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INTRODUCTION

Introduction

 
Welcome to the 
Great Metropolis

Welcome to the Great Metropolis, the largest, most 
populous, and most industrialised city on earth. The 

wonders and horrors of the etheric age are on display for all 
to see in the Great Metropolis, from the squalid, densely 
packed slums that house its vast workforce, human and trans-
genic alike, to the luxurious estates of the industrialists and 
aristocrats who govern the city. Industry dominates the Great 
Metropolis’ life and its docks, warehouses and transportation 
systems ceaselessly operate, channelling the resources of the 
British Empire throughout the city, generating wealth faster 
than any other place on earth. Exploitation and corruption are 
rife in the city at all levels of society, and the profits of crimi-
nal organisations match those of the wealthiest industrialists. 
Inequality is another feature of life in the Great Metropolis; 
not surprisingly, rich and vibrant countercultures have grown 
up in the shadows of the streets and alleys in defiance of the 
social order, a process enhanced by the rich ethnic diversity 
of the city. For good or ill, no place in existence better cap-
tures the meaning and nature of the Etherscope world than 
the Great Metropolis.

The Great Metropolis is a city of contrasts. The ruling elite 
industrialists, aristocrats, and governors of the city live within 
isolated, secure compounds enjoying the extravagant luxuries 
and technological wonders their wealth affords them. The 
middle classes provide the administration and bureaucracy 
that keeps the city operating. Whilst these classes enjoy the 
security and protection of the authorities, they lack the oppor-
tunities for wealth and luxury available to the elite. The middle 
classes must be content with the relative security, wealth, ser-
vices, and responsibility their dedication to work and support 
of the status quo brings them. The metropolis’ working classes 
form the majority of its population and receive the least benefit 
from the role they play in making the city function. Without 
their labour, industry would grind to a halt. However, trans-
genics provide a willing, undemanding workforce for the city’s 
industry, and beta humans must accept the same conditions or 
be without even a meagre means of survival. Little is available 
to the working classes in terms of wealth, services or technol-
ogy, other than what they can make for themselves. 

The northern industrialists, in spite of their wealth and their 
role in the city’s great prosperity, possess little real power or 
social standing. They resent the rule of London over their city 
and the exorbitant taxes that are levied against them. As a 
result, Republicanism and revolution hang in the air and many 

 
Hargreaves

James William Hargreaves surveyed his empire. 

Not literally, of course — an empire of five different 
companies, with a total of twenty-five factories, eighteen 
warehouses, over four hundred shops in locations around 
the world and over two million employees, that would be 
an impossible task. Yet here, in the Scope, he could survey 
the machinery that crunched the data for the entirety of his 
commercial interests. It was a vast warehouse, bigger than 
anything physically possible to build outside of the Scope. 
The huge room was filled with all apparatuses of industry, 
from gargantuan machinery of raw processing power to the 
simple filing and ordering systems. Paper — or what passed 
in the Scope for paper — whizzed through the air, flying 
in streams from cabinet to cabinet, file to file; sorting and 
ordering every document of his entire empire. 

This was where Hargreaves belonged, the true hub of his 
business. He felt alive in the Scope, more powerful than 
his saggy, overweight frame could allow him back in the 
Prime Reality. Here in the Scope he was swift, resilient, 
and mighty. Subconsciously, he rubbed the back of his neck, 
his skin unbroken by the small brass ring of his Scope jack 
implant. It irritated him constantly in the Prime — he was 
always scratching at the skin around its rim, although he 
considered it a small price to pay. 

As the slight disorientation of Scope entry cleared from 
his mind, he took in his surroundings in more detail. It was a 
familiar sight. Every time he jacked in from his office Scope 
point, he found himself here. An array of portals was dis-
played in front of him, linking to every factory and ware-
house under his command. The office itself floated over the 
centre of the processing house, allowing him a clear view of 
every machine.

Having completed his first quick survey of his empire, 
Hargreaves sat back in his plush leather chair and his atten-
tion fell on the desk. The usual pile of internal memoran-
da and Scope letters awaited his attention. He skimmed 
through the first five or six, trifling irrelevancies. He merely 
logged the facts in his cast-iron memory and continued on. 
However, one document caught his eye. With a bellowed 
curse, his avatar flashed out of existence as he jacked out of 
the Scope.

