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A Collection of Background Information

TSP Background Timeline: System Shock 2 - TSP

01-09-14

Soldier G65434-2 is assigned to the UNN Rickenbacker.

02-03-14

The starships Von Braun and UNN Rickenbacker begin the first ever FTL fight. 

07-13-14

Soldier G65434-2 sends a distress signal back to Earth.

07-13-14

Tommy Suarez and Rebecca Siddons escape from the Starship Von Braun aboard escape pod 0832.

07-13-14

Soldier G65434-2 successfully destroys the rogue AI SHODAN.

07-13-14

Soldier G65434-2 sends a signal out to escape pod 0832. It is received by Tommy Suarez.  As Suarez composes his log, stating his intention to return to the Von Braun, Shodan takes over Rebecca Siddons’ mind and attacks him.  In the ensuing struggle, navigation controls are accidentally destroyed, and the reactor undergoes a malfunction.

07-13-14

Soldier G65434-2 picks up what seems to be a reactor explosion on sensors.  After being unable to reach the pod through communications, it is deducted that escape pod 0832 has been destroyed. The cause of the loss remains unsolved.

07-14-14

The distress signal reaches Earth.  The message is heavily distorted, but understood. 

07-16-14

After a joint TriOp/UNN council to debate how to handle the situation, a powerful transmission is beamed to the last known coordinates of the Von Braun, giving detailed instructions on how to configure the ships auto-navigation system to return to Earth. 

07-17-14

Soldier G65434-2 receives the transmission and proceeds to prep the Von Braun.

07-20-14

The star ship Von Braun engages its FTL drive and begins its return to Earth.

11-19-14 
The Von Braun returns to Earth.  It is immediately quarantined as an inquest is launched by both the UNN and TriOptimum.  TriOp is placed under temporary control of CFO Donald Kal and co-director Vladimir Zhukov, former head of TriOp’s R&D department.

 

05-06-16

The disaster is now known in the media as the “Citadel 2 Incident”. Based on the testimony of the sole survivor of the incident and all evidence collected from aboard both ship’s wrecks, it is determined that the major causes of it were the actions of the Von Braun CEO Anatoly Korenchkin, and UNN Captain William Diego. Diego’s redemption is taken into account though. The inquest orders that TriOp name Donald Kal  (former CFO of TriOp) the new CEO of the TriOptimum Corporation.  Furthermore, all research pertaining to the Faster-Than-Light technology, including the FTL drive itself aboard the Von Braun, is to be placed under the control of the UNN.  TriOp appeals the decision.  

06-29-16

TriOp wins the appeal. The judges decide there is no need for the UNN to control the technology, as the fiasco was not the result of the corporation itself. All FTL technology is to be awarded back to TriOp.  However, as a reverse decision, TriOp must increase the size of its severance packages to the families of its employees lost in the Von Braun incident.  Moreover, TriOp is to suspend all testing and use of FTL technology until a method is developed to eliminate its use to warp space-time.

 
08-04-16

TriOptimum successfully develops a FTL compensator called  “ASPR (Automated Space/Time Perturbation Resistor) Device”, essentially ending the threat of FTL misuse.  The UNN lifts FTL sanctions.  However, public mistrust of FTL technology still remains. 

09-01-16

TriOp begins research on a next-generation FTL drive.
02-03-17

Exactly 3 years after the Von Braun and the Rickenbacker began their voyage, TriOp and the UNN announce that the two ships will not be salvaged, but shall be remain in their current tethered state as a floating memorial.  The TriOp approval rating rises to 62%. 
06-16-18

TriOp completes a 2nd generation FTL drive, dubbed the “Delacroix Drive”, which is capable of speeds near 1 light-year/day.  The exploration of distant systems is now a feasible reality for mankind. 

08-02-18

TriOp CEO Donald Kal negotiates prospecting rights in 11 star systems, designated by the names Kal-1 to Kal-11, with the UNN.  TriOp attempted to claim Tau Ceti as well, but the UNN interjected and placed a military-level quarantine on the entire system, until a feasible method of destroying The Many was developed. 

2119

The Kal-9 system orbits around the star Epsilon Eridani. (http://www.solstation.com/100ly-bs.htm). Life was thought not to be able to exist, because of the cold temperatures. But on Feb. 11th, 2119, a UNN starship enters the Kal 9 system for the first time. It´s a cargoship, the UNN Manta. On April 25th 2119, they identify four planets, two of which being earth-like planets, and an asteroid belt. Later known as D´Jure, the further planet is icy and hostile. On the opposite, the crew detect on Ceilon´s atmosphere proofs that lifeforms have developed on it. Once the results of their investigation have been sent, the UNN launches an expedition to explore Ceilon. Meanwhile, further investigations by the Manta just before the ship leaves the area detect masses of minerals both on the asteroid belt and on D´Jure. Although life has been detected on both planets of the Kal-9 system, TriOp execs decide to not announce the finding until it is known whether or not the life forms are connected to The Many.

1-12-20

The FTL destroyer UNN Melchizedek (led by Capt. Richard Mallory) warps to Kal 9 on Jan. 1st, 2120, with another destroyer, the UNN Akaroa. Once they arrive, their sensors confirm the Manta’s reports. An intelligent lifeform has developed on Ceilon. After a period of observation, two shuttles go down to the surface on March 15th, 2120 for first contact. The civilization Mallory just discovered call themselves the “Mathari”. After speaking with them, he will discover that there originally was two dominant species on the planet, the other one being called "Kh´rrssar" (or "Krussar"). But the Mathari were the most developed from a technological point of view, and they used their technology to deport the Crussar to D´Jure. After that, they decided to give up any technology related with space exploration and to stay on their planet. As no link is found with the Many, on January 12th, 2122, TriOp CEO Donald Kal announces to the world that extra-terrestrial life exists. 

09-09-20

TriOp CEO Donald Kal dies at age 64 after falling down a flight of stairs. Shareholders name his son, James Kal, the new CEO of TriOptimum.

2122

Construction is completed on the Annapolis mining station in Kal-9 by the UNN.  

 03-26-23

An expeditionary camp is formed on the second planet, now called “D’Jure” according to the Mathari civilization, to study the newly discovered life. 

2126

The base camp, since upgraded into a working fort (named Fort Washington), is overrun by yeti-like creatures after a severe earthquake breaches the base walls.  The survivors evacuate to Annapolis station.  Estimated dead: 147 of 192.

2129

Construction begins on another base on D’Jure, this time focusing on heavier security than Fort Washington maintained.

