the favour and submitted Ho to the Academy of Law on his fifth birthday. In the years since his training, the only remarkable thing about Judge Ho is his terminal lack of personality. 

Judge (Angel) Jonson

•
Gender: male Age: 21 Hand: right  

Ethnic Origin: caucasian Height: 5.10 Build: medium 

•
Primary Aptitude: Combat and street. 

•
Profile: Found living in a skip behind a McCrud’s fast-food restaurant at the age of eight, Jonson was submitted to the Academy due to his extraordinary survival skills. Naturally intelligent, streetwise and tough. A lifetime of hardship has dictated that Jonson is extremely cautious in all affairs and will try to avoid any conflict unless absolutely necessary. A certain lenience has been noted in Jonson’s dealings with the homeless and the poor. Though badly-scarred by a Juve he once tried to help, Jonson’s attitude towards the lower-classes of MC-1 society remains unwavering. 

Judge Sarah (Calamity) Kane

•
Gender: female Age: 21 Hand: right   

Ethnic Origin: caucasian Height: 5.10 Build: slim 

•
Primary Aptitude: Technical 

•
Profile: Judge William Kane discovered the newborn girl near the body of her mother who had apparently died shortly after having given birth. Unable to locate any relations for the child, Judge Kane gave her his name when he submitted her to the Academy, and he continues to keep an unofficial eye on her progress. Sarah was a typical Cadet and averaged good pass rates. Her Judge-Tutors noted a certain aptitude for technical skills, but onmaking full eagle, she chose to be a Street Judge. 

Judge Eugine (Gene) Tailz

•
Gender: male Age: 24 Hand: left 

Ethnic origin: caucasian Height: 6.4 

Weight: 170lbs Build: medium 

•
Primary Aptitude: Combat. 

•
Profile: At the age of three, Tailz’s parents were killed by jimps faking a 59c on their apartment. The jimps executed his parents when they didn't co-operate by handing over their jewellery. Tailz hid in the dirty clothes basket until the judges arrived and discovered him. Now an orphan, Tailz was given over to the senior judge on scene - Blackstaff - who submitted Eugine into the Academy of Law. At the academy. A quiet but conteplative student emerged, always the first to think of the correct solution but the last to forward it. Originally thought to have difficulties with authority, intense psycho-rehabilitation helped Tailz to understand the burden of responsibility that he would be undertaking in later years as a street judge. After excelling in tactics and sniper duties, and after his own street trial - undertaken by Judge Blackstaff - Eugine Tailz was granted his full eagle. 

     Tailz is of large physical build. He has striking, piecing blue eyes. Evan though he is heavily tanned due to hours spent on top of buildings waiting for the shot whilst on sniper duty. He flashes a wicked smile that would melt any female’s heart if he so desired it. 

Judge Joshua Temple

•
Gender: male Age: 20 Hand: right 

Ethnic origin: afro-white Height: 5.11 

Weight: 201lbs Build: athletic 

•
Primary Aptitude: Coordination 

•
Profile: Temple is an easy going Judge, with a ready smile. He was taken into the Academy when found leading a child gang on City Bottom and given a chance to do some good before he turned to a life of crime. He managed to be unfortunate enough to draw Dredd on his Hotdog Run. Labelled 'slack' in his application of the Law, Temple was granted a Grade 3 Pass - barely a judge. Unsuitable for street work, Dredd suggested Public Relations, where Temple’s winning smile and good looks could be put to use.

    It was while making a visit to a City Bottom school - where a group of Troggies had kidnapped a class of children - that Temple managed to redeem himself. Giving chase, he followed the Troggies in to the Undercity and managed to rescue all the children in a gun battle that ranged across several miles as the kidnappers sought to escape. It was while undertaking this mission that Temple he developed an interest in the history of the world prior to the building of the mega-cities, even acquiring a few artefacts from this time. His favourites are the sci-fi comedies from the ancient Star Trek series. After this he put in a transfer back to the streets and since there was a despaerate shortage it was accepted. Being somewhat easy going, Temple is willing to let lesser crimes to go with minimal punishment if it means getting to a more serious perpetration in less time. 

Judge Jacob Tithe

•
Gender: male Age: 21 Hand: right 

Ethnic origin: caucasian Height: 6.3 

Weight: 250lbs Build: muscular 

•
Primary Aptitude: Driving. 

•
Psi-Rank: Grade 3 Telekine 

•
Profile: Jacob was the son of a priest Elija who wandered the Cursed Earth wastes spreading the 'Word of Grud', a practice that ultimately resulted in disaster. One night, while Jacob and his father slept their camp was raided. Both were kicked and beaten and left for dead while their assailants made off with their belongings. Elija died there on the plain, but Jacob survived and after weeks in a Mega-City orphanage, was discovered by a routine recruitment sweep by Justice Department. It was discovered that - as well as his general ruggedness and hardy physique - Jacob had the Psi ability to resist injury and heal wounds. He was enrolled into Psi-School. Jacob's years at Psi-School and the Academy of Law were of little incident; he survived everything thrown at him, but whether the chances never came his way or he never took them, he failed to excel in anything but survival and strength of arms. 

     Jacob still feels that he has yet to meet an incident to really challenge him as much as the death of his father. This past trauma remains the focus of his life, despite repeated Psycho-counselling. Jacob tries to hide his emotions, burying his feelings deep inside, trusting nobody, marking him as a loner. If not for his impressive Psi-talents, Jacob would have been expelled from service long since. 

Judge Thomas William (Tomahawk) Two Feathers

•
Gender: male Age: 23 Hand: left 

Ethnic origin: amerind Height: 6.0 

Weight: 178lbs Build: slender 

•
Primary Aptitudes: Combat and driving. 

•
Profile: Thomas William Two Feathers was born in 2098, just beyond the dome of Mega City one, His parents ran a small trading/general store in a mutie town that doubled as a waystation for Cursed Earth travellers. This life came to an abrupt end when Judge Caligula came to power. The Klegg Judge Grampus and his aerial

units firebombed the township when Mega-City refugees sought refuge there. Two Feathers was orphaned that day, he was two years old. For three months he and other refugees were incarcerated in the work camps that Cal had introduced in his insane scheme to imprison the entire population behind a massive city wall. Two Feathers was lucky but he did not escape the reign of terror unscathed, left traumatized and emotionally scarred. He eventually found a home in a small orphanage. Hunger and loneliness his only companions. The staff were not purposely negligent, just overworked and understaffed. Thomas had learned at an early age that crying didn't help, so he had regressed, and simply stopped making any noise, stopped socialising. Justice Department spotted his mutation when medical teams began trawling the cities orphanages in an attempt to catalogue missing juves. Thomas had the ability to resist radiation, pathogens and disease to a limited degree.

     Thomas was made a ward of the City. Justice Department became his family. By the age of five, the only thing Thomas was interested in was becoming a judge. In 2104, Two Feathers was admitted into the Academy. Life there was hard. Two Feathers was not an easy person to get along with. Most of his classmates were of Anglo-American stock, some had an ingrained bigotry towards his Indian ancestry. Thomas didn’t care; he had been told that friendships should be avoided at all costs - a good judge should have no weakness. Dredd's Comportment was his only companion. Cadet Two Feathers sought to do everything alone, and this was nearly his undoing. His pride would not allow him to ask for aid. He graduated .. barely. The only thing that he excelled at was driving. Thomas loved the lawmaster with a passion, the power he controlled at his fingertips was intoxicating, the feeling of freedom when he opened the throttle was like being touched by Grud.

     Because of his genetic makeup, Thomas was inducted into specialist Outland training; he felt the call of the land where he had been born; the Cursed Earth was his home. On a mission into the ‘Earth, a fateful confrontation with a band of marauders resulted in Judge Two Feathers, Devlin and Somerset being the only members of a seven-strong force to survive. Devlin and Somerset both suffered from serious radiation poisoning, Two Feathers with two 9mm rounds in his chest. Thomas’s innate survival skills kept them alive. It was here that he picked up the somewhat dubious nickname of "Tomahawk". Thomas had expected further work in the Outlands Division, so it came as a surprise for him when he was posted to sector house sixty-nine. After a time with Vice, he settled in as a patrol judge. Two years on and he's still there. 

Judge Zelial Xelai

•
Gender: male Age: 18 Hand: right 

Ethnic Origin: hispanic 

Height: 5.10 Build: medium 

•
Primary Aptitudes: Endurance, Combat and Driving 

•
Profile: Zelial Xelai and his brother Carlos were both made property of the Academy of Law at an early age. Carlos was wounded during training and was forced to consider a career in the Armouries, weapons-lore a skill for which he was well-suited. Zelial went on to make the grade of rookie, proving himself capable street judge material. He was granted full eagle by the late Judge Chung during a particularly arduous Hotdog Run.

     Xelai is committed to a fair but throrough enforcement of the Law, perhaps too thorough, as he will push his concerns home with a degree of motivation comparable to outright obsession. 

Judge Herman Zhugova

•
Gender: male Age: 22 Hand: right 

Ethnic Origin: hispanic 

Height: 6.2 Build: medium 

•
Distinguishing Features: Horizontal scar across neck, 

souvenir from an encounter with a barb-wire garotte. 

•
Primary Aptitude: Combat. 

•
Profile: Judge Zhugova is among of the last of the infamous Judgeborn, a living relic of one of Justice Department's greatest scandals. Twenty-eight years ago, a cabal of rogue Judges in Gen Con hit upon an entirely new crime. Mega-City One has many "Simps", some of whom are citizens who worship the Judges. Using Justice Department's own faculties, the rogues injected these citizens with Judge genetic material so that the Simps could know the joy of giving birth to a Judge. This malpractice continued for years until one of them - Judge Tsang - delved even further into corruption. There are many psychotic judge-haters in the city; Tsang sold them judge-babies. The citizens could now enjoy torturing judges to death. During the investigation of these dead infants - found in dumpsters - genetic screening revealed their true origins and the SJS was called in. In the end the cabal were sent to Titan, and the surviving Judgeborn inducted into the Academy of Law. 

     In hindsight this was not a good idea. For whatever reason - psychic corruption, over-high expectations - the majority didn't make it through, and those that did graduate often turned to crime. The majority of the surviving Judgeborn are now inmates of Aspen or Titan. As a preventive measure, the rest were removed from the streets and transferred to desk jobs, under close supervision. Were it not for Justice Department's constant manpower shortage, the Judgeborn would have been executed. Judge Zhugova - cloned from the Lobo rootstock - was spared the whip. He is one of three Judgeborn still active. All eyes are on him. Zhugova is a pessimist. His past is one of being told that he is a sub-standard copy of the real thing. He doesn't just see the glass as half-empty; he's sure the water contains impurities. His outlook is offset by a firm devotion to the Law. 


Justice Department

Chief Judge: Chief Judge Hershey. Elected by the citizens of Mega-City One. The Chief Judge is the commander-in-chief of Justice Department and holds ultimate sway over the judges and the City. Also the leading member of the Council of Five, authorised to select the other four members. Term of office is technically unlimited relative to the Chief Judge’s continuing competency in the position, though a unanimous vote by either fellow Council members or the citizens of the City can expedite his/her removal from office.

The Council of Five: (circa 2123) Judges Niles (PSU Chief), Buell (SJS Chief), McTighe (Street Judge representative) and De Klerk (Covert Operations Establishment). Chaired by Chief Judge Hershey. The Council of Five controls Mega-City One life at almost every level.

NOTE: In the JDSS’s current timeframe of 2121, the Council of Five is populated thusly: Chief Judge Volt, Psi-Judge Shenker, Deputy Chief Judge Hershey, Judge Niles (SJS) and Judge Ramos (Street Judge representative).

Alien Bureau: Judge Pallance, Chief of Operations. Responsible for processing extra-terrestrials in Mega-City One, whether it be screening offworld visitors to the City, stamping travel permits or expelling illegal aliens. ET Welfare Officers are assigned to transients who are less able to fend for themselves in the busy megalopolis.

Crime Bureau: Judge Cage, Chief of Operations. Provides follow-up services to Street Judge investigations. Seeks the publics’ participation and assistance in combating organized criminal activity with the City.

•
Auto Crime Division: Judge Mears, Division Chief. Charged with investigating and combating the organized theft of ground and hover-vehicles by targeting major auto crime violators and investigating vehicle insurance frauds with an emphasis on organized crime involvement. 

•
Cold Case Squad: Judge Chapman, Squad Leader. Investigates open homicides and serious shootings more than six months old. Cases may involve known suspects who have evaded capture or investigations in which a perpetrator has yet to be identified. 

•
Covert Operations Establishment: Judge Morgan, Chief of Operations. Undercover operations designed to counteract threats to Mega-City One territory, chiefly through intelligence gathering, which is submitted to departments with the ability to take decisive action based on the data provided. 

•
Detention Division: Judge Tyrell, Division Chief. Staffs and maintains the several hundred iso-blocks within Mega-City One and the holding and iso-cubes located within the sector houses and the Grand Hall of Justice. 

•
Iso-Block Section: Judge Silas, Section Chief. Concerned with the day-to-day external and internal structural maintenance of the iso-blocks. 

o
Iso-Warder Corps: Judge Young, Chief of Corps. Support group for Iso-Warders. Also responsible for recruiting new warders. Warders receive highly-specialised training in the use of chemical agents as an alternative to physical confrontation, and in the use of perp-prods. Training also includes Search and Mobilization, Barricade Response, Tactical Formations and Firearms. 

o
Perp-Aid: Judge Byderbeck and Cravatt Moshe, Co-administrators. Informal perp rehabilitation organisation CO-financed by a citizens collective and Justice Department. 

o
Rehab Unit: Judge Straker, Unit Chief. Formal perp rehabilitation program for hardened offenders. 

•
Investigations Division: Judge Kearsley, Division Chief. Investigates cases of non-criminal violations of department regulation referred to by the SJS, and conduct full administrative inspections of the Crime Bureau. 

o
Investigations Support Division: Judge Darrow, Division Chief. Administers confidential investigative funds and maintaining fiscal records relating to the Crime Bureau’s budget. Records centre for all complaints of narcotics, vice and auto vehicle crime. 

•
Narcotics Division: Judge Tremayne, Division Chief. Identifies, arrests and eliminates drug gangs and individuals who control drug operations. Also responsible for the timely investigation of citizen complaints regarding narcotic violations. 

•
Organised Crime Division: Judge Keanu, Division Chief. Gathers and analyses all intelligence information for organized crime. 

•
Public Surveillance Unit: Judge Niles, Chief of Operations. Maintains a twenty-four hour monitoring program, studying the movements and activities of Mega-City citizens using spy-in-the-sky cameras and numerous other hi-tech surveillance devices. 

•
Vice Division: Judge Devlin, Division Chief: Charged with suppressing illicit vice operations. These conditions include: Illegal ‘Numbers’ policy, bookmaking, electronic gambling devices, casinos, body-sharking, inside prostitution, violations of city liquor laws, sexual exploitation of children, vi-mongering, ticket scalping and loan-sharking. 

•
Psi Division: Judge Shenker, Division Chief. One of the smallest divisions, citywide operative-count totalling less then one-hundred. Psi Division assists in the detection and elimination of crime through unorthodox methods associated with the powers of the paranormal. Psi-sensitives are hard to come by, hence a large body of Psi-Division being comprised of extra-terrestrials, mutants and the disabled. There are five principle departments; Pre-Cog, Hynopath, Telepath, Exorcist and Telekine, though the latter are distributed among the Street Judge forces. 

o
Exorcist Squad: Judge Cushing, Squad Leader. Formerly Exorcist Division. Expels demonic entities that have taken possession of citizen’s minds, bodies and habitats. 

o
Hypnopath Unit: Judge Andreas, Unit Chief. Extracting information from the minds of suspects using thought-power alone. 

o
Pre-Cog Unit: Judge Uhmara, Unit Chief. Attempt to predict crimes before they happen. Confined for most of their days within psyke-tanks where they can concentrate their powers. This squad also incorporates remote-viewers, psis who project their astral forms to distant lands and planets to acquire tactical data valuable to Justice Department. 

o
Telekine Unit: Judge Flynn, Unit Chief: Psi-Div telekinetics take an active role in law enforcement, accompanying street judges and Tactical Response Units into the City. 

o
Telepath Unit: Judge Moses, Unit Chief: Telepaths are brought onto crime scenes - past and present - to lend their mind-powers to augmenting the investigation. They may be able to detect multisensual data relevent to the crime’s pathology (retrocognition), or detect thoughtwaves eminating from nearby citizens who have been involved in the incident but have not to date offered any evidence to assist the inquiry. 

o
Psionic Research Lab: Judge Randall, Chief Scientist. Para-science laboratory filled with strange equipment designed to plumb the mysteries of the occult. 

o
Psi-School: Judge-Tutor Kimiro, Principle. Judge Cadets diagnosed with Psi-potential are granted day-release from the Academy of Law and sent to the Psi-School where their talents are studied, coaxed and analyzed. 

•
Sex Offenders Monitoring Unit: Judge Friend, Unit Chief. Collects, exchanges, disseminates and monitors information on sex offenders. 

•
Wally Squad: Judge Ulrich, Squad Leader. Undercover unit designed to infiltrate criminal organizations. 

Foreign Affairs Bureau: Judge Assante, Chief of Operations. Concerned with the study and analysis of developments in other regions of the planet.

•
Diplomatic Corps: Judge McKee, Chief Diplomat. Delegates representatives from Mega-City One to the other City-States. 

•
Global Intelligence: Judge Lane, Chief of Operations. Monitors political activities in City-States across the Earth for behaviour that may constitute a threat to the security of Mega-City One. 

•
Counterintelligence Division: Judge Boehm, Division Chief. Protects against foreign assassination, espionage, sabotage, and intelligence collection efforts. 

•
Counte terrorism Division: Judge White, Division Chief. Analyses Mega-City multimedia and public-service channels for data pertaining to subversive elements in operation within city limits. Investigates and nullifies such elements. 

Offworld Bureau: Judge Hamill, Division Chief. Assists administration of offworld colonies populated wholly or partially by Mega-City ex-patriots in regions owned by the City. Many of these colonies have industrial bases - mining, for example - though satellite establishments such as Luna-City One and Hestia have a greater degree of independence and provide for themselves.

•
Diplomatic Corps: Judge Hyde, Chief Diplomat. Delegates representatives from Mega-City One to offworld colonies. 

•
Offworld Penal Corps: Judge-Governor Schneider, Head Warder. Only one Mega-City One penal colony exists to date - on the moon Titan, a harsh prison for corrupt Judges. 

•
Space Corps: General Savalas, Commander-in-Chief. Military arm of Justice Department. Keeps the peace among the deep space territories. Comprised of Judges and civillian recruits. 

•
Territorial Law Enforcement: Judge Shear, Department Chief. On-site Judging; temporary and permanent detachments in operation. 

Internal Affairs Bureau: Judge Dee, Chief of Operations.

•
Internal Multimedia Section: Judge Jowett, Section Overseer. Provides justice Department with the media distribution services required to meet it’s everyday needs: daily orders, legal bulletins, communications from the Sector Chief or Chief Judge, department posters, data slugs, training manuals and department records. 

•
Personnel Division: Judge Challendar, Chief of Personnel. Development and administration of programs to improve Judge motivation, satisfaction and efficiency. Dealing with health, safety and general welfare. Delegating assignments, maintaining personnel records, effecting transfers, processing requests for all extended leaves of absence, adjudicating internal disputes. 

•
Special Judicial Squad: Judge Buell, Squad Leader. Judge Garcia, Deputy Leader. Charged by the Chief Judge with the institutional accountability, implementation and maintenance of Justice Department’s anti-corruption programs. 

Outland Bureau: Judge Peck, Chief of Operations. Maintaining control over Mega-City One territories beyond the city limits.

•
Atlantic Division: Judge Duffy, Division Chief. Black Atlantic patrol. Controls the chain of underwater MONK defense stations. 

•
Colony Admin Division: Judge Dion, Division Chief. Liaisons with Mega-City One colonies throughout the Cursed Earth. 

•
Immigration Control Division: Judge O’Neal, Division Chief. Processing applications from legitimate claimants, blocks entry to illegal immigrants. Considers requests for asylum. 

•
Mutant Control Division: Judge Finch, Division Chief. Preventing mutants from entering the City. Expelling mutants - and citizens who may have manifested mutation - resident within the City. 

•
Outland Law Enforcement: Judge Quick, Division Chief. Administrates Circuit Judge activity across the Cursed Earth, monitors RAT expeditions, assesses threats posed by native, hostile societies within those borders. 

•
Outland Penal Corps: Judge-Governor Sledge, Head Warder. Administrating the Aspen Penitentiary and numerous Mutieland labour camps. 

Public Relations Bureau: Judge Hines, Chief of Operations.

•
Broadcasting Division: Judge Edge, Unit Overseer. Provides Justice Department with a variety of means to interface with the citizenry, including the Judge Pal Fan-Club - the city-wide juve nark network - responsible for approximately ten percent of all arrests made in the City, and the Judge Young Show, a lively interface for citizens and guesting judges. 

•
Community Relations Unit: Judge Garfield, Unit Chief. Liaison with city block representatives and business organizations with the goal of developing fluid and friendly understanding and respect of mutual concerns. 

•
Justice Department Band: Judge Kennedy, Bandleader. Twenty-five piece musical outfit complemented by the Justice Dept Voice Choir. 

•
Lost and Found Section: Judge Keeper, Section Chief. Safekeeping property and valuables discovered during routine patrol or evident in crime scenes for collection by their rightful owners. 

•
Public Deception Unit: Judge De Maurier, Unit Chief. Fabricates multimedia and distributes actors working for Justice Department - often Wally Squad operatives - to sway public opinion in a direction favourable to the Judges. 

•
School Safety Unit: Judge Wachowski, Unit Chief. Instilling the fear of Grud into tomorrow’s adult citizens. Every child in the City is made painfully aware of the severe consequences of committing a crime. 

•
Special Victims Unit: Judge Chandler, Unit Chief. Providing counseling and rehabilitation for citizens traumatized by crime. 

Recruitment Bureau: Judge Masters, Chief of Operations. Selecting would-be Judge material from the population of Mega-City One and the Clone Banks of Gen Con.

•
The Academy of Law: Judge-Tutor Whale, Head Principle. Providing highly-trained Judges to meet the diverse demands of law enforcement work. Conducting entry-level, in-service, and executive-level training courses. Also prepares lesson plans and new curricula necessary for the Department to meet the demands of the community, crime trends, as well as to be in compliance with new laws. Physical education as well as firearms and tactics instruction are important aspects of the training program. 

o
Applicant Processing Section: Judge Messenger, Section Chief. Selecting the most qualified candidates. It is the responsibility of each applicant investigator to ensure that pertinent aspects of every candidate’s history has been thoroughly researched. 

o
Judge-Tutor Corps: Judge-Tutor Mathilda, Corps Overseer. Provides support for Judge-Tutors in service to the Academy. Screens potential new recruits from the elder end of the Senior Judge wing and recently disabled Judges. 

