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Backstory

Uranium City is an economically powerful city-state sited on a spur between the Prince William Sound and the Cook Inlet.  It is close to the site of the Exxon Valdez shipwreck of the Twentieth Century. The city itself is domed to protect it from the high radiation levels that pollute the surrounding are. Uranium City is controlled by a number of mega-corps who keep a tight hold on the economically important site.  During the Apocalypse War the city remained neutral and continued to supply enriched uranium to both sides, at a profit of course. The city was left largely undisturbed by the zombie armies of Sabbatt and after fighting off one minor attack, using expensively hired mercenaries, was left alone. Again, this period of relative peace has enabled the city authorities to concentrate on internal struggles and industrial espionage. Uranium City has strained relations with Canadia due to its profit-driven expansionist plans and the amounts of pollution that it the Uranium plants release into the area. Since the Dreen Corporation powerbase was broken in 2117 the city authorities have attempted to restrain some of the most noticeably damaging industrial developments and have tentatively begun to improve diplomatic ties with Canadia and the American Mega Cities. The mega-city is governed by the representatives of the leading ten mega-corps with facilities in the city borders.

The Uranium City Justice Department


“A bunch’a clowns that dress like us but ain’t got the first idea of what it means to enforce the


Law.  Don’t trust any of them, from what I could tell when I was up there all of the helmets

are corrupt, or inept, and most of  their undercover Judges are owned by the Corps.”






Undercover Division Judge Lenny Gavin.

At first appearances the Judges of the Uranium City Justice Department look competent and able, this is a false impression. Although the UCJD wear uniforms similar in appearance to those of Mega City One this is where the similarity ends. The Judges are employed by the city and are paid for undertaking their duties, they tend to be cynical and world-weary. Mega City One Judges should note that most will look the other way when confronted by small crimes, and at times by major crimes too. The members of the UCJD are laid back in their approach to law enforcement and this tends to be reflected in their general appearance; uniforms and equipment is usually badly maintained and overall appearance is sloppy. A majority of Judges in Uranium City supplement their basic pay by taking illegal payments from various mega-corps and biz-cits in order to either provide information or protection.
The UCJD is organised along similar lines to the Justice Department of Brit-Cit with higher ranking members being plain-clothed and assigned to investigative duties relating to more serious crimes. These men and women too are more lax than the Judges of Mega City One but are usually competent. Judges of Uranium City are armed with basic pistols (firing only SE rounds) and patrol in ground-cars and armoured trucks. Patrols are heaviest in the Strip and in the Burbs with up and coming Judges being assigned to the Core whilst those who are considered the most cynical are generally assigned to Indocomp. Headquarters for the UCJD is the imposing tower known as ‘The Citadel’. This is sited on the outer edge of the Core and houses only the command ranks of the Department. The Chief Judge of Uranium City is elected every four years by members of the Core. This means that they are in the pocket of the mega-corps and are reliant on their financial backers to maintain their position. Lower ranking members of the Justice Department are more than aware of this and as a result have little confidence in their leaders or in their chances of controlling crime in Uranium City. Most Judges, however, patrol from Precinct houses that are scattered around the city. These Precinct houses contain a number of prison cells in which lawbreakers are held and tried. Once found guilty they are most often assigned to a mining labour camp outside the city, the most dangerous are executed by firing squad.
Uranium City Crime


“Uranium City is a cesspool of crime; prostitution, drugs, and murder are all commonplace.


The worst crimes however tend to be instigated by the corporate intrigue that is an ever-

present part of life there.  Advice to all Mega City Justice Department Personnel given an


assignment in Uranium City is to trust absolutely no-one.”





Excerpt from briefing given to Undercover Division operatives.

As a potentially explosive melting pot and meeting place of widely variant people it should come as no surprise that Uranium City suffers from its share of criminal activity. The widespread corruption and incompetence of the UCJD compounds this problem by encouraging the criminals. Even the common use of mood altering drugs cannot stop the frustration that prompts the many random acts of violence that plague both the Strip and the Burbs. Theft, industrial espionage, murder, assault, and drugs offences are the most commonly encountered crimes in Uranium City. In the Strip most activities are legalised and this encourages further crime to spread into other areas of the city. Miners and refinery workers seek to spend their hard-earned wages in gambling dens where robot, bite, and bare fisted fights are common entertainments. The presence of so many fugitives from Justice ensures that smuggling and perp-running operations are also a major worry. 
The Uranium Citters

“They work hard, I’ll give them that. On the other hand most of them are spaced out on Grud


alone knows what mood enhancers, so they’re unpredictable and sometimes violent. For the


most part all they do is work and then spend their creds on depraved pursuits.”