2133

Fort Mendes is completed about four miles from the ruins of fort Washington. They chose the place so that they can use the old Fort’s generators. Besides, it’s one of the few somewhat harboured places where building a fort is possible.
June 6th, 2134

The first of three instalments of OSIRIS subjects are sent to D’Jure.

Nov. 19th, 2134

Pod 0832 crash-lands on D’Jure, about a fourth of a mile from Fort Washington. 

TriOptimum Newsletter: OSIRIS

OSIRIS: The Magic and Mystery

Have you ever wondered what it would be like to see the sun rise on a different planet? Many have desired, but only a select few of highly trained astronauts and scientists have been able to experience the majestic view. A few months from now, TriOptimum is planning to release its OSIRIS™ system. Soon after that, you could be sunbathing on the surface of Mars.

OSIRIS™ works by supplying the user with a set of nanites and nano-machines. The nanites and nano-machines are given precise programming and they work to reinforce the existing facets of the human immune system. The nano-machines (which act as governors of the more numerous nanites) are very versatile and can be programmed for numerous tasks around the human body. For example -- the forearm of a user with a set of OSIRIS implants programmed to strengthen the existing bone structure in the forearm can withstand traumas to the arm exceeding one thousand pounds per square inch. A certain test subject was astonished to still have his arm after a 200-pound packing crate fell on it. 

But OSIRIS™ does more than save the limbs of clumsy crewmen. Since OSIRIS™ implants consist of hundreds of thousands of nanites and nano-machines, a single nanite can be sent to be infected by the invading virus or bacteria; This particular nanite then sends information about the weaknesses of the virus to the surrounding nanites who then use the newly acquired information to quickly eradicate the disease. In another lab experiment, several monkeys who had received OSIRIS™ implants were infected with a modified strain of the Ebola virus. "Not a single monkey died. I didn't record even a single illness in these subjects, which is amazing considering this strain of Ebola can kill a subject within twenty hours," said astonished TriOptimum bio-chemist Geoff Langham. Dr. Langham proceeded to test the virus on humans, an experiment never before conducted on humans. To his amazement, the subjects claimed, "they have never felt better." In the future Dr. Langham plans to continue testing the system against domestic, and hopefully against some of the alien viruses that Tri-Optimum has in its possession -- "It's really hard to get hold of these [alien viruses]. I'm amazed that TriOp has them in the first place, Krauss will have to beg the TriOp medical research committee to grant them."

OSIRIS™ is the brainchild of Dr. Jakob Krauss -- a brilliant bio-chemical engineer hired by TriOptimum specifically for work on this revolutionary new program. He commissioned to work on the ISIS™ project in late 2110 when TriOptimum first realized that Dr. Marie Delacroix's faster-than-light device works as advertised. With the little money it had, TriOptimum hired Krauss and his brother David, along with the most intelligent computer programmers and biochemists in the world to work on the ISIS™ project. Despite several funding droughts (due to the launch of the Von Braun) Krauss and his team managed to finish five years ahead of the projection, in late 2114. The Von Braun launching forced the project into a one-year delay.

OSIRIS™ is now only 15 days away from a full service, human testing on the remote TriOptimum outpost of Annapolis Station, then to Fort Mendes in the Kal 9 system (see attached article). The Fort has been specially modified with brand new facilities for the project. "I'm really excited about the possibilities of OSIRIS™," commented Garcon, one of the many OSIRIS™ volunteers. "It'll be amazing to see what we can do when OSIRIS™ is supported on a large scale," Garcon added. 


After the coming months and numerous tests we will finally be able to see what OSIRIS™ has in store for Earth. If all goes well, you could be viewing the universe from an entirely new perspective in a few years with the aid of this astonishingly simple OSIRIS™ system. 

AI Background:

Fort Mendes was designed to be both a military and research facility.  Such a facility would require massive processing power for a properly maintained AI network.  Because of the fears of another AI going somehow circumventing its ethical constraints and harnessing this wealth of computing strength, it was decided that Fort Mendes would be fitted with two separate AI networks.

It seemed that an AI could willingly go Rogue - a term put in use by former vice-president  Edward Diego - at any time. By inserting sub-protocols into the multi-complex systems of several AI’s and linking them with a performance node (a tool that could pinpoint the signs of a desire to become Rogue in the AI's central core and stifle them), TriOp had perfect control over their Artificial Intelligences.
It was after the SHODAN incident of 2072 on a remote station known as Citadel, that several members of TriOp saw it fit to place stronger safeguards in the internal programming systems of the minds they had created, so that only very skilled engineers could tamper with them. Even with the correct codes, a single hacker couldn’t enter the AI’s primary dataloops without being detected and rejected. Only the AI’s designers could access them, and thus the security levels reached the highest possible level at that time.

Of course, there was one other thing, as there always is.

The people of Earth had a simple and easy method of creating AI’s. The first Intelligence had been a disaster. It experienced many problems with adaptation to environment as well as several other protocols its creators had not foreseen. Improvements were made, and the result was a template AI dubbed NHI (Nearly Human Intelligence).

The template took several years to write, and represented the core of the second AI, named AWSE (Advanced War System for Earth). The template was carried over into later designs, as programmers working for companies around the world had little time to rewrite an entire data core when there was a perfectly fine one lying around in Earth's vast dataset.

The problem was not seen until sixty-one years past the creation of the first AI. Although there existed a few major AI’s not built on the old NHI template, there were many more that had. The result was a disagreement between the central core of the AI and its set instructions, which was not noticed until the female mind known as SHODAN made her appearance as a Rogue in 2072. A copy of the Rogue was passed around the mega conglomerates at the time, and several AI’s were found with the symptoms of 'going over', or becoming a Rogue.
The problem was never solved. 
D’Jure History
In 2118, TriOptimum had negotiated to prospecting rights for several systems.  Amongst these was the Epsilon Eridani system, which was confirmed to have at least 2 earth-like planets orbiting its star.

However, further exploration revealed a dense asteroid belt, which had previously gone unnoticed by the visual-scans of previous probes and satellites. Tests conducted on the rocks themselves revealed a high number of precious minerals and metals. Unfortunately for TriOptimum, the UNN got there first. They quickly gained the rights to own the ring of orbiting rock. By April 22nd, 2122, the mega conglomerate had succeeded in the construction of a mining platform, stationed a little distance from the asteroid swarm and orbiting the sun at a similar speed.

It was quickly realised, however, by TriOptimum that the planet, named D'Jure, could still do them some good. TriOptimum decided to construct a base there, later known as Fort Washington.