Satcom: Judge Albright, Stations Commander. Provides high-altitude anti-missile defense screen and territorial surveillance via a network of three StratoSats and dozens of BlackEye camera robots. Can also relay data from Mega-City One to Outland patrols.

Street Bureau: Judge Kelleher, Chief of Operations. Pertaining to the activities of the predominant section of Justice Department; the Street Judges.

•
Auxiliary Judge Division: Judge Lucas, Division Chief. Recruiting candidates to supplement Street Judge activities from Citi-Def units and the citizens of the City. 

•
Special Operations Division: Judge Reeves, Division Chief. 

o
Flying Squad: Judge Harrier, Chief of Operations. Airborne unit providing moderate firepower, communications and surveillance support as well as fast lifesaving airborne response. 

o
Harbour Squad: Judge Dreyfuss, Chief of Operations. Responds to waterborneincidents along the East Wall and it’s many inlets. 

o
Holocaust Squad: Judge Hardman, Squad Leader. Emergency unit dispatched to pacify the most dangerous scenarios to threaten Mega-City One. High manpower turnover rate. 

o
Scrawler Squad (aka Anti-Grafitti Vandalism Squad): Umbrella title for a unit which strives to rid Mega-City One of the destruction and vandalism of public and private property. 

o
Special Chemical Squad: Contains and nullifies toxicological hazards to public health. 

•
Tactical Response Unit: Judge La Salle, Chief of Operations. 

o
Bomb Squad: Responding to scenes of suspected explosive devices, hazardous chemicals and fireworks seized in the City. 

o
Heavy Weapons Squad: Ground and air firepower support. 

o
Long-Gunner Division: Marksman fire-support. 

o
Riot Squad: Civic disturbance containment. 

o
Tac Groups: Roving squads of Judges charged with street-level jurisdiction over several sectors, pursuing their own, independent investigations or augmenting the local forces. 

Support Services: Judge Swanson, Director of Services.

•
Accounts Division: Judge Pennywise, Division Chief. Balances the books, decides upon the yearly budget available to Justice Department and administrates taxes upon the citizenry. 

•
Central Records Division: Judge Lovejoy, Division Chief. Receives, collates and files criminal and other informational records required by Justice department. Additionally disseminates information to authorized agencies and the public as authorized and required by the law. CRD is divided into the following sections: Comp-Ident, Stolen Property Inquiry, Criminal Records and Public Inquiry & request. 

•
Clean-Up Squad: 

o
Fire Squad: Contains structural and chemical blazes. 

o
Pest Control Squad: Locates and eradicates irritant organisms including rats, cockroaches, rad-fleas, alien seed gestates and gribligs. 

•
Medical Division: Judge Lochner, Division Chief. Formulates medical policy for the entire Department. Conducts medical and psychological testing for Judge-applicants. Monitors and manages Judges requesting sick leave, process line of duty injuries. Responsible for evaluating and monitoring those Judges reporting sick to to ensure and facilitate proper medical care and treatment. This is accomplished by having each sick or injured Judge examined by a Department surgeon. It also conducts drug screening tests for police candidates and active Judges. Performs physiological testing as well as conducting trauma debriefings for Judges involved in serious incidents to ensure well-being. Investigations pertaining to sick leave are also conducted. 

o
Decontam Squad: Sterilizes persons and locales, expelling and eradicating biological, radioactive and chemical contaminants. 

o
Disease Control Squad: Judge Pale, Squad Leader. Investigates, contains and destroys viruses, diseases and plagues. Studies new and as yet incurable malaises. 

o
Dream Police Unit: Psychoanalytical study of a suspect’s brain-waves during REM sleep via dream machines, devices capable of translating related neural activity into real-time pictures. 

o
Genetic Control Unit (aka Gen Con): Judge Bosley, Chief Geneticist. Maintains the high quality and integrity of Judge-clones. Preserves existing stock and screens serving Judges for the possible inclusion of their DNA into the clone library. 

o
Medical Jurisprudence Sub-Committee: Judge Rayner, Chairman. Determines the moral implications of advanced medical treatment such as ageing retardants on the overpopulated Mega-City. The Committee decreed that the maximum age for invitero insemination would be set at eighteen years old to limit population growth. Convenes within the Grand Hall of Justice. 

o
Medical Research Lab: Judge Acton, Senior Researcher. Developing new treatments and cures. 

•
Technical Division: Judge Greel, Division Chief. Generally concerned with non-biological sciences. 

o
Environmental Studies Lab: Studies the impact of modern technology on the natural environment. 

o
Fabricator Corps: Judge LaForge, Chief of Operations. Designs, machines, constructs and maintains all structural commodities used by Justice Department including buildings, uniforms, equipment and weapons. 

o
Forensics Squad: Evaluates, analyses evidence, interprets results and provides expert testimony related to the full-spectrum of physical evidence recovered from crime scenes. Services include Forensic Imaging, Bloodstain Pattern Analysis, Toxicology, Controlled Substances, Latent Fingerprints, DNA Analysis, Ballistics, Trace Evidence, Questionable Documents and Forensic Biology. 

o
Technical Research Lab: Developing new technologies for the benefit of Justice Department and Mega-City One including weaponry, equipment and vehicular components. 

o
Tek THINK Unit: Judge Wilmer and Fairchild Eddy, CO-administrators. Body of creative thought populated by both Tek-Judges and prominent scientists and intellectuals gathered from the citizenry. 

Traffic Bureau: Judge Pelican, Chief of Operations.

•
Fleet Services Division: Judge Sundance, Division Chief. Procures, maintains and repairs Justice Department’s ground and air-fleets and administer fuel-dispensing in a timely, efficient and cost-effective manner. Maintenance and repair includes accident repair, roadside repairs, towing, materials management, vehicle procurement, vehicle allocation, fuel control, data tracking and fleet analysis. 

•
Megway Patrol Division: Diverse force committed to addressing the traffic condition in Mega-City One. It’s goal is to reduce accidents, injuries and deaths while maintaining and improving mobility on the City’s streets and thoroughfares. 

•
Pursuit Squad: Judge McLaren, Squad Leader. Employs specialized, high-speed vehicles to outrun and apprehend speed offenders or criminals fleeing the Law. 

Circuit Judge

•
Not to be confused with Long Walkers, circuit judges are temporarily assigned to dispense justice among the inhabitants of the Cursed Earth within the Free Zones as recognised by the New Territories Treaty co-signed by Texas City in 2113. Circuit judges' length of duty varies considerably with the distances they must cover to accomplish their missions, most of which are pre-designated before the Circuit Judge leaves Mega-City One. They have greater powers than normal, freed by outland law statutes to execute tangible threats to both the City and other denizens of the Cursed Earth rather than wasting time summoning an IC-Wagon to take the culprits back to the City. Circuit judges usually operate alone, equipped with extensive rations, survival gear and Lawmaster. Secret waystations spread throughout the Cursed Earth offer shelter and replenishment of supplies and ammunition, in addition to limited Lawmaster repair facilities. 

Iso-Warder

•
Responsible for maintaining discipline inside Iso-Blocks and the penal colonies both on Earth and offworld. Warders are protected by riot armour and armed with Lawgiver, scatter-gun and perp-prod (an electrified daystick). 

Judge-Tutor

•
Lecturers based at the Academy of Law and several sector houses which include training facilities. Judge-tutors are recruited from retired and disabled judges of good character and career record. Judge-Tutors often retain long-term relationships with their former pupils, and are often called upon - both by those selfsame pupils and the Council of Five - for their learned wisdom in resolving important matters. 

Med Judge

•
Specialist judges responsible for the mental and physical well-being of all Justice Department operatives. Med Division is a versatile organization, with departments dealing in psychology, genetic engineering, disease control and chemical warfare. 

Tek Judge

•
Specialist judges skilled at devising and engineering technological solutions to modern problems. Most Teks rarely see active field duty, save for the Special Chemical Squad and the Holocaust Squad. A division known as Tek-THINK exists which combines the best civilian brains and those of the best Tek-judges into one, technological think-tank.. 

Psi-Judge

"A bigger collection of personality aberrations and psychiatric disorders you could never hope to meet. It resembles a mental hospital in which some of the inmates are allowed to carry guns".

- Anonymous Judge

•
The smallest division in the Mega-City One Justice Department, with barely two-hundred operatives. Psi-judges possess paranormal abilities, most commonly precognition (Pre-Cog), telekinesis (Telekine), telepathy and/or retrocognition (Telepath), remote-viewing (Remote), mind-probing (Hypnopath) or empathy (Empath). Infrequently, a unique talent will be discovered among the populace, such as a pyrokinetic (Firestarter), or mind-controller (Teledominat). Great care has to be observed when considering entering such personalities into the Justice system. Many are kept under constant therapy and supervision, doped up on a cocktail of addictive drugs to stop them burning out due to the constant contact with the city. a SJS squad is on constant alert within Omar House to deal with psychotic cases.

     Psi-judges are a rare commodity across the globe, and Mega-City One is no exception; to maintain present numbers, foreign judges have been purchased in exchange for weapons and equipment. Members of the disabled and extraterrestrial communities also enjoy an esteemed place in Psi-Div. Most human psi-judges rarely survive to their sixties, worn out by the constant use of their remarkable powers. 

Special Judicial Squad

•
The Judges of the Judges. Infamous division - created by Judge Caligula - charged with ferreting out corruption, employing bully-boy tactics and even torture to obtain the information they seek. The SJS are answerable only to the Chief-judge, though the Public Surveillance Unit under former PSU-chief Jura Edgar made extensive use of their authority for personal gain on several occasions. 

     When heavy-duty back-up is required to apprehend suspect judges, the Judge-Hunters are called in; these black-garbed soldiers are heavily-armoured and reek with an air of menace wherever they appear, though they don’t have the same reputation for sadism that their SJS colleagues enjoy.

     The SAS (special attack squad) is a SJS subset that officially does not exist. AKA the Executioners, SAS carry out EJKs (extra judicial killings). They were last employed by Jura Edgar, former PSU chief. The Council of Five is debating whether the SJS (via the SAS) have overstepped their authority by conducting killings outside of their mandate to concern themselves wholy with corruption within the justice system.

Station Judge

•
AKA Desk Judge. Clerical workers and general staff located throughout sector houses, substations, armouries and the GHoJ. Station Judges are considered second-rate Judges by some slab-jocks as their ranks are expanded by failed street judges and those disabled by injury sustained during city patrol. 

Street Judge

•
AKA Slab Jock, Helmet. The most numerous denomination of judge, always on patrol, always ready to haul perps off to the cubes at a second’s notice. Street judges work from a central headquarters, often their sector house, where they will be quartered and armed for the duration of their occupancy. Street judges share mixed-sex dormitories and washroom facilities. Individuals possessing exceptional leadership qualities and street-prowess can expect to be promoted to the rank of Senior Judge. Seniors are granted a room of their own within their main base and an apartment in a nearby city block, an experience designed to improve community relations between the judges and the populace they serve. 

     A street judges's typical day is divided into three watches: A, B and C Watch. He will normally only participate in a single watch. 

A-Watch: 0600-1400hrs (8hrs)

0530hrs: Wakes, breakfasts

0545hrs: Daily Crime Briefing

0600-1400hrs: Assigned duty (street patrol, traffic)

B-Watch: 1400-2300hrs (9hrs)

1330hrs: Wakes, breakfasts

1345hrs: Daily Crime Briefing (updated since AM)

1400-2300hrs: Assigned duty (street patrol, traffic)

C-Watch: 2300-0600hrs (7hrs)

2230hrs: Wakes, breakfasts

2245hrs: Daily Crime Briefing (twice updated that day)

2300-0600hrs: Assigned duty (street patrol, traffic)

•
The first half of 'off-duty' hours are occupied by paperwork, exercise, research or medical attention as and when necessary. The remaining eight hours must be allocated to ‘Regulation 6’, six hours of natural sleep. Once a week a judge is entitled to an eight hour block of off-duty - Regulation ‘8' - time. Once a fortnight a full-day’s leave is granted. There are exceptions to this three-watch routine. Judges involved in major investigations may well spend up to sixteen hours a day dedicated to resolving the situation, with 'Regulation 6' kicking in sometime afterwards, though even that allowance may be vetoed in circumstances of extreme emergency.

     Most street judges will not see retirement age - falling victims to the street-crime they are pledged to protect the citizenry against - but those that service the 'Haul' will either take up teaching jobs at the Academy of law, or choose instead the Long Walk, permanent exile from the city on a quest to bring law to the unenlightened masses of the Cursed Earth. 

Undercity Judge

•
Ex-street Judges who patrol the dim streets and ruins of the Mega-City One Undercity, keeping Troggie populations in check and dealing with threats to the Overcity (under-slang for Mega-City One). Unlike the Cursed Earth 'Long-Walkers', Undercity judges are generally recruited from the younger judges, blessed with strong and stable psyke-profiles, essential if one is to remain sane in the nightmarish, twilight demi-reality of Old New York. 

The Academy of Law

Sector 44. The training ground for future Judges. Judge-Tutors - retired or wounded street judges - guide their students through a seemingly never-ending schedule of rigorous mental and physical education. Judge-candidates are inducted from the population of Mega-City One, or selected from the clone banks at Gen Con (one-third of all cadets are clons). Training begins at the age of five, when the rank of Cadet is granted. At age fifteen - following a successful RAT (Rookie Assessment Test, or Hotdog Run) - they are promoted to Rookie. At the time of graduation from Cadet to Rookie, five individual students are selected for that year’s Roll of Honour. One Cadet is picked from each of the five Cadet classes of that year for outstanding performance in all aspects of their training. 

    Many more tests will follow, but the most decisive is the FSE (Final Stage Evaluation), where a Rookie is taken onto the streets under the watchful supervision of a Senior Judge. This is a make or break test; Rookies who fail the FSE are dismissed from service. Intensive rehabilitation begins; the ex-rookies must come to terms with the fact that they have practically wasted fifteen years of their lives, and also that they no longer are judge, but THE judged. Both cadets and rookies are housed in dormitories for the duration of their training, but whereas cadets’ dorms (or 'Cradles') are exclusively single-sex, rookies’ dorms ('Roosts') are allocated multi-sex facilities - and psychological guidance - to promote social harmony between genders. 

    Notable locations within the Academy of Law include the Fire Tunnel (a high-risk street sim), the Great Hall (where all important, public functions are hosted), the Block (a virtual reality simulation of MC-1 street-life) and the Wall of Honour (where distinguished cadets and rookies have their names and deeds inscribed for eternity).

Central Combat Depot

•
Sector 73. A heavily-fortified companion to the Justice Department Armoury. All the heaviest weaponry is built, maintained and stored here, from hi-intensity laser cannons to omni tanks, nuclear warheads to chemical weapons. 

Detainment Centres

•
Sited throughout the city. Mega-City One’s largest growth industry is incarceration. Adult perps are temporarily held in holding-cubes within sector houses while they await transportation to a more permanent iso-cube, hundreds of thousands of which are located within Iso-Blocks. Juvenile offenders are retained in juve-cubes, then shipped to Juve Rehab for corrective training, or an iso-cube should their crimes warrant. Suspects who require further questioning will be temporarily held-over in interrogation-cubes, while hard-nuts proving difficult to extract information from are transferred to shakedown cubes which are equipped with low-frequency sonic emitters, tranq-gas inlets and so forth to weaken the inhabitant's will. Mentally-disturbed criminals are contained within psycho-cubes (or roob cubes) for psychiatric evaluation and the possibility of long-term treatment. Perps that possess psionic powers are sedated by psi-tranqs and detained in psi-cubes until they can be lobotomized to remove the source of their powers.

 I-Blocks are heavily-armoured iso-blocks designed to protect informers (narks) against revenge attacks from former criminal acquaintances. 

 Notable detention centres include Devil’s Island (a man-made structure fenced in by constantly flowing robot-controlled traffic) in Sector 106, Iso-Block Zero (Sector 1), a forbidding black building where criminals facing execution for their crimes finally receive judgement, and Iso-Block 666 (Sector 258), where the nastiest criminals ever to disgrace Mega-City streets - yet escape the death penalty - reside.The Alien Penitentiary (Sector 36) is made up of dozens of reconfigurable modules designed to meet the needs of the latest alien species to presently occupy them. The Sector House 4 Psycho Unit is a massive psychiatric hospital and study facility manned by robot orderlies with names like Jefferson, Tito, Nixon and Hussain.

Emergency Ops Bases

•
NorthMeg: Sectors 266, 284 and 299, MegWest: Sectors 170, 182, 205 and 233, MegCentral: Sectors 6 and 11, SouthMeg: Sectors 113, 128 and 149, MegEast: Sectors 27 and 82. An underground network of stations linked by tunnels and flyways. Designed as a fall-back position for key Justice Department personnel - including the Chief Judge and the Council of Five - should a crisis threaten Mega-City One. EMOBs remain unmanned during ‘peacetime’, but are constantly 'manned' by a small army of maintenance robots. 

Grand Hall of Justice

•
Sector 44. The administrative centre of the Mega-City One Justice system, headquarters of the Chief Judge and the Council of Five. Destroyed and rebuilt several times in half a century, the GHoJ is now reinforced fit to withstand the impact of a nuclear warhead and remain intact. Beneath the GHoJ, a hidden tunnel network has been excavated that links directly to the Tactical Command Bunker in Sector 48. Other notable Locations within the GHoJ include Central Records (the MAC database), the Graduation Hall (where Rookies are granted their full eagle and black helmet), the Hall of Heroes and the Black Museum. All the Justice Bureaus are headquartered in the GHoJ, with the exception of the Public Surveillance Unit.

     The Special Judicial Squad headquarters (AKA Murder House) is based beneath the GHoJ, above the tunnel network. The structure plumbs to a depth of seven levels, Level Seven being the deepest - and most insidious - of the SJS interrogation suites. 

Justice Department Armoury

•
Sectors 18, 34, 119, 226 and 282. Main storehouses for - and manufacturers of - all small-medium scale Justice Dept weaponry and equipment. 

Omar House (PSI-Div HQ)

•
Sector 57. Centre for Psi-Judge operations, including Pre-Cog Section, Exorcist Division and the PAC (Paranormal Analysis Computer) mainframe. Prospective Psi-Judges are trained here on a part-time basis from the Academy of Law called Psi-School with emphasis on developing and honing their unique powers for the good of the city. Many full eagle Psis spend their days shut away in Psyke-Tanks, employing their mind-powers to detect crimes both in progress and yet to come. Forty-percent of Psis remain ‘on call’, and are distributed throughout the city’s sector houses to assist with local cases. 

     The little-known Psi-Research Lab experiments at increasing Psi-potential among Judges using chemical and technological means. It is here that dying Psis are interred in the section known as the Death-Watch, their final thoughts studied and stored in Psi-Dept databases for future benefit using technology nicknamed Think-Tanks. 

Penal Colonies

•
Corrupt Judges are sent to remote colonies to serve out their sentences; most never make it back to the city for their punishments are the harshest of all. Titan Penitentiary offers twenty-years of backbreaking, soul-destroying labour on one of Saturn’s most inhospitable moons. Aspen Penitentiary (Colorado) offers much of the same, but under the scorching, rad-soaked heat of the Cursed Earth skies.

    Area 17 is a SJS facility based in a secret location in the western Cursed Earth. 

Sector House

•
One for every sector. The 22nd Century equivalent of the police precinct house. A GHJ in miniature. Street judges and Tac-Groups operate from these buildings, as well as representative detachments from most of the ten Law-Enforcement Bureaus. Sector Houses are governed by a Sector Chief, seconded by a Deputy Chief. The size of any sector house and it’s total manpower is determined by the size of the occupant sector and local rates of crime. Sector houses are served by Substations - small storage facilities for weaponry and general equipment. 

Statue of Judgement (PSU HQ)

•
Sector 44. Originally conceived to replace the Statue of liberty as Mega-City One’s new icon, the Statue of Judgement eventually became something of a companion rather than successor. The statue based in Sector 44 has a rotating head loaded with state of the art scanning equipment and a hollow interior occupied by the nebulous Public Surveillance Unit. A replica statue located close to the West Wall was destroyed by rogue judges during the events of the so-called ‘Inferno’; it has yet to be rebuilt. 

Tactical Command Bunker

•
Sector 48. Heavily-armoured Emergency Ops Base reserved for the Chief Judge and Council of Five in situations of extreme emergency. Features communications links to all Sector Houses and EMOBs as well as additional tunnels leading to secret surface exits and a hanger bay equipped with combat and escape craft. 

Tech 21

•
Sector 92. AKA East 21 Test Labs, Time Monitoring Labs. (sector 21). Heavily-armoured facility now infamous for conducting parallel-dimensional studies which once resulted in the release of the Dark Judges from their captivating limbo. In 2123, an experiment gone badly wrong caused near-catastropic consequences for Mega-City One. 

Templeton Peck House (Wally Squad HQ)

•
Sector 291. Situated among the most well-to-do Northern sectors, the Wally Squad (undercover division of the Crime Bureau) building is purposefully kept in an external state of disrepair to repel the curious. Entrance and exit procedures are similar to those used by EMOBs, with hidden doorways located in back-alleys, rad-zones and Judge-only roads leading off from the main flow of traffic into well-obscured side-tunnels accessible only by the correct code key. 

The Wall

•
Partially bordering Sectors 1-300. Constructed during the reign of the insane Chief Judge Caligula to keep the citizenry from escaping his tyranny, the Wall outlived it’s architect and has served well in keeping criminals within city borders and mutants out. The Wall is manned along it’s entire length by Judges and weapons bays. The Sov War of 2104 destroyed extensive sections of the Wall in Eastern and Northern regions, but a further succession of disasters has virtually eradicated the Wall. Very much a return to the pre-Cal years, a distressing increase in mutant incursions and perp-running operations once more strains Justice Dept’s already beleaguered resources. 

Watching Bay

•
Dozens located throughout every sector. Alcove sited above strategic sector locations where street judges atop their Lawmasters can monitor the passage of citizens and flow of transports, in a never-ending hunt for crime. 

Weather Control Station

•
Main station at geographical center of MC-1, distribution stations spread equidistantly across city airspace. Hover-facilities that create Mega-City One’s daily weather based upon votes from the populace tabulated at Weather Congress. Justice Dept. orders a regular heavy downpour to keep the streets clean, and can create mini-twisters at will for use against hostile crowds. 

West 17 Test Labs

•
Sector 20: Where all protoype Justice Dept weaponry and equipment is developed and field-tested. Though no longer sited in Sector 17, the Test Labs have - relocated to sector 20 in the wake of the Apocalypse War - retained their former nomenclature as a mark of respect, confusing the hell out of the newer Judge intake. 

