The Soy Boy Run. By Arian Sinshu. 
The Soy Boy Corporate Coast to Coast Run is once again apon us. The contestants travel to worldwide locations to race in this 10,000,000EB race. Known as the race to freedom to some or the biggest scab grab in history.

For first comers to this race here are the steps for entry.

1. Get hold of an entry form and scrape up the 1,000EB Entry Fee.

2. Find your mode of transport.

3. Get your good friends together.

4. Arm yourself to the teeth.

5. Take supplies unless you can afford to eat on the way.

6. Never under estimate your opponents.

7. Your 1kg bag of Soy Boy cooking base, must be intact to complete the race.

With this information you are now ready to get started. This year Body Lotto in association with

Soy Boy a proud to present an all expenses paid holiday to Rio with the “Guess the Death Toll” of this fine race. As well as usual betting on Night City’s Body Lotto is also available.

News is now starting to filter in from Soy Boy Race Headquarters. The following contestants 

Are now entered into the race databank. 

1. Militech (15 Members) – 1 Tank (New Prototype), 4 4WD Trucks & 1 Osprey.

2. Trama Team (25 Members) – 1 Ambunaught: Made of 2 M-11 MBT Tanks, 8 AV4s, 1 Diesel Truck, 1 AV6, 1 SM Dragon & lot of metal, & 4 Emergency AV4s.

3. Arasaka (15 Members) – 2 4WD Trucks, 4 4WD Jeeps & 2 Assault AV6s.

4. Network News 54 (10 Members) – 2 NewsCaster AV4s.

5.  EBM (3 Members) – Teracorp Fei Lien 100 Aerodyne.

6. Lazarus (15 Members) – 

7. Blah

8. Blah

9. Blah

10. Blah

11. Blah

12. Blah

13. Blah

14. Blah

15. Blah

As more contestants join the race the updates will be posted, via the NET and Television. You can

create mini adventures to get the players ready if they are not experienced enough. For example, find yourself a mode of transport, the players can beg, borrow or steal the wheels they need.

Or get themselves armed up, with supplies and ammo, this is a very long trip.

List of Player Members in Race:

1. 

2.

3.

4.

5.

6.

7.
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The Race can be played with as many teams as required. (All tables can be used against the players). In the event that multiple teams a playing then a GM for each team is needed to Ref, in the race any ambush tactics are to be rolled, unless previously stated. Roll for initiative 1D6.


Other required items:

1. Matchbox Cars, Trucks, Buses, Motorbikes and anything to indicate position on MUD map.

2. Road Map of the Route you will take.

3. Road Sections for close combat. (Various Bends, Rocks, Etc.)

4. Lots ‘o’ Luck with the Dice.

Small run down on the running of a multiplayer game, The route should be mapped out on a corkboard, and colored pins are used to mark individual positions of each group. Keep the players worried about the road instead of the other players, 1 GM for every table of players with the option for a REF between tables.





Highway Encounters

1-2 Highway Patrol (2 Cops on routine patrol of highway).

3-8 Corporate Farm Guards (1D6 Solo’s) See Table J.

9-14 Nomads (1D10+6 Nomads) The Bushies See Table D.

15-20 Petty Criminal (Disguised as a Traveling Salesman) See Table A.

21-23 Traveling Solo Team (1D6 Solos) See Table F.

24-29 Service Station (1D6/3 Techs) Stop for Fuel? See Table E.

30-33 2 Corporates in a Sports Car.

34-39 Media Team (2 Solos, 2 Medias, 2 Pilots) Looking for News mabey your It!

40-42 Locals (1D6 People) 1-4 Ignore you, 5-8 Attack you, 9-0 Friendly?

43-45 Nomads (1D10 people) Table D.

46-51 Crazy in a Car (1 Cyber Psycho Courier) Table B.

52-57 Trama Team Research Team (Table 1).

58-64 Traveling Bus of Rocker Boys (1D6 Rockers + 1D6 Solos).

65-70 Media Star (Plus 1D6 Solos) Publicity Tour.

71-75 Nomads (1D10+6 People) Table D.

76-81 Roadside Firefight or Nasty Situations Table K.

82-90 Wandering Animal Table G.

