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I NTRODUCTI ON 
Remember Me? is a Cyberpunk Alternate Reality Universe 
campaign adventure deslgned for a very expetimented 
playing group. The adventure deals with memory manipu- 
lation and the covert actMties of one of the government 
agencies still in existence in 2020, the CIA. 

ThIs adventure can easily be incorporated into an existing 
Cyberpunk 2020 ARU campaign. While it is highly recom- 
mended that you have a copy of Grimm's Cyberrales, the 
Night CHy Sourcebook, Chromebook and Maxlmum Metal, 
they are not necessclly for the enjoyment of this adventure. 
All you need is the Cyberpunk 2020 game and a penchant 
for conspirades and Intrigue. 

The Game Master should read through the entire adventure 
a few times to emure that he is thoroughly familiar with the 
motetial before running it. A great deal of preparation Is also 
required for the characters' conversions. The adventure Is 
deslgned to be run in a free-form manner, allowing GMs to 
IndMdualize the adventure to suit their playing group. 

OVERVIEW 
The Centrd intelligence Agency is the major protagadst in this 
adventwe. They are still active in 2020, even after heir near- 
demise during the Gang of F o w  incident In the early 2000s. 
and ever diligent in thdr own covertactlvitles. (Note that while 
the government agencies in h i s  adventure are slightly more 
powerful than In the standard Cyberpunk timeline, thIs power 
Is carefully hidden and M r  public image is praCncally the one 
presented in the omdal Cyberpunk sourcebooks.) 

The CIA Is engaged in a massive research push. After their 
mlnd-conml experiments in the 5 0 s  and 60's and thelr 
genetic tests of the 80's and 9 0 s ,  they have moved on to a 
new area of study, that of memory. Thmugh the develop- 
ment of technologies that would allow them to control 
memory, they hope to increase their agency's ability to get 
whatever it wants done without anyone noticing. 

The cument projects are all aimed at controlling and manipu- 
lating an individual's memories. There are nearly twenty 
IndMdual projects, the earliest having started in the 1990s. 
They are having varied success with the experiments, but oil 
of them are carried out under the strictest of secrecy to avoid 
troubling the public with this 'necessal)r experimentation. 
Even the corporationsare held at baythrough a combination 
of bribes, disinfomtion and intimidation. 
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The characters get caught in one of the major experiments, 
code-named Project Mesterpiece. This experiment's goal is 
to replace an indMdwYs memories with entirely new ones, 
severol times, and then study the effects 

The other secret project h a t  the characters may come into 
contact with Is Johnsville, a large-scale experiment in which 
the CIA wants to discover whether their techniques can be 
used to control the masses. Johnsvllle is also used QS a major 
base for Masterplece. and, depending on the GM's whim, 
can be the place where the charmers will find their origlnal 
identity patterns. 

This adventure brings characters to face their wolst night- 
mare: not knowing who they are. An identlty d s  of epic 
proportions, the Remember Me? campaign brlngs new 
meaning to horror as the characters stiuggle to determine just 
what they remember Is real and what is not. 

ADVENTURE SUMMARY 
~ ___ ~ _ _ _ _ _ _  ~~ 

The adventure begins with a fairly standard encounter. The 
playem are told to roll new characters to set up part of ?he big 
story. These characters are given a recording of an Arasaka 
bloodbath and become embrolled In a chase as varfous 
groups pursue he characters, seeking to obtain or destroy 
the tape. Ultimately, the characters attempt to escape and 
are arnwnded by the enemy. Fade to black. 

The second part of the adventwe begins wlth he Gh4 gMng 
the players entirely new characters and pladng them in a 
new setting. This time, they are police hunting a mass- 
murderer. A cop-killing woman Is on the loose, ond the 
characters must end her murder spree, killing her If need be. 

The scenario is designed such that the characters easi ly  flnd 
her and are forced to shoot her in self-defense. The players 
reallze that she Is the lover of one of the characters from the 
flrst adventure, and they begin to remember moments in the 
lives of those chamctea. However, before hey can think this 
over too long, mercenaries a w e  and once again, every- 
thing fades to blackness. 

In the third part of the adventwe, the characters awaken in 
a hospital, where they are told they are all suffering from 
multiple personality disorders. They are questioned about 
who they are, a questlon which the characters themselves 
cannot answer. Each recalls 4 lives, none of whkh are any 
more real or fake to them. 

A NSAagent, who has seen he experiments destroy ?he lives 
of countless people before he characters, snaps and de- 

cides to break them out of the hospital. Using his psychic 
powers, he lulls the guards to sleep and helps the characters 
escape. They are now free to retaliate or Investigate just 
what has happened to them. 

The fourth, and most likely last part of the adventure, is free- 
flowing in nature. Asmaii villagecalled Johdlle isthe home 
of a cult which, under the control of CIA experimenters. 
encourages forgetring the past. The man who helped the 
characters escape has become a prisoner of this cult, and 
clues lead to the existence of the characters' orlginal patterns 
in the town... 

OPTIONS 
The adventure is free-form in nature, providing ail the 
information required to run It in a variety of ways. The 
charactersmightnot becaptured bytheCIAatal1, butinstead 
might have a Mend who has been captured. Alternatively, 
a relative of one of the subjects might contact the characters 
and ask them to rescue thevidim. The entireadventure could 
also begin in Johnsvliie and be an investigative campaign in 
which the characters galher information to expose the 
Masterpiece Project and other experiments like it. 

Vampire characters mlght have a coven-mate kidnapped by 
the CIA for the experfment. The effects of the memory- 
alteration upon a vampire would be interesting, though the 
adventure might take an entirely new twist once the CIA 
experimenters realize their test subject is not human. Vam- 
pire hunters might foilow a vampire who gets kidnapped 
and then face the dilemma of rescuing him and exposing the 
unethical experiments, or letting the vampire be tomrred and 
allowing such experiment to continue. 

There are also several other expettments dealing with 
memory manipulation other than Johnsvliie and Masterpiece 
as listed in the Extm Experiments section. The characters 
could become vidm of those experiments instead of the 
Masterpiece or Johnsvlile projects. 

There are many ways of entering this campaign adventure, 
and In almost all, the characrea will discover a conspiracy of 
secret experiments in their midst. Their exposlng this under- 
ground research could set hem up for life, but it could also 
cost them their lives. 

Sa
m

pl
e 

file