Laws and Sentences

Secondary offenses

•
Grade A: Attempt to commit crime - 50% of sentence 

•
Grade B: Conspiracy to comit crime - 30-50% of sentence 

•
Grade C: Aiding and abetting crime (A&A) - 25-50% of sentence 

•
Grade D: Conspiracy to damage Justice Department equipment - 2 yrs 

•
Grade E: Failure to report impending crime - 12 mths 

•
Grade F: Association with known criminal(s) - 6 mths 

Judicial offenses

•
Grade 1: High treason; the murder of another judge(s) - Death 

•
Grade 2: Perverting the cause of justice - 20 yrs Titan penal 

•
Grade 3: Abusing judicial authority for personal gain - 20 yrs Aspen penal 

(S(ection) 1) Homicide

•
Grade 1: Judge murder; mass-murder, murder of prominent citizen(s) - 30 yrs-Life 

•
Grade 2: Murder of citizen(s), copycat killings - 18 yrs-Life 

•
Grade 3: Murder whilst suffering from mental ill-health - psycho cube evaluation 

•
Grade 4: Manslaughter; negligence resulting in muder - 8-25 yrs 

(S2) Assault

•
Grade 1: Serious assult on judge(s), prominent figure - 10 yrs 

•
Grade 2: Serious assault on citizen(s) (GBH) - 3-10 yrs 

•
Grade 3: Common assault, assault on a judge - 1-5 yrs 

•
Grade 4: Endangerment of others resulting in assault - 5-10 yrs 

•
Grade 5: Coercion to suicide - 10-15 yrs 

•
Grade 6: Incitement to assault - 6 mths - 1 yr 

•
Grade 7: Menacing behaviour - 6mths - 4 yrs 

(S3) Kidnap & blackmail

•
Grade 1: Chump dumping - Life 

•
Grade 2: Kidnap, forceful abduction - 30 yrs - Life 

•
Grade 3: Blackmail - 15-30 yrs 

•
Grade 4: Coercion by force - 8-15 yrs 

•
Grade 5: Incitement to further kidnapping (paying ransom) - 5 yrs 

(S4) Burglary

•
Grade 1: Burglary, forced entry - 10-20 yrs 

•
Grade 2: Possession of burglar's equipment - 3-5 yrs 

•
Grade 3: Trespass - 1-5 yrs 

(S5) Robbery

•
Grade 1: Armed robbery with violence (ARV) - 18-30 yrs 

•
Grade 2: Armed robbery - 10-20 yrs 

•
Grade 3: Tapping - 5-15 yrs 

•
Grade 4: Robbery, theft - 2-7 yrs 

•
Grade 5: Shoplifting, petty theft - 2-7 yrs 

(S6) Theft

•
Grade 1: Dealing or trading in stolen goods - 5-10 yrs 

•
Grade 2: Misuse of private property; storing illicit material - 3-5 yrs 

•
Grade 3: Possession of stolen property - 1-5 yrs 

•
Grade 4: Minor theft; fare-dodging, illegal credit, etc. - 6 mths - 3 yrs 

(S7) Forgery

•
Grade 1: Forgery - 8-15 yrs 

•
Grade 2: Possession of forgery equipment - 5-12 yrs 

•
Grade 3: Possession of forged items - 2-8 yrs 

(S8) Arson

•
Grade 1: Arson, resulting in loss of life - Life 

•
Grade 2: Arson resulting in damage to property - 20yrs - Life 

•
Grade 3: Endangerment or negligence resulting in fire - 5-10 yrs 

(S9) Criminal damage

•
Grade 1: Crimal damage, vandalism - 2-6 yrs 

•
Grade 2: Scrawling (graphitti) - 1 mth in rehab 

(S10) Public order

•
Grade 1: Rabble rousing - 5-15 yrs 

•
Grade 2: Rioting - 2-10 yrs 

•
Grade 3: Unlawful assembly - 2-5 yrs 

•
Grade 4: Disorderly conduct - 1-5 yrs

(S11) Public nuisance

•
Grade 1: Boinging in public - 2-20 yrs 

•
Grade 2: Breach of the Peace - 6 mths - 5 yrs 

•
Grade 3: Sparechanging (begging) - 3 yrs 

•
Grade 4: Running in walking area, jaywalking - 3-12 mths 

•
Grade 5: Littering, spitting in public - 3-6 mths 

•
Grade 6: Perving - 1-3 months 

(S12) Civic

•
Grade 1: Bigamy - 9 mths per count 

•
Grade 2: Adopting without license - 1 yr per count 

(S13) Animal handling

•
Grade 1: Causing injury to an animal(s) - 1-5 yrs 

•
Grade 2: Breach of domestic animal housing regulations - 6mths - 3 yrs 

•
Grade 3: Smuggling illegal animal(s) into the City - 2-4 yrs per count 

•
Grade 4: Unlicensed possession of - with intent to mistreat - animal(s) - 6mths - 3 yrs

(S14) Arrest

•
Grade 1: Perp-running, abetting an escape - 10-25 yrs 

•
Grade 2: Resisting arrest - 1-5 yrs 

•
Grade 3: Leaving scene of crime, obstructing a judge, resisting arrest, suspicious behaviour, wasting justice department's time - 6 mths - 3 yrs 

(S15) Perverting the course of justice

•
Grade 1: Perverting the course of justice - 10yrs - Life 

•
Grade 2: Bribery of a judge - 10 yrs 

•
Grade 3: Bribery of a citizen - 2-10 yrs 

•
Grade 4: Witholding vital evidence - 10 yrs 

•
Grade 5: Perjury, lying to a judge, malicious accusation - 1-5 yrs 

(S16) Impersonation

•
Grade 1: Impersonating a known judge (jimping) or known perp with intent to commit crime in their name - 10 yrs 

•
Grade 2: Impersonating a judge - or using image of - for personal gain - 1-5 yrs 

•
Grade 3: Impersonation of a known perp for personal gain or otherwise - 6 mths - 2 yrs 

(S17) Fraud 

•
Grade 1: Defrauding Justice Department - 20 - 60 yrs 

•
Grade 2: Corporate fraud, embezzlement - 20 - 30 yrs 

•
Grade 3: Consumer fraud; trading in fraudulent goods - 10 - 20 yrs 

•
Grade 4: Counterfeiting; forging legal documentation - 5 - 25 yrs 

•
Grade 5: Identity theft with intent to commit fraudulent act - 5 - 25 yrs

(S18) Security

•
Grade 1: Treason, passing classified information to an enemy power - Life 

•
Grade 2: Attempting to acces classified information for treasonable purposes or otherwise - 8-25 yrs 

(S19) Scientific

•
Grade 1: Body-sharking (or body-broking), organ-legging - Life 

•
Grade 2: Illegal experimentation - 10 yrs - Life 

(S20) Firearms & weapons

•
Grade 1: Possession of an unlicensed/unsafe/illegal weapon - 2-5 yrs 

•
Grade 2: Modifying weapon with intent to inflict excessive damage - 10-20 yrs 

(S21) Controlled substances

•
Grade 1: Manufacturing, smuggling contraband into the City - 10-15 yrs 

•
Grade 2: Trading in contraband - 4-6 yrs 

•
Grade 3: Possession of contraband - 2-4 yrs 

(S22) Illegal organisations

•
Grade 1: Organising and/or hosting an illegal organisation - 10-15 yrs 

•
Grade 2: Membership with an illegal organisation - 3-5 yrs 

•
Grade 3: Promoting the interests of an illegal organisation - 2-4 yrs 

(S23) Gambling

•
Grade 1: Organising gambling event with intent to gamble - 5-15 yrs 

•
Grade 2: Illegal gambling - 2-6 yrs 

•
Grade 3: Possession of bingo cards - 12mths 

(S24) Employment

•
Grade 1: Constructing or validating unsafe structure that results in mass-injury or death - 15 yrs - Life 

•
Grade 2: Breach of health and safety regulations - 5-10 yrs

•
Grade 3: Moonlighting - 10 yrs per count 

•
Grade 4: Building without planning permission - 5-8 yrs 

•
Grade 5: Running an unlicensed brothel - 3-5 yrs 

•
Grade 6: Trading without license - 2-5 yrs 

(S25) Traffic

•
Grade 1: Dangerous driving, driving under the influence of drugs - 2-15 yrs 

•
Grade 2: Causing traffic-related accident - 5-10 yrs 

•
Grade 3: Light-jumping, errating driving, slow-driving, disrupting flow of traffic - 1000c fine - 3 yrs 

•
Grade 4: Unroadworthy vehicle - 500c fine - 2 yrs 

•
Grade 5: Meter violation, petty theft of meter time - 1000c fine - 1 yr 

•
Grade 6: Parking ticket - 30 days

Justice Equipment

Utility Belt

•
Binoculars: Electronically-augmented, x300 magnification. Can be remote-linked to Lawmaster computer so that the image presently occupying the binocular viewer can be recorded or relayed to other judges. 

o
JDRPG Stats: Body: 40/0/0 

•
Birdie Lie Detector: AKA Polygraph Scanner. Handheld device used to ascertain truthfulness in suspect’s words by measuring his heart-rate, breathing rate and perspiration. Unreliable when dealing with non-human physiologies ... or the Undead! The Type Three model currently in use has three LEDS; blue for TRUTHFUL, amber for AMBIGUOUS and red for LIE. 

o
JDRPG Stats: Body: 40/0/0. 80% chance of detecting true intent behind answer. NOTE: JDSS rules revision; a judge's SS rating no longer enters into the Birdie's success-rate. 

•
Bleepers: Small radio transmitters which can be affixed to target with a built-in adhesive, used to trail the target for up to 100 km using bike computer tracking system. 

o
JDRPG Stats: Body: 70/0/0 

•
Breathalyzer: Handheld scanner designed to detect foreign molecules present in the target’s breath, such as alcohol, sweeteners and narcotics. 

o
JDRPG Stats: Body: 40/0/0. 80% chance of detecting target molecules. 

•
Bubble Respirator: Spherical breathing device that fits over a judge’s helmet, allowing him to function for twenty minutes in underwater or poisonous environments. Constructed from transparent flexisteel, affording 360 degree vision. 

o
JDRPG Stats: Body: 60/20/0. 5% chance of system failure when first worn. 

•
Cling Net: Self-contracting net with an area coverage of 3 metres. 

o
JDRPG Stats: Body: 60/30/0. 

•
Com-Scan: Handheld digitizer used to take snapshot of suspect’s face, which is then transmitted to bike computer and relayed direct to MAC (the Justice Department mainframe). The image is then run through Comp-Ident, providing a positive ID of the suspect. Maximum operating distance from Lawmaster; 100 metres. 

o
JDRPG Stats: Body: 50/0/0 

•
Densitometer: Measures the thickness of materials such as city-block walls, vehicle hulls and floorboards. Useful for locating hidden compartments and helping to avoid falling through structurally unsafe foundations. 

o
JDRPG Stats: Body: 50/0/0. 70% chance of making a successful measurement. 

•
Field Poncho: Offers full protection from acid rain and generally dangerous atmospheric conditions. The poncho covers the head (with transparent visor), body and - if extended from interior sleeve - most of the upper surface of a Lawmaster. Often nicknamed a Radorak - though this is a misnomer - field ponchos do not offer adequate protection from radiation; in such circumstances a rad-suit is the only option. 

o
JDRPG Stats: Body: 30/10/0. 70% chance of protecting user from hostile, acidic environment, 15% chance of protecting from radioactive environment. 

•
Fire Foam Canister: Fire extinguisher with two modes; carbon dioxide and foam. 

o
JDRPG Stats: Body: 60/10/0. Range: 10 metres. 

•
Flare Gun: 250 metre range. 

o
JDRPG Stats: Body: 60/0/0. Range: 100 metres. Capacity: Two flares. 

•
Flashlight: Hyper-halogen torch. 

o
JDRPG Stats: Body: 65/15/0. Range: One hundred metres. 

•
Fuse-Wire & Remote Detonator: For attachment to plasteen Hi-Ex charge. Fuse has ten second delay. 

o
JDRPG Stats: (fuse wire) Body: 30/0/0 (remote detonator) Body: 30/0/0. Range: One hundred metres. 

•
Grapple & Lanyard: One-hundred metres length; employs microcable fluid which solidifies immediately on contact with a human-friendly atmosphere. Unit attached to scatter-gun and motivated by the gun’s power-pack. 

o
JDRPG Stats: (lanyard) Body: 50/15/0 

•
Hand Cuffs: Used to restrain perps while they await collection by catch wagon. Engineered in toughened plastisteel. Can only be opened using high-powered cutting tools or special keys available only to Iso Warders. 

o
JDRPG Stats: Body: 95/60/0 

•
Hand Line: Fifty-metre length of cable with multi-grap attachment. 

o
JDRPG Stats: Body: 60/20/0 

•
Lock Hack: Credit-card sized device designed to bypass most electronic locking systems. May be employed ‘jimmy’ mechanical locks (sliding lock hack between door and jam, forcing the catch to retreat). The Lock Hack may also electronically re-seal breached locks. 

o
JDRPG Stats: Body: 15/0/0. 80% chance of opening electroic locks, 25% plus user's SS to jimmy mechanical locks. 

•
Long Ear: Surveillance device consisting of a receiver disk, cable and helmet-link. Long ears are attached to surfaces via molecular hooks. The receiver transmits sounds eminating from the other side of the material through a cable, straight into the judge's helmet. Effective operating capability; can receive sounds clearly through five inches thickness of most standard construction materials. 

o
JDRPG Stats: Body: 30/0/0. 70% chance of receiving through five inches of material, -10% for every inch beyond. 

•
Medipak: Contains GP bandages, compression bandages, antiseptic cream, broad-spectrum allergy pills, anti-rad pills, anti-shock complex, gas hypo (with adrenaline, painkiller and antibiotic cartridges), inflatable splint and Mediscan (basic diagnostic tool including thermometer and blood pressure monitor). 

o
JDRPG Stats: (mediscan) Body: 40/0/0. 70% chance of correctly diagnosing ailments. 

•
Radsuit: Full body-suit with transparent view plate and external vocal-transceiver; provides protection from thorium, uranium and neptunium isotopes. 

o
JDRPG Stats: Body: 25/0/0. 80% protection from radiation. 

•
Pollution Meter: Handheld scanner capable of measuring the quantity of waste product in the atmosphere. These include noise levels, toxicological factors and airborne contaminants. Thermometer and Geiger counter sub-modules are also included. 

o
JDRPG Stats: Body: 40/0/0. 70% chance of detecting target particles. 

•
Thermal Imager: This two-handed device allows the user to detect heat signatures through the equivalent of one-metre thick rockcrete. 

o
JDRPG Stats: Body: 50/0/0. 70% chance of reading through up to one metre of material, -30% for every metre beyond. 

•
Tracer Dart: Fired from Lawmaster, usually targeted at fleeing vehicles and other fast-moving objects. Projects a homing signal on a secret frequency which can be traced by justice Dept sensors. 

o
JDRPG Stats: Body: 50/0/0. Maximum signal range: One-hundred kilometres. 

•
Utility Belt: Standard issue for all Mega-City judges. As well as containing vital equipment necessary for a Judge to do his job, the belt buckle is equipped with a hi-ex charge that can be activated by turning the red/white/blue Union Shield one-eighty degrees clockwise with a ten-second fuse, preventing the belt from falling into criminal hands. 

o
JDRPG Stats: Body: 35/0/0. Belt Explosive Damage: +1 effect, 5 metre burst. 

Helmet

•
Anti-Dazzle Visor: Light-sensitive plasteen-based material which darkens on exposure to ultraviolet or intense light. 

•
Ear Protectors: External helmet sensor plates react to preset decibel ranges considered harmful to human hearing, activating internal baffles. The system is not perfect, with a reaction delay of point eight of a second. 

•
Flashlight Mount: Accommodates the handheld flashlight. Sited on right profile. 

•
Heads-up Downloader: Heads-up display fitted into visor which facilitates the high-speed download of tactical information (building schematics, datatext, weapons and equipment recognition charts, etc) from sector house telecom nodes. 

•
Infrared Visor: Thermal imaging viewer activated by pressing button on lower left helmet profile. Hi-res night-vision. 

•
Lawmaster recog chip: Authenticates the judge as the legitimate rider of his Lawmaster. The chip is scanned by the Lawmaster’s sensors when the judge takes his seat. The recog chip prevents the Lawmaster from auto-firing on other judges with the same chips, though a vocal command to override this safeguard, or the rider manually firing the weapons on such personalities, will render the chip's safeguards dormant. 

•
Long Ear Mate: Allows Long Ear surveillance device to be plugged into helmet. Located at ear level on right flank. 

•
Radio Microphone: AKA Throat Mike. Extensible from internal lower right helmet profile. Allows communication between the helmet-wearer any location within Mega-City One. 

•
Respirator: Snaps down from top of helmet to cover mouth. 

o
JDRPG Stats: Mechanically filters oxygen from surrounding environment; thirty minutes use before recharging. Ten minute oxygen supply backup, should environment fail to present life-preserving quantities of oxygen. 5% chance of respirator failure on activation. 

•
TransComp: Translator plug-in essential to understanding the tongues of the multicultural aspects of Mega-City One society, or during missions to other Earth-sites. Touch-activated panel set into helmet activates the translator, feeding converted foreign languages into English directly into the judge’s ear. Complex circuitry, easily damaged by strong blows. Only programmed to translate Earth-originated tongues. 

•
Vocorder: Audio-only dictaphone which functions as a personal log; limited storage capacity. Logs can be remotely downloaded into the Lawmaster hard-drive for long-term storage (download process initiated by Lawmaster computer FTP. Helmet data will automatically begin downloading on receiving the correct access code from any authorised source. 

Personal Weaponry

•
Boot Knife: Serrated edge. Insulated hilt. Precision weighted for throwing. 

o
JDRPG Stats: Body: 90/70/50. Damage: +1. Throwing: +10% to CS. 

•
Day-Stick: AKA Long Stick. Non-lethal (usually) method of incapacitating perps. 

o
JDRPG Stats: Body: 70/50/20. Damage: 0 

•
Frag Grenades: Releases hundreds of razor-sharp projectiles. May be fired from Lawgiver via custom barrel attachment. Frags are intended to kill targets at close range, and cause extreme pain to those further away. 

o
JDRPG Stats: Body: 15/0/0 Damage: +1 (0 effect modifier to targets beyond the three metre burst). Burst Area: 7m. 4-5 metres: 60% chance of striking, 6-7 metres: 30%. 

•
Lawgiver: A Judge’s primary firearm. The Mark Two is the current model in service. 

o
Basic Features: UHF Transceiver, armoured casing, target acquisition sensor, self-destruct mechanism (if used by anybody other than the owner), flashlight mount. 


JDRPG Stats: Body: 80/50/15. Scale: A. Load: 66. Target Acquisition Sensor: Allows firer to detect target(s) hidden behind walls up to half a metre thick. Self-Destruct Mechanism: Damage: +1. Burst: 1m. 

o
Fire Modes: Single-shot / semiautomatic (rapid-fire) 3-round burst. 

o
Primary Ammunition: 


Standard Execution (SE): General purpose load. 


JDRPG Stats: Range: 350m, Damage: 0 


Armour Piercing (AP): Effective against light armour-plating. 


JDRPG Stats: Range: 150m. Damage: +1. All A-Scale targets have their body reduced by 40%. B-Scale: -20%, C-Scale: 0 


Hi-Ex (HE): Effective against heavy armour. 


JDRPG Stats: Range: 50m, Burst: 5 metres, Damage: +2 


Ricochet (R): Effective at subduing multiple perps in confined quarters. 


JDRPG Stats: Range: 50m, Damage: 0, 70% chance of hitting targets within 3 metres in enclosed spaces, 40% within 6 metres. 


Incendiary (I): Releases a shower of highly inflammable chemicals on contact. 


JDRPG Stats: Range: 100m, Damage: 90% chance of target catching fire. Initial +1 damage, with +3 every ten seconds thereafter until the flames are extinguished. 


Heatseeker (HS): Effective at targeting hidden or highly maneouverable perps. 


JDRPG Stats: Range: 50m, Damage: 0. 15 metres minimum range. The heatseeker round is preset to hit a specific tagret via a link with the Lawgiver's targeting computer. If fired off with no specific target programmed, there is a 75% chance of hitting the nearest organic heat source within a ninety-degree arc. 

o
Secondary Onboard Weapon: 


Stun-Shot Energy Pulse: Non-lethal incapacitant. Effectiveness against non-human targets widely variable. In such instances, hypo shells are the suggested load. 


JDRPG Stats: Range: 10m, Damage: Total incapacitation. Effect duration: Fifteen minutes to one hour depending on age and physical condition of target. There is a 40% chance that anybody standing within 3 metres of the target may also be subjected to the same stun damage. There exists a 5% probability that the target - when stunned initially - may die. 

o
Magazine prerequisites: Each magazine is loaded with sixty-six rounds, at least approximately half of which (thirty) must be Standard Execution. 

o
Special Rounds: Note that neither Marker or Hypo can be loaded as normal ammo; they are attached to end of the barrel and fired with a single round (see below). 


Marker Shell: Explodes on impact, showering the target in light-sensitive paint. The paint is fluorescent and will glow under ultraviolet light. Delivered on the back of a standard execution round. 


JDRPG Stats: Range: 50m 


Hypo Shell: Delivers a measured dose of knockout drug via a hypodermic syringe. The hypo remains stuck firm in the target until pulled free. Can be delivered on the back of either a single standard execution or heatseeker round. Hypos take longer than stun shots to have an effect on the target, but are more powerful and yet less likely to cause an extreme adverse reaction. 


JDRPG Stats: Range: 50m. Damage: Total incapacitation. Effect duration: Thirty minutes to two hours depending on age and physical condition of target. The target may attempt to temporarily resist the effect of the hypo by rolling under his Strength rating on a 1d10. 


Gas Rounds: are not part of everyday field gear. Their content can be customized to suit specific mission objectives. 

•
Plasteen Hi-Ex: Used in conduction with fuse-wire or detonator to breach obstacles barred to Lawgiver and Lock Hack. 

o
JDRPG Stats: Body: 10/0/0. Damage: +2, 5m burst. 

•
Scatter-Gun: Mauley AK2121. Employed in crowd-control situations. Ammo Types: SE, Stumm, Hi-Ex (takes Lawmaster calibre). 

o
JDRPG Stats: Range: 100m. Load: 20. Scale: A. Damage: SE shell: +1, Stumm (as grenade), Hi-Ex (as Lawmaster hi-ex shell). Fire Modes: Single-shot, 2-round semiautomatic burst. 

