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If you've purchased the ALTerniTY® Adventure Game,
you must be a fan of science fiction. You've watched
the evil deeds of galactic empires and cheered the
valiant crews of Earth’s finest starships as they
explored the depths of space. And, if you're like most
people, you always wished you could share in those
adventures.
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Now., thenks to the ALTERNITY game, you con do just
that. You can stare down a ravenous alien predator.
You can {ly your starfighter through a hail of enemy
fire to deliver the death blow to a looming desp-
space battleship. And you can do it all in the comfort
of your own living room.

What Is ALTERNITY?

Imagine the far future, when humanity has spread
across the stars to the farthest reaches of the galaxy.
Faster-than-light speed travel has become common-
place, and science has advanced to an astonishing
level. In this imagined future, humans have encoun-
tered hundreds of alien species and expanded their
influence to thousands of different worlds.

In this distant millennium, humanity faces many
challenges. Spacefaring pirates pillage the star
lanes. Invaders test the borders of Known Space with
alarming frequency. Internal strife threatens to
plunge the stellar nations into a galaxywide war.
Only a select few—the brave, the bold, the heroes of
tomorrow—stand between the light of civilization and
the darkness of utter destruction!

The ALTERNITY game is a game of "Make-Believe”
with rules that lets you explore this exciting tomor-
row. You and your friends take on the roles of brave
herces, strange aliens, and unsavory villains of the
far future. All you need is this game, some willing
friends, and your imagination,

How Do We Play?

The ArrernrTY Adveniure Game isn't like other
games. There's no board, no contral paddles, no play-
ing pieces. Everything you need to play is in this
box—except your imagination.

One of the players is called the Gamemaster, or
GM. The GM’s in charge of running the game. The
best staryteller in your group should be the GM. Stop
reading now and give this book and the Adventures
Book to the player who will be the GM.

The GM coordinates the action, tells the players
what their characters see and hear, and resoclves
hercic battles. The GM is two parts storyteller, cne
part CPU, with a little bit of "banker” and stage man-
ager thrown in. The GM runs the imaginary world,
and everything in it does the GM's bidding.



The other players control the heroes, mighty char-
acters who influence the galaxy with every action
they take. The players must work together so that
their characters can overcome hazards, solve puzzles,
and otherwise work through each unfolding adven-
ture. The players tell the GM what their characters do
in situctions the GM presents. If the heroes survive a
particular adventure, the players win the game.

Overview

In the AvterntTY Adventure Game, the Gamemaster
and the other players get together to creats a story.
The GM begins with the Skirmish Scenaric presented
in this book. It helps give everyone a taste of how the
game plays. Then, go on to the scenarios presented in
the Adventures Book. An adventure scenario provides
a basic plot; how the story ultimately develops
depends on how the GM embellishes it and what the
players have their characters do.

The other players each take one of the Hero Fold-
ers. These contain ready-to-play characters, complete
with gome statistics, weapons, and other equipment.
Players can customize their characters, as described
in each Hero Folder.

Each adventure provides a framework in which the
game is played. The adventure sets up situations and
provides challenges and opponents for the heroes.
The material in each adventure should only be read
by the GM. Special sections of the adventure, called
“read-alouds,” are designed to be read out loud to the
players at specific points in the adventure. A read-
aloud sets the mood of an encounter or describes a
situation, ineluding what the heroes can immediately
observe. At the end of the read-aloud, the GM calls
for action, and the players ask questions and decide
what their characters will do.

Winning
You don't win this game by becting the other players.
Instead, each adventure has its own victory condi-
tions. Sometimes this is simply to make sure the
heroes survive a particularly grueling challenge.
Other times, the heroes hoave a sperific mission to
aecomplish. As long as everyone has fun and the
group tells an exciting story, then everyone wins.
Individual players win when their heroes defeat
foes, gain money, fame, and achievement points, and
increase their personal power and reputations.
Thaot's what's great about the ALTERNITY game—
each adventure is just one tale in the continuing saga
of your hero characters. Each hero develops over
time, getting better and better from one adventure to
the next. Sure, you can have a great time just playing
once, but the real excitement comes from watching
the heroes improve and grow.

Dice
There are five dice in this guame. Each die is a differ-
ent shape and has a different number of sides.
These dice help determine the outcome of actions
in the game. If a player wants his or her character to
try something (make an attack, use a skill, stc.), the
dice are used whenever the outcome isn't a sure
thing. The illustration below shows the dice, each
clearly identified according to the number of sides:
for example, the six-sided die is labeled "dB.”

The Hero Folders

Each player selects one Hero Folder. The Hero
Folder details one specific ALterniTy character, pro-
viding a brief background, key ability scores, start-
ing equipment, and a selection of skills to choose
from. There are also details concerning important
game mechanics to help remind players how to
malke skill checks and attack rolls, action checks,
and defense rolls, as well as brief explanations of
all the skills available to a specific character.

Now turn the page, and we'll show the Gamemas-
ter how to play the game. Then, the GM can teach the
players as they play, using the Skirmish Seanario.

Polyhedral Dice
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PLAYING THE GAME »
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The Avrernrry Adventure Game has one primary rule:
Have fun! lf everyone has a good time, then you've
done everything right.

With that in mind, think of the following informea-
tion as a series of gquidelines. It presents a simple
way to figure out what happens in any given situa-
tion. If a rule doesn't seem right for a particular situa-
tion, you're allowed to bend it to make it fit.

The basic game mechanic that serves as the
foundation of the ALTERNITY game is simple. Every
character has three types of key game statistics:
ability scores, skill scores, and an action check
score. A player must roll a number that's equal to or
less than the hero's appropriate score to succeed. A
roll that's greater than the score indicates a failure.

Ability Scores
All characters have six ability scores. These repre-
sent a character’s physical and mental atiributes.
Ability scores range from a low score of 4 to @ maxi-
mum score of 14. An average score is 9.

The six abilities are Strength, Dexterity, Constitu-
tion, Intelligence, Will, and Personality.

Skill Scores

All characters have skills. These reflect the experi-
ence and training a character has in specific areas.
There are two types of skills: broad skills and spe-
cialty kills. A broad ekill represents general knowl-
edge in a certain fisld. A specialty skill represents
specific knowledge and training in a specific subset
of that fisld. Fer example, Unarmed Combat iz a
broad skill, and braw! is a specialty skill within
that broad knowledge base.

Skills are related to abilities. For example, braw]
is a Strength skill. A skill score is determined by
adding the related ability score to the number of
ranks a particular skill has.

So, a hero with a Strength of 10 and 2 ranks of
brawl has a braw! skill score of 12 (10+2=12). Note
that broad skills don't have ranks, so the score for a
broad skill is the saome as the ability score it is
related to. In this case, the hero has an Unarmed
Combert scare of 10 (the same as her Strength score).

PLaving THEBAME

-

o

" N T b e o

Action Check Scores
All characters have action check scores. These are
used to determine who goes first in an action round.
Every round is divided into four phases, which
sccur in this order: Amazing, Good, Ordinary, and
Marginal. Heroes roll against their action check
scores to determine which phase they can act in.
Gamemaster characters have the phase in which
they can act listed in their entries. For example, a
GM character with an Ordinary action check
always acts in the Ordinary phase of the round.

Rolling Dice

The ALTERNITY goame uses two kinds of dice: a control
die and various situation dice. Whenever dice must
be rolled, you must roll one control die. Sometimes
you also roll one situation die. The result of the roll
determines if an action succeeds or fails.

The control die is always a 20-sided die (d20).

The situation die can be any one of the following
dice: a four-sided die (d4), a six-sided die (d6}, an
eight-sided die (dB), or a 12-sided die (d12).

The situation die is either added to or subtracted
from the control die. You're always looking to get as
low o result on the two dice as possible—the lower
the roll, the better the success. Low rolls are good in
the ALTERNITY game.

The Most Important Rule
Not every action requires a dice rolll The GM only

calls for dice rolls in dramatic situations, when the
outcome of an action isn't a sure thing, or when the
GM neede to judge an action's degree of success.

For example, if a player declares that her hero
crosses the moving sidewalk, no dice rolls are nec-
essary. There's nothing particularly difficult or dra-
matic about this action. If the hero wants to cross
through a crowd of blaster-wielding robots who try
to block the way, then the situation has suddenly
become dramatic and dice should be rolled.

So, when a hero attempis something he's got a
high degree of expertise in, don't call for dice rolls
unless there’s an added complication. A starship
pilot shouldn't have to make skill checks to handle
a normal space flight. But if the pilot's ship is being
attacked, dice rolls should be applied.



Situation Die Steps
Beow do you know if you should add the situation
g@ie moll to the control die roll or subtract it? What
type of situation die should you roll? Those ques-
tions are related, so we'll answer them together.
Doing something of average difficulty doesn't
pequire a situation die—just roll the control die (the
d20) to see if the action succeeds. Use a situation
die. and add the result to the contrel dise, if a char-
acter tries fo do something more challenging than
normal. Use a situation die, and subtract the result
from the control die, if the task is easier than aver-

age. (Note: Only use situation dice with skill checks,

not with action checks. Action checks use just the
control die.)

The smallest situation die you can use is a d4. To
make a skill check for something challenging
(=lightly harder than average), roll a d20 and a d4
and add the results together; this is referred to a=
making the check with a "+1 step penalty.” For
something not too tough (slightly easier than aver-
age), roll a d20 and a d4 and subtract the d4 result
from the d20 result; this is a "~] step bonus.”

Remember, low rolls are good in the ALTERNITY
game—you're trying to get a result that's equal to or
less than the skill score of the character performing
the task. Obviously, your chance of getting that
desired low result is better if you subtract the situa-
tion die from the control die.

Deciding which situation die to use is almost
always under the Gamemaster's control. (Some-
times an adventure may call for a particular situa-
fion die due to the circumstances of the scene. In
those coses, you'll see a notation like "+1 step
penalty” or "-2 step bonus.”) Using the table below
for general guidelines, the GM determines how
easy or how difficult o task is and assigns the
appropriate situation die. For example, climbing up

P ™
SituaTion [he TABLE

Situation No. of Situation
Description Steps Die Type
Impossible +4 or more +diZ
Nearly Impossible +3 +d8
Very hard +2 +db
Challenging +1 +rd
Average None None
Not too tough I ~ris
Really easy -~ b
MNo sweat | -8

A sure thing —} or more -di2

Add the situation die to the control die
if surress is less likely.

Subtract the situation die from the
control die If success Is more likely.

= -y

a curved metal surface (such as the outside of a
spaceship) could be a task of average difficulty—
just roll the d20 with no situation die. Doing the
same thing while wearing magnetic boots is a lot
easier, providing a -2 step bonus. Making the climb
while carrying a wounded friend would be a lot
more difficult, calling for a +2 step penalty.

The beauty of the situation die is that it gives the
Gamemaster a powerful tool for running the game.
You're free to add step bonuses if a hero is using
superior tools or is taking his time or is being espe-
cially careful. Conversely, you can apply step
penalties if the hero is rushing, has no tools, is
working in poor lighting, or is attempting some-
thing in dangerous conditions. Or, you can simply
stick with the base situation die and let the chips
fall where they may.

Now let's try a practice game to see how this
works. Turn the page for the Skirmish Scenario!

1Y 3H1 JHIAGTA D
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 SKIRMISH

Combat, from dangerous blaster shoot-outs to spec-
tacular martial-arts free-for-alls, is a staple of science
fiction adventures. As such, combat is an important
part of the ALTERNITY game.

Take a look at the Hero Folder for Azore Jans. We'll
use thie hero to explain how a character attacks and
defends in the ALTERMITY game.

Getting Started

The Gamemaster controls all of the evil aliens that
the other players' heroes must defeat in this Skirmish
Scenario. If you haven't selected a Gamemaster yet,
do so now.

The other players control the heroes. They cooper-
ate with each other to beat the evil aliens controlled
by the GM. Each player selects one of the Hero Fold-
ars. These are the players’ characters for this scene.

The GM doesn't get a Hero Folder. He or she gets to
control the scenario and run the evil aliens that chal-
lenge the heroes.

The Action Round

This Skirmish Scenario is an example of a combat
scene. All combat scenes are divided into action
rounds. Every character, whether controlled by the
players or the GM, can perform one action in a round.
An action round eonsists of four phases that occur
in this order: Amazing, Good, Ordinary, Marginal.
Everything that happens in one phasas is resclved

Vi ™
Acnion Rounn SeEgueEncE

1. Roll Action Checks
2. Amazing Phase
a. Heroes Act

3. Good Phase
a. Heroes Act

4. Drdinary Phase
a. Hernes Arct

5. Marginal Phase
a. Heroes Act b. GM Characters ArCt

6. New Round: Repeat steps 1-5, oo on
to new rounds as needed

b. GBM Characters Act

b. GM Characters Act

h. GM Characters Act

b =

before the next phase begins. 5o, a character who
gets knocked out in the Good phase can't perform an
action in the Ordinary or Marginal phase.

Action Checks

At the beginning of every action round, the players
all roll action checks for their heroes. Each player
rolls a d20 and compares the result to the action
check score listed on the Hero Folder.

For example, on Azore's Hero Folder you see that if
Azore's player rolls a 3 or less, Azore can act in the
Amazing phase.

The GM's action check doesn't require a die roll.
The GM just checks the entry of the GM character to
see which phase the character acts in.

The Gaomemaster announces each phase in order,
asking the players if any heroes can act in the phase.
Then the GM characters act in the phase. After the
actions are resolved, the GM announces the next
phase.

Actions

A hero can attempt to perform one action in a round.
For this Skirmish Scenario, the actions available to a
hero are Attack, Run, Dodge, and Recover. The chosen
action must take place in the phase indicated by the
hero’s action check, or the hero's player can decide to
hold the action until any other phase in the round.

For GM characters, the only difference is that
instead of rolling an action check, the GM characters
act in the phase indicated in their entries.

Attack

There are three types of attacks a character can use:
Unarmed, Melee, and Ranged. A character can walk
and attack as a single action in a phase.

Unarmed Atiacks include brawling and martial
arts attacks. The character must be adjacent to the
target (within 2 meters) to make an Unarmed Attack.

Melee Attacks include attacks made with clubs,
knives, and other handheld weapons. The character
must be armed with a weapon and adjacent to the
target (within 2 meters) to make a Melee Attack.

Ranged Attacks include attacks made with
firearms, energy-hurling weapons, and any other



distance attack. The character must be armed with a
ranged wedapon and able to see the target to make a
HRanged Attack.

Refer to the attack information on each Hero
Folder. It shows the attacks available to the hero, the
attack skill score, and the amount of damage inflicted
with a successful use of the skill. Azore's attack infor-
mation looks like this:

Laser Pistol Ordinary Good Amazing
Skill Score 14 7 3
Damage dd+1w db+1w d8+1lw

To make an attack, roll a d20 (the control die) and
compare the result to the character's skill score. [f the
number is equal to or less than the skill score, the
attack is successful and the target gets hit. The lower
the result, the better the attack. For example, if
Azore's player rolls 3 or less, then Azore makes an
Amazing laser pistol attack. If Azore's player rolls 15
ar greater, the attack tails and the laser blast missas
its target.

Ii the attack succeeds, then you roll the appropri-
ate damage (as indicated). Damage is expressed asa
die to roll, followed by either an “s" (stun damage) or
a “w” (wound damage). We'll explain damage more
fully in just a moment.

Run

Instead of making an attack, the GM or a player can
decide to have a character run away. A character can
run at the rate listed on the Hero Folder or in the
character entry, but that's all that character can do in
the round.

Dodge
A character can dodge as an action in a phase. When
a character dodges, it is harder to attack that charac-
ter for the rest of this round. (A hero who dodges in
the Good phase receives the dodge benefit in the
Good, Crdinary, and Marginal phases of the round.)

Anyone attacking a dodging character does so
with a +2 step penalty. This means that instead of
rolling just the control die (the d20) to make an attack,
the player or GM must also roll a df situation die.
Because this is a penalty, the result of the db is added
to the result of the d20.

Dodging makes it harder to roll a low result and
make a successful attack, but it won't be impossible.
A lucky roll can still hurt a dodging character.

Recover

This is a special kind of action available to charac-
ters who are unconscious. We'll discuss this kind of
action in the Damage section that follows.

When an attack roll succeeds, the target suffers
damage. There are two types of damage in the
AvrerwrTy Adventure Game: stun and wound. Each
hero has a number of stun and wound points listed
on the Hero Folder. These represent how much
damage that character can sustain before falling
unconscious or being killed.

Stun damage isn't serious, but it can pile up
quickly as a character gets battered, bruised, and
fatigued. When a character runs out of stun points,
he's knocked unconscious. Any additional stun
damage received after a character runs out of stun
points is marked off the character’s wound points.

Wound damage represents serious, lasting
damage. When all of a character's wound points are
gone, that character dies.

Referring to Azore’s Hero Folder again, if Azore's
player rolled an Amazing success when attacking
with Azare’s laser pistol, the damage would be
"dB+1w.” This means the player rolls an eight-sided
die and adds 1 to the number rolled. This result is the
number of wound points inflicted on the target.

Armor

Fortunately, most characters wear some kind of armor
to help protect them from doamage. When an armor-
clad character is hit by a successful attack, the char-
acter’s player gets to make an armor check to block
some or all of the doamage.

For example, Azore wears a durable carbonite
fiber (CF) softsuit. It's a futuristic suit of Kevlar-like
material. It has o defense rating of d6-1. This indi-
cates that it can block 0 to 5 points of damage (roll dé
and subtract 1). If Azore is pegged for 7 wounds and
rolls a 4 for his crmor check, then you only mark off 3
wounds for that attoack—only the damage not stopped
by the armor is inflicted on the charocter.

Recovery

If a character loses all of her stun points, she falls
unconscious. The only action an unconscious charac-
ter con attempt is a recover action. When a choracter
makes a recover action, the player rolls a d20 and
compares the result to the character's Stamina or Sta-
mina—endurance score. If the check succeeds, the
character regains a number of stun points, as shown
below:

Ordinary success, regain 1 stun point; Good suc-
cess, regain 2 stun points; Amazing success, regain 3
stun points. On any success, the character regains
consciousness.

DIHGNIS HSIWHIAS D
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THE ALiEn CREATURES
The alien creatures are intelligent and
extremely aggressive. They behave very much
like crazed wolves or attack dogs. The moment
the heroes step through the airlock, the aliens
begin to attack.

Action Check: Ordinary. The aliens get to act
in the Ordinary phase of every round.

Movement: Walk 6, Run 12. The aliens can
walk up to & meters or run as far as 12 meters in
a round.

Attack Information: The alien creatures
attack by slashing with their terrible claws.

Claws Ordinary Good  Amaozing
Skill Score 12 6 3
Damage dbs ddw d6+1w

Durability: Each alien can sustain this
amount of damage.

Stun Points B

Wound Points 8

Armor: The aliens have scaly hides to protect
them. The armor’s defense rating is d4-1.

Practice Combat

Now that you've learned how characters attack and
defend themselves in a combat round, let's play the
Skirmish Scenario to test out the rules.

Set-Up

Take a look at the map on this page. It shows an
underground power plant overrun by dangerous
alien creatures. The heroes begin the scenario in the
airlock on the bottom wall. Their mission is to escape
through the door at the top end of the map. It leads to
an elevator that takes them to the surface and satety.
The entire underground base has been set to self-
destruct; the heroes have to escape before the big
boom takes out the power plant and the invading
aliens.

Several alien creatures block the heroes’ escape
path. They're marked "Y" on the map. In addition,
there’s a force field preventing access to the elevator
shaft. [t's indicated by the "V” shape on the map. The
heroes must deactivate the force-field controls
(marked “X") before they can get to the elevator.

Use a piece of paper to skeich a copy of the map
for the players to see. You can use coins or tokens to
represent the heroes and aliens, or you can mark
where everyone is and update it every round.

Start

Make sure every player has selected a Hero Folder.

Point out the hero's Attack Information, Durahbility, ‘
Action Check, and Armor. That's all they need to deal

with in this Skirmish Scenario. You (the GM) get to

control the aliens. Whan everyone is ready to begin,

read the following out loud to the players: ‘

f}f The alien-infested underground base is self-
destructing around you. One by one, self-destruct

charges planted throughout the complex explode

with planet-shaking intensity. You've get to get

out of here soon, or you'll be buried along with

the invading aliens!

You've reached the airlock leading to the |
power chamber. The chamber contains heavy
machinery, expesed piping, cable trunks, and
monitoring equipment. You see an elevator on
the far side of the chamber that leads to the sur- |
face and satety. Between you and it, you see a
shimmering force Hield and more of the alien
predators that have invaded the complex.

The torce-field controls are on the right-hand
wall. To reach it. you'll have to fight your way
through the aliens! The airlock door slides open.
What are you going to do?

= 1




While the players think about that question, ask
sach player to make an action check and note the
result. (Remember, they each roll a d20 and compare
the result to their character’s action check scores.)
Then the first round of this combat scene begins!

In the Amazing phase of the round, heroes whoze
players rolled Amazing action checks may act. Let
each hero who can act declare an action and resolve
thet action. (Remember, actions that can be used in
thie Skirmish Scenario are attack, run, dedge, and
recover (though no one will need to use this last
action just yet).

In the Good phase of the round, heroes whose
players rolled Good action checks may act.

In the Ordinary phase of the round, heroes whose
players rolled Ordinary action checks may act. The
aliens also act in this phase, after the heroes.

Finally, in the Marginal phase of the round, heroes
whose players rolled Marginal action checks may
act. This ends the first round of combat.

The second round of combat starts with the GM
calling for action checks and following the sequence
outlined above.

Continue playing through rounds until one of the
following events occurs: the heroes reach the elevator
and escape to safety, all of the aliens are defeated
{and then the heroes escape to safety), or the aliens
deteat all of the heroes.

How Many Aliens?

That depends on the number of herces in the game.
Here's some guidelines for a fair fight, but you can
make the combat harder or easier by placing more or
fewer aliens in the chamber. Note that the map
shows five aliens; if you have more or fewer than
three or four heroes, you'll have to adjust the map
accordingly.

56 Heroes: 8 Aliens
7-8 Heroes: 10 Aliens

1-2 Heroes: 3 Aliens
34 Heroes: 5 Aliens

What Do the Aliens Do?

You decide what the aliens do every round. You
should have them run and dodge to gst closer to the
heroes, since they have to be up close to use their
claw attacks. Any time an alien is close enough to
moake an attack, it should do so. But you con decide
the best way for them to act. Just remember to play
them with the cunning of a predator and the ferocity
of a wild, dongerous beast.

Turning Off the Force Field
A hero must get next to the force-field control station
(marked with an "X" on the map) and use an action to
turn off the force field. This means the hero spends

the round disengaging the controls. No attacks, no
dodges—just shutting off the controls.

Until this is accomplished, the heroes can't escape
from the chamber or the self-destructing facility.
When the force field is turned off, the alien that was
trapped on the other side is freed. It attacks any hero
trying to reach the elevator,

Adding Mood to the Scene

You can run this Skirmish Scenaric as g simple
combat game, but it will be even more fun to add
some storytelling elements. For example, at the
beginning of every round, update the players on the
state of the facility. More explosions rip through the
complex, pieces of the ceiling fall from gbove, and
the smoke filling the chamber gets thicker and
thicker. You can even start a phase with a nearby
explosion, which helps to heighten the sense of
drama and danger. The whole idea is to fill the
players with a sense of urgency. The place is {alling
apart around the herces’ ears, but they can't get out
until they turn off the force field and fight their way
past the alien predators.

DIHBHIIS HSIAEIYS D



The process of playing the ArTERMITY game is a lot
like the development of a storyline for a novel or
movie, The major difference is that there's plenty of
room for improvisation and no one, not even the
Gamemaster, is really certain how everything is
going to come out in the end.

Every game revolves around what the heroes do,
Something happens as a result of the heroes’ actions,
or the herces take some sort of action in response to
something the Gamemaster decides. Either way,
herces con do lots of things.

RUNNING ADUENTURES b

Doing Things

An ALTERNTTY adventure begins with the Gamemaster
describing o scene or a situation, like the read-aloud
from the Skirmish Scenarioc. When you get to the
question—"What do you do?"—then it's time for the
players to decide what their heroes are going to do in
response to the scene you've set before them.

Anticipation hangs in the air as the players figure
out a course af action. [t their turn to influence the
story. How do players answer your question? The
quick response is: Any way they want to. A hero con
do almost anything that makes sense for the charac-
ter and that the player can imagine. Depending on
the situation, it might be logical for a player to have
his or her hero talk, move, use a skill, operate a piece
of equipment, or do anything else that seems appro-
priate at the time.

When the players answer the question, they can
either narrate the action or act it out. When a player
narrates, she approaches her hero with some detach-
ment: "My hero pulls out his charge pistol and starts
blasting the alien predators,” for example. When a
player acts out a scene, she speaks as her hero
speaks: "I pull out my charge pistol and start blasting
the alien predators,” for example,

Either style works. Let the players use the style
that makes them the most comfortable and leads to
the most fun for everyone involved.

The GM at Play

Once the players have gathered and it's time to begin
the adventure, the Gamemaster and players have
1 ﬂ two very different roles. The players get to portray the
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heroes of the adventure. The Gamemaster is the nar-
rator of the adventure. The GM knows everything
that's going on and must make sure that the players
learn the things their heroes are aware of. If the
players don't understand the environment surround-
ing their heroes, they won't be able to make wise
decisions about what to do next.

In addition to being informative, however, the GM
must also be entertaining. When the players try to get
information from a tight-lipped smuggler, the Game-
master should be gruff and difficult, just as that charac-
ter would be. While the players are able to focus all
their attention on their own heroes, the Gamemaster
gives life to all the supporting cast members in the
game.

The Gamemaster also acts as a referee. You need
to know how the game works. If the players try to do
something the rules don't cover, you have to come up
with a fair way to determine whether or not the
heroes succeed.

Be fair. If the players attempt to do something that
has a good chance of success, you need to give it that
chance. By being fair, the GM earns the respect of the
players and contributes io everyone’s fun.

Another aspect of foirmess the Gamemaster must
keep in mind is the special knowledge from reading ‘
the adventure. You know all the secrets in the story, or
you make up new secreis as the story warrants. How-
ever, even though you kmow what'’s going on, the vari-
ous GM characters don't have that knowledge. You
kmow the heroes are trying to trick the smuggler, but ‘
the smuggler doesn't know that. Keep the two sepa-
rate, and the story will come out great!

To sum it up, a Gamemaster:

» Describes each scene.

» Decides what the herces are up against.

P Asks the players what their heroes are doing.

P Takes the part of the GM characters (sometimes
called the supporting cast) in conversations.

P Tells the players what the results of their herces’
skill checks are and helps to figure out which skill
checks are appropriate for which actions.

P Calls for and keeps track of action checks and
when each hero and supporting cast member takes
actions in combat situations.

» Rolls all checks and decides all actions for the
supporting cast members based on what the
supporting cast members know (net what the
Gamemaster knows of the game overall).




Campaign

The term campaign is used to describe the grand
background against which the various adventures
are played. Otten, a campaign has an overall goal or
continuing story.

The compaign presented in this game revolves
around the heroes described in the Hero Folders.
These heroes will be brought to life by your players
as each adventure unfolds. Here's some background
for this campaign. You, as Gamemaster, can alter,
add, or embellish this material as you see fit. That's
how the GM makes the campaign personal.

The Future, 2501 AD

Five hundred years into the future, humoms have
developed a galactic civilization. It covers one thou-
gand light-years in every direction, spiraling out from
Earth to blanket the stars. With a faster-than-light
speed engine, called a stardrive, human ships have
explored and colonized hundreds upon hundreds of
planets, moons, and asteroids. Humans have encoun-
tered many alien species; some have been friendly
and become partners with humans, others have been
hostile. These hostile aliens present one of the great
threats to the expanding stellar nations.

Humems haven't changed much in five hundred
years. They still have the same passions, dreams,
and foibles that have been with them since the dawn
of history. That represents the second great threat to
the stellar nations—criminals, warmongers, dictators,
fonatics, and the other dark sides of the human con-
dition work to undo what humanity has thus far
achieved. The stellar nations squabble, quarrel, and
compete with each other on all fronts—political, terri-
torial, economic, and more. War has rocked the
galaxy in the past, and the spark of hatred has never
been fully extinguished. It could flare up again at any
time and engulf the galaxy in the fire of war.

The final great threat comes from beyond the
reaches of human spoce. Various external forces poke
at the borders, looking for weaknesses to exploit and
spoils to attain. One of these external threats is the
Serin-Ru, a warlike species that has begun to attack
frontier settlements and make deeper and deeper
incursgions into human space.

To protect the galaxy from these threats, the stellar
nations formed the Galoctic Concord. This union was
created from pieces of each stellar nation and
devoted to the advancement of civilization. The Con-
cord patrols the borders of human space, negotiates
disputes between stellar nations, maintains the
galactic economy, and promotes scientific endeavors
on a galactic scale. The heroes all work for the
Galactic Concard.

One area of space currently facing the brunt of
these great threats is the region known as the Verge.
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Located on the frontier on human space, this collec-
tion of star systems features representatives from
every stellar nation and alien species. The Concord
maintains a vast presence, with fortress ships, space
stortions, and planetary bases scattered throughout
the area. For most pecple in the Verge, life goes on ot
a normal pace. Sure, there are always rumors of alien
invaders, stellar-nation espionage, and wars among
the various crime lords, but most people see only
vague hints of the true dangers surrounding them.

The herces are aware of these dangers, however,
The Concord has tumed to them and others like them
to stand tall against these dangers. With their help,
the Concord knows that humanity will prevail.

At least for a while . . .

Adventures

An adventure is a storyline set in the campaign.
Although an adventure is a self-contained story, it
often begins where the previous adventure ended
and leads smoothly to the start of the next story.