91-96 Roadblock (1D10 Cops) Looking for Criminals? Table H.

97-00
Traveling Firefight (1D6 Cars, Trucks & Etc) Shoot it out.

Table A.

1. Offers cure all Medicine (1D6*10EB).

2. Tries to steal from party.

3. Calls some friends on CB for target practice (The Party).

4. Drives past to check you out, mabey target you for later that night?

5. Tries to run you off the road.

6. Tries to sell false information on the road ahead for 1D6*100EB.

Table B.

1. Tries to run you off the road.

2. Fires apon your ride, driving firefight.

3. Decides your ride looks a lot better than his and tries to climb onboard.

4. Calls up friends on CB to use you as target practice.

5. Follows you until the right opportunity to gain the advantage.

6. Curses and drives on, if followed roll on this table again.

3

Table C.

1. Music blaring, wave as you pass by.

2. Jamming on board the bus.

3. Wave you over to get your help (think of imaginative idea).

4. Ignore you.

5. Parked drinking smash by the roadside (Will invite players if they stop).

6. Cruise into the local town to do a gig.

Table D.

1. Cruise by and ignore you.

2. Wave you over for help from side of road (another time consuming task).

3. Think your someone cool and follow you in escort fashion.

4. Worried at your presence and will attack at the slightest provocation.

5. Hostile your on their turf and their going to defend it.

6. Parked setting up camp.

Table E.

1. Shop, Parts & CHOO2.

2. No parts but have CHOO2.

3. No parts & No CHOO2.

4. Shop+50%, Parts+50% & CHOO2+50%.

5. Shop+10% & CHOO2+10%.

6. Shop+100%, Parts+300% & CHOO2+100%.

Table F.

1. Tries to run you off the road.

2. Calls friends on CB to use you as target practice (1D6 Friends).

3. Just starts firing on you.

4. Ignores you.

5. Needs you help (Will offer 1D10*100EB mabey more) for your assistance.

6. Follow until they can ambush you.

Table G.

1. Wander on the road, avoid or take damage.

2. Look up as you pass.

3. A lot of them on the road move them to get through, or use imagination.

4. Dead meat on the side of road.

5. Frenzy runs towards your car, avoid or take damage.

6. Run away in panic.

Table H.

1. Stops you to ask questions on a crime that’s happened.

2. Wait until you pass, but watch you closely.

3. Stop you to check your car, better have your papers ready.

4. Stop you and warn about trouble ahead (a detour), look for another route.

5. Major incident, are you ready for a firefight?

6. Ignore you.

Table I.

1. Offer medical attention at normal prices to injured members.

2. Ignore you, unless you need them then its cost in EB +50%.

3. On their way some where else and will not stop.

4. Parked by roadside, will help but cost in EB +100%.

5. Think your hostile and will attack at slightest provocation.

6. Offer World Wide Cover at 300%.
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Table J.

1. Attack you

2. Ignore you.

3. Follow you to ambush you later.

4. Offer helpful information on the road ahead (1D10*100EB).

5. Call for backup to kick you butt.

6. Watch you pass from the roadside.

Table K.

1. Blow a tire, spend some time getting it fixed.

2. Check your fuel gauge, Is it broken? Out of petrol!

3. Your engine is dead. How far back was the last CHOO2 Station?

4. Someone on board is motion sick, are you going to stop?

5. Last stop you picked up something nasty, and now it’s under the seat!

6. Hole in the road (Understatement, hole in the road) there goes the suspension.

Town Encounters

1-14 Local Farmers (1D6 people) Table A.

15-23 Towns Folk (1D6 people) Table B.

24-33 Corporate Travelers (1D10 people) Table B.

34-42 Nomads (5D6 people) Table C.

43-45 Crazy or Drunk Table D.

46-57 Local Cops (1D6/3 people) Table E.

58-64 Wandering animal.

65-81 Locals (1D6 people) Table A.

82-96 Petty Criminal (Pretends to be town drunk) Table F.

97-0  
Town Doctor (Med Tech Level 5)

Table A.

1. Ignore you.

2. Look strangely at you, (not from around here right!).

3. Hassle you, this is their town.

4. Friendly, tell you about their town.

5. Ask for help, but will reward in a strange way (GM mabey time for a subplot).

6. Neutral towards you.

Table B.