•
Silencer: May not be used with hypo or marker shells. Screwed to gun barrel. 

•
Smoke grenades: May be fired from Lawgiver via custom barrel attachment. 10-second timer. 

o
JDRPG Stats: Damage: None. Burst: 5m 

•
Stumm grenades: Riot control measure. Induces extreme nausea. May be fired from Lawgiver via custom barrel attachment. 

o
JDRPG Stats: Body: 15/0/0. Damage: Extreme nausea. 5% chance of causing fatal allergic reaction. Burst: 5m 

Lawmaster (mark four)

•
The Lawmaster Mark IV has new weapons systems; twin fast-action laser cannon and hi-ex launcher. It's performance specifics remain constant with previous models. A prototype successor - the CCA - is currently being field-tested. The CCA's main design advance is the introduction of a hover-drive element, which will alternate with standard wheeled-mode. 

o
JDRPG Stats: 


Full Speed: 650kph 


Range: 900km to a full fuel-tank 

o
CCA Flight Specs: 


Full Speed: 400kph 


Flight Range: 40km 

Bike Computer: Passive system as default operational mode, only communicating with it’s rider when spoken to or questioned by him. Two secondary behavioural modes; Sentry: Audio [350 metre range] and visual [2000 metre range] scanners, and Attack: All weapons controls are handed over to the Lawmaster Tac-Comp. Once given verbal parameters to operate within, the bike will single-mindedly pursue it’s directives.

•
Computer Features: 

o
Vocal synthesizer: Pprogrammed to resemble male human voice. 

o
Communications unit: Connected to MAC - the Justice Department mainframe - via city-wide telecom nodes which imbues the onboard database with virtually unlimited data relating to Mega-City One past and present. 

o
Dead Key: All Mega-City vehicles have electronic ignitions which Justice Department can manipulate to halt the flight of criminals. The Lawmaster computer scans the offending vehicle's transponder-broadcast registration number. The number is sent to Traffic Bureau where a 'dead key' code is sent back to the judge by way of instant return. Once installed in the bike's computer, the key can be broadcast into the vehicle's transponder, commanding the onboard computer to shut down all operations; the vehicle loses power and comes to gradual halt. 

o
Anti-theft safeguard: Will buck anybody other than a MC-1 judge if a pre-programmed vocal warning is unsuccessful at detering any unauthorised attempt to board the Lawmaster. Scans the prospective rider’s helmet for a recog chip. 

o
Street Guide: (nav-nark). Bike computer sub-system in constant communication with the Mega-City A-Z, providing the rider with up to the minute traffic information in addition to detailed maps of every road-system, ped-way, district, region, city block and millions of other locations within Mega-City One. 

•
Other Features: 

o
Armoured shell 


JDRPG Stats: Body: 75/40/15 

o
Firerock tyres 


JDRPG Stats: Body: 60/30/5 

o
2 Main Headlamps: 


With strobe over-ride 

o
2 Secondary headlamps: 


Auto cut-in for fog 

o
1 infrared headlamp 

o
1 Scatter-gun & holster 

o
Self-destruct Charge 


JDRPG Stats: Damage: (+2) first 10m, 

(+1) 11-15m Burst: 15m 

o
Siren 

o
x2 Stowage Pods 

o
Turbo Boost: 


Instantly adds 70kph to the current speed over a two second burst. 

o
Winch & Cable: 


Hard-mounted, powered spool. Two-hundred metres length. 


JDRPG Stats: Body: 80/60/30 

•
Weapons Systems 

o
Hi-Ex Missile Launcher: Occupies the old Cyclops laser housing. Two shell load, six in stowage. Hi-Ex shells are the launcher’s default load, but can be manually exchanged for scatter gun Stumm shells. 


JDRPG Stats: Range: 50m, Load: 2, Scale: B , Damage: (hi-ex) +2, Burst: 10m 

o
Twin 20mm Bike Cannon: Fire-linked. 240 rounds (120 per flank cannon). May fire in dual-burst variations of six, twelve, thirty-six, seventy or one-hundred and twenty round bursts (multiply the number by two to determine the total round expenditure from both cannons). 


JDRPG Stats: Range: 200m, Load: 240, Scale: B, Damage: +2 (+1 if only one cannon can fire) 

o
Twin Fast-Action Laser Cannon: Upgraded version of the Cyclops laser; increased accuracy and fire-rate. Beam intensity can be varied from 0.1 (low), 0.3 (medium) to 1.0 (full). The Low rating may be fired twelve times before recharge, Medium four times and Full only once before the battery runs down. 


JDRPG Stats: Range: 200m (low), 100m (medium), 50 (full), Charge: 12, Scale: A (low), B (medium), C (full), Damage: +1 (low), +2 (medium), +3 (full) 

Containment

•
Drag-Net: Mechanized steel-mesh net dropped from the air. Capture sensors built into the net allow it’s dimensions to expand or contract on contact with captive, assuring an optimum ‘grip’. 

•
Electro-Cordon: Energy barrier maintained by equally-spaced generator ‘fence posts’. A smaller version - the Electro-Mesh - sends a constant charge through a highly conductive weave. 

•
Holding Post: Plasti-steel pillars equipped with loops suitable for securing handcuffed perps until a catch wagon can arrive. Located at regular intervals along most main streets in the City. 

•
Riot Foam: Primary crowd control chemical which hardens on contact with oxygen close to the density of rockcrete. The foam is porous, allowing oxygen to pass through, thus citizens can be completely smothered with riot foam and escape suffocation. Delivered via riot cannon. 

•
Signature box: Storage device which opens on recognition of specific DNA. Lethal counter measures come into play if the wrong person attempts to open it. 

Medical

•
Aggro Drug: Controversial hallucinogenic developed for intake by select Justice personnel. The drug induces extreme sensations of fear. Then-Chief Judge McGruder supposed that Judges who survived the Aggro-Drug were strong enough to tackle any major crisis to threaten Mega-City One in the near future. 

•
Citizen-Pacification Medication (CPM): Designed to reduce levels of aggression among the populace. Happy drugs such as Vundatryp-7 are antidepressants; they can be delivered via air conditioning, or mixed into existing medication the target may be taking. High doses induce loss of libido and suicidal tendencies. Sedative drugs are exemplified by Tranq Gas, which gently sedates, fed into air-conditioning from RioChem (Justice Department front company) tanks plugged into city block maintenance levels. 

•
Deep-Field Medipak (DFM): Heavy-duty Med-Judge accessory employed during state of emergencies and missions deep into hostile territory. Each DFM contains: 

•
Adrenaline Lance: (x2 cartridges) 

•
Antiseptic Cream 

•
Antishock Complex 

•
Anti venom Kit 

•
Bandages: GP & Compression 

•
Cetacaine: External anesthetic gel 

•
Gas Hypo: Including cartridges for: Antacid (x2), Antibiotic (x4), Anticoagulant (x2), Anti-emetic (x2), Anti fungal (x2), Anti-inflammatory (x2), Antirad (x4), Anti viral (x4), Beta-Blocker (x2), Broad-Spectrum Allergy (x2), Insulin (x1), Painkillers (4-Deine x6, Narcodox x2), Tranq (x4) 

•
HeartStart: Defibrillator 

•
Laxatives 

•
Magnabind: For reinforcing fractured and broken bones 

•
Mediscan LF (Limited Function): Basic diagnostic tool. Includes thermometer, ECG and blood pressure monitor 

•
Speedheal LF: Accelerates tissue regeneration 

•
Surgical Laser 

•
Synthiskin Mesh: Generates artificial skin; engineered for durability 

•
Water Purifier 

•
Emosupressant (EMO): Intaken voluntarily by Justice personnel who begin to develop doubts about the morality of their profession. The EMO helps maintain a space between the logical and emotional centres of the brain. 

•
Emotomax (EMAX): Device that can manipulate emotional states or induce new ones. Strictly Med-Div issue, used to undermine criminal operations. 

•
Interrogation Drugs: Pentathol: One of the so-called truth drugs. Renders the subject both vulnerable to suggestion and incapable of mustering sufficient willpower to provide false answers to direct questioning. 

•
Mobile Machine Midwife (MEKMUM): Robots built to humanoid dimensions entrusted with incubating Judge Clone infants during transit from one Clone Vat to another. The most recent model - MEKMUM-3 - comes equipped with limited defensive capabilities. 

•
Psi-Tranq: Inhibits Psi-powers. 

•
Sus-An: Suspended Animation technology. Mortally-wounded perps can be placed in Sus-An coffins (located in the Vaults beneath the GHoJ) until such a time as their injuries can be healed and they can be sentenced for their misdeeds. 

•
Time-Stretch: Solid-state stasis field, powered by the atomic decay of matter. Can preserve a prisoner in a fully-conscious state practically forever. Minor felons may opt to serve their sentences in one of these machines. They are rapidly aged to the point at which their sentence would normarily expire, then released into Rehab as usual. The earliest example of Twenty-Second Century Temporal Technology. 

Miscellaneous

•
Auto-Judge: Justice machine located regularly throughout Mega-City One designed to dispense instant justice to minor felonies. Citizens may voluntarily make use of an Auto-Judge to confess their crime, whereby the machine delivers sentencing and instructs which Sector House that the criminal should turn himself into. 

•
CORA: Small, disk sized computer that absorbs and collates information from the IT sources available and relays its findings to the user in an easily digestible format. Vocal synthesiser for on the move data-share. 

•
Dead Key: All Mega-City vehicles have electronic ignitions which Justice Department can manipulate to halt the flight of criminals. judge-vehicle computers scan the offending vehicle's transponder-broadcast registration number. The number is sent to Traffic Bureau where a 'dead key' code is sent back to the judge by way of instant return. Once installed in the judge-vehicle's computer, the key can be broadcast into the vehicle's transponder, commanding the onboard computer to shut down all operations; the vehicle loses power and comes to gradual halt. As can be expected, illegal systems have been invented to block the dead key signal. 

•
D-Jump: Dimension Jump. Capable of spanning other-dimensional space. Based on technology introduced into Mega-City One by the Dark Judges. D-Jumps are protected behind the highest levels of security. 

•
Go-4 Bot: Multipurpose MEK used throughout the city’s sector houses and substations. 

•
OASY: Obstacle Avoidance SYstem. Emergency auto-pilot back-up integrated into all Justice Department vehicles except the Lawmaster, hover-bikes and Law-pods. The OASY is activated should the vehicle close within a dangerously close distance to an obstable and keep on closing until collision is likely. The auto-pilot takes over, redirecting the vehicle away from the danger. This is the Primary setting. The Secondary setting augments the existing reflexes of the vehicle’s pilot/driver (+20% DS). 

•
Psi-Devices: 22nd Century technology is advanced enough to modify and block psionic abilities. 

o
Psi-Amplifier: This cumbersome device can boost a Psi’s power thousandfold. The price of achieving such power is a costly one; the user’s life-force is drained in quantity relative to the artificial power-level attained. 

o
Psi-Modem: Prototype tek. Justice Department’s attempt at replicating the alien-origin biochip, an electronic wafer capable of storing the thoughts and emotions generated during an entire human life span. To copy this remarkable technological achievement, dying Psi-Judges have strove to transfer their intellectual essences into crude bio-electro chips - with very limited success. 

•
TeleTek: Teleportation technology. Still in prototype stage. 

•
TimeTek: Time travel technology. It’s use is severely restricted to only the most dire of emergencies. 

•
Ultrascan: Advanced scanning system combining just about every sensor-type known to Twenty-Second Century science. Standard equipment aboard H-Wagons and larger vehicles. 

•
Universal Translator: Capable of converting most alien and foreign languages into English (or whatever the native tongue of the user). The T-BiC biochip implant of yesteryear - once implanted into the neck - has been replaced by the somewhat more primitive - but healthier - A-UT helmet add-on. 

Personal Transportation

•
Jetpack: Short-range, one-man transport-system. Armoured casing, handheld directional controls. In service with Tactical Response Units and emergency squads. Located throughout Justice Dept locations as rapid-escape vessels. 

•
Powerboard (Justice Issue): Designed to meet airborne perps on their own territory. Bulletproof Nokbak™ material, magnetic foot-locks and antitheft system. 

Surveillance and Detection

•
Analysis: Scanalyser: General purpose data-collecting device. Snuffler: Collects vital forensic evidence. Street Scanner: A heavy-duty version of the street judge's pollution meter, operated by Tek-Judges. 

•
Cameras: Fly-On-The-Wall: Micro-droid disguised as a common fly. Equipped with advanced audiovisual surveillance equipment and hover-drive. Spy-In-The-Sky: Remote-controlled hover-cams that perpetually scan the city for crime. 

•
Customs Scanner: Standard issue features X-ray, metal, plastic and infrared capability. 

•
Dream Machine: Psychoanalytical device used exclusively by Med-Judges to search the unconscious thoughts of suspected criminals for incriminating evidence and/or desires. The suspect must first be induced into REM sleep for the DM to work. 

•
Epi-Search (AKA Skin Stripper): Precision cutting tool which can remove a thin layer of skin from a suspect’s entire body. The skin is then passed through various electronic filters for forensic analysis. 

Survival

•
Field Rations: Condensed provisions suitable for deep-field insertion. K-Rations contain corticosteroids to sustain high energy levels. Y-Rations provide a general, balanced diet and are standard Circuit Judge issue. 

•
Force Shield: Hand-held energy shield based on technology originally brought to Earth by the alien bounty hunter Trapper Hag. 

•
Message Pod: High-powered rocket used to deliver information in situations where conventional communication methods are impractical or impossible, such as deep the Cursed Earth. 450kph velocity, 1500 km maximum range. Message pods home in on the signal beacon located atop the Mega-City Museum - the tallest structure on the city. 

•
Holocaust Suit: Heavily-armoured, totally enclosed body-suit, limited maneouvrability. Designed to keep Holocaust Squad operatives alive in the most inhospitable of environments. 

Ammunition

•
Armour Piercing: Toughened casing for that extra punch. Target Grades: Light machine, armour, cyborg, civilian vehicle. 

•
Heatseeker: AKA Hotshot. Once a target has been acquired via the Lawmaster Mark 2’s gun sight, the subsequent heatseeker fired will home in on that outline, then rely on minute heat-sensors and maneouvring jets to follow the target through any evasive tactics it intends until the bullet strikes home. Target Grades: Unarmoured human. 

•
High Explosive: Heavy bullet with limited range (40 metres); 5 metre explosive burst radius. Target Grades: Heavily-armoured human, mechanoid, military-grade vehicle. Hi-Ex Delay (HED) is classed as ‘trick’ ammo. The round doesn’t explode on contact, but instead responds to an inbuilt timer that can be programmed for a delay of up to ten seconds. 

•
Incendiary: Twenty-Second Century napalm. Explodes on contact, releasing a 
shower of unstable, highly inflammable chemicals. Target grades: Lightly armoured human, light machine. 

•
Pinball Shell: Casing explodes shortly after firing, releasing dozens of rubberized steel ball bearings; a big-brother to the Lawgiver’s Ricochet. Designed to pacify multiple targets within a confined area. Target Grades: Multiple lightly armoured human, light machine. 

•
Ricochet: Titanium-tipped. Designed to bounce off solid surfaces within an enclosed space, delivering SE-effect damage to targets. The bullet attains greater momentum with each impact, increasing it’s damage potential Target Grades: Multiple lightly armoured human. 

•
Standard Execution: Replacing the traditional GP ammo, Standard Execution is the primary street judge load. Superior aerodynamic design and less mass than it’s predecessor, allowing for greater maximum range (350 metres). Target Grade: Unarmoured human. 

•
Star Shell: Riot control ammo, used extensively during Block Wars. Explodes when maximum range is attained, releasing a blinding light and extremely loud bang. Target Grades: (NA). Non-lethal Deterrent. 

•
Stingball: Non-lethal rounds fired in multiples much like shotgun ammunition. Designed to stun the target rather than kill. Target Grades: Lightly-armoured human(s). 

•
Stumm Shell: Riot control ammo. Releases clouds of concentrated Stumm gas, inducing extreme nausea. Small risk of causing an extreme allergic reaction in particular citizens, resulting in fatality. Target Grades: (NA) Non-lethal deterrent. 

•
Tracer: May be inserted at regular intervals in both automatic pistol and rifle magazines. Releases a luminescent gas along the flight trajectory, allowing the course of the associated burst to be viewed. 

Artillery

•
Laser Cannon: Precision weaponry requiring high energy levels to sustain function. The smallest laser currently seeing Justice Department service is the MK44, a two-man operation, employed for assassination attempts. The MK 64 is a tripod-mounted street weapon, requiring a four-man team. The High-Intensity models (MK07, MK08 and TT’s ‘Flash’ Gordon) are vehicle-mounted, relying on the host vessel’s main power-drive for feed. Larger models (TT’s ‘Black Sun’ and the brand-new Jager 9Xer man the City Wall, in part automated, part remote-controlled batteries. 

•
Omni Tank: AKA Heavy. Street superiority weapons platform, aesthetically reminiscent of pre-Atom War tanks. Tracked, Kylo-plate armour, four street cannon flank-emplacements and four auto-cannon. The primary weapon is the TT Executor (TTX), a 300mm Hi-Ex shell with a 150 metre burst-radius. Each Omni-Tank has an onboard armoury of 10 TTX. 

•
Riot Foam: Riot-control ordinance. The foam solidifies hard as rockcrete on exposure to oxygen, but retains oxygen permeability, allowing it’s captives to breathe freely. Special Justice Department cutting tools are required to release riot foam internees. 

•
Sonic Cannon: Delivers high-intensity infrasonic sound. At low frequencies effect in crowd-control situations. High-frequency waves can shatter rockcrete, creating a highly-effective siege weapon. The smaller sonic cannons are wheely-track-mounted, but the larger, five-man versions require a hover platform of their own for rapid mobility. 

•
Street Cannon: Standard Justice Dept vehicle armament; a 20mm shell delivering a 10-metre burst radius. 

Chemical

•
Psycho Gas: Hallucinogenic deployed to undermine terrorist/insurgent efforts. Triggers intense paranoia and doubt with the intention of turning the enemy force against itself.

Explosives 

•
ADM: AKA Backpack Nuke. Man-portable nuclear weapons used by Justice Department in situations where conventional bombardment is difficult or inadvisable. 

•
Shaped Charge: Pre-active explosive, employed to create inserts wherer regular explosives can be placed. 

•
Thermal Charge: Handheld explosive. After attachment to a surface via mechanical or magnetic clamps, the timer is set. The explosion releases intense, concentrated heat, capable of vaporizing rockcrete, ionizing the local atmosphere and burning all flammable material to their absolute meltdown point. Thermal Charges cause extreme-incineration damage rather than conventional impact-fragmentation. Target Grades: Recommended for removing specific structures - or sections of - without threatening the stability of the wider environment. 

Grenades

•
Blitzen: High explosive. 

•
Flame: AKA Fire Bomb. Incendiary device. 

•
Force: Non-lethal concussion explosive. 

•
Frag: AKA Shrap, Scatter Bomb. Fragmentation explosive, releasing thousands of razor-sharp metal splinters upon impact or by preset air-burst. 

•
Hand: Standard-issue grenade. 

•
Phosphor: Intense heat and burning damage. Particularly devastating against unarmoured opponents. 

•
Smoke: Counter detection weapon. Delivers a thick smokescreen. 

•
Star: Non-lethal, riot control weapon. Delivers blinding light and extremely-loud bangs inducing disorientation and pain. 

•
Stumm: Non-lethal, riot control weapon. Releases Stumm gas, causing extreme nausea. 

Miscellaneous

•
Shok Tac: Lobotomised reserve troops (high-tech cannon-fodder) drawn from the iso-cubes to supplement judge manpower in crisis times. 

Mechanoids

•
Magnon Blanket: Field-strength Magnon pulser, designed to deactivate multiple mechanoids. May be deployed from H-Wagon or ground-platform. 

•
Magnon Pulser: Handheld Anti-Robot weapon. Emits EMP pulse. 

•
Mechanismo: Experimental combat droid designed to augment Justice Dept. manpower in the wake of several major emergencies. Following a series of disastrous malfunctions, the Mechanismo Program has been shelved, but later, simplified models - the MK3A - still see extensive service offworld. 

•
MP Mek: Multipurpose droids used by Med and Tek Divisions. MPL models - Labour drones - work on Justice Dept construction projects, repairing and constructing new sector houses, for example, and fortifying the fragile City Wall against mutant and adverse-environmental incursion. 

•
Simulacram: Enhanced Android designed to resemble a life form in almost every respect. Justice Dept maintained a sleeper program for many years, infiltrating foreign states employing these droids under the guise of civilian labourers until such a time as their primary programming may be activated, usually to cause collateral damage to that state, whether by assassination of critical personnel or property destruction. Following a sleeper malfunction in Hondo City, the program has been shelved pending reevaluation. Only human operatives are currently assigned Sleeper status. 

•
War Droid: Combat models deployed as semi-fixed gun emplacements. Each droid is equipped with Target Acquisition / Vulnerability Assessment Scanners (TAVAS). Their armament consists of two arm-cannons capable of releasing two-hundred rounds a minute per arm. Standard ammunition is the SE Shell. The current War Droid model is the Nix-1. 

Mines

•
Buzz: Delivers a sizable electrical shock on contact, killing organic targets and overloading electrical systems. Target Grades: Armoured human, Light transport 

•
Chrono: Prototype Temporal Weapons Technology (TWT). On contact, a time-field is generated, imprisoning the target in a stasis field where local Time becomes suddenly dislocated from the main timestream. Nicknamed the Time-Trap by Tek Division. Environmental reactions and duration of stasis effect are not yet fully understood. 

•
Field: Standard issue mine, available in antipersonnel and anti-vehicle models. 

•
Sensor Charge: AKA proximity mine. Triggered by motion from within a maximum detection range of 10 metres. Equipped with multi-surface -compatible attachments for best adhesion. May be paired, creating sensor gates for a more powerful explosion. 

Missiles & Bombs

•
Cluster Bomb: Cluster warheads or other devices with many bomblets which act through the ejection of a great number of small-calibred fragments or pellets, including combined effects and dual purpose munitions. HH-Wagon ordinance. 

•
Fenris: Hi-Ex variant, launched as a missile from a custom-pistol barrel. 

•
Haymaker: AKA Whammy. The most destructive non-nuclear weapon available to Justice Department. 

•
Homer: Heatseeking missile. 

•
Ragnarok Raver: Laser-guided thermonuclear missile. 

•
Smart: Equipped with a small, droid brain for independent target location and prioritization. Deployed under close Tek Division supervision. 

•
Stealth: Low sensor-echo. Kept in reserve for deployment against extraterritorial enemies. 

•
TAD: Total Annihilation Device. Kept in reserve aboard StratoSats. The ultimate deterrent against invasion by a foreign power. 