The three adventures that comprize the Adventures
Book are examples of this. The same herces partici-
pate in each adventure, picking up where one story
leaves off—kind of like episodes of your favorite TV
series. There are continuing villains, like the mysteri-
ous Serin-Hu, and supporting characters that appear
over and over, such as Ambassador Kestrul.

Srenes

Scenes are the building blocks of adventures. Each
gcene tells a small portion of the story. Often this por-
tion is on encounter with a single person or a visit to
a specific location. There are no limits to what a
given scene might include, but most scenes fall into
one of the general categories: puzzle scenes,
encounter scenes, combat scenes, and challenge
SCenes.

P Puzzle Scenes: A puzzle scene presents the players
with a riddle or other mystery that must be solved in
order to advance the storyline. For example, a puzzle
scene might present the herces with several clues that
must be pieced together or a cryptic message that must
be carefully considered before its meaning can be
understood. While dice rolls might be used to help
work through the process of solving a puzzle, the
scene'’s final resolution must depend upon the players.

» Encounter Scenes: An encounter scene places
the herces in contact with members of the supporting
cast, Encounters like this are often decided by the
diglogue between heroes and those they're dealing
with. If things go well, an encounter scene can further
the story and even set the herces up with a potential
ally or resource later on. If things go badly, an
encounter scene can result in the creation of a new
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enemy. In extreme cases, an encounter scene can rap-
idly turn into a combat scene.

» Combat Scenes: A combat scene is exactly what
its name implies. It places the heroes in a situation
where, like it or not, they've almost certainly got to
use force to continue with the adventure. The Skir-
mish Scenario is an example of a combat scene.
Combat scenes call for careful control on the part of
the GM. Things happen fast in combat, both in the
imaginary world of the game and in the real world of
the players. In order to resolve a combat scene fairly,
you must be sure that the players have a clear under-
standing of what's going on.

P Challenge Scenes: A challenge scene places
some task in the path of the heroes. If they are to con-
tinue with the adventure, they must face this cbstacle
and either overcome it or find a way around it. A
scene in which the heroes are forced to use a
portable computer to override an automated security
system would be a challenge scene,

In many ways, a challenge scene is like a puzzle
scene. The most important ditference is that a
challenge scene is designed to test the hero, not the
player. Thus, while the player may have to figure out
the best course of action to take, success or failure
depends upon the skills, abilities, or equipment of his
or her hero.

Rounds

In most cases, you keep track of time only casually as
it passes in the story. When the heroes hop in acab
and head for the starport to catch their transport shut-
tle, it seldom matters whether the ride takes an hour
or 10 minutes. As long as you and the players under-
stand and agree on these things, time can be ignored.
Sometimes, however, precisely tracking time is
vital. This situation is most common in combat or
when the herces are forced to roce against time.
When this happens, you begin to keep track of time in
rounds. A round represents how long it takes every-
one involved in a scene to perform one action {(both
the heroes and the GM characters). To see who acts
when in the round, we divide the round into phases.

Phases
A round has four phases. From first to last, they are:
Amazing, Good, Ordinary, and Marginal. The order in
which herces act is determined by their action
checks. Remember, to make an action check. a player
rolls a d20 and compares the result to his or her hero's
action check score. For GM characters, the specific
phase they can act is listed in their entries, so no die
rolls are necessary.

The result of the hero's action check roll deter-
mines the phase in which o hero can take an action.

A hero who gets an Amazing result on the action
check gets to act in the Amazing phase; a hero who
gets a Good result on the action check acts in the
Good phase.

Everyone acts once in a round. A hero with an
Amazing action check result can act as early as the
Amazing phase or wait until the Marginal phase to
use his or her action.

Actions

Whenever one of the herces (or a member of the sup-
porting cast) attempts to do something, that's called
an action. Although the number of possible actions is
unlimited, some are very common and are attempted
frequently in any Avrernmy game. Examples of
actions include breaking into a computer system,
bribing a corrupt official, attacking on enemy, and
climbing a security fence.

Defining an Action

The limiting factor in determining what is and isn't
poseible ag an action is the imagination of the
players and Gamemaster. With that understood, there
are o few guidelines that should be adhered to.
Hemember that each phase that makes up a round
represents only a few seconds of time. Because of
this, certain things are simply impossible. A hero
might be able to fire his laser pistol, for example, but
he can't disassemble it and replace the weapon's
damaged optical element in a single action.

Here are a few examples of the common sorts of
actions ALTERNITY heroes can attempt in a phase:

P Make an unarmed attack.

P Strike with a melee weapon.

# Fire a ranged weapon.

» Throw or catch something.

» Dodge.

P Heady a weapon or piece of equipment.

P Walk or run the distance of their movement rate
in matars.

P Attempt first aid.

> Use a skill.

P Speak a few sentences of conversation.

With these examples, you should haove no trouble
deciding on whether or not a stated action can be
accomplished in the span of a single phase.

It's importont to remember that longer actions
aren't impossible to attempt. If the heroes need to do
something that takes more time, you should simply
announce that it will take them more than one action
io complete the task.

There are two important types of actions in the
AcTErMITY game: skill checks and ability checks.




Skill Checks

Most of the actions heroes attempt in the course of the
game depend upon their skills, Any action begins
when a player announces what his hero will attempt.
The description should be precise, specifying the
name of the skill to be used and the way in which
the effort will be made. The declaration should also
state the desired outcome of the action so that every-
one has knows what everyone else is doing.

# Example: Let's assume that some herces have
been caught breaking into the warehouse of a major
smuggling concern. When a trio of security robots
begins chasing them, the following action declara-
tions might be made:

Anne: Azore's going to use his Athletics skill to
vault over the wall before the security robots can
catch him.

Chris: Elgar’s going to use his Stealth skill to find a
place to hide where the security robots won't find him.

Patrick: G'len will employ his Technical
Science—tech knowledge skill to lock for some sort of
control or communication system through which the
robots might be receiving their orders.

In most cases, skill checks are based wholly on
the desires of the player. From time to time, how-
ever, the Gamemaster may mandate a specific
action. Usually, this happens in response to some-
thing in the environment over which the heroes have
no control. In the above situation, for example, the
smugglers might also be flooding their warehouse
with o gas that makes it hard to breathe. It's odor-
less and ceolorless, so the heroes won't even know it's
there. The Gamemaster does, however, and calls for
the heroes to make Stamina skill checks to overcome
the effects of the gas.

Sometimes an action declaration doesn't give the
Gamemaster all the information he or she needs to
fully understand what a player wants to do. If that's
the case, the Gamemaster should ask the player to be
a little more specific.

After a player declares an action, the Gamemaster
considers the situation and then decides how likely it
is to succeed. This is reflected by the selection of the
proper situation die.

Remember that a difficult environment creates a
situation die penalty, where the result of the situa-
tion die roll is added to the control die. In a favor-
able situation, the result of the roll is subtracted
from the control die.

# Example: The Gamemaster might make the fol-
lowing assessments of the actions declared for the
heroes in the warehouse:

Gamemaster: Anne, the wall isn't too high and
Azore can get a good running start. There's going ta
be a —d4 situation die bonus on your roll.

———————————

Chris, there are lots of places to hide. Whether or
not the robots can find you is something we'll worry
about later. For now, there's no situation die needed.
Just roll the d20 control die.

Patrick, this is a pretty big warehouse with lots of
stuff scattered everywhere. You can attempt that
action, but there’s a +d8 situation die penalty.

Sometimes, a player may want to ask for a
change in the Gamemaster’s decision. That's per-
tectly okay. provided that it's dene politely and
infrequently. In most cases, the Gamemaster
knows something about the action that makes it
more or less difficult than is obvious to the
players. In the end, the Gamemaster has the final
say in what dice are rolled.

Resoplving Skill Checks

Now it's time to see if the action has been successful
or not. The player picks up the control die (which is
always a d20) and the situation die (if any) and rolls
them. If the situction die was a penalty, it's added to
the control die. If the situation die was a bonus, it's
subtracted from the roll of the control die.

The player compares the total result to his or her
hero's skill score. If the total rolled is equal to or less
than the number listed in the Ordinary column, the
action is successful. If the result is greater than the
skill score, the action has failed.

An action may succeed far better than hoped for.
On the other hand, it may end up in disaster. Take a
lock at the Degrees of Success sidebar on the next
page for details about the various degrees of success
and failure.

# Example: Let’s see how our skill checks turn out
for the heroes in the warehouse:

Anne, whose hero was attempting to vault over the
wall, rolls a 16 on the control die and a 4 on the situa-
tion die for a total of 12 (16-4=12). This indicates an
OCrdinary success for Azore.

Chris, whose hero was trying to find a place to
hide, rolls a 2 on the control die. There's no situation
die to medify this roll, so this roll is an Amazing suc-
cess for Elgar.

Last, Patrick’s hero was looking around for some
system that might be controlling the security robots.
He rolled a 20 on the control die and a 6 on the situa-
tion die. This total of 26 indicates a failure, and the 20
on the control die indicates that it is a Critical Fail-
ure—pretty bad luck for the t'sa hero, Glen.

Then things fall into the realm of the Gamemas-
ter's imagination. Based on the die roll made by the
player and the level of success indicated, the
Gamemaster must explain exoctly what has hap-
pened. This outcome serves as the basis for future
actions on the part of the heroes.
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# Example: In our examples, the Gamemaster
might rule as follows:

Gamemaster: Anne, Azore dashes forward, leaps
upward, and kicks his legs over the wall. He may not
lock gracetul, but he makes it over the wall fairly
easily. (That’s an Ordinary success.)

Chris, Elgar melts into the shadows and scampers
behind a large stack of shipping crates. It seems very
unlikely that the security robots have spotted him.
With a little luck, whatever's in the crates will block
any sensors the robots might have. (That's an Amaz-
ing success.)

Patrick, you see nothing that might be a control
device or system for the robots. Just as G'len gives up,
a dark shadow falls across him. The humming of a
gleaming, black security robot fills his ears. (Thats a
Critieal Failure.)

In each case, the outcome of the action was shaped
both by the statement of the player and the die roll.
Although the players might have questions about
what has happened, the skill check is now resclved.

Ability Checks

Most of the actions a player wants to altempt will be
based on his or her hero's skills. Sometimes, however,

something comes up that is better determined by the
hero's ability scores. Although the same general
process is used to resolve such actions, there are a
few important considerations to keep in mind.

When to Use Ability Checks
Gamemasters should remember that the AvTERNITY
game is designed to emphasize the use of skills in
problem solving. Because of this, an ability check
should be used only when there is no obvious skill
that can be employed in its place, or when a hero
doesn't have an associated skill. For example. a hero
without the dodge skill can still try to dodge using his
or her Dexterity score.

Some skills can't be used by characters unless the
character has a score in that skill. These are maorked
in red on the skill list displayed on the GM Screen. In
the cose of these skills, a character can’t attempt an
action using one of these skills unless it appears on
the character’s skill list. For example, a hero who
doesn't have the Medical Sclence-surgery skill can't
attempt to perform surgery on a wounded character.

So when would it be gppropriate to use an ability
check? A few good examples are presented on the
next page.

Degrees of Success

Sometimes players fail miserably and sometimes
they accomplish exactly what they want to. It all
depends on how the dice fall for the players.
Here's how it works:

Automatic Success: No matter how hard
things are. @ hero usually has some chance of suc-
cess at a reasonable action. Thus. any rollofa 1 on
the control die indicates ot least an Ordinary suc-
cess, even it adding the situation die might nor-
mually call for failure.

The Gamemaster is free to rule that some sit-
uations are too difficult to allow for the possibil-
ity of an outomatic success. In this case. a
failure is still a failure. although the Gamemas-
ter might wish to limit any negative results
because of the exceptionally good luck indi-
cated by the roll.

Critical Failure: Just as there is always a
chance of success, even the best effort can end in
failure. To reflect this. any roll of 20 on the control
die indicates that the hero's efforts have failed no
matiter what the total of the control die and situa-
tion die is.

Failure: Whenever the total result of the
control die and situation die is higher than the

number listed in the Ordinary column of a score,
the action has failed.

Ordinary Success: When the number rolled
by the player (that is. the total of the control die
and situation die) is equal to or less than the Ordi-
nary score indicated for the skill being used. the
action goes more or less as the player wanted.
This is the most common type of success.

Good Success: If the number rolled is equal
to or less than the score listed in the Good
column. the action has succeeded somewhat bet-
ter than the player might have hoped. Exactly
what extra advantage might be indicated by
such an outcome is ap to the Gamemaster, but it
should always be basad on the deseription of the
action attempted by the player.

Amazing Success: Sometimes everything
falls into place. When the player rolls a number
equal to or less than that indicated under the
Amazing column. things go far better than antic-
ipated. Again. the nature of this success must
be based upon the description of the action
made by the player.

An Amazing success can often turn the tide of
a scene,




il

Strength: Any feat of brute force, such as breaking
down a door or winning an arm wrestling match,
can be resolved by a Strength ability check.

Dexterity: Whenever the hero is testing his or her
agility, coordination, or reflexes (such as trying to
grab the side of a building as the villain throws the
hero from the roof), the GM calls for a Dexterity check.

Constitution: Most of the actions that might nor-
mally be resolved with a hero’s Constitution score
can actually be resolved with the Stamina skill.
When a herc is exposed to some manner of poison or
disease, however, the Gamemaster can use a Consti-
tution ability check instead.

Intelligence: When a hero i= trying to sclve a riddle
or recall the name of someocne met long ago, an Intel-
ligence ability check is in order.

Will: Many of the tests one might associate with
Will can be resolved with the Resclve skill (or the
Resolve-mental skill). An effort to stay awake during
a boring slide show or maintain focus on o repetitive
task might be resolved with a Will ability check.

Personality: A Personality ability check is often
used to determine an initial reaction when o char-
acter meets a hero for the first time. Similar casual
social encounters can be influenced the same way,
although intimate or prolonged situations should
be resolved using skill checks.

Resolving Ability Checks

An ability check is resclved just like a skill check,
First, players state what they want their herces to do
and how they want them to do it. Then, the GM fig-
ures out whether a situation die bonus or penalty is
indicated. Next, players roll the appropriate dice to
determine whether their attempts were successiul.
And, finally, the Gamemaster explains the results of
the attempted action and what effect it has had on
the situation.

Combat

Combat in the AITERNITY game is resolved as a series
ot skill checks. We showed the basics of this in the
Skirmish Sconario. Now we'll cover a few details to
help round out the rules. However, there may be
times when things happen beyond the scope of
what's coverad here. When that happens, decide on a
skill or ability appropriate to the situation, assign a
situation die, and call for a skill check or ability
chack. Above all alse, don't get bogged down in wor-
rying about the right way to do semething; make your
best gquess and have fun!

Attacks
Heroes make attacks just as they would attempt any
other action. The players state thair heroes’ targets,

the weapons the heroes are using, and anything else
that has a bearing on their chances for success. More
often than not, attack declarations are no more
detailed than: "I'm gonna blast that jerk with my
laser pistoll”

An attack is resolved by a skill check; use the skill
that governs the type of attack being attempted. For
example, Ranged Weapons—pistol is the appropriate
skill for using a laser pistol.

If the hero succeeds, the result of the roll indicates
whether the hero achieved an Ordinary, Good, or
Amazing success. This determines exactly how much
damage was inflicted by the attack—the better the
success, the more damage that can be inflicted.

# Example: Let's tale a lock at Azore's Hero Folder
to see how this works. When using his laser pistol,
Azore scores an Ordinary hit whenever his player’s
attack roll (the total of the control die and situation
die) iz a 14 or less. If the roll is a 7 or less, a Good hit
results. When the roll is a 3 or less, he's scored an
Amazing hit. An Ordinary result indicates damage of
dd+1lw: roll a dd and add 1 to the result for a total of
2-5 wounds. An Amazing result, on the other hand,
indicates damage of dB+1w; roll a d8 and odd 1 to the
result for a total of 2-8 wounds. The Amazing damage
has a chance of being significantly more deadly than
the Ordinary damage.

Combat Situation Dice

Whot situation die do you apply to combat skill rolls?
That depends on the situation. Any one of five factors
can confribute to making an attack easier or harder
for a character. These factors are the distance to the

(5 )

Comear Situanion Dice
R T T e T
Situation No. of Situation
Description Steps Die Typ=
Extreme range +3 +dB
Heawy cover +3 +d8
Target dodges +2 +dB
Long range +e +dB
Medium cover +2 +dB
Medium range +1 +dd
Light cover +1 +cbd
Short range None None
Point blank range -1 —dd

Lise the largest modifier (either
positive or negative] if more than one
applies. For example, a dodging target at
extremsa range provides a +3 step penalty
[dB situation die), the larger of the two
modifiers.
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target (the range), any cover the target is hiding
behind, if the target is dodging, and some unique
factor determined by the Gamemaster.

Range only comes into play if a character is using
a ranged weapon (like a pistol or rifle) or a thrown
weapon (like a grenade). Possible ranges are point
blank, short, medium, long, and extreme. The Combat
Situation Dice box on page 15 shows which situation
die to use at each of these ranges. Consider an attack
to be point blank if the target is less than 2 meters
away. Other ranges are listad with the weapons on
the Hero Folders, in the Aliens section in this book,
and in the Advenfures Book. Use your best judgment
when assigning a range, taking into consideration
line of sight to the target and the type of weapon
being used. A laser pistol, for example, might have a
much shorter long range, while a laser rifle one that's
a bit longer than that listed here. Whatever you do,
don't get bogged down with this kind of detail. Just
assign a situation die and keep the action and story
moving.

All unarmed and melee attacks don't have a range
tactor. They are considered to be of average difficulty,
so use just the control die (the d20) unless some other
tactor comes into play.

Cover is anything a target hides behind for protec-
tion. Light cover is either a material without a lot of
stopping power or it indicates that more than half of
the target can be seen. Medium cover is better mate-
rial, or less than half the target can be seen. Heavy
cover is a very strong material, or it indicates that
less than a quarter of the target can be seen.

Dedging increases a target’s defense. Any charac-
ter attacking a dodging target receives a +2 step
penalty (a db situation die).

A unique factor can be anything that the
Gamemaster determines will make the action easier
or harder to accomplish. A fight in a blizzard might
add a penalty to every skill check. If a target isn't
aware of his or her attacker, a character might
receive a bonus to the skill check. This kind of deci-
gion is left up to the Gamemaster unless the adven-
ture specifically declares otherwise.

The dagree of success of an attack indicates how
much damage a target can sustain. Domage comes in
two forms: stun damage and wound damage.

Stun Damage (s): Stun damage indicates tha bat-
tering and bruising that heroes are subjected to
almost constantly over the course of their travels.
‘When all of a hero's stun boxes are crossed oif, she or
he is knocked unconscious.

Wound Damage (w): Wound damage is more
severe. When all of g hero's wound boxes are crossed
off, she or he dies.

The number of points of damage done by an attack
is determined by rolling dice. The exact type of die (or
dice) rolled varies with the type of weapon used and
the level of success of the attack. A laser pistol, for
axample, has more damage potential than a punch
with a fist.

Armor

Of course, few people simply stand still and lat their
enemies hammer away at them. Most take action to
protect themselves from harm. For this reason, most
heroes wear some form of armor.

The protection provided by any armor is rated as a
die type. When a character wearing armor is success-
fully attacked, roll an armer check using the die type
indicated for the armor. The result is subtracted from
the damage rell.

# Example: Azore's softsuit has a score of d6-1.
Let's assume that Azore has been hit for 5 points of
wound damage . Rolling a d6-1, Anne gets a 3, which
indicates that Azore's armor blocks 2 points of
damage (3-1=2). So, Anne marks off 3 wounds on
Azore's Hero Folder (5-2=3). If she had rolled a 6, the
armor would have blocked all the damage, leaving
Azore unharmed.

In the ALTERNITY game, heroes are going to get hurt.
Injuries can be cured through natural healing or med-
ical treatment.

Natural Healing

Given time, a hero will recover from most minor
wounds and illnesses. Of course, more severe ail-
ments don't improve without the attention of a skilled
physician.

Matural healing is most effective when a hero has
only suffered stun damage. When all of a hero's stun
points are lost, she or he falls unconscious. Uneon-
eciousness lasts until the player rolls o successtul
recovery check (see page 7). With a successul recov-
ery check, the hero regains at least 1 stun point and
becomes conscious. At the end of any scene, all of a
hera's stun points are restored.

Heroes who suffer wound domage don't recover
so swiftly. As long as they didn't lose all their wound
points, they can heal naturally, too. (A charactar who
logses all wound points dies.) At the end of every
week of imaginary campaign time. @ wounded hero
recovers | wound point. Rapid healing requires
medical care.



Medical Care
There are three types of medical care available in
this game: first aid, treatment, and surgery.

First Aid

First aid is a general term used to describe basic
medical care. It is often provided in the heat of battle
and with improvised equipment. First aid can be pro-
vided by anyone with the Medical Science broad
gkill, the Medical Science—treatment specialty skill,
the Enowledge-first aid specialty skill, or an Intelli-
gence ability check.

If first aid is attempted without o first aid kit or
trauma pack, the skill check is made with a +3 step
penalty (add the result of a d8 situation die). Use of
either tool means the check is made with just the con-
trol die (the d20).

A successful check on any of these skills instantly
restores some of the patient’s lost stun points, as indi-
cated on the Healing table. Administering first aid
requires the use of an action, and the character being
healed com't perform any action in the round in which
healing is attempted on him.

First aid cem also heal wounde. A first aid kit or
trauma pack must be used to do so. See the Healing
table for results of successtully using first aid and a
firat aid kit or trauma pack on a wounded character.

Treatment

Medical treatment is generally more effective than
first oid. However, medical treatment is a systematic
process of therapies provided over a period of time. A
treatment skill check can't be completed during
combat or whenever similar time constraints are
present. A good rule of thumb is to assume that this
type of action takes about em hour to conduct. A Med-
ical Science-treatment skill check is made and, if
successful, restores a number of lost wound points as
detailed on the Healing table.

A first aid kit or trauma pack must be used or the
skill check receives a +3 step penalty (add the result
of a d8 situation die). A physician can use the treat-
ment skill only once per day on a given hero.

Surgery
Surgery is the most effective form of medical care

available. It is used to treat massive wound domage
exclusively.

Surgery is assumed to take several hours to con-
duct and requires the Medical Science-surgery skill,
a reasonably clean, well-lighted area in which to
work, and proper surgical tools, (All of these are pres-
ent on the herces’ ship or in any medical bay.) The
number of wounds recovered through a successiul
surgery skill check is indicated on the Healing table.
A Failure on the skill check indicates unforesesn
complications that make the patient's condition
worse. A hero can undergo surgery once per week.

fi"

HeaLInG

Points Recovered
StunWounds
Sl
g
Heal 2s/1w or 2w*
Heal 3s1w or 2w*
Heal 94s/2w or 3Iw*

Commion

Hazarn DamMAGE

These hazards threaten far-future heroes. Use
this table if a hero encounters a hazard.

Orowning/Suffocation
Stamina Check Result

Damage
Critical Failure £
Failure 3s
Ordinary s
Good 1s
Amazing _
Falling

Check Distance Fallen

Result up to 10m 11-30m 30m+
Critical Fallure db+2w di2+6w di2+Bw
Failure <+ Pw di2+dw dif2+bw
Ordinary d<Sw dig+2w di2+<Sw
Good dd+2s dB+2w di2+2w
Amazing P dbB+2w dB+2w
Constitution Fire Poison
Check Result Damage Damage
Critical Failure 3dbw d8+1w
Faillure fdbw dE+Iw
Ordinary dbw dBEw
Good ddww dew
Amazing — dbs
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The ALTERNITY game is based on the use of skills. On
the pages that follow we'll present a brief description
of the skills found on the Herc Folders.

In many cases, Gamemasters will have to use their
own judgment to determine exactly what a given skill
can or cannot be used for. In general, allow the
players the benefit of the doubt whenever possible.

The skills listed below are grouped alphabetically
under the name of the ability they're associated with.
Broad skills are presented with bold paragraph head-
ers in the descriptions below and specialty skills
have bold italic paragraph headers with a triangle
symbol next to them (®). In text, broad skills are
alwayes capitalized and specialty skills are displayed
in italic, often in the following format: Broad
Skill-specialty skill (for example, Unarmed
Attack-brawl). All skills listed with an asterisk (")
connot be used unless the character possesses that
ekill (these are listed in red on the GM Screen).

Strength Skills

The following skills are related to a character’s
Strength ability.

Athletics: A hero with the Athletics skill possesses
some athletic grace, strength, and prowess. The skill
is used to determine the success of physical actions.

» Climb: This skill allows a hero to move more
safely and rapidly up vertical surfaces. A talented
climber combines the gkills of a mountaineer with the
wall-sealing skills of an experienced thief.

» Jump: A character with training in jumping tech-
niques can leap farther or higher than others.

b Throw: Some athletic events call for characters
to throw things. From a baseball to a grenade, a good
arm can be the ticket to hitting a target.

Melee Weapons: This broad skill indicates a famil-
iarity with close combat involving handheld
Weapons.

P Blade: Any manner of weapon that does damage
by means of a sharp cutting edge is considered a
blade. This skill includes the use not only of knives,
daggers, and swords, but also axes, spears, and
broken bottles.

P Bludgeon: A bludgeon is any type of weapon
that inflicts damage by sheer mass and force of
impact. [t includes everything from a baton to a prim-
itive club or even the heavy leg of a broken table.
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» Powaered Weapon: As technology advances, new
types of melee weapons are introduced. These
include the pulse baton, grav mace, and the ulira-
advanced star sword.

Unarmed Attack: This skill indicates that the hero
has had a great deal of experience in fighting with-
out weapons.

» Brawl: The brawl! skill is generally taken to indi-
coate an informal familiarity with unarmed fighting
techniques.

> Martial Arts*: Those skilled with martial arts are
assumed to have spent time in formal study of disci-
plines such as karate and kung fu.

Dexterity Skills

A hero's ability with these skills is based upon his ar
her Dexterity score.

Acrobatics: This skill indicates training in gymnas-
tics, tumbling, and dedging attacks.

» Dodge: The dodge skill helps a character
improve his or her chances of aveiding attacks.

Memnipulation: The Manipulation skill indicates
that the hero has very nimble fingers. Thus, it can be
used for picking pockets, palming small cbjects, or
picking mechanical locks.

Remged Weapons: Experience with ranged
weapons allows a character to make better use of
pistols and rifles.

» Pistol: Skill with handguns makes the character
a batter shot whenever using any form of handgun.

» Rifle: Rifles are heavier weapons, often used for
sport or by the military. They generally inflict more
damage and ore more accurate at longer ranges than
pistols.

Stealth: Those familiar with this skill are better
able to sneak about quietly, find places in which to
hide, and otherwise evade detection.

» Sneak: This skill enables a character to move
quietly and better avoid being noticed.

Vehicle Operation: In any technological society.
most people have ot least some familiarity with the
operation of vehicles in general. They know about
steering wheels, joysticks, gas pedals, throttles, and
so on. Using this skill. a character can operate most
normal land and water vehicles.

» Space Vehicle*: This skill indicates that the char-
acter has been specially trained in the operation of



advanced spacecraft. As might be imagined, a skilled
starship pilot is always in demand in the for future.

Constitution Skills

The following skills are based on a character’s Con-
stitution score.

Stamina: The Stamina skill makes a hero better
able to shake off the effects of damage and fatigue.
When a hero is clinging to life, the Stamina skill is
invaluable.

» Endurance: This =kill enables a character to
better withstand the effects of damage and other
physical hazards.

Survival: Survival training allows a character to
find the things she or he needs to survive in a hostile
environment.

P Space Station Survival: This character has been
trained in the emergency survival skills one is likely
to need in a space station or similar environment.

Intelligence Skills

The: skills listed below are driven by a character's
Intelligence skill.

Computer Science: A familiarity with computers is
vital in any advanced technological society. This
broad skill indicates that a character is very comfort-
able with computers in general.

P Hacking": A skilled hacker is experienced at
breaking into secured computer systems, either
directly or via some manner of remote connection.

» Hardware: Those tamiliar with computer hard-
ware understand the mechanical side of computers.
They can design, repair, and maintain the computers
themselves.

P Programming: A skilled programmer is able to
write the instructions that enable computers to oper-
ate smoothly and efficiently.

Extrasensory Perception (ESP)*: A herc with the
ESP skill is assumed to be gifted with some degree of
paranormal psychic ability. Not everyone has the
potential for such wondrous powers. ESP allows a
hero to sense things that would not ordinarily be
apparent to him or her. Examples include the viewing
of remote locations, sensing the thoughts of others,
and so on. (The only specialty skill available is
posteognition, and Dea Futako is the only hero with
thet skill.)

P Postcognition: A hero skilled in posteognition is
ahle to sense the moad of an areqa and pick up menteal
images of past events. The more emotional energy
associated with the place, the clearer and more pre-
cise the images are. On an Ordinary success, the
character senses general emotions that have been
left in an area. With a Good success, the character

also receives brief flashes of events that may or may
not make sense. On an Amazing success, the charac-
ter actually has a brief flashback as though she or he
weare at the scene when the events cccurred.

Unlike other skills, postcognition can't be used
over and over. The psychic character has a certain
number of psionic energy points (much like stun and
wound points) that are expended as the power is
used. Every time the character activates this ability, it
uses | psionic energy point. Every hour of game time,
the pleryer can make an Awareness check to recover
some of the hero's psionic energy. A hero gets back 1,
2, or 3 points respectively if his or her player rolls an
Ordinary, Good, or Amaozing success. Nothing hap-
pens if the player rolls a Failure. If the hero sleeps for
8 hours, she or he recovers all psionic points qutomat-
ically.

If the Gamemaster wonts to give the players o
hint, or just enhance the mood of the game, she or he
can automatically activate this skill (without costing
the hero any psionic energy points). Then the
Gamemaster just chooses what sort of result (Ordi-
nary, Good, or Amazing) she or he wants the hero to
get and makes up an appropriate clue.