Such a project was undertaken, in 2123, and several TriOptimum scouting units were 'dropped' on the planet in atmospheric pods, intent on finding a suitable land site for the base.

This decision to place troops on the planet was later considered a tragedy when only one out of the three groups sent, returned. Searches did take place, although the bodies of the twenty-four marines were never found.  

Further scans of the planet were conducted from space via orbital telescopes, and it was determined that the squad may have been swept away by one of the severe blizzards which seemed to plague the ice world. 
Despite TriOptimum's issues with the protests of the lost marines' families, however, the UNN continued their project. Their mining company began to college enough money for UNN to take over much of TriOptimum's territory back home. 

TriOptimum needed a leg up. And fast. 

By 2126, the outpost known as Fort Washington was already half-built when disaster struck.

It is believed that recent storms loosened the snow and ice on a nearby mountain. As it was, a tremendous earthquake reading seven on the Richter scale dislodged approximately nine hundred tons of rock and frozen water uphill from the base. Large portions of the newly built base were swept away and it is estimated that over one-hundred were killed in the quake, although not all bodies and persons have been accounted for due the many changes within the construction crew.

Perhaps sheer coincidence linked with this disaster, an attack by large animals quickly led to the destruction of even more of the base along with many of its fleeing workers, raising the estimated dead to over one-hundred forty.  These creatures are now known to be a low-sentient species with disturbing physical appearance to the Earth legend, Sasquash. After reviewing the planet’s history, some scientists realized they were the degenerate descendants of the so-called inferior species Ceilon’s Mathari had deported to D’Jure several centuries before. Very few people know their real name, the Crussar.

Although much of the base was destroyed, its two underground generators were saved relatively intact. It was decided that another base could be constructed, and linked directly to the 'old' machines. This time, however, the site would have sufficient protection against the fiends that had savaged the last depot; enough gun-power to halt any attack from both human and semi-sentient beings alike.

Building work for the new base - Fort Mendes - went ahead in November 2129 and was completed early in the year 2133.

OSIRIS History

Ever since the beginning of the space race, people have been afraid of what might harm them from beyond Earth.  Primarily, most were afraid of the sicknesses that could develop in space - or could bring back with them. Even in 1969, when Neil Armstrong and Buzz Aldrin returned from their trip to the moon, they were contained for two weeks after their mission: a safety precaution to keep possible moon viruses from infecting Earth.

In 2111, when TriOptimum was first told that Marie Delacroix's FTL device might actually work, they looked ahead at the colonisation results of such a device. TriOptimum commissioned a project code-named ISIS (Internal Synthesised Immunisation Source) to develop a new immunisation system to protect the colonists of TriOptimum outposts from alien viruses. They hired the noted bio-scientist Doctor Jakob Krauss to head the research.

Krauss based his work on not creating an antibody for every possible virus, but rather augmenting and improving the human immune system to protect against even the strongest alien viruses and bacteria. To aid him, he set about designing a new type of nanite. The nanites were self-assembling, and required a set of master nanites in order to do their job. The master nanites (approximately one master nanite to every five nanites) ordered their server nanites to execute a set of instructions. In this case, Krauss programmed all master nanites to order their server nanites to integrate themselves into the human immune system. The nanites were set to increase the production of white blood cells, phagocytes and antibodies so as to increase the hopes of neutralizing any viruses in the host's system. 

The proposal Krauss put forward was not well received by TriOptimum in 2114, merely months before the mission was to take place.

Krauss returned to his laboratory and decided to add a human augmentation principal into the ISIS system. He created a different set of master nanites with knowledge of the human muscular and skeletal system. The reprogrammed nanites were to assemble in the muscles and increase the strength (both physically and internally) of the subject.

Still not completely happy with his system, Krauss knew TriOptimum would not be wholly satisfied with his current build of ISIS. He proceeded to create yet another organisation of nanites to act as an input-output tower. Both visual and auditory information could now be sent between members of ISIS by the manipulation of the tower. But there was another problem: if a hundred members of a colony had the implants, the sheer amount of information would be too much for a human brain to manage.

Krauss found the solution in the use of an Artificial Intelligence. Unfortunately, when it came to AI’s, Krauss was not a very talented programmer. In a struggle for his career, he contacted an old friend. Referred to as 'S', the contact set it to receive, decode, filter and retransmit all the information from the ISIS input/output tower, sending it to the appropriate members. He used the example of a colonist caught in a blizzard. The colonist sent a distress signal with his implants to a nearby base and the other colonists came to rescue him. 

Krauss renamed the ISIS project 'OSIRIS' (Optimised Synthetic Immunisation and Relayed Information Source), and as a final touch up, created yet another nanite system which tagged each object that the OSIRIS member had with a transmitter nanite. The transmitter nanite is detected by the host's input/output tower and is displayed on the host's retina. 

In 2118, Krauss felt that he was finally complete. TriOptimum, unfortunately, was still busy with investigating the “Von Braun/Rickenbacker” FTL Expedition, and disregarded Krauss’ entire project, saying they didn’t have the space or time for it. The “Von Braun” expedition had been brought forth 4 years earlier, with Marie Delacroix’s Faster Than Light Drive. TriOptimum had wanted to take a “walk around the block” using it. The UNN allowed it, provided their destroyer “Rickenbacker” joined the expedition. Worried that the project might be cancelled, the TriOptimum, trying to save itself, agreed to let the UNN Rickenbacker “piggyback” the Von Braun.  
The last transmission ever received from either ship was in orbit Tau Ceti V. Anatoly Korenchkin, the “Von Braun”’s CEO said they had received a distress call and were going to check it out. After TriOptimum lost contact with their new project, they decided that it was finally time to put D’Jure to use, or TriOptimum to rest. But that didn’t happen for several years, due to the investigation about the “Von Braun” fiasco. 
When what was left of the “Von Braun/Rickenbacker” combo came back, TriOptimum was bombarded with questions involving the Von Braun, the contamination, and everything. Most civilians, due to the ejected grove from Citadel, blamed TriOptimum for the incident. The ever-shrinking corporation always responded saying, “How were we supposed to know?” And they were always met with the same response. One they couldn’t respond to. “You should have tracked the Grove the second you learned it had been fired.” 

The flood of problems and questions kept TriOptimum busy for some time. After the commotion died down, they began their saving throw. By 2119 they were ready. They had acquired D’Jure and were constructing their base. And so TriOptimum began the quest for a project. They viewed and reviewed all the possible ideas they had gotten in the past 10 years.