•
Twister: Penetrator missile capable of burrowing through many metres of solid rockcrete before delivering it’s explosive payload. Derived from Soviet technologies premiered during the Sov War. 

Personal Arms

•
Beam Gun: Rifle which fires electro-beams which explode at a set-range, not on impact. Target Grades: Counter terrorist. 

•
Blazooga: Micro-missile launcher requiring two-man operation. Micro-Missile Loads: AP, HE, HS & SE. 

•
Dead Shot Sniper Rifle: Replacement for the Long Gun; smaller, lighter but capable of greater range (10,000 metres). Long Gunner Division standard issue. 

•
Disintegrator: An industrial tool modified by Tek Division for specialized obstacle-removal duties. 

•
FAB Gun: Fear Amplification Beam. Induces extremely vivid audiovisual hallucinations dredged up from the depths of the target’s mind. Derived from 'Nightmare Gun' technology favoured by the alien Grall Wipe-Out Squads. 

•
Hornet MasterBlaster: Flechette rifle, capable of semiautomatic (10-round) and full-automatic (60-round) bursts. Target Grades: Multiple lightly armoured human. 

•
Lawgiver LITE: Limited function sidearm carried by Med, Tek and Station personnel. Identical to the MK1 Lawgiver, but with only one magazine (24 rounds), SE ammunition. 

•
Lawgiver Mark 1: Long-serving Justice Department sidearm (2 magazines, 24 rounds per). Though recently replaced by the Mark 2, the Mark 1 still sees service among thirty percent of Street Judges. Ammo incompatible with Mark 2 loads. Heatseeker ammo is no longer produced for this model. 

•
Lawgiver Mark 2: Current field issue among street judges. Now carries Heatseeker ammo as standard load and stun pulse capability. Contains complex software that can be upgradely remotely by radio-link. 

•
Lawrod: Obsolete rifle originally conceived as a Lawgiver big brother. Carried all traditional Lawgiver Mark 1 loads, 144 round magazine. 

•
Long Gun: Traditional Long Gunner Division sniper rifle so named due to it’s telescopic barrel. Superseded by the Dead Shot sniper rifle. Highly reliable weapon which remains in active use by Long Gunner veterans and hard-up sector forces. 

•
Overkill: Mini-missile launcher (2 Fenris missile capacity) and machine gun (usually AP or SE; 198 round magazine) combination. HED rounds are sometimes used. 

•
Scatter Gun: Mauley AK2121. Lawgiver back-up, standard Lawmaster ordinance. Ammo loads: HE, SE and Stumm. 

•
Shot Blaster: Benklein 309. Obsolete pump-action shotgun issued to Long Walk judges. 10-shell capacity, SE-ammo. 

•
Stub Gun: Notoriously unstable rifle that delivers a sustained, concentrated laser beam. Attained critical tactical importance during the Apocalypse War. Prone to overheating and exploding, normally killing the gunner. Nineteen years later these technological hiccups remain unresolved. 

•
Widowmaker M2000: Combat automatic rifle/shot-gun designed to replace the Lawrod. Carries all Lawgiver Mark 2 loads (462 round capacity), plus 3 HE shells in underbarrel pump-action shot-gun. Came into active service during the events of the Zombie War. 

•
Widowmaker M3000: Plasma-pulse rifle used by Heavy Weapons Teams. 

Air Patrol

Hoverbikes: Justice Dept currently has three one-man hover vehicles at it’s disposal.

•
Lawmaster CCA: A street-protoype, equipped with alternating wheeled and Type-3 hover-drive. It is currently undergoing field-testing in city hotspots and the Cursed Earth. 

•
YY Hoverfly: AKA Yo-Yo. Unarmed craft deployed from Cursed Earth IC-Wagons for first-person recon. 

•
Zipper: Mark Two Lawmaster whose wheels have been replaced by a Type-2 hover-drive. Zippers are the primary patrol vehicle of the Luna-City One Flying Squad. 

H-Wagons: Generic term for Justice Dept’s airborne patrol / defense / offense vehicle pool. 

•
Claw Patrol Ship: 7-man crew. City-wide patrol vessel armed with 3 laser cannon, 2 auto-cannon and 1 air-to-surface missile launcher. 

•
Gunbird: Airborne combat platform which sacrifices hull armour for speed and maximum weapons-gain. Armed with 2 air-to-air missile launchers, 2 air-to-ground missile launchers, 3 laser cannon and one thermonuclear warhead. Crew of 3. 

•
HH-Wagon: AKA Double ‘H’. 25-man heavy response craft. Armed with 6 laser cannon, 4 auto cannon and 4 air-to-surface missile launchers. 4 cluster bombs. Hanger houses 2 Law Pods and 6 Lawmaster MK3. Onboard armoury includes multiples of most standard field issue weaponry. 

•
IC-Wagon: AKA Humbug. intercontinental patrol ship. Performs duties across the city and over limited expanses of the Black Atlantic and Cursed Earth. 7-man crew. 2 laser cannon, 1 missile launcher, 1 cluster bomb. 

•
Law Pod: 2-man unarmed, light response hovercraft generally employed within and around Justice Dept facilities 

•
Meat Wagon: Collects corpses for delivery to Forensic Div, or Resyk, if the cause of death is not treated as suspicious. 5-man crew, 2 MP Meks. 

•
Med Wagon: AKA Angel. Comprehensively stocked mobile field-unit with a patient ambulancing capacity of ten. 1 pilot, four medics, two robo-docs. 

•
Riot Wagon: 4-man crowd control vehicle armed with 1 Stumm-cannon, 1 riot-foam cannon, and a supply of Stumm shells delivered via scatter-gun. 

•
S-Wagon: AKA Night Owl. 3-man crew surveillance craft used for trailing and covertly-observing criminal operations. Equipped with non-reflective hull, silent-drive baffles and multi-range sensor-suite. 

•
T-Wagon: Tek Division vehicle. Equipped with ordinance relevant to the various subdivisions of Justice Department Tek. 

•
Manta Prowl Tank: Primary street patrol vehicle capable of both tracked and hover-modes. 18-man crew. Armed with 1 Stumm and 1 Riot-foam cannon, 1 Hi-intensity laser cannon, and 2 laser cannon. Vehicle hanger has capacity for MK3 Lawmasters. 

•
SCS Lancer: Special Chemical Squad vehicle. 4-man crew, plus 4 MP Meks outfitted for special duty. Chem-resistant bodywork. Contains comprehensive inventory for containing and neutralizing toxic substances. 

•
Utility Shuttlecraft: Unarmed service-craft, various models built around the same, basic frame. Armoured Iso-shuttles transport perps from holding tanks to I-Blocks. Wall shuttles unite City Wall Division and the vulnerable forces stationed along Hell’s Highway in the North-West Hab-Zone. Transport shuttles carry ordinance across the city. Personnel Shuttles fulfill judge transit and tactical deployment duties. 

Ground

•
Mark 5 Modular Fighting Unit: Deep-field Cursed Earth combat/patrol vehicle. Paired with the Cannoneer, a hovering gun platform with nuclear weapons capability. 

•
Omni Tank: AKA Heavy. Street superiority weapons platform, reminiscent of pre-Atom War 21st Century tanks. Tracked, Kylo-plate armour, four street cannon flank-emplacements and four auto-cannon. The primary weapon is the TT Executor (TTX), a 300mm Hi-Ex shell with a 150 metre burst-radius. Each Omni-Tank has an onboard armoury of 10 TTX. 

•
Pat Wagon: Generic term for Justice Department ground vehicles, variations of which are designed around the same, basic frame. The Pat Wagon was regarded as obsolete following the introduction of the Manta Prowl Tank - and plans were underway to develop both Tek and Med Manta variants - but ongoing budgetary restraints have postponed the project indefinitely. The Pat Wagons currently in service in the year 2123 are the Mark 7s. 

•
Catch Wagon: Collects perps from holding posts and delivers them to the nearest Sector House for processing. Three models; the 4-wheeled C4 (1 driver, 1 gunner, 1 street cannon), the six-wheeled C6 (1-driver, 2 gunners, 2 street cannons), and the eight-wheeled C8 (1 driver, 2 wardens, 3 street cannons). 

•
Meat Wagon: Collects corpses for delivery to Forensic Div, or Resyk if the cause of death is not treated as suspicious. Two models; the 4-wheeled M4 (1 driver, 2 orderlies), the six-wheeled M6 (1 driver, 2 orderlies, 1 MP Mek). 

•
Med Wagon: Comprehensively stocked mobile field-unit with a patient ambulancing capacity of four. 1 driver, two medics, one robo-doc. 

•
People Plough: Utility vehicles based upon industrial Rad-Trak designs. The smaller, 1-man ploughs (P1) are designed to clear small to moderate blockages and may be called in to assist mutli-fatality clearance. The larger, 2-man Moving Walls (P3) can demolish roadways, small apartment blocks and push hundreds of unruly civilians into the hands of the Law. 

•
Ram-Raider: Heavily-armoured, remote-controlled vehicle with additional reinforcement to the front section, designed to create opening in the older, pre-atomic brick-built structures by driving straight through them. Ram-raiders may carry a small team of four judges, who disembark once the wall has been breached. 

•
SCS Knight: Special Chemical Squad vehicle. 2-man crew, plus 2 MP Meks outfitted for special duty. Chem-resistant bodywork, kylo-armoured tyres. Contains comprehensive inventory for containing and neutralizing toxic substances. 

Long-Range

•
In-System Craft: Generic term for Justice Dept spacecraft limited to the Sol solar system - or any solar system of similar dimensions. In-system craft perform patrol (vr: p306), surveillance, Earth to Luna, and prisoner-transportation duties (the Titan Express). 

•
Horst Class Deep Space Cruiser: Largest Justice Department spacecraft, designed to undertake long-term space voyages. 

•
InterCon Stealth Ships: Intercontinental infiltration craft designed to breach foreign airspace with a minimum risk of detection. The ZR-15 (AKA Dune Shark) carries all the latest counter surveillance equipment, a sensor-absorbant hull, 2 air-to-air missile launchers, 1 countermeasure beamer and a crew of eight. 

•
Justice-Series Transports: Long-range heavy transports. Do date, there have been nine in this series. Each subsequent model comprises a totally different design to the last. The Justice-family is a distinguished series of unique design concepts. 

o
Justice 1: Deep-space cruiser with Warp Capability. 3 crew, 4 MP Meks. Destroyed after nearly two decades of service. Replaced by a completely new model, also bearing the hallowed Justice-1 name. 

o
Justice 2: In-system shuttle destroyed by East-Meg attack ships during the Sov War. 

o
Justice 3: Anchored in geo-stationary orbit. 15-man mobile law-enforcement station among the MC-1 orbital colonies. 

o
Justice 4: Small, 4-man intercontinental transport. 

o
Justice 5: Mid-sized 6-man Strato-cruiser. 

o
Justice 6: In-system transport reserved for the Chief Judge. 

o
Justice 7: Classified. 

o
Justice 8: Classified. 

o
Justice 9: Small, highly maneouvrable 6-man intragalactic transport with Warp capability. 

•
Space Attack Craft: Justice Dept have two models in service in the year 2123; the Hubble Attack Ship (vr: p212) and the O-Class Heavy Assault Craft, a descendant of the popular, obsolete K-Class. Both models have warp capability. 

•
Strato Craft: High-orbital transports designed for global transit. Strat Bats are fast, multipurpose craft. Strato-Freighters like the Atlas-class are cargo haulers, sold by Texas City to both MC-1 and private business. Strato-Cruisers fill the niche for heavy-duty recon/combat craft, a design somewhere between the HH-Wagon and the StratoSat. 

•
StratoSat: Three high-altitude stations locked in geo-stationary orbit over MC-1 territory. Equipped with global surveillance systems, laser defense batteries, docking ports and maintenance vehicles. StratoSats are an uplink for ground-based MC-1 forces based in the Outlands, providing them with up-to-the-minute tactical data on Cursed Earth and Black Atlantic weather conditions and troop movements via a chain of BlackEye camera robots. 

Marine

•
A-Wagon: Amphibious H-Wagon, nicknamed the Sea Snake. 

•
MONK(fish): Mek-Operated Nuclear Kill pod. Replacement for the SKUNK. Robot crew, supervised by Tek personnel and an on-station Tac-Chief. 

•
SKUNK: Solo-operated Concealed Underwater Nuclear Kill pod. Obsolete underwater sea-fortress used by MC1 up to the advent of the Apocalypse War of 2104. Most SKUNKS were torpedoed by East-Meg Strato-Vs. A handful remain in service to MC-1 alongside the more recent MONK model. 

Mega City Background
•
Mega-City One sits on the east coast of America. 

•
Half of the city (and it’s 800 million population) were lost during the Apocalypse War of 2104. 

•
In 2122, the current population stands at 375 million, averaging 1.3 million citizens for each of the 305 city-sectors 

•
Mega-City One measures 1525km in length, and 670km in length. 

•
Rad Island (map; top right) is a volcanically-active nub of the coastline that is being investigated as a site for a second Power Tower. It was rendered unstable by East-Meg nuclear missiles. 

•
Ontario Crater (map; middle left) is the dried-out remnant of Lake Ontario, Canada. 



MegEast Data

•
MegEast comprises of sectors 21-108. 

•
It is bordered by MegWest, MegNorth and the East Canal, which separates the coastline from the Atlantic Wall to the east. 

•
From the northern-most to far southern points, MegEast measures 590km in length. The span between east and west measures 419km. 

•
The 'Finger' is a natural island, 200km in length, set aside for docklands. The Justice Dept. Altantic Patrol is based here. The island is divided into three regions; (from Atlantic Wall outwards) the Knuckle, the Joint and the Nail. 

Other links

•
Sectors 64-69 

Mega City Landmarks
•
Sector 21

Tech 21 Test Labs 

•
Sector 23

Museum of Death 

•
Sector 27

Hell's junction 

•
Sector 32

Kennedy Hoverport 

•
Sector 35

White Cliffs of Dover 

•
Sector 38

Power Tower One 

•
Sector 44 (the Core)

Aftermath Square, Apocalypse Monument, City Hall, Empire State Building, Grand Hall of Justice, Mega-City Museum, Old New York, Statue of Judgement, Statue of Liberty, Weather Congress 



•
Sector 46

Hayte Street 

•
Sector 48

Central MC-1 Library 

•
Sector 50

Alien Zoo

Museum of the 21st Century 

•
Sector 51

The Slab 

•
Sector 54

Veal Crate Bar (perp haunt) 

•
Sector 70

Central Munce 

•
Sector 73

The Sink 

•
Sector 81

Ocean Sprawl 

•
Sector 83

Philydilly (Old Town district) 

•
Sector 88

Chinatown 

•
Sector 108

Atlantic General Hospital

Costa Del Meg 


Habitat Classifications
•
City Block: The most common form of mass-housing in Mega-City One, averaging a population of 60,000. Most city blocks are between four to seven hundred storeys in height, though the very tallest ascend into the thousands. The larger city blocks are like a small nation unto themselves, almost completely self-reliant. Most are named after celebrities of past and present, reality and fiction, eg. Marlon Brando Block. Also known as starscrapers or stratoscrapers. All modern city blocks have their own defense force, Citi-Def, reserves recruited from the Rezzies supposedly to assist the Judges in times of citywide emergency. More and more Citi-Def units are seeing active service as Auxiliary Judges, to help make up for the lack of judges. 

•
Con-Apt: Connecting Apartments. Smaller, better-equipped habitats inhabited by the Mega-City middle-classes. They average in height from two to five hundred storeys. 

•
Condo: Space Condominium. Pioneered in 2103 to relieve pressure on the Mega-City’s population levels, these orbital colonies were once destined exclusively for the wealthy, but Justice Department saw an end to that. The Condos have now become a more dangerous place to live than MC-1 itself, filled to bursting with lawless slummies. 

•
Crockshop: A home for the elderly, approximately the same size as Con-Apts but less well maintained. Equipped with their very own euthanasiums for the convenience of world-weary residents. 

•
Komputel: Computer-controlled hotel. Though the initial prototype was a 
terrible disaster (the computer tried to kill all the tenants), KompCorp somehow managed to save itself from bankruptcy and bounced back with a new and improved komputel, now a preserve solely for the very wealthy. 

•
Low-rise: Smallest city block type, averaging from one to three hundred storeys in height. 

•
Luxy-Block: Spread throughout the Northern sectors - the wealthiest part of Mega-City One - these ultramodern pleasure palaces are basically a penthouse in every apartment. 

•
Maze, the: (Sector 236). Nickname for the infamous F. Lloyd Mazny Housing Scheme, a painfully complex design that saw most of it’s first generation inhabitants starve to death, unable to find their way out of the estate. Now the haunt of criminals and derelicts. Some of the Maze’s inner regions include the Tagliatelle Tangle and the Mobius Strip. 

•
Mod-Quad: The latest housing design, of which construction began in 2120. Designed to bridge the gap between city block and con-apt quality, Mod-Quad offer larger than average habhold size and better block facilities and a concerted effort to reduce crime rates by providing a better living environment. 

•
Pre-Atomic: The first structures purpose-built for Mega-City citizens. After the Great Atom War of 2070 the huge influx of citizens made these housing designs completely inadequate, thus the city blocks were born. Most pre-atomic blocks average seventy to one hundred storeys in height and are sited very closely to one another. Often pre-atomic developments are named collectively rather than as individual units (eg. Barryo Housing Complex). 

•
Problem Block: Locations set aside to house anti-social citizens and their families. 

•
Rooming House: Boarding house. 

•
Segregation Block: After the Sov War of 2104, the most obese citizens - the Fatties - were removed from mainstream society and forced to diet, reducing their demand on the city’s poor food-stocks at that time. When normal service had been resumed, these segregation blocks were relieved of their heavy burden and refreshed with whole new populations. 

•
Skyview Hotel: (Sector 11). The tallest hotel in Mega-City One, reaching a ceiling of eleven-hundred storeys. 

•
Stacker: Inexpensive hotels packed with hundreds of one by three metre sleeping pods. 

Leisure

•
Aggro Dome: Conceived as a way for frustrated citizens to let off steam without endangering their fellow Meggers. Within the domes, citizens can vent their anger on robots, mock-storefronts and parked vehicles. Aggro Unlimited, the owners of the Aggro Dome franchise, petitioned for Judge replicoids to be added to a number of their buildings as a target for client retaliation. The request was promptly refused. 

•
Alien Zoo: (sectors 50, 121, 146, 211). Ever-popular attraction, featuring the most bizarre creatures from the milky way galaxy and beyond. 

•
Alky Store: Off-License, offering everything a respectable Plonko needs to sustain his self-destructive habit. 

•
Blight Club: Back street dives frequented by Uglies and Puglies. 

•
Burgostop: Chain of Anti-grav fast-food establishments popular with hover-vehicle owners. 

•
Central Mega-City Library: (sector 48). Storehouse of information on Mega-City One and beyond, past and present. Open free of charge to the public. 

•
Dramarena: Open-air theatre. 

•
Dream Palace: Popular leisure activity - for some a growing necessity - the ultimate in escapism. Customers are plugged into dream machines where their dreams are made real. Morpheus Inc. own the original chain of dream palaces, but were unsuccessful in blocking the expansion of rival Dream Parlours, back street services utilizing reconditioned dream machines. Some parlours offer other ... diversions to supplement their income. 

•
Eeezie-Squeezie: A brothel. 

•
Funtazia: Theme-park and fun-fair rolled into one. 

•
The Highlight Rooms: Hovering restaurant frequenting the western sectors. 

•
Hippodrome: Entertainment arena. 

•
Holograph Theatre: Replaced the cineplexes of the early Twenty-First Century, offering three-dimensional images in a wraparound projection room. 

•
Hov-In: Drive-in TRI-D movie theatre for hover vehicles. 

•
Little Bowl: (sector 262). Open-air sports stadium. 

•
The Loveboat: Hovering honeymoon hotel. 

•
Mega-City Chamber of Horrors: (sector 6). Features robot replicas of history’s most infamous miscreants (vr: 127) 

•
Mega-City Museum: One of the tallest buildings in Mega-City One. Specializes in the history of Mega-City One. Home to the most complete records of pre-atomic American civilization in North America. A transceiver beacon is sited atop the museum’s roof, for use by Justice Dept. 

•
Mega-City Vibe Bowl: (sector 164). Music concert stadium. 

•
Museum of Death: (sector 23). Focuses on murderers, warfare that resulted in mass death and historical instruments of torture. 

•
Musgrove & Thung: Expensive, high-class department store chain. Suffering bad press of late, forced to close several major stores as a result. 

•
Moonray Tower: (sector 189). Projects laser images onto the surface of the moon for paying customers. Owned by Moonray Displays Inc. 

•
Palais-De-Boing®: Chain of purpose-built structures designed for Boingers. Boinging is illegal outside of the Palais-De-Boing®. 

•
Pie in the Sky: Hovering diner. 

•
Pleasure Island: Orbital holiday camp within Mega-City One’s jurisdiction. 

•
Shoplex: AKA Shoppera. Gigantic shopping malls. 

•
Skankerie: Very fashionable nightclub. 

•
Smokatoria(um): The only locations within Mega-City One limits where it is legal to smoke tobacco and nicotine-related products. Even so, users must wear bubble-helmets within so as not to contaminate the staff. 

•
Smoke-easy: Illegal back street joints where patrons smoke freely in the open air. 

•
Total Reality Encounters: Hosts sensurround fantasies for paying clients. 

•
White Cliffs of Dover: (sector 35). Imported from a cash-starved Brit-Cit in the aftermath of the Atomic War; remains a popular attraction despite the fact that it is nothing more a crumbling pile of rock, chalk and sand. 

Miscellaneous

•
Adrenaline Factory: (citywide). Hidden facilities where citizens are kidnapped, strung up and exposed to extreme fear over prolonged periods. The arenaline released in response is siphoned off into catchment flasks and mixed with other chemicals to produce the illegal stimulant Zapp. 

•
Aftermath Square: (sector 44). Commemorates the death of Judge Caligula and the bravery of those who lost their lives in the struggle against his tyranny. Features a statue of the Under city dweller Fergie. 

•
Alien Town: Home to illegal aliens - literally aliens - and other flotsam from the stars. Situated among the crumbling, convoluted estates of City Bottom. 

•
Amber Fields: Burial plot sited just beyond Mega-City One’s West Wall. 

•
Apocalypse Monument: (sector 45). A towering rockcrete mushroom cloud erected in memory of the citizens and Judges who lost their lives in the Apocalypse War. 

•
Atlantic General Hospital: (sector 108). One of the City’s largest hospitals with several levels retained exclusively for Justice Department use. 

•
Big Joke: Region close to City Bottom, notorious as a breeding ground for gangsters. 