1. Ask for help (Directions, safe passage, etc for 1D10*100EB).

2. Watch you closely, and report any suspicious activity.

3. Hassle you, for unknown reason.

4. Scared of the new comers, namely you, watch you back will attack if provoked.

5. Lie about something ahead on the road, but want something for the info.

6. Ignore You.

Table C.

1. Just walk on by.

2. Take a liking to you, either follow or ask for a special favor.

3. Hassle you, for unknown reason.

4. Ask for help, but will reward in a strange way (GM mabey time for a subplot).

5. Scared of the new comers, namely you, watch you back will attack if provoked.

6. Parked very drunk and starting to cause trouble.
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Table D.

1. Vomits in front of you.

2. Freaks out and falls to the ground, several people are watching (GM their reaction).

3. Thinks that your group is from outer space and watches and follows from a distance.

4. Staggers by then urinates in public.

5. Offers a drink from his/her brown paper bag, thirsty?

6. Attacks you with what ever he has (GM Roll for weapon).

Table E.

1. Stop you (take time) about keeping his town quiet.

2. Will keep his eye on you, but stay out of trouble.

3. Stops you on suspicion of a crime, searches your car (have your ID ready).

4. Hassling the town drunk.

5. Talking to 1D6 locals.

6. Stops to talk, but gets called away.

Table F.

1. Stumbles into a player (attempts to pick pocket and he/she is good).

2. Selling a cure all (1D10*10EB).

3. Selling weapons & ammo at 300% of normal price.

4. Pretends to be drunk, start harassing the group.

5. Selling faulty weapons at ½ price.

6. Follows you till you’re asleep, then tries to do you over.

Roadside Encounters

1-14 Farmer decides to help you if he can (Moo!) Table A.

15-23 Wandering Animal (GM decides mabey Mutated!). Table B.

24-33 An Open Space (Fields of Wheat, major ingredient of CHOO2).

34-42 Small Town. Table C.

43-45 Corporate Farm Guard. Table D.

46-57 Open Spaces (Check Terrain Map of Location).

58-64 Local town folk. Table E.

65-81 Crazy in a car decides to make you road kill.

82-96 CHOO2 Super Station, like a mini mall in the middle of no where.

97-0 A Large Town. Table C.

Table A.

1. Moron that knows nothing (Has trouble breathing).

2. He has tools but is too busy (So F.Y.C).

3. Offers to let you stay for a while.

4. Turns out to be a top mechanic fixes any problems.

5. Just says “Howdy!” then cruises off.

6. Will fix the problem, but it will take a long time.

Table B.

1. Mutated Cow (Two heads 8ft tall with 6 legs, use your imagination).

2. Giant Chicken (12ft tall, a drug users nightmare).

3. Normal Cows 4D10 (GM Well they look normal?).

4. Sheep 6D10 (20 or higher also see a robotic herder).

5. Wild animals 2D6 (GM use native species if possible).

6. A couple of snakes, bugs, flying shit bags & any other trash.
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Table C.

1. Several shops, a pub & CHOO2 station.

2. Pub with several shops.

3. One shop (With Nothing useful).

4. Ghost town (And I mean nothing!).

5. Ghost town now occupied with nomads.

6. 3 pubs, several shops, weapon smith & CHOO2 station.

7. Ghost town (GM with some hidden secret if the group looks).

8. 2 pubs, 3 shops & CHOO2.

9. There was a small town now it looks like a hole in the ground?

10. Pub, 2 shops & CHOO2 station.

Table D.

1. Offers help if needed.

2. Ignores you.

3. Call friends 3D10 people who are just over that hill (Looks like you’re in trouble).

4. Asks you a question (Roll again).

5. Watches you very closely (Roll again).

6. Warns of danger on the road ahead.

Table E.

1. Offers his/her help, but alas knows nothing.

2. Offers his/her help, has what you want but man it’s going to cost (1D10*10% Ouch!).

3. Ignores You.

4. Says “Hello”, but is called by CB away.

5. Tells you of the trouble ahead.

6. Acts very weird in front of you, then moves away and watches you from a distance the leaves in a hurry.

More will be added to this module soon, so check back for updates.