Krauss’s idea was again reviewed, and again denied. At least until it was until TriOptimum noted that that “was” their only possible idea in the past 10 years. Dr. Jakob Krauss, now on the verge of bankruptcy, was hired by TriOptimum. However, they worried about Artificial Intelligence and said that this project will only happen if there was another AI above this one, as far as capabilities and rank. The one with OSIRIS, they say, would also be a Virus Protector for the other. The OSIRIS AI was named Tiresias. (The name Tiresias comes from a man in the Greek Mythology who was turned into a woman by one of the Gods (I believe it was Zeus). He was later transformed back into a man, but Zeus made him blind, and gave him the power of “Second Sight” as a compensation.)

Krauss got to work on his new AI. He occasionally asked “S” for help, but Krauss mainly wanted this to be his first Artificial Intelligence. He named it Purkaia. ( means exactly “pyre” or “blaze” in ancient greek).
Jakob Krauss was about to leave one night, when one of the guys asked for a bit of help. Krauss agreed and it ended up taking them a few hours. Krauss didn’t mind. Better they take time and get it right then have it fuck up later, he thought. Krauss got home nothing short of midnight. He was slightly puzzled when he saw the front door was ajar, but his thoughts quickly changed to fear as he saw the blood on the kitchen wall, and the kitchen knife on the floor, which Krauss’s wife had used to defend her self with. Krauss’s 7 year-old-daughter was also a victim. Who had done it? No one ever found out. Krauss blamed himself for not being home. David Krauss, Jakob’s older brother told him that had he been home, they’d probably have killed him too. Jakob wouldn’t listen though. Jakob spent the new week going through old family videos and messing with Purkaia until he was satisfied. What had he done? Snapped. To be more specific, he had taken all the voice files he had found of his daughter, Rachel, and used them for Purkaia. So every time Purkaia’s automated voice said something, it would be Krauss’s daughter talking.  David, noticing how much Jakob needed help, put his current project on hold and decided to assist his brother. His old job was cybernetic engineering, mostly in weapon and robot design.  
David Krauss filed to TriOptimum to see about him going to D’Jure with Jakob. TriOptimum, becoming less nervous and greedier decides they can send David Krauss along if he agrees to make weapons and robots as they wish. TriOptimum believes that they can get away with breaking rules if no one finds out. David does it, because he needs his brother. David’s right hand man, Malcolm Sawyer, is also selected to go. Malcolm does it as a favour to David.

Within a week of arriving, Jakob somehow manages to imprison a Crussar in Medical. Everyone thinks he’s crazy for keeping one there, but he wants to study it. While doing so, he learns that the names D’Jure and Crussar came from the first explorers to the planet. He also learns that they are Crussar words. Crussar means “The Lost” and D’Jure means “Forbidden Place.” Judging by the words, Krauss wonders if the creatures lost their way and ended up in the forbidden place. (He does not know about the Mathari. This kind of info is classified, and only a few details were disclosed in 2122, for example the fact that the planet names were actually given after the UNN had an encounter of the third kind on Ceilon. Only one of the chiefs, Daratho or another, has access to the whole file.)

David and Jakob spend a lot of time together. Jakob explains OSIRIS several times to David, who never quite grasps it. Then the first set of test subjects arrive.

Cyberspace Background

One of the things added to Fort Mendes at the last minute, that is, just before the test subjects arrive, is Cyberspace. An effective way of storing data, Cyberspace allows anyone to log into a virtually made world. David Krauss’s first project on D’Jure is to make robotic human-looking creatures that can go in or out of Cyberspace. He makes the Cyborg Assassin; modelled off an earlier Citadel Station robot that TriOptimum had shown him. TriOptimum notes that they need someone to supervise and run cyberspace. They get Jack Robken, an ex-TriOptimum Spy. Robken had been through TriOptimum Academy and Advanced Academy in his late teens along with Subject 61686, who he always called “The Elite Hacker.” Robken had then become a spy at a UNN base on Io, one of the moons of Jupiter. His new mission was on D’Jure. 

Robken had thought long before that Cyberspace could be used for transportation as well as information. Teleportation was first tested on Citadel Station, and working with Dr. Jakob Krauss, he found a way to use teleportation while in Cyberspace. While your digital self was “jacked-in,” as Robken like to put it, your material self was being sent from one location to another, through data. The only problems arose when some men were found to have come through with parts of them lost along the way. Though the kinks were never fully worked out of the project, TriOptimum gave Jack Robken the go ahead to install the system at the base on D’Jure.

Arrival Background (Cut scene)

19.NOV.2134

The first crew of the OSIRIS Project has landed. Their shuttle arrived in early morning. Tom Peterson, Tim Capone, and Jack Robken have just been designated by Michael Daratho to go in search of a large object that had hit the planet near Fort Washington. On their way to Avionics, they had to pass through Storage, and they have picked up Tim Capone there. Then they have to wait in AVI so the ship can land in the hangar. The OSIRIS subjects leave the ship and Jack meets up with 61686, “The Elite Hacker,” for the first time in a few years. He wants 61686 to go with them, but Tom doesn’t think it’s a good idea. Dr. Jakob Krauss, however, who is directing the OSIRIS members where to go, says it’s an excellent idea. “That way I can monitor how he reacts to this situation”, he adds. Tom eventually agrees to take him too, and they come back to Storage to take one of the trucks. (Fort Mendes is equipped with four trucks that are specially designed to deal with very low temperatures). They leave the base twenty minutes later.

They reach Fort Washington and leave the truck to explore the area. There are no signs of the pod, and are about to head back, when they’re attacked by half a dozen Crussar. The crew splits up to avoid confrontation. After a few minutes of running and hiding, Tom Peterson, Tim Capone, and Subject 61686 are all back where they were, with no sign of Robken. Spotting the pod about a mile away, Tim Capone suggests they simply go for it and head back. Subject 61686 objects that they should find Robken, and Peterson contacts Daratho. Daratho says they need to head back, because a storms coming, and that Robken is smart enough to take care of himself and will make his way back soon. They head over to the pod, and judging by the date on it, expect not to find anything. 