Enowledge: Knowledge is an abstract skill that
represents the general understanding a character is
assumed to have about the world around him. For
example, a hero doesn't have to know how to design,
build, or maintain ¢ computer gauntlet in order to
understemd whet it is and how it works in general.

» Computer Operation™: Herces with this skill
aren't assumed to know how to build or program a
computer. However, they are skilled at using comput-
ers and figuring out how to use new software.

P Deduce: This skill allows a hero to piece
together clues and reach conclusions based on the
information available to him or her.

B First Aid": Heroes with this skill can provide first
aid to others, treating minor injuries, resuscitating
unconsciocus people, and so on. They can use this skill
to heal stun damage or a small amount of wound
damage. They are not schooled in the use of the
advanced equipment of modem medicine.

Life Science: This field of study includes any branch
of science dealing with living things, the environment,
and go on. In all cases, these skills are assumed to
reflect a bias toward the hero's own species. Thus, a
human biclogist thinks of human bielogy as "normal.”

» Biology: Those who have training in the use of
thiz skill understand the biochemiecal and celluler
workings of life, from single-celled protozoa to com-
plex enimals and intelligent species.

B Botany: This is o sister science to biology, deal-
ing with plants rather than animals.

P Genstics: This fiald of study begins with such
basic concepts as crossbreeding and extends all the
way through advanced genetic engineering.

P Xenology": This is the study of alien lifeforms.
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» Zoology: This is the study of Earth-based ani-
mals and animal life. It can be used to identify
animal species or to try to predict animal behavior.

A Medical Science: An understanding of medical sci-
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ence enables a character to better treat wounds,
injuries, ond illnesses.

» Forensics: Someone who has training in forensic
medicine is able to piece together medical clues in
order to solve some problem. This skill is most often
associated with police investigations and crime
scenes.

» Medical Enowledge: A character with this skill
is assumed to be up to date and femiliar with the
latest research, theories, and treatments in medicine.

» Psychology: Those with training in psychelogy
understanding the workings of the mind. They con
diagnose and treat mental illness, whether caused by
a mental disorder or a biclogical problem.

» Surgery*: When lesser medical techniques don't
suffice, a physician can employ the surgery skill. In
the ALTERNTTY game, this skill is used to heal wounds.

» Treatment*: This skill is used to diagnose illness
and treat either light stun or wound damage in the
course of play. A physician uses this skill more than
any other.

» Xenomedicine (T'sa Medicine/*: Those with this
skill have studied the medical sciences of the t'sa
species and are skilled at diagnosing and treating
these reptilian aliens.

P Xenomedicine (Weren Medicine/®; A hero with
this skill has studied the weren and understands how
to diagnose and treat these powerful aliens.

Navigation: A skilled navigator is able to use
charts, various instruments, and the like to determine
the fastest, safest, or most economical way to get
from one place to another.

» Drivespace Astrogation®: A skilled drivespace
navigator can plot courses through the fabric of
hyperspace. Without this skill, faster-than-light travel
is almost impossible.

» System Astrogation: This branch of navigation
deals with the plotting of courses in nermal space for
travel at speeds below light speed. It is used for inter-
planetary travel.

Security: A hero with training in this field under-
stands the means by which industries, government
agencies, and the like protect themselves from intrud-
ers and spies. Knowledge of these matters can be
used to enhanee security—or bypass it.

P Security Devices: This skill indicotes an under-
standing of surveillance cameras, motion sensors,
elactronic locking mechemisme, and other pieces of
hardwere used to maintain security. This skill is also
used to set emd disarm traps.

Starship Operation: Characters with this skill are
familiar with the day-to-day operation of starships.
Having this skill usually indicates a long period of
sarvice as a crew member of o ship. Both protocols

{what to do in certain situations) and equipment
(what pieces of equipment are, where they would
generally be found, and what they do) are generally
included in this skill.

» Communication: Those familiar with this skill
are able to operate the normal communications sys-
tems employed by spacecratt.

» Engineering: A skilled engineer is able to oper-
ate both slower-than-light engines and the faster-
than-light drives that bridge the void between stars.

> Sensors: A starship's sensors are its eyes and
ears. A skilled operator con coax more information
out of them than the average spaceiarer. Sometimes,
this edge is vital.

» Weapons: When necessary, a starship must rely
on its weapons to defend itself or escape danger.
When that happens, a talented gunner has a better
cheance of hitting his or her target effectively.

Technical Science: Experience with the Technical
Science skill indicates that the character is familiar
with modern technology. This makes it easier for him
or her to repair, maintain, and design equipment
during the adventure.

P Juryrig: This skill allows a hero to make impro-
vised repairs or construct new devices from available
parts. By their very nature, juryrigged obnjects don't
stand up to extended use. This gkill can be used
during combat rounds te make temporary repairs.

P Repair: This skill enables a hero to diagnose
and correct failures in various types of equipment.
This gkill can't be used in combat rounds. Lasting
repairs require time, usually measured in hours,
though extensive damage could take days to repair.

P Technical Knowledge: A hero with this skill is
assumed to ba fomiliar with cutting-edge technology
and experimental devices.

Will Skills

These skills are based on a character's Will score.

Awareness: Awarenaess enables a hero to notice
things that might escape another’s attention. Such a
talent can be extremely valuable to eny group of
adventurers.

B Intuition: This skill reflects a hera's natural
instincts and sixth sense. When a hero says, "1 don't
like this, it's too quiet.” she or he is using the intuition
skill.

P Perception: The perception skill reflects the
hero’s natural senses cnd his or her affinity for
details. A high perception skill score is invaluable for
detectives, hunters, and the like.

Investigate: Those who have the Investigate skill
are familiar with the methodical techniques used to
golve problems or lock into mysterious matters.

» Interrogate: This skill enables a hero to extract
facts from verbal interviews. This includes not only



proper questioning techniques, but also an under-
standing of body language and subliminal cues.

» Search: This skill makes it less likely foran
important clue or piece of information to be missed
when looking over an area,

Resolve: The Resolve skill indicates that a charac-
ter has a degree of stamina and determination
beyond that of less strong-willed people.

P Mental Resolve: Heroes with this skill have a
strength of determination and a degree of willpower
that make them more resistant to mental stress.

Street Smart: A hero with this skill is familiar with
gociety’s darker elements. This might include knowl-
edge of black markets, criminal organizations, or just
familiarity with the word on the street.

Personality Skills

Each of the following skills is based on a character’s
Personality score.

Deception: The Deception skill indicates that a
character has a talent for deceiving others through
conversation and face-to-face activities.

> Bluff: Heroes with this skill can mislead or
deceive through false bravado or outright lies.

Interaction: This skill indicates that the hero is
comfortable dealing with others.

P Bargain: The ability to negotiate for a better
deal.

P Charm: The ability to use friendly exchanges,
kind words, and flattery to change attitudes and gain
friends.

P Intimidate: Herces with this skill can threaten
another into cooperating by sheer force of will, paer-
sonality, or behavior.

Leadership: Heroes with this skill are used to
being in charge and depending on their own judg-
ment. They also have experience in earning the trust
and confidence of others so that those people will
carry through on tasks os desired.

» Command: A skilled commander is able to pres-
ent his or her wishes in such a way that others are
more likely to accept them. This intangible talent can
be found in military officers, members of the clergy,
and others who hold positions of quthority.
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A wide array of alien species inhabit the galaxy of
tomorrow. Some of these aliens can be used as allies
of the herces, while some are always hoslile in intent
and deed. Some aliens presented herein have
humean-level intelligence or better, while some have
the same level of intelligence as animals on Earth.
These aliens can be used to play skirmish scenarios
like the one presented in this book, or you can use
them in adventures of your own creation modeled
after the scenarios in the Adventures Book.

Brimstone

STRENGTH 15 INTELLIGENCE 2
DexTERITY 6 W 9
CONSTITUTICN 18 PERSOMALITY 2
Durability

Stun (18) OQ0C0O0QOODQOO0O0DO00CO00

Wound (18) O0Q00000000000000C00

Action

Betion Checle: Marginal

Movement Rate:  Walk 2

Attacks

Unarmed Attack Ordinary Good Amazing

Skill Seore I5 7 3

Damage 2dBs 2ddw 2d6w

Defenses

Netural Armor: 2d4+1

Skills

Slkill Ordinary Good Ameazing

Unarmed Attack 15 7 3

Stealth B K| 1

Stamina 18 g 4
Endurance 20 10 L

Awareness 9 4 2
Perception 10 5 2

Resclve g 4 2

Brimstone

Brimstones are large, amorphous scavengers covered
in o thick, cracked crust that cozes red-hot proto-
plasm. They are slow moving creatures that dwell in
extroordinarily hot environments, preterring flat
plains to rough or rocky terrain. A full-grown brim-
stone averages 2 to 2.5 meters in diameter and
weighs 800 to 1,200 kilograms. They travel in small
groups for protection, but they are not sentient.

The normally docile brimstones have migrated
throughout space by hitching rides on unsuspecting
starships. They like the heat generated by stardrive
engine systems and often sneak into such areas to
rest and absorb the warmth. If threatened or trapped,
a brimstone attacks by surrounding and crushing its
prey, or by smashing it with its molten, fistlike
appendages.



Cyclops Worm

STRENGTH 13 INTELLIGENCE 2

DEXTERITY 14 WL 5

CONSTITUTION 9 PERSONALITY 6

Durability

Stun (%) 000000000

Wound (9) CO0000000

Action

Action Check: Goad

Movement Rate:  Walk 8

Attacks

Unarmed Attack Ordinary Good Amazing

Skill Score 14 7 3

Damage dd+2s ddw dd+2w

Defenses

Dodge: +2 step penalty to attacker

Skills

Skill Ordinary Good Amazing

Unarmed Attack 13 B 3
Bite 14 7 3

Acrobatics 14 7 3
Dodge 16 B 4

Awareness a 2 1
Intuition B 3 1

The cyclops worm is actually more similar to a cen-
tipede than a worm. It gets its name from the large,
bright-red, false eye that appears between its anten-
nae. While not terribly sturdy, the cyclops worm is
extremely quick and agile. When looking for food, the
cyclops worm scurries along the ground, but once it
spots potential prey, it rears up so that the forward
third of its body is in the gir. When it attacks, it darts
itz head forward, attempting to guickly bite with its
mandibles. An adult cyclops worm averages 4.5
meters in length and weighs 150 kilograms.

The cyclops worm is a meat-eating predator, and it
doesn't differentiate between animals and sentient
creatures when it gets hungry. Originally found on
the planet Othas, these creatures were spread among
the stars during the Second Galactic War. In this
great conflict, one stellar nation distributed the crea-
tures to worlds that belonged to its enemies, hoping
to spread fear and death with these quick, ever
hungry killing machines. The project got out of hand,
and the creature is now found throughout the galaxy.

Cyclops Worm
STHENGTH 9 INTELLIGENCE 8
DexTERITY 10 WL 8
CONSTITUTION 10 PeRsoNALITY 8
Durability
Stun (10) COO00000000
Wound (10) CO0O0000000
Action
Action Check: Good
Movement Rate:  Walk 4
Attacks
BattleKlaw Ordinary Good Amazing
Skill Score 11 ) 2
Damage dd+lw d4+2w d4+3w
Charge Pistol*
Skill Score 12 6 3
Damage dd+2w dB+2w d8+2w

*Short/medium/long range of 8/16/60 meters
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Cykotek
Defenses
Body Plating Armor:  dB
Skills
Skill Ordinary Good Amazing
Athlatics g9 4 2
Unarmed Attack g9 4 2
Brorwl 11 5 2
Ranged Weapons 10 5 2
Pistal 12 B J
Computer Science 8 4 2
Interaction B 4 2
Intimidation 10 5 2

The cykoteks are fervent cultists who adamantly
believe that the power of the machine is far superior
to the frailty of the flesh. They deck themselves out in
as many cybernetie implants as their bodies can
handle, often to the point of insanity, and devote
themselves to marauding and destroying all who do
not follow their ways.

The typical eykotek employs a battleklaw. This
cyberware weapon is a single metal talon that ends
in o sharp point. It juts from the cykotek's forearm and
ean be used to slice or jab. It retracts when not in use.
Mozt cykoteks also have some sort of built-in armor,
such as body plating, which provides protection
against attacks.

Draken

STRENGTH 10 INTELLIGENCE 3
DEXTERITY 9 WiLL 7
CONSTITUTION 8 PERSOMALITY 4
Durability

Stun (8) Q0000000

Wound (8) (alelololololole]
Action

Action Check: Ordinary

Movement Rate:  Walk 4, Run 8, Swim 12

Attacks

Unarmed Attack Ordinary Good Amazing
Skill Score 11 5 2
Damage dbs dbw dB+2w
Spit

Skill Score 13 B 3
Damage dds déis dés
Defenses

Dodge: +2 step penalty to attacker

Draken



Skills

Skill Ordinary Good Amazing

Unarmed Attack 9 4 2
Bite 11 3 2

Stealth 9 4 2
Sneak 12 B 3

Staming B 4 2

Awcireness 7 3 1
Perception 11 L )

Draken (pronounced Drah-ken)

The draken is an aquatic predator about the size of a
small crocodile. It lays in wait near a riverbank,
watching from underwater. When a likely victim
comes by, the draken quickly surfaces and spits a
gob of paralytic saliva at the target. It can hurl this
gob up to 6 meters away. The saliva’s damage is not
hlocked by armor. The draken can spit only once per
day. After its spit attack, the draken charges up out of
the water to attack its chosen target with its danger-
ous fomgs.

The draken can be found in marshes, swamps, and
jungles on planets throughout the galaxy. The crea-
ture (or something very much like it} has either devel-
oped or been transported to these worlds—sometimes
on purpose, sometimes by accident. While they need
water to survive, they can operate on dry land for
long periods of time.

y

Dur’kam

STRENGTH 11 INTELLIGENCE 3
DEXTERITY 8 WL g
CONSTITUTION 10 PenscowaLTY G
Durability

Stun (100 OCOoOO0000000

Wound (10) ODO0O0000000
Action

Action Check:  Ordinary

Movement Rate:  Walk 6, Run 16

Attacks

Unarmed Attack  Ordinary Good Amazing
Skill Score 13 B 3
Damage dd+lw dbi+ 1w d6+3w
Defenses

Natural Armor: dd

S5kills

Skill Ordinary Good Amazing

Unarmed Attack 11 5 2
Claws 13 B 3

Stealth B L 2
Sneak 10 ] 2

Stamina 10 ] 2
Endurance 13 B 3

Awareness 9 4 2
Perception 11 5 2

The dur'karn is a hideous carnivore that was geneti-
cally engineered by the dzurlon (see next page). It
was designed to be a killing machine, a deadly war-
rior to use against humans in the ongoing struggle
between these two species. This nightmarish crea-
ture is deceptively fast, able to pounce upon a target
with deadly speed. It carves its prey up with powerful
claws, but it won't pause to eat until all living crea-
tures in its vicinity have been killed. Only then will it
stop to casually and leisurely devour its victims.

Some durkam have been released into the wild by
the dzurlon. Wild dur'kam follow no orders; they
simply exist to kill and eat. The majority of durkamn
remain in the service of the dzurlon, however. They
carry out missions for their gene-manipulating mas-
ters, usually against the Concord and its agents.

Dur'karn
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Dzurlon
Dzurlon
STRENGTH 7 INTELLIGENCE 12
DEXTERITY 11 W 13
CONSTITUTION 10 PERSONALITY 11
Durability
Stun (10) OC000D0O0C000
Wound (10} OC00000000
Action
Action Check: Good

Movement Rate: Walk 6

Attacks

Unarmed Attack  Ordinary Good Amazing
Skill Score 9 4 2
Damege ddw dbw dfw
Energy Lance™ \

Skill Score 13 B 3
Damage dbw db+1w db+3w

*Short/medium/long range of 20/60/200 meters

Defenses
Armor: d4

Skill Ordinary Good  Amazing
Unarmed Attack 7 3 1
Bite 9 4 2
Ronged Weapons 11 ] 2
Rifle 13 B 3
Vehicle Operation 11 5 2
Space Vehicle 12 B 3
Lifs Science 12 B 3
Genetics 15 7 3
Awareness 13 B 3
Perception 14 7 3
Deception 11 5 2
Interaction 11 L 2

The dzurlon are malevelent aliens whose scientific
lecining s concentrated in genetics and life sciences.
They are masters of genetic engineering, and many
of their common devices and tools are living crea-
tures grown to suit their purposes. The dzurlon hate
humans, but they prefer to work through subterfuge
and temptation, offering humans knowledge and
power in axchange for living subjects on which to
practice their diabolical arts.

When forced to fight, a dzurlon utilizes one of its
living weapons, such as the energy lance. This cre-
ation operates much like a laser rifle, spewing deadly
beams of energy at enemy targets. Some believe that
the dzurlon and the Serin-Ru are allies, but this has
not been verified.

Fraal

STRENGTH 7 INTELLIGENCE 12
DexTERITY 8 WL 12
CONSTITUTION B PERSONALITY 9
Durability

Stun () OC00Q00

Wound (6] OQQQ00

Action

Action Check: Ordinary

Movement Rate: Walk 4

Attacks

Unarmed Attack  Ordinary Good Amazing
Skill Scare 7 a |
Damage dds dd+ls dd+2s
Charge Pistol”

Skill Score 8 4 2
Damage dd+2w db+2w dB+2w

*Short/medium/long range of 8/16/60 meters



Defenses

Armor; d4

Skills

Skill Ordinary Good  Amazing

Unarmed Attack 7 3 l

Ranged Weapons 8 4 2
Pistol 9 4 2

Vehicla Ops g 4 ]
Space Vehicle 10 5 2

Computers 12 B 3

Knowledge 12 6 3
Deduce 14 7 3

Awareness 12 B 3
Intuition 6 8 4

The fraal are noble, peaceful creatures that prefer
mental activities over physical cnes. Thin and grace-
ful, they are about as tall as humans, but their eyes
are larger, and their skin is pale and almost lumi-
nous. Their extracrdinary patience and insight leads
many to believe they are emotionless, but in reality
they are sensitive and expressive. This species is
allied with the human nations and can be found
throughout civilized space. They are scientists, doc-
tors, scholars, and explorers by nature, though o few
fraal can be found in military occupations.

Ikryss

STRENGTH 13 INTELLIGENCE 3
DEXTERITY B WL B
CoNSTITUTION 14 PERSOMALITY 2
Durability

Stun (14) Q0000000 0O00000
Wound (14} Q0O0O0DOOOOOQOO00
Action

Action Check: Good

Movement Rate: Walk 4, Swim 8

Attacks

Claws* Ordinary Good Amazing
Skill Score 14 7 3
Damage dd+2s dd+2w db+3w

*Attacks in Good, Ordinary, and Marginal phase

Defenses

Natural Armor; dg-2

Fraal

SNIITH p
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Sialis
Skill Ordinary Good Amazing
13
Claws 14
Stealth
Sneak 11
Awareness 6
Perception 8
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Native to the swamps and bogs of a distant world, the
ikryss are dangerous hunters. They faver pools of
repulsive slime and stay under the surface most of
the time. When the ikryss attacks, it strikes three
times in the round as its claw-tipped tentacles fleail
wildly (attacking in the Good, Ordinary, and Mar-
ginal phases). Ikryss hate fire, usually attacking ene-
mies firing laser weapons before any other targets.

Kroath

STRENGTH 10 INTELLIGENCE 10
DEXTERITY 11 W a
CoNSTITUTICN 12 PeRsoMALITY 8
Durability

Stun (12) Q00000000000
Wound (12) 00000000000

Kroath

Action

Action Check: Ordinary

Movement Rate:  Walk 4, Run 12

Attacks

Plasma Rifle” Ordinary Good  Amazing
Skill Score 13 B 3
Damage d8w 2d4+1lw  2dB+lw
Meonoblade

Skill Score 11 5 2
Damage db+1w db+3w db+5w

*Short/medium/long range of 80/200/400 meters

Defenses

Armaor: db+2

Skills

Slkill Ordinary  Good  Amazing

Melee Weapons 10 5 2
Powered Weapon 11 5 2

Renged Weapons 11 5 2
Rifle 13 B 3

Awareness 8 4 2
Perception 10 5 2

No one knows who makes the kroath or why. They're
not a real species—instead, each kroath is a corpse
reanimated by some horrible alien virus and sealed
into a suit of techno-crganic armor. They do not
speak; they simply follow their mysterious orders
with silent determination. When a kroath is killed, an
enzyme inside its suit dissolves the creature in mere
moments. A kroath is usually armed with a plasma
rifle and a monoblade. The moncblade is a powered
melee weapon with a handle and a long molecular
filament blade that cuis when energy courses
through it.

STRENGTH 14 INTELLIGENCE 12
DEXTERITY 12 WL 10
CONSTITUTION 12 PERSONALITY 10
Durability

Stun (12) : 00000000000
Wound (12) COOO00000000
Actian

Action Check: Amazing

Movement Rate:  Walk B



Attacks

Claws Ordinary Good  Amazing

Skill Score 16 8 3

Damage dd+4ds dd+dw db+Bw

Tail

Skill Score 15 Z 3

Damage dds ddw dd+2w

Darkstream*

Skill Score 14 7 3

Damage dB+1s db+1lw d8+3w

*Short/medium/long range of §/16/24 meters

Defenses

Armor: dd+2

Skills

Skill Ordinary Good Amazing

Athletics 14 7 3
Jump 15 7 3

Melee Weapons 14 7 3
Tail 15 7 3

Unarmed Attack 14 7 3
Claws 16 B 4

Ranged Weapons 12 B 3
Pistol 14 7 3

Stealth 12 B 3
Sneak 13 B 3

Awareness 10 5 2
Perception 12 B 3

The magus is @ mysterious alien assassin that
appears as though it had been skinned—with
exposed tendons, muscles, and bony protrusions visi-
ble upon its frightening body, along with a variety of
strange cybernetic implants whose function humans
can only guess at. Standing over 2 meters tall, the
magus is stealthy and agile. It is feared throughout
the frontier regions of space, with legends of territy-
ing attacks whispered wherever starship crews
gather. The magus utilizes claws, a wicked tail, and a
cybernetically implanted ranged weapon named for
the black energy that it propels—the darkstream.

Mechalus

STRENGTH 10 INTELLIGENCE 1l
DEXTERITY g WILL

CONSTITUTION 8 PERSONALITY B
Durability

Stun (8) (elelelolololols

Wound (8) OQO00O0000

SKAITH b

Magus
Action
Action Check: Ordinary
Movement Rate:  Walk 4, Run 8

Attacks

Charge Pistol” Ordinary Good Amazing
Skill Score 11 ] 2
Damage dd+2w db+2w dB+2w
Unarmed Attack

Skill Score 12 6 K
Damage dds dd+ls dd+Zs

*Shortimedium/long range of 8/16/60 meters

Defenses

Armor: db Zq



Skills
Skill Ordinary Good  Amazing
A Unarmed Attack 1 5 2
ey Brawl 12 B 3
=2= Ranged Weapons 9 4 2
E Pistol 11 5 2
Computer 11 5 2
s Hacking 13 B 3
Spaceship Ops 11 5 2
Technical Science 11 5 2
Juryrig 12 B 3
Repair 13 B 3

The mechalus closely resemble humans in form end
size, but they are a separate species that has evolved
on a planet far from Earth. They are living computers,
adapting mechanical systems into their bodies on the
genetic level. A mechalus's body appears as an amal-
gam of flesh and veins of cytronic circuitry. Consid-
ered by others to be cold and overly logical,
mechalus can interface directly with computer sys-
tems and perform amazing feats of raw intelligence
and mathematical logic.

This species is allied with the human stellar
nations and con be found throughout human space.
However, as in the case of humans, some mechalus
are upstanding citizens and others have a more unsa-

vory reputation.

STRENGTH 14
DEXTERITY 11
CONSTITUTION 11

INTELLIGENCE 13

PERSONALITY g

Durability

Stun (11) Q000000000

Wound (11} Q0000000000
Action

Action Check: Ordinary

Movement Rate: Walk 6

Attacks

Render Rifle* Ordinary Good Amazing
Skill Score 13 B 3
Damage 2dds dE+2w dB+4w
Neural Blades

Skill Score 16 8 4
Damage déw dB+2w d8+dw

*Short/medium/long range of 60/120/500 meters

Defenses

Armor: dd+3

Skills

Skill Ordinary Good Amazing

Melee Weapons 14 7 3
Powered Weapon 16 B 4

Ranged Weapons 11 5 2
Rifle 13 B 3

Vehicle Operation 11 5 2
Space Vehicle 13 B 3

Awareness g 4 2
Perception 10 5 2

The n'sss (prenounced niss) are a cruel alien species
with a gift for engineering and a taste for fiendish
violence. A n'sss is actually a weak, wormlike crea-
ture, gossamer-thin with translucent flesh. But every
n'sss lives and fights inside a mobile machinery pod.
They are exceedingly dangerous and wade into
battle with incredible confidence and ferocity.

The armored pods that encase each n'sss protect
them and serve as life-support systems and deadly
fighting machines. These hulking devices are
mechanical monstrosities that ride on a dozen power-
ful metal tentacles. Some are tipped with neural
blades—fast-spinning circular saws designed for
close combat. Others are mounted with render rifles
for attacking from a distance.



T'sa

STRENGTH 7 INTELLIGENCE 11
DEXTERITY 12 WiLL 8
CONSTITUTION 7 PERSONALITY 13
Durability

Stun (7) Q000000

Wound (7) 0000000

Action

Action Check: Good
Movement Rate: Walk 4, Bun 12

Attacks

Charge Pistol* Ordinary Good Amazing
Skill Score 13 B 3
Damage dd+2w db+2w d8+2w
Unarmed Attack

Skill Score 8 4 2

Damage dis dd+ls dd+2s
*Short/medium/long range of 8/16/60 meters

Defenses

Natural Armeor: d4

Skills

Skill Ordinary Good Amazing

Athletics 7 3 1

Unarmed Attack 7 3 1
Brawl B 4 2

Ranged Weapons 12 B 3
Pistol 13 B 3

Starship Operation 11 B 2
Engineering 12 B 3

Technical Science 11 ] 2
Juryrig 14 7 3

Awareness 8 4 2
Intuition g 4 2

Interaction 13 B 3
Bargain 15 7 3

T'sa are somewhat skittish reptilicm creatures with an
insatiable curiosity coupled with clever ingenuity.
They like to tinker with things and find out how they
work, and they are gquite friendly. Slightly smaller
than humans, t'sa average 1.1 to 1.4 meters in height
and weigh anywhere from 30 to 50 kilograms. They
are covered in colorful scales that provide natural
body armor. The t'sa are part of the human allionce
and con be encountered throughout the known

galaxy. N’sss

CHAITH b



Weren

‘_ STRENGTH 13 INTELLIGENCE g
(] DEXTERITY 7 W g
=== CONSTITUTION 12 PERSOMALITY 7
Gl
— =
= Durability
Stun (12) 000000000000
Wound (12) slelolololelofoloNolole)
Action

1

Action Check: Marginal
Movement Rate:  Walk 6, Run 16

Attacks

Flintlock Pistol* Ordinary Good Amazing
Skill Score B 4 2
Damage dB+2w dB+2w dB+dw
Claws

Skill Score 14 7 3
Damage dd+2w d6+ 2w dB+dw

*Short/medium/long range of 4/8/16 meters

Defenses

Armor: None

Skills

Skill Ordinary Good Amazing

Unarmed Attack 13 B a
Brerwl 14 7 3

Ranged Weapens 7 3 1
Pistol 8 4 2

Stamina 12 B 3
Endurance 13 B 3

Awoareness 8 4 P
Perception 10 5 2

Interaction 7 3 1
Intimidate 10 5 2

Weren are a species of warrior-philesophers from the
planet Kurg. They possess a technelogy roughly
equivalent to that of Earth's sixteenth century, and
they dislike any advanced devices or weapons. A typ-
ical weren stemds 2.2 metaers tall and weighs in at a
massive 200 kilograms of fur. fangs, and muscle.

Although tough and aggressive, the weren don't
believe it is honorable to battle a weaker opponent.
They will defend themselves if attacked, but they
prefer to fight worthy opponents who can actually
challenge them on the battlefield. A weren's thick fur
comes in shades of white, gray, and black.

Weren
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We reach for the stars and grasp them. Starships
travel faster than the speed of light. Humans ter-
ratorm deadly worlds into paradises. Strange aliens
lurk at the fringes of human space. Imagine yourself
five hundred years in the future, when these things
are all true. Then get ready for adventure in the far
reaches of known space. The stage is sel for exciting
missions and dangerous adventures in the realm of
the AvterniTY® game.

This book contains information written specifi-
cally for Gamemasters. lf you're just playing a hero
in the game, stop reading now. The rest of this book
is filled with details that should remain mysterious
until you encounter them during the play of the
game. From this point forward, when we refer to
"you,” we are talking to the Gamemaster.

WHAT GAMEMASTERS
SHouLn Know

The Gamemaster should read through the Rules
Book and skim through the Hero Folders before
reading this book. Also, take a look at the Game-
master Screen. It summarizes the basic rules in the
game and check results, lists all the skills avail-
able in the Arreanviry Adventure Game, provides
lists of modifiers for common situations, and pro-
vides tables for healing and for different types of
hazard damage.

When you're ready, the following sections will
prepare you to run your first AvTERNITY adventure.
Heview this material before reading or attempting to
run the first adventure, "Escape from BXT-13."

THE ADVENTURES

This book contains three complete adventures

designed for the heroces presented in the Hero

Folders. After the players have finished an adven-

ture, they can improve their heroes, which allows

the heroes to handle mere difficult scenarios. See |
‘Improving the Heroes," on page 4, for more

information.



PrRePARING TO PLAY

You've read everything we asked you to, you've set a
time for your first game session, and you've gotten
your friends together to play. Now what?