Undercover Division Judge Elsa Pietersen.
Contrary to popular opinion the citizens of Uranium City are a varied lot, people from all over the planet, and indeed off-world, come to Uranium City to work as miners in the hope of making their fortune.  Most are quickly disavowed of this hope and become accustomed to a life of back-breaking labour in a uranium mine, a processing factory, or settle down in one of the numerous businesses that cater for the tastes of the other citizens.  Despite this, most remain fairly content with their lot in life.  If they work long and hard enough they can usually afford a week or two enjoying the excesses of The Strip and, with the aid of mood-drugs, most are reasonably content.
However, conditions vary widely within Uranium City.  Residents of the Core, all employees of the various mega-corps, enjoy wealth and privileged lifestyles that would make them the envy of most residents of Mega City One.  Given the lax law enforcement of Uranium City’s Justice Department and the safety granted by corporation security and by hired pri-sec firms, most execs of the mega-corps, especially those from Mega City One, view a posting to Uranium City as a plum job and competition for such positions is cut-throat and fierce.
Locations

The Core:

A glittering area of high-rise luxy-blocks and opulent salons and shops, the Core is the home to the wealthy execs and biz-cits of Uranium City. The entire area is very heavily patrolled, not only by the Uranium City Justice Department, but by the numerous pri-sec and corporate guards that are retained. Inside the Core many of these pri-secs have powers of detention equal to that of the UCJD. This state of affairs makes the Core a very difficult place for the average Mega City Judge to understand or to operate within. Even the UCJD personnel assigned to the Core are in the pockets of the Mega-Corps and the most powerful of the biz-cit executives, making corporate crime a widespread problem in the area. Other, often more violent, crimes are rarer in the Core, largely due to the benefits of a tightly controlled geographical area and the widespread use of high-tek anti-crime systems. Most of the residents of the Core live in mile high strato-scrapers that tower over the rest of the city and afford spectacular views of the pollution cloud formations. For the majority of the time the higher levels of the edifices of the Core are sheathed in glittering ice.  This makes the buildings appear from afar as shining white icicles rising from the polluted smog and blackened backdrop of the rest of Uranium City.  Entry to the Core is strictly controlled with all entry roads being watched over by Judges of the UCJD and all those seeking entry requiring background
checks and searches.
Indocomp:


The area known to Uranium Citters as Indocomp is a gloomy, heavily polluted, and confusing maze. The area is almost large enough to be classified as a city itself but many parts are off-limit to most of the residents and indeed some areas are inhabited solely by robot-labour. Indocomp is the industrial powerhouse of Uranium City and contains the vast majority of the uranium processing plants and other factories. As a result the area is a confusing network of industrial plants, pipelines, service areas, vehicle delivery parks, and dust zones. One of the first things most people notice within Indocomp is that it is much warmer here than in the rest of the city. The residual warmth generated by the industry of Indocomp is utilised in the heating of the rest of Uranium City but some warmth always leaches out. Indocomp is also badly lit, largely as a result of the extensive industrial smog that hangs over the area, and pervaded by an almost ever-present smell of burning fuel. However, parts of Indocomp bustle with activity. This is even more marked at the time of shift changes in the vast factories and refineries. At this time tens of thousands of tired and grimy workers pour out of Indocomp anxious only to secure themselves a drink and some mood-altering narcotic. Most of the workers head for the smaller bars that are present in the area, most having names associated with various refineries, or smaller establishments in the Strip. Crime in Indocomp is quite predictable and largely involves larceny, or industrial espionage. The other major problem occurs at shift change when fights break out at the various bars catering for the tired workers. The UCJD maintains fairly regular patrols in the area, which are strengthened during shift change, but most of the Judges assigned to this area are the dregs of the UCJD and tend to be cynical shirkers, anxious only to finish their shift in one piece.
The Strip:


Known as the Vegas of the North the Strip is what most Big Meggers think of when they think of Uranium City at all. From all over Uranium City and the surrounding areas, as well as Canadia and the American Mega-Cities, come an explosive mixture of miners, vacationers, and professional gamblers. In the Strip everything goes and, although activities are heavily monitored by the UCJD, crime is rife. The are itself is fifty miles long and one mile wide and is filled with an eclectic mix of bars, hotels, casinos, brothels (known colloquially as ‘shimmy palaces’), and drug dens. In the Strip any service, any hedonistic pleasure, is obtainable – so long as you have enough creds to pay. From alien prostitutes and sex-meks to drugs illegal in every other civilised city, all are obtainable here. There are even aggro-domes here which sell dangerous psych-drugs to their customers before allowing them to take out their frustrations in a variety of sick ways. Needless to say all sorts of criminal activity flourishes in this atmosphere and the area is a known haven for criminals who have struck it rich to hide out and to spend their ill-gotten gains. Attempting to keep a lid on this powder keg are the Judges of the UCJD. They seem to control the area by turning a blind eye to nearly every crime shy of murder. In order to pursue criminals from Mega City One who have fled here the Department has been forced to make uses of Undercover Division operatives, largely due to the corrupted nature of the local Judges. However, an astonishing 38% of Undercover Division Judges assigned to the Strip have flipped and gone native.
The Burbs:


The Burbs are a bright happy place which is home to the contented workforce of Uranium City. At least this is how the area is portrayed by the Uranium City Tourist Board. The reality is somewhat different; given the wide variety of backgrounds that the residents of Uranium City consist of it is no surprise that tensions are commonplace. This is exacerbated by the relentless hard work that most of the residents are forced into merely to survive. The Uranium City authorities have found a unique and disturbing way of keeping the workers from rising in revolt: psycho-personality drugs are widely available to the local populace and some of the weaker varieties are pumped into the blocks via the ventilation systems. The darker side of this trade in mood altering drugs can be found in the shady dealers of the highly illegal ‘dangerous’ drugs that convey negative emotions on their users – emotions such as anger, hatred, and cynicism. The burbs are as close to the peds of Mega City One as Uranium City comes.