There are two bodies inside the shuttle. A UNN grunt and a TriOp scientist. The UNN guy is dead, it’s cryobed imploded and he was killed when the circuits were deactivated, but the girl’s still alive. Peterson breathes in relief. The pod seems to have come across a huge asteroid field, it’s completely destroyed. He picks her up and says,  “Let’s go.”
They drive back to Fort Mendes, carrying what’s left of the pods’ wreck (part of the hull, actually), only to find that another Crussar pack has attacked. Just as they’re deciding what to do, more come out of the mountains, screaming and growling. The door mechanism is malfunctioning due to the Crussar’s attacks, so they hurry to Command. There, they run into the Caves, with the intention to get in through the Hydro System. Once in, they become yet again separated. Peterson gets the girl to Medical, while Capone makes his way back to Storage to fix the door, then drives the truck back. Subject 61686 goes into Medical to the OSIRIS Section. In MED, the doctors who examine Rebecca scan her body, which somehow allows Shodan to escape. She comes across Jack Robken, who is trying to access medical beds in Fort Washington, due to losing a few battles with Crussar. Robken has lost half his left arm, and has deep gashes in his chest. She sends a message to him, saying if he helps her get into the system, she will rebuild him better than he was before. He agrees and when the medics plug Rebecca in to heal her, SHODAN is released. Suddenly they are shocked as they hear maniacal laughter and the lights go out. Then everything’s back to normal.

In the following days, SHODAN makes several minor attacks to get acustomed to the system she’s into. Various crewmembers discover their bank accounts were emptied or on the contrary that they’re millionaires. It all lasts a few minutes, then it usually gets back to the amount of money they had before the incidents. To attack Purkaia and gain control over the base, Shodan intensifies its attacks, triggering serious bugs and malfunctions throughout the whole base. The Security, helped by computer specialist Aaron Jaggers, try to find out what happens but fail. Then Shodan sends a direct attack at the AI mainframe. However Purkaia has an anti-virus system installed - Tiresias, - whose system reacts so strongly to SHODAN's attack that it immediately severs some of the connections with OSIRIS. All members get insane headaches all at once and some go unconscious. A couple of them dies, and three guys who were examined by Jakob Krauss, Dr Simon Berger, and a couple of assistants in the OSIRIS lab go whacko and slaughter them (Jakob manages to escape). SHODAN, frightened at what has happened attempts to pull the plug on Purkaia and rupture the nearby geothermal plant. She plans on surviving in the maintenance computer that runs on a backup generator. She ruptures the plant and three of the four reactors are deactivated. The power goes dead almost everywhere.
The Game

And so it Begins: Act I (24.NOV.2134)

All the OSIRIS members are called to be checked-out the next morning. The power is a little stable, but the base is frantic. No one really knows what’s going on. The power failure locked down the entire base, preventing entrance and exit. Shodan, now having had a leg up from Robken, sets about making her empire.

You wake up in a Crew-Room in Medical. It’s one of three OSIRIS bedding rooms. Now this next part will happen one of two ways. 

[A: Purkaia will call you down to Medical on the speakers. The game will walk you down to the room, and all you can do is look around. Like the BOTM Engineering Cut-Scene. 

B: Purkaia will call you down to Medical on the speakers. You will be allowed to walk around a small section of the hallways, with locked doors on them. You’ll eventually find the Exam room.]

Once inside, the room will shake and there will be an explosion that kills the doctor. The door also explodes, causing it to break. The player blacks out.  (it also causes some form of damage so the screen flashes red.) Medical2.mis loads. The player wakes up a few hours later. The door is broken and a pile of debris blocks it, so he has to crawl out of a vent.

This is where the game begins.

The player must climb through a small vent, after which he finds a wrench. Due to the power outage, Talon Droids are patrolling, searching for threats. The player wanders aimlessly for a minute or two, unsure of what to do. Then Tom Peterson contacts, saying that he can’t give out his position, but it’s important that the player listen to him. He tells 61686 where to get a Pistol. Armoury down the hall maybe.

Peterson also tells the player to look for the UNN girl, Rebecca, or Jakob Krauss. You get to Jakob’s office a few minutes too late. There is a log telling people that a couple of them are going to try and seek refuge in Rec. 

 Rebecca is barely alive when you find her. She says “I’m sorry” and dies. (Think Watts in SS2).
You decide it would be better to go look for Jakob than do anything. You never find all of them; Jakob stays alive for a while. He managed to escape his lab, where three OSIRIS killed his team. The cause of their malfunction is that they were physically linked to Purkaia, as the experiment needed wires and stuff like that. (This’ll be a ghost cutscene when the player arrives in the lab for the first time, whenever it is in the game. Then the three OSIRIS will try to kill him.)

by Greg: Perhaps on the Rec. level you could have logs of people who looked out a large window (in the main lounge) and saw Crussar running towards the base. They then see the Crussar die from the fire of the turrets. It would be a good way to raise awareness of them. Maybe instead of logs, you can see it happen. Anyway introducing them that way would be cool.

After you realize Rec. was unsuccessful, (maybe you find Krauss’ logs saying he moved on… we don’t want him dead this early though…) you wonder what to do next. Peterson tells you to go to Command Basement to get the power back on. 

Command Basement needs a good subplot. But whatever you do, it doesn’t work… Power stays off, and after fixing the Command basement, you’ll have to deal directly with the reactors.

You learn that Command Basement uses an older model of the Power-cell, the same ones used at Fort-W. (Maybe we can get power on temporarily?) After learning this, an elevator comes down, with 4 Enforcers. Peterson tells you to run. No matter what, these Enforcers can’t be killed. Even if the player is immortal.  They take up stationary positions, which forces the player to follow only one path, that being the tram. 

You get to the Underground Tram, which automatically takes you beyond Avionics, out to Fort Washington. (For the tram to still be operational after the quake would require some sort of system that doesn’t rely on rails. Magnetic Levitation seems like a good (and high tech, to boot) alternative.

The Midst of Chaos: Act II

(Note: Fort Washington’s only enemies are Crussar and a turret or two.) Be sure has an outdated, decrepit look to it. 

Here after a long while, you learn that everything was salvaged and sent to Storage…Of course, Fort-W doesn’t link directly to Storage, you need to pass through Avionics. 

You wake up in the Tram at Avionics. Apparently there had been a Cave-in, and it had crashed. Leaving you no other way to go, you leave the tram and go into Avionics.  (Aftershock causes the emergency to kick in near the entrance to Avi.  Beyond that the tube is caved in.  Be sure that the tram doesn’t stop right at the entrance to Avi.  Make them walk about 50 or 60 feet () 

Because of the earthquake (that caused the Cave-in), the main hangar doors are cracked open, and sub zero temperature air is coming in (I guess the player needs the cold-suit by now. Where does he get it?)(make a log from one of the Avi characters who has a coldsuit nearby. He’s pissed he always seems to be the one picked to go outside for maintenance checks). The doors have been open for several hours, so the temperature inside the hangars is frigid. In order to get out of Avionics, he must first warm up the area to unfreeze the doors to the avionics cargo area and the civilian landing bays. In order to warm up the area, you must first locate the backup generator and restart it (assuming the BU Generator is on this level), then go up to flight control and close the doors (or a thermal barrier) and restart the heat. 