First, pick a location to play that has enough flat
surfaces for everyone to roll dice and write things
down when they need to.

Make sure there are refreshments for everyone,
including food and drink. It's usually a good idea to
have all of the players share in the expense. Have
everyone bring something for the group to share.

Set up your Gamemaster Screen, game books,
pencil, and notepaper in a spot that allows the other
players to see and hear you but doesn't leave them
locking over your shoulder. (One end of a table is
good.)

Hand each player a Hero Folder. Ask your players
to choose someone to handle making the maps when
necessary (so they don't get lost) and one or more
people to write down clues discovered during the
adventure.

Next, go over any rules the players lind confus-
ing. Sometimes it's better to just start playing and
let everyone figure it out as you go along, but
everyone should understand the basics before you
begin to play. The basics include knowing how to
roll the dice and read the results (checks and
check results), understanding the contents of the
Hero Folders, and understanding the underlying
concept of the game. What is that concept, briefly?
The AvterniTy Adventure Game is a game that uti-
lizes imagination and a few basic rules to create
interactive group storytelling. In other words, it's a
game of "let’s pretend.” In this game, you pretend
to be an imaginary character in an imaginary sci-
ence fiction setting.

If you need more practice before playing a full
adventure, see the Skirmish Scenario in the Rules
Book. It provides a combat scene that demonstrates
how the game mechanics work.

TiPs FOR
ADVENTURING

HRemind players of these details before starting the
first adventure.

P Communications gear (comm gear) allows you
keep in contact with other heroes in the group, even
if someone gets lost or stays behind.

B A first aid kit or trauma pack is useful for frecr-
ing someone who is injured. Every hero with the first
aid skill should carry a first aid kit or trouma pack in
potentially dangerous situations, and most heroes
with the treatment skill should definitely carry a
trauma pack to gain the full benetit of that skill.

P Flares are good for marking locations.

» Flashlight= are a must if you're going to go
exploring in the dark.

» Hope com be used to restrain prisoners (as can
duct tape and handcufis), navigate deep holes, or
rescue friends.

P A toolkit is necessary for anyone with juryrig or
repair skills, and handy for people who just want to
whack something with a hammer, drill with a laser
cutter, or remove a grate on a ventilator shaft.

P Videorecorders are good for recording evidence
and strange finds. A videorecorder is a palm-sized
unit with a lens array at one edge and a video
screen sticking off to the right-hand side. It records
3D video on holographic crystals for data storage.
One crystal holds 10 hours of video. The video-
recorder can run for 20 hours before its energy pack
needs to be replaced or recharged.

P The Gamemaster keeps track of time in the
game and decides how long unusual actions
attempted by the herces take. During combat, time
is measured in rounds. A battle that fills only a few
minutes of gume lime may take as long as an hour
of real time as the players roll dice and consider
their options. In other scenes, many hours or even
days may pass in the game in g matter of seconds in
the real world when the Gamemaster says some-
thing like "You travel for three days and land on
planet Spes.”

P Many mines and other unusual sites are dark
places that don't have their own light sources. Most
herces need light to see by, They can use flashlights
or lanterns. A lantern provides enough light to illumi-
nate an area 20 meters in all directions. A flashlight
shines just as far, but in one direction. Power sources
for lanterns and flashlights last for over a week of
continuous use. Of course, a hero carrying a light is
clearly visible to any nearby hostile creatures. Flash-
lights can be clipped to weapons, wrists, shoulders,
or helmets.

P Remember that if a hero does not have a spe-
cialty skill, she can make a broad skill check if she
knows the broad skill that's appropriate. If a hero
does not have a skill at all, she can make a check
against the Ability Score that governs the skill. (A
few skills can't be used untrained; see the Rules
Book for more information.)

Postcognition

The hero Dea Futako has a telepathic ability called
postcognition that allows her to sense the mood of an
areda or even "see” events that happened there in the
recent past. (The things she perceives are only emo-
tional and possibly visual. She never gets audio.) If
one of the players is playing Dea, you will need to be
ready to tell what she sees with this ability.
Key areas in Adventure 2 have clearly labeled

boxes with descriptions for the postcognition abil-

NOILINGOHLAI b
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ity. When the player wants to use Dea’s power,
heve him or her roll a posteognition skill check and
mark off one of Dea's psionic energy points. On
Failure result, the hero isn't able to determine any-
thing. On an Ordinary, Good, or Amazing result,
read the appropriate psychic clue in the box. If
there is no box for a specific areq, the hero gets
several overlapping mundane images appropriate
to the area (people eating in the mess hall, miners
digging in the tunnels, and so on). You will have to
make these up.

Note that if the players are stuck and could use a
hint, you can activate Dea’s postcognition and tell
them any of the clues for an area or make up a suit-
able clue if none are listed. However, to be fair, if
you activate Dea'’s power, it doesn't cost her any
psionic energy points.

IMPROVING
THE HEROES

Adventures are learning experiences for heroes,
and an experienced hero should be better at things
than a novice. In the Aurerniry Adventure Game,
this is reflected in heroes getting higher scores for
their skills.

At the end of each adventure, you decide how
well the heroes did. Ask yourself these questions:
Did they defeat the villains? Did they succeed at the
goal of the adventure? Did the players portray their
heroes well? Did everyone have a good time? Then,
depending on what you decide, award each hero
some achievement points.

» If the heroes completed the adventure and
defeated the villains in spectacular fashion, give
each hero 3 achievemenlt points.

» [f the heroes completed the adventure but had
some problems, give each hero 2 achievement
points.

» If the heroes survived but weren't able to com-
plete the adventure—they retreated, for example—
give each hero | achievement point.

» If the heroes fail completely, award no achieve-
ment points.

What can a player do with a hero's achievement
points? The player can spend them between adven-
tures to improve that hero, increasing skill scores or
action check scores, or even purchasing a new skill
for the hero. Here's how to do that.

Increasing a Specialty Skill Score. A player can
spend 1 achievement point to increase a single spe-
cialty skill score by 1 point. (Broad skill scores can't
be increased.) No specialty skill score may be

increased by more than 1 point between adventures.

# Example: Azore has a Pistol skill score of 14.
After the end of Adventure 1, his player spends 1
achievement point to increase the score to 15.
Azore's Pistol score is now 15/7/3. Mark the new score
on the Hero Folder.

Buying a New Skill. A player can spend 2 achieve-
ment points to purchase a broad or specialty skill
her hero doesn’t have. Select one from the list in the
Rules Book or on the Gamemaster Screen and write
it on the Hero Folder. Only one new skill can be pur-
chased between adventures.

A new broad skill has the same score as the abil-
ity it is related to. A new specialty skill has a score
of the related ability score plus one.

Increasing an Action Check Score. A player can
spend 3 achievement points to increase his hero's
action check score by 1 point between adventures.

4 Example: Azore has an action check score of
13+/12/6/3. Atter the end of Adventure 2, his player
spends 3 achievement points to increase the score to
14+/13/6/3. Mark the new score on the Herc Folder.

If your players would like to further improve their
herces' skills and abilities beyond the levels indi-
cated in this game, you should try the complete
ALTERNITY game, starting with the Arrerniry Players
Handbock. The Arreanity FPlayer’s Handbook has
rules for increasing skills to higher levels, adding
pew skills, and even features advanced improve-
ments such as increasing a hero's ability scores and
health points.

GM CHARACTERS

The Gamemaster controls all of the characters in the
game with the exception of the heroes. The Game-
master can run any unused heroes, or they can be
left out and their rooms or bunks in the Lancelot (the
herces’' ship) can be used for extra storage.

Explain to the players whenever you take cn a
role so that they can imagine the scene and under-
stand what's happening. For example, tell them
“I'm speaking as Commander Justin now” when
they get « communication from their boss in the
Galactic Concord.

If you want to have some fun with playing GM
characters, adopt a different voice for evary charac-
ter. Speak slower for some and louder for others. Use
accents if you're even a little good at it, or an old
man's voice, or a deep voice, or a squaaky voice. You
don't have to do this, of course. Just informing the
players that you're playing a role is sufficient. But
the game con be a lot more fun with little touches
like these.



HAavviER’s STAR

The heroes are currently operating in the
Hammer's Star system, a place that is busy
rebuilding after a galactic war. Hammer's Star is a
young yellow star, orbited by four planets: Spes (a
colonized world), Platon (a gas giant, with a cold
habitable moon}, Iniad (a very large gas giant),
and Bruelt (a rock). Iniad is flanked by two astercid
belts, Revik (the inner) and Vicek (the outer). The
system alsc has a black hole (called the Pit) far
beyond the orbit of Bruelt.

Both of the asteroid belts are rich in minerals,
making this system a paradise for miners. Unfortu-
nately, there are large numbers of pirates and occa-
sional attacks by mysterious alien ships that require
the help of special teams like those to which the
heroes belong.

THE LAnCELOT

The heroes own a ship called the Lancelot, It com-
fortably holds eight crew members and two officers,
but it can easily be operated by enly three people,
With some difficulty, a lone crewmember can run the
ship for some time. The ship is owned by the Con-
cord Special Service. The heroes are expected to
take good care of it, or their paychecks will suffer for
a long time.

The ship is state-of-the-art, equipped with a
small theater, a sick bay (where injured heroes can
be treated), a life support system, an engine that
works by bending gravity, a faster-than-light travel
device called a stardrive, a computer room, an engi-
neering room, an airleck, a mass cannon, crew
cabins, a mess hall, and a galley (kitchen). Anything
that you would expect to be in the appropriate room
ought to be there. For example, there are high-tech
food preparation devices in the kitchen, gir and
water recyclers in the life support room, medical
supplies in the sick bay, and so on. However, the
heroes should not be able to find explosives, nuclear
material, machine guns, or anything else that you
consider out of the ordinary for o non-military
spacecraft.

NOILINQOHLKI



|

ESCAPE FROM BHT-13 b

This adventure is a fast and furious introduction to
this AvtermMiTy game. We'll explain everything you
need to know as we go along. It starts in the
middle of the action and keeps going strong until
the heroes blast their way out of danger. If you
played the Acreawnity Fast-Play Game, the situation
will be familiar to you. If not, don't worry; you and

your players can quickly get involved in the action.

Background

The herces are all civilians under contract to an
interstellar organization called the Galactic Con-
cord. They are a troubleshooting, investigating, and
quick-rescue team that intervenes whenever
employees of the Concord need assistance.

In this mission, the heroes need to fight their way
into a heavily guarded hangar bay, get aboard their
starship, and escape from the Serin-Ru prison space
station. Standing between them and freedom is a
squadron of surge-soldiers. All the while, they have
to make sure to protect the Concord ambassador they
rescued from a prison cell until their ship is away.

HRead this background material to the players to
get them up to speed. After that, we start the action
in the middle of a tense situation. The heroes will
need to be brave, bold, and fast to escape this situa-
tion in one piece. . ..

You were sent on an important mission for the
Galactic Concord. The Serin-Ru, an aggressive
alien species from beyond the bounds of known
space, have been making increasingly bolder
raids into Concord space. On a recent raid, they
captured the high-ranking Concerd Ambassador
Talo Kestrul. You were sent to rescue him.

Everything was going perfectly. You quietly
maneuvered your starship, the Lancelot, into an
empty hangar bay on the Serin-Ru space-station |
prison. Then you mode your way into the deten-
tion block, located the ambassador, and
returned to the hangar. Now all you have to do
iz get aboard your ship and take off.

You open the door to the hangar and pause. A
squadron of Serin-Ru surge-soldiers stands in
front of your ship! One of the soldiers stares
directly at you and shouts, “Halt right there!”

What are you going to do?
e of

Scene 1:
THE SURGE=-SOLDIERS

The soldiers have cried for the strangers aboard
their ship to halt, and now the herces have a chance
to react. Their most likely options—combat, trickery,
retreat, and surrender—are described below. Once
the heroes decide what to do, refer to the appropri-
ate section.

The hangar bay is a large rectungular box that's
deeper than it is wide. The far end is open to space,
protected by an invisible magnetic field that allows
ships to pass through but keeps the station'’s atmos-
phere inside.

There are no other ships inside the hangar. The
Lancelot is parked about two-thirds of the depth of
the bay away from the door the heroes have just
opened. In between them and the ship, a squadron
of surge-soldiers stands fast.

Note: Ambassador Kestrul is very weak from his
ordeal and imprisonment. He can walk, but he’s too
weak to be any help in a fight, Besides, he's not
trained to be a warrior,

Ii the herces decide to surrender to the surge-soldiers,
the soldiers order them to drop their weapons. If the
herces don't comply, the surge-soldiers attack (see
"Combat” below). If the herces do drop their weapons,
half of the remaining surge-scldiers move over to
them and train their quantum blasters upon them. The
others stand back in case the heroes try something.

If the herces really want to surrender, Ambas-
sador Kestrul tries to convince them otherwise. Read
the following text:

~
The Ambasgsador looks at you like you've

gone crazy. "Surrender?” he asks disgustedly.
“What kind of heroes are you? You have a duty.
to the Galactic Concord and to yourselves, to
stop these alien marauders before more inno-
cent worlds sutfer. Consider your actions care-
fully. I have been a prisoner of the Serin-Bu and
I have no desire to repeat the experience.”

J
I the heroes can't be convinced to fight their way
to treedom, the surge-scldiers lead them back to the




detention block. There, the heroes are siripped of all
equipment and locked in separate cells, See the
sidebar, "Breaking Out,” later in this adventure.

Tricking the
Surge-Soldiers

The heroes could try any number of bluffs, cons, or
tall tales in order to trick the surge-soldiers. Let the
players describe the type of trick they want to try
and what they think it will accomplish. Then have
one of the herces make a Deception-bluff skill
check. If the trick seems particularly clever to you,
give the player a -1 step bonus (-d4) or even a -2
step bonus {(-d6). If the check succeeds, the surge-
soldiers have been tricked.

What happens next depends on the type of trick
the heroes attempted. Some sort of distraction ploy
may allow the heroes to catch the soldiers com-
pletely off guard and get a free round of attacks. If
the trick just provides a bonus of some sort, combat
breaks out in the following round (see "Combat”
below). It they could somehow deceive the soldiers
that they're just transferring the ambassador under
orders, they could dismiss the soldiers and gain a
clear path to their ship.

If the heroes actually manage fo dismiss the sol-
diers, go to the next scene, "The Ripper Attacks.”

Run Away

The heroes might decide to run away. This isn't
really practical, since they're on board an enemy
space station and their starship is in front of them.
If they still want to flee, Ambassador Kestrul tries
to dissuade them. Read the following text:

gone crazy. “You're running away?” he asks dis-
gustedly. “What kind of herces are you? You
have a duty to get me away from these alien
marauders and back to civilized space. Your
starship is in front of you. Nothing but capture

‘ and imprisonment waits behind you. Consider J

( The Ambassador looks at you like you've

your actions carefully.”
./

If the herces still decide to run, they can backtrack
about 20 meters down the corridor. Then they run into
a force field that blocks their escape. None of the
weapons the heroes are carrying can break through
the force field. So. instead of highting in the hangar,
they must face the surge-soldiers in the corrider.

The corridor iz about 4 meters wide and 3 meters
high. There are no other doors ar corridors betweaen
the force field and the hangar beay. A few moments

Surge-Soldier

Ahilities

STRENGTH 8
DexteRITY 10
CONSTITUTION 8

Durability
Stun (8)
Wound (8)

Action
Action Check: Ordinary
Movement Rate: Walk 4, Bun 12

Attacks

Quontum blaster* Ordinary Good Amezing
Skill Score 11 5 2
Damage did+2w  db+3w  dB+dw
Unarmed Attack

Skill Score 9 4 2
Damage dds dd+ls dd+2e
*Short/medium/long range of 10/20/80 meters

Defenses
Armor: dd

Dther Skills

Skill Ordinary Good Amazing
Athlatics 8 4 2
Stamina 8 4

Bwareness 8 4

INTELLIGENCE
Wie
PERSOMALITY

The surge-soldiers are the backbone of the
Serin-Ru military. Protected by dark red armor
decorated with the silver slash marks of the
Serin-Ru, surge-soldiers appear in large num-
bers but aren’t the best of warriors. They carry
quantum blasters, powerful energy pistols that
look more like stocky riflee than handguns.,

after the herces have reached the force field that
blecks their path, the surge-soldiers storm into the
corridor and attack. See "Combat” below.

Combat

There are 10 surge-soldiers guarding the herces'
starship. As soon as the herces decide to draw their
weapons and begin firing, call for action checks.
Have each player make an action check for his or
her hero. The soldiers act in the Ordinary phase

The surge-soldiers spread out and begin firing at
the heroes as soon as they can. Two soldiers target a
single hero, il possible, trying to gang up to take the
hero down. They avoid firing at the ambassador, as
the Serin-Au want to keep him alive. They don't care
what happens to the herces.

EL-1R8 WOH 144353 p
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Ambassador Kestrul

Abilities
STRENGTH
DexTERITY
CONSTITUTION

INTELLIGENCE
WiLL
PersoNALITY

Durahbility
Stun (8)
Wound (8)

Action
Action Check:
Movement Rate:

Attacks
Unarmed Attacl

Marginal
Walk 4, Run 12

Good Amazing

Ordinary
Slkill Score 7 3 1

Damage dds dd+ls dd+2s
*Short/medium/flong range of 10/20/80 meters

Defenses

Armor: dd-1

The ambassador isn’t a warrior. He'll do his
best. but he's really counting on the heroes to
protect him.

The heroes can use the doorway for partial cover.
Any hero who says he's utilizing the doorway in this
way provides a +] step penally (+d4) to the surge-
soldiers targeting him. A hero can also hide com-
pletely behind the doorway and not get fired at, but
that hero can't attack from such a position. either

At the first opportunity, four of the soldiers get
behind the Lancelot and use it for partial cover.
(Moving to this position requires the use of their
action in the first round.) Anyone shooting at these
soldiers therealter receives a +1 step penalty (+d4)
due to the cover.

The surge-soldiers battle until they are killed or
knocked unconscious. They won't surrender or flee
from the fight. When five of the soldiers go down,
they call in reinforcements. Go to the next scene,
"The Ripper Attacks."

If the herces are defeated, see the sidebar “Break-
ing Out” later in this adventure.

Scene 2:
THE RiPPER ATTACKS

This scene begins alfter one of two outcomes takes
place in the first scene: The herces defeat at least
five of the surge-soldiers, or the heroes trick the
surge-soldiers into leaving. Either of these outcomes
triggers the start of the second scene. Read the
following text:

' : = ——= N

A powerful hum fills the hangar bay as a

small pod-shaped vessel enters through the

magnetic Held that separates the bay from

space. The pod, a three-meter sphere, drifts

toward you. As it draws closer, metal

appendages extend and unfold from the ped,

revealing a wicked combination of jagged

blades, sharp-tipped spears, and the twin bar-

rels of some kind of projectile weapon.

A mecheanical voice echoes from the pod: "1
am a Ripper Attack Robot, model XX-219. Attack
is unwise, as [ cannot be defeated. Death to the
. organic entities!” The robot surges forward.
\, 4

Call for Action Checks

Have each player make an action check for his or
her hero. The ripper acts in the Ordinary phase. ([
there are still surge-soldiers present, they also act in
the Ordinary phase.)

Play out the rest of the combat, going through
phases in each action round until the ripper and
remaining soldiers are defeated, or the herces fcll.

Ripper-Enhanced Combat

With the arrival of the ripper robot, any remaining
surge-soldiers get a new burst of confidence. They

Sidebar: Breaking Out

The heroes might surrender to the surge-soldiers,
or they might all wind up unconscious if the bat-
tle doesn’t go in their favor. Either way. they
wake up later to find themselves in separate
detention cells somewhere in the bowels of the
space station. They can call to each other and
determine that they are all in adjoining cells.
Even the ambassador is nearby. But they have no
equipment cnd no obvious means of escape.

So, what happens next? Well., the heroes
really don’t have a lot of options inside deten-
tion cells. To get the adventure back on track,
have another Concord agent show up to open
the cell doors. She lets out the heroes and the
ambassador and gives them their equipment.
but then a quantum blast knocks her out. Now
the heroes have two people to rescue.

The squadron of surge-soldiers rushes into
ihe detention block, blasters blazing. The “Com-
bat” described above takes place here in the
detention block instead of the hangar. but there
are only eight soldiers this time (instead of ten).
When the herces defeat the surge-soldiers. they
can run back to the hangar bay. Go on to the
next scene. “The Ripper Attacks.”




When the ripper is defeated or destroyed, goon to
the third scene, “The Last Opponent.”

Ripper

Abilities Scene 3:
STRENGTH 11 INTELLIGENCE
DexTERITY 11 Wis THE I-AST nPPUNENT
Comineas. — 19 o This scene starts as scon as the ripper robot shorte out
Durability or is destroyed. The heroes should have a clear path
Stun (10) DRI EEE to their starship when this eccurs, although there
Wound (10 eS8 00090008 might still be a surge-soldier or two in the area. Read:
Action - B
Action Check: Ordina ( y : &

ction : o | With the threat posed by the ripper robot
Movement Rate: Walk 4, Run 12 dealt with, the path to the Lancelot stands clear
Attacks before you. When you reach the ramp leading to
Ripper Blades” Ordinary Good Amozing the starship’s airlock, the airlock door suddenly
Skill Score 13 § 3 “ i

Damage di+2s di+dw  dddw
Ripper Projectiles

Skill Score 12 E 3
Damage ddw di+lw  dd+2w
*Attacks in the Ordinary and Marginal phases, if
close enough to use

Warden Klu-donn

Abilities
STRENGTH 14 INTELLIGENCE Il
DEXTERITY 12 Wi 13

Defenses
CONSTITUTION 12 PERSONATITY 9

Armeor: dd+1

Other Skills
Slkill Ordinary Good Amazing

Awareness 5 2 1

Perception : 4 2

¥

Durability
Stun (12) LSS SHIT
Wound (12) 2999820800

Action
Action Check: Good
Movement Rate: Walk 4, Run 12

The ripper attack robot is sent to provide
backup for the surge-soldiers. It doesn't do a lot,

but it is pretty good at the things it does do. It Attacks

can attack twice in o round with its deadly rip- Quantum Disruptor* Ordinary Good Amazing

per blades. and it prefers to get into close com- Skill Score 14 7 3

bat to better utilize these weapons. It also has a Damage dE+3w dB+2w  dEvdw

rifle that fires sharp. slicing ripper rounds that Uniarned Attcack

can rain death on any target. Skill Score 15 7 q

Damage dd+2s  dd+ds  dd+iw
*Short/medium/long range of 30/60/200 meters

fight ut the robot's sids, trying to take down the Defenses
heroes and recapture the ambassador. Krmor dB+1

This robot fires its projectile weapon while it is at .
least 3 meters away from a target. It preters to get l:lfher Skills : =
close encugh to a target to employ its ripper blades, Skill Ordinary Good Amazing
making two slice-and-dice attacks per round. As soon Athletics 14 7 d
as a target goes down (dead or unconscious), it turns Jump 1o 7 d
its attention to the next target. The ripper attacks the Awareness 13 6 J
most dangerous-locking opponents first. Perception 14 7 3

The ripper fights until it is defeated or destroyed. It Warden Klu-donn is a fearsome opponent. He
isn't programmed to accept surrender or to relent in runs this portion of the prison station with an
ite attacks, Unlike normal creatures, if the ripper sut- iron fist, keeping his prisoners in line through
fers 10 or more points of stun damage, it keeps fight- fear and harsh punishment. He carries a quan-
ing. If the ripper takes 10 points of wound damage, it tum disruptor, a short-barreled energy ritle that

collapses to the deck, sparking from numerous short deals intense damage to its target.
circuits before exploding into fiery shards.

E1-1RA W04 14853 D



cycles open above you. You see a tall figure
standing in the shadowy doorway. He wears
dark red armor that appears more massive and
ornate than the type womn by the surge-soldiers.
He carries a nasty-locking energy weapon.
“You thought to escape?” the armored warrior
asks. “I don’t think so. No one escapes from my

custody of Warden Klu-donn of the Serin-Rul”

prison station. Surrender! You are now in the J

.
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If you played the AvterniTy Fast-Play Game,
then you and your players may recognize the
warden. The last time you saw him, he was falling
into the central shaft of the detention block. As vil-
lains often do, he survived the fall and underwent
a quick healing session before he made his way to
the Lancelot. He knew the heroes would return to
their ship, and he wanted to make sure he was in
a position to have a rematch against them.

Call for Action Checks

Have each player make an action check for his or
her hero. The warden acts in the Good phase.
Flay out the rest of the combat, going through
phases in each action round until the warden and
remaining soldiers are defeated, or the heroes fall.

Fighting Klu-donn

Warden Klu-donn considers himself to be superior to
any opponent—including the herces. He uses his quan-
tum rifle to soften up a target, but he isn't afraid to
wade in and strike with his armored fists. Throughout
the battle, he tries to rattle the heroes by tounting them
and threatening them. Here are some sample lines you
comn intersperse with descriptions of the action:

"I've killed tougher opponents than you.”

"Surely you can hit harder than that.”

"You aren't even worthy of being my prisoner.”

This battle ends when the heroes defeat Klu-donn
or Klu-donn defeats the heroes. Ii Klu-donn is
knocked unconscious or killed, he crashes to the
floor of the hangar beay. In that case, read:

//_ Sirens begin to sound, filling the hangar \\
bay with a deafening scream. Lights flash, and
a great rumbling wells up from the floor and
walls of the hangar bay. Then you notice the
source of the ramble—the blast doors begin to
slowly slide closed, blocking off the bay's exit to
space! You have only moments before the doors

slam shut and trap you within the space station!

24

Proceed to the next scena, "The Last Obstacle.”

Scene 4:

TuE LAsTt OBSTACLE

This scene starts when Klu-donn crashes to the floor
and the hangar bay blast doors begin to close. These
blast doors are designed to seal the bay so that ships
can't enter or depart. I the doors close before the
Lancelot takes off, the heroes will be trapped.

The doors are large and heavy. They close slowly,
but the heroes don't have forever. A warning erupts
from the space station's internal computer system.
Read the following text to the players.

"Werrning! Warning!” a computerized voice
announces aver the blare of the sirens and the
rumble of the closing blast doors. "The hangar
bay blast doors are closing. No vessels may
enter or exit at this time. Repeat . . . Warning!

Warning!”

Boarding the Lancelot

With Klu-donn defeated, the heroes can enter their
starship without any problem. Time is a factor, how-
ever, unless they want to be permanent guests of the
space station. The map of the Lancelot shows where
everything is inside the vessel. The herces should
head directly to the command deck so they can get
the ship ready to take off.

One hero must be designated as the starship’s
pilot. To fly the ship. a hero uses the Vehicle
Operation—space vehicles skill.

Another hero can leap into the sensors station
and utilize the ship's sensor array. This requires
the use of the Spaceship Operation—sensors skill. If
the rest of the heroee want, they can search the
Lancelot to make sure Klu-donn hasn't left behind
any tracing signals or bombs. This requires
the use of either Awareness-perception or
Investigate-search.

Call for Action Checks

Have each player make an action check for his or
her hero. The closing blast doors act in the Marginal
phase.

Every round, the blast doors close a little more. In
every round, they slide 3 meters shut. When the
doors heave slid 30 meters (meaning they've acted in
10 rounds), the doors seal and lock.

In the phases of a round in which the heroas can
eret, they can pilot the ship, use the senscors, or use the
weapons system. These tasks are described below.

There's also a handy track to keep track of how far
the doors have moved and how well the pilot is flying.



Piloting the Ship

The pilot must generate a total of 8 successes to
start the Lancelois engine and manseuver it through
ihe cloging doors. Hopetully, the pilot can generate
enough successes before the doors slide together
and slam shut.

Every round, the hero should make a Vehicle
Operation-space vehicles skill check. If the check
fails, the pilot doesn't generate any successes in that
round. Any other result generates the {ollowing num-
ber of successes: Ordinary, 1 success; Good, 2 suc-
cesses; Amazing, 3 successes.

After the blast doors have moved 18 meters (6
boxes on the track), the pilot's skill check receives a
+1 step penalty (+d4). After the blast doors have
moved 24 meters (8 boxes on the track), the pilot's
skill check receives a +2 step penalty (+dB].

Blast Doors Movement Track
Ooooooodsly O0«+2) O 0 (Shut)
=» =+ = = (Check boxes in this direction)

Pilot Success Track

OOOO0O000O0 (Escapel)
= =» =» =» (Check boxes in this direction)

Sensors

A hero using the sensors can provide the pilot with a
bonus to his or her Vehicle Operation-space vehicles
skill check. The bonus is determined by the success
of a Spaceship Operation-sensors skill check:

Failure, no bonus; Ordinary, -1 step (-d4); Good,
-2 steps (-d6); Amazing, -3 steps (-d8).

Other Actions

The ship's weapons won't damage the huge blast
doors, so a hero utilizing the weapons station won't
accomplish anything. The herces searching the ship
discover that nothing out of the ordinary has been
left behind—no bombs, no tracking devices, nothing.

EnDing THE ADVENTURE

When the pilot slips the starship through the blast
doors, this adventure ends. The heroes gain the grat-
itude of the Concord and Ambassador Kestrul.

Turn to “Improving Herces" at the beginning of
this book. It tells you how to award the heroes so the
players can make them better. That's one of the ben-
efits of playing heroes in a series of adventures.

When everyone is ready to play again, goon to
“The Mine of Misfortune,” the second adventure in
this bocklet.

E1-188 WOHd 1d4]S3 p
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AnvEmTUR

THE MinE OF/

As the adventure begins, the heroes meet with the
Beltar, @ mining ship that has landed on an asteroid.
Communications from the mining ship have halted,
and the Concord is concerned about what has hap-
pened to the miners. The heroes are the closest avail-
able action team and are sent to investigate. They'll
soon figure out that the ship is empty and that the
missing miners are probably in the mine itself.