•
Big Smelly: Nickname for the polluted remains of the old river network that ran through New York State, now rockcreted over and obscured by Mega-City One. 

•
Cardboard City: City Bottom sprawls inhabited by vagrants, sparechangers and other derelicts, the lost and the dispossessed, who make their homes from other citizens’ garbage. 

•
Central Hospital of Applied Robotics: (sector 7). State of the art facility that specializes in repairing and upgrading complex robots. 

•
Central Munce: (sector 70). Headquarters of the Munce processing operations that take place both within Mega-City One and beyond it’s borders among the munce farms of the Cursed earth. 

•
Chem-Pit: Chemical spillage from slipshod industrial operations that have seeped into populated areas; these sites are either drained or in the case of low-populated areas simply cordoned off - classified as No-Go zones - and abandoned. 

•
Chinatown: (Sector 88). Centuries-old cultural centre for oriental Mega-Citizens, now contained within a single sector, occupying most of it. Isolation from the rapid technological and sociological advances of Hondo-City have created a unique identity within Chinatown's borders, neither totally eastern, nor spoiled by western influences. Landmarks include Kim Man Alley, Formosa Street and Changs Chinee Hottie House, frequented by celebrities and made even more famous for televising the Death Fist v Judge Dredd fight. 

•
City Bottom: Pre-Atomic ground level. Home to the poorest standard of housing inhabited by Slummies and the occasional mutant enclave risen up from the Undercity. City Bottom is reliant on the old brick sewer-systems for waste-disposal which have become polluted themselves from Mega-City waste and in turn infested by giant mutant alligators. The better-known areas of City Bottom include The Mumbles (where Judges only travel in pairs), Badford Stuy, Devils Level, Philadilly, Rats Alley, Old Town, Alien Town and Ascension Avenue. The lowest levels of City Bottom are known as the Pits. 

o
The Trenches is a no-go area of City Bottom where a tribal subculture has evolved; average age of death: fourteen. Ritual hunts and cannIbalism are part of everyday local 'culture'. 

•
City Levels: Mega-City One is divided into three levels; Low-rise (AKA the Tangle), Mid-rise (AKA the Cobweb) and High-rise (AKA Heaven). 

•
DP Camp: Displaced Person’s encampments. Set up to house refugees from the latest crisis to hit the City. Years after Necropolis, a third of the citizens made homeless that time remain ‘guests’ of DP camps due to inadequate housing placements. 

•
Dust Zone: An industrial estate. Off-limits to pedestrians. 

•
Ecom Unit: Subterranean office-space and warehouse units. Access is through top-storey foyers (the ground level of other more conventional buildings). 

•
Empire State Building: (sector 44). Decaying skyscraper remnant of Old New York, now the refuge of criminals and chowderheads. 

•
Euthanasium: Clinically-assisted suicides for the terminally ill and severely-depressed citizens. The service is free of charge as thanks for helping to relieve the housing shortage situation, and freeing up welfare funds. 

•
First Mega-City Savings and Loan Bank: Major banking establishment. 

•
Forever Towers: (sector 9). Former headquarters of The Home For the Semi-Dead company. When Justice Department seized it's assets, the building was left abandoned, but has recently been lined up to be converted into Mod-Quad housing units. 

•
Gus Grissom Spaceport: (sector 8). Mega-City One’s largest spaceport. The hinterland sector surrounding Gus Grissom is administered under international interdep law. It is a melting pot of aliens, humans and muties. Four miles wide, only senior judges allowed to patrol the area and then only under constant supervision. Relaxed laws in operation. 

•
Hayte Street: (sector 46). Locality with one of the City’s worst crime-rates. 

•
Island, the: A Mega-City urban legend amongst the slabpackers. Near the Atlantic Wall, it is a place where treasure is said to fall from the sky. The Island is heated by Atlantic Tunnel venting. The 'treasure' is contraband thrown from vehicles as they exit the tunnel to pass safely through judge checkpoints. Justice Deptartment regulary cleans the Island of dead slabpackers who have died from greed-induced conflict. 

•
Jungle, the: (sector 230). Nickname for a region notorious for large-scale gang rumbles. Also home to a sentient ape populace, though in recent years many have been de-engineered and returned to their natural habitat in Pan-Africa. 

•
Ken Dodd Block: HQ and office of the chief inspector of Taxes. Special judge units stand vigil here. Daily riots break out in an attempt to kill the inspector before he can enter his office. 

•
Kennedy Hoverport: (sector 32). AKA Central Hoverport. Mega-City One’s main juncture for hover-traffic and InterCon flights. 

•
Laser Defense Node (LDN): Armoured power stations located throughout the City atop high-rise structures, responsible for erecting the Laser-Mesh which protects the City from saturation bombardment by enemy organizations. 

•
Little Cuba: (sectors 125-126). Financially-deprived regions populated by immigrants from the South-Am city-states. 

•
Mega-City Necropolis: Chain of mummification suites where recently-deceased loved ones can be interred and preserved - for a basic fee and yearly renewal charge - for viewing by their relatives and friends. 

•
Mega Labs: (sector 8). Major centre for technological development and research. Subcontracted by Justice Department to design new weapons and equipment. 

•
Mega Technic: Sprawling university complex; every six sectors have their own branch. 

•
Moby, the: Legendary runaway mopad that cruises the Superslab, once owned by the missing cyber tycoon and recluse Ahab Mobius. State of the art security, stealth capability. The holy grail of slab salvage crews. 

•
Museum of the 21st Century: (sector 50). Depicts the rise of the Mega-Cities, the Great Atom War and the First Robot War. 

•
Nitemart: Nocturnal convenience store. 

•
No-Go: Forbidden zones littered with chemical waste, radiation pockets and/or postwar ordinance. 

•
Northways Bridge: (sector 305). Most northern point of Mega-City One. Now a tourist attraction, it was originally designed as a link between the City and the colonies of the Northern Wastes. 

•
Northwest Hab-Zone: Five sectors - 301-305 - reclaimed from the damage of the Apocalypse War. Notable locations include Hell’s Highway, Nuke Alley, The Rock (alcatraz replica) and The Pit, a nickname for the crime-ravaged Sector 305). 

•
Ocean Sprawl: (sector 81). Decrepit collection of boats and ships populated by the flotsam and jetsam of society, mainly immigrants from the South-Am slums. Sited between Sector Eighty One and the Atlantic Wall, off the East Canal in the middle of Big Pond Harbour. 

•
Rad-Zone: Radiation-scoured pockets within the City rendered deadly to human-life during the Apocalypse War. 

•
Rehab: Most criminals are not fully released into the community after they have served their sentence; they must undergo rehabilitation until the judges are satisfied that they are less likely to re-offend. Young offenders have a spell in Juve Rehab, adults in Dult Rehab. The specimens that respond best to counseling are often granted day-release as their sentence nears it’s end. Regardless, more than half of offenders end up back in the Cubes within three months. 

•
Rejuvenation Clinic: For a considerable fee, ageing can have their bodies temporarily rejuvenated - or at least given the appearance of being so when budjets are tight - in specialist clinics across the City. 

•
Shapiro's Kosher Hottie House: Justice Dept. eaterie. Judges benefit from cheap food, in return for increased security. 

•
Sink, the: (sector 73). Slum district near City Bottom notorious for the mysterious disappearances of citizens who dare venture into it. 

•
Sino Town: The unofficial home for the growing iinflux of Sino Cit immigrants. 

•
Slab, the: (sector 51). High-poverty district rampant with crime. 

•
Sleez, the: Term for any run-down, filthy district of the City. 

•
Space-Raid Siren: Effects advance warning of an attack from high-atmosphere weaponry/personnel. Originally implemented as a response to the Luna Colony Wars of 2084. 

•
Speakers Square: Every sector has it’s own plaza where citizens are free to speak their mind on any issue that concerns them as long as reasonably polite language is used 

•
Squid Row: Area of City Bottom frequented by prostitutes, the majority of which are of extraterrestrial origin. 

•
Statue of Judgement: (sector 44). The symbol of Justice Department, a rockcrete statue situated behind the somewhat inferior-looking Statue of Liberty. Unknown to the general public, the Public Surveillance Unit is headquartered within the Statue of Judgement’s head. Two further Statues of Judgement were constructed. One was sited near the West Wall, destroyed by ex-Judge Grice during the so-called Inferno. The other - the Judgement Colossus - became the secret headquarters of a corrupt SJS chief and was destroyed on Judge Dredd’s orders. 

•
Sus-An Clinic: Stasis banks where citizens can be placed into suspended animation to delay the onset of terminal diseases until a cure can be found. Naturally, a hefty fee is charged for such a vital service. 

•
133b Sylvia Plath Block: Holiday company Holiday Macabre present a tour of the place where the brave can stay overnight in this evil place once frequented by Judge Death. Many go mad or die under strange cicumstances during the night. 

•
Undercity: AKA the Old City. The name given to the ruins of the landscape beneath Mega-City One, incorporating New York State. Now inhabited by mutants, devolved humans known as Troggies, escaped criminals and all manner of bizarre creatures. Policed by Undercity Judges, though their efforts at maintaining the status quo are debatable. 

Municipal

•
Atlantic Purification Plant: Several dozen structures dotted along the Atlantic Wall which process, detoxify and refine the waters of the Black Atlantic, making them fit for human and industrial consumption. 

•
City Hall: (sector 44). The centre of Mega-City One’s civic administration. Both the elected major and Barney - the City Hall mainframe - are located here. The plaza located at the fore of City Hall is nicknamed Riot Square; it is frequently loaded with protesting citizens protesting about one matter or another. 

•
Mega Garbage Disposal Plant: A smaller version of Resyk, responsible for recycling metal, plastic waste and general refuse. Genetically-engineered creatures called Fang Worms occupy recycling vats in their millions, digesting waste products and excreting base components which can then be collected and reused by industry. 

•
Power Tower: (sector 38). The source of much of the City’s power supply. The tower sits atop an active, man-made volcano, channeling geothermal heat, converting it into electricity. 

•
Resyk: Chain of recycling plants handling large quantities of organic and non-organic waste. Most of Mega-City One’s corpses are processed by Resyk. It’s motto: “We use everything but the soul!” 

•
Weather Congress: (sector 44). Building sited close to City Hall where the result of the day’s Weather Poll are tabulated (citizens can vote on the type of weather they wish to see that day). Periodically, Justice Dept exercise it’s veto and arrange heavy downpours or localized twisters to clean the streets. 

•
Weather Control: AKA Mega-City Atmospheric Control. Floating weather stations beneath the Laser-Mesh which maintain the City’s daily weather patterns. 

Transit Systems

Pedestrian

•
Back street: Two-way passages, located in Old Town and City Bottom. 

•
Broad-Way: Large pedestrian plaza. 

•
Crossway: AKA Crosslink. Any pedway intersection. 

•
Eeziglide: One-way pedestrian conveyance that functions as a human conveyor-belt. 

•
Pedway: Pedestrian-only walkway found right across the City at all levels. Subpeds are enclosed pedways that run under Pedways. 

•
Zipstrip: One or two-way pedestrian walkway that links blocks and smaller interchanges. Enclosed zipstrips are called Pipeways. 

Vehicular

•
Boomway: One or two-way multi-level Mega-Way (between four to ten lanes width, two to four levels height). 

•
Filter: One-way exit or entrance to and from parking areas. 

•
Flyover: AKA Overzoom. Skedway which passes over a city block. 

•
Inter-Block Zoom: Maglev train-system which replaced the old Sky-Rail network in the late Twenty-First Century. Provides a link between all the city blocks in any given sector. 

•
Intersection: Road junction. 

•
Judge’s Lane: Two-way road that runs parallel to major roadways reserved exclusively for Justice Deprtment. 

•
Median Strip: Protective barrier which prevents accidents in one half of a road from spreading to the other side 

•
Mega Circular: Two-way, six-lane Meg-Way which bypasses through-sector traffic to benefit long-distance drivers. 

•
Meg-Way: AKA Megaway, Speedway, Throughway, X-Pressway. Largest road design in MC-1. Two-way, between four to twenty lanes, central reservation. 

•
Parkarama: Ground vehicle park. 

•
Pod Park: Hover vehicle park. 

•
Skedway: One-way highway, between one to five lanes. Interskeds - AKA Feedway - connect one skedway to another. Underskeds are single-lane roads - often reserved for public service traffic only - that pass underneath skeds; Overskeds are the same, but pass over instead 

•
Sky-Rail: Obsolete monorail public transit-system introduced in the early Twenty-First Century. One-third of Mega-City One still actively uses the sky-rail network while it awaits upgrading to the zoom-system. The largest sky-rail intersection in the City is Hell’s Junction. 

•
Slipzoom: One-way, between one to four lanes, used for larger interchanges. A Underzoom (AKA Flyunder) is a single-lane road often reserved for public service traffic only that passes under a Slipzoom. 

•
Superslab: AKA the Mega-City 500. The longest Meg-Way in Mega-City One, bisecting the City from north to south. Twenty-four lanes, 1220km in length. 

•
Transit stacks: Mile high columns that serve as junction points for arterial traffic, both vehicle and pedestrian.

•
Wayby: Small zones set aside Meg-Ways and Skedways in regular intervals where drivers can pull-off and temporarily park their vehicles. 

•
Zoomtube: The most recent traffic innovation in Mega-City One. An enclosed road-system where all traffic is platooned and computer-controlled for optimum speed and driver-safety. 

•
Criminal 

•
Insults & Expletives 

•
Miscellaneous 

•
Judge Jargon 

•
Sub-Culture 

Criminal

•
Banker: A dealer or other street person who holds credits paid out for drugs. 

•
Bat-Burglar: Criminal who uses a batting costume and wings to gain access to high-rise habholds, rob them and escape by air. 

•
Bat-Mugger: Airborne tap. 

•
Bite-Fighting: Illegal combative sport featuring fighters with arms tied behind their backs and teeth filed to razor-points, these fangs being their sole means of causing injury during the fights. 

•
Blitzer: AKA Assassin, hit man. Premeditated kills are known as Blitzes. Agency Blitzers are often rigged with booby-traps to prevent them from being captured and interrogated by Judges. Suicide blitzers - Ex-Men - have explosives implanted within their own bodies, set to explode when they reach their target. 

•
Block War: Conflict between the Rezzies of one block against those of another. 

•
Body Sharking: Illegal trade in the bodies of living humans who are destined for medical experimentation, slavery or to suffer having their brains removed and replaced by that of another, usually a wealthy eldster who wishes to savour a youthful existence once more. Those criminals who mediate Body-Sharking deals are known as Body-Brokers. 

•
Boinger: A citizen who risks a twenty-year prison sentence by Boinging in the outdoors, away from the safe, regulated environment of a Palais-De-Boing. 

•
Chump-Dumping: Lethal scam whereby citizens are lured aboard starships with the promise of cheap holidays on other worlds, only to find themselves blown out of airlocks by the unscrupulous crew, or sold into slavery on some distant alien gulag-planet. 

•
Comic-Running: Outlawed in the late Twenty-First Century, comic books are still readily available, with brand-new printings smuggled in from Brit-Cit and the EEC, or unearthed in all their antique glory from caches deep in the Undercity. 

•
Dip: AKA Dunk. Pickpocket. 

•
Drugs: With the intense - and ever increasing - stresses of future existence, drugs have never been as widespread a problem as they have become in Mega-City One, the ultimate short-term stress-relief. 

o
Adifax: Anti-ageing serum derived from the glands of the Stookie species. These timid aliens are smuggled into Cursed Earth farms by intergalactic slave-traders. The Stookies are then butchered and their glands removed. With the many breaches in the Mega-City Wall, it has never been easier to smuggle Adifax into the City. 

o
Brainwipe: Narcotic originating from the Dream Factories of the Pan Andes Conurb. Long-term side-effects include memory-loss and nervous system damage. 

o
Chowder Powder: Designer drug built-up around a steroid base. Intended effect is a massive increase in energy, counteracted by mental instability - paranoia - uncontrollable shaking fits and skin problems. Available in tablet, hypo cartridge or powder formats. 

o
Dream Gum: Hallucinogenic chewing gum. 

o
Dyco-Psycho 16: Powerful hallucinogenic. 

o
Fx: Recreational Hallucinogenic. 

o
Moon-Dust: Grainy narcotic developed in Luna-City One which first hit Mega-City streets in 2114. Ingested in roughly-powdered form with water - or beverage of choice. Long-term usage can result in the deterioration of vocal-chords and stomach ulcers. 

o
Shanghai Express: AKA Chó-onsuku no, Supersonic. Opiate. a Hondo City specialty. 

o
SLD88: Leaves the user open to suggestion. A psychiatrist's tool, it is now banned. A black market thrives, with SLD88 a popular purchase among con-men, pranksters and rapists. 

o
Spoks Mock Choc: Contraband confectionary. Ingredients cause an increase in the hormone Norepinephrine, resulting in severe increases of aggression and stress before eventual heart failure.

o
Stanimene: Illegal anabolic steroid. 

o
Sugar: AKA White stuff. Only synthetic-sweeteners are legal in MC-1. 

o
Tobacco: Illegal to possess outside of a Smokatoria. Imported from the Caribbean Zone. 

o
Umpty Powder: Hyper-addictive candy, formerly legal purchase prior to it’s addictive properties being discovered. Now generally only available in powdered form, manufactured in secret plants located across the North and West Sectors, with several facilities hidden in the Cursed Earth Rad-Lands. Distributed by Umpty-Baggers. 

o
Zapp: Powerful stimulant derived from human adrenalin secretions, harvested in Adrenaline Factories. Due to the great risk incurred manufacturing Zapp, its street value is very high; only the wealthy can afford to experience the 'executive mind explosion'. 

o
Zzip: Amphetamine designed by a Uranium City drugs syndicate. Desirable effects include vastly heightened reflexes and stamina. Side-effects are rare, but the sheer thrill that Zzip’s influence bestows is a powerful addictive factor. 

Criminals

•
Exo-Men: Criminals who commit crimes wearing protective steel exoskeletons which they have stolen from construction sites - or in latter years - begun to custom-build themselves. These new exo-suits may be outfitted with weaponry in addition to the perps’ own. 

•
Femmy Gang: All-female, weapon-carrying street-tribes, typically dressed in intimidating clothing (spikes, leather, chains). 

•
Futsie: The victim of ‘Future Shock Syndrome’, a nervous breakdown caused by the strains of Mega-City One life, which culminates in a spate of violence against city property and other citizens. Normal sentencing for Futsie-related crimes involves a duration in a psycho-cube and drugs therapy. Extreme cases - repeat Futsies - may require lobotomizing as a last resort. 

•
Gump: A smalltime criminal or cheap hood. 

•
Heister: Armed robber. 

•
Holiday Specials: Citizens who are bribed into smuggling contraband back into Mega-City One during their vacations abroad. 

•
Jack-In-The-Box: Pranksters who get a thrill from appearing out of seemingly nowhere and surprising Judges, their intention to out race the pursuing Judge while their friends video the whole incident for later amusement. JITB variants are directed at citizens. 

•
Jimping: Impersonating a Judge, complete with mock-up Lawgiver and uniform. 

•
Joy Poppers: Pre-dult passtime of drive-by shootings just for the fun of it. 

•
Leaper: One who commits suicide by jumping from a great height. 

•
Numbers Racket: The practice of criminals who hack into computer systems to alter system details, their usual aim to transfer currency into their own, ‘numbered’ accounts. 

•
Organ-Legging: Trade in human spare-parts which turn up in back-street transplant surgeries. Poor quality organs - scrubs - secured at cut prices - are sold to the poor for food. 

•
Ped-Hog: Unruly pedestrian who impatiently pushes through crowds of other walkers. 

•
Perp Running: The act of smuggling perps out of Mega-City One so that they might begin a new life of crime beyond the reach of Justice Department. 

•
Pongo: Confidence trickster, con-man. 

•
Prankster: Practical joker whose idea of amusement is to cause mayhem for others. 

•
Psyker: Criminal with psionic powers. 

•
RAMraiders: Creators of cyber-viruses, placing moles into information sites waiting to be downloaded by RAMPOTS. The mole collects information on the user's finances and records it, sending it to the RAMraider, then self-destructs, permanently disrupting the RAMPOT'S brainwaves. 

•
Rat-Baiting: Back-street gambling involving mutant rats set on one another. 

•
Red-light Gang: Small-time Wreckers who attack and rob vehicles stopped at stop lights. 

•
Ring-Racing: Gambling venue. Small mammals such as cats and dogs are fed parasites, inducing rectal discomfort. The animals are then placed on a racetrack and allowed to wipe their asses along the way in a feeble attempt to clear the parasites. First animal to cross the finish line wins. 

•
Robo-Thief: Dealers in used robots. Robo-thieves steal robots, repaint and recondition them, then sell them back to Mega-City One. Some robo-thieves deal in rustbacks - obsolete robots - whom they sell in their present condition to the poorer South-Am cities. 

•
Scratch Killings: Manufactured serial killers conceived to entertain the masses, backed up by an intense publicity machine. 

•
Scrawler: Graffiti artist. 

•
Sky-Heist: Airborne theft of a Mo-Bank; the vehicle is lifted into the air and dropped from a great height in an attempt to crack open it’s vault. 

•
Slab-Walker: AKA eezie-squeeze. Prostitute. 

•
Slowster: Vehicle moving at criminally slow speed. 

•
Spugbug: Party game where participants make nuisance vidphone calls to strangers. 

•
Surf Shark: Armed criminals mounted atop hoverboards. Term also applied to mutant incursions into Mega-City One sing hoverboards sold to them by MC-1 dealers. A variant of the Surf-Shark - the Hovermugger - describes Taps who use hoverboards to swoop down on and rob their victims. 

•
Sparechanger: Beggar 

•
Spont: Spontaneous Confessor; citizen who suffers the compulsion to confess to crimes he didn’t commit. 

•
Stookie Glanding: The trade in the Stookie gland, repository of the miracle anti-ageing drug Adifax. 

•
Tap: Mugger. A gang of Taps is called a Tap Dance. 

•
Umpty Bagger: Criminal who deals in Umpty. 

•
Vi-Monger: AKA Snuff-Shoveller. Dealer in VI-media (magazines, tri-D flicks, interactive games depicting acts of actual violence and murder for the viewers’ pleasure). 

•
Wall-Hopper: Mutants attempting to illegally enter Mega-City One by exploiting the breaches in the City Wall. 

•
Wrecker: AKA Highwayman, street pirate. Gangs of armed raiders who target moving vehicles, bringing them to a halt using violence means then robbing the occupants of their valuables. 

Insults & Expletives

•
Bambo: Stupid person; variant is Bimbo. 

•
Bastich: Bastard 

•
Cremola (Crem): Oh dear, Oh no. 