You must find a replacement circuit board in order to restart the generator. It will be found in a locker in the Head Flight Engineer’s office, located in the middle of the ground level hangar area. Plug it into the starter motor to restart the generator. (Use it to get into a door where you can use a computer to start the generator.)


Find the key code to Flight Control by going to the top of the fighter launch tunnel. Here you will encounter several slug turrets and a dozen or so bodies. You find a log describing a battle that occurred here between several of Shodan’s Bots and the pilots.  SHODAN was trying to maintain control over the hangar so that no one leaves the base to send a warning. The pilots realized early on, from the radio calls they were getting from the levels above them, that something was going terribly wrong. They raided the weapons locker and set up several defense sites, each consisting of one or two slug turrets and a few men armed with pistols (pilots are only issued pistols, and there is one or two officers that receive laser pistols). The Robots came down the civilian elevator and rapidly swept through the civilian sector of AVI, destroying the first defense site. They unlocked the door to the main hangar bays and the pilots opened fire, killing two of them. The Droids got the best of them, though, and both of the defense sites within the main hangar area were destroyed. The last defense site, reinforced with survivors from the first three, made a valiant stand against the enemy, but were ultimately destroyed, taking four with them. On the body of the Head Flight Engineer, Lt. Ernest Defarge, you find the code to Flight Control. 

You restart the heat and make your way to the flight crew quarters. Here you find some logs with background information about the base, some info about Purkaia’s strange human qualities, (and whatever else the plot designers want in there). You can stock up on hypos and maintenance tools and whatnot, then you can either go to the storage sub-section or the civilian sector.


In the civilian sector, you can explore the two civilian landing bays and the civilian quarters, where interstellar travelers can take a break from their journeys and use the mess hall, the bathrooms, and stay overnight in a nice room. It’s pretty much a hotel, and would look a lot like the Mall area in Recreation in SS2. This is the money making area of the base. TriOp has to profit some way, you know. The civilian area is separate from the main hangar area, the civilians can’t go beyond this area. But the pilots and any other crewman can go into the civilian area. Bodies are strewn everywhere, testament to the battle described earlier. Another log describes Faraday’s deceit more. He told his second in command, Sgt. Yuri Napovic (pronounced No-Po-Vik), that he had warned the civilians that an attack was coming. Right before the attack, Faraday ordered Napovic to take several men and help the civilians organize a defense in their section. The military men walked in, saw the no civilians about, and then were attacked by Assassins, taking out Napovic and his men. Faraday never told the civvies what was happening. This may lead the player to wonder if Faraday isn’t all he says he is. Perhaps he was being controlled by one of the AI’s… The reason for a civilian sector is that in addition to the Mining Complex, Annapolis is also a refuel station for cargos and other ships, if I remember correctly. Their crew could leave their ship and have some good time for a couple of days, after a journey of several months.

In the storage sub-section, you find the body of Lt. Tyler Faraday, lead pilot. His corpse contains a log he wrote revealing that he knew about the attacks two hours before they struck. He had contacted Shodan and made a deal with her. He intentionally disabled the turrets in return for his safety, but ended up being killed by an Enforcer anyway. Throughout the level, you can find logs that describe the kind of person Faraday is; arrogant, harsh, and pretty much an all around asshole. This way the player will not feel any sympathy for his demise.


Next, the player has to locate bulkhead 451, which leads to the bridge to Storage. This bridge, although separate from the military section, is right next to the military one. You emerge into a sort of reception area. Civilians cannot go any further than this area, except to a small observation area that looks out over the snowy plains. The military men, who came up through the Bridge right next to the civilian one, can go into the rest of the base through this transition area. You can find a keycard allowing access to the rest of the bathrooms in Avionics (Might be significant later? Maybe you can go back and get something?). It’ll be on an officer, and you find a log saying how he likes to come up here to use the nice bathrooms instead of the dirty ones in the flight crew quarters below. The advancing robots killed him when he was taking a dump. Poor guy…

Next is the bulkhead to the bridge, and then, Storage…  You’ll now need the coldsuit to cross it, as all the windows were cracked open by the Quake…

In a locker near the entrance, you see Tim Capone’s body stuffed into a small storage room with a log on him. You don’t know what’s going on, but you move through Avionics over to Storage in order to restart the reactors and then go back to Command. As concerns Capone, he had to go there because all the Fort’s Archives are stored there. He was contacted by Aaron Jaggers, who makes studies on Shodan without knowing it’s her, because he needed access to the Archives and Capone could do it. We’ll use this to introduce the player to all the background story of TSP, that is, the post-SS2 timeline and the crew database. This’d make Storage a very interesting level of TSP, as it’d be the one with the more stuff to find. Maybe even easter eggs, if we find some. Besides, we could lead the player to think Jaggers is still alive in Storage, with one of his logs saying he’s blocked there. The archives themselves are just a story-enriching feature. You’ll also find a log indicating there might be survivors.  In the usual SS style, the player arrives just too late.  The archives can be a kind of reward for taking the time to look for these survivors.

Elevator/Maintenance Staircase: This is where everyone and everything gets down to the storage area. It is a hefty elevator - 5 meters x 5 meters. The maintenance staircase is used in case power is shut down and someone is stuck down in storage. The lift also takes Military-type trucks from the garage up to the ground level. These trucks are modified to be fully operational at low temperatures. There are four of them, one up (the one they used in the beginning of the plot), and three that are still in their box down in Bay 2B.

Bay 1 Lower level : Water Purification & Fresh Water Storage: Batches of ice and snow are brought down into this section and there they are purified and stored in tanks. The tanks are insulated to prevent freezing. The blue box is a control panel - when activated water is sucked from all over the base back into these tanks in case there is a breach in the base - it would prevent the pipes from freezing. One’ll be broken, and the bay’ll be flooded. Besides, some conduits will explode here and there, flooding the area they’re in. 

Storage Bays: This is the usual storage rooms. There are 3 levels and 3 sectors - B1, B2, and B3. Look at the STO map for details. Each Bay has 3 levels as in SS2, and there are three sublevels, which makes it 9 Cargo levels in each sector. The total of all storage areas is: 18 cargo bays, the Data Storage, 4 reactor chambers and a dozen rooms and offices in the crew sector, plus the ground level with several storage rooms and Becca’s shuttle.