The read-aloud section below brings the players
up to speed and gives them enough details to begin
play. Everything else should become clear as the
adventure unfolds.

The full-page map on page 13 shows the layout of
the Beltar. The heroes are equipped with everything
listed on their Hero Folders.

Read the boxed text below to start the action.

i
Since rescuing Ambassador Kestrul, you and

the other crew members of the starship Lancelot |
have been anxiously awaiting your next mis-
sion and fighting off cabin fever. Just then, you
get a message from your boss, Commander
Michael Justin of the Galactic Concord.

The transmission {from Commander Justin
specks of the mining ship Beltar, which has
been working on aon asteroid in the Vicek balt
for the past 2 wasks.

“We normally get daily transmissions from
them, but we haven't heard from the Belfar sinca
late evening two days ago. I's probably some-
thing as simple as a broken transmitter, but
we'd like you to check it out and make sure
they're okay,” says Commander Justin,

“Please get on this as soon as possible.”

\ 54

If the heroes want to talk further to Commander
Justin, he is polite and businesslike but doesn't
know much more about the Beltar. Heroes who suc-
ceed at an Awareness-intuition or an Interaction
skill check either sense or determine from the com-
mander’s manner of speech that he is moderately
concerned about this matter. If pressured for more
information, Commander Justin says he can't give
out what he doesn't have and suggests that the
herces check their ship’s computer for common
knowledge about the Beltar.

If the herces call up information on the Beltar
with their ship's computer, they discover that:

P The Beltar is a standard Mokthar-model mining
ship made by a company called StarMech.

P The captain, a weren named Motch, leases the
ship from the Concord.

P Normal procedure for this sort of mining ship is
to land on an asteroid, dig downward, and connact
the ship’s bottom docking slesve to the mine shatt.
The shatft is then pressurized, and the workers can
climb down a ladder into it and tunnel horizontally
to find valuable deposits of rhodium. As these side
tunnels are depleted, they are sealed oft and new
ones are started.

When the herces are ready to proceed, read the
tollowing:

_\n\
Your ship reaches the Beltar in just under two

hours. It has landed on a large astercid. desig-
nated T10935636113, which the ship's scanners
indicate is rich in rhodium, a valuable element
necessary for building the stardrive that allows
your ship to make the jump between star systems,
From a safe distance of 2,000 maters, your
seanners con tell that the Beltar still has power
and doesn’t appear to have suffered any dam-
age. However, it doesn't respond to any hailing
transmissions, and there seems to be no move-
ment going on within the ship. Also, a powerful
coded radio transmission is coming from an
area inside the asteroid.
B o
There isn't much else that can be determined
{rom outside the Beltar. The coded transmission
cannot be deciphered by the Lancelots computers.
The best bet for the heroes is to bring their ship
closer and dock it to the Beltar's airlock. Any hero
with Vehicle Operation-space vehicles can dock
without even making a skill check. Then, the heroes
can board the ship. The heroes can bring any of
their gear along that they can carry. When they
board the ship, they start in the location marked "1”
on the Beltar map (the airlock).

Duick GAMEMASTER
InFo on THE BELTAR

The Beltar has been deserted {or nearly two days.
Forty hours ago, one of the miners working on
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expanding a tunnel broke into an open area. This
area didn't appear to be a natural formation, so he
radioed back to the ship and went in to lock around.
When his fellow miners didn't get an answer from
him after an hour, they went after him. Eventually
the entire crew left the ship to investigate, and no
one has returned. Of course, the heroes need to find
this out over the course of this adventure.

The Beitar is a medium-sized spaceship. It's not foo
foncy and has enough accommodations to make it liv-
able, if not entirely homey or comfortable. The ship has
artificial gravity, a crew of seven, and one ship-mounted
laser. The floors are bare metal unless otherwise noted.
Hallways ond rooms are illuminated by small electric
lights. Interior doors open at the press of a button.

If the heroes wish to look around the mining ship,
proceed to the section called "The Beltar.” If they
decide to get to the mine as soon us possible, or
once they have finished looking around the Beltar,
move aghead to the section called "The Mine.”

Thne BeELTAR

Each of the rooms of the Beliar has a section of
boxed text (which you can read aloud to the players)
and regular text (which contains more information
that can be discovered if the heroses look around).

Crew of the Beltar

Motch Krajal, Captain
Moich is a weren and has been a mining captain for
the Concord for the past eight years. Incarcerated
several times for extortion. he was released to his
current position after being rehabilitated. Motch is
ohsessed with control. As long as the crew defers to
his quthority, he remains pleasant.

Appearance: Tall, broad, stiff mane of hair.

Janet Warhol, Pilot

Warhol is a profanity-spouting. internet-surfing,
middle-aged humean female. She has been working
with Maotch for three years. She keeps emotionally

apart from the rest of the crew, probably due to her
history of depression.

Appearance: Short, very thin. medium-length
blonde hair.

Don Webber, Technical Dfficer
Webber is @ human male in his late twenties. A
gkilled engineer and computer operator. he has
been keeping the ship running since Moich took
over as captain. He has a fondness for old Earth
musicals.

Appearance: Short. slightly everweight. long.
curly. black hair.

Yatil Montanya, Miner
Yatil is a gquiet-talking humon with an obvious

1. Airlock

i .
The Beltar’s outer airlock cycles open with a

| hiss, revealing an empty airlock chamber. Even

from outside the outer door, you can see that the

status panel on the inner airlock door shows a

series of green lights. The inner airlock door is on

the other side of this room, next to the status panel.

The floor is covered with a nonskid pad that has

a lot of scuffs, oil stains, and scrapes on it.

e

The status panel contains a small graphical dis-
play. an alphanumeric keypad, and a two-way com-
municator that connects to a similar panel on the
other side of the inner airlock door. Any of the
heroes will be able to use the keypad to open the
airlock door without making a skill check.

2. Engineering Room

-

This room buzzes with high-tech machinery.
Batterad, dirty service panels, storage compart-
ments, and computer terminals line the walls.
Litter has been pushed into the corners.

LY

cybernetic eye. He is a third-generation astercid
miner. He likes eleclronic games and holomovies.

Appearance: Tall. prominent nose and cheek-
bones, slight mustache.

Nan Vareet, Miner
Nan is a young human male. He is the newest
member of the crew, and his posting to the Beltar is
his first mission in space. Nan studied seismology
and geclogy in college. He is enthusiastic and
inquisitive.

Appearance: Slender. dusky skin. short black
hair.
Nestor Payeva, Security
Nestor is a middle-aged human male. He joined
the Beltar crew after being removed from a law-
enforcement job for taking bribes. He is sarcastic
and talkative.

Appearance: Medium height, fair skin, long red
hair and beard.

Walter Jackson, Miner/Medic
Jackson is a male human born on Spes. He was
trained in the Concord military as an airborne
infantrymen. He took the job on the Beliar after
mustering out of the armed forces. He enjoys
wargames and model building.

Appearance: Tall, muscular, dark skin, short
hair.




There doesn't seem to be anything out of the ordi-
nary in either of these rooms. (The room on the left is
engineering room 2A, and the one on the right is 2B.)
The computer screens show data on the power
output of the engine, power consumption of various
compartments and ship systems, and =0 on.

The storage compartments contain engineering
tools, spare parts (including light bulbs), cld candy
wrappers, and miscellaneous junk. The litter is =imi-
lar materials.

Anyone who tries to use the computers here gets
o -1 step bonus (~d4) to their Knowledge—computer
operation, Computer Science-hacking, or Spaceship
Operation ekill check. With at least an Ordinary suc-
cess, a hero is able to determine thot:

b All of the ship's systems are receiving power,
even the communications and sensors systems,

» The belly rear haich ({leading to the mine shaft)
is open.

> Nothing on the ship has been manually acti-
vated since two days age.

3. Bridge

Fastened to the wall opposite the doors to w
this narrow command deck are a wide series of
panels set with dials, buttons, keyboards, and
computer monitors. Three chairs are bolted to
the floor in front of these panels. The middle
chair is considerably larger than the other two.
The wall above the panels is a large curved dis-
play monitor currently showing the asteroid out-
side the front of the ship. The {loor is covered in
a durable short-fiber carpet.

L A

Anvone who tries to use the computers needs to
meke a successtul Knowledge—computer cperation
or Spaceship Operation skill check (with a -2 step
bonus in either case). If the hero gets at least an
Ordinary success, she or he discovers:

» A schematic of the ship. Sketch or trace the
map of the Beltar for the players.

» The computers all work normally.

» Any information that could be discoverad with
the computers in the engineering section (area 2)
can be discovered or verified here.

» The communications system is also fully func-
tional. The heroes can contact Commander Justin from
the Beltar if they wish, If they do so now, he insists
that they continue their investigation until they dis-
cover what has happened to the crew. You can decide
to allow herces to make Awareness-intuition or Inter-
action skill checks; anyone who succeeds can sense
or determine from the commander’s manner of speech
thet he is now very worried about the crew of the
Beltar but is trying to hide the degree of his concem.
He has no new information for the heroes.

» The computer contains mission logs for the
Beltar. These logs contain the captain’s reports of the
crew'’s status and the amount of ore it has mined
from the asterocid. The last two records are the only
ones of any interest:

19:52; "Yatil's group broke through into an open
space in the asteroid. They are proceeding with cau-
tion.”

20:35: "Haven't heard anything from Yatil's group
or any of the others. Webber, Warhol, and myself are
entering the mine to investigate.”

» General information on each crewmember,
including ID picture, brief history, and psychological
profile. Feel free to read or paraphrase the informa-
tion in the sidebar on page 14.

4. Captain’s Cabin
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This L-shaped room contains a large refriger-
ator and a bed big enough for a weren. Posters
of snowy landscapes decorate the walls. A large
footlocker is pushed against the side of the bed.

The refrigerator contains carefully wrapped and
labeled hunks of meat from various animals. This is
Meoteh's personal stash of his favorite foods. The
meat is unspoiled, although some of the animals are
exotic enough that anyone but a weren would not
find them very appetizing.

The footlocker contains a weren-sized jumpsuit,
an assortment of weren personal grooming items
(tools tor keeping claws clean and sharp, for exam-
ple), a book, and a broken sword, The book is o text
of weren philosophy. The handle of the sword is
gized for o weren, and the blade probably would be
almost 2 meters long if it hadn't been broken oft
about 30 centimeters from the handle. The break
does not look recent. The rest of the blade is missing.

5. Crew Cabin A

-

This cramped room holds two beds and two
footlockers. The left corner has a personal com-
puter terminal, a stack of books, and a calendar
with holographic pictures of attractive male
fighter pilots. The other comer features plastic
and wooden models of ships, cars, planes, and
space vehicles hanging from the ceiling.

4

The left side belongs to the Beltar's pilot, Jonet
Warhol. The right side is used by Walter Jackson.
Warhol's books are all about conspiracy theories,
Jackson's models are scaled-down versions of cur-
rent and historical craft.

15
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6. Crew Cabin B

This is a very messy crew cabin, with piles
of clothes and clutter everywhere. One side con-
tains a personal computer and a hand-held
video unit. Brightly colored magazines are
stacked up next to them. Several cardboard
boxes are stuffed under the bed, and a battered
footlocker stands at the bed's foot. The right side
of the cabin is in similar disarray, with books of
a more muted color than the magazines
crammed into every available space. The foot-
locker on this side locks relatively new.

L v,

Yatil Montanya and Nan Vareet share this cabin,
as they appreciate the same sort of decor and have
the same lack of regard for organization. The cabin’s
left hall is Montanya's; the computer is loaded with
the newest games, the magazines are game maga-
zines, and his boxes and foctlocker hold yet more
games. The books on Vareet's side are on various reli-
gions, science, philosophy, and politics. His footlocker
contains some personal effects and letters from home.

7. Crew Cabin C

( This cabin is somewhat unkempt but not
entirely messy. The left-hand side has a bed, a
footlocker, and a compact refrigerator. A large
stack of beer bottles takes up most of the left wall.

The right-hand side also has a bed and a
footlocker, as well as a portable holoviewer. A
pile of candy wrappers has been halfheartedly
pushed under the bed. The smell of chocolate is
strong near them.

5 ¥

Nestor Payeva and Don Webber use this cabin.
Payeva's footlocker (on the left) contains clothes,
some old photos of groups of police officers, per-
sonal effects, and a charge pistol with no bullets.
The little fridge holds a dozen bottles of high-quality
beer. Webber's area is fairly neat aside from the
candy wrappers; his footlocker contains many holo-
graphic crystals of Earth musicals.

8. Galley/Mess Hall

( The fore section of this cramped cabin holds 3
a small kitchen unit and pantry. The remainder

of the cabin is filled with two rectangular tables
and eight chairs. All are made of tough plastic
and metal. The remains of two meals molder on
one of the tables. A small book rests open next

to one of the two place settings. The smell of

spoiled food has started to fill the room.
A =

This is the food preparation and dining area of
the ship. The pantry is filled with enough food to
last all seven crew members two months or more.
The kitchen doesn't appear to have been cleaned for
a week, and numerous dirty dishes are stacked on
the sink and countertop. The tables are covered in
old water rings, spills, and scratches. Little effort
has been made to keep them anything more than
nominally clean. The book is about a conspiracy by
the government to control pecple’s minds through
radio transmissions.

9. Storage Closet

( This small utility closet contains a first aid kit,
a fire extinguisher, extra vacuum masks, cleaning
supplies, a hand truck, and other miscellanecus
items common to supply closets everywhera.

.

The door of the closet has "STORAGE" stenciled
on it. Any item that could normally be found in a
mining ship's supply closet has a good chance of
being here.

10. Drilling Machinery

This area is not easily accessible to the crew, as it is
operated remotaly from a computer; there are no doars
leading to this compartment, but this machinery can
be accessed through clozsed hatches on the walls
along this room. If the heroes take the time to look in
here, they find drilling machinery, currently turmned ofi.

11. Life Support

This large compartment is devoted to main-
taining the ship'’s ability to keep its inhabitants
alive. This equipment emits a cyclic rumbling
noise that quickly becomes annoying.

All of the life-support equipment is functioning
normally. The Beltar has a much larger life-support
compariment than most ships its size because it also
controls and supports the environment of the mine.
Long hoses extend from the underside of the ship
through the bottom rear docking sleeve and into the
mine tunnels to focilitate air circulation.




o —

12. Cargo Bay

\

This large room is built much like a ware-
house. Broad metal shelving units stretch out
from the aft wall of the compartment in rows.
The shelves are filled with rows of gray plastic
crates. The floor is littered with small pebbles,
grit, and rock dust.

A 4 S/

This compartment is where the crew stores the
ore mined from astercids belore depositing it at a
Concord refinery. The crates contain nuggets of
rhodium are. Each nugget is about the size of a
human thumbneil. About one-fifth of the crates have
been filled.

13. Mining Equipment

The door to this area is a long sectioned panel that
collapses, accordion-style, to reveal a storage space.
It is about haliway open when the heroes first
arrive.

'/, This wide closet is divided into three smaller \
sections. The first section is lined with vacuum
masks and replacement oxygen candles (to refresh
the oxygen supplies in the suits). The second is a
garment rack that holds a few vacuum-proof jump-
suits (like the ones you are wecring) and seven
empty hangers. The third section has portable
mining equipment: rifle-sized drills, grav shovels,
and ore sifters.

A ot

This is a convenient place for the workers to stow
their gear when they leave the mines. Workers typi-
cally each carry a vacuum mask just in case the air
goes bad in the tunnel. The jumpsuit is a tough gar-
ment that not only maintains air pressure but pro-
tects against injuries from sharp rock.

The drills are combination drills and cutting
blades. They are generally too unwieldy to be used
in a fight. A grav shovel is a high-tech scoop that
automatically counteracts whatever mass is on i,
making it weigh almost nothing. The ore sifter looks
like a bucket with an electronic funnel on top.

14. Hatch
—

This area has a large, airlock-type door in
the floor. The door is open, and o metal ladder
extends downward through it. Small artificial

| lights affixed to the wall interrupt the darkness

balow.
L

The girlock on the floor is the mine access hatch. It
connects to the mine through the belly airlock. When
the heroes decide to go into the mine to continue
their exploration, proceed to the section of this
adventure called "The Mine."

15. Bathroom

This is a bathroom. A toilet and sink take up
most of the room. A large cabinet here holds toi-
letries and other supplies for the seven crew
members,

There is nothing out of the ordinary in the bath-
TQom,

16. Shower

This is a shower unit and full-body air dryer
that i= also used for cleaning clothes. The drain
looks like it is partially clogged by weren hair.

As with the bathroom, there is nothing unusual
here.

Tue MinE

At the start of this part of the adventure, the heroes
should have come through the spaceship Beltar and
decided to enter the mine in search of the missing
crew. Try to make sure the herces stick together and
enter the mine as a group. The player of any hero
left behind in the Beltar or the Lancelot isn't going to
have much to do.

This mine is in a fairly large astercid. Gravity cn
the asteroid is about one-fourth Earth normal. The
heroes will find this a little strange at first, but they
will quickly get used to it. The narrow tunnels twist
frequently, so heroes won't be helpad or hindered
much by the low gravity.

The main vertical mine shaft is very smooth.
Short metal ladders have been bonded to its walls
to allow easy climbing. The positioning of the side
tunnels requires that there be an allowance for
some horizontal movement in the vertical shaft, and
at these points there are two columns of ladders.

The miners have sealed off parts of the mine. As
these sections were depleted of rhodium ore, the
miners didn't want to waste life support on them.
They used plasticrete (a fost-setting epoxy resin) to
place airtight doors in the tunnels. The doors look
and work like the wheel-cranked airlock doors on a
submarine. The doors allow the crew to access these
areas ot a later time if necessary. The air in the
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places without recent life support is cold and stale,
but not deadly.

The parts of the mine that were still being used
{the vertical shaft and the most recent digs) have
artificial lights every 10 meters. The rest of tha mine
is dark, ond the heroes need to bring lights with
them if they want to see. (The room descriptions
below assume that the heroes have lights.)

The walls, floor, and ceiling of the tunnels are
rough but not sharp enough to cul through a stan-
dard jumpsuit. There are plenty of hand- and
footholds should somecne want to climb along a
wall or up a vertical shaft. Long hoses run from the
ship into the lighted tunnels, The hoses bring fresh
warm air to the miners. Areas that are sealed off
don't have the hoses in them to warm and refresh
the air.

The three horizontal levels of the mine are Alpha,
Beta, and Gamma. The miners have closed oft Alpha
and Beta, but the heroes will discover those tunnels
are not emply anymore.

Entering the Mine Shaft

It is an easy matter for a hero to climb down the
sturdy access ladder and enter the mine shaft. As
long as the heroes aren't trying anything strange,
they can climb the access ladder without making
any skill checks or teat checks.

Klick Cryosentry

Abilities
STRENGTH
DexTERITY
CONSTITUTION

Durability
Stun (8)
Wound (8)

Action
Action Check: Ordinary
Movement Rate: Glide 6. Fly 18

Attacks

Cold Spray* Ordinary Good

Skill Score 14 7
Damage dbs

Tentacle

Skill Score | 4
Damage dds dd+ls
*Short/medium/long renge of 6/12/30 melers

INTELLIGENCE
WL
PERSONALITY

Defenses
Armor: db
Speed: +1 step penalty (+d4) to attacker

Should a hero jump or tall down the shatt, he or
she must make a Dexterity check. If the result is a
Critical Failure, the hero suffers d4+2 points of
wound damage. A Failure result means the hero
sustains d4 wound points. An Ordinary success
means the hero suffers dé stuns. A Good or Amazing
success means the hero only falls a short distance
before grabbing onto the ladder or a ledge, stopping
the fall and preventing injury.

There is nothing interesting at the bottom of the shaft.

Dealing with Encounters

In this adventure, the heroes are going to run into
some hostile alien robots called cryosentries. Their
starting locations are marked on the the map of the
mine. These rocbots attack the herces on sight. lf a
fight breaks out, check to see if there is another
robot on the same lavel of the mine within 15 meters
of the fight; if so, that second robot arrives in the
second round and joins the fight.

Mine LocAaTions

Each unexplored area of the mine is considered a
scene for the purposes of regaining stun damage (in
other words, all stun points are regained after a
fight is over).

Klick cryoseniries are |-meter-tall techno-
organic robots designed to monitor and defend
klicks in suspended animation. They are capa-
ble of maintaining the eryogenic devices the
klicks use: they can free a klick in coldsleep sta-
sis or put one into stasis. Their roughly cylindri-
cal bodies can {loat above the ground, moving
quickly in any direction using their internal
antigravity flight mechanism. Evenly spaced
around their trunks are three tentacle arms for
manipulating objects. Three smaller tentacles
with eyes on the ends sprout from the underside
of their trunks. Because of eryosentries’ trilat-
eral symmetry. they do not have backs and can
attack in any direction. The tops of their trunks
have a single long tentacle with a hole at its
end. This tentacle can spray a freezing liquid
leold spray) either to seal a breach in a cryogen-
ics chamber or to disable threats. Cryosentries
appear to be alive but are really just complex.
organically grown machines. They do not feel
pain when injured. although they leak fluids if
severely wounded.
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X Cryosentry

% Disabled robot

| Level Alpha main door
Level Alpha, front section
Level Alpha, back section
Floor hatch and tunnel
Level Beta main door
Disabled robot

TNNLHOASIN 40 JHIW JHL P

Level Beta

Baliar
oot te
scale)

Gamma

Asteroid

7 Level Gaommao main door

8 Level Gamma, front section
9 Guaording cryoseniries

10 Broken airlock

11 Breakthrough

12 Strange hallway

Alien storage

Alien aoirlock chamber
Cryosentry room

Klick hibernation room

One square = | meter




THE MINE OF MISFORTURE p>

20

1. Level Alpha, Main Door

This emall landing has barely enough floor
space for one person to stand on it. A manual
airlock door has been installed herse, closing off
access to whatever is behind it. The lite-support
cables extend past this landing into the lower
parts of the mine.

. ¥

Turning the locking wheel easily opens the door,
although the wheel and the door are cold to the
touch (about the temperature of a tiled kitchen floor
in the morning). If they open the door, the herces
notice that the air beyond the door is a little stale
and much colder than the air in the vertical shaft. It
is about 7°C (45°F).

Fortunately, the jumpsuits the heroes wear are
enough to keep them warm for several hours at this
temperature. The door remains open by itself if it
isn't closed. It can be opened from either side, so
there is no chance of being trapped behind the deor.

2. Level Alpha,
Front Section

~
The cold. stale air in this section smells

strongly of dust. Your lights reveal that just ahead
is a Y intersection. The left passage turns sharply
s0 that you can't see more than a few meters in
that direction. The right passage ends about 10
meters away in another manual airlock door,

:

A eryosentry is waiting just out of sight in the left-
hand tunnel. After a few seconds of evaluating the
situation, it radios the other cryosentry waiting far-
ther dewn the same tunnel, then flies forward and
attacks. Allow the heroes only @ moment to consider
their options before describing the sudden and men-
acing appearance of the cryosentry (see the descrip-
tion on page 18).

Have the players roll action checks to determine
the order of the heroes’ actions. Because the
cryosentry has the advantage of surprise, it will act
in the Amazing phase this round. For the later
rounds of combat, the eryosentries take their actions
in the Ordinary phase.

Note that the robots are small enough that only
two heroes can fight one of them in hand-to-hand
combat at a time—make sure the players know this
before they decide what to do with their heroes' first
actions. In addition, if two people are fighting a
cryosentry in melee combat, other heroes won't be
able to shoot at the cryosentry without hitting
another hero, If the heroes can attack a cryosentry at

a distance, all of them can fire their missile
weapons at it without a chance of hitting each other.

The second cryocsentry arrives at the beginning of
the second round and attacks a hero different from
the one the first robot attacked.

Retreat Options

Should the herces retreat from the fight, the cryosen-
tries follow them as they flee. [f the heroes leave this
level, the cryosentries follow them out unless the
door in area 1 is closed and sealed shut somehow.
(The robots can open the door if it's just closed.) A
couple of shots from a laser pistol should seal the
door. If blocked off in this fashion, the cryosentries
use their cold spray to weaken the door until they
can break through it. This takes 5 minutes. If the
herces are not in the immediate vicinity of Level
Alpha when the robots break through the doar, the
cryosentries go back to patrolling this floar.

3. Level Alpha,
Back Section

The air beyond the security door is stale and
cold. Your lights show three passages leading
out of this area. The middle one has a small
alcove cut into it.

The cryosentries explored this area and found
nothing worth their attention. Since the cryosentries
guard the only access to this, they left it closed off.

The herces can wander around and explore this
area if they like. There is nothing interesting, valu-
able, or informative left behind. Eventually the
heroes will want to investigate another part of the
mine, such as the door leading to area 4.

4. Floor Hatch and Tunnel

el N
This short space is only unusual because of

the airlock hatch set into its floor, There are no
other exits.

Note that two places on the map are marked with
a 4. This description applies to both of them.

The hatch opens to reveal a diagonal tunnel
leading down to the next level, The tunnel was dug
as an emergency measure. [f someone were
trapped by a collapse in the upper level, it would
be possible to use this tunnel escape to salely on a
lower level.

The tunnel is not smooth enough to slide down.
Heroes must craw! through it to reach the next floor.
The angle is steep enough and the trip long enough




that anyone wanting to crawl up the tunnel should
roll an Athletics—climb skill check to make it up.
Those who {ail must rest at the halfway point for one
minute before continuing on o the top.

If the cryosentries have followed the heroes here,
they can fly up or down this diagonal tunnel at their
normal speed, which means that they can easily
catch up with any herces in the shaft. Furthermore,
any close-up attacks using the Melee Weapons or
Unarmed Attack skills that the heroes try in the awk-
ward-angled tunnel are at a +] step penalty (+d4).

5. Level Beta Main Door

x ™
Like the landing at Level Alpha, there is '
barely enough room for a person to stand here,
The airlock door is slightly ajar.
Il"u .-'Jl

See the description of area 1, above. Leve] Beta is
mostly deserted of activity, as the mining had moved
down to the lower level.

A slight repetitive clicking noise can be in
this area of the hall, apparently coming from a
strange cylinder lying on the ground with sev-
eral tentacles extending from it.

;. Py

The cylinder is a severely damaged crycsentry.
Its main tentacle has been almost completely sev-

ered, and its main body section has two sets of large
slash marks in it. It lies on the ground in a pool of
strange fluids. It is struggling to right itself with its
one intact manipulation tentacle and {ailing repeat-
edly and miserably. The robot has only 1 wound
point left, and any weapon that can inflict wound
damage causes it to collapse with a hit.

What Happened Here: Krajal, Webber, and Warhol
entered this area to find the other miners and were
attacked by two cryosentries. The weren held the
robots off while the two humans tried to get away.
Krajal disabled one cryosentry before being brought
down, and the fleeing humans were caught soon after.

7. Level Gamma Main Door

Like the previous landings, this landing is W
short on space. However, unlike the others, the
manual airlock door here is wide open, and the
life-support hoses from the Beltar extend
through the open hatchway into the lighted tun-
nels beyond. |

= =

Level Gamma is where the active mining of the
asteroid was taking place, which is why the lite-
support cables extend into here. This level is also lit
by the same kind of artificial electric lights used in
the main vertical shatt. Here the herces can discover
gome strange things, including where the cryosen-
triee came trom.
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Postcognition—Area b

Ordinary: Dea senses anger. frenzy. and
pain.

Good: Dea sees a still image of a weren
slashing one of two cryosentries with his
claws. The cryosentry looks to be severely
damaged. but the weren's fur is covered in
frost. and he is bleeding from the mouth.

Amazing: Dea sees the same fight. but al
an earlier stage. A shorl. slightly overweight,
ocbviously frightened man can be seen crawl-
ing through the airlock door while the weren
squares ofl against two many-tentacled flying
things. The weren and the tentacled things
fight for a while, and the weren manages to
knock one out of the air, but the other one
finally brings him down with a spray of
steaming liquid and a hit from o tentacle.

8. Level Gamma
Front Section

ll.v"
To the right is a closed manual airlock. To

the left is a tunnel that splits into a Y intersec-
tion. The right fork of the Y turns to the right,
while the lett fork stays straight and forks again
about 20 to 25 meters away. Life-support hoses
run along the floor in both forks.

L Iy

Just off of the right side of the "Y" are two
cryosentries: one damaged and one unharmed one.
The damaged one was struck by Krajal in area 6 and
has obvious deep cuts on its central body; it has 5
wound points remaining instead of the normal 8. As
soon as the heroes pass through the airlock, the two
robots move forward and attack. As soon as combat
begins, have the players roll action checks.

9. Guarding Cryosentries

To the right is a closed manual airlock, To
the left is o tunnel that splits into a Y intersec-
tion. The right fork of the Y turns to the right.
while the left fork stays straight and forks agoin
about 20 to 25 meters away. Life-support hozes
run along the floor in both forks.

None of the air cables leads into this area. i is
colder here, and the air is a little stale. In the center
of the mining tunnel are the unconscious bodies of
the crew of the Beltar. Guarding them are two of the

flying robots, which sweep toward you moments
after they spot your arrival.

The two cryosentries attack immediately. Once
the robots are defeated, the heroes can look alter
the fallen crew of the Beltar. All of them are present
and alive, but in bad shape. A hero with Knowl-
edge-first aid or Medical Science-treatment can
revive one of them with a successful skill check.
The crew members are injured (with minor bone
fractures, moderate frostbite on exposed skin, and
so on) and have been breathing poor air. They are
unable to help in a fight and may need help walk-
ing. The best bet for the heroes is to help the crew
back to their ship and lel them get some rest, or
take them to the sick bay on the Lancelot and get
them treated.

Yatil will warn the heroes aboul what he found in
the far part of this mining level:

"We broke through a wall into some sort of
alien gecret tunnel. That's where we saw all of
these little flying guys. There’s something weird
going on in that room, I'm sure of it.”