The paper drifted gently to the floor of his office. The 
words on it were big and bold:

SECURITY BREACH: ETHERSCOPE WEAPONS 
DEPARTMENT, LABORATORY 17ALPHA  
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businessmen secretly support the Nor-
thumbrian Republican Movement’s 
quest for independence, always aware 
of the severe penalties such actions 
would bring if discovered. All levels of 
society find themselves caught up in the 
shadowy war between the CIA and its 
attempts to foster another revolt in the 
Great Metropolis and MI5’s ruthless 
quest to eliminate this threat. Violence 
and tension are daily facts of life among 
the working classes. As huge areas of the 
city are left without law enforcement, a 
street culture has evolved where the fit-
test survive. Disaffected youths aban-
don all social norms and form gangs 
that viciously fight for prestige and 
territory, while terrorising those who 
simply crave a semblance of normality. 
Criminal organisations seek to control 
the lucrative smuggling, Scope tab, and 
black market technology markets that 
flourish in the city’s lower districts. A 
whole class of specialist operatives, such 

as street mercenaries and Scope riders, 
with a street culture of their own have 
flourished in this environment and can 
earn a healthy, if risky, living serving 
government, industrial, or criminal fac-
tions in covert operations. Racial and 
ethnic tensions also divide many groups 
within the Great Metropolis and lead 
to hostilities. Caught in-between many 
of the city’s factions are the middle 
classes, who most feel the pressure to 
preserve the degree of stability the city 
needs to function.

Counterculture is the Great Metrop-
olis’ truly vibrant characteristic. Tab 
tripping is prevalent among the lower 
classes as a means to escape their harsh 
existence, despite its illegality. Youth 
music, art, and fashion have grown to 
symbolise the dissatisfaction of youth 
against society, and much of this cul-
ture is positive and empowering, offer-
ing an alternative to the nihilistic futil-
ity of gang membership and culture, 

although the two areas frequently over-
lap. Likewise, not all the city’s street 
culture is mercenary. Many street mer-
cs and Scope riders seek a better future 
and use their skills to fight and counter 
the plans of criminals or the authorities 
and create a more egalitarian future. 
The blending of ethnic groups and 
human strains has led to new forms of 
expression and identity that make the 
Great Metropolis truly unique. Com-
bined with the constant activity of the 
city, these factors create a sense of ener-
gy and activity unmatched by any other 
city on Earth.

This supplement enables players and 
GMs alike to understand, use, and 
enjoy the wonders and horrors of the 
Great Metropolis. The book is organ-
ised as follows.

Chapter 1: History: This chapter 
explains the history of the original cit-
ies of Liverpool and Manchester that 
form the heart of the Great Metropolis 
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and the history of the Great Metropolis 
from its inception to the present. This 
background provides an understand-
ing of how the Great Metropolis has 
reached its prominent position at the 
heart of the British Empire and the 
unique attitudes and ideas of its peo-
ple.

Chapter 2: Boroughs: This chap-
ter provides a detailed breakdown of 
the physical structure of the Great 
Metropolis, descriptions of the peoples 
and cultures that make up the city and 
insight into how the city functions as a 
whole. Throughout this chapter, GM 
character sidebars are provided, giving 
examples of typical citizens.

Chapter 3: Factions and Organi-
sations: This chapter details a history 
of the major groups affecting life in 
the Great Metropolis, their resources, 
agendas, and areas of influence. GM 
character sidebars provide details of 
some of the Great Metropolis’ signifi-

section, “Sin,” provides an adventure 
toolkit equipping GMs with guidance 
on how to create adventures suited to 
the Great Metropolis setting.

cant citizens and the role they play in 
the city.

Chapter 4: Politics and Current 
Events: This chapter explores the dis-
tribution of power and control within 
the Great Metropolis, the major events 
taking place within the city, and their 
effect on day-to-day life.

Chapter 5: Character: This chapter 
offers new rules materials particularly 
appropriate to the Great Metropolis 
setting for use in an Etherscope 
game. This section offers new 
advanced and prestige class-
es, cybernaughtics, feats, 
occult powers, fight-
ing techniques, and 
vehicles.

Chapter 6: Adven-
ture: This chapter equips 
GMs with adventure mate-
rial set in the Great Metropolis. 
The first section, “Triple Cross,” is 
a fully detailed adventure. The second 



C H A P T E R  № 1
HISTORY

10