“Workshop”: the armoury: This is where all the weapons of Fort Lee are stored and maintained. In the individual armories on the separate branches there is only ammo - they need to receive the weapons themselves from the storage armory. There are several security levels in the armoury - each containing more powerful weapons. 

Personnel Files Storage & Archives: There isn’t really a need for this that I can think of right now. It may be used for the background files mentioned in other threads.  It’s an holographic sector closer to the virtual level in SS2 than to a real cyberspace. There’s also a Cartography section there.

Primary and Secondary Transformers and Equipment (x4): Electricity sent from the geothermal plant is stored in these four transformers with the Primary holding the majority of the electricity. There is an observation platform and stairs down to the main level in the primary transformer room.

Primary and Secondary Power Lines: These lines take power from the transformer up the elevator shaft where it is distributed among the base as necessary. 

Storage is hell. Think “Cargo Bays” only massive: Lots of enemies, lots of items and stuff, but not much ammo (if any, in some places).
STORAGE game plot
date: 24.NOV.2134

time: unknown

---

situation: you arrive in Storage after your ride to Fort Washington. The tram was blocked and you were forced to go through Avionics in order to go back to the Command Building. Between AVI and Command, there’s Storage (STO).

90% of this level is built underground, in the deep caves that are typical of D’Jure. The level, the Cargo Bays, almost everything in this sector wasn’t excavated but built in caves that existed before. This means you may find Crussars here and there, as the Crew noticed they had managed to access the bays to loot food.

You arrive in STO through bulkhead #451, which in fact opens the way to a bridge that leads to the actual sector. However, the earthquake broke all the windows open and it’s deadly cold. You better run fast if you want to reach the door.

the ‘real’ level

Okay, you made it! You’re now near the sas used by the trucks to go outside. Truck #4 is still there actually, right where you left it. Remember, Peterson, Robken and you used it ten days before when you had to investigate that crashed EEV from the Von Braun. Opposite to the massive doors, there’s the jumbo gravlift shaft. And right after this, the room where you put the wreck of Pod 0832 after you came back with Peterson. The door’s closed now, but maybe you’ll find a keycard later. Right now, you got nothing, so the only thing to do is call the lift and go down to Storage. The alternative route is the emergency staircase.

You are now in Bay 2A. Known as “the garage”. It’s the place where the four trucks are usually parked. Actually, trucks 1 to 3 are still in their box. I doubt someone will use them now… Forget them, you can’t drive.

At the end of the garage, there’s a door leading to a payload tram. It’s used to transfer cargo between Bay 2 and Bay 1. In the middle of the shaft there’s a “junction room” that connects to the lower Bay 2 levels as well. On the left of the tram entrance, there’s a room with a ladder that leads to those lower levels too. 

The supplies stored in there weren’t only for Fort Mendes, some of them were also for the Annapolis Station. (When they saw the benefits they could earn from that extra space, TriOptimum decided to rent some of the caves to the Annapolis C.E.O.)

Bay 2 is different from the other bays because the upper level is not a Cargo Bay per se but a garage.

Back to the jumbo lift, you notice a Security Door you can’t open (the Fort’s Archives room and Cartography Station) and Cargo Doors you can open. The corridor leads to the Officers’ Area, where the SOs had all their offices and stored all their stuff. If you’re lucky, you should find some keys and codes in there. Right after the Officers’ Area, you’ll find the elevator room. It’s your ticket to the Command Building, but don’t dream. It’s offline.

The elevator room is the usual starting point of this level, that’s why everything is indicated there. It should be something like this:

SECTOR A

|

 SECTOR B -  ELEVATOR – SECTOR D

|

SECTOR C

Basically, these sectors are:

A- Cargo 1       B- Cargo 2       C- Cargo 3       D- Reactor Chambers

But you already knew some of them…

the reactor core chambers

Fort Mendes had four geothermal reactors that gave power to the whole base. The earthquake completely destroyed reactor #1, and deactivated #2 and #3. Only #4 is still active, but it’s not intact. You’ll have to replace some circuit boards in the reactor’s main control room, and switch some buttons on. To find the boards, you’ll have to have a look around. No, not around the room. Around the whole level. The name of the boards should be in a log somewhere in RC Chamber #1.

Once in the Reactor Core Chamber #1, you realize the quake destroyed most of the sector, and especially the floor. You manage to find a way down and you get your hands on the log with the references of the cardboards. But as you want to come back, you notice there’s no way up. Your only chance is to dive in the hole and swim your way out, if there’s a way out, that is…

You eventually make it either to the corridor to Bay 3, which collapsed, or to Bay 3. If you’re in Bay 3, the only way in and out left is the one you took. The lower bays in this area are completely flooded, but there’s still power, so it’s not pitch-black dark. If you feel you can do it, swim down to the lower level and loot anything you can… The advantage of this situation is that the ‘bots are already destroyed. They don’t like water this much… You should find a log somewhere with the code to the upper storage room, where Becca’s pod is parked. [note: Before writing the plot I tested this, and I managed to swim down to the lowest level, stay a while as if I was looking for something and go back. I only lost a few HP. If you’ve got a bunch of med hypos, which should be the case at this point of the game, it should be a piece of cake to make a search in this area. Besides, I had a player character with 35HP only, the standard one. No doubt the upgraded 61686 will be stronger, so it’s not impossible. It’ll just look impossible >:)]

Once you’re done in this area, swim back and find the collapsed corridor. It’s your only way out of this sector. Beware, the circuits fried, so sparks fly everywhere, and you’ve just had a dip… The two don’t mix.

You’re now back in the elevator room.

Officer’s Area / Bay 1

Go back to the Officer’s Area: in the upper section, where all the offices are located, there’s also a security room and an access to the junction room. The earthquake destroyed this corridor, and there’s a corpse next to where the roof collapsed. It’s Jaggers. There’s a log on him explaining some investigation he made right before the earthquake. Ryerson found him long before you, and there should be a log from him nearby as well … In Jaggers’ office you’ll find a manifest with a long list of codes, keep them all in mind, they will be useful to open the Bay 1B storage rooms.

Oh, by the way, you’ll also find the QBRM in the Officer’s Area. 

You proceed now to Bay 1A, either using the payload tram access or the corridor from the elevator room. You arrive in the middle level of the bay. There are several lifts and ladders to go either up or down. Beware the assassins, there might be some around there. If you stay on the middle level and walk around, you’ll see in the lower level the huge cargo lift used to transfer stuff to the lower levels.