•
Dreepe: A troublemaker. Referring to Melda Dreepe, one of the Block Mania instigators. 

•
Drek (Dreck, Drekk): Rubbish, junk, shit 

•
Drokk(ing) (Dok): Fuck(ing). 

•
Drokkbucket: Bag of shite 

•
Flake Off: Get lost 

•
Flipoid: Maniac, wierdo 

•
Geek: Jerk, nerd 

•
Gink: Fool, dickhead 

•
Grud (By Grud, Jovus Grud): By God! Jesus Christ! Other derivatives include Sweet Jovus (sweet Jesus) and Sweet Jovus, Son of Grud 

•
Moncho: AKA Spazmo, Crosswire, Brain-Strain. Mentally-retarded. 

•
Mugglie: Insult used only by the most vulgar of Punks 

•
Mutant (Mutoid, Freako): Ugly or disfigured, disabled person 

•
Nerdling: Week of body, insignificant. 

•
Pencil-Neck: Weakling, puny. Sometime used by Fatties to describe anybody thinner than they are. 

•
Pinky: Ape-slang for humans 

•
Puswad: Diseased, dirtbag 

•
Ratfink (Spuggy): A Punk. May also be used to describe an untrustworthy person 

•
Scumsucker: Shit-eater, motherfucker 

•
Shikes!: Somewhere between Yikes and Shite 

•
Slitch: Bitch 

•
Spugwit: Fuckwit 

•
Stomm!: Shit. 

Miscellaneous Terms
•
Blued: To have been murdered. 

•
Chub-Up: To Party; have a knees’ up 

•
Griblig: Extraterrestrial pests resembling children’s furry toy bears, a quarter-metre in height. 

•
Hab: AKA habhold, pod. City block apartment. 

•
HV: (abbrv) Hover Vehicle 

•
PB: (abbrv) Phone Booth 

•
Pranger: Out of control air-vehicle, heading for City Bottom. 

•
Rad-Flea: Mutated parasite spawned in Mega-City rad-zones. Resistant to all deterrents except the stench of raw munce. 

•
Roid-Rage: Steroid-induced frenzy. 

•
Rumble: Violence between rival gangs. 

•
Sheen: A personal vehicle; eg. car, bike, hover-pod. 

•
Skunged: To be destroyed; applied to machinery and vehicles. 

•
Slick Jack: (Slick Jane): To look flash, cool. 

•
Uggybuggy: Term of affection for a ground or hover-car. 

•
Vacuum Pot: Lavatory. 

Justice Laws and Acts

o
Genetic Purity Act of 2079: Law forbidding mutants from citizenship within the borders of Mega-City One. AKA Mutant Segregation Act. 

o
Fat Control Law of 2104: Forced Segregation of heavily-overweight citizens following the food-shortages in the wake of the Sov (Apocalypse) War of 2104. Repealed several years later when the crisis had passed. 

o
Dredd Act of 2101: Bans all forms of animal experimentation. 

o
Judicial Indictment 4: The illegal obtaining of a confession by a Judge from a suspect by physical torture. 

o
Public Health Act of 2087: Authorizes Judges to destroy any property that poses a significant health risk to the environment. 

o
Section 32: Permits Judges to incapacitate large numbers of citizens to apprehend perps hiding in their midst. 

o
Section 59c: (AKA Crime Swoop), a Judge’s legal right to enter the home of any citizen and search for incriminating evidence. 

o
Security of the City Act of 2071: Permits Justice Department to undertake normally illegal actions should either the political or physical safety of Mega-City One be directly threatened. Originally created to remove President Booth from power after the Great Atom War, modified since to cover a wider variety of issues. 

Judge Jargon

•
A & A: (abbrv) Aiding and Abetting 

•
AKA: (abbrv) Also Known As, Alias 

•
Anti-Crime Code: Comprehensive catalogue of arrestible offenses and the relevant codes by which Justice Dept recognizes them. Also lists all the legal powers available to Mega-City One Judges. 

•
APB: (abbrv) All Points Bulletin, issued to help locate a fleeing suspect.

ARV: (abbrv) Armed Robbery with Violence

At Large: A criminal, yet to be apprehended.

Awards: 

o
Commendations Grades 1 & 2: Awarded to Judges who have demonstrated great bravery and gallantry in the name of the Law despite great personal danger and/or actual bodily injury sustained as a result of their heroism. 

•
Bag: To place a corpse into a body bag. 

•
Ballistics: The study of firearms and bullets, used to identify weapons employed in a crime, the locations of the criminals when they fired them, etc. 

•
Beast of the Streets: Nickname for the Lawmaster. 

•
Blank: Psi term for subject who is able to shield his mind from Psi-probes. Sometimes used to denote a person who is invisible to remote viewers. 

•
Block Mania: Slang for the citywide madness that brought Mega-City One to it’s knees, paving the way for the Sov War. The term is still in active use, used to describe intense multi-block wars. 

•
Blotter: Nickname for the computer database where arrests are recorded. 

•
Book: To record an arrest and register the person arrested. 

•
Booted: To be transferred from one post to another due to incompetence or misdeed.

· Bust: To arrest. 

•
Cadet’s Rights: Unofficial in-house law that grants Judge Cadets (and Rookies) the authority to settle internal disputes with fellow trainee Judges via trial by combat. 

•
Call Signs: 

o
Code 1 (Green): Respond when possible 

o
Code 2 (Yellow): Routine response 

o
Code 3 (Red): Emergency response 

o
99 Code Red: Judge(s) down (ie. injured or dead) 

o
Code 299: Citizen Amok 

•
Civos: Citizens. 

•
CMO: (abbrv) Chief Medical Officer. Every Sector House and the Grand Hall of Justice has such an officer. 

•
CO: (abbrv) Chief of Operations; applied to sector house divisional commanders. 

•
Confront: A large-scale conflict. 

•
Comp-Ident: Computer identification of a perp. 

•
Corpus Delecti: All the evidence and facts surrounding a homicide. 

•
Crack: To solve a case. 

•
Crackdown: Tightening of law enforcement against a particular crime. 

•
Criminology: The study of all facets of crime. 

•
CSU: (abbrv) Crime Scene Unit. 

•
DOA: (abbrv) Dead on Arrival. 

•
Dodgem: Nickname for Ricochet bullet. 

•
Dragnet: Coordinated, all-out search for a criminal. 

•
Dredd Syndrome: An intense phobia of judges, particularly of Judge Dredd, who has come to symbolize the face of Mega-City One Law. 

•
Dredd’s Comportment: Mutli-volume ‘how-to’ rulebook for Mega-City One Judges written by Judge Dredd; standard reading at the Academy of Law, and later still remaining an essential reference for seasoned Slab Jocks. 

•
False Arrest: An arrest of a person for reasons that are legally unsupportable. 

•
Fluff: Recently graduated Full Eagle. 

•
Frisk: To pat a suspect down in search of weapons or contraband. 

•
FSE: Final Stage Evaluation. A rookie judge’s ultimate test, culminating - if they pass - in their promotion to the position of full eagle. FSEs are carried out on the streets of Mega-City One under watchful supervision of senior judges. 

•
Garden Room: Slang for the morgue. 

•
Graveyard Shift: Early morning period of duty (2300-0600hrs) for C-Watch. "Sunday Night Fever" is the the worst graveyard shift of the week, with more kooks and crazies out than any other time, frustrated by the future of another no-hope week. The worst part of the night is between 2330 and 0030hrs, nicknamed the 'Happy Hour.' 

•
Holding Post: Post to which Judges may handcuff perps while they await collection by Catch Wagon. Regularly located through Mega-City One. 

•
Hot: Slang for stolen. 

•
Hotdog Run (CAT / RAT): Assessment test undertaken by twelth year cadets into the Cursed Earth. In recent years select teams of rookie judges have been required to undergo another Hotdog Run, the result of which determines final graduation to full eagle status. 

•
Hotshot: Nickname for Heatseeker bullet. 

•
Jaw Drop: Lawmaster air-drop from an aircraft. 

•
John / Jane: Slang for a prostitute’s male / female customer. 

•
Judge’s Code: Encrypted message system used exclusively by Justice Department. 

•
Justice Central: Nickname for The Grand Hall of Justice. 

•
Lead: A clue. 

•
Lemming Syndrome: Bizarre compulsion for masses of citizens to throw themselves simultaneously off from great heights to certain death (see Pavement Burger). 

•
Line-up: A group of men or women arranged in a line, from which a witness must identify a suspect in a crime. 

•
MAC: Macro Analysis Computer. Justice Department’s mainframe, located within the Grand Hall of Justice. MAC can be accessed by any terminal, and can override Barney - the City Hall computer - if circumstances warrant. 

•
Manhunt: A coordinated search for a fugitive. 

•
Mark: A victim of a crime; a dupe. 

•
Mega-City Boot: Nickname for riot foam. 

•
MO: (abbrv) Modus Operandi. A criminal’s method of operation. 

•
MOD: (abbrv) Method of Death. 

•
Most Wanted List: Roster of extremely dangerous criminals yet at large. 

•
MPO: (abbrv) Megway Patrol Officer. 

•
Muggers’ Moon: Nickname for the state of raised crime levels during a full moon. 

•
Nark: Judge’s informant, often an ex-criminal, or a criminal who seeks concessions on his prison sentence in exchange for valuable information provided on fellow perps. 

•
On the Take: Receiving stolen or illegal goods or money. 

•
PAC: Paranormal Analysis Computer. Psi-Division’s personal paranormal database, integrated into the MAC mainframe in 2117. Located within Omar House, the Psi-Division headquarters (sector 57). 

•
Paddy Wagon: Nickname for a Catch Wagon. 

•
Pavement Burger: The result of a leap from a great height. 

•
Ped: (abbrv) Pedestrian. 

•
Perp: (abbrv) Perpetrator, criminal 

•
Piece: A gun. 

•
Pre-Cog: Precogniscant. 

•
Predictor: Alternative psi-term for a pre-cog. 

•
Psi-Flux: Psi term for the universal energy that all Psi-powers are derived from.

· Pyrokine: Pyrokinetic. 

•
Random Physical Abuse Test: Spot interrogation carried out by SJS on Justice Department personnel. The purpose of the RPAT is to uncover corruption within the force, Methods employed to carry out the Test include physical violence, sleep deprivation and truth drugs. 

•
Rap Sheet: A criminal’s record of arrests and convictions. 

•
RKC: (abbrv) Resident Known Criminal. 

•
S & S: (abbrv) Strip and Search 

•
Shadow: To tail or follow a suspect. 

•
Slab Jock: Nickname for a Street Judge. 

•
Sleep Machine (TRI): Total Relaxation Inducer. Coffin-like machine that compresses a full night’s sleep into ten minutes. The Volt Reforms of recent years saw the use of TRI’s reduced considerably following psychological test results suggesting long-term adverse side-effects from their daily use. 

•
Sponcom: (abbrv) One who has suffered from Spontaneous Human Combustion. Sometimes mistakenly used to describe a Pyrokinetic. 

•
Stakeout: Waiting and observing surreptitiously at a location for a crime to occur. 

•
Stiff: A corpse. 

•
Sunday Night Fever: AKA The Happy Hour. Nickname for the above-average levels of crime that sweep the City during 11.30pm - 12.30am on Sunday nights. 

•
Surveillance: Covert observation of a criminal suspect. 

•
Sweep: A large-scale crackdown on a particular crime in a specified area, resulting in numerous arrests. 

•
Swoop: A massive and simultaneous convergence of judges at a particular site, to make an arrest of a group of suspects, such as drug-dealers. 

•
Tac Groups: Roving judge squads working in conjunction with investigative divisions over a mutli-sector area of operations. 

•
Teledominat: AKA Puppeteer. A psyker with the power to control the minds of others. 

•
Tin: Slang for a judge’s badge. 

•
Trolling: Vice Division term for sending a plainclothes officer to an area frequented by prostitutes, in order to make arrests for solicitation. 

•
Watch(es): Standard shift rotas observed within Justice Department, 
comprised of A, B and C Watches. 

•
Watching Bay: Judges-only wayby where judges can keep a lookout over the City. 

•
Whip: Slang; officer in charge. 

•
Wired: Carrying a concealed recording device. 

•
Volt Reforms, the: Former Chief Judge Volt desired a slow change of 
rulership for the City, making the judges responsible to elected civillian representatives of the people, though they would have no say in operational policy. This proposal was accepted by the Council of Five. Chief Judge Hershey will begin to implement her successor's initiative. Other actions created in the Reforms included improved working conditions for street judges. 

•
YP: Young Perp; juve, spug or punk. 

Sub-Culture

•
Biz-Cit: Businessperson. 

•
Blob: Short-lived fashion involving plastic surgery to remove one’s distinctive facial features, replacing them with a simple ‘potatohead’ and a vokebox for a mouth. 

•
Button Jock: Radio DJ. 

•
Canary person: A human early-warning system for companies that deal with toxic gases. Cheaper than state of the art detection systems, a canary indicates the presence of lethal gas by keeling over dead. 

•
Chowderhead: Drug-addict. 

•
Crockshop: Home for the elderly. 

•
Croonatic: Devotee of Twentieth-Century singers. 

•
Cyber-Courier: Pedestrian couriers who carry small items of valuables to and from clients in a surgically implanted ab(domen) box. Their intestines are removed to create this space, and a waste-matter drain attached to their sides. 

•
Dult: Juve slang for an adult. 

•
Flabbie: AKA Fattie. Extremely obese citizen who participates in eating competitions. 

•
Flab-Fan: Follower of Flab-sports. 

•
High-Towner: City Bottom term for inhabitants of the upper levels. 

•
Joy-Commuter: Citizens who travel the public-transit systems on a regular, daily basis, playing out the wild fantasy that they have places of employment to commute to. 

•
Juve: Young person. 

•
Lurker: Tramps located in and around City Bottom who scavenge food and valuables from accident sites and victims of crime. 

•
Megger: Inhabitant of any Mega-City. 

•
Muscle: Nickname for hired bodyguards selected for physical strength. Wealtheir employers can purchase cloned mugs whose bodies are kept in shape by stimulus-implants without their ever having to exercise to maintain them. The decades old Schwarzenegger rootstock is a popular source of cloned muscle. 

•
Mutie: Mutant 

•
Norm: Mutant name for a normal human. 

•
OAC: AKA Crock, Eldster. Senior citizen. 

•
Peeper: Citizen who covertly spies on other citizens using telescopes, cameras or binoculars. Though a criminal offense, Justice Department has occasionally turned this voyeuristic obsession into a profitable business, recruiting peepers to run surveillance on suspicious citizens. 

•
Plonko: Alcoholic. 

•
Puglie: Punk who pays for the Otto Sump uglification treatment. A favourite gathering place for puglies are the frequently held Uglybug Balls. 

•
Punk: Young hooligan, more often a rowdy teenager. 

•
Rezzie: AKA Blocker. Term to describe fellow residents of the same city block. 

•
Simp: Citizen with the compulsion to dress and act a total fool. 

•
Slosher: Low-paid cleaner. 

•
Slug Vendor: Newsagent. 

•
Slummy: The lowest social classification in Mega-City society, referring to the dregs of humanity who live in their own garbage and cause more trouble than they’re worth. 

•
Spug: A young punk; pre-teen. 

•
Strut: Juve slang for taking a walk. 

•
Tongue-Stud: A man who can charm any woman into bed. The phrase has also been (incorrectly) applied to the general activities of Teledominats. 

•
Trendo: Fashion-victim. 

•
Trog: Subhuman denizen of the Under city, occasionally staging raids into Mega-City One. 

•
Vag: AKA Slabpacker, Vagrant, tramp, hobo. Mega-City One is so tough that even Vags need a survival pack - a Scrounge Kit - to make it through the arduous days and nights. 

•
Vidder: Tri-D addict. 

•
Whoopie-Whore: Compulsive party-goer. Term is also applied to someone who charges others money in exchange for a more-exciting lifestyle. 

•
Wierdie: Citizen who undergoes disfiguring surgery with the intention of standing out from the crowd (eg. Citizen Snork). Not to be confused with a Puglie. 

Personal
•
Anti-Mugging Suit: Armoured (and armed) anti-tap suits. Initially declared illegal by Justice Department, who later reconsidered, providing that a license for their use was presented, initially purchased from the local sector house. 

•
Auto-Key: Automated lock-picking device. Unable to pick the modern Micro-X locks. Judges carry a similar device called a Lock Hack. 

•
Belliwheel: Used by fatties to keep their huge abdomens from dragging along the ground. 

•
Carilot: Hold-all bag. 

•
Chameleon Suit: Illegal anti-surveillance clothing rendering the wearer invisible to scanning devices. 

•
Credit: Standard currency among the Mega-Cities of America. Available in hard cash or paycard format. 

•
Cybernarc Cart: Obsolete virtuality headsets that still find favour with certain tracts of the population, especially the eldsters who have strong nostalgic connections. 

•
Eldster Card: Granted to all OACs, affording them fare concessions on public transport. 

•
Energy Shield: Belt-buckle-sized force-field generator used in self-defense. Developed by offworld armourers. 

•
Garbage Grinder: Waste-disposal machine common to every habhold and business premise. Where housing developments yet exist of a design prior to the 
advent of the GG, street-based units have been installed for public use. 

•
Line Projector: Magnetic claw grapple and line in use with Citi-Def units. 

•
Micro-Vid Radiophone: Two-way audiovisual communicator with Tri-D screen and WebNet access. Modern ‘MyVids’ have replaced vid-phones in most habholds. 

•
Personal Weather Machine: Miniature micro-climate machine restricted to private home use only. 

•
Radorak: Protective anti-radiation cloak worn by citizens and Judges alike in the City’s dangerous rad-zones. No protection against the rad-storms of the Cursed earth, for which Rad-Suits are worn. 

•
Scramble-Shield: Generator which shields the wearer from Psi detection (mind-reading attempts). However, the device cannot hide the wearer’s location from remote-viewers. 

•
Sucker Gun: Low-quality version of the line projector used by blockers to swing from one block to another during block wars; it is also an important addition to a burglar’s toolbox. 

Miscellaneous

•
AGC: Anti-Gravity Chute. Most commonly used in starscraper-class buildings where conventional elevators would have difficulties coping with the demand. AGCs are noiseless and inexpensive to power using revolutionary anti-grav technologies reverse-engineered from UFO wrecks in the mid Twentieth Century. City blocks and industrial premises also have CAGs (Cargo Anti-Gravs) to transport industrial-scale supplies and provisions. 

•
Alien Seeds: A short-lived fad involving the sale of embryonic alien-creatures to unsuspecting citizens. When watered, the embryos rapidly gestated into gigantic, carnivorous monsters, often consuming their horrified owners. Though Pest Control managed to eradicate most of the creatures, there remain many sightings of hydrated aliens among Mega-City’s murkier back-streets. 

•
Alluloid: Material used in reconstructive surgery. 

•
Brain Blooms: Bio-engineered plant/animal hybrids that emitted a hypnotic ‘song’ when fed. Exploited by criminals to paralyze their victims, the brain blooms were outlawed in the City. 

•
Conform furniture: AKA Hug-U. Traditionally popular range of furnishings - chairs, beds, loungers, hammocks - padded with dual-mode materials. When sat or lain upon, the furniture molds to suit the shape of the body. When pressure is reduced, memory ‘cells’ within the object return it to it’s original contours. 

•
Electromesh: Charged security fencing. Unlike en electro-cordon, because electromesh have a non-energy mesh to begin with, should they lose power, their security value is only moderately compromised. 

•
Electron Shower: AKA Electron Bather. Waterless body-cleansing device. 

•
Flexi-Steel: Pliable steel, originally invented for use with the instruments of the Street Football craze of the early Twenty-First Century. 

•
Fricken Fast-Food Dispenser: Vending machine. Get a burger for five creds; no staff, no hassles! 

•
Glasseen: AKA plasglass, transparene. Industrial-grade polymer most often used as safety-window and vehicle windscreen material. 

•
Groat: Unit of intergalactic currency. Acceptable currency in areas of Alien Town and the more culturally diverse districts of Mega-City One. 

•
Holovision: AKA TRI-D. Three-dimensional imagery used to convery multimedia information. 

•
Hypma: Hyperplasma, a strange energy/matter hybrid which provides a link between mind and matter, receptive to telepathic commands. The result is a physical manifestation of mental images. Justice Department is currently studying the potential benefits of Hypma. 

•
Mothane: Highly volatile gas with many uses within the chemical industry. 

•
Love Dolls: Android sex toys. Unsurprisingly, there is a roaring trade in reprogramming stolen models. Love Dolls come in kit form; components can be interchanged with other models to suit the user's personal preferences. 

•
NetWeb: AKA InfoMush. Twenty-Second Century equivalent of the Internet. 

•
Plascrete: Plasteen/concrete hybrid that can be molded into forms and molecular patterns not possible with either of the components isolated. 

•
Plasteen: Most commonly-used building material on earth, capable of forming items from tableware to vehicles to space-stations. 

•
Plastiflesh: Standard material used in organ-replacement and cosmetic surgery. 

•
Plastiflex: Paper-thin polymer. 

•
Polypropylop: Highly economical and versatile material refined from basic city refuse. 

•
Psionic Shielding: Metal impregnated with negative psi-particles which can block out all but the most-powerful psi-projectors. 

•
RAMPOT: Random Access Memory Potential. IQ enhancing device which plugs directly into the brain. Capable of downloading vast amounts of information. A NERCDO product. 

•
Rockcrete: High-strength building material somewhat superseded by Plascrete. 

•
Rodentine: Corrosive sewer-cleansing gas found in the abandoned networks of City Bottom and congested regions of the Undercity. Lethal to most animal-life, including human. Regulated by Wiffin Gas, contracted by City Hall. 

•
Sporthespian: Computer-generated sportsman designed to suit the needs of every team manager; inexpensive, doesn't talk back. Sporthespian games are pay-per-view; the more credits paid, the better the game-play, all by twiddling a few knobs. 

•
Vacuum Pot: Common term for Lavatory 

•
Virtuality: Late Twenty-First Century upgrade of the virtual reality systems. Virtuality is practically indistinguishable from reality. 

•
Virtual Soldier: Experimental, multi-weapons platform armed with napalm thrower, concussion grenade launcher, hi-ex missile launcher, stutter gun (rapid fire HMG) and laser cannon. Remote controlled from a virtual reality type interface. Ten test models were made. 

•
Wire, the: Illegal psi-amp device invented by the late Professor Helios. The Wire was three inches in length. It had the capability to trigger changes in a subject's cellular structure when planted in his head, the result being the host now able to warp into anything the human body was capable of, under the remote-guidance of a psi. 

Weaponry

Ammunition:

•
Balloon: Compressed-gas bullet that expands on impact, usually embedded within the target before it reaches a twelve centimetre diameter. Expansion then takes place at the rate of one centimetre per second. 