\

e -

At this point, the heroes have succeeded in their
mission; they have found the miners, and all of them
are alive. However, there is still the mystery of the
alien tunnels o investigate . . . a puzzle no true hero
would ignore. Should the heroes decide not to look
into the alien tunnels, but report their presence to
Commander Justin, he will order them to make at
least a cautious investigation of the area.

10. Broken Airlock

( This is the location of a menual airlock doaor.

| Unlike the others you have sean, this one seems
to have been broken into several small pieces, as
if it were made of glass or porcelain. There are
odd cracks around the edges of the break. The
hole left in the door is unquestionably large
enough for one of the {lying drones to get through.

\ S

e, — —r

The door pieces are on the side of the airlock
leading toward area 9. Life-support hoses run past
this door and toward area 12. The electric lights
follow the hoses. (The tunnel on the other side of the
door is dark.)

If the heroes can't figure out what happened here,
have them make Knowledge-deduce checks with a
-1 step bonus (~d4). Those who succeed realize that
the cryosentries probably froze the door with their
cold spray and were able to break it while it was
superchilled. Later doors were opened normally
when the robots figured out how to operate the doors.
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Postrognition—Area 10 bad shape. It has been cut open with something
; == sherp, and only a few ragged strips remain to
Ordinary: Dea senses determination. block access into the next room. The sour smell
Good: Dea sees a vision of two of the many- seems o be coming from the damaged door.
tentacled alien robots spraying the door with = i

their top tentacles. Ere : v
< s This is a section of an alien secret base. The

aliens—klicks—use « lot of biotechnolegy, and the
doors are quasi-living organic robots, as are the
cryosantries. The miner Nestor Payeva used his drill
to cut through the door leading to area 17.

The other door is fully functional and very tough. It
opens automatically if a cryosentry touches it with a
tentacle or a klick touches it with one of its pincers.
Touching such a tentacle—even from a dead cryosen-

try—to the door couses it to spiral open and remeain
1. Breulcthruugh open for 5 minutes. The door does not close on any-
thing alive (it waits until the living thing moves, then
closes). The door can be forced open with a Strength

Amazing: Dea sees the two flying robots
spray the door repeatedly with their top tenta-
cles until it is coverad in a thin layer of frost.
After pausing for a moment, they whack it with
their tentacles several times until it shatters,
and then fly through the opening.

The rough-hewn walls of the mine tunnel

end. Here, the miners seem to have broken check (with a +3 step penalty) or by a successful

through into an existing chamber. While the Technical Science-repair skill check.

electric lights and life-support hoses stop

halfway down this branch of the tunnel, air is 13. Ali=n Etnrage

blowing gently from this new area, and it is illu-

minated by dim yellowish lights. The air has a - =

slightly sour smell but lacks the stale taste of | This room is lit much like the connecting

the dead air from the closed-off mine tunnels, hallway with odd hemispherical eyes of light.

Two grav shovels and ore sifters and one drill i The walls are lined with stacks of small cubes

are on the floor in front of the hole. of various colors—brown, yellow, and red being
X 7 most common—made of some kind of gelatin.

This is the discovery Yatil made that was men- & 4

tioned in the ship's logs on the Beltar. The mine This iz o storage room for supplies for the klicks.
tunne] intersected area 12 at an angle. The miners The cubes are actually liquid or semisolid matter
widened the breakthrough opening a bit befere encased in a sort of clear sealed plastic wrap. Some
moving into the area beyond. As it is, the opening is of the cubes are food, some medicine, some the alien
a tight fit for a weren, but any humem or smaller equivalent of motor oil, and so on. In every case, the
creature can fit through it with no trouble. items are of alien origin and are fairly toxic to the

heroes if eaten. (Use the rules for poison presented
in the "Hazards” section of the Rules Book )

As they look through this stulf, have each hero
make an Awareness-perception skill check. Anyone

12. Strange Hallway

As your eyes adjust to the dim lights in this iy who succeeds notices a small pile of discarded plas-
hallway, you identify two strange features. First, tic wrap. This stuff hos some of the brownish mate-
the light fixtures don't seem to be made of metal. rial on it. (The klicks ate some of their food.)

If anything, they're like the smooth, leathery skin

of the flying robots. The light they give off comes 14. Alien Airlock Chamber
from a featureless eye in the middle of the hemi-

spherical light fixture. -

Second, the exits at either end of the hallway As you make your way through the chopped-
don't resemble anything you have seen before. up door, you reach a larger room of similar style
The floor, walls, and ceiling are covered in a and alien origin to the previous room. There is a
smooth-locking resin, not unlike the material of large door on the far side of the room and a cir-
which the light fixtures and robots are made. The cular raised area on the floor made out of the
exits—or what you assume are exits—are sec- resin. The door has been cut open like its prede-
tions of similar resin-stuff, looking much like the cessor. The raised area on the floor has some
top of @ human fist. One of the exits is in really sort of clear section, like a window.

L =4 X B
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The big door into this chamber was also chopped
open by Payeva with his mining drill. The raised
aredq is an airlock. It connects to a 30-meter-long
tunnel that ends in another airlock on the opposite
side of the asteroid. The far airlock is camouflaged
on the cutside to look like stone that matches the
rocky exterior of the asteroid. The two airlocks oper-
ate as a pair much like human-built airlocks, but
can only be opened if cut or touched by an alien.
Cutting an airlock door is a very easy way to get
yourself sucked out into space if you don't know that
the other side is open to vacuum.

Any movement in this room automatically alerts
the cryosentry in room 15, which waits in ambush;
it will not leave room 15 to attack. The door into
room 15 is only partially cut, so heroes will have
to enlarge the opening or crawl through the
small hole.

15. Cryosentry Room

If a hero peeks through the opening into this room
or crawls through the damaged door, read the
following:
- ~
On the ground here are two miner's drills.
The entirety of the room en the other side—floor,
walls, and ceiling—is covered in the plastic-
like alien resin. The yellow lights show that
another large alien door appears to be on the
far side of the room. Lining each of the side
wualls are four short pedestals similar in color to

R R e R e e o

the flying robots.
. o

The cryosentry in this room is lurking on the left
side of the door and waiting for someone to crawl
through, As soon as a hero sticks his or her head
into the room or begins to crawl through the dam-
aged door, it opens fire with its cold spray.
Because it is prepared for invaders, the cryosentry
gets to act first; just like in area 2 of the mine, roll
an action check for the herces, but the cryosentry

Postcognition—Area 15

Ordinary: Dea senses curiosity turning to
panic.

Good: Dea sees two men standing in this
room: resting on the eight pedestals are robots.
Behind the men. two of the robots risen from
their resting places.

Amazing: Dea sees two men carrying drills
stare about in wonder at the alien room. Behind
them. two robots rise from their perches; the
men spin to foce them. and the other six rise up
and move in,

cutomatically gets to go in the Amazing phase for
this first round. In later rounds, it acts in the Ordi-
nary phase.

The cryosentry does not leave this room. If
brought to 2 or fewer stun or wound points, it re-
treats to area 16. It returns to its current position if
the heroes retreat.

The eight pedestals are rechargers where the
rcbots sit when inactive. Each pedestal has special
grooves where a cryosentry's eye tentacles rest. The
cryosentries are fully charged and won't need
another charge for nearly a month.

The door on the far wall is just like the other alien
doors found in this part of the mine.

16. Klick Hibernation Room
{ ™

Like the previous room, this place is com-
pletely coated in the plasticlike leathery alien
regin. Two areas to the left ond right look like
desks or control panels, with sickly-colored
lights and odd depressions containing buttons,
gwitches, ond keyboards, On the far side of the
room are four circular areas on the ground.
Each is almost 2 meters across. Each circle is
defined by a deep groove, and encompassing
the groove are dozens of regularly spaced
holes.

Standing in front of the desks are four buglike
creatures with several legs and wedge-shaped
bodies. They are facing you, each with a strange
alien device held in its hand. I)

.

The four creatures are klicks. They were awak-
ened by the cryosentries after the Beltar's crew
was captured. They are using their computers to ‘
radio a klick ship to pick them up. They attack the
herces immediately and will not surrender, They ‘
will not follow heroes out of the room unless the
herces persist in shooting at them through the
doorway.

The desks are klick computer terminals, The |
depressions are alien skin-sensitive touchpads that
serve the same purpose as keys on a human key-
board. Anything that isn't a klick or a cryosentry |
has a hard time getting anything to function using
the terminals, because the colored lights are the
only indicators. lf any hero tries manipulating the
computer desks with a cryosentry tentacle, have
him or her make a Personality check. On a Failure,
nothing happens. On any success, roll d4 and con-
sult the following table: |



Roll Result

1 A strange red light comes on in the ceiling, and
everyone in the room suffers d6 points of stun
damage from mental pain. (Armor does not
prevent this damage.) The light then shuts off.

2 The lights on the desk change color, and an
odd buzring =zound is heard.

g The overhead lights turn off. (If this is rolled
again, they turn back on.)

4 The entire desk shuts down for 5 minutes. [t
then turns back on.

The circles are the bottoms of klick hibernation
chambers. When in use, a translucent shield rises
from the circle, and a preservative fluid seeps in
through the holes in the floor until it covers the
klick inside. This fluid keeps the klick alive in sus-
pended animation and helps heal damage. When
the inhabitant of a hibernation chamber is to be
freed, the computer is activated, the fluid is
drained, and the shield retracted. The klick recov-
ers from hibernation in only a few rounds. The cir-
cular groove is at least | meter deep, and the holes
are each about 0.5 meter deap.

Klick

Abilities

STRENCTH 11
DEXTERITY 11
CONSTITUTION 10

Durability
Stun (10)
Wound (10}

INTELLIGENCE
WL
PERSONALITY

Action
Action Checlk:
Movement Rota:

Ordinary
Walk 6. Run 16

Attacks

Pincers Ordinary Good Amazing
Skill Score 14 7 3
Damage dbw db+2w di+2w
Blacklaser Pistol®

Skill Score 12 6 3
Damaoge ddw dd+2w dbi+2w
*Short/medium/long range of 20/40/100 meters

Defenses
Armor;
Speed:

db+1
+1 step penalty (+d4) to attacker

Enoineg THE ADVENTURE

If the heroes have rescued the miners, they have
succeeded. They should contact Commander Justin
and give him o full report. If they report that they
have seen klicks in the tunnels, the commander
tells them to take their ship and the Beltar away
from the asteroid as quickly as possible. He will
send a ship full of soldiers to secure the asteroid.
He commends them on their mission and directs
them to get the crew of the Beltar whatever medical
attention they need, taking them to the planet Spes
if necessary.

Turn to “Improving Herces” at the beginning of
this book. [t tells you how to award the heroes so the
players can make them better.

When everyone is ready to play again, go on to
"Space Invasion,” the third and final adventure in
this boaok.

Other Skills
Skill Ordinary Good Amezing
Athletics 11 5 2
Jump 12
Stealth 11
Sneak 13
Awareness 8
Perception 10

Klicks are a mysterious alien race. They have
shown nothing but aggression and ferocity toward
humans ond humen-allied species. Klicks have
wedge-shaped bodies that are 2 meters long with
six multijointed legs. Their bodies are protected by
hard chitinous armor, with only their bulbous sen-
sory orgons covered in softer tissue. Next to the
sensory orgons are two forelimbs with pincers that
can manipulate objects. Klicks are named for the
strange and annoying noises they make while they
fight. emd for the sounds their hard, pincerlike feet
make when they walk on hard surfaces. No
attempts to communicate with klicks have been
successful.

Elicks are intelligent, cooperate with others of
their kind, and use technological items that seem to
have been biclogically grown. Even their strange
blacklaser pistols appear to be made of organic
substances rather than metals. Klicks prefer to
ambush their foes. with individual klicks picking off
single targets or groups of them swarming over
multiple opponents. Klicks that are captured
quickly die.
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In this adventure, the heroes once again come to
the aid of Ambassador Tale Kestrul. This time, the
Concord diplomat needs a ride to the Trade Con-
sortium conference. Along the way, trouble finds
the ambassador again and the heroes must keep
him out of the clutches of the terrible Serin-Ru.

The adventure begine with a space battle. Dozens
of Serin-Ru attack pods swarm around the Lancelot,
seeking to disable the craft and attach to the side of
the vessel. From there, the pods bore through the
hull and create entryways for Serin-Ru boarding
parties. The heroes must defend the ship from elite
surge-soldiers and battlescreamer robots intent on
destroying them and capturing the ambassador. As
the action unfolds, the heroes must overcome a vari-
ety of hazards and obstacles that turn their own
vesgel into a death trap!

BACKGROUND

Ambassador Kestrul plans to conduct some delicate
negoltiations between two governments in the Con-
sortium, and without him the arguments between
the two are likely to escalate to war. This adventurs
begins as the Lancelot streaks toward the location of
the conference. In the depths of space, the forces of
the Serin-Ru converge on the small starship. In a
few moments, the heroes will ba fighting for their
lives and the life of the ambassador. . . .

Read this material to the players to start this
adventure. After that, the first scene unfolds in rapid
guccession as the players describe what their heroes
are doing and you explain what happens:

After some well-deserved rest and o complete
overhaul of the Lancelot, you're back on the
space lanes and deep into another mission. This
time, Ambassador Talo Kestrul of the Galactic
Concord has asked for you to transport him to a
trade conference on Boruntar 5. The ambassador
has been spending his short time aboard the
Lancelot by hanging out on the command deck
and conversing with you.

", .. And then the fraal representative said in
a calm voice, 'These aren't the datachips you're
looking for,’ * the ambassador says, finishing his

story and struggling not te break into a fit of

L A
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laughter. "I guess you had to be there,” he
adds with an unexpected giggle.
Suddenly o light begins flashing at the sen-

sor station. “Warning!” the ship’s computer
declares in its familiar, mechanical voice,
"Unidentified vessels approaching our position

at extreme speeds!” What are you going to do?

b A

Scene 1:
THE SWARM

Someone neads to check out the sensor display and
get some details on those approaching vessels. A
hero must make a Spaceship Operation—sensors skill
check to interpret the data. Depending on the result
of the skill check, relate the following information to
the players. Include the information of the success
the hero achieves and that of the lesser successas
listed below it. For example, if the hero achieves on
Ordinary success, impart the information for both a
Marginal and an Ordinary result.

Amazing Success—The craft appear to be Serin-
Ru attack pods, designed to attach to the ship and
open the hull so that they can drop troops into the
vessal.

Good Success—The craft have no weapons, but
they seem to be designed to attach to larger ships.

Ordinary Success—The craft have no identifying
marks and are not broadcosting any messages.

Marginal Success—There are approximately two
dozen small, fast craft converging on the Lancelot.

The swarm of attack pods seeks to surround the
Lancelot and attach to the starship’s hull. Once they
are attached, powerful lasers slice through the hull
and provide an entry for Serin-Ru forces.

Some attack pods will reach the Lancelot’s hull.
The heroes can do two things to reduce the number
of pods that reach the hull: they can outily the attack
pods, or they can shoot them out of space.

Call for Action Checks

Have each player make an action check tor his or
her hero.

At least two attack pods will make it to the hull of
the Lancelot. (The heroes don't know this, but it's
necessary for the adventure to continue.) As many



as eight can attach to the hull if the heroes are slow
to react or fail their skill checks. Details on how the
action rounds might play out are listed below, fol-
lowed by the game statistics for the pods.

Action Round 1

One attack pod (the primary pod) adheres to the
Lancelot's hull in the first round, during the Amazing
phase. Three additional pods may or may not suc-
ceed in attaching to the Lancelot. Of course, the
heroes can try to prevent this with fancy maneuvers
or the ship weapons (see below).

At the end of each phase (Good, Ordinary, Mar-
ginal), you roll an "Attach to Hull” skill check for one
pod. A success indicates that the pod has adhered to
the hull. If a phase ends and a ped has failed to
attach, it goes spinning off into space, never to be
seen again. Note that the primary pod doesn't
require a skill check; it automatically reaches the
starship and adheres to the hull in the Amazing
phase. Whenever a pod successfully attaches to a
hull, read:

Thud! You hear a clang and feel a strange
vibration as something collides with the side of
your ship.

A check of the sensors (and a successful Space-
ship Operation-sensors skill check) indicates that
one of the pods has connected to the hull of the ship.
The better the success, the more precise the sensor
operator is able to pinpoint the pod's location (above
the mess deck, for example, or on the outer wall of
engineering).

Dutfiy

Whenever a hero makes a Vehicle Operation-spaoce
vehicles skill check, he or she makes it more difficult
for the pods that haven't acted yet in the round. A
penalty is applied to the “Attach to Hull” skill check
of pods that have yet to act in the round. Penalties
are determined by the success of the skill check—
Ordinary, +1 step; Good, +2 steps; Amazing, +3 steps.

Shoot Em Down
Whenever the hero at the weapons station makes o
Spaceship Operation-weapons skill check to fire the
Lancelot's mass cannon, there's a chance she can
delay or destroy one of the additional peds. If all of
the additicnal pods have already acted in this
round, the hero can target one from Round 2 (thereby
possibly reducing the number of additional pods
available in the second round).

The attack pods are extremely fragile, especially
when attacked by the Lancelof’s mass cannon. With
an Ordinary success, the gunner delays a pod by

Attack Pods

Skinl

Attach to Hull Good

Ordinary
Skill Score 12 B

one phase (if this delays the pod past the Marginal
phase, it spins off into space and fails to attach to
the Lancelot). With a Good success, the gunner
sends a pod spinning out of the battle and into
space, With on Amazing success, the gunner
destroys a pod.
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Action Round 2

This round weorks just like the first round. Another
pod, the secondary ped, adheres to the hull at the
end of the Amazing phase. In addition, three addi-
tional pods have a chance to attach themselves.
Follow the same rules as presented above.

At the end of this round, the Lancelot finally out-
flies the swarm and zooms on towerd its original
destination.

Send a Distress Call

At any time, the heroes might decide to send a dis-
tress call. The nearest Concord vessel, a patrol ship
named the Forbiddance, picks up their message but
is at least an hour away. The heroes will have to
hold cut until help can arrive.

Where Do the
Attack Pods Go?

The primary attack pod carries eight elite surge-sol-
diers. The secondary pod carries a battlescreamer
assault robot. Each additional pod that attaches it-
self to the Lancelot carries three elite surge-soldiers.

Refer to the Lancelot ship map. The primary pod
attaches to the hull and makes an opening into the
ship’s mess deck (area 10 on the map). The second-
ary pod breaks through into engineering (area 12).
The pods lock to the hull, forming o seal that main-
tains hull integrity. Unless the pods are somehow
disengaged from the hull, there's no danger of the
ship being exposed to vacuum.

Additionel pods bust into these loeations, in order
of attachment: auxiliary power (15), engine room (17),
holoprojection bay (1), Futaka's cabin (2), galley (8),
Chandor’s cabin (3). The forces within the additional
pods try to join with either the primary or secondary
force, depending on where they enter the ship.

Go to the next scene, "The Primary Force."

2
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Scene 2:
THE PrRimMARY FORCE

The forces inside the attack pods have a primary
and a secondary mission. The primary mission is to
board the Lancelot, subdue its crew, capture
Ambassador Kestrul, and take control of the ship.
The secondary mission, should the primary mission
feil, is to kill the ambassador. When the Serin-Ru
forces are nearly defeated and only two surge-sol-
diers or a single battlescreamer remain active, the
mission changes from "Capture the ambassador” to
"Kill the ambassador.” Throughout the adventure,
the Serin-Ru forcas have no qualms about killing
the heroes.

Begin using the map of the Lancelot. The primary
attack pod dumps the main force of elite surge-sol-
diers into the mess deck (area 10). Meanwhile, the
secondary pod drops off the battlescreamer in the
engineering section. If the herces react quickly, they
can rush to defend either area. If not, the surge-sol-
diers exit the mess deck and head toward the com-
mand deck (11), rushing the door on the left side of
the chamber.

There are at least eight elite surge-soldiers
aboard the Lancelot at the start of this scene. There
may be more, depending on how mony additional
pods made it to the hull of the starship. The soldiers
in the mess deck (area 10) spend the first round, get-
ting into the ship. In the second round, they get
closer to the command deck.

Additional surge-soldiers (from other pods) follow
a similar pattern. They spend the first round enter-
ing the ship, then use subsequent rounds to head
out and meet up with the primary force.

Options

The heroes could hang out and defend the command
deck, they could head toward one of the rooms
where a pod attached to the hull, or they could look
for a different location to detend. The herces might
also decide to split up and each try something dif-
ferent. Thet's okeay. Find the section below that
comes closest to what a hero wants to do and use
that information to determine what happens.

If the heroes leave the command deck, the
Serin-Ru take control of the ship. Then they send
part of their forces to locate the ambassador. This
might actually work out better for the heroes, as
they can deal with a smaller number of cpponents
at a time.

If the herces decide to hide somewhere other
than the command deck, the primary force will
sacure possession of the ship and then begin a
search. Skip ahead to "Hiding Out” below.

Defending the
Command Deck

If the heroes decide to tough it out and detend the
ship and the ambassador from the command deck,
read the following text:

The door glows, and you hear a sizzle from the
other side. A moment later the door blows open
from a powerful but extremely concentrated
blast. Before the smoke clears, red-armored
warriors step through the door—surge-soldiers!

Have each player make an action check for his or
her hero. The surge-soldiers act in the Good phase.

If the surge-soldiers act first in the round, four of
them move into the chamber while two remain in
the doorway (receiving partial cover, +1 step penalty
to attack them). The last two stay in the corrider
until an oppeortunity presents itseli. Ii the heroes act
firet, they can pin them in the doorway so they only
have to deal with two attackers at a time.

The soldiers avoid firing at the ambassador.
Unless they take heavy losses, their mission is to
capture the ambassador for the Serin-Ru.

If the heroes are clearly separated from the
surge-soldiers, one or two of the soldiers might
decide to tose a stun grenade. The better the result,
the closer the grenade gets to its target. Onan
Amazing result it explodes almost on top of where
the soldier threw it, causing the most damage. On a
Good or Ordinary result, it explodes somewhat oft
target, causing less damage. A Failure result indi-
cates that the throw was too wide; it explodas too far
from the heroes to affect them.

When only four surge-soldiers remain active, they
flee. Go to the fourth scene, "Suicide Soldiers.”

Defending Another Room

If the heroes decide to go to one of the other loca-
tions being boarded, what happens depends on
where they go and whe's there. Of course, by aban-
doning the command deck, they're making it easy
for the surge-soldiers to take control of the ship.

If the heross head for engineering (area 12), go to
the third scene, "The Secondary Force.”

If the heroes head for the mess deck (area 10)
immediately. they can delay the primary force and
conduct the battle there. The surge-soldiers are
spread throughout the room, getting their bearings
after disembarking from the attack pod. The
heroes notice that a portion of the hull has been
melted away, providing the access the soldiers
needed to board the ship. i attacked here, the
surge-soldiers battle to the last man. In this case,
they chonge tactics from capture to kill the



Elite Surge-Soldier

Abilities

STRENGTH 9
DexTERITY 11
CONSTITUTION 10

Durability
Stun (10)
Wound (10)

Action
Action Check:
Movement Rate:

Arttacks

Queantum Blaster* Ordinary Good  Amaozing
Skill Score K] ] 3
Damage dé+dw  db+3Iw dB+dw
Unarmed Attack

Skill Score 11 5 2
d4+1s dd4+2s

[NTELLIGENCE
WL
PERSONALITY

Geod
Walk 4, Run 12

Damage dds
Stun Grenade

Skill Score 10 5 2
Damage dbs dE+2s dB+ds
*Short/medium/long range of 10/20/80 meters

Defenses
Armor: dB

Other Skills

Skill Ordinary Good
Stamina 10 5
Awareness 8 4

Amazing

Elite surge-soldiers are the best regular troops
in the Serin-Ru arsenal. Protected by slightly
more sinister and bulky armor than normal
surge-soldiers, they nevertheless have the dark
red color and silver slash mearks that identify
them as members of the Serin-Ru. In addition to
quantum blasters, these elite troops have one
stun grenade and one sphere of plasma jelly
apiece. Plasma jelly is a contact explosive they
use to blow open locked doors.

moment they are reduced to two soldiers. If the
ambassador is present, the last two soldiers will
try to kill Kestrul.

If the heroes go to any of the locations where the
additional pods arrived, the primary torce takes con-
trol of the command deck.

Hiding Out

If the heroes decide to find a place to hide with the
ambassador, the primary foree takes over the com-
mand deck. Then the battlescreamer and two of the
surge-soldiers start looking for the ambassador.

While hiding. the heroes hear the engines reverse
and feel the ship abruptly change course. They hear
the sounds of the enemy conducting searches else-
where in the ship. When the battlescreamer and the
pair of surge-soldiers reach their hiding place, read:

~

You hear a constant whirring that sounds very
much like a scream coming from the other side
of the door. Something taps on the door, rattles

Lit. then falls silent. What are you going to do?

If the heroes leap to action, they can bust out of
hiding and get the drop on the three searchers. This
means they get o free round to act in. The players
should still moke action checks for their heroes to
see which phases they can act in, but the two sol-
diers and the battlescreamer take no action. After
the first round, the battle proceeds normally.

If the heroes wait, they risk being discovered.
Make an Awareness check for the three searchers,
using the battlescreamer’s skill score. If the Aware-
ness check succeeds, the searchers open the door
and discover the heroes! They get a free round to act
in, as they surprise the heroes. If the check {ails, the
searchers move on. The herces hear them departing
and can either leap out or let them leave.

Even if they aren't found now, as long as the
heroes remain in hiding, the Serin-Ru keep search-
ing. Eventually, they will be discovered. Urge the
heroes to come up with a heroic plan of some sort so
the adventure can continue.
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The Lancelot

The following information details each of the indi-
vidual rooms on the Lancelot. It includes sugges-
ticns for things the heroes might be able to do with
iteme in that room. Locked doors can be opened by
Lancelot crewmembers. Those without access, such
as the elite surge-soldiers, must spend one round to
use plasma jelly explosives or two rounds of firing
ot a door with a laser pistol to melt the lock and
allow access. If necessary, o hole large enough to fit
o human con be made in o wall with laser pistols in
5 rounds; this would allow desperate heroes to move
between rooms without using the hallwerys.

Heter to the Lancelot ship map and the descrip-
tions of each area below.

1. Holoprojection Bay

This i= a personal holotheater. The two large
pouches caon be used as cover (+1 penalty to attack)
or to block a door. This door com be locked.

2. Futako and Dr. Al-moot’'s Cabin
This long cabin is used by Dea Futako and Dr.
Fenras Al-Moot. The door to this room is locked. zq
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3. Chandor’s Cabin

Chandor's room has normal furniture and a large
metal piece of exercise equipment (which provides a
+2 penalty if used as cover). The door is locked.

4. Captain’'s Cabin & Office
The door to the captain’s bedroom is locked, but the
office is not.

5. Sick Bay

The sick bay is a fully equipped medical facility, with
electronie reference taxts, pharmaoceuticals, and sur-
gical equipment. Any hero using first aid, treatment,
or surgery in the sick bay receives a -3 step bonus to
his or her skill check. The door can be locked.

6. Airlock

The airlock door is very tough, and its locking mech-
anism cannot be melted open. The door itself must
be melted open; this takes 8 rounds.

7. Weapon Station

This compartment contains the Lancelot’s weapon
system controls. The equipment locker contains
spare laser pistols and ammunition for Chandor's
shotgun. There is not enough ammo to make any
sort of explosive device.

B. Galley

This is a standard spaceship kitchen, equipped with
food preparation devices and stocked with food. A
fire could be started here as a distraction, and cook-
ing oil could be used to coat a part of the hallway
(requiring anyone crossing it to succeed on o Dexter-
ity check or fall down).

9. Life Support Station

This room contains the equipment that maintains
the temperature and atmosphere of the ship, as well
as the computers that control it. There is a single
spacesuit here. Any damage to the life-support
equipment causes the Lancelot’s air to go bad in
lass thon a day.

10. Mess Deck
The metal tables in this dining room provide a +2
step penalty to attacks if used as cover.

11. Command Deck

This is the bridge of the ship, where most of the
craw works. The central curved desk is made of
tough metal and gives a +2 step penalty for cover,
The doors here may be locked.

12. Main Engineering
Many of the mechanical and electrical systems of
the ship can be aceessed or routed through here.

13. Crew Cabin
This large cabin is shared by Azore, Bear, Elgar, and
G'len. Both of the doors here may be locked.

14. Computer Room

This room contains walls of computer equipment;
any of the ship's systems can be controlled from
here, although it is more difficult than using the
main terminals. Any damage to these terminals
tends to make the lights flicker and cause other
harmless side effects.

15. Auxiliary Power Room

These sections hold the mass reactors that power
the ship's systems. The mass reactors provide a +2
step penalty for cover.

16. Stardrive Chamber

This is the machinery that allows the ship to travel
the vast distances between stars in a very short
time. The stardrive is very expensive and the heroes
should want to keep it safe.

17. Induction Engine

The gravity induction engine allows the ship to
travel at speeds less than the speed of light. The
engine provides a +2 step penalty for cover, but any
damage to the engine reduces the ship's ability to
travel, and might result in small fires, overheated
equipment, or electrical sparks.

Scene 3:
THE SEconnARY FoORCE

The secondary attack pod dumps a battlescreamer
robot into engineering (area 12). The heroes may rush
to defend the engineering section. If the heroes don't
move to investigeote the pod that invaded this area, the
battlescreamer waits until it receives orders from the
commeander of the surge-scldiers (in the next scens).

If the heroes move to check out the engineering
compartment, they must hattle the robot. Read:

~
( You hear heavy footfalls and a high-pitched |

whine as you open the door leading to engi-
neering. Amid the computer consoles, power
relays, and system conduits, you see a large
humanoid form. It's a robot of some sort, about
the size of a large human but with a distinctive
insectlike appearance. It has numerous multi-
jointed limbs, the forward pair ending in
deadly, curved blades. It moves surprisingly
quickly on its rear legs, holding its forward sec-
tion erect like any humemoid creature. The
whine comes from its head, which consists of a
eluster of whirling circular saws.