See, the bay you’re in is the upper level of a three-level high complex. Each sector is divided into three levels, and each level is divided into three sublevels. All the Cargo Bays of a single sector are connected to each other with a big cargo lift. (As I said, Bay2 is different because of the garage and other facilities).

The lifts are online, but you can use the ladders if you prefer. My advice would be to do that, as there are several ‘bots patrolling in the area and using a ladder makes less noise than using a lift.

(You’ll notice the lift is a tri-level one, thanks to HK Prince’s tutorial you can ask it to go to whatever level you want)

Cargo 1, aka Sector A, is a sector that is almost intact. Anyone reading this text played SS2, so you know what you have to do… Have a look and search for goodies.

The only thing you need to know is that the lower Cargo 1 is the ‘Fresh Water Storage’ area, and that the earthquake broke a couple of tanks open. So it might be a bit flooded in the lower level… 

Somewhere in these Bays, you should find a log with a code to a mysterious ‘workshop’. It’s a military guy who said that, so look for it, there should be some good weapons there. The workshop is actually in Cargo bay 2’s middle level. You’ll find an access to it in the junction room. There’s another log that tells you the boards are stored in this so-called “workshop”.

workshop
It’s a room where all the military grunts stored their weapons, ammos and Maintenance goodies. Everything’s locked, but if you’re a good hacker, you should get rid of this quick (or maybe not >:)

Grab whatever you can (don’t forget the cardboards) and proceed to Bay 2. There’s a bunch of useless things in there, but have a look anyway… After that go back to the RC chambers, insert the boards in Control Room #4 and get the damn power back on =)

Once you’re done, go in the elevator and up to Comand, or stay a little bit more to see if you didn’t forget anything…

EXTRAS
Archives: Somewhere in Sector B you’ll find a card to the Archives sector. It’s a virtual storage room with both TriOp’s and the Fort’s Archives.

Becca’s EEV: There’s a couple of logs in there by Rebecca Siddons, telling what happened on the Von Braun and after.

So now you’re back in the Command building.

Peterson contacts you eventually, tells you to take Cyberspace over to Command…He says once there you can find a weapon in the Cyborg Testing Area (CTA) that may help you against the Crussar: A flamethrower. 

In David Krauss’s office you find the Flamethrower, as well as logs from David Krauss explaining it as well as the Enforcers. You learn of the Enforcer’s weak point: Electric Charges. If you have picked up a log from Krauss from earlier, you can open a storage locker and get the Rail-gun as well. For those who think some weapons are a tad too powerful, most of the Fort is a military research facility, remember? If doors are broken, what’s the problem in having access to some experimental weapons? I wouldn’t be “Fort” Mendes if there wasn’t any toys to play with…

Upon leaving Krauss’s office, you are about to completely leave, when you run into the Cyborg Conversion Chambers. Peterson instructs you that this is where Shodan has been making the cyborgs and instructs you to destroy it. This makes Shodan angry. You need to pass through the Testing Grounds of the CTA to get out. Once you get inside, Shodan releases a horde of enemies at you: Assassins, Enforcers, and Drones. Once you kill them all, be it with the Rail-gun or the Commando, the doors open, allowing you to leave the CTA. 
The End of the End: Act III

Once you’ve left the CTA, Peterson reveals his presence to you. He says he’s in the upper section of Com2. 

However you can’t get there as quickly as you want. 

You take the Elevator up there from Com 1. Com 2 is a mess of corpses. After a while, you get access to enter the room the elevator is in. Unfortunately, the elevator has been broken, and you must climb the cables. Once you’re up there, to the “Dining/Crew” area of Com 2, you try to find Peterson. And you do. You get to watch through a window as 3 Crussar rip him apart. Then they come for you. Torch them. 

In Tom’s body was probably the next thing he would have told you: That Jack Robken was alive. The log is from Robken to anyone and says that he needs help and is in the Com 1 cafeteria. You head there. 

Robken is cybernetic from what Shodan did to him. (Think Diego from SS1) He thinks you and Peterson left him at Fort Washington. He challenges you and you fight and eventually kill him. Really long fight. After that you find a log on Robken. 

The log tells what happened to him and how Shodan was controlling him. It also says. “Well, you got me. Someone anyway. Here’s your prize: There’s a bomb in Avionics. It’s set to explode in 8 minutes. Have a nice life.” The bomb’s linked to his heartbeat and is set to go off by his dying.
Tiresias contacts you now. She says she is worried that Shodan may have infected Purkaia. She wants you to help her shut down Purkaia, before Purkaia and Shodan can get off planet together. They had sent a distress signal and the UNN is sending a ship. It would be here in 10 minutes. 

I kept the following comments as it’s not decided yet…

The player’s last choice is:

1. Destroy Purkaia and SHODAN and die by explosion, knowing that you saved humanity. 

2. Escape the planet, and let SHODAN and Purkaia live on, knowing that they can always get to Earth.  

If you choose number 1, you win the game. You die an honorable death, and save thousands of lives. 

If you choose number 2, Shodan and Purkaia get onto the Shuttle you’re on. The last things you see are 2 Avatars walking towards you. (Think Cut-scene at the end of shock2)  
Someone (Ray?) Asked how we were going to do this. As in, the choice. Perhaps Tiresias contacts you and gives you the choice. There are 2 doors in front of you. A door outside and a door towards avionics. You pick your door and the game ends. The cut-scene comes up. Well, one of the cut-scenes.

Imagine if you will, Tiresias contacts you. He/She says something like this: 

“Well, here we are. A shuttle is on its way. SHODAN’s power is lacking, but I can’t bring her down completely without your help. I don’t blame you if you want to leave, escape on the shuttle, but I can’t promise she won’t come with you, back to your home planet. The  choice is yours.”

Then you’ve got 2 doors. C-Space  to Storage and then to Avionics, or the door outside. Each door is tripwired to open a cutscene, and end the game. The first one you go to ends the game. Might this work? 

The “problem” is, I don’t know if it’s possible to have two different movies. There’s only one script to end the game, it’s “dieshodandie” if I remember correctly, and this script triggers the end cutscene, called Cs3.avi. Whatever end you chose, it will trigger the ending film with that name, and the other won’t be used. Unless we manage to use the space station scripts (ie dooor1->Year one, door 2->Year 2)? I’ve been working on the space station for weeks and I haven’t figured out how the cutscene was triggered according to the year. So I don’t know. (yet?) Hopefully I’ll find out.

Enjoy, 

Mike Pelletier