In appearance the Burbs looks like a miniature version of some of the more run-down areas of Mega City One. Towering, shabby, blocks are almost permanently shrouded in fog and swirling, freezing, mists or hidden completely by the acidic rain that falls every four or five days of the week. This, when combined with the chronic overcrowding of the Burbs, makes the area claustrophobic and depressing. Many of the workers are developing an increasing immunity to the mood-altering narcotics they rely on. Violence and minor crime is a part of life in the Burbs and one of the favourite pursuits of many Burbs residents is attending, and betting on the outcome of, the illegal bite fights that take place in the basements of disused buildings. The production of illegal narcotics also plagues the area with the UCJD apparently unable, or unwilling, to close down the suppliers. They typical inhabitant of the Burbs, contrary to the cheery brochures of the Tourist Board, is a surly, hard faced citizen, wrapped up in a worn rad-anorak and looking for a drink and a fight (not always in that order). For most residents of the Burbs life consists of going to work somewhere in Indocomp, shifts of up to eighteen hours of often back-breaking labour, returning to the Burbs, grabbing some food at one of the many stalls or seedy eateries, before heading for the nearest pub to drink oneself unconscious or to get a fix of mood-altering narcotics, after four or five hours sleep the routine begins again.
Drokk City in Uranium City


The most obvious use of Uranium City in a game of Drokk City would be as a setting for an undercover investigation. The Uranium City Justice Department just doesn’t do things the same as their counterparts from MC-1 and the local Judges would strongly resent any interference from their sterner neighbours to the south. However, the scope of Uranium City is vast: many criminals on the run from the authorities in MC-1 flee to Uranium City, especially those who have made a lot of money before running. Once here these criminals can immerse themselves in local crime and often seek to re-establish old connections with the underworld back in MC-1. The Justice Department is well aware of this and expends considerable resources attempting to bring these perps to justice, despite worries over the high percentage of operatives who are seduced by the hedonistic attractions of the Strip.
Profiles

Typical Uranium City Judge:
Drv 4 Fig 4 Hed 4 Nim 5 Psi 0 Spd 4 Str 4
Action Skills: Gun (4), Melee (4).

Academic Skills: Basic Demolitions, Basic Repair & Maintenance, Broad Combat, Broad Survival, Corporate Law, Criminology, First Aid.
Weapons: Bootknife, Daystick, Handgun.

Equipment: Street Judge Body Armour, Utility Belt.

Vehicle: Varies between Up-Armoured Ground Vehicle and Truk.
Typical Uranium City Plain Clothes Judge:
Drv 4 Fig 4 Hed 5 Nim 5 Psi 0 Spd 4 Str 4
Action Skills: Gun (4), Melee (4).

Academic Skills: Basic Demolitions, Basic Repair & Maintenance, Broad Combat, Broad Survival, Corporate Law, Corporate Relations, Criminology, First Aid.

Weapons: Flick-bootknife, Extendable Daystick, Handgun.
Equipment: Armoured Radorak, Utility Belt, Identification Badge.

Vehicle: Unmarked or Marked Ground Vehicle.

Typical Pri-Sec:

Drv 3 Fig 4 Hed 4 Nim 4 Psi 0 Spd 4 Str 4

Action Skills: Gun (4), Melee (4)
Academic Skills: Security Systems, Weapon Repair & Maintenance, Slab Combat.

Weapons: Electro-Prod, 2 Stumm Grenades, and one of either: TAG pistol, POW, or Handgun.

Equipment: Pri-Sec Body Armour and Protective Helmet, Comm, Keycard.

Vehicle: Typically an armoured ground vehicle.

Typical Core Resident:
Drv 2 Fig 2 Hed 3 Nim 3 Psi 0 Spd 3 Str 3
Academic Skills: Accounting, Bureaucracy, Business.

Weapons: Hangun.

Equipment: Biz-suit, Expensive Chrono, Comm, Hancomp, Large credit account.

Vehicle: Expensive ground vehicle or Chauffeur driven hover-limo (top execs).

Typical Burbs Resident:
Drv 3 Fig 3 Hed 3 Nim 3 Psi 0 Spd 3 Str 4
Academic Skills: Machinery Operation, Repair & Maintenance, Slabfighting.

Weapons: Range from knife to handgun.

Equipment: Radorak, Tools, Work Clothing.

Vehicle: Groundcar.

Typical Miner:

Drv 3 Fig 3 Hed 3 Nim 4 Psi 0 Spd 3 Str 5
Academic Skills: Mining Machinery Operation, Repair & Maintenance, Slabfighting.

Weapons: Knife, Axe, Stump Gun.

Equipment: Radorak, Survival Gear, Tools.

Vehicle: Offroad vehicle or hover-skidoo.
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