Call for Action Checks

Have each player make an action check for his or
her hero. The battlescreamer acts in the Ordinary
phase,

The robot initially ignores the heroes as it scans
the equipment and mechanical systems within the
engineering station, but it will defend itself if the
heroes attack it. After 3 rounds of examining the
contents of the room, the battlescreamer turns
toward the heroes (if they haven't lett the area yet or
sterrted shooting already). It identifies them as
enemy targets and attacks. If the ambassador is
with the heroes, the battlescreamer makes a specific
etfort not to injure him.

Otherwise, the robot is programmed to aid the
surge-soldiers. Until the surge-soldiers call for it, it
waits within the engineering station. lf the surge-

Battlescreamer

Abilities

STRENGTH 13
DEXTERITY 12
CONSTITUTION 14

Durability
Stun (14)
Wound (14)

Action
Action Chech:
Movement Rate:

Attacks
Arm Blades
Skill Score
Damage
Head Saw
Skill Score 15 7
Damage dd+1w dB+2w

INTELLIGENCE
W
PERSOMALITY

PHHEGIPERREOBDE
0RO PSEHORDOE

Ordinary
Walk 6. Run 16

Ordinary Good
15 7
ddw dbw

Defenses
Armor:

Other Skills

Skill Ordinary

Stealth 12 6

BAwarenass 8 4
Perception 11 5

db+2

Good Amazing

Battlescreamers are assault robots. Built rough-
ly in the shape of a human, their arms have
multiple joints and a blade on the end, while
their heads are covered in a mass of vibrating
saws. They move in rapidly to fight their oppo-
nents hand-to-hand, as they have no ranged
attacks. They get their name from the high-
pitched whine their saws make.

soldiers come under heavy attack and begin to take
significant casualties, its secondary programming
takes over, and it goes to help them.

Scene 4:
SUICIDE SOLDIERS

The most likely outcome for this adventure is that
the heroes will defeat the majority of the surge-sol-
diers. When only two surge-soldiers are left stand-
ing, their mission changes from capture to kill. They
are trained to attempt to accomplish that mission at
all costs—including their own lives.

If the battlescreamer is still operational, the
surge-soldiers order it to attack the heroes and kill
Ambassador Kestrul. Meanwhile, they use the
opportunity to head for the stardrive chamber (area
16) to sabotage it and blow up the ship.

These last two surge-soldiers try their bast to
complete their mission, so play them as intelligent,
tactical warriers. [ no battlescreamers remain to
assist them, the soldiers switch to guerrilla-combat
mode, This means they attack from hiding and cover
whenever possible, they run away when necessary,
and they use tricks and ambushes to hurt and
hinder the heroaes.

In the end, the heroes should meest up with at
least one last surge-soldier in the stardrive cham-
ber. When they do, read the following text:

Flashing red light paints the pulsing stardrive
chamber with a desperate mood. The faster-
than-light engine is reaching critical and an
explosion is imminent! From somewhere inside
the chamber, a voice calls out: "You may have
beaten my squadron, but you haven't won the
day. The ambassador will die today. And we
will join him in whatever afterlile awaits us!”

\ J
Call for Action Checks

Heave each player make an action check for his or
her hero. The commander of the surge-scldiers acts
in the Good phase.

The heroes have a limited amount of time to repair
the stardrive so it doesn’t explode. Every round, make
"Critical Breakdown” skill checks for the sabotaged
stardrive in the Marginal phase. The result indicates
how much closer the explosion is to occurring: Fail-
ure, no boxes; Ordinary, 1 box; Good, Z boxes; Amaz-
ing, 3 boxes. Mark off the proper number of boxes on
the Stardrive Critical Breakdown Track below.

To repair the stardrive, every hero can make one
of the following skill checks in any phase that hero
can act: Security-security devices, Technical Sci-
ence-juryrig, Technical Science-repair, or Spaceship

NOISUANI 126dS b
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Operations-engineering. The level of success indi-
cotes how much closer to stopping the critical break-
down the heroes are: Failure, no boxes; Ordinary, |
box; Good, 2 boxes; Amaozing, 3 boxes. Mark off the
heroes' successes on the Stardrive Repair Track
below.

Remember, the final surge-soldier is still around,
too. He won't let the heroes try to fix the stardrive
without a fight. He stays hidden deep in the cham-
ber, using the cover provided by the stardrive com-
ponents to give o +2 step penalty to any ranged
attacks made against him. If a hero gets close
enough to fight hand-to-hand, the surge-soldier can’t
utilize the cover. The soldier has no qualms about
taking shots at the heroes as they try to repair the
stardrive, and he'll aim at Ambassador Kestrul if the
diplomat is in the chamber.

Stardrive Critical Breakdown Track
O0O0OoDOoOoOoOCcO0OO000O00O0OExplesion!
~=p=¢ (Check boxes in this direction)

Stardrive Repair Track
nDoooOooooooboopogaon
00000 OO Repaired!

~»=#=b (Check boxes in this direction)

The Big Bang

Ii the heroes fail to repair the sabotaged stardrive
before the Critical Breakdown Track reaches
"Explosion,” read:

~,
The red lights flash faster and the angry hum

vibrating out of the stardrive becomes almost
deafening. You can feel it in your bones. Then
the FTL engine explodes, destroying you and the
ship in a brief but intense fireball that momen-
tarily flares like a sun and then winks out.

h o

Sabotaged Stardrive

Actions
Action Check: Marginal

Defenses

Because the surge-scldier used Serin-Ru tech-
nology to sabotage the stardrive, anyone
attempting to repair it receives a +1 step
penadlty to any skill checks made to reverse
the critical overload.

Skill

Critical Breakdown Ordinary Good Amozing
Skill Score 14 7 3

The heroes have lost this adventure, but the
excitement is just beginning! See “"What's Next?"
(below) for details.

The Cavalry Arrives

If the heroes repair the stardrive and defeat the
surge-soldiers, they have won the day. At this point
the Forbiddance arrives. It's a huge vessel when
compeared to the Lancelof. Head:

The sensor alarm flares, warning of an incom-
ing vessel. Then the comm unit blurts: “Forbid-
dance calling Lancelot, do you read me? Over.”

Let the heroes talk to the Concord vessel and
advise the Forhiddance's commander of the situa-
tion. The commaonder offers to assist with any repairs
and escort the Lancelot to the trade conference.

Enping THE
ADVENTURE

If the heroes manage to keep Ambassador Kestrul
safe and stop their stardrive from exploding, then
they have succeeded at this adventure. The ambas-
eador is once more impressed with the heroes’ skills,
ond he'd be honored if they would work for him
again sometime in the future.

If the surge-soldiers capture the ship and defeat
the heroes, they take the Lancelot back to the prison
space station. You could end the adventure there or
create g prison breakout adventura.

If the heroes won the day, turn to "Improving
Heroes” at the beginning of this book. The heroes
have earned a chanee to increase their skills.

WuAT’s NEXT?

That depends on you. If you had fun with this prod-
uct and are interested in playing some more of the
Arterviry gome, look for the ALrerniTy Players Hand-
book and Gamemaster Guide. These two books form
the core of the complete ALTERNITY Science Fiction
Roleplaying Game and provide rules for creating
hero characters from scratch, adding more skills and
options, and improving heroes after each adventure.
They alse contain new weapons, armor, and equip-
ment for the heroes to use, and they feature options
like psionics, mutations, cybemetics, and space
vehicle combat.

Look for these ActeErRmiTY game products at hobby
shops, book stares, or online at www.tsr.com



The Lancelot

A Lophir Herald-class Courier

Lancelot Key
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10
11
12
13
14
15
16
17

Holoprojection bay
Futako/Al-moot cabin
Chandor's cabin
Captain's cabin and
oftice

Sick bay

Airlock

Weapon station
Galley

Life support

Mess deck
Command deck
Engineering

Crew cabin
Computer room
Auxiliary power
Stardrive chamber
Induction engine
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Add the situation die to the control dis i
success is less Hkely.

Subtract the situation die from the con-
trol die If success is maore likely.

=4

ROUND SEQUENCE

6. Vew Round; Repeat steps 1-5, go on o
new rounds as needed

-‘;‘ l""EED"Lr

No. of
Steps
+3
+3
+2
+2
S

2 AYING THE

mwmmmuﬁﬂm
knowledge, and making attacks. Use skill

How to Roll a Skill Check
P Roll d20. A-E_'l-m-tnr. you deter-
should add a bonus or penal-

b Compare the total to the character's
skill score. This determines the degree of
success achieved using the skill.

P if the skill was an attack skill used dur-
ing combat, the degree of success indicates
what kind of damage dice to roli.

Armnor LNeCrKs
Many characters wear protective armor. This
protection is rated as a die type (d6-1. for
exasmple). When a character is successfully
attarked, roll an armor check using the indi-
cated die type. The result is subtracted

the damage roll.

v ifey 4 [ Necks

-:th-lr- based on one of a charac-
ter's skills. Sometimes, however, something
comes up that is better covered by an abili-
Ty SCore.

oy Lt Rol! an Abllity Check
P Roll d20. As Gamemaster, you deter-

mine if plagers add a bonus or penaity dis
mm:-'lthnllh-ﬂm Add

die to the d20 If it is a penal-
bonus die.
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Increasing a Specialty Skill

A player can s 1 achisvement point to
increase a specialty skill score by 1 poine. A
plager can't increase a score by more than 1
point hetween adventures.

Buying a Vew SKkill

Increasing an Action Check Scors
A player can spend 3 achievement points to
increase a hero’s action check score by 1
point between adventures.

HEALING

Points Recovered
StunWounds

—f —

— —
Heal 2s1w or 2w"*
Heal 381w or 2w*
Heal 4s2w or 3w®

Points Recovered
Suffer 1w
Heal 2w
Heal 3w

Covimon Hazarp DaAmMAGE

Thess hazards threaten far-future heroes.
Use this table if a hero erwounters a harard.

Drovwning/Suffocation
Stamina Check Result
Critical Failure

Failure

Falling

Dexterity Check Distance Fallen

Result up to 10m 11-30m 3I0m+
dE+ 2w

Critical Failure di2+bw di2+Bw
di2+dw di2+Bw

di2+Ew di2+3w
dB+2w
db+2w

dd+2w
d<dw
i+ P
-2
Fire
Oamage
IdEaw
2dbBw
dEw
[ =200




Hwﬂll[mm-mmmnarﬂm:lmﬂm
on your Hero Folder to see which phase the
hero acts in.

Roll d20 plus d< (base] equal to or less than
the Ability Score [(for an Ordinary surcess].

The d4 can change to a different die due to
situation step modifiers.

Roll d20 plus d4 (base] equal to or less than
the bhroad skill score [for an Ordinary swc-
cess). The d$ can change to a different die
dus to situation step modifiers.

Roll d20 and compare to the skill score [for

an Ordinary surcess). The roll of a situation

die can be added to or subtracted from the
tuation step modifiers.

Leadership
Covrrumvaredd

Skills in bold are bhroad
shills.

Shkills in bold ftalic are spe-
cialty shills.

Skills in red cannot be usad
to make untrained chechs.

Whenever you mahe a check, you have a
number of possible results.

Any rall of 1 on the control die [the d20)
indicates at least an Ordinarn] surcess, o
matter what the total of the control die and
the situation die is.

Any rall of 20 on the control die [the d20]
indicates a fallure, no matter what the total
of the control die amnd the situation die is.

Whensver the total resuit of the control die
and the situation die is greater than the
number listed in the Ordinarny column of a
score, the action Fails.

When the total result is egual to or less than
the Ordinary score, the action succesds.

When the total result Is egual to or less
than the Good score, the action succeeds
better than planned.

When the total result is egual to or less
than the Amazing score, the action succeeds
far better than anticipated.

C199a8 TER, ne. All rights reserved. BE0-T 11510 Acsrry Advanture Game
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AZORE JAN
Azore may not be the brightest guy in the
Concord security division, but he's one of
the toughest. His loyalty to the Concord is
unguestioned, and his ability to take care of
himself and those around him makes him a
valuable asset.

Background Information

Ability Scores

STRENGTH 13 INTELLIGENCE F
DEXTERITY i2 Wi, T
ConsTiTumion 14 PersonNALITY 7

Skills

Strength Ordinary Good Amazring

Athletics 13 B 3

Melee Weapons 13 B 3

Lnarmed Attack 13 b 3 AcCtion
Brawl

Action Check Scares
Marginal Ordinary Good Amazing

Dexterity Ordinary Good Amazing = s . 3
Ranged Weapons 12 B 3 ==l

Fra_— Movement Rate: Walk 6 Run 16
Vehicle Operation 12 B 3

Attacks

Constitution Ordinary Good Amazing Unarmed Ordinary Good Amazing
Stamina L 7 3 skill Score

Endurance Oamage dd+2s dd3Is  dd+ds
intelligence Ordinary Good Amazing Laser Pistol* Ordinary Good Amazing

g L4 @ : Skill Score

Deduce dB+1

5 Ity = 3 1 Oamage dd+iw dB+1w +lw

* Shortimedivmdong range of 2040200 meters

3

Defenses
Armor; Softsuit  dB-1

Durability

win Ordinary Good Amazing Stun 17 o000 0o
OOooo OCee e

Wound 14 DOoOo ouooo
Investigate IO M.

Genetic Engineering
Azore's body has been genetically engineer-
Personality Ordinary Good Amazing ed to withstand the rigors of high gravity.

providing 3 extra stun points [see above].




Azore Jans's Background

Usga this information to develop Azore's personality, or
alter it as you sea fit to make this hero your own. I you
do make changes, discuss them with your Gamemaster
before playing the first adventure.

Born on the mining planet of Lison, Azore was genet-
ically engineered to be able to withstand the difficul-
ties of working for hours under that world's high gravi-
ty. However, he was uninterested in the life of @ miner
and decided to work in a lield more in line with his
inclinations.

Azore started his career in the Galactic Concord as a
security guard ot an embassy. Later. after he proved
himself, the Concord provided training in weapons,
security devices, and starship operation. Alter serving
as a boedyguard for two diplomats, he was awarded a
position on a small Concord Special Service trou-
bleshooting vessel, the Lancelot. His best friend,
Benitto "Bear” Rikardi, was alsc assigned to the vessal.

As head of security, it's Azore's job to make sure that
the members of the team and their ship are as safe as
they can be under the circumstances. Azore likes his
work and knows that his job is to carry out the orders
he's given. He is a loyal member of the Galactic
Concord. Eventually he would like to return fo his rocts
and work as head of security for a Concord ambassy.

Customizing Skills

Azore has a number of broad skills already listed on
the front page of this Hero Folder. These have scores
listed, showing the numbers needed to achieve
Ordinary. Good, and Amazing success. He also has a
selection of specialty skills that hove no scores
assigned to them as yet. You get to customize Azore by
assigning scores to the specialty skills you went Azore
to have. Here's how to do that.

All specialty skill scores are based upon the broad
skill score they are asscciated with. (The broad skill
score is the same as the associated ability score, by the
way.) Add the number of points you assign ta a special-
ty skill to the broad skill score to determine the special-
ty skill score.

Assign Points. Azore has 7 points to assign lo spe-
cialty skills. Assign all these points at this time. Add
the number of points assigned to a specialty skill to the
associated broad skill score to determine the specialty
skill score.

Example: Azore has a Ranged Weapons broad skill
score of 13, If you aesign 2 points lo the pistal specialty
skill, then Azore's pistol skill score is 15 (13+2=15).

Limits. You can only assign 1, 2, or 3 points to a spe-
cialty skill. Later, you ean improve a specialty skill fur-
ther with achlevement awards, but use this limit now
when assigning Azore's 7 points.

Example: You cen assign Azore's points in a varisly
of ways, including: 3 to one skill, 3 to another, and 1 toa
third; 1 to seven different skills; 2 to three skills and | to
a fourth skill; or some other combination that adds up
to 7 points.

After Azore's First Adventure. You'll receive addition-
al pointe attar playing the firet adventure. Thees con be
used to increase a specialty skill score, buy a new skill,
or increase Azore's action check score. The blank lines
under the skill section can be used to record any new
skills you buy for Azore later.

Completing Page 1
Fill in the scores of the spacialty skills you've selected.
Remember, @ specialty skill score is obtained by
adding the number of assigned points to the broad skill
score. This sum is the Ordinary score. The Good score
is half of the Ordinary score, rounded down. The
Amazing score is half of the Good score, rounded down.
Fill in the hero's attack scores, based on any perti-
nant specialty skills you selected.
That's itl You're ready to playl!

Equipmeant

Azore has the following equipment, along with com-

mon everyday clothes and shoes, personal toiletries,

and perscnal mementos that he keeps in his quarters
aboard the Lancelat.

Comm Gear: This lightweight headset can send and
receive radio signals up to 1000 kilometers, cllowing
Azore to communicate with his teammates,

Flashlight: This slectrically powered flashlight has a
battery that lasts for about | week of constant use. It
throws light to illuminate up to 20 meters away.

Handcuffs: These heavy-duty restraints can keep
even o weren incaopaciiated,

Jumpsuit: This one-piece light gray coverall comes
with a detachable vacuum mask and thick gloves.
When all of the pieces are worn, it provides protection
against atmespheric decompression (the mask's oxygen
supply lasts for 8 hours). The jumpsuit is normally worn
over other clothing. It has several pockets and many
places to attach equipment or tools.

Laser Pistol: This high-tech weapon uses an slactri-
cal charge to create inlense light that is focused by
artificial crystals into a white-hot beam.

Softauit: This suit of carbonate fiber is specially
designed to be strong and resistant to damage. It works
like a bulletproaf vest but locks like nermal clothing.

Notes
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BeniTTo RIKARDI

Benitto. who prefers to be called “Bear.,” is
a hardened soldier who has seen action on a
dozen worlds. He's left behind the rigid of a
space trooper. but he continues to carmy
heavy firepower as an enforcer for the

Concord.

Species
Profession
Career

Ability Scores

STRENGTH 13
DEXTERITY 13
Convstitumion 12

Skills

Background Information

Human

Combat Specialist

INTELLIGENCE a8
Wi,
PERSONALITY

Oexterity

Amazing

Strength Ordinary GBood Amazing
Athletics 13 B a

Climb

Wi 13 [ 3 &
Melee Weapons Action
Action Check Scores

Unarmed Attack 13 [ 3 AMarginat o .

Brewi 14+ 13 3

Ordinary Good Amazing i =
Ranged Weapons 13 ) %3 Movement Rate: Walk B Run 1
:’,ﬂe Attacks
Vehicle Operation 13 6 3 Unarmed Ordinary Good Amazing
Skill Score
o R Damage dd+2s d<d+3s dd+ s
Constitution Ordinary Good Amazing
Staming 2 [ 3 Duantum Rifle*Ordinary Good Amazing
Endurance SKill Score
Damage o+ 3w db+dw  dB+5Sw
Intelligence Ordinary Good Amazing
* Shortimedivnmdong
Knowledge 8 g 2 range SO2004900 meters
First Aid Ordinary Good Amazing

Skill Score
Damage

Defenses
Armor: Softsult db-1

Durability

Stun 12 i 1 0 O

DOeNE EEEEE

I O O |
COONEE ENEEE




Benitto Rikardi's

Background

Benitto Rikardi—Bear—was born on the warlike planet
of Galvin. Galvin and its sister planet, Alitar, were at
war off and on for over a hundred years. Bear's parents
grew weary of the constant fighting and eventually vol-
unteerad their services to the Galactic Concord, seeing
it as the only way their son could avoid dying in com-
bat. Much to thair chagrin, Bear grew up with his own
penchant for action and eventually enlisted in the
Concord Marines.

In the armed forces, Bear specialized in marksman-
ship with the flashy quantum rifle. Bear finished his
tour of duty and mustered out into civilion life.

Finding that his skills weren't particularly suited for
a desk job, he hired on to the Special Service division
of the Concord as a quasi-militory operative. The work
guited him. Ha got to use his rifle, rough up shady and
immoral people, and look tough.

After a short stint rooting out pirate installations, he
got translerred to work on the Lancelot, a Special
Service troubleshooting vessel. The composition of the
Lancelot’s crew has changed in the past two years. He's
warking with a good friend, Azore Jans, gets to travel a
lot, and is paid well. Sure, there are some rough spots,
but that's the sort of thing he's learned to expect as a
professional soldier.

Customizing Skills

Bear has a number of broad skills already listed on the
front page of this Hero Folder. These have scores listed,
showing the numbers needed to achieve Ordinary,

Good, and Amazing success. He alss has a selection of
gpecialty skills that have no scores assigned to them as
yet. You get to customize Bear by assigning scores to
the specialty skills you want him to have. Here's how to
do thot.

All specialty skill scores are based upon the broad
ekill score they are associated with. (The broad =kill
score is the same as the associoted ability score, by the
way.) Add the number of points you assign to a special-
ty skill to the broad skill score to determine the special-
ty ekill score.

Assign Points. Bear has 8 points to assign to special-
ty skills. Assign all these pointe at this time. Add the
number of points assigned to a specialty skill to the
associated broad skill score to determine the specialty
gkill score.

Example: Bear has a Ranged Weapons broad skill
scare of 13, If you assign 2 points to the rifle specialty
skill, then Bear's rifle skill score is 15 (13+2=13),

Limits. You can only assign 1, 2, or 3 points to a spe-
cialty skill. Later, you can improve a specialty skill fur-
ther with achievement awards, but use this limit now
when assigning Bear's 8 points.

Example: You can assign Bear's points in o variety of
ways, including: 3 to one skill, 3 to another, and 2to a
third: | to sight different skills; 2 to four skills; or some
other combination that adds up to 8 points.

Aiter Bear's First Adventure. You'll receive additional
points after playing the first adventure. These con be
used to increase a specialty skill score, buy a new skill,
or ineveass Bear's action check score. The blank lines
under the skill section can be used to record any new
skills you buy for Bear later.

Completing Page 1

Fill in the scores of the specialty skills you've selected.
Remember, a specialty skill score is obtained by
adding the number of assigned points to the broad skill
score. This sum is the Ordinary score. The Good score
is hall of tha Ordinary score, rounded down. The
Amazing score is half of the Good score, rounded down.

Fill in the hero's attack scores, based on any perti-
nent specialty skills you selected.

That'z it! You're ready to play!

Equipment

Bear has the following equipment, along with common
sveryday clothes and shoes, personal toiletries, and
personal mementos that he keeps in his quarters.

Duct Tape: This 20-meter roll of duct tape is useful
for repairs or to bind a prisoner in a pinch.

Quentum Rifle: The quantum rifle is a powerful
energy weapen. It fires high-energy subatomic parti-
cles accelerated by o series of miniature magnets. Bear
has a special permit to carry this weapen, which is oth-
arwige illegal or restricted on most civilized planets.

Comm Geear: Thie lightweight headset can send and
recaive radio signals up to 1000 kilometers, allowing
Bear to communicate with his teammates.

Flashlight: This electrically powered flashlight has a
battery that lasts for about | week of constant use. It
throws light to illuminate up to 20 meters away.

Jumpsuit: This one-piece light gray coverall comes
with a detachable vacuum mask and thick gloves.
When all of the pieces are worn, it provides protection
against atmospheric decompression (the mosk's oxygen
supply lasts for B hours). The jumpsuit is normally wom
over other clothing. It has several pockets and many
places to attach equipment or tools.

Softsuit: This suit of carbonate fiber is specially
designed to be strong and resistemt to damage. It works
like a bulletproof vest but looks like normat clothing.

Notes
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LHANDOR
Chandor is a weren, a member of a large,
powerful species. She's a rough-and-ready
soul who enjoys a good brawl more than
anything in the galaxy. She prefers close
combat, but if she has to use a ranged
weapon, she likes one with some kick.

Background Information

Species Weren
Profession Combat Specialist
Career Brawiler
Ability Scores
STRENGTH 15 IntelLisence B
DEXTERITY 8 Wi 7
Constitution 12 Personaurry 10
Skili=
Strength Ordinary Good Amazing
Athletics 15 7 = |
Climb
Throw
Melee Weapons 15 T 3
Bludgeon
Unarmed Attack 15 7 3
Braw!
Dexterity Ordinary Good Amazing
Ranged Weapons 8 4 2
Rifle
Steailth 8 <+ e
Sreak
Constitution Ordinary Good Amazing
Stamina 12 B 3
Endurance
intelligence Ordinary Good Amazing
Knowledge a 4 2
Computer Op
will Ordinary Good Amazing
Anwareness 7 E | |
Intuition
Personality Ordinary Good Amazing
Iinteraction 10 S 2
Baroain
Charm
Intimidate

e

=
e
.1
A
#
£

¥

Action

Action Check Scores

Marginal Ordinary GBood Amaxing
12+ n 5 e

Movement Rate: Walk B Run 16

Attacks
Unarmed Ordinary Good Amazing

Skill Score
ODamage [claws] d<S+3W dd+5w d6+5w

Shougun* Ordinary Good Amazing
Skill Score Al
Damage ddw dbw dBw

* Short/medivmiong range of 57230 meters

Defenses

Armor: Softsuit dB-1

Durability

Stun 18 Doooo Coooo
OooDO OOOmm

Wound 18 8 [

OoO0O0oc0 OoCem

Alien Biologyy

Chandor has an increased number of stun
and wound points due to her rugged weren
biology. She also has retractable claws that
she uses in unarmed combat.

1998 TSR, Inc. All nights ressrved. 670-T1 1510 ALTERNITY Adventure Game. !




Chandor’s Background

Chander was born on Arist, a large moon of the planet
Platon in the Hommer's Star system. Extremely cold
{like the original weren homeworld, Kurg), Aristisa
colony of weren living like weren, free of human influ-
ence and technology. Only a few weren of Arist choose
to leave the frosty embrace of that large moon and join
modemn spacelaring society. An orphan, Chandor found
traditional life on Arist boring and longed to see what
the rest of the galaxy was like.

After declaring her allegiance to the Galactic
Concord and earning her ticket off the moon, she found
work a= a bouncer, then as o bodyguard, then as o
minor character in a gladiaterial fighting show. She
grew tired of the staged performances and longed for
the good old days of friendly brawls. Taking a leave of
abgence from the show, she visited a coastal city on the
planet Spes and worked part-time as a bouncer. & hig
human named Bear challenged her to arm wrestle, with
the loser to buy the other drinks. Bear bought the first
round, and the two have since become crewmates
aboard the Concord Special Service troubleshooting
vessel Lancelot. Chandor hae enjoyed her time as part
of the crew. Her duties ore light, and her main job is
doing what she does best—either looking intimidating

or pounding opponents.

Customizing Skills

Chandor has a number of broad skills already listed on
the bront page of this Hero Folder. These have scores
lieted, showing the numbers neaded to achieve
Ordinary, Good, and Amazing success. She also has a
selection of specialty skills that have no scores
assigned to them as yet. You get to customize Chemndor
by assigning scores to the specialty skills you want her
to hoave. Here's how to do that,

All gpecialty gkill scores are based upon the broad
skill score they are associated with. (The broad skill
score is the same as the associated ability score, by the
way.) Add the number of points you assign to a special-
ty skill to the broad skill score to determine the special-
ty skill score.

Assign Pointe. Chandor has B points to assign to spe-
cialty skills. Assign all these points at this time. Add
the number of points assigned to a specialty skill to the
associated broad skill score to determine the specialty
skill score.

Example: Chandor has an Unarmed Attack broad
gkill score of 15. If you assign 3 points to the brawl spe-
ciglty skill, then Chandor’s browl skill score is 1B
{15+3=18).

Limits. You con only assign 1, 2, or 3 points to a spe-
cialty skill. Later, you can improve a specialty skill fur-
ther with achievement awards, but use this limit now
when assigning Chandor's 8 points.

Example;: You can assign Chander’s points in a vari-
ety of ways. including: 3 to one skill, 3 to another, and 2
to a third; 1 to eight ditferent skills; 2 to four skills; or
some other combination that adds up to 8 points.

After Chandor’s First Adventure. You'll receive addi-
tional pointe after playing the first adventure. These
can be used to increase a specialty skill score, buy a
new skill, or increase Chander's action check score.
The blank lines under the skill section can be used to
record any new skills you buy for Chander leter.

Completing Page 1
Fill in the scores of the specialty skills you've selected.
Remember, a specialty skill score is obtained by
adding the number of aesigned points to the broad skill
score. This sum is the Crdinary score. The Good score
is half of the Ordinary score, rounded down. The
Amazing score is half of the Goed score, rounded down.
Fill in the hero's attack scores, based on any perti-
nent specialty skills you selected.
That's it] You're ready to play!

Equipment

Chandor has the following equipment, aclong with com-
mon everyday clothes and shoes, personal toiletries,
and personal mementos that she keeps in her quarters.

Shotgun: This pump-action, single-barrel shotgun
has bean modified to fit the large hands of a weren. It
inflicts double damage when fired at short range, and
only half damage when fired at long ronge.

Comm Gear: This lightweight headset can send and
receive radio signals up to 1000 kilometers, allowing
Chandor to communicate with her teammates.

Jumpsuit: This one-piece light gray coverall comes
with a detachable vacuum mask and thick gloves.
When all of the pieces are worn, it provides protection
against atmospheric decompression (the mask's oxygen
gupply lasts for B hours). The jumpsuit is normally worn
over other clothing. It hes several pockets and many
places ta attach equipment or tools.

Soitsuit: This suit of carbenate fiber is specially
designed to be strong and resistant to damage. It works
like a bulletprocf vest but locks like normal clothing.

Notes




i DEA FUTAKD

DOea is a telepath, trained to sense mental
images of past events. She is a skilled
investigator and a valued member of the
Concord vessel, Lancelot.