•
Hyperblast: Highly volatile explosive, featuring a tracer component. Often mistaken for a laser-blast. 

•
MMT: Mono-Molecular Thread: Multipurpose cord, often used as a climbing rope or laid across passageways as a weapon of ambush. 

•
Sim-U-Death: Drug-laced round which induces a state indistinguishable from death on impact. The effects wear off within an hour. 

•
Teardrop: Chemical load which releases an enzyme on impact. The result is a fast-spreading breakdown of cell membranes throughout the body resulting in death, often by a fatal release of blood from ruptured veins into the lungs. The bullet casing dissolves within minutes, leaving a corpse with symptoms of Megatoxima Rupturosis, a condition not uncommon among citizens who have strayed too closely to a chem-pit. Teardrops produce contagious results should the target be in skin to skin contact with another when the enzyme goes to work. Teardrops have been smuggled into Mega-City One since 2118 from local state-sanctioned weapons foundries within Cuidad Barranquilla. 

Hand Guns & Rifles

•
Blaster Buddy: ASP 400 Active Support Weapon. A computer controlled military issue weapon which offers moral and tactical support to its bearer. Texas City issue, though some have crept into the hands of private collectors and Citi-Def units in Mega-City One. 

•
Disintegrator: Matter deconstructor. Industrial tool whose use is strictly-monitored by Justice Department within City limits for fear of falling into criminal hands. 

•
Flenser: Charged energy weapon that liquifies flesh on the submolecular level. 

•
Gotterdammerung: Machine gun designed to fire custom armour-piercing rounds. 

•
Hand Gun: Basic firearm. Ammo capacity ranges from six to eighteen rounds. 

•
Hondai AK209 assault rifle: 700 rpm, micro-grenade load. Hondo-City 'import'. 

•
KK44: Auto firing hand blaster. A military issue smart weapon capable of independent action should it's user be killed. 

•
Laser Guns: Available for decades but distribution limited by expensive production costs and tariffs. The laser pistol has twenty shots, the laser rifle thirty. 

•
Multiblaster: Projectile rifle. Two, three and four-barrel models are available. 

•
Rasterblaster: Five-barrelled pistol; 5 rounds per barrel. Creates a shotgun-comparable blast area with minimal recoil. 

•
Sonic Blaster: Sound weapon. 

•
Spit Gun: Variation on hand gun specs; fires case less loads. Three types: mini-pistol (six rounds), pistol (ten rounds) and carbine (twenty rounds). 

•
Splut Gun: Wide-barrelled pistol. 

•
Stump Gun: Pump-action shotgun; twelve shell capacity. 

•
Stupid Gun: Prototype neurological weapon which scrambles the target’s brain-waves, reducing him to the mental capacity of a complete moron. 

•
Walther Mitsubishi Micro-flenser: Compact pistol with integral infrared sights and flechette attachments. 

Miscellaneous Weapons
•
Ball-Breaker: Steel-plated kneepad. May sometimes be spiked for extra gooley-damage. 

•
Biased Bomb: Explosive which can be programmed to inflict damage on specific targets and yet minimize injury to others within it’s blast area. This weapon defies the laws of physics; it’s place of manufacture remains unknown. 

•
Concussion Grenade: Stun grenade used by Citi-Def units and criminals. 

•
Electro-Prod: Baton which delivers an strong electric shock. 

•
Face-Funker: Barbed elbow-pad. 

•
Fire Bomb: Incendiary used by Justice Department and Citi-Def units. 

•
Hand Bomb: Standard explosive. 

•
Las-Knife: Short-bladed weapon with a laser cutting edge. Intrinsically unreliable. 

•
Las-Saw: Industrial laser cutting tool, occasionally abused by criminals to break into buildings and vehicles. 

•
Lazooka: Shoulder-mounted laser; Citi-Def ordinance. 

•
Mug Off: Anti-mugging spray

•
Phosphor Bomb: Incendiary used by Sov Judges during the Apocalypse War. Unexploded phosphor bombs still litter the City’s No-Go areas. 

•
Photon Fragger: Vehicle-mounted laser. 

•
Rattler: Razor-studded chain, swung as a whip. 

•
Robowhip: Used to disclipine troublesome robots. Secretes corrosive acid. 

•
Thermo Bomb: Incendiary explosive that releases tremendous heat. Capable of melting flesh, rockcrete and steel-plating. 

Missiles

•
Homer: Homing missile. 

•
Mini-Schnitzel: Low-effect explosive. 

Vehicles

•
Airbus: Hover-bus. The most common form of public transport in the City. 

•
Armageddon Tank: Kit-built combat ground vehicle used by gangs in and around City Bottom. 

•
Autobus: Computer-controlled public transit hovercraft. 

•
AntiPol Ship: Hulking pollution-control water craft attempting to repair the man-made damage inflicted on the earth’s oceans. 

•
Big Mo: Mobile service station which repairs, maintains and replenishes stock levels aboard Mo-Pads. 

•
Block Buggy: One-man hover-seat used to ferry citizens from one end of a city block level to another. Property of the City. 

•
Ground Cars: The modern Mega-City car has between four to eight wheels and runs off high-efficiency fuel. The most expensive models draw power from fuel cells. Quadroturbs are high-performance cars with four turbine-driven engines. Roadsters are sports cars. Saloons seat an average of six people. Selfcons are luxury, self-convertible models. 

•
Gypsy Lug: Privately-owned water craft which travel the coast of America in search of trade. Owned by small family businesses. Mega-City One is a favourite port of call. Criminals use gypsy-lugs to smuggle themselves into the City. 

•
Half-Loader: AKA midi-hauler. Five-tonne truck with fifty-percent of interior space allocated to passengers. 

•
Hover-Hog: Hover-bike favoured by motorcycle gangs. 

•
Hover-Pod: Generic term for a small hover-vehicle. 

•
InterCon: Intercontinental aircraft. 

•
Jet-Pack: One-man backpack capable of short-range flight. More expensive models replace the micro-jet engines with anti-grav units. 

•
Jet-Scooter: Short-range, single-rider hover-vehicle. Collapsible for carrying purposes. 

•
Jet-Stick: Short-range single-rider hover-vehicle. 

•
Jugger: AKA Ten-Tonne Tractor. Heavy-goods transporter. 

•
Mo-Bank: AKA secur-o-pod. Mobile bank used by mopad owners. 

•
Mo-Pad: Mobile home. Many citizens live a perpetual nomadic existence on the roadways of Mega-City One due to inadequate housing provisions. Mo-pads practically drive themselves, their travel patterns controlled by traffic computers. 

•
Motorcycles: Most civilian ‘bikes have performance specs comparable to the Mark 1 Lawmaster (without the weaponry). One of the more popular sports models of recent years has been the Harley-Farley 2000 Supersonic. 

•
Omopod: One-man hover-bike designed for long-range travel within the City.. 

•
Podule: One man, bead-shaped mini-hover vehicle with top of the range computer (equipped with vocal synthesizer) and electro-repeller field to deter car-thieves. 

•
Power Board: One-man hovercraft resembling a surfboard. 

•
Rad-Trak: Armoured platform used by heavy industry to clear away radioactive debris. 

•
Road-Hog: Wheeled motorcycle popular among biker gangs. 

•
Roadliner: Large, robot-driven bus. 

•
Roadrunner: Massive haulage trucks. Computer-controlled with a single backup driver. 

•
Robo-Rod: Sports car with robot-assisted cruise control. 

•
Sky-Rail: Obsolete public monorail system spanning the length and breadth of Mega-City One. Though the network is being shutdown in favour of the Zoom-Tube, a third of sky-rail lines remain in constant use. 

•
Sludge Truk: Six to eight wheeled container vehicle for chemical waste and sewer outflow. 

•
Spectromatic: Vehicle body-shell capable of changing to any of a series of preset colours within seconds. Banned from implementation upon aircraft. 

•
Statwag: Flat-bed truck. 

•
Strat-Bat: High-atmosphere flyer used to ferry passengers across the Cursed Earth from one Mega-City to another. 

•
Tando-Chop: Two-seater hover/rotor-driven aircraft. 

•
Turbo Truk: Eight-wheeled drive truck with five and ten-tonne models. 

•
Zoom-Tube: Robot-controlled, mass-transit train system which makes use of superconductivity to achieve incredible speeds. Gradually replacing the outdated sky-rail network. 

o
Sky-Bullet Three is a vacuum tube-train and a luxury tourist conveyance constructed from a super strong, transparent material. Sky-Bullet Three travels around Mega-City One at speeds of 700kph, past all the major landmarks. 

•
Zootskoot: Motorized roller-skates. Not to be confused with Power-Blades (high-speed sports models). 

Chronology
Introduction

This chronology is concerned primarily with events that have affected Justice Department business directly through the years, and/or Mega-City One as a whole, though select other, major events are included to put the sequence into perspective. If there are any items which readers feel should be included in the Timeline, please e-mail the Tac-Chief. Additionally, please report any mistakes noted.

2019

•
Pioneer City, the first permanent Luna colony, is constructed by an Amercian and European conglomerate. 

2020
•
A long-standing trade dispute between Europe and America is finally resolved, but at the cost of Pioneer City, which Europe sells to America to pay off massive debt it accumulated during the trade wars. 

2023-2031
•
Mega-City One is constructed. The radical Judge System of policing is introduced at the same time. Eustace T. Fargo is appointed as the first Chief Judge. The judges will work alongside the traditional law-enforcement units. 

2026
•
The Transatlantic Tunnel is constructed beneath the Black Atlantic which links Mega-City One and Brit-Cit. The tunnel's existance paves the way for improved economical relations between America the EEC (European Economic Community). 

2045
•
Vice-President Robert Booth assassinates President Frankowski. Booth assumes the title of President of the United States following a typically corrupt campaign. 

2039-2047

•
Mega-City Two and Three are constructed, to be policed by similar practices as Mega-City One. Mega-City Three is also to be governed by Chief Judge Fargo, a fact which many of it's citizens are unhappy about. 

2066
•
Cloning techniques are perfected, allowing for replicants of famous judges to be created. 

2070-2071

•
President Booth initiates World War Three, which devastates much of the world. The Mega-Cities are protected by their laser defense screens. President Booth, now reviled by his former subjects, makes his last stand at the Battle of Armageddon, protected by thousands of loyal Mek-Troopers. Booth is captured and brought to trial. Chief Prosecutor Solomon - acting on behalf of all thee Mega-Cities - sentences Booth to one hundred years suspended animation. The judges take over the governing of North America. 

2070

•
Mega-City One Psi-Division founded by Judges Barkertree and Jong. 

2072

•
Chief Judge Fargo dies of injuries sustained during the Battle of Armageddon. Judge Clarence Goodman succeeds him. 

•
Millions of homeless refugees from the wasteland now known as the Cursed Earth fill the three Mega-Cities to bursting. The remainder are either left to their own devices outside the City perimeters or executed should they enter illegally. 

2083-86

•
Civil war breaks out between Mega-Cities One and Three, the latter wishing independance, it's own Chief Judge, ruling council and policies that better represent it's own, unique requirements. The war ends in stalemate and Mega-City One allows Mega-City Three to sucede. Judge Tex is elected as the first Chief Judge of 'Texas City'. 

2088

•
Luna-City One is established, to be adjudicated by all three American Mega-Cities. The old Pioneer City colony is made into a museum, an immortal monument to Man's thirst for adventure. 

2094

•
Atlantis - the largest of six waystations - is constructed beneath the Black Atlantic along the Transatlantic Tunnel. It is jointly governed by the judges of Mega-City One and Brit-Cit. Atlantis further strengthens the bond between America and the East European Enclaves (formerly the EEC). 

2099

•
The first Statue of Judgement is constructed in honour of the bravery of the judges. 

•
The First Robot Wars; Call-Me-Kenneth leads a robot revolt against their 'tyrannical' human masters. 

•
Rookie Judge Giant graduates to full eagle status under Judge Dredd. 

•
Corrupt Fargo clone Rico escapes from Titan Penitentiary and seeks vengeance on Judge Dredd. 

•
Controversy over allegations of cheating during the Luna-City Olympics nearly triggers full-scale war between Mega-City One and East-Meg One. 

2100

•
Judge Dredd leads an emergency ground expedition across the Cursed Earth to deliver a vaccine to plague-stricken Mega-City Two. 

2100 - 2101
•
Judge Caligula takes control of Mega-City One, assuming the mantle of Chief Judge after his agents assassinate Chief Judge Goodman. When Cal is finally overthrown, Judge Griffin is chosen as the next Chief Judge. 

2101

•
The Cursed Earther called Father Earth leads a massive mutant invasion into Mega-City One. 

•
Judge Dredd creates the Dredd Act of 2101, banning animal experimentation. 

•
The Black Plague - a monstrous swarm of Cursed Earth spiders - invades Mega-City One. Nuclear missiles are used to exterminate the creatures when all other weaponry fails to delay their advance. 

2102

•
The alien superfiend Judge Death appears in Mega-City One for the first time. Psi-Judge Anderson sacrifices herself, trapping Death's spirit in her body which is then sealed in Boing for all Eternity. 

•
Based on predictions of dire future consequences for Mega-City One, Judge Dredd leads a deep-space mission to retrieve the so-called Judge Child - saviour of the City - from the Angel Gang. The quest ends on the remote world of Xanadu. Dredd executes the Angels and leaves the Judge Child behind, stating that the child is inherently evil and unfit to lead Mega-City One. 

•
Fink Angel - last surviving member of the Angel Gang - seeks vengeance on the judges who murdered his kin. 

2103

•
Black Atlantic pirate Captain Skank attacks Mega-City One with nuclear missiles. Judge Dredd defeats Skank and his crew, rescues Mega-City scientists from his clutches, and discovers that East-Meg One are implicated in the plot. Tensions heighten between the two superstates. 

•
Juve graffiti artist Chopper makes his first appearance, defacing the Statue of Judgement. 

•
Judge Death escapes from Anderson's body and unleashes another wave of killings, this time assisted by fellow dark judges Fear, Fire and Mortis. Judges Dredd and Anderson pursue the judges back to their home dimension of Deadworld to destroy them. 

2103-2104

•
East-Meg saboteur Orlok brings Mega-City One to it's knees by unleashing violent insanity across it's population - Block Mania. 

2104

•
East-Meg One destroys half of Mega-City One with a massive nuclear strike. Judge Dredd leads the resistance and cripples the enemy at it's very heart, launching a nuclear counteroffensive against East-Meg One. Dredd executes Chief Judge turned traitor Griffin. SJS Chief Hilda McGruder takes his place. 

•
Major Jim Grubb dies from an infectious fungal disease spawned from post-war rad-pits. 

•
The Judge Child resurrects Mean Machine Angel on Xanadu and sends him to Earth, pairing him with iso-block escapee brother Fink to kill Dredd. This time, Dredd takes no further chances with the 'Child, nuking him. 

2105

•
Manta Prowl Tanks come into service on the Mega-City streets. 

2106

•
Dave the Orang-utan is elected Mayor of Mega-City One. 

•
Rookie Dekker - Dredd's best student bar none - makes full eagle. 

•
Judge Dredd hunts down the thieves who have stolen mobile midwives containing prime Mega-City judge clone material in the Cursed Earth. He employs the local knowledge of Mean Machine Angel, who has been brainwashed into believing that Dredd is his long-dead father Pa Angel. 

•
Judges Dredd and Anderson travel through time to the year 2120, following up predictions of a terrible catastrophe in that time for Mega-City One. They discover that an entity called the Mutant - a deformed clone of the Judge Child - has razed the city to the ground, replacing it's populace with monsters and vampiric judges. Escaping a zombie clone of himself, Dredd makes it back to his own time and travels to Xanadu, where he personally sees to the death of the Judge Child's DNA, which had been rescued from the boy's mangled body by the Grunwalder, robot ruler of Xanadu. 

2107

•
Supersurf Six - a powerboard competition - takes place illegally in Mega-City One. Chopper - the former graffiti artist - has become a prime contender, but ends up back in the cubes just the same. 

•
Mayor Dave the Orang-utan is assassinated. 

2108

•
Shojan, oriental Shojan from the Radlands of Ji, resurrects the legendary Seven Samurai to do his bidding, turning the paranormal beings against the judges. Psi-Chief Omar uses a psi-amplifier to defeat Shojan, expending his own life-force. 

•
Due to negligent judgement during the Shojan crisis, Chief Judge McGruder resigns from the post and takes the long Walk. Judge Benji Silver takes her place. 

•
A small force of democrats take over a Tri-D station, protesting against the fascist reign of the judges. 

2109

•
A massive democratic march is staged before the Grand Hall of Justice; Judge Dredd crushes it. 

2110

•
Chopper escapes from his iso-cube and flies on a powerboard to Oz to take part in Supersurf Ten. At the same time, the judges are attacked by and army of judge-clones created by renegade chief geneticist Morten Judd. 

•
Kraken, a judda survivor, is inducted into the Academy of Law for accelerated training. His ultimate destiny; to be a Mega-City One judge. 

2111

•
A sleeper android is accidentally activated in Hondo City; Judge Dredd is dispatched to stop the robot before it carries out it's critical programming ... assassinating Hondo City's government. 

•
Cadet Giant's love child - also named Giant - is introduced to Judge Dredd. 

2112

•
Strontium Dog Johnny Alpha travels back in time to Mega-City One in pursuit of a bounty and subsequently crosses paths with Judge Dredd. 

•
Judge Dredd takes Rookie Kraken out on his FSE. Despite Kraken's faultless performance, Dredd fails him. Dredd announces his retirement and takes the Long Walk; his last order is that all the democrats he saw imprisoned be released. Shortly after Dredd leaves, Kraken is reinstated as a full judge and given a badge with Dredd's name on it. A Fargo clone, Kraken is the ideal replacement for the ageing Joe Dredd. 

•
Judge Death manipulates 'Judge Dredd' (Kraken) into opening the dimensional barrier which bars the dark judges from entering Earth. The dark judges - joined by sisters Phobia and Nausea - transform Mega-City One into a Necropolis, turning judges into executioners. Joe Dredd returns to the City to stop the dark judges, aided by ex-Chief Judge McGruder, Cadet Giant and Psi-Judge Anderson. With the dark judges once more banished, Dredd executes Kraken for high treason. He resumes his place as a Mega-City judge. Chief Judge Silver is believed to have been killed by Judge Death ... 

2113

•
A zombie claims to be Chief Judge of Mega-City One. He is revealed to be Chief Judge Silver, who fled when the City needed him, though he did not escape Judge Death's wrath. Judge Dredd ends Silver's miserable existence and reinstates McGruder as Chief Judge. 

•
Judge Dredd allies himself with the citizens for a referendum on the judges right to govern Mega-City One. Many judges oppose him, led by Grice and DeGaulle. They attempt to assassinate Dredd but fail and are sent to Titan. The referendum goes ahead ... the judges are voted back into power, though they are now slightly more accountable to their charges. 

2114

•
The necromancer called Sabbat travels back in time to 2113 and resurrects all the buried dead of the Earth in an attempt to seize control of the planet. Mutant bounty hunter Johnny Alpha follows Sabbat back from the future and eventually defeats him with the help of the world's toughest judges. The cost of the battle is terrible; several population centres (Mega-City Two, Sino-City One, South-Am, Djakarta and Brasilia) have been nuked to stem the tide of Sabbat's zombie armies. 

•
Judge McGruder authorises the introduction of the Mechanismo - combat robots - into the street judge force to attempt to compensate for falling rates of manpower. In time, the 'Mechanismo Project' will prove to be more trouble than it is worth as many robots manlfunction.

2115

•
Judge Grice escapes from Titan Penitentiary, leading a band of ex-judges on a warpath to Mega-City One to overthrow the judges. The invasion is defeated, though the West Statue of Judgement (overlooking the Cursed Earth) has been toppled. Rebuilding begins immediately. 

•
Hondo City aquires the ruins of Mega-City Two and begins building a new

City on the ashes of the old. 

2116

•
Judge Dredd is arrested for attempting to stall the Mechanismo project. En route to Titan, his ship crashes on the tenth planet Hestia. Mechanismos onboard the craft malfunction and attempt to murder the entire crew. Chief Judge McGruder is also present; she finally acknowledges that the project was flawed and closes it down. She resigns (again). McGruder is sentenced to death by lethal injection with regard to her deteriorating mental condition, but Judge Dredd makes certain that she goes out fighting, taking McGruder on one last mission out into the Cursed Earth. 

•
Judge Hadrian Volt is elected new Chief Judge of Mega-City One. 

2117

•
Judge Dredd becomes temporary sector chief of the Pit; sector 301 of the North-West Hab-Zone, to bring down crime levels and whip the local judges back into shape. 

•
Hondo City completes initial reconstruction of Mega-City Two and opens

the City for business; Supersurf Thirteen is held in the new City as a

publicity ploy. Many MC-1 citizens helltrek to MC-2 in search of work. 

2118

•
Judge Death escapes back to Deadworld; once again, Dredd apprehends him and returns his disembodied spirit back to high security incarceration. 

•
Ex-Chief Judge McGruder dies of an Alzheimer's related disease. 

•
A pack of Dune Sharks, natives of Hestia, invade Mega-City One. Judge dredd tracks them back to a secret Cursed Earth facility where he learns that Chief Judge McGruder had authorised a series of controversial genetic experiments to be conducted there. 

•
Judge Dredd faces off with his zombie double (brought back from the year 2120 in 2106) on Luna-City One. 

2120

•
The Lawgiver Mark Two comes into service. 

2121

•
East-Meg agent Orlok captures Dredd and brings him to trial at the hands of East-Meg One survivors. Escaping his fate, Dredd returns to Mega-City One, straight into an attempt to take over the City by it's most infamous crime lord Nero Narcos. Dredd leads the revolt, deposing Narcos as 'Chief Judge'. Chief Judge Volt takes his own life, ashamed to have been defeated by Narcos. Judge Barbara Hershey is elected as his successor. 

2122

•
Dredd-clone Rico (not the original Rico) requests transfer from Texas City to Mega-City One. Dredd takes the younger clone out on his FSE and declares him fit to assume the responsibility of a full Mega-City One judge. 

2123

•
An assassin known as the Judge Killer begins his crusade to eliminate citizens who openly criticise Justice Department. He is directed by Judge DeKlerk, a corrupt member of the Council of Five. 

•
The dimensional walls between Mega-City One and a host of parallel dimensions fracture, creating a weird and deadly phenomenon known as the Helter-Skelter effect. A parallel Earth Judge Caligula and a gang of henchmen who have slain the Judge Dredds in their own respective dimensions, take control of the Grand Hall of Justice amid the chaos. Judge Dredd and a Mega-City scientist join forces to stop Cal. 

