
When you got into this work as a Trader you thought you would be the good guy.  Well, try as you might you 

find yourself with friends behind bars and only one option available: break them out of prison. 

 

The GCC might not be the best of humanity, but they are still the element of law and order in the galaxy.  

Turning on them here might have some consequences down the line.  Hopefully you can get past those 

consequences, after your friends are free. 

PRIMARY OBJECTIVE 
Reward: None 

 

You are breaking into a local GCC detention 

facility to free some of your comrades.  Getting 

them out is reward enough. 

Detention block terminal 
A Trader may Interact with this terminal to open 

both cells and unlock the Emergency Exit Door. 

 

Security terminals 
The security terminals may be accessed to hack 

into the GCC system and over-ride the 

detention centre doors. To hack the terminal a 

trader must roll a number of dice listed below 

and beat the firewall value of 1.  Opening the 

doors requires a total of 3 successes.  Keep a 

tally of the successes. 

 

• Regular Trader 1 die 

• Tech Class 2 dice 

• Machine Class 2 dice 

• Skill Level of Hack +1 die per level 

 

In addition, each Jam result has a chance to 

Raise the Alarm.  If an Interact produces more 

Jams than Hits, then the Trader has triggered 

security protocols. 

 

Raise the alarm 
Traders will not be raising any suspicions of 

their intentions until they have done one of the 

following; Assaulted a GCC character, Tripped 

the Security Protocols (see above), or Attacked 

the Detention Centre Doors. 

 

Once the alarm is raised, a GCC reinforcement 

arrives each turn during the NPC phase.  This is 

in addition to any other arrivals required by the 

Threat Level or Event cards. 

 

Evidence locker 
All equipment carried by Traders in cells may be 

retrieved by Interacting with the Locker in the 

Detention Cells.  Evidence is DNA coded so a 

Trader may only retrieve their equipment. 

SPECial instructions 
Set up 
Any Traders who have been detained by the 

GCC are placed in the cells area marked in red.  

They have no equipment and will not activate 

until the doors to the cells have been opened. 

 

doors 
All doors are closed at the start of the mission.  

Any door highlighted in red or green is also 

locked. 

 

Detention centre doors 
The security doors highlighted in green are 

heavily reinforced doors built to withstand an 

attack.  These doors have an armour value of 3 

and 3 health.  These doors can also be opened 

using the terminals highlighted in blue. 

 

Emergency exit door 
The emergency exit door is heavily reinforced 

and sealed with an energy barrier.  The door 

cannot be destroyed.  It can be opened using 

the terminal highlighted in red. 
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