Background Information

Species Human

Profession Free Agent

Career investigator

Ability Scores

STRENGTH 7 INTELLIGENCE 12

DEXTERITY 11 Wi 13

Constiution: 8 PersonaLimy 9

Skills

Strength Ordinary Good Amazing

Athletics 7 3 1
dump i

Linarmed Attack T 3 1
Brawl

Dexterity Ordinary Good Amazing

Ranged Weapons 11 5 e
Pistol

Vehicle Operation 11 5 2

Constitution Ordinary Good Amazing

Stamina a8 L 2
Endurance

Intelligence Ordinary Good Amazing

ESH 12 [ 7 3
Postcognition

Knowledge 2 B 3
Computer Op
Deduce
First Aid

Security 12 B 3
Devices

win Ordinary Good Amazing

Awareness 13 B a
Perception

investigate 13 B 3
Search L

Street Smart 13 B i |

Personality Ordinary
Interaction 9 = e

Bargain

Action Check Scores
Marginal Drdinary
14+ 13

Movement Rate: Walk 4 Run I2

Attacks

Lnarmed Ordinary Good Amazing
Skill Score

Damage dis dd+lis dd+2s
Laser Pistol* Ordinary Good Amazing
Skill Score =i
Damage d<d+Iw dEe+iw dB+Iw

Ordinary Good Amazing
Skill Score
Oamage

RS-

Defenses

Armaor: Softsuit db-1

Durability

Stun 8 mnEsninae |

OOoooo OoCme
EEEEE EREER
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Dea Futako’s Background

Dea's telepathic powers began manifesting when she
was o teenager, giving her visions of past events and
cousing her to sometimes sense emotions. She left
home because her parents feared her, but she was dis-
covered by another telepath and given a home whera
she could learn to use her abilities.

Because of her rare telepathic abilities, she was
asked to join the Galactic Concord. She accepted and
went through exteneive training. Armed with her own
knowledge and special instruction from the best of the
Concord's detectives, Dea began working for the
Concord'’s Special Service division. She rooted out secu-
rity leaks, discovered indusirial thieves, and thwarted
a few minor spies. She also goined a lot of self-confi-
dence.

Dea was assigned to the Concord troubleshooting
ship Lancelot eix months age. s new captain, Horst
Gustofscn, has proven himself to be o good leader. Her
friendship with Fenraas, the ship's doctor, has given her
gomeons that she can talk to about her problams and
feelings. Inspired by the captain, counseled by Fenras,
educated by G'len, and developing a camaraderie with
Elgar should give Dea the personal network she needs
to advunce in the Concord.

Customizing Skills

Dea has a number of bread skille already listed on the
frant poge of this Hero Falder. These have scores listed,
showing the numbers needed to achieve Ordinary,
Good, and Amazing success. She also has a selection
of specialty skills that have no scores assigned to them
as yet. You get to customize Dea by assigning scores to
the sperialty skills you want her to have. Here's how to
do that.

All specialty skill scores are based upcn the broad
skill score they cre associated with. (The broad skill
score is the same as the associated ability score, by the
way.) Add the number of points you assign to o special-
ty skill to the broad skill score to determine the special-
ty skill score.

Assign Points. Dea has 12 points to assign to special-
ty skills. Assign all these points at this time. Add the
number of points assigned to a specialty skill to the
associated broad skill score to determine the specialty
gleill score.

Example: Dea has an ESP broad skill score of 12, If
you assign 2 points to the postcognition specialty skill,
then Dea’s postoagnition gkill score is 14 (12+2=14),

Limits. You can only assign 1, 2, or 3 points to a spe-
cialty skill. Later, you can improve a specialty skill fur-
ther with achievementi awards, but use this limit now
when assigning Dea's 12 points,

Example: You can assign Dea's points in a variety of
ways, including: 3 to one ekill, 3 to another, and 2 to
three others; | to twelve different skills; 2 to six skills;
or gome other combination that adds up to 12 peints.

After Dea's First Adventure. You'll receive additional
points after playing the first adventure. These can be
used to increase a specialty skill score, buy a new skill,
ot increase Dea's action check score. The blank lines
under the skill section can be used to record any new
ekills you buy for Dea later.
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Completing Page 1
Fill in the scores of the specialty skills you've salected.
Remember, a specialty skill score is obtained by
adding the number of assigned points to the broad skill
score, This sum ie the Ordinary score. The Good score
ia half of the Ordinary score, rounded down. The
Amazing score is half of the Good score, rounded down.
Fill in the hero's attack scores, based on any perti-
nent specialty skills you selected.
That's it! You're ready to play!

Eguipment

Dea has the following equipment, along with common
evaryday clothes and shoes, personal toilstries, and
personal mementos that she keeps in her quarters.

Binoculars: These durable binoculars provide 50x
magnificotion of distant abjects.

Data Slate: This palm-sized computer con store text
data (inputted with o stylus) or even record up to 10
hours of audio en its 3D holographic storage crystal,

Comm Gear: This lightweight headset can send and
receive radic signals up to 1000 kilometers, allowing
Dea to communicate with her teammates.

Jumpsuit: This one-piece light gray coverall comes
with a detachable vacuum mask and thick gloves.
When all of the pieces are worn, it provides protection
against atmospheric decompression (the mask's oxygen
supply lasts for B hours). The jumpsuit is normally worn
over other clothing. [t has several pockets and many
places to attoch equipment or tools,

Softsuit: This suit of carbonate fiber is specially
designed to be strong and resistant to damage. It works
like o bulletproof vest but looks like normal clothing.

Flashlight: This electrically powered flashlight has a
battery that lasts for about | week of constant use. It
throws light to illumineate up 1o 20 maters away.

Laser Pistol: This high-tech weapon uses an electri-
cal charge lo create intense light that is focused by
artificial crystals into a white-hot beam.

Notes
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EFLGAR LONGSHADOW

Elgar lost his entire family in a starship
crash when he was very young. He survived
the accident, but he has been a loner ever
since. He has pursued a career as an explor-
er, eventually finding a place in the Concord
Special Service aboard the Lancelot.

Background Information

Species Human
Profession Free Agent
Career Explorer

Ability Scores

STRENGTH 10 INTELLIGENCE 12
DEXTERITY 1 WL 10
ConsTiTUTION 8 PERSONALITY g

Skills

Strength I:lrclnury Good Amazing
Athletics 5 2
Junp
Melee Weapons 10 5 2 :
Blade Action
Linarnmed Attack 10 L e Action Check Scores
Martial Arts Marginal Ordinary Good Amazing

Tk 13 B 3

2 Movement Rate: Walk & Run 1B

2 Attacks
Unarmed Ordinary Good Amazing

Space Vehicle - Damage dds dd+ls dd+2s #

GBond
=1
5
5
Constitution Ordinary ET:! Amazing Laser Pistol* Ordinary Good Amazing
Good
B

Dexterity Ordinary A= =
Ranged Weapons 11

Pistol
Stealth n

Sneak

Etawnﬂnumﬂnm = Skill Score
Damage g+ Tw db+1w dB8+lw
intelligence DOrdinary Amazing * Short/mediumlong range of 20/40200 meters
Knowledge 2
Camymicar On Defenses
i Armor: Softsuit  d6-1

will Ordinary Good Amazing DUrability

Awareness 10 5 2 Stun B OOO0O0 OOCem :
Perception EEEEE FEERER A

Investigate 10 s 2 Wound B anmumines | B

Saarch EEENE EEEEN

e e [T Cybernetic Limb

Personality “"“"""H Good Amazing  gjdar's left arm was lost In the accident was

Deception 4 e replaced with a cybernetic limb. The arm
Biufr has a Strength of 14 and adds 2 to damage

it causes in unarmed combat.




Eigar Longshadow’s

Background

At age 13, the starship that Elgar and his family were
traveling on suffered o mysterious explosion that
caused it to crash shortly after starting its voyoge. Most
of the passengers were killed, but Elgar and three oth-
ers survived. Elgar's left arm, severely mangled by the
crash, had to be amputated and replaced with a cyber-
netic limb.

At the age of 18, Elgar enlisted in the Galactic
Conecord military as an explorer and scout. Elgar's work
has carried him to many systems and planets. He has
worked with o lot of people, but he fears becoming toco
emotionally attached to anyene—which would make
him vulnerable if thet person ever left or was killad.

Elgar’s most recent assignment is to a troubleshoot-
ing Concord starship in the Special Service called the
Lemeelot. A few months after Elgar started this new
assignment, he met Chandor, a weren and fellow
orphan. Elgar's time on the Lancelot has been good for
him. He has opened up a bit mere to pecple and is get-
ting over his loneliness and isolation.

Customizing Skills

Elgar has a number of broad skills clready listed on
the front page of this Hern Folder. These have scores
listed, showing the numbers needed o achieve
Ordinary, Good, and Amazing success. He also has a
eclection of specialty skills that have no scores
assigned to them as yet. You get to customize Elgar by
assigning scores to the specialty skills you want him to
have. Here's how to do that.

All epecialty skill scores are based upon the broad
skill score they are associated with. (The broad skill
gcore ig the same as the associated ability score, by the
way.) Add the number of points you assign to a special-
ty skill to the broad skill score to determine the special-
ty skill score,

Assign Points, Elgar has 12 points to assign to spe-
cialty skills, Assign all these points at this time. Add
the number of points assigned to o specialty skill to the
associated broad skill score to determine the specialty
skill score.

Example: Elgar has an Unarmed Attack broad skill
score of 10, If you assign 3 points to the martial arts
specialty skill, then Elgar's martial arts ekill score is 13
(1043=13).

Limits. You can only assign 1, 2, or 3 points to a spe-
cialty skill. Later, you can improve a specialty skill fur-
ther with achievement awards, but use this limit now
when assigning Elgar’s 12 points.

Exampla: You con assign Elgar's points in a variety
of ways, including: 3 to one =kill, 3 to another, and 2 to
three others; 1 to twelve dilferent skills; 2 1o six skills:
or some other combination that adds up to 12 points.

After Elgar's First Adventure. You'll receive addition-
al points after playing the first adventure, These can be
used to increaes a specialty skill score, buy a new skill,
or increase Elgar's action check score. The blank lines
under the skill section can be used to record any new
skills you buy for Elgar later.

Completing Page 1
Fill in the scores of the specialty skills you've selected.
Remember, a specialty skill score is obtained by
adding the number of assigned points to the broad skill
score. This sum is the Ordinary score. The Good score
is halt of the Ordinary score, rounded down. The
Amazing score is half of the Good score, rounded down.
Fill in the hero's attack scores, based on any perti-
nent specialty skills you selected.
That's itl You're ready to play!

Eqguipmeant

Elgar has the following equipment, along with common
everyday clothes and shoes, personal toiletries, and
personal mementos he keeps in his quarters,

Binoculars: These durable binoculars provide 50x
maognification of distant objects.

Comm Gear: This lightweight headset can send and
receive radio signals up to 1000 kilometers, allowing
Elgar to communicate with his teammates.

Jumpsuit: This one-piece light gray coverall comes
with a detachable vacuum mask and thick gloves.
When all of the pieces are worn, it provides protection
against atmospheric decompression (the mask's cxygen
supply lasts for 8 hours). The jumpsuit is normally worn
over other clothing, It has several pockets and many
places to attach equipment or tools.

Softsult: This suit of carbonate fiber is specially
designed to be strong and resistant to damage. It works
like a bullstproof vest but looks like normal clothing.

Flashlight: This electrically powered {lashlight has a
battery that lasts for about 1 week of constant use. It
throws light to illuminate up to 20 meters away.

Laser Pistol: This high-tech weapon uses an electri-
cal charge to create intense light thet is focused by
artificial crystals into a white-hot beam.

First Aid Kit: This kit weighs 2 kilograms and con-
tains everything needed to treat minor injuries. After
six treatments, the contents must be replaced.

Flares (10): These small signal rockets are visible for
10-20 kilometers. depending upon loral conditions. If
fired directly at a living creature, the action is consid-
ered a Ranged Weapons-—pistol skill check with a +2
gtep penalty (+dB). It inflicts damage of dbs/ddw/dd+1w.

Rations: This bland but nutriticus food can keep one
person alive for a week.

Water Condenser: Thie davice pulls water from the
atmosphare, providing enough drinkable water for two
people per day in normal situations.

Notes




Dr. Al-Moot is a peace-loving woman with a
keen mind and a wealth of medical experi-

ence. To her, mercy and compassion are not
only rules to live by—they are a way of life.

Background Information

Species Human
Profession Tech Op
Caresr Doctar

Ability Scores

STRENGTH 7 InTELLIGENCE S 13
DEXTERITY 13 WL g
ConsTITUTION 8 Personaury 10

Skills

Strength Ordinary Good
Lnarmed Attack 7T 3

i

Action

Action Check Scores

Marginal Ordinary Good Amazing
15+ 14 Fi i |

Movement Rate: Walk 4 Run 12

Attacks
Unarmed Ordinary Good Amazing

Skill Score
Oamage das dd+is dd+2s

Stutter Pistol*Ordinary Good Amazing

Medical Science Skill Score [TRE 2.
Surgery Damage db+2s dB+2s dB+4s

Traatment * Short/medivmAdong range BT230 meters
Xeno [t'sa) Ordinary Good Amazing
Xeng (weren) Skill Score =

Damage ]

win Ordinary
Awareness =]
Perception Defenses

Resalve 9 Armor: Softsuit d6-1
Mental

Durability

rsonality rdinary Stun B8 00000 oo0..
= ) EEEEE EEEEE

Interaction 10
Charm Wound B O0O0O00 OC O
EEEEE EEEER
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Dr. Fenras Al-moot'’s

Background

Fenras was always a friendly child. She got in the
habit of intervening in schoolyard fights and other vic-
lent situations to diffuse them. Meanwhile, her first sci-
ence classes sparked a love for all sorts of scientific
inguiry, and this pushed her on her course toward med-
ical school. Fenros's early dislike of viclence drew her
to becoming a doctor, a career in which the wounds of
violence could be repaired.

Aftar medical school Fenras worked as a hospital
intern, then tock a resident position at a children's hos-
pital, After three years at the hospital, she was
approached by the Galactic Cencord, which wanted to
hire her to work os a doctor on o new colony world. She
accepted. The journey through space to the colony was
her first, ond she couldn’l wait to do it again. She spent
gixtean monthe at the colony before her exceptional
work was recognized and she was transierred to a sec-
ond colony.

After a stint there, the Concord assigned her to the
Special Service and the troubleshooting ship Lancelot.
As the ship's doctor, Fenras is responsible for the physi-
cal and mental health of the crew and anyone they
assist during the course of their assignments.

Fenras enjoys her current job. The ability to give
individualized care to a small group of people is an
intriguing difference from caring for larger popula-
tions. Plus, all of this space travel allows Fenras to
explore the reaches of space and science.

Lustomizing Skills

Fenras has g number of d skills already listed on
the front page of this Hero Folder. These have scores
listed, showing the numhbars needed to achieve
Ordinary, Good, and Amazing success. She alse has a
selection of specialty skills that have no scores
assigned to them as yet. You get to customize Fenras by
assigning scores to the specialty skills you want her to
have. Here's how to do that.

All specialty skill scores are based upon the broad
skill score they are associated with. (The broad skill
score is the same as the associated ability score, by the
way.) Add the number of points you assign to a special-
ty skill to the broad skill score to determine the special-
ty skill score.

Asgign Points. Fenras has 13 points to assign to spe-
cialty skills. Assign all these points at this time. Add
the number of points assigned to a specialty skill to the
associated broad skill score to determine the specialty
skill score.

Example: Fenras has a Medical Sclence broad skill
score of 13, If you assign 3 points to the surgery special-
ty skill, then Fenras's surgery skill score is 16 (13+3=18]).

Limits. You can only assign 1, 2, or 3 points to a spe-
cialty skill. Later, you can improve a specialty skill fur-
ther with achievement awards, but use this limit now
when assigning Fenras's 13 points.

Exomple: You can assign Fenras's points in o variety
of ways, including: 3 to three skills, 2 to ancther, and 1
1o two others; 1 to thirteen different ekills; 2 to six skills
and | to a seventh; or some other combination that
adds up to 13 points.

After Fanras's First Adventure. You'll receive addi-
tional points after playing the first adventure. These
can be used to increase a specialty ekill score, buy a
new skill, or increase Fenras's action check score. The
blank lines undar the skill section can ba used 1o
record any new skills you buy for Fenras later,

Completing Page 1
Fill in the scores of the specialty skills you've selected.
Remember, a specialty skill score is oblained by
adding the number of assigned points to the broad skill
score. This sum is the Ordinary score. The Good score
is half of the Ordinary score, rounded down. The
Amazing score is hall of the Good score, rounded down.,
Fill in the hero's attack scores, based on any perti-
nent specialty skills you sslected.
That's it! You're ready to playl

Eguipment

Fenras has the {ollowing equipment, along with com-
mon everyday clothes and shoes, personal toiletries,
and personal mementos that she keeps in her quarters.

Comm Gear: This lightweight headset can send and
receive radio signale up to 1000 kilometers, allowing
Elgar to communicate with his teammates.

Jumpsuit: This one-piece light gray coverall comes
with a detachable vacuum mask and thick gloves.
When all of the pieces are worn, it provides protection
against atmospheric decompression (the mask's oxygen
supply laste for 8 hours). The jumpsuit is normally worn
over other clothing. It has several pockets and many
places to attach equipment or tools.

Softeuit: This suit of carbonate fiber is epecially
designed to be strong and resistant to domage. It works
like a bulletproct vest but locks like normal clothing.

Flashlight: This electrically powered flashlight has a
battery that lasts for about 1 week of constant use. It
throws light to illuminate up to 20 meters away.

Laser Pistol: This high-tech weapon uses an electri-
cal charge to create intense light that is focusad by
artificial erystals into a white-hot beam.

Trauma Pack: This complex book-sized device is a
dedicated computer with medicine injectors, applica-
tors, pain medication, antibictics, and artificial bload
and skin used to treat serious injuries. After five treat-
ments, the contents must be replaced.

Medical Gauntlet: This spacialized medical comput-
er covers the lett forearm, leaving the hand free. Its
scanner helps diognose diseases and injuries, giving
its wearer a -1 step bonus (—d4) when making Medical
Science-treatment skill checks.

Stutter Pistol: This weapon lires sonic energy to dis-
able opponents without the risk of permanent harm.

Surgical Kit: The surgical kit contains instruments.
medicine, and other medical supplies sufficient for two

surgical procedures.

Notes
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species known for quick reflexes. G'len is a
sharp-witted engineer whose skills are
eqgualed only by his sense of humaor.

Background Information

Species T'sa
Profession Tech Op
Caresr Enginear

Ability Scores

STRENGTH 8 INTELLIGENCE 12

DEXTERITY 14 Wi 7

Constmumion: B Persovavimy 11

Skills

Strength Ordinary Good Amazing

Athletics 8 <} e
Llimb

Linarmed Attack a8 =k 2
Brawl

i £ =
ACtion

Dexterity Ordinary Goed Amazing Action Check Scores
Manipulation 14 7 3 Marginal DOrdinary Good Amazing
Ranged Weapons 14 r 3 15+ 19 7 3

Pistol = B
Movement Rate: Walk B Run 16

Constitution Ordinary Good Amazring

Stamina a P 2 Attacks
Endurance Unarmed Ordinary Good Amazing
intelligence Ordinary Good Amazing  Skill Score
Computer Science 12 B 3 Damage dds dd+is dd+Ps
i Charge Pistol*Ordinary Good Amazing
Sc
Knowledge 12 6 3 Skill Score
Deduce Damage dd+2w db+2w dB+2w

* Shortdmedivmyiong BED
Starship Operation 12 6 3 range of SIGE0 matars

. Engineering Dol
1l Sensors _
r Technical Science 12 (=] 3 Armor: Softsuit dB&-1 Scales* dd
Juryrig * If wearing softsuit, only that defense applies
5 Durat st en
Stun B 00000 oooOmm A
will Ordinary Good Amazi I 4
™ wound @ oooon onoes

Alien Biologu
Personality Ordinary Good Amazing G'len's body Is covered with fine scales that
Interaction n 5 a2 serve as natural armor. If G'len wears artifi-
Charm cal armor, that defense supersedes the nat-

ural armaor.
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&'len’'s Background

G'len was born on S'kith, one of the t'sa colony worlds,
Like most of his people, he had an aptitude for electron-
ic and mechanical systems, so he apprenticed himsel!
to a technical school and graduated with honors.
Always fond of the holomovies of famous tsa explorers,
G'len signed up with the Concord to work under con-
tract in the for reaches of explored space.

G'len has had an opportunity to interact with a large
number of other glien species, and to use his good
gense of humor to keep the morale of those he works
with high. He has also demonstrated a great ability to
keep starships running ot peak efficiency.

After spending =ix months on a patrol ship, G'len
spent a similar amount of time on the Lighthouse, o
huge mobile space station used by the Concord for
diplomatic and military missions. G'len espacially
enjoyed his time there, for the Lighthouse was a politi-
cal, social, and informational hub with quite o reputa-
tion throughout nearby star systems. It was on the
Lighthouse that G'len was recruited by the Special
Service and assigned to the Lancelot.

G'len has been working on the Lancelet for only
three months, but has getten to know his teammates
vary well. His contract with the Concerd ends in anoth-
er gix months, but he hopes it will be renewed so that
he can stay with his current team.

Customizing Skills

G'len has a number of broad skills already listed on
the front page of this Hero Folder. These have scores
listed, showing the numbers needed to achisve
Ordinary, Good, and Amozing success. He also has a
selection of specialty skills that have no scores
assigned to them as yet. You get to customize G'len by
assigning scorss to the specialty skills you want him to
heave. Here's how to do that,

All specialty skill scores are based upon the broad
ekill score they are associated with. (The broad skill
gcore is the same as the associcted ability score, by the
way.] Add the number of points you assign to a special-
ty skill to the broad skill score to determine the special-
ty ekill score.

Assign Pointe. G'len has 12 points to assign to spe-
cialty skills. Assign all these points ot this time. Add
the number of points assigned o a specialty skill 1o the
associated broad skill score to determine the specialty
gkill score.

Example: G'len has a Technical Science broad skill
score of 12, If you assign 2 points to the repair specialty
skill, then G'len's repair skill score is 14 (12+2=14).

Limits. You can only assign 1, 2, or 3 points to a spe-
cialty kill. Later, you can improve a specialty gkill fur-
ther with achievement cawards, but uee this limit now
when assigning G'len's 12 points.

Example: You can assign G'len’s points in a variety
of ways, including: 3 to three =kills, 2 to another, and 1
to o fifth; | to twelve diferent skills; 2 to six skills; or
some other combination that adds up to 12 paints.

After G'len’s First Adventure. You'll receive addition-
al points after playing the first adventure, These com be
used to increase a specialty skill score, buy a new skill,
ot increase G'len's action check score. The blank lines
under the skill section can be used to record any new
skills you buy for G'len later.
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Complieting Page 1
Fill in the scores of the specialty skills you've selected.
Remember, a specialty skill score is obtained by
adding the number of assigned points to the broad skill
score. This sum is the Ordinary score. The Good score
is half of the Ordinary score, rounded down. The
Amazing score is half of the Good score, rounded down.
Fill in the hero's attack scores, based on any perti-
nent specialty skills you selected.
That's it! You're ready to play!

Egquipment

G'len has the following equipment, along with commeon
everyday clothes and shoes, pnmnul toiletries, and
personal mementos that he keeps in his quarters,

Comm Gear: This lightweight headset can send and
receive radio signals up to 1000 kilomaters, allowing
Elgar to communicate with his teammates.

Jumpsuit: This one-piece light gray coverall comes
with o detachable vacuum mask and thick gloves.
When all of the pieces are worn, it provides protection
against atmospheric decompression (the mask's oxygen
gupply lasts for 8 hours). The jumpsuit is normally worn
ovar other clothing. It has several pockets and many
places to attach equipment or toals.

Softsuit: This suit of carbonate fiber is specially
designed to be strong and resistant to damage. It works
like a bulletproof vest but locks like normal clothing,

Flashlight: This electrically powered flashlight has a
battery that lasts for about 1 week of constant use. It
throws light to illuminate up to 20 meters away.

Charge Pigtol: This high-tech weapon uses an elec-
trical charge to propel an explosive bullet at o target.

Repair Kit: This kit of specialized tocls provides
'len with a -2 step bonus (-dB) when he uses it while
making Technical Science-repeair skill checks.

Notes




MAanX GUSTOFSON

Gustofson s the captain of the Lancelot. As
a loyal member of the Concord’s Special
Service, he has vowed that nothing will pre-
vent him from completing his assignments.

Background Information

Species Human
Profession Diplomat
Career Ship Captain

Ability Scores

STRENGTH 7 INTELLIGENCE n

DEXTERITY 8 Wi 12

Constiumion: 9 PersonauTy 13

Skills

Strength Ordinary Good Amazing

Athletics T 3 1
Jdump

LUnarmed Attack T 3 1
Braw!

Dexterity Ordinary Good Amazing

Ranged Weapons 8 e 2
Pistol

Vehicle Operation 8 9 -
Space \ehicle

Constitution Ordinary Good Amazing

Stamina 9 4 Fd
Endurance

intelligence Ordinary Good Amazing

Knowledge n 5 e
Oeduce

Navigation n 5 e
Orivespace

Starship Operation 11 5 e
Comm.
Sensors
Weapons

wWill Ordinary Good Amazing

AWAreness 12 B 3
Perreption

Personality Ordinary Good Amaring

Leadership 13 B 3

Action

Action Check Scores

Marginal Ordinary GBood Amazing
1+ 10 5 e

Movement Rate: Walk 4 Run 12

Attacks

Unarmed Ordinary Good Amazing
Skill Score

Damage ks d<d+1s ds+2s
Charge Pistol*Ordinary Good Amazing
Skill Score I
Damage dd+2w d&+2w dB+2w

¢ Short/mediumdong range of 81660 meters
Ordinary Good Amazing

Skill Score e i

Damage e

Defenses

Armor: Softsuit dB&=1

Durability

Stun 9 e o o |
EEEEE EEEEE

Wound 9 o o |
HENNE EEEES
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Manx Gustofson’s

Background

Monx Guetofeon was born the son of two cificers in the
Galactic Concord stellar navy and raised in the Aegis
system. Educated in a military institution, he thrived in
an envirenment where loyalty and dedication to duty
were of the utmost importance. Upon his graduation, he
enlisted in the Concord's olficer training school and
spent four years learning the ropes of the military
bureaueracy.

During this time, Manx was recruited to the
Concord’s Special Service division. After serving with
some of the best commanders the Concord had to offer,
he eventually received command of a troubleshooting
vessel, the Lancelot.

Manx's dedication to the bottom line and his natural
talent for leadership make him an excellent ship's cap-
tain, Now, with a great team and a proud starship, he
applies his considerable talents to every mission that
comes his way.

Customizing Skills

Manx has a number of broad skills already listed on
the front page of this Hero Folder. These have scores
listed, showing the numbers needed to achieve
Ordinary, Good, ond Amazing success. He also has a
selection of specialty skills that have no scores
assigned to them as yet. You get to customize Manx by
assigning scores to the specialty skills you want him to
have. Here's how to do that.

All specialty skill ecores are based upon the broad
skill score they are associated with. (The broad skill
score is the same as the associated ability score, by the
way.) Add the number of points you assign to a special-
ty skill to the brood skill score to determina the special-
ty skill score.

Assign Points. Manx has 11 peints to assign to spe-
cialty skills. Assign all these points at this time. Add
the number of points assigned to a specialty skill to the
associaied broad skill score te determine the specialty
skill score.

Example: Manx has a Vehicle Operation broad skill
score of 8. [ you assign 3 points to the space vehicle
specialty skill, then Manx's space vehicle skill score is
11 (B+3=11).

Limits. You con only assign 1, 2, or 3 points to a spe-
cialty skill. Later, you can improve a specialty skill fur-
ther with achievement awards, but use this limit now
when assigning Manx's 11 points.

Example: You can assign Manx's points in a variety
of ways, including: 3 to three skills, and 2 to anothar; |
to elaven ditferant skills: 2 to five skills and | to anoth-
er; or some olher combination that adds up to 11 points.

After Manx's First Adventure. You'll receive addition-
al points after playing the first adventure. These can be
used o increase a specialty skill score, buy a new skill,
or increase Manx's action check score. The blank lines
under the skill section can be used to recard any new
skills you buy for Manx later.

Completing Page 1
Fill in the scores of the specialty skills you've selected.
Remember, a specialty skill score is obtained by
adding the number of assigned points to the broad skill
scare, This sum is the Ordinary score. The Good score
is half of the Ordinary score, rounded down. The
Amazing score is half of the Good score, rounded down,
Fill in the hero's attack scores, based on any perti-
nent specialty ekills you salected.
That's it! You're ready to play!

Equipment

Manx has the following equipment, along with com-
mon everyday clothes and shoes, personal toiletries,
and personal mementos that he keeps in his quarters.

Rudiorecorder: Monx uses this recorder to make his
personal log entries before downloading them to the
ship’s computer. It can store up to 20 hours of audio
recordings on 3D erystals.

Comm Gear: Thie lightweight headset can send and
recaive radic signals up to 1000 kilometers, allowing
Elgar to communicate with his tecmmates.

Jumpsuit: This one-piece light gray coverall comes
with a detachable vacuum mask and thick gloves.
When all of the pieces are warn, it provides protecticn
against atmospheric decompression (the mask's oxygen
supply lasts for 8 hours). The jumpsuit is normally worn
over other clothing. It has several pockets and many
places to atlach equipment or tools.

Softenit: This suit of carbonate fiber is specially
designed to be strong and resistant to damage. It works
like a bulletprook vest but looks like normal clothing.

Flashlight: This electrically powered flashlight h-:: a
battery that lasts for about | week of constant use. It
throws light to illuminete up to 20 maters away.

Charge Pistol: This high-tech weapon uses an elec-
trical charge to propel an explosive bullet at a target.

Notes




